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Experience true-to-life sworrlplay and motion rupture ext'Cutcd by one of /ap<1n ·s leading sworrllight composers. 

Journey rl1 rough gmpl1icnlly stunning environments as the historic tale unfolds. 

Blood and Gore 
Viol ence 

Developed by industry vcte11111s 11/10 continue to innovate die genre. 

G I 

Genii: Dawn of the Samurai is a trademark of Sony Computer Entertainment America Inc. !f.>2005 Sony Computer Entertainment Americ e Inc, PltyStation end the "PS" Family logo ere registered trademarks of Sony Computer Entertainment 1nc. "Live ln Your World. Play In Ours." is a 
registered trademark of Sony Computer Entertainment America Inc . 

Like brushstrokes on an ancient 

canvas, the landscape of 

Japan lies peaceful and serene. 

Yet beneath tl1is veil of 

mystical beauty lies a tortured 

people ruled by the sword of a 

brutal samurai clan, casting a 

shadow over tl1e future. 

But tl1ere is hope, for within two 

warriors' kindred hearts bums 

tl1e unquenchable fire of 

redemption. And soon their 

enemies will learn a beautiful but 

painful truth: tl1e art of revenge 

is always painted in blood. 

www.genji-thegame.com 

PlayStation.2 

LI V E IN YO UR W X RLD. 
PL A Y IN O U R S~ 
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Internal shoulder protector 
2 Exterior chest hatch 

3 Full-court floor vision display 
4 Silicone-based breathable skin 
5 Internal shoulder padding 

6 Monster-jam playback screen 
7 Front court radar d isplay 
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8 Shotblock advanced targeting system 
9 Rear court radar display 

10 Anatomic auto-adjusting arm sleeve 
11 Upper ergonomic backrest 
12 SCORER high-accuracy repeater 
13 PLAYMAKER 360" quick-spin hip joint 
14 Quick-eject release toggle 
15 SHOOTER 3-point targeting computer 
16 Aerobic/anaerobic oxygen respirator 
17 Lower ergonomic backrest 
18 Hydraulic thigh musculature 
19 Titanium femur 
20 Pilot's foot hold 
21 Knee cover 
22 Breathable mesh outer layer 
23 Ankle cover 
24 HIGH FLYER achilles jump mechanism 
25 Quick-jump neuro-muscle response unit 
26 Anatomic leg holds 
27 Leg hydraulics processor 
28 Reinforced screen protective plate 
29 Instant-response nerve connectors 
30 Reinforced rim-crashing wrist 
31 Pelvic shock absorbers 
32 Fully articulated elbow joint 
33 Spinal shock absorbers 
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34 Upper arm protector 
35 Signature move selectors 
36 Carbon fiber breathable endoskeleton 
37 Long-range jumpshot tendon 
38 POWER forearm boardcrash initiator 
39 Stealing quick-reflex tendon 
40 Passing accuracy gyroscope 
41 Auto-pulmonary vessels 
42 External head extender 
43 Internal structural support elements 
44 Calf-muscle power generator 
45 Internal driver hand control system 
46 Internal limb coordination gyroscope 
47 Oxygen intake 
48 Internal chest hatch 
49 Abdominal hatches 
50 STOPPER ballswatting finger tendons 

PICK YOUR WARRIOR 
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56 CRACKDOWN 
We went across the pond to Dundee, Scotland to visit GTA 
creator Dave Jones' new studio, Real Time Worlds, and 
took a gander at the developer's next-gen open world title, 
Crackdown. Find out just what the Xbox 360 will mean for 
free- roaming games from one of the originators of the genre 
in this world-exclusive first look. 

THE ARCHITECT OF DOOM 
We talk to gaming legend John c.madl 
about everything Doom. from its place ill 
the current political dimlte to the upcom
ing mobile pme. A few choke statements 
ilbout the Impending nut-sen console 
war are, of coune, lndudecl. 

PREY 
It's not just ny.._. c~ IIIYIIIOft! We 
slid down to Mldisoa, WI to take a willk 
lllraugh ..._ Head Studios 111d took an 
arty look at El stmmer Prey. H you ever 
W9llderecl wllelher srlVity could be an 
-pmepllydeviceinilaorJeGUS 
FPS, we've sot the-· 
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=== STAFF . :.J::.: • • • People Who Actually Get Paid To Play Video Games 

A SIGN OF 
THE TIMES 

ANDY McNAMARA 
EDITOR-IN-CHIEF 

With Microsoft's recent announcement of Xbox 360 

bundles priced at $299 and $399, there has been 

a lot of talk on the boards and in the bars of 

this new generation of high-powered, but high

priced, machines. While no price point has been 

announced for Sony's PlayStation 3 or Nintendo's 

Revolution, many expect the PlayStation 3 to come 

in at least a $399 price point here in the U.S. 

I may be stupid or not understand the value of 

100 dollars, but I don't actually think the new price 

point is a bad thing; in fact, I think it's a good idea. 

Gamers have long asked for more and more out of 

their game machines. And typically, from the Super 

NES to the PlayStation 2, the industry has been able 

to deliver fantastic new technology at a reasonable 
launch price point of $299. 

While these machines certainly weren't cheap to 

manufacture, they didn't feature many of the things 

that gamers today are demanding. Hard drives, 
wireless controllers, Ethernet ports, USB connec

tions, etc. You name it, we want it 
We want more, and we want it cheaper. I'm all 

for a new standard - a higher standard. One where 

my video game system is the center of my enter

tainment world - because quite frankly, it already is. 

I play games more than I listen to music or watch 

movies. If I have to pay a hundred extra dollars just 

to make sure my machine can do all the things I 

want it to do, so be it. 

But don't shortchange things on my end. If you 

put in a hard drive, make it standard and let it 

make my games better. If you are going to give me 

wireless controllers, give me rechargeable batteries. 

Video gamers are reasonable people. Explain to us 
the value of the higher-priced product, and if the 

value matches the price it won't matter what you 

sell it for, because people will want it I gladly paid 

$400 for an iPod. It's a hard drive that fits in my 

pocket and plays all my tunes. It was worth every 

penny. Prove your worth and gamers everywhere 

will gladly pay for the next level in entertainment. 

Andy >> andv@gameinformer.com 
Handle: The Game Hombre Expertise: RPGs, Actiory'Platlorm, 
Drivin& First-Person Shooters Interests: Vince Vaughn In Wedding 
Crashe,s - Pure Genius, Harry Potter, That George R.R. Martin Is 
Gose To Finally Giving Us A Feast Of Crows (About Time) Dislikes: 
Movin& Crybabies, Politia,I Powers Using Gaming As A Sacrificial Lamb 
For Election Cumnt Favorite Games: Dungeon Siege II. World Of 
Waraaft. Advance Wars: Dual Strike, Shadow Of The Colossus 

14 GAME INFORMER 

Reiner >> reiner@Qameintormer.com 
lllndle: The Raging Gamer Expertise: RPGs, Fightin& ActioryPlatfonn, Strategy, 
Sports lnllrests: The $399 Bundle For Xbox 360 (lt's A SteaO, Baseball At Wrigley 
Field (A.KA Heaven), A Tole Of Two Sisters And Phone (Great Foreign Hooor), Mi 
Secret Headquarteis On Neptune Dislikes: Gas Prices Cutting Into My Game Budget, 
People Saying That 'Snot Rag' Is Not An Acceptable Name For A cat Earthlings Cumnt 
F.-ile Games: Radiata Stories, Mortal Kornbat Shaolin Monks, The Suffering: Ties 
That Bind. We L011e Katamari, Burnout Revenge. Heroes Of The Pacific 

Matt>> matt@gameinformer.com 
Handle: The Original Gamer Expertise: First-l'e!5on Shooteis, ActioryPlatform, Action/ 

... -.~, Adventure, AdioiVSports Interests: The Return Of The Ameriu1n Version Of The Office, 

==----

Going To Paris, Konono No. 1 - Congotronics, Croc Sunt - Complete Recordings Vol I, 
Wedding Crashels (Damn That Was Funny) Dislikes: Missing Onterrio Smith (Come 
Bade, You Crart W1iizzinator!), People I Like Leaving The Industry, The End Of Summer, 
The Packeis Cumnt Favorite Games: Urban Reign, The Warriors, We Love Katamari, 
Psi-Ops: The Mindgate Conspiracy 

Kato >> 1<ato@uameintormer.com 
IIMdle: The Game Katana Expertise: Sports, Ra<in& Action/Adventure, Action/Platfonn 
lnlerests: Kurt Busch To Penske (Could Be Good Or It Could Be Very Bad), The Suave 
And Mod Sound Of Rinaldi Swings. Love & Poison: The No-Holds Barred Autobiography 
Of Suede, Not Eating Fast Food For At Least A Month Dislilles: Beck Fans, Sharon 
Osbourne Trying To Stop Iron Maiden From Rocking (can't Be DoneQ Cumnt Favorite 
Games: Gun, NASCAR 06: Total Team Control (Totally, Man), Rebelstar Tactia,I Com
mand, Phoenix Wright lv.e Attorney, The Warriors, Burnout Revenge 

Lisa>> lisa@gameinformer.com 
Handle: La Game Nikita Expertise: Survival Horror, Adventure, RPGs, Action/Platform, 
Racing Interests: The Green Motorola Pebl, The Next Gen Looming Ever Gaser, Fabulous 
Faux Painting Techniques, Craigslist, Surprise Un-Birthday Parties Dislikes: Ticketmaster 
{Not E-Jefl For Any Particular Reason, I Just Hate 'Em In GeneraO, That Michael Bay And 
Uwe Boll Still Get To Make Movies Cumnt Favorite Games: Resident Evil 5, Fatal Frame 
3, We L011e Katamari. PoPoLoCrois, Indigo Prophecy, Burnout Revenge, Shadow Of The 
Colossus, Condemned: Criminal Origins, Genji: Dawn Of The Samurai 

Jeremy >> jeremv@gameinformer.com 
IIMdle: Gamezilla Expertise: First-l'e!5on Shooters, Survival Horror, Action/Platfonn, 
Fightin& Strategy/RPGs Interests: Mi New Badas.s PC (A.KA 'Toe Punisher"), The 
40-Yeor Old Virgin, Slowly Winning The Battle Against Mi House, The Perceptionists 
Dislilles: Bancls That Wile ·aever Lyrics (Fountains Of Wayne? More Like Fountains 
Of Sucx.r), Having Nowhere Near Enough Money For The Xbox 360 Cumnt Favorite 
Games: Prey, Heroes Of The Pacific, Ninja Gaiclen Black, Burnout Revenge, Mortal 
Kornbat Shaolin Monks, Condemned: Criminal Origins, The Suffering: Ties That Bind 

Adam>> adam@gameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, First-Person Shooters, Fighting 
Interests: Quality H~ooking, Ghost In The Shell: Stand Alone Complex, The Use 
Of Photoshop Filteis To Make Things Look More Awesome, Everything About My OS 
Dislikes: Torn Hanks (He's Been Downhill Since Dragnet), The Continuing Lack Of 
Anything I care About On PSP, Unfixably Vague Computer Problems, Noise Levels Higher 
Than They Need To Be Cumnt Favorite Games: Wo~d Of Warcraft, Advance Wars: 
Dual Strike, Spartan: Tot!I Warrior, Dungeon Siege II, Unreal Tournament 2004 

Joe >> ioe@gameinformer.com 
Handle: The Real American Gamer Expertise: RPGs, Adventure, Strategy, Platfonn, 
Puzzle lnteresls: Arrested Development A Confederacy Of Dunces By John Kennedy 
Toole, Smacking People On The Forehead Wrth A cane Old Man-Style Dislikes: The 
Word 'Kamu~ • Online Petitions (No One cares, L=O, Alan Alda (He Knows V'ihy), 
Jeremy Fishing For The Toys On Mi Deslc, Mi Increasing Knowledge About Baseball 
Current F.-ile Games: Radiata Stories, Shadow Of The Colossus, Indigo Prophecy, 
Crackdown 

Miller >> miller@oameinformer.com 
Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fightin& 
Platform, F1151-Person Shooteis Interests: Expensive Steak Houses, Finishing Season One 
Of Lost Before Season 2 Starts, The Ease Of Gicker Trainin& Introducing A New Generation 
To Games Dislikes: Being HungfY, Rereading Books From Oiildhood That Have Lost 
Their Oiarm. Trying To Soape Togelher Enough For A Real 360 (The One Wrth A Hard 
Drive) Cumnt Favorite Games: PoPoLoCrois, Fable: The Lost Oiapters, Gripshift, Genji: 
Dawn Of The Samurai, The Incredible Hulk: Ultimate Destruction, Halo 2, Ridge Racer 
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Oogie Boogie has kidnaPPed holiday leaders, with plans to unleash a 
diabolical plot on Halloween Town. Now, Jack Ske1lington must use his 
shape-changing Soul Robber to take down oogie and other evil mega-bosses. 

ii II ■ 
01buohllant Plclurn. •P11ySt111on• 111d 1111 "PS" Flffllt( IOOO n llglllllld trldemllb al Sony COfflpullr Enll!lllnmlnl lnO. --,._ 
111d Ille Xbox IOOO III lllhlr llglllllld lrldlmllb orlrldemlrb al llanlloll COfPOIIIIOn In Ille tlRllld a.. llldlorOlllerOIIIIIIIII-.IIIII fl 
Ulld undlr llc:lllle fnlm Mlcloloft. TM, e, and Game Boy ~ n llldlmlrb of Nlnllndo. 0 2001 Nlnllndo. TIie ,_. looll It I 
IIOilttlld trldlmllk ol 1111 Enllrlllnment Sollwffl Allocllllon. M rt01111 _,._ All olhlr lrldlmllb and lrldl - n llt llfGIIIIIY Ill 
their IIIPICflYI OWIIIII. RIINN dllN shown 111111 to product In dMlopment and may Ill aubjlcl to chlngl. 
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• : .: The Readers Strike Back 

CRYING OVER SPILLED COFFEE 
I can't believe that GTA: SA has been reclassified by the 
ESRB from Mature to AO because of the Hot Coffee mod! 
My parents already didn't like me being in possession of 
M-rated games, and now that it's AO, my copy of GTA has 
just been ceremoniously cremated. VVhy would ESRB do 
that when the explicit material wasn't accessible through 
normal gameplay? That game was one of the best out 
there, and now countless teens are going to have their 
copies destroyed like mine thanks to some stupid idiots 
who thought that they should re-rate it just because 
people could make the conscious choice to download 
objectionable material. 

Mitch Jones 
via msn.com 

I'm sick and tired of people in the government trying to 
regulate video games. First there was Lieberman, and now 
we have Hillary Clinton trying to shut down Grand Theft 
Auto. I've played my fair share of M-rated games, and I 
haven't seen anything that I hadn't already seen a hundred 
times in my local movie theater. I don't know about you, 
but when I load up a game, I want to do something enter
taining and extraordinary; I don't look foiward to asking 
people nicely if I can please borrow their car. VVhy can't we 
just be left to game in peace? 

Jordan K. Parmenter 
via gmail.com 

Rockstar claims that no one was meant to find the Hot 
Coffee content, but I say to hell with the facts! This is the 
ideal stepping stone that uninformed parent groups need 
to come closer to ruling the world with an iron fist! With 
Hillary Clinton and Jack Thompson policing the industry 
with their immense knowledge of the issues, we may 
never have to read ESRB ratings ever again! So what if 
a game was never intended for minors? This isn't about 
facts - it's about self promotion! We have an important 
issue here. Health care and gas prices be damned, we 
have pixilated jubblies to worry about! 

Kyle Vincent 
via aol.com 

■ This just in from the Department of No Surprises: 
almost all of the people who feel motivated to 
write letters to a magazine called Game Informer 

are staunch supporters of gam
ing as a hobby and an 

alt As Dennis McCauley 

greens at 90 mph with feathers sticking out of your 
drawers. Take that. Days of Thunder! 

GAMES IN TOYLAND 

articulated in last issue's opinion piece, games are 
becoming a highly politicized subject and are cur
rently being demonized at every turn by uninformed 
pundits. Unfortunately, as the industry's most popu
lar game, GTA has become an easy scapegoat for any 
reprehensible act with even the most tenuous ties I recently read your article in Connect (issue 148) about 
to video games. By extension, Rockstar is viewed as the PS3 and [creator Ken] Kutaragi's desire to make it 
the mastermind behind this moral degradation - and more similar to a PC. The need to make a more compli-
creating a game depicting ---.. ;;;;;;:;:;;,--------- cated system seems foolish to 
school violence isn't help- me. If someone really wants to 
ing that perception. Yes, you edit photos, have video chats, or 
can find far worse things do word processing nonsense, 
in digital form, but it's dif- then they can just buy a PC. A 
ficult to rally troops to fight console is made for gaming. and 
a war against the Internet it seems this idea is rapidly get-
or Hollywood. It may all ting lost amid talk of revolution-
boil down to self-promotion izing the industry. I am perfectly 
and voter-courting. but that content with graphics being the 
doesn't mean the fiasco can't only upgrade the next genera-
have long-reaching effects tion receives. I don't need the 
on the industry. We appreci- gadgets; all I want is a console 
ate your feedback on these that can play games. That's what 
issues, but instead of preach- it's for, right? 
ing to the choir, consider 
writing to your government 
representatives to express 
your opinions on the mat
ter. If you quietly wait for 
the storm to pass, you may 
be surprised by the damage 
once the weather clears. 

A SIMPLE ASSESSMENT 
Hey, it's me! I have a collection of racing games since I 
know a lot about cars. I have Midnight Club 3, N FSU 2, 
Juiced, and Gran Turismo 4 (well, I'm getting it soon, prob
ably). Can you tell me if my collection is any good? 

CA Smith 
via email 

■ Yes we can; your collection is not good. You have 
one good racing game, two mediocre racing games, 
and a nebulous plan to acquire another good racing 
game in the uncertain future. You do have a decent 
start. though. Build on your current assortment with 
titles like Forza and Burnout Revenge, and then 
throw in some quirky abomination like Chocobo 
Racing just for kicks. You haven't experienced the 
true thrill of racing until you've slammed gysahl 

Devon Richmond 
via hotmail.com 

■ It's true that the main 
concern of hardware manu
facturers should be games, 
but just because there are 
additional bells and whistles 

being added to the consoles doesn't mean that the 
games are necessarily going to suffer. Plus, you 
can't count on graphical upgrades forever; as visu
als continue to improve and become more lifelike, 
the step up from one generation to the next will 
become less pronounced. The notion of •revolution
izing" gaming isn't some pie-in-the-sky concept that 
Sony, Microsoft. and Nintendo are chasing instead 
of pursuing great games. It is fueled by the fact that. 
somewhere along the line, stunning graphics simply 
won't be enough. When that times come, the vari
ous technical doo-dads you didn't think you wanted 
will be what determine how gaming evolves. Better 
graphics don't mean better games. The direction 
games go in the future depends on how they can 
innovate, not how they can give you prettier ver
sions of things you've played before. 

LATE TO THE PARTY 
You guys are really dropping the ball when it comes to 
timely reviews. Star Wars Episode Ill: Revenge of the Sith 
was out for nearly two months before you finally reviewed 
it, but Destroy All Humans was only out a few days when 
it was reviewed. I could have really used you guys so I 
wouldn't have bought that crappy Star Wars game. Come 
on, get with it 

Jason Byrd 
via email 

■ Al first. - CfflSidered responding to this observation with some lie about how the 
plot in Atelier Iris is an about how Zelda&a feels inadequate due to here inability 

■ We're sorry we couldn't be there for you when you 
needed us, Jason. The thought that we failed to save 
an innocent gamer from that infection of Force-sca
bies wounds us deeply. However, there is a perfectly 
reasonable explanation as to why some games' 
reviews don't exactly synch up with their release 
dates: We just can't get them in time. In order to 

to do the Hokey-Polley properly (•Put your right hand in. Zeldalia! Your right! You 
shame us all I have no daughter:). Not only would that have been lame - not to 

mention offensift to Hokey-Polley enthusiasts - but it simply can't compare to 
the natural hilarity of the fact that the only hand-related letter we've gotten in 

IIIOllths is from som- whose last name is •Palmer." Priceless. 
put a whole magazine together, we need to work 
a little bit ahead of schedule. In fact. the October 
issue you are currently holding in your hands (or 
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having held in front of you by simpering minions, 
if you're an evil overlord) was actually mostly writ
ten in August - and even a little in July. Given that 
lead time, if we were to wait until every game was 
available on store shelves, we would constantly be 
a month or so behind the current relea.ses. Instead, 
companies send us advance copies of their titles to 
ensure that the review hits about the same time as 
the game. Then again, sometimes they don't. Wrth 
Episode Ill, for example, we didn't get anything early 
because the game contained a healthy portion of 
movie footage that LucasArts didn't want to leak. 
So, if the review for [insert your favorite game here] 
isn' t right on time, it's not because we hate it; it's 
just because the timetables didn't line up. Unless 
you inserted Chicago Enforcer in those brackets. 
That we hate. 

GANONICAL LORE 
I'm sorry for bemg picky, 
but In the Game Over sec
lJOn of issue 148 11 says 
"Return of Ganon• at the 
top. The true spelling Is 
"Gannon• according to the 
mtro screen from the ongI
nal NES Legend of Zelda. 

Aleiandro Falconi 
V1a aol.com 

■ False. Though you 
did correctly read the 
intro saeen of the first 
entry in this 10-game 
franchise (Twilight 
Princess and the Philips 
CD-i garbage excluded), 
any references to the series' classic villain in every 
other title are spelled "Ganon:' In fact. the phrase 
you reference from the Game Over section is a direct 
quote from Zelda II: The Adventure of Link game over 
screen. Just as a general rule, it's a poor idea to take 
spelling lessons from '80s video games. After all, they 
aren't renowned for their impeccable use of English. I 
feel asleep! This story is happy end! A winner is you! 

ESCORT SERVICE 
Of all the vanous tasks that video games have presented to 
players over the years, there is one in particular that always 
acts as the loss of death for any game: escort missions. 
I'm sorry, but no one wants to protect some pants-wetting 
executive or put-upon farmer when there's mayhem to be 
had. I will tip my cap to anyone who can recall a task in 
any game on any platform that involved guiding a helpless 
mass of quivenng pixels from point A to point B that actu
ally retained any sort of entertainment value. 

Keith Richards 
via gmail.com 

■ Get ready Keith, because you're about to have the 
tippin' -est cap this side of the casey Creek. Kentucky 
(home of Amiable Al and his heartfelt • how cf you 
doj. A healthy portion of Game of the Year contender 
Resident Evil 4 has escort segments, as do Metal Gear 
Solid 2 and 3, Half-Life 2, and the oft-lauded ICO. 
While these games are examples of escort missions 
at their best. we understand your frustration with the 
typical protect formula. It is difficult to allow your 
success to depend on the boneheaded misadventures 
of a sub-par Al construct. You tell them to stay put. 
and a second later they've decided to grenade them
selves. We agree that when these tasks are poor~ 
executed, they are some of the worst experiences to 
be had outside of square-dancing, but not all escort 
missions are as bad as a kick in the dosey-does. 
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Enter 1he Game lnfOffl'lef Envelope 
Alt Contest. All you need 10 do IS 
draw. paon~ scratch. sp,1, or caM! 
1he best dam envelope art you can 
lhink of and send ~ 10 us. Please 
"1Clude your name. phone number. 
and ll!tlJm address on !he badt cl 
1he envelope K you're 1he monthly 
winner. we1 feature your WCI'< en GI 
and you1 re<:eNe a ~ game pnze 
from 1he Game lnfOffl'lef vault 

Send to: 
Game Informer 
Envelope Art Contest 
n4 I st St N., 4th Floor 
Mpls, MN 5540 I 

BRANDON 
NEBITT 
"Let's see 
you play 
Hunters 
without 
your stylus 
cannon, 
sucker! 
Pac n' Roll 
forever!" 

RICHARD 
RAMIREZ 
A piece 
of advice: 
never 
let your 
overbear
ing mother 
convince 
you to go 
into shark 
dentistry 

YIHYOUNG 
u 
"I will bring 
magic back 
lo the wortd ... 
then lick my 
crotch." 

ers weren't homoerotic 
enough. No, Mario, we 
don't need a "package" 
delivered. 

KATHRYN 
DeFEO 
Battle of the 
hats: Reptile vs. 
Amphibian
Fight! 
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XBOX 360 PRICING SET 
CONSOLE COMES IN TWO FLAVORS 

Xbox 360 
Premium 
Edition - $399 
• Xbox 360 Console 
• Hard Drive (20 GB) 
• Wireless Controller 
• Faceplate 
• Headset 
• Component HD-AV Cable (Not Shown) 
• Xbox Live Silver Membership 

,.: Universal Media Remote (available for 
a limited time, this universal remote 
controls DVD/music playback, as well 
as access to Windows XP Media Center 
Edition 2005-based PCs) 

A 
s of this printing, Microsoft still hadn't announced 
a release date for its Xbox 360 console, but the 
company did recently clarify two price points for 
the platform - expected to debut sometime 1n 
November. 

The Xbox 360 Core System will hit shelves for 
$299, and befitting its name and price, is the more stripped
down bundle. The Core System features the Xbox 360 
console, a wired controller, white faceplate, standard AV cable 
(your original Xbox cables won't work), and an Xbox Live Silver 
membership. Silver membership only allows for online chat 
and access to Xbox Live Marketplace demos and the Xbox 
Live arcade. Online play requires at least an Xbox Live Gold 
membership. 

For $399, consumers get the Xbox 360 Premium bundle, 
which includes the system, a 20 GB hard drive, a wireless 
22 GAME INFORMER 
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controller (works at approximately 30 feet for a running time 
of about 30 hours on two AA batteries), white faceplate, 
headset, universal remote (for a limited time only), high
definition component AV cable, and an Xbox Live Silver 
membership. 

Microsoft's decision to offer two price points has angered 
some gamers. Although you certainly can buy the Xbox 360 
for $299, many feel that the Core System is a poor value 
since it doesn't include the console's hard drive (which is 
required for backward compatibility with Xbox titles), a wireless 
controller, or the HD cables - all components that Microsoft 
had very much implied would be necessary to take part in 
its much-hyped "HD era of gaming." Anyone who buys the 
Core System will naturally have to also get a $39.99 Memory 
Card (since there is no hard drive to save data on), making it 
almost impossible to walk out of the store without paying at 
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least $339. In a quick poll of 1,614 people on Game Informer 
Online, 57 percent of respondents indicated that they would 
buy the $399 bundle versus only five percent who preferred 
the Core System. Furthermore, only three percent voted for 
buying the Core System and the separate $99 hard drive 
together, opting out of the HD cables and wireless controller. 
Thirty-five percent indicated that they didn't plan on buying the 
Xbox 360 in any form. Microsoft has not specified what per
centage of Xbox 360 units at launch will be the Core System 
and how many will be the Premium Edition. 

Although some think that $399 is too expensive, and 
claim that Microsoft is nickel-and-diming consumers, console 
launches are never cheap affairs. Gamers traditionally have 
had to pay extra for everything from memory cards to games 
to second controllers. One Xbox 360 developer, who wished 
to remain anonymous, told us that they liked the options 



Xbox 360 Core System - $299 
• Xbox 360 console • Standard AV Cable (Not Shown) 
• Wired Controller • Xbox Live Silver Membership 
• Faceplate 

available. •Actually, I do like the ability to customize the system 
in many aspects, induding the hard drive. Vln,ile it would be 
easier to develop games knowing that a consumer does or 
does not have the hard dnve, I applaud attempts at keeping 
the prices down by allowing options~ 

The fact that some consumers may have an Xbox 360 
without a hard dnve brings up the question of whether or 
not developers will utilize i~ knowing that some gamers won't 
be able to reap the benefits. Microsoft has addressed this 
problem by requiring that all titles work with both bundles. The 
difference being that if a developer is utilizing the hard drive; 
then those particular Xbox 360 owners will have advantages 
such as shorter load times. Our anonymous developer didn't 
believe that game development would suffer because only 
a portion of consumers will have a hard drive. 'As a game 
maker, I believe that good software can sell hardware. So, if 

. ) 0 

we come up with compelling features the require the hard 
drive, people will buy the hard drives and use them~ 

Game Informer talked to a trusted source within Microsoft 
who told us that the company is offering two price points so 
that it can say that the 360 only costs $299 - an attempt 
to avoid being perceived as breaking current pricing conven
tions. Public perception of price was apparently a stronger 
concern than what developers wanted or what was best for 
the system. 

Regardless of what consumers think of the Xbox 360's price 
points, Sony could stand to reap the benefits of Microsoft's 
strategy. With a planned launch date of spring 2006 ( depend
ing on where in the world you live - see Loose Talk for more), 
Sony is keenly watching how the Xbox 360's launch goes with 
consumers, and will use it as test marketing to see how attrac
tive or unattractive a $399 price point is. 

XBOX 360 ACCESSORIES 
• Hard Drive (20 GB) - $99.99 
• Memory Unit (64 MB) - $39.99 
• Wireless Networking Adapter (allows for 
a wireless network connection, as well as 
video and music streaming to the 360 
from a Windows XP Media Center Edition 
2005-based PC) - $99.99 

• Wireless Controller - $49.99 
• Wired Controller - $39.99 
• Play and Charge Kit (includes cable 
allowing you to play and charge your 
wireless controller simultaneously. 
Also comes with rechargeable battery 
pack) - $19.99 

• VGA HD AV Cable - $39.99 
• S-Video AV Cable - $29.99 
• Universal Media Remote - $29.99 
• Headset - $19.99 

■ Play and 
Charge Kit 

-
■ 64 MB Memory Unit 

~ ~ 
■Xbox 360 
AV Cables 

■Wireless I 
Network 
Adapter 
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BACK TO WORK! 
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ASHERON'S CALL 2 SILENCED 
llt..toptr Turl>int his cltcidtd ID shut down 
lht MMORPG Asheron's call 2 on Dec-30 
dut ID its lad< ol p,olilability. "Until lhtn, • rtad 
a stal('fflffll from Turbint CEO kffroy Andtr,on. 
.... plan ID run 1iYt M01S. but wiB not bt 
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calkd Resident Ew: O.acly SRnct in llpal\, Tht 
,-nolDNyltalWts lirst1)ffl0fl knilt'-lflls 
1hal art clilltront from lht ong,nal on PSont. 
bUl lht IOUd1 saetn also,_., you IDwipt 
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,...,..td. but - rqardq 1hal or a rtltast 
dat,tia..notbeenonnounc,d. 
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GUN GETS ITS MAN! 
THOMAS JANE LEADS ALL-STAR 
CAST FOR WESTERN 

Colton White - Thomas 
Jane 

Ned White - Kris 
Kristofferson 

Thomas Magruder 
- lance Henriksen 

T he c<JWOOy 1s a powerful American 
icon, and developer Neversoft's 
exploration of the western in Gun is 

attracting some big-name Hollywood actors 
anxious to get involved with the game. 
Thomas Jane from The Punisher plays the 
role of Colton White, bringing a gravity to 
the character that surely stems from Jane's 
love of westerns ( check our interview with 
Jane at right). Meanwhile, the legendary Kris 
Kristofferson imbues Colton's father Ned 
White with all the experience of an aged 
mountain man. 

The game starts out with Colton and Ned 
tracking some wild game and tangling with 
a pack of wolves - a good introduction to 
Gun's living world, where hunting for your 
life may be quite necessary. Of course, you 
could also take a SW1g of whiskey for a quick 
health boost Later on, a character named 
Honest Tom will get you a steed and teach 
you how to ride like a pro, racing with you 
(don't run your horse too hard or you may 
kill the nag) and introducing you to some 
horse-on-horse action - comba~ that is. 
Further in the adventure, flaming arrows and 
even dynamite arrows will make you deadly 
on horseback. 

Gun releases this fall from Activision on 
the Xbox 360, Xbox, P1ayStation 2, and 
GameCube. 

Hoodoo Brown - Ron 
Perlman 

Reverend Josi,ih Reed 
- Brad Dourif 

day Allison - Tom 
Skerritt 

"YOU'VE GOTTA BE 
A TOUGH S.O.B." 

Actor Thomas Jane 
talks about bringing 
Colton White to life 

What attracted you 
to the project? 
I've always been a 
big fan of westerns. I 
don't play many video '

• ( 
I 

games, but this story was really great The cast 
is tremendous, and I just love the story - some
body should grab it and make 1t a film. It's like 
Indiana Jones in the \/Vild West. I've seen a lot 
of westerns growing up as a kid. It's kind of in 
our DNA as American men. It gets ingrained 1n 
us at an early age. They don't really make many 
westerns anymore, so I thought 1t would be a 
really cool thing to do, and I don't know if I'll 
ever get to make one. It seems hke nobody's 
really making decent westerns, and the few that 
have come out in the past couple of years have 
been abominable. So we're still waiting for that 
film that's gonna reinvigorate the western. The 
last great western was Unforgiven with Clint 
Eastwood. So for me [Gun is] great fun and a 
great way to get into that. 

Whafs your read on your character Colton 
White? 
He's born of tooth and daw, as they used to 
say. He's born out of the wild of the west. and 
I think that in a lot of what made the west the 
new frontier was this kind of pioneering spirit 
that people had. Breaking out of society and 
moving west and looking for new frontiers. 
You've gotta be a tough son of a b-, and I 
think he's kmd of like that 

Did you improvise any of your lines? 
Yeah, I tried to change stuff to make 1t wotk 
for me. Video game acting right now 1s rather 
difficult I do it all by myself, not really knowing 
what's going in on in a scene until they render 
it You're literally acting with yourself. It's not an 
ideal situation to an actor. In this game, I got 
to schedule some of my scenes with Lance 
Henriksen. So I actually got Lance in the studio 
with me, and we got to act some of our scenes 
together, and that is an incredible improvement 
over what we'd done previously. Not only did I 
get to act with Lance, but we got to see the fully 
rendered scene that [Neversoft] had finished. 
So, we got to act to the picture that we had as 
well. That was almost an ideal situation. I saw a 
lot of the gameplay, and it looks bad-ass. \/Vith 
Lance Henriksen, Kris Kristofferson, and [Brad 
Dourif], man, it's gonna be great! 

Do you have any other video game 
voiceovers planned? 
Well, we're making Punisher 2, and the Punisher 
game sold very well, so the plan is to do 
another Punisher game, and I'll certainly do that 
because I enjoyed that very much. I'm gonna 
do a movie called Kill Shot, an Elmore Leonard 
movie. I'm gonna do it with Mickey Routke and 
Diane Lane. It's gonna be a lot of fun. We shoot 
it in October and then I shoot Punisher 2. 





hen Sony's P1ayStation Portable debuted 
In Japan on December 12, 2004, the 
company dared to go where many before 
1t had failed: into a head-to-head handheld 
battle against Nintendo. Nintendo had just 
released its dual-screen DS system, and 

blic eagerly pitted the two companies against each 
other, like they had been doing for the last two home con
sole generations. Sales leader during the PSone and PS2 
eras and buoyed by the success of the P1ayStation brand 
name in general, Sony vowed that the PSP would not be 
another ins,gmficant chaDenge to the handheld dominance 
of Nintendo. Although Nintendo had a headstart with sales 
of the GBA, which wetgh in at a hefty 25 million, the new 
battleground was between the DS and PSP. It's almost a 
year 1n, and this fight IS just getting started. 

On the sales fron~ botlt systems are not too far apart at 
the time of this wribng. Nintendo cited 1.97 million units 

'sold in America for the DS; while Sony would not specifi
cally tell us how many have been sold in this country, it 
did say it has sold 1.95 million PSPs in North America. 

• Interestingly, Nintendo internally estimates that Sony has 
,iOld approximately 1.7 million PSPs in America since its 

.. March launch here. After giving the DS a five-month head
start, the PSP has dosed the sales gap in North America. 

In Japan, however, it's a different story. The DS has a 
larger installed base and it consistently sells more per week 
that the PSP. In I~ the DS even moves more units per 
week than the rurrent leading home console, the PS2. It 
also enjoys a headstart in Europe, where the PSP is poised 

The Top 5 Games 
To Look Out For On ... 
NINTENDO OS 
• Castlevania: Dawn of Sorrow (10/4) 
• Trauma Center: Under the Knife (10/10) 
• Mario Kart DS (l l/14) 
• Mario & Luigi 2: Partners in Time (l l/28) 
• Animal Crossing DS (12/5) 

(A6 release dotes Ofe subJ«t to change) 

to release. The Dual Screen's triumph in Japan could have 
a marked effect on Japanese developer support for the 
system. 

However, in terms of American software sales, it appears 
that PSP is pulling away from the DS, despite having sold 

Number of games scheduled to come * out before the end of the year: * 

fewer units. Looking at the NPD sales chart over the lives 
of both systems shows that while the DS has scored three 
games in the top 20, the PSP has doubled it with six. 

Of course, the rap on the PSP has always been that 
despite its attractive screen and tech specs, it simply 
doesn't deliver a new gaming experience - especially 
when stacked against Nintendo's touch screen. Public per
ception on this point is telling. Regardless of its software 
sales numbers, some PSP gamers we talked to were disap
pointed that they were still playing their favorite launch title 
instead of eagerly buying a host of new titles for the con
sole. This is perhaps due to the fact that the PSP has fewer 
titles for it than the DS at the time of this writing. although 
there are over 40 games available. The system's lack of 
original franchises certainly adds to the perception that the 
PSP doesn't have the software power behind it Seventy-six 
percent of PSP games are versions of existing titles, where
as that figure stands at only 5 I percent for the DS. 

Wny does the PSP attract so many ports? Foundation 
9 executive producer Chris Charla (Death Jr.) thinks it's 
too early to give up on original games for the handheld. 
•1 think it's a little light on the IP [intellectual property] side 
right now, but that's more an artifact of the rushed devel
opment schedule to get stuff out for launch. I think going 
forward you'll see publishers using PSP as a good, relatively 
inexpensive testing ground for new IPs~ 

Charla also pointed out that the PSP has more perfor
mance left in it than is currently being utilized. "Sony has 
left a lot of power in the system that hasn't been given 
to developers yet For instance, the CPU is switchable 



between 111 MHz and 333MHz, but is currently locked by 
the Sony-provided development libraries to 222MHz. So, at 
some point in the future, the system will likely get a third 
more CPU speed. Of course, this will hurt battery life, so 
hopefully we'll see this change coincide with the release of 
higher capacity batteries, and not just because a high-pro
fi le title needs the extra speed. That's not the only area for 
improvement in the Sony libraries, either.• 

Game Informer asked Sony senior PR manager Patrick 
Seybold about this perception of the PSP's lack of compel
ling software. Seybold admitted it has been a problem, but 
defended the system's launch, despite its ports. •1 think 
it's important [at launch] to stay with that familiar range of 
titles and fuse in new IP content to build new franchises," 
he offered. "That's how PS2 has been successful. I think it 
would have been more difficult if we'd launched the PSP 
with 25 brand-new franchises that nobody had heard of." 

Fortunately for the Nintendo OS, it has overcome its 
slow start and already hit its stride, with titles like Advance 
Wars: Dual Strike, Nintendogs, Meteos, and Kirby: Canvas 
Curse recently coming out to rave reviews. It has also 
dropped its price to $129 in America. The system's Wi-Fi 
network was also clarified recently, allowing free play (third 
parties may charge for titles like MMORPGs), extensive 
matchmaking. easy-to-set-up buddy lists, and multiple user 
IDs over different games. 

Whereas the OS's dual-screens give gamers and devel
opers something different to play with, PSP is trying to 
build a fanbase by offering non-gaming content like movie 
and MP3 playback. Arguably more than actual video 

The Top 5 Games 
To Look Out For On ... 
SONY PSP 
• Grand Theft Auto: Liberty City Stories (10/24) 
• SSX: On Tour (10/24) 
• Lord of the Rings: Tactics (11/8) 
• SOCOM: U.S. Navy SEALs Fireteam Bravo (11/8) 
• Viewtiful Joe: VFX Battle (12/6) 

(All release dates are subject to change) 

games, UMD movies for PSP seem to have caught the 
public's imagination. Sony's Seybold told us that over 10 
movies had registered sales of over 100,000 units each. 
To put that in perspective, it took nine months for the first 
DVD to reach 100,000 (Air Force One). One corporate 

Percentage of holiday games that 
* are ports from console titles: * 

OS 
45.80/o 

employee from a large, non-specialty retailer told Game 
Informer that their company makes more money on UMD 
movies alone than what they make from the sale of any
thing related to the DS - including the hardware itself. 

Despite the success of UMD movies, not all see this as 
a good thing. We spoke with one industry analyst who told 
us under the condition of anonymity that UMD sales have 
adversely affected PSP game sales. "I think it's definitely 
hurt game sales, because it's an out-of-wallet type of 
experience. You've only got so many dollars to be enter
tained on our PSP. I think it's a little worrisome that there 
are so many movies coming out I think there's something 
like a hundred movies planned; where [are retailers] going 
to put those?' 

Even with the PSP vs. DS war not yet a year old, the 
pai(s first Christmas showdown together could be very 
interesting. Both have a large number of games scheduled 
to appear before the end of the year ( 49 for OS and 41 
for PSP). Thankfully, a relatively low number of them are 
ports ( 45.8 percent of those for DS and 54 percent for 
PSP). Industry analysts Frank Magid Associates recently 
announced a poll of perspective handheld buyers that 
showed that 18 percent of those likely to buy a handheld 
this Christmas will probably purchase a PSP, versus 12 per
cent for the DS. With a handful of eagerly awaited games 
for each system slated for release, the Nintendo/Sony 
handheld war looks to reap good things for gamers of 
either persuasion. ■ ■ ■ 
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BOW TO SURVIVE IN MEXICO'S 

DRUG-UNDERWORLD LOC__..MOVE#l: 

•• 
STEP 1: 

Cut out targets on opposite page. 
Fold along the dotted lines. 
Arrange at various distances in a 
circle surrounding yourself. 

--=~ 

STEP 2: STEP 3: 

.. 
• 

Crumple other game ads into small wads to 
build up your ammo supply. Jump and spin 
360° while trying to hit as many targets as 
you can. 

Tally points and reward yourself with 
a shot of tequila (if you're of legal 
drinking age, of course). li you are in 
a group, the lowest score buys more 
tequila. li you are alone, make friends. 

Got ~ · move nailed down? Congrats amigo, this is your first step to 
surviving the open-ended world of Los '!bros, a drug-infested town 
south of the border. No rules exist in Los '!bros - hijack any vehicles 
you need and arm yourself with an arsenal of illegal weapons. 

Master a series of deadly, freestyle kill moves and you might survive 
as you work your way through Mexico's top drug cartel in the search 
for your father's killer. 



LOOSE TALK 
Hot Gaming Gossip 

NEXT-GEN GAME BUDGETS 
A d...iop,, told loose Talk that game budgets for your a,erag,, Iii!< in tho next-goneralion wil probably 
cost around 12 to 15 milion. Ou- SOUTce put ru,-ent generation dmlopment at arOllld 10 to 12 milion. W 
these estimates are mrred, nexl"iffl de¥eiopmenl c1oesn, somd as <D5l!y as some ol tho liglns ,..,._ boen 
hearing in tho 20 million-1)kJs category. lntereslil1gly, pti>lishets haYo boen using tho '5limaled big budgets o1 
nexl"iffl gan-..s to juslify to"'"'"""" v.t,y their price tag migh1 be S59.99. 

PS3 FOR FALL 
A number of rumors are swining around regarding tho PS3 and - it wil and won, do, according to 
Ploy5tation Magazine. The Memo!y Slid< Duo wil1 store save data, and not your old PS2 and PSooe memory 
cards. Meanwhile, tho console's hard drive wil not be used for games, but instead wil be simply for storage. 
A TiVo-like peripheral will allow you lo pul TV programs on this hard driYo. Fi,aly, allhough most gan-..s wi 
large< tho 720p hi-def resolution, there wi1 be an op«ior, for tides to use 480p so lhey can run fast<r. Another 
rumor we-.. heard is that despite Sony's proclamation at E3 that tho PlayStalio,, 3 wi come out in spring ol 
2006, tho system wil not come out in tho U.S. until tho fal o1 next y,ar. I is~ that tho •spmg" lal>d 
actually ref en to tho Japanese laund, of tho system. 

XBOX 360 AND THE HD-DVD DECISION 
Microsoft has chosen 10 go with OVD-9 for its Xbox 360, despil, the pos,i,iily 
of using the larger storage capacity of HD-DVD. w.-.. heard that this decision 
wasnl about the right format for the system or...., money. Miaosoft chose 
ool to use HD-DVD because olthe run-<Jp time needed to manuladlntho 
drives givell the system's N<Mmber launch. HD-DVD play,,,s are~ to hit 
she1Yes5tri18 this Ouistmas. 

NINTENDO'S NEW GBA 
Nintendo's GBA Miao is grabbing al the 
~ but the ,.._is que1ly puaing 

out another new product on rtlail shefws. 
In Oclobe<. two new GBA SP a,lo,s wi be 

released: pearl i..e (shown) and~ 
The not,worthy thing about these additions is that they 

~ use the superior LCD saeen l!dinologythal's used in 
lhe Miao, mal<ing tho GBA tides you play on the tri 
lool< btaer than-. 

CAPCOM CLASSICS 
FOR PSP 
capcorn has delighted garnen with its (apcorn 
Classics tides on PS2 and Xbox, and oow the 
PSP is gelling its tum. Aside from offering old 
gems ike 1942, Ftnal F,gh~ and Street fighter 
I( this handheld colledion will throw in titles 
like Strider and Sidearms, whidi weren, on the 
compiations for the larger systems. 

Gotsanemdetr/o?fmaluscr~axntnd""1beolen 

-. 

~ , .. 4,. ... ) ., r ~ 

NAME THAT GAME ._ ·i: 

Test Your Sight 

Totally out of their elemenl. this game threw Vikings 
Olaf the St~ Erit the Swift, and 8aleog the Fie<ce in 
differ em settmgs through ume and space. The only way 
for these warriors lo gel bad home- for them 10 
cooperate W1lh e.xl1 other. However, Mn though e.xl1 
one has their own speoal sl:ill,, the lricl: 10 lhis game is 
that you ran only control one of them at a lime. Thus. 
you must sbateg,cally figure out how to use this tno 10 
maneuver eadl one to the end of the game's 43 levels. 

(..,_onpage•2) 
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AMPED 360 DEGREES 
SNOWBOARDER RETURNS WITH"2K SPORTS 

When Microsoft tried to go extreme with the Amped snowboarding series, the franchise got 
pushed face-first into a snowbank like a little kid. After two failed iterations, Amped 3 is set 
to release on the Xbox 360 before the end of the year. The difference this time around? The 

game is under the aegis of 2K Sports, a publisher who knows its way around a sports title or two. 
We got a little behind-closed-doors action with the game at E3, and were quickly struck with how 

much more easier the game was to control than the previous titles in the series. Also immediately 
apparent is the art style, which is very flippant and fantastic. Amped 3 as a whole follows this stylistic 
cue, with such diversions as minigames where the goal is to cause as much bodily damage to your 
sledding partner as possible. It's not a day on the slopes unless someone gets hurt 





:• connect feature 

Famed developer John Carmack talks about the creative flexibility of mobile 
games, his future projects, and what's next for the gaming industry 

What do you think the appeal of the 
Doom series is? 
I think the core premise of Doom has always 
been something that you can sum it up into 
a sentence and it resonates really well. And 
that is •marines 
against demons• -
when you take 
the artillery and 
armament and 
the military might 
against creatures 
from hell, and it's 
something you 
can grasp really, 
really quickly. And 
when we were 
doing it, Doom 
was always a kind of combination of Aliens 
and Ev,/ Dead, which we were watching at 
the time back when we were creating it And 
I've always thought it's had a really strong 
hook. It's a simple plot and an environment 
that people can pick up immediately. You 
know what should be going on in there and 
you want to fight back powerfully against it 
and there's the opportunity to do damage 
against the worst foes. I've always thought it 
had a lot going for it 

The new mobile game is definitely a 
gameplay departure from the other 
Doom games. What prompted the 
switch to the RPG style? 
I didn't really set out by saying that I wanted 
to take Doom to a new platform. It was 
more the other way around, when I got a 
random itch to write something on the cell 
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phone. I got a new cell phone, and I thought 
it would be kind of nea~ because the games 
on there really kind of sucked. My thought 
process was basically, what would be a good 
game for the platform? There was no grand 

master plan where 
we mapped out 
a huge strategy 
so we could enter 
the mobile market 
with a bang. It's 
just a random set 
of circumstances. 
The last game 
I played was 
an RPG, I got a 
little bug to go 
do something on 

the cell phone, I sat down and thought what 
would be an appropriate thing for that plat
form. Then it was like, well, if you're going to 
do some kind of move-around RPG game, 
we might as well try to find some way to 
tie it up and get some leverage from our id 

actually turned out really neat I've always 
thought it's a neat thing to be exploring this 
little virtual world on something you're hold
ing in your hand. The great thing about cell 
phone development that I'm most happy 
about is that the 
short cycle time 
allows us to try 
out more experi
mental ideas and 
actually evolve the 
gameplay con
cepts a whole lot 
faster. Like what 
we're working on 
right now in the 
mobile space is 
a follow up that 
is similar to Doom RPG but in a fantasy 
theme, a traditional sort of Dungeons & 
Dragons theme game. There were things we 
were able to roll immediately into this next 
proj~ which again will only take another 
four months to actually put out So in the 

space here of background and all 
of that 

How long did it 
end up taking 
to do the whole 
thing? 

On the up coming 
Doom movie: 

less than a year 
we'll actually be 
able to get a full 
evolutionary cyde, 
whereas on the 
big spaces now 
we' re spending 
three to four years 
on every project 

It took about four 
months. 

Were you 
pleased with the 
results? 
I think the game 

I was basim.Uy 
ha,,ing lo mysllll, 
JDSSII just don't 
Isl ii be mislll'llbls. 

A lot of compa
nies don't even 
have people that 
have been there 

from the beginning of a project to the end 
who have learned all the lessons. So, I'm a 
big proponent of these short development 
cydes where you can actually be creative 
and try some different things - because the 

conservatism that's 
forced on you 
on the high-end 
development is 
really pretty stifling 
in a lot of ways. 
V>Alen you've got 
budgets in the 
tens of millions of 
dollars you really 
don't just go off 
and try radically 
different ideas. 

There's a huge amount of pressure to stay 
with something that you have high confi
dence is going to work. 

It sounds like you're pretty interested 
in continuing to do work on the mobile 
platform. Are there particular ideas 
you'd like to try out? 
Yeah, I've actually got a number of ideas 
that I'm kind of excited about One that I'd 
actually like to do is a fighting game where 
you've got paper doll animation. Instead of 
being a full 3D engine, you take 2D graph
ics and you basically just build a character 
up by pinning together things, like sticking 
pins through paper dolls. And I've sort of just 
had an itch to do a dose-quarters fighting 
game for a while. Then we might pick that 
as a direction for something we might do 
on the high-end platforms later on down 



the line. Right now, 
everybody goes 
the other way. If 
you've got a front 
line title on the PC 
or console, you'll 
see some really cut 
down crappy ver
sions on the mobile 
platform. But I 

On developing for 
PS3 and Xbox 360: 

pretty good. It's not 
Aliens. It's not likely 
to be something 
that is looked 

ft• Mil:raso/1 
,,_ kits for lh• 
Xbox360an 

back as a classic 
masterpiece of the 
genre, but if it's a 
fun movie, and it 
doesn't embarrass 
us, it's going to be 
just fine with me. think there's some 

potential interest ,nud, nu:er. 
for going the other 
way - for trying 
all of your wacky 
experimental things on the low development 
cost platforms, and if it works righi maybe 
you don't make tons of money, but you 
might have a lot of people seeing it and you 
can tell if it's something that people appreci
ate as a direction and you can get a little bit 
of mindshare there. And that might give you 
the confidence to then be able to say, "Let's 
go ahead and sink 10 million or 20 million 
dollars into something like this," and build a 
big version for the consoles and the PC 

Were there unique challenges associ
ated with programming for the mobile 
platform? 
It was interesting in that it felt less different 
than I expected. It comes down to the fact 
that programming is programming, and 
you're solving problems, and it doesn't feel 
that much different when you're solving a 
problem of trying to shave a couple of K 
[kilobyte] off of a Java executable versus 
trying to get your 10 millionth polygon in a 
frame or something on an Xbox 360. It's not 
all that different I mean the scope of it is 
hugely different It's great to work on a proj
ect where all of the source code just fits in 
one directory, rather than sprawling over this 
huge tree, so there are aspects of that You 
don't have the absolute shock and awe and 
impressiveness of a graphical tour de force 
on something modem, but it's still definitely 
interesting from a programming perspective. 

The mobile game will coincide with 
the release of the Doom movie. Have 
you gotten a chance to see a cut of 
the film? 
I've actually not gone to see any of that 
I've kept myself 
purposefully sort 
of distant You 
know this movie 
thing has been 
dragging on - the 
initial option was 
picked up over 
eight years ago. 
A lot of guys 
would get excited 
about it But I just 
kept myself back, 
because I know 
the way the odds 
go on these sort of things. A few of the guys 
did go over to the set in Prague and looked 
over some things, and we got to see the 
script and got to put in a little bit of inpui but 
it's not our movie. It's their movie based on 
our setting. I was basically hoping to myself, 
"please just don't let it be miserable.• So, I 
was actually really happy when the guys that 
have seen it came back and said it's actually 

Are you getting 
a sense at all 
whether the 

movie will fall in line with your own 
vision of the Doom universe, or do 
think ifs going to be in a totally differ
ent direction? 
It's in a fairly different direction. It's got some 
of the same feel with what goes on in there. 
From the little bits and pieces I have picked 
up, I would have probably liked it better 
if they could have actually played up that 
these were supposed to be demons from 
Hell - Satan and biblical horror and all that 
VVhereas the movie is really more science 
fiction. I can see their reasons for wanting 
to do it that way because there always have 
been a certain set of people that Doom was 
intentionally designed to offend early on, 
and they probably just did not want to go 
that route, but I probably would have been 
a little happier if there had been a bit more 
of that coming in, rather than it being kept at 
a more subtle, inferential level. But the great 
thing is a lot of the stuff they literally built out 
of Doom 3. A lot of the scenes are just built 
up from screenshots out of Doorn 3. I'm 
sure our artists can take a little bit of pride 
there, as they're sort of uncredited art direc
tors for a movie now. 

We'd heard that one of the very first 
PSl dev kits showed up at your door. 
Any truth to that? 
Yes, we have PS3 dev kits here. 

How are those wort<ing out? 
The Microsoft dev kits for the Xbox 360 are 
much nicer. I'll say that We do intend that on 
our next proj~ we are intentionally targeting 
all three platforms - PC, PS3, and Xbox 360. 
I've actually just this last week or two started 

moving my devel
opment focus from 
the PC to the Xbox 
360. Microsoft has 
done a spectacular 
job of making that 
an easy move. 
You get to use the 
same tools, the 
same environmeni 
the debugging is 
greai and the per
formance analysis 
tools are great 

In regards to the PSl dev kit. has it 
been a big challenge from a technologi
cal standpoint? 
It's actually not going to be that bad in the 
larger scheme of things. If you look at the 
previous generation, the PS2 was not a good 
platform for developers to work on. From a 
hardware standpoini the PS3 is a lot nicer, 
because it essentially has a PC graphics accel-

(Continued on page 38) 

T 
he first glance at the latest incarnation of 
Doom may not look like much, until you 
compare it to all the other mobile games that 
have graced your cell phone in recent years. 
Pushing existing mobile technology to the 

limit, Carmack and his team at id have crafted an honest
to-goodness Doom game that fits neatly onto most existing 
JAVA or Brew enabled phones. The result is a surprising 
mix of old school PC-style RPG and the classic monsters, 
weapons, and vibe that has always characterized the 
Doom games. 

The first dilemma to address when placing the franchise 
on the cell phone was how to adjust the twitch shooting 
genre to a platform where the control options and technol
ogy simply weren't up to the task. The tum-based RPG style 
that emerged allows for the same familiar illusion of three 
dimensions, but now challenges gamers to upgrade their 
character and carefully search out hidden secrets. Older 
gamers will immediately be familiar with the grid-based 
movement reminiscent of the old Bard's Tale or Wizardry 
games. However, instead of swords and spells, you'll now 
be wielding shotguns and BFGs. 

The game finds you once again on the cursed surface of 
Mars, where the foolish experimentations of na'ive scientists 
have resulted in a portal to Hell, and demonic legions have 
emerged to sweep the UAC complex of life. We got to 
play a good chunk of the game, which exhibits a surprising 
degree of variety both in its environments and the accom
panying action. Each of the 10 levels of the game hides 
an abundance of discoveries. Computer terminals contain 
emails, often with special dues as to secret doors and 
items, while other displays include classic Doom trivia for 
fans. Still other consoles let you upgrade your stats or buy 
new weapons and armor. Strength, Defense, Agility, and 
Accuracy are all upgradeable as you gain levels, helping to 
assure a genuine sense of classic RPG gameplay. 

A version of the original Doom HUD continually graces 
the bottom of the screen as you go into battle, and id has 
made sure that the monstrous forces you encounter make 
for a compelling challenge. Each one of the 10 weap-
ons can be best used only against certain enemy types, 
and several of them have unique uses. The extinguisher 
doubles as a weapon against fire-based enemies, while the 
ever-popular shotgun appropriately bases damage upon 
distance. There's even a dog collar that allows you to take 
control of one of the possessed demonic canines and tum 
it against your foes. Equal work has gone in to creating 
worthwhile monsters that feel more reminiscent of console 
enemies than the mindless automatons of many mobile 
games. In one encounter, we seemed to be encountering 
an endless stream of demons until it became dear that the 
lnfemis that had been hanging back was continually resur
recting its allies. Hell hounds, imps, mancubi, and even the 
fearsome Cyberdemon make appearances, and the variety 
of enemies keeps the experience varied throughout 

VVhile mobile phone offer-
ings like Doom RPG may not 
be for everyone, they do at 
least prove that exciting devel
opment is occurring even on 
lower-technology platforms. 
Each year the wireless game 
market is growing by leaps 
and bounds, and Doom's lat
est iteration seems to be at 
least one good example of 
how that growth is continuing. 
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YOU VS. TIGER 

■ - II 

Keep it simple, Steve. Remember to keep the back 
leg fully weighted. 



Nice. See that there is more width at this point compared 
to the old swing? 

Perfect shot. Just put this in your muscle memory, and 
remember to remember. 

Avell1ble on PlaySt atlone 2 compute r' 1nt1rt1lnm1nt 1y1t1m and PSP"" (Pl1yStatlone Portable) 1y1t1m. Internet Connection required. ()Nine play requires Internet ConneCIICln. Ne!wcrit Adlc>t,al' (lcw ~ 2) and Memo,y card (8MB) (fof ~tatlol'I 2) (uch aold Npar&lely). The Online Icon 
Is a trademark of Sony Computer Entertainment Ameriea Inc. Not an fea!Ufes available on 11 platforms. S&e back of 1es~IY-t product packs tor (Jetalls 

0 2005 Elacttonic Arts Inc. Electronic Arts, EA. EA SPORTS and the EA SPORTS logo a,e trademarks 0t registered tradematb ol 0ectron1C Arts Inc. in the U.S. and/Of othet COl.,WllnaS.. Al ngl1ls rasenoed. The mark •TIGERWOOOS• and the TW Logo art1 trademar1u of ETW Corp. and may /'IOI be used. 
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(Continued from page 35) 

erator in tt and tt has ample memory. I think 
Microsoft made a better choice with proces
sor technology than Sony did. But, to a first 
approximation, they are both plenty capable 
systems. I was much more down on the PS2 
than I am on the PS3. I definttely did prefer 
the Xbox over the PS2 by a wide margin. I 
think I prefer the 360 over the PS3 by a less 
wide margin. 

What are your thoughts about the 
potential of these two systems in the 
overall mari<et? 
I don't like how the hype is always so ridicu
lous at new console launches. Because the 
truth is, by the time 
any of these things 
ship, you will be 
able to buy a high
er end PC It won't 
have better cost 
performance - the 
value won't be as 
good, but for the 
people that try to 
make tt sound like 
the PS3 is going 
to be an order of 
magnitude better 
than anything else, 
it's just not true. 

Everyone in the industry recently has 
been observing the rising policital ten
sion over game content Historically, 
Doom has been one of the primary 
targets. 

Yeah, Rockstar makes us look like good 
upstanding citizens. (laughter) 

Why do you think opponents of certain 
content have come down so hard on 
Doom in the past? Wrth Doom show
ing up on such an accessible platform 
as mobile phones, do you think that's 
going to intensify the debate? 
You know, people like scapegoats. And, to 
a first approximation, it really is just a lot of 
noise. It's people trying to make themselves 
look good by saying 'Won't someone think 
of the children?" and •look how good I am~ 
We've been sued a couple of times, like 

with Columbine 
and Paducah, 
and they don't 
even go to trial. 
We went on 
summary judg
ment. They are 
just unrealistic 
cases. It's people 
trying to make a 
little media spec
tade of it, and 
ifs just stupid. 
It doesn't make 
sense. There 

certainly has been a btt of a difference from 
the early days. There was an actual aspect 
way back when we were doing Doom, 
and we were all much younger, we were 
specifically trying to poke fingers at a certain 
crowd of easily offendable people. And we 
really are kind of past that now. Now, things 

that we put in the 
game are spe
cifically there to 
affect the player, 
not to make any 
specific statement 
on things. And in 
the case of Doom 
RPG, there's really 
nothing offensive 
in it There are 
monsters and 
blood. But we 

On the future of 
Doom: game. So I'm 

It's likely lhlllYI 
will b• a Doom 4, 
but id Jlrabably 
won't make ii. 

sure there will be 
additional Doom 
games, but nothing 
is in production 
right now, and we 
don't really have 
imminent plans of 
starting something. 

Do you have any 
particular plans 
on expansion 
packs for existsimply did not 

have the space to do anything graphically 
offensive. If we had a bunch more space, 
we probably would have played up the 
hellish and satanic things, which I consider 
to be fairly core to the Doom story. But we 
only had 300 K for the JAVA version, and 
we were fighting for every last K. 

Where would you like to see the Doom 
franchise go as we move into the next 
couple of years? Are there particular 
technological challenges you'd like to 
break through? 
You know, we haven't made a firm decision 
about things. It's likely there will be a Doom 
4, but id probably won't make it. It'll prob
ably be kind of like with Quake 4 where 
we had Raven, who is our closest partner, 
working on it And Quake 4 looks awesome 
by the way. They're doing a great job with 
that So we know the franchise has a lot of 
value, and there's a lot of people that really 
like tt and would be happy to see another 

ing games, or other mobile ideas? 
One idea we've been sort of tossing around 
that is just a random idea is possibly doing 
some kind of super edition of the Doom 3 
stuff for the PS3. It's something we'd kind 
of like to do. There's also the possibility 
of extending our fantasy-themed Doom 
RPG-based engine thing into something 
that's a multiplayer online game in a way 
that doesn't require simultaneous action. 
It'd be a way of sharing a world without 
actually being interactive at the exact same 
time. We've got some interesting ideas that 
would work well for platforms like that. I 
literally have got a half dozen things that 
I could choose after this current project, 
and it's just going to depend on what the 
interests of the publishers are, and what 
our interests are. And we probably won't 
figure all that out for another couple of 
months. ■■■ 



Mild Violence 
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When You Want Your News Categorized With A Sarcast,c Ed1tor1al Spin 

Tot Halo 111M has betfl slated to, a laood, yu, ol 2007 
by studios Unifflsal and 20lh c.ntury Fox. Tot mo¥it is 
b<ing produced by-S<hlessel (Stay A/No), and !he 
script is being handled by Alex Gaf1and (28 llal" Lam). 
Tot question ,_is-.., tlalo 3 wil 1ry and coin<ide 
with !he film's reloase. allhough Bill Gate himsdf has said 
!hat he wanls tlalo 3 IO"""" out !he same day as Sony's 
PlayStation 3. Tht CDIISolt is txpe(ltd ID com, out in 2006. 

In - Halo nows. Halo, Halo l. and !he Mulliplayff Map 
Pad.,, going to be buncled toge1hor to,~. making for a 
wholelotla tlaloon0dober4. 

UGLY 
losing its bottom-basement batt1t with 
handhold obsOJrity, Tapwav, has killed off 
its Palm-powered Zodiac system. Somehow, 
!he N-Gage still lives. 

Majesco has canctled its Adwnt Rising milion dollar contest due 

Sony is bringing a,er lhe PSP title Kingdom 
ol Paradise !his November. Tot game 
ftatures a,at,d combat rneltt and ,--d 
mo,os, as well as custom combos. Sony 

says lhat sfcils and iltms wil be -
able Yia lnfraslrudure mode. and you can 
also play against friends in ad hoc. 

BAD 
K you were iffy about 

lo "technical issues." Maybe it's because Majesco dotsn1 have !he 
minion dolars, or maybe it's btcause nobody wants IO admit they 
play Advent Rising. Majesco is offering contestants two frtt games as 
cornpensalion. 11 tal<e Psyd,onauts and ... OMffllind. • 

EA's excursion into Arena 
Footbal you might be 
downright sca,ed when you 
hear !hat Arena Football 
dev!ioper EA Tiburon has 
teamed up with Outlaw 
Tenni</Gold ~ 
Hypootix. It gets worse. 
Hypnotix's unforlunale influ
ence wiA extend to games 

- than Arena Foolbal in 
!he future. 
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Super Lucha Grande 
We were thinking that there simply aren't games that combine 
our two favorite things: Mexican wrestling and horrific muta-
tions caused by toxic waste. So we thought we'd combine the 
two in one kickass fighting game. In Super Lucha Grande, the 
action would begin when a busload of travelling Luchadores 
accidentally drive their bus into a pool of toxic waste on their way 
through New Jersey. Growing to enormous size, the towering 
masked wrestlers gain special powers, but are also overcome 

• with the urge to battle each other. But rather than fight in a ring, 
the whole world becomes their wrestling mat Characters like 
El Gargantua will do flying body tackles off of a skyscraper into 
his mortal enemy, Humongo Loco. The matches between these 
towering grapplers will take out everything around them, and the 
combatants are free to use fallen radio towers to beat each other 
over the head. With enormous mutant characters, high-flying 
wrestling moves, and fully destructible environments complete 
with tiny people that flee in horror, Super Lucha Grande would 
be the prefect game for those who share our same bizarre pre
occupations. Perhaps Godzilla, Rodan, and Ultraman will even 
join in the carnage as hidden characters! 





I 
n the wake of the Grand Theft Auto: San Andreas' •Hot 
Coffee• scandal, video games are once again being 
demonized as a corrupter of youth by the mainstream 
media. Although this recent furor has revolved around 
sexual content in games, it is only a matter of time 
before the old sentiment that violent video games incite 

real life mayhem reemerges amongst anti-gaming crusaders. 
Indeed, infamous Florida attorney Jack Thompson has already 
decried Rockstar's next game Bully for its violent conten~ despite 
the fact that the title is months from release. Well, we have bad 
news for Mr. Thompson: There is no condusive link between 
video games and violence. In fa~ while video games have 
steadily increased in popularity since the early 19905, violent 
crime amongst youths has decreased dramatically during the 
same time period. 

Based on statistics provided by the Bureau of Justice Statistics, 
violent crime has been on the decline for the last decade. 
According to Mike Males, senior researcher at the Justice Policy 
Institute and author of Framing Youth: Ten Myths about the 
Next Generation, this trend towards less violent youths extends 
back nearly 30 years. Not only has violence amongst the young 
decreased, but so has drug abuse, youth arrests, and violent 
deaths. During this same period, video games have grown 
exponentially in popularity. These two trends suggest that the 
link between games and violence is not as strong as is usually 
reported in the media. 

Although some studies have suggested a tie regarding video 
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games and a temporary increase in aggression in very young 
players, others have shown absolutely no link between the two. 
A study by the Washington State Department of Health found 
that •ament research evidence is not supportive of a major pub
lic concern that violent video games lead to real-life violence.' 
Another study by Marko Skoric of the University of Michigan 
obseived the effect that playing Asheron's Call 2 two hours a 
day for a month had on subjects who did not consider them
selves to be gamers. No changes in their levels of aggression 
were detected. 

Video games have, however, been linked to several beneficial 
side effects. Not only have games been tied to increased motor 
dexterity and obseivational skills, an educational game called 
Cool School has been shown to increase the conflict resolution 
skills of elementary school students. The book Got Game by 
John Beck and Michael Wade daims that video games provide 
excellent preparation for the business world because they 
encourage the player to multi-task, evaluate risks, and to be flex
ible in the face of changes or setbacks. 

Despite the positive benefits of gaming and the fact that 
the connection between gaming and violence is much more 
tenuous than the mainstream media would have you believe, 
concerned politicians and parental groups seem convinced that 
games are a powerfully sinister force. But just as rock and roll 
music, comic books, movies, and other popular yet demonized 
forms of entertainment have before them, video games will 
inevitably overcome those who seek to stifle their creativity. 

TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER READER 
ERIC HOLMES LAURA 
Luci Game Designer, JOHNSON 
Radial Entertainment Larkspur CO 
(standing to the right of some ' 
random fanboy) 

1 Elite - 1 The Legend of Zelda: 
Commodore 64 Ocarina of Time - N64 

2 Cholo- 2 Final Fantasy 
Commodore 64 Vlll-PSone 

3 Metal Gear 3 The Legend 
Solid - PSone of Zelda: Link's 

4 Power Stone - Awakening - GBC 

Dreamcast 4 Pok6mon 

5 Hatt-life - PC Yellow-Gee 

5 Prince of Persia: The 
Sands of Time - GC 

Send Top Fives and a photo of yourself to: 

Game Informer Magazine/fop Five 
724 N 1st St 4th Fl 

Minneapolis, MN 55401-9022 
email: lopfive@gameinformer.com 

(ottach digital picture) 

TOP TEN 
lists .. Everybody Love, Lists .. 

Top 1 O Names We've 
Heard For The Xbox 360 
"Core System" 
10 Xbox Three-S_ty 

9 Special Needsbox 

8 Xbox Lite (Now With Less Halo 2!) 

7 "Ha ha, your parents are poor" box 

6 Oliver Twistbox 

5 "VelocityGirl doesn't date cheapskates" box 

4 Xbox270 

3 Terence 

2 Nickel and Dimebox 

1 "We've gotta feed Rare" box 

Name That Game tw,,er. The LOIi Vikings 



DESTINY HAS CHOSEN ITS MESSENGER 

niper Elite™ takes combat 
to the next level." 
-IGN 
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DAV AFFE 
CREATIVE DIRECTOR, SONY SANTA MONICA STUDIOS 

>> In just over a decade's time, Dave Jaffe has risen from the rank of game tester to being regarded as 

one of the industry's best and most-passionate game creators. Fresh off the success of God of War, we sat 

down with Jaffe to discuss his past. present. and future. << 

What was your background prior to Sony? 
Sony is definitely the first and only game com
pany I've worked for. Prior to that I was in college 
at USC. I went there to learn to make movies, 
but I never got into their film school because my 
grades weren't good enough. I ended up as an 
English major and spent a whole lot of time trying 
to go into movies. Vllhile I was waiting, I saw an 
ad for a game tester at Sony. Then things at Sony 
took off. But before that it was all about movies, 
I wanted to write movies and direct them. At the 
same time, I played tons of games, I made them 
on my computer, but I never thought it was going 
to be anything I did other than something to 
mess around with. Obviously, it ended up being a 
career, which I'm pretty grateful for. 

Today, in your career, how do you draw on 
your love of film and your film background? 
Does that inform the games you make? 
I think it infuses every aspect of i~ my love of film. 
For example, I just got out of a meeting five min-

and really seemed to enjoy the game. It validated 
this idea that I have, that there are game players 
who are looking for games to be treated with the 
same level of respect by the creators as you have 
a lot of filmmakers or authors treating their mate
rial with. We carried that philosophy over into God 
of War. The hope is that eventually we really will 
hit on a commercial idea and mix it with artistic, 
soulful gamemaking and expand the audience for 
games beyond what it is currently. 

But God of War has sold well, hasn't it? 
We've done well .. . We did amazing critical num
bers, we got a lot of rabid fans for the series, and 
that's very exciting. But you want to be a huge hit, 
not just a nice hit. We're not hanging out in the 
realm of GTA or SOCOM or GT 4, and those are 
the places we want to be. 

Is there a sequel planned for God of War? 
Nothing's been announced. The current plan is 
[that] we're looking at the market trying to see 

I ran to. I think it has so much amazing poten-
tial. Also, as much as I love to hang out on my 
beanbag and play a PS2 or Xbox game, the reality 
is that most of my game playing time is when 
I'm lying in bed and my wife's reading her book 
and we're kind of spending a little time apart but 
together. It's how I can play games ... it suits my 
lifestyle now. I'm really excited to try and bring the 
same kind of passion for interesting experiences 
that I feel we've brought to the earlier games to 
the PSP audience. 

One thing we've noticed in PSP games is 
that the lack of two analog sticks is making 
camera control difficult for some games. 
I'd love to have two analog sticks. But, it hasn't 
really bothered me. One of the things [people] 
talked about with Coded Arms was 'Oh, you need 
a second analog stick.' Well, I played plenty of 
really good first-person shooters on the PSone, 
like the first Medal of Honor and Disruptor, which 
only had one analog stick. I don't feel {Coded 

A lot of games feel reallJ 
soulless and heartless to me. 

utes ago. It was a game design pitch. It was dearly 
a pitch that came from some guys who were into 
programming and code. It was cool, there were 
some neat ideas there, absolutely - but it dearly 
wasn't my cup of tea. I really like stuff that starts 
with the ideas or the concep~ the characters or 
the story. Then, the gameplay comes out of that. 
That's really where you can see my influences 
from my love of film. I'm really into the player car
ing just as much about the world and the experi
ence as they do about the nuts-and-bolts play 
mechanics. 

Twisted Metal: Black really put your name 
on the map. Could you talk about the expe
rience of that game and how happy you 
were with the end result? 
It was a really tough experience, only because 
we were trying to both reestablish the brand of 
Twisted Metal while at the same time trying to 
bring a dark and disturbed voice into the series. 
Bringing voice into games is something I feel real
ly strongly about. A lot of games feel really soul
less and heartless to me. I think we did a pretty 
decent job, and I think what was really exciting 
was that a lot of game players bought the game 

where the fans are with it. If there's a desire for i~ 
I think we'd be foolish not to look at it. 

If there is a sequel, would you be more of 
an artistic director and less hands-on with 
the project? 
Yes, I would be creative director on it. I would be 
overseeing another director that we would go out 
and find, because internal development proved to 
be too much. I have two daughters now. I put on 
40 f- pounds doing the thing, and it was just 
too stressful to be in for three years again. I don't 
think I could be involved to that level. 

Were there any ideas from the first God of 
War that got cut that you'd like to see in a 
sequel? 
There were a few. If you watch the bonus mate
rial on the God of War disc, you'll actually see a 
lot of those ideas. We intentionally planted a lot 
of seeds in there with the assumption that we 
might be able to make a part two someday. 

Right now, you're working on a PSP game with 
Incognito. How do you like the PSP so far? 
I absolutely love it; PSP is definitely the system 

Arms1 control system necessarily benefits the 
pacing of the game they've created. I think it's 
a matter of retraining ourselves to make PSP 
games that don't simply rip off the template of 
PS2 games or Xbox games. We have to tune our 
games to accommodate the fact that this is what 
the hardware has. 

What's your take on PSl? 
I've seen enough to get me excited and proud of 
the fact that I work for a company that's going to 
have the best f- hardware on the planet. Let's 
put it this way, for Microsoft to say there's no dif
ference is as stupid as Sony trying to say there's 
no difference between PS2 and Xbox. Is there any 
difference from the standpoint of, ultimately, it 
doesn't really matter? It's about who has the best 
games and who has the most fun experience. I 
still think that's going to be Sony. Bui if you actu
ally look at it from a technical standpoini I th ink 
you're kind of smoking the crack if you think that 
the Xbox 360 is totally equivalent to the PS3. 
That's just PR spin, and they know it, and your 
readers should know it, too. 









connect gear 

... 
JADE EMPIRE AND 
ADVENT RISING 
ORIGINAL 
SOUNDTRACKS 
Manufacturer: Sumthing Else Music Works 
Website: www.sumthing.com 
List Price: $15.98 

ADVE 
p I 15 t 
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Produced by video game music 
savants Tommy Tallarico (Advent 
Rising) and Jack Wall (Jade 
Empire), these two scores rank 
among the best of the year. 
We're thankful that Sumthing 
Else is kind enough to put them 
out at a reasonable price. We're 
less than enthused, though, by 
the weird looks of pedestrians 
when they see us rocking out to 
the drum-heavy battle intro from 
Jade Empire. We try to blend 
more subtly into the horde. 

►/11 

... 
ATARI: ASTEROIDS 
Manufacturer: Fossil 
Website: www.fossil.com 
List Price: $125 
A gaming-related watch that's 
actually stylish enough to 
wear in the real world? 
Thank you Fossil! The 
black leather strap 
and brushed metal 
case are understated 
and the face features 
a mad Asteroids 
/rag-fest for that 
touch of classic 
appeal. Fossil is 
only making a lim
ited number (5,000 
worldwide and only 
2,000 of those for the 
States), so buy early. 
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SUPER POINTERS --MIGHTY MOUSE -COPPERHEAD 
Tbese are two sweet pointers - one the workhorse of switching 
between multiple everyday applications, and one the single

minded queen of gaming. Apple's Mac0S/Win2K-compatible Manufacturer: Apple 
Website: www.apple.com 
List Price: $49 

Manufacturer: Razer 
Website: www.razerzone.com 
List Price: TBA 

Mighty Mouse looks like a single button unit. but offers 
massive configuration options with the four touch-sensitive 
buttons (finally, a right-click) and a scroll nubbin that is just 

IIIBII 
THE ENCYCLOPEDIA 
OF GAME MACHINES 
Manufacturer: Gameplan 
Website: www.gameplan-books.com 
List Price: $32.00 

Covering the litany of video game consoles and 
software from 1972 through the Nintendo DS, 
The Encyclopedia of Came Machines offers 
up fulkolor pictures of consoles, their variant 
designs, and selected games. Our gaming past 
isn't always pretty, and there's a preponderance 
of gray plastic that we all need to come to 
terms with, but the depth of this material is not 
to be missed. Raph Koster (of Sony Online and 
issue 138's Opinion column) outlines a convinc
ing man~esto for why people clo or clon't have 
a good time in games in A Theory of Fun. He 
also makes us feel very, very not smart 

as comfortable going up and down as it is sliding left to 

right Razer's Copperhead upgrades the company's ear
lier entries with a high-resolution laser, 32 KB of onboard 

memory to store one's settings when moving the mouse 

from computer to computer, and three customizable weights to 

get the feel just right 

IIIBII 
A THEORY OF FUN 
FOR GAME DESIGN 
Manufacturer: Paraglyph 
Website: www.paraglyphpress.com 
List Price: $22.99 

.~, 
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COMFORTSTYLUS 
Manufacturer: Prime Global Enterprises 
Website: www.comlortstylus.com 
List Price: $5.99 
It's kind of goofy, and not perfect for all DS applications, but 
for many tap-happy titles the Comfortstylus is pretty handy. 
Essentially a bendy piece of metal wrapped in sturdy foam 
and topped with a stylus tip, it's wacky enough for an info
mercial and cheap enough to keep around as a backup. 

&Ill 
Manufacturer: D-Link 
Website: games.dlink.com 
List Price: $99.99 (DL-3420), 
$149.99 (DGL-4300) DGL-3420 DGL-4300 
this wireless gaming setup from D-Unk 

offers all of the bells and whistles you 

would expect (802.11 g support and four 

ports on the router), but the best feature is 

how easy it is to set up. Honestly plug and 

play, these babies will get you wired up in 

no time. the company also touts something 

called GameFuel technology, which is sup

posed to prioritize gaming traffic on your 
network and lessen possible lag issues. 
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E 
very new round in the console wars 
brings faster hardware and graphics 
that look more and more like the 
real thing. If the current trends con
tinue, we'll soon be at the apogee of 
video game graphics - hyper-realistic 

and on par with film. Gamers will expect and 
demand that anything that is supposed to look 
realistic does, in fact, look realistic. But where 
does all this eye candy leave gamers? 

In some respects, every game being drenched 
with perfect graphics will be a good thing for 
gamers. If every game that is supposed to look 
realistic looks great and they all look equally 
fantastic, there will be little to differentiate them 
beyond story and gameplay. But will large pub
lishers really now focus on innovative gameplay 
or daring rendering styles? If the latest round of 
sequels and licensed properties are any indica
tion, innovation is far too risky to be at the top 
of their lists. 

We're already experiencing it with Alien 
Hominid. After no one believed in our odd little 
idea of making a 2D game, they all now want 
to throw money at us to make a sequel. We're 
more excited about the new game we're making. 
We know it will be a huge hit It's hard to convey 
that to businessmen who just want to see sales 
data on the franchise. Alien Hominid has gone 
from a big risk to a sure thing in their minds, and 
it doesn't matter whether they have played the 
game or not 

So who will take these risks and help the 
industry innovate? 

As graphics reach the limit of what a 2D 
television screen will accommodate, another 
phenomenon is taking place in the industry; 
there is a record number of game developers. 

All those kids who grew up playing games are 
joining in. The growing team requirements for 
next-generation games has created tons of jobs, 
and an increasing number of game development 
programs at colleges and universities are pump
ing fresh blood into the business. 

More developers will inevitably mean there 
will be more start-ups. More start-ups will mean 
more innovation, as the start-ups will have to 
compete in a new way with established fran
chises and licenses. At the Behemoth, we make 
video games that are collectible because for the 
most part a single artist draws them and a very 
small team creates the game. Tying the creation 
of the game to a very small number of people 
allows us, the developer, to connect with the 
player in a manner similar to how an indepen
dent filmmaker connects to an audience by mak
ing niche films for a targeted fan base. 

The rise of the independent film industry over 
the last decade has left many lessons for small
and mid-sized game developers. The cost of 
professional film equipment continues to drop, 
the technology keeps getting better, and a surge 
in the number of people who want to break into 
the industry has resulted in many more indepen
dent films finding distribution. These filmmakers 
know they can't go head to head with the sum
mer blockbusters, so they build their fanbases 
though the growing number of independent 
fi lm festivals and through innovative marketing 
strategies to get the word out on their films. 
Earlier this year we were invited to participate at 
the Slamdance Game Competition that is held 
concurrently with the Slamdance Film Festival, an 
alternative festival held during the Sundance Film 
Festival in Park City. (Lesson number one: piggy
back on large tradeshows/festivals for increased 
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audiences) It was truly remarkable how much 
energy these fi lmmakers had to promote their 
films. They did everything to get people to come 
watch their films, and made us realize that as 
game developers, half the fun of making games 
should be informing fans about our work. 

We've had great success finding fans at the 
San Diego Comic-Con. In 2003 we unveiled an 
early demo of Alien Hominid and gave a sneak 
peak of our new game this past summer. Lyndon 
Johnson said a handshake is worth 250 votes. 
By that logic, we could argue meeting a fan is 
worth 250 sales. If you can't afford a multi-mil
lion dollar ad campaign, you better be ready to 
shake a lot of hands; the new game industry is 
all about making that personal connection. 

Like the film industry, small, agile develop-
ers will ultimately have better, less expensive 
tools at their disposal. They will be able to take 
advantage of increased rendering power and 
experiment in ways publisher-owned develop-
ers cannot. Experimentation will be key for the 
small developer and the best way to experiment 
will be with alternative rendering and gameplay 
styles. You don't always need to take a step 
forward; sometimes you can take a step back. 
We took a shot at revisiting an old 2D genre with 
updated graphics and the result was a hit. There 
wasn't any sort of spreadsheet that said a hand
drawn 2D game with an unknown character 
would sell well, but anyone with a real passion 
for gaming probably could have guessed it. Fun 
isn't defined by increasing complexity and real
ism. 

Don't people still enjoy checkers, after 
all? ■■■ 

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

If you work in the industry and would like lo share your opinion, contact senior editor Matt Helgeson at matt@gameinformer.com. 
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XBOX 360 I PC 

Call of Duty 2 
> STYLE I-Pl.AYER ACTION (PC), I TO 4-PI.AYER ACTION ()(BOX 360) (UP TO 32.f'I.AYER VIA PC INTERNET OR LAN, UP TO 
lo-Pl.AYER VIA XBOX LM) > PUBLISHER ACTMSKlN > DEVElDPER INFINITY WAAD > REUASE NOVEMBER I 

SHELLSHOCK IN A BOX 

I n many ways, Infinity Ward's inaugural 
Call of Duty set a new bar for wartime 
first-person shooters in 2003. This fall will 
see the studio's second title come out on 

PC as well as bolster the Xbox 360's launch 
catalogue. We recently got the opportunity to 
spend some hands-on time with both ver
sions of the game, and after we regained the 
ability to speak coherently, decided that it is 
looking amazing on both platforms. We're all 
familiar with the serious graphical cojones that 
Call of Duty 2 sports - it is a next-gen game, 
after all - but the less tangible upgrades, like 
vasdy improved Al and level design, are what 

make this title truly shine in our eyes. 
After sitting down with Call of Duty 2, the 

experiences you've had in previous titles 
seem about as compelling as a faded and 
tom grade-school photo. Many WWII games 
of all genres have put gamers in the thick of 
famous battles like Normandy, Stalingrad, and 
the Battle of Britain, but this time it honestly 
feels different Fighting street-to-street in the 
ruins of Stalingrad does replicate the "fish in a 
barrel" feel of more traditional action-oriented 
FPS - except that you' re the fish. Rolling into 
an ambush with a British armored column 
and being pinned down by MG-42s before 

you can do any
thing but hit the 
deck is beyond 
harroVling. 
Your intestinal 
fortitude will 
be put to the 
test when you 
have to cross 
those l O yards 
of no-man's
land, but you 
must succeed 
in your mission 

if the Allies are to prevail. Once again, the 
Call of Duty franchise is rewriting the rules of 
engagement for intense first-person shooting. 
and we couldn't be more excited. 

Al, a definite strength of the first Call of 
Duty title, is even better in Call of Duty 2. 
Soldiers will actually respond to being under 
suppressive fire, work together in squad units, 
and fall back if their positions become over
run. Smoke grenades, beyond being visually 
outstanding. truly create a zone where nei
ther human nor Al-<:ontrolled characters can 
target anything. Enemies will react dynami
cally to the situation on the battlefield - in 
one mission we played, there was a particu
larly nasty squad of Nazis who hosed down 
our whole squad with MG-42 fire from a 
well-protected spot After getting wiped out 
a few times, we realized that they didn't 
show up to kill us until after we got halfway 

across an open square that was under fire 
from other enemies. Finally, we got our act 
together, made it across the killing zone with 
the help of several smoke grenades, and 
took over the position before they could get 
there. Rather than blindly charge at us with 
the intent of setting up in their preferred spot 
(or worse, spawning on top of us), the MG-
42 squad recognized that their position was 
taken and set up in a far inferior spot which 
we dealt with easily. This kind of scenario is 
what makes Call of Duty 2 far more than just 
another WWII shooter. 

We got to play a mere slice of the game, 
and already we're salivating for more. With 
all of the improvements to the already-strong 
Call of Duty formula, in addition to the sexy 
new graphics engine, this title is looking more 
and more like a no-brainer for anyone who 
enjoys FPS. ■■■ 
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PLAYSTATION 2 

The Warriors 
> STYU 1 OR 2-l'IAYER ACTION > PUBLISHER ROCX5TAR r.AMES > D£VELOl'R ROCKSTAR TORONTO> IIEUASE OCTOBER 17 

BEYOND BRAWLING 

A
nticipation surrounding The Warriors 
is running high, and recently we had 
the opportunity to check out a new 
build of the game, one that revealed 

several new gameplay modes and some pre
viously unseen levels. 

Because the missions based on the events 
of the film don't begin until two-thirds of 
the way through the game, the team has 
constructed a complex backstory for all of the 
characters, played out in levels called 'roots 
missions.' These optional missions reveal 
how the Warriors came together and earned 
their reputation as one of the city's toughest 
gangs. We saw aeon's origin saga, as he and 
Vermin quit a rival gang ( created specifically 
for the game) called the Destroyers after 
being set up by their akoholic leader Virgil 
to deliver counterfeit drugs to the violent 
Satan's Mothers. 

In the process of escaping both the 
Mothers and the police, the demo revealed 
some of the depth of gameplay that The 
Warriors will bring to the brawler genre. 
During one section, aeon had to distract 
the police so he could enter the drug house 
to pick up the product. aimbing rooftops 
and using cover, he blew up police cars with 
Molotov cocktails and even incited a group of 
bums to riot In this section, the influence of 
Rockstar's Manhunt was eviden~ as he used 
safe zones ( dark spots behind dumpsters 
and in comers) to hide and wait until the 
heat was off of his trail. Also, you'll be able 
to use audio distraaions like throwing bottles 
to create confusion while you slip into the 
next hiding spot Although it's not as focused 
on stealth as Manhun~ these sequences did 
serve to add a degree of pacing and tension 
that is lacking in most brawlers. 

We also got a better look at some of the 
squad-based elements of The Warriors. 
We already knew about the basic War 
Chief commands that you enter with a few 
quick button presses. In addition to the 
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previous announced direaives 'Let's Go' 
(follow), 'Hold Up' (stay), and 'Wreck 'Em 
All' (attack), there are three more. These 
new commands provide even more tacti
c.al flexibility. 'Scatter" sends your Warriors 
running in all different directions to hide, 
a great technique for confusing the police. 
'Mayhem' 1s similar to 'Wreck 'Em All' 
except in this case the violence is direaed 
at cars, storefronts, or other objects in the 
environment Probably the most useful is 
'Watch My Back,• which makes the Warriors 
form a cirde around you, defending your 
character as you pick a lock or perform one 
of the other minigame-styte tasks. 

We also 1Mtnessed some new chase levels, 
which came as a total surprise and were 
very impressive. Right after seeing the iconic 
scene from the movie where the Warriors 
encounter the Baseball Furies for the first 
time, the view switched to a side-scrolling 
perspective and the Warriors were suddenly 
sprinting through the city, bying to avoid 
the pursuing Furies. Throughout the chase, 
the view changed several times, from an 
over-the-head view to a traditional behind
the-back camera to a sequence where the 
Warriors were running towards the screen. All 
the while, you must make timed jumps and 

avoid obstades and attacking Furies. 
Finally, Rockstar revealed two-player co-

op, which is being implemented in a very 
canny fashion. First off, the second player can 
jump in and out of any mission at any time, 
so your friend can help you along in your 
qu~ allowing you to then finish the game 
by yourself. Also, the issue of camera has 
been addressed in an ingenious manner. 
If both players are in the same area, they 
appear on a single screen with a panned 
out view. However, if they part, the game 
switches to split-screen, giving each 
player their own HUD and camera 
control. In this way, you'll be able to 
team up for fights, dealing out brutal 
co-op special moves, then split up to 
accomplish different level goals at the 
same time. 

Based on this current build, we're 
extremely excited for The Warriors. 
By all appearances, it looks like the 
most significant entry in the brawler 
market for some time. That said, fighting 
games are all about feel, and we have yet 
to get a chance to play it for ourselves. If the 
combat engine is of the same quality as the 
game Rockstar Toronto has built around i~ we 
should be in for a treat come October. ■ ■ ■ 
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TAKING COMMAND ISN'T EASY. 

TAKING THE CONSEQUENCES IS EVEN HARDER. 



XBOX 360 

Project Gotham Racing 3 
> 5TYU I TO 8-PI.AYER RACING (UP TO 8-PI.AYER VIA XBOX LM) > PUBLISHER MICROSOFT GAME STUDIOS 
> DEVELOPER BIZARRE CREATIONS > REUASE WINTER 

DREAMWEAVER 

T 
here are cities that get used over 
and over in video games because 
of distinctive architecture or massive 
roadways. Topography and an iconic 

skyline are certainly good reasons to select a 
real-world location, but one in particular has 
consistently gotten the short end of the stick: 
Las Vegas. Known too much for its long cen
tral strip, the city has been driven predomi
nately as a series of drag races. 

But Vegas is joining Tokyo, New York, and 
a few others as a full-fledged spaghetti plate 
of asphalt in the next-gen Project Gotham. 
Alan Mealor, lead artist for the city at Bizarre 
Creations, talked to us about how this game's 
take on Sin City should be perceived by 

gamers. "The circuit focuses on the strip. 
[But] it's a misconception to think that the 
strip is one long. straight road. If you take the 
driveway at the Bellagio, that's five drivable 
lanes.• The plan is to use the two-mile stretch 
between Treasure Island and Mandalay Bay 
and blow it out in ways that other games just 
haven't attempted. 

\Nhile players will be able to set up any race 
type through any path (an option that is avail
able for each of the game's cities), the longest 
course designed by the team is around the 
perimeter. The title's 80 licensed cars from 
manufacturers like Ferrari and Lamborghini 
will snake back and forth from the wide open 
strip to the service roads and entrance drive-

ways peppering each of the city's outlandish 
resorts. "The city is like a theme park you're 
racing through," says Mealor. "There aren't 
many cities where you can build the skyline 
of New York, the Eiffel Tower, and some pirate 
ships in the same place~ 

The attractions of Las Vegas will be shown 
from new perspectives, like zipping under
neath the Sphinx or spying an erupting vol
cano from a rear service road, but the city will 
also be shown in a new light. For a landscape 
that's so iconic after dark, it's unusual to see 
it in the broad desert heat PGR 3 would be 
dishonest to its goals of believably presenting 
the town, though, if it didn't show the glittery 
night along with the harsh daytime, and so 

Vegas will be playable sun up or sun down. 
It's nice to see that even though most of us 

have raced along the manic freakshow that is 
the Las Vegas strip, PGR 3 will let us see it in 
a new way and with the unbelievable graph
ics that the other revealed cityscapes have 
shown. \Nhile the game is still facing some 
pre-release controversy, it's an enviable argu
ment for the team to have to make. Pundits 
who have been calling out the title's screen
shots as fakes are, apparently, dead wrong. 
We've been assured that the screens pro
vided for these pages are from the in-game 
engine, although they're obviously set up for 
the most dramatic (albeit not most playable) 
perspectives. ■ ■ ■ 



:• previews 



,,.,,11;1 

II Visit www.esrb.org 1\.\ !or upda!ed rating 
.~ , mformat1on. 

The RPG for the Next Generation 

Xf3OX360 .. 

~ 
B ET'-tE SDA 

G AME STUDIOS 

a~ft 
a ZeniMax Media company 

ff!J 
GAMES 



ThlBdlr SaollelY! OIIMon,.02005 BMhNdl SoftWOfbUC.allnlMoMda ~ -Thi BdlrSctoll. OblMon, 011M:w1 chndlrand plD,,..,., Bllhndl GarnlSlullm., Bllhesda Softworb, bNMlxand ._,.._. 1t1 ngilllndtndlmarb or~oflnMuMlcll Inc. 21CGarMlnl 1112K Ga,,-logo 
WI r.,..,.; hdlffllltso,ndlftwb ofl.w-1-o lnlnc:(j,,,eW... Ille. Microsoft. lCbox. Xboic3fl0, and .. Xboll lagolW1.._ 11grStffldtndll'Nrbo,tndlmarlls 0, MlcrosoftCorpor1don in lltlk.i S&N wolor .. CW'lb1Ntnd n Wld llm bwlramOMlltM ~ AIMMd 



PLAYSTATION 2 

Suikoden Tactics 
> STYU 1-l'IAYER STIWEGY/RPG > PUIUSHER KONAMI > DEVEIOPB KONAMI > REI.EASE NOYEMBER 

ANOTHER SIDE OF THE STORY 

F 
ans thrilled this year to the successful 
launch of Suikoden IV, the long-awaited 
continuation of the popular RPG fran
chise. Konami has a change of pace in 

store late this year with the release of Suikoden 
Tactics, a sort of parallel tale that starts a few 
years before the events of the fourth game, and 
moves forward from that point We played some 
of the new installmen~ and were immediately 
struck not only by the deep strategy elements 
that are at the heart of the game, but also the 
high degree of attention being paid to characters, 
plots, and drama. 

The focus on traditional RPG conventions is 
no accident Vllhile eager to expand the franchise 
into the strategy arena, Konami's stated goal for 
this project is to reach beyond the sometimes 
niche market of grid-based tactics affairs and 
pull in some of the larger RPG crowd. The focus 
on storyline is most obvious with the mammoth 
cast of characters. Fifty familiar characters from 
Suikoden IV are playable, and at least another 20 
are entirely new additions. Consequently, your 
party is filled with interestingly named person
alities rather than the grunt-like classes that so 
often show up in strategy games. 

The focus on storytelling seems not to have 
made a dent in the impressive tactical elements 
of the game. VI/hen we played the early version, 
several cool ideas were immediately apparent 
In addition to the necessary positioning concerns 
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normally present on the grid, you'll also be 
contending with the infusion of five elements 
into characters, monsters, and even the ground 
itself. If a particular swath of earth becomes 
imbued with fire, characters with an affinity for 
the element will want to move there for added 
benefits, like healing. Affinity also grows between 
characters that are frequently used together. 
Pass a certain threshold of camaraderie, and 
those characters will automatically move to aid 
each other when one of them is under duress. 
These team-ups also extend to offering the com
bination attacks that should be familiar to fans 
of the series. 

The most intriguing part of the game is likely 
to be the way it wraps itself around the story of 
Suikoden IV. Vllhile Tactics presents a complete 
tale all by itself, those who have played the 
previous game will learn a wealth of new infor
mation about the characters and lands of that 
game. Meanwhile, the new story will detail the 
adventures of a young hero named Kyril as he 
investigates the appearance of monstrous crea
tures in the Island Nations, and how the creature 
dilemma ties into the secret of the mythic Rune 
Cannons. We're always up for a nice strategic 
challenge, and the promised focus on RPG ele
ments puts this high on the list of fascinating but 
little-known titles for this winter. ■ ■ ■ 

Andarc 
Understood. 
I'll go and hear what the 
townsfolk have to say_ 
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XBOX 360 I PC 

Condemned: 
Criminal Origins 
> STYLE 1-PlAYER ACTION > PUBLISHER SEGA > DMIDPER MONOtfTH PRODUCTIONS > RELEASE NOVEMBER 

HUMANITY'S JUNK 

W 
agging a finger at expectations, 
Sega's Condemned: Criminal 
Origins is differentiating itself as an 
unusual title for its publisher, an 

original IP in the 360 launch lineup (thus far 
dominated by sequels and updated ports), and 
an entirely different game type from the norm 
of high-profile releases. 

When Condemned debuted in our March 
issue, we learned what lofty goals developer 
Monolith had for the action investigation game, 
but when the title showed up on the floor at 
this year's E3, it was a less than stellar demo. 
Weapon collision, mobility, and a somewhat 
dull demo level were big issues. But what 
we found while recently playing through sec
tions of the nearly-completed game at our 
office was that E3's noisy and crowded main 
floor is perhaps the worst place to experience 
Condemned's perverse scares and moody 
chills. In the right environment this could very 
well be the creepiest psychological horror 
game to date. 

With the lights down low and the stereo 
cranked, we explored the derelict interiors of 
a city's dilapidated buildings. The tense sound 
design and incredible graphics let the building 
and its decrepit twisty corridors seem almost 
as threatening as the sad people attacking us. 
Limited ammunition ran out quickly, and scour
ing the environment led to a variety of pipes, 
cement-encrusted rebar, and wood scraps that 
could be used for attacking in the name of 

defense. The game's combat is visceral, offer
ing a sickly real sense of weight and impact. 

One concern that our playtime brought up 
was whether or not the combat would be fun 
for the title's estimated 1 O to 15 hours of core 
gameplay. The block mechanic requires precise 
timing and sets players up for a fast countering 
move - dearly, a skill that needs to be learned 
early and used often, given the intense and 
chaotic melee. The team has also tuned the 
large variety of weapons to feel surprisingly 
different in the simple FPS-styled combat con
trols. The bladed arm of a paper cutter swung 
faster and in what seemed to be a different arc 
than the heavier fireman's axe. With combat 
being less of a priority than creating a mood, 
this variety is welcome and hopefully enough 
to keep the experience interesting through the 
entire tale. 

To our mind, the game isn't as much about 
combat as it is about making a psychological 
thriller video game. Influences like Silence of 
the Lambs, Seven, and the procedural drama 
CS/ seemed to share developer headspace 
with video game revolutionaries like Eternal 
Darkness and The Chronides of Riddick: 
Escape From Butcher Bay. A strange soup, 
or taut subversive storytelling for the next 
gen? Sega hopes to have the title out on day 
one of Xbox 360's launch, so we'll certainly 
know soon, but these early playtests point 
to a unique brew for gamers in just a few 
months. ■■■ 
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Resident Evil 4 
> STYLE I-PLAYER ACTION > PUBLISHER CAPCOM > DEVELOPER PROOUCTION STUDIO 4 > RELEASE OCTOBER 25 

THE EVIL RETURNS 

T 
o those of you out there who have 
already played Resident Evil 4, 
we say congratulations. Not only 
have you experienced one of the 

finest titles in the history of gaming. but your 
gocxl taste has earned you a place in Game 
Informer's Grand League of Awesome 
Gamers (GLAG). Membership fees are 
due in January, people. Judging by 
Resident Evil 4's somewhat disap
pointing sales, however, it looks like 
we didn't recruit too many new 
members. But now that RE 4 is on 
its way to the PlayStation 2, those 
who haven't yet have a second 
chance to pick up this truly stun
ning game. 

After spending some quality 
hands-on time with the PS2 
version of RE 4, we're confident 
that even those who have already 
played through the GameCube 
release will be tempted to check 
out this version. Not only have the 
unique and stunning visuals been 
recreated with amazing success, 
there is also a plethora of new con
tent not found in the original release. 
Some of them are minor additions, 
such as new costumes for Leon and 
Ashley. There are also some new 
weapons, like a laser, to punch up 
the already killer action. It's rumored 
that Leon will be able to wield a chain-

saw, and there are even more weapons that we'll leave as a surprise. 
As much fun as new firepower always is, the most notable addition 

is a new campaign called Separate Ways. In these five missions, players 
control Ada Wong. the mysterious woman from Resident Evil 2 whose path 

Leon crosses several times in RE 4. In Separate Ways, the player experiences 
the story from Ada's perspective, and you'll even witness many scenes from 

the main story from a whole new angle. Once you play through this mode, 
you'll know exactly how much impact she had on events in the central 
campaign. 

Separate Ways indudes an all-new battleship environmen~ and also 
unlocks files that flesh out the story even further. All the other bonus 
modes like Mercenaries are induded as well. The PS2 version truly 
is an excellent iteration of this phenomenal game, and those who 

are concerned about the title making the leap to a less-powerful 
machine needn't worry. As we mentioned before, the graphics are largely 
unchanged - although some degree of detail has been lost, RE 4 is still one 
of the best-looking games on the PS2. The controls, which were tailored 
so perfectly for the GameCube, fit just as nicely on the PS2 controller. With 
such a faithful transition to its new system and hugely compelling bonus 
conteni RE 4 certainly seems worth checking out a second time. And if you 
haven't played it ye~ you simply must Resident Evil 4 is one flat-out amaz
ing game, and now it's available to even more gamers. Play it, and we might 
even consider admitting you to GLAG. After a long and degrading hazing 
process, of course. ■ ■ ■ 
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Final Fantasy XII 
> STYlE 1-l'IAYER ROt.E-f'I.AYING GAME> PUBUSHER SQUARE ENIX> lllVBOPBI SQUARE ENIX> REI.EASE TBA 

LONG TIME NO SEE 

U 
ndeniably the most conspicuously 
absent game of E3, Final Fantasy 
Xll's prolonged development has 
been the subject of much specu

lation. The all-FMV trailer at the show left 
many unanswered questions, especially 
amid talk that the new battle system had 
been overhauled since its last public show
ing. However, these rumors turned out 
to be false, as many garners learned at a 
recent Square Enix event in Tokyo vvhere 
the game was presented in playable form 
for the first time in over a year. 

The most unconventional of the changes 
is the integrabon of a real-time battle 
system. Granted, this isn't really new infor
mation since the mechanics were in place 
for the E3 2004 version of the game, but 
now their presence has been confirmed. 
This means that all foes will appear 
onscreen (as well as on a radar), but won't 
attack until they notice you. Once they do 
engage you, the controls transition seam
lessly into battle, eliminating the separation 
between "battle time" and "exploration 
time," much like an MMORPG. 

While real-time fights may sound like 

heresy, there will still be plenty of classic 
Final Fantasy touches to please fans - most 
notably in the summoning of colossal 
beasts. Instead of previous games, vvhere 
summons could only score one big attack 
(or replace the entire party), they are more 
like partners in battle than isolated warriors. 
When called upon, summoned creatures 
w,II replace two party members, rampaging 
and unleashing special attacks vvhile the 
player retains control of the party leader to 
assist in the carnage. 

Its transformation may not be drastic, 
but our brne with the newest form of 
Final Fantasy XII revealed many intrigu
ing elements that are likely to spht the 
fanbase 1n two - those vvho embrace 
the changes, and those loyal to the tradi
tional formula. At any rate, players won't 
know vvhich camp they fall into until at 
least next year; the game hits Japanese 
shelves in March, though the inevitable 
US. release still hasn't been finalized. You 
probably shouldn't bother digging out your 
rnoogle suit before the 2006 holidays, 
though. ■■■ 







: I 

PLAVSTATION 2 

Metal Gear Solid 3: Subsistence 
> STYLE 1-!'IAYER ACTION (UP TO 8-1'\AYER VIA PS2 ONLINE)> PUBLISHER KONMII > DEVElOPER KOJIMA PRODUCTIONS> RELEASE RRST QUARTER 2006 

ONLINE SNEAKING 

T 
he big word this month from Konami 
is the expanded details on Metal 
Gear's new online mode, set to debut 
with the re-release of Metal Gear 

Solid 3 early next year. We were treated to 
a viewing of the newest trailer for the game, 
and it only solidified our perceptions that the 
new multiplayer features should be just as 
exciting as we've hoped. 

Online play will support eight-player 
matches m any of five different game types. 
There are standard deathmatch and team 
deathmatch modes, and while both are 
welcome, neither seem to truly take advan
tage of the unique gameplay style that has 
always been a part of the franchise. Luckily, 
the other three announced modes do 
exactly that Sneaking missions set just one 
player as Snake, while all the other competi
tors become guards protecting an object 
Snake must procure the item to win, while 
every other human player seeks to take him 
out A second styte, called Capture missions, 
expands the concept so that two equal 
teams are both out to retrieve a particular 
pick-up and return it to their own base. 
Finally, Rescue missions place a defending 
team in charge of delivering an item to a 
specific location, while the opposition seeks 
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to destroy it. Mysteriously, players who die 
in this game mode won't respawn, but will 
instead show up as ghosts. The purpose 
and capabilities of these spectral soldiers 
remains unknown. 

Three multiplayer stages taken directly 
from the MGS 3 solo campaign will show 
up as arenas, and at least four entirely new 
areas are also apparen~ with environments 
ranging from forests to downtown city battle 
zones. All the scenes shown m the lengthy 
trailer emphasized the need for team coop
eration on all the boards, as each group 
worked towards a singular objective. Konami 
also announced the interesting tidbit that 
the top-ranked player on each team will be 
awarded the chance to play as one of the 
named characters during the match, such as 
Ocelot or Snake. 

There hasn't been a wealth of new info 
on the single-player aspects of the game 
since E3, but we're still eager to try out all 
the expanded content The original versions 
of Metal Gear and Metal Gear 2 will show 
up for the first time here in the States. Snake 
vs. Ape mode should definitely offer some 
laughs. Plus, the main MGS 3 missions have 
been totally reworked to allow use of a fully 
rotating third-person camera. If that's not 

enough, completion of the campaign will 
unlock a duel mode where you can fight 
any of the major boss battles of the game at 
your leisure. 

Snake Eater was easily one of the most 
impressive titles to come out of 2004, and 

seived as a proud rekindling of the much
loved franchise. Obviously, Subsistence is 
set to raise the bar even higher, and long 
awaited features like Metal Gear Online 
should be more than enough reason to 
check out the new version. ■ ■ ■ 
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PLAYSTATION 2 I XBOX 

Driver: Parallel Lines 
> STYU l·PLAVER ACTION (UP TO 8-PLAYER VIA PS2 ONLINE AND XBOX LM) > PUBLISHER ATARI > DEVELOPER 
REFlECTIONS INTERACTM > RElfASE MARCH 

LET'S CALL IT ORNER INSTEAD 

I n a severe case of GTA envy, the last 
installment of Atari's Driver franchise 
strayed from its wheel-bound roots and 
put its stock into more on-foot mis

sions, which were handled poorly despite 
numerous delays. With Driver: Parallel Lines, 
developer Reflections is rebounding from 
the disappointment of Driv3r by embracing 
what distinguished the Driver series in the 
first place: actually driving. 

Set in New York City circa 1978, Parallel 
Lines follows the blossoming career of a 
young wheelman known as The Kid (or 
T.K.) as he takes jobs for disreputable 
lowlifes. Then again, T.K. himself has pretty 
flimsy moral fiber since players are no 
longer restricted to playing the charade of 
an undercover cop penetrating the shady 
world of downshifting. While players will still 
have plenty of chances to get out of the 
car and wreak havoc with various weapons, 
cruising around a detailed, load-free city will 
be the big draw for fans of the franchise. 
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One of the ways Reflections is adding 
realism to its digital Big Apple is through 
the use of incidentals - short scripted 
events that make the ambient life in the 
city seem more natural. For instance, you 
might be barreling down the street and 
see police cruisers parked on the corner, 
but they' re not there for you; the fuzz may 
actually be trying to talk a jumper down 
from a building. With dozens of these situ
ations scattered throughout the experience, 
the game can offer something new each 
time around the block. 

Suicide attempts aren't the only thing 
changing up the game's pacing. As players 
roam New York, they will able to seamlessly 
jump into multiplayer challenges in-game. 
If you want to race other drivers, there 
will be places on the map designated for 
setting up these matches. As you play the 
single-player game, you can simply go to 
the proper location and, without wading 
through menu screens, you'll find yourself 

hubcap to hubcap with opponents. Of 
course, this transition is contingent on 
maintaining a constant online connection 
while you play. 

While the multiplayer component is a 
big step for Driver, the question is whether 
it will be enough in a genre that seems 
to be moving forward and pushing the 
envelope. Driver is in a tough spot; Parallel 
Lines' new features don't appear to be 

particularly ambitious, and it still needs to 
contend with the debacle that was Driv3r. 
Still, if Reflections can bring the city to life 
through incidentals, dense traffic, and inte
grated multiplayer, then the game has the 
potential to find an audience, get back in 
the driver's seat, and take the series a few 
more miles down the road. ■ ■ ■ 



XBOX I PC 

Land of the Dead: 
Road to Fiddler's Gree 

> STYLE I ·PLAYER ACTION (UP TO &-PLAYER VIA XBOX LIVE OR PC ONLINE)> PUBLISHER GROOVE GAMES > D£VW>IU BAAINBOX 
GAMES> RELEASE OCTOBER 18 

MODERN ZOMBIES ARE GROSS 

A 
loading screen advises, 
"Afways dose doors 
behind you. The wither
ing will eventually break 

through, but it takes them sub
stantially longer and you can hear 
them comint In our hands-on 
time with the upcoming Land 
of the Dead: Road to Fiddler's 
Green, this was proven an abun
dantly true statement Huddled 
with too few bullets, standing 
with our backs against the fur
thest corner from the door, all we 
could see was shuffling shadows 
from the small crack of light out
side, and all we could hear was 
the sickly gagging and ripping of 
zombies slowly breaking down 
the room's only door. 

Styled as an expansion of this 

summer's Land of the Dead 
movie, the game follows a lonely 
farmer making his way to the 
fabled Fiddler's Green, said to 
be a sheltered city of still-living 
humans. Walking a fine line 
between horror movie cheese 
and truly gory action, Road to 
Fiddler's Green is a nice change 
of pace in the FPS market Jack. 
the aforementioned farmer, 
talks idly about how the power 
goes out sometimes "out here 
in the country" mere moments 
before he takes full advantage 
of the game's body part specific 
damage system. 

Spilling copious amounts of 
undead carnage doesn't just 
have to be a solo experience, 
though. Eight-player multiplayer 

in Fiddler's Green will offer 
deathmatch, capture the flag, 
invasion, and one other sneaky 
surprise on rts 1 O multi player 
maps at launch. Variants will let 
players decide if they're 1NOrking 
for or against their friends in their 
bid for survival. 

Despite these great ideas 
and cinematic elements whose 
powerful creepiness we can 
attest to, there's still some polish 
to be done. BrainBox needs to 
get both the draw distance and 
the framerate up; but if it's done 
before launch, Road to Fiddler's 
Green could offer some great 
moments of humor, horror, and 
shooting. ■ ■ ■ 
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PLAYSTATION 2 I XBOX 

Without Warning 
> STYLE I-PLAYER ACTION> PUBLISHER CAPCOM > DMLOPER CIRCLE STUDIOS> RELEASE NOVEMBER 

AN INTRIGUING EXPERIMENT 

T 
aking a healthy dose of inspira• 
tion from the television smash 
24, Without Warning follows the 
stories of six playable characters 

as they try to survive a terrorist attack on 
a chemical plant in the U.S. Recently, we 
had a chance to play a preview copy of the 
game, which is scheduled to be released 
in November. 

While playing as the more weapons• 
oriented characters, the three soldiers or 
plant security guard Dave Wilson, Without 
Warning will be very familiar to anyone 
who's experienced similarly-themed 
games like the Syphon Filter series. What 
won't be familiar is the camera and tar· 
geting system. On the surface, it's a bit 
like the FPS-inspired mechanics of titles 
like Max Payne. However, unlike most 
games of its ilk, the characters' aim and 
movement is not fixed to the same point. 
Basically, you control your direction with 
the right analo& and then can look in 
anywhere ahead or behind you with the 
reticle and the left analog. While this does 
provide some flexibility and allows you to 

easily look behind you or run and shoot in 
different directions, we often found it a bit 
confusing. Usually simple moves like straf• 
ing seem more difficult, although the auto· 
aim does help a bit. A surprise highlight 
were the small button-pressing minigames 
that accompanied actions like defusing 
bombs or opening doors, which provide a 
nice respite from the hectic combat. 

While the compressed timeframe and 
multiple storylines certainly have poten· 
tial, this preview version contained few 
fully animated cutscenes, and the events 
leading up to your current sequence were 
conveyed through loading screen brief
ings and static text boxes. As a resul~ the 
levels felt more like a random collection 
of missions rather than parts of a cohesive 
whole. A greater emphasis on storytell· 
ing could go a long way in giving Without 
Warning the dramatic heft it needs to be 
truly compelling. The game certainly has 
the raw materials it needs to be an excel· 
lent action title. Now, it's just a matter of 
making sure those pieces fit together cor
rectly. ■■■ 



PLAYSTATION 2 

Shining Force Neo 
> STYU I-Pl.AYER ACTION/RPG > PUBLISHER SEGA > DMLOPER NEVERIAND > RELIASE OCTOBER 

TRUE SEQUEL? 

F 
ans of the masterful Shining Force 
games might just as well have 
been in hibernation for the last 
several years as they waited for a 

true sequel to their franchise. VVhile Shining 
Force Neo carries the original moniker, a 
quick look at the new gameplay reveals 
that lovers of the old games still have some 
waiting ahead. That's not to say that Neo 
isn't any good, but 
it's certainly a far cry 
from the strategic 
offerings of the 
originals. 

The new Shining 
Force tells the tale 
of Max, a young 
man fervently train
ing to become a 
Force, one of the 
great warriors of his age. All the requisite 
RPG elements are present A strained 
relationship with his father combines with 
a desire to discover the whereabouts of 
his lost brother to fuel Max's struggle to 
become a soldier. There's even a home
town girl named Meryl that he hasn't seen 
in years, with whom childhood friendship 
seems to be blossoming into something 
more. Thankfully, all these familiar character 
personas are brought to life through a huge 

amount of voiced dialogue, which shows 
up in frequent cut scenes and anime 
sequences that move the story along. 

We recently got some hands-on time 
with the game, playing through the first 
couple hours of the story and testing 
out the battle system. The game doesn't 
seek to break any boundaries with its 
fighting mechanic, which falls squarely in 

the button-mashing 
category. Controlling 
Max, you'll enter a 
fight against foes that 
spawn from destructible 
monster gates. The 
only noticeable concern 
during battle was the 
lack of any clear target-

' ing system, making wild 
swings and off-target 

spells a fairly common occurrence. 
Our time with the game made it clear 

that it may not be the sequel fans were 
expecting. but that might not necessarily be 
a disaster. We' re eager to see more of the 
unfolding story, and the high production 
values that accompany the game help set 
it apart from many hack n' slash fests. We 
shouldn't have long to wai~ as the final 
version should be in our hands within a 
matter of weeks. ■ ■ ■ 
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NINTENDO OS 

Lunar: Dragon Song 
> STYLE I-PLAYER ROLE-PLAYING GAME> PU BUSHER UBISOFT > DEVELOPER JAPAN ART MEDIA> RELEASE SEPTEMBER 20 

NEW IDEAS 

I t's a real challenge to innovate within the context of a 
classic-style RPG. If you change too much, purists will cry 
foul. If you're too formulaic, things start to feel cliched. It's 
a tough position. Ultimately, the only real way to judge 

a new direction is whether the feature makes for a more fun 
game, and in that regard the new Lunar title has some clear 
successes and some potential pitfalls. 

Like any RPG fan would be, we've been anxious to get 
our hands on this newest take of the Lunar universe. We 
got our wish this month when we were able to play the first 
several hours of Dragon Song. Set 1,000 years before the 
events of Silver Star Story, Dragon Song stars an acrobatic 
youth named Jian Campbell, who works as a delivery boy 
alongside his friend and not-so-secret crush, Lucia Collins. In 
a twist that shouldn't come as a surprise to anyone, while on 
one of their package deliveries, the two become embroiled 
in a plot of world-altering consequence. Here's a hint - drag
ons are involved. 

The touch screen is used primarily as a secondary tool 
for menu navigation and movement during most of the 
game. However, the basic gameplay holds some inter
esting surprises. One is the necessary ability to switch 
between combat and virtue mode by a quick press on 
the bottom screen. Enemies defeated during combat 
mode earn you items for your own use or to be sold 
for money back at town. Only if you fight in virtue 
mode will you be able to earn Althena Conduct, a 
point-based system that equates with experience, 
and thereby gain levels. Knowing when to switch 
between the two modes becomes an essential 
tool for advancement Another interesting feature is the 
constant availability of delivery jobs. At every town you 
enter you'll be able to pick between a number of tasks. Many 
of these involve retrieving a certain number of items from 
th~ wilderness, often as pickups from vanquished monsters. 
Find the right items and you can turn them in for a big cash 
payout. The constant presence of these little side missions 
helps ease any of the burden normally associated with grind
ing for levels, and makes for a fun addition to the fantasy 
formula. 

Alongside these enjoyable new mechanics are a couple of 
other ideas that made us scratch our heads. The most glaring 
is the fact that holding down the run button anywhere in the 
game causes slow heath decay. Plus, once hit points drop 
below a third for any of your characters, you won't be able to 
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sprint at all. Particularly early on in the game, 
it makes for some tedious gameplay. We 
can only hope that later levels and higher hit 
points will alleviate the frustration. We were also 
perplexed by the inability to choose targets for 
attack during battle. We're not entirely sure 
of the wisdom of not being able to target 
individual enemies in a figh~ even though 
the developer assured us the feature helps 
to maintain ease of play for the gamer. 

Even with these minor annoyances, 
we're more eager than ever to get a look at 
the final version of the game. While not every 
alteration to the classic RPG formula may strike 
our fancy, it's great to see game creators trying 
new things in a genre that is near and dear to 
more than a few of our hearts. ■ ■ ■ 



NINTENDO DS 

Castlevania: Dawn of Sorrow 
> STYLE 1-PLAYER ACTION/RPG > PUBLISHER KONAMI > DEVELOPER KONAMI > RELEASE OCTOBER 4 

WHO NEEDS A TOUCH SCREEN? 

A 
direct sequel to the stellar Aria 
of Sorrow (GBA, 2003), Dawn 
of Sorrow retains much of that 
title's gameplay. However, it also 

contains quite a few interesting puzzles 
and segments that keep it from being 
just another retread of the Symphony 
of the Night formula - but not in the 
obvious way. Dawn of Sorrow makes 
little use of the unique touch-screen and 
dual-screen features of the Nintendo 
DS, but after an extensive playtest of the 
latest build of the game, we' re confident 
in saying that it doesn't hurt the title 
one bit 

Dawn of Sorrow offers players a large 
selection of weapon types to use, from 
throwing axes to huge two-handed 
maces. Each category of weapon has 
a very different attack pattern, and 
greatly changes the way you play. In 
typical Castlevania fashion, the enemies 
showcase a wild amount of variety, 
and include old favorites (such as giant 
suits of armor that don't even fit on the 
screen) and new foes alike. In the build 
we played, you'll need to summon up 
all your skill and take advantage of what
ever you can, because Dawn of Sorrow 
is far tougher than previous entries in 
the franchise. It's hardly up to Mega Man 
Zero levels of difficulty, but it's definitely 

no cakewalk. 
Vv11ere the innovation of Dawn of 

Sorrow really shows is in the cre
ative boss battles. For one thing, 
most boss monsters hit hard 
enough that you won't be able 
simply level-up and plow throu 
them without regard for getting 
hit Leaming the tricks and pat
terns - like figuring out that the 
Puppet Mastefs puppets are a 
higher priority than the boss him
self or watching Abaddon's wand 
to discern his attack pattern - is a 
necessity, and exactly what 2D acti 
gaming is all about Aiding you in 
these frantic encounters will be any 
souls you've picked up along the 
way, which can have effects ranging 
from standard fireballs to tossing out 
bouncing fish heads. 

The dual-screen and touch
screen functionality (maps 
and silly drawing minigames, 
respectively) may be mostly 
pointless, but Dawn of Sorrow 
is already a solid and enjoy
able 2D action/RPG, just like 
we've been enjoying from the 
Castlevania franchise for years 
now. Check back soon for the 
full review. ■■■ 

IGA'S SECRET STASH 
In keeping with Castlewnia tradition, Dawn of 
Sorrow features multiple endings ond un/od<oble 
chorocters to play os. This time around, upon getting 
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GAMECUBE I PSP 

Viewtiful Joe: 
Red Hot Rumble 
> STYU 1 TO 4 PIAYER llQffiNG > l'WUSIIO CAPCOM > D£VELOPU CLOVER STUDIO 
> l81ASE NOVEMBER 

THE NEW CHAOS 

R 
emember the frantic crazi
ness that was Super Smash 
Bros. Melee? You know you 
sbll play rt Now, speed 1t up 

and double the onscreen craziness 
and you'll have a decent idea what 
to expect out of Red Hot Rumble. Set 
to coinode wrth the stateside release 
of the new ViewtJful Joe arnme, the 
new game 1s so chock full of aC!JOn 1t 
literally overloads your senses at first 
playthrough. 

Well over a dozen characters fill 
up the roster, each of them with 
unique moves and powers to help 
tip the balance in their direction. The 
heart of the game lies in the four
player versus mode, which unfolds 
in a number of unique arenas that 
should feel familiar to players of 
Super Smash Bros. What sets these 
stages apart are the constantly 
changing ob1ectives - you might 
be fighting each other one minute, 
then zooming around to collect coins 

the next VFX power pick-ups begin 
to scatter themselves on the mul
tileveled environments, offenng an 
edge to the combatant quick enough 
to retneve them. Boss battles even 
show up to intensify the chaos; the 
player who scores the final strike 
gets a huge bonus. Also SW1tching 
up the action are the VFX holes; 
vortexes that pull all the characters 
into incredibly brief minigames for 
more added points. One has you 
hammering as many of the control
ler buttons as you can for just a few 
seconds, while another requires 
precisely timed button presses, just 
to name two. 

All of these elements combine 
to make for one of the most wild 
contests we can recall. While it's 
uncertain whether Red Hot Rumble 
will manage to ascend to the heights 
of the game it is so dearty modeled 
after, what we've seen so far has 
been positively frenzied. ■ ■ ■ 

PLAYSTATION 2 I XBOX 

Aeon Flux 

FLUX CAPACITOR 

Y 
ou can add Charlize 
Theron to pretty 
much any project 
and we're sold. 

Chartize starring in the 
second Garfield movie? 
We're there. Charlize col
lecting our garbage every 
Thursday morning? Oh yeah. 
Hottest sanitation worker 
ever! As much as we'd love 
to see her show up at our 
house on a weekly basis, her 
involvement in the Aeon Rux 
movie and its accompanying 
video game is cooler still. 
Not only will Chartize star as 
the spindly super-spy in the 
film, she will also lend her likeness and voice to 
the game. 

Unlike most other licensed video games, you 
won't simply replay the film's story in the game. 
This release actually bridges the gap between the 
film and the mind-bending TV series on which 
it's based. Filling the time period between the 
end of the show and the beginning of the movie, 

-

the game is broken up into 
individual episodes, each with 
a different complete storyline. 
\Mil Aeon die at the end of any 
of these episodes as she was 
prone to doing in the show? 
We don't know for sure, but 
they will tell a cohesive story 
about Aeon and her continuing 
struggle against the armies of 
her antagonist and lover, Trevor 
Goodchild. 

We recently got a chance to 
get our hands on Aeon (tee
hee!), and were rather pleased 
with the results. Just like the 
character in the show, Aeon has 
a ton of acrobatic moves at her 

disposal. \Mth context-sensitive controls that react 
differently based on your situation, Aeon gracefully 
runs up and along walls, vaults off barriers, shim
mies along ledges, and even unloads hundreds 
of rounds into her enemies while sliding headfirst 
down a rope. She also has plenty of fighting 
moves, including the ability to snap her foes' necks 
with her legs. All in all, Aeon moves and fights just 

like you'd expect her to based 
on the show, but the controls 
could use a bit of tightening 
up. Since Aeon is so quick and 
each button has so many func
tions, it is occasionally difficult 
to make her do exactly what 
you were hoping to. But with 
a little more polish, the Aeon 
Rux game could tum out to be 
everything fans of the franchise 
could want And, like we said 
before, any game with Charlize 
Theron in it is definitely okay 
with us. ■■■ 
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X-Men Legends 2: 
Rise of Apocalypse 

> STYU I TO 4-PI.AYER ACTION/RPG (UP TO 4-PI.AYER VIA PS2 ONLINE OR XBOX LIVE) > PUBLISHER ACTMSION > DEVELOPER RAVEN 

SOFTWARE> RELEASE WmTER 

THE HORSEMEN COMETH 

I twas only about a year ago that the first X
Men Legends game stormed into the Game 
Informer offices and assured that we wouldn't 
get anything else done for at least several 

days. Already, the time is fast approaching for us 
to be swept up again, this time with the coming of 
Apocalypse. We got an early taste of the first portion 
of the game this month, and if anythin& our excite
ment only doubled with what we discovered. 

Legends 2 remains true to everything that made 
its predecessor so much fun, but has added a 
wealth of new ideas and features that make the 
game feel fresh and different The most 
obvious addition is the indusion of 
online co-op, which should assure that 
even distance won't keep you from 
harnessing mutant powers with your 
friends. From a cast standpoini the 
indusion of characters from the 
ranks of both the X-ivie,, di ,J the 
Brotherhood really ratchets up 
the tension. We spent a large 
period of time wandering the 
battle wreckage that remained 
on Genosha after a titanic 
conflict between the forces 
of Apocalypse and Magneto. 
In addition to familiar faces like 
Wolverine and Storm from the 
first game, we also got some time 
with new characters like Bishop, 
Juggemaui Sunfire, and even 
Magneto. Fan favorite Blink now 

acts as an NPC teleporter, allowing you to always 
have a way to return to base for supplies or rest 
Rather than the static Mansion hub we saw in the 
first game, each chapter of the sequel bases the 
group out of new areas, like the ruined sanctuaiy 
on Genosha from which we started. A profound 
expansion of the character customization options 
means that each hero has close to a dozen powers 
to upgrade. However, in a smart move, there is now 
an optional automatic leveling system that increases 
your powers and stats without any need for pausing 
the game, thereby assuring constant action, a must 

for those extended online sessions. 
Another exciting feature was the inclusion of 

a variety of costumes for all characters, which 
also have an effect on gameplay. For example, 

if you dress all of your characters in matching 
garb from a given era, you'll receive special 

in-game bonuses, like health boosts. 
Every aspect of the game seems 

to have this attention to both 
what's fun and what makes 

fans feel all fuzzy inside, like 
when you'll have long
time personality conflicts 
come out between 
characters through 
their dialogue while 
they're fighting. To put 
it simply, all signs point 
to Legends 2 being 
just as engrossing as its 
predecessor. ■■■ 
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. : • • .. ! .. • •:. We Play The Crap So You Don't Have To 

NASCAR 06: Total Team Control 

Our aack (or aackhead, we can 

never decide which) review team 

rates games in a number of cat

egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 

two staff members, and you will 

find both their opinions on each 

review. To make things a little 

easier we have put together some 

definitions of what the numbers 

mean, what we look for in a 

game, and also a cheat sheet so 
the newbies can understand our 

advanced video game jargon. It is 

important to note that the Game 

of the Month is determined only 
by the main review score, not an 

average of the two opinions. 
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Shadow of the Colossus Battalion Wars 

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

Outstanding. A truly elne brle lhat ,s nearly perfect ,n """'Y w,ry. Th,s score is gr,en 
out rarely and 1ndoc.ates a game lhat canoot be m,ssed 

Supefb. Just shy of gam,ng nuvana, this score IS a high recommendatJOn because 
the game reviewed is head-and-shoulder.; abo\/e 115 compeblKln. 

Very C.000. lnnovatJVe, but perhaps not the nght dlOlce for everyone. This score 
indoc.ates that there are many good things to be had. but arguably so. 

Average. The game"s features may won<. but are nothing that even casual players 
i-o•t seen before A decent game from beg,nmng to end. 

Limited Appeal. Although there may be fans of games receMng this score, many WIii 
be left yeallllng for a more reward,ng game expenence. 

Passable. It may be OO\IIO(J5 lhat the game has lots of polenba( but 115 most 
engaging features could be undernably flawed or not mtegrated into the expenence. 

Bad. \Mi1le some things may work as planned. the maJ(lflty of th,s btle etther 
malfunctJons to varying degrees or ~ IS so dull that the game falls short as a v.oole. 

Painful. If there IS anything that's redeeming in a game of this caliber, It's buried 
beneath agonizing gameplay and uneven executK>n ,n 115 features or theme. 

Brol<en. Bas,cally unplayable. This game is so IOSUffioent ., executK>n that any value 
would be denved ,n extremely sman quantities, ~ at afl. 

Zeldelay: Pain so intense lhat ,t doves nerds eve~e to impale themselves on 
thetr Mastet Sword replicas. 

Ninja Gaiden Black 

Ew,n /trough ll•fl/B Ga<fsn Black 
saxed higher lhiln Oither ol 1116 
GamtS ol lhll Moolh, ,1 was not ell· 
~lot/fie award SlflC6 the ong,naf 
,ers,,o,, woo m ruue 132. Sirrlarly. 
Flbll {/0( the ~II• m rssue 138. 
1,>>"'flllO<JIOllhllruntllfl(Jlot PC 
Gam, ol lhll Monrh In ""' C/1/"f/OIY 
Dunor,on Sito• II woo OVff D.twn 
of War - Wint8f Assault because 11 
Is a l!fW, lull r•leaso instead ol an 
9xpa'1Sion 

Burnout Revenge & 
Radiata Stories 
Burnout is back and better than 
ever! With Burnout Revenge, EA has 
tuned the gamepiay of this explosive 
racing franchise to include even more 
wanton destruction and fiery pileups, 
leaving last year's version in the dust. 
However, if racing isn't your thing, 
you can check out Radiata Stories, the 
latest masterpiece from RPG savants 
Tri-ace and Square Enix. Whether you 
feel like recruiting an army of allies 
to save the world or just blowing up 
some traffic, our dual Games of the 
Month offer a little something for 
everyone. Read the reviews on pages 
118 and 132 to find out why both 
of these games are so great that we 
couldn't pick just one. 

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

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

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

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

> Entertainment: Aat out, just how fun the game is to play. The 
most important factor in rating a game. 

> Replay Value 

Hip - Yoo1I still be popping this game in five years from now. 

Modenlely Hlch - Good for a long while, but the thnlls won"t last 
forever. 

Modenle - Good for a few months or a few times throogh. 

- Modenlely low -After finishing it, there's not much reason to give 
Ila second go. 

low - You1I quit playing before you complete the game. 



Gripshifl 

Dungeon Siege II 
Gas Powered Games' experience grind-a-thon franchise is back with 
a sequel, and it's some of the best dungeon crawling to be had 
offline. A slick character progression system, glorious visuals, and 
more content than just about anything around all make for a long 
and entertaining fantasy adventure. It's not without its problems, but 
you can find out why the good outweighs the bad over on page 144. 

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

Th"" where GI breJk, down rnul11 pl,11 
form gJme<., So whencVl'r you see tlm 
logo there l'.I 11nport,mt m11lt1 <,ystem 1nfor 
m,1t1on reRdrd111g thJt produtt 

Coolent surtabl• 
on~ for adults 

150 - A miestlne we dearly don"t c,,e about 
1080i -A resolubon speoficabon used for HIJTV 

1080 stands for resolubon of 19201<1080 po,els 
The ~• means that the VKleo o be,ng ,ntc<laced 

480p - Progressn,e seaming thts O!)OOll ('p'• 
progressM!). aeates a p,tture sgnal With dooble 
the scan Ines of a """"""°"' inledaa,d 
p,ctu,e,480(,•inte<laa!d),toaeate, 
nooooably sha,per image. The 480p mage 
offefs ~ pocn.,e resolubon and efimnates 
wtuat,, al mooon artJfildS 11 a 640<480 pod 
resolUbon setting 

TIOp -A resolubon speoficabon used for HIJTV 
720p stands for resoiUbon of 12eoxno po,e1s 
The "p" means that the VKleo • 11 progress,ve 
format 

ldion -A teml we use for games li<e o...i Miry 
CJyandVie\wllAJoe 

Id hoc - A type of w,reless oonneaion that 
connects )00 w,th other players ,n )OOr 
,mmed,ate OOfllly 

odventuN! - A term we use for games like Myst 
and Escape FfOm Monkey Island 

Al - Artrfiaal lnlelgen. Usually used 10 refer 
IO ha;; .... the aJlll)UIOf reacts 10 a lunan 
opponent 

bloom - An effect that ""'""''es the sof1. blum?d 
~ of boght lght refleaing off ol surlaces 

board - A term we use for games lice Jeoparct,1 
and Mano Party 

cef shodlns - A techn,que used to aeate lD 
rendered obi<,as that reserrble hand-drawn 
aiwnabonoils 

D - Eleannc Er<er1.lilvnent E,qx>. The v.ald's 
ia,gest <XllM!l1bon for VKleo games 

fighting - A term we use for games li<e Mortal 
Korrbal and Dedd or Alive 

first-porty - A game made by a console 
manufacture(, internal de,elopmenl teams 
eiidusJvely for 11> c,,,n system 

FMV - Fut MoC,on \ldeo. Usuat/ refers IO an 
aiwnall!dCGruts<:ene 

FPS - Frames l'l!r Seoond. Hoo marty animaoon 
frames happen ll one sea,nd. />8) used IO 
denote FllSl.f'erson Shooters l1ke Halo, Doom, 
and Call ol Duty 

ftamerlle - The frames of an,,malJon used to 
aeate the ilusoon ol f110l.'Of1lef1t 
,,_ -A game's merus and opc,or,s 
CIA- Game B<>'( M,,ir,ce 
cc - GameCooe 
HDTV -Hi~ Definibon Teieliooorl 

Wrastrudure - A type of -,less ronneCIJon 
that uses the Internet IO a,nnect With olhel 
players o,,,er long d!stances 

isometric - Three-quarters lop"""' """'· hke 
StalCrah or Baldut's Gate: Dark Alliance 

ISP - Internet 5er'1Ce PrOllider. The ccmpany that 
poMdes )00 With access to the tntemet 

joaies-G@flhocal ines that are J'88"dv.hen 
they should be stra,gt,I 

lAN - Local Area Network. Conneaing aJlll)Ulers 
or consoles together w,th,n a smal space to 
alla,v a,mmurocabOn betv.een them PrOYldes 
fas!. "'11Uitaneous gameplay 

MMO - Mas~ Muit,player Onhne. Usually 
appl,ed to role-play,ng biles, we use tllS term for 
games With pe!SlStent. ~ onl,ne oorlds 
ike E>eQuest and Wood of Waroah 

mocion blur - Phantom hames fobv an oti,ea 
IO gM! the Impression ol reailStJC speed 

nonnaf mopplns - A graph,cal tedm,que ,n 
whJdi a lv-1es slun ooma,n,ng lD llformatJOn, 
revealed by hght reflea,ng off the surlace, • 
""flPed around a low-res model 

NPC - Non-Player Owacter. Those people 
and ""1IUles )00 see wandemg around 
., games that are not be<,g a,ntroled by aaual 
humans 

po,tide lffec1s - llqs ike Slroke or sp,rb 
aeatedr,reakme 
~ - A term we use for games hke Super 

Mano and Oash Bandicoot 
pop-up - \\lien obiects onsaeen suddenly 

appear, l)lltcdly due to poor draw distance 
PSl -Sony Pla-ptabon 2 
p<mle - A term we use for games ike Tetns and 

Puyo~ 
racins - A tam we use for games ike Gran 

Toosmo and Maro Kart 
RPG - Roie-Play,ng Game. A game that lllll0M!S 

character ,mpro,ement through c:ollectJng and 
spencing p011ts. A term we use for games ike 
Fr\al Farla<y and Xenosaga 

- - A tam we use for games ike lkaruga 
and G@dius 

~ - A term we use for games ike 
Madden NFt 

stralloff - A term we use for games ike La 
PIJa!le and Fra11 Mtssion 

lhn-porty- Somedw,g made for a console by a 
""'1'i"l'/ ocher than the ainsole marufaC1urer 
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FAST TIMES. 

honda.com 1-800-33-Honda Civic Si shown with available Honda Satellite-Linked Navigation System!" Available December 2005. ~ 2005 American Honda Motor Co., Inc. 



The all-new 197-hp Civic Si from Honda. It'll reverse your thinking. (gJ 



PLAYSTATI0N 2 I XB0X 

Burnout Revenge 
> STYLI I OR 2-PLAYER RACING (UP TO 6-PLAYER VIA PS2 ONLINE OR XBOX LIVE) 
> PU BUSHER ELECTRONIC ARTS> DEVELOPER CRITERION GAMES 
> RELEASE SEPTEMBER 13 > ESRB E 10.. 

EXPLOSIVE VEHICULAR VENGEANCE 

T 
he engine roared with the ferocity of an Fl 5 
fighter plane when I kicked in the nitrous 
oxide. As the crippling speeds increased, the 
buildings liquefied into unintelligible blurs 

and the wind hissed violently. The highly congested 
highway that my road rocket barreled uncontrollably 
toward should have spelled disaster, but rather it 
opened a window of great opportunity. Although my 
instincts pleaded to swerve out of the way of the 
traffic, the drive to win forced my foot onto the gas, 
hurtling my car directly into the backend of each car 
on the highway. The vehicles that I selfishly brutal
ized were either sent flying into the air or into other 
drivers that were making their daily commutes. The 
blacktop was gripped with an unprecedented level of 
chaos and the smile on my face stretched so much 
that it hurt Within all of this mayhem, I managed to 
send a car flying directly on top of one of my rivals. 
As his car exploded into flames, I zipped by into a 
commanding lead. 

118 GM1E INFORMER 

In Burnout: Revenge, you 
no longer need to avoid the 
cars in your lane. Rather than 
wrecking when you slam into 
a vehicle, you can theoretically 
use it as a four-wheel, 3,000-
pound projectile. It's like bowling 
with cars! This one change to the racing dynamic 
completely alters the experience. I've always been 
amazed how games like Activision's Tony Hawk can, 
with each passing year, raise the bar so high that it's 
impossible to go back and play the installment that 
came before it Criterion Games has accomplished 
just this. 

Almost every little aspect of the game has been 
tuned up to draw more saliva out of our mouths. 
Adding a bit of strategy to the mix, players can now 
select from different vehicle weights and classes. 
The smaller cars that you'll get behind the wheel of 
are light fa~ and easy to control. On the downside, 

if you enter an event 
where you'll be catching 
air, the wind will take 
them for a serious ride. 
The larger cars in the 
game are not affected by 
the wind nearly as much, 
provide a much stronger 
Crashbreaker, and can 
plow through traffic like 
a lawnmower trimming 
grass. Of course, most of 
the races demand sleek, 
fast rides, but you'll often 
find yourself changing up 
vehicles in the fan-favor
ite Crash mode. 

If you enjoyed the 
so-car pileups in the 
precursor, brace your
selves. Criterion has 

tom this mode apart and completely reinvented 
it Rather than launching your car at a score mul
tiplier icon, your crashing skills are reflected in the 
majority of your score. You will get a subtle point 
boost by taking out the bonus target car, but again 
playing off of the skills, you'll have to figure out 
how to include it in your routine. Your reflexes will 
also be put to the test in a frantic button-mashing 
sequence that increases the destructive quality of 
your Crashbreaker. 

Once again, all of the tracks in the game are 
based on three locations (this time being Detroit 
Rome, and Tokyo), and are the perfect fit for the 
event at hand. The courses are grittier in design and 
are far less forgiving. Wherever you look, it seems 
like there's a small concrete wall. You really have 
to focus on staying away from the barriers in this 
installment 

The opponent Al is also a bit surprising. They know 
how to rip your car to shreds, thus bringing about 
the 'Revenge" aspect of the title. If a rival takes you 
out the game highlights them, allowing you glorious 
payback. With three times the vehicular deformation, 
you'll be amazed at the ways in which cars will be 
shredded. Watching them fall apart in slow motion 
is fast becoming one of my favorite things to do on 
a lazy Saturday morning. That's not to discount how 
profoundly intense Road Rage races are online. 

Like a moth drawn to a flame, I can't pull myself 
away from the incredible explosions, blinding 
speeds, and impressive vehicular carnage. Once you 
get behind the wheel, it's almost impossible to tum 
this speedster off.-REINER 

BOTTOM 9 25 
LINE • 

> Concept: Crash! Smash! Drive 
like a maniac! 

> Craphics: The cars look greaL 
but u,ey look even better when 
1hey are falling apart and sur
rounded by flames 

> Sound: A surround sound 
dynamo. Objects hiss as ihey 
zoom by, you can hear 1he wind 
rolling fNff your car, and explo
sions make your 1\00fers !hump 
hke a shotgun blast 

> Playability: The first rac
ing game ihal pushes players 
10 smash into ever,,thing. To 
no surprise, ihis proves to be 
insanely fun 

> Enttr1ainment: The racing 
is noihing short of exhilarating, 
There are tons of events 10 

medal in and online is unbe
lievable 

> Replay Value: High 

Bumoul 3: Takedowrl was 
my favorrte game of last ye.ir, 

and whie playing rt I couldn't 
,mag,ne being any more 
addicted lo a drMng game. 
Wei, Cntenon has master
fully topped last ye.i(s ently 
Burnout: Revenge is nearly 
impossible to put down, 
!hanks to tweaks 10 old favor
rtes like Crash Events and new 
treats like Traffic Altaci. The 
new abtlity to plow throug'1 
sa~irection traffic had 
me cackling kke a 8-movie 
madman, and brines Crash 
mode's mayhem into the 
more standard races. Wrth rts 
car crash carnage and nd,cu
lous speed effects, Revenge~ 
the most !Nff*lop raong 
game to date, and its arcade
style actJon makes it the per
fect ptck-up-,ind-play tide. I 
can't ,rnagme what Critenon 
could add to this harmse 
to make 4 more fun, W 
then ag,i,n, 1 nMf thought 
Takedown could be lopped, 
and Revenge does ihat 
easily.-JEREMY 



auY 2 USED GAMES 

&GET1FREE 
WHEN yOU pRESEN• THIS coUPON 
ANO yoUR GAMESTOP VALUE CARO 

011•• app1,01 10 any uaed PS2, GC, XB. PSP, OS oi XB 360 ,,deo gem•• 
L,m1l 3 ga,nel wrth coul)OI' F,ee game mull be ol equal OI le..., , alu• 

Mull ha•• coul)OI' and G.-S•oP Value ca,d 10 ,edeem oHe< f'hOlo<:Ol'Y o l coul)OI' 
not acce1>ted 011•• • •P••• 0c1obe< 31, 2005 Nol valid with any olhe< olie< 

~E~WmeStop 
. TRADE LATER. PLAY MORE. 
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NASCAR 06: 
Total Team Control 
> STYlE I OR 2-PIAYER RACING (UP TO 4-PIAYER VIA PS2 ONLINE OR XBOX LM) > PUBLISHER EA SPORTS 
> DEVELOPER EA TIBURON > REUASE AUGUST 30> ESRB E 

FINDING THE RACING GROOVE 

0 
n the track, there is a time and a place for teamwork. 
Maybe you'll never get the chance to hook up with a 
teammate and draft your way to the front Or more often 
than noi you'll spend the race watching after your own 

butt As such, teamwork on the track may or may not be a big 
factor in a race. This puts the focus of this yea(s NASCAR game in 
an awkward position of being only occasionally useful. 

I'm glad the teamwork features aren't too powerful, but 
because this game doesn't explore the depth and importance 
of teams on a significant scale, it only partially connects players 
to the critical human factor of teams and the sport For instance, 
your R&D program is shallow, meaning that sharing resources 
is often not very pertinent In general, the simplicity of the off
track team dynamics makes the career mode little different than 
last yea(s. However, while racing, the new team controls do 
change the way you drive, allowing you to seize opportunities on 
a chessboard that's moving at dangerous speeds. Despite the 
usual bonehead CPU Al, the thought-process for your teammates 
in deciding to help you or not is usually good. If only they were 
less one-dimensional and actually came alive in your off-track 
dealings with them (1 sense an NFL Superstar-like aspect for 
NASCAR in the future), then this franchise could really grow and 
capitalize on the sport's captivating personalities. 

People often ask me why I like NASCAR so much. Part of it's 
the sweet racing, and another part of it is what happens off the 
track. The engine builders, the pit crews, the driver drama, etc., 
make this sport about more than what happens one day a week. 
EA has touched on most of the elements of NASCAR Now it 
needs to draw them all together and blow the whole thing out 
Then instead of asking me, Wiy do you like NASCAR?" You'll 
wonder, Wiat kind of setup did you test at Indy?" or "Is Tony 
Stewart always such a jerk?!"-KATO 

d11e . 
Tht• [d){l' dl'pt>rHh on whl'lhl'r you rJU' 1\1th ,! wht•d ur d rnnlrolll•r \\'ht·t'I 
rJCN\ \"illl h~l' the P)J ht·< ,HJ\e with ,l U)H wtll'd (~\1th a d-p,1d1 you c ,Ill ,till 
U\t' 1hr h.',mm1.1le control\ Howt>wr, ti you U\P ,1 wlwel or1 lhl' Xbm .. h',1111111.Jte 

rnnlr(Jh Jfl' out )1111. Xbm hJ\ tlw ld~t' ii ynu·rl' l/\111K J ,t,md,ud ((Jll!r!llll'r 

bt•«HJ\I' ti h,I\ lr1~~1·r ,Hlt'lt·r,1!1on Jlld hr.ikin,.: ,\h1ch tht• P)? C,HHIPl d11 Both 
\)'\h-111\ t'n,1hlt· !ht• ll\t· 111 ht•,i<hd\ tiu'. dunn1: uu1 ft'\·lh\ lh1· dkdt\t'llt·\-, uf 

I\\LIIII~ COl1l!ll,Hl(h \\,I\ \t'r) \pOtt) 

How important or, teammates? Game Informer asked 2004 
Nextel champion and former Roush racer Kurt 8usd1 all about /Mm. 
Read his interviffi in our Game Informer Onllne Unlimited feature. 

BOTTOM 8 25 
LINE • 

> Concept Teammales 8M! 
some on-dle-irad< strategy to lhe 
usual raong 
> Gri,phia: The codpt c.am 
IS bad:. lhe framerate IS more 
stable. and some subde speed 
effeas have been added - but • 
feels slower 1han last year! 
> Sound: YoLr spotter IS bdter, 
btA ht can leave you 11 some 
dangerousSlluatJOOS 
> ~yability: Haw,g 10 paose 
lhe game 10 use all of lhe learn 
controls blows 
> Entfflainfflfflt EA needs 10 
cononue m ihis dlfe<llon of pui· 
ong lhe ~ front and etnter 
> Replay Value: Moderately 
High 

Second Opinion e 

With NASCAR 2006: Total 
Team Control, EA Sports did 
W\ll l does best l added 
enough new IOlerestJng fea. 
lures and f~ smooched 
cxi the gamepfay to offer 
14> a~ product. 
That said. I dodn'l realy find 
the le.Yn element ID be al 
thcll lfllerelllng. Su-e. • was 
lltCevhn I was complelely 
destroy,ng the field. lead-
ing by a lap, and JUS1 goong 
through the rnotJons 11 dean 
atr, because I could hop 
bad ID a dtffer"11 car and 
be dnvmg 111 lraftK; bump
ing and gr1ndmg my W8f 
back lo the front. Other than 
that. I didn't gr,e MO nps 
aboul my teammale5 or lhe 
team dlalenges. The raong. 
lilt lhe p!e\llOUS edillons, IS 
sofld. well some rustand-
1118 grapho and some great 
dlMng physics-NUJY 

',\t,en Kl1g lfOl1ldds says 
yru ... relUm well yOO' 
shield or on It. ht 15111 J()iuog. 
Blodl1g plays an llllegral 
role 11 Span.in: Total W«ro1, 
and coosequendy §ffl lhe 
pne apart from lhe 001'1 
buttoo-maslwlg ooes • ITl05I 
rl!5er11bles. E= so, I can1 
realy call !he battle system 
S1ralegK. 5111Ce • basdly )Ult 
irr,ot,esaYO!drlg lhecourl· 
less cheap shots lhe enernes 
tale - especidtt dlmg lhe 
boss fights (who, «e al 
trainwreds). The runer
ous weapons and ~ 
add some dimension to lhe 
cornbal, lu this 15 no God of 
W« Hed. ICralos wwool 
even waste hi5 tme ~ 
lefl18 Spartan's l)05e' pro
tapllst Mned-Wllt lor. -
the Spartan. (]Mr-JOE 





on the tour. 

"One of the best tennis games ever 
created is finally coming to the PS2." 

PSM 

The rankings are in, and Top Spin is on top of the tennis video game 
world. Serve and volley with 16 of the tour's top players like Roger 
Federer and Maria Sharapova as you compete in tournaments 
around the world. Create a virtual version of "you" with Eye Toy~, 
refine your shots with a coach, and match skills with the pros on 
every kind of court surface as you make a run at the Championship! 

www.topspingames.com 
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Mortal Kombat: Shaolin Monks 
> STYU 1 OR HI.AYER ACTION > PU BUSHER MIDWAY > DEVELOPER MIDWAY I.OS ANGEi.ES > RELEASE SEPTEMBER 19 > ESRB M 

LET THE MULTALITY BEGIN 

A 
little action game known as Mortal Kombat 
Mythologies: Sub-Zero sucked the life out 
of this fighting franchise with the brutal 
efficiency of one of its trademark Fatalities. 

Shortly after this cataclysmic release, another action 
game btled Mortal Kombat: Special Forces was met 
with a reception that included running. screaming. 
and boards being nailed CNer doors and windows. 
Given just how poorly this franchise has 
fared in this genre, and how devastating of 
an effect both of these miserable releases 
has had on the MK name, you'd think 
that Midway would try its hand at a Mortal 
Kombat kart racer or a dancing game before 
bringing it back into the action fold. 

As it turns ou~ some ideas are just too 
good to pass up. What could have been 
three strikes and you're out actually turned 
out to be the third bme's the charm for 
Midway. With series creator Ed Boon person
ally CNerseeing the development process, 
Mortal Kombat has successfully made the 
jump to the action genre in a way that will 
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please the most loyal of fans and tum the heads 
of people who may not have enjoyed the fighting 
games. 

At first glance, Shaolin Monks seems similar in 
design to a typical brawler like Double Dragon or the 
more recent The Lord of the Rings titles. Although 
you do spend most of your time beating the pulp 
out of every enemy that dares challenge you, this 

isn't your typical button
mashing brawler. 
Keeping its fighting heri
tage close to its heart, 
Shaolin Monks features 
an expansive combat 
system that embraces 
complex combo strings, 
aerial juggling. and even 
cooperative strikes. For 
instance, Liu Kang's 
famous bicycle kick can 
transition to a flurry of 
punches that ends in a 
mighty uppercut IMlile 
the enemy is twirling 
overhead, Liu can leap 
into the air and toss his 
opponent across the 
battleground. If Kung 
Lao is positioned cor
rectly, he will catch the 

enemy and toss him into an environmental hazard 
like a wall of spikes. The movements are not clunky 
like those within a typical fighting game. The ease of 
combat is truly remarkable and something that I'm 
sure Midway spent most of the development cycle 
perfecting. Once you understand how the game 
works, annihilating foes with SO-hit combos seems 
as second nature as swinging a sword in The Return 

of the King. 
Finesse isn't everything. however. This really 

wouldn't be a Mortal Kombat game if a body 
wasn't tom in two approximately every 20 sec
onds. Each character can tap into l 0 different 
Fatalities that are just as creative and bloody as 
they are in the fighting games. You'll also be 
introduced to Multalities, which function like 
your typical finisher, but against multiple foes. 
If you can power up your Fatality meter to the 
third level, you'll unleash a Brutality, which 
is basically a state of rage that allows you to 
pummel every enemy that you meet for a set 
amount of time. Jeremy and I actually put our 
pride aside to die in each environment and 
against each boss, as you are usually treated to 

a different death sequence or boss Fatality. 
IMlile the graphics are as grisly as a face that has 

made the acquaintance of Scorpion's spear, each 
environment will bring a smile to the faces of the 
MK faithful. From the Living Forest to the Dead Pool, 
almost every locale that you enter is a 3D recreation 
of an arena from MK 1 or 2, but you'll now see 
where the doors lead and what lies beyond. All of 
the classic secrets are still in place, such as Santa 
Claus flying across the moon, but there are now 
plenty more to find. Amazingly, each area has at 
least one secret to unearth. Test Your Might is also 
used in a number of clever ways throughout the 
course of the game. Its usage in the Scorpion fight is 
particularly impressive. 

IMlen I first heard about this game, I questioned 
Boon's sanity, but once again, he's made me a 
believer. I haven't had this much fun wit~ a co-op 
game in quite some time. The inner fanboy in me 
also got a big kick out of the classic-inspired content 
I can't wait to see what comes next-REINER 

BOTTOM 8 5 
LINE ■ 

> Conctpl: A fast,paced yet 
highly tedlmcal blawter that 
lclkes place directly after 1he 
l111al blow ~ delivered in Morlcll 
Kombal I 
> Graphics: Comparable 10 
early PS2 and Xbox games. The 
lextunng ~ decent, but ihe char· 
acter models are way 100 blocl:y 
> Sound: The festive score 
blends nicely with lhe spinled 
action, but outside of Johnny 
Cage, 1he voice acting ~ pretty 
lernble 
> Playability: All aboo1 mutilat
ing foes ,n ihe most impressive 
of Wif/S. The conlrols are 
1ncred1bly respons,ve and lhe 
moves thal you can pull off look 
111credible 
> Enltrtainmtnl: Loaded 
wilh secrets and reasons to 
go lhrough ihe game again 
and aga111 
> Rtplay Value: High 

Second Opinion 8.5 

The Mortal Kombat fran
chrse has finally produced 
a spinoff that shouldn't be 
~ to bne the bottom ol 
your cat box. Although it's a 
fairly simple game at its core, 
Shaolin Monks has a great 
combat engine that makes 
you feel lil:e a total bad-
ass. and the fun is further 
mulbplied with two playeis. 
Knocking a ~ into the air, 
jumping up, throwing him to 
your friend and having him 
thrown back is sill1)ly some
thing eo.ieryorie must try. I 
also realy got a lucl: out ol 
the VW/ Shaolin delves tnlo 
the rrfilhology ol the series 
and eiq>lains how and wiry 
things developed CM!f its 
evolution. like how Sub-Zero 
got his facial 5£ilr. I don't 
know that 11 feel compeled 
to go back and find evetY 
one of Shaolin's numerous 
secrets and unlocbbles. but 
it's definitely one ol the most 
enjoyable CO{)!) action tides 
rve played in a long lime. H 
there's 3f'I justice, this will 
be the Mortal Kombat spt, 
noffthatfinallyisahitwith 
the fans. - JEREMY 
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The Suffering: 
Ties That Bind 
> STYLE I-Pl.AYER ACTION > PUBLISHER MIDWAY> DEVElOPEII SURREAL sonwAR£ 
> RELEASE SEPTI:MBER 27 > ESRB M 

HARD TIME 

T 
he original Suffering was 
quite a polarizing game. 
Those who liked it really 
liked ii and those who 

didn't simply hated it. The sequel, 
Ties That Bind, is likely to have the 
same effect, although for different 
reasons. The shortcomings of the 
previous title have been addressed, 
and new missteps have emerged 
to take their place. But despite its 
flaws, I still find The Suffering: Ties 
That Bind to be one of the most 
interesting and engaging action titles 
of the year. 

A horror-themed action game, 
Ties That Bind puts the player in 
the role of Torque, a prison escapee 
being pursued by both human 
and inhuman enemies. Fighting 
through the streets of Baltimore, 
Torque must use firearms, melee 
weapons, and his unique ability to 
transform into a rampaging beast to 
fight through an adventure that ulti
mately reveals the truth about his 
tortured soul. The inventory system 
that was one of the biggest flaws 
of the original has been replaced 
with an item management system 
lifted directly from Halo 2. This 
functions much more cleanly, but 
also removes some of the melee 
aspect. If I can only carry two weap
ons, I'm certainly not going to waste 
one slot with a lead pipe. 

I was sad to see that melee is 
far less important in Ties That Bind 
than the original, and the lower 
occurrence of puzzles is another 
letdown. As with most third-person 
action games, there are also some 
camera issues, and the difficulty 

on the default setting is unreason
ably hard. But regardless of these 
drawbacks, Ties That Bind largely 
succeeds thanks to its approach to 
storytelling. 

Like many other recent games, 
Ties That Bind offers both a good 
and evil path. Your choices con
stantly affect both the powers that 
you earn and the way that the plot 
itself unfolds. Dark and twisted, Ties 
That Bind is scary without resorting 
to shock moments, and handles its 
fractured narrative exactly the way 
a game should: it unfolds in-game, 
with minimal use of cutscenes. 
Your choices affect the way the 
story plays out, and delves into 
psychological and metaphorical 
territory with great success. Poverty, 
drug and domestic abuse, slavery, 
and mental illness are all explored, 
and none of these issues are ever 
exploited or treated lightly. Ties That 
Bind is also the only game I've ever 
seen that features an Islamic char
acter that isn't a terrorist or a villain. 
On the flip side, Ties That Bind is 
definitely a hard "M" rating - it is 
twisted and violen~ and features 
some language that will make even 
those with the foulest potty mouths 
wince. 

Like its main character Torque, 
there are two sides to The 
Suffering: Ties That Bind. It is 
simultaneously fun and extremely 
frustratin& compelling and flawed, 
mature and foul, engaging and 
confusing. As a game, it can be 
aggravatin& but as a piece of inter
active storytellin& it flirts with bril
liance.-JEREMY 

BOTTOM 8 5 
LINE ■ 

> C-tpt: Slep bad ..., ihe 
IWl!led mnJ of TOIQUUS he 
figf,ls demons ll entirely new 
Jypesofprisons 

> Graphics: Passallle. Ch¥aaer 
models are OIWf dee.er-.. whit 
sornt erMonments lJUy~ 

> Sound: The creep'( YOICfS ll 
TOlque's head~ ihe SUlfy 
ll1fold and change based 011 
yourilCIJonS 

> Pl,yobility: The new __,_ 
IDiy sy5lern fixes ihe main ctaw
bad of ihe Ol,p,al game 

> Enl..i.inmont: ttycu can 
slr\Jggle ~ 115 exb'emt chal
lenge. roes That Bond IS an ontel
igm, rewanling expenenc, 

> R-,lay Value: High 

Second Op1mon 8.5 

Throufdi filhy, S1oma<h
~ gore, Ties That 
Bn!IM514Jtotheblood
splaaemgelUflllelll of cs 
predecessor WCh the most 
disti.tlrlgconlenl lhis Side 
of F~ Kruege(s base
ment and~ 1hal 
wood make Dells Lt.!IV 
break (M the soap, !his 
8iJ111tgelslllderyo1S!b\ 
mseWilhY01Shead. 
and~an~ 
1hal )'OU""""' lhou;d you 
wood INe ~-Wiether 
you wal: 11 the light oqpve 
Jl1IO yolS dart tef11Jlilll005, 
lhe pallis for good and ew 
are better demed, oftemg 
tnque demon lrdllSlormt
bonS and s,gnificant 'kXy 
allerabons fore.ich- Nyou 
don't find yolJ'Self trauma
ll!e(f by lhe "1Slldl COIUnl, 
dis gamt wl slice and dic.e 
you well 115 bnUI dlffioAy 
level RaCheJ than Slop-
pw,g the~ to sollle a 
!)Um', variety IS now lound 
11 firefights WCh military 
lolusand~ 
tract shooi.ig Ties That 
Bn! IS a sloppr lel!l lor 
homll fans and one ol the 
most fflll5e acllon 8iJll1tS 
oflheY'ol[.-REINER 
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PLAYSTATION 2 I XBOX I PC 

Indigo Prophecy 

CLOSER TO FINE 

A 
s I was playing Indigo 
Prophecy, one thing was 
abundantly clear: The age of 
the point-and-click, inventory 

puzzle-laden adventure game is at an 
end. Discarding many cumbersome 
traditions that have dogged the genre 
in recent years, this title has evolved 
to the point that it almost stops being 
an adventure game and becomes 
something that defies classification. 

What sets Indigo Prophecy apart 
most is the emphasis on player 
choice. Whether I was gathering clues 
at a murder scene or fleeing from 
giani illusionary dust-mites, I was 
constantly absorbed in the exploits 
of the three troubled protagonists 
because I had ownership over what 
they were doing. When Carla passed 
out because of her claustrophobia, 
that was my fault When Tyler was 
late to work because he was making 
whoopee with his girlfriend, I'll admit 
I felt triumphant. 

The game finds other ways to keep 
you involved in the events, too. The 
mood set with the grainy 
visuals and emphasis on 
the bitter cold serves as 
an excellent backdrop for 
the sinister ploi and the 
PAR sequences (short, 
reflex-based minigames) 
keep players connected 
to the story even during 
the cinematics. However, 
when these things aren't 

going on, the game reverts to a fairly 
standard exploration mechanic that 
feels dull when compared to the 
other gameplay elements. 

My other problem was that I 
wanted to see more consequences 
for my choices. Even though every
thing you do causes little ripples, 
few decisions hit hard enough to 
affect the static plot until you start 
exploring the game's multiple end· 
ings. I commend Quantic Dream for 
even attempting this level of causal
ity, but to really make it work there 
should be more branching paths 
along the way. 

In an issue that sees two adven
ture games reviewed - this title and 
the latest entry in the venerable 
Myst franchise - it is undoubtedly 
the upstart Indigo Prophecy that 
distinguishes itself with its innovative 
storytelling and clever mechanics. 
If you enjoy a good story and don't 
mind a more laid-back approach to 
gameplay, this is a title you simply 
cannot ignore.-JOE 

The P( Jnd Xb□-. ec1ch hJ\.l' J little bit mart' to offer thJn the PS2 here The Xbo\ \er<:,1011 look\ 
c1 httlt• better and h,1.., J \\1descreen mode while the PC hc1s remarkably clec1ner chJracter 

mtHll-h tht1t comr dt the l'XPt'n\t' of slightly ,twkwc1rc1 mm,ernent control\ l c_.t1II preft>rred pl.iy 

1ng on the PC but the g,1me lose,; ltttle in 11 ... trJn\1!1011 tu either cumolr 
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BOTTO M 8 25 
LINE • 

> Concept An interactive story 
somewhere between 1110V1e and 
adverlture game 

> Gnpl,la: Not viswlly 
outstanding, but the characters' 
expreswe faces and gestures are 
qurte 1mpreswe 

> Sound: Solid voice acting 
accompanied by an eerie 
ambient sco,e from Angelo 
Badalamenti 

> Playallay: Some dunky 
movement and occasionally 
fin,cky obtect interaction am be a 
pain, but never interlere at arti
cal moments 

> blat.tliaaelll: Oddly 
engrossing, due mainly to 
OnematlC rather than gameplay 
elements 

> Replay Vlllue: Moderately 
High 

Second Opinion 8.5 

In the first scene of Indigo 
Prophecy, one of your main 
characters slaughters an 
innocent man. By the middle, 
you'll be fighting off winged 
demons In a st!fk gothlC 
church. llizarre events are 
frequent and often noth-
ing short of kick-ass. let's 
1ust Sirf lhat many of the 
adventure genre's stron-
gest points are kept alive in 
Indigo Prophecy, v.+lile at the 
same time adding creative 
quid-response gameplay 
mechanics from malter-
ful tides like Resident Evil 
4 and Shenmue. For light 
sto1ytelling, subtle chills, and 
gameplay that ra~ the 
Slakes ol each encoonter, 
Indigo Prophecy IS a lhriful 
step in the right direction for 
ad-.oenture games. - USA 

PLAYSTATION 2 I XBOX 

Heroes of the Pacific 
> STYLE t TO 4-PI.AYER ACTION (UP TO 8-PI.AYER VIA PS2 ONLINE, XBOX LIV[, OR SYSTEM 
LINK) > PUBLISHER UBISOFT/RED MILE ENTERTAINMENT > DM LOPER IRGURUS 
> RELEASE OCTOBER 30 > ESRB T 

RULE THE SKIES 

A 
lthough World War II may be the most 
popular video game setting since the 
omnipresent lava world, usually we only 
see combat from the ground. Heroes of the 

Pacific focuses on the aerial component of that war, 
and pulls it off with such finesse that it deserves a 
spot alongside such great WVl/11 titles as the Call of 
Duty and Brothers in Arms franchises. 

Although Heroes is far from the first WWII flight 
sim, it soars high above other games thanks to its 
incredible attention to detail. The shifting, multi
layered clouds are truly a sight to behold, and the 
water below is equally impressive. Of course, what 
is more stunning is the sight of a hundred Japanese 
planes barreling down on you. 

Of course, looks aren't anything without substance 
Gust look at Paris Hilton), and fortunately Heroes 
delivers on this front as well. Controlling the various 
planes is completely intuitive and each one has its 
own unique handling. The different missions are 
also expertly paced - dogfights are broken up with 
bombing runs and a huge variety of other tasks, so 
you never feel like you're simply shooting everything 
that flies. There are even a nice variety of multiplayer 
game modes and bonus missions included. 

There is one final thing to bear in mind: Heroes is 
definitely a difficult game. Almost all missions require 
you to keep multiple objectives in mind simulta
neously, which can be tough - I replayed some 
missions upwards of 20 times. Fortunately, I had 
fun every time. If you like flight sims, you will too, 
although you'll occasionally get frustrated. - JEREMY 

BOTTOM 8 75 
LI NE ■ 

> Concept: Take to the skies 
and relive the greatest aenal 
battles of WWII 

> Graphics: Appreaa~ng how 
cool these clouds look doesn't 
make me any less of a man. 
Does 1t? 

> Sound: The banter between 
p,lots really increases the inten
srty of the mlSSions 

> Playability: With two differ
ent con~ot settings, Heroes lets 
you choose between more real
istic and arca~e feelings 

> Entertainment: War ~ hell ... 
oh wart. Actually, it's pretty 
dam fun 

> Replay Value: Moderately 
High 

Second Opinion B.5 

With a squadron ol fighters 
breathing down my ned. 
I plummeted carelessly 
through the clouds to aVOtd 
a shower of bullets. As I 
flipped around for a fierce 
retaliatory strike, a strange 
thought entered my mind. I 
didn't expec:t to see Japanese 
aircraft barreling toward me, 
but rather TIE Fighters A 
Wor1d War II game shouldn't 
bring about thoughts of a 
galaxy tar, far~. but in 
more'M(S than my feeble 
brain can count, Heroes ol 
the Paafic reminds me of the 
Siar Wars: Rogue Squadron 
series. The Axis armada may 
outnumber yours, but they 
drop hke flies. It seriously 
feels like for MfY tlvee sec
onds ol play, )'OU down at 
least one fighter. The variely 
of the f11ISSions is refresh-
ing, there aie tons of planes 
to untocl<. and tongewy is 
achieved by replaying llltS· 

sions lo unlod< much-needed 
I-Wade poi'lts. Heroes may 
have been flying below the 
radar, but it has "surprise hit" 
written all CNef it.-REINER 





Pl.AYSTATION 2 I XBOX I GAMECUBE 

Marvel Nemesis: 
Rise of the Imperfects 

> 5TYU I OR 2-l'lAVER OOfTING (2-l'lAYER VIA PS2 ONLINE OR XBOX lM) > PUIUSIIEII EI.KTRONIC ARTS 
> IIEVB.OPUI NIHILISTIC SOFTWAAf/E/1 CNW>A > IIUASE SEPTEMBER 20 > ESII T 

GENRE BENDER 

T 
he harsh reality is that 
Nemesis isn't as much 
fun as it could be. This 
will rome as a severe 

ietdoMl to fellow Marvel fans 
that had fostered dreams of 
maSSNe saapfests between 
some of the most powerful 
and popular characters in 
comics. The thing is, those 
titanic confllels are certainly 
present and accounted for. But 
somehow they manage to be 
an equal mix of frustration and 
fun. So, what's the problem? 

Marvel Nemesis is a game 
confused about its own iden
tity. It wants to be a fighting 
game, but lacks the skill-driven 
combos and tricks that make 
the fighting genre v..,orthwhile. 
It also wants to be a plot
driven action game, but the 
story is bland and contrived 
while the action feels repeti
tive. A mix of these tYJO genres 
is certainly a cool idea, but the 
implementation in this case 
falls short 

Thankfully, there are a few 
cool things that save it from 
disaster. The most noticeable 
are some stellar 
character designs. 
Marvel's finest 
have rarely looked 
better in a game, 
from Spider-Man's 
acrobatics to 
Storm's wind
driven flight And 
while it v..,ould 
be hard for the 
new 1mperfect" 
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characters to feel like anything 
but pretenders, several of 
them are downright awesome. 
Beyond this, it's definitely 
cool that each of the char
acters has unique strengths, 
movement styles, and battle 
moves. Unfortunately, some 
horrendous balancing of the 
single-player game, along with 
only a tiny handful of enemy 
types, makes playing through 
to unlock all these cool fight
ers a major chore. Meanwhile, 
the primary YefSUS mode feels 
shallow and cheap, tending to 
reward chicken fighting tactics 
over raw skill. 

All of my harsh v..,ords are 
intended to scare away all but 
the most faithful, for whom 
I honestly think Rise of the 
Imperfects might be v..,orth 
a look. Despite some glaring 
problems, there's definitely 
joy to be found in the end
less stream of unlockables 
that the game contains. Keep 
your expectations in check, 
and there's some fun in the 
mayhem. MILLER 

BOTTOM 7 
LINE 

> (.apt Duke • out between 
some otyou-favolle Mariel 
heroes and some new Sl4)elpOW

ered fols i1 a srnpl,stic arena 
~game 

> r.npl,lcs: C1larader ~ 
and rinalions are 1he bes1 rea
soo to died out 1he game - dart. 
and cifferenl 

> 5oaad: The Slandard """ot 
e,plosions. saai,ilg me1al. and 
musical ooima al leel5 repebl!Ye 

> Pllyallay: Here's a case 
..toere 1he oomols are actuat,, 
loosiTiple 

>Est I t Acoolidtil 
1hat shoud appeal lo some Jans. 
bu IIUllraling balance and cooool 
JSSUeS aboUld 

>-.., v.lue: Moderate 

Second Opinion 5.75 

Mariel Nemesis is"" 
equival9t d the WOlld's 
,-st heroes deiicq kl 
spendanenlem,~ 
in Ille rancid tilh ii "" <iy 
•= some cool dlalac-
?1!15 5IIIIJll1ded by decayed 
nmbish. The~ 
~is~lhanthe 
1a11111iest aeon brallller, 
andh! aJl11bat¥1'1!1 
lllish!depfinecmary 
k>mai'eVfflUSmodeed
ig Caniclanswll!Jlll'(i
•lhedank> hlmess 
theix-sdadl5-
51C heroes (Jiu lhe wel
desiflld ~), lu the 
pnefeels lllShedand <XJl>
blm-..,. lie, spandex 
llit held tlf!llerwilh ~ 
...... and staples, Marvel 
Nemesis~-apart 
in1Uieaqpmsand 
IIIMs\QI dqq- JOE 

PlAYSTATION 2 I XBOX 

Evil Dead Regeneration 
> STYlf I-PLAYER ACTION> PUBLISHER THQ > DMLOPER CRANKY PANTS GAMES> RELEASE SEPTEMBER 6 
> ESRB M 

SHOULD HAVE STAYED DEAD 

A 
few years ago, I went 
to see a screening 
of Evil Dead here in 
Minneapolis hosted by 

Bruce campbell himself. I had 
already seen the movies in the 
theater and owned the whole 
series on DVD, but I still wasn't 
going to miss a chance to 
watch it with its star. Obviously, 
I'm a big fan of the series, 
which is why I'm disappointed 
to say that in the video game 
v..,orld, the Evil Dead series con
tinues to disappoint 

For those of us able to 
divorce ourselves from our 
geekdom, Regeneration is 
simply not that impressive. As 
Ash, you unsurprisingly get to 
run around and kill hordes of 
Deadites with your shotgun, 
chainsaw, and a few other 
tools, but this time you've got 
a tiny undead partner named 
Sam at your side. While Sam 
obnoxiously repeats the same 
lines over and over, he's 
actually pretty useful, taking 
on enemies by himself and 
protecting himself when he 
should. Ash's dual weapon 
combat v..,orks just fine as 
well - in fact, the combat 
engine is pretty solid. What 

makes Regeneration falter is 
the fact that it's bland, repeti
tive, and uninspired - like 
(arson Daly. 

Each section of the game 
charges you with finding 
three souls needed to dose a 
portal, and the puules basi
cally involve sending Sam to 
open doors or hit a switch. It's 
all pretty standard stuff, and 
fighting the same enemy types 
over and over doesn't help 
things stay any fresher. Visually, 
Regeneration is decen~ but 
the camera is a little laggy 
and many textures are bland . 
The dialogue between Ash 
and Sam is probably the best 
part of the game, but starts to 
repeat itself quickly and also 
grows old. There is virtually 
no challenge to the combat -
even the boss fights are a 
breeze, and the whole game 
can be completed in a single 
sitting. Overall, Regeneration 
isn't a truly bad game, just 
a fairly generic one tied to a 
revered license. As much as 
I love the movies, some fran
chises simply weren't meant to 
become games, and perhaps 
the Evil Dead series is among 
them.-JEREMY 

BOTTOM 6 
LINE 

> Concept: Try and fail a third 
time 10 translate whal people 
love about the Evil Oead rncMeS 
inlo a game 

> G~phia: Huh, so that's whal 
Bruce Campbell would look like 
as a !ilrtoon 

> Sound: The lines spouted by 
the 1wo main characters are the 
high point of the game, v.tiich 
is pretty bad coMidering how 
annoying they gel 

> Playability: The iv.o-fisted 
combat oorks Sllrprisingly well 

> Entertainment: Hardcore Evil 
Oead fans may be interested in 
some of the unlodables, bu1 all 
others shoold ~ ,may 

> Replay Value: low 

Second Opinion 6.5 

What is sornelhing 1hat's 
offensively dull? It's a sacom 
thatneverwaverslrom 
"" •my husband is such 
an idiot" and •my wife 
never wants to set fristy" 
jotes, OI an action game SO 
by-the-numbets that you 
sno11 sarwtically when the 
"loading .... Sewer Level" 
SCJeen pops up. In case you 
hadn't figured it out. E'lil 
Dead: Regeneration is that 
predictable action game that 
isn't broken. but instead is 
so lading in intensity and 
crealMly that ~ is its 
biggest problem. Ash does 
still have a chainsaw arm, 
though, and the atlU1e of 
that might be enough for 
some people to set past 
that freshly lobotomized 
feel that the rest ol the 
game inspires.-USA 
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l's har,jy rare for a miilary 
shooter to bore me 1D us 
wilh ils olline c.arnpaiwl, 
tu Bladt HaM Down Mnl 
a Sll!p uther. The onti, 
W/lf to desoi>e lhe single
player eiiperience here is as 
a broken, soul5 mess. >J 
problems, buggy objectives. 
swpidlMldesiwJ - Mr'f 
taut ol lhe genre is welk~ 
resented. Onlile, howe'ler, 
can be a pretty good time if 
~ find deem people ID 
play wilh. ll's nice lo be able 
lo play larget,, laten,;y-lree 
on hosted ~ serv
ers. and !here are SM!al lun 
l!llllt types to choose from. 
I can't think ol ll'f ~ 
"'1SOl1 to choose this fNf!I 
Halo Unreal~ 
or~ Tom Clancy sames, ' 
tu il's certarit iu a bad 
oplion.- AIWI 

> STYlE I OR 2-PI.AYER ACTl~CING (UP TO 11-PIAYER VIA PS2 ONLINE. XBOX LIVE, OR LAN) 

> PUBLISHER UBISOFT > DMLOPER UBISOFT > RElfASE AUGUST 23 > ESRB M 

If the success of San Andreas has opened the floodgates for the game industry to use 
"urban" and "hip-hop• as buzzwords for its games, we could be in for a deluge of titles like 
187 Ride or Die, which may as well be called Amoz N' Andy II: C Oizzle, Yo Heord? Reducing 
a complex, vibrant culture into a poorly drawn caricature is the wrong way to make our 
industry more inclusive, if you ask me. The basic racing is fairly well done, if repetitive; but 
attempts to broaden l 87's scope, such as the Twisted Metal-style combat levels, serve only 
to frustrate. I did enjoy the escort missions, and the co-op is decent but they can't hide the 
fact that 187 is just plain mediocre. Oops, I meant mediocrizzle. My bad, playboy.-MATT 

Big Mutha Truckers 2: Truck Me Harder! IW11ff fti 
> STYLE I-Pl.AYER RACING > PUBLISHER THQ > DM LOPER EI/TECHNYX 
> RElfASE AUGUST 23 > ESRB M 

The "Truck Me Harder" subhead sums up this sequels's low-brow sense of humor, which 

actually does a pretty good job of satirizing the uglier side of what is known as "fly-over 
country.' Again, I found myself surprisingly engaged by the simple economics of buying, 
transporting, and selling goods (I even broke out a calculator a few times!). However, 
despite some new trappings in the forms of side missions, bonus goals, and dangers like 
aggressive UFOs, at the end of the day semis are just plain slow and not that fun to drive. 
After the novelty fades, Truckers 2 starts to feel more like a job than a game, as you realize 
life on the road is just one repetitive haul after another.-MATT 

Midway Arcade Treasures 3 
> STYlE I TO 4-PI.AYER RACING > PUBLISHER MIDWAY> DMLOPER DIGITAL ECUPSf/GAMESTAR 

> RElfASE SEPTEMBER 27 > ESRB E 

This is some seriously addictive stuff. Badlands, a couple of Rush entries, Hydro 
Thunder, and Super Off Road are experiences that jumpstart a fully primal response 
for me; and S.T.U.N. Runner, Off Road Thunder, and Race Drivin' are also thoughtfully 
included. As a whole, the nostalgic draw is almost like looking through a high school 
yearbook: "Badlands, stay sweet! We should party sometime. It was great having you 
in Science class!" An occasional bug and the clunky menu system are each real issues 
with this collection, but the games are a blast worth remembering. Old racing is the 

new hotness.-LISA 

Namco Museum: 50th Anniversary Arcade Collection 111111 
> STYLE I OR 2-PI.AYER ACTION > PUBLISHER NAMCO> DMLOPER BACKBONE ENTERTAINMENT 

> RElfASE AUGUST 30 > ESRB E 

Congratulations to Namco on reaching SO years, but I'd be more impressed with this col
lection if these games hadn't already been released in previous Namco compilations. Still, 
it's impossible to argue with the gameplay of greats like Ms. Pac-Man, Xevious, and Galaga. 
I even had some fun with titles like Sky Kid and the pre-Robotron: 2084 title Bosconian. 
Although using the analog stick or d-pad doesn't compare to the arcade joysticks of old, I 
appreciate being able to tweak the number of lives you get for each game. \/Vith a nice price 
under $20, new-school gamers could learn a trick or two from getting some time in on 
these timeless classics.-KATO 

Tak: The Great Juju Challenge 11111111 
> STYlE I OR 2-PI.AYER ACTION > PUBLISHER THQ > DMLOPER AVALANCHE SOFTWARE 
> RElfASE SEPTEMBER 20 > ESRB E 

Someday, there will be a great game starring these characters, but I have yet to actually see 
it Tak and Lok (who is now playable) are funny and endearing, but the gameplay has yet to 
live up to the characters' potential. The new focus on dual character gameplay makes The 
Great Juju Challenge the most fun entry in the series yet but this is tempered by the fact 
that the production values are much lower than the previous games - gone are the beauti
ful CG cutscenes, and the environments don't look as lush. And while controlling Tak and 

Lok in the single-player game is fun, the split-screen camera in co-op sucks much of the joy 
.. ____ ...;;;;..,.,._., out of it I look forward to the day when Tak gets the game he deserves.-JEREMY 

FIFA Soccer 06 ~ 
> STYlE I TO 8-PI.AYER SPORTS (2-PI.AYER VIA PS2 ONLINE OR XBOX LM) > PUBLISHER EA SPORTS 
> DMLOPER EA CANADA> RElfASE SEPTEMBER 26 > ESRB E 

This is one of the few years in FIFA's seemingly constant restructuring where one of its 
gameplay elements actually got stronger instead of being ignored or inexplicably dropped. 
The pace control button, when combined with last yea(s first-touch commands, gives you 
a new way to find space in difficult situations. This isn't the only carry-over, however. FIFA 
is still doomed to feel a little stiff due to its reliance on set animations to govern play, and 
there are plenty of frustrating Al mistakes that linger. Bu~ throw in some new manager 
responsibilities and team chemistry considerations, and you've got a franchise heading in 

the right direction.- KATO 
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PLAYSTATION 2 

Shadow of the Colossus 
> STYLE 1-l'VIYER ACTION > PUBLISHER SONY COMPUTER ENTERTAINMENT AMERICA > DEVEI.OPER SONY COMPUTER 
ENTERTAINMENT JAPAN > RELEASE OCTOBER 18 > ESRB T 

A CLASSIC TALE OF DAVID VS GOLIATH 

S 
ince I fell head over heels in love with ICO 
for PlayStation 2 back in 200 I, I have been 
waiting patiently for the followup game from 
the duo of Fumito Ueda and Kenji Kaido 

at SCEJ. Since its debut at TGS over a year ago, 
the team has been quiet as to how Shadow of the 
Colossus fits into the ICO world. Is it a sequel? Is it a 
prequel? Is it a game all unto itself? 

After putting this title through its paces, I can't 
quite tell you the answer to that, but I can tell you 
that if you were a fan of ICO, then you need to play 
this game. 

The story is rather simple. It follows the tale 
of a young boy and his horse as they try to take 
down 16 colossi to undo the death of a young 
woman whose relationship to the main character 
is unclear. 

Clarity isn't something this game is fond of, but 
that is also a big part of its appeal. You really can't 
tell if you should or shouldn't be killing the majestic 
creatures. They are both beautiful and deadly. And 
through some rather impressive artificial intelli-

■ The colossi are big. Some 
even top lOO vtrtual feet 
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gence, they also seem full of life. They are 
lumbering giants that somehow connect 
to the player like a living animal would. 

In this regard, Shadow of the Colossus 
is pure genius. The game is absolutely 
gorgeous to watch, with some of the 
best particle effects I have seen from the 
PlayStation 2. Dust blinds your view, water spews 
from geysers in a spectacular display, and your 
blade cuts a tunnel of light across the sky in artistic 
fashion. It truly is breathtaking. 

Unfortunately, the gameplay is not nearly as tight 
as the rest of the package. \Nhile each colossus 
is a feat to climb as you try to scheme your way 
from one side to the other, many portions of the 
gameplay are lacking. Most notable is the interac
tion between the player and the giant moving 
platforms that are the colossi. Basically, you have 
to hold onto the beasts as they try to kick you 
off. By holding R 1 you get a firm grip, but as the 
titan moves it forces odd camera angles, and your 
hold on it goes this way and that. This instantly 

turns the controls all around and can make for a 
bit of frustration. The problem is also highlighted 
when you need to make a jump from one area to 
another - the depth perception and camera con
trols play tricks on you, making it far more difficult 
than it needs to be. 

That said, I completed the game in about I 0 
hours, give or take. During that time I ran a gamut 
of emotions, from love to hate and back again. 
There are certainly a number of technical issues 
here, but you can't help but appreciate Shadow of 
the Colossus for what it is - a truly unique experi
ence that inspires emotions in a way few games 
can. It has its share of problems, but I love it just 
the same.- ANDY 

■ There aren't many things to do 
1n the oven.world other than ride 
from colossus to colossus, but rt 
sure is pretty 

BOTTOM 8 75 
LINE ■ 

> Concept: A young boy fights 
16 colossdo.-love 

> Graphics: The kind of qual
ity you oould expect from lhe 
developmenl learn !hat brooghl 
you ICO 

> Sound: The music ~ 1op nolch 
and always seems to reach a 
crescendo jusl when things are 
the mosl manic 

> Playability: The controls are 
~mple, but there are a number 
of issues regarding object 
inleraction 

> Entertainment: The less lhan 
ideal controls and camera lessen 
an otherwise unique and amaz
ing quest 

> Replay Value: Moderalely 
Low 

Second Opinion 8. 75 

Shadow of the Coios5l6 
istheontf8ilfll'rweMr 
played that somehow man
ages ID mix-and frustra
tion into a -.iable and ensag
ing gameplay formula. M 
ils lowest points. ',001 be 
arsing the camera controls 
and wondering 'M'( the lri
l/llllt llliton is used for bcAh 
jll1-.,q and horse-moool
~ lki l'ftl1 Shadow of 
the UJlossus is good, ii is 
one of the most ooqie and 
am>itious experiences of this 
generation. Triumph l!lDleS 
with dread as ',00 reaize the 
~-required ID 
defeat the bealls; and as ',00 
precariously cq ID their 
bodies. '!001!1 the sensa
tion of holcqon a dear 
lie. Then. • each r.;-,. 
',001 encbe 20 bomg mil
~ of lftY!lllful a,ilopirlg 
and awtwanl plallorming 
until the next colosws. Slill, 
despite these shortcomings, 
Shadow of the Colossus pro
lides more "lllforgellable 
8illling momens" per h(u 
than ,nypne rwe Mr 
played- JOE 





PLAYSTATION 2 

Radiata Stories 
> STYLE I-Pl.AYER ROLE-PIAYlNG GAME> PUBUSHEJI SQUARE ENIX> DEVELOPER TRI-ACE 
> RELEASE SEPTEMBER 6 > ESRB T 

SUIKODEN SURRENDERS 

I 've never been particularly interested 
in townspeople. Their existence is just 
depressingly bleak, standing motionless 
in hopeful anticipation of some 

validating interaction from the main /,t/l.- - --; 

character. However, when practically 
every person you meet in Radiata 
Stories - from lowly shopkeepers 
to fabled heroes - is a potential party 
member with a schedule and life of their 
own, the whole world suddenly becomes 
irresistibly engaging. 

Granted, this isn't the first 
game to offer a dump
truck full of allies; Konami's 
Suikoden series has been doing it 
for years with decent results. But 
Radiata Stories expands on that 
franchise's formula in so many 
ways that it blows its predecessor out of 
the water. To think of it simply as a better 
version of Suikoden actually sells it short, 
mainly because of the charismatic young 
protagonist named Jack Russell. He's 
impatien~ boastful, and oddly magnetic. 
He punches doors instead of knock-

■ You may be escorting a goat, 
but 1t beats starting out with a 
rat-killing quest (that comes late-r) 
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ing. and kicks objects ( and 
people!) instead of just checking 

them out In short, he's hilarious, 
and there's no doubt that 
his exploits drive the game 

forward far more than the •save 
humanity from destruction• plot 
that kicks in around hour 15. 

The delayed onset of the 
main conflict is just one of the 

many unconventional choices in the 
game, and I should warn you, it won't 

be for everyone. It is more freeform 
than most RPGs, so if you' re looking 
for an arrow to constantly point you 
in the direction of your objective, look 
elsewhere. Almost all of the key events 
are time-triggered, leaving you to freely 

explore the vibrant world between 
major happenings. As such, you don't 
always know exactly what to do to 
advance the story - but with a pool of 
1 n allies to recruit, keeping busy is 
rarely a problem. 
Strangely, even with so many charac

ters, the only one you ever directly con-

RADIATING REPLAY 
Whtie ladang people and punching doots never gets 
old, Rodioro Stor,es provides even more ways to keep 
rhe odvenrure gang. After )<JU bear the game, )<JU con 
ston o new game wrth the money and s/alls )<JU finished 
wrth, though )<)Ur Wf!Opcl(IS and level w,/1 be reset In focr, 
SJflCe rhe game brooches off ,nro MO distina poths (eod, 
conto,n,ng unique content and o separate ending), o 
second run-through ,s the only .wy )<)U1I get the whole 
story and gain oil 177 enrries in )<)Ur friends /1st Plus, 
)<JU m,ght find sruff )<JU missed the first time around, 
like orm<X that makes Jock look just like Fayr from Stor 
Oceon Ill ond rhe opportuniry to odd Lenneth Valkyrie 
from Volkyne Profile to yoor /,st of combat buddres. 

trol in combat is Jack. There are ways to influence 
your party, like the command system for giving 
orders and a cool link mechanic allowing 
you to regulate formations and coordinate 
attacks, but battles typically consist of 
pressing the circle button to make Jack 
perform a customized combo string ... over and 
over again. It will frustrate players who demand 
complexity and total control, but I appreciated it 
for its fast-paced fun. 

Radiata Stories is a perfect example of many 
elements coming together seamlessly to create a 
compelling whole. It isn't about the occasionally 
repetitive combat or the familiar story (which isn't as 
predictable as you may initially think). It's about all 
of the pleasant surprises along the way, like funny 
dialogue, a great supporting cast, and Jack's slow 
but steady evolution into a decent human being. It's 
this mixture of personality and content that earns 
Radiata Stories a place among Square Enix's greatest 
adventures, and certainly the best straight-up RPG 
so far this year.-JOE 

BOTTOM 9 25 
LINE • 

> Concept: Create a practi
c,lly living l'«lr1d and let players 
explore • at their leisure 

> G,..i<s: Cool amme-styled 
otJzens populate a colorful l'«lr1d 
that kloo like a storybool< illus
tration at r:,,ery tum 

> Sound: The score ~ a down
right masterpiece from com
poser Norr,,Jij lwadare (Lunar, 
Grandia), and the YOKeOYe!S are 
solid and frequent 

> Pl,yability: Combat ~ simple 
to a faul, though the link and 
command systems lend some 
depth. Plus. you can kid all ijnds 
of stuff• 

> Entertainment: Consliml 
lad's madcap anlJCS miect 
humor even into the segments 
where you're treading water until 
the plot advances 

> Replay Value: High 

Square Enix ID Konami: 
"Dearest dMloper al 
Suikoden, you have created 
a role-playing series that has 
basked in crilical acdailn 
andfanlare.~ 
Now prepare ID be aushed. 
VJolenltt.· Obviously, heavy 
ilspiralion was drawn from 
Suikoden's 108 Stars al 
Desliny, but Radiata Stories 
is far more than a done. The 
pme's llllllq 5lolyboot 
Mllld. Clllorfu _,.. al 
characters, and "5live SIOly 
come IDgl!lller ID a8le an 
original ..t al art. While 
recruiling ales tabs pre
cedence. the SIOly is also 
a compelilg and boisler
ously enleltaiq aspect al 
the game. thoudt ~ can be 
a bit ambipu in ll!lrl8 
you where ID head next As 
last-paced as mmb.11 is, you 
mosdy just have ID tap cirde. 
lmaySOllld.,._ but 
._ ft minor Cllffll)lainls 
in another l!ldraoldna,y 
release from the role-playing 
maste!s.-REINER 



PLAYSTATION 2 

We Love Katamari 
> STYLE 1 OR 2-PI.AYER ACTION > PUBLISHER NAMCO > DEVELOPER NAMCO> RELEASE SEPTEMBER 6 > ESRB E 

GREAT BALLS OF DESTRUCTION! 

I 
f Katamari Damacy can best be described 
as innovative, the one word that best 
sums up We Love Katamari is creative. 
Although the gameplay is identical to that 

offered within the previous game, you really 
get to see how dever the development team 
is within the new level designs. 

In one such stage, your katamari is on fire. 
If you don't roll up objects, the flame will 
subside and eventually flicker out, bringing 
about a game over screen. You'll need to 
expand the size of the katamari so that it is 
big enough to light a campfire. In another 
stage, you'll find yourself on a racetrack. 
Interestingly, you cannot stop the 117ovement 
of your katamari. It wants to raceVAs your 
ball zooms around the track, your reflexes 
will be put onto display as you swerve 
toward objects that are small enough to be 
consumed. When the ball gets big enough, 
you'll eventually have the luxury of sucking 
spectators out of their seats and cars off of 
the track. Each stage brings about a different 
setting or goal. As the game unfolds, you'll 
build a snowman, swim with the fishes, 
deconstruct a candy house brick by brick, 
feed a sumo wrestler, clean a messy room, 
and pick up the kids from school. You'll also 
develop a great disdain for cows and bears. 

Although you do find yourself faced 
with objectives, the game doesn't 
move away from the "consume 
everything" motif. It still delivers that 
nefarious sensation when cities are 
crushed and screaming citizens are 
rolled over. It's the same game that you 
know and love, but now it has more artistic 
flair. This has always been a game that has 

drawn large crowds when played, and now 
you can plug in a second controller, allowing 
someone else to join in for a little co-op. In 
a twis\ both players push the same ball. At 
firs\ Matt and I couldn't make our ball do 
much other than slowly roll backwards. After 
a few minutes of messing around, however, 
we were creating mayhem on a grand level. 
With a little teamwork, co-op is just as fun as 
the single-player game. Versus mode makes 
a return, but again, delivers little more than 
15 minutes of thrills. There just isn't much 
to it. 

Strange and addictive, We Love Katamari 
rekindles my fascination with this series and 
finds itself as a near-permanent fixture in 
my PlayStation 2. It doesn't offer much in 
terms of gameplay deviation, but the wildly 
amusing levels will keep you in a state of 
awe.-REINER 

BOTTOM 8 5 
LINE ■ 

> Conc,pt: Roi huge bals 10 
unlod. lllOYleS that Olltline lhe 
ongi1 of The Klig of All Cosmos 

> Graphics: Blod.y, yet charm
,ng. Roling OYe tunans Wllh 
square heads reooces lhe guilt 
that comes with this abomi
nable act 

> Sound: The 0l1glllal game 
had lhe best soundt@d of thos 
console generallon. The IT10SIC 
in this sequel IS 1ust as arty. llog5 
baru,g lhe Kalamri Iheme? 
Bliiarll! 

> Pllyllbility: Same as befo<e. 
but~ w,11 find that lhe camera
woo is a haor better, especially 
YAieri you ,on ,nto comers 
> Enteruinmont: Goatee 
jokes ... lalkrlg cats ... giant 
robols ... thos IS gam,ng He.wen 
> Replay Value: High 

Second Opinion 8 

I lit 1116 (lllllf. lu I c1on, 
tnow~. IOJl/ty. lhil's 
notquile1rue. AWiou;lh 
<MIil ol lC.llanwi is hard IO 
dsne,1 ... ilhas
llq 10 do wilh IIMh 
series is able IO tap ilk> the 
IIMlllly!111'81,whaded 
5'115iJi1iesollhrolcl-5Chool 
Japaiee.wcadeand&-bl 
sames 111a1 so IIIIIIY o1 us 
IP1!W upon. SIR. ii doe5n' 
1oot ,-1u the biz.aft art * nl h1arious cialotliie rnoredwimal-.esuploril 
(illhou;lfle canera cwd 
!llusesome~.lhis 
lolow-upaddsbele'lellffi, 
objecliwes, and a Vfl'f UI 
C1H1P modt IO the mil, lu 
'-l'IYWei.owtKalalnari 
coa!lsaq.ridilltht 
plwl ~ 1)¥ ils 
~ -SIi. you won't 
play I blieJ 81'11'1116 
'/9 (or possiJly->. 111d 
I don, nind *owr. 
Slance when lhe * is tis 
pd.41ATT 



S.L.A.I. 
> STYLE I OR 2-l'IAYER ACTION (UP TO 6-l'lAYER VIA PS2 ONLINE) 
> PIJBUSHEI KONAMI > D£VELOPEI GENKI > RB.EASE SEPTEMBER 20 
> ESRB T 

S.L.A.I. IT AIN'T SO 

T 
his is the last straw. The 
next game that tries to 
cram me into a unin
spired, third-rate cyber

worid gets a jab to the or dual 
analogs. S.LAl'.s painfully generic 
vision of the future positions you 
as a rookie SV (formerly Scoobee) 
pilot eager to become the world 
rumbling champion - mostly by 
navigating bare-bones menus. 

You can invest plenty of time 
choosing and customizing your 
mechanical combatant in these 
menus, but seasoned veterans 
will scoff at the disappointing 
weapon and modification opbons, 
especially when compared to 
similar titles like Armored Core. 

Once you actually start rum
bling, even more problems 
appear. Optic camouflage com
bined with no functional radar 
makes it impossible to track oppo
nents. 'Mlat's worse is that play
ing against actual intelligent foes 
online only amplifies these faults. 

Like Phantom Crash, you'll 
quickly get tired of the arenas, and 
you are still rewarded (with lower 
repair costs) for chickening out of 
firefights. So, if you're a cowardly 
wuss who loves the computo
futureverse, this is your game. 
On second thought no. Just rent 
Hackers again and forget about 
this junk heap.-JOE 
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BOTTOM 5 5 
LI NE ■ 

>~Mal., a game about 
meoos and seleallg dqs horn 
them. Also, oocasional mech 
combal 

>Gnphiu: lhemedls 
lhemseMS look mot. but lhe 
enwonmen1Sareaaband 
unriter'5lllg 

> Sound: K this os lhe future of 
ITlJSIC. you shrud p0lJ' aod ., 
'/OU'611Snitfoow 
> Pllyobility: The qoo and 
respons,.,, CDnlUS are es( IO 
learn and IQ~ complocated. 
Now, i o,tf lhe HUD <ilk,\ 
ob5an 40 peKfl't of lhe screen. 
you'd hM a playal,it game 

>~Uyou 
ike be,ng fruslrated, a's fun. 
OlherwlSe, ts just frustrallng 

> Rtpl,y V•: Low 

Second Opinion 5.75 

M Gobol5 iR a poor ITlill's 
Translonnffl, !hen SU.I. IS 

a 501yYecuse lor Annored 
~ C,earlor 1191' n:I 
!Id lorsud, you won, fi1d 
a medl lllQ1D Iha! wil 
pii you to sleep lar. No 
mall!rhowhardlllied,I 
Clllidnl ~ a medl 
Iha! cictll lal no the •CIR• 
Ol 'wnV{ ~ This 
sarne's J0llll'Y to lhe jlri
yard i5 Ulher ~ 
by a lnll1ralilg lal&'fllg 
SV5len\ pathelic weapons. a 
ariuq HUO, .nl fidgiely 
lllDllfflll!lll-llEINEI 

PS2 QUICKIES 

PLAYSTATION 2 

Urban Reign 
> STYLE I TO 4-PlAl'ER flGHTING 
> PUIUSIIO NMICO 
> DEVWll'EI NMICO 
> IIElWI SEPTEMBER 13 > ESD T 

• Team members from 
Namco's venerable 
lighbng franch,ses, Soul 
Calibur and Tekl<en, 

wonted on Urban Reign, and rt shows. 
The developers halle come up With 
an admirable gameplay engine IOI Jh1S 
bra-Mer, one chat prOllldes lhe fluidity of 
a lighter, but wilh a streamlmed oontrol 
scheme lhat allows rookies to get in and 
halie some fun beabllg doY,n chumps. 
There's also some deplh, r.ke weapon 
abilities, speoals, and kier eo<ip moves. 
Hell there's even a dodge button lhat 
actually worits! Like most brawlers, lhe 
career mode and "story are paper lhin 
(although there are a good amount of 
unlod<ables). Slill wilh 100 single-player 
missions and a decent mu~ 
mode, Ulban Re,gn IS a nice surpnse 
for folks disenchanted With lhe stagnant 
genre.-MATT 

PLAYSTATION 2 

Legend of Kay 
> STYLE 1-PIAYER ACTION/PIATR)RM 
> PUIIUSHER CAPCOM 
> DEVWll'EI NEON STUDIOS 
> IIEUASE SEPTEMBER 20 > ESD EIO+ 

The Legend of Kay 
IS about a samurai 
latty, his people's idyt-
ric homeland being 

besieged by animals either brutish or 
filthy, and lhe one feline that can save 
them all. Blah. blah. blah. It's fine, but 
Kay as a character and as a game does 
lrttle to stand apalt - I swear lhat you 
oould put lhe otphaned man<h,ld, lhe 
headstrong warrior princess, or any 
member of a speaking menagene in 
K.,t,/s place and you would halle already 
played this game. Besides an occasion

ally c:huggy framerate, there's nothing 
outnght wrong With ILexcepl lhe utter 
lad of anything innoYative or even inter
esting. Combat gameplay is hampered 
by an id<y camera. Platfomwig IS SUnt

la,!y marred by poor depth perception. 
More than any of lhe teclrical faults, 
!hough, is lhe problem lhat Kay is just 
plain dullsville.-USA 

PLAYSTATION 2 

Genji: Dawn of the 
Samurai 
> SlYlE I-PLAYER ACTION > PUBLISHER SONY COMPUTER ENTERTAINMENT AMERICA> DMLOPER 

GAME REPUBU(,ISCEJ > REl.WE SEPTEMBER 20 > ESRB M 

SAMURAI ROMANCE NOVEL 

T 
he powers that be may not want you to know 
this, but the epic story upon which Genji is 
based is actually a torrid romance novel. It's true! 
The 11th century Japanese classic Tole of Genji 

details one man's quest to bed and wed as many noble
women as he can find. For better or worse, the game's 
storyline takes things in an entirely different direction. The 
result is a refreshing and surprising addition to the action 
genre, and features among other things some of the 
coolest sword fights I've seen brought to life in a game. 

Immediate comparisons to the Onimusha series defi
nitely aren't out of line upon first glance at Genji. Famed 
former Capcom designer Yoshiki Okamoto established 
Game Republic, and the influence can certainly be felt. 
The background environments throughout Genji are 
dauling, filled with drifting cherry blossoms and clas-
sic Japanese architecture. The two playable characters 
also exhibit some impressive detail, thanks largely to 
how much both weapon and armor changes affect the 
way they look. But it's the combat itself that is the real 
stunner. In what often looks like movie choreographed 
stunt scenes, the heroes and their foes twist and tum 
through an elaborate dance of weapon play. Also taking 
a nod from the silver screen, a button p~ - . , 
launches your character into Kamui, a ' '-,, 
mode where time is slowed and each • _, ~ 
of your strikes become devastating preset 
moves, allowing for some remarl<a9ie 
takedowns of multiple foes at onc.e. 
Not everything in the game is quite so ; 
inspiring, particularly as the the story wears 
on. The action has the potential to feel a bit 
stale, since so little changes as you progress. 
There's also a fair bit of enemy recycling 
later on, which certainly doesn't help ease 
the the sense of deja vu. 

More than anything, Genji is totally suf
fused in the folklore and traditions of the 
Land of the Rising Sun. From the honor
bound plot to the subtitled dialogue, the 
game targets a specific audience and 
sticks with it Japanophiles will thrill, but 
traditional action fans would also be remiss 
if they didn't at least check out what the fuss 
is about.-MlllfR 

BOTTOM 8 5 
LINE ■ 

> Concept: A lrue Asian sword 
fighting game with plenty of 
sl)ietobum 

> Graphics: Feudal Japan ~ 
rarely looked so fine, Mn ij 
some pixelation ~ slill present 

> Sound: Yoo can't argue with 
a traditional Japanese score that 
~ th~ beautJful but dialogue is 
stiU m the nalJYe tongue ij that 
bothers you 

> Playability: Great controls, 
s1eady learning ruive, chal
leng,ng but not fruslra~ng - no 
complaints hefe 

> Entertainment: A startlingly 
great m~ of cinematic action and 
beauty should be all the reason 
you need to givH a t,y 

> Replay Val~: Moderate 

Second Opinion 8 

Rich With detail .nl fUSl the 
right touch of fantasy, Genji 
isn't a ~dbrealang title, 
but ii executes its classic 
concepts with Sible ski. 
For lhe fir5t cl'U1lt of lhe 
game, lhe rombal is pretty 
easy .nl lfls you get a hold 
of the S'jSlems built into lhe 
action. After Iha!. ~ 
frequent boss fi;ll5 lolce 
you to llidt with fUSl one still 
and don't (for the most part) 
encwage plajelslo let 
loose and tryw new tactits. 
""5onatf, the5e OIINJIK)lle 

fi;ll5 - by far my least 
fao«rle part of a same that 
otherwise let me let loose on 
hordes of enenies surging 
IOlward in incre.ising-. 
Those goon~ made me 
lee! cool, which i5 re.ily lhe 
ultimate goal ol Inf action 
title.-1.JSA 





Battalion Wars 
> STYU 1-l'IAYER ACTION > PUBLISHER NINTENDO> DEVW>PER KUJU ENTERTAINMENT> RELEASE SEPTEMBER 19 > ESRB T 

NINTENDO AM CRY 

I t's no secret that the GameCube hasn't seen 
the kind of support CNef the last several months 
that its two competitors have. Some had 
hoped that this game could mitigate some of 

that pain, but rm unfortunately here to tell you that 
such is not the case. Battalion Wars is flawed from 
£Nery angle of analysis to some extent or another. 
Conceptually, combining action and RTS isn't exactly 
the strongest idea. Technology-wise, the Al continu
ally makes some of the dumbest decisions ever, and 
the target selection is completely hosed. And from an 
exerution standpomi It's nearly impossible to make 
any strategy you might come up with happen with 
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Battalion Wars' messy control scheme. At least the 
game looks nice, I suppose. 

When first popping the disc into the 'Cube, things 
look fairly good. A short tutorial does a decent job 
of explaining the goofy control scheme, and the 
presentanon (minus the wretched voice acting) is 
fantastic, with a bright color palette and cool unit 
designs. The first few missions slowly acclimate 
you to the various unit types and how they counter 
one another, and it's entertaining enough to watch 
the gorgeous explosions caused by the constant 
mayhem onscreen. However, the moment a tough 
engagement arrives, all of the game's problems 

come into glaring focus. 
During the heat of battle it's incredibly 

difficult to give your troops orders, as nei
ther of the two worthless camera views 
allow for any sort of acceptable target 
selection. Targeting a specific enemy unit 
can take upwards of 10 seconds due to 
the utterly asinine mechanic for doing so -
in the fast-paced world of Battalion Wars, 
this literally breaks the game. By the time 
you've actually selected a friendly squad 
and given the attack order, the situation 
has probably gone to hell. The negative 
impact of this dreadful system is exacer-

bated by the fact that friendly Al, when not under 
direct orders, is awful. I lost count of the number of 
times a lone enemy infantryman ran through my 
entire army and was barely even scratched before I 
explicitly told my units to deal vvith him. Nol because 
my men were busy shooting something else - they 
just didn't notice the bad guy. Needless to say, I 
shed no tears for my fallen minions. 

The broken RTS portion of the game could theo
retically be forgiven were the action any good, but 
sadly it's almost as bad. Vehicles are a total night
mare to drive, though they do pack a fair punch. On 
foot or behind the wheel, though, it's tough to say 
which is worse: dealing with the aforementioned 
targeting interface to lock onto an enemy a~d shoot 
ii or trying to fire while free-aiming. With a bit of 
practice, you can abuse the enemy Al pretty badly 
by circle-strafing and parking in blind spots, but that's 
not good tactics - that's bad programming. 

Though Battalion Wars' eye candy is a treai it 
doesn't come dose to redeeming the horrid action. 
Were the level design better or multiplayer pres
eni it could have been at least a passable title. 
As it stands, though, I can't think of a single part 
of this I'd like to see again - unless it's the graph
ics engine being reused in a completely different 
game.- ADAM 

BOTTOM 5 5 
LINE ■ 

> Concept: Make Advance 
Wjrs an action game, realize 
iqat d's trash, then remove the 
ftanchlse's name 

> Graphics: EaSlly the high 
point or lhe 111\e. I still can't help 
but 111ggle as I watch my CM!f· 

enthusastic soldiers running 

> Sound: The trend of temble 
VOtCe ad1ng 1n games has been 
!urning aroond, but you wooldn't 
know • lrom th~ title 

> Playability: Gee, v.oo 
woold've thought that a hybrid 
ac1ioryreai-tJme strategy game 
l'«llJid have garbage controls? 

> Enteftainment I can't think 
or a single reason to play th~. no 
matter what your tastes 

> Replay Value: Low 

Second Opinion 6.25 

The best part of tlis pne is 
!hat it is'° Cilled Advance 
Wars. I applaud Nintendo 
for changing the name of 
the game in the eM1th 
hour. Thefe's no need to 
tarnish one of my t~ 
han<lleld frclllChises ""'1 a 
disaslrous release like this. 
The coupling of my incom
petent teammates and brain
dead iKNfficJries made me 
approach the game With 
lhe ScJfraslJc lhoutf of "111 
Just do everything myself 
~."Tomuch 
a!IOnislvner1. tanks coudn' 
cakh 14) ""'1 my circle Slraf-
1118, and wur-.s seemed to 
welcome bazooka blas1S to 
the face. Most of the nis
sions were~ by my 
courageous yet hall-heerted 
solo efforts. Missing the 
11111!1.,, you often find 
yotmf _...Ytlllthe 
beasllytargeling "'5lffll. For 
crying cu loud. quit lodc-
ing onk) my troops! The 
enemy is ,wit there! Slay in 
yourlallcxi sheiers, people. 
There's no reason in e,q,os
ing y0IMf to tlis bomb. 
- REINER 





GAMECUBE 

Harvest Moon: 
Another Wonderful Life 
> STYLI l-1'1.AYER SIMUIATlON > PUIUSHO NAJSUME > DEVO.OPU MARVELOUS INTERACTM 
>lllfASEJUlY26> ESDE 

YOU FOUND SOMETHING WEIRD! 

T
he Harvest Moon senes begs to make milk
ing ams, watenng plants, coolong soup, and 
buying seeds entertaining and relevant to 
today's youth. Many may scoff at the entire 

idea, but while the Future Farmers of Amenca has 
problems selling this idea, Natsume's simulation 
btle 1s admirably convinong. It makes the bumpkn 
lifestyle charming. unique, and (dare I say it) 
honestly interesting. 

Another Wonderful Life as a weird duck to cntique, 
though. Betng a remake of A Wonderful Lile, there 
isn't anything substantially different between the ver
s10ns besides the main character's gender (you now 
start the title as a young babe, rurious about country 
living). More than a year ago, I gave the onginal 
game an etght Fast forward to today, and I feel like 
the retread feel of Another Wonderful Life is mostly 
made up for by the improvements In usability and 
extra features. Plus, old-fashooed charm never really 
dies, does n? 
~ quirky charisma in bulk. Another Wonderful 

Life also has a skillfully executed learning rurve that 
w,II teach you the ins and outs of farming at a pace 
that has been accelerated from its predecessors, 
and I for one think that it's now almost perfect I 
didn't have to wony about making enough money, 
but also wasn't rolling in the dough with nothing to 
buy. The slower pacing of the original version lagged 
for me on more than one occasion, and didn't seem 
to force the adoption of new techniques In any 
meaningful or urgent way. 

'Mlile I can't say that past residents of Forget-Me
Not Valley absolutely have to pick this up (the lack of 
new content betng the sole reason), those who'd like 
to take out another lease on a family-run fixer-upper 
won't be dasappointed with the return visit-USA 
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• ■ Training your dog is a new 
addition but while amusing, 
th@re isn't much to it 

BOTTOM 7 75 
LINE • 

>C--,t: Rocklhe'5fabllsh
melll as a chrl nmmg he 
own ranch 

> Gnpl,ics:AdistincMart 
!lyle helps 11115 gamt IR aboYt 
Jhe muddy lex!ures 

> Saad: K you want amoyuig 
and r~ 11115 game's got 
buckets for ya, bLC r, Jhe grand 
scheme of tlw,gs. ll's not r9f 
a b,g deal 

>PllyaMily: Slreambned 
processes male al of famwlg's 
repeOOonmoreflll 

> £Met • ent There's a 
simple iOY here and • kids 
., fast 

>-.., ~= Moderace 

Second Opinion 7.5 

HaNest Moon The Exact 
Same Life In A Traooog Bra IS 

probably a more apt lile for 
!his rl!IIISllatlon of last years 
best farroog simulatloo. The 
conlert is~ identi
cal .ipart from a few aCIMlles 
g,rts~kNe~ 
shopping for ~ and 
cntic.ltf ~ their own 
appearance ., a nwror) and 
the new oplion to sell YIU 
goal inslead ol kirlg • off by 
repealed neglect HowMr, 
since I fomd the gameplay of 
the original oddy 111e5l!li>le. 
foo,~CIJll1)fa,n;alol 
the h.neslslgt'Jcitenm 
and spouse-<ru1lng action 
remar,s irCac1. and I~ 
them just as much this time 
amni I lid feet a bll dodgy 
~ to hook the adoles
cerc lea<ing lady up Wllh 
some lhirty-somelhin stud. 
fhoudt I guess that's life on 
the farm for )00 - JOE 

Mllflifoilli•■i~M:lli•M 
GAMECUBE 

WWE Day of Reckoning 2 
> STYU I TO 4•PLAYER FIGHTING> PUB USHER THQ > DEVELOPER YUKE'S > RELEASE AUGUST I > ESRB T 

WRESTLECUBE RETURNS 

I I y
ou love the WNE's unique 

brand of high-drama, lowbrow 
sports entertainment and you 
only own a GameCube, then 

this game Is probably a no-brainer. 
Given the upcoming release of the 
Revolution, Day of Reckoning 2 is 
most likely the last wrestling game 
the 'Cube w,II ever see. So get it while 
it's hot But 11 you're only a casual 
wrasslin' fan, is it worth checking out? 
Eh. Sorta. 

On paper, Day of Reckoning 2 is a 
superior game to the original. It has 
a fuller story mode, new gameplay 
mechanics, and some pretty swanky 
character models. But despite these 
improvements, I had less fun with 
this game than the first Although the 
new features are obvious (like the 
new submission hold minigame), they 
really don't add all that much to the 
mix, and as a result Day of Reckoning 
2 simply feels like more of the same. 
It's not an outright blimp crash like the 
Xbox's Wrestlemania 21, but it's also 
not a real improvement. 

For everything that DoR 2 does 
right. it does something else wrong. 

The Superstar character models look 
fantastic, but the created characters, 
frankly, look like crap. It's nice to now 
have some choices in the story mode, 
but the lack of any voiceovers seems 
Just sad In this day and age. There is 
a nice selection of match types, but 
some just don't freakin' work right 
The mechanic used to climb a ladder 
or cage in all of your WNE titles 
simply has to go in future games. It's 
awful. Shouting-a-stream-of-obsceni
ties-at-your-TV awful. 

It's fair to say that I feel this game 
has problems, but it's not a total dud. 
The controls feel at bit sluggish at 
times (especially during the bra and 
panties matches), but for the most 
part it's a fairly respectable grappler. 
The action is fast-paced and looks 
good, there is a large selection of 
wrestlers, and the storyline is drip
ping with the appropriate amount 
of WNE cheese sauce. If you're a 
casual fan, you can probably skip 
this, but if you're a diehard fan of 
WWE and Nintendo, pick this up and 
feel lucky that you don't have an 
Xbox.-JEREMY 

BOTTOM 7 25 
LINE • 

> Concept: Wreslling. 
GameCube. That's all you need 
lo know 

> Graphics: The Superstar 
models are great, but created 
characte,s look hke butt 

> Sound: Theie's no voice 
worl: aoo no commentary, so 
you might as well listen 10 your 
lavonte Billy Ray Cyrus CD 

> Playability: A bit on lhe unre
sponsive side, but everything 
pretty much does wha1 n should 

> Entertainment Like a dull 
Pay-Per-View, wrestling fans will 
~t through rt. even 1f they don'! 
really want 10 

> Replay Valut: Moderale 

Second Opinion 7.25 

Day of Reckoning 2 is the 
d1g1tal equivaleot of Edge. It 
has some de(ent moves in 
the rmg and a brt of Rash, 
but at the end of lhe day, 
the game pokes, prods, and 
ultimately hum1hates you to 
the point that you 1ust want 
to punch it in the face. Story 
mode is longer, but the lack 
of voice work is surprising. 
and although rt's a continu
ation of the fot game, I find 
~ odd that I can't load my 
character data. I just have 
to pretend that this new 
character is actually the one 
I created before? Here's to 
you, Mr. Rogers! I do like 
the new rod-paper-scis
S0/5-type of submissions, 
and the new damage 
system is pietty slid as well, 
but why IS ladder climbing 
the most difficult aspect 
of the game? It's a ladder! 
01mb ill-REINER 



Bring it. 

Hit the ice like never before with NHL 2K6! With fast action and new cutting-edge features galore, no other hockey game comes close to 
matching 2K6. Skate, pass, shoot, defend-and enforce-with all the intensity and total authenticity of the real NHL! www.2KSPORTS.com 

Violence 
Plav5tation~2 

I H 
SPORTS 



XBOX 

Ninja Gaiden Black 
> STYLE I ·P\AYER ACTION > PUBLISHER TECMO > DMLOPER TEAM NINJA> RELEASE SEPTEMBER B > ESRB M 

NINJA DOG DAYS 

W 
hen word tnckled down 
the digital grapev,ne. that 
Teano planned to release 
a new version of Ninja 

Gaiden that would feature an Easy 
difficulty setting. I seriously contem
plated rallying the gaming nation to 
help me stage a protest Mf battle 
ay would have been "Learn how to 
play the game, you whining. sniveling. 
good-for-nothing sissies!" If a designer 
hke Tomonobu ltagaki, who embraces 
the notion of pushing gamers to their 
breaking poin~ starts neutering his 
games to appeal to the casual fan, I 
have a bad feeling about the future 
of gaming. 

Well, Ninja Gaiden Black is upon 
us, and although I was apprehensive 
of this re-release, I feel that Team 
Ninja handled the lowering of the 
difficulty in the best way that they 
could. The new Ninja Dog setting 
isn't available from the outset Taking 
a tip from Devil May Cry 3, it won't 
be presented to you until you die 
in the same spot repeatedly. If you 
chose this setting. you will be prop
erly humiliated and heckled. Ayane 
will appear in a cutscene that has 
been inserted with the specific intent 
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of telling gamers how pathebc thetr 
skills are. Bloody bnlhant 

Throughout the course of the 
game, you will be reminded of your 
ineptitude as you communicate with 
NPCs and acquire add1bonal health 
potions and accessones from Ayane. 
Interestingly, the Ninja Dog difficulty 
setting os still fairly challenging. The 
enemy Al hasn't changed in the 
slightest Hayabusa is just a wee bit 
stronger. Granted, boss fights won't 
seem as soukrushong as before, 
but don't be surprised 11 you still find 
yourself hanging your head deject
edly in front of the 1Y. 

Nin,a Gaoden Black osn't just for the 
gaming wimps of the world, however. 
Team Nin,a has inserted a ton of new 
content that will give skilled ninjas 
reason to come back for more. A 
fourth difficulty level, appropriately 
btled Master Ninja, requires absolute 
perfection. It is so challenging. in fact, 
that only one tester at Team Ninja 
was able to complete IL I couldn't 
even reach the first boss! This mode 
is good for a few laughs (and tears), 
but it will only appeal to a very small 
fraction of players. 

The area where you'll likely sink 

most of your bme onto ,s Mission 
mode. Here you will find roughly 50 
tough-as-nails mini-stages that pot you 
against unfathomable combonabons 
of enemies. You'll have the chance 
to fight the first boss again, but this 
time he has swarms of henchmen at 
his side. You'll even spar against two 

bosses at once and a mirror version 
of yourself. If you can complete a 
stage, you'll earn Karma points that 
can be uploaded onhne into a rank
ing system. 

All of the handy updates such as 
the new camera system from the 
Hurricane Packs are included in this 
version, and on the outer fnnges 
you'll find the classic Ninja Gaiden 
arcade game. 

Even if you already have a copy 
of the original game in your library, 
Black is an absolute necessity. I've 
probably already invested more time 
on Mission mode than I have on the 
entire game, and I haven't even 
touched the surface of it On the flip 
side of the coin, the dented ugly side, 
if you couldn't get past the second 
level on Normal, you may actually 
see the third stage.-REINER 

BOTTOM 9 5 
LINE • 

> Concept Essef11Jally ninias 
wiih 11a1ning wheels. Th~ 
updated YeMn features l'Ml 
new ~ICUl1Jes (ooe fo, Sluds, 
anocher fo, losers), plus a b<d
ilanily conceived MISSIOO Mode 
> Graphics: Nonias loppmg off 
heads, run,as n.mmg on walls, 
game,s Wttpll1g Ollel ihe glon
OUS IIISUil~ 

> Sound: The !humping 
sounduad< ~ perfect fo, ihe 
explosM, actJon Ar-now 
narra1es ups 
> Playability: Incredible enemy 
Al, vaned level design. and some 
of lhe p,etllesl IT10Yl5 around 
> Entt11ainmtllt Well worth 
rel/lSIIJng, ~ upon houos can 
be vested on10 ihe new misslOns 
> Ropllly V•lut: High 

iWi:i·i·i·ii:iH:I R~ 
I've pu,cha!ed the same 
m<MeonDVD~ 
bmes (No more llflSIOflS of 
The Prokswnal, please), 
and • looks W<e rm about 
to do the same thong to, a 
game. N,r~ GaJden Blad 
is bke that tasty special edt
t,on DVD you fust canl 
resist. Even ~ you've 
already expenenced Its mam 
attraction. you have to get ~ 
ilgdlfl tor the new content. 
Or, i you've ,_ played « 
before, now is the time. The 
new, easier Ninja Dog mode 
is a great~ tor more 
casual gamer.; to expenence 
the amazing comba~ and 
even d you've beaten the 
game on Very Hard mode. 
it's worth pta,,,rig thtou;o tor 
the new content and dispar
aging jokes. Plus. With the 
inclusion of the arcade game 
and Mlsllorl mode. this IS all 
the lllf1,l maooess you could 
l!\'ef need on one disc. And 
ij you don't like ninjas. then 
there's simply somethmg 
wrong with you.-lEREMY 

XBOX QUICKIES 

XBOX 

Dynasty Warriors 5 
> STYU I OR 2·P\AYER ACTION 
> PIIBUSHER KOEf 
> DEVB.DPER OMEGA FORCE 
> 118.EASE SEPTEMBER 13 > ESRB T 

II Wien one of the few 
exdusive new featu.res 
this title can boast 
about !hat dofferentoates 

11 from the already-released PS2 ver5IOO 

Is a Japanese language 1rack, you know 
you've been had. It's like buying a car 
and finding out !hat - Just for you - the 
salesman's gonna throw In a steer-
ing wheel. You're thinking to youoself, 
'W<:JNI I'm really getting a deal herel" 
Right Even 1f you only own an Xbox and 
haven't already played DN 5, let me 
tell you that you actually have. It was 
called DN 4. Or was that DN 37 To be 
fair, there are a few new elements, such 
as strongholds and bodyguard combos. 
but when the gameplay IS Jh,s stale 
and DN 5 isn't even op11m1zed for ihe 
system (there's no onhne and the draw 
distance Sllll blows), there's no reason 
to take ih,s lemon for a dnve.-KATO 

XBOX 

Tecmo 
Classic Arcade 
> STYU I OR 2-P\AYER ACTION 
> PUBLISHER TECMO 
> D£VUOPEI TECMO 
> 118.EASE SEPTEMBER 13 > ESRB E 

• 

There's no single stand
out tnle In the mix of 
eight arcade favorites 
!hat fill Teano's latest 

comp,lation, but a few that should 
please those who remember them. 
Solomon's Ke( holds up quite well, with 
some genuinely challenging puzzles. 
Bomb Jack also maintains some old 
school appeal, while Star Fo<ce remains 
a decent space shooter. The arcade 
versions of Rygar and Teano Bowl also 
spark some fond memories, but many 
v.1111 be disappomted to not have the 
NES versions included. All iold, faithful 
arcade fans should have a look. but no 
one else should feel the need to drop 
in their tokens. - MIUER 





XBOX 

Tom Clancy's Ghost 
Recon 2: Summit Strike 
> STYU l TO 4-PIAYER ACTION (UP TO 16-PIAYER VIA XBOX LIVE) > PUBLISHER UBISOFT > DEVELOPER RED 
STORM ENTERTAINMENT> RELEASE AUGUST 2 > ESRB T 

CONNECT OR CRY 

I f there's one thing that 
drives me bonkers in 
games, it's cheap deaths. 
Whether it's a bad camera 

hosing a jump in a platfom1er 
or Joe abusing E. Honda's 
movmg Hundred-Hand Slap in 
Street Fighter 2 Turbo, it makes 
me cra-zy when I lose through 
no fault of my own. While the 
online multiplayer is excellent. 
Summit Strike's single-player 
campaign is positJvely infested 
with these moments, and it 
ruins the entire experience. 
There are plenty of things 
that this title does nghl The 
presentation is first-<lass, real
ism is mostly maintained, and 
squad Al is dam good - but 
when Fred Mc Terrorist can see 
my camouflaged self hiding in 
a bush from a hundred yards 
away, and then flawlessly guns 
me down with a fully auto
matic rifle, all of those great 
elements get thrown com
pletely out the window. 

However, this is far from the 
first game that I've reviewed 
with a terrible single-player 
component and entertaining 
online play. Battlefield, Unreal 
Tournament. and Counter-
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Strike are all great examples of 
fantastic titles that fail miser
ably without other humans to 
compete against. and while 
Summit Strike doesn't quite 
match the brilliance of those 
dassics, it certainly does com
pete with the better Xbox Live 
titles. There's a game type 
for everyone here. It doesn't 
matter if your thing is co-op 
m1ss1ons, co-op minigames, 
deathmatch, base assault. or 
capture the flag; Summit Strike 
has you covered. Combined 
with the stellar draw distance 
and graphical detail (not to 
mention awesome explosions) 
and well-designed maps, this 
title is definitely worth its $30 
price point if you' re down with 
the online scene. 

It's a shame that Red Stom1 
didn't tum some of its fom,i
dable development talents 
toward fixing the defective 
enemy Al. Wth that problem 
attended to, this could have 
been a truly outstanding game. 
As long as you go into Summit 
Strike knowing that online is 
the only real draw of the title, 
though, there's little to com
plain about-ADAM 

BOTTOM 8 
LINE 

> Concopt: There's tolally a 
terronst threat Of somethmg. The 
only W<l\' 10 stop l 5 IO shoot 
some glJYS, w.,oosjy 

> Graphics: Ghost Recoil 2 was 
and 5 a fine-looklng Xbox game. 
and th~ 5 no different 

> Sound: Sometimes thmgs 
explode, hard-nosed milita,y 
types spout some toogfHound
mg iargon, Of bullets v.tiu by 

> Playability: There's stiQ 
nothong at all wrong with the 
Rainbow Six 3 scheme that Uus 
IJtie appropoales 

> ~ tt It's 
Counter-Slnke style online play 
yoo're after, lh5 5 fOf you. Other 
folks should keep lhetr distance 

> Replay Valut: Moderately 
High 

Second Opinion 7.5 

Some thmgs in Ide are fairly 
predictable: All old TV shows 
will be made mto movies that 
suck. and each of Ubisoft's 
Tom Ganey shooteis "111 
sp3'Ml an expansion pack 
that's simply ITlOfe of the 
same. Summrt Stnke, like 
the new Bewitched movie, 
retams all the flaws of the 
oogmal (the Al ~ as hilan
ously inconsistent as .le$Ka 

Simpson's accent 111 7he 
Dukes ol Hmzord), but adds 
new maps and modes into 
the mtx. To be fair, some of 
the new ooline game types 
are pretty cool, but yoo really 
need thts new release about 
as much as the wortd needs 
an And him. Sure, !here 
are a few updates, but it's 
really the same old thmg ,n a 
brand new box.-JEREMY 

XBOX 

Kingdom Under 
Fire: Heroes 
> STYLE I-PLAYER ACTION (UPTO 6-PLAYER VIA XBOX LIVE OR SYSTEM LINK) > PUBLISHER MICROSOFT 
> DMLOPER PHANTAGRAM > RELEASE SEPTEMBER 13 > ESRB M 

LOOK OUT, KOEI! 

I t's impossible to talk 
about Kingdom Under 
Fire: Heroes without 
mentioning the undying 

Dynasty Warriors series. It's 
like Dolly Madison Zingers 
and Hostess Ho Hos- one will 
always be compared to the 
other, even though they have 
significant differences. But 
Heroes is unfortunately not 
as delicious as either of those 
sweet. sweet snack cakes -
although it's not a total crap 
sandwich, either. 

Like Dynasty Warriors, the 
Kingdom Under Fire games 
focus on slashing through 
hordes of enemies with 
simple, button-pounding 
combat. The KUF games actu
ally offer a little more depth, 
as well as some rudimentary 
RTS elements. But Heroes has 
veered away from the strate
gic side of things and focused 
more on the combat - which 
gets repetitive and dull incred
ibly quickly, like Coldplay. 
Many missions do actually 
require you to manage 

multiple squads, which does 
take the depth past that of 
Koei's Warriors games, but 
the action simply depends 
far too much on skill-free 
button-mashing. If you like 
mindless violence (as some 
gamers do), then Heroes is a 
pretty decent time. But if you 
cherish variety, this is not the 
game for you. 

The thing that disappoints 
me the most about Heroes 
is that it has a lot of potential. 
The ability to upgrade your 
troops is really cool, the 
online modes are far more 
robust than the last title, 
and any game that pits you 
against giant scorpions can't 
be all bad. But with its bone
headed action, nonsensical 
story, and cheesy metal guitar 
soundtrack that sounds like it 
was lifted from Kevin Sorbo's 
epic Kull The Conqueror, 
Kingdom Under Fire: Heroes 
has no chance of moving the 
series outside its cult favorite 
status. - JEREMY 

BOTTOM 7 5 
LINE ■ 

> Concept The sequel to last 
yea(s cult hit emerges with 
expanded online modes and 
little else 

> Graphics: The number of 
characters onsueen at once ~ 
easily the highlight of lh~ t~le 

> Sound: The wailing butt-
rock guitar soundtrack is so 
oot of place that even Yngw,e 
Malmsteem v.oold be ashamed 

> Playability: Simple SQUad 
control and button-mashing 
combat - two great lasles that 
laste lame together! 

> Entertainment Online play is 
a blast. but the rampaign mode 
is overly ~mple 

> Replay Value: Moderately 
Low 

Second Opinion 7 

After the hard oocl: of break· 
1ng into the console action 
market last year, Kingdom 
Under Fire must be tuck· 
ered out. Instead of honing 
lfS unique RTS{Adioo 
gameplay, it is taking a nap 
oo the action game apathy 
sofa (nghl next to Oynasty 
Warriors. They actually loolc 
kind of cute together). Even 
with a handful of new char
acteis and units. the strate
gic elements play an even 
smaller role this time around, 
lalung KUF one step closer to 
generic button masher. Apart 
from the expanded online 
features (which is stiU the 
main reason to pid this up), 
Heroes does as little oork 
as possible to barely distin
guish 1tselffrom lastyea(s 
entJy.-JOE 



-kind WI 
characters- a 

o regular monsl 

%ttk to be ::King of the Pirates! 
~ then mi htarlits! Jn 4 lllOrfd of pi,ala, 
one man lWnL1 to bu:ome tire rztat of tlrtm all: 

uWonkey(J). .Cufta. 
So strdm out thou ri,bba limbs, 
~ lJ""! noorrl and~ 

~ -~ · :Jt's time to 8:1' battle! (\WI become 
!King of tire fl?~? 
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Dungeon Siege II 
> STYlf I-Pl.AYER ACTIOfv'RPG (UP TO 4·PlAl'ER VIA INTERNET OR LAN) 
> PUB USHER MICROSOFT GAME STUDIOS> DMLOPER GAS POWERED GAA1ES 
> RELEASE AUGUST 16 > ESRB M 

NOSE TO THE GRINDSTONE 

T 
he entertainment value of Dungeon 
Siege II follows a weird curve. The 
first hour or so, which consists of 
plodding through the tutorial and 

doing some solo exploration, is extremely 
tedious and boring. Then, as soon as you 
start getting some levels under your belt and 
a few party members to do your bidding. the 
game explodes into a riot of hack n' slash 
action. With a bloodlust fueled by the need 
for the next rare item or Just one more level 
so you can use a fancy new spell, you'll tear 
through monsters and steamroll dungeons 
with unrivaled ease 
and excitement 
However, once 
the realization that 
you've been doing 
the exact same 
thing for dozens 
of hours sinks in, 
the glow of nifty 
spell effects begins 
to tarnish. Several 
hours after that 
poin~ when the 
gameplay stead· 
lastly refuses to change despite some new 
spells and maybe even a few different com
panions, even the siren song of powerful 
magic artifacts will be hard-pressed to draw 
you back into the game. 

Now, all of this isn't to say that the game 
isn't without its charms. It's easily the best
looking title in the action/RPG genre, with 
lush environments, spectacular effects, and 
smooth animations throughout its massive 
scope. Leveling-up is done with a nicely 
open-ended system that avoids pigeonhol
ing heroes into one particular role, and gives 
you tons of room to customize your party 
as you see fit Levels are huge, plentiful, 

and well-designed - these dungeons are a 
definite pleasure to siege. All of the basics 
of your standard experience/loot grind-fest 
are in place, embedded in a wonderful pre
sentation. However, the action is to some 
extent rotten at the core. 

The combat of Dungeon Siege II is 
streamlined to the point of ridiculous sim
plicity. Other than occasionally activating a 
super-power or switching between a few 
basic Al settings, all you do is dick on a 
monster until it dies. Tougher combatants, 
which are few and far between (I fought 

maybe three or four 
in all my dozens 
of hours with this 
title), might require 
a change to the 
default action of 
one of your char
acters, but that's 
literally about it 
VJhile this is fun for 
a while - rolling 
through a dungeon 
is easier than ever 
here - this simplic

ity is ultimately the game's downfall. I lost 
count of the number of times I wished 
with all my heart for the tactical control of 
lcewind Dale or Freedom Force. It's not pos
sible to give any more refined commands 
than "fight" or "flee; and eventually it simply 
becomes boring. 

Nonetheless, despite all of these issues 
and some of the most egregious pathfind
ing problems in the history of gaming. 
Dungeon Siege II somehow manages to be 
fun. Its core premise is so strong. and the 
RPG elements so well-done, that this will 
definitely scratch any dungeon-crawling itch 
you have.-ADAM 

BOTTOM 8 
l\Nl 

> Concept: Vv11a1 would Dtablo 
be like wrth an awesome 30 
engine and a lour-player party? 

> Graphks: Outsianding. espe
cially gM?n ihe very consis!ent 
lramerale during ihe frequent 
tocal chaos onscreen 

> Sound: Generic fantasy tunes 
and mostly lerrible VOKeovffi 
aren'I exactly ihe ma~ngs of a 
nch audio environment 
> Playability: tt rt we<en't 
101 ihe fact ihai your larget ~ 
ocduded hall lhe ~me. lh~ 
would be perfect 

> Entertainlllffll: Dungeon 
Siege II has its faults, but th~ still 
gives you the feeling ihal only 
ihe fattest of loots can 

> Replay Value: Moderately 
High 

Second Opinion 7.75 

rm a bit! fan c:A fhe original 
DtilgeonSiese,~~ 
does hM perhaps fhe IWl5t 
encing r\<e ewr had fhe mis
t011une c:A elll)eriencing il 
fhe rnod8n era c:A piing. 
That said, I 511 had a blast 
wilh it. Dtilgeon Siegle u is 
•arrmctbfc, ThelJll)h
ia and nerfaceatt mecio
Clt at best. and fhe m 
ading is just horrid. Bit for 
al thal's bad there is~ 
llin8 mJy chmlgabout 
flis tide. The erwironmere 
attnuh ~flis 
time ilOUlld. nl ll!paMI
~ enemies'"51ftlhere 
is plenty fl) Iii.~ SU. 
i you aie a fa1tasy !al who 
kJWes fhe eiperienre pd. 
DtiigeM s. n deivffi in 
spades NIil a ion., quest 
and lots fl) do .• you don'~ 
this game isn' pl8 ID rod 
yow ¥«X1d. a loses poinls 
for a runber c:A lechnial 
~ tu I lovedlhisgame. 
R's simple rs addic!iig. 
and most~-rs 
1111.-l'Mflr 





PC 

Warhammer 40,000: Dawn 
of War - Winter Assault 
> STYU 1-PIAYER STRATEGY (UP TO IH'IAYER VIA lmERNET OR WI) > PUIUSHU THQ 
> DEVE10PO REUC ENTERTAINMENT> llfUASE SEPTEMBER 19 > HU M 

MORE, BUT NOT BETTER 

I 'ma btg fan of the original Dawn of War; to 
my mind rt was by far the best tradmonal real
time strategy btle 1n some nme. Obviously, I 
was very pumped for this expaOSIOl1 to come 

out However, while the new playable faction of the 
Imperial Guard IS a worthy addition to the Dawn of 
War universe, 'Mnter Assault didn't qurte live up to 
my expectations. Though the m1SS1011s 1n the single
player portion of the game are fairly long and cre
ative, there are only 12 of them. Also, none of the 
(admittedly minor) 1SSUes that I had With the base 
game were addressed. This all bemg said, though, 
there's no arguing that this is anything but a good 
expanSIOn to a great game. 

The Imperial Guard, which you'll play through 
the most of the Order campaign, are fairly 51m1lar 
to the Space Mannes. Dawn of War players WIii 
quickly become familiar With them, and they seem 
well-balanced With the other factions. However, it's 
disappointing that they don't open up any really 
new avenues of play. For someone like me, who 
gre?tly en~ the vanety between Protoss and Zerg. 
for mstance, it's too bad that this expansion doesn't 
do anything to really differennate the factions to that 
extent Not that they're Waraaft If-like carbon coptes 

?f each other by any means, but I can't help want
ing more uniqueness. The brevity of the campaigns 
( any senous player WIii roll through all of the single
player content m the matter of a few days) doesn't 
help matters, either. 

However, these issues are really quite small in the 
grand scheme of things. More units and maps are 
always great boons to mulnplayer, which 1s really 
the big selling pomt of RTS anyway. If nothing else, 
this 1s a solid add-on to a great base game. I just 
can't think of anything about rt that makes Dawn 
of War any more of a •must-play" than rt alreacly 
1s.-AOAM 
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BOTTOM 8 
LINE 

>C--,t flipald onlast 
yea(s delightful O.iwn of War 
by adding another factJon, new 
u,cs, and rwo more campill8JlS 

> c.n,lllcs: l's not like D.iwn 
of Wafs engine has somehow 
losus kJslef - this IS as p,etty 
as can be 

> s..l: OldOs Mannes are as 
arooymg as ever, but o!herMse 
there are no complaints 

> Pllyailily: Onctyou gel 

used lo the odd ~ Rel,c maps 
the ootkeys, the control IS 'iP'f 

> Em-1 I I t ""ls IS plenty 
of b.Jng for you- bud: ' you 
dlreadv own the base game 

>lleplayV .. :H,gh 

Second Opinion 8. 75 

Warhammer mainlains 115 
hold as the heir apparent IO 
the so-fi RTS crown 'MIit !hrs, 
the 001 ecpa,lSIOO IO one 
ol the best Slralegy biles ,n 
recent ye,a,s The new units 
.n:I ~ offer more 
ol what males the game 
so mesmenzing - that IS, 

bigger weapons. battles. 
.nl onsaeen carnage The 
llllS90llSthisllmecYomd 
manage IO cor,,ey better 
than before a sense 1hal e.ich 
scenano is a truly tremen
dous conftict. To~ 
one cl the game's characters. 
MfY battle is a - LnD 
IISelf. The onsaeen chaos 
once a sbmsh fflSUeS is 

MO hardef than before to 
keep lradt ol. Even so. that's 
less a ~ than it is a 
axrment on how wel the 
game manages ID approci
mate an mnse firefigtt. W 
you haven't already, pl,Jy the 
original - then folow h~ 
with this as soon as hlmanly 
posoole.-MR!ER 

PC 

Myst V: End of Ages 
> STYU 1-l'IAYER ADVENTURE > PUBLISHER UBISOFT > DMl.OPER am WORLDS > RELEASE SEPTEMBER 20 > ESRB E 

ONE LAST ACT 

B 
eing beautiful and chal
lenging is just more of the 
same for the Myst series. 
As a fan, that's not an issue 

for me. As a reviewer, I can't really 
reward a series for resting on its well
established laurels. It is fair, though, to 
compliment a series sendoff for doing 
what it does best and waving good
bye to the tale's hardcore followers. 

This being the first traditional Myst 
game from series creator Cyan 
Worlds since Riven (Uru was also 
made by the company, but arrived 
at retail crippled with the loss of its 
planned online features), it's nice to 
see the team toying with the ideas it 
pioneered. Worlds are more imagina
tive. Puzzles are just as clever. The 
story, a huge (and some would argue 
long-winded) part of the series, ties 
into all of the past games and even 
some territory only covered by the 
novels. Truly, this is a fan's game. 

But even as a big Myst dork, I can 
see that there are problems. For the 
first few hours, an essentially new 
character (Esher) shows up entirely 
too much. He talks and talks ... and 
talks and talks. I dislike not so much 
that he's one chatty customer, but 

more that he's ruining my normally 
quiet and methodical exploration. I 
want some time to breathe and get 
my bearings before this dude starts 
talking to me about the choices I'll 
need to make. 

Other new touches are less distract
ing. The multiple control schemes 
are nice options ( classic, Uru-styled 
FPS, and a middle ground between 
the two each work as planned). A 
tablet drawing system opens up new 
puzzle options by letting players con
trol in-age linking and some weather 
condibOns. Slightly more subtle addi
tions are the 3D modeled characters, 
improved physics, and additional 
ambient life. 

All of this combines together as 
a bit of a mixed bag for me. As a 
fan, I can forgive its flaws and take 
great joy in the maddeningly logical 
puzzles. I love 'em. As a critic, there 
are issues here, but I don't think that 
any of them are long lasting or severe 
enough to really ruin the experience 
outright This final Myst game truly is 
beautiful and challenging. and that 
covers the majority of what I want 
from Cyan's last dance with the 
series.-USA 

BOTTOM 7 75 
LINE ■ 

> Concept: Craft a series send
off just for the fdrlS 

> Graphics: Even the biggest 
hat~ can1 knock ~ for its 
looks. The game is gorgeous 

> Sound: A Slbde score for 
each area ptds up the pace 
when you're on the right track 

> Playability: Different control 
options should make p,actically 
anyone happy 

> Entertainment: For fan~ th~ 
is almost an obligation 

> Replay Valu,: Moderate 

I didn't start playing Myst 
because I like my hand 
held. I enioy the undlfected 
• ation and the piecing 
together ol dues from the 
pages of forgotten tomes, 
which is p,ecisety 'M"f'/ I was 
disappooted by the senes' 
final chapter. The puzzles 
themselves are as compel
ling and llllric.1te as ever, 
W everythmg sooound-
ing them seems tailored 
to the tastes of adventure 
game newcomers. gre.Jtly 
ciminoshmg the sense of dos
C<NefY. Books pl,Jy a much 
smaller role. many important 
dues are planted in o!Motls 
places, and some dmgus 
named fsher keeps appear
ing to pat me on the bac.k for 
going in the right direction. 
Sti. even d it can't stand up 
to the likes ol Riven, Myst V 
is a decent adventure and 
an intriguing end IO the saga 
ol Alms and his pr~. 
- JOE 





Fable: The Last Chapteis 
IS ~eat ,n some ~ and 
leaves much lo be desired 
111 Olhers. On the one hand. 
I appreoale the fresh look 
ol the g.ime, the Slgr,ficant 
addmonal content avail-
able, and the vastt,, shorter 
load llmeS. On the odler, 
the aCllon lt5elf 1511't r-1y 
as fun due to the dumsi
nes.s of keyboard/mouse 
control MISSions that I IOOllly 
roded on the Xbox ver5ion 
requ,red SMral att~ 111 
lhts t.ie, and It's just harder 
to eripf hack n' slash combat 
v.tien Mr'( few seconds 
rm Cl6l1g my l!lability to 
translale what I want to do 
1110 onsaeen acoons. This 
remains a solid choice for 
Xbox-«npalled gamers v.tlo 
are hoptng to get on the 
Fable boat. btA with the exact 
same same conwig won 
the 'Box 111 a month or !'Ml, 
~ for that seems the 
better use ol dolar bis. 
- ADAM 

PC 

The Sims 2 Nightlife 
> STYLE l·PIAYER SIMUlATION > PUB USHER ELECTRONIC ARTS > DMLOPER MAXIS > RELEASE SEPTEMBER 13 > ESRB T 

BECAUSE THE NIGHT BELONGS TO LOVERS 

A 
fter playing The Sims 2 
University, I was hopeful that 
the following expansions 
would present similar shifts 

in gameplay dynamics that result in a 
practically new game. Sadly, Nightlife 
misses this opportunity and reverts 
back to the old formula, taking the 
existing mechanics and just adding a 
few new bells, whistles, and (inexpli
cably) the chance to become a day
fearing vampire. 

Nosferatu aside, the name of the 
game this time around is dating. 
and most of the additional features 
address how your sim interacts with 
potential mates. You can take them 
downtown in your own car, or just 
chill out and chat The new chemistry 
indicator lets you spot compatible 
sims easily enough, but if you're too 
busy/lazy to find a date yourself, you 
can call the gypsy matchmaker and 
have her teleport one to your front 
door. 

These new elements can combine 
to capture some classic moments, 
from dream dates to disasters. After 

creating a swingin' millionaire bach
elor, I called up the gypsy who con
jured a soul mate right on my lawn. 
Unfortunately, at that same momeni 
said lawn burst into flames (1 installed 
fire jetsQ. Ultimately, my very first 
date in Nightlife ended in the flaming 
death of my sim, his soul mate, the 
gypsy, and an exterminator who was 
working on the roach problem. Which 
is only slightly worse than my first 
date in real life. 

When the Hot Date expansion 
released for the first Sims, it added 
an entirely new dimension by flesh• 
ing out the friskier side of your sims. 
However, since carnal interactions 
are already built into the Sims 2 
core, Nightlife doesn't have much 
to offer apart from the new items, 
interactions, and stupid community 
lots that make you get in your car 
and sit through a loading screen just 
to go next door. On the other hand, 
getting it on with vampires is a rare 
opportunity, so you'll just have to 
decide what you' re willing to put up 
with.- JOE 

BOTTOM 7 
LIN E 

> Conctpt; Lonely lolharios 
(or lhe female equivalent) look 
for love 

> Graphics: The vampires, with 
lheu pale skm, fanged grimaces. 
and gothoc outfrts. blend nghl in 

> Sound: The dance dubs play 
crappy techno, perlectly captur· 
mg Iha! •real dance dub" feeling 

> Playability: The new dating 
meter doesn't really change 
your interactions, but it does 
quantify them 

> Entwlnment: Pay attention, 
MaXJs. Coolmunity lots are not 
exoting. You're boring everyone! 

> Replay v.11 .. , Moderate 

1li5 ~ the second 
e,ipansion pack for EJCs The 
Sins 2. Nightlife has the 
unerNiable position ol fol. 
lowing 14) one ol the mast 
iriaenioosaddtior!sinages 
(theawesome~ 
pad). N;1llilt is saclt lad· 
ins in the ideas and smpe 
ol ils predecesor, lu that 
c1oesn, rnean il's al bad. 
Realy, it's just lhal dis is 
nlJCh moie ol a COIM!ll
tional eq,ansion, and in 
that._, cisappom me a 
bl N;1llilt really just gives 
Pl'l'fSmoled,and 
whie am a pt who likes 
"lhings, • 1 need more from 
my sames to mate it a done 
<IM.-USA 





PSP 

Gripshifl 
>fflll 1-l'IMI~ (IJPTO 'i. ..:1~K) HOCl~ .. ---PlATFOIIM 
~ 1ia.E 9ITEITMNMENJ~SllHE INTERACTM> ..... 
SEPTEMBER 19 > ESII E 

SOMETHING NEW 

I t's not terribly often that a game comes com
pletely out al the blue and totally blindsides you. 
You know the ones -you've barely heard of 
rt, you give it a try, and you're instantly hooked. 

Welcome to my experience with Gnpshift, one of 
the smartest. coolest. and most stand-apart titles rve 
popped 11110 my PSP. 

Wiile first glance may draw the f?-feS of racing 
enthusiasts, it's another type of fan -..Alo is going to 
feel most at home in the beginning - those -..Alo 
play Super Monkey Ball. Like that game, the core of 
Gripshift is a sequence increasingly difficult challenges 
(Ollef 100, if you're keeping count). Each stage has 
you earning credits to unkx:k more features by com
pleting simple speed and collection objectives - the 
puzzle element comes from the path that you 
navigate through the COlJlse. Each al the bny tracks 
is wldly dtverse, with just the nght mix of fun and 
frustration to keep you retrying again and again. 

If you ever lire of the lengthy challenge mode, you 
wiU have by then already unkx:ked several of the 
clever minigames that populate the title, including 
a crazy lttde soccer game with cars for players and 
another that acts as an homage to the classic Snake 
&fie same Bolh these and the races can be played 
\Welessly with ~ to four players. In my mind, the 
real CJtW1 jewel that puts the game 01/ef the top is 
the track editor that is included, alloYiing you to craft 
intricate courses from scratch, and then share them 
with your buddies via ad hoc. 

The frustrating and repetitive action that is inherent 
to Gnpshift may be enough to scare off low-patience 
players, but most gamers will simply use their fre
quent failures as fuel to keep driving. The simplicity of 
the same is deceptive; this is immensely entertaining 
fun in a tight. dean. and ultimately cool little pack
age. • 1• 
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PSP 

PoPoloCrois 
> STYLI 1-PIAYER ROLE-PLAYING GAME > PUBLISHER AGETEC > DEVElOPER SCEI 
> RELEASE OCTOBER 4 > ESRB E 

THE GAMER'S GAME 

M 
uch ink has been spent 
discussing the idea that 
the PSP is lacking original 
IPs in its game lineup. 

Technically, PoPoloCrois doesn't solve 
this problem, but for a vast majority of 
North American gamers, the franchise 
will be an entirely new (and delight
ful) discovery. 

The long-running and much
beloved series has shown up in 
Japan as manga, an anime series, 
and a few dassically designed 
strategy/RPG titles. This wonderfully 
localized PSP game is actually a 
retelling of the first two PoPoloCrois 
titles released in Japan, with an 
original tale added to bridge the 
two. Personally, I think that we're the 
lucky ones, with our first look at the 
series being so polished. Here is a 
fun, old school RPG with the quirky 
look of 16-bit sprites fancied up with 
modem technology. Loads of details 
pepper f!very environment, a great 
soundtrack has a selection from prac
tically f!very musical genre (bagpipes, 
industrial grind, and flittering lutes 
are all there), and the quest is long 
enough to satiate those looking for a 

real •gamers game• on PSP. 
Even with a few minor annoyances 

like forced backtracking, I couldn't 
put the game down. The young 
characters whose story plays out over 
a decade are charming, funny, and 
belif!vably complex. I'd love to say 
that the overall plot is really amazing, 
but the truth is that the major story 
points are trite and predictable, and 
yet that didn't tum me off from the 
universe or characters. They practi
cally begged for me to see their tale 
out 

A light strategy tint to the RPG 
combat is a nice touch that makes 
f!ven the easy first chapter fun and 
interesting. Placement of your team 
members is crucial, as is manag
ing magic points. Thankfully, the 
only major concession made to 
the normal RPG formula, in terms 
of difficulty, is the option to save at 
any time. 

There is a slew of console RPGs 
released f!very year that aren't nearly 
as good as PoPoloCrois. Don't be 
dissuaded by the kid-friendly appear
ance, this is a thoughtful game both 
emotionally and strategically.-USA 

BOllOM 8 5 
l lNf ■ 

> Concept: let handheld 
gamers ,n on a big secret o.e. 
that previously Japanese<>nly 
RPG PoPoloCrois rocks) 

> C.raphks: Old-school flavor 
with currenl gen use of color, 
detail and the bright PSP screen 

> Sound: TOlally different 
soundlrads for each zone in the 
game are really cool, bot some
times jarring 

> Playability: Easy na,;gation 
and battle system conlro~ make 
for easy and fun exploration 

> Enttrtainm<nt Kiddy and 
cutesy, bot undeniably charming 

> Replay Value: Moderate 

Second Opinion U.25 

RPG fans have been easertf 
awaiq sometlq IO sink 
lheir teelh into on the PSP, 
RI f'ol'ol.oCrois slmd lit 
!he bl ric!ly. The dam 
ol the title lies in its chtJcl. 
Ile charactffl. anin1lled 
amnes. and laiy tale 
l'IOlld. which remind me 
more lhan anything else ol 
a Miyazaki tim Ile SpirRd 
Aiwly. The~ 
coni>al syslen1 has just 
el1lllW1 strategy lo be CDlll
~ lll 1hat the a,,edy 
..,. random 8IIDID!l5 
ft aclUatf pretty bl. The 
pne'sSIDlytaesSl!lll!lal 
11111n to ramp uplo speed, 
bla l ewr'ltualystar1'dto 
feel 8'IIIJinely alladlell lo 
Prince Pietro RI tis odctf 
hiarious band af friends. The 
briefest al load lines~ 
theaame,cauqpaases 
forM!ythqlrom .. 
into a new 100111 ID casting 
a spel Even Mil tlis minor 
tedwic.al law, Id fomd 
myself hooked into the 
simple tale, anctrd be sur
prised if felow RPG enthusi
aslS _ , able to muster 
equallevelsol~ 
1rom the game.-MIUER 





Frantix 

BOX PUZZLES AHOY! 

T 
his new round of 
handhelds has seen 
some great additions to 
the puzzle genre, and 

OOH Killer Game and Platform 
Publishing are attempting to add 
an actJon.onented tlNISt to the 
proceedings with Frantix. 'M11le I 
applaud their efforts. Frannx has 
some problems that keep this 
game from reaching the hetghts 
achieved by biles like Lum1nes 
andMeteos. 

The game is compnsed of 
more that 150 bite-sized levels, 
1n which your onscreen avatar 
must reach the final gate by navi

gabng maze-like enwonments 
filled with vanous enwonmental 
obstacles, gates, and other dan
gers like the quick movmg •cat 
dragons.• I like the paang; each 
level only lasts a couple of min
utes at most. making this ideal for 
quid in-and-out gaming sessions 
on the train or 1n a cab. 

My misgivings with FrantlX 
lay mostly in the fundamental 
design. 'Mlile some of the puz
zles are 1ntelligently crafted, their 
impact suffers for the fact that 
Frantix largely revolves around 
pushing boxes, avoiding enemies 
that run on set pathways, and 
collecting gems to open gates -
all design diches that have been 
beaten to death in this genera
bon and the last Also, the action 
elements don't really add much 
more than the occasional cheap 
death, and the environments 
often feature window dress-
ing (hke trees) that needlessly 
obscure your view. Sbll, Fran!IX is 
often fun and engaging. despite 
its flaws.- MATT 
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BOIIOM 6 75 
I INE ■ 

>C-..,C: Amlealonof 
aaion puzzles. remns«nt of 
rnany ol6-school pladoonong 
box and ~ mono
~ 

> Graplllcs: Sdld. d unspedac· 
wr. lu considemg lhe genre n 
loob pltlly good 

> Sound: T11' roosoc IS 1101 
nocable ., arry ~ -and lhe 
sounds lhe charaaer make5 
Yoilefl you run mlo obstacles 
become grating 

> Playibility: Managing the 
camera can gel a be conrusing. 
andlhefeaiesomtdieap 
deallis 
> &lttNinment: Nolreally 
my Cl4> of tea. lu fans of lhts 
rnom>iefV' may gel somt kids 
cu of flact 

> Repl,y Ylllue: Moderale 

Second Opm1on 6.5 

Franlii 5tart5 cu as 1he 
vap prorrist ol a puzzle 
eame,hlilailstodeMr 
""1err II C01n5. De!pilelhe 
fact Iha! )tllJ oott manipo

lalr 1he w diredJons )tllJ 
wander 11 ~ 1he bny 
rnazHR IM!I!. 1he coo-
lrol !Iii feds awtward and 
~and1hedNce 
and puzzle elemem .. fee 
Wlal(, nnwigalongthe 
bat and llllikll vnly There 
aiu "-ol lewffi to kttp 
)tllJ busy, hli M s eradtf 
how 1he ~ pile feds
'-busy Mllt.-MIUER 

HANDHELD QUICKIES 

GAME BOY ADVANCE 

Rebelstar 
Tactical Command 
> 5TYU I OR Ht.AYER STRATEGY 
> PUIUSIIU NMICO 
> DEVO.OPU COOO TECHNOLOGIES 
> lllUA5l SEPTEMBER 6 
>ESII E IO+ 

• 

Visions of touch screens 
dnd memory stocks 
may be danoog on 
',OIJ' head, but I can 

guarantee you that Rebe!star Tactx:dl 
Commilnd on 1he GBA IS more exonng 
1han JUSI about anytlmg 1he OS o, PSP 
has offered up so far lhls tac:Ocal tJtle 
allOlds the tJck·lock monotony of most 
tum-based games by not v.ilolly sepa· 
rabng ',OIJ' rnoYement and attacks into 
different segmerns. Also, the Ovefwatch 
command lets you fire off rounds 
dunng your foes' tum. lntegraung these 
optJons among the many strategic deci
sions al your feel will have you thinking 
ahead as a rTlcltter of survival Throw in 
the d,fferent skills and weapons. the 
destruaible enwonments, and play
able charact~ and there's qu,te a lot 
of game here. Apdrt from some manor 
camera issues. Rebelstar ., a perlea 
fit for laCIICill fans. It proudly prOlleS 

that even ,n lh,s era of new handhekls, 
gameplay is SbR lung.-KATO 

PSP 

Burnout Legends 
> 5TYU H'LAYER RACING (UP TO 4 
PIAYER VIA MJ HOC) 
> PUIUSIIU ELECTI«lNIC ARTS 
> DEVO.OPU CRITERK>N GAMES 
> lllUA5l SEPTEMBER 13 > ESRB E 10+ 

~ 
-·--7 · ;- • • 

.;..~ - . • .. 

I 

• 

'Mille 1he PSP Burnout 
IS truly a marvel (and a 
blast) 11 many regatds, 
there are some ISSUeS 

to contend With v.A-,en booting up 
th,s portable version. First IS 1he load-
ing - expect around 30 seconds per 
level Certainly, tlus isn't too bad v.A-ien 
you're dOlng a two or three minute race, 
but oons,der that amount of loading 
for a three-second Crash mode run. 
Like other wonderfully ambmous biles 
(cough, M,drnght Oub, cough), you're 
going to have to deode for yourself 
ij loading is a dealbreaker, but make 
1he choice knowing that 1he rest of 
the game is as kickass as you would 
hope.-USA 

NINTENDO DS 

Lost In Blue 
> 5TYU 1-f'lAYER ADVENTURE> PUBLISHER KONAMI > DMI.OPER KONAMI 
> Rfl.fASE SEPTEMBER 27 > ESIIB E 10+ 

BRINGING HOME THE BACON 

I f someone had asked me a month ago whether 
or not I'd enjoy a game that consists of simplistic 
stylus-based mmigames spnnkled through a series 
of repetetive actions, I'd have had a good laugh at 

what was obviously a joke. This is a pretty apt description 
of Lost In Blue's feature se~ but for some odd reason 
this title manages to transcend its horrifically boring 
gameplay and become something more. Guiding two 

lost teenagers m their quest to not starve to death on 
an uninhabited island offers its own rewards, which are 
quite different than what we normally get out of gaming. 
There's no denying that there's a pamcular sabsfaction 
to be had when Skye greets you in the morning with a 
smile and a laugh because you were able to bring home 
enough food to go to bed on a full stomach. 

Unfortunately, even as you master each successive 
acllVlty (gathering fruit, speanng fish, etc.), the game 
sbll forces you to perform rt ad nauseum to fulfill your 
needs. Despite having a barrel in which to store drinking 
water, I'm still tied to the chore of hauling water a liter 
at a time between the river and my cozy little cave. It's 
like that for most needs - firewood, food, tools - and 
eventually becomes nothing but tedious makework. The 
utter lack of explanation of new gameplay mechanics 
(building furniture, for instance) as they come up can be 
a source of extreme frustration as well. 

All of these complaints aside, Lost In Blue is nonethe
less innovative, different, and oddly compelling. The 
game constantly walks the line between being need
lessly annoying enough to stop playing and offering 
you cool enough rewards to keep you glued to the DS. 
Ultimately this is far from a shining star of the DS library, 
but if your tastes in gaming lean in the Harvest Moon or 
Animal Crossing directions, you could find some enjoy
ment here.- ADAM 
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BOIIOM 7 
1 INE 

> Concept Eke out an existence 
on a ~ed island, and eveotu
ali disaJ,,et IIS secrets 

> Grll)hks: K all DS games 
looked lhts bland and bolmg. d'd 
be a dead system 

> Sound: There's a special hell 
reserved for developefs who 
thonk that background lllUSIC Iha! 
only plays during five percent of 
a game is a good idea 

> Plly•bility: Somehow I~ 
extremely baslC 5lylus actMll"5 
~ a sense of connection 
With your charaaer 

> Enttrtainfflfflt K • weren't 
for 1he w,e,plicable bond that can 
form bdweell lhe player and !WO 
forlorn caslaWayS, this woud be 
total garbage 

> Replay Value: Moderate 

Second Opinion 6 

l.osl Ill Blue is 1he heart· 
warming stOly ol two y0tJlg 
castaways ealilg 1Dlic: rrush
rooms tlllil lhey l)a5$ cu. 
Al least. 11- for lhe list 
lew holl5 I played ii. Then I 
got around to exploq lhe 
cleertedtSlandandptJ'Sll
i,g noo-pDl50llOU5 ilCIMlles 
1R weapon n-.and 
food c.oleclion. The various 
l!1llljllTM5 for tltese la!b 
demonstrate a commilment 
to usilgthe lllique fNbffl 
olthe DS~cwerusing 
thetoudHcreen,~IS 
commendallle. Sacly, lew 
"these aclMlies iR Mil 
fun lhe list lint. much less 
lhe dozens cA tines )tllJ 
are forced to repeat them. 
You need IOOlt lhan eiden
sille rubbin& P0bll. and 
blowing to COfflf (U salls
fied.- JOE 





NINTENDO OS 

Phoenix Wright: Ace Attorney 
> 5TYU: I-MYER ADVENTURE> PUBLISHER CAPCOM 
> DEVELOPER CAPCOM > RELEASE OCTOBER 17 > ESRB T 

PASSING THE BAR 

I
t's a diche, but Phoenix 
Wright is perfectly suited to 
the DS. Interestingly, most 
people probably wouldn't 

give this game the time of day if 
it was on any other system, and 
therein lies some of the problem 
in its appeal. How much fun can 
you have in a game where you're 
a lawyer with a hair gel problem? 
Well, more than you'd think. 

The fun in Phoenix Wright 
not only lies in screaming 
"Objection!' into the DS micro
phone when some prosecutor 
tries to bully you around the 
courtroom, but it's also in the 
humor and characters that the 
game uses to fill in the gaps. 
Although the gameplay while 
you're in court is the same in 
each trial, I really liked how the 
story introduced twists and turns 
to keep me interested. It was 
nice to get out of the courtroom 
and do a little investigating, but 
eventually I found this segment 
began to wear a little thin. And 
that's where this game stands 
and falls. It's an interesting title 
that definitely gets your atten
tion, but when it comes down 
to it, it's the story and not the 
gameplay that pulls you along. 
As such, Phoenix Wright is 
almost worthless a second time 
around. 

For those out there who got a 
DS because they wanted new 
experiences, I think that this cart 
is your chance.- KATO 
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BOTTOM 7 75 
LINE ■ 

> Concept Investigate and 
solve cases with 1he st,ie of 
Jadie Olilds, 1he maverid flair 
of Mallock, and haK 1he girth of 
Pe«yMason 

> Graphics: The st,ie is sharp 
and 1he direction of 1he scenes 
~ engaging 

> Sound: The incidental sounds 
of 1he cuscenes are a nice looch 

> Playability: Court docu
menls and evidence are handily 
accessed via 1he looch screen 

> Entertainment It can get a 
little ledious al times, but 1he 
game's humor keeps 1hings 
rolling 

> Replay Value: Moderaiely 
Low 

Second Opinion 8 

A classic "choose your own 
adventure" tw,e same is a 
hidden gem that I alwa-fs 
appreciale.lnl'hoenix 
Wright, !here's no action, no 
combo syslem, but a heck 
of a lol of reading. Whal 
usually makes one of these 
titles better than the Olher 
is logic.al puzzles and the 
1ess ~moldlarm. 
Wacty cases are the pme's 
mainstay, but the charac-
ter dMlopmenl is also 
slciNy done. ThanWly, 
WriWi deftly uses au can 
ID male a name for itself in 
a genre often lorgoUen by 
modem gillllefS.-USA 

PSP 

MediEvil Resurrection 
> 5TYU: I ·PIAYER ACTION (2-PLAYER VIA Af) HOC) > PUBLISHER SONY 
COMPUTER ENTERTAINMENT AMERICA> DEVElOPO SCEE CAMBRIDGE 
STUDIOS> RELEASE SEPnMBER 13 > ESRB E 

NICE TO SEE YOU AGAIN 

I have a lot of fond memories 
of the original MediEvil. On 
a recommendation from 
Reiner, that PSone cult dassic 

was one of the first games I ever 
checked out of the GI archives 
to play at home. As you might 
expect, I was very pleased to see 
that the series would finally make 
a return (via the PSP) after the 
less-than-stellar MediEvil 2. After 
finally getting a chance to play this 
new addition to the series, I'm a 
bit perplexed at my reaction. It's 
not that it's a bad game. To the 
contrary, it's a nice, old-school 32-
bit action title with better graphics 
and that same offbeat British 
humor that has made so many 
of us fans of Sir Dan. Cambridge 
Studios has done a great job 
of translating the MediEvil for
mula over to the PSP, making 
good use of its vivid saeen and 
even adding some multiplayer 
minigames. You're also able to 
save on the fly, in a nod to the 
shorter gaming sessions of the 
handheld crowd. 

What they weren't able to 
overcome is the passage of time. 
MediEvil 2 came out in 2000, 
and much has changed in those 
five years. MediEvil Resurrection 
is largely based on old hack n' 
slash design tropes (like collect
ing runes to open doors and 
rudimentary arena-based boss 
battles) that seems a bit dated 
in this day and age. However, 
MediEvil still has its charms, and I 
think that fans like myself will find 
their time spent with Resurrection 
well worth it Everyone else will 
continue waiting for the PSP's 
first great action title.-MATT 

BOTTOM 7 75 
LINE ■ 

> Concept A semi-sequel to the 
classic PSone rult hit 

> Ciapllks: The series' quirty 
art st,ie is well represented, with 
much smoother textures than its 
console predecessors 

> Sound: Great score; ,ts 
macabre whimsy is reminiscent 
of Danny Elfman's work lor f1JT1 

Burton'sh 

> Plly.ay: Camera i,sues 
are going to dog most third
pffiOll action games on PSP, 
but generally !here are no real 
headaches 

> Emrtlinmonl: A nostalgic 
trip bad< to an old laYOrite. 
marred only by 1he feeling that 
tine has pas5'd MediEvil by 

> Replay Value: Moderate 

Second Opm,on 7.25 

A steamer trunk burst-
ing wilh personality un't 
quile pul this.,.,._.,.. 
bers ~adwenlln lille 
from lhe realm of awrage. 
MidclngaealMlyin~ 
flilneplerdeparlmeltis 
il5 main Id. IQ what 
MediM: Resumclion 
lads in updated action ~ 
males up for in cialogue 
that olter1 made me~ 
aloud. This humor and 
the more elegant Wllf ~ 
handles the PSP's contJOI 
scheme are Meci&il's besl 
achivemenfs. Certainly, il's 
worth cheaing out to remi
nisce allOll the PSone tille, 
but this follM.up doesn't 
quile rise ID Dlay's eipec
talions.-USA 

NINTENDO OS 

Trauma Center: Under the Knife 
> 5TYU: 1-PIAYER ACTION > PUBLISHER ATLUS > DEVELOPER ATLUS 
> RELEASE OCTOBER 18 > ESRB T 

NO NURSE RATCHED 

I 
s there a more suitable use 
for the DS' touch saeen 
than saving the lives of 
innocents? I can't think of 

one, but it's not because of any 
highfalutin' moral ideals. Nope, 
surgeries are perfect for this 
system because the gameplay 
is fun, maddeningly precise, and 
totally unique. What Atlus has 
proven with this release is that 
the DS is prime real estate for 
creativity and true innovation in 
video games and Trauma Center 
is an antibiotic to the industJy's 
stagnate design dogmas. 

These procedures get to be 
really hard, the medical stuff at 
least sounds reasonable, and 
the dialogue is outright bizarre. 
It's three degrees away from 
General Hospital and 40 from 
ER - and in my book, that's 
a good thing. Trauma Center 
doesn't bother with moral conun
drums and malpractice insurance 
dues, and instead focuses on 
your magical abilities to slow 
down time and heal hopeless 
patients. And it's good fun. 

It's the fast-paced, procedure 
driven puzzling gameplay that 
really sets Trauma Center apart. 
Just gross enough to be interest
ing, this is a dever title with a 
sprinkling of wacky touches to 
make it really unique. Just wait 
for the saeen where your main 
character throws out his hand 
and says, "It's time to start. .. the 
operation!' - LISA 

BOTTOM 8 25 
LINE ■ 

> Concept A magical doctor 
finds his focus and 1he will to 
save lives 

> Graphia: Thankfully stylized 
to make 1he surgery sections 
more palatable for us OO!rMO 
twes 
> Sound: Utterly lame 
chirps - most will immediately 
push the slider lo mute and 
won't miss a thing 

> Playability: Consistent 
and precise controls make 
1he slaughter of your patienls 
entirely your fault 

> Entertainment Largely holds 
1he right balance between medi
cal drama and Japanese quirk 
to make a highly original 1itle 
lor 1he OS 

> Replay Value: High 

Second Opm1on 7.5 

wantedfor .. 
Slils in 12 ~ IQII Ind 
!U1!1Ysalu•11111111 
Cenler-wheiui, habit of 
hMlSasipbellwslkq 
doesn't aininllf ..-
Rrf judf!!nn.AlulJ, this 
pnedoes~•51111dy 
hand and plmlrolQIII
Cl!llll'lllion. INtint la dlal
lqina. ii Wllld lille. Tn 
is U5Ullv ol lhe l!IIIICf. 
whidl c,n be flU!llalilg 
since lhe llludl screen 
delledioll isOCXISionllf a 
lllleol. lllriUr, how
-. ~siqeryisn't 
)OIi' specially.-lCA'IO 
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9-14 Marshall University 

9-15 West Virginia State 

9-16 University of Louisville 

9-17 University of Michigan 

9-18 University of Cincinnati 

9-19 Central Michigan 

9-20 Syracuse University 

9-21 Uriversity of SU NY-Buffalo 
9-23 Penn State University 

9-26 Temple University 
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9-29 Wake Forest 

9-30 Virginia Commonwealth 

10-04 Florida International 
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San Antonio 

10-13 Oklahoma State University 

10-14 Kansas State University 

10-19 Arizona State University 
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TOP 20 
Listings Based Upon NPD Data For July 2005 Based On Units Sold 

Rri Tille L Mo. Sjsl!ln 

1 NCAA Football 06 NIA PS2 

2 NCAA Football 06 NIA XBOX 

3 Halo 2: Multiplayer Map 
NIA XBOX 

Pack -
4 Pokemon Emerald 2 GBA 

-~-

5 Fantastic Four NIA PS2 

6 Destroy All Humans 10 PS2 

7 Grand Tlleft Auto: San 
1 XBOX 

Alldreas ,_ 

8 LEGO Star Wars 6 PS2 

9 Midnight Club 3: DUB 
NIA PSI' 

Edition 

10 Star Wars Battlefront NIA PS2 

'- ----

11 CodedArms NIA PSI' 

I ~ 

12 Conker: Live and 
5 XBOX 

Reloaded , __ 

13 MVP Baseball 2005 15 PS2 

,_ 

14 Destroy All Humans NIA XBOX 

15 Medal of Honor: 
4 PS2 

European Assault ,_ 

16 Fantastic Four NIA GB.A. 

I ~ 

17 Delta Force: Black Hawk 
NIA XBOX 

Don ,_ 

18 Midnight Club 3: 
9 PS2 

DUB Edition ,_ 

19 Star wars Episode 111: 
3 PS2 

Revenge of Ille Sith ,_ 

20 Burnout 3: Takedown NIA PS2 

156 GAME INFORMER 

San Rtleast Prier 

8.5 07--05 $49 

8.5 07--05 $50 

9.25 07--05 $20 

7.75 04--05 $35 

7.5 06--05 $50 

8 06--05 $49 

975 06--05 $48 

7.5 03-05 $39 

8 06--05 $49 

8 09-04 $21 

6.75 07--05 $40 

8 06-05 $49 

8.5 02--05 $30 

8 06--05 $49 

7.75 06--05 $39 

NIA 06--05 $30 

6.75 07--05 $50 

9.5 04--05 $49 

5.75 05-05 $47 

925 09-04 $20 

TOP 10 JAPAN 
R.rlkTTlle System 

OS 

PS2 

OS 
Wly of 1111 G8A 

GC 
PS2 
OS 

PSP 

PS2 

PS2 

TOP 10 GI 
R.r1k f Jlle L Mo. System 

llallatllllrles NIA PS2 
.__. ....... N/A Multi 

llartlll IIIINI: SIINlla IINb N/A Multi 

.._ Win: lul Slrlb 1 OS 

SllllllwoftlllC-- NIA PS2 

llajalaldNllacll NIA Xbox 

...... lfl. 2 Mufti 

TIIII s.tfarhll; TIii Tlllt 111111 NIA Wli 

Fllllr. TIIII Lost cai.,ten NIA PC 

, ............. NIA PC 

,,. _ , ~. 
f ·" •• '\ 

\ · . . , . 
. r"' 

•• :._: ;--.;._ -

TOP 10 PC 
L. Mo. Price 

1 $48 

3 $49 

2 $49 

5 $33 

7 $47 

8 S20 
9 $42 

NIA $39 

NIA $10 

NIA $29 

·tytry,. ~ 
- ->--· 

• 
• J ~ •• , .. ,,., 



PLAYSTATION 2 
I« Combo! 5: The Unsung War 
AlienHorr,in;d 
Ape Escape:~ and P,,med 
"' the Lod: End of Dar'<ness 
Area 51 
Armored Core: Nine Breaker 
Alari Anthology! 
Alelier Ins: Eternal Mana 
ATV Offload Fury 3 
Bad<yard \\testq 2: 

There Goes The Nelghbomood 
Bad Bovs: Miami Takedown 

Bard's Tale. 1he 
Batman Begons 
8attle "5saok 3 

re.tunng GuncJam Seed 
Beatdov,,,: FISls of Vengeance 
Brothers 1n Arms: Road to Hill 30 
C.H of Duty: Finest Hour 
CapcomFtghti,gEvoMJon 
~: Return tD Amls 
Cl>a!toe and the O,ocolate Foaoiy 
COid Fear 
Cold Winter 
CoosselM'Tl: Road to Frttdom 
Conslanlxle 
Crash 'n Bum 
Dari.watch 
Dead to Rights 2: Hell to Pay 
Death By Oeg,ees 
Destroy All HLmilnS 
Devil Moy 0y 3: 

Dante's~ 
Dragon ean z Budoli:a1 3 
D<agon Sall Z: Sagas 
DffietoSt.Mve 
Dynasty Wamors 5 
Endlusoa Professmal Raong 
ESPN College Hoops 2K5 
EyeToy: AntlGrav 
EyeToy: Play 2 
Fantast1e four 
AFAStteet 
light Cub 
F'tilht Ni&ht Round 2 
F1atOut 
Flipnic: Uh1mate Ptnball 

F=~ 
Fulmeta!Ak:hemi,tand 

the B<ol<en Angel 
FuUmetal 2: Curse of 

the Cnmson EIIXH" 
Ge<away: Blad Monday, The 
Get On Da MM: 
Ghost 11 the Shel: 

St,nd Alone Compie, 
Ghost Recon 2 
God of w., 
Godzilla: Sa,e the EMth 
~ye:RogueAse<ll 
Graffru Kllgdom 
Grand Theft Auto: 5an Andreas 
Gran Tunsmo 4 
Gretzky NHL 2005 
Growlanser. Gene<at>OnS 
Gl.llty Gea, lsuka 
Haunting Ground 
Hot 'Mleel Stunt Track Challenge 
lnaedl>ie Hulk: 

UitJma1e Oestruct,on, The 
lncred,bles, The 
lnuyasha: The 

Secret of d,e Cursed Masi< 
Juiced 
Kessen m 
1<6!f 7 
IGlzone 
LEGO Star Warr. 
Lemooy Snod<et's A 

Senes of Unfortunate Events 
Lo,d of the Rings: 
The llwd l>f,e. The 

Madagasca, 
Madden NFL 06 
MaiO' League Saseball 2K5 
Makai Kingdom: 

Ouonodos of the Saaed Tome 
Medal d Honor. Eumpean Assault 
MegaManXS 
Me<cenanes 
Met,I Gear 5oNl 3: Snake fate< 
Metal Slug 4 & 5 
M""'tBhl Oub 3: DUB Ed<,on 
ML8 2006 
Mob,le 5urt Gundam: 

Gundam vs. Zeta Gundam 
Musash,: Samurai Legend 

ARCHIVE The Really Ugly Page Where You Can See Lots Of Old Review Scores 
MVP Sasebal 2005 8.5 Mar-05 

9 Dec-OI 
8 Dec-04 

5.5 Jan-05 
55 J"-05 
8.5 May-05 
6 Sep-Os 

8.5 Jan-OS 
8.25 Jun-05 

7 Jan-OS 

MX vs. ATV Unleashed 8 Ap,-05 
Nano B,eake, 5 MM-05 
NARC 4.5 Moy-05 
NSAStteetl/3 9 Mar-05 
NCM FootbaU 06 8.5 Aug-05 
NCM M¥ch Madness 2005 8.25 Dec-04 
Need lo, Speed: Undergnxr,d 2 8 Dec-04 
NflStteet2 7.5 F<l>-05 
NHL06 7 Sep-05 
Obsa,e 6 Jun-OS 

5.75 Jan-OS Outlaw Telll'IIS 6.5 Sep-05 
5 Dec-04 Pinball Hal of Fame: 

TheGotiliebColecbOn 6.75 F<l>-05 
Ployboy: The Mansoon 6.5 Ap,-05 
- Ranae<>= om Thunde, 6 Dec-04 
P<edatoc Conaete Jungle 2.75 Jun-05 
Pnnce of ~ ; Wamo, 'Mthin 9.25 Jan-OS 
ProteaSrowbl,nd 8.25 Ap,-05 
Psyd,onauts 8.5 Aug-05 
P\nshe,.The 7.5 F<l>-05 
Red Nr;a: End d Honor 3.75 Ap,-05 
Resident E,i Outbreak fie f 2 7.5 Ap,-05 
... of the Ka,.; 7 May-OS 
Rody: Lesends 6.5 Dec-04 
Romance d the 11wee ~ X 7.5 Jul-05 
RPGMai.er3 6.5 Aug-05 
RumbleRoses 7.75 Jan-05 
Samurai Wamors Xtreme legends 6.75 Jan-05 
Samurai Western 6 Jul-OS 

8.25 Dec-04 Sega °""" ColecbOn 6.5 Ap,-05 
7.25 Aug-05 SegaSuperSIMS 8 Dec-04 

Shadowdl!ome 8.5 F<l>-05 
4 Jan-OS 
5 Sep-05 

8.5 Ap,-05 

Shaman <re: - of Sp,nt 6.5 Jan-05 
Shark Tale 6.5 Dec-04 
Shinong Tea, 7.75 Mar-05 

8.5 Jan-05 
6 Dec-04 ~~~: 7 Ap,-05 
8 MM-05 

4.5 Sep-05 
6.75 May-05 
8.25 Jun-OS 
7.25 Jul-05 
6.5 Ap,-05 
7 Dec-04 

8.5 Sep-05 
5 Jun-05 

5.5 Mo,-05 
8 Jul-05 

SoNc:MegaColecbOnPlus 7.5 Dec-04 
Splnter Cel: 01'0s Theo,y 9,25 May-05 
Spongebob Squarepants: The Movie 6 Dec-04 
Star Wars Episode m: 

Re,engedthe5"h 575 Jul-05 
Stela Deus: The Gate d Etemty 7.5 Moy-05 
Stolen 6.5 Jun-05 
Suokoden r,/ 8.5 F<l>-05 
5-Monkey Ball Delu,e 8 Ap,-05 
Talko DMn Master 7.75 Dec-04 
Tet1:,n5 875 Ap,-05 
Tencllu: Fatal Shadows 7 MM-05 

9 Mo,·05 TmeSpliltm Fvt""' ""'1e<1 9 Ap,-05 
5 Jan-OS 
5 Jun-OS 
7 May-05 
7 Moy-05 
8 Jun-05 

Uroz: Srns U1 the City, The 775 Dec-04 
Vietcong: Pu,ple Haze 5 Dec-04 
\\cwnfu1Joe2 9 Dec-04 
V....Quest 5.5 Jan-05 
Vmnr,gEleYen8 8.75 Ma,-05 

9 Dec-04 
7 Dec-04 

85 Sep-05 
6.5 Sep-05 
6.5 l\p<-05 
5.5 Jan-05 

9.25 Mar-OS 
6.5 Aug-OS 
6 Jul-05 

Woo1d TourSo«e<2006 6 Ap,-05 
Wom1S: fons Undo, Soege 5.75 Ap,-05 
WWfc Smackdownl Vs. RAW 8.5 Dec-04 

"==~BOse 775 Mo,-05 
Vs: The Ark d N,pshtm 7.5 Mo,-05 
l'U-O-Ohl Cap,<Jie -Coloeum 6 Jan-05 
Yu Yu Hakusho: Darit Tournament 3.25 Dec-04 

GAME CUBE 
775 Dec-04 -- Dec-04 

4.75 Fel>-05 

6 J"-05 
7 F<l>-05 

SadBoys:MwTIITok<down Dec-04 

er,~:;~ Oceao 8.75 Dec-04 
SatmonBeg,ns 7.25 Aug-05 
Cal d Duty: Fnesc Hour 8.5 Jan-05 

5 Dec-04 

7.25 Dec-04 
6.5 Feb-OS 
10 Ap,-05 
6 Dec-04 

6.75 Jan-05 
6 Sep-05 
10 Dec-04 

Chane and the Olooolate Foaoiy 4.5 Sep-05 
Doni<,y Kong Jungle Beat 7.5 Ap,-05 
D<agon Ball Z: Sagas 5 Jun-05 
FantasbCFouf 6.5 Sep-OS 
FIFA Street 6.5 Ap,-05 
FtBh<NtBht:Ro<rod2 9.25 Mo<-05 
Ge.st 6 Sep-05 
GoldenEye: Rogue A8e'll 6.75 Jan-05 
lnaedl>le Hulk: 

9.25 Mar-05 
6.5 Jan-05 

UitJmate Destrucnoo. The 8.25 Sep-05 
incre<W>les. The 6.5 Jan-05 

7.5 Jan-05 Kller7 7.5 Jul-05 
6.75 Dec-04 
◄.75 Moy-05 
6.75 Feb-OS 

8.25 Sep-05 
6.5 Jan-05 

Lemooy Snci<e<'s A 
Senes of Unforn.nate Events 6.25 Jan-OS 

Lo,d of the Rmgs, 
The lhord ~ The 8.5 Dec-04 

MacJagasc,, 7 Aug-05 
Madden Nfl06 9 Sep-05 
Mano P.wty6 6.25 F<l>-05 

4.25 Jan-OS Mano-Tenncs 8.5 Jan-05 
7.5 Jul-05 
775 Mar-05 

Mano Superstar Baseball 7 Sep-05 
Mell0id Pnme 2, Echoes 9.5 Jan-05 

75 Jul-05 
15 Dec-04 

Monal Karbat. llecepCJon 8.5 Ap,-05 
MVP Sasebal 2005 8.5 Mo,-05 

7.5 Moy-05 NSA Street 1/3 9 Mar-05 

6.25 Jan-05 
Need lo, Speed: Unde,ground 2 8 Dec-04 
NFl Street 2 7.5 F~S 

8.5 Dec-04 
7 Aug-05 
9 Sep-05 

8.5 Mar-05 

8 Aug-05 
7.75 Jul-05 
8.25 Jan-05 
7.5 Fel>-05 
95 Jan-OS 
8 Jun-05 

95 Moy-05 
8.25 Ap,-05 

6 Aug-05 
8.25 Mo<-05 

NHL 06 7 
- Range,,: om Thunder 6 
Pmce d """'°· Wamo< v.ltlwl 9.25 
Residen!Ew 4 10 
Scaler 4.5 
Shark Tale 6.5 
Spongebob Squareponts: The Movie 6 
Sta, Fox Assault 7 
TmeSpline,s Fuaxe Pefed 9 
Ud>z: Srns 11 the Gty, The 7.75 
Viewtirul.loe2 9 
Virtua Quest 5.5 

XBOX 
Achler<Ris,,g 7.75 
Area51 8.5 
Alan Anthologyl 8.5 
Bad<yard \\testfing 2: 
There Goes The Ne1gflhomood 5.75 

Sad Boys: Moam Tal<edown 5 
Bard's Tale. The 825 
Batman 8eg,ns 7.25 
Beatdov,,,: FISls of Vengeance 5 
81in, 2: Maste,s of Tome & Space 7 
8to<hefs r, Amls: Road to H. 30 8.5 
Call d Duty: F....,. Hour 8.5 
Chane and the Olocdate Foaoiy 45 
OlOCago EnfO<te 2 
Close Combo!: Frn to Fight 6 
Cold Fear 6.75 
Combat • Task Force 121 4 
urier. lNe and Reloaded 8 
Constantroe 6.5 
Crash 'n Bum 7 
Dai Semyaku VII: 

Modem Milita,y Taaics 8 
Dance Dance """""-1 l.l1bamo< 2 7.75 
Darl<wald, 8.5 
Deado,~Uftrnate 9 
Dead to Rights 2: Hel 10 Pay 5 
Destroy All Humans 8 
Doom3 9.25 

D,agon Bal Z: Sasas 5 
0,,,. to 51.Mve 7 
ESPN Cole&e Hoops 2K5 9 
FantasbC Four 6.5 
fatal Home II; Crirnson 
a.-ft;Oweda'sCut 9.25 

Flt',\ Street 6.5 
lightOub 5.5 
Ftilht Ntilht Round 2 9.25 
F1atOut 6.5 
foru Motooport 85 
Gl'5Recon 2 8 
Godz,iia. Sa,e the EMth 6 
GoldenEye Rogue Ager, 6.75 
Grand The~ tu,,: San - 975 
Gungnffon: Allied Strike 6 
Halo 2 10 
Halo 2: Muioplaye, Map Pod 9.25 
Hot 'Mleel St1n Trad °"1lor,ge 6.75 
lnaedobfe Hulk: 

UitJmate Destructioo. The 8.25 
lnaedobfes, The 6.5 
Iron Phoeoo 4 
Jade Emp,e 9.5 
.luoced 7.5 
Karaoke- 7.75 
King of Figh1ers: 
Miwmum I~ Man.ax 5.75 

LEGOStat" Wars 7.5 
temooy S<ldd's A 

Senes d Unf"""1ate Evem 6.25 
MacJagasca, 7 
MaddenNFl06 9 
~ League Baseball 2K5 8.5 
Mechassault 2; lone Wolf 9.25 
Medal d Honor. E"opean Assault 7.75 
Mefcenanes 7.5 
Me<a1Sfug4&5 8 
MidntBht Cub 3: DUB Edition 95 
MVP Sasebal 2005 8.5 
MX \'S. ATV Unleashed 8 
Myslr./R- 4.5 
NARC 4.5 
NSAStteetl/3 9 
NCM Football 06 8.5 
NCM Ma,ch Madness 2005 8.25 
Need lo, Speed: Undergnxr,d 2 8 
NFL Street 2 7.5 
NHL06 7 
NHL 2K6 8 
Obscure 6 
OclcMo<ld Sttange(s \\talh 9 
Outlaw Tennis 6.5 
OutRun 2 6.5 
Panah 85 
Phantom Dust 7 

Sep-05 
Dec-04 
Jan-05 
Mar-05 
F<l>-05 
Dec-04 
Dec-04 
Ap,-05 
Apf-05 
Dec-04 
Dec-04 
Jan-05 

Jul-05 
Moy-05 
Jan-05 

Jan-05 
Dec-04 
Dec-04 
Aug-05 
Sep-05 
Jan-05 

Moy-05 
Jan-05 
Sep-05 
MM-05 
May-05 
Moy-05 
Jun-05 
Aug-05 
Ap,-05 
Dec-04 

Mar-05 
Dec-04 
Sep-05 
Dec-04 
Jun-OS 
Jul-05 
Ap,-05 

Jun-05 
Moy-05 
Dec-04 
Sep-05 

Dec-04 
Ap,-05 
Jan-05 
Mar-05 
Aug-05 
Jun-OS 
Jan-05 
Dec-04 
Jan-05 
~ 
F<l>-05 
Dec-04 
Sep-05 
F<l>-05 

Sep-05 
Jan-05 
Jun-OS 

May-<l5 
Jul-05 

Dec-04 

Aug-05 
Moy-05 

Jan-05 
Aug-05 
Sep-05 
Mar-05 
Feb-05 
Jul-05 

F<l>-05 
Jun-OS 

Moy-05 
Mal-OS 
Ap,-05 
Jun-05 

Moy-05 
Mo,-05 
Aug-OS 
Dec-04 
Dec-04 
F<l>-05 
Sep-05 
Sep-Os 
Jun-05 
Fel>-05 
Sep-05 
Dec-04 
Jun-05 
Mar-05 

Pinbal Hall of Fame: 
The Gottieb ColecbOn 6.75 

Ployboy: The Mansoon 6.5 
P!edatoc Conaete Jungle 2.75 

Pmce" """"· -- 9.25 Protea- 8.25 
Ps)d,onauts 8.75 
P\nshe,, The 7.5 
Raze's Hel 6 
Red ...... : End d Honor HS 
Rody: Legends 6.5 
Scaler 45 
Saapfand 6.5 
Shark Tale 6.5 
Sod Meoe(s Pirates! 7.75 
5oNc Mega ColecbOn Plus 7.5 
Spileo«: 8attle Street 6.25 
Splinte, Gel: 0iaos 1'heoly 9. 75 
Spongebob Squa,epants: The Movie 6 
Sta<W...Ep,sodelll· 

Re,enge d the 5"h 
Sta< W... KAgllts d the 

Old R,pub1,c H: The Sith Lonls 
Star Wars: Repubic Commando 
SOI IJfe 
Stolen 
s...,., Mcnt.ey Bal Oelu,e 
Tak 2: The Staff do,...,,. 
Teenage Mutant Nllfil 

Tu,11,s 2: 8attle Nexus 
TomeSl,liae,s fut1xe ""'1e<1 
TooyHawl<,lrdep,nd2 
"f)Gea.- RPMT...-.g 
Tork:Prehostonc:PIJnk 
Tron 2.0 l<6!r App 

5.75 

9.25 
8.25 
5.5 
6.5 
8 

7.25 

6 
9 

975 
5 
6 
7 

F<l>-05 
Ap,-05 
Jun-05 
Jan-05 
Ap,-05 

Moy-05 
F<l>-05 
Jun-05 
Ap,-05 
Dec-04 
F<l>-05 
Ap,-05 
Dec-04 
Aug-05 
Dec-04 
Jun-OS 
Ap,-05 
Dec-04 

Jul-05 

F<l>-05 
MM-05 
Ap,-05 
Jun-05 
Ap,-05 

Noo-04 

Noo-04 
Ap,-05 -Ap,-05 
Mo,-05 
Jan-05 

r)":;= 1~ Re<oJe 6.75 Noo-04 
U..Bust.-

~~2· 

Urbz: Sims r, the City, The 
\letcong: Purple Haze 
\Wc,dWa, 
Vmnr,g EleYen 8 
Wom1S: fons Under Siege 
WWF.: \\testlemana21 
X-Men Legends 

NJ. d War · Owea AcDor1 
AnnoesdE,ogo 
Axis & Allies 
8attlefield2 
Call d Duty: United OffensNe 

ems Saw)<(s -Crorides d Riddidt. Escape From 
8'Adler Bay OMiope(s Cut 1he 

CodeMme: Panzers 
Codename: Panzers • Phase 2 
Combat • Task Rm, 12 I 
Doom3:Resum!alondEvi 
Ou,seonl.onls 
Emp,,eEanhll 
E.e,Quest II 
Evil Genous 
Freedom Rm, ,s. The llwd Reich 
Gland 1helt A<aQ: San Andreas 
Guiel w.,,. 
ltalf.t.,fe 2 

9.25 
7.75 

5 
6.5 

8.75 
5.75 
5.75 
9 

8.25 
8 

775 
9.25 
875 

7 

9.25 
7.75 

8 
4 
9 
4 

75 
8.5 
8.5 
8.25 
9.75 
8.75 
9,5 

tmmona1 Cities: <hld,en d the Nile 8 
Jon Ope,- Esc.olabon 8 

Lo,;.~ ':BS~ The 8.5 
Mao,c Onlno. The 7.5 
Medal of Honor. Paof~ AssauN 8.5 
Mystr./,ReYelation 8 
Nexus, The Jupoter lnadent 8.25 
"-iler. 8attle Ola d Hel 8 
Panah 8.5 
Ployboy: The Mansoon 6.5 
Polmcal Mad,w,e, The 7 
Rolle<CoasterTya,on3 8.75 
Rolle<CoasterTycoon3: Soal<ed 7 
Rome: Tolal W¥ 7.75 
Saapfand 6 
Sid Meier's Plfatesl 8.5 
Srns 2 Urwe!>ay, The 9 
Sp1inte, C.el: Oiaos Thep,y 9.75 
Sta, W...Galwes, 

Jumptol.rgt-.speed 8 
Stronghold 2 6.75 
SWAT 4 825 
Tr~ Sunose 7.25 
Tribes: \<engeance 8.5 
V-The 

Masquerade - 8loodfts 7.5 
Wamarm-e, 40,000: oav.., d w,, 9.25 
WIU of Steel 2.5 
Woo1d d Waro.it 9.5 

Dec-04 

_Ap,--05 
Dec-04 
Dec-04 
Noo-04 
Mar-05 
Ap,-05 
Jun-05 
Noo-04 

Ap,-05 
Dec-04 
Jan-05 
~ 
Noo-04 
Noo-04 

Jan-05 
Dec-04 
Sep-05 
Jun-05 
Jun-05 
Jul-05 

Moy-05 
Fel>-05 
Noo-04 
Ap,-05 

~ 
Dec-04 
Jan-05 
Jan-05 

Jan-05 
Jun-05 
Jan-05 

Noo-04 
Mal-05 
Jan-05 
Jun-05 
Ap,-05 
Noo-04 
Dec-04 
~ -Dec-04 
Jan-05 
Ap,-05 
Ap,-05 

Jan-05 
Jun-05 
May-OS 

Jul-05 
Dec-04 

GAMI BOY ADVArlCI 
Ad,anceC,urianHeroes 7 
Ba<'!(>Piloc 7 
lloklao2•Sol.w8oylllango 6.25 
Donkey Kong Cour<,y 2 8.5 
DynastyW'"'°"A<fvar<:e 7 

- Factt Unleashed 3 
FraF- l &lt°"""1dseds 9 
Ftt En-l>lern: The Saaed Sloo>es 9 
f.Zem:GPL,gend 6.5 
Grand 1helt""" A<fvar<:e 7.5 
It's M1 Pants 

~d~ 7.75 
1Clonoa 2. o.eam 
01anv- 8.25 

~,..!i,~Jhe 9.5 
Lo,d d the Rrcs: 

8 The 11wd l>f,e. The 
MeljaManSattleNetwotk 

7 TeamCDk,nd/TeamProcoman 
Me<al SlugA<fvar<:e 7 
Need to, Speed: Undergnxr,d 2 3.5 --- 7 -- 7.75 

- ~ om Thunder 3.5 
Roa18c;e.,,.A<fvar<:e 8 
RMera: The Promosed tand 8.25 
Sig,naSta<Safl' 8.5 
S...,.,Al"'fWI< 6 
Tron 2.0: l<6!r App 6.5 
lytheTasmarlanTtger2, 

BushRe<oJe 6 
Urbz: Srns 11 the Gty, The 15 
WandNateTv.\Sled 7.75 
WWF.Su,v,,o-Senes 7.5 
Yost. Topsy-T...,, 8 

NINTENDO OS 
Ad,anceW.WSCDualStnl<e 9.25 
AlanR,uoOass,cs 8 - 6 
r...i the Mag,t: 1'f/1X 8.5 
GoldenEye. Rogue Ager< 6.75 
KKby:CanvasCLrse 8.5 
Madden Nfl 2005 6.5 - 8 
Mr. Driller. Dnl Sps,IS 7 
-.y 8 
Nntendogs 8 
Pac'NRca 6 
Pac-I'll 7.75 
l'olrhnonoa,I, 5.5 - 8.25 
Rayman DS 6 
Rodge Race DS 7 
Sp,del-Man 2 6 
5f)n-. 6 
Sta<W...Ep,sodelll. 
.,_..dthe5"h • S...,., Mano64 DS 8.5 

T,ge,-PGATou, 4 
Urbz: Srns 11 the Gty, The 8 
W;,r,;J,N¥e 1ouched1 8.25 
Yost. Touch & Go 7.5 
ZooK"l)<r 7 

Ape Escape. On the Loos< 6.5 
AKherMacUl'sMerrury 6.75 
ATV Offload Fuy: Blaz,n' Trails 6.5 
Coded Amls 6.75 
~~ 

The Chaos Tower 8 
Death~ 7 
Dynasty- 6 
FlrA So«e< 8.25 

F1atOut 6.5 
Gmzl<y NHL 6 
Hot Shoti Go1: Open Tee 9 
lumroes 9 
Metal Gear Aod 8.25 
Midnight Cub 3: DUB E6oon 8 
Mt8 8 
MVP Baseball 7 
NSA 6.25 
NSA Street Showdown 7 
Need lo, Speed, Underground Rivals 8 
Nfl 5tteet 2: Unleashed 7 
Rercoiw•TheTowerd~ 5 
Rodge Race 7.5 
Sman Bomb 6 
Sp,del-Man 2 7.25 
T,ge,-PGATou, 8 
Tooy Hawk's UndeiJo<n! 2 ...,_ 9.25 
-.d Melal: Head-On 8.75 

u:-1~ the Blade 7.75 
W\peo<Jtl'tn 8.75 
Woo1d Tour 5ocx,e, 6.25 

Dec-04 
Jan-05 
Dec-04 
Jan-05 
Sep-05 
F<l>-05 
Jo,)-05 

Jul-05 
Noo-04 
Jan-05 
Jan-05 

Jan-05 

Mo,-05 

Fel>-05 

Fel>-05 

Aug-05 
Dec-04 
F<l>-05 
Ma\'-05 

Jul-05 
Dec-04 
Mo,-05 
Aug-05 
Aug-05 
Ap,-05 
Noo-04 

Dec-04 
Noo-04 
Moy-05 
Jan-05 

AIJlr-05 

Sep-05 
Moy-05 
AIJlr-05 
Jan-05 

AIJlr-05 
~ 
Jan-05 

Aug-05 
Jan-05 
Sep-Os 
Sep-05 
Sep-05 
Jun-05 

Mar-OS 
Jun-05 

Moy-05 
Jan-05 
Jan-05 
Jan-05 

Jul-05 
Jan-05 
F<l>-05 
F<l>-05 
Ap,-05 

Moy-05 
Ap,-05 

Jun-05 
Moy-05 
Jun-05 
AIJlr-05 

Moy-05 
Sep-05 
Moy-05 
Moy-05 

AIJlr-05 
Mar-OS 

Jul-05 
Moy-05 
Moy-05 
Aug-OS 
Jun-05 
Jul-05 

Moy-05 
Jul-05 

Moy-05 
Moy-05 
Jun-05 

Moy-05 
Jun-05 

Moy-05 
Moy-05 
Moy-05 
Mar-OS 

Moy-05 
Moy-05 
Moy-05 
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Attet1tiH All CIINters! 
Cheat codes, by their ve,y nature, are in 
many cases buggier than Virginia in August. 
So, unless you don't mind re-doing those 
70 hours you put into the latest game, do 
yourself a favor and back up your save 
before using any codes. 

On a lighter note, you can send your 
codes to seaetaccess@gameinformer.com 
for a chance to be featured here and ,,.,;n a 
ve,y speda/ prize! 

PLAYSTATION 2 
Shark Tale 
During gameplay, press Select to enter the 
controller display screen. Then press and 
hold L1 while you enter your code. Release 
L1 to receive a confirmation. 

Creatures Fly Off Saeen When 
Touched-O (x4), X ,O (x4) 
Invincibility- X,Q X, Left (x2), 0 RI, 
Down, 0 (x2) 
Replice Purls With Colns-Q X ,O 
(x3), X ,O (x2) 

·c, Droid" 
(location unknown - last seen making "hot 

oo/fee" outside Starbucks) 

When you start a new game, select the 
Cheat option, then swing your sword at the 
corresponding gems in the correct order lo 
unlock the cheat Make sure and enter the 
master code firsL or the others won't work. 

Master Code - Red, Blue, Yellow, Red, 
Blue, Yellow 
Al 11e11s Cest I Ci - Yellow (x3), Blue (x3), 
Red (x2), Yellow (x2), Red (x3), Blue (x3) 
CG Beach Movie - Blue (x2), Red, Yellow 
CG Nllplsllllia Desnyed Movie - Blue, 
Red, Yellow, Red (x2), Blue, Yellow (IQ) 
Game Ending Movie - Yellow (x3), Blue 
(x2), Yellow (x3), Red (x3), Blue (x2), Yellow 
lncrtBe 111111 Mlmi.i lly 20 - Yellow 
(x2), Red (x2), Blue (x2), Yellow, Red 

Maxed Out Blirantt Sword - Blue (x2), 
Yellow (x3), Red, Blue, Red (x3), Yelllow (x2) 
Mued Out lmrt 5-.1 - Blue (x3), 
Yellow (x2), Red, Blue, Red (x2), Yellow (x3) 
Ohla's Bikini - Blue (XS), Yellow (x3), Red, 
Blue, Yellow (x2), Red (x3) 
Opellills Allilae Movie~ PC Mode
Red, Blue, Red 
Start at Level 20 - Red, Blue (x2), Red 
(x2), Blue (x2) 
Start ill Lewi 40 - Red (x2), Blue, Red 
(x2), Blue (x2), Yellow 
Start at Level 60 - Red (x2), Blue (x2), 
Yellow (x2), Red (x2), Blue (x2), Yellow (x2) 

Archer Maclun's Mercury 
Access All Wor1ds and Levels - Al the 
main menu, select 2-l'layer mode and enter 
the the initials "hg?". Then quit to the main 
menu and select I ·Player mode. In the main 
wood selection screen hold L and R. and 
then press Select. 

www.uat.edu or 800.658.5744 

Available online or on-campus 
GAME DESIGN 
DIGITAL ANIMATION 

AR!IFICAL LIFE 
MULTIMEDIA 

WEB DESIGN 

VIDEO PRODUCTION 

NETWORK SECURllY 
sonwARE ENGINECRING 

TECHNOLOGY MANAGEMENT 
GAMf PROGRAMMING 



secret ace 



secret access 
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..... Where The Past Comes Ahve 

A 
s this console cycle draws to a close, 

developers are pulling off more ond more 

impressive feats of game design, pushing 

hardware to its limits and creating a flood of stag

gering games. With so many great games being 

released on the market sometimes just having a 

fantastic product simply isn't enough. One tactic 

companies are using to get their games noticed 

are collector's editions loaded with special features, 

and sometimes, complete bonus games. Often, 

these games are hidden and unlockable only after 

completing certain actions in the main game. Other 

times they are heavily touted as an incentive to 

buy the game. Either way, there has been a slew of 

bonus titles included in video games recently, usu

ally a classic iteration of the same series. Some of 

these games may be so well hidden you don't even 

know they're there. The following is a breakdown 

of games that include such bonuses and how to 

unlock many of them. By collecting these releases, 

you will be instantly creating a library of classic 

games, one that allows you to revisit video game 

history and trace its evolution. 
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Fighter's History: 
Bonus Titles in Fighting Games 

R 
ecent fighting games in particular have been gener
ous in their indusion of older versions of the series, 
perhaps to entice gamers back to a genre that 
isn't as popular as it once was. The most recent 

versions of Mortal Komba~ Dead or Alive, and Tekken have 
all included older games in the series as part of the total 
package. Tekken 5 is easily the most generous of them all, 
induding the arcade versions of the first three titles as well as 
the dassic Namco shooter Star Blade, which is playable dur
ing loading screens. No special tricks are needed to play the 

first three Tekken titles - they can simply be selected from 
the menu screen. Dead or Alive Ultimate features an online
enabled version of the original Japanese Dead or Alive, as 
well as a rebuilt version of Dead or Alive 2. Mortal Kombat: 
Deception features a port of the original title billed as •arcade 
perfect," but it is only induded as part of the Collectofs 
Edition, which is slightly higher priced than the standard 
release and only available on PS2 and Xbox. Mortal Kombat 
2 is induded as an unlockable bonus in the recently-released 
Mortal Kombat: Shaolin Monks. 



Familiar 
Franchises: 
Revisiting the Roots 

F 
ighting games aren't the only ones revisiting the his
tory of their franchises - many shooters and action 
games based on older series have included iterations. 
The Collecto(s Edition of Doom 3 for Xbox indudes 

Ultimate Doom and Doom 2, as well as some other nice 
bonus materials. 'Mth 11.vO complete bonus games 
and some interesting additional material, the Doom 3 
Collecto(s Editioo sports arguably the best bonuses of 
the recent crop of limited edition games. 

However, you don't have to shell out extra cash to 
get a tide with extra games induded. Return to Castle 
Wolfenstein: lides of War (also for Xbox) indudes a full 
version of the dassic Wolfenstein 3D, which is unlocked by 
completing the single-player campaign mode. Both lides of 
War and Doom 3 offer a great look at the evolution of first
person shooters. 

Other action games offer unlockable tides as well. 
The PlayStation 2 and GameCube versions of Prince of 
Persia: The Sands of lime both feature the original game, 
which can be unlocked when you receive a new sword 
about a third of the way through the game. Use it to break a 
nearby wall and the Prince will say, "It's said they built this pal
ace on the ruins of another .. '.' Once you cross the next room, 
you will find a rotatable switch. Directly behind this switch is a 
breakable wall. If you hit it three times, you will find another 
room and you will receive a message informing you that Prince 
of Persia is now unlocked. 

The Xbox version is a little different - it features both Prince 
of Persia and Prince of Persia 2. By completing the trick 
above, you will unlock Prince of Persia 2. The original game is 
unlocked simply by completing Sands of lime. 

Unlocking Pitfall and Pitfall 11: The Lost Caverns in Pitfall: The 
Lost Expedition isn't quite as complicated. A separate code 
unlocks each game, and it is a different code for each of the 
three versions. All of these oodes are readily available online for 
those who wish to experience these dassic Atari games, which 
are easily the highlight of this otherwise forgettable release. 
Another less-than-stellar title with a decent unlockable game 
is Teenage Mutant Ninja Turtles: Battle Nexus, which features 
a port of the Teenage Mutant Ninja Turtles arcade game. The 
game is unlocked by finding an artifact in a crate at the start of 
level 9-1. Show it to April, and the arcade game will be avail
able in the Options menu. 

A far better ninja game also has a nice treat to offer. The 
Xbox's Ninja Gaiden rewards players with the three NES Ninja 
Gaiden games for those who are devoted enough to earn 
them. 'Mth its notoriously hard difficulty, it's not surprising Ninja 
Gaiden's bonuses are fairly taxing to unlock. The first game 
can be unlocked by collecting SO Golden Scarabs and trading 
them in at Muramasa's shop (which is harder than it sounds). 
To unlock the seoond game, you must have the first tide in 
your inventory, and shoot the dock face of the tower with an 
arrow in Chapter 4 or later. Stand on the platform above the 

door that leads to Han's Bar to hit it A treasure 
chest containing Ninja Gaiden II will appear on 
the roof of the building containing the tower. 

The third game can be found on top of the 
pillar that once held a Golden Scarab at the 
Peristyle Passage in the Aquaduct, but only 
if you have the seoond title in your inven-

tory. The three games can be played 
in the arcade machine in Han's Bar 
or selected from the menu screen. 
The new re-release of the game, 
Ninja Gaiden Black, features the 
original Ninja Gaiden arcade 
game as well as the three NES 
titles. The arcade game, however, 
can simply be selected from the 
menu screen. 

Wolfensteln 3-D 

Prince of Persia 

(COnllooed on page 164) 



classic gi feature (C-Ontlnued from page 163) 

The Glory Days: 
Nintendo's Nostalgia 

A 
lthough the Xbox has seen a lot of bonus games 
in its titles, Nintendo is the one of the companies 
most focused on preserving its past Not only has 
Nintendo released many dassic games for the Game 

Boy Advance, but it has also induded many old favontes m its 
other games. Animal Crossing is perhaps the best example. The 
title features several 8-bit Nintendo games that can be found 
or purchased in the game 1nduding Balloon Figh¼ Ou Ou Land, 
and Excitebike. Many more games can be unlocked by connecting 
a GBA to the GameCube, and even more can be unlocked w,th the 
e-Reader peripheral. Strll more can be unlocked w,th the Action Replay 
code device, induding classics like The Legend of Zelda and Super Mano 
Bros. Detailing how to find all the hidden games in Animal Crossing would 
take far more space than is available here, but many fine guides can be 
found online. 

Animal Crossing isn't the only game that uses GC/GBA connectivity as a 
means of unlocking dassic games. Gamers can enjoy the original Metroid by 

beating Metroid Fusion on the GBA, then connecting to a GameCube with 
Metroid Prime in it. The onginal Metroid should then be available to play on 
the GameCube. 

• Geometry Wars StarW.rs 
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The Best of the Rest: 
More Hidden Treasures 

A 
few other GameCube titles house unlockable games that aren't 
directly part of the same franchise. Star Wars: Rebel Strike Rogue 
Squadron Ill features two games tha¼ while Star Wars titles, go back 
to days long before the Rogue Squadron series. The original Star 

Wars and Empire Strikes Back arcade games can both be unlocked with 
codes ("R T J P F C ! G - T I M E W A R P" for Star Wars and 'I H ! F ? H 

XS - K O O L S T U F" for Empire Strikes Back). While these games aren't 
technically part of the same series as the Rogue Squadron games, they do 
present a nice look al how Star Wars flight simulators 
have evolved over the years. 

The bonus title in the GameCube version of Fight 
Night Round 2 is related by theme only. Perhaps to 
make up for its lack of online play, the GameCube 
version of Round 2 is the only one to feature a bonus 
game, and it's a good one - Super Punch-Out!! This 
dassic SNES boxing game can be selected from 
the main menu and its star, Little Mac, can even be 
unlocked to use in Round 2's Career Mode. 

Finally, you will occasionally find a title with a com
pletely original bonus game, such as Project Gotham 
Racing 2 for the Xbox. In the garage, there is an arcade 
machine that houses a fun little game called Geometry Wars. While not 
a real dassic game, it has a very old school feel and is quite addictive. 
Basically an updated version of Asteroids, Geometry Wars may not be an old 
favorite, but it's still a very decent bonus game that's well worth playing. 

There are definitely more classic games 
hidden away in other recent releases, 
and many other older games will cer
tainly be induded in future entries of 
long-running franchises. This is by no 
means a complete list, just a primer to 
get you looking for the hidden collection 
of games that you may not realize you 
own. Not only do these let you revisit the 
history of a particular franchise, they give 
you more entertainment value for your 
money. Enjoy! ■ ■ ■ 
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VIDEO GAME TRIVIA 
Every console generation seems to add another poster boy to the industry's 

stable of iconic characters, from Mario and Sonic to Crash Bandicoot and Master 

Chief. With the next generation within reach, answer these questions to see 

which new face will represent your gaming experience in the years to come. 

1 According to Ryu's victory 
taunt in Street Fighter II Turbo. 
who must you defeat to stand 
a chance? 

A. Akuma 
B. Sheng Long 
C. Wang Chung 
D. Shih Tzu 

3 In this shot from the 1989 
favorite A Boy and His Blob, 
what flavor of jellybean has the 
blob been fed to transform it 
into a ladder? 

A. Licorice 
B. Tangerine 
C. Rootbeer 
D. Vanilla 

4 Nothing says Ml have prob
lems• better than blood-spat
tered surgical attire. Speaking 
of which, what is the name of 
the creepy doctor that studies 
Torque in The Suffering? 

A. Dr. Feelgood 
B. Dr. Artemis 
C. Dr. Payne 
D. Dr. Killjoy 

5 Which of the following Aeons 
does NOT make a reappearance 
in Square Enix's girlfest Final 
Fantasy X•2? 

A. Yojimbo 
B. Magus Sisters 
C. Anima 
D. They all return in a rip-roaring 

Aeon hootenanny 

6 Believe it or not. sometimes 
Hollywood makes mistakes. 
One of these actors' careers 
isn't marred by a horrific video 
game-based movie. Who is it? 

A. Dennis Hopper 
B. Raul Julia 
C. Steven Seagal 
D. Christopher Lambert 

7 If you're looking for aggres
sive aquatic life with pointy 
tusks, Riven is the place for 
you. This is a shot of which 
of the Myst sequel's fictional 
beasts? 

A. Sunner 
B. Wahrk 
C. Snipe 
D. Land Shark 

8 Name the company that was 
a subsidiary of Konami in the 
•sos and '90s, bringing us clas
sics like Metal Gear, Skate or 
Die, and Teenage Mutant Ninja 
Turtles. 

A. Ultra Games 
B. Data East 
C. Taito 
D. Psygnosis 

9 Not counting the d-pad or 
analog stick, how many buttons 
are on the N64 controller? 

A. 9 
B. 10 
C. 11 
D. Like, a jillion 

10 Which of these totally sweet 
robots starred in a game that 
scored a 3.5 in May 2003, dis
obeying the prime directive 
MDon't suck really bad:' 

A. Gigantor 
B. The Iron Giant 
C. Megatron 
D. Robocop 
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BREAKDOWN 
100¾ of Game lnforme(s readers should buy Psychonauts. 
Seriously. 

8", of the Adams in our office are cool. 

10% of software engineers are female. The other 90 percent 
want to date them. 

17 .5¾ of consumers don't download mobile phone games 
simply because they just don't understand what to do, according 
to a recent survey. 

42'/, The amount of time we were wearing pants while writing 
this issue. 

* Trivia Score & Rank * 

0-1: 
Poinclex1er Nerclstrom 

4-5: 
Professor Ru ~ 

8-9: 
EAMan 

2-3: 
Maestro Chieftain 

6-7: 
lheWUmpus 

10: 
~ 

Vidff Game Trivia Answen: 1. 8 2. 8 3. A4. D 5. 0 6. C7.B a A. 9. 8 10. 0 



lf'S NOT ABOUT MAKING THE TEAM. 
IT'S ABOUT MAKING THE TEAM STRONGER. 






