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•i!ji:::i,!i• C O NT E NT S The "Holy Crap The Magazine Got Redesigned" Issue 

MORTAL KOMBAT: DECEPTION HOME BREW GAMING 101: 
Ed Boon and his crew break their pact of silence and throw the 
doors wide open on their next MK release. Refreshingly open, 
they talk about character lists, alternate gameplay modes, 
Fatalities, and online play. 

A PRIMER COURSE 
Despite the Hollywood-like budgets of most triple-A titles in 
recent memory, it is still possible for someone at home to 
make a game with minimal financial investment. We're getting 
an of you inclependent clevelopers off on the right foot. 

departments 

STAFF 
Read the team's latest favorites 

GISPY 
Silly pictures of our life and times 

DEAR GI 
Your chance to fire back at us! 

CONNECT 
Where news, talk, and technology 
collide 

INTERVIEW 
John Shappert, general manager of 
EA Canada, talks shop with us 

GEAR 
Geeky gadgets for the masses -
from robots to TVs 

OPINION 
Steve Kent, author of Game Over, 

ponders the changing face of our 
industry 

CALENDAR 
Get hip to this upcoming month's 
happenings 

PREVIEWS 
Sly 2 is insuring that platform 
games of yesteryear keep evolving 

REVIEWS 
Game of the Month: Splinter Cell: 
Pandora Tomorrow for Xbox 

CHARTS 
Retail Sales Data and the GI edi
tors' Top 10 Games 

SECRET ACCESS 
Codes, strategies, and passwords 

CLASSIC GI 
Reliving gaming's greatest 
moments 

GAME OVER 
The end .. . or is it? 

l6i11UIIII•tD 
GAME 

Athens 2004 .. .. . . . . 

PAGE# 

.. .... 79 

Battlefield Vietnam .......................... . . 106 

Bu11ngai: The Forsaken Gty ....... . ......... . .. . 77 

Darkwatch ...... ... 

Destruction Derby Arenas .. 

.. .. 74 

.. .... . 99 

Driven to Destruction .. .. .. . .. . . . .. .. . . . 72 

Far Cry .... ..... .... .. .............. . . .. 105 

Final Fantasy XI . . .. . . .. .. .. . . . .. .. .. . . . . .. . . . 99 

Fire Emblem .. .. ............................. 77 

Gangland . ..... .. . .... . ..... .. .. .. ....... . . . 107 

Hilman: Contracts . . . .. . . . .. .. .. . .. .. .. .. . . 79 

Iron Phoenix .. .. .. .. .. .. .. .. . . . .. . . .. .. 82 

Judge Dredd: Dredd vs. Death .. .. .. .. . .. .. . .. . 93 

Madden NFL 2005 .. .. .. . .. ........... .. . .. .. 76 

Mario Golf Advance Tour .. .. .. . .. .. . . . .. . . . .. 89 

Mario vs. Donkey Kong .. . .. .. .. .. . . . . . . .. .. . 87 

Men of Valor . ...... ... . . 78 

Metroid Prime 2 .. .. .. .. .. .. .. .. .. . . 83 

MTV Music Generator 3: This is the Remix . . . .. . . 88 

NASCAR Thunder 2005 .. .. .. ..... 89 

NBA Ballers .. .. .. .. .. .. .. .. .. .. . 92 

NHL 2005 .. .. .. .. .. .. .. .. .. .. .. .. 88 

NCAA Football 2005 .. .. .. .. .. .. .. .. .. .. .. .. . 76 

Paper Mario 2 .. . . . . . . . . . . . . . . . . .. . . . . . . . . . . . 85 

Pool Paradise . . . . . . . . . . .. . . . . . . . . . . . . . . .. . . . IOI 

R-Type 111: The Third Lightning . . . . . . . . . . . . . .108 

Rainbow Six 3: Athena Sword . 

Resident Evil: Outbreak ..... . 

Rollercoaster Tycoon 3 ..... . . 

. .107 

.. .. 96 

88 

Samurai Jack . . . . . . . . . . . .. .. . .. .. .. . . . . .. . . . . 93 

Samurai Warriors ............................. 97 

Scooby Doo: Mystery Mayhem ... . .......... .. .. 94 

Serious Sam: The Next Encounter . . ........ . .... 94 

Seven Samurai 20XX . . .. .100 

Siren .. .. .. ............ .. .. .. ...... .. .. . ... 97 

Sly 2: Band of Thieves .. .. .. .. .. .. .. .. .. .. .. .. 66 

Splinter Cell: Pandora Tomorrow (GBA) . . . . . . . .. 108 

Splinter Cell: Pandora Tomorrow ()(box) . . . . .102 

Spyro: A Hero's Tail . . . . .. . . . . . . . .. . . . . . . . 86 

Steel Battalion: Line of Contact . . . . .. 103 

Syphon Filter: The Omega Strain ... 98 

TOCA Race Driver 2: Ultimate Race Simulator . .... 103 

Tron 2.0: Killer App . . . ... 82 

Unreal Championship 2: The Liandri Conflict . . . .. 70 

Unreal Tournament 2004 .. .. .. .. .. .. .. . .. .. .. 104 

Vampire: The Masquerade - Bloodlines . . . . . . . . . . 84 

Wade Hixton's Counter Punch .. .. 108 

World Tour Soccer 2005 ..... 99 

WWE: Day of Reckoning . . .. 80 

X-Files: Resist or Serve .. 100 

Yu-Gi-Oh! World Championship 2004 . . . . . . . . . . .108 
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=== STAFF . :.J::.: • • • People Who Actually Ciet Paid To Play Video Games 

SAME AS IT 
EVER WAS ... 

Over the last year, the staff and I have been 

working diligently on the magazine rede
sign you now hold in your hands - and we 

are quite proud of the results. As with any 
redesign, I'm sure there will be people who 

immediately decide to love it or hate it, 

but I would just ask that you give it a little 
time. I know that after I spent all my waking 

moments with the new magazine I found it 
difficult to go back to the old style. 

The most notable updates are the sweep
ing changes made to GI News and Etc. As 

you may have noticed, GI News is now 
called Connect, and it includes some new 

departments such as the Interview, Calendar, 

and Opinion sections, as well as the new 
Etc. simply known as Gear. Like many of you 

out there, Etc. was always one of our favorite 
pages in the magazine, and we thought we 

could make it even better by moving it up 
and giving it more space. 

You'll also notice other little additions 

throughout the book. but I'll let you discover 
those on your own. In the coming months 

we will continue to tweak Connect, and add 
and experiment with new bits and pieces. I'd 
love to hear your feedback on the new look. 

so feel free to drop me an email and let me 
know what you think. 

Enjoy our Halo 2 cover story, and make 
sure to check back with us again next month 

when we bring you perhaps our biggest 
cover story yet What game is it? I can't reveal 
this monster title just yet, but I can promise 

you that it's something you have been dying 
to see, and we'll have the exclusive first look. 

Cheers, 

Handle: The Game Hombre Expertise: RPGs, ActioryPlatfoon, 
Driving. Fll'St-Person Shooters lntemts: The (,(ey Album, 
T imbermlves Basketball, The Sopranos, Ametiwn Chopper 
Dislikes: Losing Power In The Middle Of A Superstar Saga Marathon, 
That Paulie Doesn't Get More Screen Time Cumnt Favorite 
Games: Unreal Tournament 2004, Syphon Fiter. The Omega St@in, 
Far Cry, Splinter c.el: Pandora Tomorrow 
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Reiner >> remer@Qameintormer.com 
Hlnllt: The Raging Gamer Expertise: Rl'Gs, Fighting. ActioryPlatfonn, Strategy, 
Sports lnlemts: Probot (Rocx On, Davel), Batman Begms (Fmlly A Good Bcltman 
M<Me77?), Nintendo Confirming Zelda: The Wind Waker 2!, Secret Super Hero 
5ooetJes (rm Starting One ... Wanna Jotn?) Dislikes: Walllng Another Year For Siar 
Wais: Episode Ill, The Cost Of Frnal Fantasy XI For PS2, Angel Getting Canceled 
CUmnt Favorite Games: MVP Baseball 2004, Syphon Filter. The Omega Strain, 
NBA Ballers, Splinter Cell: Pandora Tomooow, Mano Vs. Donkey Kong 

Matt >> matt@gameintormer.com 
Handle: The Original Gamer Expertise: First-Person Shooters, Action/Platform, 

-----,- • Actio!yAdventure, Actio!ySports Interests: The Line-up Of Lollapalooza 2004 
' (Morrissey! Sonic YouthO, Peter Jackson's King Kong M<Me, Sunny Weather, Donuts. 

Baseball O LCM! BaseballQ, WiFi Dislikes: Actually Having To Go To Lollapalooza, 
Getting Lost In San Francisco, 561(, NetZero, Hyundai, Onions Current Favorite 
Games: Syphon Filer. The Omega St@in, Ninja Gaiden, Steel Bclttalion: Line Of 
(.ortaa, BreakdoY.,i 

Kato>> kato@gameintormer.com 
Hlnllt: The Game Kat,ma Expertise: Sports, Raoog. Actlory'Adventure, AdJory' 
Platform lntffests: NASCAR 30 IMAX Movie, Hockey's Vigilante Jusoce. Charlie 
Mt.phy, Gu1 Scout Cookies. The New Mag Design Dislikes: Habitual Line Steppers, 
Non-Question Askers, Arrogant Developers CUmnt Favorite Games: Far Cry, 
Dnven To Deslruc:tion, Pool Paradise, Wade Hixton's Counter Punch 

Lisa >> lisa@gameintormer.com 
Handle: La Game Nikita Expertise: Survival Hooor, Adventure, RPGs. fv:J.'.on/ 
Platform, Racing Interests: Geeky Gadget Stuff, Spring. The New Game Informer 
(Still GI, But Looking Better), Thai Peanut Sauce, Auto Repair/Customization Dislikes: 
Weirdly Sweet Bleu Cheese Dressing, Shrunken Sweaters Current Favorite 
Games: Unreal Tournament 2004, James Bond 007: Everything Or Nothing. 
Resident Ev!l: Outbreak (Wrth The Right Setup), Mario Goff Advance, Splinter Cell: 
Pandora Tomorrow 

Hlnllt: Gamezilla Expertise: Fll'St-Person Shooters, Survival Horror, AdJory' 
Plat!Olll\ Fighting. St@tegyjRPGs Interests: Getting My Pnvate DeteCIJYe License 
Viii Correspondence Course. New York Gty, Thts Modem KM!, Gl's Hip New Look 
{lt's The Latest Style From ParisO Dislikes: Coconut, Not C>Mlmg An 1Pod, People 
~ Dnve Hummers With Wildlife ConselvatJon License Plates Current Favwite 
Games: Fml Fantasy Tactics Advance, Splinter Cell: Pandora Tomorrow, Steel 
Battalion, Ratchet And Clank, Halo 2 

Adam>> adam@gameintormer.com 
Handle: The Alpha Gamer Expertise: RPGs, St@tegy, First-Person Shooters, 
Fighting Interests: 170hp lnline 4-Cylinder Engines, 17-lnch Low-Profile Tires, 6-
Speed German Transmissions, Leather Interiors, Bclcklit Gauges, Sunroofs, Heated 
Seats, Not Tasting The Rainbow While Reading GI Dislikes: Allergies, Spawn-Killing. 
Trudasaurus Parked Outside My Base And Obliterating Everyone Vvl1o Tries To Come 
Out Cumnt Favorite Games: Unreal Tournament 2004, Far Cry, Diablo II (It Still 
Rocks), Rogue Squadron Ill: Rebel Strike {lf You Use The Code To Skip The Non-Flying 
St.ages), MVP Baseball 2004 

Joe >> ;oe@gameinformer.com 
Hlnllt: The Re.JI American Gamer Expertise: Rl'Gs, Adventure, Slrategy, Platfonn, 
Puzzle lntffests: Hiro Protagonist. Etemof Sunshine Of The Spodess Mmcl, My Ca(s 
C~ehensrve Warranty (Trust Me, rn Need It), Preodlet, Zombiax:e Dislikes: 
DVDs Without Chapter Selection (Curse You, DcMd LynchO, The Uncontrollable 
Maoog Habits Of My Woth Unleashed Dragons. Fancy-Pants Mustard, Excel Sago. 
Deep Blue CUmnt Favorite Games: Metal Gear Solid: The Twin Snakes, Splinter 
Cell Pandora Tomorrow, Ninia Gaiden, King's Quest II (AGDl's VGA Remake) 
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• : .: The Readers Strike Back 

■ Gosh, that's real sweet of you. It's so nice 
when readers respond to all of the hard work 
that goes into each issue - and without us 
paying them or anything! It just makes us feel 
all warm and fuzzy inside, especially when 
we don't have to buy the praise. We didn't do 
that in this situation, but you know, if we did, 
it wouldn't be ... of course it would be unprin
cipled and dishonest. but we didn't pay Ryan a 
single cenl Honest! 

TAG TEAM BACK AGAIN 
My friends and I have been watching and waiting for 
a decent multiplayer game to hit the shelves, and we 
haven't seen any. It's almost ritualistic for us to get 
together and destroy each other on TimeSplitters 2, cheer 
with delight as we play Super Monkey Ball, and slam out 
controllers as we lose to each other in Smackdown! Here 
Comes the Pain. While all three of these games have a 
high replay value (at least to us), we would like to get a 
new flavor in the mix. Since TimeSplitters 3 won't be out 
until 2005, we were hoping you guys could recommend 
any good multiplayer games that are already out or will be 
out in the near future. 

Byron Klein 
Via email 

■ Disregarding the obvious sports-themed titles 
that allow for multiple players, there has been 
a nice surge of good play-with-friends games in 
the last few months. James Bond 007: Everything 
or Nothing. Champions of Norrath: Realms of 
EverQuest. Wario Ware Inc: Mega Party Games 
and Splinter Cell: Pandora Tomorrow are all really 
different titles that have nice multiplayer or co-op 
options. 

BOON OR CURSE? 
Final Fantasy has been one of the most intricate and 
thought-provoking series ever. But now Final Fantasy must 
confront the threat of decay that could ultimately mean 
the end of what made the series what it is. Final Fantasy 
began as a modest NES RPG with a simple formula that 
appealed to both American and Japanese gamers, but 
by the time the series reached its sixth installment, it 
had developed into a series with fantastic storylines and 
wonderful characters. FF games elicited both wonder and 
awe by giving you a vague detail of the events and his
tory that took place in a unique world. At the same time, 
they allowed the player enough space to digest what he 
or she witnessed and build his or her own perception of 
the game. 

Today, the true essence of the franchise is being 

severely threatened as the series and its marketing potential 
expands - it seems that Square Enix has become more 
concerned with milking the Final Fantasy franchise for all 
that it's worth rather than staying true to its formula. Square 
Enix has lost the concept of a "Final" Fantasy, of each Final 
Fantasy being unique without further elaboration. The recent 
X-2 is a prime example of this corruption. 

Veteran Final Fantasy fans could still escape to their 
stronghold of the classic Final Fantasies (FF VI, VII, VIII, IX et 
al.), but Square now announces that they intend to tamper 
with Final Fantasy VII by making the cinematic sequel Final 
Fantasy VII: Advent Children. Few realize that this jeopardiz
es everything that made FF VII such a wonderful game. FF 
VII offered an entire world for players to explore, complete 
with a history, plot, and interesting characters. However, it 
was the 'filler space' that allowed the player to use his or 
her own imagination that earned FF VII an almost religious 
following. The movie will ruin our perceptions of FF VII. 

■ So do you want to play it then? Or do you 
think that it's stupid? We suspect that you've 
been gripped by the two opposing forces gov-
erning most gamers lately: the yin of wanting 
to like every bone Nintendo throws your way 
and the yang of doubting this two-saeened 
gizmo. We're all going through it right there 
with you, buddy. It's okay, and as a commu
nity of like-minded gaming enthusiasts, we're 
going to come to terms with our emotions. 
You just have to hold on, hold on to the 
night (At least until the unit is revealed). 

In this new world of corporate competition, Square 
Enix seems to want to bring every penny possible into its 
pockets, and it appears that they are willing to go through 
some of their greatest and most memorable titles to do it 

Doctor Voyager 
Via email 

■ Although the tone of your letter implies a greater 
conspiracy and reckless mishandling of the classic 
Final Fantasy franchise, it looks to us like Square 
Enix is doing something really spectacular for the 
fans. That being said, you do bring up some inter
esting points about taking away players' ability to 
use their own imaginations. We'll have to see how 
it shapes up once Advent Children gets closer, but 
judging by the response we received to our feature 
[T11e Future According to Square Enix, issue 127), 
lots of gamers are truly excited to get an updated 
guided tour through the world of FF VII. 

WISH LIST? DONE 
I think that the next generation of consoles needs a whole 
lot more than the PS2 and Xbox are offering. First of all, it 
should have an input for your satellite or cable so you can 
watch TV using the console. It should also have a word 
processing program. In order to print out documents there 
should be a USB connection somewhere on the system. 
You can take simple storage devices that connect via USB 
and transfer the data to a printer or computer. The console 
should also allow a split screen mode so you can watch 
TV and work at the same time. It should also possess a 60 
GB hard drive so you have plenty of storage for music. The 
console could also act as a digital recorder and playback 
device similar to TiVo. Of course, you need to throw in 
surround sound capabilities including THX. There should 
be Internet capability as well, but no additional online fee 
(that means you Microsoft) since your already paying an 
ISP to be hooked up to the net. The console should come 
with a foldable and compact keyboard/mouse combo and 
a controller that is wireless. Finally, it should have dual disc 
capability along with a built in DVD/CD burner. You also 
shouldn't have to buy a special remote to watch DVDs. 
Now imagine all of this in a package that costs no more 
than $200. True, the company might lose money on sales 

Send your comments to Game Informer. Snail Mail: Game Informer Magazine • Attn: Dear GI • 724 North First St., 4th Floor • Minneapolis, MN 55401 Email: deargi@gameinformer.com 
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of the system, but it really wouldn't matter in the long run 
because they would make it all up in game licenses. Now 
all of this might seem a little far-fetched, but I guarantee a 
system with this capability would certainly be the biggest 
seller of all time. 

I can only hope, 
Dustin Hobaugh 

Via email 

■ Dustin, we have some mighty good news for you -
they already make this system. And, it's widely avail
able in a range of configurations and price points 
(although it still hasn't really broken that $200 bar
rier). Because we're friends, we're going to clue you 
in on what this wonder-box Is called. Ready? It's a 
PC. There you have it! A solution to all that ails your 
gaming ills! Happy pie! 

ROCK THE SOCKS 
I read your article on the upcoming Resident Evil 4 and 
was a little bit heartbroken to hear that the Umbrella Corp. 
and the beloved flesh-eating zombies won't be in this one. 
Other that those two sad facts, this sequel looks to be 
pretty interesting. 

Dar Man 
Seattle, WA 

I just read your exclusive on Resident Evil 4. Sweet! I cannot 
wait to get that game. 

Eric Engel 
Via email 

Your coverage of Resident Evil 4 in the March 2004 issue 
was amazing. Although I'm too much of a wuss to actually 
play the game when it comes out, it might be something to 
buy - maybe even just to tum it on and get quick glimpses 
of the beautiful work they did before screaming like a child 
and turning it off. This certainly is something to look foiward 
to in the future. 

Silver Angel 
Via email 

Great job on your last article on Resident Evil 4 and Killer 
7. Capcom is one of my favorite companies, with games 
like Mega Man, Resident Evil, Viewtiful Joe, and Killer 7 
(which will hopefully be another great title). You guys cover 
the games that we, the gamers, want to hear about Thanks 
much! 

Included is the Hobby 
Consolas issue that 
has your stolen RE 4 
article. As a Spanish 
gamer, things like this 
make me very sad. 
Their magazine 
is pure crap. 

Thank you, 
Alberto Jose 

Lapuente 
Spain 

■ Getting the 
opportunity 
to cover Resident Evil 4 and Killer 7 before anyone 
else in the world was a huge honor, and we were 
really excited to get the information out to everyone. 
But, as Alberto supplied us proof of, the story was 
so hot that certain publications and information out
lets decided to just scan our article instead of going 
to the trouble of actually writing. Sending out curtly 
written requests to remove the loot was kind of fun, 
though. 
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CHARLES ATKINS 
That bunny sure isn't on that "Atkins" diet. 
Ha ha ha ha! [groan] 

Enter the Game Informer Envelope Art 
Contest All you need to do is draw, paint, 
scratch, spit, or ca,ve the best darn envelope 
art you can t ·nk of and send it to us. Please 
include y r name, phone number, and 
return dress on the back of the envelope. 
If you' e the monthly winner, we'll feature 
your rk in GI and you'll receive a video 
ga e prize from the Game Informer vault 

Send to: 
Game Informer 
Envelope Art Contest 
724 l st St. N., 4th Floor 
Mpls, MN 55401 

JONATHAN SULLIVAN 
Samus demonstrates her famous 
technique for anal probes 

..... ------------. 

CHARLES FERNANDEZ GEORGE YOUNG 
Kain has a wicked case of b.o.! 

RAHEEM R. 
DADE 
Mario and Luigi 
are going to 
star in the video 
adaptation of 
Stuck on You 
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:::!i=:::!::: C O N N E CT Breaking News, Views, And Technology From 
•:r.. The Cutting Edge Of Gaming 

N ot even an appearance by American Idol's WIiiiam 
Hung (of "She Bangs• fame) could overshadow the 
excitement caused at the annual Game Developer's 

Conference over a showing of the first actual footage of 
a PlayStation Portable game in action. Hung rocked the 
house singing along to "Y.M.CA" while playing the upcom
ing Eye Toy: Groove, but the real fireworks came later when 
Sony executive vice president of third-party relations and 
marketing Andrew House, unveiled new details regarding 
the company's highly anticipated handheld. 

After the usual boasts about the system's cutting-edge 
technology, wireless networking. PS2 connectivity features, 
and a video montage of various development professionals 

singing the PSP's praises, House introduced Chris Charla 
and Mike Mika of Backbone Entertainmen~ who then 
showed footage of their upcoming PlayStation Portable
exclusive title Death Jr. A stylized action game in the vein 
of Tim Burton's The Nightmare Before Christmas, the 
title demonstrated a surprisingly sophisticated look, espe
cially considering that it is far from complete. The footage 
showed Death Jr. (who is purported to be the son of the 
Grim Reaper) as he navigated fully 3D levels, decimat-
ing enemies with a bazooka-like weapon and his scythe. 
Graphically, the game already eclipses many PSone prod
ucts in terms of texturing. and demonstrated jaw-dropping. 
explosive particle effects. 

Charla also pointed out 

Sony vice president Andrew House outlined the 
company's plans for PSP, while Americon Idol's William 
Hung (inset) got down with EyeToy: Groove 

that the PSP was very easy 
to create software for, com
paring its technology and 
development tools favorably 
to the developer-friendly 
GameCube, commenting that 
it was ·really frickin' fun• to 
work with. Charla estimated 
that it would only take around 
15 people to p-eate a quality 
PSP title. He went on to add 
that "polygon per polygon, [the 
PSP) is more powerful than 
the PS2~ Although Backbone 
is still searching for a publisher 
for Death Jr., the game looks 
extremely polished, with a 
highly developed visual style 
and macabre sense of humor. 
It's certainly a promising sign 
of things to come in the future 
of handheld gaming. 

Although a bit blurry, these screens (captured from a live 
video feed shown at GDC) do give some idea of what the PSP 
is capable of graphically 
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ESPN NFL 
2005 
GLORY OF THE GRIDIRON 

S ega and developer ESPN 
Videogames blew the doors off 
of the football genre last year 

with the addition of a first-person view 
to its already fantastic pigskin fun. 
We're here to give you a first look at 
ESPN NFL 2005, along with a few 
tidbits to whet your appetite. 

ESPN has put a lot of work into the 
graphics for this already hot looking 
momma, induding a new specular 
highlighting system. Furthermore, the 
company tells us that just one of the 
many improvements to first-person 
football is the new passing control. 
Couldn't get enough of The Crib last 
year? 2005 will bring you double the 
amount of unlockables to pimp out 
your pad with. There will be other new 
features on the gameplay froni but 
all the developer would tell us is that 
the picture on the right hints at some 
new bump-and-run coverage options 
for the defense. Of course, this, as 
they say, is just the tip of the iceberg. 
Keep your head on a swivel for more 
details soon. 
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DATA FILE 
More News You Can Use 

QUAKECON ON! 
id Software has announced lhe dates and 
loouoo o( the 9th annual QuakeCon lestwal and 
10011\dn,ent. whKlt will be held AugUSl 12·15 at 
the Ga)iord Texan Resort & Cooventoo Cente< in 
Grapev,ne.Texas. 

SATURDAY MORNING GBA 
Maiesco o toot,ig ,s Game Boy Advance Video 
technology wrth lhe sgning of Teenage Mutant 
N111J0 Turdes. Soo,c x. and other rox Box shows 
to appear on the GBA 01 GBA SP. Tho te<hnology 
allows up to 45 minutes ol coloc Vldeo 1n a 
stanckud cartndge. 

SOUL CALIBUR MOVIE 
AmerK1111 Pt, arid Anal Oest,natron producer 
Warren Zide has snapped up lhe lilm ngh~ to 
Soul Ca/ibur Wonder n Strfle(s mom will squ,ue 
off against Ivy! 

GUERILLA GOES SONY 
K1llzone and Shel/Shock d,veloptf Guerilla Games 
w,/1 make trtles exduswely /or Sony., lhe luture. 

SCIENTIFIC'S SET•TOP BOX 
Cable expert Soen11f< At/anld o looking at making 
a set top box capable ol playing games- Atlanta 
promises ·u,e same perfOJmance· that gamffi get 
out ol other home conoofes 

ENLIGHT GETS MCGEE 
Al<e aea101 and l01mer id SoftwMe ie'lel designe< 
/\meucan McGee has ~,gned on 10 be a creative 
director for Enhght Software. McGee WIii speailleild 
rounding up creat.rve developmental tdlent for 
Enlight. and will maintain his own WOfk with his 
company Ca1bon6. 

MAX BACK FOR MORE PAYNE 
Oesprte less 1han expected sales of lhe sequel. 
Rodslar Games • pushrng IO<Ward Wllh Max 
Payne 1 WOrd has rt thal developer Remedy 
Entertainment will not be back dt the helm. 

NINTENDO BACK IN COURT 
Us!ng a parent fried OYef lhree years ago, Nintendo 
• anemptmg to block 1he F,estorm gbaZ Game 
Boy Advar<e emu~tor 101 Palm OS-based units. 
rndud,ng Tapw..,.·s Zodrac handheld. "· :- • • . • • • '··~-~--

~ '·;,\~ -- J· "'\', • ! ,,.. .I . ',,:,'. 

. ... 1· .;: .... ~ 1 ·' - .. fli !. t;4: • . :: 
--.~ .. ~:~·-: ' ,,_ ·.·~:(; _:: .. <:··.:~-it 
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FABLE'S KUNG-FU FIGHTING 
With his spare tune from bemg an artist on Fable, 
Mark Healey is developrng Rag Doll Kung Fu. 
Onscreen combatants are controlled by your 
mouse. and hclVe no pre-scnpted animations. 
Healey wan~ 10 have 1he game oo lioohead's 
-.e lhrs fall. Now go back to making Fable, 
yooslave! 
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EA CALLS UPON THE 
GODFATHER 
FIRST M-RATED CONSOLE GAME? 

We were shocked this morning when we found a horse's head in our bed, but that was nothing 
compared to our surprise when we heard that Electronic Arts was going to dive into the mature-
rated market with an adaptation of Francis Ford Coppola's seminal adaptation of the Mario Puzo 

gangster novel The Godfather. 
Speaking at a conference in Florida, Warren Jensen, chief financial officer for EA said, •1 think many of 

you know that we are developing The Godfather~ Jensen went on to to say that the title will "likely be an 
M-rated game~ Until now, Electronic Arts has stayed away from the 17-and-over ESRB designation on its 
console titles, choosing to erase the blood even from war games such as Medal of Honor, which bears a 
Teen rating. It will be interesting to see how EA fares against an established heavyweight like the Grand 
Theft Auto series now that the publisher is hitting the mature audience with this mainstream game. 

Details such as release date, platform, and gameplay features have not been divulged yet. but Game 
Informer has heard that The Godfather will make a big splash next month at E3. We just hope Sofia 
Coppola doesn't ruin this game like The Godfather Part Ill. 
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Uwe Boll: The Video Game Adventure 
Talentless director Uwe Boll sure has a thing for video games. 
First. he inflicted the cinematic lesion that is House of the Dead 
upon the world, and then he started snapping up the film rights 
to any game he could get his hands on. He owns the rights 
to Hunter: The Reckoning, Dungeon Siege, Far Cry, and more. 
The director's adaptation of Alone in the Dark is currently shoot
ing, and features the "talents• of Christian Slater and Tara Reid. 
Obviously, Boll loves games, so it seems only natural that he 
should star in one. We have the perfect idea for him: a stealth/ 
action title. In this game, players would take on the role of Boll. 
Using his stealth abilities, Boll must spy on customers in game 
stores to see what they are buying so he can pick up the rights 
to the most popular titles and ruin them with horrid movies. 
Play too cautiously, and you won't learn what's really selling. But 
if you get caught, the enraged gamers will beat you to death 
for desecrating their favorite franchises. We think this is a really 
great idea for a game, and the best part is that if it's a hit. Uwe 
can buy the rights to his own game and tum it into yet another 
sub-par film! 

THE GOOD, THE BAO,, THE UGLY 
When You Want Your News Categorized With An Editorial Sarcastic Spin 

BAD 
Casde Wolfenstein creator and Muse Software 
a:>founder Silas Warner passed away after a 
battle wrth kidney disease. His widow said. "No 
one was more loved than my husband; the 
comments of hts industry colleagues lead me 
to believe no one was more respected~ 

GOOD 
M,crosoft takes the plunge and lowers 
the price of the Xbox to S 149. Also up for 
grabs are a dutch of new Platinum Hits 
games such as Crimson Skies: High Road 
to Revenge, Project Gotham Racing 2, and 
Counter-Strike. 

Snoop Dogg played a snitch 1n Stofsky & Hutch. and he's selling his own services when it comes 
to Video games. Snoop Dogg Boxing will be available for download in late April for major Java 
and BREW handsets. 

GREAT 
Wiat was once old is to@lly freakin' new again! Nintendo 
is releasing a limited-ed1t10n Game Boy Advance SP 
modeled after the NES on June 7. The Classic NES series 
will also feature eight vintage tides, including Super 
Mano Bros., The Legend of Zelda, Exatebike, and others 
tac $19.99 each. 

GOOD 
On Apnl 22, Sega's Phantasy Star 
Online Episode Ill: CAR.D. Revolution 
will send players on a special Game 
Informer quest. Reiner tells you to 
go out and find Andy Mac and Lisa. 
who have been missing for weeks. 
Those that complete the quest will get 
a special Game Informer card called 
"Hung Up," which restncts the MVP of 
surrounding characters. By the way, 
'Nhen you see Reiner, poke him in the 
eye for us. 

1/icanous V,s,ons CEO Karth,k Bala has confi,med that its Xbox port of Doom 3 will give console 
playe<s an exdusive mcxfe. A buddy can join you through the single•player campaign for some 
co-op fun. 





LOOSE TALK 
Hot Gaming Gossip 

ODDWORLD'S 
XBOX FALLOUT? 
In some promot,onal malefldls for The Game Develope(s 
Conference, developer Oddwor1d lnhabnants passed out 

matenals w,th the saying. •Oddworid Just got Stranger'. 
True. Word " that the stud,o has spin ns ues With Mocroson 
Game Studtos, who won'I be publtsh1ng 1he probably 2005 
111le. ThlS IS a long way from the oozy relauonsh1p that the 
pair built up preceding the laundl of the Xbox 
and the subsequent failure of once-marquee 
trtle Munch's Oddysee. The develope(s new 
game may use "Stranger" 1n ns title, wtuch 
is the name of ns central, 01nt Eastwood-
1nsp,red character. 

PERFECT DARK 
2005? 
There has been talk that developer Rare ,s prepar
ing three titles for release this year on both 
the Xbox and Game Boy Advance. 1"'1at's 
notable is what won't be included 1n that ITIO. 

1"'11le Kameo: Elements of Power and Conker: I.Ive 
and Uncut have been locking around for a ...,.le, Loose 
Talk has heard that the long-awarted Perfect Dark Zero w,O 
not be at this yea(s E3, and ..:,n't come out unul 2005 at 
the earliest. 

NEW TEST 
DRIVE IN 
2004 
Drummers, by nature, aren't very 
smart. but we're glad that ex-Fear 
Factory's slon man Raymond 
Herrera has a btg mouth. Herrera 
says that the band's been wor~mg 
on a song for Alan's Test Dnve: 
Cross-Tovm. The game WI" appar
ently be released this year for all 
the maior consoles 

POSTAL 2 
DELIVERS TO 
CONSOLES 
Loose Talk has heard that the Running \Mth 
Sossors development aew ,s working on 
bonging rts muc of irreverent humor and 
gunplay from the PC to the consoles. Gary 

.,...._.....,.ill Coleman: Bigger than ever, same small Size. 

NAME THAT GAME 
Test Your Sight 

In 2001, Fml Fantasy make< Square 
(as• used to be ralled) oNled a big 
budg,t PSl fighter/RPG wrth lht help 
of Tobal deYefopers Dream factory The 
game w..sn't very sood, but~ did expose 
Square's hatred of cacti (as shown on 
Volt's ,acke!). We know what lhty mean. 
We once lrled to rub '°""' cactus aio, 
on a rash we had, but nobody lold us lht 
lotron • from lht ilSlde ol lht cactus and 
no( th, ootside. Ouch. NPf't>Y, do yoo 
know lho game or notl 

(MSNe< on pag< 28) 
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XNA BRINGS XBOX, PC 
CLOSER TOGETHER 
MICROSOFT PLATFORM TO GUIDE ALL 
FUTURE DEVELOPEMENT 

I n a presentation on the first day of The Game Developer's Conference, Microsoft unveiled the XNA 
software development platform. It will offer common technologies between different Microsoft plat
forms and be used to design software for the company's current and future systems, induding Xbox 

Next, Windows, and Windows-based mobile devices. XNA will enable studios to keep production costs 
down, save time, and help keep up with the changing nature of developing games among the differing 
systems. Cross-platform play between the PC and Xbox (and/or Xbox Next) is also expected. 

Microsoft says that studios will be able to utilize more of a stable development platform instead of hav
ing a steep learning curve where the best of what a system can offer will only appear at the end of its life. 
Says J. Allard, corporate vice president for Xbox, "Now, by creating this environmen~ we're really giving the 
development community an arsenal of tools to work together and XNA is really going to allow people to 
focus on the parts that matter:' 

Microsoft says that over 20 development and middleware companies, including the likes of Valve and 
Criterion, are already on board with the platform. BioWare CEO Dr. Ray Muzyka wants others to follow 
Microsoft's lead. "It's the kind of thing every hardware manufacturer should be doing if they want great 
games and want to command developer support" 

XNA's theme of convergence will be reflected in the company's merging of technologies between the 
PC and Xbox. Microsoft plans to give Windows developers Xbox Live-style security, billing, and matchmak
ing; graphics and audio tools now used only on the Xbox; and both platforms will soon share a common 
controller like today's Controller 5. 

In a presentation to attendees, Allard and Robbie Bach, chief Xbox officer, not only explained the ben
efits of XNA, but also showed some demonstrations of the platform through a Windows XP PC with next 
generation ATI hardware. Using a Controller 5 through the PC, Laura Fryer ()(box technology director) and 
Chris Donahue (lead technical evangelist for Windows gaming) showed some real-time demos, starting 
with one from High Voltage. It showed a gorilla morphing smoothly into various other animals. The focus 
of this was the audio. Using XNA, developer High Voltage was able to frontload it and let the creators 
integrate it with the demo's other elements at the same time, instead of dropping it in at the end as an 
afterthought. 

Next was a demo of Eva, a film-noir femme fatale, who was created by a Microsoft team merging tools 
like HLSL (formerly PC-only) and XACT (once only for Xbox). Eva showed off spectacular reflections of 
light and self-shadowing. 

Lastly, Microsoft showed the crowd a presentation put together by Pseudo Interactive showing a sleek 
sports car in a test laboratory. It then was sent racing off to crash headlong into a cement cube to show 
some great physics and particle effects. This was repeated several times, each impact having different 
crumpling effects on the car. 

Microsoft says that XNA-enabled developer kits will be available this summer to studios. 
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THE TRUTH AND 
CONSEQUENCES OF DRUG 
USE IN VIDEO GAMES 
MIDWAY'S NEW GAME KICKS OFF 
CONTROVERSY? 

A s video games take more and more of a prominent 
place in our culture and amongst the youth of this 
country, our industry and its games have come under 

more scrutiny from parents' groups and politicians. \Nhether 
the issue is violence in video games or the selling of inappro
priate titles to minors, what we play is being monitored and 
discussed at kitchen tables and on legislature floors across 
the country. Now a new topic of contention may have just 
entered the arena: drug use in video games. Game Informer 
has seen a preview version of Midway's NARC for PlayStation 
2 and Xbox, which features the main characters' use of the 
illegal drugs marijuana, LSD, crack cocaine, and speed. Is this 
going too far? Or is it just more evidence of the maturing and 
realistic nature of video games today? 

NARC puts you in the role of a pair of cops out to stop a 
new drug called Liquid Soul. Along the way, the game pres
ents you with choices. Some criminals you arrest will drop 
drugs for you to confiscate. NARC differs from other gritty 
crime games in that narcotics aren't just the subject matter; 
they can be ingested and become an important - but not 
mandatory - part of the gameplay (you can also purchase 
them from dealers or sell them). If you decide to smoke 
some pot, for example, the player will notice both positive and 
negative effects. You will go into 'weed time,' which puts the 
player into a slow-motion Matrix-like state. The downside, as 
with all drug use in the game, is that if you use it too much 
you will not only become addicted (which is a gameplay 
mechanic all its own), but you could overdose. Furthermore, 
your badge rating will fall, resulting in good cops coming after 
you in the streets. Midway's vice president of development. 
Steve Crane, points out that NARC is all about realism. 'Real 
life is our guide in such matters. You have choices. Choices 
have consequences. As long as the consequences are realistic, 
we felt comfortable offering them~ 

Choice is something gamers crave, but NARC is sure to 
invite controversy and bring up the age-old question as to 
whether content influences players' real-life behavior. Industry 

groups such as the Entertainment Software Association have 
historically denied a connectJon between violence in video 
games and society (the ESA couldn't comment for the pur
poses of this story), but are drugs a different matter? \Nhen 
you consider that violence in video games has been long
standing throughout the industry's history, and it is utilized far 
more than drug use up to this point. one wonders whether 
Midway is opening a new can of worms altogether. Particularly 
since NARCs use of narcotics is so pervasive and illegal and 
not merely using a medkit to heal a character. Furthermore, 
the bottom line is that violence is simply tolerated more in our 
society than illegal drugs. 

However, Crane argues that an individual's own responsibil
ity is still at the core of the matter, whether it stops people 
from taking crack or killing people in the streets. '[NARC 
doesn't promote drug use] any more than I think this game 
(or any shooter) advocates shooting people to solve your 
problems. If anything, it demonstrates rather vividly the conse
quences of your choices. I'd hope that people try to play the 
game in several different ways. We've put a lot of effort into 
making that possible, and that's why the choices are there in 
the first place.' 

Unfortunately, in an election year, we wonder if this view 
will be enough to keep the politicians at bay. The game 
releases in September, and Midway tells us that even though 
the drug portion of NARC did very well in the focus tests the 
publisher ran, some elements - such as whether to use the 
actual names of the drugs or generic substitutes - can still 
be changed. The ESRB has seen the game and appropriately 
rated it Mature, with the necessary content descriptors to warn 
consumers. An Xbox spokesperson told us that it trusts the 
ESRB's rating system and for players to make up their own 
minds. 'Xbox appeals to a broad audience of game players 
and, like all forms of entertainment, not every game is appro
priate for every player:' In the end, the buying public will have 
to determine just how ready video games are for illegal drug 
usage in their living rooms. 

WIZARDS HOOKED 
ON EYETOY 

E lectronic Arts' Harry Potter games have been about as 
exciting as wet noodles until now, but the EyeToy is 
hopefully about to change all that The first third-party 

title to utJlize Sony's hrt camera peripheral, Harry Potter and 
the Pnsoner of Azkaban will feature four minigames using 

the EyeToy on the P1ayStation 2. Squish 
chocolate frogs, catch the Golden 
Snitch, avoid dungbombs in Zonko's 
Joke Shop, and even play a game of 
Exploding Snap. Prisoner of Azkaban 
also lets players control Ron and 
Hermione for the first time as the trio 
unravels the mystery of escaped killer 
Sirius Black. 

TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER 
LYLE HALL 
General Manager 
Heavy Iron Studios 

1 Super Mano Bros. 3 - NES 
2 Phantasy Star - Sega Master System 

3 Final Fantasy Ill - SNES 

4 Guardian Heroes - Sega Saturn 
5 Wing Comrriander - PC 

READER 
SEAN BORIS 
Maple Grove, MN 

1 Chrono Trigger - SNES 
2 The Legend of Zelda: A Link to the Past - SNES 

3 Final Fantasy VII - PSone 

4 Shenrnue - DC 
5 Grandia - PSone 

Send Top Fives and a photo of yourself to: 

Game Informer Magazine/Top Five 
724N 1st St 4th A 
Minneapolis, MN 55401-9022 
erria1I: topfive@garneinformer.com 
(attach dig1tal {Jldure) 

TOP TEN 
Lists . Everybody Loves Lists 

Top Ten Things We 
Wish We Could 
Forget 
1 0 The first time we played Devil May Cry 2 

9 That time at the karaoke bar where Kato and Reiner did 

a duet of 'Just Like Paradise" and looked lovingly into each 

other's eyes 
8 Our GBA running out of batteries in the middle of our 

cousin's Catholic wedding 
7 Joe Juba's album, "Pieces of Juba" 

6 Losing at SOCOM 2 to a guy named "PinkFairy27" 

5 Being held hostage by an enraged Nintendo fan who 

forced us to play Mario Party 5 for 72 hours straight 

4 Watching Jeremy try to play Dance Dance Revolution 

3 Nokia's all-night N-Gage slumber party 

2 Michael Jackson's admission that he really, really, really 

likes Link 
1 The Men of Game Informer Swimsuit Calendar 

Name That Game -. The Bouncer 
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CAREER HIGHLIGHTS 

John Schappert begr,, hi> long 
relabonlh,p w,tt, Electronic Arts " 
a P<~ammer. aalmg the SNES 
""''°" of Desert Slrte Rewm 
lolheGulf 

► Madden NFL '94 
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As pan of d tw<Hnan leam, 
S<li.,ppert exdus,vely handles the 
ccid,ng ol lhe super•l(J(Cessful 
INfS hrles Madden NFL '94 and 
SHI Wal!h Colleg< fOOlball 

► Birth of Tiburon 
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In Stplember, S<h.tpp,11 
b«OM!'S on, ol 1he lound-
1ng 0"'1>ilffl ol fobufon 
f""'1amm,o\ along wl1h 
paitn<1' ta,o,, Andetlon and 
SttwChl¥18 

lil>ulon r"'- Madden NFL ~7 
lor l'laySlaoon and Salum. It's a 
huge he. becorlW1g the lastost 
seflor1g PSont 1111, rolealed to cl.rte 

► EA Nibs Tiburon 

i -
Tiburon Entor,..nment • acqu•ed 
by Fl<t1ronK Arts Schappert ~eps 
cto,,.,, as President ol Tiburon, 
and b«omes as vice P<esidenl 
al E,\ as well as the general 
manager of the nev.!y named 
EA Tiburon 

► 

ge Madden NFL 2001 
EA Tiburon r.tea,e, Madden NFL 

N 2001 lor the launch of PSl. To, 
game set~ lo c,;er SO percent 
ol lhe ""1alled base of the PSl 
atlhe time 

Schappert 1......, Tiburon and 
becomes senior V1Ce P<esiden, 
as well as the general manager 
of Electron< Arts Canada, lhe 
world's largest game produa,oo 
studoo. ni.r •. he-lhe 
creation of many top seller,, 
including the company's new Def 
Jam ll!ndella lranchose 
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JOHNSC PPE 
SENIOR VICE PRESIDENT/GENERAL MANAGER I EA CANADA 

>> John Schappert may not be a household name, but as the head of EA canada, 

he's the man directly responsible for the largest game production studio on the 

planet. Recently, GI talked with Schappert about EA's past, present, and future. << 

So, what's going on with John Schappert and 
EA Canada right now? 
We just shipped MVP Baseball. It was the first 
baseball game shipped this year, and we were 
very happy with week one sales. We have a whole 
lot going on. We're going to deliver about half the 
games that come out of EA this year, so we're awful, 
awful busy. We signed the Matvel license, so we're 
working on a Matvel fighting game that will probably 
come out in the next calendar year. That's exciting 
for us. We've also announced Def Jam 2. 

EA dominates the software market like no 
other company ever has ... what does EA know 
that the other companies don't? 
Well, you have to deliver high quality games. There 
are only so many $50 bills in people's wallets, and 
they have to be pretty discerning. When they walk 
into a store looking at the Tony Hawks of the wo~d. 

sequel that the market demands, that consumers 
wani that team could be working on a new fran
chise. But we can only make so many games. But 
the millions of people that play Madden and FIFA 
each year - those are the people we need to make 
sure we're taking care of. Then, we can think about 
making new franchises. And when we can, like in 
our upcoming Matvel fighting game, we will. 

One thing that people speculate now and 
again is the possibility of Electronic Arts 
entering the console market. Do you ever see 
this happening? 
Anything can happen, I'll give you that. Bui if you 
look at where we are in terms of all the different 
categories, I think there is still so much room for 
growth. I'll go back to the [sales] data. EA is a huge 
company, but what's the biggest category? Action 
games. Our share of the action market is 10 per-

your take on these systems? 
We can't really talk about hardware or prototypes 
that we're under NDAs with the manufacturers 
regarding. I can tell you that we're very excited 
about the PlayStation Portable. I think it's going to 
be a great machine for the portable market We are 
already looking at getting games over to that system. 
I'd like to say we'll be supportive of the PSP, but 
there is no business deal worked out yet Bui just as 
a video game fan, I'm excited about it and I'd like to 
make games for it 

EA has worked exdusively with Sony in the 
arena of console online play. Do you foresee 
working out your problems with Microsoft? 
I think it would be wonderful if we could get the Xbox 
Live issue resolved, and I hope that we can. I know 
both our companies continue to talk about that issue. 

I'm excited about [PSPJ and I'd 
like to make games for it. 

the Maddens of the world, the Need for Speeds of 
the world - why would they buy your game over 
some of those titles? We only want to make big hits. 
We make fewer games and make more out of each 
one of them. I think if you look at the other pub
lishers you've seen over the past few years, many 
of them have trimmed back their plans and said, 
"We're going to do fewer, bigger titles~ We were on 
this a long time ago; it's not rocket science. The chal
lenge is simply executing that plan. 

There is a perception, at least with a certain 
sedor of hardcore gamers, that EA is a bit of 
a soulless, giant corporation. They'll say, MAIi 
they do is make a ton of money off sports 
and signing big franchises like Harry Potter 
and The Lord of the Rings - EA doesn't take 
the risks to make the truly groundbreaking. 
visionary games:" Does that bother you? 
I'd argue thai if you look at the number of new 
franchises that we have made, they often don't 
give us the credit that we're due. Looking at the 
studio I work for, EA Canada, since the inception of 
the PlayStation 2, we've created no less than three 
franchises: NBA Streei Def Jam Vendetta, and SSX 
All three are greai critically acclaimed titles that have 
done well in the marketplace. 

So, we come out with a game like Def Jam 
Vendetta and it does really well for us, the market's 
excited, and we think, •Gosh, there's so much we 
still want to do with that game that we couldn't 
do in the first one.• The team that's working on a 

cent That's the largest category on PlayStation 2. 
The second largest is sports, we have a majority 
share of that The third largest is racing; we've got 
27 percent coverage of that Then you've got fight
ing; we don't have a large share of thai less than 
10 percent. Then you've got RPGs. I just named five 
categories. Of those five categories, we've got less 
than 10 percent in two, no coverage in one - RPGs, 
and majority coverage in two - racing and sports. 
There's still room for improvement There's still so 
much we can do in software, that I don't see us get
ting out of our core market 

You were one of the founders of Tiburon 
Entertainment Why did you move on from 
Tiburon? Was that a difficult decision? 
Yes, it was very difficult I founded Tiburon with a 
couple of other guys. It's a great studio, they are 
wonderful people, and there are great franchises 
there. I was there for eight years, and it was very 
hard to leave. What was exciting was the opportunity 
to come to a new place with an amazing amount of 
resources and franchises. With me coming up here, I 
still have a strong partnership with Steve Chiang and 
the folks at Tiburon, so you saw all our sports titles 
go online last year. That was through a concerted 
effort between Tiburon and EA Canada. 

We've heard that PSP and Nintendo DS tools 
are out there already in the development 
community. Does EA canada have anything 
in the works for these systems7 Also, what's 

What are some the issues you're discussing? 
Well, some of the issues are who owns the rela
tionship with customers, and ownership of setvers. 
Sony's structure is a benign online model. We have 
a great EA.com business that has a huge infrastruc
ture, big pipelines to the Internet big setver farms, 
so it's easy for us to tap into that We have our own 
setvers that run our games, we have our EA Sports 
Nations and EA Games Nation with unified logins 
and gamespace - it's a nice little community that 
we've created. Sony's said, 'Hey you want to go 
online? Here's an adaptor - go online~ Microsoft 
has been a little more planned and has a few more 
rules. So, right now, our companies are disagreeing 
in the approach. 

Can Nintendo continue in the home console 
business in the long term, competing with 
companies the size of Sony and Microsoft? 
I think what Nintendo needs to do, and what 
they've always had as their trump card, is their 
first-party software. The GameCube hasn't been a 
runaway success, and they've been a little slow in 
getting out their first-party titles. Zelda and Mario last 
year certainly helped drive sales of that machine, 
along with the price drop. Remember when the 
Nintendo 64 came out and Mario 64 was the 
launch title? What a great game. Sadly, you look at 
the GameCube launch and I don't think we had 
titles of that caliber. It took a year to get our Mario, 
and it was a little late. We'd all spent our money 
buying the Xbox and PS2. ■ ■ ■ 
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EDI 
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WHAl"S NEW: 
• Smaller form factor (shaving off a few grams in 

weight and a noticeable couple of millimeters on 
each side) 

• A Check button to make selections (instead of 
pushing the middle of the directional pad, which 
was cumbersome) 

Manufacturer: Nokia Website: www.nokia.com List Price: $200 

• Hot-swappable MMC card slot for changing 
games on the fly 

• Software that automatically starts a game when 
the card is put in 

Nokia has announced and produced working prototypes for an addition to its N-Gage 

gaming platform/cell phone line. The QD (the initials purposely stand for 
• Single-plug stereo headphone jack 

and mean nothing) is expected to release this sum

mer and be fully compatible with all exist

ing N-Gage software. Think of the 

QD as an alternate shell for 

the same N-Gage. 

EDI 
HDD120 MUSIC 
PLAYER 
Manufacturer: Philips 
Website: www.philips.com 
List Price: $349 
Philips' newest hard-drive based music 
player packs high-end features into the 
world's smallest audio recording music 
player. The hdd 120 model offers 20 
GB of storage (around 5,000 MP3s or 
10,000 WMA tunes), a rechargeable 
battery that plays for about ten hours 
per charge, and three different audio 
recording options. An internal microphone 
coupled with external analog-line, digital
optical, and secondary microphone inputs 
can be used for voice memos, live-ses

-----. sion music recording, or 
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track mixing. Finding 
tunes, editing record
ings, and managing 
multiple equalizers 
is handled with the 
four face buttons 

that zip through the 
layer's options. 

■ it\UM iiitttJ ■ 

WHAl"S MISSING: 
• Side-talking capabilities - the speaker and 

microphone are now on the face of the phone 
• Built-in MP3 player software (you can still down

load a third-party player off of the Internet from a 
number of websites that support the QD's OS) 

• FM tuner 
• Tri-band capabilities, which means that although 

it will work nearly everywhere in North America, 
Europe would be a dead zone (the QD is GSM 
850/1900) 

• Almost $100 dollars from the original's 
launch price 

The QD's hot-swappable card 
slot - which means that 

you can change games 
without shutting down. 

Finally! 

STELLADAPTOR 2600 ► 
Manufacturer: Pixels Past/AtariAge 
Website: www.atariage.com 
List Price: $29.99 
It's certainly not sexy in appearance, but this adapt
er lets you use standard Atari 2600 controllers with 
modern computers through USB and an emulator. 

◄ D.111 
HORIZONS: EMPIRES 
OF ISTARIA ACTION 
FIGURES 
Manufacturer: Radioactive Clown 
Website: www.radioactiveclown.com 
List Price: $9.99 - $12.99 
This PC MMORPG finally lets you play as a 
dragon, and Radioactive Clown is now offer
ing said creatures (along with other in-game 
characters) as high-quality figures. In addition, 
each comes with an encrypted key code that 
unlocks exclusive items that can be used, 
traded, or sold within the game. 



--SATELLITE 
P25-S6O9 MEDIA 
CENTER NOTEBOOK PC 
Manufadurer: Toshiba 
Website: www.toshiba.com 
List Price: $2,599.00 
Truly a desktop replacement, this "notebook" weighs 
in just shy of 10 lbs. Unwieldy for commuters, but with 
more power than many desktops PCs out there, gamers 
will appreciate three big features of this model: an nVidia 

Geforce FX GO5200 graphics chip, the vivid 17-inch wide
screen display, and Microsoft Windows XP Media Center 

Edition 05. To use the Xbox Media Extender Kit that the 
company announced at CES, you'll need Media Center 

OS, and the P25 has it preinstalled for your personal file
sharing pleasure. 

■ !l.\DM mm■ 

Manufacturer: 
Wow Wee Toys Ltd. 
Website: www.wowwee.com 
Ust Price: $99 
Granted, at 14 inches high, he's 
not the most intimidating fellow, 
but Robosapien can trip the ~ght 
fantastic with some custom dance 
mows, navipte rooms without 
help, and pick up small items (like 
those dirty sods you threw on the 
floor thiee months ago). 1f only he 
had a giant laser on his head ... 

ONIMUSHA 3 SOUL CONTROLLER 
Manufacturer: Hori Website: www.hori.ne.jp 
List Price: 14,800 yen (around $135 USO) 
Spendy, and from the looks of it a little goofy to use, but Onimusha fans (who have 
historically spent generously for franchise-inspired baubles) will certainly appreciate this 
katana-styled controller. Set to launch in Japan with the game, Hori has pronounced their 
intentions to bring the unit to American gamers along with Onimusha 3's launch stateside. 

llmill 
WRIST NET SMART 
WATCH FOR MSN 
DIRECT 
Manufacturer: Fossil 
Website: www.fossil.com 
List Price: $179.99 - $199.99 
There's nothing that this watch line can 
do that other devices can't take care of 
(and sometimes in a more informative or 
graceful manner), but that doesn't mean 
that the geek joy factor isn't extremely high. 
We tested out the Abacus model in the 
rough-and-tumble world of downtown 
Minneapolis. There's a lot to cover about 
this device, so for more specifics go to 
directmsn.com. 

Hour 1 - After charging the watch 
(which we did nightly thereafter because 

SPECS: 
• 3.0 GHz Intel 

Pentium 4 
• 1024 MB DDR 

SDRAM (expand
able to 2048 
MB) 

• 80 GB IDE Hard 
Disk 

• Microsoft XP 
Media Center 
Edition 

• 17-inch active
matrix display 

• Harmon/Kardon 
stereo speakers 

• Integrated 
802. 11 a/g wire
less networking, 
10/100 Ethernet 
port, and 56k 
modem 

The Dick Tracy watch (shown here) is 
one of many models available, most of 
which are a little more subdued 

the charger is a handy display device that looks pretty cool), we followed the quickie 
directions. Finding the registration code for the watch, setting up a Passport account and 
coughing up dough for the monthly service fee (around $5 a month) took less than 15 
minutes. Quick indeed. 

Hour 2 - The watch has synchronized with an atomic dock, offered us a new dock 
face, and supplied us with weather reports for Minneapolis, San Francisco, LA and Tokyo. 
We also got some rudimentary stock reports along with quick and dirty versions of the 
news headlines. 

Day 2 - Watch beeps. We're getting a news flash about the verdict in the Martha 
Stewart case, which dosed minutes ago. This is cool. The amusement factor of constantly 
switching between channels and annoyingly telling everyone the current NASDAQ index is 
starting to wear on friends and family. 

End of Week 1 - The novelty has faded a bit but the weather reports, constant 
news feed, and sports scores are still handy and interesting. We've wrestled with a few 
annoyances (IMs being delayed and having to tell MSN when we'll be out of our home 
area to get Calendar and Messenger notices), but the service is generally quick and sur
prisingly useful. 
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BY STEVE KENT 
UTHOR, THE FIRST fJLJ; 

T 
he video game industJy is undergoing 
a fundamental shift Oassic companies 
such as Nintendo, Sega, Square, and 
Capcom are stumbling all over them
selves while relative newbies such as 
Take 2 (a.k.a. Rodstl!r Games) and 

Sony Computer Entertainment reshape the defini
tion of gaming. 

Does playing Grand Theft Auto make you a 
gamer? I don't know. Does eating at Taco Bell 
make you a Mexican? 

Don't get me wrong. I raved about how cool 
GTA 3 and Vice City were along with everybody 
else. But in the past, gamers had their own defini
tion of cool. We thought it was cool when Mario 
turned metal and sank to the bottom of the lake. 
We thought it was cool when E. Honda did a belly 
flop on Chun-Li. 

The rest of the world shook its head at us in 
disgust The difference with Grand Theft Auto is 
that it is chic in that universally accepted, Quentin 
Tarantino-type of way that only Puritans and politi
cians ignore. (Gamers may be nerds, but they are 
neither Puritanical nor political.) You do not need 
to be a gamer to appreciate most of what comes 
out of Electronic Arts, either. 

Make no mistake, EA makes a good product. 
I would go so far as to say that EA is the most 
dependable company in gaming today. (Nintendo 
used to be the most dependable publisher; but 
after Super Mario Sunshine, Kirby Air Ride, Star Fox 
Adventures, and the whole ·connectivity fiasco," 
questions about Nintendo's sanity can no longer 
be ignored). But Electronic Arts prospers by mak
ing games for the majority. These days, when it 
comes to video game playing. gamers are in 
the minority. 

PROFITS AND LOSSES: 
Over the last decade, I have shown an amazing 
propensity to pick last-place consoles. What do 
Saturn, Dreamcast, and GameCube all have in 
common? A) They all did poorly. B) They all suf
fered from technological inferiority. C) I picked 
each as my favorite console at the time of its 
launch. 

P1ayStation and Xbox are engineering marvels, 
but do the above-named consoles have gaming in 
their souls? I doubt PlayStation 2 even has a soul. 
What it has is DVD playback and a well-rounded 
library. The mainstream likes watching DVDs and 
respects a good library. As for soul, don't count on 
the public that made Clay Aiken's Measure of a 
Man double-platinum to care much about soul. 

In the meantime, the companies that cut their 
teeth pandering to gamers are taking it in the 
shorts. EA sold over 4 million copies of Madden 
NFL across all platforms this year. In the mean
time, Capcom has sold approximately 202,000 
units of its critically-acdaimed Viewtiful Joe since it 
debuted late last year. Ubisoft moved more than 
718,000 copies of Prince of Persia: The Sands 
of lime across all three platforms - but for one 
of the most awarded games of the year, this is a 
disappointment (and it's hard to say how much 
of the title's sales boost was because of the com
pany's free Splinter Cell tie-in over the holidays). 
THQ's Sphinx and the Cursed Mummy has sold a 
pitiful 140,000 since early November across the 
major consoles. 

But do not cry for THQ or Ubisoft. THQ with 
its WWE franchise, and Ubisoft, with its ultra-chic 
Clancy games, are almost sure to survive in any 
market 

Sega, however, may not be able to save itself, 

not even with genius designers like Yu Suzuki 
(Virtua Fighter, Shenmue), Yuji Naka (Sonic, 
Samba de Amigo), and Toshihiro Nagoshi (F-Zero 
GX, Super Monkey Ball). Other high-profile com
panies such as Namco, Capcom, and very possibly 
Nintendo are in the same boat They seem unable 
to adjust to a market in which nerds are in the 
minority. 

IS THERE HOPE FOR OLD SCHOOL GAMERS? 
YES AND NO. 
If the market remains as it is today, some compa· 
nies can preserve their identities and save them
selves by accepting the reality that they will never 
have the best-selling game of the year. They will 
become boutique publishers such as SNK. SNK 
always makes a profit on King of Fighters, no mat
ter how badly Soul Calibur II outsells it. There's still 
a strong market for a good Mario Kart game, even 
if it is not as big as the market waiting for Gran 
Turismo 4. 

And then there is that hateful hope - the hope 
that mainstream gamers are simply tourists who 
will lose interest in gaming just as they lost inter
est in Razor scooters and boy bands. Mainstream 
interest in video games has certainly come and 
gone before. 

In the meantime, hardcore gamers, get used to 
the company and enjoy these chic new games. 
After all, Madden NFL and The Lord of the Rings 
really are great titles - as long as they don't crowd 
out the likes of Prince of Persia and Viewtiful Joe. 

••• 
The views and opinions expressed on this page are strictly those 
of the author and not necessarily those of Game Informer Magazine 
or its staff. 

If you work in the industry and would like to share your opinion. contact senior associate editor Matt Helgeson at matt@gameinformer.com. 
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Wrtha game 

like Halo 2, a 

lot of info gets 

tossed around. 

The follow-

ing is a list 

of things that 

have been 

mentioned by 

Bungie and 

are believed 

to be true or 

very, very 

likely. 

» The eett:ing le Earth: What is known about 
the story so far is that it deals with a Covenant inva
sion of our planet. However, a second Halo is also 
involved so we have a feeling that Master Chief will 
be heading back into space. Bungie has stated that 
there will be low-gravity environments, so space travel 
seems even more likely. 
» The Covenant will be playable: Elites 
will be a playable class in multiplayer. We don't know 
if arr.t other Covenant forces are playable, nor do we 
know if there will be more than one class of human 
to choose from. 

» There will be mare vl!lhlclee: The 
Warthog, the Scorpion Tank, and the Ghost are return
ing, along with some new rides. There will be several 
variants of the Warthog for different uses, along with 
more Covenant vehicles. The Banshee is definitely 
back, and rumor has it the aliens have added a new 
tank to their arsenal. 

» Master Chief has new tricks: Dual
wielding is in for certain, and peeking around corners 
should make it in as well. Destructible environments 
are also expected to be included. 

» More enemies are headed your way: 
The Covenant has added at least two new types of 
warriors: the Brutes and the Prophets. The Brutes 
are huge, gorilla-esque warriors, while the Prophets 
are floating psychics who are expected to be more 
like generals than actual warriors, as they look pretty 
frail. Word 1s there may be even more enemies 
including a huge beast capable of flipping over ~ 
Warthog! Whether this makes it into the final version 
or not remains to be seen, but it would certainly be 
pretty sweet 
» There wlH be more muh:iplayer 
modes: Aside from the typical deathmatch modes 
of Slayer and Team Slayer, capture the Flag, Assaul~ 
Oddball, and King of the Hill will be back for Xbox 
Live, split-screen, and System Link. Online co-op is 
also likely. 





Even for a video game 
character, Master Chief is a 
mysterious and enigmatic 

hero. Halo revealed shockingly 
little about the man behind 

the ......_ •M It's doubtful 

H-.~wlf much more. 
But about the 
human machine is 
out ta,ere, In the form of the 

....... Halo novels, and they 
,._., quite • bit about the 

space marine. 
According to the books, 

Master Chief is the result 
of a super-soldier program 
spearheaded by Halo's Jacob 

Keyes and a woman named 
Dr. Halsey. The pair Mrecruited• 

children from orphanages 
and enhanced them through 
drugs, surgery, and training. 
These children were known 
as the SPARTANS, and the 
boy who would be become 

Master Chief was designated 
SPARTAN· 117. When outside 
of his MJOLNIR armor (named 
after Thor's hammer), he's 
known simply as John. 





How did you manage to kick so much butt 
while playing Halo 2? Were you a huge Halo 
player? 
The day Xbox launched (November 15th, 

2001), a friend and I sat down and played 
through co-op. We started around 

2 a.m., and I think it took us about 
10 hours to finish. Needless to say, 
I showed up late to work the next 

day. I quickly organized a weekly 
game on campus for friends and 

coworkers. It's grown and evolved since 
then, but we're still getting together 

every week and fragging each 
other into the late hours of 
the night over two years later. 

What advice would you give someone 
who wants to improve their game? 

Start with the single-player campaign. You'll 
get basic skills from that and a good under
standing of the physics, weapons, power-ups, 
and so forth. In multiplayer, pay attention 
to the environment (which weapons and 
power-ups are missing), evaluate your targets 
(soft targets like a wounded player running 
away are easy, hard targets like the guy with 
the battle rifle and overshield standing on the 
health pack might be better to avoid), pick the 

right weapon (plasma is good against shields, 
for instance), and engage or keep looking. 
There are so many considerations, like your 
weapon loadout, health, shields, position on 
the map and how those compare to your 
opponent It's really just about quickly evaluat
ing your situation, deciding how and when to 
hit, and moving on to the next target. 

Tell us about your alpha test stats. 
Bungie didn't share the information about 
player stats that I really wanted to see. I'd 
love to know my overall kill/ death ratios (as 
well as per-map and per-gametype), kills per 
minute, accuracy with different weapons, and 
other stats. 

I do know that I regularly had high kill/death 
and kills/minute ratios. After playing the alpha 
for two weeks, I had a weekend with over 
3,000 kills in under 20 hours played. 

Without incriminating yourseH, what can 
you tell us about who you are and what you 
do at Microsoft? 
I get paid to design APl's for TabletPC and 
other aspects of Tablet as a platform, but I 
think you could make a strong case for me 
being an ancillary Halo and Xbox hardware 
tester. 



Based on what you have played so far, 
how is Halo 2 an improvement on the 
original? 
A lot of the features we're all waiting for, like 
dual-wielding SMGs or vehicle takeovers, 
weren't in the alpha. I can't wait to see all 
that stuff implemented in the final game. 
It looks like there is a lot of effort going into 
balancing weapons and designing maps. In 
the alpha, the pistol has been replaced with 
the battle rifle. It doesn't have quite the range 
and accuracy combination that the pistol 
does, but it leads to more balance. Some 
of the new maps, like Burial Mounds, are 
manifestations of pure genius. 

There are also obvious engine improve
ments. Sounds, textures, and lighting are all 
stunning. I'm going to need to upgrade my 
home theater setup to take full advantage of 
everything this game has. 

Tell us about the various competitions 
during the alpha. 
There were weekly competitions organized 
by Bungie during the alpha. Prizes were 
awarded for various things like "Most kills" 
or "Most deaths by falling off a map.• One 
of these competitions was named "Death to 
Char," and (aptly) had a prize for whoever 
killed me the most It was pretty silly what 

some people were willing to do to get kills. 
I had people on my own team betray me in 
CTF games (I really hope those people lost 
a kill for that). People piled into every game 
I played that weekend in an attempt to get 
kills - it was a zoo. I would see two players 
shooting at each other, and as soon as I 
engaged them, they would both turn on me 
instead of trying to finish each other off. 

I think the best example of how my online 
experience changed was a CTF game I was 
in during the competition. The teams were 
pretty balanced and my team got off to a 
2-0 lead. Suddenly, everyone switches off 
my team and I now have one teammate and 
nine opponents. My valiant teammate and I 
got stomped shortly afterwards. 

I do have to tip my hat to pun 1 sher (the 
winner of the competition) for killing me 33 
times that weekend. 

Did you win a good prize for being the top 
player during the test? 
Besides being the prime target in every game 
I played after that? Actually, I did receive a 
very nice Halo hoodie. It's made appearances 
at our weekly Halo games to many "oohs" 
and "aahs." 

After Halo 2 ships to retail, do you think 
you'll still be a top player? 

me at various 
of the game. Certain 
people are better snipers, 
some are wizards with 
grenades, some are great 
with vehicles, and some are 
flag running masters. I'd be very 
surprised if there aren't people who 
are better than me across the board 
when Halo 2 goes live. 

What are you looking forward to 
most about the final version of 
Halo 27 
This may sound odd, but I'm 
definitely looking forward to the 
campaign - I've always been a big fan 
of Bungie's games since Pathways 
Into Darkness, and I'd be surprised if 
Halo 2 didn't continue the tradition of 
incredible storytelling. 

What I'm most looking forward to is 
being able to play against the rest of the 
world, though. It's fun playing against your 
friends, but the biggest rush will be taking 
your group of friends and playing against 
another team and seeing how you stack up! 



GLORY DOESN'T COME EASY. Settle things head-to-head online 
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best. Fully endorsed by the Indy Racing League®, lndyCar® 

Series 2005 offers the most complete and authentic Indy 

Racing experience. From the pride and performance, 
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Kira's Concept 
drawing 
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Story and character development have 
always played large roles in the Mortal 
Kombat series. How does the story begin in 
Deception? 

JOHN VOGEL (Animations 
& Story): There will be an 
FMV sequence depicting what 
happened at the conclusion 
of Mortal Kombat: Deadly 
Alliance. The opening storyline 
for Mortal Kombat: Deception 
is also part of this FMV and 

will seamlessly pick up where Mortal Kombat: 
Deadly Alliance leaves off. About the only thing 
we can reveal at this point about the content of 
the Mortal Kombat: Deception storyline is that the 
Dragon King is the main antagonist, and that he's 
been very 'deceptive: 

The cast of characters is one of the most 
memorable in all of gaming. Who can we 
expect to see returning? 

STEVE BERAN (Character 
Designer): In Mortal Kombat: 
Deception we wanted to 
introduce new characters, 
bring back the Mortal Kombat: 
Deadly Alliance favorites, and 
revive many of the classic 
characters from earlier Mortal 

Kombat games. Baraka, Mileena, Noob, Smoke, 
Tanya, Ermac, Nightwolf, Sindel, and Kaba! are all 
making their way into Mortal Kombat: Deception. 
There are more that I can't reveal quite yet The 
returning characters will still have their signature 
moves. We were loyal in keeping the basic charac-

ter concepts the same, but introduced new design 
elements and details that make them revitalized 
and fresh. Devoted fans of these characters will 
not be disappointed. 

Will we see the introduction of any new 
faces? 

HERMAN SANCHEZ 
(Character Designer): 
Yes, we've got some new 
additions that I think fans will 
be pleased with. Joining the 
classic MK character roster 
will be Kira, a new member 

- - -..-- of the Black Dragon; Ben, a 
professional martial-arts world champion; Dairou, 
a Ronin samurai with a score to settle; Ashrah, a 
mystical demon huntress, and .. . well, we have 
to save SOME surprises for you, don't we? Suffice 
to say that we are adding fighters who have a 
purpose in the MK universe, and will possess 
some very cool fighting styles and special moves 
that are unique to those characters. And, 1f you 
perform well during a certain mode of the game 
to its conclusion, you may be rewarded ... 

Have any of the core characters undergone 
significant change since the last chapter? 

LUIS MANGUBAT (Char
acter Designer): Sub-Zero 
has probably undergone the 
most radical change. His new 
costume was designed to look 
more Chinese in keeping with 
the Lin Kuei concept Plus, it 
helped to visually separate 

him from Scorpion, which I think a lot of fans have 

been wanting. Also, Liu Kang. having been lolled in 
the previous game, returns in two new forms - a 
ghost and a zombie. 

What have you done to bring out the realism 
in your characters? 

JON GREENBERG (Engine 
Programmer): We've given 
the rendering engine a com
plete overhaul to take further 
advantage of both the PS2 
and Xbox. The polygon count 
in the characters bas been 
increased quite significantly, 

and we've added a host of new effects to really 
show off the kombatants. Characters have gloss 
maps, multi-layered transparency, a new more 
flexible dismemberment system, and some fairly 
complex dynamic lighting to top it all off. We've 
also been playing with bump-mapping and some 
full-screen effects to take better advantage of the 
Xbox's horsepower. 

( 
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Regarding gameplay, can we once again 
expect to see three fighting styles per 
character? Has this mechanic evolved since 
Deadly Alliance? 

ED BOON (Team Leader): 
Yes, we were pleased with 
how the three fighting 
styles worked in Deadly 
Alliance. Our plan with 
Mortal Kombat: Deception 
is to expand on the idea 
by making the styles even 

more different from each other. Also, since 
you will be able to blast your opponent into 
background "death traps," there will be more 
moves that propel them in front and behind 
you. We want the player to be very aware of 
where he is in a background and to use that 
position to his advantage. 

What new gameplay features are you 
implementing? 

10NY GOSKIE- (Back• 
ground Designer): 
Probably one of the most 
dramatic gameplay features 
we are adding to the 
fighting element is the role 
that the backgrounds play. 
Mortal Kombat: Deception's 

backgrounds are much more diverse in size, 
shape, and variety. Some backgrounds literally 
change in size and shape as you are playing in 
them. Our goal is to have the backgrounds be 
as influential to the outcome of a battle as the 
characters that were selected. 

he weapons still as prevalent? he there 
any new armaments that we can look 
forward to wielding? 

JAY BIONDO (Game Pro
grammer): Weapons will 
continue to be an impor
tant gameplay element in 
Mortal Kombat: Decep-
tion. We have expanded the 
number of unique weapons 

~ ~-SJ- and continue to make 
weapons an integral part of the fighting engine. 
One of the major addi
tions to the backgrounds 
are obtainable weapons 
that are both unique 
and powerful. There is 
a strong incentive to 
get these weapons as 
they have dramatically 
increased range and 
deliver far more damage 
than normal weapons. 
However, getting these 
weapons will be a chal
lenge, as they are placed 
near death traps, hidden 
in secret locations, and 
sometimes even encased 
inside other interactive 
background elements. 

Are you enhancing the 
combo system? 
ED BOON: Yes, we are 
expanding the combo 

system and restricting it at the same time. There 
will be more combos per fighting style as well as 
per character. But this time around we are also 
going to allow players to "break out" of combos. 
Deadly Alliance had some pretty elaborate 
multi-fighting style combos that delivered some 
pretty serious damage. We want to give the 
victim a chance to escape or break out of these 
longer combos by adding a "break out" move. 
This should really even the playfield when 
fighting against someone who has mastered a 
character's combos. 



Fans love Fatalities. How many can we expect to see 
for each character? 

CARLOS PESINA (Animations, 
Martial Arts & Fatalities): Fatalities 
are an integral part of Mortal Kombat 
and the fans will appreciate the ones 
in Mortal Kombat: Deception. Players 
can expect two new tasty Fatalities 
per character. Unlike Mortal Kombat: 
Deadly Alliance, limbs can be severed 

and there will be several Fatalities that take advantage of this 
new feature. One example would be the Fatality in which 
the attacker rips the opponent's arms off and then beats 
him with them. 

We've also heard that level Fatalities are returning. 
MIKE BOON (Game and System 
Programmer): Yes, level Fatalities 
are returning, and there are many in 
the game. Most of the level Fatalities take 
advantage of our interactive background 
features. If a player can force his opponent 
into a danger zone, they can quickly turn a 
losing match into a winner. As always, level 

Fatalities in Mortal Kombat: Deception are graphic, and it 
might just be worth losing a match to see them. 

How exactly will the multi-tiered environments fit into 
the fray? 

MIKE TARAN (Background Designer): 
The environments are stocked full of 
surprises, like earthquakes that literally shrink 
the arena size and increase the chance 

• of you falling off, breakable glass floors, 
breakable walls revealing secret rooms, and 
hanging dead bodies that you can slam into 
your opponent As for the stage Fatalities, 

you will see opponents get buried in rock avalanches, smashed 
with giant steel presses, ripped to shreds with grinders, eaten by 
giant slugs, gored with spikes, shaved into chunks with spinning 
blades, boiled in lava, impaled on stalagmites, or cut to pieces by 
lasers ... Awww yea! 



MODES :'/. 
Deception also marks the first time 
that Mortal Kombat will feature online 
play. What exactly is going into this 
experience? 
ED BOON: We are very excited about 
online play in Mortal Kombat: Deception 
because it kind of recreates the whole 
magic of playing against friends and 
strangers at an arcade. Players always talk 
about the days when arcades were big and 
they would see a crowd of people gathered 
around an MK machine. Letting players go 
online and find opponents will give them 
that same thrill and challenge of playing 
people from all over the country. 

We've heard a lot of talk about 
Deception's Konquest mode. What is 
its allure? 

JIM BULVAN (Game 
Programmer): We 
have added several 
new exciting features 
to the Konquest mode 
from Deadly Alliance. 
Aside from learning all 

_ , ___ _,,.. the characters' move 
sets, Konquest is a full adventure game 
where the player is allowed to explore the 
different realms of the MK universe as 
the story of Deception unfolds. MK fans 

will be excited to learn that you will run 
into and can interact with every character 
in the history of MK! Also, throughout 
your journey, you will be building up your 
character with the different techniques you 
learn and items you find. Once completed, 
you will be able to use your character in 
the fighting game, and even unleash him 
online! 

A little bird told us that Deception 
would feature a handful of minigames 
and bonus modes. Can you elaborate 
on what we might see? 

NICK SHIN (Game 
Programmer): Decep
tion will feature new 
game modes to expand 
on the minigames 
beloved by many 
players. Minigames in 
the past have pretty 

much been small and diversionary tactics 
to break up the constant cyde of playing a 
couple of rounds, beating your opponent 
and repeating. But these minigames 
helped define what Mortal Kombat is today. 
This time, in Mortal Kombat: Deception, 
minigames will be bigger and better. One 
game mode will be a strategy board game. 
You will need to place your characters on 

the board ( each handicapped by the posi
tion they cover - do you place your favs up 
front and in more numbers or save them 
out back where they are more powerful but 
in lesser numbers?). And, like in the fight 
modes where backgrounds have interactive 
elements, this board game will as well. 
We will place power-up abilities when you 
occupy a square and hold it Another game 
mode in Mortal Kombat: Deception will be 
Puule Kombat You select a character that's 
unique by their super move abilities. 
Some of them have offensive 
power moves that fill up your 
opponent's screen, while 
others have defensive moves 
to help dear our your O'IVll 
screen. Each background in 
this game mode is also unique 
in that you get to see different 
Fatalities performed on the victim 
of a poorly played game. Oh yeah, 
both of these games modes will be play
able online. This game will cause people to 
yell, "Here comes the Fury!" •1 suck..~ "Oh, 
what happened? You lose?" People who 
are not playing but watching their friends 
play can't help but also burst oui "What 
are you doing?!?" "You suck..~ "Gimme the 
controller, you' re going down.• ■ ■ ■ 
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DEVELOPMENT SURVIVAL 
GUIDE 
by David Michael 
[Charles River Media, 
2003) Sl9.95 
Suggested by the Indepen
dent Games Festival as it oov
ers designin& developin& and 
publishing equally. Coupled 
with Ultimate Came Design: 
Building Came Worlds, this is 
a full-fledged oourse on the
ory and business execution. 

3D GAMES: REAL-TIME RENDERING AND sonwARE 
TECHNOLOGY VOLUMES 1 AND 2 
by Alan Watt and Fabio Policarpo [Pearson Addison 
Wesley, 2000 and 2003) $68.00 (Vol. 1), $62.00 (Vol. 2) 
Volume l is on Dr. Shaw's suggested additions to his course 
material and Volume 2 oontinues the series' discussion of 
artificial intelligence, physics, collision detection, engine archi
tecture, and multiplayer technology. lnduded in each edition is 
a CD-ROM with demos, images, source code, and a full game 
engine. 

2D ARTWORK AND 3D 
MODELING FOR GAME 
ARTISTS 
by David Franson 
[Premier Press, 2002) 
$59.99 
A really great beginner's 
course on how to make 
texture maps, 3D models, 
and other in-game art from 
the ground up. The CD has 
tutorials on trueSpace and 
PhotoShop, along with trial 
versions of professional 
software. 

Also check out: 

ULTIMATE GAME DESIGN: 
BUILDING GAME 
WORLDS 
by Tom Meigs [McGraw
Hill Osborne Media, 
2003) Sl4.99 
Ultimate Came Design 
focuses on the process and 
theory of game development 
itself. Pre-visualization, level 
plannin& lightin& camera 
oontrol, audio, and effects 
each have their own easy-to
read chapter. 

Came Programming Gems series published by Charles River 
Media and A A-ogrammer's Guide to Sound by Tim Kientzle 

ONLINE RESOURCES 
• Game Development Search Engine [www.gdse.com] 
• International Game Developers Association [www.igda.org] 
• GNU General Public License [www.fsf.org/copyleft/ 

gpl.htrnl] 
• Game Tutorials [www.gametutorials.com] 
• Breaking In [www.igda.org/breakingin] 
• DIY Games [www.diygames.oom] 
• Gamasutra - The Art & Science of Making Games 

[www.gamasutra.com] 
• Garage Games [www.garagegames.oom] 



Phase 2: Get it Done 

A 
founder of Dynamix v-.+io played a large role in the 
oompany's greatest successes - including Tribes and 
Tnbes 2 - Jeff Tunnell aided in the production of 
around 70 published titles. Disenchanted IMth the 

state of the industry, he and a handful of developers opened 
Garage Games [www.garagegames.com] a few short years ago. 
The company is a one-stop shop to help fledgfing game cre
ators find teammates IMth specific skills (they have an extensive 
independent artist headhunting tool), technology support, and 
publishing aid geared towards independent developers. 

"Garage Games is entirely made up to help the small 
guy - to help him get technology a team, and [get the game] 
published. The point that we're making is that the really 
interesting stuff is coming from the indies. We'll be the steady 
stream of innovation," explains Tunnell. If your friends are 
disindined to participate in this programming madness, there 
is no shortage of people wanting to work on a game and you 
can search Garage Games by what skills are needed for your 
project. There you have it, an instant team - just add water. 

Now that you're all off to the races with a thorough design 
document a team of ambi-

... tious designers, and ... well, 
what comes next? That's 
nght - actually making the 
game you've been thinking 
so much about Obviously, 
we're can't offer a step-by
step guide for this part of the 
process, but we can tell you 
what you' re going to need. 
It's like a recipe of sorts, and 
the good news is that the 
ingredients are cheap and 
readily available. A PC and 
electricity are the only things 
that you absolutely have to 
shell out for - but remember 
that sometimes you get what 
you pay for. Ponying up a 
couple of bucks can really 
pay off in expanded tutori
als, more lenient licensing 
requirements, or better fea
ture sets for your tools. 

Tunnell adds, •1 think that without having good technology 
now, you don't even stand a chance. 'Mthout having good 
technology, how are you going to make something that 
people even want to play? We feel like it's incredibly impor
tant to get this technology out to the masses so that they can 
make games. \Mthout it in the past - say 1 O years ago - the 
technology was so hard to make yourself that it was almost 
impossible. We provide the tools that allow people to make 
a game that's really fun, but there's still a certain amount of 
technology that you have to reach before people would even 
want to play your game.• 

Tools of the Tr a.de All prices are l,sted as a per user cost Read through license agreements carefully, because 
making a kick-<1ss game, but breaking your license agreement is one quick recipe for disaster. 

3D .MOD~LDTG MID 
MTI.MATimr: 
Have your own little platforming hero or 
military head that you want integrated into 
a game? How about buildings, landscapes, 
guns, vehicles, or a lovely vintage armoire 
thrown in for some ambience? You'll need 
to find the models or make them yourself. 
These programs let you design 30 objects, 
apply texture maps, and export them to your 
game. 

gmax - Free [discreetcom/ products/ 
gmax] 
MilkShape lD - $25 
[swissquake.ch/chumbalum-son 
leis max 6 - $3,495 [discreetcom/ 
3dsmax] 

G~ :J;!TGI!~: 
Many of you already know that engines are 
what make games work - they make sure 
that all parts of the experience (physics, 
graphics, collision, control, etc.) run when 
they' re supposed to. Different engines have 
different strengths and weaknesses; so to 
figure out what you need as a developer, 
it's a good idea to decide what your game 
is going to be like and make your selection 
accordingly. 

Quake II GNU General Public License 
innovation without tools - Free 
[idsoftware.com} 
Torque - $100 [garagegames.com] 
lD GameStudio/A6 - $150 
[conitec.net/a4info.htm] 

CO.MPIL~R: 
Engines have source code and any changes 
that you make to it (customizing levels, 
incorporating characters, setting up collision, 
and the like) need to be compiled before 
that bucket of text will work as a game. 
These programs do the math and some will 

let you know about inconsistencies in the 
code you've written. 

CCC - Free [gcc.gnu.org] 
Visual C++ .NET - $109 
[msdn.microso~com/visualc] 
CodeWarrior - Prices Vary Per Platform 
[metrowerks.com] 

ALL-nr-m~
wmm~RLA.'ID : 
Blender is an open-source project that 
combines a 30 modeler, animation suite, 
compiler, and game engine with physics and 

lighting configurations. It's a free, all-in-one 
solution designed for ambitious newbies that 
also lets users take advantage of individual 
parts of the program (use the 30 modeler, 
but import the files into a different engine, 
for example). The only thing that you abso
lutely need in addition to this is an image 
editor. 

Blender - Free [blender3d.org] 

I.MAG~ :mITING: 
These programs let designers make images, 
logos, texture maps, and user interfaces 
either from scratch or starting with a digital 
picture from a texture database or camera. 
The images can be applied to the 30 
models you've made, imported as back
grounds for levels, or displayed as user 
interfaces. 

The GIMP - Free [gimp.erg] 
PhotoShop Elements - $99 
[adobe.com] 
PhotoShop CS - $649 [adobe.com] 



Phase 3: Getting it Out 
~ o the game is done? Good work. Lots of develop
~... -... ment teams (lndie and pro) don't take a game to 
1. - , completion, and making it that far should give you 
...,, a huge sense of personal satisfaction. But if that 

try for the professional IGF. We entered in both just for fun, 
and to our surprise, got into the professional IGF. It's the first 
time a student team has ever done that from what I hear:" 
The awards are going on at this year's Game Developer's 
Conference and no matter the outcome, Bontago is already 
earning the team a lot of recognition - which is worth its 
weight in gold for upcoming college grads looking to enter 
the woricforce. 

do. We have a publishing arm of our company and we pay 
really high royalties and we don't try to take any of the intel
lectual property rights or anything like that We tried to make 
an entire system that will help developers and treat them 

warm fuzzy feeling inside would be even better knowing that 
others are actually playing your opus, there are a few things 
you can do to get a game to the masses. 

the way that we want to be treated." Check out the website 
for the specifics, but the company's game sales are a great 
option for those who have a qualifying title. 

In 1996, The Gama Network [www.cmpgame.com] 
(which offers a collection of resources for publishers and 
game developers large, small, and student) started the 
Independent Games Festival. The goal, as stated in the IGF 
rules, is "to pick the games that show the greatest overall 
promise and contribute most towards the evolution of the 
art of game development" This goal doesn't differentiate 
between home developers, college students, or collections 

Besides submitting your game to this once-yearly event 
there are number of options for getting a game to the 
masses. Building a webpage is a viable, cheap, and effective 

Although there are many rewards that come with making 
your OYJn game, the fast track to riches and acclaim is not 
a path many indies will walk. Everyone chimed in with the 
same sentiment as Tunnell about independent game design 

of self-funded professionals. Although the Student Showcase 
entries aren't eligible, awards and cash prizes are offered 
each year for innovation in visual arts, audio, game design, 
and technical excellence. In addition, there is an audience
selected prize and the $15,000 purse for the Seumas 
McNally Award for Independent Game of the Year. 

And, in what appears to be a first for the awards' highly 
competitive Open category, a student team has made the 
finals this year. Eric Anderson from the Bontago (see below) 
team tells us that enrolling in the IGF was part of their plan all 
along. "A big goal was to get into the IGF. At fi~ we figured 
we'd just go for the student submissions, but when the game 
was completed, we figured that it was innovative enough to 

option. Another is a 
service offered by the 
good folks at Garage 
Games. "Once 
you get your game 
done, you need to 
publish it That was 
another thing about 
the industry that had 
been bothering me 
for a long, long time 
was that the publish
ers take all of the 
rights to your game," 
explains Tunnell. 
"That was something 
that we didn't want to 

who said, •1 think that 
people should just do it 
It's like starting a band, 
you don't know until you 
try. You just get together 
with some friends and 
start making a game. 
It's accessible now. The 
technology isn't a barrier 
anymore, the tools aren't 
a barrier, and publishing is 
not one. Go out and do it 
It takes time. You'll need 
time, but you're having 
fun.• ■■■ 

An Indie Development Team Making Waves 
... or a little frame of reference, 

! ,,I • Neverwinter Nights took 75 full-
1 time employees (at the project's 

employment peak) and nearly 
five years to complete. But one team of 
four students put together Bontago in seven 
and a half months for a mere $79 (to buy a 
license for the terrain background tool they 
selected). 

The Bontago team - Tristan Hall, Jason 
Bolton, Justin Kinchen, and Eric Anderson -
are at varying stages of their post-secondary 
education at DigiPen Institute of Technology 
in Redmond, Washington; but they worked 
together to make a strategy game that's 
getting a lot of attention at this year's 

Independent Games Festival. 
Tristan Hall, acting producer and program

mer for the project, tells us that "Bontago 
was the game that our team did for our 
junior level project class. The idea came 
almost exdusively from Justin Kinchen, our 
lead designer:" 

Eric Anderson chimes in, "The main goal for 
the semester was to have a fully completed 

game with nothing missing or scrapped, and 
everything working in order. For the most 
part this goal was reached - even surpassed 
in some areas, which is good. We wanted 
people to play a completely different type of 
game that no one had ever seen.• 

Hall and Anderson agree on what their 

work schedules were like during the develop
ment phase. "Since we. we.re taking about 20 
hours of other classes at the time, we. had 
to work in our free time - about 10 hours 
a we.ek. We had pretty reasonable goals for 
getting things done, so there we.re only a 
few we.eks [of really long hours]," says Hall. 
Anderson adds, "Our work schedule had 
to coincide with school, so it was mostly 
nights. Some we.eks it was many more than 
normal due to milestones that needed to be 
reached~ 

Being focused when making the initial 
plans for the game was sonnething that the 
team excelled at because of experience. It 
was their second project as a group, so they 
already knew each member's skills and styles 
and how to better plan the actual exeru-
tion of their plans. Only one major feature 
was cut after implementation, rrt just wasn't 
fun~ This is a testament to planning, but 
that doesn't mean that development was all 
smooth sailing. 

"The main technical 
problem encountered was 
getting the physics to work 
right It was our initial inten
tion to make our OYJn phys
ics engine for the game, 
but it just wasn't performing 
to our liking. Luckily for us 
the Tokamak engine came 
out literally right when we. 
needed it It solved a vast 
majority of our problems; 
but added new ones that 
were eventually fixed," 
Anderson explains. 

With the team composed 
of students, we had to 
ask the scholarly question: 

What did this exercise teach you? "Team11110rk 
and the ability to learn and know when to 
use new technology are the most important 
skills," Jason Bolton, who dealt with program
ming and multiplayer support for Bon~go. 
says. Designer Justin Kinchen offers, "Finding 
the time to work on it [15 hard]. But, always 
have fun doing ~ Anderson thinks that the 
biggest hurdle is to stick with the project until 
it's done. "Don't start on some other project 
thinking it will be so much better than your 
existing project - finish what you've started, 
get everything done, and then make another 
one. Otherwise you'll end up with SO million 
demos, but none actually equating to a full 
game.• Hall offers that, outside of student 
licenses and college-supplied equipment, big 
games can be financially infeasible for some 
people (for some sticker-shock, check out 
the full license costs of the Quake Ill Arena 
engine or Alias Wavefront's 3D modeling 
program, Maya). 
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Sly 2: Band of Thieves 
> STYU 1 -l'IAYER ACTION > PUBLISHER SONY COMP\/TER ENTERTAINMENT AMERICA> DMU>PER SUCKER PUNCH 
> RELEASE SEPTEMBER 

TALE OF THE COON 

S ucker Punch's 2002 effort, Sly Cooper and the 
Thievius Raccoonus, was well received by press and 
players alike - the game was quickly inducted into 
Sony's Greatest Hits collection for PS2. But this team, 

not one to rest on its laurels, has been quietly toiling away at 
the sequel for almost 18 months now, and we got a chance 
to check it out at the developer's Seattle digs. 

Sly's nemesis in Thievius Raccoonus was the menacing 
Ooc.kwerk, who the wily thief dismantled at the end of that 
game. In Sly 2, which starts two years after the first entry 
ended, the hero finds out that Clockwerk's parts have been 
stolen. It's now up to Sly and the Family Thieves [our name, 
not the developer's] to stop this nefarious plot in its tracks. 

Sly 2 really is a family affair [sorry, we just can't stop, but 
we're almost done] that lets players take control of all three 
super-thieves in a way that wasn't offered during the team's 
first outing. Although there will be the series' trademark 
minigames, Sucker Punch isn't spilling the beans on the 
specifics. We do know, however, that Bentley and Murray will 
be playable characters in a more traditional sense. Gamers 

will be switching between teammates and 
their skills on a regular basis to successfully 
complete the title's elaborate capers. 

The edict that Sly's development team 
has been following for the entire process 
is tha~ "Sly and the gang work together 
to pull off a number of big heists.• What 
this really means to players is that the 
combined effect of the team's efforts is 
bigger, more dramatic, and remarkably clever. The scale of 
these events is seriously large and highlights another of the 
sequel's updates - non-linear quests in massive environ
ments that players can take on however they like. 

Although some of the improvements we saw were more 
on the storytelling and pacing side of things, there are a 
notable handful of more tangible improvements as well. 
The one-hit kills that put Sly on the map have largely been 
taken away. Instead, both the heroes and the villains will 
have health bars, and the game design puts a higher priority 
on managing groups of enemies effectively. Also, the stealth 

functionality is much deeper and features an exclamation 
point indicator showing how aware an enemy is of your 
presence. Everything will affect his meter - walking on tight
ropes will cause the lights to sway and make the guards pay 
attention, and using your weapon and running across differ
ent materials will also change your level of cover. 

Sucker Punch, despite the tongue-in-dieek humor dis
played in its games, is taking this entry quite seriously. Sly 2 
is scheduled to ship in September to let players creep to 
their hearts' content. ■ ■ ■ 
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Time flows from day to night. Seasons change. Swords will rise and men will fall. From the creators., 

Dynasty Warriors®, Samurai Warriors™ recounts tales of valor and betrayal in Medieval Japan. 

cascade onto springtime battlegrounds. Traps lay hidden in noble castles. Battle through 30 scenari 

lose and you w i ll emerge victorious. With multiple endings you have the power to change a nation's des 
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XBOX 

Unreal Championship 2: 
The Liandri Conflict 
> STYU I TO 4-PlAYER ACTION (UP TO 16-PLAYER VIA SYSTEM LINK OR XBOX LM) > PU BUSHER MICROSOFT GAME STUDIOS> DEVELOPER EPIC GAMES > RELEASE WINIIR 

UNREALITY CHECK 

W 
ith the March release of Unreal 
Tournament 2004 for the PC. 
and February's Unreal II: The 
Awakening for the Xbox, fans of 

the Unreal franchise are living the high life 
these days. The good news is that things are 
just going to keep getting better this winter 
when Microsoft releases the sequel to 2002's 
Unreal Championship. However, unlike some 
sequels that just cruise along on previous 
success, Epic Games has done some consid
erable retooling to make this entry something 
special. 

The first major improvement is the addition 
of melee combat This may seem jarring to 

purists looking for unadulterated guns-blazing 
action, but Microsoft claims that melding the 
two styles will be seamless. It will certainly 
make it necessary to devise different strate
gies for close and ranged comba~ and it 
promises to add a whole new category of 
hand-to-hand weaponry to complement the 
already impressive array of long-range instru
ments of destruction. 

To highlight this new fighting potential, 
players will also be capable of taking their 
melee combat to the air, pulling off amazing 
acrobatic combos against opponents. Instead 
of just dashing to the side, players will now 
be able to flip in the air, weapons drawn, 

and take the battle to a different altitude. The 
maps are even being designed with a more 
vertical approach in order to facilitate the 
high-flying fighting. 

Because of these new additions, some of 
the mechanics of previous iterations simply 
won't do anymore. For instance, it would be 
nearty impossible to pull off a mid-air twirling 
melee attack from a first person perspec-
tive. In order to make these feats easier to 
accomplish, a new third-person camera angle 
has been integrated in addition to the tradi
tional first-person view. This means that one 
minute you could be blasting away from long 
distances in classic form, and the next you 

~ 
in cl~ r 

In a genre that is swollen with derivative 
titles and no-improvement sequels, it is good 
to know that Unreal is taking a step in a dif
ferent direction. However, the new features 
aren't the only ones getting love; already 
existing aspects of the series are receiving 
attention as well. An involved single player 
campaign, along with Xbox Live-enabled 
multiplayer (including more vehicles, char
acters, and adrenaline powers than before) 
has UC 2 shaping up to be a solid mix of old 
favorites and new hotness. ■ ■ ■ 
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PLAYSTATI0N 2 

Driven to Destruction 
> STYLE I TO 4-PlAYER RACING> PUBLISHER ATARI > DMLOPER MONSTER GAMES 
> REI.EASE SEPTEMBER 

RACING THE FENDERS OFF 

T 
his time last year, we were shocked to 
hear that Atari would be bowing out 
of NASCAR games. The publisher had 
been edged out of the license due to 

the p<)'Ner of EA Sports' almighty buck. This 
left developer Monster Games without a direc
tion, but it produced a beneficial side effect 
Now free to think outside of the NASCAR box, 
the team began to dream up some pretty 
crazy'ideas of what to do with their racing 
engine, and how it would rip a car to shreds in 
the process. Strangely enough, the game they 
came up with is played out in real life every 
Friday night 

The concept behind Driven to Destruction 
is an homage to the wackos throughout this 
great land of ours who find fun in destruc
tion derbies or beating and banging their 
station wagons around a track - with trailers 

in tow. Contests like this are usually side 
attractions to amateur racing nights. Driven 
to Destruction gives you 25 of these events, 
and wraps them in an engaging career mode 
that would make any owner of an MIIC 
Gremlin proud. You start out with a junker car, 
and must enter it into various nights. These 
are where you will compete in three to 12 
events, induding figure eight courses, Suicide 
races (where half the field is driving in the 
opposite direction as you), and something 
unfathomably known as Gizmo Wrangling. 
Monster's president Richard Garcia calls it 
'short attention-span racing." Work your way 
up the ladder, and you'll unlock new cars ( of 
which there are over 30), gain money for 
upgrades, and become the craziest driver in 
the county. Apart from multiplayer goodness 
(although online is regretfully absent), the 

game also features a Dare mode, which has 
you meet certain challenges in the events. 

Our main concern was whether play-
ers would be confused. Which is more 
important? Racing for first or destroying your 
competition? Thankfully, this gameplay conun
drum solves itself. In our exdusive hands-on 
session with the title, we quickly noticed that 
in trying to come in first, there were plenty 
of mid-air collisions, horrible wrecks, and 
mayhem. Sometimes it's the tracks (such as 
in a figure eight course with the intersecting 
jumps in the middle) which inevitably lead to 
chaos. Other times it's the race format (like 
in Whiplash, where you must tum and go 
the opposite direction after each lap) or the 
Al. Monster Games has even induded colli
sion for many of the objects that may litter 
the track. Halfway through a race a stray hay 

bale sitting in the middle of the course can 
suddenly make things a little tricky. Each race 
features ambient life such as traffic outside 
the track, great commentary from the stadium 
announcer, mid-race replays of the best 
crashes, and a sweet damage model for the 
cars. Instead of just losing a back fender, each 
auto has a crumple zone where a back quar
ter panel, for example, will indent and expose 
one of your rear wheels. 

What was once a defeat at the hands of a 
competitor has turned into a blessing in dis
guise for Monster Games. The developer has 
left the NASCAR license and its year-to-year 
grind behind to pursue an even more ambi
tious project If Driven to Destruction's infec
tious fun catches on with the gaming public, 
perhaps Monster will find itself at the front of 
an all-new racing juggernaut ■ ■ ■ 

* LOCAL COLOR * * SWEET HOME ALABAMA * * DEATH BY POULTRY * 
The game features a dozen unlockable videos showing 
footage of these events in real life. One mulleted con
testant reads off a list of injuries he's sustained, and then 
dedares, "And that was just before the race!" Get a little 
down home flavor of the tracks, where when you order a 
beer they ask you, 'Six or 12-packr 
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The game's hub location is a world onto itself. You'll not 
only visit the junkyard to buy new cars or upgrade and 
paint them; you'll physically drive around the hub to do it 
In fact, while going to the events, you can be challenged 
by rivals to a race for some extra cash! 

Bringing back the spirit of NASCAR Heat's tire-shooting 
secret code, Monster Games has induded the multiplayer
exdusive Battle mode. Here you'll be pitted in a poultry 
fight to the death. You must destroy the opponent by 
shooting chickens out of your grill at your foe. Chickens 
were hurt during the making of this game! 



much more than phone candy 
top-quality games for your mobile, only from 

gameloft 

Check complete catalogue and supported phones at www.gameloft.com. 



PLAYSTATION 2 I XBOX 

Darkwatch 
> STYLE I-Pl.AYER ACTION (UP TO 12-PIAYER VIA ONLINE) 
> PUBLISHER SAMMY STUDIOS> DMLOPER SAMMY STUOIOS > RELEASE WINTER 

A FISTFUL OF VAMPIRES 

A 
s long as there has been civiliza
tion, there has been a secret 
organization that protects the 
world from the ultimate evil. Their 

methods are a bit unorthodox - they grind 
enemies for fuel and use their skin to 
create protective doaks. Grim, but effective. 
No, they aren't the Freemasons - they are 
the Darkwatch, and they have a deadly 
new agent named Jericho Cross, a gun
slinging hatt-vampire with a bone to pick. 

\Mth a concept reminiscent of Stephen 
King's The Dark Tovver series, this upcom
ing FPS title from Sammy Studios features 
a re-imagined version of the \Mid West 
teeming with sinister ambience, following 
Jericho across the frontier as he hunts 
the vampire lord who attacked him. As a 
hatt-vampire himsett and a member of 
the technologically advanced Darkwatch, 
Jericho can use some powerful ( and 
anachronous) weapons crafted to eradi
cate evil en masse. In addition to the typi-

cal shotguns and sniper rifles, he can wield 
heavier artillery such as a rocket launcher 
and the gattling-gun equipped Coyote 
Steamwagon assault vehicle. 

But weapons alone do not make the 
man. Even without his impressive arse-
nal, Jericho is still a force to be reckoned 
with. He has three vampiric powers that 
enhance his combat effectiveness - a 
jump that allows him leap onto rooftops, a 
shield that absorbs damage from bullets, 
and enhanced vision that makes it pos
sible for him to zoom in with any weapon, 
even if it doesn't have a scope. Also, in 
addition to these innate superhuman 
abilities, Jericho will be able to periodi
cally resurrect his undead steed, which he 
can then moun~ blasting and trampling 
enemies as he rides. 

Though there will be ample hordes of 
enemies to mow down, you can expect 
them to be more intelligent than your 
average shuffling. brain-eating zombie. In 

order to add more vitality to this reworked 
version of the Wes~ the enemies will 
feature a dynamic Al that constantly reacts 
to the playefs actions. They'll use cover, 
retreat when threatened, and gain cour
age when they think they have the upper 
hand. Don't expect to just learn the pat
terns and blow through a level; enemy 
behavior depends on what you do as a 
player, so each time through the game 
could be a different experience. 

The fun doesn't stop with the end of 
the single player campaign, either. Various 
co-op and versus modes (including a 
"Classic Western Duel") supporting up 
to 12 players online will be available, in 
addition to the possibility of downloadable 
content like new characters and missions. 
Combine this replayability with a uniquely 
macabre theme, and you have an FPS 
with a highly original feel - something 
that's harder to find these days than a 
good sarsaparilla. ■ ■ ■ 





:• previews 

PlAYSTATION 2 I XBOX I GAMECUBE I PC 

MADDEN NFL 2005 
> STYU I TO 8-l'IAYER Sl'ORTS (UPTO 8-l'IAYERIM ONlJNE) > PUIUSIIB EASl'ORTS> DEWl.OPEI EA TIBURON > ltEUASE AUGUST 

HITTIN' AND STICKIN' LIKE FRIED CHICKEN 

T 
he EA Sports emp,re 
builds to even higher 
heights f?-.Jery year. It 
seems that wrth each 

title in its arsenal, the famed 
publisher keeps raising the bar 
for itself and others. In Madden 
NFL 2004, Franchise junkies got 
more than they could handle, as 
the minutia of your team could 
be tweaked. No less of a feat 
came for offenses 1n 2004. The 
Playmaker controls ~ quarter
backs tum something into noth
ing with a flick of the Sbck. We've 
seen what MVP Baseball 2004's 
use of nght analog control did 
for the sport. ncm you' re going 
to see what it does to a wide 
receiver stretching out over the 
middle for a pass ... 

The extent of defenses' use 
of the nght analog stick 1n last 
year's Madden was like a melon 
baller to a kitten - negligible 
enough that you might nf?-.Jer 

have used them. Unlike the real 
NFL. defenses are n()IN playing 
on an equal playing field with 
offenses. Developer EA Tiburon 
1s introducing Hit Stick control, 
which lets you jam on the right 
analog and put the big hurt on 
quarterbacks, wide receivers, 
and anybody else who comes 
m your Wit'f. Given the way 
EA Sports has been grOW1ng. 
we 1NOUldn't be surpnsed to 
see Madden let you manually 
control players S1milar to how 
the boxers handle m Fight Night 
2004. Imagine if this Hit Stick 
control encompassed 
swiveling the right 
analog to perform 
a SWlm move on a 
guard or personally 
pick off a pass (we're 
sick of the Al drop
ping the ball!). 

Getting a gander 
at these screens, 

it's evident that EA Tiburon is 
finding more and more detail to 
p,ck out of the players. Notice 
how the Jerseys stretch and 
strain to the players' shoulder 
pads. Years into this console 
generation, and the df?-.Jeloper 
is still finding new ways to make 
what already looked awesome 
even better. In an attempt to 
match the great broadcast-like 
touches of ESPN's football 
game, EA Sports IS promising 
"ground-breaking fan presenta
tion.• Does that mean halftime 
streakers? ■ ■ ■ 

PLAYSTATION 2 I XBOX I GAMECUBE 

NCAA Football 2005 
> STYLE I TO 8-l'IAYER SPORTS (UP TO 8-PIAYER VIA ONLINE) > PUBLISHER EA SPORTS 
> DEVELOPER EA TIBURON > REI.EASE JUIY I 

CLEAN OLD-FASHIONED HATE 

C 
ollege football is more than 
football without the mas-
sive salaries and big egos. 
It's a whole sub-culture of 

fierce rivalries played out before over 
100,000 screaming fans jammed into 
a stadium on a Saturday afternoon. It's 
the Red River Shootout between the 
Sooners and the Longhorns. It's the 
passing of rival trophies wrth names 
like The Megaphone and The Apple 
Cup. And it's a little Georgia tiff called 
•aean Old-Fashioned Hate~ 

Before now, EA Sports' NCAA series 
did a good job of representing the 
passion of college football. In 2005, 
howf?-.Jer, the game is going to take 
sports - collegiate or pro - some
where it's never been before. In an 
ode to the fierce rivalries throughout 
the land, the crowd can have a direct 
impact on the players on the field. 

IMiether it's the difficulty of a QB 
calling an audible over the deafen-
ing crowd noise, or the pressure of 
executing a winning forth quarter 
drive in an enemy's stadium, NCAA 
kicks the intensity of football up a 
notch and many thousands of deci
bels. Taking the custom entrances of 
last year, fans can now get in on the 
act with their own celebrations, such 
as the University of Florida's Gator 
Chomp or the Texas Longhorns' Hook 
'Em Homs. 

Part of the thrill of college football 
is seeing the men among boys, like 
a Larry Fitzgerald. NCAA now allows 
you to take advantage of any mis
matches on the line of scrimmage. 
'Mth the Match-Up stick, you can 
position your best receiver against 
that slow, 5•9• comerback, and watch 
as the domination unfolds. ■ ■ ■ 



GAMECUBE 

Fire Emblem 
> STYLE TBA > PUBLISHER NINTENDO 
> DEVELOPER TBA > RELEASE TBA 

OUT OF YOUR HANDS 
AND ONTO YOUR TV 

F 
ire ... Bad!!! Frankenstein's monster may not like 
fire, but Nintendo certainly does. At long last 
the revered strategy/RPG saga is coming to 
GameCube. If you've played Super Smash 

Brothers and wondered who the characters Marth 
and Roy were, they originated in the Fire Emblem 
series, which made its stateside debut with the recent 
GBA title. The GameCube edition is the first U.S. console 
release for the series, and as you can see, it looks pretty 
freakin' cool. Details are still scarce, but you can be 
sure we'll be following this one dosely, because we 
like playing with fire. ■ ■ ■ 



:• previews 

XBOX I PC 

Men Of Valor 
> STYlf XBOX: I OR 2-PIAYERACTION (UPTO 8-PLAYERVIAXBOX LM OR SYSTEM LINK) PC: I-PLAYER ACTION 
(UP TO 16-PIAYER VIA LAN OR INTERNET)> PUBLISHER VIVENDI UNMRSAI. > DEVELOPER 2015 > RELEASE OCTOBER 

YOUR DEEDS OF VALOR WILL BE REMEMBERED 

R 
emember how it felt the first time you 
popped in Medal of Honor: Allied Assault? 
The shells bursting all around you, your 
fellow soldiers falling like so much wheat 

before the scythe? 2015, the developer who brought 
that experience to your home, is working to bring 
that same level of intensity to the Vietnam conflict 
with Men of Valor. Though southeast Asia is a signifi
cantly different venue than the European theatre of 
World War II, this looks to be on track to end up just 
as visceral and polished as Allied Assault. 

While Medal of Honor did many things right Gust 
ask its legions of fans), 2015 is moving in a more 
realistic direction for MoV. To that end, it's shooting 
for a Mature rating - a decision which allows for 
a much more accurate and gritty depiction of the 
war. The requisite cursing and blood aren't the only 
things that immerse you into the conflict, though. 
Cliches like breaking boxes for ammo are getting 
chucked out the window, in favor of searching the 
bodies of fallen foes to find the supplies you need. 

Another way Men of Valor brings you into the 
game is through the ever-present squad dynamic. 

THEPERSONINTHESHOOTER 

No longer will you play a lone wolf; with the vastly 
improved enemy Al, how well you work with your 
team will determine much of your success. Try to 
go play Rambo on your own, and your mother 
will more than likely be getting the worst sort of 
telegram. 

On the technical side of things, 2015 is making 
great progress in bringing the steaming environ
ments of southeast Asia to life. Even at this early 
stage of developmen~ the amount of foliage 
present is astounding. Of course, the impressive 
presentation hardly ends with that. Excellent music 
(including eight licensed 1960's songs), realistic 
sounds, and contextual banter between your squad
mates really go the extra mile to put you in Sgt. 
Dean Shephard's shoes. 

Even in its current very incomplete form, Men of 
Valor looks like it's going to not only live up to the 
high standard of Medal of Honor, but surpass it in 
many ways. Keep your eyes on this one, and cross 
your fingers with us to hope that everything comes 
together like we think it will. ■ ■ ■ 

In yet another bold step forward for the video game industry, 2015 is doing their utmost to ensure that 
Sgt. Shephard, the main character in MoV, is a fully-developed character that gamers can empathize 
with - something that's almost unheard-of in the FPS genre. In-game cutscenes and conversations 
will tell his story without taking you out of the world, and even mission briefings are given through 
Dean's letters home to his family. In addition to being a fleshed-out character, he's African-American; 

and we all know that video games could benefit from having more non-white characters who aren't 
there just to jazz a title up a bit. The developer isn't trying to dodge any bullets or tackle only half of 

the question, either. Dean's squad is ethnically mixed, and the interactions manage to both feel natural 
and address the race issue, something that is currently very lacking in our favorite entertainment medium. 

After all, the Xbox can display millions of colors. Why not mix it up a bit? 



PLAYSTATI0N 2 

Athens 2004 
> STYlE 1 TO 8-PIAYER SPORTS > PUBLISHER SONY COMPUTER ENTERTAINMENT AMERICA 
> DEVELOPER EUROCOM/SCEE > RELEASE SUMMER 

MEDALS OF HONOR 

W 
hy Sony would choose 
to do an Olympic game 
is beyond us. Maybe 
the Olympic Committee 

should check for illegal substances. 
Bui Athens' product manager, Ed 
Loonan, tells us why Sony is going 
to succeed where others have failed 
with Olympic games. "The gameplay 
itself [tn previous titles] didn't seem to 
be very deep - I think that there are 
twice as many events [tn Athensr 

Sounds like just talk, but we're glad 
to hear exactly how Sony is push-
ing the genre forward. First off, the 
gameplay is going to be more than 
button mashing. Those of you with 
dance pads will be able to use those 
peripherals to control athletes in at 
least eight events. Running races 
will definitely utilize ii as will the 
women's dance gymnastics events. 

In a thankful attempt to spice up 
the gameplay, Eurocom will have 
the player utilize the analog sticks 
to perform certain events like the 
gymnastics rings. The controller will 
have built in resistance to mirror the 
muscle strain as the gymnast's arms 
shake. Sony says that it is currently 
looking at how and where else it can 
use the sticks in gameplay, but the 
only other confirmed event is discus. 

Unfortunately, the pad can only be 
used in Athens' standalone Party 
Mode. Also, the game will utilize 
the analog sticks for more varied 
gameplay (see below). 

Athens contains more than 25 
events, including Equestrian, weight
lifting, and shooting to go along with 
the customary track and field, swim
ming, and gymnastics. In Competition 
mode, players can go up against the 
real Olympic world records. Sadly, 
the International Olympic Committee 
put the kibosh on online play for the 
game. 

Sony is taking a risk with Athens, 
but hopefully good gameplay will 
be the final determiner. If all goes 
well, the company tells us that it has 
the right of first refusal for a winter 
Olympics game, so we may be curl-
• • • I 
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PLAYSTATI0N 2 I XB0X 

Hitman: Contracts 
> STYU I-Pl.AYER ACTION > PUBUSHER EIDOS > DEVELOPER 10 INTERACTIVE> RELEASE APRIL 

THE BIGGEST JOB YET 

A 
gent 47, the protagonist 
of the Hilman series, 
is one of our favorite 
antiheroes to ever grace 

consoles, and he's coming back 
for more in Hilman: Contracts. 
Developer 10 Interactive is 
moving in a slightly different 
direction for this sequel, but it 
looks like the core gameplay is 
intact and even more refined 
than before, making for the best 
kind of follow-up to a hit title. 

At the very top of the list of 
improvements is a new graphics 
engine. Everything on screen, 
from Agent 47 himself to the 
poor bastards on his list (and the 
dank holes they hide in), looks 
better than ever before. Blood 
spurts, arms flail, neon glows, 
and snow flies - all in vivid 
detail. Of course, not all of that 
detail is particularly pretty. The 
world of Hilman is a much more 
grisly place to be now. Within 

one level, we saw insane mental 
patients, genetic experiments, 
and quite a bit of gore from 
the dozens of corpses spread 
around the facility. 

This twisted vibe is pres-
ent through the whole plot of 
Contracts. Agent 47's story is 
told through a series of halluci
natory flashbacks, each one of 
them a mission. These psychotic 
episodes probably have some
thing to do with the gunshot 
wounds and heavy dosages of 
painkillers running through his 
system, lending a significantly 
different tone to the franchise. 
This is a good thing, though - it 
also opens up the action for 
some innovative ways to go 
about your profession. 

To that end an expanded 
arsenal, something that no 
self-respecting sequel should 
be withoui is also available in 
Contracts. From syringes full of 

pain to 30 firearms, there are 
numerous ways to take care 
of business. Not to mention 
new sneak attacks. Don't worry, 
though - the cunning and strat
egy that the franchise is known 
for are just as necessary as ever, 
since Agent 47 isn't the only one 
with new tricks up his sleeve. 
Enemies feature improved Al 
that lets them communicate 
with each other and band 
together into squads to track you 
down, which should more than 
compensate for the new toys 
you have access to. 

Wrth all of these improve
ments, Contracts looks like it will 
do what every sequel aspires 
to - keeping old fans happy 
while generating new ones. 
Even if the previous Hilman 
titles didn't do much for you, it's 
probably a good idea to keep 
this one on your radar until it hits 
stores sometime in April. ■ ■ ■ 

One of the big changes in Contracts is a huge bump to 
the interactivity of the environments. Not only can you 
use them to your advantage by doing things like hanging 
bodies on meat hooks as a lesson to your foes, but also 
an unprecedented number of commonplace objects 
can be used as weapons. Shovels, pool cues, and even 
pillows can serve to give you an alternate means to 
accomplish your objectives, thereby allowing even more 
freedom to complete tasks as you see fit 
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GAMECUBE 

WWE: Day of Reckoning 
> STYlE I TO 4-PLAYER ACTION > PUBLISHER THQ > DEVEI.OPER YUKE'S > RE1£ASE FAil 

THE NEW HEAVYWEIGHT 

D 
o you think you have what it 
takes to become a WNE super
star? Many wrestling fans have 
dreamed of making it to the 

upper echelons of the world's most 
famous wrestling organization, but few 
actually have the ability or determina
tion. But thanks to THQ's new WNE title, 
wannabe heavyweights everywhere can 
live the dream. The GameCube-exclusive 
Day of Reckoning will let players experi
ence the life of a WNE wrestler as they 
climb the ranks to the main event of 
Wrestlemania. 

Developed by wrestling experts Yuke's, 
the goal of Day of Reckoning is to pro
vide fans with everything they've ever 
wanted in a wrestling title. By listening 
to fan feedback, message boards, and 
the like, THQ determined that a compel
ling story mode is the key to a great 
game. In Day of Reckoning's School of 
Hard Knocks mode, gamers will create a 

unique character and set out on a quest 
to become the next world champion. 
Players will participate in training camps 
to builds stats and earn a chance at a 
WNE contract Those who are good 
enough will get signed and enter the 
WNE at the bottom rung. Backstabbing, 
betrayal, and plenty of plot twists will all 
obscure your rise to the top. 

Over the course of your quest, you'll 
square off against over 40 of the WNE's 
most famous stars, including Chris 
Benoit, Triple H, John Cena, and many 
more. The models for the wrestlers 
are the most accurate and lifelike to 
appear on the 'Cube thus far, with new 
faces, improved physiques, and more 
detailed textures and lighting. Many fans 
will appreciate these improved models 
even more when they see the Day of 
Reckoning's bra and panties matches! 

While a little skin is always a welcome 
addition to a wrestling game, THQ has 

so much more than improved visuals in 
store for WNE enthusiasts. Gameplay 
has also been overhauled, and now 
features location-specific damage, more 
realistic weapon usage, an improved 
grapple system, and a new submission 
meter. No longer will tapouts be decided 
automatically - how quickly you hit the 
A button determines how quickly you 
break out of a hold. The same mechanic 
is used to fight off 'de--dothing" in the 
titillating bra and panties match. 

These new features are all showcased 
by a new 1V-style presentation with 
dynamic camera angles to emphasize 
the best parts of the action. Like the 
WNE itself, Day of Reckoning is hard
hitting, fast paced, and should drive 
wrestling fans absolutely nuts, if you 
smell what the GI is cookin'! ■ ■ ■ 
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XBOX 

Iron Phoenix 
> STYU I TO 2-l'lAYER FIGHTING (UP TO 16 PIAYERS VIA SYSTEM LINK OR X80X LM) > P111US11U ;MOO STUOIOS 
> DEVEL0PU INTERSERV INTERNATIONAL > 1EWSE WINTER 

WILL THIS METAL BIRD FLY? 

S ammy Studios is plan
ning to break new 
ground in a couple of 
ways with its upcoming 

online fighting title, Iron Phoenix. 
Not only is 11 the publishe( s first 
release on the Xbox, but 11 Is also 
the first game to uy to mix the 
action of :m fighters wrth the 
strategy of team-based combat 
We've seen plenty of entries In 
each of those separate genres, 
but the styles have yet to be 
combined In a massive 1 &player 
online arena. 

Though you'll find many 
standard weapons and attacks, 
Iron Phoenix Is not your typical 
fighting ti~e. For one thing. the 
weapons (not the characters) 
entirely determine which moves 
you can perform. In fact, the 
only differences between the IO 
characters are purely cosmetic; 
they all wield each weapon wrth 
equal proficiency. Instead of 
character-specific special moves, 
players will need to get familiar 
with several weapons (such 
as warhammers, daggers, and 
spears), and be able to SW1tch 
them to suit the Situation. Of 
course, once you change weap
ons, the various moves and 

combos at your disposal will also 
be altered. 

But Iron Phoenix will contain 
much more than the average 
button-mashing melee mayhem; 
there will be a heavy emphastS 
on teamworic and strategy While 
on Xbox Live, rt will be Impera
~ that you use the headset to 
communicate with your team
mates In order to coordinate 
your attacks and get the iump 
on your opponents. Even In the 
single-player campaign, you will 
have an Akontrolled combat 
buddy, so you' re rarely expected 
to go solo. 

In addition to its unique 
gameplay mechanics, Iron 
Phoenix will also have other 
goodies to enhance the experi
ence. Not only will It include 
unlockables to spice things up, 
11 will also support HDTV at a 
resolutJon of 480p, as well as 
integrate Dolby O.grtal 5.1 sur
round sound. Many games in 
the past have had trouble meld
ing genres In the way that Iron 
Phoenix IS attempting - here's 
hoping all these factors come 
together well enough to get this 
hybrid off the ground. ■ ■ ■ 

Tron 2.0: Killer App 
> STYU I TO 4-PLAYER ACTION (UP TO 16-P\AYER VIA SYSTEM LINK OR XBOX lM) > PUBLISHER 
BUENA VISTA INTERACTM > DMU>PER CLIMAX > REI.EASE FAl.l 

BETTER WITH AGE 

I t's a good thing that Buena ½sta 
waited about 20 years after 
Tran's heyday before attempting 
to revisit the I 980's box-office 

failure. It gave us time to remember 
the film fondly and gradually forget its 
faults. So when Tron 2.0 came out last 
August. we were thrilled to play some
thing that lived up to our expectations. 
Even those who weren't fans of the 
movie could appreciate the vibrant 
surroundings and engaging gameplay. 
In fact. one of the only downsides to 
the game was that it was available 
exclusively on PC - but that's going to 
change this fall when Tron 2.0: Killer 
App hacks its way into the Xbox. 

On one level, this game is identical 
to Tron 2.0. The single player mis
sions are the same as the original 
title, but Killer App is more than a 
simple port In addition to tweaks that 
make the title's unique first-person 

gameplay more console-friendly, 
there is also a good chunk of new 
content on the mult1player side of 
things. Ten brand new maps and 
extra weapons available for use in 
the arena are just two examples of 
the game's expanded features. Plus, 
you'll be able to enjoy them on 
four-player split screen or with up 
to 16 players through system link or 
Xbox Live. 

For a game whose premise is 
rooted in computers, 11 Is only fit-
ting that it will make extensive use 
of available technology to enhance 
the gaming experience. Killer App 
will support HDTV at a resolution of 
480p, widescreen, and Dolby 5. 1 
surround sound. If Tron 2.0 on PC 
brought a digitized world to life, Killer 
App promises to immerse the player 
in that world like never before. ■ ■ ■ 



GAMECUBE 

Metroid Prime 2 
> STYLE I TO 4-PlAYER ACTION > PUB USHER NINTENDO > DMLOPER RETRO ST\JOIOS > RELWE TBA 

AT LONG LAST .... MULTIPLAYER! 

T 
hey say that a picture is worth 
a thousand words. The shot of 
Metroid multiplayer most cer
tainly has the Game Informer 

offices buzzing with speculation. Some 
people are optimistic and think that 
Nintendo may indude Internet or IAN 
support, others rear that they will have 
to use their Game Boy Advance as the 
controller. Unfortunately, when con
fronted with these questions and a bil
lion others, Nintendo wouldn't confirm 
or deny a single thing. It sounds like 
the company will stay tightlipped about 
this one until this year's Electronic 
Entertainment Expo. For now, sit back 
and enjoy these exclusive screenshots, 
and stay tuned to upcoming issues 
of Game Informer for all or the juicy 
details! ■ ■ ■ 



PC 

Vampire: The Masquerade - Bloodlines 
> STYLE l·PI.AY'ER ACTION (MULTIPI.AY'ER TBO) > PUBLISHER ACTMSlON > DEVELOPER TROIKA STUDIOS > RELEASE FALL 

HALF-UN DEATH 

W 
ith a license like Vvtiite Wolfs World 
of Darkness, there are approximately 
a bajillion elements of the universe 
that just don't work in a video game. 

Fortunately for us, developer Troika Studios (which 
also did Temple of Elemental Evil) knows this. Thus, 
rather than try to port 
a pencil and paper 
RPG to PC. the primary 
focus of Bloodlines 
is to craft a full RPG 
and present it with the 
latest FPS technology. 
To that end, all kinds of 
character customiza
tion and a branching 
storyline are being 
infused into the super· 
sexy graphics of the 
Half-Life 2 engine. 

Veterans of any 
Vvtiite Wolf "Storyteller" RPG will instantly recognize 
the character sheet in Bloodlines. Everything that 
makes sense in a video game has been incor
porated by Troika, from attributes to talents and 
Disciplines. This may be somewhat unusual for FPS 
gameplay, but it seems to integrate pretty smoothly. 
For instance, your firearms skill determines how 

large your cone of fire is, and having a high enough 
perception trait will make things like a loose board 
in a fence glow. 

It was clear from what we saw that the gameplay 
department of Bloodlines is being designed with 
our very favorite formula in mind: Give the player 

an objective, and let 
them decide how to 
go about complet
ing it Every situation 
that we saw allowed 
for several solutions, 
each of which played 
to different character 
types. Become invis
ible and sneak past 
the guards, convince 
them that you don't 
have the droids 
they're looking for, or 
boil their blood. Did 

we mention that this has a projected Mature rating? 
Based on what we've seen firsthand of Bloodlines, 

along with the impressive technology of the Half
Life 2 engine and the RPG expertise of Troika 
Studios, Bloodlines has become one of the top PC 
titles on our radar for 2004. ■ ■ ■ 

The Beast Within 
One of the major role-playing elements of Bloodlines is the concept of 
Humanity. All vampires, in the course of their undeath, have to cope with 
trying to retain what makes them reasoning beings, rather than feral, 
marauding animals. Kill a non-combatant or do something equally morally 
reprehensible, and you come closer to succumbing to your darker nature. 
Help a starving orphan, and you push that ravening monster farther from 
yourself. If you get low enough on blood, your Humanity level determines 
your likelihood of going into Frenzy - a berserk. uncontrollable state 
where you tear everything up in a blind fury. 



GAMECUBE 

Paper Mario 2 
> STYLE TBA> PUBLISHER NINTENOO > DEVELOPER NINTENOO 
> RElEASETBA 

PREEMPTIVE STRIKE 

T 
he first Paper Mario, released at the end of the N64's life
cycle, met with wide critical acclaim, but sales that were 
below expectations. Despite this, Paper Mario 2 (pos
sibly buoyed by Mario and Luigi: Superstar Saga's warm 

welcome) is starting to make its presence known. There aren't a 
lot of specifics to spill, as the Big N is being quite secretive until 
this year's E3, but we do have these mighty tasty screens to get 
excited about 

N64's Paper Mario RPG offered two 
different play mechanics: a world 
view where enemies would 
charge at the adventurers ( like 
Superstar Saga, jumping on the 
opponents would give the good 
guys a first-strike advantage); and 
the tum-based, menu-<lriven combat 
screen (something that this batch of 
shots doesn't show). We're excited 
about the large scale of enemies 
and environments, which implies 
a much grander experience this 
timeout. ■■■ 



PLAYSTATION 2 I XBOX I GAMECUBE 

Spyro: A Hero's Tail 
> STYLE I-Pl.AYER ACTION > PUBLISHER \IMNOl UNIVERSAL > DEVW>PER EUROCOM > RELEASE FALL 

MOVING ON UP 

S 
pyre the character has defined 
himself as one of few platform stars 
born on the original PlayStation that 
still successfully hotds court on the 

next-gen systems, but both his publisher 
and developer realize that it's time for some 
change. They're pumping the purple dragon's 
next outing full of new technology, character 
variety, and even alluding to some grown-up 
darkness. 

Technologically, A Hero's Tail is offering an 
interesting feature that developer Eurocom 
is calling •real time morphing technology:" 
'Mlat this means is that while Spyro is 
destroying dark gems that (at the beginning 
of the game) have transformed the Dragon 
Realms into a sinister wasteland, the worlds 
will tum into the happier, more familiar ver
sions players are accustomed to. Eurocom 
producer Jon Williams tells us, 'Toe size and 

layers of the morphing areas are the most 
impressive parts of this technology. In game, 
we have whole, huge sections transforming 
and changing every time Spyro destroys a 
dark gem. Morphing has never been done in 
a game at this level of detail.' 

Taking a cue from Spyro: Year of the 
Dragon, a few fully playable characters will 
join in Spyro's quest. Hunter the Cheetah, 
who gamers will remember as an NPC 
and trainer in earlier entries, offers distance 
attacks with his trusty bow and arrow. Playing 
off of his feline abilities, Hunter will also be 
able to dimb into areas unreachable by the 
other characters. Spyro's favorite penguin, 
Sgt. Byrd, brings jetpack-enabled flight to 
the team along with missiles and bombs 
for more serious firepower. A new character 
introduced in A Hero's Tail is Blinky, a mole
like creature with a formidable hand-held 

gadget- his 
Mecha Glove 
lets him fire 
flaming bombs 
and dig to find 
treasures. L<lstly, 
SparJ< (another 
minigame 
favorite in Spyro 
games of yore) will make 
an appearance in linear 30 
shooter levels. 

Even with this long list of 
friends, Spyro himself needed to 
improve. Williams says, 'Toe player should 
notice, as soon as he picks up the control
ler, how smooth and realistic [Spyro's] core 
moves are. We've re-animated and tuned 
all of his preexisting moves for more precise 
interaction~ They've also added the ability 

to climb up ledges and a horn
slamming move to break large 
objects. 'Toe main character, 

Spyro, has evolved into a much 
more mechanically robust 

creature with a fairly realistic 
move set." 

Couple these major 
updates with playable areas 
three times larger than any 

earlier entry, and players are 
in for a Spyro geared towards 

a new generation. Although it's 
still early in A Hero's Tail's devel

opment cyde, we're thinking that Eurocom 
will reach its goal of matching the high level 
of quality that the Spyro audience has come 
to expect - and hopefully bring some new 
players into the fold. ■ ■ ■ 



GAME BOY ADVANCE 

Mario vs. Donkey Kong 
> STYLE I.PLAYER ACTION > PUBLISHER NINTENDO> DMLOPER NINTENDO> REI.EASE MAY 24 

RIVAL REUNION 

D 
rawing inspiration from 
Nintendo's full stable of 
favorites, Mario vs. Donkey 
Kong is most dosely tied 

to the 1994 Game Boy version of 
Donkey Kong and is looking like it 
will become quite a time sucker for 
portable devotees. In this GBA titfe, 
our ape has gone crary about the 
new Mini-Mario toys stocked in Toad's 
shop. In a rage, he decides to cut 
out the middleman and steal all of 
the baubles directly from the factory. 
Mario has no choice but to get them 
back by traversing a series of puzzle
orientated stages. 

The game's look resembles 
Nintendo's Super Mario Advance 
series of platformer updates, but 
the characters, music, enemies, 
environment interactions, and moves 
pull from every comer of Mario and 
Donkey Kong's combined adven
tures. This, it seems, is turning out to 
be a very, very good thing. 

We had the opportunity to play 
through some of the game's six 
worlds ( each of which has eight 
areas) and were impressed by 
Mario's moveset and the speed of 
play. Besides the expected jump 

- OXOOlCIKOOl SIii ml 

■ These Mini-Marios follow the plumber 
around like Lemmings. but can't go up laddeB. 
You have to get as many of them as possible 
to the toy box to beat the level and earn extra 
lives for the upcornins boss encounter 

In this W.rioWare-looking segment. Mario 
switches the boxes (which contain priies) to try 
and save the one he wants from Donkey Kong's 
big. fat fist These segments have different 
play mechanics, but happen regularly during 
the game 

and run, our plumber has a set of 
special jumps to master these stages. 
For a medium height jump, players can 
maneuver into a handstand position 
and then spring up (which appeared, 
in part, during the Donkey Kong GB 
game). The high jump is a very Prince 
of Persia-like maneuver requiring Mario 
to grab a pole, spin to gain momentum, 
and then fling off like a wee Olympic 
gymnast In addition, the long-distance 
backflip introduced in Mario 64 comes 
in quite handy and looks great even in 
this portable size. 

While the Donkey Kong Game Boy 
titfe led gamers through some get-the
key-to-unlock-the-door levels, followed 
by a boss encounter with Kong, Mario 
vs. Donkey Kong throws in a little more 
goal variety. Grabbing a Mini-Mario toy 
will end some levels, and others are 
randomly chosen minigames which offer 
your choice of prizes. In addition, the 
Lemmings~ike levels where Mario leads 
a troop of toys to their toy box are an 
interesting change of pace. 

Nintendo was tightfipped about unlock
ables, but made it clear that this game 
would be packed full of them when in 
releases at the end of May. ■ ■ ■ 
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. : • • .. ! .. • •:. We Play The Crap So You Don't Have To 

NBA Ballers 

Our crack ( or aackhead, we can 

never decide which) review team 

rates games in a number of cat

egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 

two staff members, and you will 

find both their opinions on each 

review. To make things a little 

easier we have put together some 

definitions of what the numbers 

mean, what we look for in a 

game, and also a cheat sheet so 

the newbies can understand our 

advanced video game jargon. It is 

important to note that the Game 

of the Month is determined only 

by the main review score, not an 

average of the two opinions. 
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Resident Evil: Outbreak Pool Paradise 

THE SCORING SYSTEM 
10 
9 
8 
7 
6 
5 
4 
3 
2 
1 

Outstanding. A nuly elite 1Jtle that is nearly perfea in every way. This SCO<e ,s g,ven 
out rarely and indocates a game that c.innot be ITllSSed. 

~ Just shy of ganw,g norvana, !hos SCO<e ,s a high reoommendanon bec.iuse 
the game re,,,ewed ,s head-and-should above ltS ~-

Vely C,ood. lma.ra!M!. but perhaps not the ~t dlOlce fOf ever,,one. llis SCO<e 
ondicares that there are many good lh.ngs to be had, but a~ so. 

twerage. The game·• features may won<. but are nolhing that even casual players 
haven't seen before. A decent game from beg,mng to end. 

l..mted Appeal Allhough there may be fans of games receMng !hos soore, many will 
be left yeanw,g !Of a more rewarding game expenence. 

Passable. It may be obw>us that the game has lots of potential but ltS most 
engaging features roukf be undeniably flawed °' not integrated 01to the expenence. 

Bad. 'Mlile some thongs may work as planned, the maJOOIY of this llde either 
malfuncnons ID va,yv,g degrees °' rt ,s so duD that the game falls short as a whole. 

Painful ff there ,s anythtng tha(s redeeming in a game of this c:afiber, It's buned 
beneath agonizing gameplay and UneYen execution 1n rts features Of theme 

Broken. Basicaly tJr4llayable. This game ,s so 1nsuffiaent ., execunon that any value 
v.oold be denved ., extremely small quantmes, 1f at aD. 

Apocalypoc. End-of~ bad Unquesllonably awful this game 
wil mark llself as an example of temble fOf years ID come. 

Splinter Cell: Pandora Tomorrow 

Splinter Cell: 
Pandora 
Tomorrow 
The second title in a franchise is 
critical, as it can make or break 
a series, and the new Splinter 
Cell game knocks it out of the 
park. Featuring tighter gameplay 
and improved graphics, Pandora 
Tomorrow is everything you loved 
about the original with none of the 
stuff you didn't. In addition to a 
killer single-player game, Pandora 
Tomorrow features a multiplayer 
mode that will change the way you 
think about online gaming. To check 
it out, sneak on over to page 102. 

> Concept: What new ideas the game brings to the table and how 
well old rdeas are presented. 

> Graphics: How good a game looks, taking into account any flaws 
such as bad collts10n or pop-up. 

> Sound: Does the game's music and sound effects get you 
involved or do they make you resolve to always play with the vol· 
ume down? 

> Playability: Basically, the controller to human interface. The less 
you thrnk about the hunk of plastic in your hands, the better the 
playability. 

> Entertainment: Flat out Just how fun the game 1s to play. The 
most important factor 1n rating a game. 

> Replay Value 

Hl&h - You'll strll be popping th~ game in five years from now. 

Moderately Hl&h - Good for a long while, but 1he lhrills won't last 
forever. 

Moderate - Good for a few months or a few times through. 

~ Moderately Low - Mer finishing it there's not much reason to give 
it a second go. 

Low - You11 qurt playing before you complete the game. 



Splinter Cell: Pandora Tomorrow 

Unreal Tournament 2004 
Just when you think that a new installment in a beloved franchise 
will never get it all right, something like UT 2004 comes along 
and blows your mind. It's like the developers launched an alien 
mind probe to find out what gamers wanted, came up with some 
completely awesome new features on top of that, and put it all 
into UT 2004. If you for some reason passed on checking the 
demo out, read on and learn why it was the most downloaded 
PC demo in history. pg 104 

For our newer readers, here is a glossary of terms and acronyms that commonly appear in the magazine. 
Video game veterans should move along (these aren't the droids you are looking for). 

ltw, 1\ ~\he rL' GI bredk<:. down mull1 µlat 
for rn ).!dllll''> )o 'ohenever you ':i(.'l' !111•, 

lo,.:o the rt' 1<:. 1mportd11I mullt \y\lE 111 1111!11 

rtldllon Tl'R,Hdrn,.: lhdt product 

Content su,ta~e 
only for adults. 

IOIOi - A resoiutJon speoficabOn used for HIJIV. 
1080 5laOds for resolutJon of 1920x1080 pcxels. 
The ,• means 1hat the video ~ being nteriaced 

4IClp - Progress,,e 5Ca""'"8, thos opoon ("p" • 
progresw,), aeates a p,cture ~gnat Wl1h double 
the scan ines of a conventional ,nteriaced 
p,cture, 480, (t • interlaced), 10 aeate a 
,_.,t,fy sharper ,mage. The 460p ,mage 
offe,s higrer p,cture resofutJon and ef1m1nates 
virtually al motion artifacts " a 640x480 pixel 
resoluoon settmg 

720p - A resofUIJOn speoficabOn used for HIJIV.. 
720p 5laOds for resoiu1JOn of 12aoxno p,xe1s. 
The 'p' means that the video~ 11 progress,ye 
format 

ldioa - A tern, we use for games k1<e Zone of 
the Enders and Gauntlet 

lclventure - A temi we use for games like Myst 
and Escape From Monkey Island 

Al - Artifioal Intelligence. Usual~ used to refer 
to h<m ...U the oomputer reacts to a human 
opponent 

boon! - A tern, we use for games like Jeopardy! 
and MaooParty 

bump """""'-A tednque where vary,ng 
light effe<IS sunwte depth an te,ctures 

eel shadins - A tednque used to aeate 3D 
rendered oo,ects 1hat resemble hand-dra-Mi 
anomalJOn eels 

CC - Computer-Generated graphocs 
El - Electrornc Entertainment E,po. The world's 

largest convenlJOn for video games 
Fanboyism - A disease that afflids devotees of 

any one part10Jlar system Extremely common 
an garr,ng forums 

fichtins - A tern, we use for games like S~eet 
fighter and Dead or Alive 

FMV - ftJfl MotJon Video. Usoaly refeis to an 
arwnated CG cutscene 

FPS - Frames Pl!r Seoond. Hc,,v many arwnalJOn 
hames happen" one secood Also used 
to denote Fir,i-Person Shoaers like Doom. 
GofdenEye. and Unreal Toumarr,ent 

fr•-• - The f@mes of ani~ used to 
aeate the illusion of movement 

fronlffld - A game's rr,enus and options 
GSA - Game Boy Advance 
G8C - Game Boy Cofor 
GC -Gameube 
HIJIV - tigh Definroon Television 
isometric - Three-quarters top doM, view, ike 

StarCrah or Red Alert 2 

ISP - Internet SeMce Pl<Mder. The oompany 1hat 
prowles you Wl1h access to the Internet 

Joala - Graphocal tones that are iagged .,/,en 
they shcxAd be stra,g!lt 

LAN - Local Area Networic Conoecting Cllf1"4lUlers 
or cansofes together ""thm a smal spare to 
allow oommurncation between them. Provides 
fast, smultaneaus gamepfay 

minisame - A smai, ~mple game w,thm a 
larger one 

motkMHlplure - u51ng roman models and 
11hared cameras to record fTlOYemellt for game 
an,ma- Also mo<ap 
.-blw - Phantom frames folow an oo,ect 

to gr,e the unpress,on of realsx: speed 
N64 - Nintendo 64 
NES - Nintendo Entertainment System 
NPC - Non-Player CJ,aracter. Those people 

and aeatures you see wandenng around 
m games that are oot bemg cantroled by actual 
humans 

portide effects - Things ike smoke or spa~ 
aeated m reaHJme 

PKlr - Player Kiffer. fus • a pe,san __.,., thriYes 
an lcifflng newboe or vulnerable cn.naers 111 

MMORPGs or shoOClng !hes teanvnates in 
games like Coonter-Stni<e 

plotfom, - A tern, we use for games like Super 
Maoo and Crash Bandlooot 

pop-up - l"'1en onsaeen ollf"(1S. usualy dl51ant. 
sudden¥ appear 

PSl - Sony PlaySl.llJOn 2 
PSone - Sony PlayStalJOn 
puule - A tern, we use fcx games toke Tetns and 

Chu Chu Radel 
raons - A term we use for games ike G@n 

Tunsmo and Mano Kart 
RP(, - Rofe.Play,ng Game. A game 1hat IMlM!S 

dla@cter _,_ through ooleclJng and 
spenong pooltS. A term we use for games ike 
Final Fantasy and Dragon Wamor 

shooter - A term we use for games like Mars 
Matnx and G@dlus 

SNES - Super Nintendo Entertamrr,ent System 
sports - A term we use for games kke Madden 

NFl 

stratesY - A term we use for games like 
Command & Cooquer and Fallout 1aclKs 

lllird-plrty - Somedw1g made for a coosole by a 
COOl""Y other than the coosole maoofaClurer 
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M'hill~IIH•lifi.i:lli•M 
PLAYSTATION 2 I XBOX 

NBA Ballers 
> STYU I OR 2·PlAYER SPORTS (2-PlAYER VIA PS2 BROADBAND) > PUBLISHER MIDWAY > DEVUOPER MIDWAY 
> RELEASE APRIL 5 > ESRB T 

ABSOLUTELY OFF THE HIZZLE 

T his isn't just a game about basketball. It's about 
the NBA lifestyle and the pursuit of becoming 
rich and obnoxious. Through a mode dubbed 

Rags to Riches, gamers will make the journey from 
no-name street baller to the king of the NBA court 
\Nhether you're dropping dimes at Kevin Garnett's 

' residence, breaking ankles on Scottie Pippen's yach~ 
or making legends look like punks at the Naismith 
Basketball Hall of Fame, you'll gain respect and the 
ever important bling bling that comes with it By win• 
ning tournaments, you'll procure cash that can be 
used to purchase clothing, tattoos, and vehicles. 

Going into this review, I really didn't know what to 
expect from this lifestyle angle. Truth be told, I was 
convinced that it was going to be one of the cheesi
est things I've ever laid eyes on. Thankfully, Midway 
went out of its way to make this experience thor
oughly engrossing, highly interesting, and above all, 
rewarding to the player. Not only does it give you a 
glimpse of the players' lives, it delivers a story (yes, 
this is a sports game with plot), and brings out the 
collector in you. The number of unlockable items 
isn't nearly as extensive as I would have hoped 
(especially in character and crib customization), 
but you usually find yourself unearthing things of 
value - like hidden players and videos that give you 
a behind-the-scenes look at the NBA 

The action on the court is equally as impressive. 
Basically take the setting of Julius Erving and Larry 
Bird Go One-on-One and insert the high-flying 
gameplay of NBA Street into the mix. The controls 
are silky smooth, the computer opponents prove to 

be extremely skilled, and the moves that you can 
perform would make a Globetrotter stare in amaze
ment. Not only can you bounce the ball off of your 
opponent's face (which gives you a split second 
to break for the hoop), you can use their back as a 
springboard, and toss the ball to a friend stationed 
courtside to set up an alley oop. 

From a technical standpoin~ I absolutely love how 
the ball cursor is used for rebounding. The realism 
that accompanies stealing is equally as handy. In 
other hoops titles, I always find myself jamming 
on the steal button to try to knock a ball out of a 
player's hands. In this game, loose balls are not ran
domly decided. If you get your hand on the rock at 
the opportune time, you'll strip it free. On a negative 
note, I don't like how the Act a Fool dekes are ran- • 
domly produced. I often found that the moves my 
player would perform would go against my drive. 

All told, my complaints are few and my praise is 
high. NBA Ballers is a fresh spin on the NBA that 
brings great depth, dynamic gameplay, and fevered 
multiplayer to the video game court.- REINER 

BOTTOM 8 
LINE 

> Concept: Combine the grrt of 
street ball .,;it, the flash of MTV 
Oibs to create a unique and 
rewarding one-<>n-0ne basl<etball 
experience 

> Graphi<s: A visual slam dunk 
that features realistic character 
models and unbelievable 
animations 

> Sound: An excellent collec· 
tion of underground rap tracks 
and a catchy theme song by DJ 
Supernatural 

> Playability: Finely tuned, 
perfectly balanced, and incredibly 
responsive. Ballers' gameplay ~ 
right where rt needs to be 

> Entertainment It's a great 
multiplayer experience, and the 
bevy of unlockable content gives 
~ngle player legs 

> Replay Value: High 

Second Opinion 7.75 

I must admit that I was a 
little wary of a b-ball game 
that only featured one-on• 
one play, but Midway's NBA 
Ballers 1s surprisingly engag· 
ing. The play mechanic is 
solid, with silky smooth 
controls that offer great 
battles against both human 
and computer opponents. 
I would have liked to see 
some more variety 1n the 
move set. and more depth 
1n the lifestyle content 
(tours of the homes or 
yachts you play at would 
have been nice, and I wish 
I could have designed my 
own MTV-worthy crib), but 
what's here IS more than 
enough to please most 
NBA fans. The lack of online 
play for the Xbox version 
1s a complete bummer, 
but in the end it doesn't 
really matter, as the online 
play isn't as engrossing as 
I had hoped. If you have 
to choose, go Xbox just for 
the high-definrtion support, 
but either version will enter• 
t.ain.-ANDY 



XBOX 

Judge Dredd: 
Dredd vs. Death 

> STYLE I TO 4-Pl.AYER ACTION > PUB USHER EVOLVl:D GM4ES > DEVELOPER REBEUION 
> RELEASE MARCH 25 > ESRB M 

BLOWING UP BALBOA 

Y ou might expect 
Sylvester Stallone to get 
his ham-assed meat 

hooks all over this one, but 
developer Rebellion largely 
gets this game righ~ unlike 
Sly's movie. It hits the funda
mentals of the comic - letting 
you cut loose as Judge Dredd 
to decide who gets jammed 
in an isocube and who gets 
stuffed in a pine box. Along the 
way you'll get some doses of 
the comic's black humor and 
be covered in lots of red goo. 

Judge Dredd is charged to 
go after the four Dark Judges 
who have returned to Mega
City One, a story inspired by 
the comic. However, it is the 
game's arrest mechanic that 
draws a more direct paral-
lel with the series. Capture 
enough perps and you'll gain 
rank and unlock models to 
shoot up in the multiplayer 
modes. Of course, you can 
outright kill them or even go 
after civilians if you choose 

GOOD COP ... BAD COP 

(which will cause other 
Judges to come after you). As 
Dredd himself famously says, 
'I am the law.' 

Fans of the comic will be 
relieved to get their hands on 
a game that doesn't reek of 
Italian Stallion, but those look
ing for innovative gameplay 
will have to be satisfied with 
'average.' I found everything 
pretty much in order for an 
FPS, and I was glad that you 
could co-op through the 
game. More environmental 
interaction and a less linear 
structure (although missions 
are lengthy) would have 
instantly jumped this game 
up in my estimation. The only 
things that stand out visually 
are some of the flickering 
lights and shadows. It's not 
Doom 3, but it's something. 

Judge Dredd scores a minor 
victory in its ability to let its 
roots show through amid the 
usual indistinguishable mess 
of guns and guts.-KATO 

Perps can be arrested by getting them to surrender or shooting the guns out 
of the,r hands. Then slap the ruffs on and advise them of their ney, change of 
addr~. Or, use an enemy's prone pos,non to your side advantage. ----

BOTTOM 6 75 LINE ■ 

> Concept Judge Dredd 
injects \'OUf basic FPS with a little 
color - mainly blood red 

> Gnphi<s: Can be as bland as 
a din sandwich and lhe rag dol 
arnmatJonS are °""2ealous 

> Sound: The ambient l'OICe5, 
although repeated, are humor· 
ous and irreverenl 
> Playability: I mossed haYlng 
a reference map, but that's about 
n. OtherMse, Judge toes lhe FPS 
line. The sm,ple arrest mechanoc 
IS about all that WIii Cdlch \'OUf 
eye here 

> Enttrtalnment: Judge Dredd 
cuts through ,ts own l1mrta11011S 
to make "your average rPS" 
worth playing. Non-fans wouldn'I 
be loo ill-seived lo pick lh~ up 

> Replay Value: Moderalely 
High 

IWi:i· .. i·ii:iH:lif~ 
Yt1llle I can honeslly Sl1f 
lhltlhMlllOftffll!d 
tnlefest in a game based 
on Can¢efl's ChlCken 
Noodle Soup than Judge 
Oredd. I hM to i., my hat 
IO Rebellion for a91ing 
a game that IS incredibly 
~ to the long-nanng 
COffllC bool: senes The 
IMlofdelailandWNII! 
of player-nlialed options 
that went into judging crimi
nals art both particularty 
impftsSivt. Outsidt of this 
interesting play mechanic. 
the remainder of content 
can best be summed up 
as a repelmous snooztltst 
1h11 P"S MW fflNlllnl lO 
generic FPS. -REINER 

PLAYSTATION 2 I GAMECUBE 

Samurai Jack: 
The Shadow of Aku 
> STYLE I-Pl.AYER ACT10N > PUIIUSHU SEGA OF AMERICA > DlW.0PEII AORENIUM C,M',£5/AMA/x. 
ENTERTAINMENT > IIB.EASE MARCH 16 > ESU T 

AIN'T GOT JACK 

G enndy Tartakovsky's 
Samurai Jack cartoon 
has a lot of cool things 

going for it: a unique look. 
smart stories, good sound 
design, and tons of action. The 
Samurai Jack game, however, 
has none of the above. The 
conversion of Tarakovsky's two
dimensional characters to three 
dimensions makes for graph
ics that look familiar, yet still 
crappy. Wiere the show looks 
lush, the game looks bland. But 
the graphics aren't the only dull 
aspect of this title. 

As with the show, The 
Shadow of Aku follows 
Samurai Jack's quest to defeat 
the evil demon Aku by travel
ling back in time to thwart him 
before he can rise to power. 
Before he can head into the 
past, Jack has to free those 
Aku has enslaved. In each 
stage, Jack must seek out 
caged villagers and ancient 
relics to earn power-ups. 
Freeing villagers can earn Jack 
new swords, while relics can 
be exchanged 
for more life, 
power, or Zen 
(which allows 
Jack to enter 
'sakai mode" -
basically a 
simplified 
bullet time). 
The trouble is 
that none of 
these power
ups have any 

real effect on gameplay. The 
various swords all appear to 
dish out basically the same 
amount of damage. 

Like most licensed games, 
The Shadow of Aku is a 
collect-a-thon with simple 
comba4 basic platforming. 
and little innovabon. This isn't 
a truly bad game, just a very 
uninsp1red one. The various 
combat systems all work 
perfectly, they' re Just shallow 
and a bit counter-intuitive. The 
difficulty level ,s hilanously low; 
on the hardest setting. it's still 
a cakewalk. on the lowest, it 
can be easily completed by 
someone in a coma. Strangely, 
young kids don't seem to be 
this title's target audience, 
based on the Teen rating. 
Overall, The Shadow of Aku 
comes across as an amaz
ingly genenc action title. It's 
a shame, as Samurai Jack is 
easily one of the most unique 
cartoons on the air today, so 
this could have been so much 
more.-JEREMY 

BOTTOM 6 
LINE 

> c.c.,t: Take a Cartoon 
Netwolk hero, dumb h,m d<Mll, 
and shcM horn 11 a genenc ltor<l
pe!SOll a<!JOO llde 
> c.n,llla: The look IS pretty 
faJthfu IO lhe show, v.toich sacly 
doesn'I make for a goocMool<· 
mg game 

> Soall: The l1lUSIC. sound 
effects, and YOOCeO',ffiare an 
pretty monunal and forgettable 

>~ Thesloghdy 
buarre cOOIIOI sdleme wens IUSl 
fine. lxu lSlll exactly deep 

>Wirl 1 t EYerl 
Samura, Jack fans will find them
selves yawmng through this one 
>a.,llyV.: Low 

Second Opinion 4 

E-mysangltoneofthe 
four pons rm gMllg this 
game IS for the animatlons 
seen ,n sata, mode Saka,, 
apparently, makes bme 
slow down and a8ows lad 
to execute some really nKe 
kung fu-1nsp11ed mowes 
But to be kmd, the rest 
of Samurai Jacl:'s Idlest 
outing IS ~ than IOSf)tf • 
mg. There are hub woods 
I really thooght !hat we 
were past all of that some
hme back ,n 20011 don't 
want my missions doled 
out by ungrateful vil~rs 
111 such a predKtable and 
lmear fashion. In addition, 
although the look of the 
game kind of r!Sell1blts the 
show, • ends up llJ5I look
ing gross.-lJSA 
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PLAYSTATION 2 I GAMECUBE 

Serious Sam: 
The Next Encounter 
> STYLE PS2 1 OR 2-PlAYEA ACTION (UP TO 8-PLAYER VIA BROADBAND). GC: 1 TO 4-PLAYEA ACTION > PUBLISHER GLOBAL STAR 
> DEVELOPER CLIMAX > RllEASE APRIL 13 > ESRB M 

IT'S TIME TO GET SERIOUS 

I have to respect the Serious Sam 
franchise for knowing exactly what 
1t 1s, and never mucking up its 

run-and-gun style w,th other consid
erations. With no stealth, few puzzles, 
and a very light story, Sam is about 
shooting stuff. Lots of stuff. Pretty 
much everything you see 1s there 
to be mowed down by the might of 
Sam's various guns. 

The core gameplay works really 
well. The weapons are fun to use, 
Sam's movement speed is nice and 
fast, and the sense of humor (the title 
for this game was onginally Word to 
the Mothersh1p) fits perfectly. To make 
the hordes of enemies more excit-
ing to plow through, the new Killing 
Spree speeds you up if you kill 20 
aliens 1n a short time frame. Plus you 
score double points, which makes the 
unlockables far easier to obtain. 

Hidden levels, new features, 
and cheats all await the dedicated 
gamer. However, rt will take a sen
ously patient player to not only finish 
the game, but to go back and earn 
the gold medals. Almost all of the 
enemies can be defeated handily 
by strafing around 
them until they drop. 
The only tough parts 
are when you get 
swarmed by a flood 
of aliens (which hap
pens all the time, 
of course), since it's 
difficult to maintain a 
situational awareness 
with baddies continu
ally spawning behind 
you. This formula 
makes most fights 
feel very similar, 
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despite the variety of weapons and 
enemies. Even with the new vehicles, 
1t felt like I was whaling on the same 
enemies over and over. 

Multiplayer on either system does 
help to keep this vital, though there's 
nothing really innovative about il It's 
still brainless shooting. except that it's 
your friends (or random strangers, on 
the PS2) that you're gunning down. 

Taking all of its flaws into accoun~ 
the final tally still comes up in favor 
of Sam. Sure, it gets old, but $20 
for a decently long single-player and 
well-done mult1player is more than 
reasonable.-ADAM 

BOTTOM 7 75 
LINE • 

> Concept: Circle-strafe to 
your he.ln's contenL blowing up 
ahens all the while 

> Criphia: Surp11S1ngly 
smooth <lOd cnsp for a budget 
title 

> Sound: Repe(rtive, but not 
too annoying. Some of the 
effects m.ke me giggle even 
after heanng them over and over 

> Playability: Being able to 
1e-nw die controls woold've 
been really nice, given the wonky 
defaults 

> EnttfuiMlelll: Mindless 
shooting dt rts finest. Don't 
expect anything more, though 

> Replay Value: Moderate 

Second Opinion 7.75 

life is cheap in Serious 
Sam's world, and luck-
ily so 1~ this game. An 
a~ute ~tedl di $20, Sam 
dishes out a good time 
1n bloody chunks of flesh 
and a humorous tone. The 
only problem I had was 
!hilt it IS hard to distinguish 
eoem1es that spawn behind 
you I was surprised by this 
because sound detectlOll 
of your foes is a huge part 
of the game's charm (it 
doesn't support surround 
sound). The vehicles I could 
take or leave, but the Super 
Combo Killing Sprees are a 
hoot. This is fitting. as Next 
Encounter is limited (not 
bemg a proper sequel), but 
you'll find that Sam's pen
chant for carnage fits bke a 
glove. - KATO 

PLAYSTATION 2 I XBOX I GAMECUBE 

Scooby Doo!: 
Mystery Mayhem 
> STYLE l ·PIAYER ACTION > PUBLISHER THQ > DEVELOPER ARTIFICIAL MIND AND MOVEMENT 
> RELEASE MARCH 1 > ESRB E 

TASTES LIKE DOG FOOD 

S cooby-doobie-doo, where are you? In a 
crappy video game, that's where. Honestly, I 
just don't know where to start with this title, 

as its lack of any compelling features make it a bit 
difficult to write about 

In the face of such banality, I'll dispense with any 
attempt at analysis and just give you the basics. 
As Scooby and Shaggy, you'll traverse around vari
ously themed levels to complete the most rudi
mentary of puzzles. These challenges are all things 
you've done a million different times in a million 
different ways, and trust me when I tell you noth
ing has been done to make them any more fun 
or interesting. There is really no platforming at all, 
but you can switch between having Shaggy and 
Scooby in the lead of the tandem, but again this 
element doesn't really do much to enhance the 
gameplay. You can also use an occult book to trap 
various ghosts and monsters. 

In terms of gameplay, design, and execution, 
Mystery Mayhem is as uninspired a game as 
you're likely to play this year. As you complete 
the seemingly endless series of dreary switch 
puzzles and fetch quests, not once will you be 
entertained. During my playtime, my emotions 

always registered somewhLl~ e 
between mildly annoyed 
and just plain -= 
bored. 
- MATT 

BOTTOM 4 
LINE 

> Conc•pl: Fulfill a federal 
law that any ~d-targeted major 
motion picture must be accom
panied by a video game 

> Cr1phla: Rendeiware: How 
are you medoocre? Let me count 
the ways! 

> Sound: Great if you like 
Casey Kasern impersonators! 
(And, no Sara Michelle didn't get 
within a mile of this clunker!) 

> Playability: Are you familiar 
with the concept of controlling 
the direction in whidi a character 
is walking with a controlter? 

> Enttftainment: Unless 
you're very, very young (or just 
~mple), sl<ip this 

The problem With this game 
isn't the same one that most 
cartoon-licensed product 
struggle With. Instead of stnir 
ping Mi8f au that is witty 
an4'or interesting about the 
source material this Scooby 
Doo game is eveiything that 
an episode is: by the num
ber5 mystery solving. wacky 
locations, and even a laugh 
tradt. The btg problem is that 
the license fU5I isn't great 
source material for a game -
too bland for most player5 
tastes. - USA 
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PLAYSTATION 2 

Resident Evil: Outbreak 
> STYLE I-Pl.AYER ACTION (I TO 4-l'IAYER V1A BROADBAND) > PUBUSHEII CAl'COM > DEVB.OPER CAl'COM 
> RllfASE APRIL I > ESRB M 

LOG ON TO HORROR 

T he virus has spread online, and Resident 
Evil's gameplay has never been so infectious. 
Fighting for life with three humarKOntrolled 

characters at your side definitely adds an element 
of unfamiliarity to the suNival horror mix, but make 
no mistake, this is still Resident Evil. 'Nhether you 
find yourself jumping out of your seat as a zombie 
crashes through a window, marveling at the action 
in the cutscenes, or complaining about the stiffness 
of control and awkwardly placed camera angles, this 
is just another trip to Raccoon Gty. Only this time, 
you' re with friends. 

I really have to hand it to capcom for making 
teamwork the cornerstone of gameplay. In every 
room that you reach, this game hammers home the 
message that you have to stick together and work as 
a group. Wien jumping from one rooftop to another, 
you may misjudge the distance and fall short 
Thankfully, a teammate can pull you up. 

Even before the game commences, you'll find 
yourself coordinating tactics with your soon-to-be 
companions at the character selection screen. In a 
similar vein to an RPG, each of the eight playable 
characters that you can select brings completely 
different abilities to the table that you must factor 
in. Do you bring a lock-picker? Someone with extra 
inventory spots? Or rely on firepower with a weap
ons expert? 

Unlike the other games in the series, zombies can 
pass from room to room and are often found in 
packs. Taking this newfound hunting prowess into 
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accouni capcom has implemented a handful of 
new techniques that players can use to survive. You 
can slide under beds, hide in lockers, and even repel 
a zombie attack by forcing their head away from 
your neck with enough breathing room to raise your 
pistol and shoot them directly between the eyes. 
You'll even find strategy in the reloading of weapons. 
For instance, a box of shells takes more time to 
load than a dip. As annoying as it is to watch your 
character get munched because he couldn't load 
the rounds quick enough, I really like this aspect. It 
makes you keep an eye on every little detail. 

'Nhere Outbreak excels in engrossing multiplayer 
and creative gameplay, the overall design of the 
game is very odd. Rather than creating one lengthy 
quest that players can really sink their teeth into, 
capcom opted to break up the game into five 
separate scenarios that are roughly 45 minutes 
each. If you die, you'll tum into a zombie for a 
brief extent (and yes, you can attack your team
mates if you like), then will be dropped out of the 
game. Sadly, you can't re-spawn. You either have 
to wait for your friends to finish up, or find another 
game to enter. 'Nhile scripted controller commands 
are offered, it doesn't support voice chat at all or 
keyboard functionality in-game. Someone's head 
should roll for this! 

All told, this is a surprisingly enjoyable online 
venture that showcases some amazing gameplay 
concepts, yet a lack of foresight in the delivery of 
multiplayer.- REINER 

THERE'S NO '/' IN TEAMWORK 
THE MAIN DRAW OF RE: OUTBREAI\ IS TttE MULTIPLAYER 
INTERACTION. HERE ARE A FEW EXAMPLES OF HOW 1WO 
PLAYERS CAN WORK TOGETttER ... 

BOTTOM 7 5 
LINE • 

> Concept: A highly creative, 
yet ~ighdy flawed approach to 
muttiplayer suNival horr0< 

> Graphics: Not as lavish as the 
recent GameCube releases, yet 
impressive nonetheless 

> Sound: Great ambiance, but n 
sure would be nice to communi
cate l\it/1 other piayffi. Where's 
the voice chat?l 

> Playability: Familiar RE 
cootrols ..th innovative team
mate techniques and newfound 
environment interaction 

> Entortainfflffll: Entertaining, 
yet lacking all the elements that 
would keep you hooked 

> Replay Val11t: Moderately 
Low 

f Ui:i···i·ii,iH:F=i 
Why 1511'1 there voice chat in 

Resident Evil Outbreak? For 
the kwe of all that is holy, 
I want lo give this game d 

good score for rts thought
lul lei/el design, nice grdph
lCS, intense gameplay, and 
smart mission structure -
but that missing headset 
support throws the whole 
experience out of whack. 
These ~ are fast-paced 
and frantic, almost hke an 
FPS, and what you want is 
to make some sort of stral
eg,. 1h15 JUS1 ISll't possible 
with the canned commands 
available, as "You two check 
out the loder room and 
we're go,ng lo search the 
owner's office. Meet bad 
here and we11 go up lo 
the 3rd floor," weirdly isn't 
mapped to the nght analog 
stJCk. So, thts game gets the 
backhanded complunent of 
being "high concept" hke 
Crystal Chronicles and Steel 
Battalion, for example. IJr'( 
ideal setup is playing this 
game with lour friends, four 
TVs, and four PS2s all in the 
same room Get this setup, 
and the game is a real 
gem.- USA 
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MHHlitilli•■iii•l:lli•M 
PlAYSTATION 2 

Siren 
> STYLE I .PLAYER ACTION > PUBLISHER SONY COMPUTER ENTERTAINMENT AMERICA > D£VELOPER SONY COMPUTER 
ENTERTAINMENT > REl.EASE MARCH 20 > ESRB M 

GREAT EXPECTATIONS 

T he creepy tale of a possessed 
Japanese village (Hanuda) told 
through the eyes of ten playable 

characters in combination with some 
impressively innovative gameplay fea
tures should totally make my day -
but playing Siren turns out to be sadly 
different than I was expecting. 

The game's two big features: sight
jacking (where you see through the 
eyes of other characters) and the Link 
Navigator (which manages the plot's 
order of events) sadly don't add to 
the players experience enough to 
justify their problematic existence. 

Sightjacking is more fun to mess 
around with than it is helpful to the 
player. Watching the paths of roaming 
enemies can offer useful information, 
but the stealth mechanic is so sim
plistic that the data is rarely necessary. 
In many situations, being seen by 
enemies is something that you can't 
avoid or recover from - they will find 
you, and they will kill you. This is fine 
by me, but when the only stealth
orientated skill that is offered is a 
painfully slow crawl (and a distracting 
yell, which had little to no effect that 
I could perceive), it doesn't make 
me want to be all that sneaky. There 
isn't a sound meter, no real way to 
know if enemies can see you or not 
0ike a vision cone or shadow meter), 
and very little chance of distracting 
them with diversions. It is more fun 
and more efficient to just run through 
levels and see what happens than to 
use the sightjacking feature to suss 
out a plan of attack. 

Which leads to discussion of the 
game's other big feature, the Link 
Navigator. Siren's storytelling plan 
sounds like a survival horror Real 

World season: Pick 10 characters to 
escape the apocalypse and find out 
what happens over 3 days through 
78 missions - you could call it Siren: 
Honuda. The complication is that the 
order of events is jumbled and the 
Link Navigator is supposed to help 
you keep track. What this means, 
from a players point of view, is that 
the game's story doesn't really get 
its hook into you - not even in the 
first few hours. The tales are too dis
jointed, the characters too many, and 
the plot too slow in getting going. 

The more conventional aspects 
of this game like sound design and 
graphics are also something that 
people will have mixed feelings 
about. The creatures' insane, mania
cal laughs are honestly unnerving, 
and therefore good for this game. 
The graphics look to be actual 
pictures of the characters' faces 
and lend a realistic, but still skewed 
version of each person - they' re 
detailed, but strangely flat I think 
that this is a nice subtle touch, but 
others may disagree. 

I really, really wanted to like Siren, 
but in the end, I just didn't have 
much fun or feel like the innovative 
parts of the game 
were used to their 
advantage. It has 
good ideas, and 
I'm glad to see 
experimentation in 
survival horror, 
but this should 
be chalked 
up as a failed 
test in the 
genre. 
--USA 

BOTTOM 6 25 
LIii£ • 

> Concept Navigate a horrific 
vilage as ten different dlaraam 

> (nphia: Muddy inl je,ty 
w '&s ,..t, ihe ci5jcin,d fed 
of ihe gameplay 

> Sound: The beg p.rt of !tis 
game. ihe SOllld effeas are 
oeepy inl (lor lad: of a beller 
-d)dy 

> Playability: The -~ 
sa,e meru ~em is auter
llllMJYe inl ihe 5leati1 medlao
ics are p-eny archaoc and basic 

> &lffll • st I realy need 
a reason to an i, a pne !tis 
Cffl'lxal inl !kJwi,aced. and 
Sire, dotsni give i to me 

> Replay Vllue: Moderate 

Second Opinion 5.75 

From a ronceplual 51.lnd
port 5Rn IS chodU 
d lllll!UIY, arid IS a soar
.. - wlien t comes 
ID lhedeMry of IAl5UII 
ideas. forml1g a menal 
bond wilh ~ llllaoffi so 
lhal ioo see the sooound
r,r; lrom ther ~ 
IS a llf"II Idea lhal Mt ID 
S0111elmffi'll8silualaons. 
TM gmrict cny goes 
solir,IIOWMrlbnlt. 
llroionalrly. arid lhe eroe 
pneplay ~ for lhal 
rnalle', ID be dlriy, ¥111 
abcM! al, lruslraling. I g,ew 
so disenchanted wilh lrjilg 
to pick 14> enemy~ thal I 
Mlided U511Bthash!clw,qie 
whenevef I crud I lowe the 
epilockaiiproadltomy
ll!lliig-lutheelfCIDJllof 
8'1ffl'l)lay ~ meto 
no end-REINER 
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PI..AYSTATION 2 

Samurai Warriors 
> STYLE I OR 2-PIAYER ACTION > PUBUSHO ElfCTRONIC ARIS > DEVEl.OPH KOEI 
> IIEUASE MAY 4 > ESU T 

AN AGING WARRIOR FIGHTS ON 

K oet c:onbnues to find new ways to milk the 
Dynasty Warriors engine for all it's worth. 
After Dynasty Wamors 4: Extreme Legends 

tried the •1 .5" sequel tactic, this time around the 
company has changed the title altogether and 
switched the setting from ancient China to 16th 
century Japan. 

There have been some improvements in the 
gameplay package. The combo system accom
modates a larger variety of tactics, and the different 
characters have wildly varying styles of combat In 
adcfrtaon, the Musou special moves are devastating 
and shown in even greater graphical splendor. Still, 
I doubt even the most ardent Dynasty Warriors fans 
will be able to claim this is any sort of dramatic 
reinventJon of the well-used combat scheme. 

\A.ta1le the missions and levels are no great 
feat of game design, there are some interesting 
twists that WIii keep the expenence fresh enough 
for many. There is now some degree of castle 
randomizing, which should help add to the replay 
factor for hardcore players. Yes, many of the mis
sions are still pretty simplistic, but every once in a 
while you'll perform a unique task or be surprised 
by the traps in interior environments. 

In the end, Samurai Wamors 1s not a bad game. 
In fact. for some people, it might be just what they 
need - solid hack n' slash action that does a great 
job of making you feel that you're part of a much 
larger conflict. However, for me, It's obv,ous that 
Koei has become complacent Samurai Warriors is 
merely medlOCfe in terms of graphics (including 
the prtiful draw-distance 1n multiplayer), and simple 
problems like the inept camera have yet to be 
fixed. Its strong gameplay manages to squeak out 
a passtng grade, but I really don't feel this franchise 
as livmg up to rts potential.-MATT 

BOTTOM 7 5 
LIii£ • 

> Concept The same old hack 
n' slash1n' m a new settJng 

> Cinphks: I ihink it's time 
lo, Koet 10 radocally upgrade 01 
soap !has eng,ne 

> Saad: A noce score with 
Dol,yl'lol.og,cllS14)1)011 

> Pllyailly: Does a good ,ob 
of pr"'1<ing some depch to ihe 
baSIC cornbai. btA ihe camera 
SIJU blows 

>~Doo'ibe 
looled (7f ihe new btle, ih~ is 
l>fnastl' wamoo all o,,,er again 

> ~ V..: Moderately 
High 

Second Opinion 7.5 

The bottom line s Iha! the 
bigge5I diffe'ence between 
SanuaiWarrior5¥ld 
Dynasty Warri015 s the 
name. ll's the same old had 
n' slash acllon lhal Oynasty 
WarriOl5 has ollered for 
'/95 wilh a~ cifferffl 
5l'lbng. E""Y baale in the 
game s basical'1 the same 
as those that came before ii. 
the combal asn1 too deep, 
¥111 the enwonments are 
bland. Btl, on the ooier 
hand,~myabiilies 
and ge11111gnewdswas 
enaagans ~ID keep me 
playing lor a whie. H )OO'ae 
one ol those Warrm fans 
that pacts 14> every iteration 
of the senes. you won1 be 
disappointed. tt )OO'ae just a 
fan ol action aame, ioo may 
also get a kid w oft - for 
allhle.TMtidetnt(epeo
mizes the phrR "curb tu 
tun.· - JEREMY 
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PLAYSTATI0N 2 

Svphon Filter: 
The Omega Strain 
> STYU I.Pl.AYER ACTION (UP TO 4-PI.AYER VIA BROADBAND) > PUBLISHER SONY COMP\/TcR 
ENTERTAINMENT AMERICA > DEVELOPER SONY BEND> RELEASE MAY 4 > ESRB M 

A BOLD NEW DIRECTION FOR TACTICAL ESPIONAGE 

T his wildly ambitious release offers two different 
ways that players can work through the game. 
You can simply play through it as a single 

player, which offers up an experience that is very sim
ilar to the PSone trilogy, or you can hop online and 
partner with up to three additional human players 
for an action-packed extravganza that is quite unlike 
anything you've come across before. Interestingly, the 
content for both methods of play is virtually identical. 
In such, you can bounce back and forth between 
online and offline play with the same save data. I 
found this to be extremely beneficial. Of course, I'd 
prefer to work my way through the game with team
mates, but I did find that if my friends are not logged 
in and the only people I can partner with give new 
meaning to the word "annoying,· I'll play offline. 

Sticking to its guns, the gameplay hasn't changed 
too much over the years. Headshots are once again 
highlighted with text, the lower shoulders are used 
for strafing, and you still have the luxury of tapping 
into a handy auto targeting system for frenzied 
fightss. The one area where you will see significant 

If you make it to the rank of Field Operations Commander, 
you11 receive the ShotHammer as a reward 
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change is in the missions. In past Syphon Filter 
games, you had to complete most of the objec-
tives and be mindful of parameteis to progress to 
the next stage. In The Omega Strain, the theory has 
changed to "anything goes~ Usually, there is only 
one critical objective on each stage that must be 
completed to move on. The remainder of the goals 
(which can number dose to 15 for a level) are more 
or less optional for the player(s). The game won't 
come to a screeching halt if you ignore them. You 
can even finish a level by disregarding all parameters 
(like don't shoot the good guys) and still move on. 
So why would you even bother messing with addi
tional feats? Simply because the rewards that they 
bring couldn't be more delicious. 

All of your accomplishments and performances 
are tracked. Everything from shot accuracy to time 
you spend in a level are taken into consideration. 
Much like a role-playing game, your character will 
gain levels as experience is accumulated. You'll 
begin the game as a Field Agent and can eventu
ally work your way through 21 additional ranks to 

Not all of the rewards are weapons. You11 also obtain 
gear such as sunglasses. facepaint. and different tattoos 

Commander in Chief. Through extensive play, you 
can also earn medals, commendations from the 
NPCs, and Special Agency Ratings. Each one of 
these attainments (which number dose to 100) 
rewards the player with a new weapon or power-up. 

The density of unlockable armaments that you 
can wrap your hands around is truly unheard of, 
and is reason enough for players to work their way 
through the game over and over again. Although 
Omega Strain is the same, playing solo and with 
a group of friends produces two completely dif
ferent results. Given the gargantuan size of the 
levels, never before has vocal communication (via 
the headset) been so necessary and constant. 
Also, you can reach areas that are not accessible in 
single player with teamwork. 

Some of the missions are a bit ambiguous, the 
respawn points don't work as well as they should, 
and the visuals really haven't evolved too much 
since the previous installmen~ but as a whole, The 
Omega Strain emerges as one of the PlayStation 
2's most irresistible online titles.-REINER 

tt you periorm extremely well Gabe Logan will give you his commen
dation and win even hand °""' his truly spiffy oesert Express .50 

BOTTOM 8 5 
LINE ■ 

> c-ept: Amusing single
player and four-player ~ 
mixed with lraditional run-and
gun Syphon Filter gameplay and 
role-playing elemen1s 

> Grapltics: This game won't 
win arry beauty pageants. Some 
of 1he effects are decent but 1he 
lighting, animations, and lextur
ing lack ~gnificant delail 

> Sound: Does a great job of 
forcing gamers to use voice cha! 

> Playability: Smoo1h con1rols 
and tons of weapons, but mis
sions can be confusing 

> Enttltainmetrt: Both meth
ods of play are enjoyable and 
loaded with unlockable material 

> Replay value: High 

Second Opinion 8.5 

rve been eageily anlici
pallng Omega Slrain as a 
bold new beginning for lhe 
Syphon Filler franchise. rm 
happy to report Iha!, whie 
this is dearly a groundbreak
ing game, it does k~ most 
of the strengths (and some 
of the weaknesses) of its 
lorebe.n The~ this tide 
manages to meld the multi
player and single-player por
tions inlo a cohesive whole 
is quite amazing, and I think 
!his may wel point to the 
direction that many games 
wdl head tn the fmlre. I love 
the fact that, while you C¥I 

tackle the missions alone. 
playing in co-op actually 
creates a dtfferent eiqM!li
ence. allowing you to access 
previously inaccessi>le areas 
and use teamwork for bod1 
strategy and to more quickly 
complete level goals. It's 
great fun, d a bit uneven. 
" not for the unimpressive 
graphics, sometimes suspect 
auto-targeting, and its irri
tating habit of re-5j)aWlling 
your character in seemingly 
random locations; this could 
have been an all-time clas
sic. As it is, it's another great 
addition to the PS2 online 
li>rary.-MATT 



PLAYSTATION 2 

World Tour Soccer 2005 
> STYU 1 TO 8-PIAYER Sl'ORTS > PUBLISHER SONY COMPUTER 
ENTERTAINMENT AMERICA > DEVElOPER 989 Sl'ORTS 
> RELEASE APRIL 13 > ESRB E 

STOP THE WORLD, I WANT TO GET OFF 

P laying this yea(s World 
Tour is like stepping into 
the shoes of an old, once

great soccer star. He's lost a step 
and it's painful to watch. The 
series has tried to adjust to the 
dominance of Konami's Winning 
Eleven franchise, which is the 
best in the business, but it just 
doesn't have the moves. 

Whereas the last installment 
of World Tour was quick on the 
headers and in firing the ball 
into the net 2005 has none 
of that zip. In fa~ in a copy of 
Winning Eleven, this game has 
a power gauge for your shots 
and long passes. Unfortunately, 
it's a tad slow at actually pulling 
the trigger. Not only that but the 
game lacks any of the smooth
ness in its dribbles or player 
movement Perhaps this is a 
result of the new gauges and 
larger player models, which is 
at least an attempt at progress. 
However, not only does the 
game not keep up with the 
Joneses, it lacks needed internal 
improvements. The Al for your 
defenders is horrible. Attacking 
forwards don't have the plague 
fellas, just the ball. Go get it; 
that's what I pay you for. The 
one thing that I love which 
hasn't changed is the career 
structure where you work your 
team up through the ranks. 

Two years ago, World Tour 
was my favorite. With the onset 
of Winning Eleven, however, this 
game's stock has plummeted. 
I'm getting out 
faster than Martha I 
Stewart - and that J, 

ain't no crime, 
just good sense. 
I suggest you do 
the same until 
this thing turns 
around.-KATO 

B01101,1 6 5 
LI iii ■ 

> Concept The ,eries inex
plicably goes bad.wards in its 
puoot of progress 

> Grophics: Th~ year has got 
larger player models and some 
improved presentation aspectS 

> Sound: I like that the 
ilf1~ worked at pro
nooncing all the non-English 
player names 

> Pl,y1bility: To alleviate 
frustration. change the def auk 
conlrolfef setting to manual 
player selec1ioo 

> Enltrtlinment: tt last year's 
game was a solid piece of 
meal lhis 5 a steak aM!led in 
stinl< sauct 

> Replly V1hle: Moderate 

Second Opinion 6 

Tablg a deal to lhe groin. 
989's promising soccer 
franchise has come up 
limping lhis yea,. The finesse 
and intensity that fueled last 
year's release is nowhere to 
be found. NorHggressive 
CPU Al allows play"5 Ill 
drr,,e lhe field ll1Clllllested 
and ooload on lhe hapless 
plies. Furlhennore, lhe 
new power meter feels as 
thouj,tl II was slapped on 
ill lhe last second. E-;en 
lhe lillle thilgs like driJble 
anmations seem jalery and 
a hair off. Tlis <isappoi1ling 
release mam me~ OUI 
lhe red card in disgust 
-REINER 

PI.AYSTATI0N 2 

Destruction Derby Arenas 
> STYU 1 OR H'LAYER ACTION (UP TO 20-l'LAYER VIA PS2 BROAOSAND) 
> PUBLISHER c.ATHERING > D£VUOPEII STUDIO 33 
> R£lfASE MARCH 29 > ESRB T 

SLIGHTLY BENT METAL 

A t first glance, Destruction 
Derby Arenas seems 
like it's got all the mak

ings of a great game. Tons of 
unlockable cars and drivers, 
plenty of over-the-top arenas, 
and a weird mix of smashing 
and racing sounds pretty awe
some. Unfortunately, once 
you start digging into this title, 
you bottom out pretty quickly. 
Scoring is done in such a fash
ion that your skill as a dnver 
means less than the opportum
bes you' re presented with on 
the asphalt which results in the 
feeling that the outcome is out 
of your hands. 

The idea behind the single
player mode 1s sound, but it's 
structured really poorly - 1f you 
don't qualify for the next tier, 
you have to make the entire run 
through the circuit again. Ideally 
a robust online experience 
makes up for this - it's too bad 
that playing with other humans 
simply exacerbates the inherent 
flaws in the scoring system. 

All of its weaknesses aside, 
DDA is still a good time for a 
little while. The graphics are 
crisp and the physics are solid 
once you get used to how loose 
they are, but there's nothing to 
keep you coming back after the 
initial fun of t-bon,ng someone 
and watching them explode 
wears off.-ADAM 

BOTTOM 6 75 
LIIIE ■ 

> c-opt Win the [)e,t,y t,,, 
a combnaoon of raong and 
wrecbig yotJ' opponencs' ooes 
> Gnpl,ics: Nice delaj on the 
- and stadiums. and a cool 
blur effect for nnro use mal:t • 
the tagh point of the title 

> Sound: You'd be hanl
Plessed to find a more fflalflg 
annooocer 
> Pl,yllrilily: EJIC'l)I IOI the 
odtocJc umea pans lhal br"1k 
14' )'OtJ' flow. ll's lint 
> ~-1Knt Therl! are 
some good lhrls 10 be had. lxl 
success tends 10 depend a bl 
IOl>roochon lud 

> 11,pioy Vllut: Moderat,ly 
High 

Second Opinion 6.5 

Tlis game feels Irle twins 
cows on a Salu'day n.ght 
A small part ol 1'11' thinh 
ifs fun, but lhe MIWhelm
ing maiortY knows rvt go1 
better thngs ID do ttllllS 
wasaHolYtb!elsg.wne.l 
could see ywig kids IUlg 
ii. but nobody wil find Pf 
Ill lhe skJtl8ISh onine pol· 
lion. You rnigl1t gel • few 
~from. wilhyoi, 
friends. bul then so MXJld 
pesl8ing farm rinals. 
-KATO 

PLAYSTATION 2 

Final Fantasy XI 
> STYll MASSMIY MUIJlPIAYER ONLINE ROI.E-PIAYING GAME 
> PUBLISHER SONY COMPUTER ENTERTAINMENT AMERICA 
> DEVElOPER SQUARE ENIX> RELEASE MARCH 23 > ESRB T 

ENOUGH THRILL FOR THE GIL? 

S eeing as how this ti1le 
marks the debut of the 
PS2's hard drive and Final 

Fantasy's first venture into the 
realm of the console MMORPG 
marke~ there has been a lot of 
commotion and anticipation 
surrounding il Now that it has 
hit the shelves, the world of 
Vana'diel will need to brace itself 
for the fresh surge of PS2-playing 
inhabitants, providing enough 
people shell out the dough. 

This is essentially the same 
game that came out for the PC 
in October, though it runs at a 
significantly lower resolution. It 
offers the same impressive per
sistent world, storyline, and con
tent It still has beautiful visuals 
and a gripping score, along with 
an unfortunately awkward menu 
interface. Overall, this is a solid 
game that does a wonderful job 
of unifying Square Enix's vision of 
the Final Fantasy world under a 
multi-platform roof. 

This is unquestionably the 
best MMORPG available for the 
console, with a high potential 
to eat away at your free time, 
and possibly be responsible for 
some "sick" days at work. Sure, 
you'll have to pay a hefty sum 
for the game and peripherals, 
but if you' re the type of person 
who even considers a purchase 
like this, you won't be disap
pointed. - JOE 

BOTTOM 7 75 
llllf o 

> Concept Use Vana'dief in 
a pernicious ploy to push the 
PS2's hard drive 

> Graphics: The characters 
and environments have surpris
ing detail, but the animation 
~ choppy 

> Sound: A soundtrack on 
par with some of the best in 
the ,eries 

> Pl,y1bilily: The interface. 
designed IOI bod, PS2 and 
PC. doesn't really lee! at home 
on either 

> Entttuinment: Easy to get 
sud<ed in. though things do roll 
along pretty sia,.iy, even for an 
MMORPG 

> Replly Vllue: High 

Second Opm1on 7 

Putting •n MMORPG on 
a console rs an •mbicious 
undertakmg. one th.It's 
almost doomed OUI of the 
gate-.. To be tair, lhe content 
in FF XI is great - lhe Char· 
acter system rs enpging. 
lhe conceplS based on alle
giance are cool. and graph.
ulilv ifs certally acceptable. 
However, und you take lhe 
time ID ~ lhe macros 
to your liking, lhe lllerface 
ranges from ~ unusable 
to merely horlibtt lrullrat· 
ing - Mn well a USB key
bo.vd-ADNA 
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PLAYSTATI0N 2 

X-Files: Resist or Serve 
> 5TYU I-PLAYER ACTION > PUBLISHER VIVENDI UNIVERSAL > DEVELOPER BLACK OPS ENlcRTNNMENT 
> RB.EASE MARCH 16 > ESRB M 

RESIST, PLEASE 

R esist or Serve is a merely pass
able survival horror game that 
relies on its franchise rather 

than gameplay to deliver the bulk of 
the entertainment value. Granted, 
some of the elements from the 
TV series are well used, such as 
the voices and likenesses of David 
Duchovny and Gillian Anderson, as 
well as a plot revolving around Black 
Oil (a familiar menace to fans of the 
show). Unfortunately, these aspects 
aren't enough to overcome the 
uninspired, repetitive puule solving 
required to get the ball rolling. 

Whether I was walking the streets 
of an eerie town or the halls of 
psychiatric ward, I was following the 
same pattern. The path forward was 
blocked (usually by a locked door) 
so I had to tromp around until I 
found the particular key that would 
let me progress. Along the way, if 
I saw a zombie, I shot it and it fell 
down. If it tried to get up, I kicked it 
until it died (because I usually didn't 
have enough ammo to shoot it 
again). I couldn't just run by i~ either, 
because often times regular-looking 
enemies will be carrying a mission-
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critical clue or item. 
To the game's credit, it does a 

good job of capturing the mood of 
the show, and some of the dialogue 
is pretty funny ( especially when 
referencing the size of Mulder's adult 
video collection). It also manages to 
add some variety by providing alter
nate paths through missions, depend
ing on whether you choose to play 
as Scully or Mulder. They need to 
accomplish tasks in a different order, 
and take slightly different approaches 
to certain situations. As Scully, you 
have occasional autopsy sequences 
where you cut up infected individuals 
to obtain precious zombie-fluids, and 
as Mulder you rely more on heavy 
firepower to solve problems. 

Unfortunately, regardless of the 
agent you choose, the basic formula 
never changes. You spend so much 
time wandering aimlessly and kick
ing prone undead that you never 
really have a chance to get wrapped 
up in the exceptionally intriguing 
and involved story that was clearly 
intended to make Resist or Serve 
stand out.-JOE 

BOTTOM 6 5 
LINE • 

> C-ept: Make a game 
based on a series long past 
its prime 

> Graphics: The scenery looks 
creepy and lorebod,n& but 
character arnmaoons are a bit 
.rM<Ward 

> Sound: A bnght star m the 
game's dark sky. The voices and 
music capture the ommO\JS feel 
of the X-files perfectly 

> Playability: A conspiracy 
1nvoMng poor aimin& confus
ing camera work, and locked 
doors make it difficuk to get 
comfortable 

> ~nment: I want to 
believe that lhis game ~n't bor
ing as all get-out 

> Replay Value: Moderate 

Second Opinion 7 

With a vast city to explore, 
two playable characters 
with intertwining stories, an 
abundance of locked doors, 
and more zombies than you 
can shake a bloody New 
York strip a~ this is a surpris
ingly decent amalgamation 
of survival horror's heavy 
hitters - primarily Resident 
Evil and Silent Hill. Truth 
be told, I like this game. 
Sure, it has a fair share of 
problems - be it the vague
ness of puzzles. or the 
frustrations that the camera 
brings - but I just couldn't 
seem to put it down. The 
sarcastic banter between 
Scully and Mulder is done 
verv well the story moves 
along at quick pace, and the 
gameplay is solid. Not bad. 
Not bad at an. - REINER 

PLAYSTATI0N 2 

Seven Samurai 20XX 
> STYLE I ·PLAYER ACTION > PUBLISHER SAMMY STUDIOS 
> DMLOPER DIMPS/SAMMY STUDIOS > RELEASE MARCH 23 > ESRB T 

SEVEN, NO LONGER THE "LUCKY" NUMBER 

I n all honesty, the idea taking Akira Kurosawa's 
classic The Seven Samurai and turning 1t 
into a science-fiction themed video game 

sounded pretty damn bad on paper. Now, 
despite the cooperation of Kurosawa's estate 
and the involvement of both legendary comic 
artist Moebius and anime writer/translator Marc 
Handler, the end product turns out to be worse 
than we could have imagined. Sammy, here's 
a hint: If you're going to make a "respectful" 
update of one of cinema's most cherished films, 
it's probably a bad idea to have a cutscene that 
features two rapping boy band rejects on roller
blades. But maybe that's just me. Also, I suspect 
that dialogue like "Bite me!" (which, I swear to 
God, actually does make its way into the script) 
might possibly diminish the gamemakers' dra
matic intentions. 

Of course, great gameplay makes up for 
any number of flaws, but unfortunately Seven 
Samurari offers nothing but mindless button
mashin& boring level design, and horrible 
pacing. Yes, there is some theoretical "depth" 
to the combat in the form of a dash move, 
blockin& combos, and the ability to equip new 
weapons, but in reality none of these techniques 
prove any more or less effective than just mind
lessly punching the square button. Really, the 
only thing you'll have to master is the Nitoh-
Ryu power-up, which lets you decimate your 
opponents with two swords for a brief period 
of time. Other than that it's a dull trek through 
levels that are alternately painfully linear or just 
plain confusing. Even worse, I suspect that the 
only audience that 
might have truly 
embraced 20XX's 
middling action -
hardcore devotees 
of Kurosawa's 
films -will not 
only be put off by 
the juvenile voice
acting and poor 
dialogue, but will 
likely be offended 
at this affront to his 
legacy.-MATT 

BOTTOM 5 
LINE 

> Concept: Make a sci-fi hack 
n' gasher based on Kurosawa's 
The Seven Samurai 

> Graphks: Really this game's 
only strong point the characters 
and particle effects are nice 

> Sound: Ridiculous voice 
actin& and the battle music is 
horribly repetitive 

> Playability: Seriously, press 
square and you'll be fine 

> Entertainment: Fal~ far 
short of INing up to both its 
license, and the standards of 
modem-day hack n' gash 

> Replay Value: Moderately 
Low 

Second Opinion 4 

Despite its hiwi productJon 
values. Seven Samurai is an 
absolutely putrid game. The 
combat is so one-<fimen
sional and yawn.induc-
ing that I have enemies i 
wouldn't recommend this 
game to. It's so bad, in fad, 
that I would warn fans of 
Kurosawa's classic tale to not 
ruin their love of the n1<Me 
by playing this pathetic 
button masher.-ANDY 



GAMECUBE 

Pool Paradise 
> STYU 1 OR 2-l'IAYER SPORTS > PUBLISHER IGNmON EtfilRTAINMENT 
> DMWPER AWESOME STUDIOS > RElfASE APRIL > ESRB E 

WHIZ IN THE POOL 

I can only assume that the name 
of Pool Paradise's developer, 
Awesome Studios, is meant to be 

ironic. Though the game does have its 
successes, I would estimate that it is 
only 10 percent awesome by volume. 
15 percent tops. 

At its core, I think this game suc
ceeds in its primary goal: It captures 
the experience of playing pool 
through slick analog cue control, 
accurate ball physics, and some cool 
arcade elements thrown in for fun 
(like a laser scope and HUD). But if 
the pool itself is the sweet caramel 
center, everything surrounding it is a 
moist, fetid sponge. 

Regardless of how accurately it 
plays, the other elements of this game 
don't come together, and the result 
is just unpleasant The graphics are 
noticeably substandard, the music is 
ridiculously inappropriate, and a host 
of other things just feel "not right" 

For instance, the game boasts 
"unique and highly detailed animated 
hands~ Note that it doesn't say 
anything about the rest of the body, 

because it isn't there. Each match you 
play is against a pair of floating. disem
bodied hands. It is supposed to add 
personality to your opponents, but ulti
mately just makes them disturbing. 

Pool Paradise simply missed too 
many opportunities to improve. The 
competition mode revolves entirely 
around dimbing up a ranking ladder 
with no real payoff, and all of the 
things you buy with your winnings 
either only have aesthetic effects 
(cues, baizes), or just aren't worth 
your hard-earned cash (skee-ball, 
aary tables). 

So, even though the pool itself 
plays fine, the rest of the game, like 
the hands with conspicuously absent 
bodies, simply feels incomplete or 
unrealized.-JOE 

BOTTOM 6 
LINE 

> Concept GameCube and bi
lwds. together at long last 

> Graphics: l,fy expectations 
""' low, and I was stil disap
pointed. Jam,;es and bad textur
,ng lrtter MfY screen 

> Sound: The urbefitting syn1h 
srudJad woold be m«e at 
home 11 a lethal~ rro;ie 

> l'tayobility: The bal physics 
are great, and the analog rue 
coo~ol woos remartably wel 

> Ent..uitlment: Has all ol the 
ei«itemenl ol real pool, for better 
orwooe 

> Repl,y v.luo: Moderate 

Second Opinion 6.75 

Desptte Its pool on a 
paradise theme, Herie 
Vilecha,ze wouldn't call thts 
a fantasy ISiand. The phys
KS wort~ and there's 
Sluff lo blow your money 
on, but I wanted lhdt EA-ld<e 
career p,-ogresSIOfl Hell the 
sl.tt-ball mirng.ime didn·t 
Mn really wort• This game 
is average not because "rt's 
JUS1 poot· but because 
Awesome StudlOS tailed at 
the chdnce 10 make some
thing delonrt!Yl!-KATO 

TWD DiSCS. DNB IJBRN 
DBTBRMiNBD SBMURBi. 

SERSIJl1 1. 13 El'ISDDES 
SPECIAL FEATURES: 
• Making of Documentary 
• Creator Commentary 
• Original Animation Test 
• Original Artwork 

BUNiT 

mR!d'I 
DNDIID 

" .... brilliant animation. We're hooked." 
-Entertainment Weekly, -Sept 2001 



Splinter Cell: 
Pandora Tomorrow 

> STYl£ t·PlAYERACTION (UPTO 4-PlAYERIMXBOXUVE OR SYSTEM UNI() > PUBLISHER UBISOFT 
> DMI.OPER UBISOFT SHANGHAI > REI.EASE MARCH 25 > ESRB M 

PLAY IT AGAIN, SAM 

A fter only his first tide, Sam Fisher bec.ame an 
in~nt video game superstar. The original 
Sphnter Cell brought the stealth/action genre 

to the forefront of gaming and bec.ame the template 
for dozens of knockoffs. Well, those imitators are 
now going to have to work even harder, bec.ause 
Sam's second mission, Pandora Tomorrow raises the 
stealth/action bar even higher. ' 

In terms of garneplay mechanics, little has outright 
changed, but much has been improved. Sam now 
sports more precise aiming. a handful of additional 
moves, and a few new gadgets. The enemy Al has 
also been tweaked, as has the relentless difficulty 
level. The r~ult 1s not a quantum leap in garneplay 
or graphics, Just a smoother and more refined play 
expe~ence. Pandora Tomorrow is a sequel in a more 
trad1t1onal movie sense: The basic setup and charac
ters remain the same, but the story has changed. 

As with the original, Pandora Tomorrow places 
a heavy emphasis on the plot ~ giving too 
much aw~y. Sam is charged with tracking down a 
chansmabc Indonesian terrorist with a sinister anti
American agenda. Like a Robert Ludlum thriller the 
story is dark, intelligent, and mature. The dia~e 
1s sharp and witty, and Sam is easily the most com
plex character in gaming. This is undoubtedly video 
game storytelling at its finest 

Sa'.11's mission takes him to a variety of stunning 
locabons. C>.ter the course of the story Sam must 
brave the jungles of Indonesia, pull hi:nsett along 
the bottom of a speeding train, dimb an elevator 
shaft, and creep through the freezers of a cryo
genics lab. Of course, he faces well-armed thugs 
eveiywhere he turns. It's these innovative action 
sequences that make the single-player quest so 
compelling. 

While the story mode is brilliant in its own right, 
Pandora Tomorrow's real innovation comes in the 
form of its multiplayer mode. Cleverly tying into 
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"This is undoubtedly 
video game story
telling at its finest." 

the main story, multiplayer pits teams of spies and 
mercenaries against each other. The spies play 
in th11d-person like Sam, while the meres use the 
traditional first-person view. Using stealth as their 
main weapon, the spies (a.k.a. Shadow Nets) must 
sn7ak past the meres to their objectives. This truly 
unique mult1player mode features a fantastic con
trol scheme for both teams, absolutely addictive 
gameplay, and graphics that are every bit as gor
geous as the single-player mode. 

The original Splinter Cell is still one of the most 
visually impressive console games ever, and 
Pandora Tomorrow is even prettier. Character 
models have improved, and the famous shadows 
feel even deeper and richer, but it's the little details 
th~t really stand out In one level, a passing subway 
train blows newspapers and trash around, while 

in another rain pours down around you in a full
fledged thunderstorm. It is these extra touches that 
make Sam Fisher's world seem like a living, breath
ing place. Several times during this game, I had to 
stop playing and drag a witness over to my desk to 
share the amazing sights unfolding on my screen. 
Other times I had to stop and praise the intelligent, 
surprising plot points. And others, I simply had to 
gloat about how many times I snapped Joe's neck 
in multiplayer. This, my friends, is a game that keeps 
on g1vmg.- JEREMY 

BOTTOM 9 5 
LINE • 

> Concept: The legendary 
agent returns with an all-new 
adventure and a groundbreaking 
onlinemode 

> Graphia: The dark. realistic 
lool< and bfel1ke animations can 
only be descnbed as "freakin' 
awesome· 
> Sollnd: The voice work is 
great, but the SCO<e is a tad 
forgettable 

> Playability: Whether you're 
playing as Sam, a Shadow Net 
agen, or a mer~ control is spot· 
on and will make you feel like a 
total badass 

> Entertainment: II you like 
stea!Waction. you must. must 
play th~ &am' 

Playing hide and seek has 
never been so cool. Raising 
the standards for stealth 
gaming for a second time, 
Ub1soft has forged a sequel 
that has the uncanny abil-
ity to knock your socks 
off through every second 
of play Whether you find 

~ 
yourself mesmerized by the 
gorgeous hghbng effects 
and mass,;e amounts of 
partKles that dance across 
the screen. sweating bu~ 
lets within the taut action 
sequences, or compelled by 
the expertly penned story, 
Pandora Tomorrow is a 
gripping and unforgettable 
expenence The gameplay 
is much tighter, I.Jrgeting is 
no longer quest,onable, and 
you're conbnually asked to 
use Sam's enhre arsenal of 
moves. The onhne compo
nent ,s fust as remarkable. 
Not only is ,t a departure 
from mult1player as you 
know 1t rt has a clever tie to 
Pandora Tomorrow's story 
and adds senous replay to 
a game that you'd probably 
only play through once or 
twice. - REINER 



Mllfillf1illi•liff•i:lli1M 
XBOX 

TOCA Race Driver 2: 
Ultimate Racing Simulator 
> STYLE I OR 2-PIAYER RACING (UP TO 12-PIAYER VIA XBOX lNE OR LAN) > PUBLISHER CODEMASfERS > DEVELOPER 
CODEMASTERS > RELEASE APRIL 20 > ESRB E 

CALLING FOR MCKANE 

C odemasters struck gold when 
it merged story elements with 
racing in the first Pro Race 

Driver. Between now and then, how
ever, the series has gone through 
much more than a name change, and 
I'm very disappointed by the transfor
mation. The racing, in fact, has gotten 
better on several fronts, but TOCA has 
changed up its story structure and lost 
all the magic and appeal that once 
made the franchise stand out 

The story cutscenes are now seen 
through your eyes instead of Ryan 
McKane's (the protagonist of the 
original). That's fine, but the devel
oper has also done away with the 
hub world with its separate email 
and garage areas. Sounds like a 
small thing, but it's better than the 
simple and boring menu interface 
now in its place. Worst of all, there 
is little choice because the original's 
tier structure (and its pool of races) 
is gone. At times in TOCA you'll be 
asked to pick frQm different circuits. 
You can go race pick-up trucks at an 
oval or semis on a road course, for 
example. I'm glad that the franchise 
has retained its variety and racing 
versatility, but without a good story 
context, the magic of the first Race 
Driver is lost. Also, because the tier 
structure and email challenges are 
gone, the game is more linear. In 
the end, I felt like the cutscenes 
were driving the story, and not my 
choices. 

Codemasters has dialed down the 
difficulty, which is welcome, but has 
not sacrificed the intricacy of cars' 

handling. The more high performance 
cars and rally races are good cases in 
point You have to know both when 
and how to slam on the throttle in 
order to get the most out of a car. 
Visually, the details abound and the 
sensation of speed is good. If you've 
got a high-def TY, you have to take 
advantage of the game's support 
of 480p, as it adds an extra dimen
sion that must be experienced. You 
can make your car a sight to see by 
beating the living hell out of i~ but I 
was hoping that TOCA would make 
vehicle damage a more meaningful 
aspect than in the first Race Driver. 

The game's peripheral importance 
on being able to damage your car is 
a good example of why this sequel 
isn't as fun as the original. It doesn't 
spur you to do better. If I had to earn 
money to pay for my wrecked cars 
or had to purchase and develop new 
rides, then my ambition would have 
made this a more engaging title. Add 
in my disappointment with the new 
story structure, and this series has lost 
its driving edge for me. 

I think people liked Pro Race 
Driver because its story produced 
an allure that was more charming 
than the stiffness of Gran Turismo. 
Codemasters has got the racing 
aspect of the game down - that's 
not in question. But you aren't 
going to beat Gran Turismo in the 
car department, and I don't want 
TOCA to. Instead, I want to feel that 
I'm in control of tale worth telling, 
and I just didn't get that impression 
here.-KATO 

BOTTOM 7 5 
LINE • 

> Concept Codernaslen takes 
a second !lab al the ·G!RPG" and 
fais v.lle,e the fill suoceeded 

> Graphla: Every1hing nns al a 
good dip and the diaw distance is 
e,ccellent no matter the nunber of 
en Split~een is another stay 

> Sound: The dialogue is laity 
well wntten and all the right air 

sounds are captured 

> ~bility: The diffiaAty 
balance has been made easier 
wi1hout cheapening the cars' 
handling 

> Enteru,inmem: I never 
thought I'd miss roITTf Ryan 
McKane, but he makes au the 
diffe<enre 
> Replay Value: Moderately 
High 

Second Opm1on 7.5 

RallMl'2isaf)Od 
~ol lhe l!y rolelhal 
choice c.in pl,v 11 a lllffl"s 
qualily. None ol 115 essenlial 
elemenls jft brolraHhe 
racing worts Ml, lhe cars 
loot .. and there jft 
a Mle vntyd Miablr 
vehicles and trads. Even 
will .. ol those~ wort
ing together, I cruc1n, 8'I 
CNel lhe fruslration ol being 
gr;en lillle or no choice as 
to lhe pne's difficully, what 
race I would IJlder1ake next, 
or Mn 'Midi car I would 
drive. Thou;1 ii is mp& 
we on many levels, RD2 just 
fences you in m IIIJCh for ii 
to be bU'f enio'/able. - JOE 

XBOX 

Steel Battalion: 
Line of Contact 
> STYU 2 TO lO!'IAYER ACTION (ONLINE ONU') > PUBUSHD CAPCOM > IIEVElOPEJI CAPCOM 
> IIEl.EASE FEBRUARY 26 > ESIB T 

THE CADILLAC OF MECH VIDEO GAMES 

L ine of Contact is an interesting game offering 
on so many levels. First and forem~ you 
can't play this unless you have purchased 

the original Steel Battalion (which retails for a 
beefy 200 dollars), as that is the only way to get 
your hands on the required 40-button controller 
that features three foot pedals and two joysticks. 
Secondly, the game can only be played online or 
on a local area network, so unless you have nine 
other friends with the title and the time to lug their 
gaming rig to your house, an Xbox Live account is 
also required to play. 

Like the original game, there is nothing pick-up
and-play about Line of Contact The user interfac.e 
is still dumsy and mastering the controller takes a 
couple of hours. And, like the original, you really 
have to love starting up your medl, because you 
are going to do it a lot and it's a process that takes 
about a minute each and every time you hop into 
a new machine. 

Line of Contact offers four different modes of 
online play: Battle Royale (deathmatch), capture 
the Container (LoCs answer to capture the Flag), 
campaign, and Conquest The latter two being the 
most interesting, as they allow teams of players to 
earn battle power points by blowing aap up, cap
turing bases, or compleong various objectives. 

If you loved the original Steel Battalion, I can't 
recommend this purchase enough (even though 
it is more an expansion pad than a full game). 
But be forewarned that there aren't exactly a ton 
of people online and the quality of the experienc.e 
suffers for rt.-ANDY 

BOTTOl,1 7 5 
lltlE ■ 

> C--,t Give players an 
ooline opciorl lor using that 
expel15lYl' controller they bought 
• year ago 

> rn,llla: The addition of 
720p makes an already pill
cat, 111)fl55Ne game 5land 011 
""'1 more for HDTV USffi 

> ~ The sooods of battle 
~Wllh """5m, tu the rest ol 
the srudrad: 15 ~ a«eplabie 

>~ lk1delslarlding 
and maslffl1g the monslrous 
mnlroler lakes bmt. 1M • is a 
treat one, you gel , down 

>flirt I I ~yooio,,e 
realistic mteh simulators, 1his is 
the game for you 

> lllplay Valloe: Moderate 

Second Opm1on 8.5 

Sm·~lplllllll
fflll!tt$l(X)to play (when 
incbqfisilt, lhe~ 
nal, and llKa I.Ne~ rm a bit 
let down flat Lile ol Contaa 
c1oesn, ~ a lilde lllOl'f 
10• \les, lhe~ 
modt 15 ,-iu lhal 
c1oesn, dlange"" fact lhal 
tis 15 flOlhinR IIIOl'f hn 
an~Pldbei1 
1lealed as a b'Ue ~ Illa 
ii you can afford f, Lile o1 
Contaa offeB an 1q111al
leled llideo 9i1111' eapenenet_ 
The origilal S9ftl Bllliior1 
was inlneniYe lit no olher 
med11itle. and playing 
aplllSl.,lunanslales 
~toflenextlMI.Scft 
il's~tu1can,""' 
"9ing a lilde bit al !licller 
mcl.-JEIIEMY 
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PC 

Unreal 
Tournament 2004 
> STYU 1 ruYER ACTION (UP TO J2ruYER VIA INTERNET OR LAN) > PUBLISHER ATARI 
> DE\IElOPO EPIC GMIES / DIGITAL EXTREMES > RELEASE MARCH 16 > ESRB M 

THE CHAMPION RETURNS 

L ast year's Unreal Tournament 2003 was 
criticized by fans for many reasons. Rest 
assured, fragmeisters - UT 2004 is all 

you could ask for and more. Beyond the stun
ning presentation, the fast-paced core of UTs 
gameplay is better than ever before. And 
besides, what other FPS can offer you the instant 
gratification of the announcer shouting "Head 
shot!" when you snipe some unsuspecting fool? 

Graphically, the Unreal engine has made miles 
of progress since last we saw it Incredible detail 
is present on every model and texture, and the 
explosive and dismemberment effects are gor
geous. The most impressive feat the developers 
have wrough~ though, is the fact that even with 
32 players slugging it out with every weapon 
imagined by man, there's no slowdown - mean
ing you have nobody but yourself to blame when 
you get gibbed. 

In terms of conten~ 
UT 2004 delivers in 
spades. All of the maps 
from 2003 are available, 
as well as a whole drop
ship full of new ones. 
You can literally play 
the same mode for ten 
hours and not repeat a 
map. And that's just out 
of the box - you can 
be sure that urs robust 
mod community will 
be increasing the pool 
of levels in short order. 
Considering that there 
are ten modes to try, 
there's no reason for UT 
2004 to ever get stale; 
especially since the 
brand new Battlefield
esque Onslaught mode 
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is such a work of art It takes all of the frantic 
combat of dassic UT and introduces a whole new 
level of teamwork while seamlessly integrating 
the vehides. It's easily my new favorite thing to 
do online, period. 

There are really only two things I can think of that 
are wrong with this title. Fi~ the single-player is 
boring. Expected, yes, but I have to say it Second, 
finding people of your skill level to play with can 
be a chore at times. \Nhile racking up the kills by 
mowing down newbies is fun for a little while, it 
quickly becomes only slightly more entertaining 
than getting obliterated by the hardcore masters 
yourself. However, neither of these ever make it 
past the realm of minor annoyance - you'll forget 
about them entirely when you find a good group 
to get down with. The speed and polish of UT 
2004 cannot be denied. - ADAM 

ROAD RAGE 

Ah, the vehicles. From the lighlly armed but agile Manta 
hovercraft to the enormous, transforming Leviathan tank, 
every ride in the game is fun to pilot yet not impossible to 
overcome while on foot - mostly thanks to the new AVRil 
rocket launcher, which locks onto vehides and can lay them 
out in a very short time. Onslaught mode wouldn't be pos
sible without the quick transport these mechanical monster.; 
provide, and they serve to radically diver.;ify both combat itself 
and the stralegic element of the game. Plus, what use would a 
'chopped-in-half death animation be without scything blades 
of death protruding from a little buggy? 

BOTTOM 9 5 
llNl • 

> Concept: Take Unreal to the 
next level with new modes, vastly 
improved >isuals, and more 
maps than Nat,onal Geographic 

> C111phia: Better than choco
late. Very scaleable, too -you 
can play th~ on just about any 
machine 
> Sound: "Killing Spreel 
Rampager Also, the JD audio 
helps to find the action 

> Playability: Adding voicechat 
support makes talking smack 
(and coordinating assaults) so 
much better 
> Ente11alnment: Th~ ~ the 
smoothest. fastest, most addict
ing muhiplayer shooter around 
> Repliy Value: High 

Second Opm1on 9.5 

Unre.il Tournament has 
at.vays delivered 14ntastic 
online gameplay, but 2004 
ups the ante in so many 
ways that you just can't 
help but lo'le an the depth 
it has to offer. Not only 
does it provide an amaz
ing 10 modes of play, 2004 
offer.; up so many !Mis 
1hat rt will take you at least 
a week just to memorize 
them all (and that's only 
going to happen d you 
play nonstop). But for an 
the depth and graphical 
upgrades that 2004 has. 
the things lhat make this 
game an absolute must
play are the return ol the 
Assault mode and the addi
tion of Onslaught This is 
basically Unrears answer 
to Battlefield, but with a 
IMJed pace and manic 
gameplay. While I kNe 
this mode to no end, I like 
Assault even more. The 
level designs are simply 
/Nie inspiring and a blast to 
play. If you like getting your 
online FPS groove on, 2004 
is a must.- ANOY 



PC 

Far Cry 
> STYLE I-PLAYER ACTION (UP TO 16-PLAYERVIA LAN OR INTERNET) > PUBLISHER UBISOFT > DEVEIDPER CRYTEK 
> REI.EASE MARCH 23 > ESRB M 

A DIAMOND IN THE ROUGH 

I t's not often that an upstart developer comes out 
with a new engine along with an incredibly pol
ished game. Far Cry, though, is not only notable 

for being the first entry by Crytek into the crowded 
PC first-person shooter market - it is quite possibly 
the best one-player, action-intensive shooter ever. 
Yes, the multiplayer is good, but the true strength of 
this title is in the solo experience. 

Of all the incredible things I could bring up about 
the offline experience, the enemy Al is my absolute 
favorite - the best I've ever seen by a long shot. 
They react realistically to seeing or hearing things, 
use cover better than most human players, and call 
in backup when they're in trouble. To top it all off, 
different bad guys have distinct Al - there's nothing 
so awesome (and frustrating) as coming up against 
better-trained troops who know just how to counter 
the tactics you've been using to great effect against 
the grunts. 

GUERILLA TACTICS 

Piggybacking on the stellar Al is the concept of truly integrated 
stealth. Rather than the standard two types of completing a 
mission (sneak around or kill everyone), Far Cry allows playe~ 
far more freedom. Slip unnoticed into the camp and take out 
a couple of the guards before they can react, then fade back 
into the concealing jungle and invite them to follow you for a 
deadly game of hide-and-seek. Everything is so well-executed 
on a technical level, especially the detection algorithms for 
the enemies, that strategies impossble in other games work 
flawlessly, such as the one you see illustrated here. Of cou~. 
when you're fighting mutants that can leap 40 feet in about 
two seconds, this doesn't necessarily always work... 

The variety to be found as you progress through 
the approximately 20-hour campaign is another 
unparalleled achievement on Crytek's part. Not 
once, even for a momeni did I feel that it was a 
chore to tackle whatever challenge was in front of 
me. Whether it's the environmeni the weapons and 
gadgets available, new enemies to defeai or non
standard objectives to accomplish, Far Cry continu
ally innovates - even after ten hours into the quesi 
something new was constantly causing my jaw to 
drop in awe. The vehicles integrate seamlessly into 
the action, whether you're flying across a crystal-clear 
bay in a speedboat (with a mounted minigun, of 
course) or evading enemy choppers trying to hunt 
you down. Additionally, all of the weapons (and the 
several different grenades) react nicely, including 
their reload times, rate of fire, and accuracy. 

Graphically, Far Cry is right up there with the 
triple-A titles coming out The most impressive thing, 

" ... Even after ten 
hours into the quest, 
something new was 
constantly causing my 
jaw to drop in awe." 

though, is the draw distance. You can literally see 
the trees on an island a kilometer away, and fully 
animated water out to the horizon. Also, lighting is 
very nice (mottled sunlight filtering through foliage is 
my new favorite graphical effect), and shadows are 
quite detailed. The icing on the cake is the incidental 
effects, which will continually surprise you as you go 
on. For instance, take a big hit and your vision and 
hearing will momentarily get all funky. 

Between three multiplayer modes and 11 maps, 
as well as a choice of three kits with weapon choices 
within those, there's quite a bit of fragalicious fun to 
be had playing with friends, but the real draw is in 
the solo play. If you have any desire at all for nigh
perfect solo action, Far Cry is for you.-ADAM 

BOTTOM 9 25 
LINE ■ 

> Concept Escape a gorgeous 
island paradise while stopping a 
mad sciefltist's evil schemes 

> Cnphia: AI1 insane amount 
of foliage provides ample cover, 
though textures are ijnd of basic 

> Sound: Not the best voices 
ever, but f!!,/(!J'f other aspect ~ 
brilliant 

> Playability: Grenade button! 
Lean funaions! Good vehide 
control! For once, I don't get to 
complain about any of it 

> Entertainment: The best, 
most pol~ed single-player FPS 
in a hedwa long time (maybe 
ever) - and the multiplayer ain't 
hatt bad, either 

> Replay Valut: High 

Second Opinion 9 

I had no idea what to expett 
from Far CJy, but only min,
iies in I was hit l4)5ide lhe 
head Vl1lh just how good 
this game is. And that feel
ing returned time and time 
again. Do nol take the free
dom Far CJy pes you for 
pted. The pile's Vil5I 
villas open up .. SOIis cl 
strale!P( po55ibilities for 
you. Given lhe devious Al. 
tdzing lhe 1111P to ils flj. 
est is somelines a nu1. 
Nol only does lhe tide W>'! 
you brealhtalcing landscapes 
and draw cistanct, but ils 
interior !Mis art popl.Aled 
wilh plenly cl shadow play 
and S1ea111 effects to owe 
you aasP-Far CJy belb!ls lhe 
sum of ils parts by inle,at· 
ing them al supert,ly. For 
instance. Ille pacing P"tedlv 
balances lhe adal)ldble and 
f'Alid enemy Al 10 nol only 
cater ID you- playing Slyle, 
but 10 constandy "l)licale 
bolh 1hat "calm before lhe 
Slolm" l!n5ion and lhe feel
ing of ooloading a dip v.tiile 
emplying yoor bowels. A 
Mkrafted same that is 
e11o111ess 10 enjoy.- lCA10 
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PC 

Battlefield Vietnam 
> STY1.E 1-PLAYER ACTION (UP TO 64-PLAYER V1A ONLINE OR LAN) > PUBLISHER ELECTRONIC ARTS > DMLOPER DIGITAL 
ILLUSIONS> RELEASE MARCH 16 > ESRB T 

WARNING: NOT THE SEQUEL YOU WANTED 

L et's get one thing straight right now: This is not 
Battlefield 2. Battlefield Vietnam is more of 
a standalone expansion with better graphics 

and a different setting; there's nowhere near the 
amount of enhancement present to consider this a 
true sequel. Yes, BF 1942 was and is a great game, 
but BF Vietnam feels like it was pushed out the door 
without the tweaking and tuning necessary to give it 
the polish we expect out of a brand-new triple-A title. 

Almost every aspect of BF Vietnam plays identi
cally to BF 1942. It's like the core game was ripped 
out and implanted into the jungles of southeast 
Asia. The one mode that anybody plays (Conquest) 
works precisely the same, save for the new flag-cap
turing timer. Great addition that it is, this isn't exactly 
a genre-defining revolution. The server-browsing 
interface is as primitive as ever, and trying to drive 
a vehide ( especially aircraft) is still on par with 
attempting to steer a cow through a minefield. Of 
course, if you're a Battlefield person already, these 
won't bother you, but they leave a lot to be desired 
in a new game. 

Though the number of maps is a bit low (there 
are only 14), the kits - especially Engineers - are 
a lot of fun to play. Booby-trap vehicles, lug your 
portable mortar out to a better position, or cut 
down everyone in your path with a big ol' M60. 

DEARO/ARY 
Februlry 16, 1967 

- Well, here we are in Kwang Tri. Hope the VC doesn't -
0900:15 Whoops, should've pided a better spawn point That one was 
abit-
OIOl:32 Aack. They must be a bit closer to our base than I expec -
0901 :53 W<Hl! This 'Pl knows exactly where we spawn! What a talentl 
ttonly-
-:21 Haha, surprised the suder. One down, 20 to go. On to the -
0904:49 Okay, s,rioosly. This is getting dumb. tt I can't even -

- YOU■ SPAWN POINT HAS IEEN IDST. 
PlWE CIIOOSl A NEW SPAWN POINT -

0905:12 Great Just what I need. Maybe~ I could get off a shot -
- US 41, NVA IL MINOI VICIOm -

0905:58 Ah, the glories of teamworl<. Better than a body ba& I guess. 
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Which, incidentally, is one of the most unbal
anced things I've ever seen. It's a heavy machine 
gun - you know, the kind that you need to go 
prone and kick the legs out to use properly - yet 
it works just like an assault rifle in run-and-gun 
combat, but with a 100-shot clip and twice the 
rate of fare. Also, the kit that gets it as the pri
mary weapon gets a rocket launcher as the sec
ondary. This is the most glaring balance issue, but 
it's hardly the only one. Most maps seem to favor 
one side or the other, and half of the games I was 
in had lopsided teams. 

Despite distance fogging that limits your visibility 
rather sharply on most maps, the graphics are cer-

"An incredibly good 
time if you can find 
an amicable crew of 
fellow soldiers." 

tainly passable. The heavy foliation provides nice 
cover for infantry, and the levels capture the feeling 
of a war zone quite well. The sound design, on the 
other hand, is probably the best I've ever heard, 
and makes being under fire downright intimidating. 
Brilliant is the only word for it 

All of the imbalances and similarities to BF 1942 
aside, BF Vietnam is still an incredibly good time if 
you can find an amicable crew of fellow soldiers. 
The strategies that are possible with the map 
design and different abilities of vehicles and kits are 
numerous, and successfully assaulting or defend
ing a fortified position with good teamwork is very 
rewarding. I just can't recommend this rough of a 
product too highly to people who aren't already 
Battlefield junkies.-ADAM 

BOTTOM 8 
LINE 

> Concept: Pretend that this 
isn't just a BF 1942 port to the 
Vietnam era 

> Graphks: Much better than 
i15 predecessor, but not competi
tive with i15 contemporaries 

> Sound: The whistle of shel~ 
and whine of bullets makes the 
battlefield a scary, intense place 

> Playability: Coordinating an 
assault with 12 people and no 
voicechat is a lot like having an 
aneurysm 

> Entertainment: Finding a 
good server (and good people) 
to play with is worth it but 
without those this is an exercise 
in pain and misery 

> Replay Value: High 

Second Opinion 7.5 

Batttefield Vietnam has al 
of the elements you liked 
abott BF 1942. Ju none al 
lhem have beffi tine-tuned 
or polished. The most p
ing problem is the lack of 
attenlion paid to balancing. 
Some job kits are alarm
ingly OVl!IPOW'led. and 
many of the maps blatandy 
fil'IOI' one side. Sure, it's cool 
to be the underdog Y,00 
fi&h1s OYel\\flelming odds 
to emerge triumphant, but 
these scenanos just end up 
being enragin& not chaleng
ing. tt I could have COOldi
nated attacks with wice<hat 
Qnstead of pre-padcaged 
commands mapped to the 
fundion keys) it wwd have 
made the elfolt less pain-
ful. tt you want to enjoy 
BFV, take it ooine ~ 
some friends and be sure to 
pay attention to the sound 
~ - both the effeds and 
the soundtrack are outstand
~ Thoogh it ultimately 
feels like the same game in 
a different era. this glorified 
expansion Slit delivers in the 
same Wlf/S that made BF 
1942asuccs- JOE 



PC 

Gangland 
> STYLE 1-PLAYER STRATTGY/SIMULATION (UP TO 8-PLAYER V1A LAN OR lml:RNEI) > PUBLISHER WHIPTAIL lml:RACTIVE 
> DEVELOPER MEDIAMOBSTERS > REI.EASE MARCH 4 > ESRB M 

AN OFFER EASILY REFUSED 

I t irks me when a developer 
innovates within a genre and fails 
to tighten up the final product to 

the point where its creativity can be 
enjoyed to the fullest. Gangland is 
chock-full of great new ideas, but I 
couldn't get into its world of violence, 
wealth, and power. 

The idea behind this title is bril
liant: captain an organized crime 
family to dominance through clever 
strategy, shrewd business dealings, 
and plenty of violence against those 
who oppose you. These elements 
fit snugly together, and impact one 
another in logical fashion. Ignore any 
one facet of your criminal empire, 
and it'll all come crashing down 
around you - the mark of a well-

conceived strategy game. 
Although its core concepts are 

well executed, the little things bring 
Gangland down. In particular, the Al 
leaves a bit to be desired. Regular 
civilians to whom I'd done no wrong 
would frequently open fire on me, 
completely breaking the game fic
tion. Also, combat feels more like 
a slugfest than an intense tactical 
experience; not once was I able to 
recover from bad odds through stra
tegic expertise. 

If your desire to be a criminal mas
termind isn't enough to get you over 
a steep learning curve and overlook 
some flaws, you'd be well-advised to 
look to other, more polished titles for 
your strategy fo<.- ADAM 

BOTTOM 6 5 
LINE ■ 

> Concept Become the godfa
ther of Paradise City lhr~ an 
odd RTS-st,ie interface 

> Gnpllics: Smoolh and 
llaYortul. Seeing the same 20 °' 
so dlaracter models gets awf1'ly 
old. though 

> Sound: I had no idea that 
mobsters listened to both nO
melal and techno 

> Pllyability: F0< a complex 
game, nothing~ explained par
tiarlar1y well - the learning curve 
~a bit much 

>E-..ment lt'sdefe 
nitely unique and interesling. but 
somehow fais to really come 
together in the end 

> Replay Value: Moderately 
HiWl 

Second Opinion 7 

Yl1iplai lnl!racli>,,e SM
sioned Gqlandasa blend 
ol lhe rNl-lime!lralegy, 
~nlsinllfflS. 
On paper, tisSIJllldscple 
arnaqltollllMr,m 
a-e.-D>111111YIIMsdlll 
ddiad from Gqlms 
acmlll!lly mol CIJIUlll5. 
Too nut! of )Wtime is 
spent 11nnsilbelweel jobs 
(lhe\'l!lides, which do~ 
savelil1',1Rabysmaltt 
diliat ID CDl'lllol), nl Ille 
ClJl'mll il!elldoesn, 19( 
have nut! in lheWl'f of 
deplhor!lralegy, aproblem 
thal's erac!lball!d by lhe 
lad of ll1il wriety. lie so 
mal1'f Malia epics, Gqlnl 
reamesaplmclablecondu
sion: wear IXIIICellt. 5PClUY 
exEC)jjon_-MAlT 

PC 

Tom Clancy's Rainbow Six 3: 
Athena Sword 
> STYLE t-PLAYERACTION (UPTO 16-PLAYERVIA LAN OR INTERNET) > PUIUSHEI UBISOFT 
> DEVE10PEI RED STORM ENTERTAINMENT> REI.WE MARCH 9 > ESU M 

A FRIEND IN NEED 

This add-on for last yea(s Raven Shield is so 
stereotypical of an expansion that it boggles 
the mind. New content (maps, weapons, 

etc.) is all you get here; there's no technological 
improvement to be found anywhere. Of course, 
many would argue that none are needed. 

The good news is that nothing is broken from 
the onginal - R6 aficionados will find everything 
they love intact, from planning to execution. 
HCM'ever, nothing has really been flXed either. 
The new campaign falls prey to the same issues 
that have plagued every R6 game I've ever 
played - namely, much of the time the outcome 
of a mission is decided by the Al rather than 
player actions. On some missions, it's not all that 
uncommon for one of your squads to get wiped 
out in the first minute. And with no voicechat or 
voice command support, you can't even curse 
your dying moron allies. To top it off, it's pretty 
short - five hours should get you through it 
Multiplayer gets a significant boost with Athena 
Sword, though. With five extra maps, seven addi
tional weapons, and three new modes, the replay 
value of R6 is higher than ever. 

Nothing here is really going to change anyone's 
mind about the franchise - if Rainbow Six isn't 
your thing, then don't bother with this. If you still 
find yourself playing Raven Shield instead of the 
newer FPSs though, Athena Sword will only make 
you fall in love with it all over again.-ADAM 

BOTTOM 7 25 
l lNE ■ 

>c-.,t GiYetheT0<n 
Clancy fandub some new 
missions and maps to do their 
thmg with 

> C"nphla: No better than 
those of Raven Shield. Textures 
are pretty basic 

> Souad: The only thing It's 
good for ~ looting terronsts 
around corners 

>l'laylllaly: Strangely 
enough, the squad control ~ 
WOISe than the recent Xbox edi
tion of Rainbow Six 3 

>Elllertanenl: lfyoudon'I 
like R6 m the lust place, nothing 
here will change your mind 

> Replay value: Moderately 
H1W1 

ifai:i···ji:iH:Fi 
Alhena SMJr makts no 
a>nlliblmonlDimpRMns 
the elemenls lhal make 
Rainbow Six tides unique. 
The mission plannina and 
team setup~ !Iii great 
ideas, but they remain ulti
mately useless since your 
Al allies often get gunned 
down after their lust two 
steps. Sure, you could just 
tel everyone to Wff put 
while you do the mission 
youMI, but lhat sort of 
defeats the whole "leam
based operation" concept 
Your meat-5hield comrades 
make Ille solo campaign 
lluslraling, but there.are 
enough additions ID 1he set 
of ~ options ID 
hold 1he attention cl llffllll 
R6 lans.-JOE 
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GAME BOY ADVANCE 

Splinter Cell: 
Pandora Tomorrow 

> STYI.E I-Pl.AYER ACTION > PU11US11E11 UBISOFT > DEVELOPII UBISOFT > IIElfASE MARCH 23 > ESII T 

SIDE SCROLLIN' CELL 

W ho hasn't wished to be a 
spy? I know I sure have. Of 
course, when I was a kid, 

my spy missions mostly involved 
trying to successfully sneak past the 
neighbor's dog. Fortunately, Rex was 
old and couldn't run very fast Even 
more fortunately, spy games now 
have some more challenging tasks, 
thanks to Pandora Tomorrow. This 
handheld version of Sam Fisher's 
latest adventure stays true to the solid 
formula of the first GBA Splinter Cell, 
and features the plot of the new con
sole version. 

In this new iteration, players must 
guide Sam through side-=olling 
levels filled with guards, civilians, 
security cameras, and spotlights. 
Stealth is his greatest weapon, 
and he can press up against walls, 
crouch behind bushes, and dimb 
drainpipes to avoid being seen. It 
goes without saying that this release 
isn't as deep as the console version, 
but it's still one of the most complex 
side-scrollers out there. Several 
minigames are incorporated into the 
quest. induding rappelling, computer 
hacking, and lock picking. These seg
ments add a lot of atmosphere to the 
game and keep things diverse. 

Vllhile the simple controls INOrk 
well and the missions are mostly 
enjoyable, the frustration 
level is pretty high. The 
enemy Al is unpredict
able; at some times they 
appear blind and deaf, 
while at others they 
seem to have eyes on 
the back of their heads. 
Since many missions 
end after a single alarm 
sounds, be prepared 
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to play the same sections CNer and 
over. Certain enemies must not be 
killed in order to get information from 
them, but these foes sadly look the 
same as everyone else. Several times 
my mission ended simply because I 
punched the wrong guy. Obviously, I 
found this hugely annoying. 

Vllhile this title did make me swear 
like a sailor on several occasions, 
there is still much to praise. The 
environments are a little on the 
plain side, but character animation is 
simply stunning, The first time Sam 
grabs a hapless guard and shoves his 
face into a retinal scanner, you can't 
help but marvel at the fluid motions. 
Each move in Sam's deep repertoire 
looks great. and lends a realism to 
the game that helps it feel like a 
mature spy thriller. And although 
neither the sound effects or music 
is all that impressive, the voiceovers 
from the guards make up for that 
They may only shout "hey," but it's 
still refreshing to hear actual voices 
on the GBA. 

Splinter Cell: Pandora Tomorrow is 
much like how I imagine real espio
nage (that doesn't involve sneak-
ing past elderly canines) must be: 
often it's frustrating, but overall it's a 
INOrthwhile experience that's unlike 
anything else.-JEIEMY 

BOTTOM 8 
LINI 

> C--,t Sam fishe(s latest 
advenlur, is recast as a 20 side
saollilg handheld lidt 

> C.nplila: Olaracter anirra
lJonS a,e easily some ol lhe best 
to ever appear on !he GBA 

> Saal: Like !he recent Max 
Payne. ~ features actual voices 
on lheGBAI 

>l'llpl,aly: Sam's moYeset 

gels a lot of mileage ru ol lhe 
CMS small button selection 

> &st I rt "'lemately 
erigagi,g and sup,emely frustrat. 
ong, Pandora Tomorrow is a fun, 
ye! mixed e,perienc.e 

>....,V..:low 

Second Opinion 7 

I wouldn't want to be in 
Sam lishel's shoes. "Don't 
ki dis,,,. No alarms.. 
Too null 5lrucUe in his 
world. Siniarly, the ~·s 
exacqslealdloperalions 
Mffll'I 1hal elding-MIi 
ilthepneplaycapabimes 
oldispffiizedagent 
(Ile being able to pia 
lods.-~and 
tlallfn along wals) weie 
cool \Whoot the amazins 
li;i and shadow l!llms 
ol lhe c.onsolt. dis side
scroler leMs pi wilh 
anmsophislialedslealdl 
erperience-whih is just 
inhem in 20, handll!ld 
pneplay. The Clllltal 
was also basic. n leMthe 
NSA dirty busin5 lo Sam 
Fisher, whie I Selldl kJr 
more ()ilenltf edirl fare. 
- ICIIJO 

GAME BOY ADVANCE QUICKIES 

Yu-Gi-Oh! 
World Championship 2004 

lrllDI 
> STYlf l·PlAYER STRATEGY (2-PLAYER VIA LINK CABLE) > PUBLISHER KONM11 
> DMLOPER KONM11 > RELEASE FEBRUARY 10 > ESRB E 

D uel Monsters, the card 
game at the core of the 
Yu-Gi-Oh! franchise, 

involves a surprising level of 
strategy and skill, and World 
Championship 2004 does an 
excellent job of bringing those 
elements to life. Unfortunately, 
it's about on par with a video 
poker machine in terms of 

graphics and sound. You will truly have a more sensory-enriching experience 
playing Duel Monsters with real cards than on your GBA Plus, unlike previous 
iterations, you can't manually input your physical cards to unlock them in-game, 
which means the only edge this edition has over its predecessors is that it will 
be the standard for this summer's Yu-Gi-Oh! World Championship - and if 
that's a deciding factor for you, then you're beyond any help I can offer.-JOE 

Wade Hixton's 
Counter Punch 

11111D 
> STYI.E l·PlAYER FIGHTING> PUBLISHER OSI GAMES > DEVELOPER INFERNO GAMES 
> RELEASE MARCH 15 > ESRB T 

Who's Wade Hixton? Think of him as Mike Tyson without the psychotic 
chemical imbalance, but with the gameplay that'll happily remind you 
of Punch-Out!! Although Wade has less than l O opponents (and you'll 

have to fight many more than once if you want to make some dough), the 
game's open structure is inviting. Roam around town and fight for cash, answer 
the call of your beeper (where you get money for winning under certain condi
tions), or pay off allies to intercede on your behalf during the middle of a bout 
Along the way, Wade Hixton will entertain you with its colorful art style and 
amusing dialog. It's not often these days that a developer treats the GBA not as 
an afterthought. but gives us a title that's solidly entertaining.-KATO 

R-Type Ill: 
The Third Lightning 
> STYlf I-Pl.AYER ACTION > PUBLISHER OSI GAMES > DEVELOPER RAYUGHT STUDIOS 
> RELEASE FEBRUARY 17 > ESRB E 

This port of the 1994 SNES 
title of the same name is 
just about as old school 

as it gets. The graphics hav_e 
translated nicely to the GBA. and 
the control works just dandy, 
but the level design drives me 
absolutely insane. Cheapness 
abounds to the point where 
the gameplay is far more about 

memorizing where each enemy spawns and what sort of bizarre patterns the 
walls move around in than plowing through with skill and reflexes. Couple that 
cheapness with the facts that foreground layers often obscure deadly hazards 
and your ship has a truly molasses-like speed - both of which boost the dif
ficulty of the tougher encounters into the stratosphere. If you've got a burning 
desire to throw your GBA through a wall in frustration, R-Type Ill should sausfy 
it; otherwise you're well advised to stick to games that won't make your head 
explode.- ADAM 
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= CHARTS • •••••••••• ••••••••••••• : .. :: • :: .. : An In-depth Listing Of The Best Selling Games 

TOP20 
Listings Based Upon NPD Data For February 200~ Based On Units Sold 

Rank fllle LMo . 5\'Slem Sco<e Rdeast 

1 Final Fantasy: 
N/A GC 7 2/04 Crystal Chronicles 

2 NFL Street 1 PS2 7.75 01/04 
,_ 

3 Metrold Zero Mission N/A GBA 9.5 02/04 

4 Need for Speed: 
3 PS2 9.5 02/03 Underground 

5 James Bond 007: 
N/A PS2 

Everything or Nothing 
8.5 02/04 

,_ 

6 Rise to Honor N/A PS2 7 02/04 
,~ 

7 Champions of Norrath: 
N/A PS2 8.75 02/04 

Realms of EverQuest ,_ 

8 Halo 7 XBOX 9.5 11/01 

9 Mafia N/A PS2 7.75 01/04 
,_ 

10 James Bond 007: 
N/A XBOX 

Everything or Nothing 
8.5 02/04 

,_ 

11 Sonic Heroes N/A PS2 7.75 01/04 

12 Marlo Kart: 
GC 

Double Dash!! 
6 9.25 11/03 

13 Sonic Heroes 2 GC 7.75 01/04 
,~ 

14 Super Mario Advance 4: 
14 GBA 9.5 10/03 

Super Marlo Bros. 3 ,_ 

15 Madden NFL 2004 9 PS2 9.25 08/03 
,~ 

16 MX Unleashed N/A PS2 8 02/04 
,_ 

17 True Crime: Streets of LA 8 PS2 8.5 11/03 
,_ 

18 Baldur's Gate: 
Dark Alliance II 

10 PS2 8.5 02/04 
,_ 

19 NFL Street 4 XBOX 7.75 01/04 ,_ 

20 Yu-GI-Oh! World 
N/A GBA 02/04 Championship 2004 

7 

Wtt!The NPO GrotwNPO FI.IIWOrid•(TRSTS•• DM:1RityS1"2S-lln 

Prict 

$49 

$50 

$29 

$48 

$50 

$40 

$50 

$30 

$50 

$50 

$50 

$49 

$49 

$30 

$48 

$39 

$48 

$48 

$50 

$35 

TOP 10 JAPAN 

F..ic. 111111: Ice Clllllllr 
I Faalcea Mhll: TIie ....... If Zelda 

I_, L--., 

" . t \' 
I ' • 

,·J ' 

' . ~ 
Soom:Gone-llololOo--Sdd 

TOP 10 GI 
Rri frtle 

Splllller Cell:,..... T-

U.UI T..-12804 

F•Cry 

S,,.. Flltr. TIie llalp Stral■ 

SlNl lattalloa: LIN of CNtact 

llltreltlZlnllilalN 

TOP 10 PC 
Rri rrtte 

CallOfllllty 
EnrQNII: llatn of Dlsconl 

Alelfllytlleloff 
TIie 11111 Dllue ~ ltloa 
ZN~: c.,i.i. Collectloa 
TIie , _ ...... .... ,c 

lioyllCasiN2804 

TIie si..: 111 ...... ______ , __ 
I TIie Slal .,_.,. De1111 

9-dOn Mr:nNrlnt5Sdd 

L Mo. System 

N/A GC 

N/A PS2 

2 GBA 

N/A GBA 

N/A PS2 

N/A PS2 

N/A PS2 

N/A PS2 

N/A GBA 
N/A GBA 

L Mo. System 

N/A Xbox 

N/A PC 

N/A PC 
1 Xbox 

2 GC 

N/A PS2 

N/A Xbox 
3 GBA 
◄ Multi 

5 Multi 

L Mo. Price 

1 S48 
N/A $29 

4 $34 

2 S20 

6 $30 

3 132 
NIA $23 

9 $28 

N/A S20 

5 $40 
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ARCHIVE The Really Ugly Page Where You Can See Lots Of Old Review Scores 
PLAYSTATION 2 
Aitfo<ce Della Strike 
Alias 
Al~Star Bosebol 2005 

Alter Echo 
American Idol 
Bockyard 1\1-esding: 

Don't Try This at Home 
Baldur's Gate: Dark Alliance II 
Batman: Rise ol Sin Tzu 
BottlestarCalactica 
Beyond Good And Ew 
SloodyRoa,4 
8ombastic 
Sutt-t!gty Mar1ions: Zoom oc Dooml 
Cabela's Dangerous Hunts 

ea=. ~iT.~ms 
Castlevanio: Lament of Innocence 
Celebrity Deathmatch 
Champions of Nooath: 

Realms of EverQuest 
Cooflict Desert Stocm II: 

Bad to Baghdad 
Crash Nitro Kart 
Crimson Sea 2 = Tiger, Hidden Dragon 

Cy GK\s 
DOR Max 2 
o;,,,.y Extreme Skate Adventure 
Dot Had< Vol. l: Outbreak 
Dot Hack~- 4: Quarantine 
Dragon Boll Z: Bodokai 2 
Drakengard 

7 
7.5 
7 

8 
6.25 

5.5 
8.5 
5 
6 
8 

7.5 
8 
5 

4.75 

6 
8 

2.75 

8.75 

7.75 
7 
7 
6 
8 
4 
7 

7.75 
7.5 
7.5 
7.5 
7.5 

Dynasty Tactics 2 7.5 
Dynasty Warriors 4: Xtreme legends 7 
ESPN College Hoops 8.25 
ESPN M.;or league 8asebal 7.5 
ESpt,j NBA Sasketbaf 9.5 
ESPN NHL Hod;ey 8.5 
E,erQ,.JestOnline 

Adventures: Frontiers 7.5 
E-/eTO\".J'lav 9 
Fallout: Brothemood of Steel 8 
Fatal Frame 2: Crin:\,o,, J!uij,,f!y 9 
FlFA SOocer 2004 8.5 
Fisht Night 2004 9 
Final Fantasy X·2 8.75 
Firefighter f.D. 18 5 
Freedom F'oghters 8 
Fugitve:Hunter 5.5 
Murama 5.25 
Gl-ost Reoon: Jungle Stocm 7.5 
=or. Sword ol Vengeance 5.75 

9 
Gobs, Commonder: 

Unleash the Hocde 8 
Great Escape, The 6.5 
Hany Pater and the Soo:ere(s Stone 5 
Haoy Potter: 

Quiddnch Wood Cup 7.75 
Hot Wheels Worid Race 6 
Hunter: The Red::oning • Wayward 6.25 
I-Ninja 7.5 
lntellivision Lives 5 
Jak II 9.25 
James Sood 007: 

Eve,ytlw,gocNodq 8.5 
KaraokeRmulion 8.5 
IGl.s..tch 7 
King ol ,,ghters 2000/2001 7.75 
Kya: Datk Lineage 7.5 
Legacy ol Kain: Defiance 8 
Lethal Sloes 6 
Lifeline 8.75 
Looney Tunes: Bad in Action 5 

L~ 
0
~~m ~f.;. IGns The 8.25 

Lowridef 5 
Lupin the 3rd: Treasure 

oltheSorcororKing 5.75 
Madden NFL 2004 9.25 
Mafia 7.75 
Mag<: Pe,gel: The Que5t for Coloc 8 
Maohun, 9.25 
Max Payne 2: The Fall ol Max Payne 8 
Ma.<imo VS. Almf ol Zin 8.25 
Medal ol Honor: Rismg Sun 7.75 
MegaMan'I:/ 7.5 

=:=·t~::11 8 
9 

Mission Impossible: 
Operation Surma 7.75 

MLS 2005 8.5 
Mobile Sun Gundam: 

Eno>unlerSinSpa(E 6.5 
Mojol 7.75 
Monster 4X4: Masters of Metal 6.5 
Monster Rancer 4 8.25 

Sep-OJ 
Feb-04 

Dec-Ol 
Feb-04 
NoY-Ol 
Jan-04 
Dec-Ol 
Dec-Ol 
Sep-Ol 
Oct-Ol 
Jan-04 

Feb-04 
NoY-Ol 
Jan-04 

Feb-04 

NoY-Ol 
Dec-Ol 
Apr-04 
Oct-Ol 
Dec-Ol 
Ma<-04 
Oct-Ol 
Oct-Ol 
Sep-OJ 
Feb-04 
Jan-04 
Mar-04 
Oct-Ol 
Dec-Ol 
Dec-Ol 
Apr-04 

NoY-Ol 
Oct-Ol 

r.b-04 
Oct-Ol 
r.b-04 
Jan-04 

NoY-Ol 
~-04 
Dec-Ol 
Mar-04 
Oct-Ol 
Jan-04 
Sep-Ol 
Ma<-04 
NoY-Ol 
Oct-Ol 

Jan-04 
Sep-Ol 
Jan-04 

NoY-Ol 
Jan-04 
Sep-Ol 
Jan-04 
r.b-04 
NoY-Ol 

Ma<-04 
NoY-Ol 
Dec-Ol 
Dec-Ol 
NoY-Ol 
Jan-04 

NoY-Ol 
Mar-04 
Jan-04 

Dec-Ol 
Feb-04 

r.b-04 
Sep-OJ 
Ma<-04 
Sep-Ol 
Jan-04 
Feb-04 
r.b-04 
Dec-OJ 
NoY-Ol 
NoY-Ol 
Dec-Ol 

r.b-04 
Apr-04 

NoY-Ol 
Oct-Ol 
r.b-04 
Dec-Ol 

MTX:- 7.5 
MVPBase4,12004 9.,2S 
MX Unleashed 8 
NASCAR fuJnder 2004 8.75 
Naval Ops: Corrm,nder 6 
NBA Jam 6.5 
NBA Live 2004 8.5 
NBA S'-out 2004 8 
NCAA Gamebreaker 2004 7 
NCAA March Madness 2004 8.25 
Nees! f9' Speed: ~ound 9.5 
NFL Blitz PIO 7.25 
NFLGame0ay2004 7 
NFLSlrM 7.75 
NHL 2004 9.25 
NHL Hitz Pro 8.25 
Nightshade 6.5 
Orimusha Slade Warrior> 8 
P\tfalHany 6 
Pnnce of Persia: The Sands of T.ne 9,5 
R: Racing E>olu1ion 7 
Rainbow Soc 3 7 
Ratchet and dank: 

GoogCor:oo,aodo 
Rise to Honor 
Risk: Global Domination -Robin Hood: 

Defender ol the Crown 5.25 
Rogue Ops 7.5 
Romance ol !he Tivee Kingdoms 11111 7 
Romance ol lhe Tivee Kingdoms IX 7 
RPG Maker II 5.5 
R•Type trial 6.75 
Rugby 2004 6 
Seaet W.._pons Over Normandy 7.5 
[s,rns: Bustin' Out. The 9.25 
~ ll;JJ.~ Navy SEAl.s 9 
Serie Heroes 7.75 
Soul Calibor II 8.5 
5pa<E Channot s: Special Edition 8.25 
Spawn: Annageddoo 6.5 
Sphinx and !he u...d Mummy 7.75 
Splashd(,,,,J:R>des Gone\Wd 9.25 

~~: 4.25 
S!')'Hunler2 6 
SSXJ 9.,5 
StalSkyAndHutch 5.75 
Sufferins The 8.25 
Super Trucks Racing 6.75 
SWAT: Global Strike Team 7 
Tak and the Powet" of Juju 6.75 
Teenage Mutant Ninja Tur11es 7.75 
Terminator l : Rise cl the Machines 5.75 
'rlfl<'llfpocls PGA -2004 9.5 
rrneCrisis3 
Tokyo JQreme Racer l 
!Ooy~s~ 
True Cm>e: Streets ol LA 
Vlrtua= Marz 
Walace & Glomit in Project Zoo 
Warhammer 40,000: Fire Warrior 
IMliplash 
Winning Eleven 7 
Worms lD 
l\l'athUnfeashed 

WNE Srnadaown: 
H<,e Comes The Pain 

XIII = 
GAMECUBE 
1080"' Avaiardle 
Aquaman: Battle for Atlantis 
Batman: Rise of Sin Tzu 
Beyond Good And E.il 
:.:tdief and the G~nt EIS 

BombemianJetters 
O..rie'sAngefs 
Custom Robo 
o;,,,.y Extreme Skate Ad,enrure 
Disneys Hide and Sneak 
Disneys Party 
Dragon Sol Z: 1!oc1okai 
FlFA SOocer 2004 
F'onal Fantasy: Crystal Ovoodes 
i:.zero GX 
G~dius 
Gol Go! Hypergrindl 
Goblin Commander: 

Unleash the Hocde 
Gotcha Foroe 
HaNest ,-,; A Wonderful Life 
~The 
James Sood 007: 

Eve,ytNng or Nothing 
Kirby,;, Ride 

7.5 
6.75 
9.25 
8.5 
5 

7.5 
8.25 

8.5 
7 
5 

6.25 
2 
5 
8 
7 
6 
8 
2 

5.75 
8 
, .s 
2.5 
7.25 
8.25 

7 
8.25 

9 
7.75 

8 
7 
8 

6.25 

8.5 

Apr-04 
&>r-<M 
Mar-04 
Oct-Ol 
Apr-04 
NoY-Ol 
NoY-Ol 
Dec-Ol 
Oct-OJ 
Jan-04 

Dec-0:\. 
Sep-OJ 
Sep-Ol 
Mar-04 
Oc;t-Ol 
Oct-Ol 
Mar-04 
Mar-04 
Apr-04 
o,,,;_-03 
Jan-04 
Apr-04 

,.l)e,:-Ol 
Mar-04 
Oct-Ol 
Oct-OJ 

Oct-Ol 
NoY-Ol 
Sep-Ol 
Mar-04 
Jan-04 
Mar-04 
Oct-Ol 
Dec-Ol 
Jan-04 
Dec-Ql 
Mar-04 
Oct-Ol 
Dec-OJ 
Jan-04 

NoY-OJ 
S<p-Ol 

NoY-Ol 
Jan-04 

NoY-Ol 
Oct-Ol 
Apr-04 
Dec-Ol 
Dec-Ol 
NoY-Ol 
Dec-Ol 
Jan-04 
Oc;t-Ol 
Dec-Ol 
Jan-04 

Dec-OJ 
Dec-Ol 
Dec-OJ 
Oct-Ol 
NoY-Ol 
Jan-04 
Feb-04 

Dec-Ol 
Dec-Ol 
NoY-OJ 

Jan-04 
Oct-Ol 
Dec-Ol 
Dec-Ol 
Oct-Ol 
Jan-04 
Dec-Ol 
Sep-Ol 
Apr-04 
Oct-Ol 
Dec-Ol 
NoY-Ol 
Dec-Ol 
NoY-Ol 
r.b-04 
Sep-OJ 
Oct-Ol 
Dec-Ol 

Jan-04 
Jan-04 
Apr-04 
Jan-04 

Mar-04 
Dec-Ol 

~~~.;.!Gos The 8.25 
Madden NFL 2004 8.75 
Mario Golf: Toads10ot - 8 
Mario Kart: Double..Dash_ _9.25 
Mario Party S 2 
Medal ol Honor: Rising Sun 7.5 
Metal Arms: Glitch in the System 8.5 
Metal Gear SOlod; The T-,in Snal<e, Jl.2S 
Monster 4X4: Masters of Metal 65 
Mlll'Basebal2004 9.25 
NBA Live 2004 8.25 
NeedFor Si>e<il: Und(!around 9 
NFLSlrM 7.75 
NHL 2004 9 
NHL Hitz Pro 8 
Pac-Man \'s. 5 
Phar<asy 5'or Onine Episode Ill 8 
P\tfal Hany 6 
P.N. 03 5.75 
Pol<tmon Channel 6.5 
PokM10n Coloss<um 7 
R: Racing Evolution 7 
Rogue Ops 7.5 
Simpsons: Hit and Run 8.5 
s.m.: Bustin' Ol.r. The 9 
Sonic Heroes 7.75 
Soul Calibor II 8. 75 

Spirit and Speis 
.ssx' 
~TRebetStrike 
T,ger Woods PGA Toor 2004 

2 
9.5 

6.5 

Tony Hawf<'s Underground 8.75 
True Cm>e: Soeets ol LA 8 
ViewtmJIJoe 9.,5 
Wariowa<e, Inc.: Mega Party Games 7 
Worms lD 8 
l\l'estlemaniaXIX 7.75 
l'l>Gi-Ohl The Fafs<bound ~ 6.5 

XBOX -Al-Siar Basebal 2005 
Alter Echo 
Amped 2 
Aquaman: Bame for Atlantis 
Armed and Dangerous 
An. Fatalis 

7.5 
7 
8 

6.75 
2 
8 

7.5 
7.5 Auto Modellista 

Badyard""5tling: 
Don't Try This at Home 5.5 

Batman: Rise ol Sin Tzu 5 
BottlestarGafaaica 6.5 
Beyond Good and Ew 8 
Bis Mutha Trud<ors 7.25 

- 6.5 
- 7.5 Broker, Sword: The Sleeping Dragon 8 
Suffy:Olao<Bleeds 8 
Cabela's Deer Hunt: 2004 Season 4.75 
Caf'\/e 6.5 
Celebrity Deathmatch 2. 75 
Colin -.e Rally 4 8.5 
Counter-Strike 7.5 
CiimsonSl:ies; 
Hqj,RoadlO~ 9 

Curse: The Eye of Isis 6. 75 
Dance Dance ReY<>Mion Ultrami>< 8 
Dead Man's Hand 7.75 
Deus Ex;~-w.. 9 
Dino Crisis' 6.25 
Droosaur Hun1ing 7 
DinO<opia: The Sunstone Odyssey l.25 
Disney Extreme Skate Adventure 7.75 
Drake ol the 99 Dragons 
Dungeons and Dragons Heroes 
Dynasty Warriors 4 
Elder Saols Ill: Monowind 

wrYEditior\ The 
ESPN Majoc League Basebal 
ESPNNBASasketbal 
ESPN Nfl.food>al 
ESPN NHL Hoaey 
Faloul: illolhemood cl Steel 
fv,tNi&f,t2004 
Ffeedomfiaj11ers 
FfeestyfeStrMSOocer 
~ Sword ol Vengeance 

Gobs, Commander: 
Unleash the Hocde 

Grabbed by the Gt,cxA;es 

Grand Theft ""' 1111\jce ~ 
c;,.., Esc,pe. The 
Groo,erider 
Group s Chalenge 

- Mansion. The 

1.25 
8 
7 

7.75 
7.5 
9.5 
!l,25 
8.5 
8 
9 
8 
4 

5.75 
us 
8 

4.5 
10 
7 
2 

6.75 

Dec-Ol 
Sep-Ol 
Sep-Ol 
Dec-Ol 
Dec-Ol 
Dec-Ol 
NoY-Ol 
Mar-0-l 
r.b-04 
Apr-04 
Dec-Ol 
Dec-Ol 
Ma<-04 
Oct-Ol 
Oct-Ol 
Jan-04 
Apr-04 
Apr-04 
Sep-Ol 
Jan-04 
Mar-04 
r.b-04 
NoY-Ol 
NoY-Ol 
Jan-04 
Jan-04 
Oct-Ol 

Dec-Ol 
NoY-Ol 

NoY-Ol 
Q<t-Ol 
Feb-04 
Jan-04 
Oct-03 
Apr-04 
Ma<-04 
Oct-Ol 
Jan-04 

Apr-04 
Apr-04 
Sep-Ol 
NoY-Ol 
Oct-Ol 
Jan-04 
Jan-04 
Apr-04 

Dec-Ol 
NoY-Ol 
Jan-04 
Dec-Ol 
Sep-Ol 
r.b-04 
Apr-04 
Jan-04 
Sep-Ol 
NoY-Ol 
Feb-04 
Jan-04 
Apr-04 
Jan-04 

Cll<-Ol 
r.b-04 
Jan-04 
Apr-04 
Jan-04 
Oct-Ol 
r.b-04 
NoY-Ol 
Oct-Ol 
Jan-04 
NoY-03 
Oct-Ol 

Jan-04 
Apr-04 
NoY-Ol 
Sep-Ol 
Oct-Ol 
r.b-04 
Apr-04 
Oct-Ol 
r.b-04 
NoY-Ol 
Ocl..-Ol 

Jan-04 
Dec-Ol 
Jan-04 
Sep-03 
Sep-OJ 
Sep-Ol 
Fel>-04 

James Sood 007: 
~O<Nodq 8.5 

7.5 
Legacy ol Kain: Defiance 8 
linis 2004 7 

~ ol~ ~ !Gos The 8.25 
Maddeo NFL 2004 9 
Magic: The Gathering Bat!legrounds 6.5 
Maximll'Tl~ 7 

'-1::.~~ 8.75 
Medal ol Honor: ~ Sun 7.75 
Metal Arms: Gild, in the s,,,,,em 8.5 
Mission lmpossil,te: 

Operation Surma 7.75 
Ml)(;- 7.5 
MVP 8asebal 2004 9.25 
MX Unleashed 8 
NASCAR 11>.Jnder 2004 8.5 
NBA Inside Drive 2004 6.5 
NBA Jam 6.5 
NBA Live 2004 8.25 
Need For.5peed: ~ 9.25 
NFLFe...-2004 7.5 
NFLSlrM 7.75 
NHL 2004 9 
NHL Hitz PIO 8 
NHLR!vals2004 5.75 
NqaG4iderl 9.,5 
Ooogi: Myth cl Demons 6.75 
Outlawldeybal 8.25 
P\tfal Hany 6 
Pnnce of"""'' The Sands ol Tome 9.5 
PIO Cast fishing 5.5 
Rainbow Six' 8.5 
Roadkill 6.5 
Rot,;n Hood: 

Defender ol the Crown 6.75 
Rogue Ops 7.5 
Seaet Weapons Over Normandy 7.5 
Sep GTOnine 7.75 
SifentSoopeu,n-.,fere 8 
Simpsons Hit & Run 8.5 
Soul Calibor II 8.S 
Spawn: Nmag<ddon 6.5 
Spy Hun,e, 2 6 
SSI< l 9.5 
Siar Trek: Shattefed lJrwer5e 5.5 
5'or Wars: Jedi Academy 8 
StalSky And Hutch 5.75 
Sufferir-c, The 8.25 
SNAT: Global Strie Team 7.5 
s,,1,e,ia 7 
Tena,.,: Relum From Dartness 7.25 
Tems Maslefs Series 2003 8 
TlfJOf Woods PGA TQls 2004 9.25 
Tony Hawf<'s Undetground 8.75 
Top Spo 9 
True Cm>e: SOeels ol LA 8.5 
Unreal II: The Awak,mg 8 
\l:>odoolfr,ce 8.5 
IMliptash 4 
Worid ~ Poof 2004 6.75 
Worms lD 8 
1\1-ath Unleashed 7.5 
WNE Raw2 7.25 
XIII 7 = 5 

IC<ol~,JheTcans 
Battlefield 1942: 

9 

Seaet Weapons ol WW II 8.75 
Bladt Mirror, The 4.5 
Cal ol Duty 9 
'Civmzaoon lU:~ 9 
Command & Conquer 

Genera~: 2ero Hoo..< 8 
Coomandos l: 

DesunationBertin 6 

C<>ntraa JACJC. 5.5 
Counler·SO..: Goncilion Zeo 7.75 
Dafft 'ce ol Carnefc,: Trial5 ol - 8 
Della Foroe - Siad 

1-taM Down: Team Sabn, 8 
OeusEx;in...& 9.5 
Dungeon Siege: Legends ol lnnv, 7.5 
En-pes: Dawn ol the Modem Worid 8.25 
F'tnal Fantasy XI 8 
Ghost Master 7.25 
Halo: Combat EloolYed 8.75 
Hidden & Dangerous 2 6 
~ 9.25 
Horizons: Empire ol lstaria 7 
Korea: Fogoe!enc.onlic1 5 
Lioohwt: Legacy cl the Crusade, 8.5 
Locdolthe~ 
The War ol the Rin& The 6.75 

Locds ol E,erQ,.Jest 7.5 

Ma<-04 
Dec-Ol 
Jan-04 

NoY-Ol 

Dec-Ol 
S<!>-Ql 
Dec-Ol 
Jan-04 

r.b-04 
Dec-Ol 
NoY-Ol 

r.b-04 
Apr-04 
Apf-04 
Ma<-04 
Oct-OJ 
Dec-Ol 
NoY-03 
NoY-Ol 
Dec-Ol 
Sep-Ol 
Ma<-04 
Oct..-Ol 
Oct-Ol 
Dec-Ol 
&,r-00 
Oct-Ol 
Sep-OJ 
A{>r-04 
Jao:04 
Sep-Ol 
Jan-04 
Oct-Ol 

Dec-Ol 
NoY-Ol 
Jan-04 
Dec-Ol 
r.b-04 
Oct-Ol 
Oct-Ol 
Jan-04 
r.b-04 
NoY-Ol 
Apr-04 
Jan-04 
Oct-Ol 
Apr-04 

NoY-03 
Oct-Ol 
Apr-04 
Oct-Ol 
Oct-Ol 
Dec-Ol 
NoY-Ol 
Jan-04 
Apr-04 
NoY-Ol 
Jan-04 
r.b-04 
Ma<-04 
Feb-04 
NoY-Ol 
Dec-Ol 
NoY-Ol 

Dec-Ol 

Sep-OJ 
Jan-04 
Dec-Ol 
Jan-04 

Dec-Ol 

Jan-04 

Jan-04 
Apf-04 
r.b-04 

Ma<-04 

Jan-04 
Dec-OJ 
Jan-04 

NoY-OJ 
Dec-Ol 
Jan-04 

NoY-Ol 
r.b-04 
Jan-04 
Oct-Ol 

Jan-04 
r.b-04 

Max Payne 2: The F .. c,1_- ,,_9.25 Dec-Ol 
Miilalof'HonorAliei! __.,~ 
~~~ 
Nor1htand 
Nosferatu: The - ol Malachi 
Patrician Ill 
One Must Fal: Bat!legrounds 

Pirat, - = and Destroy 
- ol the Car'l>bean Plane<Side: CDre Combat 
Reptbic:The-
Ri,iaway:ARDad-..,. 
5-cTheBaafeloc-
Sior<Stolm 
SinQy 4 : Rush Hoo..< 
Sims: Mal:in' Magic. The 
$pa(E Colony 
Spellfo,t:e: The Older ol Dawn 
5'or w.,., Jedi Academy 

~ ~otd";t"bloc 
s,,1,e,iall 
~olElemercatEw 
Tron 2.0 
UfO: Aftermath 
Uru: l>f,OS Beyond Myst 
Waooalt ,, Froz~.JIN,e 
wars and Warriors: »ari ol Ne 
-.ns,o 
X2: The11eat 

GAMf BOY AUVAlm 
Aladdin 
Satdu's Gate: Datf< Alliance 
~ : Grunty's Revenge 
Batman: The Rise ol Sin Tzu 
8lad:!home 
Bol:lai: The Sun 5 in Yo<, Hand 

~~~~ 
Cma: The Enemy 

=~Drap 

o;,,,.y Extreme Skate -

Disneys Mago Que5t 2 

Dragon Salz -
Fmt FMOasyTacbcs Advance 
nre Emblem 
HaNestMoon: 

Friends ol Miner111 lown 
lceNine 
James Sood 007: 

E,oerytlqocNodq 
JetGrindRodio 

- League Oworides !Gr-.iol~EX2: 
H<Mirc~ The 

~~~.;.!Gos The 
i.!oricl..& lu,gi: 5upe(s1ar Saa, 
Max Payne 

Medal ol Honor -
MegaManBattleOlipChalenge 
Mega Man Zeo 2 
-...iz,,o.-

t~· 
Monste, Tnd Madnoes 
Oddwol1d: Munch's Oddysee 
Orimushaladics 

- cl the Car'l>bean 
Pitfal: The lost E,qiedtion 

Qo::-Ol 

8.5 r.b-04 
8 Ma<-04 

' Jan-04 
7 Jan-04 
8 r.b-04 
6 Jan-04 

7.75 Sep-OJ 
2 Jan-04 
6 Dec-Ol 

7.25 NoY-Ol 
8.5 NoY-03 
7.75 r.b-04 
7.5 Dec-Ol 

7.75 Dec-Ol 
7 Dec-Ol 

7.75 Ma<-00 
8.5 NoY-Ol 

~.s ..fd>-O!I 
6.75 Apr-04 

7 NoY-03 
8.75 Oct-Ol 
8.25 Dec-Ol 
8.25 Dec-Ol 
9 J 
7.5 Apr-04 
8 Ma<-04 
7 r.b-04 

8 Oct-Ol 
8.25 r.b-04 
5.25 NoY-Ol 
7 Ma<-04 
8 Dec-Ol 

6.75 Oct-Ol 

6.75 Oct-Ol 
6 Dec-Ol 

9.S S<p-03 
8.75 Dec-Ol 

7 Dec-Ol 
l.75 Apr-04 

6.25 Fel>-04 
7 Sep-03 

' Dec-Ol 

7.75 Ma<-04 

Dec-Ol 
Jao:04 

7.75 Jan-04 
6 NoY-Ol 
6 Ma<-04 
7 Oct-Ol 

9.5 Fel>-04 

6.25 Mar-00 
4.5 Oct-Ol 
4 NoY-03 
7 Oct-Ol 

5.5 Sep-OJ 
6 Apr-04 

PokM10n Pinbal RI.by and Sapphire 8.5 Oct-Ol 
Prince ol ""5ia: The Sands ol Trne 8.25 Dec-Ol 
Rod 'n Roi Racing 8.75 Sep-Ol 
Scooby Dool Mystey Mayhem 6 Jan-04 
SlwqSoul 6.5 S<p-03 
SlwqSOIAII 7.5 Fel>-04 
Sims: - · Ol.r. The 8.5 Jan-04 
S<nc Baafe 6 Apr-04 
Sound ol Thunder, A 4.S Apr-04 
$pa<E Owmel 5: 

LCata's G>smc Attad 7 Sep-OJ 
Spyro: - cl the Rhynocs 5.5 Jan-04 
SSXJ 4 Dec-Ol 
5'or Wars: ~ ol the Fafoon 2.25 Jan-04 
Stur<man 8.75 S<p-03 
~Clcl>erSU'T105 6 Jan-04 
Super Mario Advance 4· 
~&!>s.J 9.S -Sword ol Mana 7.75 Jan-04 

Tak and the Power ol Juju 5 Jan-04 
r-,.MutontNinjaT'"11es 7.25 NoY-03 
lenmatc, 3: Rise ol the Machines 7.5 Fel>-04 

Tony -· Underg,olnl 
7.5 Dec-Ol 

TopC-Raly 8 Jan-04 
l'l>Gi-Ohl: The s.o.d Cards 7.5 Fel>-04 
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Attention All Cheaters! 
Cheat codes, by their ve,y nature, are in many 
cases buggier than Virginia in August So, unless 
you don't mind re-doing those 70 hours you put 
into the latest game, do yourself a favor and bock 
up your save before using any codes. 

On a lighter note, you can send your codes to 
seaetaccess@gameinformer.com for a chance to 
be featured here and win a ve,y spedal prize! 

MULTI-PLATFORM 

Battlastar Galactlca 
> PLAYSTATION 2, XBOX 
From the main menu, go to the Options menu, and 
from there to the Extras menu. Enter these codes 
there, and a voiceover will confirm correct entry. 
Each of the bonus codes unlocks different stuff. 

Starbuck and Apollo as Wingmen - Down (x2), 
Left, Down (x2), Up, Right (x2} 

Bonus Art. Mini-Series Stills, And Renders 
Left, Up, Left (x2}, Down, Left, Up, Down 
Up (x2}, Down (x2), Right Up, Right Down 
Right (x2), Down (x2), Left (x2), Up (x2) 
Down (x4}, Left (x4} 
Up (x3), Down (x3}, Left, Right 
Up, Left, Up, Right Up, Left, Up, Right 
Right (x4}, Down (x2), Left (x2) 
Right (x2), Up (x2}, Left (x2), Up (x2) 

MTX Mototrax 
> PLAYSTATION 2, XBOX 
Faster Bikes - In the options menu, enter JIH345 
as a cheat. 

MX Unleashed 
> PLAYSTATION 2, XBOX 
In the Cheats menu, enter these as the appropriate 
cheat codes. 

Unlock 50cc Bikes - SQUIRRELDOG 
Unlock Career Completion - CLAPPEDOUT 
Unlock Pro Physics - SWAPPIN 

PLAYSTATION 2 

PIHaU: The Lost Expedition 
At the title screen (where it says "Press Start"), enter 
these codes while holding L Button + R Button. A 
confirmation message will appear after you release 
the triggers. 

Canteen Always Full - Left, 0 0 Down, 0 
X,0 0 
Play As Nicole - Left, Up, Down, Up, Q Up (x2) 
Super Punches - Left, Right Q Up, Q Right Left 
Unlock Original Pitfall - O (x2), Left, Right O 
O X ,Up,O 

Mission Impossible: Operation Surma 
Unlock All Levels - Go to the Profiles menu, 
highlight Jasmine Curry, then press L1 + Rl + l:,. + 
0 (at the same time) 

GAMECUBE 

PIHaU: The Lost Expedition 
At the title screen (where it says "Press Start"), enter 
these codes while holding L Button + R Button. A 
confirmation message will appear after you release 
the triggers. 

Canteen Always Full - Left, B, X. Down, B, A, B, X 
Play As Nicole - Left, Up, Down, Up, X. Up, (x2) 
Super Punches - Left, Right, X. Up, X. Right Left 
Unlock Original Pitfall - X (x2), Left, Right X. B, 
A, Up, X 

Star Wars Rogue Squadron Ill: 
Rebel Strike 
In the Passcodes screen, enter these codes. For the 
cheats with two codes, enter the first and choose 
"Enter Passcode" and then immediately enter the 
second and choose "Enter Passcode" again. If you did 
it correctly, the code will stay up on the screen and 
you'll have to exit and return to enter another one. 

Black & White Mode - NOCOLOR? (Note: You'll 
have to reset the game to go back to color) 
Infinite Lives - IIOUAOYE, WlMPIAM! 
Level Select (Co-op) - SWGRCQPL, UCHEATED 
Level Select (Single-player) - HYWSC!WS, 
NONGAMER 
Level Select With Bonus Missions (Single
player) - EEQQ?YPL, CH E!ATER 
Unlock Asteroid Field Level (Co-op) -
RWALPIGC, NOWAYOUT 
Unlock Beggar's canyon Level (Co-op) -
FRLL!CSF, FARMBOY? 
Unlock Death Star Escape Level (Co-op) -
YFCEDFRH, DSAGAIN? 
Unlock Endurance Level (Co-op) - WPX?FGC!, 
EXCERSIZ 
Unlock Jedi Starfighter - BBGMYWSX, JEDIWHO? 
Unlock Millennium Fakon - QZCRPTG!, 
HANSRIDE 
Unlock Naboo Starfighter - RTWCVBSH, 
BFNAGAIN 
Unlock Slave I - TGBCWLPN, ZZBOUNTY 
Unlock TIE Advance - VDX?WK!H, ANOKSHIP 
Unlock TIE Bomber - JASDJWFA, !DABOM B! 
Unlock TIE Fighter - MCKEMAKD, ONESHOT! 
Unlock TIE Hunter - FRRVBMJK, LOOKOUT! 

Extras Menu Cheats 
To access these cheats, after entering the passcodes, 
go to the "Extras" menu and from there to the 
·special Features· screen. 

Ace Mode - YNMSFY?P, YOUDAMAN 
Art Gallery - !KOOLART 
Credits - LOOKMOM! 
Documentary - THEDUDES 
Music Hall - HARKHARK 
Original Star Wars Arcade Game - RTJPFOG, 
TIMEWARP 
Original The Empire Strikes Back Arcade 
Game - IH!F?HXS, KOOLSTUF 

XBOX 

Mission lmposslble: Operation Surma 
Unlock All Levels - Go to the Profiles menu, 
highlight Jasmine Curry, then press L Button + R 
Button + B + Y (at the same time) 

NlnJa Galden 
Play With Original Blue Costume - Af the main 
menu, highlight "New Game," hold down the L 
Button + R Button, then press the A button. A sound 
will confirm correct entry. 

Gangland 
Press the - key during gameplay to open the 
console, then type in these codes. Note that you 
have to patch Gangland to version l.l (available at 
www.mediamobsters.com) for these to work. 

$100,000 cheat youbetterpay 
1,000 Of Each Bullet Type cheat needmorelead 
Invincibility cheat wowitsgreattobetheboss 

Free Characters 
Assassin cheat youwillbestunned 
Bazooka Soldier cheat yourliveriandedoverthere 
Big Momma cheat iwilltakecareofyou 
Black Widow cheat youhadbetteiwearkevlar 
Bodyguard cheat trustmewithyouriife 
Bomber cheat likeatonofbricks 
Businessman cheat pockets!ullofdough 
Crazy Gunslinger cheat loonies 
Enforcer cheat iwillripyourarmsoff 
Fake Cops cheat alienprophets 
Lawyer cheat iwillrnakethefamilyrich 
Ninja cheat iknowodintoo 
Seductress cheat youlittlehottieyou 
Sniper cheat thegreatvassilizaitsev 
Super Bouncer cheat ihavetenpoundfists 
Thief cheat whatwasbrieflyyoursisnowmine 

SpeHForce - The Order Of Dawn 
Press Left Control + ] (right bracket) to open the 
console, then input the code. 

Any Amount Of All Resources - Application: 
GiveMeGoods(Amount) 

secret access 
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secret access 

GAME BOY ADVANCE 

Metrold: Zero Mission 
Enter these on the Password screen of the original 
Metroid (which you unlock by beating Zero Mission). 

111 Missiles, 4 Energy Tanks, Ice Beam, And 
No Suit - BOMBS_ MISSLE SCREW_ ATACK_ 
All Upgrades, Unlimited Missiles, And 
Health - NARPAS SWORDO 000000 000000 
Morph Ball And Bombs - 000000 000000 
4GOOOO OOOOOH 
No Suit - 000000 000020 000000 000020 
No Suit And Wave Beam - 999999 999999 
KKKKKK KKKKKK 
No Suit, In Norfair, Infinite Missiles, And No 
Upgrades - SAMUS8 RIDLEY 444444 444444 
No Suit, 255 Missiles, And Fully Upgraded -
JUSTIN BAILEY -----
On Track To Finish With Best Ending -
X-- -N?WO dV-Gm9 WOlGMI 
Ridley's lair, Not Very Well-Equipped -
GamelN FORMEKMagazi ne<XXJW 
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Ridley's lair, Well-Equipped - AndyMc Namara 
GiEdit or 03Y 

Zero Mission Endings 
Fulfill these requirements to unlock the 
corresponding art of Samus. 
Blue Jumpsuit - Beat Normal or Hard in under 
two hours with more than 15% completion 
Close-Up On Her Face - Beat Hard with less than 
15% completion 
In Shorts At A Bar - Beat Normal in under two 
hours with 100% completion 
In Shorts At A Window - Beat Normal with less 
than t5% completion 
In Shorts In A City - Beat Normal or Hard in 
over two hours with 100% completion 
In Shorts Overlooking A City - Beat Hard in 
under two hours with 100% completion 
No Helmet Enjoying A Sunset - Beat Normal 
or Hard in three hours with more than 15% 
completion 
On A Rock - Beat Easy, or beat Normal or Hard in 
over four hours with 100% completion 
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M
any af the success 

stories in the modern 

video game industry 

ore built from the humble begin

nings of the 8- and 16-bit eras. 

From the highly anticipated 

Altered Beast (scheduled to arrive 

sometime in 2004) to Zelda, 

there are dozens of franchises 

that have survived and prospered 

all the way up to the current 

generation. On the other hand, 

there are plenty of well-loved 

classics moldering in dusty boxes 

in the back of closets around the 

world, weeping si1ent tears at 

being forgotten by the companies 

that created them. Here's a look 

at some of the titles that we at 

Game Informer feel could have 

found a home in the new millen

nium, but have been denied the 

chance to shine on the sparkly 

new consoles of today. 
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BIONIC COMMANDO 
(NES) 
Release: 1988 
BIONIC COMMANDO: 
ELITE FORCES (GBC) 
Release: 2000 
Cyborgs don't get enough love. 
Remember RoboCop? He was 
awesome, but has fallen com
pletely off the radar. Darth Vader 
has been replaced with whiny 
little Hayden Christensen. Bionic Commando is just gone, though plenty 
of gamers, when asked to name something totally sweet for the NES, 
will come up with Bionic Commando. The elements that made this title 
stand out back in 1988 could very well fit into the modem espionage 
genre. Think about it - it'd be a lot like Metal Gear Solid, but with a bion
ic grappling hook on your arm. The verticality of level design possible in 
a new Bionic Commando alone would make it stand out How much 
freedom would that arm give players and designers alike? You could zip 
up to the ceiling to avoid detection, bring down environmental objects to 
block doorways, and pull all sorts of insane acrobatic stunts. Talk about 
adding a third dimension to stealth! Dual-wield the arm with melee 
weapons, firearms, or gadgets in your flesh hand, and let players com
bine them for some crazy attacks. Pick up a guard with the arm, swing 
him around, and toss him up in the air before unloading your SMG into 
him. Sweet An upgrade system could be added, too - find new attach
ments to put on the arm, like lasers or spinning saw blades. Incorporate 
a strong storyline and character development (how can you not love a 
character named Super Joe?), and the whole genre would have to stand 
aside to make way for the awesomeness of Bionic Commando. 

MIKE TYSON'S 
PUNCH-OUT!! (NES) 
Release: 1987 
SUPER PUNCH-OUT!! 
(SNES) 
Release: 1994 
Probably the only boxing game 
for the NES that anybody 
remembers, Punch-Out was 
more akin in gameplay to 
rhythm titles like Gitaroo Man 

than any next-gen fisticuffs like Fight Night And who's to say that's a 
bad thing? Punch-Out went over well enough back then, why has the 
big N withheld it from this generation of gamers? Its huge popular-
ity and name recognition make this possibly the most mind-boggling 
entry on our list. If so many people loved these titles so much, how 
could updating the formula with all of the flavor and goodness pos
sible on the new machines fail? Punch-Out's style of simple gameplay 
is something that it seems the industry has largely lost, and it's a niche 
that must be filled. The games are so well executed and entertaining, 
we've been known to dust off the old cartridges and lay down the 
smack on that whimsical Don Flamenco even now, in 2004. It'd be so 
easy to update the franchise. Bring in some eel-shaded graphical flavor 
to give it that cartoony look that fits so well with the premise. Throw in 
some completely over-the-top opponents of Super Macho Man caliber. 
Promise unlockables to give it some replay value. Earn new super
punches and abilities as you progress through the game. And, for the 
love of all that's holy, do something about the pink jumpsuit training 
interludes. You hear us, Nintendo? That wasn't cool even in 1987. 



SHADOWRUN (SNES) 
Release: 1993 
SHADOWRUN (GENESIS) 
Release: 1994 
As any fan of either sci-Ii or fantasy will tell you, the two 
genres tend not to mix very well. Shadowrun, set in a futuris
tic Earth where elves and dragons have been integrated into a 
cyberpunk, noir-style world (think Blade Runner meets William 
Gibson's Neuromancer), is the exception to the rule. We 
know it sounds weird, but trust us and everyone else who's 
ever played the games: Shadowrun is awesome. Imagine 
what a developer these days could do with it - if BioWare can 
make Star Wars exciting and fresh again, the gaming potential 
in this setting is immense. Action, RPG, or both - Shadowrun 
lends itself equally well to pretty much any sort of gameplay. TherJ's more than 
enough established material in the Shadowrun universe to craft a ~tellar story
driven title, but there are also any number of elements that could be used to 
create an enthralling action game. Playing as a half-dragon street samurai with 
cybernetic eyes and a suit that makes him invisible sounds pretty sweet Choosing 
whether to work for the giant corporations that rule the world or an underground 
movement of neo-Druids with the power to command nature would be awesome. 
Fighting against nightmarish guard dogs with retractable steel claws, armor plating, 
and electronically enhanced reflexes would be incredible. But leveling up that half
dragon and developing magic powers? Coolest thing ever. 

BASEWARS (NES) 
Release: 1991 

Waklng up from cryogenic sleep only 
to face zombies would suck 

We're well aware that the words 'baseball' and 'extreme' don't really belong any
where near each other, but when the sport is being played by robots, it works out 
better than you'd think. If baseball is too boring for you, try crossing it with Mortal 
Kombat. The fact that in order to tag out a runner you have to defeat him in one
on-one combat adds a whole new dimension to America's favorite pastime, and 
should satiate those with a need for a little more pep to their games than the 
sport traditionally offers. Integrate several different types of mechanical sluggers, 
each with their own strengths, and an upgrade system, and you've got a heck of 

KID ICARUS (NES) 
Release: 1987 

a game. Wai~ the original NES title had all those. Okay, so foe the combat so it's 
not just button mashing and give the different 'bots some special moves, weapon 
upgrades, and Street Fighter-esque attacks. Work in a front-end, too; command 
your crew of elite robots through multiple seasons, earning new parts as you go. 
The ability to make your squad into either unstoppable butt-kicking machines or 
quick, skillful finesse players could really push this to the next level. As with all 
sports games, it'd have to be online. And, the title could separate itself from the 
pack by having a hardcore option so that if one of your players got trashed, he 
was gone forever - especially for persistent online leagues. We know the XFL was 
lame, but the nature of video games would let BaseWars do it right 

Not e.en Pudge 
could stand up to this 

Probably known for its obscene difficulty more than anything else, Kid Icarus is 
certainly one of the more recognizable NES titles. And why wouldn't it be? For 
1987, it was as good a mix of action and RPG flavors as you could find outside of 
Zelda and offered a unique vertical style of play. With Greek mythology powering 
the story, Kid Icarus seems like one of those franchises that need never die. Look 
no farther than the recently released trailer for God of War to see how cool mythi
cal monsters can be in action games. On a next-gen console, so much would be 
possible within this framework - a meld of not only action and RPG elements, but 
also a blend of flying and on-foot vertical platforming. The distinctive feature of 
the hero, his wings, could open up a whole new dimension of mobility and level 
design, as well as combat maneuvers. Instead of dodging left to avoid a swing, 
launch straight up and pincushion the sucker with arrows or dive-bomb him 
into oblivion with a spear. Throw in a plot that plays to the strengths of the old 
legends of the ancient Greeks, perhaps involving Icarus' father Daedalus and his 
famous Labyrinth on the island of Crete. It could even be made into a superhero
esque tale set in the modern day with the old stories coming alive, and only a 
hero called out of legend would be able to vanquish the horrors of_ the past Now 
that would be a suitably epic adventure for a guy with wings. 
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:• classic gi feature 

A NIGHTMARE 
ON ELM 
STREET (NES) 
Release: 1989 
Talk about name rec
ognition. A Nightmare 
On Elm Street came 
back into cineplexes 
with Freddy 1(5. Jason, 
but the Springwood 
Slasher can't get a 
next-gen video game. How many SpongeBob titles must 
we endure before an actually interesting license gets picked 
up? With the huge popularity of survival-horror franchises 
like Resident Evil and Silent Hill, you'd think that someone 
would get the clue that the interactive nature of our favorite 
hobby lends itself particularly well to fright-tests, and do 
something with this license. As opposed to those block
buster series, however, Freddy Krueger - seeing as he's 
the leading man of the whole story - could get a starring 
role in his video game as well. Take some of the simula
tion technology of a title like The Sims, and make it the 
player's mission to use Freddy to avenge his horrible death 
at the townsfolk's hands, or frighten them into becoming 
as feral and evil as himself. Or, for that matter, give the 
player a choice to either make the world into Freddy's own 
twisted image, or try to expiate his sins so he can finally 
go away for good. How much fun would it be to unleash 
terror on the unsuspecting citizenry using all the horror
movie tricks yourself, and balance that with actual deeds of 
dark purpose to let the people know you mean business? 
Gruesome, certainly. M-rated without a doubt. But with the 
fantastical nature of the whole Nightmare mythes, we'll bet 
that it wouldn't be as disturbing as certain other, more bru
tally realistic titles. 

MANIAC MANSION (PC) 
Release: 1988 
MANIAC MANSION: DAY OF THE 
TENTACLE (PC) 
Release: 1993 
From deep within the adventure genre beckons a dim, 
pulsing, vaguely disconcerting glow. Overlooked by many, 
it richly rewards those who heed its hypnotic call with an 
experience that only phrases like "zany madcap antics" and 
"freakin' hysterical" can accurately describe. This is Day of 
the Tentacle, a puzzle-based adventure game that man
aged to combine clever design with a distinctive brand of 
humor into what is possibly the funniest game of all time. 
Somewhat like the Monkey Island series, but wackier and 
with more sci-fi elements, DotT has a flavor all its own. 
With the technology available in the newer machines, the 
kinds of sight gags and puzzles that defined this title could 
be expanded to truly ludicrous proportions. Especially given 
the relatively low hardware demands of a typical adventure 
game, all that extra processing power could be channeled 
into mayhem of a whole new scale. Look at Viewtiful Joe -
side-scrolling action, but all the more gorgeous because of 
it. Not only that, but the amount of available memory on 
DVD media would allow for some actual branching plot
lines. Who could possibly deny the allure of a title where 
you could either save the world form the evil command of 
an insane science-experiment-gone-wrong, turn the whole 
of humanity into 
purple invertebrate 
monsters, or claim 
the title of Dictator
For-Life for yourself 
and shape the 
Earth into your own 
image? 

DESERT STRIKE: RETURN TO THE GULF (SNES/GENESIS) 
Release: 1992 
JUNGLE STRIKE (SNES/GENESIS) 
Release: 1993 
URBAN STRIKE (SNES/GENESIS) 
Release: 1994 
Assault helicopters are simply designed for video games, and we can't get a decent update of these classic isometric 
shooters. Come on - these choppers are hovering gun platforms, loaded so heavily with armaments that they can more 
or less take over a small country by themselves, and nobody in the last nine years has said, "Hey, we should make a 
next-gen shooter out of this!' Such laxity on the part of the industry doesn't really compute. If ever there was a more fit

ting subject for a fly-around-and-shoot-things 
action game, we've certainly never seen it. 
Put the player in a huge, free-roaming map 
(the trademark of the Strike series, for those 
who don't remember), give them the ability to 
customize their weapons load, supply a bunch 
of objectives, and let them go. How many 
people love GTA just for the wandering around 
and random violence? A new title in this vein 
would be a lot like thai except in the most 
heavily armed aircraft ever. Tanks are your kid 

stereotypical villains are hardly new brother's Tonka trucks compared to these bad Stealth sub? Aren't subs stealthy by 
boys - the amount of destruction they can nature? 
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hand out is almost ludicrous. The best part, 
though, would be the multiplayer. So many 
modes could be done: co-op, deathmatch, 
blow up more stuff than the other guy. It could 
be better than Crimson Skies. A little freedom 
goes a long way in making a game awesome, 
and between that and the level of pain you 
could bring in an attack chopper, this would 
rock the house like few others. ■ ■ ■ 

GREATEST GAME OF ALL TIME 
By William Wagoner 

CHRONO TRIGGER 
> FORMAT SNES 
> PUBLISHER SQUARE 

This game originally appeared on the SNES in 1995, but it was 
not until three years ago that my cousin, a fan from the begin
ning, introduced it to me. It was the first RPG I had ever really 
played and I fell in love with it. 

The story starts out as the classic, "guy with a era"!>{ hairdo 
meets a girl who's actually the princess and he must save her 
from monsters." The brilliant twist on the story is that he must 
go back in time to save her - and that's just the beginning. 
After that, they must escape into the future where they find 
out that an alien life form known as Lavas destroys the world 
and turns it into a barren wasteland. The noble (but extremely 
quiet) hero and his friends journey through five different time 
periods - from the dinosaur populated past to a forgotten 
magical civilization. 

One of the defining points of the game is the odd ensemble 
of characters. These very different friends include a futuristic 
robot, a medieval frog, a wild cave woman, and even one of 
the main bad guys. Their double and triple battle techniques 
are devastating and beautiful. Speaking of battle, it is based on 
ATB meters (similar to many Final Fantasy games) which, once 
fi lled, allow the characters to attack, use special tech skills, or 
combine their techs with other active characters as mentioned 
before. One of my favorite moments in Chrono Trigger is the 
trial. Once you save the princess, you come back to your own 
time to be accused of kidnapping. Every insignificant detail at 
the beginning of the game is used either for or against you in 
this hilarious scene. 

Chrono 
Trigger had 
top graphics 
in its time 
and I think 
the music 
is some 
the best 
RPG music 
around. With such a memorable story, the great characters, and 
the awesome battle techniques, everyone will find something to 
love in Chrono Trigger. 

THIS MONTH IN GAMING HISTORY 

In May of 1997, the machines moved one step closer to wrest
ing control of the world out of our inefficient, fleshy grasp. 
IBM's silicon-based think tank, Deep Blue, defeated the merely 
organic world champion of chess, Garry Kasparov, 3.5 to 2.5 
in a six-game match. Fortunately, no assassins from the future 
were reported at IBM's research and development facilities. 

Of course, that 
might just mean 
that us meat
bags have no 
future. 





••••••• ••••••••• •• ••• •• •• •• • ••••••••• ••••••••• 
..... OVER 

:=::==:=: Was It Over When The Germans Bombed Pearl Harbor? 

VIDEO GAME TRIVIA 
The relationship between television and video 
games is undeniable. Heck. without a TV, you'd 
have nothing to play your games on! Take our TV
themed triva challenge, and see how your knowl
edge compares to these game-based shows. 

1 . What was the name of the 
critically acclaimed live-action 
Mortal Kombat television 
series? 

A. Mortal Kombat: Defenders of 
the Realm 

B. Mortal Kombat: The Series 
c. Mortal Kombat: Conquest 
D. Mortal Kombat: Crap 

3. The TV-themed game Smash 
TV featured ultra-violence and 
some pretty bizarre bosses. 
Which of the following is NOT a 
real Smash TV boss? 

A. Game Show Host 
B. Mutoid Man 
c. Death Bot 
o. Scarface 

4. In the movie WarGames -
which can be seen on broadcast 
TV every Sunday afternoon -
what is the name of the •video-
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game# that nearly starts World 
War 1117 

A. Global 
Thermonuclear 
War 

B. Scorched Earth 
c. Nuclear War 

Simulator 
D. Nuke 'Em 

5. In his recent animated 
series, the voice of Sonic the 
Hedgehog was provided by 
which washed-up sitcom actor 
(who apparently needed cash)? 

A. Danny Pintaro (Jonathan on 
Who's the Boss?) 

B. Kim Fields (Tootie on The Facts 
of Life) 

c. lina Yothers (Jennifer on Family 
Ties) 

D. Jaleel White (Urkel on Family 
Matters) 

6. Tia carrera starred in a TV 
show called Relic Hunter, which 
is in no way a ripoff of Tomb 
Raider (•snicke,-). She also 
starred in a 3DO game. What 
was it called? 

A. ESPN Step Aerobics 
B. The Daedalus Encounter 
c. Escape From Monster Manor 
D. The Horde 

7. The cable network G4 is the 
only TV station solely devoted 
to video games. Which of these 
shows is a real G4 program? 

A. Save! 
B. Blaster 
c. Platform 
D. Sweat 

8. On the cult classic sitcom 
NewsRadio, what was the name 
of the arcade game that Dave 

was obsessed with? 
A. Star Command 
B. Defense Commander 
c. Stargate Defender 
D. Head Crusher 

9. Mark • please Don't Call Me 
Luke# Hamill has made a living 
as a TV and video game voice 
actor in the years following 
George Lucas' last good Star 
Wars movie. Which of the fol
lowing games did NOT feature 
voice work by Hamill? 

A. Batman: Dark Tomorrow 
B. Scorpion King: The Rise of the 

Akkadian 
c. Dark Cloud 2 
D. Soldier of Fortune II: Double 

Helix 

10. In 1989, a weekly half-hour 
commercial went on the air. 
Entitled Captain N: The Game 
Master, the show was the 
story of a regular kid who was 
sucked into a world of video 
games, featuring familiar faces 
like Simon Belmont. Mother 
Brain, Mega Man, and more. 
What was the name of the 
world in which the show took 
place? 

A. The United States of Nintendo 
B. Videoland 
c. Nintendonia 
D. The Mushroom Kingdom 

BREAKDOWN 
50% of stores in the US are currently sold out of 
GameCubes, according to Nintendo. The shortage is attrib
uted to the increase of sales after the price drop and the 
'Cube's small production runs. 

12.5% The percentage of games reviewed this month with 
the word 'samurai" in the title 

5% The amount Take-Two lnteractive's stock increased the 
day Grand Theft Auto: San Andreas was announced 

87% is how efficiently Matt rocks while on stage. 

12% The amount TV viewing has decreased among males 
18-34 since last season. Increased video game playing is 
considered one of the central causes. 

* Trivia Score & Rank * 

0-2 
The Sims' Gone lMld 

3-4 
Evetybocly l oves Blinx the 

nme Sweeper 

5-6 
CSI: Chocobo Scam Investigators 

7-8 
Survivor: Mushroom Kingdom 

9-10 
Ameri<an Idol Solid 

Video Game Trivia Answers: 1.C 2.8 3.C 4A SD 6.8 7D 8.C 9A 10.8 








