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ANYBODY CAN FIRE A BULLET. FEW CAN ACTUALLY STEERIIT.
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Somewhere between chaos and control there's victory.
Equipped with over 500 cars spanning a century of automotive
® history, you will face up to 100 of the world’s most elite tracks. i
Spectators that react to your every move. Not to mention the |
LIVE IN YOUR WXRLD.
PLAY IN OURS: laws of physics and constant threat of human error.
RATING PENDING (R X272
Visit www.esrl?.urg :% {’;{;
for updated rating NN
information. j‘fﬁ gii ©2004 Sony Computer Entertainment Inc. All manufacturers, cars, names, brands and associated imagery featured in this game are trademarks
POLYPHONY

sponsorship or endorsement of this game by such party or parties. “PlayStation,” the “PS” Family logoand  are registered trademarks, and Gran
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GRAN TURISMO 4

THE REAL DRIVING SIMULATOR

THE DRIVE OF YOUR LIFE.

and/or copyrighted materials of their respective owners. All rights reserved. Any depiction or recreation of
Turismo is a registered trademark of Sony Computer Entertainment Inc.

real world locations, entities, businesses or organizations is not intended to be or imply any
“Live In Your World. Play In Ours.” and “The Drive of Your Life” are registered trademarks of Sony Computer Entertainment America Inc.



When two great things come together, that's the sweet spot. Like when 4.0L V6 engine meets 284 [b-ft
of torque. And fully-boxed frame meets NISMO™-spec Bilstein shocks” Together, they make the biggest
sweet spot of all. The new Nissan Frontier. To learn more, call 800-NISSANS or visit NissanUSA.com

*Vs.comparably equipped 1/2-ton pickups. " Standard on NISMO’ models. Nissan, the Nissan Brand Symbol, “SHIFT_" tagline and Nissan model names are Nissan trademark:
Tread Lightly!* Please. Always wear your seat belt, and please don't drink and drive, ©2004 Nissan North Amenca, Inc.




The Most Powerful
Mid-Size Truck
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The All-New 265-hp Nissan Frontier \

SHIFT_power
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THE SEWAD IS YW

Chaos has erupted throughout the galaxy. As leader of an elite squad of
Republic Commandos, your mission is to infiltrate, dominate, and ultimately,

annihilate the enemy. Your squad will follow your orders and your lead, e |
working together as a team — instinctively, intelligently, instantly. You are \t
their leader. They are your weapon. | '
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“IMPRESSIVE VISUALS AND
PERHAPS THE SMARTEST
SQUAD Al EVER SEEN!"

— Gamelnformer Online

INNOVATIVE
SQUAD CONTROLS

With intuitive and smart
squad commands, the
simple touch of one
button easily controls your
squad to perform complex
commands and strategic
maneuvers.

BATTLE RELENTLESS
ENEMIES

With a dozen weapons to
choose from, battle a variety
of highly intelligent and
deadly enemies — from brutal
Trandoshan mercenaries
to the flying insectoid
warriors of Geonosis.

ot

MULTIPLE
+  ENVIRONMENTS
* & MISSIONS -4

Play over 15 levels of 8
*"_ varied alien environments
- for a selection of unique
single/multiplayer modes.

PRELUDETO
: EPISODE lli
: Encounter new vehicles,
locations and enemies 1
< from the upcoming film. i
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XBOX SOFTWARE

POWERED BY

LUCASARTS AND THE LUCASARTS LOGO ARE REGISTERED TRADEMARKS OF LUCASFILM LTD. STAR WARS
TEEN REPUBLIC COMMANDO 1S A TRADEMARK OF LUCASFILM ENTERTAINMENT COMPANY LTD, & 2005 LUCASFILM
™ ENTERTAINMENT COMPANY LTD. OR LUCASFILM LTD. & ® OR TM AS INDICATED. ALL RIGHTS RESERVED

EF d d G MICROSOFT, XBOX, XBOX L/VE THE L/VE LOGDS AND THE XBOX LOGO ARE EITHER
004 an OJEE | REciSTERED TRADEMARKS DR TRADEMARKS DF MICROSOFT CORPORATION IN THE

. U5 AND/OR OTHER COUNTRIES AND ARE USED UNDER LICENSE FROM MICROSOFT
Violence GAMESPY AND THE “POWERED BY GAMESPY" DESIGN ARE TRADEMARKS OF
GAMESPY INDUSTRIES. INC. ALL RIGHTS RESERVED. ONLINE PLAY SUBJECT TO

tSRB CONTENT RATING WWW.ESF!].I}I'I_:] TERMS OF USE AS MAY BE AVAILABLE ONLINE AT WWW SWCOMMANDO.COM

INTERNET CONNECTION REQUIRED FOR ONLINE GAMEPLAY XBOX LIVE™ ACCOUNT
Game Experience May NEEDED FOR XBOX LIVE PLAY. PLAYERS ARE RESPONSIBLE FOR ALL APPLICABLI
CE . O I' E Pla INTERMNET FEES. LUCASARTS RESERVES THE RIGHT T0 TERMINATE ANY OMLIMNE

1ange vuring vniin VB SUPPORT OF THIS PRODUCT AT ANY TIME
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"Unprecedented stream
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of battlefield chaos"

"Sheer graphical beauty"

VIOLENCE
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SOFTWARE

""Unabashed balls-to-the-wall action"

:l-

"All those weapons mean the
possibilities are up to your imagination"
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""The Future of War"
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"Multiplayer shines in Snowblind"
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PSP SPECIAL REPORT

Vegas isn't all about desperate gambling
addicts and depressingly aged cocktail wait-
resses - sometimes some video game news
develops there, too! The recent Consumer
Electronics Show in the neon city featured
tons of new info on Sony’s handheld, and GI
was there to check it out. When we could pull
ourselves away from the craps table, that is.

STAFF
Read the team’s latest favorites

Gl SPY
Silly pictures of our life and times

DEAR GI
Your chance to fire back at us!

CONNECT
Where news, talk, and technology
collide

INTERVIEW
Jim Ward of LucasArts opens up
about that changes that are shak-
ing up the house that Vader built

10 GAME INFORMER

c 0 N I E N I s The “Force-Powered” Issue

cover story

96 CONDEMNED

Frightening games have always had the
ability to disturb people far more deeply
than movies, and those scares will only be
more profound on the next generation of
game consoles. Condemned, the new next-
gen scarefest from Sega and respected
developer Monolith, is changing the rules
for the genre with more realistic visuals
than ever before. But better graphics aren't
the only surprises this game has in store.
Check out the next generation of horror on
page 56.

WANDA AND THE COLOSSUS

It may have not been a huge seller, but 1CO
is easily one of the most respected titles in
the PS2 library. Now, the ICO team is return-
ing with a game that promises to be bigger
and better in every way. Check out the gor-
geous screens and information to discover
why gamers around the world are salivating
over Wanda and the Colossus.

OPINION
GI's own Matt Helgeson chimes in
on the shocking concept of treating
video games with respect

CALENDAR
Get hip to this month’s happenings

PREVIEWS
To help you get ready for the
upcoming movie, we present to
you two new Star Wars games. As
if that wasn’t enough, we've got
news on the latest entries of the
Age of Empires, Quake, and Dead
to Rights series. There may even
be story about a classic franchise’s

GAUNTLET: SEVEN SORROWS
Gauntlet defined multiplayer fun back in the
day, and Midway is intent on recreating that
magic with its newest incarnation. Fun hack
n’ slashers like this one get us all weepy,
which some might mistake for sorrow - which
of course it's not. We're too macho to cry,
especially over a game that offers so much

bloody fun.

first game for the DS. But only if
you're good

) REVIEWS
Game of the Month: Resident Evil 4
for GameCube

47 GHARTS
Retail Sales Data and the Gl 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?
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GAME
25 to Life

Age of Empires [l

AlOHET IS -, .o et Moo riiigey - 20 Tl i R R i) 108

Castlevania DS .......

o100

Champions: Return to Arms .................... 124

Chicago Enforcer ............

Cold Fear

Constantine

Dai Senryaku VII: Modern Military Tactics

Dead to Rights 2: Hell to Pay

Death Dy Degrees - & v i S Ul v

Delta Force - Black Hawk Down

Devil May Cry 3: Dante’s Awakening ...........

Fight Night Round 2

121

Gapiel - | ot cpiir 0 RS S U S e RSk e 108

Gran RSBmO 28 e o o BT e 120

Kessen Il

Klonoa 2: Dream Champ Tournament ............ 140

[ooSarWars ... ... o L0l i

Major League Baseball 2K5

88

.. 118

Musashi: Samurai Legend ...................... 128

MVP Baseball 2005
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Nexus: The Jupiter Incident

Phantom Dust
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Racing Gears Advance

Resident Evil 4
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Star Wars Episode IlI: Revenge of the Sith . ... . ...

Star Wars: Republic Commando
Tenchu: Fatal Shadows

TimeShift

114

.. 98

S

TimeSpiitters Future Perfect ..................... 103

Tork: Prehistoric Punk
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Winning Eleven 8

Xenosaga Episode II; Jenseits von Gut und Bose ..

Ys: The Ark of Napishtim
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Your companions will follow you
to the dark or light side of the Force
based on your choices.

CONTENT RATED BY
ESREB

Blood
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THIS TIME, YOUR CHOICES AFFECT EVERYONE AROUND YOU.

LucasArts and the LucasArts logo are registered trademarks
of Lucasfilm Ltd. © 2004 Lucasfilm Entertainment Company Ltd,
or Lucasfilm Ltd. & ® or TM as indicated. All rights reserved.
Microsoft, Xbox and the Xbox logos are either registered
trademarks or trademarks of Microsoft Corporation in the U.S.
and/or in other countries and are used under license from
Microsoft. The ratings icon is a registered trademark of the
Entertainment Software Association. All other trademarks and
trade names are the properties of their respective owners.

Wield over 60 new feats and
Force powers as you and your party
struggle to defeat the evil Sith.

AT

WWW.KOTOR2.COM

GD-ROM
SOFTWARE

Xt

ALL WILL MAKE THE JOURNEY.

168 )¢

Travel among 7 worlds and
explore new environments on
your mission to save the galaxy.




SHOW ME
THE MONEY

)

It was only going to be a matter of time until the
major sports leagues of the world figured out a way to
make more money out of the video game market, and
it seems they have finally struck gold with the selling
of exclusive rights.

When it was announced that Electronic Arts had
acquired the exclusive rights to the NFL, game enthu-
siasts were quick to blame the industry giant for
monopolizing the sport and ruining the hobby. This,
of course, is not the case. It's the sports entities that
are bringing these deals to the table, and EA just hap-
pened to be the highest bidder. But of course, this is
only the beginning.

Just as the television networks fight over sports
broadcasting rights, video game companies must now

ANDY McNAMARA
EDITOR-IN-CHIEF

battle over the exclusive rights to all the various sports.

Take 2 has already made a move for the Major League
Baseball Players Association. Thankfully, it also secured
the exclusive MLB rights, avoiding the scenario where
one game features the players and another the
official teams.

And now that the cat is out of the bag and the
sports world knows we'll pay top dollar for these
rights, you can expect this type of silliness to go on
with every major sport (there are many companies
already courting the National Basketball Association).

Of course, these dealings aren't necessarily bad
for the video game player, but in all likelihood they
probably are. It is my hope that these companies will
realize that the acquisition of the exclusive rights isn't
a license to do as they please, but an opportunity to
expand video games and make them better. If done
the right way, we can all still win; but if at the end of
the day these high-budget exclusive deals take money
away from development, players may find themselves
paying top dollar for updated rosters.

| have faith in the video game industry, as it hasn't
steered me wrong yet, but it will be interesting to see
how the companies handle these licensing deals and
iIncreased costs.

Enjoy the issue, and please take an extra moment
to check out this month's Greatest Game Of All
Time in Classic Gl which features a blast from Game
Informer’s past, with Erik “The PC Jedi” Reppen mak-
Ing a fantastic appearance.

Al'ld] >> andy@gameinformer.com

Handle: The Game Hombre Expertise: RPGs, Action/Platform,
Driving, First-Person Shooters Interests: Moss' Faux Moon Of Green

Bay, Krispy Kreme Doughnuts (If You Are Reading Please Deliver Free
Doughnuts To Our Address Daily) Dislikes: The T-Wolves Horrible Play

(Minus KG Who Gives It All Every Night), This Whole Exclusive Sports
Licensing Thing, Mass Media's Over-Reaction To Moss's Faux Moon
Current Favorite Games: World Of Warcraft, Champions: Return
To Arms, Resident Evil 4, NBA Street V3, Devil May Cry 3: Dante’s
Awakening Gran Turismo 4, Lumines

12 GAME INFORMER

Handle: The Raging Gamer Expertise: RPGs, Fighting, Action/Platform, Strategy, Sports

. Interests: Babylon 5 (A True Sign Of Nerdom), Zombie Movies (Romero Is A God),

- Becoming A Snobby Cheese Connoisseur (“Would You Like American Or Pepper Jack?"),
The Ring 2 Dislikes: The Fact That Final Fantasy XII Has Fallen Completely Off Of The
Radar, Winter Without Hockey, That Sports Teams Like The Bears Don't Have A Live Bear
On Hand To Intimidate The Opponents Current Favorite Games: Resident Evil 4, Devil
May Cry 3: Dante's Awakening, Gran Turismo 4, Star Wars: Republic Commando

Matt >> matt@gameinformer.com

Handle: The Original Gamer Expertise: First-Person Shooters, Action/Platform, Action/
Adventure, Action/Sports Interests: /ce Princess, The Real New Fall LP, Madvillain, Finally
Reading The Da Vinci Code Dislikes: The Strange Depressing Shadenfreude Of The New
American Idol Season, The Flu, The Closure Of Quantegy (The End Of Analog Recording?)
Current Favorite Games: Fight Night: Round 2, Musashi: Samurai Legend, Halo 2, Grand
Theft Auto: San Andreas

Kato >> rato@gameintormer.com

Handle: The Game Katana Expertise: Sports, Racing, Action/Adventure, Action/
Platform Interests: Cheating Death, Old Grant Hart Records I've Finally Listened To,
My Cat’s Laser Pen (Endless Fun), Hope That Springs Eternal Dislikes: Emperors With
No Clothes, The Sports Game Landscape, Pretender Pizza Like Lucé, The Franz Ferdi-
nand Bassist (Buy That Guy An Imagination) Current Favorite Games: Fight Night:
Round 2, MVP Baseball 2005, Gran Turismo 4, Racing Gears Advance, Yourself Fitness

Lisa >> lisa@gameinformer.com

Handle: La Game Nikita Expertise: Survival Horror, Adventure, RPGs, Action/Platform,
Racing Interests: A Very Long Engagement, New Bookshelves (Seriously, This One’s
Awesomeness Cannot Be Overstated), Cheese Enchiladas, Bloody Marys At The Fix
Dislikes: Cold Las Vegas, That | Don't Have A PSP Yet, Star Jones Reynolds Or Whatever
The Crap Her New Name |s Current Favorite Games: Resident Evil 4, Gran Turismo 4,
Star Wars Knights Of The Old Republic II: The Sith Lords, Infected, Hot Shots Golf PSP

Jeremy >> jeremy@gameinformer.com

Handle: Camezilla Expertise: First-Person Shooters, Survival Horror, Action/Platform,
Fighting, Strategy/RPCs Interests: The Return Of American Idol (I'm Not Ashamed

To Love It), New Seasons Of MI-5 And Curb Your Enthusiasm On DVD, Hip Home
Improvement Magazines Dislikes: Yoplait Yogurt Commercials, Quadra-Coldness, Not
Having The Ability To Teleport, 89.3 The Current (Already The Best Radio Station In The
Twin Cities) Current Favorite Games: Condemned, Resident Evil 4, Shining Tears,

. Yourself Fitness, Sword Of Mana, Infected, Halo 2

Adam >> adam@gameinformer.com

Handle: The Alpha Gamer Expertise: RPCs, Strategy, First-Person Shooters, Fighting
Interests: Functioning Alarm Clocks, Trolling Idiotic Posts On A Certain Official Forum,
Mocking Packers Fans, Ham German Accents Dislikes: Being Mocked By Eagles Fans,
Everything About Professional Sports Except The Actual Playing Of The Freaking Game
(Stupid Media!), Morons Polluting My Guild Chat With Their Insipid Banter Current
Favorite Games: World Of Warcraft, Nexus: The Jupiter Incident, Xenosaga Episode |

JO@ >> joe@gameinformer.com

Handle: The Real American Gamer Expertise: RPGs, Adventure, Strategy, Platform,
Puzzle Interests: Last Exile, Grumblecakes, Shaolin Soccer, Dead Leaves, Handcrafted
Marshmallows Dislikes: Movies That Aren't Even Bad Enough To Be Funny (Up Yours,
Flektra), RPG Sequels That Can't Carry The Torch (Especially When They Use It To
Incinerate Themselves Instead) Current Favorite Games: Devil May Cry 3: Dante’s
Awakening, Fable, Oddworld Stranger’s Wrath, Xenosaga Episode | (I Miss You So Much)

Miller >> miller@gameinformer.com

Handle: The Once And Future Gamer Expertise: RPCs, Action/Adventure, Fighting,
Platform, First-Person Shooters Interests: On Demand Cable Anime, Inventive Baking
Solutions For Dinner, The New Season Of Carnivale Dislikes: Monopolizing Companies,
Overdraft Fees, Server Lag Current Favorite Games: World Of Warcraft, Halo 2, Nexus:
The Jupiter Incident, Star Wars: Republic Commando, Star Wars Knights Of The Old
Republic II: The Sith Lords, Intelligent Qube

UNLIMITED ENABLED

GAME INFORMER UNLIMITED

When you see this logo on a game preview, review, or feature, you can learn more
about it by heading to www.gameinformer.com and clicking on the Unlimited logo.

There are tons of other bonuses there (including movies, interviews, and screenshots)
exclusively for Game Informer subscribers, so even if a game you like doesn't have the
logo in the magazine, there is a good chance you can still learn more online.
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$3sse3ss [ Candid Photos From The Seedy Underbelly
385e585s | Of The Video Game Industry

1 Buena Vista’s Rob Alvarez, Bender/
Helper's Jaime Jensen, and Buena
Vista's Mike Jacobs hang with Lisa on
the Legendary Game Informer Couch™
2 Sega’s Bret Blount puts on a smile
with Monolith’s Frank Rooke and Dave
Hasle 3 Andy, Adam, and the Novalogic
massive parlay at Grandma's Bar and
Grill in Minneapolis 4 Kato and Billy
hang with the Bioware gang in chilly
Edmonton, Canada 5 Old-school West
Coast legend Tone Loc shows video
game dorks how to do the wild thing
with the celebrity supergroup Camp
Freddy at Sony’s CES PSP party 6 Surge
Magazine's Matt Bertz unleashes the fury
while freelance herbalizer Jon Gibson
tries to eat Lisa's brains, zombie-style!

7 Koei's Jarik Sikat loves Gl Spy and Gl
Spy loves him! As for Joe and Chris,
well, we think it’s best if we remain “just
friends” 8 Ready for takeoff! To avoid an
international incident, Activision’s Ryh-
Ming Poon and Aaron Grant are forced
to cram the Seven Studios posse into a
cargo jet at the Santa Monica Airport

14 GAME INFORMER




®IN FORCES AGAINST THE HORR®RS ®F HELL

PULSE POUNDING AC+I®N AND REVOLUFI®NARY +ECHNOLOGY
COMBINE +® DRAW Y®OU IN+® +HE MOS+ FRIGH+ENING AND
VISUALLY S+UNNING GAME EVER CREA+ED. FIGH+ F®R Y®UR LIFE
IN SINGLE PLAYER, ®NLINE MUL+IPLAYER, ®R +HE XBO®X® LIVE"
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Blood and Gore

Intense Violence
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THEM’S FIGHTIN' WORDS

After reading John Levine's letter [issue 141] | can only
hope that once he enters the real world, he'll learn a few
important lessons. First, the
number of people who learn a
foreign language is not as small
or as exclusive as he thinks.
Second, a large vocabulary
does not immediately indicate
intelligence. Third, the gaming
community is one of the most
diverse populations one is likely
to find. Many ages, ethnic back-
grounds, religions, and intel-
ligence levels are represented in
our ranks. Attempting to lump
them all together in some igno-
rant stereotype 1s just asinine.
I'm already sick of getting my
gaming knowledge questioned
simply because I'm female; |
don't need to put up with false
assumptions about my intellect.
Rebecca
Via comcast.net

ARTABILIOUSNESS

Though | normally enjoy the
letters in Dear G, | took no
pleasure in reading the com-
ments written by Mr. Levine.
His implication that his fellow
readers are too uneducated to possess a vocabulary encom-
passing words like “verisimilitude” (which is part of standard
English, regardless of its etymology) is an insult to gamers
everywhere. Maybe I'm just a part of that “small percentage
of your readership” predicted by John to have understood
the word, but | think it is far more likely that his vocabulary
is not as “robust” as he is pleased to believe.

Lambert

Via email

= As it turns out, people don't like being called
stupid. Maybe that’s why we keep getting punched
when we go to Bed Bath & Beyond. Anyway, our
readers came out of the woodwork wielding esoteric
weapons of cosmic magnitude to disprove John
Levine's assertion. From long-forgotten, obscure
words to an Einstein-Fuller lovechild reference, you
pulled out all the stops in displaying the staggering
might of your collective lexicon. We'd like to take
this moment to say that not only are we very proud
of you, we're also a little bit scared. “Atrabilious™?
“Hortatory”? Do you fanatically memorize Word-A-
Day emails, or are you just relics from an ancient
and superior civilization? We're cool with it either
way - plus, both situations could make pretty sweet
Val Kilmer movies.

HAVE FUN STORMING THE CASTLE

SIR, YOUR OTIOSE AND
HORTATORY CORRESPONPENCE
INCLINES ME TO SLIGHT

G I The Readers Strike Back

contributing titles and keeping competition alive. Those days
are now over, at least for the next five years. | guess Sega
flew a little too close to the sun.
Nathan Burba
Via email

| am completely appalled by
EA's move to single-handedly
dominate the NFL gaming
experience. |'ve always pur-
chased and enjoyed both the
Madden and NFL 2K series,
and | don't like being limited
to a single choice. Plus,
didn't an EA representative
say that Sega couldn't sell
ESPN NFL 2K5 with a free
ham sandwich taped to it?
Big words from a publisher
who now seems desperate
to buy its way out of trouble.
This exclusive deal wouldn't
be necessary for a company
secure in their market domi-
nance. It is unfair to gamers,
and it is a scary precedent

to set on the road to a
gaming industry monopoly.
Personally, | will never buy an
EA title again.

AND FYl, POOPIE
IS SPELLED WITH “IE"
NOT A ™Y

Jloe
Via msn.com

What's the deal with these EA fat cats crappin’ all over the
little guy like some crapfest road show just pulled into town?
Anonymous
Via email

= Okay, we know you're upset, but just put down

the pitchforks and torches for one darn minute. EA's
recent purchase of the exclusive rights to the NFL
license has rightly angered many gamers, and though

FLAVOR COUNTRY

| normally have a great deal of trust in your magazine,
but that changed when | read your Breakdown section

in issue 140. Although | was skeptical as to whether 75

percent of the pages were really spearmint flavored, |
tasted every one. | was shocked to find that not even
one page was the flavor promised. At first, | thought
it was because my issue was defective, but after tast-
ing every corner of a friend’s magazine, | realized the
truth — none of the magazines had spearmint flavored
pages. What happened?

As Is the case for many gamers, ESPN NFL 2K5 stole my
allegiance from Madden this year, but | have still remained

a loyal buyer of other Electronic Arts products — until now.

In my 14 years of playing video games | have never been
so outraged and disgusted as | am at EA's acquisition of the
NFL license. Through their recent deal, EA and the NFL have
irrevocably slowed the evolution of console gaming. Sports
video games would not be the dominant market they are
today without multiple developers like Tecmo and Midway

16 CAME INFORMER

Jonathan Ma
Via Yahoo.com

= You are no doubt referencing the surprisingly unrefresh-
ing zest that graced those pages instead. Due to a misun-
derstanding at the printer, there was indeed a mix-up in
terms of flavor. Instead of spearmint, “pants taste” was
incorrectly applied to a certain percentage of that issue.
If you are experiencing either Denim Burn or Corduroy
Leakage as a result of this oversight, please know that we
have imbued every page of this issue with the Pantidote.
You are just one lick away from relief. We apologize for
any inconvenience.

it's always fun to take pot shots at the big guy, EA
isn't solely to blame. When the time came for license
renewal last spring, the NFL approached both Sega
and EA with several choices, exclusivity among them.
The option was in front of both publishers (though
the NFL likely knew which one would be most likely
to step up). It was the NFL, not EA, who made the
acquisition possible. Of course, this isn’t to say that
EA is just an innocent victim; given its other aggres-
sive moves in the industry lately, we wouldn't be
surprised if it were suddenly revealed to be a sub-
sidiary of LexCorp. At any rate, protest the football
deal if you want, but EA buying something up for sale
doesn’t sound like a great reason to deprive yourself
of its other games. You loved Burnout 3, remember?
Don’t give in to hate - that leads to the Dark Side.

NO LAWNMOWER MEN, PLEASE

| think it's unfair that your rules for envelope art are limited
to physical media only. Many artists do post-production work
on the computer, resulting in @ much better work of art.
Plus, | don't think | even have envelopes in my house! This
iIs the information age, and | think emailed pieces should be
eligible for the contest.

Will Ruzicka
Via email

» Information age, eh? If technology is so advanced,
then why is there still only one Rebecca Romijn? In
all seriousness, electronic artwork actually is eligible
as long as it meets two conditions: 1) it’s all your
own, not just a doctored up version of someone else’s
hard work, and 2) it isn’t produced by a malevolent
sentient program bent on digital domination. If it's
100 percent original and absolutely free of evil, send
it on in to deargi@gameinformer.com. Also, for those
of you who haven’t forgotten the sweet smells of
graphite and gum eraser, remember that despite the
name, envelope art is accepted on all types and sizes
of paper - except stationary that still says “Where's
the Beef?” It’s right there! Get with it!
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Send your comments to Game Informer. Snail Mail: Game Informer Magazine e Attn: Dear GI ® 724 North First St., 4th Floor ® Minneapolis, MN 55401 Email: deargi@gameinformer.com
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THE LOVE DOCTOR IS IN

| have had this problem for a while, and | finally decided to
seek your expert advice. | am currently in sixth grade, and
there is a cute seventh grade girl | have a crush on. We are
both major gamers, but I'm just not sure how | should go
about asking her out. Can you help me?

Ryan Mott
Via yahoo.com

= A ready-made mash note, from your friends at
Game Informer. Works for either gender!

Dear Potential Mating Partner,

I can no longer keep my feelings for you
inside; like Dante in Devil Trigger mode, |
feel unstoppable in your presence. The pos-
sibility of being your [lad/lass] is more excit-
ing than a potential sequel to Earthbound.

I know you feel the same about me, unless
my senses are producing an unsubstantiated
illusion of StarCraft Ghost-like proportions.
To spend time searching for a better possible
match would be a grievous disc read error. A
truer mate than me you will never find; I will
never cheat or exploit your glitches, nor will
| try to mod you. Unlike Mode 7, the joy of
our love cannot deteriorate over time, so just
tell me I'm your console exclusive. Don’t let
my [prince/princess] be in another castle.

If slipping that note in your intended’s locker
doesn’t work, try reading it aloud face-to-face, being
careful to stand very close and speak in a comically
loud and exaggerated voice. And dress like a hoagie.
Don't blame us if it wasn’t meant to be, though;
we're journalists, not reckless, untamed Casanovas
(except Matt, who pulls off both with surprising
grace).

EXCLUSIVE SCHMEXCLUSIVE

| am irritated by the news that Capcom has decided
to make Resident Evil 4 for the PS2 in addition to the
GameCube version. It is nice that Capcom is accommodat-
Ing RE fans with PS2s, but at the same time, | can't help
but think that the whole point of a console exclusive game
s lost when companies turn around like this. If you are a
huge Resident Evil fan and you see that Capcom Is becom-
Ing bedfellows with GameCube, you would probably lean in
that console's direction. Gamers commit to certain systems
because of these games, even though other consoles might
have more tantalizing features. It is frustrating when you
make this choice, then find out only months later that you
could have had your game as well as the extra amenities.
Craig Williams
Via Hotmail.com

= Unfortunately, these days “exclusive” usually only
refers to a certain time period, after which a com-
pany like Capcom can release the game elsewhere.
Though these moves are frustrating on an individual
level (especially when you are devoted to one par-
ticular console), gamers as a whole ultimately ben-
efit from these decisions. Take Resident Evil 4, for
instance. While it certainly doesn’t help GameCube
owners (or Nintendo, for that matter) to lose hold

of the most anticipated of the mythical Capcom 5,
the game is so good (see our review on page 134 for
more), the world gets a little bit better with every
person who plays it. Each shotgun shell is filled
with buckshot of joy, each chainsaw to the face
requires euphoric reconstructive surgery, and with
every headshot, in some far away secluded grove,

a delicate flower begins to grow. A veiny, tumored,
pulsating, delicate flower. And we think to ourselves,
“What a wonderful world”
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ENVELOPE ART

Enter the Game Informer
Envelope Art Contest. All you
need to do is draw, paint,
scratch, spit, or carve the best
darn envelope art you can
think of and send it to us.
Please include your name,
phone number, and return RUOLIN LI
address on the back of the Hizzyrule holla
envelope. If you're the monthly :

winner, we'll feature your work back!
in Gl and you'll receive a video
game prize from the Game
Informer vault.

MARCH
WINNER!

Send to:

Game Informer
Envelope Art Contest
724 1st St. N., 4th Floor
Mpls, MN 55401
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“Darn sinus infection - | can't even enjoy the robust
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SAMUEL ROESLER
Due to the zombies’ well-known weakness to posted
warnings, the “Keep Out” door saves the day
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Ruthless cops. Vicious criminals. Petty thieves. On
the brutal streets of London, they all speak the same
language. Learn it. With three playable characters,
25 miles of authentic locations, enhanced graphics
and realistic A.l., your life depends on it.

Blood
Urug Reference

i PlayStation.c

Sexual Themes
strong Language

You wanna go to jail? Guy in
rn;_,- corner looks like a cop.

Fl'li” e got some stolen gﬂods
Wanr fo rake a Iaak‘?

el &

LIVE IN YOUR WXRLD.

PLAY

’ B
...and they better not
get blood all over the
trunk of my car!
Make sure they’re armed

IN DURS?

brass knuckles...the works.

to the teeth. Guns,

ONLY ON PLAYSTATION.

The Getaway: Black Monday ©2005 Sony Computer Entertainment Europe. “PlayStation” and the “PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. “Live In Your World. Play In Ours” is a registered trademark of Sony Computer Entertainment America Inc
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connect

efore the Consumer Electronics

Show in Las Vegas even started,

Sony was courting the North
American public with its first foray into
the handheld gaming market. While we
covered the Japanese launch of PSP
[Connect, issue 142], some of the finer
details of the North American retail ver-
sion hadn't been discussed. At the PSP
Debut event, we did get information
about how the launch titles are shaping
up and what the games will be like in
the next year. But, perhaps most impor-
tantly, we didn't get our biggest questions
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CONNECT

answered at the event — when and how
much (although we're confident that it
will be in line with the Japanese price -
just under $200)?

Sony kept mum on anything more
specific than “late March” for a release
date, which happens to be the end of
the company’s fiscal year and had long
rumored to be the latest that the units
would hit American retailers. Still, the
Consumer Electronics Show did give us
plenty of time to mess around with nearly
every feature of the PSP.

Media management was a stronger

focus of Sony Computer Entertainment
America president and CEO Kaz Hirai's
speech than other demonstrations of the
unit, and to those of us who had already
imported one, the information was a
welcome change of pace. Covering the
widely-known features of transferring
music, movies, and digital pictures with
either a USB connection or by swapping
Memory Sticks (depending on the other
device's capabilities), the company also
announced a name for the menu system
used on the PSP. The XMB (cross-media
bar) will become standard on all Sony

Breaking News, Views, And Technology From
The Cutting Edge Of Gaming

media devices and is simple to use and
understand.

Other sources from Sony talked about
downloading media from their Connect
online store and also of integrating
Location Free TV features into the device.
For those who haven't been keeping tabs
on the electronics giant’s endgame of
linking our digital life anywhere around
the world, Location Free TV is a service
that allows programming like TV shows
to be accessed from practically any device
that can get to the Internet. PSP’s Wi-Fi
capability means that one could watch



the local news, for example, by accessing
a home recording unit from any wireless
hotspot throughout the world. The infor-
mation is credited to a small executive
gathering held in Tokyo just before the Las
Vegas presentation which also says that
the features would be available in the first
half of 2005. Game Informer contacted
Sony, but representatives could not make
a comment on the upcoming feature’s
future in the North American market.

No matter how long it takes to get
streaming television up and running on
PSP (if it even becomes available here),

j _...;_,

- PSPs Hierally popped Du!

by rmrests at the end of the p

LK

nd showcased many

the unit is clearly capable of displaying
beautiful video on the large screen. Some
of the systems were set up around the
event just to show how nice video looks
on its display - in one word, it's amazing.
The presentation also focused on
the future possibilities of the hardware,
although many of these hypothetical
scenarios remained just that, as there
aren't any announced games that fully
use the features. Ad-hoc sessions of up
to 16 players are possible, if they're in the
same room as each other, and Hirai also
alluded to interesting forms of connectivity

of the
ch titles and features

between the PS2 and the PSP. One idea
is taking characters on the go and then
importing them back into the console
game through the units’ USB connections
to let players adjust their characters’ stats
or items.

With all of the possible twists and turns
that PSP development could take, the
future looks interesting to say the least.
But, what trends do the launch titles
seem to be following? Almost universally,
it is clear that publishers and developers
are banking on recognizable franchises
and ports of already popular games.
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Lassw  Pimp My Ride
helped Hirai
transfer music

files

Spider-Man 2, Hot Shots Golf, and EA's
collection of sports games certainly follow
this formula. The innovation promised in
PSP isn't really being tested with this first
round of software, but the good news is
that almost everything we played could
universally be described as “solid” With no
launch disappointments looming, PSP 1s
coasting a bit to the North American start-
ing line, but the promise of the hardware
and the enthusiasm of players, press, and
developers alike make the handheld's
future exceptionally bright.
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IT IS TIME TO RETURN TO THE GLORY OF BATTLE.
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IMPORT YOUR CHAMPION OR CUSTOMIZE A NEW ONE ADVANCED MISSION SYSTEM COOPERATE OR DECIMATE
Choose from 7 races & 7 classes, with updated Explore and conquer over 50 areas, Help your friends—or challenge them in the Arena.
weapons, armor, spells, skills and levels. including thrill-filled, non-linear side quests. Up to 4-player action online or off with Multitap.
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AS OF NOW — NORTH AMERICA’S EARLY PSP LINEUP . Ofiroad Fury

Publisher: Sony Computer Entertainment America

t the Japanese launch of PSP, 18 games were offered. Many of those will be available Stateside (Hot Shots Golf, Developer: Climax
A Metal Gear Acid, and Darkstalkers Chronicle: The Chaos Tower are good examples), but there are a bounty of other The demo version of ATV didn't offer us as much content to
games that we've gotten our hands onto recently. What follows are announced titles that will arrive at launch or play around with as other titles on the floor at Sony's event,
shortly thereafter. Besides these games, Rockstar has announced a Grand Theft Auto title that will take place in Liberty City, but we did get to try out the two gameplay modes offered -
scheduled to be a launch title for the PSP. Also, Sony Online is offering Untold Legends: Brotherhood of the Blade [check supercross and freestyle. In normal ATV fashion, the racing
out issue 142 for our exclusive first look]. portions require not only good times, but good trick scores.

The level we played had a nice varied track design and great
physics. Although there were only a few different riders and
four-wheelers in this build, the final version will feature a
bounty (at least in part so players can stand out, style-wise,
in the wireless multiplayer modes).

Vi

: Ll
Archer Maclean’s Mercury ‘e

Publisher: Ignition Entertainment (-l

Developer: Awesome Studios - ' |
This game is the most unique title we got our hands on N, —

during Sony’'s Debut event. Think Marble Madness and

FIFA Soccer

Publisher: Electronic Arts Developer: EA Canada

; . . VI, Soccer's usual representation in video games Is particularly
Monkey Ball, but with a generous blob of mercury as your charge. Tilt the stages and get your toxic liqui-metal to com- well-suited for the PSP — a nice, wide screen means you

plete different objectives in different game modes for success — simple and highly addictive, but also the kind of game can show a nice, wide field. EA is taking advantage of this

et Evety. goad nanclelt feeds. fact in full force, and the results are compelling. Challenges
in the vein of historic matches and blowouts are unlockable
features, and (since this isn't the normal time for a soccer
title to come out) the game includes a mid-season mode
with current stats on all players and teams as of December

50, 2004.

D mow B
Dynasty Warriors

Publisher: Koei Developer: Koel

Without a doubt, this is a classic Dynasty Warriors game —
full of hack n’ slash action and pseudo-historical combat.
Koei is thinking about how to switch up the action for
those on the go with the different locales that players can
experience in this title. Stages are segmented into “Battle Zones,” each less than a few minutes in length and selected
on a strategy-laden map between fights. While we love the bite-size level design, the action sequences don't use the
entire screen (an information bar uses up about a quarter of the right side).
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Pick your side, choose your deadliest arms, then slay your way to victory in rl-l A m DI“N r
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Midnight Club DUB Edition

Publisher: Rockstar Games Developer: Rockstar Leeds
Unlike the other games in this roundup, the only informa-
tion that we have on this title is the box art. Rockstar has
announced this along with a GTA game for PSP launch.

g i ]
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NBA 2005

Publisher: Sony Computer

Entertainment America

Developer: 589 Sports

Showing off how closely a PSP game

can stick to its PS2 version'’s roots, 989's

basketball title has impressive details

and a nice feature list. From a visual

standpoint, the player animations, facial

models, and stadiums all look nice. The

gameplay modes, which include a full season option and a
handful of minigames, ably provide a more realistic basket-

ball simulation than a handheld has ever attempted before. NBA Street. ShUWd own

Publisher: Electronic Arts Developer: EA Canada

The Street series’ mentality of quickly making players
comfortable and offering a more tongue-in-cheek look at
pro ballers is in full force with the PSP’s version. Offering
so many options that a rewarding play experience can be
had in any interval between 30 seconds and a handful of
hours (minigames and a full career mode are both easily
accessible) combine with great graphics, huge variety in the
courts and unlockables, and nice controls.

O XX -
B. 18,082 B_—_CUED -
L]

MVP Baseball

Publisher: Electronic Arts Developer: EA Canada
Pleasing both stat junkies and action-orientated players alike, MVP on PSP will offer a full range of EA's platform-wide por-

table features. Game types are available for both head-to-head through the unit's Wi-Fi link or by using EA's Party Play play-
and-pass system. Minigames like a home run derby, full seasons, and statistic-determined simulated matches should all be

available at launch.
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INFECTED

eave it to Planet Moon to come up with

a game like Infected. The quirky devel-

oper, best known for titles like Armed and
Dangerous and Giants: Citizen Kabuto announced
last year that it would be developing exclusively
for the PSP for the time being, and now details
on its first handheld title are coming to light. A
fast-paced action game with a few interesting
twists, Infected pits the player against hordes of
savages who have been driven crazy by a strange
disease. As fate would have it, you're also infect-
ed, but are somehow immune to the disease’s
crazyfying properties. So you do what any good
New Yorker would do: Make bullets out of your
own blood and take on the hordes of violent
plague carriers!

If this premise sounds bizarre,
that's because it is. We spoke with
Planet Moon's Aaron Loeb, and
he filled us in on some more of
the game's odd features, including
an almost puzzle game-like chain
reaction effect. First, the Infected
must be weakened with conven-
tional weapons, then they can be
finished off with a viral bullet to
start a chain reaction. "When you
hit a Green Infected with the viral
gun, he goes splat, and any other
Green Infected within the radius
of his explosion also go splat,”
says Loeb. "Any Green Infected
within their radius goes splat too,
and so on. The goal is to use your
shotgun to set up the biggest pos-
sible combinations of exploding
Infected, creating really spectacular
scenes of carnage in the palm of
your hand/

“...this title
Is quickly
shaping up
to be one
of the most sense of humor, this title is quickly
exciting
games of
the PSP’s
launch.”

Publisher: Majesco
Developer: Planet Moon Studios

This chain reaction system sounds like it will
certainly add a lot of depth (and carnage) to the
traditional action formula, and Infected has a
few more surprises in store. Of particular inter-
est is the multiplayer aspect. “Every player has a
unique virus. When they play others over Wi-Fi,
the winners actually infect the losers with their
virus,” says Loeb. Then players have the choice
of replaying missions to clear the virus, or chal-
enging another player. If the challenged player
oses, the virus will be then passed to them. This
eads to an interesting, chain letter-inspired scor-
Ing system.

If a player infects you with a virus, he scores a
point. If you pass the infection along, you receive
a point, as does the player who infected you.
“Every person in the chain gets points
when a ‘link’ of infection is added,”
explains Loeb. “This continues until
there are 10 people in the chain, and
then everyone gets a big point bonus.
Everyone involved has an incentive to
keep the infection chain letter going
until the end so that they will all get
the points.”

With this unique multiplayer mode,
the splatteriffic combos of exploding
Infected, and Planet Moon's trademark

shaping up to be one of the most
exciting games of the PSP’s launch.
Also, the fact that it takes place on
Christmas and that you get to kill
rampaging Santas doesn’t hurt. We
hate that guy. He never brought us
the Rainbow Brite doll we asked for
as kids.

Tiger Woods PGA

Publisher: Electronic Arts

Developer: EA Canada

Integrating a nearly full version of the
console franchise's Game Face mode
with a complete Legends tour and a
bounty of new minigames to accom-
modate both multiplayer sessions and
shorter playtimes, Tiger's handheld foray
really shines. The analog swing is here
in full force, as is a nice roundup of
courses. Two big updates (Bingo Bango
Bongo mode where players race to a
series of goals like being the first to the

green and the option to save between
any swing) are welcome customizations
for a portable platform.
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Need For Speed
Underground Rivals

Publisher: Electronic Arts Developer: EA Canada

Rivals looks to be one of the flagship games in EA's PSP
launch lineup. Offering just a hair short of all of the cus-
tomization options available in the console versions, two
new race modes (drift attack and nitrous run), a bucket of
cars, and arguably the most compelling integration of EA's
Champ/Owned system [see sidebar] is just the start. With
the Las Vegas build we played, the physics are shaping up
and graphical effects really shine.
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ELECTRONIC ARTS’ CONSISTENT FEATURES:

» Quick Saves (with replay on FIFA)

Messing with some of the rules for valued core frachises
means adding a quick save feature on most titles. The
Tiger Woods PSP entry, for instance, lets players save
after any stroke, unlike the more stringent rules in the
console versions. Portable FIFA goes one step further by
introducing loaded saves with a five-second replay, so
gamers can remember exactly where their ‘ballers are
between play sessions.

» Party Play

Hedging bets that there won't be quite enough units to
saturate the market at launch, all of the EA titles we saw
offered some variant of Party Play options. Certain titles
featured minigames (like NBA Street), while others like
Need for Speed have players pass the unit after each race
to beat times.

» EA Pocket Trax

With all of the emphasis that EA's games usually put on
soundtracks still firmly in place for the portable versions,
the company is letting owners listen to the soundtrack
without playing the game. Pocket Trax will play the band's
video if available, or do title-themed visualizations if an
MTV-ready clip isn't accessible.

FeaSeakssc
Chrs Wekber

Industry powerhouse Electronic Arts is throwing a lot of muscle behind Sony’s handheld (a 175-person team is devoted
to the platform), and putting a lot of effort into accommodating the unit's abilities as well. Here's a rundown of the fea-
tures that are integrated into almost all of the company’s launch titles.

» Owned/Champ mode

Fostering competition seems like something that really
wouldn't be absolutely necessary, given the history of
this industry and the level of fame certain players already
receive with excellent performances, but EA's PSP team
doesn't see it that way. Accepting and then winning chal-
lenges eams players a “Champ” title and the loser is
officially “Owned.” The only way to get rid of a pesky and
embarrassing Owned moniker is to challenge and beat
the ones who have bested you in the past.

» Minigames and new content

As is exceptionally clear, most of the PSP launch titles
(especially EA's lineup) are extremely reminiscent of their
console counterparts. Ensuring that these aren't direct
ports, the development teams for each game are adding
courses, features, minigames, and loot to every entry.
Completists will love the bonuses and those who already
have the home version will appreciate the differences that
make each of these a worthy purchase.
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SWEET DRIFT
DOUBLE POINTS!

Spider-Man 2

Publisher: Activision
Developer: Vicarious Visions
Veteran handheld develop-
ment team Vicarious Visions
(who also did a Spidey DS
launch title) is showing off
the physics and action/
adventure possibilities of
the PSP with a Spider-Man
2 launch title. The three-
level demo available at

the Las Vegas Debut event
featured hostage rescues,

a boss fight against Rhino,
tons of web-slinging, ana
admirable voice-over work
by the movie's
cast. New moves
are being added
for the hero like
web nets and the
ability to cocoon
foes, along with

j the console

Bl releases’ exten-
sive move set.
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connect feature

DEATH JR.

he name Death Jr. is probably familiar to any-
one counting down the days to the release of
the PSP. The unique title was the first game
announced for the system, although it has been a
while since any news leaked out about this quirky-
looking game. But now we've heard

a few details about the story and the

gameplay, and it certainly sounds like

Publisher TBA
Developer Backbone Entertainment

in the box are an ancient demon and his minions,
and they start wreaking havoc on everything they
see. Death Jr. takes it upon himself to defeat the
evil beings so that he doesn't get in trouble with
his dad.
The story will unfold over 10 levels,
with Death Jr. tackling both action and
platforming elements. Along with his

Death Jr. will be a funny, endearing “we,ve BVYEN scythe, DI (as his friends call him) will

title perfect for fans of Tim Burton or

wield weapons like twin pistols, a chain

Invader Zim. gun, lightning gun, and more. We've
Death Jr. is, obviously, the son heard some even heard some rumors about him

of the Grim Reaper, but he’s also a

student and a bit of a social misfit. rumﬂrs

Still, he does have a few close friends

tossing explosive hamsters. It seems
obvious that Death Jr. will feature a
unique setting and a bizarre sense of

including Smith and Weston, a pair of about him humor — which is probably why a comic

twins joined at the head; Sigmartha,
who starts bleeding from her limbs

book is in the works, and there are even
talks about an animated movie. These

when nervous; Pandora, who suffers tossnlg spin-offs sound great, but for now we

from a compulsion to open every-

hope that the game itself lives up to its

thing she touches; and a talking limb- explosive potential. Based on what we've heard,

less fetus named Seep. On a trip to
the Museum of Supernatural History

it sounds like one of the most intriguing
titles yet announced for Sony’s fledgling

: 33
the gang discovers an interesting hamSters handheld.

box, which is, of course, opened by
Pandora. Unfortunately, contained

Tony Hawk’s Underground 2 Remix

Publisher: Activision Developer: Shaba Games

Portable Tony Hawks have always been impressive feats of coding wizardry, but what Activision has up its
sleeve for this release is more along the lines of a full-fledged console version in a convenient carrying case.
Four new levels (Las Vegas, Atlanta, Kyoto, and Santa Cruz) join forces with classic and story modes from
THUG 2. Even the face-mapping features are back — players can import a pic via Memory Stick and map it to
a created character.
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NFL Street 2: Unleashed

Publisher: Electronic Arts Developer: EA Canada

With what some may call “all of the fun that the NFL won't let you
have,” this is one of the more ambitious titles (technologically speak-
ing) in EA's launch lineup. The problems of having 14 players onscreen
is coupled with the series over-the-top effects. While the version we
played had some slowdown, its achievements are clear — this is the
pick-up-and-play football that players love.
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Twisted Metal:
Head-On

Publisher: Sony Computer
Entertainment America

Developer: Incog

It seems that Sony officially has a
favorite series to fall back on when
they want to tout new multiplayer
gameplay — Twisted Metal. The
franchise’s Black Online entry high-
lighted PS2's online adapter and the
PSP version lets more people jump in
wirelessly than any launch title we've
seen, with a healthy eight-player
option. We tried out the Wi-Fi link with
a few others and left impressed at the
trademark car combat's speed, agility,
and pure insanity.

1
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Wipeout Pure

Publisher: Sony Computer

Entertainment America

Developer: Sony Computer Entertainment
Matching Twisted Metal's impressive and
addictive eight-player options, this tradition-
ally styled futuristic racer ups the feature set
ante by promising downloadable content in
the future. Tracks, vehicles, and tunes are all
possible, although the exact transfer mecha-
nism still has yet to be announced. As for
the gameplay, even this early build of Pure
has an admirable sense of speed and great
course designs.

L .
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How is Tekken celebrating ten years of genre domination? With better graphics,
more playable characters, all-new customization modes and over-the-top combos
_ that will bring even the strongest fighter to their knees. Plus, a bonus action game,
—— Tekken: Devil Within, reveals the secrets of Jin's past. Settle your differences on
i _' B the PlayStation“2 computer entertainment system. DO YOU HAVE WHAT IT TAKES?
g*ﬁ’ 5 RATING PENDING
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WHO IS THE REAL HOLIDAY WINNER?

n the industry, the holiday sales

numbers are usually discussed In

terms of which game sold more.

Who's on top? Grand Theft Auto:

San Andreas or Halo 2?7 While that

certainly was on people’'s minds
after Christmas, a larger story has emerged:
Who sold more consoles and what will
that mean for the future? Although Sony's
PlayStation 2 has enjoyed a much larger
installed base since its U.S. debut in 2000,
this past holiday season gave Microsoft’s
Xbox reasons to be merry.

Overall, the industry saw a minimal rev-
enue decline from last year (not including
PC software sales) according to market
researcher the NPD Group. Part of the
reason was the loss in revenue for sales
of home consoles due to price cuts. Also
important was a December shortage of
both the Xbox and PlayStation 2 systems.
Whatever the cause, a dramatic reversal of
fortunes occurred, with PlayStation 2 selling
28 percent (1.1 million units) fewer sys-
tems than in 2003. The Xbox, meanwhile,

outdid its figures from last year, selling 4
million units in the U.S. = an increase of
27 percent. In November alone, Xbox sold
708,000 systems as compared to Sony's
694 000 and Nintendo’s 350,000 units for
its GameCube. Overall, console sales were
down by 16 percent in 2004.

Sony’s number is competitive with
Microsoft’s, but the PlayStation 2 maker
missed an opportunity to advance its larger
installed base due to a double shortage of
the console. Not only did production of the
new slimmed-down model of the PS2 not
meet demand; there weren't even enough
of the old models in stores. In preparation
for the November 1 launch of the new-style
PS2, Sony purposely starved retailers of
the original unit in an attempt to generate
demand and get rid of the old stock.

Although Microsoft's good holiday sea-
son and the increase In its installed base
has the company clicking its heels, some
believe that it is no portent to the future.
Research analyst Michael Pachter told

Change in Consoles Sold From 2003

Game Informer that Sony, despite its stum-

(Source; The NPD Group)
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bles, is still on top. Due to the company's
decision to redesign the PlayStation 2 in
order to lessen production costs, Pachter
says that Sony actually made more money
by selling fewer consoles in November
and December of this year as compared
to those months in 2003 because it made
more money on each slim-line PS2 than
the older model. “I think [Sony] lost some
sales permanently, but this supply issue
was intentional, because everybody knows
that Microsoft loses money on every Xbox
sold. Sony is positioning itself to cut the
price of the PS2 further and kick Microsoft's
butt. So here’s Microsoft, ‘'Oh my God, we
outsold them by 14,000 whopping units
in November and 47000 in December —
aren't we awesome?!" You know what? If
Sony had produced an extra 100,000 each
month, Microsoft would not have outsold
them — period. So who cares? It's not a

trend; it's not a precursor for the next [hard-

ware] cycle. It's Sony making a conscious
decision that the guy who makes the most
money per unit is going to win the war’
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Pachter also told us that another fac-
tor in the shortage of both consoles this
season was the fact that the dollar and the
Japanese yen were doing poorly against the
Euro. Thus, both companies made more
money by selling an Xbox or PS2 in Europe
than they would have in Japan or the U.S.

As for the future, Pachter doesn't see
Microsoft parlaying this upswing into perma-
nent gains against Sony. “It's really not that
big of a deal, and | wouldn't get all hung
up on Microsoft passing Sony temporarily.
How many PS2 owners are going to throw
away their PS2 to buy a non-backwards
compatible Xbox Next that has no software?
| think none. How many Xbox owners?
Probably three-quarters of them, but not
100 percent.’

Despite Microsoft's encouraging holi-
day, it looks as though the more impor-
tant indicator of future success is what
titles and features the next Xbox debuts
with — something which isn't known yet.
Regardless, it's a battle that we gamers can
clearly benefit from.

November Console Sales

(Source; The NPD Group)
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More News You Can Use

EA AND VU BACK BLU-RAY
come out in support of the Blu-Ray high-defini-
tion DVD standard backed by Sony, which is to
be induded in the PlayStation 3. The support

of such video game companies is crudial, as

the PS3 is being seen as an important device to
propel mass consumer acceptance of the format.
Microsoft is expected to utilize Blu-Ray rival
HD-DVD with its next Xbox.

NAMCO GOING PLACES

The company's upcoming June title, Sigma

Star Saga, combines the two unlikely genres of
RPG and space shooter into one GBA package.
Players will explore six planets facing a Krill
onslaught, participating in both RPG conventions
and side-scrolling shooter portions. Sigma Star
Saga also features customizable weapons with
more than 50 different items.

ZOMBIE LEGEND GETS

DEVELOPER

Hip Games has signed on with legendary horror
director George Romero to make video games
of his zombie movies, and the company has
assigned English developer Kuju Entertainment
to handle the initial project. The first game is
expected sometime before the spring of next
McGee on an all-new property called City of
the Dead.

\FICARIGUS \IISIOHS BOUGHT
Activision and Vicarious Visions are now joined
at the hip. The publisher acquired the Doom 3
Xbox developer, which has delivered over five
million in sales in its past five games. Rumor has
it that Activision acquired Vicarious Visions as a
portfolio move as it actively shops itself around
to potential buyers.
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TAKE 2 STEALS MLB, EA GRABS ESPN & SEGA IS OUT

month after rival Electronic Arts stole the NFL rug out from under
A its feet, publisher Take 2 Interactive has struck back by signing an

exclusive third-party agreement with Major League Baseball and
its players’ association in a seven-year deal, starting next year. According
to the terms of the agreement, Take 2 is the only third-party publisher
that will be able to use real-life baseball teams, players, and stadiums
In Its game.

The deal states that first-parties, such as Sony,
Microsoft, and Nintendo, are not bound by any
such restrictions — effectively making this arrange-
ment a direct shot at Electronic Arts. Game
Informer talked to an EA representative, who was
skeptical of the merits of Take 2's deal. "We did
compete for the license, but it's not an agreement
we would have signed. It really looks like they paid
exclusive money, and it's a non-exclusive license.
So instead of getting an exdusive license, it's really
just a deal that excludes EA”

Currently, Sony (the MLB series) and Nintendo
(Nintendo Pennant Chase Baseball) are the only
two first-party publishers with baseball titles.
Microsoft has shut down its traditional sports
studio and laid off its employees in the depart-
ment, although it does own the nghts to the High
Heat franchise. Take 2 has approached other pro
sports leagues, such as the NBA, in an effort to secure long-term deals to
prevent from losing any more ground to EA. However, sources tell Game
Informer that it is unlikely basketball will suffer the same exdusive fate
which has befallen the NFL and MLB, due to its current lucrative contracts
with multiple companies.

This move by Take 2 is just the latest in a series of events that have
shaken the sports video game world. Weeks prior, EA pulled a major coup
by signing ESPN out from under the nose of Take 2 (who, along with
Sega, had published under the name for two years), giving the Madden-
maker the sole rights to the brand name for the next 15 years.

This monumental deal not only means that EA has the right to use the
ESPN name from now on, it also covers usage of programs and person-
alities on the sports network. EA told us that “ESPN" will not be used in
the title of the Madden NFL series, although the moniker will be present
somewhere on the front of the game box. This new branding won't start
until the 2007 lineup of titles (in calendar year 2006), and it remains
to be seen what, if any, consumer confusion there is between EA's new
lineup and the old Take 2 games. As for rumors of EA dropping popular
commentator John Madden, the EA spokesperson would only say that
the company has no plans to, and that he is still under contract.

Game Informer spoke to a source at ESPN NFL 2K5 developer Visual
Concepts who told us that the company (and its publishers Sega and
Take 2) knew about this deal approximately two weeks before it was

=TT

announced. However, ESPN didn't have to break its contract with Take 2
to enter into this new deal with EA. After ESPN NFL 2K5 was released,
the network was able to exercise a clause in its contract that enabled

it to terminate its relationship with Take 2. Seeing as how the network
would have to continue its video game brand name without a football
title had it continued to work with Take 2, it's likely the only practical
course of action for ESPN was to follow the NFL
license into the arms of EA. There have also been
rumors that both the NFL and ESPN were mad

at the $20 pricing of last year's Take 2 titles, but
this cannot be confirmed. The first effect of this
ESPN/EA deal is that Take 2 has dropped the net-
work's moniker from the upcoming Major League
Baseball 2K5 (see our review on page 118.)

As if this wasn't enough change in the video
game sports world, Take 2 has bought develop-
ers Visual Concepts and Kush Games (the studio
that collaborated with VC on MLB 2K5) from
former parent company Sega for $24 million — a
deal that has been in the works for a few months
now. Under the terms of the publishing contract
between Take 2 and Sega, the former company
had the option to buy VC before March 31, 2006.
Industry watchers say that the price is lower than
what the developers would have gamered had EA
not bought the NFL out from under them. While Take 2 will no longer
have the NFL nor ESPN to rely on, taking over these studios is a chance
for it to diversify its games portfolio with an already proven and profit-
able sector of the industry: sports. The company has already inaugu-
rated a new publishing label for VC-developed titles called 2K Games.
This division will also put out non-sports products for console, PC, and
handhelds, including those developed both internally and externally and
selected titles from Take 2's Global Star label. This isn't the end of the
relationship between Take 2 and Sega, however. The Grand Theft Auto
publisher will help bring VC-developed titles to Japanese arcades, and a
number of Take 2 games to Japan and the rest of Asia.

Meanwhile, EA has continued its bold dealings by signing the four-
year rights to make games based on the Arena Football League. This
newest addition to EA Sports' football roster has already begun, but no
release date has been announced. Apart from taking away a possible
non-NFL avenue from its competitors, this move benefits EA because
the deal allows the video game publisher/developer to reap the finan-
cial benefits of any future AFL expansion team sales.

What's the next domino to fall? Who's angling for the NBA? Stay
tuned and see, as it looks like anything and everything is up for grabs
in the high stakes game of video game sports. For more on our take
on these recent wheelings and dealings, check out the Letter From the

Editor on page 12.
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THE G0OD, THE BAD, THE UGLY

When You Want Your News Categorized With A Sarcastic Editorial Spin

BAD

PSP owners who excitedly downloaded an unofficial
software update file from Sony’s servers may find
that their handheld doesn't work anymore because
of the file. However, they can be heartened by

the fact that the download (which Sony admits
came from within the company, although it wasnt
officially sanctioned yet) may point to future
applications for the PSP including web browsing,
email, a calculator, voice chat, a schedule calendar,
a text-to-speech program, and even word processor
and spreadsheet applications.

In response to the recent criticism of developer
working conditions in the video game industry

(see issue 141, page 18 for more), The International
Game Developers Association ts planning its first-
ever Quality of Life Summit in March. It will address

the problems of employee burnout and how to
alleviate crunch times in the development cycle.
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For his services to the English video game industry,
Fable creator Peter Molyneux received the Order of
the British Empire (OBE) from the Queen - a first for
anyone in the industry. Congratulations.

B Sly 2: Band of Thieves

To make it up to PlayStation Underground members
who found their memory cards erased after playing
Viewtiful Joe 2 on Sony’s Winter demo disc, the
company is offering free copies of games hke ATV
Offroad Fury 3, Sly 2: Band of Thieves, Hot Shots
Golf Fore!, and more. Afflicted gamers can call
SCEA's customer support line for more info.

Bungie and Microsoft put the hammer
to cheaters and rude numbskulls by

savory Halo 2 online players. Thousands
found themselves at least temporarily
locked out, if not banned, from playing
the game for offenses that range from
repeated network-exploiting to racism.
Got a problem with that? Well, Bungie
hopes that all you cheaters and half-wits
get your “fingers slammed in a car door
on a cold day.” How's that for sympathy?

suspending and banning some less-than-

o
For love or for Lineage? A Japanese woman was
arrested for erasing her former boyfriend’s Lineage
save out of revenge for breaking up with her.
What's worse, the fact that he lost his Lineage save

or that he broke up with a girl? Either way he won't
get another sniff of action for a long time.
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BAD

BioWare's action/RPG Jade Empire for the Xbox
has been delayed until late April. However, gamers
can bide their time by dreaming about the special
edition of the title, which will come in different
packaging and even feature an exdusive character
and fighting style.

FRANCE
FIGHTS
EA

HELP COMES

lectronic Arts’ recent purchase of
E 19.9 percent of French video game

publisher/developer Ubisoft may
appear to be a first step in acquiring the
company, but the Splinter Cell makers
aren't going to go down without a fight.
The French government and even other
French companies are coming forth to help fight EA.

The stock purchase is considered hostile by Ubisoft because it was unsolicited and was not discussed
between the two companies. Despite EA's moves, the Guillemot family still owns Ubisoft and has a con-
trolling interest in it. However, to prevent further erosion, the French government is watching the situation
and may intervene to help. Such a move wouldn't be unusual for the government, which is routinely
involved in corporate subsidies. Currently, Ubisoft is a part of the backbone of the French video game
industry due to the deals it has with up to 20 other companies in the country.

Of course, Ubisoft itself is being proactive towards its fate. During a recent conference call discussing
the company's financials, Guillemot offered that perhaps a buyout of Eidos (which has been up for sale
for many months now) could be a line of defense. “Short-term we are [more focused on] analyzing how
to organize in the face of recent events rather than on buying Eidos. That said, this is a defense option we
have not yet ruled out.”

EA's moves have even stirred sympathy with Ubisoft's rivals. Infogrames, the French company that
owns the Atari brand name, has expressed a willingness to help - although no specific details have
emerged. Its chairman, Bruno Bonnell, told news agency Reuters, “When Ubisoft has defined the limits
within which it is prepared to work, they know we are ready to listen.” Bonnell continued by rejecting
EA's assertion that the stock purchase was merely for financial investment. "Electronic Arts certainly did
not enter Ubisoft's capital to just stay at that level. | hope Ubisoft will find ways to defend itself so that
Infogrames does not become the last bastion in the European video games community. It would be a
pity to see great European creations end up in a relatively hegemonic U.S. conglomerate.’

Help may also come in a different form. Rumors have circulated that fellow French company Vivendi
Universal has talked with Ubisoft about a merger — something that Vivendi denies.

Game Informer brings the world’s worst game ideas to life

Police Academy Online

With Warcraft's successful move to the MMORPG world, it's time
for all of the me-too franchises to try to elbow their way into

the crowded market — and who better to occupy the coveted
“Reviled ‘80s Movie MMO" slot than Police Academy? Players
will be able to create characters like Sound Effects Dude, Gruff
Sergeant, and That Sexy Girl. Each class will feature embarrass-
ingly unfunny special skills like “Shout Something Contrived

and Unhilarious into a Bullhorn,” or “Be Steve Guttenberg The

! gameplay will feature a persistent, formulaic world in which play-
ers endure forced comedic routines and insipid dialogue in a
quest to delete their own characters (which can only be done

= once level 40 is attained), thus erasing all evidence that they

X were ever affiliated with this abominable experience.

Of course, regardless of profession or skills, all characters
# will be essentially useless in combat situations, relying on blind
7. luck and deus ex machina to win battles and gain experience.

. Unfortunately, players will have to be wary of making characters
that look too much like Hightower or Tackleberry to avoid being
sued. However, given his inability to afford breakfast, much less
an attorney, players making Steve Guttenberg-esque characters
need fear no legal recourse.

POLICE ACADEMY

ONLINE
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Fight enemies and huge bosses in real-time Unleash the powers of Wind, Fire and Thunder Meet allies and foes on your quest to
with special sword attacks and combinations! with 3 elemental swords! uncover the secrets of the Vortex of Canaan!
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LOOSE TALK

Hot Gaming Gossip

NOTES ON KOTOR 11l Bebadvrte Knights of the Oid

Republic §i: The Sith Lords
Obsidian did pretty well taking
over for BioWare in KOTOR II: The
Sith Lords, and it's got more up
its sleeve for the third installment.
A source tells us that the game is
going to reveal more about the HK
series of droids, including where
they are from and who makes them.
Also planned is an exploration of
the Outer Rim territories following
in Revan's footsteps.

| NCAA TO EA?

In a follow up to the flurry of punches EA has leveled to its sports
video game rivals, Loose Talk has heard that the company is currently
pursuing a contract with the NCAA to obtain the exclusive rights to the
collegiate sports association. It is unknown which sports this deal would
encompass, such as football, basketball, hockey, and more. Currently
the only franchise challenging EA’s college titles is Take 2s ESPN College
Hoops 2K senes.

TRUE FANTASY

NOT DEAD?

Xbox lost out on a potentially good

game when Japanese developer

Level-5 announced that it was

canning MMORPG title True Fantasy

Live Online. However, the company

hasn't given up hope on the title.

that he thinks that there is a chance

that the game could release on

Xbox Next.

$60 GAMES? GAMES GET

In a presentation to Barney A GRAMMY

Citigroup Entertainment, AVISON | The Recording Academy i

CEO Bobby Kotick said that he mmam;m

sees triple-A titles increasing in Award category for video

mwsmmﬂunm-gmu& game soundtracks in the

Uon consoles bt future. Considering how -
much time, effort, talent, =
and money is poured into :‘1

SLIM NEW COLOURS et G 2

Mnﬂtﬁmﬁnudhr full symphonic concerts!), it's ‘

MIH@MWE about time. Finally the

already advertising Sony’s _ Grammy Awards will

new slim-line PS2 in dif- .I"! . be about talent.

ferent colors - indluding 1

hope the company steps

up and delivers this l'l'

multi-colored funhere E

in the States sometime d

SOON. E

Cot some insider info? Email us at loosetalk@gamenformer.com and we'l be all ears.

NAME THAT GAME

Test Your Sight

Despite the 3D flop of Castlevania 64, Konami forged
ahead with plans for this three-dimensional title on
Sega’s Dreamcast. The American-developed game
featured Sonia Belmont in a Dracula-chasing tme
adventure. Despite this rock-solid premise (insert
chudkle), this Castlevania never made it to store
shelves, even though it showed at E3 and was several
years in development. In fact, gamers were so sick of
waiting through its numerous delays, the title was even
dubbed Cancelvania.

(Answer on page 42)
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FAIR AND BALANCED
GAMES?

FOX OWNER MURDOCH TO BUY INTO VIDEO GAMES

edia mogul Rupert Murdoch is looking into acquiring a video game company. Murdoch
currently owns News
Corporation, which con-
trols the Fox and Sky television
networks, along with British news-
papers The Sun and The Times
and book publisher Harper Collins.

News Corp. COO Peter Chernin
recently admitted In a quote to
The Financial Times that the
company was “kicking the tires
of pretty much all video game
companies,” but wasn't sure which
one was the right fit. “We see
[video games] as a big business,
and we'd like to get into it. We are
struggling with the gap between
companies like Electronic Arts,
which come with a high price tag,
and the next tier of companies.
These may be too focused on one or two product lines.” Chernin did, however, mention Activision by
name as a potential target. Activision's reported market capitalization is around $3 million, while EA's is
$19 million. News Corporation has estimated cash holdings of $5.5 billion.

Chemin also mentioned that other media companies are interested in moving into video games.
One we know about for sure is Viacom's CEO Sumner Redstone, who acquired a majority of Midway's
stock last year and appointed his daughter vice chairman to the company's board of directors.

With the success of the video game industry, it shouldn't come as a surprise that people like
Murdoch would want a taste of the action. Unfortunately the results could be a glut of safer, license-
based games stuffed with every cross-promotional marketing trick you could think of. Who knows,
maybe Purina will burst back onto the scene and make a Chase the Chuckwagon 2.

WHO SAYS YOU ARE
A GAMER?

NEW STUDY QUESTIONS GAMER STEREOTYPES

T he friends you've just met on Halo 2 might not be who you think they are. According to a new

study by the Entertainment Software Association (ESA), the typical American gamer is not the
dumpy, socially-retarded person we assume makes up the gaming population (except for Adam -
he still breaks out in hives around girls).

In a random survey of 802 adults conducted by Peter D. Hart Research Associates, Inc, computer and
video game players spend more than three times the amount of time doing activities such as community
volunteering or engaging in religious or cultural activities than they do playing games. For instance, 79
percent of all game players say they exercise or play sports for an average of 20 hours per month — a sta-
tistic that contradicts some people’s belief that video games are a part of the cause in the rise in obesity
rates among Americans.

“Gamers are everywhere and they're everyone. They
are your friends, neighbors, co-workers, relatives, and
kids, they lead responsible and caring lives, balancing
their enjoyment of interactive entertainment with many
other activities important to a well-rounded lifestyle,” said
Douglas Lowenstein, president of the ESA. “Indeeq, those
who continue to portray the game population as single-
minded loafers are living in their own fantasy world”

entertainment
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Tekken's Nina Williams is
even deadlier undercover.

As a covert operative of the CIA, Nina Williams enters an
underground fighting tournament to track Kometa, a shadowy
underworld organization. Functioning as the "sweeper" of her cell,
Nina finds herself tracking a stolen high-tech weapon through a
variety of locations to reveal a conspiracy on a global scale. Nina %

must now face a multitude of deadly enemies, as well as her own

past, in order to save the world.

S

~ > Control Nina with an intuitive > Wield a variety of weapons > Burst organs, shatter bones > Deliver Nina's signature moves
360-degree combat system outside the ring
www.deathbydegrees.com
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emes .8 A NEW SET OF STAR WARS

oo woroe B LOOK AT LUCASARTS’RTS , B

Producer, Shadow of Rome Amherst, VA i AR
o /*, P anL & - o

1 Castlevania - NES 1 Dog’s Life - PS2
2 Dragon Quest 5 - SNES 2 Shrek 2 - Xbox
3 Resident Evil 2 - PSone 3 SpongeBob

4 Super Mario SquarePants:
Bros. - NES Battle for Bikini

5 pikmin - GC Bottom - Xbox

4 Grabbed by the
Ghoulies - Xbox

9 EyeToy: Play - PS2

Send Top Fives and a photo of yourself to:

Game Informer Magazine/Top Five
724 N 1st St 4th Fi
Minneapolis, MN 55401-9022
email: topfive@gameinformer.com
(attach digital picture)

Lists. ..Eﬁ‘é}yhudy Loves Lists...

Top 10 Franchises
Appearing On Next-Gen
Consoles Whether You
Like It Or Not

10 smx xxx: Nothing is sexier than normal-mapped
boobies!

9 Crash Bandicoot: Even if developers stop making his
games, he'll still show up on his own.

8 Drake of the 99 Dragons: "Take one down, pass It
around, 98 more iterations to endure!”

4 Catwoman: Because game manufacturers hate you.
b Army Men: The rights are currently on the auction block
at Christie’s. Highest bid is a cool buck fifty.

9 Robocop: The sadly underrepresented “robots who
shoot things” genre needs a new champion,

4 Celebrity Death Match: Because Carrot Top will do
anything for a dollar. Anything.

3 McFarlane's Evi Prophecy: The prophecy reads: “And,
Lo! Once slain, it will return with renewed vigor to defile

ith the last Star Wars movie set to release in
May, LucasArts is going back to the begin-
ning for its newest creation based on the
franchise. Star Wars: Empire at War is a real-time 3D
RTS developed by Petroglyph — a new company com-
elisel o prised of a number of people who used to work at
the facial cavities of all who decried it.” Command & Conquer creator Westwood. Empire at
2Aquaman: Rumor has it the next entry will be called War is scheduled to appear this fall on PC and other
Aquaman: Seahorse Rodeo undisclosed E:Iatfnrms. ) _ _ _
16 gitive Hunter: If we don't Kung Fu fight Osama Bin The game Is set before Ep:Sﬂ:::[e IV: A New Hope, letting players advance t_he cause of either the Rebel H"IE!T:ICE or the Darth

_ Vader-led Empire. Taking place in space as well as on land, the game takes in familiar locations such as Tatooine, Dagobah,
Laden, the terrorists have already won. Hoth, and new environments (some from the Star Wars expanded universe) and directions. Your adventures may even put you
Into contact with your favorite Star Wars heroes. Empire at War also supports a two-player Empire vs. Rebellion mode and up
to eight players online.

Name That Game Answer: Castlevania: Resurrection
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~ This s the TID of
s America’s Military Spear.
You re on Point.

'|'__uu are the Flrst to Fight — a US Marine
~on the front lines of urban combat in Beirut. ,
Lead a 4-man fire team that executes authentic
Marine tactics. Mouve aggressively, knowing your
team gives you 360-degree security, and devastate
your enemies with precise air and mortar attacks.
Experience a first-person shooter so realistic,
the Marines use 1t as a training tool.

Play single-player, 4-man co-op, or go
head-to-head in the Fire Team Arena.

L ==L 0OVIBAT

FIRSTTOFI

THE REAL-LIFE COMBAT EXPERIENCES DF THE PROUD FEW.,

BASED ON A TRAINING TOOL DEVELOPED
FOR THE UNITED STATES MARINES

L

X80X ST T 7 DESTINEER oo s

F i & & N

Blood v 4 >,
Violence _ s )( LWV e Pﬂlgfﬂ _ATQM_IC @ 3

© 2005 by Destineer Studios, Inc. Al rights reserued. PC version published by Destineer Publishing Corp. Distributed exclusively by Take-Two Interactive Software, Inc. Kbox version published by Global Star under license by Destineer Publishing Corp. and Take-Two Interactive Software, Inc.
First to Fight and Aeady-Team-Fire-Rssist are Lrademarks of Destineer Publishing Corp. Close Combat is @ registered trademark of Atomic Games, Inc., and s used by Destineer under license. Destineer is a registered Lrademark of Destineer, Inc. Global Star, the Global Star logo, Take-Two
Interactive Software and the A Take2 Company logo are all Lrademarks and/or registered trademarks of Take-Two Interactive Software. Microsoft, Kbox, Kbox Live, the Live Logos and the Kbox logos are registered Lrademarks of Microsoft Corporation in the United States and other
countries. The ratings icon 1s a trademark of the Entertainment Software Association. Mac and Macintosh are registered Lrademarks of Apple Computer, Inc. GameSpy and the “Powered by CameSpy” design are Lrademarks of GameSpy Industries, Inc. Rll rights reserued.



1989 Vv 1981V

1993 Vv

1995 v

1996 V

connect

CAREER HIGHLIGHTS

International
Politics

As a senior at Hanover College,
Ward interns at the United
Nations and is voted Hanover's
“Man of the Year."

Taking A Bite

As an account executive for
BBDO/Los Angeles, Ward works
for Apple Computers, helping
launch the Power Macintosh,
among other products.

1999 v 1997 v

2002V

release of the original Star
Wars trilogy on DVD and the

multiplatform action game Star
Wars: Battlefront. Sales for both

are exceptionally strong.
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JIMWARD

PRESIDENT, LUCASARTS/VICE PRESIDENT, MARKETING & DISTRIBUTION, LUCASFILM LTD.

>> As president of LucasArts and vice president of marketing and distribution of Lucasfilm Ltd., Jim Ward is the man in
charge of bringing to life George Lucas’ vision for both the video game and movie wings of the company. After recently
spearheading a massive reorganization of LucasArts, Ward feels that the company is poised to take a leading role in

the game industry. <<

You've worked in a lot of different industries,
from the food industry to film to technol-
ogy. What are some of the thing video games
could learn from other industries?
There's a lot we can leam from entertainment mar-
keting in terms of tie-in promotional partners and
retail events. This is something that, frankly, we pio-
neered in September with the simultaneous launch
of the original [Star Wars] tnlogy on DVD along with
Star Wars: Battlefront. That had never been done
before in the retail environment, where you had a
DVD and a video game tie-in that came out at the
same time.

In addition, [we need to] open up the window
of when events can happen. Certainly, the movie
business has leamed that the fourth-quarter crunch,
while holding great opportunity, can also be the
death [knell]. What we need is to use other seasons

focus to raising the quality of the games, and to limit
the number of Star Wars games that we do, but
make them big blockbuster games.

LucasArts used to be known for making really
unique original properties like Day of the
Tentacle, then fell back primarily on Star Wars
products exclusively. Are original games going
to be a bigger focus for the company?

We have three main goals. One is to restimulate

the Star Wars IP with high quality games. Secondly,
we're going to reinvigorate the Indiana Jones IP,
which has basically been stagnant for years. There's
no reason that Indiana Jones can't be a James Bond
and have a year-in, year-out great representation of
that brand. And take advantage of the fact that, in
the next couple of years, there will be a new Indiana
Jones movie. The third leg of this is definitely new

Well | think it's a lot easier now since | also have
the responsibility for the film in terms of marketing
and distribution. But remember, this game has been
developed in lockstep with the movie from the

very beginning. While the game follows the basic
construct of the film, it's clearly not the film, and is
focusing more on the ultimate Jedi action experi-
ence. The game is focusing more on the ultimate
Jedi experience, while the film dimensionalizes the
story in many different ways.

Do you think that the Star Wars saga could
continue in the video game realm? Any chance
of us seeing games that continue the story of
the Episodes IV-VI?

I's a wait-and-see type of thing. | think that holds

a lot of promise and could be very exciting. But I'd
also like to remind everyone that while this is the

There’s a heritage built into the DNA of
LucasArts, and that’s creativity and innovation.

to launch our games. There's no reason why the
summer timeframe should not be npe for this indus-
try. It's when kids have the disposable income; it's
when they have time to play these kinds of games.

How involved is George Lucas with the game
side of your business?

His involvement has ebbed and flowed over the
years depending on his focus. | can tell you that, as
we're coming up to the end of his Star Wars mov-
iemaking activity, he has become more and more
involved in the games business. Most of the chang-
es we've experienced in the last year at LucasArts
are a direct result of his focus on this business. He
believes, as we all do, that the interactive segment
of the entertainment business is the leading edge of
growth for the industry and Lucasfilm.

What were the changes he pushed for? Was it
a reorganization or just a change of priorities?
All of the above. We dearly had gotten to a point

at LucasArts where, very honestly, the quality of

our product was not at the level that it should have
been. We were making too many Star Wars games,
making too many mediocre Star Wars games. We
weren't having as much luck with new IP [intellectual
properties] and we certainly weren't doing anything
new with the Indiana Jones IP. | think George came
to the condusion that it was time for change. For
better or worse, that's why | was asked to come

in here and we began to radically restructure the
company. We [changed] management, changed our

IP. There's a hentage built into the DNA of LucasArts,
and that's creativity and innovation. We need to
move beyond the IP that we have. We certainly lost
that. We lost that as the console marketplace came
into being; it was very strong on the PC platform.
Once the company missed the adaptation of the
console platforms, we've been in catch-up mode
ever since. But that's going to change.

Industrial Light & Magic [Lucasfilm’s special
effects division] has always been on the cut-
ting edge of movie effects technology. Do you
have any plans in making them involved with
your graphics engine technology for games?
Absolutely. In fact, they already are. I'm glad you
brought that up. It's another aspect of restructuning
our company. One of the goals for that was to be
able to share assets much more efficiently. It's abso-
lutely a competitive edge for us. We are years ahead
of everyone else. Every other media or games studio
out there is trying to do basically what George has
in place. We have the ability to leverage assets

from ILM to make our games better and vice versa,
and working together with them from a technology
standpoint to really push the envelope way farther
than we currently have.

The Episode Ill game is scheduled to come
out before the film. How do you maintain a
balance of having content from the film, while
at the same time not including too many

spoilers?

last Star Wars movie, it's certainly not the last of Star
Wars. We are taking the Star Wars brand into the
television realm, both in animation and live action.
The opportunity is ripe with different ways in which
we can extend this in the video game side, tying into
[the] TV shows,

Is Star Wars Galaxies going to continue as a
long-term partnership with Sony Online?
Absolutely. The MMO business is a unique and inter-
esting market segment. | think the MMO business
has actually gotten to a point where we're bumping
at the [ceiling] of the way it's defined currently. There
are about a million MMO players currently. The bar-
riers to entry in the [genre] are pretty severe. You've
got to have broadband; you've got to be able to
play 40 hours a week; you've got to be committed
to it or you're penalized. | think for the million or so
players out there that's been fun and enjoyable. The
challenge we really have is to go beyond that. | think
that requires a different mindset and a different way
of looking at this type of gameplay.

Where would you like to see LucasArts as a
game publisher five years from now?

Five years from now, | want to have been able to
put the “Lucas” back in LucasArts. To have that same
“pixie dust” feeling when people see that logo that
they maybe did in the '90s. For them to think, “If |
pick up this game, | know it's going to be kick ass; |
know it's going to be of the highest quality and the
most creative thing out there!




Photo: Brett Klenk

LUCASARTS
JEDI MASTER

M Jim Ward oversees the marketing and
coordinates the operations of Lucasfilm’s
video game and movie projects
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' “A shooter unlike any yowve Seen before!” — Electronic Gaming Monthly f_ " A
“One of our most anticipated titles of 2005.” — Official XBOX Magazine _ gt
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TRLEEY S A W B, VRYUS.

This here’s a diff'rent kinda shooter.
Switch baek ‘n forth ‘tween first
n’ third person dependin’ on

if yer gunnin’ or brawlin’. ~ ~ . Shoot livin’ ammo like Fuzzles,
| Boombats and Sting Bees at yer enemies,
each with a pow’rful world of hurt.

s 2
e
Ero b ¥
-
£
3".
oy

I tﬁTEE"

Blood and Gore
Strﬂng Language :.l_i |
Violence

Odawe ;J.f.;. B Wialh and the Ocdworld Logo are trademarks or
rademarks of Oddworld Inhabitants mmeus f other cg G Arts EA, EA GAMES, the EA GAMES logo,
ﬂw&a'm are frademarks or registered t :e.#._; 1* - he J.5. and/or other countries. Microsoft