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From the series that reinvented historical real-time strategy 
comes an evolution of epic proportions - a powerfu1 new 
interface puts you in control as never before. Relive the 
complete span of human history as you lead your civilization 
through 12,000 years of conquest. 
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Unprecedented Control 
Real-time Picture-in-Picture creates 

a whole new level of command. 
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=== STAFF . :.J::.: • • • People Who Actually Get Paid To Play Video Games 

PSP REDEFINED 
HANDHELD GAMING 

It's been a long grind this last month, as we 
spent most of our time knee deep in PSP 
games. In fact, we have over seven pages of 
reviews to give you the ins and outs of the 
launch titles. But if you are anything like me, 
you already know you love Sony's sexy little 
machine. 

The Nintendo OS is certainly a crafty little 
piece of hardware, but Nintendo could learn 
a thing or two from Sony in how to launch a 
system. Tons of great games - some old, some 
new - that cross all genres and showcase what 
the system is capable of doing. 

While I was excited to hear that Nintendo 
finally announced that it would have Wi-Fi 
online gaming with the OS, trickling out the 
information is not the way to go about doing 
things, especially when Sony is already out 
there doing it. 

Regardless of how enamored I am with the 
PSP personally, eventually the consumer will 
determine which handheld comes out on top. 
Rumors have surfaced lately that Nintendo may 
make the choice even more difficult by intro
ducing a high-tech follow-up to the Game Boy 
at the Electronic Entertainment Expo in May. 

However it plays out, I am certain of one 
thing: The PSP has changed the way we view 
handheld entertainment. The bar has been 
raised. The days of handhelds sporting graphics 
ten years behind the current console genera
tion are long gone. Gamers are more sophisti
cated and we now can expect the same kind of 
innovation in our handheld devices as we find 
in our home entertainment. 

Enjoy the issue, and make sure to check out 
our killer contest on page 129 where you get a 
chance to win a custom Midnight Club 3: DUB 
Edition motorcycle from Aprilia. 

Cheers, 

Andy>> andy@gameinformer.com 
Handle: The Game Hombre Expertise: RPGs, Action/Platform, 
Driving, First-Person Shooters Interests: Game Developers 
Conference, My PSP, The NFL Draft Dislikes: Fingerprints On My 
PSP, The T-Wolves' Disastrous Season Current Favorite Games: 
Tony Hawk's Underground 2 Remix, Need For Speed: Underground 
Rivals, God Of War, World Of Warcraft, The Incredible Hulk: Ultimate 
Destruction 
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Reiner>> reiner@gameintormer.com 
Handle: The Raging Gamer Expertise: RPGs, Fighting, Action/Platform, Strategy, 
Sports Interests: My PSP (Never Will We Par\), Star Wars Episode Ill: Revenge Of The 
Sith (Further Proof That Good Is Dumb), Sin Cjfy, Cherry Vanilla Dr. Pepper Dislikes: 
Spending Over Three Hundred Dollars In One Day On Star Wars Toys, Spending Over 
Three Hundred Dollars In One Day On PSP Games, Not Being Able To Afford My House 
Payments Current Favorite Games: Lumines, Jade Empire, Midnight Club 3: DUB 
Edition, X-Men Legends II: Rise Of Apocalypse, TimeSplitters Future Perfect, God Of War 

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

.... -..-. Adventure, Action/Sports Interests: I Heart Huckabees, Matt Sweeney And Bonnie 
Prince Billy-Super,,,o/f, The A Frames, PSP, Philip Roth (Best. . .Writer. .. Ever), New York 
Dislikes: Paris Hilton, Gas Prices (The '70s Ive Back!), Air Travel, Los Angeles Current 
Favorite Games: God Of War, Psychonauts, Midnight Club 3: DUB Edition 

Kato>> kato@gameintormer.com 
Handle: The Game Katana Expertise: Sports, Racing, Action/Adventure, Action/ 
Platform Interests: Naturolfy By Sharon Jones And The Dap-Kings, Some Cities By 
Doves, The Minnesota Connection, Owl & The Pussycat By Lois Maffeo, PSP, Smoot 
Smack Dislikes: TV Shows About Lawyers, Mysteries, Cops, Doctors, Spies, Families, Or 
Reality, People Dissing Reviews Before They've Played The Game, The Upcoming Tucan 
Invasion Current Favorite Games: Madden NFL 2006, Jade Empire, Psychonauts, 
Need For Speed: Underground Rivals 

Lisa >> lisa@oameinformer.com 
Handle: La Game Nikita Expertise: Survival Horror, Adventure, RPGs, Action/Platform, 
Racing Interests: My PSP, Earl Grey Cupcakes, Nousicali, Episode Ill Trailers, Sin City, 
Awesome Typos Like 'Wonton Brutality," Invader Zim Toys Dislikes: New "Cheesier" 
Doritos Not Being Cheesier (I Want More From My Chips!), Running Out Of Thin Mints, 
The National Adoption Of St. Patrick's Day (Let Us Irish Have Our Day!) Current Favorite 
Games: God Of War, Jade Empire, Need For Speed Underground Rivals, Splinter Cell: 
Chaos Theory, Lumines 

Jerem >> ·erem @ amelnformer.com 
Handle: Gamezilla Expertise: First-Person Shooters, Survival Horror, Action/Platform, 
Fighting, Strategy/RPGs Interests: London, 'Toe Next Level" By 857, The PSP And Its 
High Levels Of Awesomeness, Sin Ci)y, The Books Of Douglas Preston And Lincoln Child, 
Movie Night Dislikes: Long Lines At Torture Museums, Jet Lag, Mysterious British 'Mear 
Pies, Revenge Of The Sith (Well, Not Really, But I Like Picking Fights With My Fellow 
Nerds) Current Favorite Games: George A Romero Presents Gty Of The Dead, Fight 

~ Night Round 2, Darkstalkers Chronicle: The Chaos Tower, Lumines, God Of War 

Adam>> adam@oameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, First-Person Shooters, Fighting 
Interests: Hockey Chants, Nanaca-Crash!, Long-Awaited Patches, Al Franken, Finding 
New Authors To Enjoy, Weekend WoW Power Sessions, Smoot Smack Dislikes: car 
Trouble, NCAA Men's Basketball, The Twins' Shortstop Situation, Disintegrating Shoes, 
KOTOR II Crashing Every 30 Minutes On My PC, Pants Current Favorite Games: World 
Of Warcraft, SWAT 4, Call Of Duty: Big Red One, Alien Hominid 

Joe >> joe@gameinformer.com 
Handle: The Real American Gamer Expertise: RPGs, Adventure, Strategy, Platform, Puule 
Interests: Sabotaging Weddings, GhosJ In The Shell· Stand Alone Complex, Dialoguing 
Hardbodies, Au Gratin Potatoes (That's A Quality Side!), Sin City Dislikes: Waiting For The 
Sith To Get Revenge, Awesome Special Features (The lnaedibles Strikes Again), PSP RPGs 
MIA Current Favorite Games: God Of War, Metal Gear Acid, Black & White 2, Jade 
Empire, Shadow Of The Colossus, Lumines 

Miller >> miller@oameintormer.com 
Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fighting, 
Platform, First-Person Shooters Interests: The PSP In All Its Resplendent Glory, The New 
'Clone Wars" Season, Watching Kato's Measured Skepticism Battle His Star Wars Fandom, 
Two Floor Homes Dislikes: Uninformed Online Forum Posting In All Its Forms, US 
Weekfy, How It Gets Harder Each Month To Find Good TV, Spyware Current Favorite 
Games: Psychonauts, Lumines, Gran Turismo 4, Resident Evil 4, World of Warcraft. 
Technic Bea~ Jade Empire, Wipeout Pure 
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GAMING 
MUSIC 
MOVIES 
MESSAGING 
GPS 
CAMERA 

I CAN DO ANYTHING 
MWW.GIZMONDO.COM 

400MHz Processor 
128 Bit 3D Graphics Accelerator 
3D Games Capability 
Bluetooth 2 (Multiplayer Gaming) 
Windows Media Player 9 
Mpeg 4 Playback 
MP3 Playback 
Stereo Headset Socket 
GPRS Class 10 
Tri-Band GSM 
Removable SIM card 
WAP 2.0 
SMS/MMS Send and Receive 
Polyphonic Ringtones 
Vibrate Mode 
Jpeg Camera 
320x240 Pixel TFT Screen 
SD Card/MMC card 
Mini USB Port 
SiRF GPS 
GPS Tracking Application 
Satellite Navigation 
Flight Mode 
Removable Battery 
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mountain Dew Baja Blast; only at Taco Bell •. 

made exclusively for Taco Bell. to go with the 
spicy, crunchy, melty, grilled and marinated food you crave. 

THINK
OUTSID& TACO 

TH£ BUN BELi, 
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• : .: The Readers Strike Back 

PSYCHO SEMANTIC 
I was reading issue 144 and noticed something not 
righl In the Classic GI entitled "A Link to Link's Past," 
you said that the ocarina first 
appeared in the Game Boy 
game Link's Awakening. Wrong! 
It actually first appears in A Link 
to the Past on SNES - you'd 
use it to call the bird to move 
around the map faster. 

Jeff Watson 
via mail.com 

■ Hold on - just give us a 
second to fasten our nerd
hats. [squish] There we go. 
Now, about the ocarina: 

...:.:. ... 

first poor merchant who tries to send you on a fetch 
quest. Let's see you deliver your Lingonberries now, 
chump! 

"YOU'RE GONNA 
DIE, CLOWN!" 
I've been wondering why no 
one has developed a mini-golf 
game. Putt-putt is way more 
fun than regular golf, but pub
lishers just keep churning out 
yearly versions of the same 
boring stuff. Will we ever see a 
title that captures the unique 
mini-golf style? 

asinine review (if you can even call it that) of Xenosaga 
Episode II. Your commentary was devoid of any meril The 
battle system requires you to optimize each character's 
skills, the voice acting is a necessary improvement, and 
what you call a ' repeated dungeon" was far more cre-
ative - one iteration took place in the summer, the other in 
the winter. While I'm writing this fury-induced letter, I may 
as well say this: Jin Uzuki is awesome. Long hair, a calm 
demeanor, and to top it all off - he wields a swordl Namco 
pretty much summed up everything I like about effeminate 
male characters with him. 

Megan Beck 
via snail mail 

Tracing the evolution of 
wind instruments in the 
Zelda franchise can get a bit 
tricky. In the original NES 
entry, there was the whistle. 
In Zelda II, it was called the 
flute. Now, both of these 
items looked like those 
recorders they made you 
play in fourth grade, but 

_...,.., .... - ........... • ...... ,.. - ........... '-llf 

,~-----;~~~-~ 

Will Brann 
via hotmail.com 

■ We can understand your affection for the fictional 
Mr. Uzuki, but you might be taking this a little too 
personally. All we did is give his game a decent 
score; it isn't like we went to your brother's school 
play and booed him off the stage (unless your 
brother was in the Duluth Elementary production of 
• erigadoon:' If so, Reiner sincerely apologizes). Plus, 
you should really ask yourself whether Jin is worth 
such steadfast loyalty. Heck. on the last episode of 
MEffeminate Male Challenge: Swords and Long Hair 
Editiont he didn't even place in the top five. After 
getting schooled by characters like Sephiroth and 
Vampire Hunter D, the only person ranked lower 

"'9" - -

that changed in A Link to 
the Past. You are correct in saying the game had an 
item that would summon a feathered friend; how
ever, despite looking like an ocarina and sounding 
like an ocarina, it was actually referred to as a flute 
in-game. Link's Awakening on Game Boy marked 
the first time the ocarina appeared both in form 
and in name. 

THE WUSSIE'S PLIGHT 
I think I have a problem. Whenever games involve a choice 
between light and dark, I can never take the evil path. 
If I'm playing Knights of the Old Republic, I just can't let 
some kids pick on a poor, defenseless alien. If I'm play
ing an FPS, my fingers absolutely refuse to pull the trigger 
when the retide is green. In RPGs, my party often consists 
of the most useless characters so they don't feel left oul 
Can anyone relate to this? 

Micah Coleman Campbell 
via email 

■ A-, aren't ethics just precious? Don't worry, 
you aren't alone in your sympathetic tendencies; 
some gamers simply aren't interested in exploring 
content that involves needless brutality or cruelty. 
In fact, there are several people in the GI offices 
who still cannot bring themselves to play a Dark 
Side character in KOTOR. It appears that the recent 
emphasis certain titles have placed on the player's 
choice between good and evil has split the gaming 
populace neatly into two factions. Some, like you, 
embrace the decision to remain heroic, and through 
rejecting the darker temptations become even 
nobler. Then there is the other group, which basi
cally just makes fun of those wieners while slaugh
tering townspeople. From a design standpoint. the 
reason developers provide these multiple paths is 
so that gamers can tailor the gameplay experience 
to their personal tastes. If you don't want to bathe 
in the blood of the feeble and helpless, you don't 
have to. On the other hand, if you're having a rough 
day, there's nothing quite as satisfying as killing the 

::.1 - - ~--- ---

■ Will, you win this month's 
MHey, somebody listen to 
this guy!H award. We had a 
great time back in the day 
with Kirby's Dream Course 
and EA's long-forgotten Zany 
Golf. Plus, considering niche 
hobby titles out there such 
as American Chopper and 

World Championship Poker, we agree that this clas
sic vacation pasttime and rite-of-passage deserves a 
decent digital treatment this generation. Hot Shots 
Golf Fore did include a mini-golf mode, and Mario 
Golf has long tried to capture the lighter side of the 
sport. but we have yet to see a title dedicated to the 
total putt-putt experience - complete with windmills, 
dinosaurs, and other animatronic hazards. It's possi
ble that developers are just taking time to hone their 
methods, lest we end up with a disappointing and 
joyless mockery of this venerable psuedo-sport. like 
Gould City's Michihistrigan (the history of Michigan as 
told through 18 holes of mini-golf). 

XENOPHILE 
The reviews in your magazine sometimes tick me off, but 
this sets a new record. I am referring, of course, to your 

than Jin was Raiden from Metal Gear Solid 2. A 
laughable showing, indeed. Oh, and for the record, 
we only watch "Effeminate Male Challenge" because 
it comes on right after MThe Dukes of Hazzard:' 

INTERNET, EH? 
Why, in this age of great online play, are we unable to 
explore the Internet on the consoles? I remember the time 
when you could surf the web on the Sega Saturn and 
Dreamcast in addition to playing online games. Why did 
video game console companies quit doing this? Will this 
feature return in upcoming consoles? 

Jesus Martinez 
via excite.com 

■ There was a period in the '90s when the general 
perception of the internet was as a multi-tentacled, 
insidious, inaccessible creature. While computers 

■ Given our fondness for both zombies and eating. no one would 
like to see this happen more than us. Unfortunately, you'd have a 
better chance of spotting a unicycle at the No-Unicycles Jamboroo 
than seeing a new version of ZAMN. LucasArts (who developed the 
title, though Konami published it) seems to have tumed its back on 
the zany, tongue-in-cheek humor that set its games apart a decade 
ago. List year's cancellation of the new Sam & Mu: Freelance Police 
would appear to be the final nail in the quirky coffin. However, if 
you're looking for another game that takes a similar '50s B-movie 
approach to gaming. keep an eye on THQ's upcoming Destroy All 
Humans. It doesn't have brain-eating or shuffling corpses, but it 
does have telekinesis and anal probe jokes. Oassy. 

(Continued on page 17) 

Send your comments lo Game Informer. Snail Mail: Game Informer Magazine • Attn: Dear GI • 724 North First St., 4th Floor • Minneapolis, MN 55401 Email: deargi@gameinformer.com 
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Violence 
Drug Reference 

T W ISTED METAL : H E A D O N '" 

Sweet Tooth and company are back, so take cover 
and get behind the wheel of one of 14 fully armed 
vehicles. Upgrade your weapons, battle across 
deadly arenas, discover bonus levels and go head 
to head with wireless connectivity for up to 6 
players. With Twisted Metal: Head On•~ a path of 
destruction follows you wherever you go. 



(Continued l10m page 14) 

were the most effective way to tame the beast, 
many were reluctant to pay for such expensive 
machines. The solution was to web-enable certain 
cheaper and more welcoming home fixtures, like 
game consoles and televisions (the ill-fated WebTV 
was another product of this mindset). This was a 
valiant effort. but customers soon found that con
ventional TVs weren't (and for the most part. still 
aren't) designed for the resolution needed to prop
erly display the text of webpages, which led to a lot 
of squinting and some awkward work-arounds. Plus, 
once computers became more widespread and peo
ple realized the Internet was just a big teddy bear, 
these simplified approaches to the web fizzled ouL 
So, though we can't definitively say what the distant 
future will hold for console capabilities, it's probably 
best that companies aren't asking themselves HHow 
can we be more like the Saturn and Dreamcast?" 

SIMPLY PERPLEXING 
The name "Game Boy Advance SP" normally brings smiles 
to gamers' faces. Not mine. Even though I enjoy the hours 
I spend playing GBA games, I lay awake at night as I tire
lessly try to figure out what the "SP" stands for. Please 
enlighten me so I can sleep peacefully again. 

Seth Bowers 
Virginia Beach, Va 

■ Your days of fabricating contrived meanings are 
over! No longer do you need to bum the midnight 
oil mulling over the significance of • soiled Pastry
and #Sneaky Pantaloons.# Surprisingly, the mysteri
ous letter designation doesn't even break down 
into two separate words; it stands for uSpecial:' Go 
forth with this new knowledge and sleep in peace. 
Even knowing the true meaning. we still like to 
imagine more colorful epithets for the handheld. 
For instance, we've convinced ourselves SP also 
stands for "Substandard Pillow:' Have you ever 
tried falling asleep on a GBA during a long flight? 
Uncomfortable. 

HOLIDAY SNEER 
Michael Pachter, the research analyst in your "Christmas 
Clash" article in issue 143, is the most outrageous analyst 
I've ever seen. Pachter is clearly a PS2 fan who uses his 
profession as a way to get a cheap bash against Microsoft. 
VVhether or not a company makes money off a system isn't 
the point. The object of the hardware game is simply to get 
as many consoles into as many homes as possible. That 
way, more profits can be made from the sale of games. 
That's the true indication of success. 

Tim Lewis 
via gmail.com 

■ Despite what is undoubtedly an appealing theory 
for Xbox fanatics, Sony fanboys are not covertly 
infiltrating the nation's top financial analysis firms. 
As a research analyst. one's job is to examine and 
interpret concrete data, and while a certain level 
of personal bias plays a role, it is difficult to make 
claims that the numbers don't support. So, when 
Pachter claims that Sony is still ahead (at least for 
this generation), he does so with the support of 
an array of statistics, not unswerving devotion to 
a single company. As you acknowledge, Tim, the 
main goal is to get as many users buying software 
as possible, and while Xbox did outsell the PS2 over 
the holidays, it doesn't change the fad that Sony 
still has an installed user base several times larger 
than Microsoft's. That's not a malicious bash against 
Xbox - it's a facL 

Enter the Game lnfonner 
Envelope Art Contest All you 
need to do is draw, pain, 
saatch, spi, or caive the best 
darn envelope an you can 
think of and send it to us. 
Please include your name, 
phone number, and return 
address on the bad of the 
envelope. tt you're the monthly 
winner, we'll feature your work 
in GI and you'll receive a video 
game prize fronn the Game 
lnfonner vault 

Send to: 
Game lnfomner 
Envelope Art Contest 
724 1st St N., 4th Floor 
Mpls, MN 55401 

CiUS SMITH Ill CHARLES ATKINS 
Despite all of the annor and flame 
jets, she just wants to be loved 

The Prince crashes E3, with hilarious results 

ALFONSO ELIAS 
This would be a perfect Guy Ritchie movie. We hope 
Madonna's in it; we loved Swept Away! 

ALEX MERCHANT 
Nice jammies, dork 

STEVE NYTKAS 
"In all my life I 
shall see /naught 
finer than than 
a daisy/stained 
with blood from 
(QC." 

► 

\ 
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' ' o n my business card, I am a cor• 
porate presidenl In my mind, 
I am a game developer. But in 

my heart, I am a gamer.• Nintendo presi• 
dent Satoru Iwata may have been speaking 
at the Game Developer's Conference, but 
he spoke to game creators and players 
alike during his keynote speech, talking 
about the direction the company was going 
in - induding details on the Revolution, its 
next·gen console. 

Iwata started out by chronicling his pas· 
sage through the industry, from being one 
of the founding members of Kirby devel· 
oper HAL (" ... when I told my father this, 
you can imagine, it was not the happiest 
moment in the history of my family") to 
taking over for the iconic former Nintendo 
president Hiroshi Yamauchi. He also wowed 
the crowd with footage of the new Legend 
of Zelda game for the GameCube (tum to 
page 76 for more) and set the stage for the 
coming of the Revolution. Iwata reaffirmed 
the company's direction, which seeks to 
create a balance between capturing casual 
gamers and maintaining its hardcore audi
ence. "Core gamers have a huge appetite 
for challenge and casual gamers want 
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less difficulty," he explained. "At Nintendo, 
we believe it is our responsibility to make 
games for all skill levels. And that includes 
people who are not playing our games 
now. [But] if we were not interested in core 
gamers, GameCube would not be home 
to the first big hit of 2005 here in America, 
Capcom's Resident Evil 4. It's a sign that 
not only do we care about core gamers, but 
core gamers care about Nintendo.• 

In an attempt to please both crowds, 
Iwata announced that both the Nintendo 
OS and The Revolution (which executive 
vice president of sales and marketin& 
Reggie Fils•Aime told us would not come 
out in 2005) would aggressively utilize 
Wi·Fi. Iwata stressed that wireless play 
would occur without having to use security 
protocols and would be free, although he 
did not offer any specifics. Without the 
need for security keys, can you only play 
your Nintendo OS in unsecured, open hot 
spots such as coffee shops? Is Nintendo 
creating a back end to give gamers a lobby 
and a way to hook up with other players? 
Despite these moves in Wi·Fi, it is doubtful 
that Nintendo is building its own dedicated 
worldwide network. 

After demonstrating wireless play with 
Mario Kart, Nintendogs, and Electroplankton 
for the OS and mentioning that a new Wi· 
Fi-enabled Animal Crossing is coming for 
the system, Iwata shed some more light 
on the Revolution. IBM is creating the core 
processor, which is codenamed Broadway 
("because Broadway is the capital of live 
entertainment,' explained Iwata), and ATI 
is designing the graphics chipset named 
Hollywood. Development has already 
begun on Revolution games, although Iwata 
didn't elaborate on its touch screen con· 
troller (see last issue, page 22 for more). 
Still, he was confident that third·parties 
would find developing for the system to be 
easy. "Even though the game experience 
enjoyed by players will be far different on 
Revolution, developing for it will be familiar. 
It will not require a steep new learning 
curve. In this way, just like Nintendo OS, 
it's a place where the best ideas - not the 

biggest budgets - will win." Finally, Iwata 
announced that the system will be back· 
wards compatible with GameCube software. 

In an interview with Game Informer 
Online, Reggie Fils·Aime confirmed 
Nintendo's focus on strengthening its rela• 
tionships, whether that was with developers 
or with third•party publishers. We're push• 
ing the envelope with all of our conversa• 
tions with third parties. We did that with the 
OS and we're doing that with Revolution.· 
Fils·Aime also acknowledged that the com• 
pany's virtually non-existent online presence 
with the GameCube wouldn't hamper 
Nintendo's efforts with Wi·Fi. "What I think 
is driving this is the recognition that we've 
always been about having a sense of com· 
munity and we didn't deliver that with the 
GameCube. And I think there's an acknowl· 
edgement that that was a mistake~ 
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MICROSOFT TALKS 
INTERVIEW: J. ALLARD 

Came Informer Magazine sat down with Microsoft 
corporate vice president J. Allard to discuss Xbox 
360. 

Are you nickel and diming people with micro
transactions? NEXT XBOX ..,.,..,..,,...._...,._,-_....,__-, There are going to be all sorts of different 

FIRST OFFICIAL DETAILS SPILLED 

R umors about Microsoft's next-gen system, Xbox 360, 
(which is the official name as of press time) have been 
flying around for months, but at the Game Developer's 

Conference (GDC) in San Francisco, J. Allard, corporate vice 
president, set the record straight on the platform - at least 
some of it. Allard did not elaborate any of the console's 
rumored specs other than mentioning it would "deliver over 
a teraf\op of targeted computing performance.' He did, how
ever, go into some detail for the attending developers about 
Microsoft's expanded online gaming focus and what Allard 
dubbed the 'HD Era." 

Microsoft is pushing developers to include a host of 
features across all the titles to appear on Xbox 360 includ
ing high-definition (HD) resolution ( 480p, 720p, l080i), 
digital surround sound, and 16:9 widescreen dimensions. 
Of course, to view any of these Xbox 360 games in high-def 
resolution for Microsoft's self-proclaimed HD Era, you'd first 
need an HDTV. Besides that, if reports that the Xbox 360 
will contain a DVD-9 optical drive are true, the system won't 
support the next generation of high-def retail movies set to 
hit the marketplace within the next five years. Whether or 
not these HD Era features are absolutely mandatory is not 
known, but Microsoft certainly is providing companies with 
uniform tools (such as XNA Studio) to implement them with
out extraordinary effort. Allard also alluded to the system's 
use of wireless controllers. "We're going to get rid of the 
wires:' 

Apart from the visual quality of titles in high-definition, 
Allard characterizes the future as one where the rest of the 
digital media in your home - whether it be music, photos, 
or television - is swappable through different devices in your 
abode. Turning your Xbox 360 into a media center is con
sistent with what we've heard about the system, as rumors 
heavily suggest the presence of a removable hard drive. 

Despite these teases, Allard did make clear some concrete 

Your Xbox 
Live Gamer 
Profile on Xbox 
360 shows the 
world Info such 
as your Gamer 
Score (earned by 
racking up good 
performances in 
games), motto, 
Review Rating (a 
starred evaluation 
of you similar to 
user feedback 
on eBay), and 
the medals and 
achievements 
you've garnered 
in Xbox titles. 
You will also 
be able to see 
which of your 
Xbox live friends 
are online. Your 
Gamer Profile 
will be accessible 
from your Home 
screen* as will 
your customizable 
soundtracks 

facts about Xbox 360's online 
component. He named a list of 
features that would all be "per
sistent across all games and 
media experiences" known as 
the Xbox guide. 

Gamer Cards. These virtual 
ID cards provide info on your 
Xbox Live profile, giving you 
space to display your gaming 
feats and trophies, mono, and 
other info. If you have a digital 
camera, you can put your pic
ture onto your card. Through 
these you will also be able to 
search out other gamers of 
similar skill and interests. 

Marketplace. Just as it 
sounds, this is a shopping 
area where you can pick up 
new levels, maps, weapons, 
vehicles, and other episodic 

Microsoft corporate vice 
president J. Allard talks about 
Xbox 360 

content. The Marketplace will be based on a "microtransac
tion' business, where publishers and developers can charge 
as little as they want for various Marketplace downloads. 

Custom Playlists. If you have songs on your hard drive, 
these can be brought into any Xbox 360 title. 

Above and beyond these features, Microsoft also says that 
every game will automatically feature voice chat, the Xbox 
Live Friends list, and be Live Aware at the "chip level,' which 
means that developers don't have to institute it themselves. 

Microsoft says that it has sent out 3,000 dev kits so far, 
and that the system itself has been in development by 1,000 
engineers over the last three years. We expect to learn much 
more about the Xbox 360 this May at E3. 

transactions online. But the game designers 
are ultimately the ones who are going to 
decide if they are going to nickel and d ime. I 
think we're in big trouble if the game devel
opment community says that the only way to 
finish the game is to pay more money. The 
tolerance for inappropriate nickel and d iming 
is very, very low. Broken business model? You 
fix it overnight 

Are there going to be any community 
lobbies? 
I think that's a natural outgrowth. We've start
ed with the identity, and that's that Gamer 
Tag. Now we're going to the next level, which 
is your reputation, your Gamer Card. Then 
the next is your Gamer Avatar. Now that we 
know a little bit about each other, how do we 
gather up and decide what we want to do 
next? I think that's a natural next step. 

Does a standardized online experience 
leave room for innovation? 

Not everything is standardized. The fundamenta ls 
get standardized. If anything we're trying to take 
the experience off the rails to give people mo re 
freedom. But to do tha~ you want to take the 
things that are established - find your friends, build 
groups, spend microtransaction points, replace your 
music - we know all that's going to be common. 
But then there is that special stuff, and people are 
going to take it for a new twist and innovate on top 
of that foundation. Some of it will work, some of it 
won't Maybe next generation or even this genera
tion we'll decide, "Hey, that's a great idea, let's stan
dardize on that now~ 

Can you sell songs through the new interface? 
Users are going to get their music from the sources 
they want to get their music from. I'll just say that. 

Would there be a source from Microsoft that 
would handle music downloads? 
Interesting idea. Maybe we'll talk more about t hat 
some other time. 

If you had music you could get. where would 
you store it? 
A lot of times you'd just stream it There are music 
services that stream. Who cares where you store it? 

Although you've proclaimed the Xbox 360 
as ushering in the • Ho Era," its optical drive 
doesn't utilize high-definition playback. 
Should we wait for Hollywood to make a decis ion? 
[Hollywood has yet to agree on a standard format 
disc format like DVD for high-def movies such as 
Blu-Ray or HD-DVD - Ed.] Are we leaders or are 
we followers? There are different ways to think 
about HD movies. One way is On-Demand. The 
cable industry didn't wait for a new disc format to 
go broadcast HD. The satellite guys didn't wait for 
the cable guys to have enough bandwidth, they just 
said, "We'll go put satellites into space.• 
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DATA FILE 
More News You Can Use 

NEW ESRB RATING 
The ESRB has inaugurated a new video games 
rating cattgo,y called "EIO+ •. This new dtsigna• 
lion is lor games b<lwten lhe "E" for Ev,,yone 
and .,. for Teen ratings containing "'modefate 
amounts of cartoon. fanlasy or mild viol<nct, 
mild languagt and/or minimal suggt!tive 
lhemts." 

C.noon Violence 
Mild lyrica 

UBISOFrS NEXT-GEN 
SCHEDUU 
Ubkoft has lhrown ils hat into Ille next-gen 
ring. Tot company has announced Pdt< 
Jackson's King Kong for Ille tnd of lhis ytar, 
whllt Killing Day (an FPS) and Splintt< Cell 4 
will appear before March ol 2006. No 5pteif1C 
next-gen system is listed for the games, but 
since PlayStation 3 isn't expected until mid to 
l.11• 2006, we believe lhest thlts will appear Hrst 
on Xbox J60. Appearing for Ille current systtmS 
btfort lht tnd of Ille yea< art Ille lhifd Prine• of 
Ptnia game, an expansion for PC's Far c.ry, King 
Kong. and • new S,olhtrs in Ann, adwnturt. 

NEW FABU FOR PC/XBOX 
Pdt< Molyn,ux's Fable is heading to Ille PC 
with some altt<ations from lht Xbox Vfflion. 
Fable: The Lost Chaptt<S will appear lhis fall and 
contain new quests, regions. spells, creatures, 
weapons, and more not in the console edition. 
Game Informer has learned that an Xbox itera
lion of Tot Lost Chapten is also being planned 
for lh• future. 

A U.S. district court judge in LA dismissed half 
of Ille claims by Marvel against NCsoft and its 
City of Heroes MMORPG. Marvel claimed lhat 
players' created super heroes infringed on its 
own characters. Nice try. 

No, Majtsco and Chronicles of Riddid developer 
Slarbrttzt a<en't making a game about pra<ICing 
around in spartly spandex and soonding Iii<• a 
aappy Queen cOffl band They art, how<vtr, 
doing a nm11en console ga<ne based on TM 
Darkness comic book in 2006. 
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NEW HALO ON THE WAY 
BUNGIE DELIVERS NEW MAPS 

0 kay, so our headline is a little misleading. While Bungie and 
Miaosoh aren't talking about the next installment in the famous 
franchise, on May 28 gamers can get their hands on nine new 

multiplayer maps in the Halo 2: Multiplayer Map Pack (for $19.99 at 
retail). This expansion will be available both through stores and via 
download. This month four maps will be released early to Xbox Live 
subscribers. Two of them, Containment and Warlock. will be for free. 

The other pair of early maps, Sanctuary and Turf, can be downloaded for 
$5.99. Finally, on June 28 fans can get the remaining five for $11 .99. 

Meanwhile, retail buyers will get some extra goodies in the form of 
two new videos: a side-story from the single-player campaign in New 
Mombassa and a documentary about the new maps. The Multiplayer 
Map Pack can also be played offline via system link and/or split-screen. 





connect 

THE GOOD, THE BAD, THE UGLY 
When You Want Your News Categorized With A Sarcastic Editorial Spin 

GOOD 
0ospr, lht NFlP'II ex<MMlywch EA lht NBA 
5_.,,,.. .. .....-Thti....,.has.-...i 
1....,.., clNI for EA Tal.e-Two, Sony, Modwly, 
lndAlanlO,,,_.offiaalbaslt-pmes.Abi,rt 
.,. Mlau<clt. Nolt<ndo, Ind lhoft-whod1 la!l 
-~itsffllrVnolht!pO<ISmarucwch 
• clNI wch aoltrViiav 5qh. 

GOOD 
Moao,cft a,nbrMltS to build alies for 
tts Xbox l60 consoft. Lu..,.,. T<tsuya 
Mwau<h and Garno Rtpublic's Yoshifu 
OkamoCo haYt bod, signed up IO mal.t 

·-'°' lht sysltrn. GNon lht ptd,grtt 
of bod, of lhtst talents (OWnoeo wor\td 
on Rtsldt,,t EYil 10< Capcom), this 5 vtry 
p,dnows. 

GOOD 
Bono bods for 6dosl A boddin& wa, has brot<n out 
forEido<_Conflict_d<Ytloptf SCi 

Ind Elevabon l'inn<n. • """"' cap,tal group 
with U2 ..,,., Bono Ind lormor EA htad John 
RlcCICJ<lo on tts board of dirKtoo. Eidos is mull1111 
CNtr lht offtn. Mtanwhllt. lht ntxt Tomb Raidtr 
has bttn pu,htd bod< 1110 ne<t ytar and 5 slattd 
10< lht Xbox l60 and PSP. 

BAD UGLY 
Faflons off lht r...i FanCasy 
Vllwa,onlil.taboJofrotttn 
loma<otS is r ... 1 Fantasy 
VII: Snowboarding. a mobilt 
phont gMnt slattd for Japan 
and Amtro laltr this-· 
Face-Plane! 

Tht Bumo11 ltg1011 Slrikts EAi 
Eltclronic Ms CEO Larry Probst 
panially blamts MMORPG Wor1d 
of Wa,CJillt fOf a downgrading 
11 EA's quarttrly p,ofots f0<tcast 
horn S100 milion to S525 minion, 

say,na lht ·-has lal.tn -lht PC ,pact horn EA's Tht 
Simsserits. 

BAD UGLY 
flnsrY CNtr its sagging p,ofits and lht lad of 
COOl)tBlion-., its ele<1ronics and tnlertain
mtnt divisions, Sony has appointtd a ntw chief 
"'tcl.llM - Engtishman Howard Stringtr (lht 
lint non-i.,,ants, ptrSOl1 to hold lht posl). 
l'tayStalioa a,ator Ken ICularagi (pidurtd) was 
._., forlht ml<. but ht is bting ......t of his 

--and ..assigntd to his old 
posilion as htad of Sony's vidto garnts ciYision. 
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Tht only thing mort corrupting than Tht One 
Ring is money. Tht Lord ol th, Rings dirKlor 
Ptter Jadcson is suing Ntw Lint Cinema for not 
giving him p,ofits korn lht movies. including lhost 
pt!lailing to lht ust of lht films' scripts in lht 
vidto ga,nts publishtd by Eltdronic Arts. 

Em 

SEGA GETS 
SILICON 
KNIGHTS 
DUO WORK ON NEXT-GEN PROJECT 

E xpand1ng its Western development base, Sega of America and Sega Europe have announced that 
they have teamed up with Canadian developer Silicon Knights for an upcoming undisclosed next
gen game. Although details are scarce, the press release regarding the deal specifically mentions 

multiple next-gen systems. The developer has been working on its mysterious Too Human project for 
some time now, but it is not known if this announcement with Sega refers to that game. 

Previously, Silicon Knights had been a Nintendo second-party developer, meaning that although it 
made games exclusively for the company's consoles, it wasn't owned by Nintendo. Silicon Knights made 
its name with GameCube titles Eternal Darkness and Metal Gear Solid: The Twin Snakes. 

This new partnership gives Sega a stronger, non-Japanese developer base to draw from as the com
pany attempts to move away from its dependence on its bread-and-butter franchises. It already has deals 
with Warner Bros. Interactive (Matrix Online), Monolith Productions (Condemned), and The Creative 
Assembly (for more on Spartan: Total Warrior, tum to page 80). 

Plc1y'itill1on 2 - . 
Yourself! Naked 
People love finding new ways to get in shape, from diabetes
inducing diets to video game workouts. 'Nith all these popular 
approaches to personal health, one time-tested method has 
fallen by the wayside: abject shame. Expanding on the content 
of last year's Yourself! Fitness and utilizing the EyeToy peripheral, 
Yourself! Naked will force you to strip down and stand vulnerable 
in front of your television and submit to a variety of humbling cal
isthenics. Your virtual trainer Maya returns, but instead of leading 
you through jumping jacks and crunches, she critically assesses 
your nude form as you watch yourself perform step touches, 
sidekicks, and other degrading activities that expose your glaring 
physical imperfections. Depending on what Maya sees, she either 
doles out disparaging comments regarding your sexual attractive
ness or backhanded compliments like "You're doing great! You're 
getting less repulsive every minute!" Focused on punishment 
rather than encouragemen~ if you miss a scheduled workout the 
game digitally adds 40 pounds to your on-screen image, instilling 
the unshakable notion that no matter how much you jiggle and 
jump, the second you stop you swell to titanic and abominable 
proportions. Mental anguish is the price you pay for physical per
fection - there is no other way. 





mu UNLIMITED ENABLED t PRINTABLE STEP BY STEP DIRECTIONS FROM GAME INFORMER ONLINE 

OTHER THAN GAMES 
LOOKING AT HOW TO MAKE THE PSP 
DO MORE 

S o you finally ptcked up a PSP, played the 
dickens out of some of the launch ntles, 
and now you'd ltke to check out the other 

features that Sony packed into the unit? While 
the path to digital media nirvana isn't necessarily 
user-friendly right now, there are a few easy ways 
to get your ptCS, tunes, and v,deo dips onto that 
gorgeous Wldescreen. 

manage their libraries by providing one interface 
and simple drag-and-<lrop functions. The pro
gram takes care of converting any of your files to 
ones that the PSP can read (video, in particular, 
requires a bit of configuring to work properly) and 
also automatically copies any of your game saves 
to the computer's hard drive. While we haven't 

The basic operanon IS 

SJmple - make sure that 
you have a memory stick 
inserted lfltO the PSP, con
nect it to the USB port of 
your computer, switch the 
PSP to USB mode, and 
start dragging computer 
files onto the memory 
stick. But, in practice, it 
can be less than intuitive. 
Currently, Sony of Japan 1s 
ptomismg that an iTunes
like application to manage 
digital media on the PSP 
will be available by the 
end of the year in Japan, 
but a release anywhere 
else in the world is uncon
firmed. So, in the mean
nme, here's an oveMew of 
how to get it to work. 

Basically, you're going 
to need to get the com
puter stonng your ptetures, 
music, and video files to 

THE NITTY GRIID 
The PSP off1CJOl/y supports MPEG-4 
(Video); MP3 ond ATRAO (audio); ond 
JPEG (images) file l)'peS, among others. 

To use the PSP OS O Memory Sbd< 
reader, you1I need o USB coble that has a 
•Mmi-8• end and a •standard-A• connec
tor (the normal USB form factor). Plug the 
Mm1-B SJde mto the top of your PSP system 
and the Standard-A SJde mto your PC. 

A ful/.length (90-mmute) movie at a 
reasonable compression rate will fit on 
a 512MB Memory Stick - look online for 
specifics on configuring video files. 

As of press time, video files aren't sup
ported on the PSP ,n os user-friendly a 
manner os photos and muS/C To get a 
step-by-step authorized tutorial go to 
www.connectcom/psp (Sony's Connect 
Store page for the PSP). There are also 
Video files to download that will be updat
ed weekly. 

had any problems with 
Memory Sucks needing 
an unexpected wipe to foe 
problems, they can occur 
and baclong up save files 
is always a good idea. 

Besides using your 
existing collection of pic
tures, music, and videos 
as a font of alternative 
entertainmen~ there 
is a cottage industry of 
websites popping up all 
over the place to help 
you access whatever you 
want whenever you want 
it. Sony's Connect online 
store is already pumping 
out legal album down
loads and more video 
content is promised in the 
near future. Also, sites like 
PSP-Vaultcom are offering 
game save downloads 
from other members of 
their community. 

Like we said before, 
talk to the memory snck on your PSP. There are 
two ways to do this - follow the directions above 
by using a Mini-USB cable (available at almost 
any electronics store) or pick up a USB Memory 
Stick reader. To use the second option, you'll pop 
the card out of the PSP, into the reader, and skip 
straight ahead to copying files. 

Third party applications like iPSP can help users 

the step-by-step operation is a little complicated 
and involves more specific actions than we can 
cover in these pages. To get the minutia of the 
process, go to Game Informer Online, where our 
able team has tested the waters and come out 
victorious - they're sharing the secrets of their suc
cess and making sure that everyone can copy their 
procedure. 

The mini-USB jack plup into the top of the 
PSP while the full-siud USB end plup into your 
computer. After it's connected, go into the System 
Setlinp menu on the PSP Md select -USB Mode~ 
The PSP will show up u • removable drive where 
files can be added or removed 
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LOOSE TALK 
Hot Gaming Gossip 

IBM ENTERING GAMING? 
loo!< Tait has heard 1hac IBM• cOfflldtmg 
tnttnns lht g"""'I marl<tt for MXl'1fl1 homt 
consoles. Aflhough IBM has a ,oft as a <hip•ma1"r, 
1ht company's irwolv<lnont is said 10 bt btyond 
just lf<MOfogy, ~ 1hty would publish and 
dMlop 1htir own blles or fU!lpubloh- ~om 
-sludiosisll>known.lnlh<pa,1.IBMhas 

=: ===- J 
homtcomputtr = =-= == 
games. ..:. .E:: ..:~:.. --- ·-· 
PS3 PUT ON SHELF? 
XBOX 360 AT E3 
Last monlh we lofd you about a Sony c011fer,nce 
1hac was supposed 10 happ,n in Japan !hat was 
going 10 !all< aboul which Sf)tCifk ver,ion of 1ht 
Col procts!Of -,Id mal<e it inlo 1ht PlayS1a1ion 
l . Howewr, 1h< press confertnce was saapped 
l>«.auw some at Sony cfidn111.e IMM lh< loch 
demos wtre shaping up. Hopofuly !his doesn1 
m .. n a sttbadt for 1ht consofe's e,q>e<!ed Ul1'ltlfini 
at El in May. Speafung of El, a source has 1ofd 
loo!< Tallt 1hac we shooldn1 expect 10 gtt our 
hands 011 playable copies of many Xbox l60 , ...... 

ll lht conwntion. DMlopt,s hMn1 recetY<d btta 
IIMloprnenl UOICS 10 run "'I software just yet. ,o 

o,p«I 10 5ft I lol of mcMts of pmes onstead. 

HALO 3 WATCH 
Ewn wi1h lht-. lhos month of a Halo 2 - · 
,ion pad<. rumor, are stiN churning 1,gardmg 1ht 
- full-sized instaQm,nl of 1ht FPS fran<his,. The 
S,Onl, PO<t./n/tllig,nct< reported Iha! ctev.loper 
Bungie is ac1Ntly hinn1 staff, with 1ht aoaf said 10 
bt hiring 60 ptOplt and doubling 1h< number of 
pos,tio<,s at 1ht company. Mocrosofl won1 comm,111 
011 lh< matter, and« rema,ns 10 bt Sffl1 when 1ht 
nm fuQ Halo offerins "'" hit 1ht public. Loose Talk 
has h<ard consisttnt chattt< lhal says Iha! Mkrosoh 
will ,~ease Halo l day and dale wilh Sony's 
PlayStalion l . 

NEW GBA THIS YEAR? 
CNN is daimina 1hac 1ht new ver,ion of 1ht Game 
Boy Advance wiN bt out by 1ht end of 2005. The 
unit would hM iooea<ed multimedia capabilities 10 
compete wi1h 1ht PSP. lndusuy analyst PJ. McNealy 
predicts 1hac 1ht l#lll woold relail for S99, while 1h< 
GBA SP would bt wt 10 $49. 

(Nintendo) 

PSP GTA TAKING SHAPE 
Rorutar hasn, bten laking about 1ht PSP edllion 
of Grand Theft Auto VffY much, but rt loof<s lake 1ht 
game wiN stil hM al !he 1rea1 fealures of the bij 
brolher PSl ver,ion. °"' '1,m,nl in particular is 
1h< radio stations. Rodcslar is curr,ndy re<ordq 
--10 kttp you company while you 
cruise around for yo..- MXl lhril 

GT 4 ONLINE NOT 
COMING? 
late last y .. r, Polyphony Digital', Kazunori 
Yamauchi S100d 011 a Sony stagt al !ht 
Tokyo Gamo Show and 1ofd lht ~ lhal 
1ht onlin< compon,nt lor Gran Turismo 
4 would come s,parately from lhe title, 
since it was being dropped from lhe game. 
Many, induding us. 1oolc !his al face value, 
thinking Sony was going lo offer online 
functionality al a taler dale. However, !his 
night oot bt 1ht case. Citing 1ht fact 1hac 
Sony Compute< EntertaiMlfnl of Ameoca 
(SCEA) has OMr put out an official press 
r-badins Yamaudli's claims. !ht 

company isn\ rurrently adnowfedging 1hac online functionality is coming for 1h< gam,. SCEA could cortoinly 
announce it for the s,ries at El, for wmpfe, but Sony's silence on 1ht matttrsur,ty is a sign !hat it isn1 
just around 1ht comer. Coupled wi1h 1ht """°" 1hac online is being planned for 1ht Gran Turismo 5 on 
PlayStation l."' suaest you don1 hold yo..- breath for 1ht feab.<e. 

Cot...,,..-r1o,&na,1u,ci~rom,nJ,,.1btal"1S. 

NAME THAT GAME 
Test Your Sight 

Bad II lht day when Konami's kJsowas gofd<n. this 
lop-down_., in 1ht mold of lkariWarrion was a 
pretty good 1im, on 1h< NES. You'd 10of around in a 
green army attMk jttp blowing stuff up and rescuing 
hostages for bazooka power-ups in lhe deplhs of 
cambodia. The game look you lhrough six distinct 
enemy 1erritori,s and let you - your macnin, gun 

in on, diredion - throwing a grenade in anolher. 

(....,_ on 1>11< 29) 





MLB~ 

Step up, dig 1n and swing for the fences. MLB puts 

you 1n the majors with innovative new gameplay. Take 

the mound with Release Point Pitching, command 

the field with Play Maker Fielding or swing from 

your heels with Total Control Batting. From the 

bullpen to the batter's box, MLB puts America's 

pastime in the palm of your hands. 



liJmD 

BREAKING THE 
CYCLE 
IGDA DISCUSSES IMPROVING DEVELOPER 
WORKING CONDITIONS 

L ast year news broke of a class-action lawsuit filed by 
some Electronic Arts' employees for overtime compensa
tion. Since then, the company has differentiated between 

salaried employees and hourly workers who could get over
time (with software engineers not overtime-eligible), but the 
topic of poor working conditions in the video game industry 
has not been solved. The International Game Developers 
Association (IGDA) recently tackled the problem at The Game 
Developefs Conference, with several major companies par

What can developers or the IGDA do to change the 
lifestyle? 
A lot of it comes through awareness and education, through 
telling people that they are doing things wron& and there's 
a better way to do it Fundamentally, these companies are in 
business to make money. And if you can prove to them that 
they can reach their end goal by treating their employees 
better, having mature production process, and improving the 
quality of life - and by doing thai they'll get a better project 

ticipating in a summit to tackle 
the problem. Game Informer 
took the chance to sit down 
with Jason Della Rocca, IGDA 
program director, to discuss this 
fundamental problem facing 

·1 aid a lntornatlonal gam• Q · developers association 

[that's] on time with profits and 
success, unless I'm a jackass 
[that's the way I'm going to 
do it]. 

the industry. 

Is there an opportunity for change? Or are companies 
telling employees, #If you don't like it. leave"? 
Tha~ to some exteni is what's happening. Your benefit is 
keeping your job. On one level, that's true. This is a stimulat
in& exciting industry that we're all happy to be a part of. At 
the same time, where do you cross the line at exploiting 
that passion? Extreme working conditions is symptomatic 
of root issues in the industry. It's not because, "Hey, I'm an 
a$$%&@*, and I'm going to drive my guys into the ground.' 
What happens is that the business risks, the challenge of the 
industry, poor production practices, etc. quickly take away 
the niceness. Most producers or project managers have no 
real management trainin& no real experience in managing 
resources or multi-million dollar projects with hundreds or 
dozens of people. There is a lot of pressure coming from the 
executives. Then you've got these managers in the middle 
who have no clue what they are doing. 
And at the bottom, you've got the com
plexities of games, and they are only get
ting more complex, as you know. 

What's the answer? Some companies 
have brought in managers and said, 
"These guys don't know games." 
If you are just a gamer-head, and you have 
no real skill or talent then you're useless. 
And if you're just textbook guy, with no 
real knowledge of games or how they are 
made, then you're just as useless. Where 
do you find that middle ground? To some 
exteni the growth in education that's com
ing through curriculum in various universi
ties will help. And that's only one aspect 

What about creating a game 
developers' union? 

I don't know if a union actually solves any of the problems 
we've been talking about. A union doesn't educate producers. 
It can't go in and deal with business models, and production 
cycle issues and the market It doesn't do those things. It's a 
band-aid to make sure you get paid and have your benefits. I 
don't think that plugging in a union is going to solve the prob
lems that need to be solved. Poor quality of life is a symptom 
of fundamental issues. 

Are some developers resistant to a change? 
We did get some flak from our members, sayin& 'Hey man, 
this is games. If you love i4 you put in the sweat. If you can't 
deal with ii then we don't need you: There are a lot of peo
ple with that attitude. There's some truth in tha4 but develop
ers in many cases are overly-passionate, and are blinded by 
their passion. And in the end, they are hurting themselves. 
They don't realize that they can be more productive and do 

better work if they just put their things 
down and go home. Instead we take two 
hours putzing around with Nerf guns and 
three hours over lunch doing Doom 3 
over LAN tournaments. And then we're all 
proud of ourselves for being in the office 
for 20 hours and sleeping for four. It's 
unfortunate you can't break the cycle. 

Do you think companies will just fire 
all the malcontents and hire more 
eager replacements? 
Many of the large companies view their 
employees as peons. When you take 
that view that workers are a commod-
ity - that's one way to approach it But 
some other companies want to reap the 
investment in you as an employee. When 
you view the workers as the talent; as the 

of the issue. Bringing in people with MBAs 
isn't going to solve the problem. Another 
aspect is business models. The fact that 
we're over-reliant on Christmas. The fact 

IGDA Propam Director Jason Della Rocca lifeblood of the industry, it's a whole dif-
ferent mindset There are companies out 

there that take that approach and are hugely successful - and 
ship their product on time, on budgei and are making a killing 
as a business and their employees are happy. 

that we're over-reliant on movie licenses and tied to movie 
ship cycles. The fact that the business is still run by traditional 
publisher models; there's not alternate sources of funding. 
That in and of itself has it's own bumble of rifts and issues 
that you cannot get away from. 

connect 

TOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER READER 
JOHN CHOWANEC DUSTIN GRIFFIN 
Producer, Crystal Dynamics Roanoke, VA 

1 Syndicate - PC 

2 Vib Ribbon/Ru -
PSone/ PS2 
3 Sly Cooper and the 
Thievius Raccoonus - PS2 
4 Metal Gear Solid -
PSone 
5 No One lives 
Forever 2 - PC 

1 Ninja Gaiden - Xbox 
2 Metal Slug 3 - Xbox 
3 Super Mario 
Kart - SNES 
4 Ninja rive-0 - GBA 
5 Mega Man 
Zero 2 - GBA 

Send Top F,ves and a photo of yourself to: 

Game Informer Magazme[fop Frve 
n4N 1st St 4th fl 

Mmneapolis, MN 55401-9022 
email topfive@gamemformer.com 

( attach d1gt10/ pidure) 

TOP TEN 
l1sts ... Everybody Loves Lists ... 

Top 10 Tips For New PSP 
Owners 
1 0 Your DS may feel jealous about the new addi
tion to the fllmily. Ignore it 
9 There's no shame in pawning family heirlooms to 
llfford launch titles 
8 Setting your PSP's screen name to •My Precious" 
is normlll lllld healthy 
7 You may notice analog nubs growing in strange 
places. Consult a dermatologist 
6 The PSP becomes surty and irritable if not played 
for six hours each day 
5 While you can download TV shows to your 
memory slid. the PSP will refuse to play episodes 
of Mama's Family 
4 It can smell your fear 
3 Though the unit plays MP3s, import versions will 
only play Bachman Turner Overdrive 
2 The state of becoming one with your PSP is NOT 
called #PSPnes~ 
1 Despite the technical specs, the PSP is powered 
by love 

Namo Thal Gamt-. Jadal 
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CAREER HIGHLIGHTS 

·ecko unltd. 
T1U11hisbusttssofs,lf-madt 
t-4ir1s mainslrum, Marc lonns 
•odu, unkntd •• 5lrttl-<Jritnt!d 

line of 1-ihols iOd -

Expanding 'odo - inlo. 
lul-flodgtdt.shion ,_ , 
Ecto launmos his lint ful 
coloclion of fl!hion. Tho 
launch coinddos with a major 
ad campaign t.lturing hip-hop 
icons Busta Rhymes. KRS-Ont, 
iOdRakim. 

Ecto makes his lint foray inlo 
tht-1d of wdeo pmes, 
_.,, ... hidden-
iOd ........ a ring for EA 
Sports' Knadlaut Kalgs 2000. 

► FrontPap 
N 
c::, 

~ 

Expandinghis,mpirt.Ecto 
crY81...,.,., nereslmen's 
mapmo. Complex, wlidl hils 
-in2002.Thtpul,fica
lion is a succm with cirallation 
of..., . qual1!r nilion. 

► Power Player a Marc is sokcl,d ...... of 
Cl °"'111,mapzinf's llo!t 
N ~--la. 

► Slridly Business a As ... ~ ,_.. 
Cl line continues to pow, 'edo 
N ......,, ,-15.......,of 

CM< SI bilion. 

► CiameOn 
g 
~ 

.. (!1:~~ ~ 
-; ~ J. ,...., 

.:. ·~ :: . 

Adding- facet lo his 
puwingme.ia,mpirt.Ecto 
-tsthalhthas-.d 
inlo • pal1nffllii, with Atari to 

product .. - plili
- Marc Ecto's ~~: ,_ -,,.....,._ 
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M CECKO 
FOUNDER, ECKO UNLIMITED/DIRECTOR, MARC ECKO'S GETTING UP 

>> Marc Ecko, starting off with self-made t-shirts, has built • ecko unlmtd. into one of the most lucrative urban 

fashion brands in the world. He's now set his sights on another one of his passions: video games. In partnership 

with Atari and the Collective, he's launching the urban sci-fi epic Marc Ecko's Getting Up: Contents Under Pressure 

in September. << 

What was your motivation for getting into 
games? 
It's one of those hard things to describe - that 
desire to fill a void. I saw a vvindOll'ol of opportunity 
and had a creative itch that I wanted to scratch. As 
a gamer, it was just one of those things that felt like 
something I had to be a part of. 

What's your take on the game industry in 
2005 as an outsider? 
We're in this sort of •me too• cycle where, despite 
all the technology, there's not a lot of innovation. 
Once there is one strong new concep~ ~ 
publisher has to try its iteration of that rather than 
trying to bring really new, original content I think a 
lot of it has to do vvith hOll'ol expensive it is to build 
an original title. Nobody is vvilling to take a risk in 

of what's belOll'ol while you're engaging in graffiti 
or navigating up that high in the universe? There 
are some interesting dynamic experiences that are 
coming from that which are really trying to step out 
in terms of what's been done before in the tradi
tional platform realm. 

The other big challenge of the game is get
ting across the concept of graffiti culture. In 
games where there's been some tagging, like 
San Andreas or Jet Grind Radio, it's always 
been a simple mechanic - where your arm 
moves and the graffiti magically appears out 
of a cloud. How are you going to address the 
actual tagging in terms of gameplay? 
rll tell you this: We would never put the kind of 
product that you just described out on the marke~ 

You've also talked about how players today 
always need to be approached with some
thing that is fun without a high leaming 
curve. Can you expand on that? 
I don't think that once you've spent $50 bucks you 
should be punished, to not be able to play the 
game. It's no fun building a game vvith 20 hours 
of unique gameplay and then the average gamer 
only gets through the first two or three. There's a lot 
of great gameplay out there that no one has ever 
seen. You should never feel like you can't make that 
jump or can't get out of this one area. 

That's the challenge of game design, isn't it? To 
let people know what they have to do, while 
at the same time making them feel smart for 
knowing what they're supposed to do. 

' 
I saw a window at opportunity and had a 
creative itch that I wanted ta scratch. 

terms of investment so they say, "What kind of 
layers of culture can I put in to make a game be 
a mass market title?' So you see a lot of celebrity 
involvement and 'safe bet" film franchises. Whether 
it's The Godfather or Scarface. Everyone's trying to 
hedge their bets, and unfortunately, the consumer 
doesn't always benefit from that 

Since the success of GTA 3, there's been an 
increased movement towards a lot of publi.sh
ers doing urban-themed games. Do you think 
that's a postive thing or do you find that to 
be exploitative? 
In what way? Number one, it's typical of the gaming 
industry. A couple of years ago, it was military first
person shooters, on the dawn of post-9/11, and 
everyone was rushing to get their version of that 
game out It's probably unintentionally exploitive, 
but I don't think the publishers are like, "Oh, let's 
exploit! Let's take advantage!" But I think it's indica
tive of the industry. It's kind of like, 'Oh, here's this 
trend; and everyone tries to get in. 

Let's talk about the game. One of the things 
you've stressed is that you want to get aaoss 
the height and verticality of the city. How are 
you doing that? 
A lot of what we wanted to do was sell a sense of 
vertigo. It's been a really interesting challenge in the 
way you design the levels. It's also interesting in 
hOll'ol you design the gameplay camera HOll'ol do you 
make it functional, and not annoying or disorient
ing. but at the same time give you a sense of peril 

because I think we'd get panned. We have to make 
the graffiti [writing] actual gameplay. We can't make 
it a button that releases a pre-baked animation. I 
can liken it best only to Tony Hawk and skating. 
In playing Tony Hawk, fundamentally, the button 
sets were the same despite all the different types 
of tricks. They're basically action buttons that were 
related to skating. And you learned about skate 
culture. There are a lot of people who never skate
boarded in their life who learned a lot of the lingo 
and the DNA of skate culture. Our game does the 
same thing for graffiti, plus makes for a fun, quick 
experience that you get better al 

What are some of the games over the years 
that have inspired you? What are your influ
ences? 
If you want to go way back to the early consoles, 
it was the platformer. It was Colecovision's Donkey 
Kong and all those great platforming games. I 
really became a huge fan of sports games in the 
mid-eighties, early football games like Teano Bowl 
and the Madden franchise. All throughout college, 
sports games were what drew me to gaming. It 
was the gratification of pick-up-and-play value, and 
the social interaction - to be able to sit with three 
or four guys and talk and drink a beer. The water
shed moment of understanding what games could 
do in terms of really getting you romanced into 
an action/adventure game was Metal Gear Solid. 
That's something that I remember - I couldn't 
believe what I was seeing. It was so cinematic. 

For me, I never felt that the benefit in terms of grat
ification, [was feeling] smart It was about whether 
I got an emotional high. I've always gotten more 
of a gratifying experience from gameplay. If it was 
me juking a tackle in football or making a kill at the 
right time - it's always that moment for me that has 
drawn me to games. It's never been a feeling of, 
"Oh, I broke the code!" I suppose there are gamers 
out there who read what I'm saying and would say 
that I've got it all wrong. But I would just challenge 
them to look at the mass consumer. People want 
a rush, and they don't want to have to wrack their 
brain to get to iL 

That's interesting. Being from the game world, 
we think a lot of people want that mental 
challenge, but maybe that perception needs 
to change. 
Look, I've never been one not to have an opinion. I 
don't know everything. I'm going to attempt some
thing vvith this title that I believe is going to be a 
fun and interesting experience. Consumers have to 
vote. They're the ones that are either going to like it 
or hate it I'm not glomming onto my brand, treating 
my consumer like they're dumb. You're not going 
to play this game and vvin an Ecko sweatshirt at the 
end of the level. I'm trying to build a product that 
if it didn't have my name on i~ would still be good. 
That's my job. 





connect gear --
INSPIRON 
XPS GEN 2 
Manufacturer: Dell Website: www.delI.com List Price: $2,749 

mIIII 
WBOOI 
Manufacturer: Sony Ericsson 
Website: www.sonyericsson.com 
List Price: TBA 
Sweet Sony Ericsson, you've made the phone for us to lust after every 
day this year. Set to launch in the fall, the W800i is the first Walkman
branded phone in what will surely be a growing line for the company. 
Featuring a 2.0 megapixel camera and quick buttons for music access, 
the unit has a slot for Memory Sticks (like the ones PSP uses) so users 
can load MP3 or AAC music files. The phone will pause tunes when a 
call comes in, and 
car audio and ste
reo adapters are 
planned accesso
ries for the unit's 
launch. 

■ The quick and dirty 
on Gen l 's system specs 
lndude a Pentium M 
Processor up to l ,t l GHz, 
en NVIDIA Geforce Go 6800 
Ultra PCI-E Graphics card 
(256 MB), and up to l GB of 
dual channel SDRAM - all 
In a package around 8,6 
lbs, Also, the lid allows for 
custom graphics Inserts, 
ostensibly splfflnc up the 
unit's looks. 

In the last few years, Dell has been trying hard to woo the 

gamer crowd. The cynic in us says that this is because we 
gamers are known for having some degree of expendable 

income and at least a passing interest in spending it on gear 
(all of you folks that paid $250 to import the Final Fantasy Bee 
controllers - we're looking at you here). While America's biggest 
PC manufacturer is still kind of sucking it up when it comes to 
industrial design and naming conventions, its XPS Gen 2 is one 
seriously smoking machine. A whopping 17" screen (without 
the anti-glare coating that tends to mute colors and blur sharp 
edges) tops the lightweight, but powerful unit. And since Dell 
has finally gone with the Pentium mobile chips, the battery life 
is approaching the realm of respectability (around two hours, 
which is actually really good). 

I !ill! I j@Ef:1 

VERTICALMOUSE 2 
Manufacturer: Evoluent Website: www.verticalmouse.com 
List Price: $74.95 
Evoluent's VerticalMouse 2 is like the long-lost soul mate 
of the ergonomic split keyboard. Essentially, it's a high 
precision optical mouse turned on its side that 
we found surprisingly comfy. While the 
buttons and scroll wheel work with the 
same fingers and in the same 
manner as a conventional 
mouse, we found that the 
slight amount of retrain
ing made us less effec
tive in the FPS realm. 
Bu~ the comfort 
upgrade allowed 
World of Warcraft 
sessions to last 

■ Music playback is the big thing 
for cell phones this year, since most 
will al ready have decent cameras 

longer and be 
more satisfying. 
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NINTENDO OS 
Manufacturer: Nintendo Website: 
www.nintendods.com List Price: $149.99 
As of press time, these four new Nintendo DS 
colors are only confirmed for Japan. Graphite Black 
and Pure INhite were released on March 24th. On 
April 21, Turquoise Blue and Candy Pink are mak
ing their debut and all four colors are the same 
price as the big N's Platinum Silver launch color. 
Hopefully, these new models will make their way 
stateside. 

• m, 1 ® a 
GAME GLASS 
Manufacturer: Pelican 
Website: www.pelicanperformance.com 
List Price: $139.99 
The redesign of Sony's PS2 into a slim, Se'f:Y, 
hardcover book-sized unit made a big splash 
with people looking for a little more portability 
in their home game consoles. Adding to that 
"take it anywhere" appeal, Pelican is releasing 
the GameGlass - a 7" TFT-LCD monitor with 
speakers and two headphone jacks. Popping 
this onto your slim PS2 makes the unit a handy 

IIIllDI 

portable DVD 
or CD player 
in addition to 
those gaming 
features we've 
been told that 
it has. 

DEATH STAR II 
Manufacturer: Lego 
Website: www.lego.com 
List Price: $299 
This behemoth of a Lego set won't be out 
until September, but we're clueing you in 
now so all those nickels and dimes you col
lect until then can go towards it. Trust us, this 
will be worth it. With the stand included, the 
completed model's 3,400 pieces will construct 
a replica measuring 25 inches high and 19 
inches wide. 
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DOOM: 
THE BOARDGAME 
Manufacturer: Fantasy Flight Games 
Website: www.fantasyflightgames.com 
List Price: $54.98 

EI!II 

TETRIS TOWER 
Manufacturer: Radica 
Website: www.radicagames.com 
List Price: $24.99 

mm ma 
JEDI HUNTER 2.4GHz 
WIRELESS 
CONTROLLER 
Manufacturer: lntec 
Website: www.inteclink.com 
List Price: $29.99 
Now-standard features of wireless controllers like 
long battery life (60 hours with two Ms) and 
play distance (around 30 feet) join with kitchy 
Star Wars-specific details in lntec's Star Wars line. 
The rubberized hand grips feature portraits of a 
burning Darth Vader helmet and both PS2 and 
Xbox offer an exclusive "Light Sabre" [sic] button. 
Apparently, pushing this will give players an edge 
during the Episode Ill game's many saber locks, 
but will it allow them to sense a disturbance in 
the Force? This we cannot answer. 

What do you do when 
lightning knocks out the 
power grid? Break out 
the flashlights and set up 
either of these no-juice

required interpretations 
of classic video game 
franchises. Doom: The 
Boardgame lets players 
simulate id's Hell battle 

as either the Marines or 
monsters - complete with 

detailed plastic miniatures. 
Tetris Towers is a one- or 

two-person take on the 
classic that functions sort 

of like Connect Four. 





B 
reaking into the industry can be an 
extremely tough endeavor. As some
one who has been an outsider, a 
game journalist, and finally a game 
designer, I'm going to tell you a bit 
about my own "breaking-in" experi

ence. The advice that follows is far from exhaustive, 
but hopefully it will arm you with more knowledge 
than I had in the pursuit of a career in video game 
development 

Since I was already a video game journalist of 
several years when I decided to actively pursue my 
dream of actually making games, I thought I would 
have an easier time than a total outsider would. 
Unfortunately for me, that wasn't the case at all. 

At first, all I knew was that I wanted to make video 
games badly, but I didnt know exactly which road 
to follow. Associate Producer? Designer? Product 
Manager? Marketing? Who had time to ponder such 
details, I just wanted in! 

It's often been said that the best way to get in 
is through testing. It requires the least amount of 
experience, and allows you a great deal of oppor
tunity just because of your physical proximity to the 
rest of the team. Plus, it will give you an important 
perspective of the development process. But there 
are compelling reasons to avoid testing as a primary 
method to break in: First, there are far more testers 
than there are former testers who have been able 
to make the jump. Second, because of the way the 
industry tends to pigeonhole one's skills, you will 
have to work even harder to distinguish yourself as 
being more suited for non-testing work. Third, a lot 
of your time will be taken up by your immediate 
tasks, leaving less of it for you to develop your other 
skills. Becoming a tester guarantees you nothing 
except testing, and that's why I focused my efforts in 
other directions. 

After several feeble attempts at interviewing, a 
high ranking producer at one of the major studios 
gave me this piece of advice: You might not know 

exactly what you wan~ but don't let anyone else 
know that 

I learned that if you don't communicate a dear 
vision of what kind of job you wan~ in the inter
view process you will likely end up looking like an 
unsuitable candidate. Even if you are a multi-skilled 
individual, don't leave it up to the interviewer to fig
ure out what you're going to do once they hire you. 
Research the various positions well (for example, on 
gamasutra.com), pick one that you are best suited 
for, and focus on that when you present yourself. 

Taking that producer's words to heart, I spent a lot 
of time thinking about precisely where my passion 
was strongest, and I made up my mind: I was going 
to be a game designer. But something essential 
was still missing. I continued to have unsuccess-
ful interviews, despite my press experience and 
newly refined focus. Then, one interviewer gave me 
another piece of advice that seemed like the most 
obvious thing in the world after the fact: Go buy 
Unreal Tournamen~ install the level-building tools 
that it comes with, and make a level yourself. 

That's when I realized my passion for game design 
wasn't enough to convince anyone to hire me. It 
didnl matter how smart I was. It didn't matter that I 
had a bachelor's degree in computer science from 
the University of Maryland and a background in user 
interface design. It didn't matter that I had published 
artides about game design or that I was in the press. 
None of that matters. The missing piece was that I 
didn't have anything specific to show for myself. It 
doesn't necessarily have to be an Unreal level; any 
exposition of your own work that directly relates to 
the position you are seeking will do. So I got Unreal 
Tournament 2003, taught myself the tools that it 
came with, and after six months and approximately 
300 hours of work I had a level that I was satisfied 
enough with to call "finished." 

Next, I made a web page to advertise my skills, 
experience, and of course the Unreal level I had just 
finished, clearly positioning myself as a video game 

You must 

resign 

yourself to 

keep trying 

and to con-

tinuously 

work on a 

relevant 

port.folio. 
•. ' ; 

designer. I visited every video game studio's website 
I could think of and sent my resume and website 
links to the ones that were hiring game design-
ers. Despite several more rounds of interviews, I 
still didnt get any real results until I got a call from 
somebody at Acclaim who had seen my web site. 

To my surprise, I got through the multiple levels of 
interviews and was finally offered a job as a designer 
on The Red Star. It took me roughly 40 direct con
tacts over a few years before finally hitting the one 
that led to a real job offer. It might take you less or 
more, but the fact of reality is that the job application 
process will be totally unfair. 

You must resign yourself to keep trying and to 
continuously work on a relevant portfolio. The ease 
or difficulty of your career search is absolutely not a 
measure of how good a game developer you are. 
And don't immediately discount companies based 
on their image. The Red Star was such an incredible 
experience for me, there was no other development 
project in North America that I would rather have 
worked on. It was totally contrary to the types of 
games Acclaim was known for. I didn't even learn 
about how cool it really was until the second round 
of interviews. 

After Acdaim shut down operations, I found myself 
in a very familiar predicament But the trouble I had 
gone through the first time around really prepared 
me to do the same thing all over again. Throughout 
my own efforts, the most important thing I learned 
was best expressed by Sylvester Stallone: Success is 
usually the culmination of controlling failure. If failure 
deters you, maybe you aren't suited for this line of 
work. No matter how many times it happens, if you 
can learn from failure, then you have a chance to 
succeed. Do you have what it takes? 

Ara Shirinian can be reached at 
ara@housenetorg and you can learn more 
about him at: http.//www.shirinian.net 

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

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

APE ESCAPE : ON THE LOOSE 

Travel in time to capture over 200 manic monkeys 
before they rewrite history! Test your thumb skills 
on competitive mini games that let you challenge your 
pnme mates through wireless connectivity. You'll go 
bananas over ping-pong, racing and boxing as you 
hunt for apes behaving badly. With Ape E scape: On 
the L oose, these monkeys mean business! 















Rockstar has installed 
this Warriors mural on 
Coney Island to promote 
the game 

• 

• 



Anatomy c,f a Cult Classic 
\Nhile The l,1,bni015 was by no means a box office block
buster, the film has maintained a special place in movie 
history, making 11 one of the most beloved cult films of all 
time. Although not shocking by today's standards, in its day 
The 11\,bmors was a frank and controversial look at the gang 
lifestyle, years before movies hke Colors and Boyz 'N The 
Hood brought street hfe into the mainstream. Through its 
depictJon of the emerging hip-hop culture and memorable 
costuming, The 11\,bmo,s has become an endunng part of 
movie history. 

Although the influence of The 11\,bmors can be felt 
throughout popular culture - from punk bands hke The 
Baseball Furies to Michael Jackson's iconic •aeat 11• video -
the film's continuing populanty Is largely due to a genera
tion of hip-hop artists who have referenced, sampled, and 

quoted the film In video 
and in song. From 01' Dirty 
Bastard's memorable excla
mabon of 'Warriors come 
out and play!' on the classic 
Enter the 36 Chambe,s to 
Puff Daddy's bottle-clinking 
appearance at the beginning 
of the video for Craig Mack's 
•Flava In Ya Ear (Rem1X)" 
video, rap artists have con
sistently shown their love 

for the film. Besides Scarface, probably no other movie 
has been referenced in hip-hop as many bmes as The 
Wamo,s. The love continues to this day, as evidenced In 
the Diplomats' recent ---
hit video for "Crunk 
Musik•, where mem
bers of the group 
appear In Baseball 
Furies makeup. 

However, the cult 
of The 11\,brriors 
extends far beyond 

hip-hop. Dozens 
of fan sites for 
the mOV1e eXJst 
around the world. 
The film Is often 
the theme of 
Halloween par
ties and special 
events, induding 
a huge bash host

ed in Brooklyn last year that featured such trendy guest DJs 
as The Rapture's Matt Safer and Tim Sweeney of the hot 
dance music production team DFA Hoping to cash in on 
the enduring trend, Mezco Toyz recently announced that it 
is releasing a line of Warnors toys this summer. 

"This game, at its heart, is a brawler. We lore Streets of Rage; we lore 

Double Dragon. We wanted to tale that f(I the next lerel." 
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" ... in the same way we've tafcen the driving genre 11ft the tract with the 
Midnight Cluf1 series, nr with the cinematic st11rytelling 11f the GTA series • 
and the interactivity that it brings tn the world - we wanted t11 d11 that 
with the brawler." 





• e "lhe ff ey to mafling this game successful is rariety ," comments Barrera. "We ill do whatever it taies with 

all nur mechanics to give the player something to do besides wait around and beat up people." • 



• 
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• ",,, hen they talk about the 82nd Airborne or • against Germany itse~. the First's tour of duty provides ample • actually see them progress as a fighting unit throughout the 

the 101 st Airborne paratrooping, it was the : opportunity for the game to explore a large variety of settings. : game; says Busic. In other words, their Al will literally change as : 
First that was there first," Treyarch creative • "If you look at a lot of the other W'Nll games out there, the • they learn more about being soldiers. 
director Christian Busic informs us. Deep : large majority of them start with D-Day, and that's what a • Another way that Activision is trying to define the characters 

• inside Activision's sprawling complex in sunny Los Angeles, • lot of people think of as the start of American involvemenV : is through animation. All of the things a soldier carries -
: Busic, executive producer Thaine Lyman, and senior producer : declares Busic. 'This gives us a chance to follow the beginning • helmet canteen, various bags, and etc. - are animated 
• Robb Alvey are waxing eloquent about their plans for this • of America's involvement in the European and Mediterranean : separately and have sounds synched to those movements. 
: next step in the acclaimed Call of Duty franchise on consoles : theaters.• And if you're wondering whether or not this focus • Each of the major characters has their own motion-capture 
• (see page 94 for details on the next PC title). And from the • on the First will live up to the Call of Duty standard of epic • actor, which allows them to have their own distinctive set of • 

camouflage netting that drapes cubicle walls to grandiose plans : confli~ the team has that covered as well. •one of the sort : movements. From the way he adjusts his helmet to his firing 
• for ordering a bona fide .50-cal machine gun nest to decorate • of unique moments is that there stance, the goal is to have every • 
• the team's work space, it's clear that there is a lot of passion in : was a volcano that was active at guy be recognizable just by 
• this building. Not just for the game, though - as Busic details • the time that the First was in Sicily; watching him move. 'v\/hen you • 
• the accomplishments of the First, the light in his eyes matches : says Lyman. That's right there will see a guy running, you're going • 
• the fervor of a Red Sox fan recounting the 2004 Wo~d Series. • be a volcano blowing up in the to know who he his; says Busic. • 
• •1 had this huge document of all of these surviving Big Red : background to accompany the Nazis Additionally, everybody will be 
• One veterans. Reading down their bios it's like, 'Medal of • blowing up in the foreground. fully lip-synced, lending that extra • 
• Honor, Medal of Honor, Medal _of Honor," says Busic. 'That : All of this new emphasis on telling immersive touch to the in-game • 
• was one of the things that mollvated me - these are amazing • the story of one soldier and his scripted cutscenes that Call of 
• people ... Bond of Brothers came o~ and that really glorifies : squad is for naught if Big Red One Duty is known for . 
• [the 101st Airborne]. And they were great! But no one glorifies • doesn't make some serious strides But what's a sequel without 
• the Big Red One, and they were just as great if not greater'.' • forward in the way war games gameplay improvements to go 

Of course, the mere fact that the team admires the Big Red : present characters. Fortunately, along with the changes in design 
• One isn't the reason that this new Call of Duty title follows the • nobody knows this as well as the philosophy? Two major additions • 
• unit It's quite the opposite, in fact The concept for the game : team at Treyarch. "One of the things are being grafted onto the 
• came first when Activision decided to go with a more story- • that we do with [Big Red One] that Call of Duty formula that have 
• based approach rather than the constant character-switching in : hasn't been done in any W'Nll game great implications for the meat 
• Call of Duty: Finest Hour and the PC games. After that decision • to date is that our characters change of Big Red One's FPS action. 
: was made, the Fighting First was a natural frt with what the : through the course of the game. First we got a small glimpse of 
• publisher wanted to do with this title. 'With Big Red One, we're • You see them get older. You see what Treyarch is calling "targets 
: going with a little bit of a departure from the previous games : them get wizened; says Busic. "At of opportunity.' These will be 
• in the series; says Lyman. "We're really digging more into that • points through the game their outfits small sidequest~ike events that • 
• squad experience and keeping you as a member of the same : show wear, the guys will show facial occur on or close to your path 

squad as the same character the entire way through the game~ • hair growth, things like that• As through a level and present a 
This approach allows Activision to address one of the primary : cool as this sounds, the true value chance to demonstrate your 

• concerns players had with Finest Hour - a lack of connection • of this feature is in the contrast it heroism. Whether it be assisting • 
• to the characters. : highlights. As the death toll mounts, a separate pinned-down squad : 

However, Big Red One is as much about seeing different • new faces are shipped in from the or dealing with a unit of enemies • 
• facets of the war as its predecessor, which is yet another : States to replace your fallen brethren. And, obviously, they look • that aren't necessarily in your way, taking advantage of a target : 
• reason to showcase the Fighting First According to Busic, "One • quite a bit different than the guys who have been at war for a • of opportunity will award points that can be used to purchase • 
• of the hallmarks of Call of Duty is historical accuracy, so when : few years. "You know they're replacements - as soon as you : rewards - though Activision won't say what they will be quite : 
• we sat down to do this one, we were like, 'Okay, we really • see the guy come in in the crisp green uniform, and he still • yet The other change, which likewise could be awesome, is 
• want to show these different theaters of operation. Who was : actually has his can for his gas mask, he's got the cover for his : that Activision assures us that levels are being designed in such : 
• actually there? The game design itself came from history.' The , rifle ... because you've played through the game, your guys • a way that players will be able to complete tasks through differ- • 
• campaign in Big Red One faithfully follows the First throughout : have ditched all that• says Busic. "You'll see a very stark change • ent means. You'll still have to accomplish your goals, but how • 
• the course of the war, and it truly is surprising how much action • in the looks on their faces, and how they look, by the time that : you go about that should be much more up to your discretion • 
• this unit saw. From the first beachhead in North Africa to the : they're pushing towards Germany.' This character progression • than was the case in Finest Hour. 

Allied assault on Sialy and Italy to D-Day and the final offensive • isn't limited to a few changes in the models, either. "You can 
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I battle, sound design has definitely been a strength for : weapons that even movie studios don't have,' says Dan , ~.::;:,rs~: in Fi~ 

• I ■ rom the orchestrated score to the chaotic melody of • like a wussy little cap gun. "There's a lot of sounds for these : . When asked •~irt ~ 

the call of Duty franchise. In this as in all things, though, • Moditch, the self-described 'gun guy" of the project 'Saving : Hout Lyman simply smiled 
Activision and Treyarch aren't satisfied with maintaining : Privute Ryan used the wrong .30-cal, for instance.• How does , and said. · 0u, tank controls 

the status quo. The new offices housing the team include • he know this? Because he's shot one at a firing range - that's • are good." 
a brand-new sound studio with the latest equipment (built : how hard core this guy is. The firing range experience is : 
from the ground up to take full advantage of 5. 1 surround • invaluable, and not just for the high-fidelity recordings 
sound), and you'd better believe that it is being put to good : that become the gunshot samples. Some things, like 
use. It could be completely new samples to INOrk from ("I • finding out that the Thompson doesn't 
don't think that [the MP40] has ever sounded very good in ; have as much recoil as you'd think or that 
any of these games; says audio director Tom Hays) or vast , a .30-cal is actually possible to fire from the hip, 
technical improvements to the internal 1NOrkings of the game's : are best learned firsthand. With this knowledge, 
audio, but the sound in Big Red One looks to be getting major , and approximately 300 reference photos he 
upgrades. We're really trying to give [Big Red One] a dlynamic • takes of each gun he models, Moditch is able 
range; says Hays. For us non-audio professionals, this means : to recreate firearms to an astonishing 
that a lot of INOrk is going into getting away from the 'wall of • level of detail. Everything down to the 
sound" that smashed players over the head in Finest Hour. If : scratches from the bolt-action motion 
Hays has his way, you'll be able to easily tell the direction and • and the serial number molded into 
distance of pretty much any gunshot shout or explosion that : the stock gets translated into the 
happens, provided you have the requisite speaker setup, of • game. Even the muzzle flashes 
course. : are different depending on 

Knowing where a gunshot is coming from is all well and , the time of day and lighting 
: good, but doesn't add a ton to the experience if it sounds : conditions. 

g,11110 dosign 
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• ' ' I , ne of the things that was less well-received • contains the recently 
about Finest Hour was the AJ," says Lyman. : acquired Grey Matter 
It's no surprise that 1mprovmg this aspect is • staff as well. Grey 
a big part of the creation of Big Red One. : Matter, you may recall, 

• "That was job one, to get that AJ module working," adds Busic. • created the very same 

, Especially since it ties in so directly to the goal of enriching the : United Offensive that 
• squad and character elements of the game. After all, it's tough • is contributing its Al 
• to give a damn about your mates 11 they insist on charging : system. In addition to 
• into enemy fire constantly. Lyman and Busic assure us that • its familiarity with the 

thtS will definitely not be the case in Big Red One. We've : Call of Duty franchise, 
taken the Call of Duty PC AJ from [the PC expansion pack] • the former Grey 

• United Offensive and adapted that for consoles," says Lyman. : Matter team brings 

• "Especially on the squadmember side, we're really using it • a deep knowledge 
to ensure the goal of getting you more into the squad.' The : of FPS gameplay to 

• pnmary effect of this, besides cutting do-M, on the idiCICy that's • the table. Along with 
so detrimental to immersion, is the chatter of your squad. : Treyarch's console 

For one thmg. the outside-of-combat banter between the • expertise, induding lhese sto,yboards lay out evetylhing about • lev•~ from padng to graphical styte 

, guys promises to be much truer to the reality of WWII than : the studio's proprietary 
• anything to date. Alvey outlines the philosophy behind this: • rendering system that frees Big Red One from the bonds • wasting time ('Vv11at ends up on screen will end up being 

, 'nineteen-year old kids didn't talk like they do in most other : of Renderware, Activision deems this a winning equation. : 75-80 percent of what's on these boards." according to 

• games. You know how you talked when you were 18 or 19. • "We've put together a team with top-level talent, the best of • Lyman), they're also part of Treyarch's core design strategy. 

• You r-'ed around with your friends and made smartass : both worlds,' says Lyman. : 'The guys that build this are actually the guys that build 

• comments, and that's what we're trying to bring to this.' • A large part of why this huge (the team currently numbers • the map, so they feel an ownership of what's going into 

: Also, because of the robust adopted Al system from United : above 60 people) amalgamation of creative people can : that level,' says Lyman. Busic adds, 'These teams will work 

• Offensive, each member of your squad has his or her own • tackle the Herculean task they've set for themselves is the • on this map all the way from conception to completion. 

: situational awareness in Big Red One. If your pointman sees : way that Big Red One's workflow is streamlined. Before : It's going to be their level." It seems obvious that when 

• a Nazi ducking behind a wall up in front of you, for instance, • anything at all gets set down in the game's code, a massive • you involve someone's personal pride in the product, the 

: he'll say just that Plus, your guys will react according to : amount of preproduction work is done. A poster-sized map : results can only improve. Of course, the work doesn't end 

• the situation as they see it - laying down suppressive fire, • !see inset] of each level is made detailing the layou~ pacing. • there - team leads and department heads iterate the design • 

: seeking cover points, all that good stuff. And it's all pctSSible : and key events. Reference photos and concept art are pasted : of a level several times, making sure that it's becoming the 

• because of the newly-formed team working on Big Red One. • on to make sure the vision for a level is dear. Everything has • best it can be. During this phase Hollywood-style tricks and 

For those who follow the ins and outs of development : to be accurate, right down to the types of trees that grow in : techniques, like facades and forced perspective, are added to • 

• companies, the choice of Treyarch (the internal Activision • the area. ' I've been on a lot of developments where you sort • increase the cinematic impact of the setting. as well. 

• studio that worked on Spider-Man 2) for this project would : of create games on the fly, and a lot of times that doesn't : The first natural reaction of many gamers, on hearing 

• seem a bit odd. With the ::-,;:::------.---,.,,..-------, work. You end up throwing • about Big Red One will no doubt be along the lines of, 'Oh, 

• lack of FPS credentials away a lot more than you : great Another WWII game. Gee, I've never played one of 

• on the studio's resume, keep,' says Lyman. 'This , those before.• With the myriad improvements and new 

• why in the world would studio has the philosophy that : features that are on the table for Call of Duty: Big Red One, 

• Activision assign it to one we make a lot of great stuff; , however, the prospects of a deeper and even more visceral 

• of the company's flagship we don't want to throw any of : experience coming our way look mighty fine. In the words 

• franchises? The answer is 'll:f\1t/ll"' IP""'R it away. So we try to minimize , of Lyman, 'Just making it through, and making sure your 

• simple: The team behind that very early in the project" • buddies make it through - that's really the centerpiece of 

• Big Red One isn't just Not only is this massively : Call of Duty~ ■ ■ ■ 
• Treyarch personnel, it beneficial in terms of not 

* Authenticity At Any Cost* 
Besides the hours and hours of resea«h about the Fighting First done by the team 
at Treyarc:h, including on ~ visit to the F,ghbng First's museum, the advice and 
feedxxk of Mo military advisors are integral ,n the creatJan of Big Red One. Captain 
Jahn Hillen and Colonel Hank K,ersey have been on board Since the inception of the 
frandHse and lend a certain authonty to the claims of acrurocy made by Treyorch. 
Lyman lilcens this extended relationship to academic 
study: "It's one thing to get a class with these guys. GIL luk. lilrHY 
but when you get to spend on entire school career 
with them, you really get to something. The I 00-
fet,,e/ course is only gonna be so much, but by the 
tJme you get into the 300 ond 400/evel courses, 
you'.-e got same real material there.' 

It's na small feat to have o retired Anny rolonel 
(who a,en served with the F,ghting First for a time) 
make romments like, •ane of the th,ngs that 
impressed us about the guys at the stucJ,o is their 
absolute commitment to get things right 1,-\e sat 
oown one time to talk with 
them for about 30 m,nutes 
ond ,t turned ,nto mare like 
four hours.• Capt Hillen adds. 
"If veterans of the dNiSlon see 
the game as almost all of the 
other .-eterans that l\e'.-e talked 
to ond brought into the ()eMO(/r, 
they'll see ,t as an extraordinart 
tnbute to their actions.• 
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... Violence 

GRETZKY. NHL: 

Put the puck ,n play no matter where you are, with 
this heart-pounding hockey title. Break the Great 
One's records in the Gretzky Challenge, call the 
shots in Season Mode or challenge your opponent 
to a wireless face-off. With Gretzky NHL, you can 
h,t the ice even when you're at the beach. 



> Sffll 1 OR 2-l'IAYER ACTION (UP TO 4-flt.AYell VIA 
PS2 & PC ONLINE OR XBOX LM) 
> l'UIUSIIEII HIP GAMES 
> DlVE10PU KUJU INTERACTM 
> IIIUASE SPRING 2006 

WUEN THEa~;tff ~ MURE RflDM IN HElL 
l~E DEAD Will WAlK THE E~RTH

1 

Amongst fans of the horror genre, those who produce 
works so frightening that they become permanent parts 
of pop culture are revered as gods. Stephen King, Wes 
Craven, and John Carpenter have all managed to create 
books and films so successful that even those who 
avoid horror know their names. But before any of them 
made an impact with their tales of terror, there was 
George A Romero. 

Now and forever, George Romero's name will be 
synonymous with zombies. As director and co-writer 
of the seminal 1968 zombie film Night of the Living 
Dead, Romero created the blueprint for all zombie films 
to follow. At the time, the film was viewed as shockingly 
graphic, nihilistic, and surprisingly intelligent It was suc
cessful enough to spawn two sequels (with a third on 

the way shortly), ensuring that Romero's legacy \/1/0uld 
forever be centered on the walking dead. 

With the renewed interest in zombie films thanks to 
the popularity of 28 Days Later, Shaun of the Dead, 
and the remake of Romero's own Dawn of the Dead, 
the time is right for a zombie video game backed 
by Romero himself. Although Romero's fourth Dead 
movie, Land of the Dead, is scheduled for release 
this year, the game is not directly based on any of the 
films, but rather takes place in the George A Romero 
universe. This means, of course, it is a world without 
hope, without reason - a world of fear. It is a world 
where walking corpses hunt down and feast on the 
living. Welcome to the City of the Dead. 

Developed by veteran U.K. studio Kuju Interactive, 

City of the Dead places gamers in a zombie-infested 
\/1/0rld where no one is truly safe. While the basic story, 
its characters, and locations have been created by KuJu, 
Romero is giving his input into every aspect of the 
game, making sure that it fits with his vision of zombie 
horror. The director has stated that there are certain 
things that he's always wanted to do in movies that are 
simply not possible, but are perfect for video games. 
He isn't giving any specific examples yet, but assures 
us that they will reflect his love for the horror genre. But 
the team at Kuju was happy to fill us in on how they 
are recreating the mood and feel of Romero's films. 

Unlike the bevy of survival horror games on the 
marke~ there will be no outlandish environments or 
convoluted door-opening puzzles. The entire game vvill 

GAME INFORMER 61 



be 1D Sf1lf alive. In true Romero ordnaiy 
will be transformed from the mundane into the sites of 
horrible acts and unthinkable tragedy. Players will battle 
the undead in locations like hospitals, old houses, 
abandoned urban areas, and, of course, a mall. Along 
with blood-spattered playgrounds and ruined airfields, 
players can also expect to see more traditional horror 
settings like a cemetery and a creepy laboratory. But no 
matter what area you're in, no place is ever truly safe. 

As in the Romero films, there is no end to the flood 
of the undead that will hunt you down. Regardless 
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Allhoul#1 there are many ~ types of enemies 
in the game, an of them were once human. There will 
be no zombified dogs or mutated creatures, just those 
unfortunate people who have died and risen again. The 
zombies you will face are firmly rooted in the traditions 
established by the films, but some minor concessions 
have been made to make them fit with the video 
game medium. 'Miile not as quick as the ravenous 
creatures in films like 28 Days Later or the Dawn of 
the Dead remake, these zombies are decidedly faster 
than those in Romero's films. They are also a bit more 
evolved and attack in a larger variety of ways. There are 
certainly the familiar shuffling zombies, but others will 
scurry quickly on four legs and leap at you like animals. 
Zombies that have been in an explosion may catch fire 
and continue towards you, spreading flames as they 
go. Some zombies even emit noxious clouds, and the 
poisonous gas will linger in an area long after the actual 
creature is killed. Others throw random objects at you 
(such as the limbs of other zombies), and some of 
them even use weapons - although not in the same 
way as a traditional FPS enemy. Zombies that would 
have logically carried guns in life, such as cops, may be 
armed and randomly squeeze off shots. Sometimes, 



Just 
whatever is Ill ilS path, everything in 0ty cl 
the Dead's world will behave like it does in 
real life. Eveiy object and character in the 
game features Havok physics that ensure 
that it reacts realistically to the forces applied 
to 1t. Zombies will drop to the ground if you 
shoot them 1n the knees, and limbs can 
be tom clean off with a well-placed round. 
Dropping items like boxes onto zombies can 
crush them, and they can be kept at bay by 
barricading doors with crates or furniture. 
Anything that blows apart will send shrapnel 
flying unpredictably, meaning that you're as 
likely to be killed by it as your enemies. 

Thanks to the combination of realistic 
physics, intelligent Al, and ragdoll technology, 
players will see events that would normally be 
scripted occur organically. A downed zombie 
in the playground level may slump onto the 
seesaw, causing the other end to shoot up 
and knock another zombie down, or a horde 
of undead may plow through a pile of boxes 

doesn't mean it v.,;u work the next. 
Eveiy stage in the game featlJ'es 

an open layout. meaning the 
entire level 1s available from the 
start, and there is no set linear 
path through the stage. There will 
be established objectives in each 
area, such as finding a specific 
point or protecting civilians, but the primary 
goal is to survive the flood of undead. Playing 
in first-person perspective, zombies are just as 
likely to come from behind as they are from 
the front. so the open-world layout adds to 
both the player's freedom and the danger. 

City of the Dead begins at dusk and tasks 
players with surviving through the night 
and dawn until day. Although details on the 
characters are scarce, Kuju has confirmed that 
more than one will be playable - most likely 
there will be five, each with different traits. All 
of the characters will evolve over the course 



, their aim will 
ns are used, melee 

deadly, and other skills 
ry unfolds. 

ters on first-person action, 
• in the head is key. Unlike 

can be destroyed by causing 
to the torso, but the amount of 

• red to do so is ridiculous. Headshots 
• and most efficient way to kill 

limbs can be blown dean off to 
a aeature down and get a good shot at its 
Melee attacks, such as a rifle butt to the 

can also be used to take out the walking 
Like the characters, your weaponry will 

J:hange and improve over the course of the game. 
Guns can be tweaked to increase their firepower, 

and additions like barbed wire around the barrel 
can even be added to increase the melee abilities 
of a weapon. 

VVh1le the familiar FPS arsenal of dual handguns, 

shotguns, rifles, grenades and the like will certainly 
be present, a few more esoteric weapons will 
be induded. Although Kuju maintains the game 

will have a realistic feel, the story will allow for 
a few science fiction-influenced weapons like 

the void bomb, a hand grenade that creates a 
small singularity and sucks everything towards it, 

lllMN Mio steps Oil 
~-d-liquid nitrogen. 

lllil!a .nnllllie weapons wiU definitely be fun to 

unleash on the hordes of undead, but can just as 
easily take out a human companion if you' re not 

careful. You certainly wouldn't want to take out 
your friend - or would you? 

The protagonists of Romero's movie have 
seldom faced down the unquiet dead alone, and 

you don't have to either. The game will support 
both two-player split-screen and four-player online 

co-op. The cooperative campaign will feature 
many of the same levels as the story mode, as 

well as several unique levels. Obviously, having 
friends at your side will help you deal with the 
attacking hordes more efficiently - until someone 
gets bitten. As all horror fans know, anyone bitten 

by a zombie will eventually become one, and 
that's no different in City of the Dead. Every player 
has both a health meter and an infection meter, 

which will constantly rise after a bite. Once the 
infection level reaches the playe~s health level, 

he or she will become one of the undead. Then 
the player is free to run around as a zombie, 
attacking his former teammates. 

VVhen one of your squad is bitten, you'll be 
faced with a choice. Do you kill your friend 
immediately so he doesn't come back to attack 

you, or do you wait until he changes, so he can 
back you up with additional firepower for as long 
as possible? By giving players this choice, Kuju 



hopes to replicate the moral dilemma 
presented in each of the Dead films. 
The team also hopes to indude the 
dashing personalities featured in the 
film through intelligent scriptwriting. 
and also plans on casting some 
personalities well known to horror fans. 
Longtime Romero standby Tom Savini 
has signed on to lend his 
voice to a character, 
which should bring 

a wicked smile to Romero's follow. 
ers. Not only has Savini worked wth 
Romero on the special effects and 
stunts in his films for years, he has also 
appeared in front of the camera in films 
like Dawn of the Dead, From Dusk Till 
Dawn, and Creepshow. 

By casting Savini, allowing gamers 
to play as zombies, and, of course, 

securing the involvement of Romero, 
Kuju is obviously crafting a game 
that will serve as a love letter to 
horror fans. The team is taking 
care to capture the intensity 
of the films, offer up shocking 

moments, and let gamers revel 
in the fact that destroying 

zombies is inherently fun. 
Romero's contributions 

revolutionized films about 
the walking dead, and 

it looks like his first 
entry in the video 
game world is likely 
to be received as 
the ultimate zombie 
shooter. We, like all 
true horror fans, 
cannot wait to see 
what new horrors 
the master of fear 
is preparing to 
unleash. ■■■ 
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SS X 4 [Working Title] 
> STYl£ I-Pt.AYER ACTIO~RTS (MULTI PLAYER TBA) > PUB USHER EA BIG > DEVEIDPER EA CANADA > RELEASE FAU 

BACK TO THE PIPE 

T 
hat's right It's time to hit the powder 
yet again. We were exated enough 
when we got word of this eagerly 
awaited sequel. But now that we've 

seen the game in action, we literally can't 
wait for the snow to fall so we can shred the 
slopes again. 

SSX 4 is all about more. More of what 
eveiyone has loved about the series from 
the start, and more of what fans have been 
asking for since the games became a hit 
We were lucky enough to get to talk with 
Steve Anthony, the associate producer on 
the new game. He filled us in on the return 
to the mountain. 'The biggest change for 
the gameplay this year is the emphasis on 
speed. In the past even though you were 
tearing down the mountain, the player never 
really got the sense they were in fact going 
as fast as they were. This year we have built 

■ A sequel to Hot Dog· 
The Movie? Only in our 
dreams 
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an entire system around speed, Vlllth various 
layers of V1Sual and audio effects that VIIIII kick 
in as the riders hit speed thresholds~ Footage 
of the game we saw reflected this evolu-
tion. As the skier weaved his way through 
trees and down the hill, the screen began 
to blur and we could hear the air rushing by. 
Launching off a wicked Jump took us into the 
stratosphere, where only the lonely btrd cnes 
carried over the mountain Vlllnd. It IS, to ~ 
the least, a spectacular effect 

Did we say skier? Yep. Anthony filled us 
in. "Skiing has been a great addition to the 
game this year. We have a unique set of ani
mations around skiing, with different grabs, 
wipeouts and landings. Additionally, skiers 
will have the ability to initiate skiing specific 
Monster Tricks." Purists needn't fear, however. 
All the intricacy of the hallmark snowboard 
options remains intact Now you'll just have 

another choice of how you flex your muscles 
on the snow. 

Customization options don't end with your 
choice of locomotion. Due to fan demand, 
there will finally be an incredibly flexible 
create-a-character mode, allowing you to 
throw your own boarder/skier up against 
the best the mountain has to offer. Initiating 
such a challenge VIIIII also be easier than 
before, since the new mountain has been 
designed for fluidity, flex1b1lity, and freedom. 
"One of the biggest differences this year has 
been the removal of the connector pieces 
that we used last year to move between one 
track and another. This year there will be 
much less of a break in the gameplay as the 
rider is able to seamlessly move down the 
mountain. Additionally, we have redesigned 
the gameplay to incorporate both race lines 

and freestyle lines Vlllthin one trdck, much 
hke you'd expect to find on a real mountain," 
Anthony explained. 

As a quality sort of wrapping paper to the 
excitement of the new action, there's a brand 
new menu system that's original enough to 
deserve attention. The new menu naviga-
tion is handled via a system Anthony calls 
the iMng scrapbook." Scribbles and pencil 
doodles fill the book, and new menus are 
like different pages. While the images look 
hand-drawn, they animate in response to 
your choices, like your imagination coming 
to life on the page. Innovations like these 
are always a good sign in our minds, as they 
show a willingness to take something great 
like the SSX games and make them even 
better. ■ ■ ■ 
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The Legend of Zelda 
[Working Title] 
> STYU 1-l'IAl'ER AC110N > PIIBUSHEJI NINTENDO> DEVELOPER NINTENDO> RUfASE 200S 

PROPER CARE AND FEEDING OF FRANCHISES 

P ass1onate, long-term fans 
of the Zelda franchise 
and those hungering for a 
mature twist on the classic's 

aesthetic will have something in 
common by the end of the year. 
At the recent Game Developers 
Conference in northern California, 
the enigmatic Nintendo aimed to 
prove its loyalty to these groups by 
showing a new two-minute trailer of 
the upcoming Zelda title. 

After watching (and re-watching 
and rehashing and re-examining, 
repeatedly - yup, we're dorks), a 
few things became clear. First off, 
we've got nothing when 1t comes to 
plol We don't know where Link is, 
why he's there, or what in tarnation 
is going on. But within this cloud 
of vague illusions, it is becoming 
increasingly clear that while the 
game changes art style and Link's 
age, there are a lot of themes (both 
old and new) making their pres
ence known. 

With a rich orchestral score, the 
trailer sets a mood of greater spaces, 
an even more her0tc quest, and a 
wider set of skills for our hero Link. 
Every shot in those few minutes of 
footage dearly h1ghhghts the larger 
scope of areas - L.mk gallops across 
expansive plains, runs through dear
ings nnged W1th gigantic and anaent 
trees, swims the waters deep, and 
looks on as a wolf howls against a 
looming moon. 

The trailer's images are truly stnk
ing, but the wolfs silhouette also 
brings to mind another theme that 
presents itself over and over during 
the trailer: animals and possible 
gameplay surrounding them. Link 

is shown riding both a horse and a 
large boar - his moveset while atop 
either looks to be a mix of close
range swordsmanship and long
range archery skills. In addition, there 
are the repeating wolf appearances 
and a handful of other woodland 
creatures that either surround our 
hero or are carried by him. Could 
we be reading too much into this? 
Perhaps, but animals show up so 
often in the trailer that it's hard to 
imagine they won't play a huge role 
in the new game. 

As we learn more about the still
untitled adventure, it's becoming 
dear that Nintendo is taking this 
"adult Link" idea to heart and build
ing for him a world closer to our 
own reality. More realistic and dra
matic lighting effects, an impressive 
weather system, and more integra
tion of his equipment (it appeared 
that, while riding, the shield stored 
on his back was deflecting arrows) 
all point toward an overall matunty 
for the title. 

As many questioned Nintendo's 
wisdom when Wind Waker's graphi
cal style was first shown, some are 
now expressing doubt about the 
newest look for the series. Will the 
turn towards what is now a conven
tional look for an action/adventure 
game make the title blend in W1th 
the crowd, or will the proven genius 
of this series and its caretakers defy 
what some now see as a hurdle for 
the game? The final result, obviously, 
remains to be seen, but it's unques
tionably clear that this new Link isn't 
just grown up - his world is expan
sive and sometimes quite dark, but 
always filled with adventure. ■ ■ ■ 
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Spartan: Total Warrior 
> STYLE 1-PIAYER ACTION > PUBLISHER SEGA > D£VEIDPU THE CREATIVE ASSEMBIY > RELWE SEPTEMBER 

WITH YOUR SHIELD OR UPON IT 

T
otal wars are fought by total warriors. No 
one knows this better than The Creative 
Assembly, \'mOse Total War franchise on 
the PC has long focused on the strate

gic manipulation of legions of warriors from a 
wide array of historical periods. In Spartan: Total 
Warrior, this combat-hardened developer will 
take its veteran experience onto a whole new 
battlefield: individual-oriented action on the 
home consoles. 

While this new series moves away from Total 
War's massive strategic conflicts, the battles will 
certainly not be lacking in epic scale. As a single 
Spartan solider during the age of the Roman 
Empire, players will constantly find themselves 
faced with staggering hordes of enemies. 
•spartan's core gameplay is combat against 
many opponents; says Ian Roxburgh, Creative 
Assembly's marketing manager. "Spartan is 
the only game to feature hundreds of combat
ants fighting each other in real time around 
the player. The gameplay is tailored to these 
situations.• Initially, this may seem strikingly 
similar to the stable of other hack 'n slash titles 
like Dynasty Warriors or Drakengard. However, 
Spartan's unique approach promises to add a 
whole new dimension to the fray. 

First of all, Spartan is far from a simple button
masher. Because hostile targets will frequently 
surround the player, observation will be impera
tive. Only by defending yourself and waiting for 
an opening to attack will you be able to take on 
the aggressive legions. Roxburgh outlines the 
philosophy behind this method: •our system is 
one of action and reaction: When the player is 

80 GAME INFORMER 

surrounded by a horde of enemies, using tactics 
and maneuverability will tum such combat situa
tions to their advantage.• 

Though the player controls just one hero, the 
battlefield is swarming with allies in addition to 
foes. But they aren't allies that just stand around 
like decorations, leaving you to all of the dirty 
work; they will play a prominent role in every 
fight's outcome. "The player will leam to stick 
with their armies; Roxburgh tells us. "It is the 
Spartan's responsibility to keep his allies alive; 
it is the duty of the allies to protect the Spartan 
so that he can carry out his missions to tum the 
tide of the battle~ The Spartan's specific tasks 
could range from tipping over barrels of boiling 
oil to operating a ballista, so it will be important 
to have all the support you can get 

Of course, sometimes your allies will have 
more important things to do than play body
guard, like defend against an entire attacking 
f0<ce. Roxburgh explains, "The Al will combat 
each other, with up to four different sides in any 
battle. They don't just stand around waiting to 
be attacked - they use group tactics and engage 
enemies, so if you wait around and watch, you 
will see battles won and lost before your eyes.• 

By creating a genuine sense of the mass bat
tles ocrurring around the player, the Total Warrior 
franchise hopes to create an unparalleled 
experience in overwhelming action. And while 
there are plenty of other time periods that the 
series could tackle in the future, beginning with 
a war -<:entered nation that breeds its soldiers for 
combat from childhood definitely seems like a 
promising start ■ ■ ■ 
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Evil Dead: Regeneration 
> STYU 1-P!AYER ACTlON > PUBLISHER THQ > DEVElOPER CRANKY PANTS GAMES> REUASE FALL 

UNLEASH THE HORDES 

W 
hat could have happened after 
the killer night portrayed in the 
Evil Dead movies? What if, rather 
than our hero warping back 

to medieval times, the law showed up to 
retrieve Ash and witness the gory aftermath? 
Developer Cranky Pants Games, in associa
tion with THQ aims to answer the question 
with a shotgun, a wink, and a series of innu
endo-laden one-liners. Their take on the next 
chapter in the Evil Dead mythos starts at the 
notorious cabin as Ash is being arrested and 
charged with murder. After clearly explain-
ing the events of the night to law enforce
men~ he is unceremoniously acquitted by 
reason of mental defect and ferried off to 
Sunny Meadows, a dubiously named insane 
asyfum. This is where he meets Sam, a dea
dite smallfry who will become the bold one's 
first wingman. 

Wait Stop that Back it up. A sidekick? 
David BoUesen of Cranky Pants tells us about 
how Sam was first thought up. "Somebody 
said, Wiat if he had a sidekick?' That was 

quickly followed by, Wiat if he was a dwarf?' 
And that was followed by, Wiat if you could 
kick him?'" dearly, this is a team with good 
heads on their shoulders. So Sam is going 
to be a big part of Evil Dead: Regeneration, 
contributing to puzzle solving. enemy combat 
managemen~ and ridiculous comedy. But 
wha~ pray tell, did the originators of Evil 
Dead think of this new addition? Tums out 
that Bruce Campbell was such a fan of Sam 
that he hooked Cranky Pants up with Ted 
Raimi (of the Spider-Man movies and Xena: 
~rrior Princess lV series) to do the voice 
work for the character. 

While earlier Evil Dead games have pro
duced action in spades, none of them have 
truly captured the magic of the films. "We 
really felt the previous games had missed 
communicating the comedy associated 
with the movies. There was verbal one-
line humor, but it wasn't being translated 
into anything physical," says Bollesen. To 
that end, almost everything in the game is 
being translated to the universal language of 

funny - slapstick-inspired exaggerations of 
situations, enemies (some are over 20 feet 
tall), and character movements. The first time 
that Sam and Ash step outside of the asyfum, 
for instance, the deadite companion steps 
in a steaming pile of dog poo. This isn't the 
whole joke, though. The real funnies come 
throughout the rest of the level as Sam's 
walking and idle animations show the charac
ter trying repeatedly to wipe the stinky mess 
off of his foot. 

Hilarious hijinks aside, the other core trait 
of the Evil Dead universe is over-the-top 
action. We players and fans want limbs 
flying. buckets of spent ammo littering the 
ground, hordes of undead being hewn, and 
the maniacal laughter of a normal man at his 
hilarious psychological breaking point. The 
team knows this well. "[Ash's] constant battle 
with his sanity plays well because you're 
never really sure how he might respond next. 
But in the end, he's got a prosthetic chainsaw 
and a shotgun, and [he's] not afraid to use 
either:" Amen to that ■ ■ ■ 





Soul Calibur Ill 
THE SOUL STILL BURNS 

I n 2003, Namco released the excel-
lent weapon-based fighting game Soul 
Calibur II for all three major consoles, 
each featuring an exdusive character. 

The game sold strongly on all platforms and 
received high praise from critics and the 
gaming public alike. Another entry in the 
series became a foregone conclusion. But 
somewhat surprisingly, there won't be three 
versions this time around - Soul Calibur 111 
is coming this year, exclusively for PS2. 

The Soul Calibur 111 team realizes that 
some people may be disappointed to 
see the game limited to one console, but 
focusing on a single version is allowing 
them to create the best fighting game they 
possibly can. Details on the game are still 
scarce, but it certainly sounds like Soul 
Calibur 111 will be packed with plenty of 
exciting new features. For starters, for the 
first time in the series players will be able 
to create their own characters. Appearance, 
gender, weapon, and even occupation can 
be tweaked, and these created characters 
will be the center of a new mode called 
Chronicles of the Sword. How exactly this 
mode will function is still unknown, but it 
will be only one of the many ways to play, 
including the standard Vs. mode, World 
Competition, Practice, and Soul Arena 
mode. There's even a Museum mode to 

view the history of the franchise. 
Of course, new play modes aren't the only 

addition in Soul Calibur 111. Expect to see 
many new arenas and three new fighters, 
bringing the roster up to over 25 playable 
characters. Setsuka, Tira, and Zasalamel 
have joined into the competition, each 
bringing something different to the table. 
Setsuka looks like some sort of sword-wield
ing fashion model, Tira fights with a huge 
circular blade, and Zasalamel appears to be 
some kind of grim reaper in training. 

Namco seems to be adding a lot of 

new elements to Soul Calibur Ill to help it 
compete against the recent slate of quality 
fighting games. We'd like to know more 
about many of its new modes and features, 
and will certainly follow its development 
until it hits later this year. We'll also admit 
to being a little disappointed that we won't 
be seeing it come to multiple platforms, but 
if concentrating on one version helps Soul 
Calibur 111 be the best fighting game it can 
be, then we're all for it. ■ ■ ■ 

SOLO CALIBUR 
Since Soul Calibur Ill is exclusive to 
PS2, there obviously won't be another 
round of exclusive characters in the 
series. However, that doesn't mean 
there won't be high-profile guest stars. 
Although it's just a rumor, word is that 
Capcom's star demon hunter Dante 
will be a playable character in Soul 
Calibur Ill. We'd certainly love to see 
him square off against Nightmare. 
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Marvel Nemesis: 
Rise of the Imperfects 

> STYlf H'IAYER FIGHTING (MUIJlP!AYER lllA) > PU BUSHER EIKTRONIC ARTS > DMI.OPER NIHIUSTlC SOflWARE > REI.EASE FALL 

THE OLD VERSUS THE NEW 

I n a cross-marketing stroke of brilliance, EA has 
recently announced a partnership with Marvel to 
create a brand new video game/comic crossover. 
Marvel Nemesis will start as a six issue comic mini

series that will help to introduce an entirely new group 
of superpowered characters fit to take on the best that 
the Marvel universe has to offer. Right around the time 
the mini-series wraps up, EA will release what looks 
to be a stunning fighting game that puts the powers 
of both these old and new characters in the hands of 
gamers the wortd over. 

First heard as whispers about a game called Marvel 
vs. EA. Rise of the Imperfects promises to try some 
impressive feats when it shows up on your gaming 
screen this fall. There will be more than a dozen 
supremely powerful fighters, and it's likely we'll 
see many familiar faces alongside the newly 
designed characters created especially for 
the game. As early frames of the comic 
book reveal, we can be confident that 
Spider-Man, Wolverine, The Thing. 
Iron Man, and Elektra are among 
the cast We've also heard that 
the comic series will focus 
on these characters' struggle 
against a new villain - Niles 
Van Roekel is a nefarious 
alien scientist intent on 
creating a superpowered 
army of death-dealing war
riors. We've learned that 
the game will be a direct 
follow up to the story of 
the comic series, and cur
rent plans have the last 
issue releasing just days 
before the game. 

The developers want to 
focus on creating an authen
tic superhero fighting engine. 
Apparently, each stage will be 
designed so that the unique 
characters can take full advan
tage of their amazing abilities. 
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If thlS means what we think it does, the imagination 
doesn't have to stretch very far to foresee images of 
5ptdey swmging on a webline across a rooftop and 
hurtling into his foes, or The Thing smashing through 
buildings to pursue an opponent 

To create a new story in line with the artistic sensibili
ties of the Marvel Universe, several well-known comic 
creators have been tapped to help realize the project. 
Among these is industry veteran Jae Lee, whose 
moody illustrations have filled the pages of Spider
Man, Uncanny X-Men, and Transformers Versus G.I. 
Joe. In addition, renowned concept artist Paul Catling 
has joined the team, following up his work on movies 
like Alien Los. Predator, The Punisher, and Harry Potter 
and the Chamber af Seaets. 

Between the seething hot 
images you can see here and 
the impressive combination 
of EA's and Marvel's talent 
pool, Marvel Nemesis has us 
chomping at the bit for some 
more info. As full fledged, card
carrying members of both the 
gaming and comic geek dubs, 
Rise of the Imperfects looks 
to be a true match made in 
heaven. ■■■ 
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Shadow the Hedgehog 
> 5TYU I-PLAYER ACTION (MULTI Pl.AYER TBA) > PUBLISHER SONIC TEAM > DMIDPER SEGA 
> RELEASE WINTER 

LIKE KOTOR WITH HEDGEHOGS .. . AND NO JEDI 

S 
onic the Hedgehog stands 
among the most recognizable 
and well-loved characters in 
video game history. Perhaps 

this is why fans of the franchise were 
taken aback to learn that the next 
Sonic title stars a different mach
speed-capable hedgehog- Sonic's 
antithesis Shadow. 

Judging from the trailer shown 
at this year's Game Developers 
Conference, the lead character won't 
be the only thing changing. First and 
foremost, Shadow's packing some 
serious heat Armed and danger-
ous, he'll be able to use his 
handgun (in addition to 
other unnamed weap-
ons) to execute various 
ranged attacks. As if that 
weren't enough to digest, 
Shadow will also have 
access to various vehides 
to make him even more 
mobile. 

With the addi
tion of gunplay, 
it's evident 
that the series 
is taking a more 
mature route. 
But it doesn't stop 

there - the game appears to have a 
darker tone than previous iterations, 
focusing on Shadow's mysterious 
past Judging from lines like 'Hero 
or Villain? You decide," the players 
will apparently have a role in shaping 
Shadow's persona, choosing to walk 
the path of good or evil. 

Thankfully, not everything about 
Shadow the Hedgehog is new and 
scary; there will still be many familiar 
elements in place. The series' hall
mark high-speed platforming remains 

intact, and looks to fea
ture gameplay similar to 

that of Sonic Heroes. 
With E3 just around 
the comer, more 
details will certainly 
surface about this 
unconventional 

entry in the Sonic 
ga. Though some 

Sonic devotees may 
find it difficult to 
embrace the game's 
new direction, this 
deviation could prove 
the franchise still has 
what it takes to hang 

ut with the grown
. ■ ■■ 

PC 

AutoAssault 
SHIFT _DESTRUCTION 

M 
assively multiplayer 
online games need 
not all be role-play
ing, according to 

previously little known developer 
NetDevil. This gargantuan under
taking, AutoAssauli is attempting 
to combine the chaotic destruc
tion of Twisted Metal with a 
robust role-playing element - all 
within a hugely multiplayer 
framework. We got a chance to 
try it oui and though it's playing 
a little rough at the momeni it 
definitely has potential. 

In this post-apocalyptic world, 
your mission is clear: Deck out 
a vehicle with as much armor 
and firepower as it can carry, and 
blow the living hell out of every
thing in your way. Powered by 

the Havok 2 physics en • 
carnage that gets unleashed in 
even the most minor encounters 
is staggering. Nearly everything in 
the world other than the terrain 
can be destroyed, and there's no 
shortage of ways to reduce all 
that you see to rubble. 

Player-vs.-player combat is 
promised to be a large part of 
the AutoAssault experience as 
well. While the developer was 
reluctant to talk about its not-yet
finalized plans for open-world 
PvP, we did find out that there 
will be a full-on arena system 
in the game. Functioning much 
like the better RTS matching 
systems, and with the ability to 
line up combats between groups 
on different servers, this could 

a unique and truly awesome 
feature. Tournaments, ladder 
seasons, and everything else are 
planned, vvith special rewards 
given to vvinners. The possible 
sweetness rivals Krispy Kreme. 

AutoAssault's launch is still a 
ways off, and there are some 
questions yet to be answered. 
Will t he fast-paced combat leave 
enough room for strategy? Will 
the control scheme be able to 
overcome the inherent wonki
ness of driving vvith the key
board? We don't know, but there 
are certainly some interesting 
ideas at work in this title, and it 
may be just the innovation that 
massively multiplayer games 
need. ■■■ 







PLAYSTATION 2 I XBOX I GAMECUBE I PC 

Madden NFL 2006 
> STYLE I TO &PLAYER SPORTS (PS2), I TO 4-PLAYER SPORTS (XBOX. GQ, I OR 2-PtAYER SPORTS (PC), (2-P\AYER VIA 
PS2 ONLINE. XBOX LM. OR PC INTERNET) > PUBLISHER EA SPORTS > DMLOPER EA TIBURON > REUASE AUGUST 

A VISION OF THE FUTURE 

0 
f all the years that EA Tiburon has had 
to deliver an installment that lives up 
to the blockbuster status of Madden, 
this has be the developer's most 

pressure-filled one yet Facing scrutiny for 
its exdusive NFL license, the letdown of last 
year, and next-gen looming, nothing less than 
perfection will do. And from what we've seen 
of the new Madden, this is the installment 
fans will be talking about for years to come. 
We' re not exaggerating, folks. 

In real life, QBs must understand receivers' 
routes and be able to decipher defenses 
in order to know where to throw the ball. 
Madden 2006 puts this responsibility on 
your shoulders with Vision Passing. This is 
an optional gameplay system that shows 
you what direction the QB is looking in via a 
highlighted cone of vision. If you attempt to 
pass to a receiver you aren't looking a~ your 
throw will suffer greatly. Meanwhile, only QBs 
that pass to players in the cone will be able 
to use the game's precision passing controls. 
This makes players have to physically scroll 
through their progressions just like a QB 
would in real life. After the snap, your QB will 
automatically tum his head in the direction 
of the play's primary receiver (which you can 

switch pre-snap). To scan the field, you swivel 
the right analog stick or hold down R2 or L2 
and press the face button of the person you 
want to throw to. Then your QB will swing 
his head around in their direction. It's a very 
responsive system that is intuitive to use -
even as the pocket collapses. You can stare 
down the guy you are going to throw to the 
whole time, but defenders will see this and 
get a jump on the route. Conversely, you can 
look the safety off by faking like you are going 
to throw to a certain part of the field then go 
somewhere else. 

Each QB's cone of vision varies depending 
on their awareness rating, so guys like Peyton 
Manning who are already experts at under
standing his opponents' and his own plays 
will fare better than some shaky-kneed rookie. 
Of course, as your QB progresses, his accu
racy rating will increase, and so will his on-the
field vision. Scrambling affects the size of your 
cone, and those gamers who like to drop 
back 15 or 20 yards behind the line of scrim
mage will find themselves penalized. There is 
also a gradation of accuracy within your field 
of vision depending on if someone is on the 
perimeter or in the middle of your gaze. 

If this is getting you excited for the upcom
ing Madden, we can honestly 
say that this is only the tip of the 
iceberg. The franchise has some 
exciting new features coming 
your way in just about every area 
of the game - including some 
different directions that you 
might never have guessed, but 
will be pleasantly blown away 
by. Instead of worrying about EA 
taking a year off and phoning in 
this new Madden installmen~ the 
on-the-field changes it's made will 
make sure you never take a play 
off. ■■■ 
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PLAYSTATION 2 I XBOX I GAMECUBE 

The Incredible Hulk: 
Ultimate Destruction 

> STYLE I-PLAYER ACTION > PUBLISHER VMNDI UNIVERSAL > DMLOPER RADICAi. GAMES> RELEASE SUMMER 

MASS WEAPONIZATION 

G 
lancing furtively behind themselves, hoping 
that their eyes are reading the situation 
incorrectly, the city's citizens are struck 
dumb. They stop and gape. The creature 

barreling toward them, a furious green mass at least 
resembling a man, can't be possible. He can't be 
picking up cars, tearing them in two and, when the 
automobile's pieces are no longer useful, chucking 
the deformed metal at neighboring buildings that 
make up the city skyline. This cannot be. 

Oh, but it is. And from what we've played of 
Vivendi Universal and Radical Game's new take on 
the Hulk mythos, players (as the Hulk) will be able 
to vent rage at anything in their path. This is more 
than one of those sandbox games that are so popu• 
lar these days - this is an unending stream of ram· 
paging fury that you'll be able to manipulate with 
your very fingertips. Other superhero games have 
offered free roamin& expansive 
environments where players 
can take advantage of the 
hero's powers. The downfall 
of this plan can be bland 
travel between missions, 
but Hulk takes the commute 
and gives it a constant flow of 
destruction that we'd normally 
expect in straight action missions. 

Hurtling down the streei play· 
ers can pick up anything in their path and 
wrench it into a shape more suitable to their 
goals. The team is calling this •weaponiza
tion• - we're calling it something you have 
to see to believe. The Hulk picked up a bus, 

flattened it and then rode it like a two-ton surf· 
board. \/\/hen spent it was tossed aside with such 
little effort that the simple action of throwing away 
a candy bar wrapper was brought to mind. Later, he 
uprooted streetlights and launched them away like 
giant harpoons. He powered up punches and left 
Volkswagen-sized craters in the asphalt. Incredible 
charged-up leaps put the Hulk on the side of a 
buildin& where his sheer determination took over 
and the green machine just ran straight to the top. 

The freedom that The Incredible Hulk offers 
is downright infectious. 1/1/hile there is an almost 
unlimited amount of this free-roaming chaos to 
bring about the game will also feature a story and 
continuing plotline penned by Eisner winner Paul 
Jenkins. Wanting to keep some cards close to the 
chest Vivendi and Radical weren't sharing many 
specifics on the tale, but if the large-scale boss fights 
and epic destruction we've seen so far are even 
half-integrated into the story experience, we're in. 

The Hulk is a massive, brooding character only 
understood in the most basic of ways by many of 

the people around him. He's rash, destruc
tive, inconsolable, and full of rage, but 

he also sounds like a mighty good 
time to play. Summer vaca

tion can't come soon 
enough. ■■■ 





PC I XBOX 360 

Call of Duty 2 
> STYl£ 1-PIAYER ACTION (MUIJIPIAYER TSO) > PU BUSHER ACTMSKlN 
> DMI.OPER INANITY WNlD > RELEASE FALL 

DUTY CALLS ... AGAIN 

I 
t's nice to see a new franchise break 
into a crowded, sequel-heavy market 
once in a while. 2003's Call of Duty did 
just tha~ and now the inevitable sequel 

is underway. We recently got a chance 
to stop by Infinity Ward's offices, and 

we've got to say that Call of Duty 2 is 
, looking to be the new hotness. Not 

only is the new engine leaps and 
bounds ahead of the old tech, but 
the deliciously tight gameplay of 
the original title has only gotten 
better. 

Name a graphics-related 
buzzword, and it's in full 

effect in Call of Duty 2. 
Specular maps that can 
be tweaked to present 
a much more realistic 
and non-plasticky look, 
and time of day effects 
that radically change 
the appearance of 
an environment are 
present Volumetric 

fog and smoke, 
real-time lighting 

and shadows, 
and more are 
also induded. 
These visual 
improvements 

, are no simple 
increase in 
polygon 
count - the 

demo we saw literally had our mouths gaping. However, 
while every gamer appreciates having the onscreen action 
be as pretty as possible, that's hardly the only defining factor 
of a game. 

Infinity Ward has a plethora of gameplay improvements 
coming our way as well. CoD 2's Al promises to be leagues 
better than the already-great system in the previous titles, for 
one. Enemies will move around a lot more and take the fight 
to you. Friends and foes alike will exhibit much more squad
based behavior, and the combat chatter of all Al-<:ontrolled 
characters should be much more relevant to the situation 
at hand, giving the player a better tactical awareness. This is 
necessary, since there are some new elements to combat in 
CoD 2 for Als and players to cope with. 

Between the vastly improved shadows and lighting effects 
that affect cover and visibility, smoke grenades promise to 
add a fair amount of depth to the choices you have in tack
ling an objective. As anyone who's played Counter-Strike can 

r . I 

attes~ being able to drop visibility to nearly zero is an incred
ibly powerful tactical option. To further broaden the available 
strategies, battlefields in CoD 2 will be far more open than in 
the original. You'll frequently have multiple directives to fulfill, 
and it's up to you to choose the order and approach to each 
of them. 

As some people took issue with the fractured, storyline
jumping nature of the original CoD's campaign, Infinity Ward 
is approaching the sequel in a somewhat different manner. 
You'll be able to choose different branches of the story to 
play through based on what you've already done, mean-
ing that you can follow one soldier's story to completion 
without interruptron if you so choose. Between this and the 
rest of the upgrades to the first Call of Duty (which is still a 
great game in its own right), the deck looks to be decisively 
stacked in CoD 2's favor. If this isn't on your 2005 list of 
games to watch, we recommend you rectify that oversight 
immediately. ■ ■ ■ 
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Battlefield 2 
> STYU 1 ·PIAYER ACTION (UP TO 64-PIAYER VIA INTERNET OR LAN) 
> PU BUSHEi ELKTRONIC ARTS> D£VO.OPER DIGITAi. iLLUSiONS CE > lfWSE FAil 

PUTTING THE "TEAM" BACK IN TEAM-BASED 

T 
hough Swedish devel
oper Digital lllusion.s 
was lately acquired by 
the monolithic institu

tion that Is Electronic Arts, what 
we recently saN m a playtest of 
Battlefield 2 would imply that 
none of the company's incred
ible design skills have suffered 
for It This sequel sports the 
obvious graphical improvements 
that come with any iteration 
of a franchise, but the focus of 
Battlefield 2 seems to be on 
streamlining and upgrading the 
garneplay experience in as many 
ways as possible, from the subtle 
to the drastic. 

The overall philosophy behind 
BF 2 is definitely an emphasis 
on teamwork. Many new sys
tems are in place to help with 
this, from sharing ranking points 
with your vehicle-mates to 

being rewarded for performing 
your job ( medics get points for 
healing friendlies, for instance). 
These points are tracked for 
every category imaginable. Radio 
messages to your team are now 
done with an easily accessed 
radial menu, which Is far faster 
to use than the old way. Having 
a medic in a veh1de will pas
sively cause any footsoldiers 
nearby to slowly heal, while 
engineers do the same for 
other vehicles. One member 
of a team can even act as the 
commander, issuing orders and 
deploying recon drones and 
artillery strikes. And finally, play
ers can form squads to more 
effectively take the fight to the 
enemy. 

The biggest and most glaring 
change in BF 2, however, is 
the indusicm of voicechat And 

not some half-assed, lag-tastic 
implementation, either. In order 
to promote the teamwork and 
squad play elements that Digital 
lllusicms is pushing for th1S title, 
the only voicechat you'D hear is 
that of your squad. The squad 
leader, on the other hand, can 
also hear the voice of the team's 
commander, preseMng a sort 
of hierarchy and theoretically 
making rt easier to coordinate 
tactics. If all goes well this 
could all result m players having 
a much less frustrating time 
trying to get everyone on the 
same page. Since having a well
orgarnzed, effective team is the 
root of what makes games like 
Battlefield fun, this looks like just 
the kind of seqµel that players 
yearn for. ■ ■ ■ 

America's Army: 
Rise of a Soldier 
> STYU I OR 2-PIAYER ACTION (UP TO 16-l'IAYER VIA PS2 0 
> PUBUSHER UBISOFT > DMl.OPER SECRET LfVEL > RE 

W 
hat if the U.S. Army made 
a game to simulate the 
infantry experience as 
accurately as possible 

( and double as a recruitment tool)? 
Actually, they already did - America's 
Army debuted on PC back in August 
of 2002 as a free download. Now, 
Ubisoft and developer Secret Level 
(Star Wars: Starfighter) are cooperat
ing with the Army to bring it to Xbox 
and PS2. After having a chance to 
check out the port firsthand, though, 
we can safely say that this is no 
simple translation to consoles. 

While the PC version is almost 
exdusively rnultiplayer-focused, this 
title will have a significant single
player portion. Consisting of approxi
mately 35 missions (which don't 
have to be played in any particular 
order) that run about 15-20 minutes 
apiece, AJl/.s Career mode looks like 
quite a lot of game. You'll even accu
mulate skill points based on how well 
you fulfill your role, as opposed to 

how many kills you get. 
Garneplay, while largely straight-up 

(if painfully realistic) FPS, does make 
a few departures from the norms 
in AA By pulling the left trigger your 
view will snap to the general viqnity 
of the nearest enemy, and holding 
it down will drastically lower the 
sensitivity of the right stick for fine 
adjustments to your aim. Also, the 
suppressing fire mechanic has a lot of 
potential. When under fire, your aim 
will really go to hell - and this holds 
true for Al characters, friendly and 
enemy, as well. Provided it's imple
mented well, this should add another 
dimension to the tactical possibilities 
in M 

Though America's Army is literally 
a recruiting tool for the U.S. Army, it 
looks to be shaping up into, at the 
very leasi a competent war-themed 
FPS. Be aware, though, that the boot
camp-like rigors of America's Army 
likely won't suit the casual or action
oriented FPS player. ■ ■ ■ 



PC 

Black & White 2 
> STYLE I-PLAYER STRATEGY (MULTIPIAYER TBA) > PUBLISHER ELECTRONIC ARTS > DEVELOPER UONHEAD STUDIOS 
> RElIASEFALl 

THE HAND OF GOD 

L 
egendary developer Peter Molyneux is 
famous for making grandiose claims 
about whatever game he's working 
on (see Fable) and not following 

through on them - and having 
the title turn out to be excellent 
anyway. Having enlisted the 
talents of Ron Millar (who had 
a large role in making Warcraft 
and Starcraft), Molyneux is now 
seeking to "totally reinvent RTS" 
with Black & White 2. Given 
that you literally play the role of 
a culture's god, he may not be 
far off base. 

On the subject of bringing 
Millar in to help with B&W 2, 
Molyneux said with a laugh, 
"[We had] a pretty interesting 
discussion about the things 
we hated about each others' 
games.• The good part of that 
of course, is that something 
interesting is bound to result 
from the two radically different 
perspectives of these gaming 
luminaries. The overall feeling 
out at developer Lionhead 
Studios is that the RTS genre 
isn't evolving like it should be, 
and that god games (many of 
which Molyneux created) like the first Black 
& White lack theme, story, and a motiva-
tion for the player. Certainly, if B&W 2 can 
combine these two genres without getting 
overly complex, it could be seriously cool. It 
does have a completely new engine which, 
besides the luscious graphics, provides full 
physics modeling for much of the world. Gty 
walls will realistically chip and crumble under 
the assault of catapults, and throwing rocks 
( or people, if you're sadistic) around will be 

all the more satisfying. 
One way that Lionhead aims to streamline 

the B&W 2 experience is through the novel 
interface. Rather than spending lots of time 

in different windows and 
menus, something that 
Millar and Molyneux both 
abhor, more or less every
thing is done with a simple 
mouse point/dick/drag 
system. Need some roads? 
Simply grab one that you 
have and drag it around, 
and your people will build 
it for you. Need to gather 
some wood? Pick up a 
couple of your followers and 
drop them onto a patch of 
trees, and they'll go to work 
on them. All of your divine 
desires will be able to be 
accomplished through this 
quick and intuitive interface. 
Molyneux intimated that this 
technology will be used in 
Lionhead's upcoming film
making game The Movies, 
as well. 

The marquee feature of 
training a huge creature to 
do your bidding. whether 

that be the smiting of your enemies or 
spreading love and joy throughout your 
domain, returns from the original. Between 
that the possibility of conscripting your 
people into a conquering army, and the 
more sim-like development of your civiliza
tion, B&W 2 has a lot to offer. "This is what 
Black & White is about It's about being 
the god of war or the god of peace," says 
Molyneux. We've already got a pretty good 
idea which path we'll choose. ■ ■ ■ 

previews 



NINTENDO OS 

Nintendogs 
> STYlE 1.f'IAYER SIMULAOON (MUIJlPlAYER TBA) > PUBLISHER NINTENOO > DEVUOPER NllfilNOO 
>IIElWETBA 

PUPPY LOVE 
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Y 
ou've seen the puppies 
at the pound with their 
button noses, floppy ears, 
and innocent eyes. These 

little bundles of love seem almost 
perfect, except for one glaring 
flaw - the omission of a touch 
screen. Thankfully, Nintendo will 
soon be rectifying this blunder 
of nature with Nintendogs, an 
upcoming simulator for the DS 
that's the doggone cutest game 
we've seen in a long time. 

Emulating several aspects of 
real-life pet care, Nintendogs 
makes full use of the 
handheld's unique features to 
instill players with a true sense 
of ownership over their canine 
companions. The microphone 
is used to name your dog. 
as well as issue commands (like 
"sit" or "stay") that it will leam over 
time. Of course, how fast it catches 
on will depend on its breed and 
personality; some dogs are more 
stubborn, while others are more 
intelligent and eager to please. 
You'll only have a few breeds 

,.__,__ ___ 

to choose from initially, though more 
can be unlocked (along with other 

items and accessories) by entering your 
pup into certain agility competitions like 
frisbee-catching. 
The touch screen will be even more 

important in your interactions. Just give 
the screen a tap, and watch your four
legged friend bound up to the screen 
and put its paws up. Once you get 

the dog's attention, you can use the 
stylus to rub its belly, or even play some 

fetch with a tennis ball. After that's all 
done, you can go for a walk outside 
(be sure to bring a pooper scooper) 

and give the little guy a chance to inter
act wirelessly with other users' virtual 

pooches. 
Tapping into the conceptual suc

cesses of Seaman, Black & White, and 
even Tamagotchi, this title promises 
to offer an irresistible and addictive 

take on having a pet - with none of the 
mess or hassle! In fact, for every copy 
of Nintendogs sold, that's probably one 

more puppy at the animal shelter that 
won't find a home. We hope you're 

proud of yourself for looking forward to 
this one. ■■■ 





previews 

PI.AYSTATI0N 2 I XBOX 

NCAA Football 2006 
> 5lYU 1 TO 8-l'LAYER Sl'ORTS (PS2) OR 1 TO +RAYER (l(BOX) (2-PIAYER VIA PS2 ONLINE OR XBOX LM) > PWUSIIEII EA Sl'ORTS 

> IIEVELOPIII EA TIBURON > IIELIA5E JULY 1 

HEISMAN HOPES 

T 
he focus of the NCAA 
franchise has been the 
teams: the pageanlly, 
the rivalries, and the 

dynasties. However, last year's 
game put the emphasis more 
on individuals with ,ts Match-Up 
Stick. Now the series is gomg a 
step further by putting you in the 
shoes of a Heisman hopeful. 
~ first tummg on the 

game you'll be dropped right 
into a college football camp for 
high school kids. As the coach 
gathers you around with a pep 
talk, you realize that this is your 
time to shine in front of the 
scouts present from the all the 
best schools. You'll pick a posi

tion and run through a pertinent 
drill similar to Madden's offsea
son min,games to showcase 
your skills. If you're a running 

■ Another afternoon of 
embar•ssment for the Badgers 

back. for example, it'll be a 
between-the-tackles ten-yard 
fight to the endzone. On the 
other hand, QBs and defenstve 
backs will have to prove their 
mettle in a seven-on-seven 
paSSlng drill. How well you do 
w,II determine which colleges 
offer you scholarships (or you 
can be a walk-on for any team). 
You'll then check into your dorm 
room, signaling the beginning 
of your quest for the Heisman. 
As you play through games in 
this Become a Legend mode 
(It's completely separate from 
Dynasty mode), you'll gain 
skill and see leather couches, 
new g,rffriends, fan mail, and 
other perks coming your way 
as you become the big man 
on campus. Of course, on 
gameday, you play the game 

like you would any other, so you 
don't have to play just as your 
Heisman hopeful all afternoon. 
If you do, however, Tiburon has 
told us you w,II receive a slight 
attribute bump as a reward. 
Do well enough and you'll be 
a Heisman candidate who can 
be drafted in the early rounds 
into Madden NFL 2006, or you 
can skip the pros and become 
a coach, which would play out 
similar to Dynasty mode. 

This is just the beginning of 
the changes for NCAA. 'Mlat was 
once just another football game 
to buy has turned into a glorious 
quest for the ultimate trophy in 
college sports. The road to the 
He1sman has different paths, 
and NCAA is exploring its own 
ways of achieving collegiate 
fame. ■■■ 

XBOX 

Haze's Hell 
> STYU I OR 2-PIAYER ACTION (UP TO lo-Pl.AYER VIA XBOX LM OR SYSTEM LINK} 

> PUBLISHER MAJESCO > DEVElOPER ARTECH STUDIOS > RELEASE APRIL 12 

MAKE CUTE THINGS BLEED 

Y
ou haven't known true rage 
until you've stared into 
the mocking. condescend
ing eyes of an adorable 

stuffed animal. 1r they also happen 
to be packing energy weapons and 
planning a hostile takeover or your 
plane~ well, that's just going too far. 
Welcome to Raze's Hell. 

In Majesco's new third-person 
shooter, players control Raze, an 
anti-hero who likes his dark, dreary 
plane~ and he will do anything nec
essary to protect it from becoming 
cutesy at the hands or the invading 
Kewtetts. Armed with an array of 
organic firepower (In addition to a 
stylish arm blade), you'll cut through 
legions of lethal and lovable fluffy 
things. Inflate them like balloons and 
blast them out or the sky. Sneak up 
behind them and stab them in the 
head. And when the killing is done, 
suck up their tender remnants to 
regain health. Raze may be deplor
able and surly, but he certainly 
promises to add a morbid and quirky 
twist to the "save the world" story 
players are accustomed to. 

Of course, cute or no~ the Kewtetts 

won't simply take Raze's abuse. 
Carrying weapons like bunny rocket 
launchers and jack-in-the-boxes that 
play "Pop Goes The Weasel," they 
contribute even more unsettling 
moments to the game. There's just 
something not right about a cuddly 
creature that says •1 like the taste or 
sand" before trying to disintegrate 
you with a musical toy. 

Raze's Hell is also adhering to the 
phrase "Killing as one, tons of fun. 
Killing as a pair, beyond compare.• 
Okay, we made that up. But it still 
applies perfectly to the game, which 
features a co-op mode, along with 
a healthy lineup of online matches 
including deathmatch and capture 
the flag. Not all game types are so 
familiar, however - there is a varia
tion of soccer that has players armed 
to the teeth while trying to score 
goals with a Kewtett-skin ball. 

If you're sick of the numerous titles 
out there for normal, well-adjusted 
individuals, or if you've ever declared 
the Children's Television Workshop 
your mortal foe, Raze's Hell could be 
your ticket to heaven. ■ ■ ■ 



PLAYSTATION 2 

Samurai Western 
> STYLE I OR 2-PLAYER ACTION > PUBLISHER ATLUS > DEVELOPER SPIKl:/ACQUIRE > RELEASE JUNE 25 

EAST MEETS WEST 

S 
amurai are common f!XIUres in 
the video game landscape, but 
they're seldom seen in settings 
like this. As the name implies, 

Samurai Western puts players in the 
shoes of a Japanese swordsman in the 
American old west. That's right - we'll 
finally have an answer to the age-old 
question of who would win in the eter
nal struggle between gunslingers and 
sword swingers. Hey, that rhymes! 

We've had a chance to spend some 
hands-on time with Samurai Western, 
and its gameplay revolves around 
simple hack 'n slash action. Enemies 
swarm at you from all directions sport
ing firearms, explosives, throwing knives, 
and more. It's up to you to cut through 

them in true Dynasty Warriors-esque 
style, but the addition of a dodge 
button adds a little depth to the action. 
By dodging, you can evade the hail
storm of bullets and even deflect them 
back at your attackers. Combining eva
sion with your attacks earns points that 
can be used to upgrade your character 
and also fills your Master mode gauge. 
When full, Master mode can be initi
ated with the click of a button, which 
turns every attack into a one-hit kill for a 
limited time. 

The gameplay is fairly basic, but there 
are hundreds of unlockables to spur 
players forward, including accessories, 
weapons, and playable characters. A 
second player can even join in the car-

nage, taking up the role of a gunslinger 
for the ultimate fusion of bullets and 
blades. 

Developed by the creators of the 
original Tenchu and Way of the Samurai 
games, Samurai Western honestly isn't 
the most unique or innovative game 
around, but its fast-paced, visceral 
combat is satisfying in its brutal sim
plicity. The setting is also a welcome 
change of pace from the typical action 
game locales, and its character custom
ization options add some nice depth. If 
you like westerns as much as kung-fu 
flicks, then this title might just be the 
right game for you. ■ ■ ■ 
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. : • • .. ! .. • •:. We Play The Crap So You Don't Have To 

Midnight Club 3: DUB Edition 

Our crack (or aackhead, we can 

never decide which) review team 

rates games in a number of cat
egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 

two staff members, and you will 

find both their opinions on each 

review. To make things a little 

easier we have put together some 

definitions of what the numbers 

mean, what we look for in a 

game, and also a cheat sheet so 

the newbies can understand our 

advanced video game jargon. It is 

important to note that the Game 
of the Month is determined only 

by the main review score, not an 

average of the two opinions. 
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Rise of the Kasai Psychonauts 

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

Outstanding. A truly elite title that is nearly perfea ,n =ry way. This score is given 
out rarely and indicates a game that cannot be missed. 

Superb. Just shy of gaming nuvana, this score is a high recommendation because 
the game reviewed is head-and-shoulders above its compebtion. 

Very Good. Innovative, but perhaps not the right choice for eve,yone. This score 
indicates that there are many good things to be had, but arguably so. 

Average. The game's features may woo, but are nothing that= casual players 
haven't seen before. A decent game from beginning to end. 

Limited Appeal. Although there may be fans of games receiving this score, many will 
be left yearning for a more rewarding game experience. 

Passable. It may be obvious that the game has lots of potential. but its most 
engaging features could be undeniably flawed or not integrated into the experience. 

Bad. Vvliile some things may work as planned, the majority of this title either 
malfunctions to varying degrees or it is so dull that the game falls short as a whole. 

Painful. If there is anything that's redeeming in a game of this caliber, it's buried 
beneath agonizing gameplay and uneven execution in its features or theme. 

Broken. Basically unplayable. This game is so insufficient in execution that any value 
would be derived in extremely small quantities, ~ at all. 

Lutefisk: A substance so foul that no one should be subjected to it Not =n its 
Norwegian creators can stomach it 

Empire Earth II 

Jade 
Empire 
Just as BioWare thrilled us with its 
good and evil paths in Star Wars: 
Knights of the Old Republic, the 
developer is now bringing even more 
flexibility via its combat system for 
Jade Empire. Featuring flowing battles 
that take advantage of a multitude of 
fighting styles and strategies, this title 
has the depth to satisfy fans of both 
the action and RPG genres. That's no 
small feat when you consider that Jade 
Empire's combat alone could constitute 
an entire game in its own right. Then 
again, we wouldn't miss the opportu
nity to dress up in drag every now and 
again! Find out what the hell we're 
talking about on page 118. 

> Concept: What new ideas the game brings to the table and how 
well old ideas 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? 

> Pl■yabillty: Basically, the controller to human interface. The less 
you think about the hunk of plastic in your hands, the better the 
playability. 

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

> Replay Value 

Hip - You'll still be popping this game in five year.; from now. 

Moclentely Hl&h - C,ood for a long while, but the thrills won't last 
forever. 

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

Moclentely i-- After finishing it, there's not much reason to give 
it a second go. 

i-- You1I quit playing before you complete the game. 



Yoshi's Touch and Go Metal Gear Acid 

Most PC gamers at this point have a fairly good idea of how a first
person shooter plays. Well, you can chuck those preconceptions out 
the window when it comes to SWAT 4 - an unyielding enforcement 
of realism and strict rules of conduct make this title a shooter of a 
different stripe. Cool innovations like the picture-in-picture window 
for issuing remote orders and a delightful array of weapons, both 
lethal and non-lethal, help make SWAT 4 the real deal. Page 122 

lh~2ffe:--, ;t"'l 
For our newer rNders, here Is I glossary of terms and acronyms that commonly appHr in the fflllulne. 
Video pme veterans should move along (these aren't the drolds you are looklns for). 

,;,,"'1,· • • .., ...... );: 

I tw, 1•, >\!11·1+· ( ,I li11·,1h d(l\.\11 rmill1 pl.ii 
lo1t111:,111H", )11 ;•,tw11n·1·r ~CJIJ \t't' llw, 
101:(), lht•11· 1·, 1111p1>1!,111! 11111111 \Y',k111 mtor 
111.1l1!111 H ·1:,ud1n:,: !h.11 p1q11!1d 

IOIGI -A resolutron speoficabon used b HIJTV 
I 080 stands b resolutron of I 920x I 080 po,eis. 
The ~• n-eans that the Video & beong ,merlactd 

41Dp - Pmgressive scanr,ns, tt-.s optJOn ("p"• 

~.,~,a:~=~'t"~ double 
poctle, 4S()o (i • 11tel1aa!d), to create a 
r10IICOably sharpe rnage. The 480p image 
offes i.;.. p,c!Ute resolutron and elmnates 
W1Ualy al mooon an,taas ,n a 640<480 pacf 
re,olut,on set1lng 

720p - A resolutron <peaf,catrOn used k, HIJl'I. 
720p stands for resol.JtrOn of 1280lc720 P""k
The "p" means that the Video 6 111 progressive 
format 

ldloo -A term we use for games like OM M,y 
CJy and llewuful Joe 

od lloc A type of YNeless oonneaion that 
conneas rou "'11h other playe,s in rour 
KTimedtate '''""IY 

.,._.. - A tenn we use for games like Myst 
and Escape From Monkey Island 

Al - Mifioal lntelogeoa!. Usualy used to refe, 
to how wel the~ reaC15 to • tunan 
opponent 

W-: An effea that srnuates the soft, bluned 
p, of bo;,t lri>t re/lea,~ off of surfaces 

boonl - A tern we us, for games like .leopMdyl 
and Mano Party 

CIII....,. _ A tednque used to 01!ilte 3D 
rende,ed oo,ects that resemble hancklfil'M1 
arvmat10nool, 

a; - Ccmputer-Generaled g,apl',cs 
D - Eleaor'oc EntetlarM1et1t E,po. The world's 
largest~ lor Video games 

....,. _ A term we use lor games like Mor1al 
ICDmbat and Dead or AilYe 

tlnl-,.ty: A game made b,y a coo,ole 
manufaaurel's internal development teams 
eiu:fuSIYeiy b its °""' system 

fMY - F,j Mobon loldeo Usualy rele<s to an 
anmaledCGrutsm1e 

FPS - frames P,. Somnd. How many arwnatlOr1 
flames happe,, 11 one seccnd. Also used to 
denoo, fir51,f'e,son SlllCltefS like Halo, Doom, 
and Cal of IMf 
,._ - The frames of anmat10n used to 

01!ille the iuslon of mOYement 
fl--.t - A game's meros and opoons 
GIA - Game l!c1f AdvMn 
GC -Gam,utt 
HDIY -ti,;>Defnt10nTeleYlsol 

..,,_, A type of Wlreless CCMeCllOn lhal 
uses the tnteme1 10 comea Wlll1 Olhet pl,ye,> 
°"" longdos1anoes 

- - lhr-ne<s 11,pdown-"" 
Staterafi or Baldul's c..te Dall< Alanct 

ISP - tntemel 5er-.ce Pl<Mder. The a>rT1)lf1'I !NI 
p,!Mdos)OUWlll11CC<55101he

i.....- Graphcal Illes that ft ;...!v.llen 
they should be su..;,t 

LAN - Local,_ Nelwof'<. Comearc COITl)Utffl 
or ronsoles "'8<the< w,th,n a smal '4""' IO 
allow~ ~ them Pro....les 
l,st.SMru1ant!OOSgamepla'f 

IIIMO: Mass,,,ely Mutrplaye, Onlne. Usualy 
~to~tJtles,weusethosiem,lor 
games v.,1h perslStent. .......... orh .olds 
lie Eve,Quest and World of waro.ft 

- blur - Phantom ~ames folow an objea 
to g111e the mpres,,on of realisoc si-i 

NMCioa pound: A spooky, haunted place 
v.here the WOISt ~ of horror and ""91 
oops colde, and ~ dealen pedcle 
""-"~ lltl000US gamepla'f"' M1'/ amer 

-......,...,Ag,aphcallednque11..ttdl 
a i',.,es sb1 oontarrog 3D normallOn, ,-.led 
b,y lri>t ~ off the 51.ria<r, IS wraw,d 
arot.<>dalow-<esmodel 

NI'( - Non-l'laye, Charac.ler lhose peope 
and °"""" )OU see ~ alOUld 
11 games that ""' not being CDOtnlled b,y aawl 
tun.ins 

porlido olhdl - llqs like smoke or sparb 
a.-d 11 real-tJme 

,...,..,. _,....,,weuselorgameslile~ 
Mano and Crash Bandiaxll 

,.,..., v.t,en oqeas onsaeen suddoriy appear, 
~ duo to f)OOf draw dis1ana! 

PSl - Sony PlaySlatlOn 2 
puult - A term we us, b games like Tetns and 

Puyo Pop 
racios - A tern we us, for games like Gran 

1u'Olno and Mano !Cart 
IIPC - ~Game. A...,. tNtffiOl,es 

charaoor mpro,,eme,11 dwcugh a,lecq and 
spencirc po111>. A iem, we use fa, games lie 
Final Fantasy and Xeno5a8' 

- - A term we use for games W<.e llowga 
andGradrus 
~ - A tenn we use fa, games like 

MaddenNFl 
1111-sy - A 1em1 we us, fa, games like la 

Puc,le and Fnn Mission 
doW-porty - Sorroetlq made fa, • coo,ole b,y • 

a>rT1)lf1'I other than the cx,nsole manufacture, 
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PLAYSTATION 2 I XBOX 

Midnight Club 3: 
DUB Edition 
> STYU I OR 2-l'lAYER RACING (UP TO 8-PlAYER W. PS2 ONLINE OR lAN, OR XBOX LM OR SYSTEM LINK) 
> PUBLISHER ROCKSTAR GAMES > DEVElOPER ROCKSTAR SAN DIEGO > RELEASE Al'Rll 12 > ESRB E 10+ 

HIGH OCTANE THRILLS 

P laying Midnight Oub 3, I can almost feel the 
determination of the development team at 
Rockstar San Diego to unseat Eft:s block
buster Need for Speed: Underground fran

chise as the world's most popular street racing game. 
Building on the strengths of the past, the company 
has crafted what I think is one of the best racing titles 
of the last few years. 

For starters, the work that's been done with the 
graphics engine is nothing short of amazing. It 
was always one of the fastest racing games on the 
marke~ but that sense of speed has been tremen
dously enhanced by new blur effects, sparks, and 
light trails. No matter how much automotive mad
ness is unfolding onsaeen, the framerate rarely slips. 
Rockstar San Diego is also very adept at using subtle, 
cinematic shifts in perspective and camera angle to 
further enhance your perception that you're barreling 
down an alley at 170+ mph. For me, this is probably 
rivaled only by the last F-Zero game for overall sense 
of speed. 

The car models themselves are also vastly 
improved, with highly reflective windows and paint
jobs. This is key to 
the game's success, 
because with the 
involvement of DUB 
Magazine, the cus
tomization options 
have been taken to 
the next level - and 
now the cars looks 
every bit as hot they 
would in real life. 
Honestly, there's 
little that you can't 
tweak on your car. 
Everything from paint 
jobs to hydraulics 
to small details like 
badges and stickers 
can be altered to 
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your liking. This versatility adds a whole new ele
ment of fun to the game. For example, Reiner and 
I spent a few hours crafting cars based on the color 
schemes of different NFL teams, and then made 
custom back-window stickers with the franchise 
name. It's this sort of thing that really makes you 
connect to your car in a way that you never do in 
games like Gran Turismo. With over 60 cars and 
a nearly endless variety of ways to change them, 
it will be many months before I exhaust MC 3's 
garage options. 

The control, as before, does away with any realism 
and delivers nothing but high-speed thrills. Accurate 
physics models? That's for math class. I'd much 
rather jump a vintage Impala at insane speeds over 
a shopping mall, thanks. For me, games are about 
doing things I can't do in real life, and that's what 
Midnight Club 3 allows me to do. However, that's 
not to say it's not challenging - many of the open 
city courses will stretch your nerves (and your eyes) 
to the breaking point It's very intense and intensely 
satisfying when you finally figure out the perfect 
route or hit that difficult tum into a sweet shortcut 

Also, the new abilities: Roar (which lets you dear a 
path in front of you), AGRO (a brief burst of invin
cibility), and Zone (a time-slowing power for hitting 
tight comers) add some new depth and strategy to 
the racing. 

Given all there is to do in the Career mode, from 
City Tournaments to vehicle-specific club races to 
challenging local street racing legends, I suspect this 
will keep racing fans busy for a long while. Each of 
the three cities (San Diego, Atlanta, and Detroit) has 
its own unique feel, and it could take a lifetime to 
truly learn every little back alley and hidden path. 
On top of this, the car customization options keeps 
you motivated to earn more money and unlock 
new parts. In addition, the robust online mode has 
been dramatically improved, with new community 
features like car clubs and wicked new multiplayer 
power-ups. 

In my mind, this is really the complete racing 
package. There wasn't one moment during my time 
with this game that I wasn't engaged and having 
fun. Ultimately, that's the mark of a great title in any 
genre. - MATT 

BOTTOM 9 5 
LINE ■ 

> Concopt: Boold on the success 
of Midnighl Oub 2 by adding 
comprehensive customizalion 
options 

> Graphics: Really amazing. 
The sense of speed and lighling 
affects are go,geous and the ca,s 
are beautiful 

> Sound: Featuring very runmg
edge selections of roe~ hip-hop, 
dancehall, and techno, !his is one 
of the best licensed soundtracks 
~nee San Andreas and THUG 2 

> ~ yability: The new abilrues 
add a lot 10 the gameplay, and 
the control is capable ol deahng 
with the insane speed 

> Entertainment: GT 4 might 
have more cars, but t don't think 
It's more fun than Midnight 
OubJ 

> Replay Value: High 

Midnight Oub 3 races circles 
around Need for Speed: 
Underground and raises 
the bar for v'1at players can 
eq>el1 from street raong 
~ a heavy focus placed 
on cosmetle vehicular cus
tomizalion, players will 
spend just as much time 
111 the at.(() shop pimping 
their ndes as they wil on the 
s1Jeets raang them. This may 
seem like a major 1umolf, 
but the level of satisfaction 
that is achieved by peoona~ 
!Zing your car is inmeasu'
able. They may just be cars, 
but you1 loYe them lie 
you wrud your VefY own 
children. The great thing is, 
this is only a sman fraction of 
the same. The racing roars 
with adrena~ne-pumping 
erlement. It's faster than 
you ooufd possibtf imagine. 
the bikes are much easier 
to control. and the new 
power-up system completely 
changes the way you race 
with different car types. With 
a hefty onlioe package kidt
ong replay into high gear, 
Midniglt Oub 3 dewels 
on every front in a b,g. big 
way.- REINER 



True fear li{J dee, witkin yfur minfl_. 
Fear. Panic. Terror. 
You're Jost in an eerie castle. 
You're being chased. There is nowhere to run.- • 
Your oniy hope for survival Iies in the pJace yo.u'd Jeast expect. 

ht you there before time runs 



Pl.AYSTATION 2 I XBOX 

Area 51 
> STYLE I OR 2-PIA\'1:R ACTION (PS2), I TO 4-PIAYER ACTION (XBOX) (UP TO 16-PIAYER VIA PS2 ONLINE 
OR XBOX LM) > PUB USHER MIDWAY> DMLOPER MIDWAY STUDIOS AUSTIN 
> RELEASE APRIL 25 > ESRB M 

WELCOME TO EARTH ... PREPARE TO DIE 

C 
onspiracy theorists believe that the U.S. 
government is harboring alien technology 
within a secret military facility known as Area 
51 . While the powers that be refute these 

daims as UFO folklore, Ethan Cole, a specialist in the 
U.S. Army's Hazardous Materials Division, is about 
to learn the truth behind this dandestine operation 
and why the government is so desperately trying to 
hide it 

A viral mutagen, which irreversibly alters all life on 
Earth, has escaped its containment and is working 
its way through the many layers of Area 5 l - trans
forming anyone or anything that it comes into con
tact with. It's up to Cole and a small band of military 
personnel to quarantine the base and prevent the 
virus from escapin& or life as we know it will cease 
to be. In an unfortunate twisi those who have been 
infected are nearly impossible to contain without 
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lethal force. With 
their sanity stripped 
away and an alien
like exterior blanket-
ing their humanity, they have become monsters and 
must be dealt with as such. 

From the moment that you step into Cole's shoes, 
unbridled chaos is quick to ensue. The lights will 
go o~ leaving you in complete darkness as beady, 
glowing green eyes swiftly approach. Windows will 
shatter, showering glass and hordes of creatures on 
top of you. You will even be called upon to place a 
severed arm on a security panel to grant entry into 
a new area. Heart-racing excitement like this is hard 
to come by. 

The gameplay that fuels this tension-filled premise 
is fairly simplistic, falling very much in line with your 
standard FPS package. In other words, there really is 
nothing to it other than blowing huge holes through 
everything that moves. Thankfully, the targeting 
system is dead-on precise, Cole's movements are 
swift, and the selection of weapons is well balanced, 
offering up a nice variety of arms. N, much as I love 
the quest of descending into the depths of Area 51 
to learn of mankind's ultimate secrei the aspect of 
this game that really stands out and puts the •1 must 

have that" thought into your 
head is how the weapons 
handle. When you fire the 
machine gun, it feels like you 
have a jackhammer in your 
hand. It's noisy, the recoil is 
incredible, and the blinding 
effects that rocket from its 
muzzle are a sight to behold. 
Outside of this automated 
bliss, the pistol kicks like a 
bull, and even Area 51 's 
experimental weapons offer 
interesting facets like a laser 
sight that factors in ricochet 
rounds. Bouncing a bullet off 
of two walls and into the back 

of a creature's head is deserving of applause each 
and every time you do it 

N, the game unfolds, the difficulty ramps up at a 
nice pitch, new enemies and challenges are thrown 
your way at the right times, your character evolves 
in more ways than you could possibly imagine, and 
the story condudes with a resounding bang. At the 
end of this journey, I walked away pleased. While I 
can say that I've experienced fevered gunplay like 
this before in other games, the detail that went into 
expanding upon many of the conspiracies surround
ing Area 51 really gives this title a unique feel. You'll 
get the chance to revel in the verity that people 
have longed to unearth for decades. The Roswell 
crash ... the faked lunarlanding ... 1t's all here. 

Area 51 doesn't reinvent the FPS wheel, but it 
doesn't try to, either. It sticks to the genre conven
tions that we know and love and concentrates on 
delivering one great firefight after another. With 
guns firing at full til~ and mindless carnage_ taking 
center stage, Midway has a surefire hit on its hands. 
Whether you believe in aliens or no~ no one can 
deny the pleasure that comes from blasting them off 
of our planet-REINER 

BOTTOM 8 5 
LINE ■ 

> Graphks: The delail Iha! wenl 
into making Area 51 a fully S1ruc-
1ure<l complex ~ very impressive. 
The level of chaos 1ha1 can dood 
lhe screen al any given lime ~ 
equally as praiseworthy 

> Sound: The banler between 
1he NPCs ~ dooe very well. The 
ambience and score combine 10 

create 1he perfect atmosphere 
fo,lhe hunl 

> Play1blllty: Standard FPS play 
with nicely designed ~apons 
and excellenl contro~ 

> Entertainment: Single player 
can be completed in roughly 
eighl to 1en houfs (depending on 
your skill level), bul !he robusl 
mulupfayer package gives 1he 
experienct so,ne serious legs 

> Replay Value: High 

Second Opinion B.5 

Loolci111 rtally pt vhtller 
you pop in 1he PS2 or 1he 
Xbol vriln, NN SI is 
an FPS in 1he pld sfyle. 
Mwr1ls, aliens,. 
sions, and OIZ'(wtill)OIIS 
abound. Specializing in 
lhrowina a constant flow o1 
enemies ill you at any give1 
lime, """'s just 1he n;-,t 
combination ol aclion and 
antqlillion to keep push
ing you lolward throu;t 
1he moderalet(enienairing 
conspiil'( tale. A aq,le 
ol ingenious wtilP()IIS give 
you some cool oplions. and 
1he MIIIUal abily'> tdze 
special rrulant polllll!IS fur
ther broadens 1he pmeplay 
options. There's a sort of 
soovner blodbusler, pop
corn scarfing Holy\wod 
mertalilyto 1he v.flole 
game. wlich in this~ 
worts wondets in keeping 
you entertained Online 
lldiplayer is volillie and 
fast, wid1 1he CM' option 
to scale badt map sizes to 
better suit a small number 
ol players. There are times 
things start to feel a lillle 
repelitive.but\\lloamlto 
con1)lain aboli blowing 141 
holdes ol aliens? This is soid 
n.,,plainand~ 
-MILLER 





:• reviews 

PLAYSTATION 2 I XBOX 

Cold Fear 
> STYlf !·Pl.AYER ACTION > PUBUSHER UBISOFT > DEVEIDPER DARKWORKS > REl.fASE MARCH 21 > ESRB M 

LUKEWARM RAGE 

W 
hen the main character in a survival 
horror game works for some sort of law 
enforcement agency, you would nor
mally expect it to be some super-cool, 

elite force trained to deal with unnatural threats, like 
S.TARS. or the FBI. Tom Hansen, however, works for 
those arbiters of recreational boating safety, the U.S. 
Coast Guard. Not that this military branch doesn't 
have a proud tradition, but they aren't exactly our first 
line of defense against zombies. 

Regardless of whether it falls into his job descrip
tion or not Hansen finds himself in the middle of 
an oceanic maelstrom, fighting his way through 
a Russian vessel crawling with horribly mutated 
humanoids. It's a cool, eerie premise, but Cold Fear 
stumbles through the execution like a drunken 
sailor. 

The only way to fire weapons or explore your sur
roundings is by using an over-the-shoulder camera 
reminiscent of Resident Evil 4 (if by ·reminiscenr 
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I mean "totally copying"). However, the game con
stantly defaults to a third-person, fixed-camera angle, 
forcing you to toggle views whenever you want to 
shoot look around, or do anything remotely useful. 
But even when using the one viable camera, the 
weapon-switching is clumsy, and the hit detection is 
spotty at best 

The control problems might be easier to forgive 
if they managed to take the player through a sus
penseful or frightening adventure. Unfortunately, 
Cold Fear fails to establish any real mood or 
atmosphere, and just ends up being boring. Most 
of the enemies look alike, they all seem to carry 
meat cleavers (apparently the ship's galley contains 
naught but cutlery), and they spawn in impossible 
places. Plus, any hopes of livening up the action 
through the main charactefs personal story are 
thrown overboard by the fact that Tom Hansen is an 
absolute toolbox, first mate aboard the USS Generic 
Dingus. Every time he got mauled, burned, or 

tossed into the icy deep, I couldn't help but feel like 
he had it coming. 

Despite some great potential and impressive 
graphical effects, the fun of Cold Fear gets washed 
out amidst a storm of other problems. Survival 
horror junkies should give it a look just to experi
ence something a little different but don't expect 
Tom Hansen to deliver a Leon-caliber punch. Unless 
he's doing some serious interdictin& he just doesn't 
have the skills.- JOE 

BOTTOM 6 75 
LINE ■ 

> Concept: Survival horror takes 
a dive into some shallow water 

> Graphics: Cool lighting and 
storm effeas, but the environ
ments don't have much flair 

> Sound: Instead of tense 
ambient music, you're lreated to 
laughable nu-metal 

> Playability: The game could 
have saved itself a world of hun 
by defaulting to the over-the
shoulder view 

> Entertainment All your time 
~ basically spent searching for 
the one door that ~·1 currently 
locked 

> Replay Value: Moderate 

Second Opinion 6.25 

f Resident Elli 4 is the Fonz, 
gelling al the ladies and 
making al the guys jealous. 
Cold Fear is 1hat kich1.tio 
IMS on the leather jactet 
and males v,;uy commenls, 
lu ldatf misses the point 
d whal males the rooz cool 
in the fl5t place. Cold Fear 
is pretty - the PS2 version 
in particular is exceptional. 
fV'II the limitations d the 
ladwlre.11's even act a 
luld!al~weap
ons. and offel5 some nice 
am>II. CDrminins the 
spear ... (which lllraC1s al 
al the bed guys ID~ wilh 
~barrels males for 
some pd lines..._, 
1,-oncemanages ID 
allllle Ill almo5phere al 
suspeme. To make tlqs 
W0l1' the pneplay is so 
nakalrlinearil's llmml 
o11ni1e. Add in some 
wankymiol issues 1111 a 
maindwadsllho prob
ably made it throu;l high 
5dlclol wilhoii. single date, 
and Cold Fear lands ilself 
solictf inthe"meciocre" cal· 
~ -ADAM 



LEGO Star Wars 
> STYLE 1 OR 2-PLAYER ACTION > PUBLISHER GIANT (DISTRIBUTION BY EIDOS INTERACTIVE)> DEVELOPER TRAVELLER'S TAI.ES 
> RELEASE MARCH 29 > ESRB E 

COMEDY FOR NERDS 

I have a sneaking suspicion that embittered Star 
Trek fans banded together and created this 
game with the specific intent of humiliating Star 
Wars fans. When I openly exclaim, "Darth Maul 

is so adorable! I wish I could hug and squeeze him" 
with the heart-aching enthusiasm of someone look
ing at a puppy in a pet store window, I know there 
are greater forces at work. Emitting a power much 
like that of the Jedi mind trick, LEGO Star Wars will 
make you say things that you never thought you 
would, and will put an ear-to-ear smile on your face 

as you soak in its satirical storytelling, silly visuals, and 
entertaining gameplay. 

From the Trade Federation invasion of Na boo 
to Anakin's transformation into Darth Vader, all of 
the memorable moments from the prequel tril-
ogy are recreated in blocky LEGO fashion and look 
absolutely stunning. The detail that went into the 
LEGO-made ships is a sight to behold, and watching 
your lightsaber pop a done trooper's head dean 
off brings about a chuckle each and every time it 
happens. 

With only one button to jam on, the combat that 
you have at your fingertips couldn't be any more 
simplistic. However, there really is no need for it to 
be any deeper. Your enemies are easy to dispose of, 
and if you do perish in a battle, you simply re-spawn 
in the same room. The game does delve into a fair 
shake of platforming as well, but again, nicely placed 
restarts take away any frustration that the slippery 
jump mechanics and troublesome camera angles 
may bring. 

This isn't a game that is meant to be challenging. 
It's built in a fashion that allows everyone to get 

through it Even your great-grandma, who has never 
touched a video game before, could conceivably 
give this game a good run for its money. 

The gameplay may be mindless, but never once is 
it dull. Just seeing familiar characters such as Ki-Adi
Mundi or Luminara Unduli in LEGO form will have 
you rolling with laughter. Rather than creating each 
sequence from the film frame for frame, developer 
Traveller's Tales took a more comedic route and 
replaced all of the dialogue in the film with hilarious 
pantomiming between the characters. Scenes that 
were once serious, such as the death of Qui-Gen 
Jinn, are now entirely comical. It's moments like 
these that keep you glued to the TV and wanting 
more. 

Although it can be completed in a measly four 
to five hours, this is one of those games that you're 
going to want to keep around to pop in from time to 
time or show to your friends and family. In a sense, 
it's the perfect party game for nerds.-REINER 

BOTTOM 7 5 
LINE • 

> Concept Concrete proof that 
eve,ything in this wortd needs to 
be LEGOized. It's easily one ol 
the ftmlest tlw,gs to come along 
., a long tine 

> Graphi<s: The VISoals are 
the true star ol this game. The 
animations are hysteocal. the 
envirooments look fantastic. 
and the story sequences are too 
ftmyforwords 

> Sound: Farcical soood effects 
and mud, laugt4e, on behalf 
ol the players accompany John 
Williams' famiiar scores 

> Playability: Poog simple. 
Even mth puzzles and platform
ilg thrown 'fOOI ""'f, there rel( 
~ ooctw,g to it 

>EntfflailllMftt lt's-,to 
get through, but finding al ol the 
hidden objects in the levels to 
oolod the Vader ie.el does add 
a bit ol replay 

Consideqthat lEGOs. Siar 
Wais. and video pnes al 
hild~..--.ro1es 
inmyeqdMlapmerf.1 
111115 ~ byllis lillr's 
irretllffle lliist on fie sap's 
pivotal evei1l5. Sli, depile 
1 Iii ol iau1'is and some 
~ momenl5 
(ewen in LEGO tonn. 
General GriMJu5 is a 1e1ror 
ID behold). dis is ... 
a v«yshort illll sin-.,listic 
eperience.&eri•astew 
d inodable chnclel!, a 
a>q> modr. and \bda in al 
lisaadlacd«Y,llis~ 
rmldsmedlllJSeldar· 
.allleydc,wlEGOt.is-a 
mbU CIJllll!nled ~ 
wrllJPl!d ilOllld a hobr 
OR-JOE 
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PLAYSTATION 2 I XBOX 

NARC 
> STYU 1-1'\.AYER ACTION > PUIUSHBI MIDWAY > D£VllOPBI POINT Of VIEW 
> RfllASE MARCH 21 > ESRB M 

A TRUE CRIME 

N 
ARC is a game !hat's bound 
to offend a lot of people. 
It features tons of brutal 
violence, harsh language, 

and the most candid drug usage of 
any video game to date. But all of this 
mature content pales in comparison to 
NARCs most heinous offense: its hor
rendously broken gameplay. 

There are a lot of interesting con
cepts at work in NARC, but none of 
them have been executed with any 
degree of finesse. As either of the two 
playable cops, you can run around 
an open world making arrests, transi
tion from a good cop to a dirty one, 
and even take drugs as power-ups. 
The problem is that each of these 
features is far too basic to have any 
real merit If you take too marry drugs, 
you become addiaed, but you can 
kick it with a simple minigame. If 
your Badge rating falls too low, you 
get demoted, but you can simply 
start busting random civilians to get 
back on the right side of the law, as 
roughly half the citizens are canying 
drugs. Even if you go around shooting 

other cops. a few good collars will get 
you in good with the chief again, as if 
you're saying, "Hey boss, sorry I killed 
all those people, but rve learned my 
lesson!" 

As if relegating its only interesting 
elementstoineffectualalterthoughts 
wasn't bad enough, NARC commits 
several other felonies. The targeting 
system is one of the worst I've ever 
seen and the melee combat is simply 
awful. The Al is just as bad - in one 
scripted eveni a bunch of police 
officers ran into a room, only to bump 
into each other like the Keystone 
Kops. 

Put simply, NARC is a mess. Every 
time it starts to show a little poten-
tial, it blindsides you with a nearly 
unplayable mission, amazing camera 
failure, or a flat-out boring sidequest 
Unlike other low-scoring games, NARC 
doesn't amuse me with its awfulness 
or enrage me, it just makes me sad 
to see some interesting concepts 
go to waste and fills me with revul
sion at the thought of ever playing it 
again. - JEREMY 

BOTTOM 4 5 
LINE ■ 

> Concept Hit the streets and 
be a good cop or a bad cop. 
Smoking up is op(ional 
> Gnphia: Some of the dlug 
effeas are interesbng. but overaU 
it's a pretty blah affair 
> Sound: There are some great 
songs on the soondtrac~ but 
the same ones play over and 
OYer until you want to stab your 
eardrums With a pencil 
> Pllyabilily: The largeting S'/S" 
tern ~ about as Ruod as a monkey 
ha-,;ng a seizure 
> Entertainment: I'd rather 
watch Harvey Keitel's naked Bad 
Ueutenant dance lor hours than 
play this again 
> Reploy Vllue: Low 

Second Opinion s.s 
NARC Im hi;! ambitions 
lhltl,.todeMronil 
alnl0!t _.,instance.The 
dn RI lfflffling urban 
i.ld!capeispopjated by 
a pallry supplr cl charac-
~ desiflS. Tqmna RI 
camera usage II! abomi
nable. The p,ecictable story 
is rR wilh cid1t RI driven 
lorwlrd wilh banal cialop. 
Wtielheabiilyto bnllam 
ltediffl,ryasa aooud 
a,pmayhokl~ allelllion 
for a few sadistic mrues, 
NAACslimitedl!JlfMOII 
doesnl Mn deseM! the 
tide cl~ a poor man's 
Ct\ -Mll.1EI 



PL.AYSTATION 2 I XBOX 

Drive to Survive 
> STYLE 1 TO 4-PIAYER RACING > PUBLISHER EMPIRE INTERACTM > DEVELOPER SUPERSONIC 
> REI.WE JUNE> ESRB T 

WITH A LITTLE HELP FROM MY FRIENDS 

L 
et me get this out there straight 
~ - do not even if under 
extreme mental duress where 
the only rure would be the 

solo play of a car demolition game, 
play Drive to Survive's single-player 
mode. Just don't do it - not at all. The 
experience highlights the many techni
cal issues that this game has. In fact, 
the single-player mode does nothing 
but shine a light on the annoyingly 
repetitive trash talking voice overs. the 
blocky car models, the jerlcy physics, 
and the terrible tiling on the environ
ment's texture maps. It's just not good. 

But if a gamer skips this portion and 
then jumps over to the multiplayer 
side, there's an almost inexplicable 
fun factor to be experienced. A basic 
round pits two to four players in either 
a free-for-all or team race around a 
small but rurvaceous course. You can 
ram opponents off the track using 
mad driving skill or pick up any of 
the ample weapon drops to equip 
mortars, flamethrowers, or homing 
missiles and try to blast one another 

into oblivion. Yes, this is as much fun 
as it sounds. 

While the multiplayer games do 
feature the same issues present in the 
single-player mode, the competitive 
and fast-paced action of the gameplay 
makes up for some of these faults 
when you' re dustered with a group 
of like-minded friends. There are also 
some really clever and/or interesting 
features in the multiplayer modes 
that are worth trying out The best of 
the list is the ability for ousted players 
to send airstrikes on those still left in 
the match, which keeps it interesting 
even if you got knocked out early 
(which will surely happen to even the 
best drivers, as the controls are a bit 
inconsistent). 

I'm not saying that this should jump 
to the top of anyone's must-buy Ii~ 
but I am totally comfortable with 
the statement that Drive to Survive 
taps into something almost primal in 
appeal - blowing your friends' cars up 
is always fun. - USA 

:• reviews 

BOTTOM 7 
LINE 

> Concept Race, destroy, talk 
some trash, and repeal 
> Graphics: ldcy, blocky cars 
and obviously tiled textures 
make the whole thing look 
<l<M,iright bad 
> Sound: Repetitive trash talking 
commands are more annoying 
than funny 
> Playability: No car drives 
like this, but the weapons are 
uniquely enjoyable and the 
action is nothing ff not fast-paced 
> Enteruiinment Serious muhi
player options and variables add 
to this title immeasurably 
> Replay Value: Moderate 

\,J 
•:• 

U.S.AIII FOIICli 
CROSS INTO THE ILUE 



:• reviews 

PI.AYSTATION 2 

Rise of the Kasai 
> STYU 1 ruYER ACTION > PUBUSHU SONY COMPUTER ENTERTAINMENT> D£VnOPU BOffiEROCXET ENTERTAINMENT 
> IIEUASE APRILS > ESRB M 

BEEN THERE, KILLED THAT 

R ise of the Kasai's story takes 
place over a 20-year time 
span, but one has to look 
no further than the past 

couple of years in video games to 
really understand what's going on. 
Since the 2002 debut of this titles's 
predecessor, The Mark of Kri, the 
action genre has taken huge strides 
forward. Instead of keeping up with 
the pace or helping define it (like The 
Mark of Kri did), this game has actu
ally lost ground. 

\Nith hig!Hiuality titles appearing 
in the genre since The Mark of Kri's 
release such as Forgotten Realms: 
Demon Stone and God of War, I feel 
that developers have successfully 
figured out how to handle having 
multiple enemies besieging play-
ers at one time. This makes Kasai's 
analog system (which assigns specific 
controller buttons to enemies) too 
deliberate compared to those other 
games, which handle how your 
character attacks multiple foes seam
lessly from behind the scenes. Kasai's 
approach is akin to watching an action 
movie and seeing the fishing wire that 
holds up the model airplanes. 

Although the button-assigning 
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method limits the combos you can 
perform when engaged by several 
enemies (since the buttons you'd 
use in a combo are already spoken 
for), it does have its benefits. I like 
how you can battle with one foe in 
front of you, and then with a single 
button press strike at the guy behind 
you, possibly surprising him with a 
one-hit kill. It's moments like these 
that are the title's saving grace. The 
combat animations are fluid and 
responsive, making new girl Tati a fun 
instrument of destruction. 

Rise of the Kasai attempts to make 
up for dropping its planned online 
co-op feature by having an Al-con
trolled ally follow you in the levels. 
Unfortunately, this doesn't work as 
well as planned because your friend 
will often blow your stealth cover. 
When you throw in the very under
whelming boss battles (no more 
freakin' tentadesO, basic environment 
interactions, and repeated levels (two 
are pinched from the first game), 
Rise of the Kasai fails to pack a punch 
at several turns. It's designed to have 
you play through it multiple times, 
but I don't know if you'll come back 
for more after the first pass.-KATO 

BOTTOM 7 
LINE 

> Collopl: Make few improve
ments or changes to a series 
that wasn't a huge hit lhe fi™ 
lime around 

> Grlplllcs: Kasai's r.irtoon-like 
graphKS can't hide lhe fact that 
lhe game loots dated 

> Seund: The storytelling bene
fits from lhe excellent \'!lKeWOR 
of lhe narrat0< 

>~The battle system 
is fluid, but the camera r.in 
hang up on the environment 0< 
obscure ofkcreeo enemies 

>~The smooth
ness and ferooty of lhe battle 
ammabons are lhe only main 
attractions here 

> Replay value: Moderate 

Second Opinion 7.5 

Face4a1Jbin81 GroiMkew
eringl 8orecbnl I& ol the 
K.asai delivels al these 1lings 
in spades thris toils 1daly 
passable yl!I lfflffloWbble 
aclion. Tht med1ris from 
theP1M>U5game(ire 
thelalgelingand combat) 
are lllChqed and feel 
ll1liqualed, Ytfl1t the new 
adcilionsjlsCill allmioll 
IOodler!holmnirlgs.As 
Tali, when I used 1he new 
"rernoleYfMII( lo see\Wloll 
Rau W11S ._., ID, I was 1realed 
ID an iffla8e ol his thidt sell 
hopelesvflr,'ilgtohoolit 
across a aaPil8 chasm lo 
attadt an enemy. Good to 
know he's p IITf bad. The 
best pans ol the v.f1ole game 
are the~ 
~Meenesandtheirnar
ralion-especially 1he one 
that 5a>i'5 "someone was 
amaing a library ol ew. • 
whidl lasmiek>be~ 
...,on sheM!s ol Dean Kooriz 
and Jane Auslen.-.lOE 

PLAYSTATION 2 

Splinter Cell: Chaos Theory 
> STYU 1 OR 2·PlAYER ACTION (UP TO 4-PlAYER V1A ONLINE OR SYSTEM LINK) 
> PUBLISHER UBISOFT > DMLOPER UBISOFT MONTREAi. > REI.WE MARCH 28 > ESRB M 

ANOTHER SOLID CELL 

T 
he Splinter Cell games are something of 
a conundrum. On any system, they offer 
intelligent storytellin& great gameplay, 
and impressive visuals. However, the Xbox 

version of each entry has clearly been the best, 
and Chaos Theory is no different. But that doesn't 
mean that the PS2 version isn't a hell of a game in 
its own right. 

Obviously, the PS2 version of Chaos Theory 
doesn't look as great as the Xbox version, and this 
is one of those rare instances where the graphics 
really affect the gameplay. In the Xbox version, most 
of the lights can be shot out, creating additional 
darkness for Ober-spy Sam Fisher to sneak through. 
The lighting is a lot less interactive in the PS2 ver
sion - only certain types of lights can be broken. 
As a result, there are far fewer ways to approach 
situations in this version, and the open level design 
heralded as Chaos Theory's biggest change has 
been simplified and streamlined. So not only does 
the Xbox version look better, but it offers a more 
complex gameplay experience as a result 

But that doesn't mean that fans of the series with 
only a PS2 are out of luck. This version still offers 
the most realistic and intense espionage gameplay 
around, and with its co-op mode, Chaos Theory 
is the most developed entry in the franchise yet 
Co-op mode feels like the natural evolution of the 
stealth genre (although its campaign is too short), 
and Versus mode is one of the most unique online 
experiences around. The single-player campaign 
packs huge thrills as well; overall, Chaos Theory is 
the total package. Play it on Xbox if you can, but if 
you can't, don't miss out on what is arguably the 
best spy-themed video game to date.- JEREMY 

BOTTOM 9 25 
LI NE ■ 

> Concept: Sam Fosher returns 
wilh h~ most dangerous mission 
ever and two awesome multi• 
player modes 

> Graphics: Not as sharp as lhe 
Xbox. but still solid. Although 
light and shadows are less 
interactive, they're still used to 
great effect 

> Sound: The voice acting fo, 
lh~ series gels better and better 
with each installment 

> Playability: Even stealth 
rlO\lices will feel like the world's 
most bad-ass spy after just a few 
minutes of play 

> Enttrtainlllflll: With three 
different w¥, to get your spy on, 
Chaos Theory~ a must-play fo, 
stealtlvaction fans 

> Replay Value: High 

Second Opinion 9.5 

The newest Splinter Cel 
pne, Chaos Theoly, is one 
ol those rare examples ol 
sllJly, pnepl&y, presenta
tion, and nUliplaye! Ion
~ fusing into a neaity 
perfe(lpm11~ 
Tht de>.tt!loprnere11lam has 
gone al eta in ma-. plrf
ers feel lilt 1he ~ spy 
on Earth, and an M!Whdm
ing am0IIII ol the line they 
do lhis wilh fierce succs 
t.iniled l7t ha,dware, certail 
ais ~ made from the 
feature list. Of these, load-
ing and the i;.ing engine 
(which changes the level 
~) are the biggest to 
me. Mid-mission loads make 
the areas feel less like a real 
location and more like a 
series ol checlq,oird5, Yilidl 
is where IITf quarter-point 
dodt from the XboxYl!l5iofl is 
mosdy aiming from-USA 



No Battle Plan Survives First 
Contact With The Enemy. 

War la hell but that's what you've trained for. 

Thrust Into the ■ lddle of a brutal conflict, your 

aklll& as a Special Forces Operator are teated 

to the ux. Carry out INTENSE SINGLE PLAYER IISSIOIS 

baaed on real-life events or challenge other• In the 

LARGEST OILIIE GAIES EVER SEEi 01 CONSOLES! 

-



PLAYSTATION 2 

Haunting Ground 
> STYU I-Pl.AYER ACTION > PO BUSHER CAPCOM 
> DEVELOPER CAPCOM > llEI.Wt Wit 10 > tsllB M 

LESS FUN THAN TAX PREPARATION 

C 
apcom's prom1smg 
merger of the adven
ture and survival horror 
genres doesn't weave 

the complex puzzle solving and 
nch worlds of an adventure title 
With the tense actJon and other
worldly scares of a survival horror 
game. Instead, Haunting Ground 
highlights the worst conventions 
of these camps and produces an 
experience that is unquestionably 
less fun than doing one's taxes. 

From the survival horror corner 
we get an unending series of 
lock and key •puzzles; flXed 
camera angles, and intensely 
ba.arre architecture. The adven
ture genre donates Its worst 
offenses in obtuse 1nvent01Y 
items, entirely too much back
tracking. and an itty bitty skill set 

In the first six hours I encoun
tered two enemies (not two 
enemy types, but two total foes), 
unlocked innumerable doors, 
and was chased so many times 
for such long durations that my 
only fonn of expression became 
a string of nonsensical OJrses 

tied together. 
'Mien presented with a shoe

box of receipts and the siren 
song of long division, go with the 
trusty companionship of a 1040 
form over Haunting Ground 
every time. You'll thank me for it 
and be a responsible member 
of this nation at the same 
time.-USA 
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BOTTOM 4 75 
LINE ■ 

>c.ctpt: ~lhersleand 
llyl091(111!1'51td111hell5k 

> Gnplllcs: OYeral. !he lool< 
IS roedibie - !he smal Q5I ol 
charaa~ lool<s ~eat and !he 
"1YIOMlelllS are realy aNCJYe 

> Sound: Someont shotAd hM 
madt ue 1hat al ol lhe poeas 
Ii II ills area. Wsd rduslnaV 
"<Im mD1511151 SOllld odd wch 
!he OlherMSe arrberc score 
> Playlll,ility: ~ mm 
bnngs !he Y!Olll pans of -.val 
horror and adYerme g,arnes 10 
lheforelrort 

>~There IS none 
10behld11illsg;wne 

> Ropl,y v.lue: low 

Second Opinion S 

HulqGnuldffllbocl. 
iesMlylqNpeople 
lalbcu!IIMhonor 
1111""-alfloudi il's not 
SllllY0r~lllff/ 
~ -lhris to CIJll!larC 
bidhdq. eds lod: 
nl li!y purzles. nnmai!t 
!by.nlflesmaleslrosl!r 
d-nrflehP,dly 
d lai (Sf.liouslr, Pac-Mal 
ludawide'Wldyd 
loesl) HulqGnuld IS 

flllitt °"' d fie IIIO!l boq 
pmesl've-~Wlt 
.afle~tdsdai 
~dig ..... 
Qwid ~faisasae
tannat.-JEIIEMY 

PLAYSTATION 2 

Dynasty Warriors 5 
> STYU I OR 2-f'\AYER ACTION > POIUSltER KOEI 
> lllVELOPO OMEGA FORCE > IIEUASl MARCH 29 > ESU T 

HACK, SLASH, YAWN 

E 
very bme I rev,ew a 
Dynasty Warnors bde, 
I have to think of nev., 

ways to say that ii hasn't 
changed at all Since the last 
game. If Keet spent as much time 
dreaming up concepts for this 
series as I spend thinking up new 
ways to say •stagnant familiar 
gameplay; then this series would 
be changing 51grnficantty With 
every release. 

To be fair, there are a few 
improvements 1n Dynasty 
Warriors 5. k. always, some nev., 

characters have been added, 
and each one has a unique stOl'f. 
There are also some tweaks to 
the weapons, bodyguards, and 
the like. But most importantly, 
Dynasty Warnors 5 has a better 
framerate, vastly-improved draw 
distance, and can dlSplay twice 
as many characters onsaeen as 
the prev,ous entnes, thanks to a 
new engine. These are certainly 
nice improvements, but don't do 
anything to switch up the stale 
gameplay, which just flat out 
refuses to evolve. Sure, you can 
rw:m hack through larger groups 
of foes at once, but it doesn't 
change the fact that it's exactly 
the same hacking and slashing 
as before. The Dynasty Warriors 
games are brain-dead fun, but 
each nev., title is no more or 
less fun that the one that came 
before or the 30 that will come 
after.-JEREMY 

BOTTOM 7 
LINE 

>c-e,t: IM<ladream 
1hat Dy,\1sly Wamoo s was 
.. onllne-ffiabled p,e-bakrlg 
sroolator. In r"1111y, IC's 1ust lhe 
same old thing 

> Gnpllla: The draw dlStance 
and fogg,ng are much irnp<OYed, 
lxl Mf'/11",ng die IS pretty 
much t.rldlanged 

>s-.d:Throwonyo.xfalior• 
Ile CD v.!1it you play, because 
you woo·1 moss anything 

> P11yaM1ty: Kyou can mash 
lxllons, you can horde ills 

> &r-• I t The plet
ue you denYe horn this bde 
IS ci!CllytJed to how much 
you enioy nwlCless, repetJwe 
vdence 

> llopl,y v.lue: Moderale 

Second Opinion 6.5 

ltr the slow IIISriy d 
Clinese Mier lor1ln, this 
series relendesstf continues 
wilh no end in * ow s 
adds some~ 
anads.bocttpdtandem 
aJMJ05, nl ~ 
irwrilry oplions. bl, il's 
ju!I a~ ol fie same 
dea lhal's used for the other 
OWtilles. One dt!linilion ol 
IIISriy is doirl the same 
dq!MI nl!MI and 
~adilleet"5la 
f,ookNthiailfle~ 
blaJcl dis llllCh, then ,00 
net be crarf. - KATO 

PLAYSTATION 2 

Stella Deus: 
The Gate of Eternity 
> STYU I ·Pl.AYER STRATEGY/RPG > PUBLISHER ATlUS USA 
> DEVElOPER PINEGROW > llEI.WE APRIL 26 > tsRB T 

STRATEGICALLY SOLID 

S 
trategy games typically 
require the patience of a 
saint the mind of a gen
eral, and the open social 

schedule of a computer nerd. 
k. such, they' re certainly not for 
everyone, and Stella Deus isn't 
going to bring anyone new into 
the fold, but those who enjoy 
the mental stimulation of a good 
tum-based battle will certainly 
be pleased. 

Strategy fans will quickly be 
able to pick up on Stella's few 
additions to the standard turn
based action, such as team 
attacks, combining items, and 
a flexible system that allows 
characters multiple actions per 
tum. It's not particularly innova
tive, but it does allow for some 
great challenging strategy. The 
enemies are tough enough that 
leveling up through sidequests 
is helpful after only a few hours 
of play. Also, the hand-drawn 
environments are grea~ but the 
characters are refugees from the 
1 6-bit era, complete with jag
gies and chunky animation. The 
old school look certainly has its 
chann, but deaning the charac
ters up a bit wouldn't take any 
of it away. Oterall, Stella Deus is 
like that old man that sits on his 
porch at the end of the street 
Past his prime, unwilling to 
change his ways, but still inher
ently likeable.-JEREMY 

BOTTOM 7 5 
LINl ■ 

> Conttpt Tum-based Slralegy 
., ,cs puresi form 

> Gnphks: The env,ronmenlS 
have a greal hand-drawn loot, 
but 1he characters look primi1ive 

> Sound: Having voice actoo 
for all of lhe charaa~ ~ 
~ a nice touch. even d 
several of them annoy 

> Pllylllllity: K you like 
strategy games, this one feels 
lllstarldy familoar. tt not. you11 be 
lost at sea 

> EntoruimMlot The storr 
IS~ RPG JOOk. lxl !he 
garneplav offers up some sman. 
chalenplg stralegy 

> Replay Value: Moderate 

Second Opinion 7 

51!11 Deus man.J8l!S to 
enlJlale Nippon lch(s Slratt
gic maslelpieces fairly well. 
lkllDlllllal!tf, it doe!n' 
doanvtlqtomalieit 
rlDIMX1hy1M11illeslR 
lli!aaea nll'hantom 8lavt. 
TheS111J118ballltftll!m 
ju!I isn, enou;i to cany 
lhemecioaeloamlioll 
n1 P5one plies d dis 
pme. And for :he lile d 
me I can't (gift IU wlr{ 
fleWlllllwaador in fie 
811111! plavs fie main dine· 
l!r.--AIWI 





XBOX 

Jade Empire 
> STYLE 1-PlAYER ACTIOI\VRPG > PUBLISHER MICROSOFT GAME STIJotOS 
> DEVELOPER BIOWARE > REI.EASE APRIL 12 > ESRB M 

LONG LIVE THE EMPIRE 

J 
ade Empire developer BioWare has been 
associated with some pretty storied licensed 
material - D&D and Star Wars. However, this 
game proves beyond a shadow of a doubt 

that the company is more than capable of standing 
on its own two feet If anything. this game is the best 
it has ever done precisely because they are free to let 
their imaginations run wild. This pays off handsomely 
in a rich adventure that puts destiny at your feet and 
power in your palm. 

Gone is the point-and-click scaffolding that had the 
computer executing attacks for players in Star Wars: 
Knights of the Old Republic, keeping you at arm's 

118 GAME INFORMER 

length from the action. In its 
place is a battle system giving 
you a multitude of choices. 
Jade Empire doesn't focus 
on strings of button-heavy 
combos, instead putting its 
variety and skill in the combat powers you use. By 
game's end I had dabbled in or mastered over a 
dozen different fighting styles, vvith a bunch more 
in the game that I never learned. I not only like how 
you can customize the evolution of these powers 
in terms of their damage, speed, and the physi-
cal drain on you, but I love how your characters 
base attributes shape your fighting styles. So if you 
want to build up your Chi meter at the expense 
of your Focus, it doesn't cut you off at the knees, 
it only means that you'll be better at the fighting 
styles that transform you into beasts rather than the 
weapon-based ones. My Chi and Focus were evenly 
balanced, so I was able to freely morph into a Jade 
Golem as well as rock foes back vvith my blunder
buss gun. If I ever ran out of Chi in battle, I always 
had another style I could call upon. 

The gamut of powers at your fingertips works flaw. 
lessly during combat You can call up and map any 

of your fighting styles 
to the d-pad in the 
middle of a battle, 
and you must choose 
vvisely. Some ene
mies are impervious 
to weapons, while 
others aren't phased 

by status-changing attacks like Paralyzing Palm. 
Combat is fast-paced (gone are the chugging frames 
of KOTOR) and exhilarating as you flip through your 
arsenal of skills, blocking. counter-attacking. and call
ing upon your considerable prowess to exploit your 
enemy to their death. My only gripes with Jade's 
combat are that the targeting system could select 
foes better, movement is a bit slow when locked on 
to an enemy, and the camera can get weird. 

BioWare has not only made a sweet combat 
system, but the game's universe itself is a joy. From 
the trademark dialogue to memorable characters at 
every tum, the story is replete with humor, surprises, 
and sidequests. N', for the latter, I don't know which 
was my favorite: dressing up in drag as a thespian 
or putting Sir Reginald the Bastard in his place. Of 
course, Jade Empire also lets you influence the plot 
through your "good" or "bad" character develop
ment, but it's not as black or white as that In fact, 
once you understand the philosophies present and 
their true significance in the plot, you'll see that 
it's about more than choosing to kick peasants or 
not Much like the choices put before you in Jade 
Empire, BioWare has made its own to further enrich 
and diversify the RPG genre. Embrace this power put 
before you and wield it as you might- KATO 

BOTTOM 9 5 
LIIIE ■ 

> Concept: Make lhe game's 
combal as open-ended as lhe 
playe(s moral choices, giving you 
unbelievable power 

> Graphics: The team has really 
brought to Ide their ficnonal re
aeation of ancient China 

> Sound: Your playe(s mute
ness ~ annoymg. bot lhe 
old-school language Tho Fan ~ 
pretty cool 

> Playability: BioWare's move 
in10 lhe action genre ~·t without 
its hicwps. bot those looling 
for flSIS of fury won't be disap, 
po,nted 

> Entt rtainfflfflt: Jade lives 
up to its p,om~ and delivers in 
unexpected w¥, 

> Replay Value: High 

Second Opm1on 9.5 

In 1he ll1'jlhos of Jade 
Empire. 1he martial am n 
for balance above al tltqs. I 
ha1U1 dink that this phios
ophy translated ID Boats 
desiwl plans as wel Talrl!n 
as a whole. 1he game~ 
fuly dances back and for1h 
__, lhe Sllllylelng 
and action OOtPS, ~ 
a tale and eiq,erience that 
eitpands on each side wilh 
equalmtaS1R.Yt1tie1he 
l10ly is •and in sa,pe. ii 
also leaues personal tales 
andsome~ 
humor, balancing 1he insln 
~ of learning an 
NPC's whole l10ly with an 
epic IM!lardq quest The 
combat has this same ebb 
and flow of instant~ 
ily ro•ng info a syslern wilh 
such SUldely lhal, even in 
a second pass at 1he pre, 
players probabtf woni 
disct!weralilsdepeh.Jade 
Empire's biggest strength 
is its balance - and that 
balance can r.arry players 
through 1he ermre journey 
~ times, mablg ii an 
enby-11,y of 1he tine ii 
consumes.-USA 





Psychonauts 
> STYLE I-MYER IOlON/PIATFORM> PUB USHER MAJ ESCO> DMLOPER OOUBLEFINE PROOIJCOONS > REUASE APRIL 19 > ESRB T 

MIND BLOWING 

S ometimes, I start to feel as though I've seen 
everything video games have to offer. After 
awhile, t:Nery terrorist cell I've thwarted, t:Nery 
princess I've saved, and every dragon I've 

slayed starts to blend together into one digital blur. 
Thankfully, every so often a title like Psychonauts 
comes along. one which offers a truly unique and 
interesting premise. I can guarantee you this: You've 
never played a game quite like this. 

The game casts players as Raz, a young man pos
sessed of paranormal ability who has left his parents 
in hopes of being trained as a "Psychonaut" (a type 
of psychic super-<:0p) at a camp for kids with mental 
powers. Of course, mysterious happenings soon 
begin occurring and Raz must save the camp and 
his fellow campers from harm. 

Here's where things get interesting. \Nhile some 
of the game ocrurs in the physical world, much of 
your time will be spent in the brains of a host of dis
turbed individuals. These settings allow the design-
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ers and art team to run wild, creating some of the 
most memorable and surreal lt:Nels I've t:Ner seen 
in a game. You'll stare in awe as you explore the 
psyche of a paranoid milkman, which is portrayed 
as a skewed, strange parody of suburbia populated 
by black helicopters and campy 'SOs secret agents 
in trenchcoats. It's as if X-Files creator Chris Carter, 
Salvador Dali, and MC Escher collaborated on an 
episode of Leave it to Beaver. Another character's 
rage is depicted as a bull rampaging through the 
streets of a Spanish city from a black velvet painting. 

Throughout the game, the dt:Nelopers do a tre
mendous job of visualizing various mental neuroses. 
From figments of the imagination to emotional bag
gage, the whole of pop psychology is deverly imple
mented into real gameplay. One boss battle t:Nen 
skewers egotistical critics like myself, as an obese 
theater writer shoots insults like 'trite' and "clich~• 
out of two fountain pens attached to his ship. An 
easy target? Sure, but we deserve it 

From an art direction and script standpoin~ 
Psychonauts is nearly flawless. The characters and 
dialogue are crafted with wit and ingenuity, making 
this a high point in game storytelling. Howt:Ner, 
the gameplay itself hews more dosely to conven
tion. The missions are largely fetch-quests and the 
familiar theme of collecting various doo-dads (albeit 
•mental" doo-dads) is still central to progressing. As 
with many platformers, the camera is not always 
perfect, causing some infrequent bouts of frustration. 

Still, those that stick with the adventure will be 
rewarded. As Raz learns new mental powers like 
telekinesis and clairvoyance, the traditional platform
ing controls open up to rt:Neal deeper and more 
novel gameplay. I can tell you this: I was always 
motivated to continue my travels in the twisted 
world of Psychonauts, if only to see what bizarre 
sights I would witness next Few titles have ever 
inspired in me this genuine sense of discovery. 
- MATT 

BOTTOM 8 75 
LIN[ ■ 

> Concept: A stunning look 
into the strange world of mental 
illness 

> Graphla: Vibrant. colorful 
graphics meet a truly inspired 
and varied art style 

> Sound: ExcellenL rro.ie-Qual
ity sounds 

> l'tllyablllty: Some familiar 
foibles rear their head (spotty 
Cilmera for one) but overall it's 
tOf)-Oight pladorming 

> Enttttlmment: More 
groundbreaijng in concept than 
in gamepfay, but a memorable 
experience nonetheless 

> Replay Value: Modefate 

Second Opinion 9 

HlftwehM11111tpne(s 
pne.=loMid 
thestae ' IMI 
cleslpwivebeen ... 
lor)'ellS, l'sjd,anusis 
5116dluldmoreqinll
lly, ~.and lunar 
lhlnyou CllUld sllllrea 
menlll Slict It Ewly level is 
artislicatt tl1iquf, end you'I 
find~ COfU1Uir1111 
plrf jlt 111 see whll SWils 
end SCUllls ere illU1d the 
nllld bend. Eich mind you 
dN inlo hes beende¥-
eit( llrqed111pertd/ 
llllectthei!CMWchar
acl!l's penol1I rnemorie.\ 
end menlal delecls-the 
effect inclm more fltip 
per miuethln the best 
!land"' c:omecian. Even 
.ill al d this pig bi, 
the 8ilfflt SIi fals P"Y 111 
some dlle same cllenwnls 
1h11 so 111111Y 30 pialbm
ffl flte. 1heR ere same 
noticeallle came,a problems. 
lrequn eblJs in the amon. 
end same ocrasionalv In& 
tralqolljeclMs.Despilt 
these sporecic issues, this is 
SIi one d the most memo, 
rable pnes I c:anthinltd. 
()ile hnldr, lhelts no 
prner I ltnow111 whom I 
wwdn't111811'51aplrf, 
111rou;l.-MIUER 



XBOX 

Close Combat: First To Fight 
> STYLE I TO 4-PlAYER ACTION (UP TO 8-PLAYER VIA XBOX LIVE OR SYSTEM LINK) 
> PUBLISHER 2K GAMES > DEVELOPER DESTINEER > REl.fASE APRIL 12 > ESRB T 

SNORE 

I n case you've ever wondered what would 
happen if you took Rainbow Six 3, dOIIV!l
graded the graphics, and surgically removed 
all the fun, First to Fight offers a pretty good 

answer. I appreciate the realism and effort to 
include bona fide U.S. Marine Corps tactics and 
equipmen~ but this simply plays like a buggy 
military training application, and forgets to deliver 
the entertainment that you'd expect to find in a 
video game. 

The whole point of this title is the Al, both for 
your squad and enemies, which makes the con
stant inexplicable idiocy on their parts all the worse. 
More times than I care to coun~ I saw a squadmate 
of mine stand not three feet away from a bad guy 
and take five or six seconds to shoot him. Hostiles 
seem to vacillate between ungodly accuracy and 
total blindness, which is incredibly jarring. Also, 
Close Combat often falls into the common trap 
of making the player feel extraneous to the mis
sion - frequently, your squad can and will take care 
of business without your help. Inexplicable terrorists 
spawning out of thin air when taking an alternate 
path through a level don't help any in the realism 
departmen~ either. 

The significant online support (which includes 
Four-player co-op) is nice, but I really don't see 
anyone putting aside Halo, Rainbow Six, or Ghost 
Recon for this mediocre effort. Likewise, the 
realism in cones of fire, movement speeds, and 
weaponry is fine; but without anything approach
ing good level design or Al to back it up, it just 
doesn't matter. While First to Fight falls short of truly 
sucking, the availability of far superior alternatives 
makes this a title worth skipping over.-ADAM 

BOTTOM 6 
LINE 

> Concept Fight a fictional war 
as a Marine fire team leader, 
but doo'I expect lo have any 
fun doing K 

> Graphics: Easily !his title's 
biggest strength. Nice roodefs, 
in particular 

> Sound: It's a wa, game. What 
do you expect? 

> Playability: Besides 1he 
annoyingly slow movement 
speed, 1he conlrof has no major 
issues 

> Entertainment: I guess this is 
better than actually going to war 
and getting shot a~ but there are 
several better 1itfes in 1he genre 

> Replay Val~: Moderately 
Low 

Second Opinion 6.25 

rd love to set behind a game 
made in IITf hometown 
of l't/rnWh, Minnesota. 
but tlis ain' exadtf liq 
me wilh local pride. Close 
Combat's Marine Corps train
ing tool lOOls are olMous, 
since • caplures the crudgery 
and rouine of the rrililary, 
butnoneofthe~ 
ment value of a real video 
game. The squad median-
KS are otay, but the gn..v 
loob. ledll1ical ttffl. and 
meping lllffll!PaY pace 
sin1)ly donl make for a WJY 
bl game. AaAhenlic'Y is 
~Close Combat's 
main seq pan, but l 
feels no men realistic lhan 
Ubisoft's squad-based shool
eis. Sacly, it's gonna take 
men lhan a dusty tlrit-store 
version of Rainbow Su 3 to 
11111 IITf liale Mimeapolis 
subllb into apnede¥elop
ment Mew.-JEREMY 

:• reviews 

XBOX 

Brothers in Arms: 
Road to Hill 30 

> STYLE I OR 2-PlAYER ACTION (UP TO 4-RAYER VIA XBOX lNE OR SYSTEM LINK) > PUIUSIIEI UBISOFT 
> D£VElOPU GEARBOX SOFTWARE> IIEllASE MARCH 1 > ESU M 

COMMANDER-IN-CHIEF 

T 
he Xbox is commonly knOIIV!l 
as the console for first-person 
shooters, and for good 
reason - maybe that's part of 

the reason that Brothers in Arms fits 
so well on the system. But that's a 
simple answer that doesn't do justice 
to the many things that developer 
Gearbox has done with this title to 
make it noteworthy. Besides, it uses 
first person shooting as a springboard 
for gameplay that goes beyond easy 
definitions. 

It is common for military titles to 
put you in the shoes of some super 
soldier, but Brothers in Arms strikes 
a nice balance between letting you 
be a god in green and a no-name 
grunt You won't get very far trying 
to take on the whole German army 
by yourself, so the game gives you 
some tactical tools to make it out 
alive. A typical situation requires you 
to consult the overhead map and 
figure out how to have your squads 
(which sometimes indudes a tank) 
engage the enemy on one front 
while you flank from another. Unlike 
most squad-based titles, Brothers 
in Arms does a pretty good job of 
breathing some sense into your 
comrades. Although you direct them 
to points in the environmen~ they 
are smart enough to take appropri-

ate cover, are capable marksmen, 
and will stick with you over stretches 
of terrain without getting hung up on 
bushes or whatever. Because of this 
Al, you really feel like you are a conn
mander of men and not a babysitter 
to a bunch of nincompoops. 

Gearbox Studios was more hands
on with the Xbox version as opposed 
to the PS2 one, and the difference 
shows. Whether it's the color palette, 
graphical flair, or some slightly dif
ferent enemy placemen~ the game 
is definitely at home here. On the 
downside, I didn't like that the tar
geting retide on the Xbox wouldn't 
lock-on to targets you wanted to give 
a fire order against, but it works just 
as well as on the PS2 and is just my 
personal preference. Overall, f would 
also have liked a touch more variety 
in the missions, although the tower 
sniper level later in the game and 
the tank missions were welcome. 

Other military games might be 
more gung-ho or more over the top, 
but Brothers in Arms gets doser to 
the tactics and camaraderie of work
ing as a well-oiled machine in the 
heat of battle. It's this shift in focus 
that brings it alive more than your 
usual bloodbath, and makes it better 
than your average game.-KATO 

BOTTOM 8 5 
LINE • 

> C--,t P\rouate 1he need 
I« nwta,y teamworic and 1he 
r,spor,si,iliesofcommand 
by gllMg you conlJOI CNer ~ 
squads 
> r.n,llla: Has a mlor palette 
cifferert from the PS2 ecib0n 
> ~ (,aman5W'ldsew,, 
tuner.....,., it's coming from 
a man who just got shot in 1he 
prrme 
> P11ya8y: I wish that 1he 
tMget reticle wood lad 00 to 
1he 1!1'rtfflVlroops 

>&e-1 I I \lthoudll's 
oot as chmaoc as .-her riilary 
tllles, • finds 11s own Wi/f' to be 
juslas~ 
> ~ v.e: Moderately 
High 

Second Opinion 8.75 

.. 11111!1 !lthedlllftnc!s 
l>ellimlthePS2andllxll 
wnions!I a\ RaJ15111ek. 
hi ma,br-111 a lot OI 
prilaroicristhephe-
111111191itfcillmeah pal
ale Iha? is lisiJle in 1he llxll 
Vl!Sioll-maqlhePS2 
edlion 5'811 washed cu in 
CDq)lrison. llisdill!lae. ~·-~ dwadl!r rnodl!qand .. 
malion, malle fie llxll ll!f 
prdena:l madn!ontlis 
OM, tu nol Ii, l1IICh. The 
SIJlld medaic R!llllils 
an ealmand~wa, 
ti pin tn,nencbJsa,ml 
Mryolrales. Theano
lional!byseems ... 
and somehowmorelunan 
than many Olher fllll!5 that 
hMIIPlll!dtheSeaind 
VtoldW.tornspialian. rs 
nol aMIW5 fie most action 
padl!II .. tu it is Olll!&
lenflf absollq.--ialEI 
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PC 

SWAT4 
> STYLE I-PLAYER ACTION (UP TO 16-1'1.AYER VIA ltillRNET OR LAN) > PUBLISHER VIVENDI 
UNMRSAI. > DEVELOPER IRRATIONAL GAMES > REl£ASE APRIL 5 > ESRB M 

WARNING: NOT A SHOOTER 

C 
ontrary to what the screenshots would 
have you believe, ':NvAT 4 is anything but 
what most people think of as a first-person 
shooter. The core gameplay is much more 

about tactics and atmosphere than run-and-gun 
firefights. Much of this has to do with the scoring 
system. It's not enough to neutralize all of the sus
pects; you and your team must gather evidence, 
rescue hostages and bystanders, report your progress 
to headquarters, and do your damnedest to capture 
rather than kill any hostiles. If this sounds like a tall 
order, it's for good reason. You've got to do all this 
under the constraints of one of the most realistic 
game engines around, and without saving mid-mis
sion. Being a ':NvAT officer is far from easy. 

The difficulty, fortunately, rarely feels cheap. The 
amount of mission failures I got due to my own 
impatience or mistakes far outnumbered the times 
I lost through little or no fault of my own. This ties in 
directly to the major draw of ':NvAT 4: The title is so 
unforgiving, so unbendingly realistic and occasionally 
even brutal, that it manages to completely sell its 
gritty concept For instance, a sudden catastrophic 
loss occurred because I got ambushed while charg
ing ahead at the very end of a level, making me 
start the 1 5- to 20-minute mission over. My first 
reaction was a rueful 'Well, guess I learned a lesson 
there~ That really says something. It's not often that a 
game comes along which can make me completely 
re-think the way I approach an objective, and it's a 
great feeling. 

Much of this stark realism is made possible by 
':NvAT 4's great Al. Your squadmates, on top of car
rying out your orders with precision, always make 
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sure to give you audible updates of their status. 
Enemies will fighi flee, or surrender based on 
the situation and their own state of mind, and 
their decisions usually make sense. Another major 
factor in the success of ':NvAT 4 is the varied arsenal 
at your disposal, both lethal and non-lethal. Every 
armament has its use, and knowing which choice 
to make (such as the type of grenade to deploy) 
is crucial in accomplishing your objectives. Finally, 
the smooth graphics and aforementioned delightful 
sound design do an amazing job of sucking you into 
':NvAT 4's urban setting. Strong multiplayer options, 
both competitive and cooperative, round out the 
':NvAT 4 package. To be h~ I really don't see 
people giving up Counter-Strike to jump on this 
wagon, but the option is there and it's fun. 

IM\ile all of this is well and good, there are defi
nitely points where this title falls apart and reminds 
you that you're playing a video game. For one thing, 

wandering through a labyrinthine house or office 
building trying to find that one final suspect or civil
ian can be a real drag after you've alreacly deared 
99 percent of the mission. Also, though the Al is 
usually greai it certainly has its weak moments. 
Trigger-happy squadmates that cost you points and 
the occasional egregious pathfinding issues can be 
a total pain. Plus, things tend to get formulaic after a 
while - the sequence of "find door, use optiwand to 
scout other side, toss gas grenade, arrest fools" can 
get a bit old. 

At the end of the day, ':NvAT 4 is a very competent 
title that breaks from the FPS mold and mostly suc
ceeds at what it sets out to do. A little more polish 
and variety to missions and Al could have made it 
a landmark, but this release is far from disappoint
ing.-ADAM 

BOTTOM 8 25 
LINE • 

> Concept: Defuse the worst 
of urban situations while doing 
everything in your power to 
preserve the lives of everyone 
involved 

> Grophi<s: Half-Life 2 this is 
not. but ~·s still a very fine-look
ing game 

> Sound: Some of the best 
sound design to date - from 
ambient music to team chatter, 
everything is nigh perfect 

> Playability: Contextual squad 
commands are greaL but the 
overall feel is a little dunky 

> Entottainment: tt a totally dif
ferent type of first-peoon action 
sounds appealing, you can't do 
much better than this 

> Replay Valut: Moderately 
High 

Second Opinion 8.5 

A lot of what I like about 
SWAT4 is how it Slands 
apart from the crowd 
~ it's the cool non
lelhal W6llJOl1 opCions or the 
inlfflsely detaied llission 
arffl, ellef'/lllngmakesyou 
feel le you're III the midst 
of an honest-llrgoodness 
SWAT llission. The fantas-
tic ..;suals are only the fol 
'Im( lhat the game lends 
authenlicity to its world 
Pl'ffilission, YIU briefings 
wiD often include the aucio 
of the frantic 911 cal Other 
times YIU only map to a 
danger·lraufll f1leliof is 
scnbbled on a napki1 by an 
off duty bartender of the 
business in question. The 
missions themselves reset 
enemy locations at each 
restart, lending an elemert 
of surprise and erlement 
ewen on the replay. Wlie 
the squad controls are par
ticulartf ei«:ellent. the a't( PJ 
starts to show its weamess 
in the more difficult later 
Jeo.,es, when teammates 
are too fragile and foolishly 
brazen to suvive. Despite 
this cnv,t,ao, the 1e,;el of 
immfflion hefe IS unbeliev
able, exhibolJng 'lmf more 
S005lantNe edge-d-your-
seat thri8s lhan anything 
Holy-M)od has offered up 
about this field of \\Olk. 
- MILLER 



• Violence 
Blood and Gore 

.... ... 



PC 

Empire Earth II 
> STYl£ 1-l'IA'IER STRATEGY (UP TO IOl'IAYER 'M INltRNET OR LAN) > PIIBUSHER VIVENOI UNIVERSAi. 

> DEVELOPER MAO DOC SOflWARE> llfllASE APRIL 26 > ESRB T 

MICROMANAGEMENT IS FOR SUCKERS 

R 
TS these days comes in two major fla-
vors: lower-level tactical slugfests such as 
anything by Blizzard or the Command & 
Conquer series, and more complex gen

eration-spanning titles like Rise of Nations, Age of 
Empires, and Empire Earth II. And while EE II brings 
some very nice improvements in terms of interface 
to the table, it's still making small talk with the 
ambassador from Monaco while RoN and AoE dis
cuss international trade agreements with the U.N. 
Security Council. 

Much like its competitors, EE II features a large 
tech tree divided among several epochs, going all 
the way from spears and bows to stealth bombers 
and near-future mechs. EE lrs greatest strength lies 
in the detailed relationships between economy, mili
tary, science, and imperialism. No other title makes 
it quite so easy to deal with major policy decisions 
while leaving the nuts and bolts of your empire's 
operation up to the Al, thanks largely to the planning 
screen where you can manage wcxkers, review your 
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allies' war plans, and easily see where 
the resources are. This reduced empha
sis on miaomanagement is a definite 
plus, since trying to accomplish any
thing in EE ll's dunky combat engine is 
a mind-twisting chore. 

There are so many aspects of combat in 
need of tweaking and polishing that it would be 
futile to list them all here. Topping the list, though, 
are the apocalyptically bad pathfinding and unit 
Al. I eventually gave up on trying to command 
battles in any real sense, and simply amassed 
big armies and gave an attack-move command 
into the heart of enemy territory. I know that 
this is anathema to any seasoned RTS player, 
but between the framerate issues with lots of 
onscreen action and the nonstop idiocy of your 
troops, your time is better spent adjusting your 
economy and managing expansions. I honestly 
would have preferred to not have the option to 
directly control troops - as it stands, battles are a 

massive exercise in frustration as you attempt in 
vain to maximize your army's effectiveness. 

Given both its de-emphasis on low-level tactical 
decisions and its ambitious scope, EE II resides 
in a bizarre no-man's-land between Civilization Ill 
and Kohan II. I'm sure that Empire Earth II will fit 
very well in certain gamers' collections. Specifically 
those with little interest in focus-firin& build orders, 
and the higher levels of play in old-school (read: 
Starcraft. Red Alert, et al) RTS. The overall clumsi
ness of EE II is going to be tough for anyone 
to get around, though. And it's hard to get the 
Secretary General to listen to what you're trying to 
say when you've just spilled your drink all over his 
pants.-ADAM 

BOTTOM 7 5 
LINE • 

> Concept Lead your nalioo to 
dominance throughout the ages, 
RTS-Slyle 

> Graphics: N~e detail, gor
geous weather effects, and 
obnoJcious skMdow!, are the 
trademarts here 

> Sound: So little impact on 
play that you may as ~ II have 
a CD on 

> Playability: All RTSs - all of 
them - should have a v.ooer 
manager as useful and we!~ 
designed as this does 

> Entertainmfllt: If ~ weren't 
for the overly complicated and 
dunky comba~ ~ could've had 
a winner here 

> Replay Valut: Moderate 

Second Opinion 8.5 

One of lhe slides! RTS user 
inlerfaces ever governs lhe 
maswe ~ 
ment task that awails you 
in lhe new Empie Earth. 
~.lrade.~ 
or, dMopmenl. iq,erial
ism, and wa, throujl land. 
sea, and air- they're al at 
)'Ollf cisposal throuj1 the 
manv eras rl lunan conllicl. 
Several Ill Ci11M1S ~ 
you lalre the reins rl one of 
the feat developing sociel· 
ies of lhe VKJl1d, guiding their 
tales throup,ut the centu
ries. A oouple of cool mis
sin Mn let you take con
trol rl either side of major 
hislorical MfllS ike the 
Batlle r1 Nonnandy. rmi 
real VKll1d CMizations popu
lale the~ VKll1d 
of lhe game. M1idl includes 
some aroosin& same types 
Ii! Regicide and ~ rl the 
HI. My Qttf r.on1)lainls lie 
wilh the combat implemen
tation. Large troop deplo'f
menls are often a jumble ol 
conlusion thanks to troop IJ 
that is generaly oointelligenl. 
lhatwon,cisappoirithe 
rabid hisDy buff. for whom 
this tide was taior made. 
-MIUER 





lthirUl!li Toudl & (jo is 
rnab.i bl d me. kl insipid 
rniniaame~ 
asa~rflease,il 
oprif 1i11J115 and ooaAes 
aiyonewhopidsil~.•· 
cwd, ilwwd panl5 me just 
toaddtolhthimlialiln. 
niou;i ii is aimed al being 
a higll-!mring puzzle pne, 
1he CDre medlinc feels Ile 
•-assmmledlromlht 
<Ulilg 100111 loor d a 20 
plalfonner, ax11Jlele with 
~andone./il 
tis. Yes, ft conllol scheme 
is inno\taM, bla Ni1lendo is 
basicaly just uq Toudl & 
(jo as a Vl!lide to inlrocue 
Um nious to see what ii 
can do~ theie is adlJ. 
,r,, some real c.onll!lt to 
mnge.-JOE 

PSP 

Metal Gear Acid 
> STYLE l·PIAYER STRATEGY (2-PIAYER VIA AO HOC OR INFRASTRUCTURE) > PUBLISHER KONAMI > DMLOPER KONAMI 
> RELEASE MARCH 23 > ESRB M 

CARD CAPTOR SNAKE 

S 
olid Snake doesn't seem 
like he has much patience 
for collectible card games. 
The image of this legendary 

soldier calling on the fury of a Blue 
Eyes \Miite Dragon or swaying to 
Jigglypuff s hypnotic song is laughable. 
Still, with a SOCOM in one hand and 
a booster pack in the other, Snake has 
made a surprisingly smooth transition 
into the world of tum-based combat 

Set on a remote South African 
island, Acid has players infiltrating 
enemy territory and uncovering 
the secrets behind the new Metal 
Gear by customizing a deck of cards 
and using them to move around. 
It sounds jarring. but this is still the 
Solid Snake you love. He sneaks, 
wears cardboard boxes, and flattens 
against walls. The only difference is 
that now he does it on a grid, and 
you need specific cards to carry out 
your strategy. 

Drawing on material from the entire 
series (induding Metal Gear Solid for 
GBC and Metal Gear 2: Solid Snake 
on the MSX), most cards are embla
zoned with familiar faces and items 
that all have unique functions in 

battle. For instance, the Solidus Snake 
card delivers a Dual Sword attack for 
heavy damage, while the CQC cards 
incapacitate foes. Sometimes cards 
can even be used on each other: by 
throwing a grenade, then shooting 
it with an assault rifle, it will explode 
prematurely. Add to that the fact 
that Snake also has a female partner 
named Teliko with whom to coor
dinate his attacks, and the strategic 
possibilities quickly increase in depth. 

'Mlile Acid does have its faults (like 
an imbalance between stealth and 
combat elements, plus the lack of 
voice acting), whether you praise or 
vilify this game will depend on which 
aspects of the Metal Gear series hold 
the largest places in your heart If 
you' re after awe-inspiring boss fights 
and exploratory gameplay with lots 
of freedom, you will probably be 
disappointed. But if you like Snake's 
tactical side and his uncanny ability to 
get wrapped up in some of the most 
intriguing stories in gaming. you'll find 
an engaging and addictive new way 
to experience his adventures - pro
viding you don't mind laying some 
cards down.- JOE 

BOTTOM 8 25 
LINE ■ 

> Concept: Solid Snake visits 
the local hobby shop before 
snea~ng can commence 
> Graphics: The art style on 
the portrailS ~ impressive, and 
the character models look great 
(though you don't often see 
them dose-<Jp) 

> Sound: c.ood for establishing 
atmosphere, but not especially 
cool 
> Play1bility: The Moria~ 
aren't particularly dear, which 
leads to some annoying experi
mentation 
> Entertainment: Addictive 
and fun, though it's unlikely to 
provide any pulse-pounding 
excitement 
> Replay V1lue: Moderately 
High 

Second Opinion 8 

Even mulel-cut super spies 
have the sophillicalion to 
mat dl5 Tum-based 
strategy may seem Ile a 
5lrange depamn lorlhe 
Metal Gs frmise. but 
Konami has lollld a W8f 
to keep 1he series' trade
mart sttallll ac!ion inlacl. 
However. !he means 
of exeomg the tactics 
dlemands better prepara
tion and an OYerall higher 
iMl of thought. It's a bit 
slower 1han the Solid series, 
but ii 511 harnesses the 
same ediig vile. and the 
str~ thal you can tap 
irm are~ deep. 
Outside d warfare, the new 
5l0fy is a bit unusual (even 
for Mela! Gear), and not 
having spoken dialogue 1D 
flesh it out is a real buzz kit!. 
Regar<less, Konami has SUC· 
ceeded in creatmg a 11ri
ing man's Metal Gear. Mud1 
like 1he ftnal F;nasy ladies 
IJlles, lhis is a deku thal is 
worth tauig.-REINER 





HANDHELD QUICKIES 

NINTENDO DS 

Atari Retro 
Classics 
> STYLE I-PLAYER ACTION (UP TO 4-
PIAYER VIA WIRELESS) 
> PUIUSIIEII ATARI 
> DlYElOPO TANI KO 
> IIEUASE MARCH 15 > ESU E 

As one can imagine, 
playmg a game like 
Asteroids with touch
screen control is impre

cise and largely painful - but the classics 
here with bad touch control woo just 
fine with the traditional d-pad and button 
arrangement Those with good stylus 
support (particularly Centipede and 
Missile Command) are an absolute blast 
The "remix" versions (which feature new 
graphics) are fairly pointless; I'd rather 
bask in the retro style of the 2600 than 
some ha~-assed attempt at updating 
the look of Warlords. Hov,ever, with 
two great titles. two good ones, and six 
mediocre games. this cart is easily worth 
a purchase.-AOAM 

GAME BOY ADVANCE 

WarioWare Twisted 
>STYLE 1-PIAYERACTION 
> PUIUSHEI NINTENDO 
> DMlOPEI NINTENDO 
> IIEUASE MAY 23 > ESU E 

,.,, 
As a gamer, rve taken 
a certain amount of 
delight in mocking those 
who think that making a 

little hopping motion with the controller 
or leaning to the side will have any dis
cernable effect on the action onsaeen. 
Now, WarioWare Twisted turns me into 
that which I have always ridiculed. The 
new microgames not only introduce 
a fun motion-based medianic. but by 
mixing it with previous incarnations' 
one-button approach, they add an even 
crazier dimension to the madness. It's 
random, wacky, and fun - but it's also 
just WarioWare all over again.-JOE 
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PSP 

Twisted Metal: Head-On 
> STYLE I-PLAYER ACTION (UP 10 6-PIAYER VIA /lD HOC OR INfAASTRUCT\JRE) > PUBLISHER SONY COMPUTER ENTERTAINMENT AMERICA 
> DMLOPER INCOG INC > REI.EASE MARCH 24 > ESRB T 

MASS CARNAGE IN THE PALM OF YOUR HAND 

T 
he bloodthirsty serial killers 
that gave Twisted Metal: 
Black such a terrifying face 
have been incapacitated 

and locked away safely behind bars. 
Rather than creating another game 
loaded with shock-value, such as 
seeing a hapless bystander impaled 
on the hood of a preachers car, 
developer lncog Inc. has retreated to 
the glory days of the series and has 
forged a sequel that feels like the true 
successor to Twisted Metal 2. 

If you haven't spent time behind 
the wheel of a well-armed vehide 
launching napalm blasts at ice cream 
trucks, Twisted Metal 2 is heralded as 
the pinnacle of vehicular combat Just 
reflecting on the chaos that could be 
unleashed in that game puts a devil
ish grin on my face. In life, there are 
few pleasures greater than watching a 
missile slam into the exhaust pipe of a 
car, which in tum sends it sailing off of 
the roof of a skyscraper, and down 70 
stories to a magnificen~ smoldering 
grave. Head-On indulges players in 

the same maniacal ways. 
Melding the vibrant colors of Twisted 

Metal 2 with the incredible detail of 
Twisted Metal: Black. players get the 
best of both worlds in this incredibly 
gorgeous game. Partide effects dance 
across the screen with unwavering 
ferocity, and walls crumble to the 
ground as explosions blanket the 
battlefield. All of the outlandish per
sonalities that wreaked havoc on the 
PSone have crawled out of retirement 
and are back in their former glory. 

11\ohile it's nice to see Warthog's 
Patriot Missiles tearing someone 
apa~ or Mr. Siam's Bucket Slam 
Shake lifting foes high into the air, 
the steering for each vehide is a 
bit touchy. To compensate for this, 
missiles seek their targets more 
effectively and can light up opponents 
from a multitude of angles. I did 
adjust to the controls after awhile, 
and eventually achieved a sense of 
vehicular combat Zen, but I still found 
m~ turned around and slamming 
into walls from time to time. If it were 

just a bit tighter, the gameplay would 
be pitch perfect 

Twisted Metal has always excelled 
at rewarding player proficiency, 
and Head-On is no different The 
strategies that you can tap into are 
immense. Lie low during an assault 
by tapping into the game's many 
defensive maneuvers, hoard all of the 
health power-ups as you slowly pick 
away at your opponents, or unlock 
the environmental weapons and rain 
terror upon the field. Skilled players 
are justly put into the spotligh~ and 
what better place than in an extensive 
multiplayer component You can cus
tomize the matches any way you see 
fit and can even bring this bad boy 
online to battle five opponents across 
the country. 

If not for the somewhat clumsy 
control, this could have been the best 
Twisted Metal yet The single-player 
offering is incredibly fun, and the 
multiplayer bouts bring limitless depth 
and couldn't be much more conta
gious.- REINER 

BOTTOM 8 75 
LINE • 

> Concept A lhcov.bad< to 
Tv.isted Metal 2 that boasts all of 
the gameplay advancemenlS and 
graphical capabilities of the most 
recent console entry 

> Graphics: The particle effects 
a,e very impreswe, and the 
environmenls a,e littered ,,;it, 
intricate detailing 

> Sound: As loud and noisy 
as you l'/O(Jfd expect. The 
soundtrack rods. and it's nice 
that spoten dialogue accompa
nies the endings 

> Playability: Steering 5 a bit 
too responsive, but the action~ 
incredibly intense and pushes 
players to hone their skil~ 

> Entertainmem: The addictive 
garneplay, hilarioos endings. and 
endless fun that online brings 
v.ill keep this UMD spinning in 
your PSP for roonths 

> Replay Value: High 

Second Opinion 8 

llNi1g bad inlll c:at,,,so's 
wolld ol~ slalJt,ler 
is a treat like few oJhers on 
the PSP. Nol only is it a !rip 
dolMI memoiy lane wilh iJs 
mixolreuningdril.ffiand 
dB car-cnn:hing CXlll1bat. 
it's an experience lhat Jrans
fets exlremely wel to the 
PSP'scap.ibiities.v.tlie 
the single-player mode will 
offer a Im ol playtime if you 
• to c.omp1e1e the same 
wilh al the oombalanls, the 
real charm of dis tille is ils 
abilytoplayndiplayer 
bolh locatf or ttvou;, 
the lrmnet ~ a solid 
soundlrack and more than 
adequate grapliG, Twisted 
Melal Head-On is like put
tilg a PlaySlalioll da in 
)'OIi" pocket, and it's hard 
to lind art/ll1ing wrong wilh 
lhal.-ANDY 





PSP 

Lumines 
> STYLE I-PLAYER PUZZLE (2-PLAYERVIA AD HOC) > PUBLISHER UBISOFT > DEVELOPER Q ENTERTAINMENT/BANDAI 
> RELEASF MARf H )? > F~RR Flt\<-

TRANSCENDENT TETRIS 

Y 
ou may be under the impression that you've 
already played this game before. Perhaps you 
believe all those silly little block-drop games are 
the same - that there's nothing new under the 

sun since you finished with Tetris all those years ago. If I 
can convince you of anything here, it's that you should 
erase those thoughts from your mind and grab a copy 
of Lumines as soon as possible. This is a phenomenally 
addictive and brilliantly designed masterpiece, and the 
moment you lay down the bucks for a PSP, Lumines 
should go in that same shopping cart before you walk 
out of the store. 

The genius of Lumines lies in its hidden depths. As 
you begin, the gameplay feels familiar enough. You've 
got dual colored blocks incessantly dropping from above, 
and you'll need to create at least a four by four region of 
the same hue to clear that space on the board. Simple, 
right? The thing is that as you 
play, your mind constantly 
latches on to new and more 
complex patterns by which 
you can clear larger and larger 
sections at a time, thereby 
increasing your score and 
moving you closer to the next 
level. Next, add the occasional 
availability of special pieces 
that eliminate any similarly 
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colored blocks to which they are connected. As the 
hours pass, the mechanics constantly challenge you to 
think in broader and more precise tactics, and you feel 
yourself drawn ever deeper into an honest to goodness 
trance-like state. 

This hypnotic quality is magnified ten-fold by the stun
ning array of music that holds the game together. While 
the board may remind many of Tetris, others will quickly 
recognize its similarities to electronic music sequencers. 
Like those computer programs, a 8PM meter continually 
moves from left to right across the screen, clearing your 
completed sections away. As each block disappears, it 
triggers a musical cue in the song. This means that a big 
combo makes for a literal explosion of music, making 
you feel as much like a mixmaster as a puu le genius. 

I would have loved to see the game vary the order of 
songs in the main challenge mode, since you eventually 

find yourself having to play 
through the early levels 
with too much repetition. 
Thankfully, the numerous 
game modes help to make 
up for this lack of variety, 
and the wireless multiplayer 
only secures this game's 
position as one of the 
must-have titles in any PSP 
collection. - MILLER 

BOTTOM 9 
LINE 

> Concept: The genuine evoiL, 
lion of 1he Tetris formula 

> Graphics: Varied "skins" 
accompany each song/level, 
surprising your eyes with flashes 
of light and color 

> Sound: Without peer, 1he 
astounding music and sound 
design is a fully integrated aspect 
ofgameplay 

> Playability: The simple to 
u~nd initial rules hide one 
of 1he most complex puzzlers 
to date 

> Enterllinmtat V,sually and 
aurally hypootic in Mf'/ W4'f 

> Replay Value: High 

Second Opinion 9 

Lumines is the next-genera
tion Tellis. In other l'oOfds, 
this puzzle game is so addic
tive that you won't Slop 
playing ii until yoor eyes 
start bleeding. Even al that 
point, you1 probably try to 
continue yoor game Ul1lil the 
blood impairs yoor vision 
to the P011111hat you can't 
m,ie 01A the diflerent block 
colors anymore. The kier 
SOllldtlad i1standy puls 
you ino a lJanCr. mablg it 
Mn harder bl put down. 
Allhou;l ii is just a game 
about lining up block colors 
to dear space for more 
blocks. the techniques that 
you can tap irm to keep 
your score running are 
deeper than you would ever 
expect from a puzzle game. 
It's too bad Sony didn't 
bundle this game in with the 
PSP hardware, because this 
is one tide that eYef'/Olle can 
and should ge1 no. 
- REINER 

HANDHELD QUICKIES 

PSP 

Darkstalkers 
Chronicle: The 
Chaos Tower 
> STYlEl-PlAVER FlGKTING (UP TO 4-
PLAVER VIA INFRASTRUCTURE) 
> PUBLISHER CAPCOM 
> DEVELOPER CAPCOM 
> RElEASE MARCH 24 > ESRB T 

II Featuring f!Nefy char
acter and rule sets 
based on each game, 
Dari<stalkers Oironicle 

is a must-have for fans of the series. 
It's smoother, prettier, and faster than 
the previous titles, and features a new 
Tower mode that rewards players with 
unlockable art based on the franchise's 
history. Also featuring Wi-Fi play, practice, 
and standard Arcade mode, The Oiaos 
Tower is a fully loaded fighter. It may not 
be Capcom's flagship fighting series, but 
DarkstalkP.rs has r.ertainlv ootten one 
heck of a love letter with The Chaos 
Tower - one no 2D aficionado should 
be without- JEREMY 

I 

-•lhiMillj•lilM:lli•M 
PSP 

Arthur Maclean's 
Mercury 
> STYLE I-PLAYER PUZZLE 
(2-PLAYER VIA AD HOC) 
> PUBLISHER IGNITION ENTERTAINMENT 
> DMLOPER AWESOME STUDIOS 
> RELEASE MARCH 24 > ESU E 

Ill 
Tasking players with the 
chore of guiding a blob 
of mercury through 
obstacle courses, this 

PSP puzzle game plays very much like a 
drippier version of Marble Madness. It's 
certainly a solid enough foundation, but 
its trial-and-error gameplay seems a bit 
too old school for the se,ry new system. 
You guide the blob until you reach the 
goal or you repeat the level until you do. 
I certainly won't be buying the PSP to 
play something lifted from a 20-year-old 
game, especially l'Aien the system's 
other puzzler, Lumines, offers a neariy 
religious experience.- JEREMY 



... 
Blood and Gore 
Language 
Mature Humor 
Violence 

TRVST VS, HE HAD IT COMING. 
Introducing Roze's Hell. Play as Raze, whose land has been overrun by Kewletts -

evil cuties trying to impose their crazed views upon the masses. Utilize your intense hatred for all things 
cute and an overwhelming arsenal to ensure that the streets Row with the blood of the vile Kewletts. 

Includes single-player, co-op mode and killer Xbox Live"' multi-player modes . 

RazesHell.com 
RAISE HELL FOR ONLY $19. 99• 

AAAJESCC 

Roze's Hell C2005 Majesco Soles Inc., a wholly owned svbsidiory ol Mojesco Holdings Inc. All Right> R_.....j Dovelooed by Mech Sluaoos. The rotingt icon is a lrodemork ol the Enlol'loi~ Soltwo,e As,ociotion. Microsolt, Xbox, 
><box U.., the U.. Logo, and the Xbox Logos are either regislwed irodomoi-l<s 0< lrodomo,tu ol Microtolt Co,porot;on in !he Unilod Slales and/0< ""- a,unlries and ore used under licome from Microsolt. "MSRP. Manuioduter - prica. 



PSP 

Wipeout Pure 
> mu I -!'LAYER RACING (UP TO 8-l'LAYER VIA AD HOC) 
> PUBLISHER SONY COMPUTER ENTERTAINMENT 
> DMLOPER STUDIO LMRPOOL > RELEASE MARCH 24 > ESRB E 

STILL SPEEDY 

0 
nee I picked my jaw 
up off the floor after 
seeing how fantastic 
this futuristic racer 

looks on the PSP, I settled 
down to fall back in love with 
the Wipeout franchise. The 
seduction didn't take particu
larly long. as this first handheld 
incarnation of the series seems 
to specialize in grabbing your 
attention and keeping it there 
with constant speed, challenge, 
and action. 

As you progress through the 
modes and courses available 
in the game, you'll continually 
unlock higher difficulties that 
have you driving faster and 
faster anti-gravity vehides. 
Eventually, the sense of move
ment is truly intense, and you'll 
have to learn how to stop blink
ing in order for your reflexes to 
react fast enough. In keeping 
with the traditions of the series, 
a pumping score of instrumen
tal electronica is more than 
appropriate to the task at hand 
as it beats along with the explo
sive sound effects of the FX300 
racing circuit. 

Several tweaks have 
helped to streamline the 
racing experience, but there 
really isn't a lot I'd label as 
innovative beyond its excel
lent appearance on the new 
handheld. Even so, the game 
as a whole feels glossy, lean, 
clean, and abundantly cool in 
every respect. Fans should be 
pleased.-MllllR 
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BOTTOM 8 75 
LINE ■ 

> Coac,pt: Allerrc,1 to b<each 
lhe SOllld bamer ¥Alie deY
aslalr,g yoor enemy's sh,p in 

lhe handield Mkmn ol lhe 
dasslcseries 

> Grophics: ~ speed 
aodsi;y!lll000l"5l.lillsdeidt 
yoor eyes 

> Sound: A suitable accom
paniment to lhe constant f!'f' 
candy - lhe music and sound 
effeds coudn't fit better 

> Playability: A steady leam-
118 arve eventually slows dov,,, 
as you encoooter nearly insu'
mourlable foes - immensely 
chaBeng,ng bta enorely fair 

> Entffllinmenl: Fast, furious, 
and h'1 - eYen if there's not 
much new aboli lhe series 

> Ropliy Volut: Moderately 
H~ 

Second Opinion 8 

Heart-pumping speed and 
techno music go togelhef 
deliciously lite chocolate 
and peanut butler, and 
in that regard, Wipeout 
Pure - like a8 the Wipeout 
editions before it - is 
genius. However, Mil 
though lhis handheld ver
sion feabns new tracks 
and the mesmerizing 
Zone mode that conslanlly 
pushes the boundaries al 
speed, the game «Mral is 
a tad shallow. Thrifljy, 
ndiplayer wi8 gNt lhis 
game~ «Mr and~ 
the single player experi
fflCe. You really c.anl go 
wrong with lue lu it 
really could have been so 
much more.-ANDY 

HANDHELD QUICKIES 

NINTENDO OS 

Pokemon Dash 
> STYU 1-l'IAYER RACING (UP TO 6-
PIAYER VIA WIREL£SS lNI) 
> l'UIU5NOI NINTENDO 
> Dl'tlElOPEI AMBREI.IA (MAAIGUL) 
> ID.WE MARCH 14 > ESII E 

Ill 
~ an ope1mg lJlle 
screen has you blatantly 
molest a gleeful l'lkachu 
111 0<der to start a race, 

you11 find yourself 1unous1y aagg,ng the 
stylus aaoss your OS ,n 0<der to make 
the llttle yellow Pokhnon gallop aaoss 
the ~ landsc.apes 'MllCh he 
caDs home. Occasionaly, you'll encouf}

ter boghtly oolored balloons that hit you 
~ ,n the aw, 'Mlere you'll lly to zoom 
aaoss the board to the ne,<t checkpoont 
Alas. the game rtself seems to thwart 
you attempts to find these checkpoints 
at elef'( tum tlvough the use of lrnmcN

able obstacles and by refusr€ to show 
you a dear map of you loc.atJon. Don't 
think of l so much as a game, but 
more as an exerase 1r1 anger manage
ment--MllllR 

PSP 

Dynasty Waniors 
> STYU 1-l'LAYER ACT10N 
> l'UIU5NOI KOE) 

> DEVBOPO OMEGA FORCE 
> ID.WE MARCH 24 > ESII T 

li, - ~:-: ;: · 

-:4~- · 
} .\",; .., 
~ ' 

• 

Forbett. er0<wo,se, 
the DynastyWamors 
franchise manages to 
get away with some 

glamg faults on PS2, but the PSP itera
llon manages to cram ,n one rno<e that 
even cfiehard fans will ha'Je trouble 
f0f81W18: cnpplong sbNdown. 'Mlile I 
ha'Je to commend Koei f0< adapting the 
series f0< a rno<e 0fHhe.go mentality 
(with most battles talang no rno<e than 
a few minutes), when a game IS unpre
dictably rendered unplayable. spending 
even one rrmute with tt IS one minute 
too long.-JOE 

PSP 

Need For Speed: 
Underground Rivals 

> mLE I TO 4-PLAYER RACING (2-l'LAYER V1A INFRASTRUCTURE) > PUBLISHER ELECTRONIC ARTS 
> DMLOPER ELECTRONIC ARTS > RELEASE MARCH 24 > ESRB E 

KIT AND CABOODLE 

W 
hat do you really want out of a racing 
game? car variety, interesting courses, and 
reasonable and consistent physics models? 
The must-have list for a simple car game 

is short, and something that the industry has done for 
a long time with decent success. But what about the 
added perks that you'd like to see? Good graphics, cus
tomizable performance and appearance upgrades, solid 
and challenging Al, and multiplayer modes? Well, ounce 
for ounce, Need for Speed: Underground Rivals delivers 
on all of these points - and maybe even more. 

It's not that the game is perfect. but the sheer 
amount of good-quality features packed in here make 
the disc well worth your time. That said, there are two 
areas where the game gives me pause: Rivals only 
has l O trades, but to be fair they're each very different 
and highly entertaining. Also, I had some minor and 
very infrequent performance issues, which were mostly 
an occasional framerate drop. 

The sense of speed that Rivals delivers is truly 
remarkable - barreling down city streets in a stock 
Focus ZX3 is realistically terrifying. And, as you get into 
higher-performance vehicles, the change in physics is 
noticeable and appropriate. 

VVhile the whole of this game plays almost exactly 
like Underground's first console offering (and I mean 
that as a high compliment), the additions for this 
handheld outing are both clever in premise and enjoy
able in execution. The Olvned feature that lists real-life 
challengers and whether you own them (by winning) 
or are owned by them (by losing) will foster competi
tion on a whole new scale. Also, in a good move for 
a handheld game, the session modes allow for every 
permutation between extended solo play and quick 
multiplayer matches. All in all, Rivals is as complete a 
padcage as one could hope for.-USA 

BOTTOM 8 
LINE 

> Concept: Edge of your seat 
tuner racing thril~ in the palm of 
your hand 

> Graphics: Translating the 
speed effects and general 
shininess of the console versions 
goes off with few not1Ceabfe 
comprnmises 
> Sound: While not as robust a 
selection as we're used to, there 
~ ceoa,nly enough varie!y to 
please dunng loog play sessions 

> Playability: The changes m a 
ca(s perfonnance upgrades dra· 
matJcally afters lhe conuols - but 
,nagoodw~ 

> Entffbinment: long legs 
with tons of game modes and 
replay value make th~ a good 
pkt for tuner racing fans 

> Replay Value: Moderate 

Thts game was made for 
the PSP, what with its 
bite-sued raong format 
and splendid graphKS -
including bells and 
whrstles such as motion 
blur, reflectlons. and road 
textures But it's not all 
flash, as the customizable 
goodies for your car gi\<t 
it some depth. I was 
particularly impressed with 
the game's sense ol speed. 
This is given a boost by 
the camera shake, which 
really sucks you into the 
experience. However, I 
was disappointed by the 
over-sensitivity of the 
analog nub and the catch
up Al, which can be really 
frustrating. - KATO 





:• reviews 

PSP 

Untold Legends: 
Brotherhood of the Blade 

> STYU 1-PlAYER ACTION/RPG (UP TO 4-PlAYER VIA AO HOC)> PUBLISHER SONY ONLINE ENTERTAINMENT> DMLOPER SONY ONLINE 
ENTERTAINMENT> RELEASE MARCH 24 > ESRB T 

ONE STEP FORWARD, ONE STEP BACK 

L 
ike so many people, I have 
a special place in my heart 
for fighting monsters, leveling 
up, and looking for that next 

piece of Ober loot At its core, that's 
exactly what Untold Legends is about, 
and it executes fairly well in that task. 
However, due to a couple of unfor
tunate issues, this title doesn't quite 
manage to deliver as much entertain
ment as other similar games. 

On a positive note, many minor 
annoyances present in Champions: 
Return To Arms (which this title 
is almost painfully similar to) are 
nowhere to be found in Untold 
Legends. Items are color-coded by 
usability, you can trade items with
out dropping them on the ground, 
and this is just overall a smoother 
play. Also, the class design is refresh
ing - none of the four available 
characters feel quite like the fantasy 
archetypes we're used to. Also, the 
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PSP's wonderful screen is put to 
great use with the detailed models, 
smooth animation, and delicious 
particle effects. 

\/\/here UL falls short is primarily 
in the maps and level design. While 
it's a great idea in theory to have 
randomly generated stages, the end 
result in this case is that the levels, 
quite frankly, suck. Tons of dead
end paths with no real reward at 
the end and the same three or four 
monster types throughout any par
ticular stage don't 
make for much 
awesomeness. 
Plus, the facts that 
you can see the 
entire level on 
your automap, and 
that bosses and 
quest objectives 
are clearly marked, 
totally negates any 

enjoyment of exploration. 
Nice four-player support and a 

fairly long quest are definite pluses, 
but don't make up for Untold 
Legends dropping the ball so 
badly on the level design front. If 
it's action/RPG hacking and slash
ing you wani this does a credible 
job of it Just don't go into Untold 
Legends expecting to be blown 
away.- ADAM 

BOTTOM 7 75 
LINE • 

> Concept: Tweak the 
Champions of Norrath formula lo 
work on PSP 

> Graphics: In a word, gorgeous. 
Particle and spell effects are jaw
dropping 

> Sound: Repeletive and annoy
ingly reminiscenl of the pre-MIDI 
PC scores of the 1980's 

> Playability: We<e the block 
button more responsive, the con
trols would be pt'/ 

> Entortainmtnt: It's mindless 
hack n' slash, lxl ain't nothing 
wrong v,th thai 

> Replay Value: Moderalely 
High 

Second Opinion 7.5 

lie the console Vl!l5ions ol 
BaldlM's Gate: DartMne 
or Champion! ol Nooalh, 
Untold l.egiends delillels 
hooo upon hours ol eiqie

~ermtairl
ment So the pneplav is 
what you thilU is, and 
as sud!, is someChilg that 
aamers eilher love or hale 
(I ill1 cninly one ol the 
fooner). Son lried and 
true prnepwf is solid, 
and &els heller I you can 
playit wirelesstf wilh y!JII' 
friends .. oodcled alOllld 
their PSPs. HowMr, lhat 
doesn't d,qe the fact 
that Untold l.egiends feels 
rushedandisffhic.aly 
ladlusl!r v.f1en compared 
to the rest ol the lalllch 
line1Jp. lhe soundlrack's 
tinny loops ,ollnd at my 
nelll!SlleMil!f Simpson 
at the Oranse Bowl. and the 
oomerousfaphical glil(hes 
and s1owdown in multi
player are at times unlorgiv
able.-ANDY 

HANOHELD QUICKIES 

PSP 

Spider-Man 2 
> 5TYU l·PlAYER ACTION 
> PUBUSHEI ACTMSION 
> D£VWNIU VICARIOUS VISIONS 
> RElW£ MARCH 23 > ESRB T 

II The big story wilh 
Spider-Man 2 on the 
consoles was web 
slinging. There had 

to be sonnelhing for you to actually 
attach to, lhe physics were grea~ and 
you could roam lhrough lhe entire city 
almost at will. Sadly, lhese lhings are 
gone in Spidey's PSP adventure, but it 
is a solid, if unexceptional, action game. 
Chee!S to Vicarious Visions for making 
!his entry look way better than its con
sole counterparts, but I'm sad !hat 1he 
controls didn't fare as well in 1he conver
sion. Sticking to walls is entirely too easy 
and camera control on lhe d-pad isn't 
an optimal configuration.-USA 

NINTENDO DS 

Rayman DS 
> 5TYU 1-PIAYER ACTION/PLATFORM 
> PUBUSHEI UBISOFT 
> IIEVtlOPEI DC STUDIOS 
> RElW£ MARCH 24 > ESRB E 

II tt !his is any indication 
of Ubisoft's enlhusiasm 
for 1he Nintendo DS, 
don't expect any mind

blowing touch-screen innovations to be 
coming out of France any time soon. 
Rayman DS is bare-bones port of 1he 
Dreamcast/PSone/N64 title Rayman 
2: The Great Escape. However, on lhe 
DS 1he once-beautiful pastel graphics 
are displayed in muted, muddy browns 
wilh jagged character models. The 
only touch-screen feature is an erratic 
'virtual' analog stick !hat is absolutely 
impossible to use aa:urately. Compared 
to Super Mario 64 DS, !his is a shoddy 
port !hat doesn't scratch lhe surface of 
1he DS's potential.-MATT 





:• reviews 

HANDHELD QUICKIES 
PSP 

Tiger Woods 
PGA Tour 
> STYLE 1 TO 4-PLAYER SPORTS (2-PLAYER 
VIAAD HOQ 
> PUBLISHER EA SPORTS 
> DEVELOPER EA CANADA 
> RELEASE MARCH 24 > ESRB E 

Handhe!d versions of 
this franchise haven't 
fared well, but golf - fans on the go can 

confidently wrap their hands around 
this game and all its mighty PSPness. 
Keeping elements like Game Face and 
legends showdowns from its big brother 
console version, this PSP title gives you 
a full feature set Although gameplay
wise, the system's analog nub can make 
your swing a little shaky at first I still 
think that the series' putting tips for the 
horizontal axis could use some work, 
but this game isn't screaming for a mul
ligan by any means.-KATO 
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PSP 

Gretzky NHL 
> STYLE I-PLAYER SPORTS (2-PLAYER VIA 
AD HOC OR INFRASTRUCTURE) 
> PUBLISHER 989 SPORTS 
> DEVELOPER PAGE 44 STUDIOS 
> RELEASE MARCH 24 > ESRB E 

• 

After playing this title, 
I walked ;may with 
the feeling that Todd 
Bertuzzi blindsided me 

on the back of the head, then smashed 
my face directly into the ice. \ll/1iile I did 
pull off some pretty shots and found 
mysett in a number of nail-biting games, 
the abysmal framerate makes it very 
difficult to comprehend the action. You 
always feel like you are a little out of 
control. The poor collision only makes 
matters worse. Sticks that are four feet 
;may from the puck magically make 
contact with it, and goalies can appar
ently use their minds to stop shots. It's 
fun, but more so chaotic.-REINER 

PSP 

Tony Hawk's 
Underground 2 Remix 
> STYU I-PLAYER ACTION/SPORTS (UP TO J-PLAYER VIA AD HOQ > PUBLISHER 
ACTIVISION> DEVELOPER SHABA GAMES/NEVERSOFT> RELEASE MARCH 24 > ESRB T 

PINT-SIZED POWERHOUSE 

T 
his is one of the hardest 
reviews I've had to write 
in a long time - and 
that's a good thing. 'Nny? 

Because the usual complaints we 
journalists wheel out to critique 
handheld versions of console 
games have been rendered moot 
by Tony Hawk's Underground 2 
Remix for PSP. Simply, this is not 
a "version" of THUG 2, it is THUG 
2. Everything you expect from the 
Tony Hawk series - great graph
ics, refined controls, and huge 3D 
levels - is here. Amazingly, Shaba 
Games has squeezed this massive 
title into a tiny UMD without com
promising any of the things that 
make the franchise great 

If you've already played THUG 
2, you know how great this game 
is. For those of you that haven't 
and are buying a PSP, this should 
be at the top of your "must-buy" 
list. The game streamlines the first 
THUG's career mode by imple
menting a better storyline and a 
more refined difficulty curve. Even 
better, it brings back the hectic 

GAME BOY ADVANCE PSP 

two-minute runs of the first three 
Hawk titles with Classic mode. 
Overall, it's the best of the old and 
the new, making this the ultimate 
Tony Hawk game. Remix actually 
offers more content than the con
sole versions, with four new envi
ronments: Kyoto, Atlanta, Santa 
Cruz, and the gorgeous Las Vegas. 
Also, like most PSP games, it 
offers smooth-running multiplayer 
via the system's wireless LAN. 

I'm blown away by how well 
this title has been ported to PSP. 
Although there are some graphi
cal compromises, with the PSP's 
bright and hi-res LCD screen 
it's hard to tell the difference. 
Playability is also excellent. My 
only two gripes are the lack of 
four shoulder buttons and the fact 
that the PSP forces your hand into 
a less comfortable position than 
the Dual Shock controller does. 
However, the fact that I'm even 
comparing a handheld title to its 
console cousins says more about 
the quality of this game than I 
ever could.- MATT 

PSP 

NFL Street 2: NBA 

BOTTOM 9 25 
LINE • 

> Concept: An enhanced port of 
THUG 2 thal ~mply must be seen 
lo be believed 

> Graphics: Some of the char
acter mode~ and textures aren't 
as detailed, but It's frighteningly 
close 10 PS2 

> Sound: One of 1he best lkensed 
soundtracks ever - Stooges. Joy 
Division, Germs, Atmosphere, and 
moreclassicma1erial 

> Playability: I miss the extra 
shoulder bultons, bul thats about 
1he only difference 

> Entertainment: This runt can 
hang with the big ijds 

> Replay Value: High 

Second Opinion 9.5 

The Tony 1-tav.t games have 
~ been fun, and finally 
there's a handheld version 
that's MfY bit as good as 
the console counlelpar1s -
>'«lid\ honesltf, is blowing 
my mind. Not only is THUG 
2 RemilC an excellent addi
tion ID the Tony 1-tav.t series, 
~ also pelfedly demonslrales 
how powerful the PSP really 
is. ll's every bit as smooll1, 
fast, and fun as the console 
release. and the bile-sized. 
goal-based gameplay is a 
really natural fit for a por
table~ -I never lhoui;lt 
rd see the day v.tien I was 
so impressed by a hancl1eld 
port of a console game. 
but that day has indeed 
come. And rm vef'f glad it's 
here.- JEREMY 

Pac-Man Pinball 
Advance 
> STYLE I ·PLAYER ACTION 
> PUBLISHER NAMCO 

Unleashed 
> STYLE 1 TO 4-PLAYER SPORTS (2-PLAYER 
VIAAO HOQ 

> STYLE I ·PLAYER SPORTS (2-PLAYER VIA 
AD HOC OR INFRASTRUCTURE) 

> DEVELOPER HUMAN SOFT 
> RELEASE APRIL 12 > ESRB E 

• 

Video pinball is gaming's 
most reliably mediocre 
genre. I always seem 
to have at least a modi

cum of fun when manning the digital 
flippers. However, it's also rare that a pin
ball title really stands out from the pack 
as exceptional. Pac-Man Pinball holds 
to this pattern. There are few tables 
to choose from, all of which are fairly 
standard in design. Thankfully, there are 
a few novel ideas that help incorporate 
the classic Pac-Man gameplay into the 
table Qnduding short. vertically scrolling 
sequences and the ability to eat power 
pellets and ghosts).-MATT 

> PUBLISHER EA BIG 
> DEVELOPER EA CANADA 
> RELEASE MARCH 21 > ESRB E 

1- - ·-;,... ... ....-
.1111 . , \ 
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<-> 
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You'd think that some 
of the bite-sized chal
lenges in this game 
(the PSP edition even 

has some exclusive ones) would make 
it more conducive to the handheld, but 
I believe that no matter the system, 
it all goes back to gameplay. This 
series doesn't have enough of it The 
GameBreakers are unbalanced and 
the new non-interactive GameBreaker 
2's are shameful. Street 2 is fast. but it 
can be less than smooth in the control 
department when pulling off some of 
the style moves.-KATO 

> PUBLISHER 989 SPORTS 
> DEVELOPER SCEA SAN DIEGO 
> RELEASE MARCH 24 > ESRB E 

Ill 
As much as I despise 
the "cha-ching" sound 
effect that accompanies 
the perfect release of a 

shot I actually had a decent time with 
this game. There isn't much to it but the 
play is solid, the player animations are 
very lifelike, and the minigames (skill 
contest paint and 3-point) are fun little 
diversions. Deke moves are limited, and 
the Al is sometimes questionable, but 
you gotta love the detail that went into 
the dunks and extensive list of plays 
you can choose from. \ll/1iether you are 
playing through a season or are battling 
someone online, NBA delivers simple 
but enjoyable play.-REINER 
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"one of the system's 
strongest launch titles in the U.S." 
-1UP.com 

■ New Battlefield Area System challenges your strategy skills! 
■ New "Second-in-command" Officer System gives officers special skills you control! 
■ Collect and exchange hundreds of "Second-in-command" officers using the Memory Stick Duo TM, 

and select the officers you take into battle! 
■ Play as 42 Dynasty Warriors 

Available at Launch 
O~nntv W1rr!ort 1nd tht KOEI logo ert tr1d1m11kl or r111!1ttrtd tndt m1rk1 ol KOEI Co., ltd, ClOO.t-2005 KOEI Co .. Ltd. AU 1ights ruervtd. 
"Pley$11rion· and tt,1•PS"ftmilylogo i re rtgistt rtd tr1d1m1rt.s ind PSP Is I tr1d1m1n:of SCEI. Tht r11in111 icon i1 ■ 1r1d1m1rk ol tht Enttrlllnmt nt Sohw1r1 Auocl1tlon. 



HANOHHU QUICKIES 

PSP 

FIFA Soccer 
> STYU I-PLAYER SPORTS 
(UP TO 4-PLAYER VIA PD HOC) 
> PUIUSHEl ELECTRONIC ARTS 
> DEVILOPEII EA CANADA 
> llllASE MARCH 24 > ESH E 

Ill 
The far better of the 
two soccer games 
available at PSP launch, 
FIFA is an excellent port 

of the recent console title. 11/tiile the 
team management options have been 
thinned out, you can now start playing 
your favorite team mid-season of their 
actual '04-'05 run, while Challenges 
let you reenact historic comebacks 
and routs of the game. But, by far, my 
favorite feature is the new Flashback 
save - you can quit out in the middle 
of any match and, when you load the 
game back up, you'll jump right in with 
a quick five-second refresher of the 
last few moments of the game. Some 
hefty load times and dekes awkwardly 
mapped to the d-pad are my only major 
complaints in what is otherwise an 
excellent handheld presentation of the 
sport-MILLER 

PSP 

World Tour 
Soccer 
> STYU I-PLAYER SPORTS 
(2-PLAYER VIA PD HOC) 
> PUBUSHEl SONY COMPUTER 
ENTERTAINMENT 
> IIEVElOPER 989 STUDIOS 
> IIEl£ASE MARCH 24 > ESU E 

Ill 
A profound step down 
from the new Fl FA 
finds us in the luke
warm, tepid water of 

another World Tour Soccer, this time 
on the fledgling PSP. Animation is gen
erally poor, facial modeling is bland, 
and the Al manages to feel artificial 
but without the intelligence. The only 
flag it has to wave over Fl FA is a fea
ture I didn't even like very much - its 
speed. On-pitch players run so fast 
it's hard to even know what's going 
on. Obviously, this was an attempt 
to make it exciting and quick for the 
handheld marke~ but the result back
fires and makes the experience feel 
disingenuous.- MILLER 
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PSP 

Ridge Racer 
> STYLE I-PLAYER RACING (UPTO 8-PLAYER VIAPD HOC) > PUBLISHER NAMCO> DMLOPER NAMCO> RELEASE MARCH 22 
> ESRB MARCH 22 

ON THE EDGE OF THE CLIFF 

T
he Ridge Racer series loves 
console launches. It was 
there for the PlayStation 2 
and Nintendo OS, and now 

it's showing up for the red carpet 
debut of the PSP. Although the series 
loves to hog all the jumbo shrimp 
at launch parties, I've figured out 
another reason it likes to show up for 
day one - to capitalize on the post
launch honeymoon. When a new 
system releases, people are happy 
to play anything on their shiny new 
platform. It's almost like the games 
themselves are mere excuses to 
turn the thing on and wave it in front 
of jealous friends. So here comes 
Ridge Racer, eager to satiate your 
desperate need for PSP titles at the 
expense of itself. 

Ridge Racer looks great (almost 
like a PS2 title), and moves pretty 
damn fast, but it does little more 
than meet the average require
ments of any car game. It will surely 
satisfy the appetite of anyone want-

ing to jump in and race around, but 
that's about it. For those who want 
to plow through the whole game, 
you'll find plenty of circuits to hit, 
but the title endlessly recycles its 
tracks to the point that you don't 
have to bother. I also don't like how 
it spreads the 1 l other Al racers 
around the track in little groups 
which you come upon about every 
half a lap. It means that the major
ity of the time you're racing alone, 
which isn't that exciting. And when 

"Despite the 
new-fangled 
PSP, this game 
remains stuck in 
the arcade era." 

you actually do compete against 
another car and run into someone 
( or the environment), Ridge Racer 
still clings to old school bumper 
car physics. However, the game 
does a good job when it comes to 
its bread-and-butter: drifting. The 
analog stick is great for throwing the 
nose of your car into the corner and 
pulling it straight again. 

Despite the new-fangled PSP, this 
game remains stuck in the arcade 
era. That's great when you're drifting 
around a corner at blazing speeds, 
but it leaves the title lacking after 
that first hour. I'd imagine that this 
game's absence of depth will only 
help its wireless play, where you can 
just jump in and lay down some 
rubber with friends. Someone's 
gotta blaze the racing game trail on 
the PSP, and Ridge Racer is more 
than happy to do that. However, 
it'll only be left in the dust before 
long.-KATO 

BOTTOM 7 5 
LINE ■ 

> Concept: If you are absolutely 
terrified by change, then Ridge 
Racer will fit the bill, because it 
does absolutely nothing new 

> Graphics: Looks sweet and 
gives a good sensation of speed. 
Obviously far superior to the 
Nintendo DS version that also 
came out recently 

> Sound: The in-game 
announcer is the reason Van 
Gogh hacked off one of his ears 

> Playability: U~ng the analog 
nub isn't as responsive as it 
should be 

> Ent,rtainment: A perlect 
pick-up-and-play title that you 
may not be picking up and play
ing after a few weeks 

> Replay Value: Moderately 
High 

Second Opinion 7.5 

This game is slid. The 
menus are sharp, the cars 
look great, the courses are 
littered with large-scale 
events thal (although they 
don't affect the actual 
racing) really add to 
the experience, and the 
announcer is at least toler
able. The tracks are /fWe
some and the controls are 
certainly able (even with 
the analog nubbin that's 
given me some problems). 
That said, I do believe the 
series won't really feel 
current until it figures out 
how to balance the heavy 
arcade-flavored racing 
wiith something more 
substantial. As it stands, 
this is a good-looking title 
that really shows off what 
the PSP can do, but that 
doesn't mean that it's more 
than a casual fling. - LISA 
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••• ••• • • •• • • ••••• • • • ••••• • • • ••••••••• • = CHARTS :==:r=•::::5 An In-Depth Listing Of The Best Selling Games 

TOP 20 TOP 10 JAPAN 
Listings Based Upon NPO Data For February 2005 Based On Units Sold 

Rank Title L. Mo. System 

o,.asty Warriors 5 N/A PS2 
Rani: TIiie LMo. Sy,t,,n Score Release Prict T■la of Et■nl■ NIA PSP 

1 Gran Turismo 4 N/A PS2 9.25 02-0S $49 
St■rFua-H NIA GC 
Dr■INl■11Zludllk■l3 NIA PS2 

,- , .... P■chlllko Slot Pia NIA PS2 

2 NBA Street V3 N/A PS2 9 02-05 $49 
,_ 

DIYllllayCry3 NIA PS2 
.... 11■1 Battle llet-1! 5: T- NIA GBA ColoNI 

3 Grand Theft Auto: 
2 PS2 10 10-04 $48 

San Andreas 
AllotWCode NIA OS 
.... lelloses NIA PS2 ,-

, -■-c..._ N/A PSP 

4 MVP Baseball 2005 N/A PS2 8.5 02-0S $30 
, __ 
5 The Legend of lelda: 

3 GBA 9.5 01-0S $30 
The Minish Cap 

6 Need for Speed: 
N/A XBOX 9 02-0S $49 

Underground 2 
Scua,Goftt-

- TOP 10 GI 
7 Mercenaries 5 PS2 7.5 01-05 $50 Rank TIiie L. Mo. System 

Mldlllgllt Cl1b 3: DUI Edition NIA Mulli 

8 Resident Evil 4 1 GC 10 01-0S $50 
BotlolW. 1 PS2 
Spllllt• Cell: Cll■N Tlllory 2 Multi ,_ 
J■de &lplra NIA Xbox 

9 Champions: 
N/A PS2 8 02-05 $49 

Return to Arms 
THY Nnll'I IIINlergrNIIII 2 Reali NIA PSP 
llalNltE,114 3 GC ,-
Lal- NIA PSP 

10 Madden NFL 2005 8 PS2 8.75 08-().1 $29 .,.. 'fllrilllo 4 4 PS2 

,~ SWAT4 NIA PC 

11 Super Mario 64 OS 10 DS 8.5 11-Q.1 $30 

,-

12 Mercenaries 4 XBOX 7.5 01-0S $50 

I Arw51 NIA Multi 

.... 
. ... -

~ ' '_ ' -:: :-. 

' ... . . . ,~ 

13 Xenosaga Episode II: 
N/A PS2 7.75 02-05 $49 

Jenselts von Gut und Bise 
' "'-

14 NBA Live 2005 12 PS2 8.25 09-().1 $30 TOP 10 PC 
L.Mo. Price - NIA $35 

15 Star Fox Assault N/A GC 7 02-0S $49 

~ 

1 $50 

3 $48 

16 WarioWare: Touched! N/A DS 8.25 02-05 $35 
HaH-llfe 2 2 $52 
Star Win: llepubllc C-- NIA $42 

,-

17 MVP Baseball 2005 N/A XBOX 8.5 02-0S $30 

Star W.. - l■lglrts of 11111 Old NIA $42 lie II: T1NI Sltll !Jnl 
5 $20 

N/A $29 

18 Halo 2 7 XBOX 10 11-Q.1 $48 
N/A $10 

6 $38 ,_ 

19 World Championship 
16 PS2 N/A 11-Q.1 $20 

Poker 

20 Need For Speed: 
6 PS2 8 11-Q.1 $50 

Underground 2 
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Star Wars: 

Episode Ill 
Preorder Star Wars Episode Ill 
and receive FREE 3-Day 
Shipping! Use coupon code: 
G l3D 

$49.99 

Order Wrestlemania 
21 and receive a FREE 
Wrestlemania 2 1 2005 
Calendar! 

•
$49.99 

CODE 82107 19A 

ow and receive a copy of 
rcade Treasures 2, FREE! 

• $49.99 
CODE: 8281033A 

uiced for the PlayStation 2 
ve a FREE Juiced T-Shirt! 

e 
• t!!:!?. 

Psychonauts A 
Preorder Psychonauts for PlayStation 2 V 
and receive a FREE Psychonauts T-Shirtl 

FREE 3-Day Shipping On 
PSP Games! 

• ~!!:?.?. 

Order any in-stock PSP Game and 
receive FREE 3-Day Shipping with 
coupon code: GIPSP3D 

Forza MotorSports 
Order Forza MotorSports 
and receive FREE 3-Day 
Shipping with coupon 
code: Gl3D 

• $49.99 
CODE: 210623 

Conker: Live and 
Reloaded 
Preorder Conker: Live and 
Reloaded for Xbox and receive a 
FREE Conker Bonus disc! 

•
$49.99 

CODE: 8210606A 

Pariah 
Preorder Pariah for Xbox 
and receive a FREE Pariah 
Bonus disc! 

•
$49.99 

COOE 8210715A 



onor: 
Assault 

eceive a FREE 
r Journal! 

• Receive FREE 3-Day shipping when 
you use coupon code: Gl3D 

~ • $49.99 
CODE: 220498 

G) 
Receive FREE 3-Day shipping when 

. on code :::.

99 
Nintendo DS 

Receive FREE 3-Day shipping 
when you use coupon code: • 

Super Ultimate Bundle 
Bundle includes a Nintendo DS, Safe 
Carrying Case, DS Mobile Kit and the 
following DS games: Urbz, Madden NFL 
2005, Asphalt, WarioWare: Touched! , 
Pokemon Dash and Super Mario 64. 

G l3D 

Buy one copy of City of Heroes 
and receive a 14-Day Buddy Pass 
FREE! 

$29.99 
CODE: 645931 

Guild Wars: 
Collector's Edition 
Preorder Guild Wars: Collector's 
Edition and receive a FREE Bonus 
Pack! 

. $89.99 
CODE: B646121A 

$29.99 

Preorder now and receive a FREE 
Asheron's Call 2 Bonus Disc! 

- ~?~?,~ 

$399.99 

$5 OFF Vivendi 
Universal Games! 
Get $5 off a ll in-stock PC Games 
from Vivendi Universal valued 
at $ 19 .99 of More! Excludes 
bundles. Use coupon code: VU5 
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PLAYSTATION 2 
t>a, Combat 5: The Unsung War 9 Oec-04 
Alien Hominid 8 Oec-04 
l>,>e Escape: Pumped and Primed 5.5 Jan-OS 
Armored Core: Nexus 7.25 Sep-04 
AstefDI: & Obelix XXL 6 Sep-04 
AsOo Soy 5.5 Sep-04 
Atari Anthology! 8.5 Jan-OS 
ATV Offroad Fury 3 Jan-OS 
Backyard IM'estfing 2: 

The<e Goes The Neighbo<hood 5.75 Jan-OS 
Bad Boys: Miami Takedown 5 Oec-04 

Bard's Tale, lhe 8.25 Oec-04 
Battle Assault 3 

Featuring Gundam Seed 4 Jan-OS 
Slood \\illl Tell 5 -BloodRayne 2 8 -Brothers in Arms: Road to Hill 30 B.S Apr-OS 
Burnout 3: Takedown 9.25 Oct-04 
Cabela's Deer Hunt 2005 4 Oct-04 
c.an of Duty: Finest Hour 8.5 Jan-OS 
Capcom Fighting Evolution 6 Oec-04 
Catwoman 4.75 Sep-04 
Champions: Retum to Arms 8 Mar-05 
O,oroQ 6.25 Oct-04 
Conflict: Vietnam 7 Oct-04 
Constantine 6.5 Apr-OS 
Crash 'n Bum 7 Oec-04 
Crash Twinsanity 6 -Dance O¥ICe Revolution Extfeme 8.25 Oct-04 
Death By Degrees 5.5 Mar-05 
Def Jam: Fight for NY 8.75 0ct-94 
Devil May Cry 3: 

Dante's Awakening Mar-OS 
Dog's Life Sep-04 
Dragon Ball Z Budokai 3 Jan-OS 
Dukes of Harnud: 

Return of the General Lee 6 Oct-04 
Dynasty Warriors 4: Empires 7 Sep-04 
ESPN College Hoops 2KS 9 Oec-04 
ESPN NBA 2KS 9 -ESPN NFL 2KS 9.5 Sep-04 
ESPN NHL 2KS 8 Sep-04 
EyeToy: AntiGrav 7 Oec-04 
FIFA Soccer 2005 7.75 No,-04 
FIFA Street 6.5 Apr-OS 
FoghtOub 5.5 Jan-OS 
Fight Night: Round 2 925 Mar-OS 
Final Fantasy XI: 

Chains of Promathia 7.75 Oec-04 

MLB 2006 8.25 Apr-OS 
Monster Hunter 5 -Mo11al Kombat: Deo,pnon 9.5 Oct-04 
Musashi: Samurai Legend 8.25 Mar-OS 
MVP BasebaQ 2005 8.5 Mar-05 
MX vs. ATV Unleashed 8 Apr-OS 
NASCAA 2005: Chase fo, the Cl.I) 8.75 Sep-04 
NBA Live 2005 8.25 Nov-04 
NBA Street V3 9 Mar-05 
Nano Breaker 5 Mar-OS 
NCAA March Madness 2005 8.25 Oec-04 
Need fcx Speed: Underground 2 8 Oec-04 
Neo Contra 7.75 -NFl Street 2 7.5 Feo-05 
NHL 2005 8.5 Sep-04 
Nightmare ol Druaga: 
Fushigino O.mgeon, The 4 -Outlaw Golf 2 7.5 Oct-04 
Phantom Brave 8 Sep-04 
Pinbah Hall of Fame: 

The GottlM!b Collection 6.75 Feo-05 
Playboy: The Mansion 6.5 Apr-OS 
Powe< Range,s: Dino Thunde, 6 Oec-04 
Princ.e of Persia: Warrior \Mthin 9.25 Jan-OS 
Projea Sno,,,blind 8.25 Apr-OS 
Punisher, The 7.5 Feo-05 
Rachet and Oank; Up You, Arsenal 10 NoY-04 
Rapa~ Pro r,st,ing 8.25 Oct-04 
Red N,nja, End of HonO< 3.75 Apr-OS 
Red Star. The 7.5 Oct-04 
Resident E\fil Outbreak tile + 2 7.5 Apr-OS 
Robotech: Invasion 6.5 Oct-04 
Rody: Legends 6.5 Oec-04 
Rum~ Roses 7.75 Jan-OS 
Samurai Wamors Xtreme Legends 6.75 Jan-OS 
Second Sight 8.5 Sep-04 
Sega dassics Collection 6.5 Apr-OS 
Sego Supe,stars 8 Oec-04 
Shadow Hearts: Covenant 8 Oct-04 
Shadow of Rome 8.5 Feo-05 
Shaman King: Power of Spirit 6.5 Jan-OS 
Shark Tale 6.5 Oec-04 
ShellShock Nam '67 6 Oct-04 
Shining Tears 7.75 Mar-OS 

s~=~: 7 Apr-OS 
Shin Megami Tensei: Nocturne 7.5 -Silent Hill 4: The Room 8.5 Sep-04 
S~ 2: Band ol Th,e,es 8.75 Oct-04 
Sonic Mega Collection Plus 7.5 Oec-04 
Spongebob Squarepants: The M<Me 6 Oec-04 
Spy r<l>On 7.5 Oct-04 
Spyro: A Hero's Ta~ 6.5 -Star Wars: Battlefront 8 Oct-04 
Street tighter Anniversary Collection 8 Sep-04 
Street Racing Syndicate 6.75 Oct-04 
Suikoden IV 8.5 Feo-05 
Super Monkey Ball Delu,e 8 Apr-OS 
Taiko Drum Master 7.75 Oec-04 
Tak 2: The Staff of Dreams 725 -Technic Beat 7.5 NoY-04 
Teenage Mutaf"lt Ninja 

Turnes 2: Battle Nexus 6 -Tekken 5 8.75 Apr-OS 
Tenchu: Fatal Shadows 7 Mar-05 
Terminator 3: Redemptton 8 Oct-04 
Test Dnve: Eve of DestrucbOn 7.75 Oct-04 

Donkey Kong Jungle Beat 7.5 Apr-OS 
Donkey Konga 7 -FlFA Soo:er 2005 7.75 -FIFA Street 6.5 Apr-OS 
Fqp,t Night Round 2 925 Mar-05 
GoldenEye: Rogue Agent 6.75 Jan-OS 
lnaedibles, The 6.5 Jan-OS 
King Anhu, 7.25 -Lemony Sn,de(s A 

Series of Unfortunate Events 6.25 Jan-OS 
Lord of the Rings: 

The Third Age. The 8.5 Oec-04 
Madden NFL 2005 8.75 Sep-04 
Mano Pany 6 6.25 Feo-05 
Mario Power Temis 8.5 Jan-OS 
Mega Man X Command Mission 6 Oct-04 
Melrold Prrne 2: EdlOeS 9.5 Jan-OS 
Midway Arcade Treasures 2 9 Oct-04 

Mortal - Deception 
8.5 Apr-OS 

MVP BasebaH 2005 8.5 Mar-OS 
NASCAA 2005: Chase fcx the Cup 8.75 Sep-04 
NBA Live 2005 825 -NBA Street V3 9 Mar-OS 
Need fcx Speed, Underground 2 8 Oec-04 
NFL Street 2 7.5 Feo-05 
NHL 2005 8.5 Sep-04 

P~ :~Year Door 6.75 -Powe< Rangers: Dino Thunde, 6 Oec-04 
Pnnce of Pefs&a: wamor ~thin 925 Jan-OS 
RainbowSi,,3 5.75 Sep-04 
ResdentM4 10 Mar-OS 
Scale, 4.5 Feo-05 
Second Sigt,t 8.5 Sep-04 
Shart Tale 6.5 Oec-04 
Spongebob Squarepants: The Movie 6 Oec-04 
Spyro: A Hero's Tail 6.5 -Star Fox Assault 7 Apr-OS 
Street Racing Syndicate 6.75 Oct-04 
Tak 2: The Staff of Dreams 7.25 -Teenage Mutant Nin,a 

Turnes 2: Banle Nexus 6 -TefTrnnator 3: Redemption 8 Oct-04 
Ttgef Woods PGA Tour 2005 8.5 Oct-04 
T,meSplitters Future Pr,rlect 9 Apr-OS 
Tony Hawk's Unde,gmund 2 9.75 -Ty the Tasmaman 

T,ge, 2: Bush Rescue 6.75 -Urbz: Sims "' the Gty, The 7.75 Oec-04 
V,ewolul Joe 2 9 Oec-04 
V,rtua Quest 5.5 Jan-OS 
WWE Ody of Redoo,ng 8.25 Oct-04 
X-Men Legends 9 -XBOX 
/umy Men: Sarge's War 5 Oct-04 
Atan Anthologyl 8.5 Jan-OS 
Bad<yard Vwestf;ng 2: 

There Goes The Netghbo,hood 5.75 Jan-OS 
Bad Boys: M.lnn Takedown 5 Oec-04 
Bard's Tale, The 825 Oec-04 
Bl11'lX 2: Masters of Tme & Space 7 Jan-OS 
BloodRayne 2 8 -Burnout 3: TakedcNtn 925 Oct-04 
Cabela's Deer Hunt 2005 4 Oct-04 

Halo 2 10 Oec-04 
Hot Wheel Sult Trad Chalenge 6.75 Feb-OS 
lnaedibles, The 6.5 Jan-OS 
Juiced 5.75 Oct-04 
Ka<aole Re,olutioo 7.75 Oec-04 
i<,,gAntu- 7.25 -IGogdom Under fire: 
llieerus.deis 7.75 -Leisure Sut tany: 
Magno Cum Laude 7.5 -Lemony Sr.ie('s A 
Series of Unfortooate Events 6.25 Ja<>-05 

Madden NFL 2005 8.75 Sep-04 
Major League Basebal 2KS 8.5 Mar-OS 
Mecl,assaut2:LoneWo/( 925 Feb-OS 
MenolVab 7.75 -Me«:enanos 7.5 Feo-05 
Mio.Yay Arcade Treasures 2 9 Oct-04 
Morta!Kombat:~ 9.5 Oct-04 
MX vs. ATV Unleashed 8 Apr-OS 
MVP Basebal 2005 8.5 Mar-OS 
NASCAA 2005: Chase fcx the Cup 8.75 Sep-04 
NBA Live 2005 625 -NBA Street V3 9 Mar-OS 
NCAA Mardi Madness 2005 825 Oec-04 
Need fcx Speed: lJnde,grouvJ 2 8 Oec-04 
NFlSueet2 7.5 Feo-05 
NHL 2005 8.5 Sep-04 
Oddv,Qtcf Strange(s l'o\'alh 9 Feb-OS 
0.ogi 2: Immortal Warriors 7 Oct-04 
Outlaw Golf 2 7.5 Oct-04 
OutRun 2 6.5 Oec-04 
Phantom Dust 7 Mar-OS 
PorbaD Hal of Fame: 

The Gottlieb Colea,on 6.75 Feo-05 

Playboy: The -
6.5 Apr-OS 

Ponce ol Pe,,..: w.,,.,, l\lth,n 925 Jan-OS 
Pro r,s1q Chalenge 425 Sep-04 
ProjectSoowbfm 825 Apr-OS 
Punslier, The 7.5 Feb-OS 
Purel'vlbal 5.75 Oct-04 
Red N,-..: End of Hooor 3.75 Apr-OS 
Red Sta<, The 7.5 Oct-04 
Robotech:lnvosoon 6.5 Oct-04 
Rocky: Legends 6.5 Oec-04 
Samurai Warriors 7.75 Sep-04 
Scale< 4.5 Feb-OS 
Saapland 6.5 Apr-OS 
Second 5,ght 8.5 Sep-04 
Sharl<Tole 6.5 Oec-04 
SheilShod<Nom'ol 6 Oct-04 
Silent Hil 4: The Room 8.5 Sep-04 
Sims 2. The 8.75 -Sonic Mego Colea,on PIJs 7.5 Oec-04 

Splinte< u,I: °""' Thooty 9.75 Apr-OS 
Spongebob Squa,eponts: The Mow, 6 Oec-04 
Spyn,: A Hem's Tai 6.5 NoY-04 
Star WiJ/S: BattSefronc 8 Oct-04 
Star W,r.; Knights of the 

Old Reptblic II: The Sith Lonls 925 Feo-05 
Sta, w ... , Reptblic Connrando 825 Mar-OS 
Stillrfe 5.5 Apr-OS 
Street Raoog Syndicate 6.75 Oct-04 
5udelo 7.75 Sep-04 
Super Monkey Bal OeJu,e 8 Apr-OS 
SVC Oloos: SNK "'- Capoom 6.5 -Syberio II 625 Nov-04 

Forgotten Realms: Demon Stone 8.75 Oct-04 
Fullmetal Alchemist and 

the &oken Angel 4.75 Feb-OS 
Funkmaster Flex Digital Hitz Factofy 6.75 Oct-04 
Gallop Race< 2004 825 Oct-04 
Getaway: Blad Monday, The 7 Feo-05 
Get On Da Mic 5 Oec-04 
Ghosthunter 6.5 Sep-04 
Ghost in the Shell: 

Stand Alone Comple, 7.25 Oec-04 
Ghost Recon 2 6.5 Feo-05 
God of War 10 Ap,-os 
Godzilla: Save the Earth 6 Oec-04 
~nEye: Rogue Agent 6.75 Jan-OS 
Gradius V 825 Oct-04 
Grand Theft Auto: San Andreas 10 Oec-04 
Gran Tunsmo 4 9.25 Mar-OS 
Gretzky NHL 2005 6.5 Jan-OS 
GroviAanser: Generations 7.5 Jan-OS 
Guilty Gear lsuka 6.75 Oec-04 
Gungrave: CNerdose 425 -Guy Game, The 3 Oct-04 
Headhunter: Redemption 6.75 Oct-04 
Hot Shots Golf f<l<e! 9 Sep-04 
Hot IMleel Stunt Track Challenge 6.75 Feo-05 
lncredibles, The 6.5 Jan-OS 
lnuyasha: The 

Seaet of the Cu,sed Mask 4.25 Jan-OS 
Jak 3 9.25 No,-04 
Juiced 5.75 Oct-04 
Karaoke Revolution Volume 3 8.25 Nov-04 
KatamanDamac.y 8 Oct-04 
Kessen m 7.75 Mar-05 
Killzone 7.5 Oec-04 
King Arthur 7.25 -King of tlghters: Maximi.m lmpaa 6.5 -Kuon Nov-04 
Leisure Suit Larry: 

Magna Cum Laude 7.5 -Lemony SmCXet's A 
Series of Unfortunate Events 6.25 Jan-05 

Lord of the Rings: 
The Third Age, The 8.5 Oec-04 

Madden NFL 2005 8.75 Sep-04 
Matof league Baseball 2KS 8.5 Mar-05 
Mega Man X Command MlS.SIOO 6 Oct-04 
Mega Man XS 8.25 Jan-OS 
Mercenaries 7.5 Feo-05 
Metal Gear Solid 3: Snake Eater 9.5 Jan-OS 
Mid-Nay Arc.ade Treasures 2 9 Oct-04 

Tiger Woods PGA Tour 2005 8.5 Oct-04 
Time Crisis: Crisis Zone 6.75 -fimeSplitters fUlure Perfect 9 Apr-OS 
TOCA Race Onver: 

Ultimate Raong Simulator 7.5 NoY-04 
Tony Hav.l<'s Undeground 2 9.75 NoY-04 
Ty the Tasmanian 

Tiger 2: Bush Rescue 6.75 NoY-04 
Undef the Sim 5 Oct-04 
Utbz: Sims in !he Cily, The 7.75 Oec-04 
v.etcong: Pu,ple Haze 5 Oec-04 
v.ewtifu!Joe 9.5 Sep-04 
V,ewofui Joe 2 9 Oec-04 
Virtua Quest 5.5 Jan-OS 
\\ilnning Eleven 8 8.75 Mar-OS 
Wood Tour Soo:er 2006 6 Apr-OS 
Worms: Fons Undef S,ege 5.75 Apr-OS 
WWE Smaddown! Vs. RAW 8.5 Oec-04 
X-Meo Legends 9 NoY-04 
Xenosaga Ep,sode II: 

Jenseits von Gut und Bose 7.75 Mar-OS 
Ys: The M. of Napishtim 7.5 Mar-OS 
Yu-Gi-Oh! Cap,ule Monste< u,f;,a,m 6 Jan-OS 
Yu Yu Hakusho; Dart Tournament 3.25 Oec-04 

GAMECUBE 
Alien Hominid 8 Oec-04 
Amanng Island 7.25 Sep-04 
Bad Boys: M1ami Takedc,..,m 5 Oec-04 
Baten Kartos: 'v\lings of 

Eternity and lhe lost Ocean 8.75 Oec-04 
Call of Duty: F,nest Hour 8.5 Jan-OS 
Catwoman 4.75 Sep-04 
Def Jam: r,ght for NY 8.75 Oct-04 

Ca! of Duty: r.nest Hou, 8.5 Jan-OS 
Catwoman 4.75 Sep-04 
Chicago Enforcer 2 Mar-OS 
Colin McRae Raly 2005 8.25 Oct-04 
Conflict: Vietnam 7 Oct-04 
Constanbne 6.5 Apr-OS 
Crash 'n Bum 7 Oec-04 
Crash T'Mnsanrty 6 -Dai Senryaku VII: 

Modem Military TactJCS 8 Mar-05 
Dance Dance Revoluoon Uttramix 2 7.75 Oec-04 
OeadcxAIM,Ultimate 9 Oec-04 
Def .lam: Ftght for NY 8.75 Oct-04 
Doom3 925 Apr-OS 
Dukes of Hazza,d: 

Return of the General Lee 6 Oct-04 
ESPN College Hoops 2KS 9 Oec-04 
ESPN NBA 2KS 9 -ESPN NFL 2KS 9.5 Sep-04 
ESPN NHL 2K5 8 Sep-04 
Foble 9,5 Oct-04 
Fatal Frame II: ctinson 

Bolterlt/ Dir<aol's Cut 925 Oec-04 
FlFA Soo:er 2005 7.75 -FIFA Street 6.5 Apr-OS 
FlghtOub 5.5 Jan-OS 
r,ght N,ght Round 2 9.25 Mar-OS 
Galleon 4.25 Oct-04 
Ghost Recon 2 8 Jan-OS 
Godrilla: Sa,e the Earth 6 Oec-04 
GoldenEye: Rogue Agent 6.75 Jan-OS 
Guilty Gear X2 fRebad 8.25 Sep-04 
Gungnffon: Allied Stnke 6 Feb-OS 
Guy Game, The 3 Oct-04 

Tak 2: The Staff ol Dreams 725 -Teenage Mutant ~ 
Turnes 2: Batlle Nexus 6 -Tem,,notor 3c Redempoon 8 Oct-04 

Test Om,e: f.., ol Oestruc!ion 7.75 Oct-04 
T,ge, Woods PGA To.r 2005 8.5 Oct-04 
TmeSplitter.; fiJt\R Perle<1 9 Ap<-05 
Tony Hawk's~ 2 9.75 NoY-04 
Top Gear RPM T""'I! 5 Apr-OS 
Ten: Prehistoric Punk 6 Mar-OS 
Tron 2.0 IGber- App 7 Jan-OS 
Ty the Tasman&an 

Tiger 2: Bush ResaJe 6.75 -UltraBust-A-Mol,e 7 Oec-04 

u;:,ea~2: 925 Af><-05 
Urbz: Sims in the Gty, The 7.75 Oec-04 
1/,etoong: Purple Haze 5 Oec-04 
v.lngsolWar 6.5 -VWlning Eleven 8 8.75 Mar-OS 
Worms: Fo<1s Under Siege 5.75 
X-Meo Legends 9 -Yager 7 Oct-04 

lv:1 of War • Direa Action 825 Apr-OS 
ArmiesofE,igo 8 Oec-04 
Aura: Fote of the Ages 725 Sep-04 
Axis & Alies 7.75 Jon-OS 
Call of Duty: UMed Offensn,e 8.75 -O,ris Sawyer's LooomoCton 7 Nov-04 
Ovoodos of Ridridc Escape From 

8utct<r Boy De,eloper's a,. The 

C<>denome: Panze» 7.75 Oec-04 
Doom3 9 Oct-04 
EYefQ\JeSIII 8.5 Feo-05 
Evi Genous 8.5 Nov-04 
Freedom Foroe "'- The Tl-ird Rech 825 Apr-OS 
Grouid Control 11, Dpe@l>On Exodus 8.5 Aug-04 
Half-ufe 2 9.5 Oec-04 
tmmortal Claes: 01ilaen of the Nie 8 Jan-OS 
JO<nt~:Esca~- 8 Jan-OS 
Jon~: Typhoon Ris,,g 8.5 Aug-04 
Kohan lie Kings of Will 8 Oct-04 

~~~~atth,The 8.5 Jan-OS 
Medal of Honor. Paafir: Assault 8.5 Jan-OS 
Missalg: Since Jaooa,y 6.5 Sep-04 
MystfV:ReYelotJon 8 Nov-04 
Nexus: The J~er Incident 825 Mar-OS 

·-Battle Out of Hel 8 Jan-OS 
Playboy: The Mansion 6.5 Ap,-05 

- Madwle, The 7 NoY-04 
Rollereooster 'fyroo<l 3 8.75 Oec-04 
Rome:Tocalwat 7.75 Nov-04 
SaapL,nd 6 Oec-04 
Sid Meier's Pirates! 8.5 Jan-OS 
Sims 2 Univers,ty, The 9 Ap<-05 
Singles: Flirt Up You, Life 7 Aug-04 
Soldiers: Heroes of Wodd War II 5 Aug-04 
5pwlta C.el: °""' Theo,y 9.75 Ap,-05 
Star WMS Galaxies: 

Jcmp to Lightspeed 8 Ja<>-05 
Tri>es: Vengeance 8.5 Oec-04 
Uru: The Path of the Shell 825 Sep-04 
Vampi,e: The 

Masquerade - -
7.5 Ja<>-05 

wamomroer 40.000, Dawo d Will .925 Nov-04 
Waootds Battleay Ill 7.75 Aug-04 
Wil of Steel 2.5 Mar-OS 
Wo!tdofw.roaft 9.5 Feb-OS 

GAME BOY ADVANCE 
Advance Guardian Heroes 7 Oec-04 
Astro Boy: Omego Factor 8.5 Aug-04 
Bar,oPilo< 7 Jan-OS 
Bokta, 2: Sola< Boy o,ango 625 Oec-04 
~ 6.5 Sep-04 
Donkey Kong Country 2 8.5 Jan-OS 
Dragon Bal Z: Buus fuoy 4.5 Oct-04 
Dragon Bal Z: Supersonoc w""""' 5.5 Sep-04 

• 

Duel Master.;: Sempai t._,.is 
Fear Factor: Unleashed 
final Fan<asy t & 11: Dawn o( 5o<Js 
F-Zero: GP Legend 
Grand Theft Auto Advance 
It's Mr. Pants 

~
Heare;: 

of Memories 
l(,rby and the Amazing Mm>, 
Kloroo 2: Dream 
°""'P Touonament 

~~~.The 
Lord of the Rings, 

The To.,d Age. The 
Madden NFL 2005 
Mariol'roboll.ond 
MegoManZero3 
Metal Slug Advance 
Mighty Beanz Prx:ke< Puzzles 
Need fcx Speed: Unde!ground 2 
l'okbnoo rwe Red/1.eof Gree<> 

- Range,s: Dino T1lUlder 
Raoog Geo>< Advance 
Sobre,wlt 
Spoder-Man 2 

~~":5~'%Force 
Super lvmy War 
Thtmerbwds 
T,on 2.0: !(,le, App 
Ty the Ta:smaman Tiger 2: 

BushResaJe 
Ultmate Card Games 
Urbz: Sims ,n the City, The 
WWESun,i,,ocSeries 
Yu-Gt-Ohl: Reshef of Oestrua>on 

NINTENDO OS 
fffl the Magic x:, r;x 
Madden NFL 2005 
Mr. Driler. Dril Spirits 
IOdge Race, OS 
Spider-Man 2 
Sprung 
Super Mario 64 OS 
Tiger Woods PGA Tour 
Urbz: Sims in the City, The 
WardNare Touched! 
Zoo Keeper 

7.5 Aug-04 
3 Feb-OS 
9 Ja<>-05 

6.5 NoY-04 
7.5 Jan-OS 
8 Jan-OS 

7.75 Jan-OS 
7.75 Oct-04 

825 Mar-OS 

9.5 Feb-OS 

8 Feb-OS 
7 Sep-04 
7.5 Oct-04 

6.75 Oct-04 
7 Oec-04 
6 Sep-04 

3.5 Feb-OS 
8 Oct-04 

3.5 Oec-04 
8 Mar-OS 

6.5 Aug-04 
7 Aug-04 

6 Oct-04 
6 Ap<-05 

5.75 Oct-04 
6.5 Nov-04 

6 Oec-04 
7 Sep-04 

7.5 NoY-04 
7.5 Ja<>-05 
4.5 Sep-04 

8.5 Ja<>-05 
6.5 Ja<>-05 
7 Jan-OS 
7 Ja<>-05 
6 Ja<>-05 
6 Ja<>-05 

8.5 Jan-OS 
4 Feb-OS 
8 Feb-OS 

825 Apr-OS 
7 Apr-OS 
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• :: • •:::•. ::. Codes, Strategies, Hints, Droids, And Tips 

AttNtloll All Cliutenl 
Cheat codes. by their ve,y nature, ore in many 
coses buggier than Virgimo in August. So, unless 
you don't mind re-doing those 70 hours you put 
into the latest game, do yourself a favor and bode 
up your save before using any codes. 

On a lighter note, you con send your codes to 
secretaccess@gomeinformer.com for a chance to 
be featured here and win a ve,y special prize! 

MULTI-SYSTEM 

El1M Nl11d Bou■d 2 
> PLAYSTATION 2, XBOX. GAMECUBE 

Unlock All Venues - Go the game mode 
selection menu and hold Left. Wait until you hear 
a bell 
Unlock Mini Fighters - Go to the venue 
selection screen and hold Up. Wait until you hear 
a bell 
Unlock F1bolous As A Playable Boxer - Go 
to Create a Boxer and enter "GITTAB" as a first 
name. Save the profile and you'll have the rapper 
as a new heavyweight fighter. 

144 GAME INFORMER 

> PLAYSTATION 2, XBOX 

Unlodl All Comic Covers, Concept Art. 
Rashba<ks, Movies And Chuts - Enter 
"V Pirate· as a profile name 

PLAYSTATION 2 

S,Hater CeH: Chaos DnrJ 
Unlodl All Levels - Af the main solo menu, 
press and hold LI, L2, Rl, and R2. Then, while stJll 
holding down the shoulder buttons, press O (XS), 
Left (XS), 0 (XS), Left (XS) 

BIMleRnn 
Unlcd Swimsuit 1 FGr All ChlnKtffl - Af the 
main menu, press Down, Left. Down, Left. Down, 
Left. Down, □ Select 
Unlodl The Hidden Beach Arena in 
Exhibition Mode - Af the main menu, press 
Down, Righ~ Down, Righ~ Down, Righ~ Down, 
□ Select 
s-, Movie Entrlllas - Go into Exh1b11ion 
Macie and start a normal or fitle Match. Select the 
two charactl!fS you want to swap entrance movies. 
Pid your nng. Now hold down L 1, L2, Rl, and R2 
while you select "Play" Each girt will strut their 
way through thetr opponent's normal opening 
cinemalK. 
Interview The Girls - Enter any one of lhe 
wrestler's galleries, then don't press any buttons 
for about a minute. The screen will change and a 
personal interview will start. 
Clear huse Saftn - Pause the game during 
a match and press select to see an unobstructed 
111eW of the action. 

·c, Droid" 
(/ocobon unknown - lost seen donang the 

mocareno at the Metropolnon Opera) 

liratHISY 
While in-game, pause the game and enter one 
of these variations on the classic cocle. You'll only 
be able to use the cocle once per level, but they 
aCOJmulate after each stage, so ~ you don't use 
any codes until level 3, you11 have 3 full power
ups to use. These work in the main game and 
Stage Select mode, but not on Score Attack. 

Power-U, I (1 Speed Up, Missile, Double, 4 
Options and .,.. [Force Field)) - Up (X2), Down 
(X2), Left, Righ~ Left, Righl L2, R2 
Power-Up 2 (1 Speed Up, Missile, Laser, 4 
Options and .,.. [Force Reid]) - Up (X2), Down 
(X2), Left, Righ~ Left, Right Ll, Rl 

XBOX 
Star wan ._,nc c da 
Enter the foflowing code while the game is paused. 
When you hear a noise, you'll have refilled your 
current weapons ammo to full. 

More Ammo - V (X2), X. Down, R. L. R. Up 

S,Hlter CeH: Clllls J)eorJ 
Unlock All levels - Af the profile screen, enter 
"COOPA22COOL" as your name 



-------~ -r Blood and Gore 
Language 
Suggestive Themes 
Violence 

· --- :. 

AVAILABLE Now 

Xenosaga® EPISODE II Jenseits von Gut und B6se & C 2001 2004 NAMCO LID., 
All RIGHTS RESERVED. Licensed by Sony Computer Entertainment America for 
play on PlayStation 2 computer entertainment systems with the NTSC UIC 
destgnation only. "PlayStauon· and the "PS" Family logo are registered trademartcs 
of Sony Computer Entertainment Inc. The ratings tcOn is a trademartt of the 
Entertainment Software Association. All other trademartcs and tr&de names are the 
properties of their respective owners. 

PlayStation .. 2 namco® 
http:l/xenosaga2.nameo.com 
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SHOP 
WITH US 
AND ONLY YOU 

WILL KNOW 
ABOUT 
• 

THAT HOLE 
IN YOUR 
SOCK. 

• over a million shoes to choose from 

• Free shipping & return shipping 

• 365-day return policy 

• SUperior customer service 

• 110% price protection 

the web's most popular shoe store! 111 

See www-.comfcs.zbtml lor -lls. 



Coln-Op Wond4Ztland 
With the American gaming public plunging $5 billion dollars 
(a quarter or two at a time) into arcade machines, 1981 was 
the most revenue-heavy year yet for companies like Midway 
Manufacturing Corporation, Atari, Wiliams Electronics, and 
Stem Electronics. This begs the question: Vlltiich titles came 
out in this pivotal year that could inspire the public at large to 
spend an estimated 75,000 man hours in arcades? Here are 
some of the most impressive coin-op releases of '81. 

Donkey Hong - Design 
legend Shigeru Miyamoto 
created Donkey Kong from 
a collection of unsuccessful 
arcade games. The hero, 
originally called Jumpman, 
was renamed by Nintendo 
of America's staff in honor 
of their landlord, Mario 
Segali. 

r,ogge, - Highly imitated, 
the ingeniously simple 
premise of keeping your 
frog from becoming road 
kill was one of the biggest 
arcade games of '81. This 
Sega/Gremlin Arcade game 
distinguished itself by being 
one of the few successful 
titles of the era that didn't 
involve blowing up lots of 
enemies. 

Vangua,d -
Manufactured and distribut
ed in the US by Centuri, this 
SNK side-scrolling shooter 
mixed it up by offering 
both vertical and horizontal 
stages, and was the first 
color game from SNK. The 
game's most dubious dis
tinction is a level entitled 
"Styx Zone.· 

here are moments in gaming history that will live 

forever as irrefutable benchmarks for our industry; 

but there are also entire years so jam-packed with 

releases, events, and societal shifts that one singular entry 

cannot be raised above the rest. On the computer, arcade, 

and home gaming fronts, 1981 was such a year. Here's a 

shotgun blast from the past about what went down before 

the industry's mid-decade fall, after Pong, and around the 

same time that Chuck E. Cheese started making crappy piua 

a birthday party requirement 

Centipede - Uncharacteristically, Atari went to great 
lengths promoting Centipede as the first game designed 

l4Zg11latlon lag, 
B4Zhlnd T4Zchnology 
Far more blatant than our mundane, modem piracy, the 
code theft of the '805 actually involved designing replicas 
of existing games and selling them to arcade owners 
across the land. The situation came to a head when the 
United States District Court, District of Massachusetts 
began hearing arguments of trademark and copyright 

by a woman. V\Aiile Dona Bailey (the designer in question) 
was certainly a key voice in the design aesthetic of the 
game, she was actually one member of an entire team. 
Regardless of its feminist significance, Centipede is today 
known as the second-best selling Atari arcade game, with 
over 50,000 units sold. 

Galaga - Namco's sort-of 
sequel to Galaxian didn't do 
as well as the first game, 
but does offer some inter
esting arcade trivia. The 
game was one of the first 
with a bonus level and was 
distributed in four formats: 
the standard upright a mini 
cabinet the classic cocktail, 
and a "portable" that was 
designed for use in bus 
stations. 

Sta,gate - Making a name 
for itself as the sequel to 
Defender, Stargate also 
offered a few novel features 
missing from most arcade 
titles - namely the player
warping stargate gameplay 
feature and more compli
cated controls than any 
other standup out there. 

m,. Pac-man -
Manufactured by Midway 
and designed by General 
Computer Corporation ( of 
Super Missile Attack fame), 
Ms. Pac-Man was origi-
nally called Crazy Otto. Bally 
Midway changed the name 
before release and eventu
ally turned the licensing 
rights over to Namco. 

Tempe,t - One of the first 
Color Quadrascan games 
released, Tempset was 
developed with the idea of 
making a first-person per
spective version of Space 
Invaders. The technology 
was impressive, but also 
expensive and prone to fail
ure when subjected to the 
rigors of '80s arcades. 

infringement shown in General 
Computefs Super Missile 
Attack ( a conversion pack made 
to transform Atari's Missile 
Command cabinets into GCC's 
game). Atari won the suit and as 
part of the settlement General 
Computer Corp. made Food Fight 
and Quantum for the company. 

Plnanclal Pact, 

Automobiles mode waves with 
debuts of the two most recogniz
able rides in histo,y - the Pope
mobile ond the Delorean. One 
protects the leader of a major 
religion and the other mode 
Marty Mcflt a very cool dude. 

• V\Aio says that women don't play games? The generous 
earnings in the arcade sector during 1981 are largely 
credited to the fairer sex. In addition to the $5 billion 
spent in arcades, it is estimated that Americans spent an 
additional $1 .2 billion on home video game consoles. 

• The average, run-of-the-mill 
arcade standup grossed between 
$140 and $150 each week. 

• More than 30 million Americans 
played an arcade game each week. 

• By the end of the year, Bally/Midway sold 96,000 Pac
Man coin operated games. In addition, franchise licenses 
for products as varied as wrapping paper and jewelry 
were sold to over 30 companies. 



Pl11t Come, Plr,t mentioned Compute, Space 
The freedom of video games as a new and open enter
tainment medium let developers try to create unique 
experiences for their players with interesting 

We don't know how good we've got it with our $99 one-gig 
flash drives and broadband Internet Back in 1981, things were 

different...mostly in that storage was small, 
machines were slow, and everything was cra,y 
expensive. 

technology. Some, obviously, were more suc
cessful than others. 

Defender II (WIiiiam, Electronlc,) -
Originally released as Stargate, the game was 
renamed by Williams Electronics to play off of 
the success of the first game. It also included 
an elaborate code that if executed correctly, 
showed players the development credits. 

f!'rccway (Atari) - Essentially Frogger 
with a chicken playing the part of 
amphibian, Freeway offered two vertically 
moving objects and 24 separate moving 
sprites. On the Atari 2600, this was a 
very big deal indeed. 

Omega Race (fflldway) - This title 
was the only vector game released by 
the publishing giant 

Shark Attack (Pacific 
novelty) - Betting that the 
terror of noise would heighten 
the game's otherwise average 
gameplay, Shark Attack was the 
first arcade title with quadra
phonic sound and also had an 
actual cassette tape that played the screams 
of victims when you ate a diver. 

Truly off the Rada, 
• The popular Omni Magazine awarded Larry 
Pike of Portland, Oregon their "Unconfirmed 
Rumor" award. The gist of his assertion was 
that popular video games were used for 
tracking skilled players, who later disappear 
under "suspicious circumstances.• And we 
thought that The Last Starfighter was a 
truly original idea! 

• Scoring a hit for the video game 
set, one-hit-wonder team Buckner & 
Garcia released "Pac-Man Fever" as a 
single. This fact cements the notion that 
America in the '80s had terrible, terrible 
taste. 

• Electronic Games magazine's annual 
"Arkies" Arcade Awards for 1981 doled 
out honors for best arcade game 
to Asteroids, most innovative game 

True geniuses looking for a 
mare tactile challenge (or a 
cheap excuse to remove and 
reapply stickers) got what they 
Wffl' asking for when the Rubik's 
Cube hit stare shelves. 

It is generally estimated that more than 
800,000 personal computers were sold 
in 1981 . Some of them came from Sears 
and Computerland, who started selling IBM 
(International Business Machines) computers, 
beginning the true availability of personal com

puters to the public at large. From a technology standpoint big 
things were brewing on all fronts of the computer experience. 

The IBM PC 5150 (shown 
above) was among the first 
wave of home personal 
computers 

The first 24-hcur music teleYision 
channel, M,V, mode its trium
phant debut in August Video 
killed the radio star, but The 
Real World killed the "musi< 
channel. 

Hayes Microcomputer Products devel
oped an industry standard for modems 
with the company's Smarmodem 300 
and the Xerox Star system debuted - it 
was the first showing of the WIMP 
(Windows, Icons, Menus, and Pointing 
Devices) system. The machine would 
retail for $50,000, fail utterly in the 
marketplace, and inspire some of the 
geekiest industrial espionage the world 

has ever seen. 
Despite being the year of the 

personal computer, the parts that 
went into them were still outra
geously expensive. Sample prices 
for the Atari 800 computer include 

$599 for a 5.25" single-sided floppy 
disk drive, 16K RAM modules for 

$199.99, and a 40-00Iumn dot-matrix printer 
that could be yours for a mere $449. 

Other firsts for the year included the first 
laptop (Epson's HX-20, which weighed just 
under four lbs. and featured a twenty-character, 
four~ine display), the first Apple Computer hard 
drive (the Apple 5 Megabyte Profile) hit the 
marketplace at a paltry $3,499 asking price; and 
Microsoft released Microsoft-DOS version 1.0, 
which contained about 4,000 lines of code. 

Couch Surfing 
In 1981, the Atari 2600 retailed for about 
$150 and there were 43 cartridges avail
able by the end of the year. Each game 
sold for $25 to $35 a piece. During this 
timeframe, Atari maintained 70-75 per
cent of the home video game market 
and spent $22 million on advertising Gust 
under 60 percent of total video game 
advertising worldwide). 

to Adventure, game of the year to 
Superman, best sports game to NASL 
Soccer, and best 

A lesser-known cover of Pac-Man 
Fever, this time by German musician 
Gerald Mann 

At just shy of $300, Commodore 
Business Machines' VIC-20 brought Jack 
Tramiel's (CEO of Commodore) idea of 
"Computers for the masses, not the class
es; to reality. During the highest-volume 
period of the year, 9,000 VIC-20s were 

' 1 1..u!turc 
Showing a softer side. Tom 
Honks' launch to stardom 
began with the debut of Bosom 
Buddies - true gender bending 
hilarity that wouldn't be repeat
ed un6/Toolsie in 1982 

manufactured each day. When introduced at 
the Consumer Electronics Show in Las Vegas, 
the unit was referred to both as the MicroPet 
and the No Name Computer. 

In what would become a much-discussed 
business decision, Coleco executives traveled 
to Japan to discuss Donkey Kong. The manu
facturer wanted to pack the highly successful 
title in with a console they were releasing 

in the next year (the Colecovision), and were pressured 
by Nintendo execs to make a deal quickly or lose out to 
Atari or MatteL The company opted to secure exclusivity 
and made a killing before porting the games over to other 
consoles. 



:• classic gi feature 

Proml,e, Broken 
Mattel made the promising announcement that a keyboard 
peripheral would be available for their lntellivision console 
after a three-city test run. Expected to cost consumers 
$700, the add-on was never actually released. By the end 
of 1981, lntellivision held around 15% of the home video 
game market 

Promising to shake up the way that people played 
games, Atari announced details on their upcoming Cosmos 
system. Created by Al Acom and promised at a $100 price 
poin~ the unit would play titles like Asteroids and Space 
Invaders in 3D by using holograms. The battery-powered 
device never made it to consumers and only a small num
ber of units are confirmed to 
exist (five, according to rumors, 
and only two had electronics in 
them). Recently, a mock-up of 
the unit went up on eBay with a 
Buy it Now price of GBP 9,990 
(approximately $18,677). 

The Internet, 
Before October, 1981 came to a dose, 
Texas Instruments launched a service 
to support users of their Tl-99/4a 
home computer. called TexNe~ the 
service cost $100 to join plus hourly 
service charges of $7.75 (for week
days) or $5.75 (on the weekends) 
and let users download graphics ani
mations, music, sound effects, synthe
sized speech, and exclusive software. 
With access speeds capping at 300 
baud, we suspect that even the ASCII 
porn took forever to download. 

Predating the World Wide Web and 
FTP, among other modem amenities, 
BITNET made its debut in 1981. Initially 
connecting City University of New York 
and Yale, the 
service eventually 
extended to 500 
organizations and 
3,000 nodes. 

Tempest. {Ill right), 
was a big game, tech
nology wise. Beause 
of its new features, the 
brochure for this title 
was four pages - high
lict,tinc such facts as a 
"JD look" and vector 
graphics 

Ciullt Relief 

Gaming In the Public Eye 
How to Master the Video Games, published by Bantam 
Books and written by Tom Hirschfeld, was the first book 
about video games handled by a mainstream publisher. 
Others covering topics from Pac-Man strategies to home 
video game programming also started filling up shelf space 
in major book retailers. 

Over the Halloween weekend, what was supposed to be 
a media blitz of frenzied coin-op competition turned into 
an embarrassing dud. Tournament Games Inc. organized 
the first Atari Coin-Op $50,000 World Championship to 
take place from October 28 through November 1 and pit 
an estimated 10,000 to 15,000 gamers against each other 

for the big cash prize. Despite 
these lofty goals and a bucket 
full of money, only 250 play
ers actually participated in the 
competition. 

Pop Cultur~ 
The musical Cats debuted 
on Broadway. In good nem, 
Raiders of the Lost M also laid 
stake to its daim in pop-cuhure 
history. 

To lure arcade owners 
to their expensive standup 
arcade units, manufacturers 
-uld send out flashy 
brochures trumpeting the 
upcoming title's features. 
Besides the cover art, the 
inside would point out how 
to customize the cost of 
games to tailor the unit to 
the market. 

■ Atari hoped to change the way people 
experienced games with their Cosmos 
handheld, but the unit never actually made 
it to retail 

f>op Cu!turc 
Don't feel so bad about sacrificing your social life and important relationships for 
video game superiority; this obsessive-compulsive trait existed in gamers long before 
EverQuest Take a gander at these prime examples of video game obsession. 

Prol,ing that geek power doesn't 
always tTanslate into finandal 
sawy, Microsoft founder Bill 
Gates mode about SI million in 
1981 - he paid aut roughly half 
af that in taxes. Then-President 
Ronald Reagan sent the entTe-
preneur a thank you nate far 

Player Game Time Spent Score 
David Jamnise Asteroids 36 hours, 29 minutes Not Reported 
George Pimms Missile Command 28 hours, 7 minutes 51,952, 11 O 
Dennis Hernandez Asteroids 50 hours, 12 minutes 30,100,000 
Kevin Gentry Asteroids Deluxe 5 hours, 25 minutes 2, 117,570 
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his contribution to the Americon 
government 

GREATEST GAME OF ALL TIME 
By Joel Wall 

APE ESCAPE 
> FORMAT PSONE 
> PUBLISHER SONY COMPUTER 
ENTERTAINMENT AMERICA 

What game best defines the PSone? Well, with over 600 titles 
to choose from it's pretty hard to single out the best - and then 
to s:dY that it is the best game ever is even more of a challenge. 
Ape Escape may not be at the top of everybody's list, but those 
who don't put it there have probably never played it. It was the 
first game to take full advantage of the Dual Shock controlle(s 
two analog sticks. It has incredibly detailed worlds full of vibrant 
color and imaginative creatures. The gadgets that you have are 
some of the greatest that I've ever used in a game. And the 
soundtrack is one of the best that I have heard. 

The controls are something that nobody would have expect
ed in 1999. The left stick controls the character and the right 
controls the gadget You use the d-pad to control the camera 
and the face buttons to choose one of eight portable gadgets. 
You can jump by pushing either of the R shoulder buttons, and 
the L shoulder buttons offer further camera control. The game 
even takes advantage of the R3 and L3 buttons. After a few 
minutes of utter confusion I was able to successfully manipulate 
the camera, character, and gadgets. If you can get your brain to 
operate the two sticks at once and not to worry about control
ling the camera all the time in this 30 world, then you should 
be okay. 

The look of the game is that of a youth-oriented anime. 
There are lots of inviting greens and blues. Spike (your char
acter) wears a red shirt and has lots of red hair with bleached 
bangs. Your energy meter is cookies and the enemies are 
non-human. There are lots of wide-open spaces to explore, and 
if you don't use any kind of guide you had better be good at 
solving puules. 

Ape Escape even has the best minigames I've ever played. 
Challenging yet entertaining, they also take full advantage of the 
analog control sticks. The first is a racing game where you are 
on rocket skis. Game number two is a boxing game. You move 
the sticks up and down to make your characte(s fists swing 
back and forth. The final game is an Asteroids remake. The left 
stick moves your ship around the screen, and the right fires the 
lasers in the direction you point it Your enemies are more than 
just rocks however; you have to pop pig-shaped balloons that 
get bigger as you shoot them. 

Ape Escape may not have the best graphics ever depicted 
or the best storyline ever written, but the replay value and the 
adventure are beyond 
belief. So the next .,.._,.....,.. 
time when someone 
asks you, "What's the 
best game you've 
ever heard of or 
played?" you can tell 
him or. her, with full 
confidence, that it is 
Ape Escape. 

THIS MONTH IN GAMING HISTORY 
May 11, 1995 was a truly historic day for video games. Sega of 
America shipped 30,000 Sega Saturn game systems to major 
retailers with suggested prices of $349 (without software) and 
$399 (when packaged with Virtua Fighter). In addition, the first 

Electronic Entertainment Expo opened its 
doors in Los Angeles. Sony introduced 
the PlayStation in a $4 million dollar 
booth that played host to Michael 
Jackson, Nintendo announced further 
delays for the Ultra 64, and Atari made 
waves with Virtual Reality demonstra-

L_ _ _::!~ _ _j lions. 
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VIDEO GAME TRIVIA 
Whenever a game is really successful. other companies learn from that title and 
try to incorporate some of its best elements into their future games. Oftentimes 
this results in the whole industry creating better games. but other times you 
simply end up with a pale imitator that does nothing exceptional - except suck 
really bad. Take our trivia quiz to see how you stack up against some forgotten 
game ripoffs. The higher you score. the more blatant of an imitator you'll reveal. 

1 What is the name of the 
Godzilla-influenced lizard crea
ture in King of the Monsters for 
Super Nintendo? 

A. Beetlemania 
B. Rockey 
C. Astro Guy 
D.Geon 

3 Which of the following is NOT 
a real Tom Clancy Jame?" Don't 
get this wrong - his spies are 
everywhere! 

A. Tom Clancy's ruthless.com 
B. Tom Clancy's Politika 
C. Tom Clancy's Storm Eagle: 

Operation Black Lance 
D. Tom Clancy's SSN 

4 Hey Mcfly! rm talking to you! 
What NES game was featured in 
the · cafe "805"' scene in Back to 
the Future Part ,n 

A. \Mid Gunman 
B. Hogan's AIIE!'f 
C. Dude Hunt 
D. Gotcha! 

5 True or False: Sam and Max. l 
the stars of the LucasArts adven- i 
ture game Sam & Max Hit the i 
Road, also starred in a cartoon. i 

A. True i 

u ,~ I 

6 This war machine from 
MechAssault 2: Lone Wolf may 
look like a typical walking arse
nal of mass ·destruction, but 

! is actually very sensitive and 
i caring. Its feelings will be hurt 
i if you can't identify it properly. 
i What model is it? 
i A. Hackman 
i B. Catapult 
i C. Blood Asp 

I 

7 Which of these bosses from 
Red Dead Revolver uses a coffin 
~ a machine gun in it as his 
pnmary weapon'? 

A. Pig Josh 
B. Slade 
C. Ugly Chris 
D. Mr. Black 

8 Although this 
suave gentle
man's name is 
vyers, what is the 
nickname Prince 
Lahar! gives him 
to purposely 
annoy him m 
Disgaea: Hour of 
Darkness? 

A Sir Chumpsly 
B. Mid Boss 
C Love Freak 
D. The Dark Adonis 

9 Which of the following games 
did Metal Gear guru Hideo 
Kojima NOT worl< on? 

A. Snake's Reven~ 
B. Metal Gear Solid: VR Missions 
C. Zone of the Enders 
D. Metal Gear Acid 

10 Somed!'Y we hope to see a 
game in which Pikmin can per
form fatalities on Yoshi, but until 
then, we11 have to stick with the 
GameCube's current lineup of 
fightinJ games. Which of these is 
exdusive to the system? 

A. Dragon Ball Z: Budokai 
B. Bloody Roar: Primal Fury 
C. Tom and Jerry in War of the 

Whiskers 
D. UFC: Throwdown 
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BREAKDOWN 
12% of our readers have spotted Winkles, the magical lepre
chaun who appears in each and f!l/ery issue of Game Informer. If 
you see him, you win a prize: a COr-f padded room at Bellvue! 

200"/e The increase in enrollment in computer graphics programs 
at universities around the country in the last three years. We 
wish we had real college d!!j!rees instead of our homemade 
"Bachelor of Metallica-ology" diplomas. 

96% of the office is gripped with a disease called "PSP mad
ness.' Miller didn't catch it thanks to the antibiotics he took to 
combat his Nintendo DSitosis. 

53% of all games sold before the creation of the "E 1 o+' rat-
ing were rated "E.' Games with the new rating will be roughly 
equivalent to a PG movie, which our parents still won't allow us 
to see. 

4% of our readers want to see a Game Informer: Special Edition 
with new and improved space battle scenes and Reiner replaced 
with a CG Jabba the Hutt 

* Trivia Score & Rank * 

0-1: 
Ciraur Doi Ear 

4-5: 
NNd for a-, Uncle,-. 

8-9: 
The Clwonides of 

Ribwich: Esupe from 
the Bukher Block 

2-3: 
The Adwntures of Bayou 

Bily......,_ 

6-7: 
~Too 

10: 
Todd ofWlr 

Video C..IM Trim Answo<s: 1. 02. 8l. C4.A5.A6.C7. 08. 89.AIOB 








