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MAGAZINE 
MADNESS 

ANDY McNAMAU 
andy@gameinformer.com 

EDITOR-IN-CHIEF 

Another Issue bites the dust, and the world 

of Game Informer continues to change. Last 

month we lost Chet; this month we say 

goodbye to Kristian. Is It me that stinks? I 

always thought that funny smell was coming 

from Reiner; but with the way we are turning 

over editors lately, maybe It's me. 

Either way, we wish them luck In their 

Mure endeavors. The good news is that we 

have a new pup In the office, Jeremy. Make 

sure you torture him over the coming months, 

as we will be sure to. But the thing Is, he only 

fills one of the two spots on the team. So, If • 

you can actually write a complete sentence 

(there's probably like ... maybe ... one of you 

out there?), love PC games (and console 

games, too), then let me know. And yes, you 

must be over 18 and move to or live In the 

Minneapolis area. 

You may find this hard to belleve, but 

there are even more changes In store. Did 

you know that gamelnformer.com is get

ting a much-needed face-lift September 

1st? How would dally news, a review 

archive, codes, forums, and a whole host 

of other Game Informer goodness grab 

ya? That's what I thought. So, tell your 

friends - and even your enemies. Game 

Informer goes online on September 1st. 

Or at least that's when we think It's going 

to happen. 

Enjoy the Issue. 

if 
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UINIR I reiner@gameinformer.com 

As of late, I've been using my Xbox quite a bit more than my PlayStation 2 and GameCube. A 
number of factors can be attributed to my playing preference. For starters, I recently invested in 
a hig!H!nd HDTV. As you probably know, the Xbox is the only system that truly takes advantage of 
16:9 widescreen support and high,definiUon capabiliUes. Secondly, I love what Microsoft is doing 
with Xbox Live. Having downloadable content. like extra maps for Return to Castle Wo~enstein, 
gives players a reason to come back for more. The Xbox is also oome to this summer's 
blockbuster, Star Wars: Knights of the Old Republic. All told, I can't tum my machine off. 

MATT I matt@gameinformer.com 

God love the crazy sports fans on this staff, but I can't help but wonder~ the hardcore sports 
sims a-en't dlJr«erouSly close to disappearing up their own butts. I mean, the franchise modes 
are getting so complex I might haYe to go back to school for my MBA before I can play the new 
Madden. Call me crazy, but Teano Bowt for NES is still my fllllOrite football gane of all time. That's 
one reason why I'm really excited for NFL Street In other (sadder) news, It's been tot.ch to see 
Ktistlan move on, and I will miss him tremendously. l.lJcky for us, we mMaged to pick up Jeremy, 
who should be an excellent addition to the staff. 

KRISTIAN I kristian@gameinformer.com 

Well cowpokes, the time has come for yours truly to ride off into the proverbial sunset. I've had 
a truly remarkable experience here at Game Informer, and will probably miss the opportunity 
to write for all of you good folks most of all. Sure, I'll miss the Christmas parties where certain 
unnamed circulation personnel drop their pants for no apparent reason: but after three years, 
I'll probably miss the office's fantastic Internet connection the most. I kid. As for what might 
be next for me, who knows? What matters for now is that it has been a privilege to create for 
you month in and month out. I hope you've enjoyed reading my stuff as much as I've enjoyed 
writing it. Smell you later. 

IUIIIII I Justin@gameinformer.com 

Moms get a bum rap in video givnes. Look at Metrold. How many lines has &mus gone after 
MOTHER Brain? What about shooter.; which require you to take out the MOTHER ship? These 
women carried us for nine months, and this is how we repay them? The only ganes paying 
homage to mothers are ~ titles and Animal Crossirc, There, Mom often sends her love 
and some handy care packages. Of COUISe, she lets her preteen kid go into the cruel wof1d and 
play with monsters, but that's beside the point. But seriously, I want to bid farewell to Kristian. He 
was the ma, for his tine and place. Neller before has someone made me laufl so hard. His pop 
Cliture ~ is second to none. J'II miss you, K-bro. 

IICATO I kato@gameinformer.com 

That's two editors down in the last two issues! It seems like there's stuff in the fridge that's got 
more tenure than some of us here in the office. It's too bad we've got to say goodbye to these 
mends, but you can be rest assured that the quality of this magazine won't slip an inch. Why Just 
the other day, I was telling our new guy Jeremy that the key to keeping this ship running smooth 
was making sure I have a constant stock of cold Coke to greet me in the morning. Let's see how 
good a listener he is - the future of the magazine depends on it. Please feel free to do your part 
in welcoming him into the fold with all of your console conspiracy theories, prison-sent letters, and 
bizarro-best artwork. 

111A I lisa@gameinformer.com 

My GBA has been getting a lot more play in the last few months - but I've also been looking at 
some of the other handhelds comi'l! in the next few ITIOl-«hs (or next year for the PSP), and It 
makes me worry for my fllllOrite ~ platform. Tapwave's ZOdiac, Sony's PSP, and 
even the Nokia~ have some advantages CNer the G8A. I just feet badly that Nintendo hasn't 
pushed the hardware for their pocket baby as far as it could~. and now It's in a catctHlp 
position behind Sony with regards to hardware. R0Ui'l! the dice against the big S hasn't worked 
well for Nintendo in the past And Kristian, that dude cracked me up like few others in this 
universe and I haYe great respect for him. 

.IIRIMY I jeremy@gameinformer.com 

Since I'm the new guy, I feel like I should stand up at the head of the classroom and introduce 
myse~. I'm Jeremy, I'm from Minneapolis, and I'm a Sagittarius. I like long walks in the park, 
poetry, unicorns ... wait, no I don't I like video games and have since the glory days of Atari. When 
I was a kid, I wrote my parents a list of 200 reasons that they should buy me and my brothers a 
Super Nintendo for Christmas. Two hundred! Reason number one was ·multiple scrolling.· With 
something so horrifically dorky in my past. I guess it was fate that I grow up to write for a video 
game magazine. So I'd like to thank Andy, Reiner, Matt, and ever.,ooe else here at GI for the 
chance to do just that. I promise I'll be good. So, can I sit down now? 

NEXT ISSUE 
Okay, there's this company that makes really. really good RPGs. 
And like, it made an RPG, for a console that starts with X, that 
is really, really popular. Next month, Game Informer has the 
world-exclusive look at its next game that is a totally new and 
original title. Which - if you knew who the developer was and 
what system it was for - you might have a good idea of what 
we're talking about, but you don't. These aren't the droids you're 
looking for. Move along. 
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With pressure-sensitive controls, you can do it all. Stop on a dime or turn on the jets. Juke lightly or fake a defender out of his pants. Drop the 
hammer or hit like a water boy. Play on your own or see what you're made of online. So, what's it going to be? 
Also available on PlayStation· 

PlayStation.2 
• 
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SETTLE >>> 
Dear GI, 

Why are you guys so hard on games? Can't a game just 
be fun anymore? You act like every sir'€Je title that comes 
out is supposed to be an Academy Award winner. It is pos
sible for a game to be fun without super in-<lepth menus, 
weapons systems, controls, etc. I think we should all try to 
remember what these things are ... games. 

John Doughnut 
Via yahoo.com 

I just have to say that your magazine totally kicks! But any
way, I am very curious to know why you have been giving out 
really high scores? It all started when you gave a perfect 10 
to Metal Gear Solid 2. Then came a 9.75 for Super Mario 
Sunshine. After that, there were pairs of perfect 10s (right 
after each other) to Grand Theft Auto: Vice City and Metroid 
Fusion. Then again, you scored two games with 9.75s: 
SimCity 4 and Xenosaga Episode 1. And finally, The Legend 
of Zelda: The Wind Waker - you gave a perfect 10 to that. I 
think the staff (no offense) should be harder on the games. 
None of those titles are perfect or even close! Get your 
head straight, GI! 

Colin Kennedy 
Santa Barbara, CA 

• At Game Informer, we score games based on a number 
of criteria: concept, graphics, sound, playability, entertain
ment, and replay value. The plight of most critics Is to 
balance personal feelings with the responsibility of recom
mending products to the public. No matter how much fun 
some members of the staff have with Resident Evil games, 
for example, It can't be left out of the review that the 
franchise's control scheme leaves many gamers looking 
for more accuracy. 

Besides scoring how much fun we had with a game (a 
highly personal and objective marker), we are responsible 
for pointing out a title's technical successes and failures. 
Games are fun, and the whole point of playing them Is to 
enjoy oneself - so if you're having fun, does It really matter 
what score we gave the title? On the flip side, we're here 
In an attempt to guide your $50 to the right place. 

EXPERIMENT RESULTS: 
SUCCESS >>> 
Let me comment on your fine magazine: When you guys 
have your act together, you produce one of the best video 
game mags out there. In your latest issue, I was blown away 
by the E3 coverage. It was clear that you put a lot of work 
into that feature, and I appreciate the commitment. 

Blackjac 
Via email 

Hey Game Informer! I just wanted to let you know that I 
both loved and hated your E3 coverage. Loving it because it 

OIi -• 1mw blttenweet - Hollywood'• lldllptatlonl 
of video ,_. clallcl. We - ltll runnlnal that onllne 
petition to Ill Meryl Streep 111 • Prince11 Toadltool - In 
- opinion, there'• no ac:trNI alive today that can 
cepture the complex IUbtletlel of our favorite dlmNI. 
Wei, _,. 5u11n Slrandon, but lhe really peaked wltll 
..,._., and may not be .. to the talk. In her corset• 
clad heyday of J'1le Rocky Honor Pk;ture Show, perhapl, 
but not-. 

We're also ein11nC for Marllyn M- • Plycho 
Mantis and Bob Holldnl for Marlo Marlo - oh wait, that 
lat abomination already happened. At lwt Ben Affleck 
Isn't --■ C rl:,C the nollllty of superlleroN ... crapl That 
happened, tool 

showed me what the event is truly like and offered more 
information than any other feature I read on the topic. 
Hating it because I'm only 15, live in Ohio, and am not in 
the industry - so I can't go! 

With appreciative admiration and simultaneously wish
ing damnation, 

Scott 
Via aol.com 

■ Our coverage of E3 2003 was a bit of an experiment 
this year and, Judging from your letters, It worked per
fectly. The primary goal wasn't to determine who had the 
best show, but to make It more clear what the event Is 
truly like. 

CUSTOMIZE > > > 
What are "mods?" I hear people talking about modding 
games, but I have no idea what they're talking about. Even 
in your magazine, you talked about Bungie helping people 
mod the PC version of Halo. But, what does it all mean? 

Kyle Herz-Lane 
Via email 

• "Mod" Is Just shorthand for "modification.• In the world 
of video games, this usually refers to creating new levels, 
characters, or weapons for an existing game. Counter
strike, for Instance, was a mod of Half-life that Included 
new objectives, environments, weapons, characters, and 
sounds - essentially an entirely new game. 

Communities surrounding multlplayer-centrlc games like 
Tribes, Half-life, and Doom are generally the most active, 
and aficionados of those types of titles enjoy the ability to 
expand on their favorite games. The more It can be mod
eled, the longer shelf life It seems to have, and this Is a 
major distinction between PC and console games. 

SEQUELS GONE SOUTH > > > 
I want to get a game-related tattoo, but I don't know if I 
should. My family and friends are telling me it's a bad Idea, 
but what do they know? Do you think I should do it? 

Gracie 

Send your comments to Game lnfonner. Snail Mail: Grune lnfoonef Magazine • Attn: Oear GI • 724 North First St., 4th Floor • Minneapolis, MN 55401 Email: deargi@gameinfonner.com 
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EXHILARATE YOUR SENSES in this all-new, all-out fast action frenzy created exclusively for 
the Nintendo GameCube· . A Computer Arms Management System has gone haywire on a 
distant planet. The hopes of an entire civilization rest with Vanessa Schneider, a mercenary 
robot killer with a personal grudge to settle. With moves that amaze and an attitude to 
match, only she can demolish the mechanical menace. 

YOU'VE NEVER SEEN ACTION LIKE THIS. 

demolish robots, machines, me11a weapons and 
transformin& enemies with your bare hands 

NINTENDO 
Gl\MECUBE. 
~ 

capoom.com 

0 CAPCOM CO .. LTD. 2003 0 CAPC0M LI.SA, INC. 2003. ALI. RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademat1<a 
of CAPCOM CO., LTD. P.N.03 is a trademark of CAPC0M CO., LTO 2003. The ratings Icon Is a registered trademark of the Interactive Digttaf Software Assoclatlon. LICENSED BY NINTENOO. Nintendo, Nintendo GameCube and the Official Seal are trldemarkl of Nintendo. 0 2001 Nintendo. 



• Just ask all of those people who have Dante pennanently 
Inked on their helnles what they think about Jumping the 
gun on tattoo selection. Point made? 

But, we're out to help those In need. First, here's are 
disclaimer: "Game lnfonner does not endorse or encourage 
pennanently emblazoning any symbol, character, or witty 
word puzzle on your person. Any sanctioning (Implied or 
stated) Is merely Intended to be good humor, and not a 
suggestion to let Vinny down the block repeatedly prick 
you with a pin with the Intention of acquiring lndellble 
body art or modification.• 

That said, here are a few gaming-related Ideas we came 
up with: 

• Zelda's trlforce 
• The Konaml code 
• Any Space Invaders character, 

blown up to show off Its plxllated glory 
• Dr. Marlo pills and genns 
• Laura Croft's braid or Kid Icarus' wings on your back 

PRECIOUS METALS > > > 
I am just wondering, what does it mean when a game has 
•gone gold?" 

Nick 
Via hotmail.com 

• All games go through a series of code tweaks and bug 
fixes before they are wrapped In a clamshell case, shrink 
wrapped, and trucked off to your local gaming emporium. 
Once a company has decided that the title Is ready to 
ship, It Is deemed that It has "gone gold.• This means that 
the version on the "gold disc" sent to the pressing factory 
and video game review outlets Is the final version that will 
appear In stores. 

GUILELESSLY >>> 
Hey guys. I owe you a big fat apology! I've been subscrib
ing to and reading your magazine for years - and the whole 
time, I've been knocking your 2D, old-school reviews. I've 
called you geeks, dorks, dweebs, and a whole string of 
unprintable four-letter "nicknames," but now I'm a convert. 

I've always been a geek, but I'm an old-school geek now, 
too. I always said, "Who would play an old, 2D game in the 
3D era?' I laughed at your Castlevania: Circle of the Moon 
review. I was appalled at you giving Metroid Fusion a higher 
score than Metroid Prime. The list goes on and on. 

Anyway, my wife recently bought me a GBA SP as an 
anniversary gift. I politely thanked her, but I thought to 
myself, "Why would I want this kiddie toy? It doesn't have 
any games I would play!· (I think that she just wanted to 
visit Animal Island, but that's beside the point.) I was in 
Gamestop the next day, and lo and behold, they had a 
sale on GBA games. On the shelf were Zelda: A Link to the 
Past, Metroid Fusion, and Castlevania: Circle of the Moon. 
I remembered that you had raved about all three, so I tried 
them. 

Well guess what? Between the GameCube/ GBA connec
tivity and the GBA games I bought, my little system hasn't 
been off since! I actually do like Fusion better than Prime, 
and Castlevania is incredibly addicting with the RPG-like 
character building. You guys were dead-on with your reviews. 

So, I'm writing to tell you that I'm eating a big slice of 
humble pie as I'm playing Meroid Fusion, thinking about 
Castlevania, and wondering how to get the moon pearl in 
Zelda. 

Thomas Barnes 
Via email 

• We know that more of you will come around due to this 
wee testimonial. For the rest of you that would actually 
like to eat a piece of humble pie, It tastes somewhat llke 
butterscotch - especially If you're playing Metrold Fusion 
at the same time. Now, believe us all the time! 
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ENVELOPE ART 
llfflMIIR WINNIRI 

AndrewCole 
We don't think Link is there to reserve Brute Force! 

RlcladR-,an 

Paullarzerl 
We love Substance Mgetaar1 2! 

Enter the Game lnfooner Envelope Art Contest. All you need to do is draw, paint, scratch, spit, 

or carve the best dam envelope art you can think of and send It to us. Please include your 

name, phone number, and return address on the back of the envelope. If you're the monthly 

winner, we'll feature your work in GI and you'll receive a video game prize from the Game 

Informer vault. 

Sendto: 
Game Informer • Emelope Art Contest • 724 1st St. N., 4th Floor • Mpls, MN 55401 

Gabriel Roch6 
They should use those swords to give each other decent haircuts Samus gets ready to race against 

Seabiscuit! 



.es .org or 
11-800-771-3772 
Rating Information. 

PlayStation.2 



GTA MAKER'S DARK 
NEW WORLD 
The Grand 11Htft Auto auteurs at Rocksts North are readying 
their newest creation: Manhunt for the PlayStatlon 2. The game 
(scheduled for a fall release) has a different take on the subject of 
violence than the studio's previous efforts. Don't worry; from what 
we hear, Manhunt has its own share of controversy. 

A visit to the title's website (rockstargames.com/ manhunt) 
gives us a glimpse at a shocking wortd (it even freaks us out) 
where it appears some sickos pay for made-to-order snuff films. 
In order to prevent 
ending up on the 
wrong side of one of 
these death flicks, 
you're going to have 
to survive Career 
City's roving gangs 
and other dangers. 
Primitive weapons 
like baseball bats 
will be among your 
few saviors in this 
dark world of sur
vival. We are fasci
nated to see how 
Rockstar North's 
new game changes 
the rules once 
again, and should 
have more for you 
on Manhunt in the 
near future. 

Uke GTA, Manhunt featurn tlctJonal companies 
such as this website, val/ant-ent.tv 

SONY DETAILS PLAYSTATION PORTABLE SPECS 
At the PlayStation Meeting 2003 news conference in Japan, Sony spelled out some of the technical specs and other fea
tures of its upcoming PlayStatlon Portable (PSP) handheld system. This includes a wireless network system for head

to-head gaming and downloads. Ken K~, PSone and PS2 creator, spoke at the event and stated that, because of 
the PSP, "The video game market may change in a big way.• Kutaragi said that it is expected to debut in the last quarter 
of 2004. 

The handheld's dual CPU setup will be comprised of two 32-bit processors - the more powerful of which (dubbed the 
CPU Core) handles the 3D-rendering of surfaces, lighting effects, and resource management. The Media Engine will han

dle sound, movie, and asset management. In comparison, the PSone 

. J/ayStation Meet 

a 
J~ 

only has one processor to deal with all of a game's computations. These 
CPUs are roughly 10 times more powerful than that of the PSone. 

While Sony did outline a connectivity feature with the PlayStation 2 
via USB 2.0, the PSP will also have infrared capabilities to reach other 
PSP units, cell phones, and more. Sony is concerned with security and 
is working to ensure that the system's Universal Media Disc gives the 
best protection possible to developers. The unit will feature one analog 
stick, the usual four face buttons (plus ones for Start and Select), and 
only two shoulder buttons. 

Kutaragi also spelled out the next steps for the handheld. A prototype 
of the PSP will be available by the time E3 rolls around next May, and 
launch t itles will become evident at the 2004 Tokyo Game Show in 

September. Meanwhile, PC-based emulator software tools will go out to developers this fall , with the final hardware set 
arriving for studios in the spring. 

A price has not been officially announced, but some analysts estimate it will cost between $150 and $250. For more 

on PlayStation Portable, please see our news story in the July issue (#123). 
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PSP's UnlVBISBI Media Disc 

NEW PLAYSTATION 
PORTABLE TECH SPECS 

CPU: 
CPU Core and Media Core 
• MIPS R4000 32-bit core 
• 333MHz 
• 2.6GHz/ sec. bus bandwidth 
• 8 MB main memory (eDRAM) 
• 2 MB sub memory (eDRAM) 

for Media Core 

Communication 
• Wireless LAN (802.11) 
• lrDA (PSP, cell phones, etc.) 
• USB 2.0 (PSP, PS2, PC, etc.) 
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Unplugg<d V2.0 (w/DVD) 
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N.W.A.: GrH tHt Hitt 
~) ll 316IIO 
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■ 44858 

01520 

Sublime: GrMtt1t HIii 
(MCA) II 32113 

- Found Glory 
(Drive-Thru Records) 40074 
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LIN lltrlt Pretlty: To Whom It llay 
eo,_,, ((,aplol) 48056 
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Rob Zombie: The Sinister u~ 
(Geften) m 41!165 
Styx: GrulNt Hits (MM) 00403 

Trick Daddy: Book Of Thugs--Chlpter 
AK Vemis 47 (Allanlic) II 34450 

PAY FOR 
THIS 

GET ALL OF 
THESE 

N.E.R.D.: In Saarch Of ... 
~ m 46146 
Foreigner: Complete Greatest Hits 
(Rhlno'Allanlic) 44852 
The Vines: Highly Evolved 
(Capitol) 44885 

No Doubt Rod< S1eady Hey Baby, 
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more. (lnte,,ccpol 42112 
Nirvana: Novonnlnd (Geften) 15600 

Ump Btzklt: New Did Songs 
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OMX: .. .And Then There Was X 
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Publlc Enemy: Fear Of A Bladt Planet 
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Madonna: GHV2 15 smash hits from 
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Josh Groban (Warner Bros.) 42384 
Merle Haggard: 20 GNtatest Hits 
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(Ansla) • 34819 
3 Doo<S Down: Tho Botti< LJi. 
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K Minogue: Fever (capitol) 42508 
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THERE'S NOTHING 
MORE TO BUY, EVER! 

with membership 
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Journey: Greatest Hits 
(Colun<,;a) 051116 

Kenny Chesney: No Shoes, No Shirt, 
No Problems (BNA) 43195 

Vanessa Carfton: Be Not Nobody 
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(Roadrunner) m 45369 

Stone Sour Both6r, Inhale, etc. 
(Roadrunner) II 45370 
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SOC-I! 
TheNewareecl 
(CD/DVD) lnte,x-) 
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I'd like to join BMG Music Service. Please send my 3 FREE selections now. I will th~n buy 1 selection ~t the 
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RUSH me these 3 hits now 
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7. D M£1Al Olly 05lwne, Korn 

□Ill. 

8. OR&B Boy, II Men, Jcnein 
9. D MOOERN ROOI Im l'ln, No DMt 

10. D RAP Net,, ilcwY Roots 
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12. D CHRISTIAH POP l'tn OI Gnu, Mm! W. Id! 
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1 S. D OfRISTIAN RO()( 11td Doy, Jen OI Cloy 
16. D IATIN Sldiu, ~ l'1lhooy 
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A Miteai. Enjoy terrific savings, free music and more! You'll start 
with 3 FREE CDs now. and pic!t tile rest later from over 13,000 titles. 
You'll get a total ot 12 IOI the price of 1- ,nd no more commitments, 
,.,,, A shippiJlO and handling charge will be added to each selection. 
11Hlaj. llilk-fm llstenlq. When you receive your FREE selec· 
lions. preview them and examine the terms of Club 
membership for 10 days. If you're not completely satisfied for any 
reason, return your free selections at our expense. There's no further 
obligation. 
T!louundt 01 sei.cuoos. As a new member. about once a month 
along with 3 special issues (15 times a year). you'll receive a 
BMG Music Service magazine! There you'll get to choose from 
thousands of selections--tverything from classic hits to the hottest 
superstars-along with music news and recommendations from 
our editors. 
tb~Chol" ls Ahray$ Yotus. In your exclusive Club magazine, you'll 
always find a Featured Selection just for you. If you want it, don't do 
a thing; you'll receive tt automatically. If you don't want it, return the 
Reply Card by the date specttied. You'll always have 10 days to 
decide. If you have less time and receive an unwanted Featured 
Selection. return it at our expense and we will credit your account. 
You may cancel your membership at any time, once you've pur· 
chased your one regular-Club-price selection ($14.98 and up). 
Sb, llow. San I.JIit. Start saving with our oU1standing introduc· 
tory otter; keep saving the longer you're a member with discounts up 
to 70%, clearance C s as low as $2.99, and the chance to get even 
more FREE selections. Al BMG Music Service you'll always get the 
best value. 
I!~ tard Mining? Please write to: BMG Music Service, 
PO Box 1958, lndiaoapolis, IN 46291 -0010 
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SEGA'S 
ROBOTECH REDUX 
Sega and Bandai are teaming up to bring you 
the beginning of the Robotech saga in Super 
Dimensional Fortress Macron this October in 
Japan. What's Macross? It's the Japanese name 
for the animated series that started it all. The 
show's title was changed to Robotech (and other 
storylines were added) when it came to America 
in the eighties. 

Sega is behind the development of the game, 
and it's put Yu Suzuki's old AM2 studio on the 
project. Those behind the Aero Dancing flight 
franchise are working on Macross, and they will 
fully utilize all three forms of the Veritech fighters. 

As for the publishing, Bandai is handling this 
title in Japan. Last year, TDK released Robotech: 
Battlecry through its license agreement with 
the animated show. Thus, it seems like there 
may be conflict between the two companies, as 
Macross - even under a different moniker - is 
the foundation of the Robotech story. Game 
Informer contacted Bandai representative Linda 
Shannon, who could only say that the company 
"would consider publishing it in the States.• 

GI NEWS 
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Game Informer's research and development opera
tives search the globe, seeking out the untapped 
licenses that will become tomorrow's killer games. 
If you have any great ideas for games of the future, 
be sure to drop us a line. Maybe we 'II use our god
like power over the video game industry to tum you 
into a millionaire - or just steal your idea. 

SEABISCUIT: 
FROM LOSER, TO 
WINNER, TO GLUE 

Rig))t now, the 
video game 
industry is 
ablaze with 
titles that tie 
into feature 
films. So, why 
not make one 
based on what 
could quite pos
sibly be 2003's 
picture of the 
year? Much like 
the video game 
adaptations of 
The Hulk and 
The Matrix, 
Seabiscuit: 
From Loser, 
To Winner, To 

Glue is not a simple remake of the film that everyone 
loves so dearly. It's an untold side story that takes us 
tar beyond the movie and shows us the shocking truth 
behind racing's famous dark horse. In the movie, he's 
a champion that defied the odds; but in the game, 
we learn that Seabiscuit was actually a barnyard bully 
with an oat problem who had a crush on a cow named 
Betsy. The game explores his tormented life and the 
sacrifices he had to make to become the king of the 
furlongs. Of course, since it is a game, training for 
races is just part of the fun. You will also have to stop 
ninjas from hoarding all of the barn's hay, and help 
Cluckita the chicken recover all of her lost eggs. What 
exactly does "To Glue· stand for in the titie, you ask? 
Well, let's just say that it has a shocking ending! 

Sega and deve~ 
oper Visual 
Concepts' foray 
into the first
person view this 
year with ESPN 
NR. Football 
has been 
done before. 
As recently as 
1997, a com
pany added a Helmet Cam to its titie that put you in 
the game and in the thick of things. Another interest• 
ing clue is that it lacked the NR. license. Thus, if you 
wanted the Panthers and the Patriots to play, you had 
to settle for Char1otte versus Foxboro! 

IAns-..e< on page 32) 
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LARA LEAVES CORE DESIGNS 
Reuters news service in Europe reports that Eldos' cornerstone franchise, 
Tomb Raid«, is switching developers from U.K. creator Core Designs to 
U.S.-based Crystal Dynamics (Legacy of l<aln). The latest in the series, 
Tomb Raider. .,.,,. Angel of DarlcM .. , has been panned by most critics 
for its poor quality despite its long development cycle. Eidos-owned Core 
Designs has been developing the Tomb Raider series since 1996. 

This earth-shattering news comes on the heels of the announcement 
that Jeremy Heatlt-Smfth, Core's founder, was stepping down from the 
company. This change of developers for the 
famous series was made after an internal 
review of the franchise in the wake 
of Angel of Darkness' less-than
stellar debut. Also, movie studio 
Paramount claims that the game's 
poor performance affected the bad 
box office returns for the film Lara 
Croft Tomb Raider. .,.,,. Cradle of Life. 

BLIZZARD LOSES 
DIABLO TEAM 
According to a statement from Blizzard Entertainment, Blizzard North 
co-founders Erich Schaefer and Max Schaefer, along with David 
Brevik and Blizzard vice-president BIii Roper, have left the company. The 
Schaefers and Brevik were the force behind the Dlablo series. Their suc
cess caused the creation of subsidiary Blizzard North. The four are planning 
to start up their own game studio in the near future. 

This development follows the January departure of the MIii• Brothers 
(Starend't/ W.Craft) from Blizzard to work with Jaleco on Goblin 
COlfllNlldet (see our preview on page 92). The speculation is that pub
lisher Vivendi may have been the trigger for this latest exodus. 

Blizzard Entertainment remains upbeat regarding this bump in the road. 
Says Mike Morhalme, president and co-founder, ·we want to convey that 
Blizzard's success has never been attributable to any one person or small 
group of individuals, and I am confident that we have the teams in place to 
continue creating some of the best games in the wortd." Accordingly, Rick 
Sels, head programmer on the Diablo series, will take over as the develop
ment lead for Blizzard North. 

SEGA SHUFFLES 
DEVELOPMENT DECK 
In order to create more cooperation and efficiency among its development 
teams, Sega has undergone a wholesale structural change. First off, the 
legendary Yu Suzuki will lead a brand-new subsid
iary named Cinematic Online Games, while Hiroshi 
Kataoka becomes the head of Yu's old Sega AM2. 
Meanwhile, all the other development subsidiaries 
will be reduced from nine to seven, with four being 
closed and two added. Both Sep Rosso (Seta 
Rally) and United Game Artists (Space Channel 
5) will disappear and be merged into other divi
sions. One of the new companies will focus on 
sports titles for Japan, while the other will be Yu 
Suzuki 's new gig that will focus on major releases. 

As for the other Sega developers, staff and Yu Suzuki 

responsibilities will be shuffled. For example, Sonic Team and United Game 
Artists will focus on titles aimed at casual gamers, while Hltmaker (Crazy 
Taxi} and Sega Rosso will work on developing for new platforms. Meanwhile, 

1114 
Overworks (Shlnobl) and Wow Entertainment 
(House of the DeacfJ have melded together to 

become Wow Works. It does not appear that 
any of Sega's gaming franchises will be dropped 
in this shuffle. 
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BUDOKAI GETS BUFFED UP 
Atari'• Dr•on Ball Z: Budokal 2 is trying to expand upon the basic fighting 
template that the first Budokai subscribed to when it released last year. True 
to the publisher's dedication to converting the ins and outs of the animated 
show to video games, players will now be able to perform fusions - the melding 
of two characters and the absorbing of enemies. However, that doesn't mean 
that there isn't some imagination here. The new Dragon Mode lets a team of 
Z Fighters embark on a quest to capture all seven Dragon Balls and perform in 
some battles that never happened on TV. 

Dr•on Ball Z: Budokal 2 ships for the PlayStatlon 2 this December. 

• THE GOOD, THE BAD, THE UGLY 
BAD - Think Half-Ufe 2 is too good to be true? Developer Valve's 
September release date might be. The studio and publisher Vivendi are 
unsure of the game's release date. Meanwhile, versions for all the con
soles are being considered. 

UGLY - Conspiracy is suing Emlnem for allegedly reneging on a contract 
to do a PSone/PC music game. The rapper apparently pulled out to look 
for a bigger deal. We'd love to see the suits at Conspiracy partake in a 
rhyme battle to keep the singer. 

GOOD - Word is spreading through Europe of 
a Lost Boys-<leveloped game by Sony of Halo
killing proportions called Klllz-. The first
person shooter will use the USB headset, and 
will also feature a number of online options 

GOOD - For its yearly contributions to video games, the sport, and culture 
as a whole; pro football's Hall of Fame in Canton, Ohio is inducting EA 
Sports' ,,,_,.,, NFL Football video game. Do we get anything for playing 
it all the time? 

BAD - Nintendo has delayed FINI F.,,_y: Crydal Chronicles for the 
Gameeube until February. That's okay, we don't have three friends and 
money to blow on all those link cables anyway. 

BAD - The Securities Exchaqe Commlulon (SEC) is investigating 
Activision, THQ, Midway, Acclaim, and other video game companies 
regarding the issue of revenue recognition. 

If loose lips are spraying hot video game gossip, we're sucking up the secret 
saliva and drooling it all over this section. Got a secret to tell? Email us at 
loosetalk@gameinformer.com and we'll be all ears. 

Excited about Sony's PlayStatlon Portable (PSP) handheld already? So 
is Eden Studios (Kya, the V./lally series). Although the hardware hasn't 
been unveiled to the public yet, word has it that the developer is planning to 
start a 70-person strong studio dedicated to making games for the platform 
next month. Given how high the company is on Kya, don't be surprised if a 
PSP edition of the game is the first offering from Eden for the handheld. 

Quake IV art assets were recently leaked from a 
source within developer Raven Software. Think 
they weren't real? Publisher Activision and co
developer Id Software immediately threatened 
to cease working with any website or publication 
who ran the shots. This one's okay, though. 

What's up with EA Sports' Knockout Kint• 
franchise? We haven't heard a word from the box
ing series, even at E3, and it doesn't look to be 
surfacing anytime soon. 
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Instead of just porting Glto., Recon: Island Thunder to the PlayStatlon 
2, Ubl Soft is giving fans of the console another kind of Christmas present. 
The publisher is planning to bring an online Ghost Recon game to the sys
tem before the year is out. 

Capcom has cut the funding out of Red Dead Revolver. The PlayStatlon 
2 western shooter debuted at E3 in 2002, and it's been downhill ever 
since. Meanwhile, the budget keeps going skyward. Part of the reason is 
that the game was overhauled in mid-stream. Where it'll end up now is 
anyone's guess. 





GI NEWS 

Todd McFarlane, Spawn's daddy, has done a lot of notable things in his 
illustrious career - even bigger than the time he drew the cover art for Game 
Informer (see issue #104, Metal Gear Solid 2). For example, he man~ 
to buy literally all of Mark McGwire 's 1998 home run balls. Our question is: 
What is the next collecting conquest McFarlane will embark upon? 

Question 1: In the Gam1Cllbe hit, A. A gllY in red who fired his rifle 
Super lmMh Bros. MelN, which up-screen 
claNlc Nintendo ~ would B. An arrow-shooting blonde dwarf 
you unlock by IINtln, the pme C. A girt in red who could throw gre-
wllll all 24 of the other flChten? nades up-screen 

A. Ganon D. A shirtless gllY with a beard who 
B. Kid Icarus tossed spears in arry direction 
C. Mr. Game & Watch 
D. Shigeru Miyamoto 

Question 2: C..,.. In on the 
- of Richy Scott'• movie, 
the Atat 2600 had a pme called 
Allen. Which IIIMlme ... video 
,-ne did It ,tp om 

A. Adventure 
B. Burgernme 
C. Pao-Man 
D. Mr. Do 

Question 3: Sony of Japan put out 

• PS2 pme ---• bloocHuck· 
lie llttle lnMct who tormented 
• nice.,.,._ family. Eldoa 
law relNNd It In the U.S. under 
ltlfl'flllO.-lllbel,~lt 
..._,.......,_Whatw•the 
o,fallnal-? 

A. Sly Skeeter and the Family Itch 
B. Ka 
C. Robo Stinger Happiness Disrupt 
D. Miyo 

Question 4: In the oblc:me 
GenNII tttle, Gain Chund, you 
would .... ,_ .. of ■okhn 
to the exit of OI- levels, 
picldnll up -- 1l1ck■ .. the 
way. Which of the followll1' WN 

not wllll you at the stat of the 
pme? 

0-2: 3-4: 

Question 5: Mary,«.teand Alhley 
oi-hll¥9appuredln
Ytdeo pmes than - care to 
,._..,_ In the a.... Boy Color 
ttt1e, Get A Clue, the..,_ try to 
solve mystarlN wllll the help of 
thalr ... What WN Its_., 

A. Clue 
B. watson 
C. Pawprint 
D. Uncle Joey 

Question 6: Who II lln lmllllclme 
dlllp? 

A. Shadows of the Empire's Dash 
Rendar 
B. Hlgtllander: The Game"s Duncan 
Macleod 
C. Perfect Weapon's Captain Blake 
Hunter 
D. Fighting Force 2's Hawk Manson 

Question 7: Phllps' CIM, • co, 
.......... ■y■temrelN■ed 
In 1991, tried • lot of tlap to 
■tretdl the bounds of eoftwae. 
One such exanple II • tftle called 

Anllltatlc. What - It about? 
A. It played ambient and trance 
music while displaying trippy images 

Score & Rank 

5-6: 7-9: 

B. It's a protest sim where you fight 
for a worthy cause 
C. It let you combine the functions 
of your 1V, radio, and lights so they 
could all be controlled by your CD-I 
D. It's a platforrner starring a pair 
of socks stuck together by static 
electricity 

Question 8: Which Madden football 
pme - the tint - to fNbn 
•....,.._that would~ 
onto the ft9ld to pick up ..... 
players? 

A. John Madden '93 
B. It was at-Nays • in the game· 
C. John Madden '92 
D. John Madden ·94 

Question 9: Fer,- the Xbox "ham
burpr," the Atat .....,,. contrw-
i. 1■ by fs the..,.._ How 11W1Y 
total~ - not lncludllC the 
d-11811 - did It have? 

A.12 
B. 17 
C. 15 
D. 52 

Question 10: Before he WN called 
PaoMaft,theacade ...... WN 

..-to 11e naw1 ■--t1•c 

..... lllllt _... ,c,t scrapped, 

._.-, far furs of nasty__.. 

....,_ valllalzlng the letters on 
the acade c:almat. What WN the 
o,fallnal _., 

A. Puck-Man 
B. Round Hitter 
C. Part-Man 
D. Wee Willy Winkie 

10: 
155 lbs. of fat 
sucked out of Camie 
WIison's body 

The frozen cadavef of 
Ted WIiiiams 

Sumo IMWashl Klllnl R- • faled Tennis sta Ama 
Kouml«wa's sports 
bras 

( clapers) worn by IQ tests 
YokozmaM....._., 

Vk9eo Game TrMa Answers: 
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ACTIVISION DROPS 
STAR TREK 
Publisher Activision has terminated its Star Trek 
license agreement and filed a lawsuit against 
media company Viacom. Activision alleges that 
"through its actions and inactions, Viacom has let 
the once proud Star Trek franchise stagnate and 
decay.· Thus, the company is seeking to recoup 
supposed monetary damages because it claims 
that Viacom's lack of ongoing movie and televi
sion production and marketing for Star Trek hurt 
Activision·s video game products. Viacom denies 
any wrongdoing, and characterizes the pair's rela
tionship as a "fruitful collaboration. · There are no 
current plans for any new Star Trek movies, and 
apart from support for its Star Trek: Elite Force 
II, Activision has no more Star Trek games In the 
works. 

Viacom suspects that Activision is trying to rene
gotiate the licensing deal between the two compa
nies, but in a statement regarding the lawsuit, the 
video game publisher was steadfast: • Activision 
has terminated the agreement and filed a com
plaint seeking to recover the damages It has suf
fered and will suffer as a result of Viacom's failure 
to abide by its agreement.· 

100% The amount by which Sega hopes its 
software sales will jump in the next five years 

98% The decline in profit suffered by the entire 
Sony corporation in the last fiscal quarter ___ ,. 
14% of the staff aren't living and loving Star Wars: 
Knights of the Old Republic 

60% of gamers reside in the United States, 
according to a recent survey 

60% of hard work is perspiration. The rest of it is 
Cool Ranch Doritos 
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THE DEADLY ALLIANCE BETWEEN $HANG T SUNG AND <7uAN 

C AN THEV BE DEf"EATEDi? A NEW SET OF WARRIORS C ROSS THE THRESHOLD INTO 

A DEADLY TOURNAMENT TO SEEH REVENGE AGAINST THE EV IL WARLORDS. 
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NAMCO'S GC 
RPG UNVEILED 
We've heard about Namco'• plans to bring the 
traditional RPG experience to the GameCube; 
and here it is courtesy of XenoNta developer 
Monolith Soft. Baten l<llltos presents a beauti
ful, fantastic world where continents float in the 
sky, and its residents can fly courtesy of Heart 
Wings. 

You play as Kalas, a 17-year-old young man 
whose family has been murdered. He also suffers 
from having been born with only one wing - the 
other is mechanical. Furthermore, Kalas has a 
unique gift that enables him to communicate with 
those from another spirit plane. 

Combat in Baten Kaitos is all done with Magnus 
Cards. Don't worry, however, as this isn't Yu4J. 
OIi or anything. Instead, the game's attack and 
magic system flows pretty fast as you can stack 
up actions on top of each other. Monolith Soft and 
Namco expect the title to appear in Japan before 
the end of the year. A U.S. release date has not 
been given at this time. 
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MAX PAYNE VS. 
MAXX PAYNE 
The box for the hit game Max Payne calls its main character ·a man with 
his back against the wall. Fighting a battle he cannot hope to win." Darryl 
Peterson, better known as former World Championship Wrestling super
star Maxx Payne, shares more with the game's protagonist than a name, 
as he too is gearing up for a fight. Rather than guns and fists, this battle 
will be waged through legal precedent and high-paid attorneys. Peterson 
and his lawyers have filed suit against Rock.tar, 3D Realms, Gathering 
of Developers, and Remedy for the sum of $10 million - claiming the 
companies unlawfully used the name Max Payne for the video game. 

Peterson tells Game Informer he has been using the Maxx Payne name 
(also Max Payne, Maxx Pain, and Max Pain, among others) since 1988. He 
spent several years wrestling for WCW using the moniker, and has even 
done some video game work. He supplied his voice for Twisted Metal 
2 and Rope Trip - the latter showing his name in the credits. It was at 
those sessions that Peterson says people in the video game industry made 
mention of his name, then turned around and based a game around it. 

"If you work for somebody, and they go 'Wow, what a great name!' and 
they invent an empire out of it, and they didn't bother to make one phone 
call to me - that's just downright unfair," Peterson says. ·1 want a reckon
ing. I want people to know that I invented the name. It's not right to just 
take something that's somebody else's because you have more money 
than them." 

A spokesman from publisher Rockstar/Take 2 Interactive only stated, 
"Take 2 is involved in routine litigation in the ordinary course of business 
and does not comment on the status of any particular lawsuit." 





When we were ottered the Oll)IOrtunitv to do a storv on 

the return 01 Mu Pavne - the game that spawned d018DS 

ol clones and helped Roclstar establish ttsen as a 1orce 

in the PoPUlar cunure - we couldn't wait tor the chance 

to see Wlllt the notoriouslV contraveJSial companv had 

in store tor us. 



The original Max Payne was a breakout hit, 
selling over four million copies worldwide -
largely off the strength of Its hardboiled tale of 

Max Payne does four [mllllon]. Very few fran
chises or characters have that type of success. 
Basically, you're stuck there with a very 

a man wrongly accused and then-unprecedented 
use of slow-motion shooting (famously dubbed 
"bullet time"). For both Rockstar and the Finnish : 
creators of the series, Remedy Entertainment, 

• successful franchise and the typlcal catch-22 
publisher dilemma. You can do more of the same 
for the quick cash. Or, you can go away and do 
something pretty Impressive. For [Rockstar and • 

the success was both a blessing and a curse. 
"Max Payne has caused us an Interesting 

problem. A couple of years ago, we put together 
a game that we thought was pretty good; we 
had high hopes. Everybody starts out hoping 
that a game sells a million copies,• comments 
Rockstar COO Terry Donovan. "Out of the box, 

Remedy), It really wasn't a hard decision.• 
This commitment to crafting a sequel that 

exceeds the original explains the tw~plus years 
that will have passed since the original was 
released. What it doesn't explain is the "new 
direction" that Rockstar had been hinting that 

• Max Payne 2 would take. Given the fact that 

the company has already scandalized the mass 
media Senator Joe Ueberrnan, and parents 
around the world with the Grand Theft Auto 
series; we naturally began to speculate on the 
graphic and gritty avenues that Max Payne 2 
might explore. 

However, In the world of Max Payne, things are 
never as they seem. The truth behind this game 
actually proves to be more surprising than any 
dlsplay of vlrtual gore. Defying both our expecta
tions and the mainstream media's perception of 
Rockstar as purveyors of cheap shock tactics, 
Max Payne 2 Is something that we never could 
have guessed ... a love story. 

■ FOllMAI' PC/ PIAYSTATK)N 2/XBOX ■ STYLI 1 ·PIAYER ACTK)N ■ PUBUSNH ROCKSTAR GAMES■ DEVILONR REMEDY ENTERTAINMENT■ RILIASI FAtl 
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It's been said lhal love 
is lhe druo; love is a 
man,-solendored lhinu; 
love is all uou need. 
But love is rarely the central focus of a video 
game. Will gamers accustomed to Rockstar's usual 
satirical, testosterone-charged offerings embrace 
a story built around the most powerful of human 
emotions? Can a video game even hope to deliver 
a story that truly affects the audience in the way 
that a great book or film does? In theory, of course 
it can; but there's a difference between doing 
something and doing it right. Staking the long-term 
fortunes of one of your company's most notable 
franchises on a narrative device as tricky as love 
seems a bit risky, doesn't it? 

"Don't get me wrong, I would be lying if I said 
it was easy, • remarks Max Payne 2's lead writer 
Sam Lake. "But we think we can pull this off. We 
feel it's high time to take the risk and get some 
growr}-up themes in games. And keep in mind 
that there are love stories and then there are love 
stories. This is a film noir love story. It's dark and 
tragic and violent. The 'Romeo and Juliet'-type of a 
premise, a love story between a cop and a femme 
fatale murder suspect, is perfect for an action 
game. · 
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To strengthen Lake's point, and to further drive 
home the fact that - although it does involve a 

, torrid affair - Max Payne 2 does not find Rockstar 
going the way of soft-focus Harlequin romance 

, novels, Rockstar PR director Jeff Castaneda 

, and the corruption that he faced lead him to leave 
• the DEA and take a job at his former employer, the 
, New York Police Department. Ironically, the very 

man that once pursued him, Jim Bravura, is now 
, his boss. 

, reassures us, "Don't worry, we haven't gone totally ; Working the homicide beat, Max comes across 

• soft.• • a case that will change his life forever. Mona Sax, 

The story that Max Payne unfolds promises to , a professional killer who Payne thought was dead, 

be a dark ride through the life of a troubled man • Is the prime suspect. Although he senses that Sax 

, plagued by demons both old and new. The crux of cannot be trusted, their uncontrollable attraction 

• Max Payne 2's plot is his desire for Mona Sax, a ; leads him to the first of several errors in judgment 

dangerous woman who leads him into a strange , that begin his descent into what reveals itself to be 

• series of events that threaten his very existence. : a hellish web of corruption, lies, and murder. 

Like so many of the film noir classics that Although both Rockstar and Remedy were 

inspired Remedy and Rockstar [see our Film Noir , hesitant to reveal too much regarding specific plot 

• Primer on page 38], Max Payne 2 is structured as • details, they would say that several characters who 

a tragedy of sorts - a tragedy with enough violence, survived the last game do make return appear-

• intrigue, and diabolical plot twists to satisfy any ; ances - including Woden, Russian mafioso Vladimir 

fan of life's seedier side. As the game's subtitle , Lem, and meddlesome mob stooge Vinnie Gognitti. 
' ("The Fall of Max Payne") would suggest, fate has Sam Lake promises that the story, although 

• not dealt Max a kind hand since the end of his first it does contain more than its share of bizarre 

, adventure. At the outset, he stands accused of turns, will be much more focused and coherent 

• killing his own partner. Only this time, he's guilty • than the previous game. Much of this is due to 

, and has already confessed to the crime. Following the fact that there is a smaller cast of more fully 

• this stunning revelation, we see the story unfold in drawn characters. Also, Lake - despite his recent 

a series of flashbacks as Max recounts where it all , success - spent some of his downtime in school 

, went so wrong. ; studying screenwriting. 
In the beginning, we learn that Max not only "Thanks to [the screenwriting classes] and the 

survived the ordeal of the first game, but actually , experience I got from Max Payne, · Lake said, "this 

• emerged looking like a hero thanks to the machina- • time around I had a much better grasp of what I 

, tions of the enigmatic senator Alfred Woden. , was doing, instead of just going about it by blind 

• Although now exonerated, the death of his family instinct alone.· 





IF 
you've looked at any of the screenshots accom- Success does have its benefits, and the healthy returns 

panying this article, one thing should already be • from its initial investment in Remedy led Rockstar to 

obvious: Max Payne Is a changed man, in both the enter Into a full partnership with the company for the 
literal and metaphorical sense. The tremendous • follow-up - one that meant both more money and more 

suffering and stress he has been through has written its • cooperation during the development process. 
story across his face, resulting in a character that looks a • "They turned 'round to us and said, 'Can we have a 

decade older than he did in the last game. In some ways, bigger budget?' We said, 'Cool,'" recalls Terry Donovan. 
it's difficult to recognize this Max Payne as the same , "Also, they wanted access to the production team in 

person, and for good reason. , New York that works on Grand Theft Auto, who deal with 

Lake explains, "When we began working on Max Payne, • motion capture, facial digitization, acting, casting, voice-
we were essentially a 'garage band' with very limited overs, and that kind of content.• 
resources, and many design decisions were made from After helping Rockstar audition more than 200 actors, 
that standpoint. One such decision was to cast the • Lake and the rest of the Remedy staff felt they had finally 

models for the characters from a close circle of friends , found the perfect Max Payne. Although it means that Lake 

• and relatives. We had to make do with a very small pool • won't be able to reprise his starring role (the writer was 
of amateur models.· 

er 1888-1959 
It the noir !(enre could be 
attributed to a single man, 
that man would be Raymond 
Chandler. Chandler, ttie creator 
of the legendary detective 
Philip Marlowe, melded tangled 
plotlines, flawed characters, 
and spare prose into a formula 
that many consider to be the 
pin11acle of crime fiction. Many 
of his books, including The 

Big Sleep and The Long Goodbye, were turned into noir 
fi lms, and he also wrote the screenplay to the classic 
Double Indemnity. Like one of his characters, Chandler 
drank himself to death in 1959. 

liAME INf0-1 

Legendary director 
John Huston's first film, 
The Maltese Falcon, 
is also hailed as the 
beginning of the film noir 
movement. It starred 
Humphrey Bogart as 
Sam Spade, a world
weary detective who 
becomes embroiled in 

a plot to find a jewel-encrusted artifact (the falcon of 
the title) by a mysterious woman with bad intentions. 
An amazing film, remarkable for Huston's great 
directorial skills, Peter Lorre's memorable turn as the 
swishy, creepy Joel Cairo, and Bogart simply being 
Bogart. 

Featuring a screenplay written 
by Raymond Chandler and 
directed by Billy Wilder ( Some 
Uke It Hot), DQuble·lndemnity 
was Wilder's only contribution 
to the genre. This was one 
of the first films to use the 
common ploy of telling the 
story through flashback. The 
. tale at hand-was suitably 
dark, recounting a doomed 

love affair between a femme fatale (Barbara Stanwyck) 
and a drab insurance salesman (Fred MacMurray) who 
conspire to kill her husband in order to collect the 
couple's insurance policy. Features gangster movie icon 
Edward G. Robinson as an insurance investigator. 



actually the model for Max in the first game), he does claim 

to be "very happy with Max's new look.· 

One thing that hasn't changed is Max Payne's trademark 

graphic novel-style cutscenes, which played a vital part In 

establishing the pulp fiction ambience the first time around. 

We suspect that these static visuals were also due in part 

to the economic constraints under which the first title was 

produced. They proved to be such a hit with both critics and 

fans that Remedy has decided to stay the artistic course. 

If anything, they are even more effective, showcasing a 

more refined art style and the campy, over-the-top tough-guy 

dialogue that rans expect. 

In one scene we witnessed, Max meets Mona In a back 

alley. After a brief exchange, Mona asks Max, "What do you 

want from me?" 
Max, our laconic street philosopher, mulls this question 

over Internally: "'The Things I Want' by Max Payne. A smoke. 

A whiskey. For the sun to shine. I want to sleep. To forget. To 

change the past. I want my wife and my baby back. Unlimited 

ammo and a license to kill. Right then, more than anything, 

I wanted her." As this monologue unfolds, Max and Mona 

engage In, shall we say, a very vigorous coupling up against 

the wall or a building. Mr. Castaneda was right about one 

thing: Max Is certainly not going soft. 

ys Rings 

Presenting the film noir as 

Shakespearean tragedy, 
The Postman A/Ways Rings 

Twice casts John Garfield 

star-crossed lovers drawn 

together in a roadside bar. 

Together, they devise a 

scheme to kill Turner's husband (detecting a pattern 

here?). Surprisingly, they actually get away with the 

crime, but end up meeting a fate much worse in a 

surprise ending. It 's modeled on noir author John M. 

Cain's novel, but much of the plot was altered and 

sanitized to suit the standards or the day. 

Based on the Raymond Chan

dler book of the same name, 

this Is another film that features 

the unparalleled pairing of 

Humphrey Bogart (as Chandler's 

Philip Marlowe) and Lauren 

Bacall. The plot Is complex to 

say the least, perhaps even 

a bit c.onfusing. Incorporating 

such for-its-day controversial 

BIG subject matter as pornography, 

S L EEP" blackmail, and gambling - not to 
' mention the flir tatious chemistry 

of the movie's two stars. 

This film nolr is so influential 
uran Duran named a song 

nd album after ltl Directed 
mystery master Alfred 

itchcock at the height or his 

wers: Notorious boasts a 
werhouse cast including 

ry Grant, Ingrid Bergman, 

d Claude Rains. In the film, 

evlin (Cary Grant) recruits 

the emotionally fragile Alicia 

n) to infiltrate a cadre of Nazis 

sh of uranium. Like all Hitchcock 

lures some amazing camerawork 

ended. 



Written by literary genius Graham 
Greene (The Quiet American), The 
Third Man welded noir seediness 
with the burgeoning mood of Cold 
War paranoia - a match made in 
heaven, if we do say so. The Third 
Man revolves !3round hack writer 
Holly Martins, who has relocated to 
Vienna to work for his friend Henry 
Lime (played by Orson Welles). 
Unfortunately, when he arrives he 

finds out his friend is dead - or is he? (Hint: He's not, 
and he's involved in ail sorts of shady dealings). Essential 
for a number of reasons, especially Welles' bravura 
performance. 

ALTHOUGH 
Max Payne's 

~::~~~~ the 

: translates Into Is a game that Is simply 
gorgeous. Seeing It In action, we mar-

• veled at the level of detail that Remedy 

shooter genre, It was not a graphical has achieved. The nighttime city looks 
masterpiece. Realizing that success , eerily real, as we saw rain splashing on 

in the rapidly evolving PC market can : the ground and neon lights reflecting 
never be taken for granted, this was the , on puddles and casting rea~time 
area in which Remedy has implemented shadows. During combat, shotgUn 

the greatest number of improvements. • blasts showered sparks off of a parked 

To achieve this, the development team van, which then exploded in a huge 
rolled up their sleeves and went about pyrotechnic display. Texturing (which 
ripping apart the original graphics , was a bit grainy in the first) has been 
engine. : improved exponentially, as has nearty 

Lake said, "The Fall of Max Payne is • every aspect of the game's visuals. 
using our own engine, heavily revamped The in-game character models also 

and rewritten since the original Max eclipse their predecessors. Facial 

Payne. The technology is there to • features can now be fully animated -

facilitate the best possible game experi- allowing the developers to raise 
ence - more detail, deeper immersion, • eyebrows, furrow brows, and recreate 
and cooler action. We have done loads • accurate lip movement. On a homeless 

of things to achieve this. We 've added character, the developers zoomed in 

facial animations and lip-synching, close so we could see the deep lines 

improved the lighting a great deal, • and pockmarks that scarred his face. 
added mirrors and dynamic shadows, , It's come so far that Max now has 

and licensed a physics engine, to name more than one expression! Jokingly, 
a few improvements. · • Castaneda remarked, •we didn't want 

Yes, that's a veritable laundry list of him to have that constipated look he 
technical enhancements, but what it had all through Max Payne.· 

Kiss Me Deadly (1956) 
Touch of Evil (1958) 

Sadly, this brilliant movie 
is now most often ·associ
ated with lite-metal trollop 
Lita Ford, but that doesn't 
mean that Kiss Me Deadly's 
rock-hard noir is anything to 
mess with. It features Ralph 
Meeker as Mickey Spillane's 
iconic badass detective Mike 
Hammer. After picking up a 
strange (but extremely attrac-

tive) hitchhiker, Hammer finds himself embroiled in a 
' plot that centers around a mysterious box called the 

"The Great Whatsit," which Quentin Tarantino paid 
tribute to with the glowing suitcase in Pulp Fiction. 

Orson Welles, over a decade past 
his classic directorial debut Citizen 
Kane, melded traditional noir to his 
innovative filmmaking technique in 
Touch of Evil. If you can get past 
the fact that Charleton Heston is 
supposed to be Mexican, you'll 
marvel at this dismal and gritty take 
on just how low h~man beings can 
sink. It's notable for its breathtak
ing opening scene, an extended 

crane shot that veers from angle to angle with no cuts or 
editing, and Welles' own creepy performance as the fat, 
corrupt lawman Hank Quinlan. This stands among the 
best American cinema of the 20th century, and is one of 
Welles' most'realized films. 



Boasting a cast that 
includes Jack Nicholson, 
genre pioneer John 
Huston, and Faye 
Dunaway; controversial 
director Roman Polanski 
recast the film nolr for the 
cynical post-Watergate 
era with Chinatown. Nicholson, as hard-bitten private 
dick Jake Gilles, uncovers a nest of scandal, corrup
tion, greed, and sleaze In a film that earned a number 
of Academy Award nominations, and a win for Best 
Original Screenplay. Chinatown Is nearly perfect in every 
respect, and has one of the most memorable lines in 
film history: "Forget It, Jake. It's Chinatown." 

Director Curtis Hanson, 
who had previously worked 
on such 13-grade potboilers 
as The Haf)d That Rocks 
the Cradle and Bad Influ
ence, was rocketed Into 
the Hollywood big leagues 
with this adroit adaptation 
of neo-nolr author James Ellroy's best-selling portrayal 
of corrupt cops In post-war Los Angeles. As a genre 
exercise, It's a good one - thrOWing everything from 
call girls to pornography rings to multiple murders to a 
conniving Hollywood gossip wnter (an excellent Danny 
Devito) into its byzantine plot. It's a little convoluted, 
but held together nicely by top-notch performances by 
Guy Pierce and Russell Crowe. 

If L.A. Confidential was 
a tribute to the nolrs of 
old, Memento took the 
conventions of the genre and 
twisted them Into something 
brave and new. Sure, telling 
a movie in flashbacks Is a 
common nolr device, but 
how about a movie told entirely in reverse? In Memento, 
Guy Pierce Is an amnesiac with no short term memory, 
who must unravel the mystery behind the murder and rape 
of his wife based only on some scant notes and tattoos 
which hold the keys to the solution. This is a remarkable 
ftlm in many respects, and its time-twisting narrative will 
have you scouring the DVD for clues. 



PIBAB[y the biggest with ways to surprise the audience after 
challenge • the techniques you pioneered were turned 
Remedy faced , into another cinematic Cliche. 

when conceptualizing the sequel was how The always-quotable Terry Donovan gives 
to address the host of games that had , a blunt assessment: "The answer to your 
copied Max Payne's "bullet time· slow- : question is: If a load of other people are 
motion action. Many of you probably still • doing it, how do you deal with it? You do it 
have fond memories of the first time you better than they could possibly imagine.· 
experienced it, as you leapt into the air For Remedy, this meant making improve-
and effortlessly took out groups of gang- , ments into their already-strong gameplay 
sters in one, sweeping motion. Then, after • design, in hopes of assuring that bullet 
you'd experienced bullet time, you experi- : time will remain the benchmark for third
enced it again in a number of subsequent : person shooter action. 
games. Ifs a situation similar to one "It has been copied a lot, hasn't it?" 
that the Wachowski brothers overcame In , opines Lake. "We find it very flattering. 
making The Matrix Reloaded- coming up • We've also had a couple of years to inno-



vate and brainstorm on how to make • different positions and utilizing cover 
bullet time even cooler. We've had like dumpsters and par1<ed cars. It's 
a lot of time to fine-tune it, and we • an exciting new dimension to the 
have done a lot to make it an even game, but not the only new surprise 
more integral part of the gameplay. : that Remedy has in store for fans. 
We've done things like separating the Lake elaborates, "There is also 
player and the enemies to different more variety to the gameplay. To 
time scales. This way, we can have give you Just one example, we have 
the enemies moving in extreme slow • a police station location in the game 
motion while the player still moves : where you get to play Max through 
a bit faster with a faster rate of fire. , a busy night. You get to talk to your 
It gives you a great feeling of power, : fellow officers, answer phones, inter-
and it looks great with the air filled view witnesses, interrogate felons in 
with massive amounts of particle , custody and so forth - all that's part 
effects and empty shells, spinning of a cop's wor1<. • 
slowly past the camera.· Another facet of the franchise that 

Unloading your Glock in Goel-like • is also receiving more care and 
fashion feels good before, but the thought is the console conversion. 
refined gameplay, coupled with • While the Xbox port of Max Payne 
engine enhancements like the new was as good as we could have 
particle effects and Remedy's use of , hoped; the best-selling PtayStation 2 
the industry-standard Havoc rag-0011 • version was very disappointing, 
physics engine makes the sensation and appeared to suffer from both a 
even more vivid. Now, enemies flail : rushed production schedule and the 
and spin in the air, crumpling to their • constraints of the console itself. 
knees and slumping to the floor. "The conversion was something that 

Although the developers are not • was thought about after the PC ~ 
changing the game's focus on blazing : was finished, rather than before.• 
gunplay ("[Remedy is] totally commit- : explains Donovan. "Considering 
ted to an Intense experience,· offers how well the console versions sold, 
Donovan. "You're not wandering • the development methodology Is 
around, messing about for a couple somewhat different this time around. 
of hours. You go from Intense scene • Rockstar Vienna Is working a little 
to intense scene."), the team does • behind Remedy (on the PS2 version], 
realize the need to offer levels that , but wltti the same asset base and 
provide more depth and variety than : everything wor1<ing h~ll-hand. 
In the past. One major addition sees Remedy Is Involved with making sure 
Max working with NPC characters. • that that the core game transfers 
One scenario has him coming to the • very neatly, because obviously it's in 
aid of three gangsters, assaulting our best interest that the difference 
a crowd of gunmen in a back alley. • between [ all three versions J should 
Running out of a building, his com- be as little as possible." 
panions took out snipers, covering 

. ALTHOUGH we felt fortunate to get an advanced viewing 
of the game, our time with Max Payne 2 raised 
more questions than it did answers. Is today's 

• audience ready for a mature, character-0riven love story in an action 
• game? Have gamers been burned by too many bullet time copycats? Can 
• Remedy put together a game that both tells a story and delivers the kind 

of gonzo gunplay that its fans demand? Terry Donovan acknowledges the 
, dangers that lie ahead. 

"It's tough not to go back and do it again when something is that 
successful, but everything that Rockstar is about Is taking risks,· replies 

• Donovan. "To go away for two and a half years and go back, involves a 
risk. There's no guarantee that you'll catch the flavor again. However, 
we·re confident in Remedy as narrators. We believe that, if done well, 

• gamers will appreciate a narrative driven by something other than one 
, of the other prime motivators you usually see. Love, as you point out, 
• is tricky subject matter, so it remains to be seen. But, it wouldn't be 

Rocks tar and it wouldn 't be Remedy if there weren't some risqu6 subject 
matter.· 

Given Rockstar's shocking success over the past few years and the 
: obvious devotion that Remedy exhibits for its hard-luck detective, it would 
• be difficult to bet against Max Payne 2. This fall, when Max Payne 2 is 
• finally revealed in its finished form, expect that gamers around the world 
• will be lining up to discover the answers for themselves. 
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FEATURE 

The first Prince of Persia 

&ame Is so often cited as an Inspira

tion to developers, that the tltle has 

become legendary - a rite of pas

sage for gamers and game makers 

alike. MIiiions have led t he acrobatic 

Prince through his convoluted pal

ace wrought with traps, decaying 

paths, and sword-wleldlng enemies. 

But, since the character's first game 

In 1989 and Its sequel In 1996, a 

release that truly lives up to the 

extremely high expectations of the 

brand hasn't been realized. 

For this reason, one welcome sur

prise at this year's E3 was Ubl Soft 

Montreal's forthcoming The Prince 

of Persia: The Sands of Time. After 

letting an opportunity to spend some 

quality time with the development 

team and the game, It looks llke this 

release Is going to achieve much 

of what the orlglnal did: moving the 

action genre to the next level by chal

'9nllng gamers' skllls and developers' 

standards for animation, level design, 

and art direction. 

■ POIUIAT PIAYSTATION 2/ 'IWX/ GAMKUSE/ PC./GAME 
BOY AINANCE ■ ITYLII 1-PIAYER ACTION/ PIATfORM 
■ l'Ual ..... UBI SOfT ■ DIWLONR UBI SOfT 
MONTRfAl ■ BUAA NOVEM8ER 
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Ubi's involvement in the Prince of Persia saga 
started in early 2001. The company was on a buying spree and 
had recently secured the entertainment divisions of Mattel, who 
owned the rights to Myst and Prince of Persia, among others. 
The prestigious Ubi Soft Montreal studio (well known for the 
Splinter Cell series) was asked to start work on an all-new 
Prince of Persia game. By the time the middle of 2001 rolled 
around, the team had a few ideas about how they thought the 
Prince should move in a 30 environment. 

Yannis Mallat, producer on The Sands of Time, says, "What 
we wanted to do was have Jordan (Mechner) on board with 
us from the beginning, and I invited him here in July.• At their 
request, Mechner, the creator of the original Prince of Persia 
title that so revolutionized the idea of what video games could 
do, came by the Montreal studios. What they showed him was a 
series of almost 20 animations - things like the Prince running 
along a wall, flipping over an obstacle, and kicking enemies like 
a mad whirting dervish. With pride, Mallat remembers, "The 
core team and I were watching his face as he was watching the 
thing. He was totally amazed. We saw at that time that we had 
something really great. That was the start of the project.• 

The team immediately began a period of intense pre-

production. A basic idea they had about this game was that they 
needed to ignore the previous entries from a narrative point of 
view. Patrice Desilets, creative director for The Sands of Time, 
explains, "We say that it's before the first games, but there's no 
real link between the stories. It's always a prince in Persia, living 
an adventure. We wanted to keep the experience of the first two 
in this game. That experience, even for fans, is small memories 
of feelings. We are trying to give those feelings back.• 

During these early stages, they needed to make rules that the 
Prince, the enemies, and the environments were going to be held 
to. For example, when the Prince is running on or rebounding 
from a wall, he is always at a ninety-degree angle. It's pretty 
simple as a rule, but that's where the fun can be had with level 
designs. The animators and level designers worked together 
extensively during this stage to make sure that the Prince's 
abilities and the environments complemented each other. In 
addition, Mechner, who was originally going to be a consultant 
on the project, tasked himself with cleaning up the plot and 
recording dialogue for the handful of main characters. Earty in the 

development cycle, Mechner commented to the team that he had 
"rediscovered the joy of making video games.· 



This story that a handful of people worked so 
hard on is deceptively simple. The gameplay and narrative 
devices are based entirely on the Sands of Time - literally 
a pool of sand. "The Sands ofTime are mysterious. It's like 
the ring in The Lord of the Rings, or the Force in Star Wars. 
It's something you can master, [or] it can destroy you,' 
explains Mallat. 

Obviously, it begins with a Prince ... in Persia. His father, 
the sultan, is presented with an opportunity for an easy 
military victory - at a price. The vizier of a wealthy palace 
in lndla has offered information to make the conquest a 
simple one for the Persian sultan and his tempestuous son. 
The sultan accepts the terms of the deal, which revolve 
around the vizier supplying vital reconnaissance and the 
sultan giving the vizier first pick of one treasure from the 
palace. Father and son trek to India, and that's where the 
player starts the game. 

While a battle rages outside, the Prince wanders inside 
and stumbles upon the Sands of Time. He picks up a 
dagger, not realizing that this weapon Is the Excalibur of 
ancient Persia - he who holds the weapon, controls the 
sands. Without mentioning the find to his father, the Persian 
army heads back home. I ~ 

Some time later, the sultan Is entertaining a neighboring 
leader and wishes to offer him a gift: the Sands of Time. 
He is touched, as the Sands are beautfful, but doesn't 
understand what it is that they do. Enter the traitorous 
vizier from stage left - he would be happy to explain that 
the sands have the power to manipulate time; but if used 
ipappropriately, they will turn everything they touch into 

evil versions of their former selves. Only those who have 
something made from the sands would be saved from this 
wave of horrible mutation. 

At the same time as this conversation is taking place, the 
Prince is once again investigating the Sands. Holding the 
dagger, he unwittingly unleashes the Sands and ewryone in 
the palace is effectively killed - turned into sand creatures 
capable of only inhuman grunts and bloody attacks. The 
Prince turns quickly to see that the guards and harem girls 
are lurching toward him with weapons drawn. 

What follows Is the first real in-game tutorial. You get a 
taste of the Prince's moves and first sight of the Princess -
who will be your only companion from here on out. While the 
Prince battles, the Princess yells for him to use the dagger. 
"It's the only W<lf to kill them,' she hollers. Now, why is she 
alive ... and how does she know about the dagger? For the 
rest of the game, she may be both your enemy and ally. 

Although the beginning, a brief period in the middle, and 
the end of the game feature cutscenes to explain the story; 
most of the tale is told through ·sand visions.' The palace 
functions much like a dungeon in Zelda in that you have to 
kill all of the enemies to progress to the next room. As the 
Prince makes his way through each foe, the Sands of Time 
held within them pool in the room. After clearing the area, 
they form a column that the Prince steps into and has his 
sand vision. ·we use this to deliver level design hints and 
also to unfold the story. It's visually impressive because it 
has its own art direction,' says Mallat. The appearance is 
something like the flashbacks in Memento; they are choppy, 
dark, and not immediately understood by the player. 
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Everything in this game revolves around 
the sands: the art direction, the Prince's movement, 
the plot, and the way that the story Is delivered. Art 
director Raphael Lacoste explaines that, "Everything 
in the environments needs to be justified. We want it 
not to be realistic, but believable." In the name of that 
goal, all of the environments in what Mallat describes 
as the third main character - the palace - are washed 
in colored fog. "Even when you get up close to the 
walls, they aren't blurry, but they look like a painting," 
says Lacoste. 

Lead level deslgl'}er David Chateauneuf told us, 
"Everywhere that you can see while playing the 
game Is a 'real' place - somewhere that you will be 
in 20 mlllutes or were already at four hours ago.• 
In addition, the team felt that it was an absolute 
necessity for the platforming areas of the game to be 
a room that would have a purpose in a real palace. 
One level that we played involved getting to the bottom 
of a tower. Yoo would run over a switch while sprinting 
along the wall and stop on a platform that came out 
because you hit that switch. Th~ trioK Is that the 
platform will pull back in a few seconds and you have 
to keep moving. In that same room, you'll later have to 
run along the wall, hit a switch.Jump off the wall, grab 
onto a pole holding a large lantern, swing off that pole 
like a crazed r,,nnast, land on the platform, run, and 
leap to the stationary balcony on the other side. Then, 
you breathe a little and check out the rest of the room'. 

If It sounds complicated, well, It is. But the repetitive 
nature Inherent in timed-platform exercises of this 
scope Isn't frustrating because you get a step further 
with each try. 'f!lls Is a calculated decision by the 
entire Sands of Time team - they want you to have to 
work for it, much like Mechner's first Prince of Persia 
game; and they want you to take advantage of the 
powers that the Sands of Time offer you. The Prince -
as the chosen one with the dagger - has the ability 
Jo manipulate time by rewinding up to 10 seconds, 
fast-forwarding to manage a group of foes, or freezing 
enemies in their !racks. Rewinding, In particular, is 
extremely useful. You can jump off of a balcony, realize 
that you've plunged to your doom, and (if attempted in 
time) rewind to the second before you leapt. It's a nifty 
feature that's presented like a rewinding VHS tape, 
complete with tracking lines and grainy effects. 



To sell these moves in the original Prince of Persia, 
Mechner had done painstaking rotoscope work to animate 
the character's actions, tracing film footage of his brother 
frame by frame. This time around, Ubi Soft used motion 
capture for the initial tests. When asked how they are 
handling all the movements in this title, and if they're using 
motion capture, Mallat explains, "[Motion capture] is good 
to get wonderful animation cycles. But the problem is that, 
In a video game, you don't watch animations; you play 
animations. In tons of games, you have wonderful animation 
cycles, but the in-between is jerky.• Instead, the team Is 
hand-animating over 750 different motions. That's not to 
say that the Prince has 750 combat moves available to him; 
rather that every possible segue, attack to various-sized 
opponents, and all conceivable user Inputs are being taken 
into consideration. We can safely say that the work put forth 
is a tribute to the franchise, and well worth the effort. 

But with 750 animations for the Prince alone, he must have 
a lot of moves, right? We asked for a number. What we saw 
most often is that people would start counting on their hands 

and then multiplying for moves off of enemies, rebounding 
from walls, finishing attacks, those with a jump, special 
moves ... the mental math was clearly staggering. What was 
finally decided was that there are roughly six moves per face 
button on the controller and 12 different move packages. 

Combat within the game almost always involves multiple 
enemies. Unlike The Mark of Kri, which had the player 
sweep an analog stick along the line of enemies and the 
game assigned a button to each foe, the Sands of Time 
method is more handS-On. Players select the attack target 
by pointing the analog stick in the direction of the enemy 
and select an action: block, attack, Jump, counter, etc. But 
this is not turn-based combat in any sense of the word. 
While the earty enemies will fall quickly, later baddies 
demand a strategic attack. Also, after each enemy is felled, 
you have to stab them with the sand dagger to retrieve the 
Sands of Time. If you don't do this quickly enough, they will 
rise up to be fought again. 

The dagger, your sword, and the arsenal of acrobatic 
manewers are the only things going for the Prince in battle; 

ult's always a prince In Persia, 

living an adventure." 

- Patrice Desilets, creative director 

but the sword"s power and appearance will evolve with the 
Prince's as the journey progresses. The team is calling 
this the • Die Hard effect.· As the Prince sees more battle 
within the castle, he will shed items of armor or c lothes that 
aren't useful anymore. He starts with full leather shoulder 
pads and chest protectors, but by the end, he's on ly 
sporting shoes and the trademark white, puffy pants. The 
sword evolves from an average blade to what can only be 
described as bad ass. 

The first Prince of Persia set out to change the w ay 
people experience games: it was challenging, but 
beautifully animated; it had a story, but was more about 
mastering the palace and the Prince's moves. The Sands 
of Time is out to make the same leap for the indu stry -
pushing animation, combat, and platforming action further 
toward the next step. In all honestly, this title looks to be 
the treatment everyone should hope that their favorite old
school game franchises receives. 
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CHINES 

PC Gaming, in many people's minds, is the ultimate experience. It's }OU sitting right in front 

of the screen, with so many commands at }OUr disposal. There is no other platfonn that 

gives }OU the ability to modify games or add graphic cards to crank up the power of }OUr 

hardware. It's really the die-hard gamers' playground. 

If }OU have been looking for a new computer. and could care less about how well it runs 

Microsoft Excel, this round-up of the world's most powerful gaming machines is for you. 

FragBax 

Pr-. 
2.66GHz Intel Pentium 4 

Gnphlcs c.d: 
nVldia GeForce FX 5600 128 MB 
video RAM 

CoolExtra: 

Falcon Northwest also has a wide variety 
of high-end desktops, but their new 
FragBox is specifically designed for the 

PC gamer on the go. Featuring a 2.66GHz Intel 
Processor, an nVidia GeForceFX 5600, and a 
compact 8" by 12" footprint, this machine is per-
fect for the dorm room or just taking with you to a LAN party. 
Encased in clear plastic with a cool blue-neon glow coming 
from its core, you can't help but like the look of it. Front 
USB, microphone, speaker connections, and Firewire 
make for easy use. 

80 GB Hard Drive, 512 MB RAM 
(Upgradable to 1 GB) 

Price: 
$995 

Our favorite part of the FragBox is the price. Sure, it's not the fastest 
machine in the lot, but with a cheap price tag you really can't go wrong. Add 

Website: 
falcon-nw.com 
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in a nice $329 NEC 15" LCD monitor and you can play your PC just about 
a~ere. 

Maingear 
Fl31 

Proces-. 
3.2GHz Intel Pentium 4 

Graphics C•d: 
nVidia GeForce FX 5900 256 MB 
video RAM 

Cool Extras: 
Dual 120 GB Seagate Barracuda 
Hard Drives, Flash Card Reader, 
CD-R/W, DVD-R/W, 16X DVD ROM 

Price: 
$3,091 (without monitor) 

Website: 
maingear.com 

The newest member of the elite computer 
gaming marl<et is upstart Maingear. 
Offering a wide assortment of machines 

from cubes to mobiles, their F131 is definitely 
one of its best, and the PC certainly looks 
the part. 

Featuring a sleek silver casing with a blue 
hue beaming out from its logo on the front, 
all will be mesmerized by its beauty. Hidden 
behind its good looks is a monster of gaming 
hardware. Built with all the latest and greatest 
components and coming in at a comparable 
price point, the Maingear is an easy choice for 
even the most discerning gamers. 

The machine can be a little loud, but the 
flip-top bay for USB, Firewire, and microphone 
inputs on the tower's top more than makes 
up for any annoyances. If you are looking for 
a machine that will give you maximum playing 
power without clearing out your pocketbook, 
look no further than the Maingear F131. Also 
grab the NEC 22" Multisync FE2111 Flat CRT 
for $569 if you really want to live the high life. 
The thing is smoking. 



Vaadaa 
F-Class 

Pr-. 
AMO Athlon XP 3200+ 

Gnphlcs card: 
nVidia GeForce FX 5900 256 MB 
video RAM 

Cool Extras: 
lmola Orange Case & Monitor, 
Dual 30 GB Hard Drives, 1 GB RAM, 
Intricate Voodoo Tattoo 

Price: 
Each machine is custom. So if you 
are asking, you can't afford it 

Website: 
voodoopc.com 

Dell 
Dimension 
XPS 

Pr-. 
3.2GHz Intel Pentium 4 
Gnphlcs c.d: 
Radeon 9800 

Cool Extras: 
3 Year Warranty, Windows XP 
Professional, 1703Fp Ultrasharp 
Digital Flat Panel Display, 240 GB 
RAID O Hard Drive 

Prtce: 
$3,547 

Webelte: 
dell.com 

The self-professed 'Dream Machine" from Voodoo 
is indeed a fabulous looking piece of computer 
equipment. You can get them in an assortment 

of racy colors and a variety of cases. The F-Class even 
gives you the cool clear side panel with a light source 
to not only give you a good view of the inner workings, 
but let you bask in its nerd-glow as you sit in your dark 
abode playing games into the wee hours. 

Voodoo machines aren't for everyone. But if you 
can afford one, they are extremely well built. Not only 
is it rather quiet {and for anyone that has owned an 
Alienware tower, you know of the loud fan hum we 
speak of}, it's super sleek in design for easy expansion. 
Our one complaint is that the machine doesn't offer 
front inputs for USB or Rrewire, a definite annoyance for 
iPod users or digital camera fanatics. 

If you consider yourself a PC connoisseur, there really are few 
other options that let you express your love for the almighty computer. 
From crazy colors to the fastest in processors, the Voodoo f.Class is in a 
league of its own. 

AlienJNare 
Area-S'IM 
Extreme 

Proc:euor: 
3GHz Intel Pentium 4 
Gnphlcs card: 
nVidia GeForce FX Go5600 

Cool Extras: 
DVD Remote That Even Lets You 
Surf The Web, Compact Design, 
Stereo Speakers, Alien Eyes On Lid 
That Light Up 

Price: 
$3,099 

Webelte: 
alienware.com 

At one point in Game Informer's career, we only bought 
Dell PCs for gaming. To be frank, they sucked. There 
was way too much software loaded on that we 

didn't need, and getting good graphics card drivers 
was a pain in the behind. Enter the new gamer
friendly Dell Dimension XPS. Not only can you 
get a fairly clean machine software-wise, you 
can load it up with all the latest hardware so 
the machine really flys. 

The Ultrasharp Digital Flat Panel was an 
especially nice addition, and the thing is 
Just simply gorgeous to look at. While the 
XPS doesn't sport any fancy glowing colors, 
the box Is better looking than we thought 
it would be from the pictures. Plus, it has a 
cool front bay door that folds to the side rath
er than flapping around like most high-end PCs. 
It also features USB, Rrewire, and a headphone 
Jack under a front panel for easy use - a definite 
plus in our book. 

If you love tweaking your machines after you buy them, 
the Dell may not be for you; but if you are looking for ease of use 
and a comprehensive warranty, you really can't go wrong with the XPS. 

FEATURE 

Take just about any PC on this page and 
imagine what it would take to stuff it all into 
a laptop. Sound impossible? Well, it's not, 

for the newly redesigned Area-51M mobile gami['€ 
machine from Alienware. 

It may not be the lightweight, super-slender 
laptop your dad totes around the office, but this 
baby can cook. Featuring a 3GHz Intel Pentium 4, 
an an~are 16 inch TFT high-resolution display 
panel, 2 DOR SDRAM sockets, a multifunction 
card reader, wireless 802.11 support, and a host 
of other goodies; it's easy to dream of a brighter 
day where this PC powerhouse is with you every
where you go. 

Like any laptop, there is a certain amount of 
video lag; but that is the price you pay for being 
able to whip out your machine anywhere and 
play Half-Life 2. If you are looking for a portable 
machine and love gaming, make sure you just 
forget your belief that a laptop should be light as 
a feather and easy to carry - just buy a backpack 
and this portable powerhouse. 

GAME INfOUIII 55 



56 GAME INFOIMEI 

ffle COUJH of..,,,,,,., El«:ttonlc Am ,,_ ,,_,, rtWtllfHI • tN ru 
""k and the only company capable of delivering entertalnl,w hockey. Over the last couple 

of years, however, newcomers like NHL Hitz and Sega's 2K series have given gamers 

different options that are Just as good, If not better, than EA 's product. With this year's 

batch of games, the competition Is really starting to heat up. After hearing how dlsa~ 

pointed fans were with last year's NHL title, EA has completely revamped the game from 

the ground up. Sega Is also starting from scratch, and has even changed developers. 

Midway's NHL Hitz has adopted the philosophy of the pros to go with Its over-the-top 

antics. Amidst this year of change, Microsoft Is launching its very own franchise, and 

hopes that NHL Rivals' onllne presence Is the key feature that gamers are looking for. 

Usually, sports titles are updated from year to year. For this season, however, every

thing Is different and everything Is new. WIii hockey fans embrace the realism that EA Is 

shooting for? Does Sega's "more Is better" attitude excite gamers, or will they stick with 

a title that Just delivers the basics like NHL Rivals? Did Midway Improve Hitz with 5-on-5 

play and authentic rules, or Is It too much like every other game? Of course, you're prol> 

ably also asking yourself, "Why hasn't 989 Sports suited up for this year's season?" 

We've played each game extensively, and have talked closely with the developers to 

secure all of the answers and Info that you are looking for. Do you Just need to purchase 

one title? Read on to find out! 
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■ PUIIUINIR SEGA SPORTS ■ DIVILOPlll KUSH GAMES ■ ULIAII SEPTEMBER 16 

L ast season, with EA falling from grace, Sega produced 
the most rewarding hockey simulation. Apparently, 
it wasn't good enough. For this year's release, Sega 

has ditched the 2K moniker in favor of ESPN and has 
also changed development houses from Treyarch to Kush 
Games. Rather than starting from scratch, Kush is still 
working with the same engine from last year's release. 
Considering the time it takes to get acquainted with 
Treyarch's coding and Sega's development philosophy, 
Kush has made a number of remarkable enhancements. At 
the same time, however, you can clearly see some areas 
that were passed over and forgotten about. 

The gameplay has evolved substantially, and gives players 
a greater degree of control over the action. Two new deke 
options have been implemented. By pushing the right analog 
in different directions, players will perform special moves like 
a quick stop or a puck flip. Additionally, holding down the B or 
circle button activates a manual deke, which allows players 
to freely move the stick In different directions. 

Kush is also addressing the difficulty level - primarily the 
unbeatable goalies. In such, it will be much easier to score 
this year. Snipers will be able to hit the top shelf from the 
blue line, and by Jamming on the shoot button, players who 

are tied up in scrums in front of the net will do everything in 
their power to get the puck past the goalie. They'll even dive 
for it. To accompany actions like this, Kush has created a 
number of new animations, including flashy sequences like 
players barreling over the boards. 

As far as the Franchise mode is concerned, little outside 
of multi-user support has changed since last season. Much 
like the Crib in ESPN NFL Football, a number of unlockable 
goodies can be found in the new Skybox feature. In this 
stylish room, players can view historic jerseys, trophies, 
and countless other items that they've unlocked through 
this game's robust token system. Of course, you can also 
compete In an air hockey mlnlgame. The Skybox Is not as 
deep as its football counterpart, but it is comparable and 
provides a driving force that the competition lacks. Being 
able to unlock things like pond hockey and classic uniforms 
should keep gamers playing for eons. 

Going one step further, Kush has created a handful 
of skill games that are based on the All-Star event. The 
categories range from Hardest Shot and Accuracy Shooting 
to Puck Control and Fastest Skater. 

ESPN also boasts a new graphics engine that features 
flashy helmet mapping and the smallest of details. For 
instance, if a player Is missing a few teeth In real life, they'll 
lack them in the game as well. For online purposes, ESPN 
will support voice chat for both Xbox and PlayStation 2, plus 
a host of gameplay options. 

DEPTH CHART 
(Preseason Estimates Only) 

Online Graphics 

Much llke EA, this Is a rebulkll~ year for Seca'• hockey. Rather than competl~ on the 
franchise front, ESPN focllHI on pmeplay, collectlblel, and mlnlprMS. It's clellnltely 
headln& In the rllht direction, but the array of new feature■ and shortened development 
time may lead to the pme bel~ spread too thin In key area■. 

The minIgame~ are levem,hl) add1ct1\c .ind support multIpl,1~er compet1t10ns 
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S ■ DIVILONII EA SPORTS CANADA 

A fter winning over the hearts of gamers for a decade strong across 
almost every conceivable platform, EA's mighty NHL franchise was 
finally upstaged last season. In an attempt to take the series to the 

next level, EA reworked the way the game looked and played, which proved 
to be costly. It didn't perform up to code; the graphics were degraded to a 
certain degree; and the commentators focused more on comedy than the 
sport itself. To say the very least, hockey enthusiasts turned to Sega's NHL 
2K3 and Midway's NHL Hitz 2003 for their needs. 

With this year's release, EA is basically starting from scratch - much like 
it recently did with baseball. When development began, the focus was to 
get back to the basics and concentrate on the physical side of the sport. 
When you pick up the controller, you'll notice that the entire button layout 
has been modeled much differently. There are now two pass buttons: one 
for normal passes, the other for saucers. Holding them down determines 
how hard your pass will be. You can also angle passes away from your 
teammates to the boards or open ice. 

Just as significant of a change, EA has moved the checking controls to 
the right analog stick - which allows players to dictate where they throw a 
hit. In total , EA plans to have over 100 different hits in the game, and has 
even motiorK:aptured two-player collisions to ensure that these sequences 
look as realistic as possible. By applying a shoulder button (which EA calls 
the shift) to your hits, you can perform poke and hip checks. The shift 
button also works in unison with all of the face buttons for specific moves 
like diving and blocking shots. The game also features a tie-up button. As 
you can probably guess, this function can be used to tie up a player In front 
of the net and along the boards. 

Keeping with the physical theme, fighting is no longer completely out of your 
hands. You'll have the ability to determine when players drop their gloves and 
beat each other senseless. And yes, if you continually run into the goalie and 
unleash slapshots at him well after the whistle, there's a chance that he will 
become irate and try to take out his aggression on your face. 

The entire offensive and defensive Al scripts have been completely 
rewritten, dekes are easier to perform, and goalies are insanely realistic -
with over 90 save animations for butterfly, standard, and hybrid types. 

As far as fantasy options go, NH L's Dynasty is Just as comprehensive as 
Madden's Owner's mode. As you progress through seasons, you'll earn 
points that can be used to purchase new equipment for locker rooms, hire 
goalie coaches, and upgrade the vehicle types for travel on the road. You 
can also adjust ticket prices. The fans that come to your games are fully 
polygonal and will react realistically to certain situations. For instance, 
they'll heckle players and may even leave the stadium during blowouts. 
Online play (for PS2 and PC only) is just as impressive and offers USB 
headset support. 

To round out the experience, the new commentary team of Jim Hughson 
and Craig Simpson focuses on the finer points of the sport and not what 
kind of Beavis and Butthead remarks they can make about it. 

DEPTH CHART 
(Preseason Estimates Only) 

After a rocky year, EA II back where It needs to be. The pmeplay II smoother than ever and 
the new features only add to the e11cltement. But has EA &one too far? Are the controls too 
comple11? When It comes to replay, however, EA has the onllne and franchise modes covered 
better than any(ll19. 
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■ PUBUIHIR MIDWAY ■ DIYILONll NEXT lfVEL GAMES■ ULIAA SEPTEMBER 22 

W ith the change in moniker comes a completely 
different gaming experience. NHL Hitz Pro now 
features 5-on-5 hockey and stronger ties to the 

authenticity of the sport, as opposed to the 3-0n-3 arcade 
styling and highly exaggerated presentation of previous 
years. The realism in play is embedded into every aspect 
of the game. Each team features full rosters and lines. 
On the ice, players will fatigue realistically. If they play 
aggressively and throw a ton of checks, they'll tire quickly. 
The presentation also hones in on the realism of the sport. 
Insanity no longer ensues in goal celebrations and the out
of-game sequences make sense to the situation at hand. 
Visually, you'll also see close attention paid to the little 
details in the game, ranging from a player wearing his jersey 
untucked to the design on a goalie's helmet. 

While it would seem as though Hitz is becoming more of 
an authentic simulation, it's actually the same hard-hitting 
game as before. The new direction simply expands upon 

the experience. 
Your players will still 
catch fire and the 
commentary team is 
just as high-strung. 
Without a doubt, 
NHL Hitz remains the 
fastest game on ice 
with the biggest bone-

crushing checks and highest scoring affairs. 
With 5-on-5 play, players have more variables at their 

disposal. You can set up the offense and flip around lines 
to offset the defense. Developer Next Level Games has also 
tweaked the gameplay and Al to open it up even more. When 
a player is behind the net, two new actions can occur: They 
can either take the puck themselves and try to perform a 
flashy wraparound move, tucking the puck into the corner 
of the net (which no other hockey game has); or they can 
attempt a saucer pass over the top, in hopes that one of his 
teammates will knock it in. The Al in Hitz features deflection 
desires, which means that if the puck is airborne, they may 
make an effort to bat it down or take a swing at it. If you 
felt that stick handling was too much like a yo-yo before, 
manual stick control is now included. The general movement 
of players is not as robotic, either. The players oow glide like 
they should. 

Outside of gameplay, a number of new options are 
available. You can learn how to play the game in newly 
implemented Hockey School mode; enter Pick-Up Hockey for 
match-ups on a frozen pond or in a roller rink; go online to 
compete in tournaments (PS2 and Xbox only); or play for 20 
full seasons as an up-anckoming team in Franchise mode. 
To appease sim fans, every statistical category is tracked 
and a full 20-man draft is in the game. 

DEPTH CHART 
(Preseason Estimates Only) 

Frontend Gameplay Online Graphics 

AlthoulOI It leans more toward realism, Hitz la • spastic hockey pme and remains In • 
lea,ue of Its own. The pmeplay 11 much deeper than before, and the lnclllllon of Franchlle 
mode IIIVH pmers • reaon to keep comlnc back for more. It'•• different direction than 
the other hockey pmea, but may become aomethlnc that every- wlll want to play. 
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■ PUel.11 ... ~ \ICROSOFT ■ DIYILOPlll MICROSOFT■ IIIUAII NOVEMBER 

W ith the competition either renovating or rebuilding 
their games from the ground up, the timing really 
couldn't be much better for Microsoft's hockey 

debut. Rather than trying to give gamers everything right 
out of the door, the focus for this year's game is to nail the 
basics and grow from there. That's not to say that it isn't 
deep, you just won't see a lot of fluff or irrelevant material 
tossed in for good measure. Microsoft has also made the 
wise decision to ship the game when it's done and not 
push for the beginning of the hockey season. As of now, 
the release date isn't concrete, but the company hopes to 
have the title on store shelves no later than November. 

On the ice, Rivals brings something new to hockey, but 
also taps into features that we've seen in other titles. The 
face-off system, for instance, is designed similarly to last 
year's NHL Hitz. When the puck is dropped, you'll be able 

DEPTH CHART 
(Preseason Estimates Only) 

Frontend Gameplay Online Graphics 

to block the puck with your stick, kick it, or win it clean. 
The entire face-off system is based on stick placement and 
moves performed by the player. 

The gameplay itself focuses on a player's individual 
talents and is broken down into Enforcers, Agitators, 
and Snipers. Each of these classes features different 
abilities, moves, and overall styles of play. In every other 
hockey game, each player is basically the same. Of 
course, personalities also come into play. Therefore, each 
player has a Fighting Fuse meter. If a particular player is 
renowned for throwing down and being a bad boy on the 
ice, his fuse will be shorter than others. Rile him up by 
throwing out an assortment of checks or hooks and he'll 
drop his gloves. The player on the receiving end has a say 
in this, however. Even if someone wants to fight, you'll have 

• SCOUTING REPORT• 
Microsoft's Inaugural hockey release Is designed from a conservative point of view. You 
won't flnd a wealth of e- modes or fantasy options In Rivals, but It does have a ._ 
,ameplay package and robust onllne presence. It's perfect for pick~ sessions, 
but may not have what It takes to lure hardcore hockey fmmtlcs Its way. 
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the ability to back down and avoid being charged with a 
costly penalty. 

The biggest feature in Rivals is actually found at the main 
menu. This game will be equipped with Xbox Live support 
and will take full advantage of the new XSN Sports. This 
means that you'll be able to create your own leagues, talk 
trash, select rivals, and check the current happenings, 
stats, and trade proposals from any welHJased service 
(including cell phones). Outside of the impressive online 
functionality, Rivals' frontend is fairly slim. You can only 
play through one season, and fantasy options are nowhere 
to be found. It does have decent pick-up options like 
historic rivalry matches, where you can recreate some of 
the most heated games of all time; but it doesn't have 
much in the way of customization. 
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NHL FaceOff 2004? 
Rather than trying to create a 
new game from scratch as every 
other developer has basically 
done this year, 989 Sports has 
decided to take a year off with 
FaceOff. This comes as quite a 
surprise since the company had 
already cancelled its product 
for the 2002 season, hoping 
that the two-year development 
cycle would create a better 
product. Hopefully, the more 
time vested will equate to a 
remarkable new direction for 
this troubled franchise. 

All facts and figures are subject to charge by the deYe/oper 

Release Date 

Franchise Mode/ # of Years 

Multiple Franchise Users 
Fantasy Draft 

Tournament Mode 

Playoff Mode 

Create-a-Team 

Expansion Mode 

Create-a-Player 

Classic Teams 

International Teams 

Hall of Fame 

Variable Season Lengths 
Chooseable Tie-Breaker Options 
Saucer Pass 

Manual Line Change 

International Rules 

Delayed Penalties 

Degradeable Ice 

In-Air Puck Grabs 

# of Post-Season Awards 
# of Polys per Player 

Broken Glass on Boards 
Analog Dekes 

On-the-Ry Stratel!l'. Changes 

# of Fighing Moves 

# of Star Players Face Mapped 

Player-Specific Moves 

Online Play/ Band 

Online Chat/ Method 

Online Tournaments/ User Made 

Roster Downloads/ Frequency 

Online Matchmakinl! 

Online User Stat Tracking 
Web Pal!e Support 

Online Messal!e Board 

Non-Default Rosters Online 
Online Subscription Price 

Commentary 

Cover Star 

I 

l 
I 

I 

NHL Hitz Pro 

September 22 

YH/One 
YH/30 (Franchise) 

Yes 
YH (Online Only) 

YH 
Yes 

No, Create-a-Team 
Replace NHL Team 

Yes 
Yea 
Yea 

No 

YH 
No (Always Overtime) 

No 

Yea 
No 

Yes 
Yea 
Yea 
24 

5,818 

Yea 
Yea 
Yes 
1 

667 

No 

PS2 & Xbox (Broadband Only) 

Keyboard (PS2 Only) 

Yea (User Made) 

No 

No 

Yes 
No 

No 

YH 
TBA 

Harry Teinowitz & Tim Kitzrow 
Nicklas Lidstrom 

NHL 2004 

September 1 (Xbox), 
September 16 (PS2, GC, PC) 

Yes/20 Years 

Yes/ 30 (Season), Dynasty (1) 

Yes 
Yes 
Yes 
Yes 

No, Create-a-Team 
Replace NHL Team 

Yes 
Yes 
Yes 

Yes, for the GM in Dynasty 
Mode (GM Hall of Fame) 

Yes 
Yes 
Yes 
Yes 
Yes 
Yes 
Yes 
Yes 
18 

4,500 

I Yes 
I Yes 

Yes 
30 

800 

No 

PC & PS2 Online (Broadband 
and Dial-Up) 

Voice Chat & USB Keyboard Chat 
(PS2 Only) 

Yes (User Made) 
Yes, one to four times a month de-

pendant on frequencv of transactions 

Yes 
Yes 

I No 

No 

No 

No 

Jim Hughson & Craig Simpson 

TBA 

ESPN NHL Hockey 

September 16 November 

YH/Unlimited No 

YH/30 (Franchise) No 
YH Yes 
YH Yes 
YH Yes 
No No 

No No 

Yes Yes 
Yes No 
Yes No 

No No 

YH Yes 
Yes Yes 
Yes Yes 
Yes Yes 
YH No 
Yes Yes 
YH Yes 
YH No 
15 18 

6,000+ I 6,200 
I YH I No 

I Yes No 

I Yes Yes 
I 5 6 
I 600+ 100+ 
I 

I Yes (for player styles like No 
Sniper + Agitator) 

PS2 & Xbox (Broadband I Yes and Dial-Uol 

Voice Chat (Both) I Voice Chat 

TBA Yes (User Made) 
Yes (Beginning of Season, All-Star YH, Monthly 
Break, Playoffs, End of Season) 

YH Yes 
TBA Yes 

I TBA Yes (XSNSoorts.com) 

TBA Yes 
No No 

No Monthly Xbox Live 
Gary Thorne & Bill Clement John Davidson & Sam Rosen 

Jeremy Roenick Steve Yzerman 
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Game lnfonner recently got a chance to chat with Adrian Askatfell awl Chuck Gonion, the brains behind the upcoming Spy Hunter movie 
featuring Dwayne Johnson, otherwise known as the Rock. Adrian Is an ex«rtertalnment attomey tumed producer, and Chuck Is best 
known for his worlc on Die Hard 1 and 2, Flekl of Dreams, October Sky and the upcoming The Girt Next Door, to name a few. The film, 
being developed by Universal Studios, will begin productJon In January. This bigbudget feature will be more than Just a movie. It's going 
to change the way people look at video games - at least that's what we feel like aft.er talking to these two. Read on to get a glimpse of 
their vision, and see what the future holds for the Spy Hunter Ill video game. 

GI: What made you dedde to pick a video game lk:ellM for a movie? 

Adrian: Well, when I was an attorney, I did a lot of work for video game com
panies; and you know, I've always wanted to. I am always looking for good 
ideas. Chuck can tell you the same thing. When you're a producer, it doesn't 
matter where an idea comes from. It could be a magazine article, a newspaper 
article, a book, a comic book, someone's idea on a napkin, or a video game. 

Spy Hunter was just a phenomenal idea to be turned into a movie. But what 
also gives it that additional punch is that the video game business is just 
exploding, and it's bigger than the film business in many ways. The idea of 
having a successful video game and a successful movie at the same time is 
just two giant pieces of this big pie that you're involved with, so they sort of 
drive each other if it's done right. 

GI: Who signed on to write the script? 

Chuck: Michael Brandt and Derek Haas. 

A: Their last film was 2 Fast 2 Furious, which has done about a hundred mi~ 
lion dollars domestic at Universal. 

GI: Tell us about the Spy Hunter movie. Where .. you at? When do you 
hope to have It finished? 

A: We hope to go early next year. We're waiting on a new draft of the script 
that we should have in the next three or four weeks, and we hope to go right 
away. The Rock is anxious and waiting for the script. 

GI: We can believe that. Did you woltl with him ..ty on In the develop, 
~ 

A: Yeah, we met with him and got some thoughts [on the project]. It was 
interesting because it turned out that - and we didn't know this when we set 
him up - it was one of his favorite video games growing up. 

GI: can you ~e us a little direction for what• Spy Hunter does over 
and above just driving down the street and shooting bad guys? 

A: What's interesting is that when you play the game, it's just the Interceptor 
going up against other vehicles. Obviously, that's exciting and that's visual 
and visceral and you can have a lot of fun with it, but that's not enough 
to make a movie around. So, what we've decided to do is just to put that 
concept into a really exciting story and [then] focus on the concept of spies, 
and what it means when spies go rogue and the threat and the danger and 
the risks involved in people that know all your secrets. [Some are willing to 
put themselves] up for sale to anybody who is willing to pay them the right 
amount of money. 

It's sort of the concept of Enemy Within, and based on that concept, 
we are going to play a new twist on the spy genre - which is really not just 
[about] a spy, but a guy whose job it is to hunt down spies. This guy is a Spy 
Hunter from A to Z. He's not James Bond, he's not going to go in anywhere 
with a tuxedo; and he's not Triple X. either. His mission is to be covert and 
track and hunt down dangerous spies and assassins who've gone rogue. 



II: Are you plnC to try to 9hoot the 
movie with an actual _. and modify 
It to look like the Interceptor or go 
CG? 

A: Well, both yes and no. There's a 
giant car company that's been on our 
heels wanting to make the Interceptor a 
production design. 

GI: 11111 

A: I can't tell you who they are, but it's 
huge. You can't duplicate the Interceptor 
[in the] game. But we want to make 
sure the Interceptor itself has a commercial sense to it and feels like the Interceptor 
everybody loves. So, we are going to try and find that middle ground. We've talked to 
special effects companies about their ideas, but our goal is to try to do as many real car 
battles and car chases as we can rather than just CGI the whole thing. 

GI: What kind of crou-promotlon betwNII the gmne and the movie .. in the 
wOlb? 

A: One of the things that Midway wants to do is to try and maximize that. So, Spy 
Hunter II is coming out this fall; but is not going to fit in the window of the movie, 
because we're not going to be in production until late January, so they have to do some 
basic cross-promotion. 

The big enchilada comes when Spy Hunter Ill comes out- and I can tell you this, it's 
been green lit. And Spy Hunter Ill is going to evolve the Spy Hunter [series]. It is going 
to be timed to release just like the Matrix Reloaded and its game. They are 
going to be on a day and date with the movie. 

Midway is taking Alec Sects, for the first time in the history of the genre, 
out of the car. So, it's going to have car and out-of-the-car adventure - think 
Metal Gear Solid. They're tentatively calling it Spy Hunter: Alec Sects. You're 
going to see vehicle battles, but they are going to have levels where Alec 
gets out of the car and hunts down rogue spies and assassins on foot with 
different kinds of weapons and gadgets. 

GI: Ate you going to shoot any extra -, i la Enter The Matrix, 
for the gmne? 

A: Absolutely. One of the things that they're talking about is having Midway 
send a crew of four to six people on the set of the movie and just shoot dif
ferent scenes and use the assets. 

GI: Chuck, cld you Imagine 10 
y ... ~o, when you worked 
on Die Hard, that one clay you'd be mak· 
ing movies about video gmnes? 

C: I really didn't. I've got to give it to 
Adrian. When I first met Adrian and [we 
decided we] wanted to do some projects, 
he brought this game out and I looked at 
it and I went, "Whoa, this is phenomenal.· 
I mean, it's really great; it opened a whole 
new world to me. Like Adrian said, there 
are so many spy movies, but for the idea 
of actually having the Spy Hunter I thought, 
"What a perfect movie." 

GI: So, you -'t ,omi to do anythlnC crazy and tum the Interceptor into Kit 
from Knigtrt Rider and make Wm talk, .. you? 

A: Oh no, the car is not going to be like that. It doesn't talk, but we are keeping all 
the transformations as much as we can. The tone of the movie is to be very ground
ed, not fantastical. But, it's going to have lots of kick-ass Interceptor action in It. 

C: I'd say the only thing that we really want to do is protect the whole brand of the 
game. You know, we're not producers who go out and change everything to where you 
won't recognize it. 

A: We are convinced that we can make a kick-ass movie, and by that I don't mean Just 
box office. I mean a movie that everybody goes to, everybody enjoys like Spider-Man, 
The Lord of the Rings, or X-Men. [A movie] that has the integrity to take the material 
seriously, and not just cash in on a brand name. Our plan with Spy Hunter is to deliver 
that, and we want to set the bar so high for everybody who's going to do movies 
based on video games - including us. 

We want to make a movie for the fans of the game, people who love the Interceptor, 
love the concept of the Spy Hunter. In fact, the Peter Gunn Theme will be all over this 
movie. That's going to be all over the film, but we are going to make sure that this 
movie delivers not only to the fans of the Spy Hunter game, but also the people who 
don't play Spy Hunter. That's why we want them to go for sort of a global adventure 
with intrigue. We want this movie to be for the Rock what Indiana Jones was for 
Harrison Ford. This is his signature franchise. 

GI: Do you hope to do any other video gmne movies In the future? 

A: Actually, right now Chuck and I are working on two other video game projects. I 
can't name them. Actually, I think I can name one of them, right Chuck? 

C: Yeah, you can name one of them. 

A: We are also going to be doing Midway's ESPionage. [This game] doesn't come 
out until March of '04 but we are doing that, but [it 's early in development]. There 
are names being thrown around surrounding the director/ writer and even a couple of 
actors that are pretty substantial.· We are also working on another title, but I can't tell 
you what it is. But when you find out about it, you will probably faint. 
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PLAYSTATION 2 I XBOX GAMECUBE 

NFL STREET 
TERRELL TIME! 

It seems a little ironic that just as Midway alters its Blitz formula to try to 
compete with sim-mongers like Madden, EA Sports Big decides to make a seven-on-seven 
smash-mouth football game. What are we going to see next? Warren Sapp and Chad Clifton 
trading jerseys and a handshake? Of course, this is a perfectly logical move when put in the 
context of just how popular the publisher's NBA Street series has become. The big question 
is: Can EA and the sport succeed were Blitz has been failing in recent years? 

Street's gameplay is no big secret. It accentuates showboating to a level that might 
even make Terrell Owens blush. The powerful Gamebreaker status is earned by stringing 
together moves and taunts in one glorious combo. We recently got some hands-on time 
with the title, and were rewarded with an almost Tony Hawk's Pro Skater-esque experience. 
Running down the field, the buttons were flying as we stiff-armed, spun, and danced our 
way all over the place. Meanwhile, the screen lit up detailing our accomplishments, such as 
"showboat+stiffarm+ TD.• We were only treated to one level, but EA is promising a total of 
seven locations, complete with obstacles like trash cans to navigate. You can even bounce 
the ball off of walls for an INT or a lucky catch. 

The score's for the stat box, but the real respect is all in bringing home the benjamins, 
baby. While games are won by who gets the most TDs (there aren't quarters, the first 
to a certain score wins), money points are also tallied. These will earn you all sorts of 
customizable options for your players in the NFL Challenge mode, where you build up 
the stats (you can upgrade your team as you go) and tats (tattoos and other clothing 
accessories are yours to play with) as you conquer 31 other teams. NFL Street's success 
will likely be determined on how engaging this off-the-field stuff is. One way it spices things 
up is in the cool Pick-Up mode. Here, the computer randomly picks 40 real-life players from 
a field of 300. Then, you and your buddies take turns selecting teammates - just like on the 
playground. The strategy comes in the fact that players have to play on both sides of the 
ball. So, a guy like Jeremy Shockey would be an absolute bruiser when catching the ball and 
plowing down the field, but how good is he going to be on defense? 

Sure, NFL Street apes some of the outrageous play of Midway's old Blitz, but where it 
makes a difference - and how it will succeed - is largely based on its use of the football 
player's personalities and amplifying them into something that's larger than life and the 
game itself. 
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Ah man, I'm still stuck on Pac-Man, Dig-Dug, Frogger, Galaga - the old-school era. The 
new games are sweet. I have Xboxes all around the house and PlayStation 2s, and in the 
cars and everything. My friends love it, but I'm just not as good as them. I think that once 
I get good at the games, I'll play them a little more. So I just buy 'em and play every now 
and then. 

What about the rest of the guys on the team? 

You know what's so funny? These guys won't even pack a change of clothes on a road 
trip, but they have to pack a PlayStation 2. I just think it's funny that you'll see a guy get 
off a bus for a road trip and leave his playbook on the bus, but he'll grab his PlayStation 
2 and he'll be playing Madden all day. Seriously - It's unbelievable. On the stretch 
line [in practice], they're yelling at each other at who owes who money, and they have 
tournaments and play the season, and it's going to be the same thing with Street. 

What do you think of this take on football? 

I think it's brilliant that they really came up with the Idea. I mean, how long have kids 
really been playing street football? To be able to capture that, I think you really grab 
people's attention, and I think you've got a broad appeal with that concept. Hey, I played 
street football - I played it with my big sisters - so I think it 's great. 

What do you miss most about playing? 

I don't know if it's football, but since I was a kid, I was always involved in some organized 
sport. So, I think if there's anything I could say that I have fond memories of, it 's 
competing. Professional football was Just a part of my competing career. But at the same 
time, I understood that that's what I was giving up when I retired. 

PREVIEWS 
I 



PLAYSTATION 2 

XENOSAGA: EPISODE II 
JENSEITS VON GUT UND BOSE 
ER FREUT SICH WIE EIN SCHNEEKONIG ~ 
On July 21, JapanesedeYelopmenthouse 
Monolith Soft unveiled its entire 2003 lineup. AJor€ with the 
GameCube RPG Baten Kaitos (see pg. 32) and an enhanced 
version of the original Xenosaga dubbed Reloaded, Monolith 
pulled aNay the curtain on Xenosaga: Episode II Jenseits 
Yon Gut und Bose ('Mlich means "Beyond Good and Evil " in 
German). Wrthin the trailer that was shown by the deYelopment 
team, you can ciear1y see that the series has EM>lved greatly 
between chapters. The cflime look that accompanied the original 
release has been fleshed out to include the highest level of 
realism within its leading characters and environments. For 
instance, the eyes are a bit smaller and the bone structure 
in the faces is better defined. The main character from 
Episode I, Shion, makes a return in this follow-up, but 
her bubbly teenage attitude and funky glasses have 
been replaced with a sophisticated adult appearance. 
The same can be said for Kos-Mos. She looks more like a human 
than she does a cyborg. From what we gather, these char€es 
will be reflected thrOl.€h the passing of time between the end of 
Episode I and the begi~ of the next chapter. 

Not much has been revealed about the plot. but we have 
learned that many of the twists and turns will have strong ties to 
Junior and his past Shion's brother Jin, 'MlO was a supporting 
character in the first game, OON has an emerging role and will likely be playable this time 
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around. Regardless of 'Mlat the conflict may be, we can only 
assume that the game will once again reference the Bible 
and theology extensively. 

Monolith hasn't released any details regarding 
gameplay at this time, but it has been noted that fan 
input is being weighed heavily in the creation of this 
title. For those of you 'MlO played the first game, 
character development was equivalent to rocket 
science. We can only imagine that this aspect will be 
completely reworked or at the very least simplified. 
Characters will still have the ability to pilot AGWS 
units. Monolith was gracious enough to debut two 
of these. Both of these mechs have a medieval 
flair to them and look like lancewielding knights. 

As you probably know oh so well by now, 
Monolith doesn't want to divulge too much information at 

this point From the brief teaser that we got, however, there's 
more than enough here to get us excited and eager to return to 

this science fiction world. Namco will once again handle the publishing 
duties, but a release date for Japan and the U.S. has yet to be announced. 

XENOSAGA: EPISODE I RELOADED 
Re-releasing role-playing games has become a big thing in Japan. Much like Kingdom 
Hearts: Rnal Mix and Rnal Fantasy X International, Xenosaga: Episode I Reloaded fea
tures an English dialogue track plus an assortment of little changes like new costumes 
for Kos-Mos and Momo. Namco is also including a trailer of Episode II in this package. A 
stateside release is highly unlikely, but if you just happen to be moving to Japan anytime 
soon, it will street on November 6. 
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XBOX 

NINJA GAIDEN 
GUY-DEN OR GAY-DEN? STOP HATIN'! 

Trying to get new detail~ on Tecmo's 
upcoming Xbox Ninja Gaiden title has been like trying to . . 
squeeze blood out of a turnip. l!Hlouse developer Team NinJa, 
headed by the irreverent Tomonobu ltagaki, has been tight
lipped as usual. That was until we told ltagak~san that we'd 
print the elusive nudity code to DOA Xtreme Beach Volleyball 
in the next issue if he didn't grant us an interview. Thankfully 
(especially since we were just pulling his leg about the code), 
he agreed, and now we have 1,000 halogen bulbs shedding 
light on this impressive title. 

Team Ninja is well known for crafting some of the best 
fighting games of all time, and its DOA 3 helped the Xbox 
weather its stormy first year. Ninja Gaiden star Ryu was a 
major force in that game, though millions of requests from 
women for him to show up Speede><:lad in the volleyball game 
fell on deaf ears. The main differences between a fighting 
game and an action game are the controls and how to craft a 
camera that complements the experience. As far as control, 
ltagaki knows his ninjas and realizes the need for them to be 
easily manipulated. He tells us about the first time he played 
the new game, saying, ·1 thought simply, 'How can such 
a smooth and speedy action game exist?' The player can 
manipulate Ryu Hayabusa, a character that moves around 
more quickly than characters in any other game, with control 
more wired to the senses than in any other game. We were 
able to implement a control system that brings out every last 
drop of skill in the player." 

How does the camera keep up with the lightning-quick 
exploits of Ryu? How, indeed. It's a problem that plagues 
most action games - whether they rely on the third-person 
view of the character's rear end, or go the fixed camera 
route which has some jerky shifts. ltagaki gives credit where 
credit's due, saying, "The cameraworl< [in Ninja Gaiden] is 
fantastic. The programmer in our team that spent one year 
developing this camera engine is one of this year's Team 
Ninja MVPs! • Whether he gets to sit in on DOA girl auditions 
as a reward couldn't be verified as of this writing. 

As you can see from these screenshots (insert slide 
whistle sound here), Ryu packs a few implements of demon 
death. The ol' standby blade is always close at hand, but 
many of these pictures show off his surprising prowess with 
nunchuks. The bow and arrow weapon is ideal for picking 
off enemies from afar, thus helping to avoid getting slimy 
monster residue on your freshly laundered ninja outfit. 

With all of these tricks up Ryu's sleeve, Team Ninja is hard 
at worl< making sure that his opposition will be able to give 
him a run for his money. In regards to the bosses, ltagak1 
says, "They are all brilliantly designed. Right now, we are in 
the middle of teaching them how to kill Ryu Hayabusa In the 
most dramatic and incendiary ways possible.· 

Surely, the story behind all of these epic struggles is a 
grand one; but ltakagi tells us he wants to avoid specifics, 
and let people discover the plot as they play through the 
game. Instead, he informed us, "It is the story of the coolest 
Super Ninja in the world. Remember, this is coming from a 
guy who loves ninjas so much that his interests _got the better 
of him and he named his organization Team NinJa, so you 
know I'm serious.· 

The outspoken developer gave us a few more golden 
quotes, like this one in regards to Ninja Gaiden's graphics 
compared to those in DOA 3: "I have grown bored with the 
graphics in DOA 3. Please imagine the graphics that a man 
who can say this would create.· As far as other rnnJa games, 
he admits to being a big fan of old-school Shinobi, especially 
Shadow Dancer for the Genesis. But when asked about 
Tenchu: Wrath of Heaven, he states, "I have never played it 
and I have no interest in it.• 

Before the interview closed, ltagaki made one final 
comment - one that should be very exciting to Team Ninja 
fans everywhere: "Xbox Live is fantastic. From here on out, 
our games will actively use Xbox Live as much as possible.· 
To quote Jay in Jay and Silent Bob Strike Back, "I think I just 
filled the cup.• 
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GAMECUBE 

KILLER 7 
FRAYED ENDS OF SANITY 

Until recently, the only thing that we were certain 
of regarding Capcom's potentially groundbreaking GameCube 
title Killer 7 was the fact that its unique brand of dar11, anime
inspired eel shading was quite simply one of the most intrigu
ing examples of art direction we'd since since ... well...ever. 
Obviously, Capcom - never a company to shy ifflay from taking 
high-profile risks, be it Steel Battalion or the equally eccentric 
Viewtiful Joe - is approaching this undertaking with a level of 
graphical design and visual artistry that most developers could 
not conceive of, much less execute successfully in reaHime. 

Although much of the game remains cloaked in secrecy, 
the company has released some details regarding Killer Ts 
appropriately twisted story. This strange saga spins the tale 
of Harman Smith, a man consumed by the madness that 
preys upon his psyche. Psychotic in the truest sense of the 
word, Smith embodies no less than seven (natch} distinct 
personalities. 

As if his own tortured delusions weren't enough, unfolding 
world events prove to be more horrifying than any madman's 
wildest dreams. Kun Lan, a notorious criminal overlord, has 
let loose a mysterious disease named "Heaven's Smile," 

which turns all it t into • affixed 
horrific permanent smiles (where's Batman when we nee'd 
him?}. These poor souls have begun to wreak havoc on the 
city streets, and have ruthlessly murdered the only solace in 
Harman's tortured existence- his girlfriend, Suzy. 

If there is one thing that can unite Smith's seven personas, 
it's the desire for vengeance on Kun Lan and his grotesque 
minions. As you progress through the story, you'll be able 
to play all seven of Harman's incarnations. Each personality 
has his (or her?} own special abilities and strengths, so we 
imagine that switching between all of them will play a crucial 
role in the title and its level design. 

And what about gameplay? This is the area of Killer 7 that 
remains a mystery. Other than the fact that there will be seven 
different gameplay styles, Capcom has remained mum on the 
subject. All we can hope is that the game will be as interesting 
to play as it is to look at. If this ambitious project is success
ful, it will go a long way towards reaffirming both Capcom's 
place among the elite developers in the world, as well as the 
GameCube's reputation as a system that offers up gaming's 
most unique and innovative properties. 
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VIEWTIFUL JOE 
HENSHIN-A-GO-GO, BABY! 

You may think it's hard to look 
cool in a pair of red tights; but after a few minutes with 
Capcom's Viewtiful Joe, you may opt for a pair of your 
own. From Hideki Kayami, the director of Devil May Cry 
and Resident Evil 2, comes Viewtiful Joe - a fresh new 
pseudo 20, ce~shaded, side-scrolling beat ·em up. 

You play as Joe, a regular guy who's a huge fan of 
action movies. He and his girlfriend Sylvia go to see a 
movie that stars his favorite character, Captain Blue. In 
the movie, Captain Blue is defeated. Suddenly, the film 
comes to life. A mysterious villain grabs Sylvia and sucks 
her into Movieland. Joe's job is to follow in the footsteps 
of his hero, become the next action stud, and rescue his 
girlfriend. 

Capcom has made Viewtiful Joe an extremely cin
ematic experience, but not in the same vein of a Final 
Fantasy or Xenosaga title where you watch hours of 
cutscenes. You're the star of each episode. As Viewtiful 
Joe, you can slow down time and speed it up, as well as 
zoom in and out of the frame. By alternating between 
these different movie elements; Joe can evade enemy 
attacks, string kick and punch combos together, open up 
secret areas, and solve puzzles. 

You are graded at the end of each level on time, 
defense, and V.Points (Viewtiful Points, which can be 
equated to style points). The bigger and more compl~ 
cated your attacks and combos are, the more V.Points 
you earn. At certain times in the game, you can spend 
these to power-up Joe with projectile weapons, extra 
moves, extra lives, and more. It's basically an incentive 
to kick ass viewtifully. 

In the version we previewed, the controls were spot-on, 
and clearing a room of enemies was highly entertaining. 
We came upon a hallway where enemies were pouring 
in from all sides and we were quickly surrounded. By 
slowing down time, we jumped high in the air, unleashed 
a barrage of punches and kicks, and annihilated all 
before we touched the ground! Eat that. evildoers! 

The first release from the much-hyped Capcom 5 (the 
five GameCube exclusive titles Capcom announced 
last year) may not be as stellar as we hoped (P.N. 03 
reviewed Page 111). Still, GameCube owners shouldn't 
write off Capcom quite yet. With impressive visuals, 
unique gameplay, and a cool new character, the company 
could have a new successful franchise in its arsenal. 
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Joe will be up against some serious adversaries and 
puzzles. To combat them, you'll have to master the 
controls. At the top left of the screens you'# notice a 
VFX meter. When you have one of these VFX enabled, 
your meter will deplete. Once It Is empty, Joe loses his 
special abilities and returns to his regular seH. 

By pressing the L shoulder button, you will be able to slow 
down time. Not only does this enable you to evade and 
dodge attacks or deflect projectiles, but certain enemies can 
only be attacked at this speed. Regular explosions become 
more devastating, and floating platforms descend automatically 
when you're in Slow mode. 

The R shoulder button speeds up time in the game. If you're 
in need of plowing through a pile of enemies or reaching 
an area quickly, this will help you accomplish that. Special 
items are hidden in the background, and you won't be able 
to reach them unless you're using Mach Speed and attack
ing enemies at the same time. Floating platforms rise in 
Mach Speed mode to get you to higher ground quicker. 

Ricking the c-stick forward or pressing the B button 
zooms the camera in on the action. Special attacks and 
jumps can be utilized when Zoom is used alone, or in 
conjunction with Slow or Mach Speed. 
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PLAYSTATION2 I XBOX I GAMECUBE 

ROGUE OPS 
PUT THIS IN YOUR TOMB AND BURY IT 
Kemco is one of those 
companies that haYe been around a lo!'€ time 
[Jt poolished the ~ Bunny Crazy Castle Game 
Boy series, the SNES shooter Phalanx, and 
even the N64 Daikatana), but hasn't put out 
a big game in quite a while. Enter Rogue Ops, 
a stealthy action/ acmnture game featuring a 
sneaky new stat1et Named Nikki Connors, she 
joins the secret spy organization, Phoenix. Her 
husband was a former employee before his 
demise, and row that he and her other family 
members are dead, she has come looking for 
answers. 

Rogue Ops· gameplay is very reminiscent 
of some popular titles like Splinter Cell, Metal 
Gear Solid 2, and Hilman 2. Nikki has a burdl 
of gadgets at her disposal and will use them, 
alol'€ with her wits, to solve the many puzzling 
obstacles standi~ in her way. For example, 
she'll be heading down a staircase, but a force 
field is in the way. If she touches it, a gun turret 
will blast her to ribbons. If she picki)OCketed the 
security card from one of the guards, she can 
just manually shut it off. Or, she can shimmy 
aklf'€ a column and drop down ~ the force 
field's rarge. 

Like most spies, Nikki can do a lot of different 
things. Instead of memorizing complex button 
assignments, however, developer Bits Studios 
has simplified things. By looking around at 
certain objects, you'll sometimes see a cursor. 
If it's <>rar€e, you haYe to get closer. If it's green, 
you merely hit the action button to interact with 
it This includes dimbing ladders and pipes, 
activatir-€ switches, using a grappling hook, and 
a burdl of other commands. 

Nikki has one of the coolest pairs of glasses 
known to Man. These things can see through 
walls and pick up on heat signatures from living 
bei1'€5. Addi!'€ upgrades only further enhances 
its abilities, so it c.-i do things like see ske~ 
etons of potential victims. 

The combat in Rogue Ops is pretty slick. It's 
got all the staples like silencers and sniper 

rifles. Aiming is done the same way Nikki 
looks around (holding a shoulder button) 
and another shoulder button fires. The 
only time you're not using a weapon in 
battle is when you're being all sneaky
like, you naughty kitty. Stealth kills require 
you to get a little closer to an unwary 
enemy, and wait for a meter to fill. Once 
you hit a button, a timer goes down; you 
have to hit a sequence of directional presses 
before time expires. Fail, and you get th~
down instead. But succeed, and you're 
to some really sweet death scenes. ;-, 

A few other items worth mentioning are: fl 
Metal Gear-esque map which shows enemy 
positions and security camera placements, 
the ability to slow down time with adrenaline 
boosts, and Al that notices blood stains and 
eventually footprints. Nikki Conners could 
be the next big female star in games, and 
Kemco's going big-time with Rogue Ops, 
baby! It's shaping up to be a big title for 
this Christmas. Keep your eyes open for it. 
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PLAYSTATION 2 I PC 

WARHAMMER 40,000: 
FIRE WARRIOR 
FROM PEN & PAPER TO FPS 
Widely considered to be the science-fiction 
Durgeoos & Dragons, Games Worl<shop's Warhammer 40,000 
is a unit-based pen and paper role-playing game 
that has generated a furiously loyal fan 
base and has spun off into countless 
books, comics, and video games. To 
date, this license has been tapped to 
create a handful of different tum-based 
and real-time strategy games for both 
console and PC. European developer Kuju 
Entertainment has different plans. 

Placing Warhammer 40,000 into the 
framewor1< of a firsti)erS(ln shooter 
may seem like a bit of a stretch or a 
poor choice given the content, but it's 
actually shaping up to be the most ambi
tious and accurate video game interpret& 
lion yet Every character model, animation, and 
detail in the game had to be approved by Games 
Worl<shop. In this regard, everything appears exactly 
how it should. 

The story is also deeply embedded into 
Warhanmer lore and is presented through higtily 
detailed FMV sequences complete with spoken 

dialogue. We don't want to give too much of the plot "iM<1f, 

but we can tell you that the character that you will control is a 
Tau warrior named Kais; and at some point in the 
adventure, the Chaos will make a startling appear

ance. If you're not familiar with this universe, 
the Chaos are the enforcers and ultimate 

badasses in Warhammer. 
Rre Warrior isn't just for hardcore 

fanatics, however. Kuju Entertainment 
studied the FPS market extensively, 
and came to the conclusion that only 
one game features decent controls. 
That would be Halo. In such, Rre 
Warrior's controller schematic is stylized 
in a similar fashion to the Xbox FPS 
giant The movements in Rre Warrior 
are very precise. Your character has a 
quick turning radius, the pace is swift, 

and you won't need to rely on auto-aim to hit 
your target You'll also see a vaguely familiar 
health/ shield system, and your character can 
only wield two weapons at a time. 

In total, there are 15 different armaments 
that fit into the lmperium, Tau, and Chaos arse-

nals. The action unfolds across 21 impressively 
large levels, and never once did we see a micl-level 
break to load. Rre Warrior is also one of the few 
PlayStation 2 games to support 16x9 widescreen. 

Outside of the single-player campaign, Kuju has 
incorporated online pl,Jf for both versions of the 

game. We didn't get to mess around with this aspect 
on the PC, but the PS2 online functionality supports 
eigtit players through broadband and offers such modes 
as deathmatch, team deathmatch, and capture the flag. 

So, has Kuju essentially created Halo for 
PlayStation 2? That still remains to be seen, but we 
were very pleased with what we have witnessed thus far 
and can't wait to see how the game turns out upon its 
September 10 release date. 

■ STYU 1 TO 4-PlAYER ACllON (UP TO 8-PlAYER VIA ONLINE) ■ PUBLISNIR THQ ■ DIVILOPIR KUJU ENTERTAINMENT 
■ ULIASI SEPTEMBER 10 



PROJECT GOTHAM 
RACING 2 
BACK ON THE STREETS 

BURN IT AND EARN IT 
The Kudos system has received rave reviews ever since developer Bizarre Creations' Drearncast title, Metropolis Street 
Racer. New to this year are points for drafting behind other cars, Kudos for taking a good line through a comer, and more 
variable damage penalties. Drafting Is useful because, if managed right, you can use it to slil'€5h<>t around and 0\/ertake 
the car ahead of you. Also new Is the fact that instead of playir'€jokers, you can wager Kudos by choosing your difficulty 
level. Before a race, you'll be asked to choose which skill level you want. These will demand that you earn a certain 
amount of Kudos, come in second place against hard opposition, or finish under a set time, for example. 

THE 100-CAR GARAGE 
Eamlf'€ and unlocking has always been what Project Gotham was all about, but this time Bizarre Creations is making 
things a little more interesting with a redesigned user interface. Included in this revamped package is a fully articulated 
garage. Instead of opening up cars in sequence, you can spend the tokens you've earned on whatever you warit. 

The original Project Gotham Racing 
was notable for both its graphics and car physics. From what we've 
played so far of the sequel, work in these areas has progressed 
nicely. The added cities, including Edinburgh, Moscow, and 
Barcelona look grand and magnificent. The new graphics engine 
has even allowed for little touches such as blowing trash or flying 
birds. Also, the over 100 cars (including classics like a Pontiac 
GTO) respond exceptionally well to the vagaries of braking, drift, and 
steerir-€ dependif'€ on the ride you've got. The game's use of your 
controller's force feedback also plays an important part in under
standif'€ a car's limits. 

This year, Xbox Live is in tow and offers more than multiplayer 
racing. Single players will be able to have their best runs appear on 
a leader board or can compete against ghost cars. Those who do 
well enough can be represented as a ghost themselves for others 
to beat. Microsoft is currently exploring downloads. Whether this will 
encompass tracks, cars, or both is still up in the air. 

■ STYLI 1 TO 4-PtAYER RACING (UP TO 8-PlAYER VIA XBOX LIVE) 
■ PUSUSNH MICROSOFT ■ DIVILONR BIZARRE CREATIONS 
■ ULIAA OCTOBER 1 
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DINOCRISI 
EVENT HORIZON WITH DINOS 

At first glance, it seems as though Capcom 
is running out of locales to infest with dinosaurs traveling 
through the third enerirt. Even those Leprechaun movies 
didn't delve into space horror until the fourth entry (and 
after that, the wee Irish demon-fairy wreaked havoc in 'da 
hood - maybe for Dino Crisis 4 ?) But after having a chance 
to spend some serious time with a Dino Crisis 3 demo, 
we can safely say that the space adventure is, at bare 
minimum, more tastefully done than those Leprechaun 
flicks. 

The plot centers around a troop of space marines out 
to investigate the Ozymandlus, an extremely large and 
well-armed spaceship that had disappeared 300 years 

earlier. Playing as Patrick or Sonya, the Marines hil\le 
mere seconds on the ship before getting trapped with 

an alarmingly mutated t-rex. Bad goes to worse for 
most of the team; and the few survivors need to 

figure out what happened, how to 
get off the ship, and (as is most 

fun in video games) how to 
survive. 

As DC 3 takes place in 
2548, the team is equipped 

with a few snazzy, Muristlc 
extras. The most 

notable addition 

to the Dino Crisis universe is 
the ·hyper booster unit,· or 
jetpack to us average gamers. 
Capcom takes advantage of this 
new feature by requiring its use for 
puzzle solving, defense against the 
dinos that attack in droves, and awn 
some interesting outside-the-ship action. 
The jetpack aids with super jumps and hov
ering - opening up unique puzzle elements 
and enabling stunningly fast multi-enemy 
attacks. 

Like recent Capcom titles (Resident Evil O 
comes to mind), the environments are techn~ 
cally 3D, but the controls depend on the fixed 
camera angles. Credit must be given to the 
level designers and artists that give the ship 
a real sense of scale. Clearly, Dino Crisis 3 
is a departure in theme for the series, but 
the graphics, intense action, and truly 
cinematic cutscenes are still there and 
looking better than ewr. 

■ SffU 1-PIAYER ACTION 
■ PUBUSHIR CAPCOM ■ DIVILOPIR 
CAPCOM ■ ULIASI SEP'lcMBER 16 



STAR WARS: 
JEDI ACADEMY 
THE WEAPONS OF A JEDI 
last year' S return of Kyle Katam in Jedi Outcast (formerty the Dark Forces series) 
was a triumphant comeback for one of the few good Star Wars franchises out there. Finally, 
a video game's lightsaber duels and Force powers were able to keep up with George Lucas' 
increasingly complicated Jedi choreography, gMng fans an expertence they never could have 
dreamed possible when playing with their stiff Kenner figures back In the day. So why Is PC 
developer Raven Software pulling the Kyle Katarn rug out from under us? Because it's time 
for you to step up and feel the power of the Force. 

Letting players create their own characters is a natural progression for the series, and it 
opens up some great possibilities. You can choose from the Human, Rodlan, Twi'lek, Kel 
Dor, and Zabrak species; and It gets more interesting from there. Not only can you choose 
your lightsaber's color and handle; but, over the course of the game, you can personally craft 
your fighting styte. Each saber (which has changeable parts) will have Its own set of standard 
attacks, special moves, an acrobatic feats. As such, your character will fight differently if he 
or she chooses to aspire to mastering two single sabers In each hand or the Infamous Darth 
Maul dual blade. When all is said and done, Raven estimates that over 2,000 different 
character combinations are available, and that Jedi Academy will feature double the combat 
moves of the first. Even the game's mission structure can suit your needs, as certain adven
tures will help you develop the skills you want to focus on. Of course, the temptation of the 
dark side will always beckon. 

Jedi Academy is also expanding~ multiplayer horizons with two new modes. Siege is just 
as the name implies and will call upon a group of characters to take back a certain location. 
The key to success will be for players to draw from a varied mix of classes in order to be best 
prepared for whatever situation may arise. Power Duel is an expansion of JK ll's Duel, and It 
allows for two players to go up against a single opponent, similar to Darth Maui's battle with 
Obi-Wan Kenobi and QuK3on Jinn in Episode I. 

At this time, Xbox is the only non-PC home for the game, as there Is no official word as to 
whether GameCube will once again host the series. Developer Raven did say, however, that 
both the Xbox (handled by Vicarious Visions) and PC Iterations will mimic each other. 

T,1unt,1uns are Just one of }Our 
tr.1rH,portatIon options 

7 

■ STYLE 1-PIAYER ACTION IMULTIPIAYER TBA) ■ PUBUSHIR LUCASARTS ■ DIVILONR RAVEN 
SOFTWARE !PC). VICARIOUS VISIONS (XBOX) ■ RILIASI SEPTEMBER 26 (PC). NOVEMBER 1 8 (XBOX) 
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TRANSFORMERS 
ARMADA: PRELUDE 
TO ENERGON 
LET'S ROLL OUT 
Before you drop a load into your Underoos, 
Transformers Armada is an entirely different property than 
the popular ·sos television series. To recap, first there was 
Transformers, then there was Beast Wars, now there's 
Transformers Armada. Get it? Got it? Good. With strong ties to 
the recent toy line, comic book series, and Cartoon Network 
television show; the much-beloved robots in disguise will make 
their video game debut next May exclusively on PlayStation 2. 

Hl'w.., Hohhot p1chm d 
nt .. 1 tu .1 Mm, Con 

Through development spearheaded 
by Atari's Melborne House (Men in 
Black: Alien Escape, Le Mans 24 Hours), Prelude 
to Energon focuses on the power struggle between 
the Autobot and Decepticon armies. Players will join the 
ranks of the Autobots and will be able to control Optimus 
Prime, Hotshot, and one yet-to-be unveiled character. Of 
course, you'll have complete freedom to switch between 
robot and vehicle form. As one could only hope, the 
transformation sequences are seamless and presented 
through amazing real-time animations. 

Throughout the course of the game, players will be able 
tap into the power of Mini{;ons - miniature robots that, when 
combined with a Transformer, enhance its fighting abilities. 
A wide variety of Mini.Cons can be collected and used in 
unison. With this collective might, you might just have a 
chance against Megatron and his Decepticlone forces. 

Transformers Armada is still a ways off, but many of the 
Game Informer staff screamed hysterically and fainted like 
teenage girls at a Beatles concert after seeing the game 
in action. Mark your calendars, folks. This could be the 
Transformers game we always dreamed of. 

■ STYU 1-PIAYER ACTION (MULTIPIAYER TBA) ■ PUBUSNIR ATARI ■ DIVILOPIR MELBORNE HOUSE ■ RILIASI MAY 2004 
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PLAYSTATION 2 

Eden Studios is best known for its successful 
and long-running V-Rally series of racing games. So, what 
is a developer that normally focuses on the exacting 
physics of handbrakes doing making a colorful, fantasy
based action/platform title? We had a chance to visit the 
Eden offices, play the game, and pick the team's brains 
about the title. ·we had always wanted to make different 
types of games," explains senior producer Constantine 
Hantzopoulos. "The physics concepts in a racing game 
aren't all that different from wind currents, boomerangs, 
and sliding.· After spending some time with Kya, we can 
safely say that Eden is ably meeting the goals of starting 
a new, fun, and challenging platform title. Look forward to 
this game in November. 

■ STYU 1-PIAYER ACTlON/ PIATFORM ■ PUBUSNIR ATARI 
■ DIVELOll'llt EDEN SlUDIOS ■ UUASI NOVEMBER 

There's always a ·smart" way to finish a level in Kya. Usually, 
that means sneaking around and tricking bad guys into doing 
your dirty work. For example, Wolfens that have been hit, but 
can't see a perpetrator, assume that their friend bonked them 
on the head, and then retaliate. Stupid Wolfens! 

86 GAME INFORMER 

Wolfens almost always attack in packs (wolves ... packs ... get 
it?). Kya can swing one around to attack the others or ride 
piggyback for faster blows. Enemies will learn which moves 
are your favorites and block them, so you'll have to switch 
up often. 

Each of the nine main environments are huge - so some 
fast, fun transportation must be in order. Enter Kya's sliding 
mechanism. It's like snowboarding without a board, or 
barefoot water skiing without the boat, or ... you get the idea. 

Nativ City's population and shopping district grow as you 
free Nativs in the game. Their re-0pened stores offer 
upgrades and supplies that are necessary to complete 
Kya·s adventure. 

Kya's implement of choice is the boomerang; and she'll use 
it for attacking, defending, and puule solving. The weapon 
can be upgraded to include sniper and Nikita missile-like 
remote control. 

The world of Nativs and Wolfens is most easily (and 
sometimes necessarily) traversed via air currents. Kya will 
free fall like an acrobatic X Games participant or be blasted 
to the tops of trees, all in the name of exploration. 



PLAYSTATION 2 I XBOX 

GLADIATOR: SWOR 
OF VENGEANCE 
OFF WITH THEIR HEADS! 
Acclaim's Manchester studio is 
still a relatively unknown force in the game industry, but 
we expect this to change with the fall release of Gladiator: 
Sword of Vengeance. This third-person melee action game 
is not only the most promising title to be associated with 
Acclaim for some time; it could well establish the gladiator 
as a new icon for gamers around the world. 

It's obvious (or at least it should be to those of you who 
have eyes) that this is an amazing looking game. These 
pictures will give you some idea of the intricate character 
models, complex environments, and ethereal lighting that 
provide Gladiator"s haunting look and feel quite unlike any title 
we've seen. Playing a demo of the game, we watched in awe 
as our hero walked through a field of high grass, each fully 
animated blade swaying in the breeze. Beautiful vistas like 
this are the rule, not the exception In Gladiator - which uses 
a cinematic, dynamic camera system akin to Sony's criminally 
underrated ICO to set a dramatic backdrop for the bloody 
action at hand. It's amazing what can happen when your point 
of view isn't directly attached to someone's rear end. 

The combat system is equally ambitious, incorporating 
the ability to perform killer combos that take out multiple 
enemies in a single, balletic motion. We thrilled as our 
character plunged his sword deeply into a combatant's 

abdomen, then swung around, rolled on the ground, jumped 
up and decapitated another hapless victim. These types 
of complex tactics are made possible by an advanced 
Al system that targets and prioritizes enemies based on 
proximity. With a little fine-tuning, it may well set a new 
standard for hack n' slash combat as we know iL However, 
there is also the danger that the heavily-scripted fighting 
could be a bit too automatic, and eventually dull. Although, 
your set of moves and arsenal of gladiatorial weapons will 
expand throughout the game, even allowing you to gain 
magic power-ups like Hercules· Strength by completing 
several challenges in the Elysian Fields. 

Roman gladiator competitions were notorious for being 
unbelievably savage and bloody, and Acclaim Manchester 
is intent on providing a ton of gory finishing moves (over 60 
in all), called Death Blows. Honestly, you won't believe just 
how graphic these moves are. Let's just say that the Mortal 
Kombat influence can be felt in every last drop of blood that 
spills to the floor. 

Gladiator: Sword of Vengeance is a game at the 
crossroads. Will it become a beautiful, but ultimately boring, 
hack n' slash pretender; or a true contender for the Xbox 
and PS2 action throne? 

~EVIEWS 
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BALDUR'S GATE II: 
DARK ALLIANCE 
BACK TO THE DUNGEONS 
Baldur's Gate: Dark Alliance was 
a real gem for PlayStation 2 owners with a jones for action/ 
RPGs and the Dungeons & Dragons universe. The high 
appeal of O&D and Baldur's Gate, in addition to the excellent 
development work put in by Snowblind Studios, made a huge 
splash in the marketplace, with sales qualifying for Sony's 
Greatest Hits program. 

Strangely, Snowblind then made the surprising move 
of abandoning ship, opting to work on Sony's upcoming 
EverQuest game •inspired" by Dari< Alliance, Champions of 
Norrath. That sounds like trouble, but thankfully the game 
is OOH being created by the very capable Black Isle Studios 
(lcewind Dale, Fallout) using a modified version of the original 
DA engine. While it won't be online, this two-player dungeon 

explorer is shaping up very nicely. First off, there are now 
five characters to play as: a human bartiarian, dark elf monk, 
moon elf necromancer, dwarven rogue, and human cleric. 
Unfortunately, you won't be able to name your character, but 
you will be able to upgrade classes. For example, with more 
experience, a dark elf monk can become an assassin. 

One pet peeve that many had with the last game - the 
difficulty of changing spells - will be solved with new d-pad 
Quick Slots, which allow you to sub In and out sets of magic 
for fast access. Of course, you'll need all the firepower you 
can get, as this adventure will be much longer than the 
first - especially if you want to discover all the hidden areas 
and unlockable O&D characters. 

■ STYLI l OR 2-PIAYER ACTION/ RPG ■ PUBUSNIR VIVENDI UNIVERSAL ■ DIYILOPIR BLACK ISLE SlUDIOS 
■ lllUASI LATE 2004 



BLACK & WHITE 2 
IT DON'T MATTER IF YOU'RE 
BLACK OR WHITE 
Black & White is one of the most important and successful PC games of the last 
few years, but you can trust that Lionhead Studios mastermind Peter Molyneux is not one to 
rest on his laurels. This sequel will expand on the god gaming goodness of the first in nearly 
every aspect, giving you many ingenious new ways to smite or bless your pathetic human 
populace as you see fit 

Your human armies play a much larger role in Black & White 2, and you'll soon be waging 
huge wars and laying siege to neighboring cities with hundreds of troops. The cities them
selves will be extremely detailed, allowing you to create beautiful, flowering parks and gardens 
if you wish. The better your city is, the easier it is to attract new followers. 

Last time around, we S<1N the way that your behavior (for good or ill) could affect the environ
ments. This time, the large creatures at your command will change cosmetically, growing 
hearty and hale or frail and rnaJ'€Y, based on you decisions. In addition, you'll also have a 
host of epic miracles in your arsenal. These spells range from environmental disasters like 
earthquakes to the Siren - a beautiful apparition that can lure people from miles around 
with her beguiling melodies. Of course, given the usual care that Uonhead Studios puts into 
its products, we can expect that these innovations are but a few of the things that Black & 
White 2 has in store for us. 

■ ITYU 1 ·PIAYER STRATEGY IUP TO S·PIAYER VIA ONLINE) ■ PUBUSHIR ELECTRONIC ARTS 
■ DIVILONR UONHEAD STUDIOS ■ ULIASI MARCH 2004 
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BACKYARD WRESTLING: 
DON'T TRY THIS AT HOME 
D-VON! GET THE LAWNMOWER! 

Wrestling fans have been waiting with bated 
breath to hear more on Backyard Wrestling. New wrestling 
game franchises don't come around too often these days, 
though Def Jam Vendetta did well for EA Sports Big. While 
Don't Try This At Home does feature a few rappers, it's all 
about violent behavior, baby! 

The environments (including a strip club, mansion, and 
slaughterhouse) have a stunning degree of interaction. 
Everything that isn't nailed down can be picked up and 
heaved or bashed over someone's head. There are many 
high-elevation areas to either leap from or toss your 
opponent off of. Throw someone into a stack of speakers 
and they'll short circuit, electrocuting the victim. The only 
thing more destructive than a table is one that's in flames, 
and you can get the blaze started with ease. 

Obviously, the title features tons of ways to dish out pain. 
However, it tries very hard to make it extremely easy to do 
whatever you want to your opponent. Most of the major 
actions are done by pressing one of two buttons. Regular 
strikes are easy enough for your cat to perform, and the 
more traditional moves come after a successful lock-up. 
Between many actions, the receiving character will flash. At 
that point, you can counter the move being attempted. It's 
possible to dash away from objects thrown your way, but 
your character gets tired quickly. Guess he shouldn't have 
smoked that pack of unfiltereds before the match, huh? 

The list of wrestlers is pretty extensive. Real pros include 
ECW's Sabu and Mad Man Pondo - a guy famous for 
stapling dollar bills to himself before, during, and after 
matches (no lie). They're joined by many lovely ladies, 
including the DVD series' Tylene Buck. Then there are 
those rabid Juggalos, headed by ICP. A recently announced 
create-a-wrestler mode is a welcome addition, and is 
something Def Jam was lacking 

Backyard Wrestling also has plenty of blood for people 
who miss seeing crimson masks in video games. It's still 
too early to tell if the gameplay will be as good as the 
brutality, but we can already see a lot of you sickos out 
there having a good time with this game. 

■ STYLI 1 OR 2-PIAYER FIGHTING■ PUBUSHIR EIDOS INTERACTIVE ■ DEVILOPIR PARADOX■ RILIASI SEPTEMBER 9 
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PLAYSTATION 2 I XBOX GAMECUBE 

NEED FOR SPEED 
UNDERGROUND 
TAKING IT TO THE STREETS 

We'll be frank -we were a little concerned 
when we heard that the venerable Need for Speed series 
was taking what looked like pretty obvious inspiration from 
Rockstar's Midnight Club series and entering the world of 
late-night, import car racing. However, if there is one thing 
that EA knows how to do, it's taking a popular formula and 
doing it bigger and better than any other company can. 

After seeing a very Impressive demo of the game at E3, 
our concerns melted away. This game's amazing graphics, 
tight control, and host of upgradable cars assuaged any 
doubts we may have had. Using techniques gleaned from 
Hollywood movies, NFS Underground coveys a sense of 
speed unlike any racing title we've seen. As you approach 
maximum velocity, the camera begins to shake, passing 

lights begin to blur, and your view suddenly takes on the 
effect of a jet flying through heavy turbulence [see picture 
above]. It's hard to describe, but trust us when we s.r; 
that it's extremely cool and should not be missed. 

Although NFS Underground won't have Midnight Club 
ll's awesome open city environments, it will trump the 
competition in one important area: customization. Each 
of the 20 licensed vehicles (which Include makes like 
Honda, Toyota, Nissan, Ford, Mazda, and Volkswagen) 
can be altered with additions like wide-body kits, rims, 
engine parts, and various visual alterations. Real after
market manufacturers OZ rims and Kenwood stereos 
have already been confirmed, and many more are 
promised. 

■ STYLI 1 OR 2·PlAYER RACING (UP TO <l·PlAYER VIA ONLINE FOR PS2 & PC ONLY) ■ PUIILIINU ElfCTRONIC ARTS 
■ DIVILOPIR EA BIACK BOX ■ UUAII NOVEMBER 
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GOBLIN COMMANDER 
GOBLIN IT UP 
Okay, so you've already heardabout 
Ron and Chris Millar' s surprise move from Blizzard (where 
they spearheaded the StalCraft series) to Jaleco. You've also 
probably heard about their upcoming console action/strategy 
game, Goblin Commander. But, the question remains: How 
is this highly touted title going to provide both the ease of 
play that console gamers demand and the depth that strat
egy freaks lust after? 

Well, the primary way that the creators are dealing with 
this problem is by crafting a game that has a much smaller 
scale than an enormous PC RTS title like WalCraft. Basically, 
you'll have up to three clan armies under your command, 
each made up of 10 members. Along with the usual mix of 

warriors and support soldiers, each grouping has its own 
unique Titan - a large monster that can only be directly 
controlled by the player. As you rally your forces, directing 
them to waypoints through a simple point-ancklick system 
that assigns a face button to each of your three clans, you 
can then jump in and become a ntan, crashing through a 
fortress wall or launching rocks off a giant catapult attached 
to your back. Other members of your clan can also be con
trolled at critical junctures. It's certainly a different feel from 
the usual strategy game, and one that seems to go a long 
way towards reconciling the demands of both strategy and 
action fans' tastes. 

■ snu 1 OR 2-PlAYER STRATEGY (ONLINE TBA) ■ PUaUSHH JAlfCO ■ DIVILO"• JAlECO ■ ULIASI NOVEMBER 
(PS2), WINTER (XBOX, GAMECUBE) 



HALO 
MASTER CHIEF ENTERS THE BIG LEAGUES 
Halo is the best console FPS ever - period, to think that muddling with it will improve anythi~" claims 
amen. However, ther re still some hardcore PC fans who Pitchford), but new online multiplayer features should blow 
remain unconvinced that Bungie's baby is capable of hanging us <111frf. This component of the game has a ton of added 
with the cream of the keyboard.and-mouse crop. Needless to material: including new maps and easy-to-use modding tools. 
Sfrf, Gearbox Software (who have been charged with brif'€ing Also, you'll be able to go to battle with a host of wicked 
the game to PC) are feeling the pressure. weapons and vehicles, including a new warthog equipped 

·we're pretty concerned about doing a good job - the last with triple rocket launcher (sweet!), Banshees, the Fuel Rod 
thing we'd want to do is disappoint anyone," comments Gun (an advanced type of plasma mortar), and the tantalizing 
Gearbox president Randy Pitchford. "We've had this kind of flamethrower. 
pressure before, having worked with the Half-Life and Tony Of course, the Halo PC phenomenon won't really start 
Hawk's Pro Skater franchises, but Halo seems to bring a cooking until the modders get their hands on it. Randy 
whole new gravity to it." Pitchford, for one, can't wait. "I'd loYe it if some folks 

To make sure that the port lives up to the Halo legacy, invented new weapons or vehicles that really promote team 
Gearbox and Buf'€ie have been working hand-in-hand, improv- plfrf. I'd like to see something along the lines of a capital 
ing parts of the original engine, while making sure the game ship being driven by one~ while other guys are in gunners' 
is ·scaleable" for those of us that don't drop four grand on turrets or landing pods waiting to jump off at the enemy 
a new computer every year-and-a-half. As far as the single base. Team wars on Halo really excite me - I want the Halo 
player game goes, don't expect any changes ("Halo is an equivalent to the Normandy invasion.· So do we, Randy. So 
<111ardwinning narrative - we're not so cocky or egotistical do we. 

■ STYU 1-PlAYER ACTION (UP TO 16-PlAYER VIA ONLINE) ■ PUBUSNIR MICROSOFT■ DIYILOPH GEARBOX SOFTWARE/ 
BUNGIE ■ HI.UH SEPTEMBER 
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THE SIMS 
THE CIRCLE OF LIFE 

There is a cornucopia of new features in The 
Sims 2 - multHevel dwellings, in-<tepth character 
creation with the ability to modify facial features, 
and an exponentially increased number of Sim 
reactions - but the biggest innovation in this sequel 
must be the character DNA. Will Wright and company 
are putting a lot of effort toward showing you how 
lifestyle affects appearance, traits, and happiness as 
you play through generations of family members. What 
you do as a teen could have an effect on your great 
grandchildren's attributes. How's that for pressure to 
eat your vegetables? 

Going through the awkward 
teen years digitally can mean 
starting to date, expressing 
belligerence toward authority 
figures, or hosting a 
party that wasn't so much 
sanctioned by the parental 
units. A Life Score is given 
based on the decisions you 
make and the experiences you 
have (first step, first kiss, etc.) 
through the entire game. 

We're all going to get old 
and die - and now the 
Sims will, too. These ~ 
golden years are when ~""" i 
you get to spoil the 
grandchildren and harass 
their parents. Keep doing 
what you're doing - because 
in short order, all that's going 
to be left of your Sim is an urn 
on the fireplace mantle. No, 
seriously. We've seen the urns 
and they' re lovely. 

You ·ve married, journeyed 
further down your chosen 
career path, spruced up 

the house, and are probably 
starting to pop out a kid or 

two. Now you've got to clean 
up spittle, pick up toys, and 
change diapers. Romance? 
That's what your 20s were 
forl Now go out and get that 
minivan, you soccer mom! 

At this stage, your Sim will 
probably start showing visible 
signs of how they've lived their 
life. Characters that laze on 
the couch can grow a cute little 
paunch; but those exercising, 
health-conscious Sims will 

sport a rock-hard six-pack. 
Now you can start talking 
about the stock market 

and fantasizing about that 
gated retirement community 
in Florida. 

■ STYLI 1-PLAYER SIMULATION ■ PUBUSHIR ELECTRONIC ARTS ■ DIYILOPIR MAXIS ■ RILIASI SPRING 2004 





BATTLEFIELD VIETNAM 
WERE YOU IN THE S#!%? 
What more can game companies do with Yffl II? 
It's yesterday's news, man! The latest Battlefield 1942 
expansion (reviewed on page 123) has jetpacks, for cry Pete! 
Thus, EA and Digital Illusions are moving on up, to the Eastern 
Hemisphere side. 'Nam has been a motion picture darting (for 
lack of a better term) for years OON, so it's time video games 
adopt the grizzly ju~ battles as their own. 

Battlefield 1942 blended military realism with fast-paced, 
online action. Vietnam really kicks thi1"€5 up a notch. First off 
is a new graphics engine, which is admittedly quite necessary, 
as 1942 isn't the best-looking FPS out there. Now you'll be 
able to see the stitching on a soldier's jacket (hopefully the 
soldier is dead when you're looking that intently at him, or 
you're in trouble). You'll see normal mapping, bump mappir€, 
and maybe even some experimental rash mapping (poison 
r.ysucks). 

The new location requires a much more detailed landscape. 
Where 1942 had lots of generic land, expect Vietnam to 
be densely covered with vegetation. This also brings about 
a new gameplcl'f dynamic, as you can go prorte in some 
shrubbery and essentially vanish from view. Enemies can still 
sniff you out by scrolling the cursor over your position, but 
hopefully by then you'll have already squeezed the trigger and 
dropped them. 

Battlefield Is striving to capture the essence of Vietnam. 
This means you'll get a whole new set of vehicles and weap
onry. We're talking napalm, tank-transporting helicopters, and 
some powerful jets. We're really looking forward to this game. 
After all, the man in the black pajamas is a worthy adversary. 
We have no doubt that there are some emotions and tension 
in Battlefield Vietnam that could only be portrayed through a 
game - not a movie. 

■ STYLI I ·PLAYER ACTION (ONLINE TBA) ■ PUBUSHIR ELECTRONIC ARTS ■ DIVILOPIR DIGITAL ILLUSIONS 
■ UUASI MARCH 2004 













ANDY Now reUred from the tock scene, And)' 

_, The Game Hombre [xpertloe: RPGs. spends endless hours locked In his 
Ac!Jon/Platfonn, Onwe, first.f'e!son Shooters home office; er/<1,int the benefits of h/g/1 
lnteNeta: Animal (The Muppet), Sleep, de6n/!Jon telel-lsion and surround sound far 
Weekends Spent In Front Of The Computer away from those scary thl,WS he has often 
Eatirc Junk Food Dlllllea: Ebay Bidders Who heard referred to as people. A longtime fan 
Have More Money Than Smarts (Unless They of Metrokl, Andy has been revfewfng video 
Ale Bldd•rc On My Garbage). People Who games professionally since the da)s of the 
DnYe 50 In A 55 ~ F-- IU>it NES. Whde a big 5/)0(ls fan in real 
Bombastic, Soul Ca/ibur 11. PlanetSide, Final ltfe, And)' Isn't the nrst to line up for sports 

Fantasy TactJCs Advance, Star wars: Knights titles, but Is 8tNfl'tS will1,w to put In the extra 
Of The Old Republic hours to plllf a good RPG or strategy game. 

_,The~ Game< Expertise: first
Person Shooters, Puzzle, Action/Adventure, 
Action/Sports Int-ts: 28 Days Later. Led 
Zeppelin's How The West ~ ~ 3 CO Live 
Set (Bonham is Godl), Shoes. The Cameeie 
Dell In NYC Dtslket: LJJl1J Croll Tomb Raider. 
The CradNl of I.Jfe, Reiner Not Goir« To See 
Seablscutt On Day One (Traitor!), Gl's Ed~or 
Exodus CUITent FIVO!lto Games: Splashdown: 
Rides Gone WIid, Alter Echo, Stuntman (GBA), 
Downhill Domination 

IUITIN 
Hlnlle: The DiCital Deviant bpor1IN: ~/ 
Sports, ~/M;eoo.xe, Fw,ti'c, RPGs 
__, Taklr« Football Breaks (G,eat 
Stress Reliever), Mouse Hunt,ng. Water, OM 
Brockie Experience ....,_, Ki,WOfThe Hill, 
Kal1 Malone - A Lake,, Uncle Kracke<, Elderly 
OrNers (They Should Be Tested Amually), 
Jettas CU... F_.. a.-: Splashdown: 
Rides Gone WIid, Oisgaea: Hour Of Darkness, 
Outlaw ~leyball, Star Wars: Kn,ghts Of The 
Old Re1)Ublic, Scrabble 

Handle: La Game Nikita Expertise: Puzzle, 
RPGs, Actlon/Platfonn, Horror Int-ts: 
The Watchmen, New Tattoos, Fancy Shoes. 
Sq-, Alias Season One On DVD, Pirates 
Of The Caribbean (Johnny Oell!l Makes Me 
Happy In That Rick) Dltllkn: Waltirc For 
The Lord Of The Rings: Return Of The King. 
The Smell Of Tar Cunont FIVO!lto Games: 
The Prince Of Persia: The Sands Of nme, 
Star Wars: Knights Of The Old Republic, 
Oemiklds, Outlaw Volleyball 

While record co/lectJ,W, watching reality 
teie..slon, and playing video games might 
sound like a state of retarded adolescence 
Matt manages to scrap together an • 
almost meaningful e,lstence out of these 
actMties. His encyclopedic knowledge of 
pop cutture is either amanng or annoyi,W, 
dependlr( on how close your desk Is to 
his. Less esoteric than his colleagues, 
Matt prefers Vllditional action and platform 
games. 

Unlil<e most gam/ngjallronls. Justin knows 
there ·s Ille outside video wigeratlon. He ·s 
a former GWAA s/BVe and moonlights 
as wrestler JusUn ·v101en1· Lee In the 
Minne$01a independent scene, where he 
lllolenl/y bonds with other ,,..ary males - a 
practice that just gets blank stares when 
attempted on other GI re111ewers. Justin's 
gami,w tastes are highly old-sehool, and he 
plllfS 16-0/t classics as often as he plugs 
,ito the latest lit/es. 

Barring a brief and Ill advised ·1 want to 
be popular, so I'll stop playing games• 
phase in late Junior high, Use has been 
sub/lJClbW her friends to drawn our boss 
ball/es since iwe 8. She has been known 10 

wa. philosophically about why Jigglypuff Is 
desperately under-appreciated and wish that 
some ·big" games were more fun, even If 
that means less pretty. 

Perfection. One of the best games of all time, if not THE 
best game of all time. This game is virtually flawless, and 
thus this rating is rarely given out. 

7 
6 
5 ...... 

Worth owning. Fans of the genre should definitely enjoy this 
game, but even those who don't normally like this type of 
game may find themselves getting hooked. 

Worth playing. Still a great game, but arguably so. It may not 
be the best ever, but there's enough to keep your fingers 
wrapped around the controller for some time. 

Worth renting. Unless you're a fledgling game,, you've prob
ably seen everything this game has to offer before. Still, just 
checking it out won't ruin your weekend. 

Limited appeal. There are always a few people who will fall in 
love with a game of this caliber, but for the most part, those 
playing it will be yearning for something more. 

Garbage. From this point down, it's just a matter of how 
much of a failure the game is. The lower the score, the more 
you're hating life for playing it . 

AIINIR 
~ = The Raglrc Gamer Expenlse: RPGs, 
fightirC, Action/Platform, Strategy, Sports 
inw.11: Samsurc·s so· DlP HDTV (There 
Is A Godl), Johnnie Cochran's Chewbacca 
Oelense. Spoken OlaiOgue Becoming The 
Norm In Games, The Punisher Movie Dllllkes: 
The Fact That Sorneore Hasn't Made A 
Colonstorny Bag For Gamers, Goir« Outside. 
Sleepir« Current FIIYOtfto Games: Star Wars: 
Knights Of The Old Republic, final Fantasy 
Tactics Advance, Magic Pengel: The Quest For 
Color, Marlo Golf: Toadstool Tour 

- = The Video Vlklna ExportlN: RPGs. 
Strategy, Sports, Arst.Person Shooters 
Int-: Minnesota Vlkln&5 Football, C~les 
And Knights Of Catan, The 3rd Infantry 
Division, Pioneer Quest: A lllar In the Real 
~SI DllllkOI: Anchor People Who FeiCn 
Interest In Local Sports Teams, Apricots 
(You'll Never Be Peaches! Never!!), Dead 
Grass, Chocolate Ice Cream Cun9nt Fnortt. 
0-: Freelancer, Super Malio World, Day Of 
Defeat, Gallop Racer 2003: A New Breed 

Handle: The Game Katana Expertise: Sports. 
Racina. Action/Adventure, Action/Platform 
lntornts: Noonday Underground, Sausage 
Races. Barry Sanders, The Petty Family, 
The Video Viking, 28 Days Later Dlallkn: 
Crybabies Like Eric Crouch, NBC's NASCAR 
Coverage, Oven Mitts, Adhesives Current 
Favorito Games: Star Wars: Knights Of The 
Old Republic, Pazaak, ESPN NFL Football, 
Mario Golf: Toadstool Tour, Project Gotham 
Racing 2, Stuntman (GBA) 

.IIIIIMY 
_ , The Gamezilla ExportlN: Arst.Person 
Shooters, Survival Horror, Action/Adventure, 
figh~re, RPGs ..,_, Working At Game 
Informer, San Francisco, Adult Swim, Flnal 
Destination 2 DllllkN: Sunburn, When 
Friends Move Back To Chile, When Big 
Summer Movies Suck Cun9nt Fnortt. 
0-: Resident Evil o. Rise Of Nations, 
Typing Of The Dead, Return To Castle 
Woffenstein: Tides Of War 

Reiner considers himself the biggest 
Star Wars fan In the world. Along with his 
Impressive collection of Star Wars acl)on 
figures. he has seen the trilogy 673 times. 
A fan of all game types, role-p/aylng games 
are his strong sun. In his nine years as a 
professlonal gamer, Reiner has achieved the 
Impossible. PenetraUng the pl,el ooundary. 
he not only plays games, he's In them, Tilus 
far. Reiner has appeared In Dragon Folre. 
Alundra. and Perfect Dark. He will also be 
featured as a playable character In !WO 

forthcoming releases. 

Kristian enjoys openl,w a can of 
whoo/Hlss on his buddies at the p/1'( 
P0'1I tllble, then running off lo the drMn!I 
range for a lesson In hum/111)1 and anger 
management. Tile orlglnal tellt-drlven 
lorl! started Kristian on the gaming road; 
Ull/ma 6, NES Baseball, and Zelda made 
sure he stayed. Still an avid RPG fMI, he 
can al\VllfS find ~me to pound our a good 
sports game. 

When not buying copious amounts of 
records, Kato can be found e•erclslng 
goad taste, feeding the goats. and trying 
In vain lo update his wardrobe Into the 
21st century. Uke other young men of 
his generation, he quickly found our that 
the one true real world appllcalion of 
goad grades was the free arcade tokens 
that were given out at as reward. With 
allegiance to none, he takes on every game 
with an equal eye. 

ObsesSed with anything on a shiny sliver 
disc, Jeremy fanatically collects 111de0 
games, music, and moo.ies. When not 
buying b(/ger media storage systems or 
filling his mind with useless !/Ma, Jeremy 
likes to write sllly books, short stories, 
and comics that no one ever rearJs. 
A/thougll he will never be able to stDP 
himself from buy/,W new games, Jeremy 
6rmly believes the best system of sll Ume 
was the Super Nintendo. 



NEWBIE 
CHEAT SHEET 
For our newer readers, here is a g)ossary of terms and 
acronyms that commonly appear In the magazine. VKleo 
game veterans should move along (these aren't the 
drolds )'OU are looking for). 
1080! - A resolutlon specification used for HDTV. 1080i 

stands f()( resolution of 1920x1080 pixels. The •i· 
means that the video Is being lnte<tac:ed 

480p -Progressive scanning. this option ("p"= 
progressive), creates a picture signal With double the 
scan lines of a conventional Interlaced picture, 480i 
(i=intertaced), to create a noticeably sharper Image. 
The 480p image offers higher picture reso(ution and 
eliminates wtually all motion artifacts in a 640x480 
pixel resolutJon setting 

720p - A resolution specification used for HDTV. 720p 
stands for resolutlon of 1280x720 pixels. The ·p· 
means that the video Is in progressive fo,mat 

action - A term we use for games like Zone of the 
Enders and Gauntlet 
-. -A term we use for gM1eS hke Myst and 

Escape From Monkey Island 
Al - Artificial Intelligence. Usually used to refer to how 

well the computer reacts to a human opponent 
board - A term we use for games like Jeopardy! and 

ManoParty 
bump rnapplnC - A technique where varytng ligJrt effects 

simulate depth on textures 
eel shacinC - A technique used to creote 30 rendered 

objects that resembre hand-drawn animation eels 
CG - Computer-Generated graphics 
E3 - Electronic Entertainment Expo. The wood's largest 

convention for video gcWT1es 
fl&htlng - A term we use for gMnes like Street Fighter 

and Dead or Alr,e 
FMV - Full Motion Video. Usually refers to an animated 

CG cutscene 
FPS - Frames Per Second. How many animation frames 

happen in one second. Also used to denote Rrst
Person Shooters like Doom, GoldenEye, and Urveal 
Tournament 

framerate - The frames of animation used to create the 
illusk>n of movement 

frontend - A game's menus and options 
GBA -Ganne Boy Advance 
GBC - Ganne Boy Color 
QC - GarneCtbe 
HDTV - Hig)> Definition Television 
isometric - Thr~uarters top down view, like StarCraft 

or Red Alert 2 
ISP - Internet Service Provider. The company that 

provides you with access to the Internet 
Jaa,es - Graphical lines that are Jagged when they 

should be straig)>t 
LAN - Local Area Network. COnnecting oornputers 

or consoles together within a small space to allow 
communication between them. Provides fast, 
simultaneous gameplay 

mlnle,no - A small, simple ganne witlun a larger one 
-.capture - Using human models and Infrared 

cameras to record movement for game animation. 
Also mo-cap 

motion blur - Phantom frames follow an object to give 
the impression of realistic speed 

N64 - Nintendo 64 
NES - Nintendo Entertainment System 
,_ CUY - Much-needed help, v.tllppl,C boy 
NPC - Nool'layer Character. Those people 

and creatures you see wandering around 
In games that are not being controlled by actual 
humans 

particle - - Things like smolle or spar1<s created 
in real-time 

PKet' - Player KIiier. This is a person 'MlO thri\tes on 
killing newbie or vulnerable characters in MMORPGs OI' 
shooting their teammates in games like Counter-Strike 

pfatform - A term we use fOf games like SUper Mario 
and crash Bancllcoot 

PGIHIP - When onscre<>n oojecls, usually distant 
suddenly appear 

PS2 - Sony PlayStation 2 
PSone - Sony PlayStation 
puzzle - A term we use for games like Tetris and Chu 

Chu Rocket 
raclnC - A term we use for games like Gran TOOsmo 

and Mano Kart 
RPG - Role-Playing Game. A game that IIWOlves 

character lmprO\lement through collecting and 
spending paints. A term we use for games like Anal 
Fantasy and Dragon Warrior 

lhoote, - A term we use for games like Mars Matnx 
and GradlUS 

SNES - Super Nintendo Entertainment System 
tporu - A term we use for games hke Madden Nfl 
1tratec)' - A term we use for games like Command & 

Conquer and Fallout Tactics 
lhlfd.party - SOmething rnadle for a oonsole by a 

company other than the console manufacturer 



"This is an 

incredibly 

ambitious 

proiect, yet 

everything 

it attempts 

exceeds all 

expectation." 

1 04 GAME INFORMER 

PLAYSTATION 2 

SPLASHDOWN: 
RIDES GONE WILD 
H2 WHOA! 

The first Splashdown did pretty well for itself, and 
rightly so. It used Rainbow Studios· physics savvy to 
craft a landmark waverunner game. Now under the 

THQ banner, Rainbow uses Rides Gone Wild to prove that 
it can accomplish even more with the concept - like add 
lots of compelling gameplay, creative levels, and a ton of 
unlockables. This is an incredibly ambitious project, yet 
everything it attempts exceeds all expectations. 

The big-ticket items here are the eight adventure courses. 
These follow the formula of a regular old race, but it's 
what's going on around them that's really amazing. For 
example, you'll visit a dinosaur park where things aren't 
entirely kosher; race the canals of Venice while spies 
attack spies; and watch in awe as things go haywire in the 
Bermuda Triangle. Twists and turns occur every lap, and it's 
almost hard to concentrate on the competition at hand. 

Equally fun is the indoor circuit. Multi-tiered pools are 
connected via a series of jumps, which give you plenty 
of chances to trick out, as well as fall to your doom. A 
handful of Freestyle courses make for even more pools and 
jumps, but this time all you do is pull off stunts - which are 
plentiful and cleverly executed, by the way. I'm also a fan of 
the technical time trials, which are just basic short tracks 
with no frills. The gameplay and graphics engines are deep 

enough that it's fun just tooling around. 
The water physics were what initially drew me to the first 

Splashdown. Defying logic, they're even better now. Colorful 
reflections dance across the surface. Waves are much 
larger, though most courses are best played with calm seas. 
There aren't many new aspects to the vehicle physics, but 
there doesn't need to be. Leaning back to hydroplane or 
hunching forward into turns becomes second nature. I do 
wish for more accurate interaction with the other riders, who 
just mindlessly collide with you. 

Accomplishing everything in Rides Gone Wild is more 
than a weekend excursion. You' ll likely pick one mode and 
stick with it for a while before peeking around at everything 
else - maybe buying a few experimental courses in the 
secret-unlocking Warehouse. No matter how you play, you're 
going to feel like your money was well spent. 

Splashdown's a slow loader - which I'm sympathetic to, 
since it takes over two minutes to complete a lap in some 
courses. However, a "Next Race" option would've cut down 
on loading various pre-race screens. It takes some of the 
flow out of doing time trials. But, a little extra sitting 
around is a small price to pay for a high-quality title like 
Rides Gone Wild. It's one of the finest racing games on 
land, sea, or air. - JUSTIN 

■ STYLI 1 OR 2-PIAYER RACING■ PUBUSNIR THQ ■ DIVI LOPIR RAINBOW STUDIOS■ UUASI AUGUST 4 

■ Concept: 
Take the best aquatic racer and 
load It with options unul 1t·s as 
full as a water balloon 

■ Graphics: 
Amazing water effects and 
environments with little 
slowdown. This makes the PS2 
look like gold 

■ Sound: 
I'm not a bq: fan of the 
music, but at least there's no 
Smashmouth. The voiceovers 
are thoughtful and numerous 

■ Playability: 
Great physics and a very 
intuitive trick system 

■ Entertainment: 
As Jong as you don't get 
seasick, there's a whole lot of 
fun to be had with Splashdown 

■ Replay Value: 
High 

SECOND OPINION 
AlllrE3,I __ _ 
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"It may be man• 

agement freaks 

like myself who 

derive the most 

from this year's 

Madden." 

PLAYSTATION 2 

MADDEN NFL 2004 
HOT ROUTES 

The game of football Is changing. While announcers like 
Madden himself may pay homage to guys like Brett 
Favre who are apparently "just out there to have fun,• 

slinging the ball in the NFL these days couldn't be more 
complex. Whether It's players like Michael Vick breaking the 
mold for quarterbacks, players' salaries, or the politics of 
new stadiums; there's a lot that goes on beyond the three 
hours on a Sunday. Madden NFL 2004 Is keeping up with the 
changes In the sport on and off the field. 

True to life, players have gotten faster and more 
dangerous. Although offensive lineman's knockdown stats 
have finally been fixed, defensive tackles will scream around 
corners and linebackers will blitz more than ever. Your remedy 
Is, of course, the Playmaker controls. I actually didn't use 
the scrambling commands that much, but they did work 
reasonably well. The most valuable addition here is the 
ability to change the direction of a run without switching out 
of your original formation. I used this countless times to 
avoid the blitz. Also very handy were the Instant personnel 
changes in the huddle. Unfortunately, apart from assigning 
double teams, I didn't have much use for the defensive 
Playmaker controls. Online, on the other hand, Is hard to 
ignore (especially when compared with last year's bare-bones 
approach) with its user tracking and voice chat. 

Equally noteworthy is the positive visual effect the new 
animations have on the game. Players will finish their 
blocks 10 to 20 yards down field (while arm tackles and 
miscellaneous tripping is reduced in the inside running 

game), and the action extends well beyond the whistle. Guys 
shove, plow out of bounds, and finish their tackles In ways 
that make last year's Madden look like a collection of stiff. 
jointed robots. 

Of course, the more things change, the more they remain 
the same. Developer EA Tiburon has told me that it never 
uses ·catch-up Al,· but all I can tell you is if the computer is 
down and needs a score - look out. Similarly, your defensive 
backs are no better at catching interceptions, whether they 
are aimed at their hands or their face. I did notice, however, 
more over-the-shoulder catches and an increase In fumbles 
when you hit the QB while they are throwing the ball. 

Building your franchise takes more skill than ever. For 
instance, you must manage your rosters more shrewdly, 
because not only do you not know your draft choices' overall 
ratings until AFTER you sign them, the CPU Is smarter In the 
trades It accepts. Of course, the Owner's mode is a whole 
new can of beeswax that will keep you up nights. I got a rush 
when I noticed that my team's strong play and cheap ticket 
prices meant that I could see more fans In the stands. The 
amount of options at your disposal will not only open your 
eyes In terms of what It does for video game sports, but 
for how it Introduces you to the complexity of the real game 
of football today - something which may distress those 
who don't like seeing words like relocation, signing bonus, 
and revenue stream In the pages of the sports section. 
Accordingly, however, it may be management freaks like 
myself who derive the most from this year's Madden. - KATO 

■ lffU 1 TO 8-PIAYER SPORTS (UP TO 8-PIAYER ONLINE) ■ PU■UIHIR EA SPORTS■ DIYILONR EA TIBURON 
■HUAII AUGUST12 

■ Concept: 
The additions are very alluri~ 
but old problems rear their 
head 

■ Graphics: 
More detail has been wrung 
from the PS2, even ~ It 
still has that problem with 
"spandes • due to bfightness 

■ Sound: 
Al Michaels has some good 
saipts, and you'll notice more 
Jabbering before snaps 

■ P1ayablllty: 
The Playmaker controls are 
about as responsive as you'd 
expect. Will )'OU use them? 

■ Entertainment: 
This year's additions definitely 
weigh more In favor or 
franchise buffs 

■ Replay Value: 
High 

SECOND OPINION ,..,... ........... .... _..., .. -. ... ...... 
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" [ESPN] doesn't 

iust tack on 

more, but 

Instead gives 

gamers a new 

experience." 

1 06 GAME INFORMER 

PLAYSTATION 2 

ESPN NFL FOOTBALL 
THE BEGINNING OF AN ERA 

To your average person, the other non-Madden football 
games may be an anonymous blur, but developer Visual 
Concepts is doing just about everything it can this season 

to get your attention. Unlike previous years. however, this series 
isn't merely trying to keep up with Madden. Being able to play in 
a first-person perspective is a bold new direction that signals a 
distinct and welcome change in the endlessly repetitive annual 
cycle of sports gaming. While all the features you've come to 
love from this Sega Sports franchise are still intact, I'm glad for 
this new mode. It doesn't just tack on "more,· but instead gives 
gamers a new experience - a lesson that the all sports titles 
should take a cue from. 

Simply put, playing in the optional first-person mode is a 
revolution you must be a part of. You feel your heart race as you 
sit in the pocket desperately scanning the field, trying to unload 
the ball before Warren Sapp gets in your face. When you're on 
defense, you'll get a hig)'i from recognizing the offense's sweep 
play and blowing it up in the backfield. This is when the game 
makes you feel truly alive. This, people, is the battlefield we 
call football. Some may have a problem with it, but it makes 
you feel a part of football like never before. The sport is about 
more than stats (die, fantasy football!), and this mode gives 
you a great appreciation of what actually happens on the field. 
It also succeeds because it runs at a blazing speed and its feel 
conforms to what fans of the franchise have come to expect 
from the regular perspective in the past. 

Will you want to play the regular old wa{? Yes. You can do 
both, as VC has implemented a toggle that lets you play both 
perspectives in your Franchise mode. You'll want to do this, 

because first-person misses out on the excellent ESPN preser. 
talion features - and the halftime report, stat replays, and other 
visual touches that are a must-see. You could talk about TV-like 
realism simply due to this game's great animations (gang 
tackles are everywhere, and I love the guys diving over piles), 
but thanks to all the work done on the presentation, you actu
ally think you're watching ESPN's Sunday Night Football. The 
amount of primetime pumped into this game makes Madden 
look like a VHS tape of your local high school team. This even 
extends to the Crib, which blows out sports unlockables to an 
alklew level, and had me contemplating a profession change to 
interior decorator. 

Is it all style over substance? No, but I will say that apart from 
first-person mode, the gameplay changes aren't as drastic -
heck, Franchise mode is basically the same. On the one hand, 
the charge system, hot routes, defensive coverages, and cl-line 
special moves have all been redone for the better (meaning 
more sacks). However, ball velocity over the middle - while 
improved - still isn't as zippy as it needs to be, and one hold 
over from last year bothers me. The CPU doesn't throw long. 
Even on the hardest setting, the computer never chucked a 
pass against me longer than 12 yards. In fact, Michael Vick 
never took off running, either. So, if you play alone, it's going to 
be dink and dunk. 

You can go tit.for-tat about who's got a better football frar. 
chise - Sega or EA- but throug)'i its sheer attention to repack
aging and even reinventing video game football, Visual Concepts 
has come up with a game that cannot be ignored. Whatever you 
do, don't pass this one up. - KATO 

■ STYLI 1 TO 8.PIAYER SPORTS (UP TO 16-PIAYER ONLINE) ■ ll'U■USHIR SEGA SPORTS ■ DIVILOPIR VISUAL CONCEPTS 
■ ULIASI SEPTEMBER 2 

but the running game 1s as strong as ever 

■ Concept: 
Massive strides have been 
made In certain areas, while 
some problems linger on 

■ Graphics: 
Even on the PS2, this 
game looks razor sharp. 
From the animations to the 
presentation, it's simply 
stunning 

■ Sound: 
Chris Berman's presence 
makes a huge difference, 
even If he's not in the booth 

■ Playability: 
First-person play will take 
getting used to, but It works 
really well 

■ Entertainment: 
Whether you'll play In first
or third-person, I suggest 
you buy this game 

■ Replay Value: 
High 

SECOND OPINION 
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PLAYSTATION 2 

NFL BLITZ PRO 
THE LAUDABLE AUDIBLE 

~r-lu·l!l!lii■ 
E 7.25 

Traditionally, the Blitz series has all the sophistication of ■ Concept: 
Bill Romanowski with onion breath. So why try to compl~ More than twice the amount 
cate the franchise's simple formula n<JN? Because it TIit ....,.._allu., vi ailllnlc of players. Is It double the 

works better this way. Eleven-orH!leven football is exactly where =:,•.:""'.,,.:no fun? 

SECOND OPINION 

Blitz Pro needs to be. INltlikr.1111111 d 111a - ■ Graphics: 
For those loyalists, don't fear the addition of hot routes, taot.,...s, arcada adlan • Fields show some nice 

F I. · beln. lldt.alhat..-. touches. Otherwise, go-toguys, and the like. rankly, by giving players more rea 1stic nothing's surprising 
options, the offensive firepower only increases. While the ~ ~TIit ■ Sound: 
running game takes getting used to, you'll find the stiff arms and FflnClillewtl keep you The commentary is the best 
and power charges are pretty well balanced. Defenses hold hookad, but Illa,.,......, d in all of sports. It's hilarious 
their own, however, as they dispense all the hits you've come ,.. - REINER _ 

7 
■ Playability: 

to expect from Midway. There's even some polish added to the Blitz's gameplay has lost 
running animations and movements of peripheral players like none of its bruising swagger 
offensive lineman. I also appreciate the game's shaping of franchise and online to its own like- ■ Entertainment: 
ness, instead of just following the sim titles. More tun than ever, and It 

If there's something that holds this title back, it's not its newfound premise. More refinement is demands enough - but not 
needed on the game in general, and Blitz Pro can be limiting. However, this is exactly the kind of too much football savvy 

.;...ju_m_p_l_'ve_be_e_n_w_a_iti_ng:;..i_o_r M_idw_ay__;_t_o_m_a_ke_i_o--'r y_e_ar_s._-_u_ :r_o ___________ ■ Replay value: 
■ snu 1 TO 4-l'LAYER SPORTS (UP TO 4-l'LAYER ONLINE) ■ PUBUSHIR MIDWAY SPORTS Moderately High 
■ DIYILOPIR MIDWAY ■ RILIASI SEPTEMBER 29 

PLAYSTATION 2 

::r.::~~~:~WAYWARD =1="'6:%/!":2~
111

5~i-
SAVE THE LIVING-IMPAIRED! 

SECOND OPINION 5 o, it's time to kill a load of zombies again, huh? Is it 
Tuesday already? Hunter dispatches the undead in 
button-mashing fashion. Each playable character has 1 -'t .--. - Illa 

melee and ranged attacks, as well as a magical "edge." ~ Hu.ar ••lot"' people 
--, andtNl--anlr Enemies pop up out of nowhere, sometimes causing damage .-11nn1""....., lliat 111a 

before you can even see them. No matter, you'll simply mince ..,... helped .., tNt ..._ .. 
them up like the Ultimate Chopper (minus the stylish, colored duo....,. ta 111a oony - o1 
handle). Well, maybe not that simply. You see, it's overly Illa hack n' - ,...111an 111a 
difficult to stop mick:ombo. Your hero continues swinging long 11111111 "'Illa..,_..,__ 

• Concept: 
Take one part Gauntlet, one 
part Baldur's Gate: Dark 
Alliance, blend, and try to 
choke It down 

■ Graphics: 
A surprising amount of 
zombie types, but little else 
of interest 

■ Sound: 
Music picks up when you're 
surrounded. The voiceovers 
work Good. but not IDGd-.,,. after a zombie has either perished or dodged your attack. Using MAn _ &. 75 ■ Playability: 

the right analog for aiming doesn't help much. Once you come ._ _ _ ____ _ __. Tap the attack button a 
up against tougher enemies, like the pisto~packing undead, few times, and watch your 
this control faux pas will take its toll. Instead of being a mad dash to the goal, most levels make character spin out of control 
you find things. You may backtrack for what seems like an eternity, looking for the last spirit to set ■ Entertainment: 
free or disc to uncover. The camera often becomes a liability, especially in areas where you can't Mindless violence. and no 
zoom out. Character advancement is bare-bones, which hurts replay. I'll stick to LOTR: The Two ;:~~ ;~m7sr~n~~nced 
Towers or Dari< Alliance, thanks. - JUSTIN 

■ Replay Value: 
■ snu l OR 2-PLAYER ACTION ■ PUBUSHIR VIVENDI UNIVERSAL/INTERPLAY Moderately Low 
■ DIYILOPIR HIGH VOLTAGE ■ HLIASI AUGUST 19 

lha......,._tr,i,cta 
................. clwKW ____ .., _ _, 
................ --.. 
.. ...., oaol, ... the tlmHllop 
-----lietllar.Tlltlook -~ ...... -----C■nllldlC---""' 
....,1ao-.n....i•11 .. __,.,._,,, .......... 
-alldlheAl__,'t ....... 
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• look. 
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--- al the.., Bully-a. ........... -.......... a1a._,, ..-......-
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llullsw- your PIM II 
alllcialJ -.nod fun. 

USA-8.2S 

PLAYSTATION 2 

DISGAEA: HOUR 
OF DARKNESS 
DON'T DIS THIS GAME! 

The current generation of consoles has yet to see a truly outstanding strategy/ 
RPG - until now. Atlus, the company behind the Tactics Ogre and Ogre Battle series. 
is a master of the genre. Disgaea brings about more than enough twists and turns 

to make it perhaps the company's best effort. 
Prince Laharl is the main character, but he's far from a hero. Rather, he's a royal demon 

with a bad attitude. It's refreshing to play a game like this from the bad guy's perspective, 
and the dialogue that accompanies the plot is both well written and well voiced. You 
create allies to fight with him, as well as pick up ragamuffins along the way. 

There are several battlefields in Disgaea. You've got your regular, plot-driven fights. Then 
there are randomly-generated 10.level dungeons that exist in every one of the game's 
items; completing them levels-up said item. Single-person fights increase your standing 
with the Dark Assembly - a governing body that you need to appease to get things like 
new items or more competent drones. In combat, the innovations keep coming. These 
include being able to throw both enemies and allies; multicolored, status-affecting 
platforms; and some crazy double-, triple-, or even quadruple-team attacks. 

The only things I can take points off for are underwhelming graphics (par for the genre), 
and a camera that sometimes makes certain squares on the field all but impossible to 
see. Disgaea has amazing attention to detail, thrilling battles, and a great story to boot. 
Snatch it up quick before it disappears like all other Atlus classics before it. - JUSTIN 

■ STYU I ·PLAYER STRATEGY /RPG ■ PUBUSHIR ATlUS ■ DIVILOPIR NIPPON ICHI 
■ RILIASI AUGUST 26 

■ Concept: 
Bring the strategy/RPG 
genre up to the current 
console generation 

■ Graphics: 
They won·t win any awards. 
but the game's visuals 
do have their moments. 
Smooth animation 

• Sound: 
Quirky music and hilarious 
voiceovers keep me from 
putting on a CD 

■ Playability: 
Plenty of new innovations, 
and the tutorial is efficient 
and painless 

■ Entertainment: 
This is one of the best 
strategy / RPGs to come 
down the pipe in a long 
time. It'll keep you 
engrossed for months 

■ Replay Value: 
High 

SECOND OPINION 
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tltle_'t,_.., 

molutlonlllt the - of 
video irar-, but It lllblly and 
e,cpertty perfects • few points -
mo.tic the entire cen,e • 
llttle - Ill nirvana. The 
~within ..... l.n 
la one example-.
the replay, atrateCY, and 
variety of 1h11 tltle. In addition, 
- .. extremely funny 
and the voice _.. .. dellnltely 
~ tuminC up the volume 
tor. H anyttq "- 1h11 PIM 
• bit lhy of perfectlan, It'• the 

few compllcata• - .... 
flom the PM'• loMr-qualltJ 
paplllcs.The _ _.... 

.,_ benellted flom -
rinatlon and the bettlelleldl 
can be lllclcy Ill luly analym. 

Bui 1-yau - DIICaa 
ladlllnltelyawwtllypurchae 
lorany ..... 

USA-8.215 



PLAYSTATION 2 QUICKIES 
ROMANCE OF THE THREE KINGDOMS VIII 
■ ITYU 1 TO 8-PIAYER STRATEGY 
■ PUIUSNIR KOEI 
■ ltlLIAII AUGUST 12 

Koei keeps plowing along with 
this series. However, fans will 
notice a few key differences, 
the most important being the 
addition of multiplayer. This 
series is continually being 
refined, with battles being 
larger in scale and relation

ships being more important than ever. The sheer depth of 
your duties can leave you swimming. This fact will please 
fans, who will only become more involved in the minutiae of 
command, while the ritual monotony and sometimes less 
than user-friendly menu system don't help F.fl 
pique others' interest. - KATO I.Iii 7 

MAGIC PENGEL: THE QUEST FOR COLOR 
■ ITYU 1 OR 2-PIAYER ACTlON/ROlE-PIAYING 
■ PUIUINIR AGETEC 
■ HLIAII JUNE 24 

This is one of those quirky 
titles that you'll be glad you 
found. The easy comparison 

• here is Pokl!mon Stadium, 
with a little twist. You're a 
Doodler - a human capable 
of making doodles (Pokemon
llke creatures} that can 

be used in battle at the arena. The main draw (Ha. Ha. 
Draw. Get it?) is creating your own characters through a 
rudimentary 30-paint program. Be warned - great skill is 
required to get something that doesn't just l'2'I 
look like a Jell-0 mold gone awry. - USA 1,1;1 

THE GREAT ESCAPE 
■ ITYU 1-PIAYER ACTION 
■ PUIUINH GOTHAM GAMES 
■ RILIAII JULY 22 

I'm so glad that developers 
are finally realizing that 
current movies aren't the 
only licenses to glean 
inspiration from. But, I 
also really loved the movie 
version of The Great 
Escape, and this isn't really 

the testament that I was looking for. It looks and plays 
(especially in the first ·go and get this" section} like a 
cheap Hitman 2. But, to its credit, Steve McQueen's 
character is playable and looks alarmingly r.11 
like him. - USA b.:tj 6.5 
NFL GAMEDAY 2004 
■ ITYU 1 TO 8-PIAYER SPORTS ( UP TO 4-PIAYER V1A ONLINE) 
■ PUIUINH SONY /989 SPORTS 
■ HLIAII AUGUST 12 

The developers of GameDay 
have tried to address 
some of the franchise's 
many neeps this year. 
However, the game isn't 
totally there yet. Graphics 
and online are where the 
attention's focused, but 

I think they should have continued down the road to 
refinement. GameDay fans will recognize the coding 
that's underneath this title, but I think you can also see 
that things are getting steadily better for l'2'1 
the franchise. - KATO 1,1;1 7 

CHESSMASTER 
■ ITYU 1 OR 2-PIAYER BOARD 
■ PUIUINIR UBI SOfT 
■ HLIAII MAY 77 

This is strictly for hardcore 
chess players (i.e. people 
a lot smarter than me ... l 
mean ... I.. .or me ... damn!}, 
but I can't think of a game 
that can deliver the amount 
of depth of Chessmaster. 
It's got a simple interface, 

extensive tutorial modes (hosted by legendary GM Bruce 
Pandolfini} for players of every level, 825 simulated historic 
matches, and even online play! Of course, I didn't have to 
go online to get my butted whipped (the first of the game's 
150 Al players took care of that in about 15 minutes}, but 
it should be a thrill for PS2 owners to get their chess on 
over the world wide web. Also, if you get bored with the 
staid visual presentation, the Chess Battlefield mode lets 
you use a set consisting of fully animated 1'2'll.

75 fantasy warriors and ores. - MATI 1,1;1 

BOMBASTIC 
■ STYU 1 TO 5-PIAYER PUULEI ADVENTURE 
■ PUIUINIR CAPCOM 
■ HLIAII AUGUST 26 

Believe it or not, this game 
is a sequel to the 1998 
PSone puuler Devil Dice. 
For those of you who might 
have missed the original, 
I'll give you a quick run
down. You can ride on and 
push around dice. When 

you maneuver the dice, it flips as you move in a direction. 
The goal is to match up like numbers in sets that equal 
that number. For example, you want to put together two 
twos or four fours. In Devil Dice, when the numbers 
were matched up they disappeared. In Bombastic, they 
explode and can ignite dice within range that are exactly 
equal or one less in value. Hence the new name to match 
the new game mechanics, which incidentally, can really 
create some massive chains. Also added is a Quest 
mode where you must solve puules through five worlds, 
each with three levels and a boss. If the new gameplay 
elements aren ·t enough to get you excited about this 
title, then the fact that it's coming out at 30 bucks and 
the original game is hidden inside should seal the deal. 
It's a great puuler. Definitely a little l'2'1 I 
weird, but most certainly good. - ANDY i:;i 

FUTURAMA 
■ ITYU 1-PIAYER ACTlON/PIATfORM 
■ PUIUINH VIVENDI UNIVERSAL/FOX INTERACTIVE 
■ HLIAII AUGUST 12 

This doesn't suck as bad 
as most Matt Groening
related video games, but 
that's kind of like saying 
someone is the least smelly 
person in France. No, it isn't 
the synapse-frying, post
traumatic stress-inducing 

nightmare that Simpsons Skateboarding was; but rest 
assured that Futurama fans are going to have to take their 
lumps just like us Homerphiles have been for years. The 
cutscenes are great, making an episode's worth of good 
animation here for the viewing, but I wouldn't want you to 
pay $50 and suffer through this hack1ob of a game just 
to get to it. Buy the DVDs instead, or just f:t1

5
.
25 watch the show on TV. - MATI ~ 

v.--11111111-
IICMdla!WN to the MIIN; 
but hclnNtly, I wan't • 
llafNted In the - llnlnty 
lunctlonl • • - the_,_ 
Not onlJ ...... ....-up, 
but l~the ....... 
- -· - olthellklnd ol_ ..... ,.,.. ... 
_..., "WheNthe 11111 11 
-,one?!" F- In It !NI tar 
.. bl llooked to the IIIIL 

KAT0-7.S 



.,.,Mario 

worshippers 

will be 

entranced. To 

the rest of 

us, it's iust a 

fun little golf 

game." 

11 0 GAME INFORMER 

MARIO GOLF: 
TOADSTOOL TOUR 
SIMPLY PAR 

M ario anything is generally the great no-brainer 
in the video game world. He races, he swings 
rackets, and he plumbs (or whatever plumbers do) 

better than any other digital character in existence. Mario 
Golf is no exception, and earns its almost custom-built place 
as the GameCube's best golf game. However, I can't help 
thinking our plunger-wielding paisan phoned this one in. 

The new control interface is user friendly and definitely 
caters to beginners. If you so choose. an automatic swing 
only requires you to pick the power of your shot. Otherwise, 
you can manually adjust back- and topspin. Putting is refined 
over the 64-bit predecessor as well, and things like wind 
direction and terrain effects are easier to determine. This 
game swings clubs with the best of them. 

I always welcome the Nintendo clique of peeps in my games. 
The gang· s almost all here from the outset, unlike most golf 
titles which start you with a skeleton crew and require you to 
unlock the rest. Their skills don't differ a whole lot, so who 
you pick is mostly a matter of aesthetic preference. Accept an 
opponent's challenge and beat him or her, and you earn a stat
enhanced star version of that individual. 

Medals are earned for birdies, eagles, and holes in one. 
Pick up a certain amount, and you'll get a few more playable 
costars. That's the extent of the RPG elements or rewards 
available. Modes like Ring Golf and Coin Golf are okay, but 
when I get nothing for beating them, I'm not motivated to play 

them. MinK>Olf from the N64 Mario Golf is noticeably absent. 
I have a love/ hate relationship with the game's courses. 

The first few are decently designed, but they're blander 
than you'd expect in a Mario offering. Once you win a few 
tournaments and get more courses, business picks up. 
The beach-themed one has fun shapes for islands and 
sand traps. Peach's own course adds warp pipes to the 
mix. Bowser's has enemies scattered around that will put a 
hurtin' on your ball. 

I have more issues with this game than most Nintendo
published products, which makes me worry that the 
company's quality assurance department may be slipping. 
Things like the camera not always panning toward the hole 
on putts or large-nosed characters· schnozzes getting in the 
way of reading the green just shouldn't happen. Leaves on 
trees have the physics of rubber walls when hit. Character 
models are inferior to those in Super Smash Bros. Melee. 
I also loathe most of the music - save for the Super Mario 
Bros.-inspired tune when you putt. 

Mario Golf takes the same requisite strides in detail and 
graphical quality that go along with the bump in console 
technology, but doesn't strive to do much more. It pales in 
comparison to the PlayStation 2 Greatest Hit Hot Shots 3 
in nearly every way, and is just slightly better than Swingerz 
Golf. Mario worshippers will be entranced. To the rest of us, 
it's just a fun little golf game. - JUSTIN 

■ STYU 1 TO 4-PlAYER SPORTS ■ PU■LISNIR NINTENDO■ DIVILOPIR CAMELOT ■ ULIASI JULY 28 

■ Concept: 
Mario and his crew. like 
most celebs, spend their 
days off hitting the links 

Graphics: 
Nicely done details in 
some aspects while 
simultaneously failing to 
blow me away 

■ Sound: 
Put a taco under my ears 
and call me a cheesehead, 
because the music is grating 

■ Playability: 
It's almost too easy to 
pitch, fade, and add spin 

■ Entertainment: 
This is an accessible golf 
game that anyone who 
knows Mario will get some 
fun out of. Just don't expect 
an instant classic 

■ Replay Value: 
High 

SECOND OPINION 
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"If you don't 

die of boredom 

playing the 

game ... it can 

be completed in 

a measly four 

hours." 

P.N. 03 
A CONCEPTUALLY SOUND DISASTER 

From a glance, P.N. 03 would appear to have all of the 
makings of a certifiable Capcom hit. With a stylish 
science fiction setting that combines the sterile, 

white-walled architecture of THX-1138 with the technology 
ravaged sand dunes of Mad Max; the environments are 
simply breathtaking and the setting Is. for the most part, 
foreign to video games. 

The protagonist of this adventure is also of a different 
breed. While Vanessa Z. Schnelder proves to be just 
as acrobatic and heroic as most video game stars, the 
methods she goes through to dispose of her adversaries is 
completely unconventional. She doesn't wield firearms, and 
never once will she lay a hand on a foe. In a fashion similar 
to Space Channel 5's Ulala, Vanessa combines dance with 
her ability to project lasers from her palm. This may sound 
a bit strange - which, in theory, it is - but it actually looks 
quite cool and is very reminiscent of the exaggerated over
the-top feats in Devil May Cry. 

With the dynamic framework and original heroine design, 
P.N. 03 really does have an undeniable allure. It feels 
different and new - something gamers always crave. The fact 
that legendary game creator and father of the Resident Evil 
series Shinji Mikami supervised the creation of gameplay 
makes it all the more enticing. So, why is this game - one 

that shows such potential - a complete and utter waste? 
The seductive female lead, inventive gameplay, and alien 

atmosphere will certainly suck you in; but once you get 
there, you'll be exposed to the ugly truth behind P.N. 03. 
Within a matter of seconds of play, you'll learn firsthand that 
this game is abysmal and far from engaging. 

Vanessa's assortment of dance-related moves certainly 
look graceful, but controlling her is a different story 
altogether. She moves like a robot with rusty joints. Without 
a strafe maneuver (you can only dodge or roll to the sides), 
it's next to impossible to navigate the environments. The 
auto-targeting system wor11s well, but with only one primary 
weapon and a handful of special attacks, blowing away 
robots gets old rather quickly. A typical gamepiay session 
goes as follows: Jam on the fire button ... evade the enemy's 
retaliation fire by dodging to the right...fire again ... dodge to 
the left .... fire ... move on to the next enemy. Since you can't 
jump and shoot - or do anything different for that matter -
you're stuck doing the same thing from start to finish. 

If you don't die of boredom playing the game, you'll run 
headlong into the most disappointing aspect of P.N. 03: It 
can be completed in a measly four hours. As If I need to say 
it, P.N. 03 is best left undiscovered until the day you find it 
in a bargain bin for a reasonable price. - REINER 

■ STYU 1-PIAYER ACTION ■ PUBUSHH CAPCOM ■ DIVllONR CAPCOM PROOUCTlON STUDIO 4 ■ UUASI SEPTEMBER 9 

REVll'IJI 

■ Concept: 
Watch a hot girl dance as 
she destroys robots with a 
laser that shoots out of her 
hands 

■ Graphics: 
The animations are fantastic 
and the environments scream 
with detail. Unfortunately, all 
of the visuals are repeated 
way too often 

■ Sound: 
No spoken dialogue, Just 
tons of sub-par techno music 

■ Playablllty: 
Fire, dodge, and manhandle 
shoddy controls until the 
credits roll 

■ Entertainment: 
It's only four hours long and 
there· s no reason to play 
it again 

■ Replay Value: 
Low 

--
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"F•Zero GI 

is designed 

specifically 

for hardcore 

gamers 

and people 

who are 

gluttons for 

punishment." 

112 GAME INFORMER 

-➔·+,$JJ3 1 J = JM 

F-.ZEROGX 
NINTENDO'S CAN OF WHOOP-ASS 

I have to hand it to Sega: F-Zero GX is one of the few games 
that I've come across that can kick my ass up and down 
the street. After spend~ a full day with this title, I walked 

away from my GameCube physically exhausted, hoarse from 
yelling at the screen, and bloodshot from not blinking for 
hours on end. Wrt:h speeds that border on being too great 
for the human eye to comprehend and computer opponents 
that never once falter, F-Zero GX is designed specifically for 
hardcore gamers and people who are gluttons for punislvnent. 

Oddly, the beginning of the game is incredibly easy. For 
the first few races, you'll laugll at how downright awful the 
computer adversaries are. However, just when you think that 
you can conquer the game without effort, the difficulty curve 
shoots through the ceiling and kicks into high gear. In some 
of the stages, if you don't hit a tum just right or activate the 
turbo at a precise moment, the computer will blow by you and 
leave you in the dust. This is a feature that can be viewed as 
both a blessing and curse. On the one hand, I love the fact 
that the difficulty is relentless and geared toward improving 
your reflexes and an-around gaming skills. At the same time, I 
don't feel compelled to beat myself senseless by playing the 
same track over and over again. The sense of gratification is 
fantastic, but the means of reaching it is sometimes similar to 
being locked up in an iron maiden. 

The controls are implemented perfectly, and the framerate 
never wavers from a constant 60 frames per second; but. like I 

said, all it takes is one mistake to throw a race. Thankfully, the 
game does a good job of rewarding players. By winning races 
or completing circuits, you'll earn tickets that can be used to 
purchase a wide variety of things that range from additional 
characters and vehicles, parts to build your very own ride, and 
Story mode stages. Unlike all of the previous F-Zero titles, 
this one has some semblance of a plot Each stage in Story 
mode begins with an FMV sequence that usually describes 
Yhj you entered a specific heat or challenged a particular 
foe. The cinematics rival the likes of Final Fantasy in quality, 
which should be reason enough to convince gamers to want 
to see more. 

Like its predecessors, F-Zero GX is an attractive game that 
continually dazzles the eye with its vibrant neon backdrops, 
blinding particle effects, looping track designs, and tremen
dous speeds. The split-screen multiplayer is decent, but it's 
not as intense as battling the large field in single-player. Sega 
has also made this version of the game compatible with the 
recently released arcade machine. It's a bit of a hassle to 
drag your butt down to the arcade, but if you really get into this 
game, you can insert your memory card and unlock new mate
rial through the coin-op. 

F-Zero GX is just as entertaining as it is frustrating. If you've 
broken controllers before, it might be in your best interest 
to skip it. Conversely, if you seek challenge, you'll get it in 
spades. - REINER 

■ STYU 1 TO 4-l'IAYER RACING ■ PUSUSNIR NINTENDO ■ DIVILOPIR SEGA ■ lllLIASI AUGUST 25 

■ Concept: 
A revival of Nintendo's 
futuristic racer that delivers 
blinding speeds and flashy 
visuals, but an ultimately 
shallow experience 

■ Graphics: 
Beautiful neon lighting; 
detailed FMV story 
sequences, smooth 
frame rates 

■ Sound: 
Sega proves that techno 
music can be just as painful 
to the ears as the hair metal 
in Sonic Adventure 

■ Playability: 
The racing is insanely fast 
and the controls are spot• 
on, but some of the races 
are way too difficult 

■ Entertainment: 
Limiting in modes and 
multiplayer, but high on 
challenge 

■ Replay Value: 
Moderately High 

SECOND OPINION 
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MADDEN 
NFL2004 
SOME YARDS IS BETTER THAN 
NO YARDS 

I 'm not the hardest of hardcore football fans, but that's why I'm reviewing this game on 
GameCube - a system not known for sports games. Despite the GC's lack of armchair 
quartertlacks, EA still tries to stuff as much as it possibly can into one little disc. 

While PS2 has the patent on online and Xbox has the best graphics, the only thing 
GameCube gamers can rub in their friends' faces is connectivity. However, getting play recom
mendations and more cheerleader animations isn't going to wow anybody. Thankfully, there 
are plenty of across-the-board enhancements. Since there isn't much more that can be done 
gameplay,wise, Owner Mode is this year's MVP. It's fun toying with the nuances of football's 
undertielly. I like how you can mess with as much or as little as you want to. Mini.Camp is still 
one of the game's most entertaining features, the cards are great (though not as sweet as the 
Crib in ESPN NFL), and Bio is ingenious. 

There are still gameplay additions, but without the Madden 101 tutorial - found In the other 
versions - you're kind of on your own. Also, a difficulty level between Pro and Rookie would 
be helpful. Regardless of your football IQ, Madden NFL 2004 will entertain. GameCube is the 
weakest of the three versions, but it's still a heavy hitter. Besides, this is your only pure choice 
for NFL action on the console that Mario built. - JUSTIN 

■ l ffU 1 TO 4-PLAYER SPORTS ■ PUBUI HIR EA SPORTS ■ DIVI LOPIR EA TIBURON 
■ RILIAII AUGUST 18 

■ Concept: 
Borrow a few tricks from 
another well-known EA 
franchise, SimCity 

■ Graphics: 
Impressive. Much better 
than the PS2, but a tad 
behind Xbox 

■ Sound: 
The EA Trax hip-hop jams, 
but the rock tunes blow. 
I personally love the 
commentary 

■ Playability: 
Tons of new moves on both 
offense and defense. The 
deflection to interception 
ratio could be improved 

■ Entertainment: 
The added depth of Owner 
Mode means you'll be 
playing Madden even longer 
than before 

■ Replay Value: 
High 

SECOND OPINION 
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Golden Books Ishort. s11nple. 
and saccharine sweet). and 
tl1ey have to be unlocked. 
The point? You can ·t even 
e,ecute a throw until the third 
level wl11cl1 means you can 
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only attack. That's fun' - LISA 

Hoy, I found tho.._,....,_ 
lor lllio .... Wllltan an I bor 
napkin! """ It II: "Get Charle'• 
A!WllollclnN.MN ........ 
madolo of ...... eop, ...
of- lor ClonNlo. MN Iota 
of - Go to Dllnoy Wootdl" 
Palhetlc with • ...... "P"I "P" 
.., ltandl lor .,....., ...... . 
...... , ... 'tbuylllio ..... " 

MAn - 2 

■ SffLE i PLAYtk AlJ;ON ■ PUBLISHER UBI SOfT 
■ DEVELOPER NEKO ENTERTAINME"<T ■ RELEASE JULY 8 

GAME INFORMER 113 



ulf you like 

brawlers, 

platformers, or 

both, Alter 

Echo should be 

on your list of 

must-plays." 
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XBOX 

ALTER EC 
A BRAWLER WITH BRAINS 

W hen THQ first brought Alter Echo to our office 
months ago, I must admit that I was intrigued. 
During our demo, developer Outrage Games 

constantly talked about massive combos and a combat 
system that not only offered a lot of variety, but some intense 
gameplay. 

At the 5cm! time, however, I couldn't help but see the silly 
looking character and average graphics, and think to myself 
that Alter Echo was going nowhere. But now, with a review 
copy in hand, I think that, despite all the things that Alter 
Echo has going against it, the game is indeed everything the 
developer promised (which, believe it or not, usually isn't the 
case). 

The story, which is not this game's strong point, follows the 
adventures of a Shaper named Nevin. With the help of the 
mysterious Echo, he is able to switch between three forms: 
sword, gun, and stealth. Not only does each form have a 
wide of array of combos, you can purchase new moves and 
upgrades as you advance through the game. There are also 
combos that can be created by morphing through the various 
forms. For example, you can pounce onto a hapless sucker in 
stealth form, then quickly switch to the gun form. The enemy 
(if he is not too big or invulnerable to the attack) will then find 
itself inside the chamber of your gun after the transformation. 

Pound on the X button to torture him, or launch him from the 
gun to set up another combo chain. The choices are actually 
quite endless. As I played through the game, I found combos I 
liked and techniques that were absolutely essential to getting 
past certain annoying enemies. 

You would think that all these combos lead to massive 
buttoomashing, but Alter Echo is much deeper than that. All 
the enemies have various weaknesses that you must always 
be thinking about. "Will the gun form work on this guy?" "Is 
that guy too big to throw?" If you use a combo too often, the 
enemies will block your attacks - forcing you to change up 
your technique or die. 

To help break up the action, there are also Sync nodes and 
time dilation attacks that challenge the player to a rhythm
styled minigame. These are very simple in design, but they do 
require timing and a little bit of brains to move the cursor to 
the correct icons. This area of the game can be frustrating at 
times, since with each move the pace increases. It's nice to 
see a game that actually challenges the player on all fronts. 

Sadly, the adventure and levels are a tad short; but this 
title is definitely worth a try, as it has some outstanding 
gameplay design. If you like brawlers, platformers, or both, 
Alter Echo should be on your list of must-plays. - ANDY 

■ STYLI 1-PIAYER ACTION ■ PUBUSNIR 1HQ ■ DIVILONR C>VTRAGE GAMES ■ UUASII AUGUST 26 

■ Concept: 
Combo your WaJ through a 
wacky plasma wOf1d 

■ Graphics: 
The environment is bright 
and oolorful, yet plain at the 
same time 

■ Sound: 
The l'OiceoYers are cheesy, 
but the music and sound 
effects WOO< perfectly with 
this title 

■ Playability: 
A liWe over-the-top at first. 
In time, ~ becomes second 
nature 

■ Entertainment: 
Not the greatest stOf)' or 
characters, but the gameplay 
Is top notch 

■ Replay Value: 
Moderate 

-
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XBOX 

NFL FEVER 2004 
OFFENSIVE COORDINATION 

N othing drives a football fan up the wall like watching 
their team sit by and do nothing as it hits the 
bottom of the division and keeps on digging. No, 

I'm not actually talking about this year's NFL Fever. After 
treading water last year, Microsoft has changed some key 
components of its development team, and is starting to 
become attuned to what it is that sports fans want year in 
and year out: bigger, better, and more. 

The game's Read and Lead passing system is simply a 
blast to play. It's not perfect, but it's a breath of fresh air to 
the sport. That not only applies to this franchise, but to all 
the football titles out there. Also new is the ability to control 
the ball's height when you throw via the right analog stick. In 
tandem, this duo allows really good, complex flexibility. The 
perfect pass in Fever is a combination of timing, ball speed, 
and placement - which is certainly true in real life. It may 
make things a little harder, as you'll have to work on getting 
your bombs right, unless you want the safety camping out 
and intercepting your ass. However, when you get the hang 
of it (I suggest playing through the training games, which are 
fun as well), you'll feel like a pro bowler. There were some 
times when I got gutsy enough to zip the ball into triple 
coverage like Brett Favre on fire. Not smart, but because of 
Read and Lead, I was just able to eek the pigskin into the 
WR's hands. Score. 

Fever has grown in other areas, most notably in the pre-

snap department. Having coaches talk to you Is a great 
touch, and one that feels good when the old man's strategies 
pay off. Another helper is a general defensive audible that 
lets you re-align your players to cover the run inside or the 
pass on the sideline, for example. These changes - along 
with an L trigger player change, a DB ball swipe move, 
and more - help bring the series up to speed with the 
competition. As much as this area has grown, I think the CPU 
play lacks personality. Playbooks are largely the same for all 
the teams, and clubs that have the deep ball or whose QBs 
like to run aren't distinguishable from the others. 

Although Xbox fan boys think that Fever is the bomb simply 
because of the polygon count in its models, I think it has 
the worst looking players. I don't like everyone being squatty 
like they Just dumped in their shorts; it negatively affects 
the gameplay because of their lower center of gravity. For 
all its improvements, Fever falls into the same trap that the 
other football games do this year - lots of glitzy new stuff, 
but some of the same-old-same-old once you pop open the 
hood. The defensive Al can be bad, and Franchise mode 
is untouched from last year. Worse than that, it's barely 
adequate. Given Madden's robust Owner's mode, lots of 
work is going to be needed here for the folks at Microsoft 
to even try and catch up. Can they make it? Not this year, 
but this franchise is getting its motor running down the right 
path. - KATO 

■ STYU 1 TO 4-PIAYER SPORTS (UP TO 8-PIAYER V1A XBOX LIVE) ■ PUBUSNIR MICROSOFT ■ DIVILON R MICROSOFT 

■ RILIASI AUGUST 19 

■ Concept: 
This iteration makes some 
great ~s. but the 
formula - for good or bad - Is 
largely the sane 

■ Graphics: 
Microsoft needs to seriously 
consider changing the 
character models 

■ Sound: 
Some of the best grunti"' 
)'OU're ever go;"' to hear 
outside of prison 

■ Playability: 
Read and Lead allows )'0U 

some great control and is 
totally fun 

■ Entertainment: 
Despite flaws, )'OU'd be hard 
pressed not to have a good 
time slinging the ball around 

■ Replay Value: 
Moderately High 

SECOND OPINION 
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gj~J00lli111J ~Y111JV~V 
Complete and return the attached survey by September 30, 
2003 to be eligible for the grand prize. Three lucky survey 

entrants will win their choice of a PS2, Xbox, or GameCube 
system, and a $50 GameStop Gift Card. 

GameStop. 

Circle one answer per question please. 

Male or Female 

What la your 14,e? 
Under 13 13-15 16-17 18-20 21-24 
25-29 30-34 35-39 40-44 45-49 
50-64 65+ 

What la your total household Income from all sources? 

<$25.000 $25,000-$29,999 
$30,000-$39,999 $40,000-$49,999 
$50,000-$74,999 $75,000-$99,999 
$100,000-$149,999 $150,000 or more 

What la the hl&heat level of education you have 
completed? 

College Graduate Some College (1-3 yrs) 
High School Graduate High School Student 
Middle/Junior High Student Grade 6 or less 

Name 

Are you employed? 
Full t ime Part Time Unemployed 

How many children under the ace of 1B llve In 
your houMholcl? 

None 1 2 3 4+ 

Number of Game Systems In your household? 
None 12345+ 

Types of Game Systems In your houMholcl? 
(Circle all that apply) 

PS2 Xbox GameCube GBA PC 

How often do you play video cames? 
Never Once a month 
2-3 times a month Once a week 
2 or more times a week Every day 

E-mail 
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Get a 

subscription to 

Game Informer 

Magazine TODAY 

and save up to 

$94. 78 off the 

newsstand price. 

24 ISSUES ONLY 

$2498 
SAVE OVER 80% 

OFF EACH ISSUE! 

■ AUIINI 

[:g° Yes! I want to take advantage of this amazing offer from Game Informer Ma,azlnel 
D 1 Year (12 Issues) for $19.98 D 2 Years (24 Issues) for $24.98 

D GameStop Value Card for $2.00 
Pie- Print Clearly In Block Lett-

Name 

Address 

City/ State/Zip 

Phone 

Select Payment Method: 

D Check or money order enclosed. 
0 Bill my Credit Card 

Credit Card # Exp. Date 
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XBOX 

ESPN NFL 
FOOTBALL 
PHATTER THAN MADDEN 

0 ut of this year's crop of pigskin titles, ESPN has changed the most. Along with 
the innovative first-person mode, the game now boasts realistic broadcast
quality clnematics, a plethora of collectibles that can be unlocked through a 

new reward system, an Improved running game, redesigned play calling, and a host of 
additional tweaks and upgrades. 

As far as the Xbox Is concerned, ESPN Is this year's most complete football game 
simply because Madden lacks online functionality, and Fever's gameplay is of a lower 
grade altogether. Comparatively, Madden still has the best passing game and deepest 
Franchise options; yet ESPN's running game is unmatched, and TV-style sequences 
which range from weekly wrap.ups with Chris Berman to players leaping Into the stands 
after a touchdown are far and away superior to anything In EA's camp. On top of this, 
unlocking new furniture, framed Jerseys, and trophies In your very own Crib give ESPN an 
irresistible hook not found in any other title. 

The gameplay Is very similar to last year's product, but it's definitely tighter than 
before. If you're a slm Junkie, Madden is definitely the wa,; to go. For all other play needs, 
however, you can't go wrong with ESPN. - REINER 

■ ITYU 1 TO 4-PtAYER SPORTS IUP TO -4-PlAYER VIA XBOX UVE) ■ PUaLIIHIR SEGA SPORTS 
■ DIVILONR VISUAL CONCEPTS■ UUAA SEPTEMBER 2 

■ Concept: 
Fine-tuned pigskin action With 
a strore focus on ,mprow.i 
broadcast cinematics and 
fra1chise mode 

■ Graphics: 
The out-of.game sequences are 
plentiful and true to the sport. 
The gameplay animations are 
Just as impressive 

■ Sound: 

The comnentwy is quite good, 
yet the crowd sams are failty 
generic 

■ P1ayablllty: 
ESPN's runni,.i game is 
unmatched, and the rw,w 
Charge 111011e opens It up 8lll!ll 
more. On the other hand, 
passifll is still a 11\Ue floaty 

■ Entertainment: 
Offers more 1Jar11 for )'OU( buck 
than arr, other Xbox fOOlball tJtle 

■ Replay Value: 
Hil/)l 

SECOND OPINION 
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" ... a brawler 

with a bite." 
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BUFFY THE VAMPIRE 
SLAYER: CHAOS BLEEDS 
TIGHT JEANS & POINTY TEETH 

C haos Bleeds is designed as a lost episode to the 
fifth season of the television series. To give the game 
an authentic tie, many of the actors from the show. 

including Nicholas Brendon (Xander), Anthony Stewart Head 
(Giles), James Marsters (Spike), and Amber Benson (Tara), 
reprise their respective roles through YOicework. Sadly, Sarah 
Michelle Gellar (Buffy) and Alyson Hannigan (Willow) did not 
lend their \/Oices to the project (reasonable facsimiles were 
hired) and are represented only through likeness. 

Respected UK studio Eurocom has replaced the Collective 
as the development team; but rather than starting from 
scratch or creating a new direction for the series, Chaos 
Bleeds is stylized as a direct sequel to last year's Xbox 
game and shares the same technologies. In a sense, 
Eurocom was able to correct many of the mistakes from 
the first release to create a more compelling product. For 
instance, the focus of gameplay no longer amalgamates 
hand-to-hand combat with Tomb Raider.styled exploration 
and platforming. This time around, combat takes precedent 
and variety stems from the inclusion of different playable 
characters. At certain points in the story, control switches 
from Buffy to other characters such as Spike, who can 
pound vamps better than anyone; Faith, the former slayer 
and all around badass; Willow, who unleashes a flurry 
of powerful spells; weapons-<eliant xander; and Sid, the 

loveable and possessed ventriloquist dummy. 
All of the characters feature unique attacks and feel quite 

different from one another. The combat system can best be 
summed up as a brawler with a bite. Explosive combo strings, 
blinding magic, and the sharpest of weapons take center 
stage. The controls are a little tighter than the last release, 
but it's basically the same beat 'em up action as before. Of 
course, assuming the role of different personalities produces 
a plethora of alterations and additions. 

For some reason, however, Eurocom determined that 
the revitalized combat wasn't enough to entice players. As 
you're dusting vampires, you'll also have to keep your eyes 
peeled for items that can be used to open locked doors or 
new areas in a stage. This scavenger hunt element seems 
fairly straightforward and trivial at first, but as you progress 
through the game, you'll find yourself scouring every inch of 
an environment to find a key, a box that can be pushed, or a 
hidden path. These puzzle elements are implemented very 
poorly and act as unwanted distractions that often have you 
pulling out your hair wondering what you should be doing next . 

Thankfully, the intensity of battle, breathtaking graphics, 
and intriguing story are powerful enough to overcome 
any shortcomings in the game. As a whole, it's a much 
better game than the first, and geared more toward Buffy 
enthusiasts. - REINER 

■ STYLI 1 TO 4-PIAYER ACTlON ■ PUIIUINU VlVENDI UNMRSAI/FOX INTERACTM ■ DIVILOPlll EUROCOM 
■ RIUASI AUGIJST26 

■ Concept: 
A straight-up sequel with 
different playable characters 
and not near1y as much 
platforming 

■ Graphics: 
Some of the best particle 
effects around 

■ Sound: 
Spoken dialogue by many 
of the show's actors. The 
music picks up as the action 
intensifies 

■ Playability: 
The combat system rocks. 
and each of the different 
characters adds something 
to the mix 

■ Entertainment: 
It can be completed In a day, 
but it's well worth the price 
of admission 

■ Replay Value: 
Moderate 

SECOND OPINION 
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THE GREAT 
ESCAPE 
SNEAKIN' STEVEN 

I t's great to see that some publishers are beginning to look beyond this summer's 
big action blockbusters for game licenses. Sammy has a game based on Akira 
Kurosawa's legendary Seven Samurai in the works, and now Gotham Games brings 

forth a stealth/ action tribute to the classic Steve McQueen war movie The Great Escape. 
The game follows a loose approximation of the film's plotline and lets you play as four 

different characters - one being Steve himself. The basic gameplay formula is very similar 
to Eidos' Hitman series, forcing you to sneak past prison guards accomplishing various 
tasks and missions to escape German prison camps. Simply put, this genre takes a lot 
of patience and careful planning; those of you who prefer running and gunning would be 
advised to look elsewhere. Gotham has added some nice control mechanics to make 
things a little easier on you, the best of which is a look feature that lets you peek around 
corners with the d-pad. 

However, it's definitely not a polished game, as the enemy Al is extremely erratic. 
Sometimes, guards will sniff you out with superhuman powers like Agent Smith In The 
Matrix; others will simply walk around in circles like they took the Mercedes short-bus 
to the Reichstag. Also, there are some missions that favor gunplay, which requires you 
to push down on the right analog for the 
sniper scope and pull the right trigger to 
fire - an arthritis-inducing configuration 
that had me reaching for the Aleve. A 
few vehicle sequences are a nice break 
from all the sneaking around, but are not 
especially easy or fun to negotiate. 

While The Great Escape does have its 
faults, I really enjoy this style of gameplay. 
For me, the infectious old-school vibe and 
the fact that it delivers a ton of nerve
wracking situations were enough to make 
me ignore any frustration I have with the 
less-than-perfect execution. - MATT 

■ STYU 1 ·PIAYER ACTION ■ PUSLISNIR GOTHAM GAMES ■ DIVILONR PIVOTAL 
GAMES ■ ULIASI JULY 22 

■ Concept: 
Inspired by the classic 
film, this little stealth 
game overachiever mimics 
Hilman 2 

■ Graphics: 
Like Steve McQueen, it's 
handsome, but a little rough 
around the edges 

■ Sound: 
A nice score and ambient 
sound helps build the 
tension 

■ Playability: 
There are loads of 
inconsistencies in the 
game play and Al, but I still 
had fun with this 

■ Entertainment: 
Good, but several steps off 
the pace set by Hilman 2 

■ Replay Value: 
Moderately Low 

SECOND OPINION 
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GROUP 5 
CHALLENGE 
LIKE A LEMON WITH NO TASTE 

The inevitable and unfortunate byproduct of many simulation racing games' 
attempted attention to detail is a soulless vacuum, where players shuffle from 
exhaust kit to exhaust kit and race to race like a village idiot collecting shiny coins 

on the ground. While you won't find that summation on the back of Group S's box, my 
words encapsulate much of what this title is about. 

I can't fault Group S for its graphics. Apart from the basic shadowing and occasional 
pop-up, this is just about what you'd expect out of the Xbox. Instead, it's on the track 
where this game loses its shine. Courses are repetitive and races fall prey to a number 
of common shortcomings. Questions like "Is there damage?" "Are there racing fields 
with more than than six cars?" and ·can you tweak the number of laps?" all are 
answered in the negative. There's not even online! Worst of all, your cars lack any sort of 
"feel,· making things even more antiseptic. 

The game's focus is on collecting the large number of cars. While I do like the Duel 
mode, where you must earn certain cars in order to win the pink slips of others, I dislike 
that you can't sell autos from your garage. Also annoying is that you cannot customize 
between Championship races. This means you don't invest in upgrades. You have to 
keep buying new cars to progress. Because you are discouraged from altering your autos, 
you just forget about them, which severs any possible emotional connection this game 
attempts to develop. - KATO 

■ STYLI 1 OR 2·PIAYER RACING■ PUIILISHIR CAPCOM ■ DIVILONR DIGITAL STUDIO 
■ ULUSI AUGUST 26 

■ Concept: 
Think you've got ADD? This 
game is a good way to 
find out 

■ Graphics: 
While the cars themselves 
look very good, I was 
surprised to find the 
occasional pop-up 

■ Sound: 
True to this title's nature, 
this aspect is bland and 
uninspired 

■ Playability: 
The e-brake is fun, but I 
want a real rear-view mirror 

■ Entertainment: 
If you're interested in the 
repetition of completion for 
completion's sake, then this 
is up your alley. But then so 
is stamp collecting 

■ Replay Value: 
Moderately High 

SECOND OPINION 
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" ... the 

quintessential 

expansion pack; 

with more to 

do, see, and 

experience on 

many different 

levels." 

122 GAME INFOUH 
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WARCRAFT Ill: 
THE FROZEN THRONE 
A MORE CRAFTY 'CRAFT 

W ith any Blizzard expansion, everyone wants to 
know if what's new is as good as what they've 
come to know and love. No fear, WarCraft 

fans. That familiar feeling is back in full effect, but the 
play has been twisted a bit The franchise as a whole has 
been angling towards offering a more robust role-playing 
experience, and Frozen Throne seems to be a large step 
in that direction. Throughout much of the new single-player 
missions, you will get the distinct feeling that the days of 
nearly anonymous characters battling similar figures has 
hereby ended. Of course, Frozen Throne's parent title was 
the purveyor of this play type, but its expansion - in the 
parlance of our times - has taken it to the next level. 

There are many instances where you'll find yourself 
completing missions with absolutely no resource-gathering 
whatsoever, as you strive to keep your characters alive 
throughout various maps. Again, this isn't a novel creation 
in itself, but Frozen Throne definitely uses it to drive the 
plot more than its predecessor. The resulting level tempo 
is broken up nicely, and the missions themselves seem 
more thought out and pertinent to the story arc. The new 
race introduced for this expansion is the serpentine Naga, 
who have been awakened to layeth down the smack for 
assorted reasons. As expected, you're able to play this race 

eventually, but they're not 
available for multiplayer 
scenarios. 

Graphically, it's obvious 
that Blizzard has paid close 
attention to detail, as evidenced 
by your demon hunter's footprints burning into the ground 
or boiling water when he steps into it, but the overall look 
seems to be aging a little too quickly for my tastes. The 
models are blocky, and the textures suffer from muddiness. 
The spell and particle effects are still good, and your battles 
will certainly have the potential to be enormous, but it's 
time for a visual update. 

That being said, Frozen Throne is the quintessential 
expansion pack; with more to do, see, and experience on 
many different levels. The single-player campaigns should 
occupy your time for at least a dozen hours, and the CG 
cutscenes are as good as you had hoped they would be. 
There's absolutely no reason that I can think of not to 
buy this game if you consider yourself a WarCraft fan. The 
multiplayer portion is also improved in typical battle.net 
form. Blizzard has not taken its fans for granted, and it 
shows in the game's excellent pacing and engaging 
plot. - KRIS11AN 

■ STYU 1-PIAYER STRATEGY (UP TO 8-PIAYER VIA ONLINE AND LAN) ■ PUBUSNH BUZZARD ■ DIVILOPIR BUZZARD 
■ UUASI JULY 1 

■ Concept: 
A mot'e rol&playi~focused 
effort from Blizzard still 
produces an excellent game 

■ Graphics: 
The blobby character models 
are becoming a M liresome. 
Clean-up would have been 
nice 

■ Sound: 
Blizzard's patented audio 
Easter eggs are as hilarious 
as ever, and the voice-actir-€ 
is well done 

■ Playability: 
The ne,, race dubbed the 
Naga is fun to play, but 
unavailable In multiplayer 

■ Entertainment: 
A purchase from which you'll 
get your money's worth 

■ Replay Value: 
High 

SECOND OPINION 
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BAffLEFIELD 1 942: -~pt: 

SECRET WEAPONS OF WWII ~c::;:~as 
multiplayer h~ 

BOOM! BOOM! BOOM! 

W ith the rate at which expansions are coming to Battlefield 1942, you just can't 
help feeling that EA is trying to milk its hardcore crowd for all it's worth. Like 
Road to Rome before it, Secret Weapons of WWII features - surprise - new 

maps, troops, and weapons. There are eight new battlefields, 16 new vehicles (seven of 
which were prototypes), and four new weapons (including a new one-hit kill knife) to 
be exact. 

But that's not the end of the new additions. There are British Commando and German 
Elite troops, a top secret German Rocket Pack that allows players to fly and fight at 
the same time, a C-4 7 Cargo plane that works as a mobile spawn point. and a new 
·objective-based" gameplay mode to round out the additions. Compared to Road to 
Rome, Secret Weapons obviously offers a lot of new content, but sadly I don't feel that 
either expansion has really pushed the game to new heights. 

As a Battlefield 1942 fan, I can't help but get excited about the new stuff; but at the 
same time I feel like I'm ready for something really new to push this game beyond its 
basics. Two expansions in a year's time is impressive, and it's nice to see such support 
for a product, but I'd rather be playing a sequel that takes advantage of the latest 
technology. - ANDY 

■ STYU 1 ·PIAYER AO!ON (UP TO 64-PIAYER VIA ONLINE OR IAN) ■ PUBLISHIR 
ELECTRONIC ARTS ■ DIYILOPIR DIGITAL ILLUSIONS ■ HLIASI SEPTEMBER 9 

■ Graphics: 
Let's be realistic here: They 
needw011< 

■ Sound: 
The music and sound effects 
are adequate. but are 
oov.tiere near the Medal of 
Honor franchise 

■ Playability: 
Rtmrg .mm. hoppql 
in and out of vehicles, and 
kiUir€ hlma1 CJppOOef1ts just 
never seems to get bc:ri'g 

• Entertainment: 
Asa~gane 
~ basically stn<S. but 
multiplayer is truly epic 

■ Replay Value: 
Hig)l 

SECOND OPINION 
DIIHadFPShllcanaylltil 
l'1elll9 ........ orjult
lD-•-dvoNcllalneo 
hollowed• ...... -.,..,, 
"HAI"..,..'°_"_"' 
-, !Ide In, or lllllot out d .... 
•IGIC--IMC.....,, 
IDthe--a__.... lla ------..---..---• -,eo-,11111,..._ .. _,..._,_ ....... ...., 
......._,lld_lD.__,.. .,,,,..., .... ..., ...... 
_, __ the..,_ 

)llpackln-.S-.1 ... -,...----· IDndP,,-111111~ 
........ WWI .. EA-, 
,au-lD-lllilCodd 
..-,...1o._l ...... OI 
-~11-11'1 
at wllh the·-- for 
~ nOObl .. ,,,,..., 
lllmCCN1the ... 8f91sll1tllll 
1,JhlklnlD--• ........ 
..,_wllhthelAL-.;11111 
tlCl.11111111 ........... 
111111-'tclllppalnt. 

JUSTIN-I 

these 111,nor qu1bb1es. Prates 
,s prett\ so::d Grapl11ca!I,. 
ifs a t)1! p:a1:1 at times . bu: 
t~~e character mode:s are 
c,ghl) deta11ed and the sea 
battles are breathtaking. The 
real drav, ,s the open€nded 
gamepla). which makes ,t 
eas, to lose hours :n Plfates· 
world. This ,s probabl) 
the closest you can get to 
becoming a plfate v»thout 
wearing an eye 
patch - JEREMY 

,,._ ...... 
II IES11 .. _.,lllllk 

....... ....... s.. .,,., ....... _...... ... _ ........ ... .,.,.. ___ __ 

baalla.s.llJ,tllll_'t_ 
tallao9dlwPC,• .. __, .. ....,.., ... ..,_,. 
--11-----........ ...... 
CNltheXIIDl..........,. I .. .. 
the1Np--.11u1--at1111 ........................ ___ .,_ 

MAff-7 

■ STYLE I PlAYER ROI£ PlAYlt-.G GAME ■ PUBLISHER BETHESDA 
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"Not only is 

this game 

incredibility 

deep, but for 

a strategy fan 

like myself, 

it is addictive 

enough to 

destroy your 

social life." 

124 GAME INFORMER 

GAME BOY ADVANCE 

FINAL FANTASY 
TACTICS ADVANCE 
BIGGEST GAME BOY GAME "EVAR!" 

I can't begin to tell you how long I have been waiting for 
this title to come. Before I played massively multiplayer 
online games, there was only one other title that my play 

time was best registered in days, not hours. That game, of 
course, was the original Rnal Fantasy Tactics on PSone. Sadly, 
for this review I was unable to put in the 150 hours that this 
game deserves, but I can tell you this title is just as deep and 
engrossing as the original, if not more so. 

Like the original, Rnal Fantasy Tactics Advance is all about 
tum-based combat. For the Rnal Fantasy fan, all the items 
and weapons are familiar; but unlike the RPG editions, all the 
movement and action is done on a huge grid. Also, there Is no 
overhead map. To find battles, the player travels to the local 
town pub and asks for tasks to complete. In total there are an 
amazing 300 missions in the game, but the player will also 
find himself battling for t4rf with other clans (which is basically 
a guild with all your players in it) in random encounters on the 
lvalice wortd map. 

While the 300 levels may seem like an obscene amount, 
many of them can be done by sending a clan member to 
handle it, who will then come back later and report success or 
failure. But even though some tasks can be completed in this 
fashion, there is still an ungodly amount of standard battles to 
complete. 

At the heart of any Rnal Fantasy Tactics game is the job 
system. By completing missions and winning battles, the player 
gains job points that enable characters to unlock new careers. 
Unlike the original, every job is not open to every race. For 
example, only Vieras can become quick-footed fencers, and 
Bangaas are tailor-made warriors. But even with this limitation, 
the job list Is gigantic. There are 42 different combinations of 
race and job including Paladin, Rghter, Beastmaster, Animist, 
Sniper, Fencer, White Mage, Black Mage, Archer, Thief, Soldier, 
Warrior, White Monk, Bishop, Templar, Assassin, Juggler, Red 
Mage, and Dragoon - to name a few. 

Beginning to understand the depth here? This Is just the 
beginning. For a character to memorize a spell or special 
attack, they must equip an item with that power for a certain 
amount of attack points before that ability is learned. So, if you 
want to teach your characters lots of different stuff, you can 
spend months on end endowing them with new moves across 
all the various jobs. 

The gameplay also Introduces some interesting new cha~ 
lenges and enhancements. For example, each battle features 
a Judge who awards points for doing certain abilities, as well 
as gives out yellow and red cards for doing restricted moves or 
attacks that he dictates at the beginning of each encounter. Get 
too many yellow cards or a red card, and the offender will be 
sent to jail -which in tum costs the player money to spring him. 
You can also capture monsters, as well as trade characters via 
the link cable. Or, perhaps even better, you can hook up two 
machines and play the game co-operatively with a friend. 

Not only is this game incredibility deep, but for a strategy fan 
like myself, it is addictive enough to destroy your social life. It 
does have a couple of drawbacks however. For one, the story is 
very adolescent and reminds me a lot of the The NeverEnding 
Story(which isn't a good thing). And for a game this difficult, 
I really don't see why the story couldn't have been more 
engaging to an adult. Secondly, while it is very cool that each 
race has its own version of the black mage, for example, it is 
a shame that your clan members look almost exactly like the 
people you fight most of the time. After a good 12-hour session, 
it's pretty easy to kill your own people if you aren't paying atten
tion. And finally, it is a bummer that you can't rotate the camera. 

However, none of the little problems really matter once you 
dig into this epic game. If you own a Game Boy Advance and 
love strategy, you simply must play this game. It might even 
be better than Advance Wars, and that's saying a lot in my 
book. -ANDY 

So, you dectded to 
drop by, Marchel 
Let • s trade cards! 

■ STYU 1-PLAYER STRATEGY (2-PLAYER VIA LINK) ■ PUBUSHIR SQUARE ENIX/NINTENDO 
■ DIYILOPIR PRODUCT DEVELOPMENT DIVISION4 ■ RILIASI SEPTEMBER 15 

■ Concept: 
Use the Final Fantasy 
universe to create epic turn
based battles 

■ Graphics: 
Simply gorgeous 2D art 
that will make fans of Final 
Fantasy pine for the days 
of old 

■ Sound: 
One of the best-orchestrated 
soundtracks I've ever heard 
on the Game Boy Advance 

■ Playability: 
All the jobs, items, and 
missions in this game can 
be quite overwhelming for 
gamers not willing to put in 
the time 

■ Entertainment: 
If you loved it on PSone, you 
can't live without this title 

■ Replay Value: 
Moderate 

SECOND OPINION 
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GAME BOY ADVANCE 

JET GRIND RADIO 
A MINI BOOM BOX 

5 ince the original Jet Grind on the consoles offers a 
simple interface, this replication of the title on Game 
Boy Advance is very true to its cousins in design. Of 

course, the GBA isn't quite capable of creating the game in 
30, so the graphics are redone in an Isometric wol1d - similar 
to the Tony Hawk GBA editions. Surprisingly, all the pieces 
are here. The environments are colorful; and the characters 
feature a lot of their moves including rail grinds, wall rides, 
and moveentering graffiti sessions. 

Even the game modes are well represented with custom 

SECOND OPINION 
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graffiti, up to 4-player multi player (each one must have a copy of the game, by the way), and a 
listening mode to just "jamout" to the tunes. In total there are 15 levels across four stages, with 
plenty of landmarks and designs seen in the console versions. 

While the game is certainly solid, controlling the characters in the isometric wol1d isn't as intu~ 
tive as I would like it. All told, this GBA edition is done well enough that fans of the series will be 
satisfied with the on-thego experience, but don't expect to be blown away. - ANDY 

■ lffU l.PlAYER ACTION IUP TO 4-PIAYER VIA LINK) ■ l'U■UIHH THQ/SEGA 
■ DIYILONR VICARIOUS VISIONS/SEGA ■ UUASI JUNE 24 

GAME BOY ADVANCE 

SHINING SOUL 
A ONE-BUTTON GAME 

F rom a design standpoint, Shining Soul is stylized much 
like the Dlablo series. In such, the wOl1d that you traverse 
consists of a town and a handful of dungeons. There 

are four character classes, an array of items and weapons to 
unearth, and a robust experience system with customizable 
attributes. 

Unfortunately, as intriguing as the design may be, the 
reaetime combat Interface gives new meaning to the word 
simplicity. It relies solely on the player's ability to tap the A 
button. There's nothing to it whatsoever. To make matters 
worse, the enemies will walk right into your blind flailing, which 

SECOND OPINION 

'lllalaa......,.Dlllllo-11 
loalca ........ plalltyol ... 
lllmlllD .... &iMIC..,.. 
--w111a,... ... .,_ _.,,..,..........,. 
ablt-,w!Kltla....._ 
F-ololHclloal Zaida al Ille 
oaz_.. .... 11111. 

JUSTIN - 7. 71 

means that you don't even need to move! In the event that you actually die, you can warp right 
back to where your character perished. Monsters won't even regenerate, either! I love the setup 
that Sega created; but in the end, Shining Soul is lacking all of the things that make games 
entertaining. The action is poorly designed and repetitive, and the quest is void of challenge. 
-REINER 

■ lffU l .PIAYER ACTION/RPG IUP TO 4-PIAYER VIA LINK) ■ l'U■ulHIR AnUS/SEGA 
■ DIVILONR SEGA ■ RILIAII SEPTEMBER 9 

ir·lu·;""· 
• Concept: 

Shrink down the Jet Grind 
Radio experience into an 
isometric view 

■ Graphics: 
The environments are nice, 
but the characters are a 
tad fuzzy 

• Sound: 
Vibeo-licious tunes are a 
hallmarl< of the series. It is 
a st.me the GBA can only 
produce them in low fidelity 

■ Playability: 
The perspective and 
controls can be annoying at 
times, but It is playable 

• Entertainment: 
All the pieces are here to 
keep JGR fans happy, but 
the experience just isn't 
the same 

■ Replay Value: 
Moderate 

IH,l·lilliii■ 
E. 6.5 
• Concept: 

A comprehensive role
playing setup that goes to 
waste through a hofrendous 
and over1)'-simpl1fied combat 
engine 

■ Graphics: 
The environments are 
detailed nicely, but the 
animations are usually so 
bad that they're laugllable 

• Sound: 
The score ,s typ,cal to most 
16bit RPGs, but it's nothing 
special 

■ Playability: 
Let's see here, you can tap 
A to attack and .. . uh ... did I 
mention that you can hit A 
to attack? 

• Entertainment: 
I tapped A so much that the 
A on the button is actually 
Imprinted on my thumb 

■ Replay Value: 
Moderately Low 

and collapsing pillars unfold as 
)'OU dnve by. a feat that must 
have required some fancy 
program1111ng. Although the 
veh,cle control and pl1ys,cs 
have been dumbed down a bit. 
I almost hke 1t better that way. 
as you don ·t have to contend 
.,.,th oversteenng and the 
handbrake is now conveniently 
placed on the shoulder 
wttons. Well done' - MATI 

Flnlll\l,-•--tllkllonlllaQBA __ , 

,._ ol cllNp, old IND colaeWI 
'lllel9maybe tlle_..,.. 
callllon oreound aatpt IIIC. 11111 
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KATO - U 

■ STYLE I PLAYER RAC:NG ■ PUBLISHER ATARI 
■ DEVELOPER fERNANDO VELEL AND GUlllAUMf DUMIL 
■ RELEASE JUNE 24 
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GAME BOY ADVANCE 

ROCK N' ROLL RACING 
ClASSIC ROCK 

W ay back when Genesis and Super NES ruled, 
Rock n' Roll Racing was parked In the upper 
echelon of the racing genre on both systems. 

History repeats itself, and this GBA port brings back all the 
thrills and fond memories of its ancestors. 

The game is presented in an isometric view, also utilized 
by RC Pro Am and Super Off-Road; but the weapons add 
another dimension to the contests. Each car has a projectile, 
rear attack, and defensive move. The option to upgrade your 
vehicle, and even buy new ones, drives you to keep playing. 
Tracks are plentiful, as there are several planets with a 
handful of courses on each. Complete a division with enough 
points to move on to stiffer competition. 

SECOND OPINION 
~ 10 re-- on, 11111 port 
of the SHES clMllc Rock 
n' Roi RadnC atll holdo up 
~ to the-· of the 
ort In OBA ,-. Wltll IOlld 
conbol, IUlllllllnC lpNd, and 
I ..-Y-Y aoundlnck 
of dll(ltbl clMllc rock, 11111 II 
- the beat handhold raclnC 
,.,,. you'h find 1h11 doeln't 

- the - "Marlo" and 
"Kart. In the tltle. 

MAff-8.25 

The premise is simple, but Rock n' Roll Racing really shines in its excellent control and 
revolutionary soundtrack. Before Pro Skater and Vice City, this game licensed some killer 
rock songs to uphold its image. "Born to be Wild," "Peter Gunn Theme," and "Bad to the 
Bone" are all in rotation here. This game's formula has been duplicated before, but it's 
still the king and will make the hours fly by. - JUSTIN 

■ STYU I ·PLAYER RACING (2·PLAYER VIA LINK) ■ PUBLISHI R BUZZARD 
■ DIVILOHR BUZZARD/MASS MEDIA ■ UUASI JUNE 17 

GAME BOY ADVANCE 

BUFFY THE VAMPIRE SLAYER: 
WRATH OF THE DARKHUL KING 
SICK AND WRONG 

W ow. Buffy has certainly been dissed by people 
who don't get the wit and intelligence of the 
series, but I don't think that being shunned by 

the Emmys is anything near this atrocity. 
In concept, the game does have a great set of goals: a 

combat-based platform title with modifiable weapons, a few 
puzzles, and cutscenes starring series favorites (mostly 
xander, Giles, and Willow). Each of these features is present, 
but the problems arise from the most base of requirements. 
In a game, you need a control scheme that makes sense and 
works. Buffy's doesn't. At all. In addition, I have to state that 
a combat/brawier title must have more than five attacks or 
players get mighty bored. Try as I might, there's nothing that I 
can compliment or even remotely endorse in this game. 

SECOND OPINION 
Good God, IMly, - cld 
)'OU plu off at Nllllume? 
Somebody'• olwloully 11111 ., 

... to ot,111 - the comely 

...... kllor, ...... 1h11 
honlbly bolchld, lnolnely 
acom,tlrC pllllfamw ..... 

Into the - of fun .. I 
otalle In the back. TIit only plul: 
ln-kMll,youca,llclpthe 
anno,ile conal by juat nnikC 
andjun1111C----untl 

)'OU - the and. 
MAff-4 

It got to the point where I felt sorry for vampires, because the pain I experienced while 
playing must be similar to what they go through when pushed outdoors at noon on a 
bright, summer day. - USA 

■ STYU I ·PLAYER AOlON ■ PUBLISHER THO ■ DIVILOPIR NATSUME 
■ U LIASI JUNE 24 

■ Concept: 
A port of one or 16-blt's best 
racing games 

■ Graphics: 
Comparable to the SNES 
version - very colorful and 
vibrant 

■ Sound: 
Great licensed rock anthems. 
The speech Is good but 
potentially annoying. It can be 
turned off If you·re so inclined 

■ Playablllty: 
Highly accurate control with a 
slight learning curve 

■ Entertainment: 
Just like back in the day, 
the only racing game on the 
platform that's finer is Mario 
Kart 

■ Replay Value: 
Moderately High 

■ Concept: 
Use the valley-gi~ slayer to 
rid Sunnydale of its undead 
inhabitants 

■ Graphics: 
Some animations and areas 
are nice, but none are great 

■ Sound: 

Completely forgettable and 
not useful for gameplay 

■ Playablllty: 
A control scheme and 
execution so horrid, it 
negates any positive 
aspects of the title 

■ Entertainment: 
Painful and uninspired. 
What did we do to deserve 
this? 

■ Replay Value: 
Low 
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In association with the NPD TRSTS Video Games Service, Charts presents an in-<lepth listing of the best
selling software on a month-to-month basis. Are the games you spend your hard-earned dollars on top 
sellers? Take a look below to find out. We've also compiled a listing of the top-selling Japanese software, 
and, of course, we included a Top 10 list of the games the GI staff is currently enjoying. 
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~TE POINT 

1 N/ A Enter The Matrix PS2 8.5 May-03 $49 

Are we surprised this game is on top? We'll answer that with another question: Does Jack 
Osborne shop for jeans in the husky section? Still, as many units as Atari has moved, the 
game is going to need to stay on top for a long freakin' time to make up for the cost of the 
license. we·re talking about staying #1 until Matrix Revolutions is the TBS Saturday night 
movie; or even worse, until you finally talk a gir1 into going out with you of her own free will. 

2 N/ A Enter The Matrix Xbox 8.5 May-03 $49 
Since nobody's gotten on the ball and made a game based on Bill & Ted's Bogus Journey 
(imagine getting to be Stat ion's good robot Bill and Ted as you battle the evil robot 
usses), we have nothing better to do than buy Enter The Matrix. While we'd rather chal
lenge Death to Twister than fight another cheap helicopter boss battle, this game is not 
without its charm. 

3 5 NBA Street Vol. 2 PS2 9 Apr-03 $50 
This Street ,s paved with gold, as it's both one of the best and one of the most popular 
games so far this year. It's Duncan like Tim. It's a thrilla like Przybilla. It hauls ass like 
Robert Traylor. It can hang like Zhi Zhi Wang. It smells like a Malik Rose. Well, you get the 

N/ A RelumToc.tleWalanmln: TldeaafW. Xbox 9.25 May-03 $47 
Is this game the second coming of Halo? No, but it may be the best FPS to come out for 
Xbox since Bungie's measuring stick launched with the system; and that seems to be 
good enough to give it #4 honors for the month. Remember the highly touted Jaguar port 
of the original PC Castle Wolfenstein? The one with 90-degree angles everyit'here and 2D 
enemies? Yeah, Jaguar sucked. 

5 N/ A Brute Force Xbox 8.25 May-03 $49 
Frankly, we're surprised this game sold so well in its initial month on shelves. A lot of you 
bought it, and must've told your friend to buy it, too. Reiner, on the other hand, ripped it 
pretty hard, and you know what that means: more hate mail! Yay! He likes to swim in it 
like Uncle Scrooge on Duck Tales. Woo-ooh! He also has webbed feel 

Pokemon Ruby GBA 7.25 Mar-03 $33 

Pokemon Sapphire GBA 7.25 Mar-03 $34 
Splinter Cell PS2 8.5 Apr-03 $49 

Yu-GI-Ohl Worldwide Edition: Stairway to Destined Duel GBA 7.5 Apr-03 $36 

MldnlChtClubll PS2 9 Apr-03 $50 

Enter The Matrl,i GC 8.5 May-03 $50 

Grand Theft Auto Ill PS2 9.5 Oct-01 $20 

The l.e&end of Zelda: The Wind Waker GC 10 Mar-03 $39 
NBA Street Vol. 2 Xbox 9 Apr-03 $50 

Grand Theft Auto: Vice City PS2 10 Oct-02 $47 

Golden Sun: The Lost Age GBA 8 Apr-03 $30 

X2 Wolverine', Reven&e PS2 5.5 Apr-03 $48 

Dracon Ball Z: Ultimate Battle 22 PSone 5 Mar-03 $21 

Def Jam Vendetta PS2 8.5 Mar-03 $50 

Castlevanla: Arla of Sorrow GBA 9.25 May-03 $30 

~ : NPO lnteftC:tNe EntertliM'lent SeMce • lvtltlrl Barnett ~ rt 151&) &25-2481 

JAPAN TOP 10 
POS. LMO GAME SYST£M 

1 N/ A Silent Hiil 3 PS2 
2 N/ A Initial D: Special Stage PS2 
3 N/ A Animal Forest e+ GC 
4 N/ A Soft-Bolled Hero 3D PS2 
5 N/A Pop'N Music 8 PS2 
6 N/ A Let's MIike • J..Leacue Pro Soccer Club PS2 
7 N/ A Mother 1& 2 GBA 
8 2 Pokemon Box Ruby & Sapphire GBA 
9 N/A Vlewtlful Joe GC 
10 N/ A Sangokushl Senk! 2 PS2 

GAME INFORMER TOP I 0 
POS. L MO GAME SYSTEM 

1 3 Star Wars: Knights of the Old Republic Xbox 
2 N/A Anal Fantasy Tactics Advance GBA 
3 N/A Splashdown: Rides Gone WIid PS2 
4 N/A ESPN NFL Football Xbox 
5 N/ A Madden NFL 2004 PS2 
6 2 Advance Wars 2 GBA 
7 5 NBA Street Vol. 2 PS2 
8 1 '"'-tSlde PC 
9 N/ A Dlspea: Hour of Darkness PS2 
10 N/ A Outlaw Volleyball Xbox 

PC TOP 10 
POS. L MO GAME MONTH PR1C£ 

1 N/ A Warcrlllt Ill: The Frozen Throne Jun-03 $34 

2 1 The Sims: Superstar May-03 $29 

3 N/A Star Wan Galules: An Empire Divided Jun-03 $49 

4 N/ A -N4Cllb: Slladowl otUnd- Jun-03 $29 

5 4 The Sims Delun Sel)-02 $43 

6 6 Rise of Nations May-03 $48 

7 N/ A F1ndlnC Nemo May-03 $19 

8 N/ A Star Wars Galaxies Collector's Edition Jun-03 $77 

9 2 Grand Theft Auto: Vice City May-03 $46 
10 N/ A Warcrlllt Ill: Reio, of C"- Jul-02 $39 
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REVIEWS ARCHIVE SEPTEMBER 2003 

VEXX 
■ POIIMAT PIAYSTATION 2 ■ ITYII 1-PIAYER ACTlON/PIAJfORM 

■ .... Lwa ACCIAIM ■ IIIVIIWID APR-03 

Vexx tries hard to be Mario's 
evil twin by duplicaUng many 
of the platforming superstar's 
gameplay elements and 
environments. Due to bad 
enemy poJHJp, a lousy camera, 
and an abundance of crummy 
underwater levels, it's bad in a 

different way than intended. Good luck collecting 100 coin
type items, as the counter is reset far too easily. I respect 
all the ambition that went into Vexx's minigames, power
ups, and tasks; but poor execution keeps this 
game from competing with Ratchet & Clank P-f16 75 
or Jak and Daxter. - JUSTIN i.:,,i • 
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- 2:-ol -
6.5 -~0..,Slorm 6 May--03 

DltkenedSllye 675 Dec:-02 
OudlOA9°"' 8.75 Jan-Q) 
Oel.Jam- 8.75 Ap,-00 
o,,_, _ 6 Jan-Q) 
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o.,oysi-- 6.75 Mar-00 BMXXXX 7.75 Jan-Q) 

o.,oysi--. I - BnAIFOlto 1.25 .li-Ql 

Dlenly'IPltO..C cl ... _ 
475 Mar-00 

-2:-ol 
-~•C.. 1.5 N>-03 

O,Ml,o 7 - Caoa,m VL SIi< 2 EO 1.5 -Oqg<,,"sla30 7.75 - ColllMcflleAlly3 175 Dec:-02 -........ 6.5 ..u,-Q) em-s.e 7.75 --- 7 Dec:-02 Doldo,-
AFA21l03 I - --~ 75 Mar-00 

F'nd,,gNomo 6.75 -GhollAocon 775 May--03 - 5 Jan-Q) - 8.25 -- 2:-- I .li-Ql 
0, -

I Dec:-02 

-Tho 5 75 - Oqg<,,"s la 30 775 Jan-Q) .... I llor4I 
--The 5 A.943 
--007"911ffl I -~~-Tho 10 ... ,_ .. ~ , 875 -

_.,. ..... 6.5 .li-Ql 

EdOeod. 
AAIIMcl- I ..u,-Q) ,.,,.. t -FNlkyA!WI 5.75 -F.-yle- 7 -lordol ... A, '111 

The Too l- Tho 1.25 - MOUSKM,,g 6 N>-03 
GhollAocon 8.5 llec:-02 

LocKi,gOoml l 15 N>-03 GhollAocon.lsland- 8.25 -ManoP.,Y4 3 Dec:-02 -.. -- 6.75 Dec:-02 
Godzilollollroy 
., __ 

75 N>-03 ---T- 6.25 N>-03 

..._, __ 
7.25 Ap,-00 

.... 2: .. ,..... 6.5 Dec:-02 -- 1 5 Jin-(, -The 5.75 .li-Ql 

"""1yllopo,l lrdllra Jor.s and I'll 
E,.,,t,ody"" 6.75 Fel>-03 ~sTonil 15 Mar-00 

MU!~- 6 75 Ap,-00 hjyca,S.. 75 -- . lrc.SawnAlono 5 Dec:-02 -Job. The 5 ---Deodly- I - -Bond007...,n 775 Jan-Q) __ ...,, 
I llor4I 

NCM-2004 85 .li-Ql --~- 6.25 Ap,-00 
~Gal 775 Dec:-02 -0,q,, 8.25 -"'"""'rS. l<"'l!FuO.O, 6.5 Mor-00 
OnhYnlan l &I ' - t.glraolWl.-g l &.75 -RedF.-nl 1.75 Ap,-00 
-e...o U5 Dec:-02 

lordol"'""" 
TheT .. -The 1.25 Fel>-03 

-Ed2 I Ap,-00 Maco G,;r;, Bolny- I .li-Ql 

-Ed3- 775 Ap,-00 MIMIV~Caoa,m2 6.5 May--03 -~ 6.5 Dec:-02 
--1."91 3 -Smo.The 1.75 May--03 
_cl_,_ I -Son<--..ox 5 May--03 --- 1.75 Dec:-02 

- 8.75 Dec:-02 -.. -- 6.75 Dec:-02 
-o.._, 6 --O.SOOd2-...125 -....,_ 8 May--03 
......,.w. I .li-Ql 

S!>eodl<ilgo 7 .li-Ql 

~c., 15 May--03 
Spy,o&w ... lll>gorily 4 75 -si.-. Bo<ny- 5 -si.-.:Jodo... 1.75 -s,., _, The Clone - 1.25 Dec:-02 
S<lnolAI-The 55 Ap,-00 
S.--A--t Ap,-03 

•-1"'9 I Fel>-03 --.. ~ 65 -SwlnglrzGal 7.75 Jan-Q) 

--3 5.25 .li-Ql 

"""'Yllopo,l 
E-AIN 6.75 Fel>-03 
MU!--- 55 N>-03 
MU!~2004 6 75 Ap,-00 
lblopolyl'wly 4 Dec:-02 
--Oow,r-15 -""'1GP2 I N>-03 - 5.75 Mar-00 --- t.25 Ap,-00 
hllA-Vot2 ' May--03 
NCM-2004 6.5 .li-Ql 

sx~ 6 -Tmo5piln2 6.5 Dec:-02 
IH.2K3 1.25 Dec:-02 
~LEquno, 5.75 Fel>-03 

,...,_..,.,._4 t ~ """"'lllagoc,,Olla 8.25 Jan-Q) 

T-Slrt-- 55 -Tobe Sidor 6.5 N>-03 
-Crash 75 Jan-Q) _ ..... ~ 

775 --- 75 .li-Ql ,.,._OM, t Ap,-00 
Vu, t.25 Ma,-Q) NMRaoer 3 Fel>-03 

W,,.,WM! 85 .li-Ql -n.ov ..... ...._ 7.75 Jan-Q) 

Ally"""" 
Aaceola,,,,.,.,,,. 8 Jan-Q) 

Rid Faction II 8.25 Ap,-00 

WWECNII,- 4 May--03 
X2-·,-.ge 5.75 N>-03 
x.--o..- 7.75 -1-"0no-Oda 1.75 Dec:-02 

_,,ea. __ 
r•o1""" 1.25 N>-03 
~ 35 May--03 
Rodcy 7 Dec:-02 
-C.OS.Tya,o,, 2 N>-03 

XIOX 
............. 

-- ~75 -Al-Siar - 2004 ' Ap,-00 
,..,_ Eownt Raong 55 Dec:-02 
Apox 7.75 Ml)o-Ql 
ATV- Ouod- Raong 2 75 Ap,-00 

BabnO. ----- 6.5 Dec:-02 
-&.,.- 7 -
Blld<Slcn .... &Sloll 3 Feb-43 

-- 775 Dec:-02 

--- 6.5 .li-Ql 

Alr,U.,Hol I May--03 - 4 Jan-Q) 
51raaS.. t Dec:-02 _, 8 ~ 
-·Pwly 3.25 -s.n..n.o 1.75 Ap,-00 _ .. _ , 
°""""- I .li-Ql 

S!>eod Kilgo 7 .li-Ql 

~Cal 1.75 Jan-Q) 
SllrWlrs:Jooi~ I Dec:-02 
Sllrl'lnc~ol 
"°OldAlpdc 15 -SPLINTER CELL 

■ NMIMAT GAMECUBE ■ ITYII 1 ·PIAYER ACTION 
■ .... _ O.Jej SOfT SHANGHAI STUOIO/IJBI SOfT MONTREAi. 

Sharing many of the traits 
of the PlayStation 2 version, 
this incarnation is void of the 
impressive shadow casting 
and dynamic lighting found 
in the Xbox and PC versions. 
Whether or not the lighting 
differences had anything to 

do with it, Ubi Soft decided to rearrange the level maps. 
If you've been biding your time and have opted to wait for 
the GameCube release before playing Splinter Cell, some 
of the best stealth gameplay ever created awaits. It really 
is a beautiful title, and since the GameCube 
hasn't seen anything even remotely close to f:i1 L5 
it, it's an absolute must-have. - REINER l.:,,j 

Siar Wll'I, Thi 0one Wan 85 N>-03 CcnraA<Mnc:1: 

- ol Emergency 
7 May-00 The-WatsEX 8.75 Dec:-02 -- 15 ~ Cmh Bandioloo 2 N-Trw-..d 7 5 -s...,,,,-. The Man ol - 475 - Cruy Tul· C.Odl I Aida 4 May-00 

sx~ l5 - - 5 Mar-00 

TooFtflg Folol ... Lc,ua 7.25 Ap,-00 0.-.. Mm F.-yle BMX 3 125 Mar-00 

TmoSpilln2 l5 Dec:-02 - 2 Fel>-03 

'lboytta .. ·,Pios.-, • Dec:-02 O.,,.ayKongc..nry ' N>-03 
T...,-...,Raong 85 - Doom u 8~ Dec:-02 

Toxi:Gmd 8.25 Fel>-03 Oqg<,,BalZ: 

TIWWOlld~ 8.5 Jan.03 Legacy ot Gollu II 75 Jo<-03 

UFC T ...... 2 8.25 May-00 Do.r!goons l ll!agona: 

LWN ~ 1,75 - Eyoollha- 55 Mar-00 - I Mar-00 FnPloWl..-.g2 I Mar-03 

~~ 
F1teblylo 75 -I~ .li-Ql --.. F...w,gSllulMlmy ... o..~ 7.75 Dec:-02 - 2 Dec:-02 
G#M & W11ch: °""Y 4 3 Fob-03 - 8.25 Dec:-02 

WM!Raong 5 N>-03 Godd&Domilatiool 45 May-00 

---21(3 7 Ap,-00 a-,s.r, TheloOIAQt ' Ap,-03 

X2WdYlmo'sRa,w,gt 5.5 N>-03 GT AdYanct 3: 
Plo~Aaci,g 7.25 Mar-00 

CRIMSON SEA 
■ POllMAT XBOX ■ ITYII 1 ·PIAYER ACTION ■ PU■Lllllllt KOEI 

■ 111V11W1D FEB-03 

You probably know publisher 
Koei for either its Dynasty 
Warrjors brawlers or the tactical 
intricacies of the Romance 
of the Three Kingdoms 
series. Crimson Sea is an 
obvious attempt to expand 
the company's horizons into 

more traditional gameplay directions, and it succeeds - but 
with mixed results. It features swarms of enemies at once 
without a hint of slowdown, and the targeting system gets you 
in the killing groove like an old-school shooter. Unfortunately, 
the game's combos are of the simpler sort - like Dynasty 
Warriors. I appreciate Koei's efforts - and they're not in 
vain - but I got the feeling that more could 
have been done to truly make this a title that f:i17 .7 5 
turns heads. - KATO i.:,,i 

--The .li-Ql 

1503AJ> Thi New Wotld 7.5 Ap,-00 
AQ&ol~ 15 --...,·sCat2: F-1(),g, 8.5 Fel>-03 
Oayol Deful 8.5 -_, ~- 1.25 Ap,-00 

°""" llMnly 
7.75 Dec:-02 

Ed& 8ayond 1.25 Dec:-02 __ ._ 
- • -The 8 A.943 

W'1)11400:TheGuid 85 Fel>-03 
Eve. The Second Genesas 6.75 -E....o.al. 
The-al- t5 -F- 15 May--03 
~ 6 May--03 
~w.mor. 6.5 Ap,-00 
IGl2:C-,5"u 7.25 Ap,-00 -- 75 Mar-00 
-olOrionHI 8 Ap,-00 
Mld'IWamor•~ 15 -MtclalolHanarSoea,head 8.25 Jan-03 
MocltYal: Tooai wa, • 
Vi<l'>g- 8.75 N>-03 
--N9U· 

8.25 -.. - -NoOnoi--t 
A Sc>, In HAR.lh Way I Dec:-02 - us .li-Ql -· 7.5 N>-03 

RriowSix3:AawnSheld 7.25 ---· 6.75 .li-Ql 

'-aol- I .li-Ql 

-.,.Tya,o,,2 8.5 Dec:-02 - 6.75 N>-03 
SlnCly4 175 -s.. Onn. Tho I Mar-00 
Sma. S.,,,,,,.,. The 8 .li-Ql 

SOarTrak: Elie FOlto I 1.5 -SllrT,_ 
--n 125 -SOarWw>Galulaa· 
l<l~OMdld 15 N>-03 
~ ,en.s.. 8 75 Dec:-02 
T"""'°2:Pma CoYe I N>-03 
1.bwJ TheA..-..i 95 Mar-00 
l.hw-- 15 Dec:-02 
WI- 7.75 -

lrklonll May-00 
JulbcolMgua 

Fel>-03 lrju,licolof Al 4.25 
Kiby. NlghO,,are ii O!eomland 8.75 Jan-03 
LlgandolZ- -A In""° Pal. The 1.25 
Legends ol Wrl$llrog II 0.75 Mar-00 
lord al Iha Rings: The 

Dec:-02 F--., cl lhe Allg. The 5 
l.oldol Iha Rings: 

Fob-03 The Two Towers, The 6.75 
loOIVmgs. The 7 N>-03 
Wia: The Ruins ol Loft 7.75 Ap,-00 
t.ooa, Ligand 75 Feb-03 
Mastefl ol lht Urwerse: 
---o1Graysla.t3.75 -lloglMan&Bass I Mar-00 

lloglMan-
N>-03 Nelwort 3: Bl.- and Wlile I -- 10 -Monslet Ranche, M"1l'a 2 6.5 Jao-03 __ , 

Toumamer< E_, 8.25 Aug-03 
- :01W"'11he5'<1W 55 N>-03 
NqaF'-0 8.25 Jo<-00 
PtlalusySla<Collec:Oon 8 Fel>-03 -~ 7.25 Ap,-00 
Rayman3-- ' Mar-00 
-.geo1Sl-mb.The 6 Fob-03 
Alpp,lg F-. The WoMs 

4.75 Dec:<12 MoslMl,-jyMen. The 
Rood Aalll: Jail)leak 45 -Robotectl. The Macross Saga 6.5 Jan-03 
Rodcy 7.5 Jan-03 
Samura/Jaclo. 
Thi ArrulC ol Tme 8 Fel>-03 

Soga Ally~ 5 Mar-00 
SegaSmasloPad< 7 Dec:-02 
s,,_,. Road Rage 2.25 ---· 75 May-00 
Son<Prl>IIPerr, 6 Jo<-03 
~Call 8.S Jun-03 
Spy,o 2: Season ol Flame 7.5 Dec:-02 
SSXTr'd<y 4 Dec:-02 
Sla<Wan:TheNewllro,d,.,.,, 6 Fob-03 
.GhooaN'Ghosos 85 NoY-02 
• MorMy Bal J,, 8 Fel>-03 

•-Rf""• I Ap,-00 
TombRa&:The- 65 Jan-Q) 

GAME BOY ADVANCE 
Tony Hawk's Pro Ska!ef 4 8 Jan.03 
VwruaTems 7.75 -__ ,, 

--Aiarlg 1.25 .li-Ql 

w-- 7.75 Dec:-02 

Wacky SlacktfS 6.5 Jan-03 
WarioWatt, lnc.: 
MegaMiaogame, 75 N>-03 --- 6.75 Dec:-02 WingCon,nande,- 7 ---- 65 Ap,-00 -- WHE. Road 10 Wresilwnana X8 7 Mar-00 -·-~oflllRealms 75 Fel>-03 ·--3 8.75 -ATV"OuodPowu<Aaa,g 6 Dec:-02 

--...AlllolSC.- 9.25 ..u,-Q) 

Yl>-Gi-Oh!l)o,,geon 
Ap,-00 °"'"'"""' Yu-Gi-Ohl- Eobon: 

Staiway 10 lhe Destr,ed Ouel 7 5 -""-03 



NEW RELEASES ALL DATES SUBJECT TO CHANGE. CALL YOUR LOCAL RETAILER FOR MORE DETAILS -
-Title 
Dote 
PLAYITATION l 

8/18/03 . Alte< Edlo THQ 
9/23/03 . Battlest&l' Galactiea.. ViYendi Universal 
10/7 /03 . Bionic~ E.le<1roo,c Arts 
8/26/03 . Bombaslic . caoo,m 
8/26/03 .• BuftyOle-Slayer. Chaos 8'eeds VMn(j -
8/26/03 .. caoe~·• 0eet Hur< 2004 . . . . . . . . . . . . . . . . . . . • . . -

■ FORMAT PIAYSTATION 2/XBOX/GAMECUBE ■ STYU 1 TO 
4·PIAYER ACTION/RACING ■ PUBUSHIR EA SPORTS BIG 
■ ULIASI OCTOBER I 

The best keep getting better 
in SSX 3, a sequel to the 

V highly popular snowboarding 
1 franchise. While Nintendo 

resurrects the ancient 1oso· 
franchise, those of us who 
have seen SSX 3 wonder how it 
ever hopes to compete with EA 

Sports Big"s wintering wunderkind. With new characters and 
hidden challenges, open-mountain environments, and even an 
award system that lets you earn MP3s, it's pretty much the 
complete package for action/sports fans of any stripe. 

9/16/03 •. Celet><tlyOe- - 2 
9/23/03 .. Crouelq rce,, Hidden Dr- . . . . . . W Soll 
9/9/03 ... Dlnce Dance Re>dubon: Max 2. . . "°""" 
9/15/03 • . Da,- • • • • • • • Encore -· 
10/7 /03 , . Deer Hunter . . . . . . . . . . . . . Atari 
8/26/03 .. Dlsgaea: Hour of Darkness . . . . . . . . . . . . . . . AUus 
9/2/03 .. Disney's Extreme Skate Ai:moture. • . . . . . . . . . . Ac:tMsk>n 
9/9/03 ... Dot Hack Yol. 3: Outbfeak . . . . . . . . . Bandai 
9/23/03 , lljnostyTact,cs2 .... . .. . .... .. .... . .... l<oel 
10/ 1/03 .. ESPN NBA 8asketl>aO .. .. . .. .. S.C, 
9/2/03 ... ESPN NA. -.a. . . . . . . Sep 
10/7 /03 . AFA 2004 . . • • - Arts 
9/16/03 , Freedom F¥rters Electronic Arts 
9/16/03 .. Galkkw: Defenders of the 0\/ter Dimension. . . . . . Doctronic Arts 
9/23/03 .. Gladius . . . . . . . . . . . . .. . . . . . . . LucasArts 
9/1/03. . Gunfl(llte< 2: .. ..,, ol Jefle James . . . . . . . . . '-"' Soft 
10/1/03 .. HlffY Potter. Qu,lditdl Wol1d Cup . . . . . . . . . . .. . . . ,__ Arts 
9/23/03 . ,__The ................. . ....... .... .. .. _... -..i 
8/19/03 .. '"'""'The • .......,. _ _ •................ VMn(j IJrwfflal 
9/15/03 .. JifMly """""'' Jet Fuskln ...... , ....... , .... , .. T1iQ 
9/1/03 ... Ke<-Co 2 ........•......... Ubl Soft 
9/9/03 . .. Lethal Skies II . .. , . . . . . . . . . . . . . . . . • . . . . . . . . Slrmly Studm 
10/3/03 .. Monster Rancher 4 . . . . . . . . . . . . . . . . . . . . . . . . . . . Tecmo 
9/16/03 .. NASCAR Thtrder 2004 . .. . .. .. . . . .. • .. .. .. .. . ,__ Arts 
9/ 30/03 .. NBA Jorn 2004 . . . . . . . . . . . . . . . . . . . . • .. . . . . . . . -
10/7/03 .. NSAU-02004 ............ . .......... . .. . . ,__., .. 
9/ 30/03 .. NBA~ 2004 .. .. .. .. .. . .. .. . • . • . . .. . .. So<>, 
8/26/03 . , NCM Game8re- 2004 . . . . . • . . . . • . So<>, 
9/29/03 .. NFl Blitz Pro . . .. .. . .. .. . . . . . . . . . M ...... 
8/26/03 .. NFl GameO., 2004 ........ , . .... . .... . .... , So<>, 
9/16/03 .. NHL 2004 . . . . . . . .. . . . . . . . • . . . . . . . . . . . . . . . . Elec:'1onlc Arts 
9/22/03 .. NHL H.UPro . . . . .. .. .. .. .••. .. .... .. ...... -
10/7/03 .. Pit1ol1Harry .. . .. . .......... . . . ... . .• . ..... -
9/ 1/03 . .. R_. rt1t1ww 111 . . . . . . . . . . . . . NatSlffit 
9/9/03 ... Risk Global Domination . . .. . . . . , . . Atari 
9/30/03 . , Robin Hood: Defender of the CrO'Ml . . Capcom 
9/9/03 ... ....,,,. 2004 .... , .. .. .. .. .. .. .. Electtofljc Arts 
9/9/03 . . , Srnpson1: Hit and Rt.WI . . . . . . . . VNendi lWYersal 
8/26/03 .. Soul Cllw II .. .. .. .. .. . . . . Namco 
9/22/03 .. - ""' Ole Cursed ........., .. . .. . • .. . • • • . . • . . T1iQ 
10/1/03 , . SSX 3 ... , .. , .. , .. , . . . . . . . 0ec:tnnc Arll 
9/3/03 .. , StarSky& Huteh .. , .. , . . ,. . . . . . . . . . . . .. . . . Take 2 
9/22/03 . , Tiger Woods PGA Tour 2004. . . . . Electtonk: Arts 
9/23/03 .. True Cnme: Streets of LA ActMslon 
9/24/03 .. W~tace & Groma In Project Zoo .. . . . .. . . .. .. . 8am .,..,,_ 
9/10/03 .. Wamarnme< 40.000: Ate Walrlor . THQ 
8/19/03 .. XGRA .. .. .. • . . -

GAMICUBI 
9/30/03 . Auto Modell1'1a. . . . . . . . . . . . . . . . . Cepcom 
9/23/03 .. 811~ Hatcher ""' Ole Giant fig . . . . . . . . . . Soga 
10/7/03 .. Bionlcle ,, , .. . . . .. .... . . . . . OeetronicAlts 
8/ 26/03 .. BuftyOle-Slayer.Chaos8'eeds •• •• ••• •• •• • --
9/16/03 •• -- , ... 2 
9/ 1/03 ... Chessmasttw . . . . . . . . . . . . . . Ubi Soft 
9/30/03.,l>SM)'Paity.. ElecbonocArts 
9/2/03 ... Otsney's Extreme Skate AdYenture. ActMSlotl 
10/7 /03 .. Orome Racers. Electronic Arll 
8/ 25/03 , . f.Zero GX . . . . . . . . . . . . . . . . . . Nintendo 
10/7/03 .. AFA 2004 • .. • .. • • • .. .. • .. • °"""""'"'" 
8/ 18/03 .. Freaky """ • • • • • • • • • • • • • • -
9/16/03, , Geldof: OelendOfs of Ole Dute, Dimension. , , . . , . . . . Elec:'1onlc Arts 
9/23/03 .. Gtadlus .. .. . . .. .. . .. .. .. .. L»cawts 
10/1/03 .. Harry Potter: Quidditch wond Cup Electnnc Alli 
10/1/03., Harvest Moon: A Wonde1ful Life.. Nat.some 
9/23/03 .. Hobbit, The . . . . . . . . . . . . . .. . V'M!nCli _.., 
9/15/03 .. JifMly """""'' Jet Fuskln, , , • , • THQ 
9/2/03.,.M.,.Griflinlloumy Hur<Of ....... . ............ """""1-..i 
9/23/03 .. -., ....., , .. , ........................ Natsumo 
8/19/03 .. Motor Trend lows~ .... , . . . . . . . . . . . . . . . >r,cat 
10/7/03 .. NBA lM 2004 ...... .. .......... Electronic Arts 
9/29/03 .. NFl 81,tz Pro . . . . . .. .. . .. . . . . . . .. . . . .. . . .. . . Midwll 
9/16/03 .. NHL 2004 . ... , . , .. , ...... . ...... , . , ..... , . Oeetronlc Attl 
9/22/03 .. NHL Hitz Pro .............. . . .. ... , .. .. .. . .. M~ 
9/9/03 ... P.N.03 ... , .. . .... , .. , .. , . . ... .. , .. , .... , .. caoo,m 
10/7/03 .. Pitfll Hwry ......... . . .... .. . .. . .... . .. .. . . . ActMsaon 
9/9/03 ... 5,mpsons:Hrt""'Run .. .... ... ........... .. --
8/28/03 .. Soul tahO<M II . .. . . . . .. . .. . .. . . . .. .. .. • . Namco 
9/22/03 .. Sph"" ""' 1/>e Cursed M...,.,., . . . . . . . . . .. .. . T1iQ 
9/8/03 ... Spirits & Spells. . . . . . . . Oreamcetcher 
10/1/03 .. SSX 3 . . . . . .. . • .. . .. EleclrONC Arts 

R- T1lle 
Dato 

9/12/03 .. ~ - PGA Tour 2004 .......•..•......•..• 
9/23/03 .. True Cnme; SUeet$ cl LA. ........... , ......... . 
9/23/03 .. IJlban Freestyle Socce< ....................... . 
10/ 7/03 .. View!"" Joe ..... ........ ........•...... .... 
9/24/03 .. Wallace & Gn>mlt In P,ojed Zoo ......•.. . . .. 
9/8/03 ... 'NVI£. WrestieMa'u XIX ...................... . 
9/15/03 .. XGRA . . . . .. . . . . . . . .. . . ............ . ..... . 

Publilllet/ 
Dlslrllutor 

-Arts --caoo,m 
8am Enlenamw1l 
THQ -

8/18/03 .. Alte< Edlo .................................. T1iQ 
9/23/03 .. BattiestarGa&ldJca.. .............. VIYet'd~ 
10/7/03 .. - .................................. Elec1rorcArts 
8/26/03 •• BuftyOle-S.:ChaosBleeds . --
8/26/03 .. Cabela's - ...,. 2004 . . . . Al:IMSoon 
9/16/03 .. ~ - .. . . . .. . . . . . . . . . . . . . . . . 1 ... 2 
9/1/03 ... Chessmas,,, . . . . . . . . . . . . . . • • . . . . . . . . . . . . .. . W Soft 
9/15/03 .. Oe<ede,11 ........ ...... . . .. , .. . .. .. . . . . . .. . .,..,. Software 
9/16/03 .. o<no Crisl< 3 ............................... caoo,m 
9/2/03 ... Drsne)"s E.oteme Sl<ate-. ..... . .. ........ ActMs.on 
9/3/03 ... -\\--· .......... . ................ -
10/1/03 .. ESPN NBA - . . . . . . • . . . . • . . • • • • • . . . . . • Sep 
9/2/03 ... ESPNNR.,-. ... ............. . .......... Sep 
10/7/03 .. AFA2004 .. ............. .. ............. --
9/2,/03 ... MlaM>r'ldTOIXTerYlis .. . ...• . ... , .•........... XclC 
9/16/03 . . Freedom rlf1l(!B . . . . . . . . . . . . . . . . . . . . . Electtonc Arts 
10/2/03 . . Fuzlon Fren,y 2. . . . . . . . . . . . . . . . . . . . . • . . . . . . . Microsolt 
9/23/03 .. °""'"" .. . . . . .. . .. . .. . . . .. . . . . . . . . . . uJCaSArts 
8/26/03 .. Gn,up S ~ . . . . . .. .. .. . • ........... -
10/1/03 .. Harryf'oMr:-Wol1dCup ....... .. ..... --
9/23/03 .. ,__The ................................ --
8/29/03 .. Mojo!. ... . . .. . . . . . .. .. . . . . .. . . . . . . . . . . . Natsume 
9/16/03 .. NASCAR ,_ 2004 .. .. . .. . • . . . . . . . . . . . . . . ,__ Arts 
9/30/03 .. NBA Jam 2004 . .. . . . . . . . .. . . . . . . . .. . . . . . .. . -
9/29/03 . . NA.BhtzPro....... ....... ... ............ M-
8/26/03 .. Nft F- 2004 . . . . . . . . .. . . • . . . . . .. . . .. Maosoft 
9/16/03 .. NHL 2004 .. . .. . . . . . . . . . • . . . . . . . . ,__ -
9/22/03 . . NHL HJtzPro . . .. .. .. . .. . .. .. . . .. .._ 
10/ 1/03 .. Nlfl. Rivals 2004.. . . . . . . . . . . . . . . . . . . . . . . . . . . . Mocn>sdl 
10/1/03 .. Oddwond: - •• - 2.. .. .. • • • .. .. • • .. • Mocn>sdl 
8/26/03 .. Otoe,: Mylh ol Demons . . . . . . . .. . . .. . . . . . .. . . . Sep 
10/ 7 /03 . . Pitfall Harry . . . . . . . . . . . . . , . . . . . . . . . . ActMIIOn 
8/26/03 .. Pro cast Aslq . .. . .. . . . . . . . . . . . .. .. . caoo,m 
10/ 1/03 .. Pro,octGodlom-2..... •• . ••. ....... -
8/ 18/03 .. _0oo, ,...a1100-. ... . . .. . . . .... T1iQ 
9/9/03 • •• _,,.. ......... .......... •··········· --8/26/03 .. Soul Cllw I ....... . ..... , • • .. . .. . . . . . . . .. . Nomco 
10/1/03 .. ssx 3.. . . . . . . . .. . . . . . . . .. . . . . .. .. . . .. . . . .. Eleclronoc Arts 
9/3/03 ... Starsl<y & Hutc11 . . . . . . . . . .. .. . . . . . . . . • . . . . . . . , ... 2 
10/1/03 .. Sudekl .. . ................... ......... .....,_ 
9/22/03 •. r.., - PGA Tour 2004 • • • .. • • • .. .. .. °""""" Ar1S 
10/1/03 .. Top 5<>in. . . . . . . . . . . . • • • • • . . . • • . . . • .. -
9/23/03 .. True~su.etsollA ................... ActMs.on 
9/1/03 . .. Ullimate Beact. Soc:cet . . . . . . . . . . . . . . . . . . . . . . . ~ 
10/1/03 .. Unseen, The. . .. .. .. . . . .. . . . . .. . . . . . .. . . . . -
9/23/03 .. Urtlan Freesl)'lt 5oa:ef . . . . . . . . . . . . . . . . Acdan 
9/15/03 .. us ()pen 2003 .. .. . .. . .. . .. .. . . . .. . . . . . . .. . . -
9/23/03 .. _ ._ .............................. -
9/24/03 .. - & Go>m< r, - Zoo • • •• • • • • • • • • 8am -
9/15/03 . . WWE Raw 2 . • . . . . • . . . . . . T1iQ 
8/28/03 .. XGRA . . . . . .. . . . . . . . . . • .. • . .. • . • • . • • . • .. -

9/30/03 .. AC• of MythoioO: The r<ans .. .. . .. . ..... ... . . 
10/1/03 . . -· Tj<:oon ■ ............................ , 
9/30/03 .. --~Bock .. . ........ .. 
8/26/03 •• -"""-- •• • • •••• ••••••••• 
9/9/03 ... - ........ . .. . . . ......... . 
9/2/03 . .. -•-2004 ................... .. 
8/25/03 . . S-f- .............................. . 

CROUCHING TIGER, 
HIDDEN DRAGON 

-Global Sb, Software ... ........ ---MatrixGamos 

■ FORMAT PIAYSTATION 2/XBOX/GAMECUBE ■ STYLI 1 OR 2-
PIAYER ACTION ■ PUBUIHIR UBI SOFT ■ ULIASI SEPTEMBER 23 

Here's an example of a game 
with a huge potential to be 
either extremely great or 
incredibly bad. Ubi Soft doesn't 
have a lot of solid experience 
with fighting games or brawlers, 
so we are a bit skeptical that 
they can pull off this kind of 

high-flying martial arts action. Still, recent video we've seen 
looks impressive to say the least, showing off some very 
intense, smoothly animated swordplay. 
9/9/03 . .. Battlefleld1942:0...,_. . 
9/9/03 . .. Banlef,ekf 1942, Sec:tol Wo-,s ol WW a ......... . 
9/1/03 ... BloodRa,ne .......................... . .... .. 
9/12/03 .. 8'eed ............................. , ..... .. 
8/ 28/03 .. caoe~·• B1C Gamo""""' 2004 Season .......... . 
8/28/03 .. Cabela's - 2004 ,_ 
9/16/03 .. CeleOnty- . . . .. . . . . .......... . 
8/19/03 .. Chase< ... 
9/23/03 .. Clwome .. . . .. .. .. .. .. .. . . ........ .. 
8/19/03 .. Cold Zen> .. . . . .. . . . . .. .. .. . ........... . 
9/22/03 .. Command & Conque, Gene,afs: Ze,o - ......... . 
9/1/03 ... -3Dest,nat,onS,,,,,, ............... .. 
9/1/03 .. . eo...ite<.SW. Conditk>n Zen>.. , . . ...... .. 
8/19/03 .. Cnme Cltlu . . . . . . . . . , ......... .. 
9/2/03 " . CrusD!s .... . . . . . . . . • .. • • • . • . . . • • . . . .. 
10/7/03 . . --et2004 ............. , . ...... . ... . . . 
10/1/03 .. Deus Ex: ·-- ........................ . 
10/1/03 .. Eme<&ency Serw:es 5'm ....... , .............. . 
8/19/03 .. Ern(ma Rls"C Tide . .. . . . . . .. . . ............ .. 
10/1/03 .• '"'"' The Mitri>: 5'>«iaf '""""' • ., • .. • • • . •• .. • . 

-Arts --........ ............ --, ... 2 -St,ol'li)'Rrst --Arts ,_ ----SO..C,Rrst -,_ 
Global Sb, ---

- 11llo _ , - -8/18/03. £,-Quest - ........ ... .......... . . . . . """"_,,./ --9/30/03 .. ,_, Lost lllqeons al Nomllh . . . .. ...... ... "°'"" ""'""""'I --8/'15/03 .. ,,_,...,., __ .. ... . ... . . . . .... . . . --
9/2/03 ••• - 259 ••••••.•.•.• . . . •••• . •••.•.. .• . Glol>al ,._ -· 
9/22/03 .. --. . ........ . .............. -Arts 
9/2/03 . Fndoy ..,,_ 30 Dins . . . . . . . . . . . . . . . . . . . .. . . . G1o1>a1 Sbt Sollware 
9/2/03 .. . Fndoy ..,,_ 30 - .. .. .. • • . .. • .. .. • • • • • • Global Sbt -· 
9/16/03 .. -, OefendoBOuterDonens>on . . ... . , . ,. , . . .. EJecuoncArts 
8/19/03 .. Ghost Masler . . . . .. . .. . . . . . . . . 1'M,nc11........, 
9/2/03 ... G<eat-~ 3 .. .. . . . . . . . . • •• .. • .. v ..... -
10/1/03 .. GnuldCor<n>l2:_ ............. . .... . . ... V'--
9/30/03 .. Hlll<Ae2 .................. .. . .... . .. . . .. . __ 
9/'5/03 .. - · ........ . ........ . . ... ....... . .... ... -
8{11',/03 .. - ......... ........ . ...... .... . ...... . . .... .......... 
9/23/03 .. - The .............. . . ...... . . . .. ... . . V'--
8/26/03 •• -2 ......... .. ... . · • · · ·· ···· · ·· ·· V'--
9/ 16/03 .• -·· Canl Gamos 2004 ... . .. . . . . .. . ........ . V' ..... .-..0 
9/16/03 .. -·•Casino2004 . . . . . .. . .... •.. • .. . . . .. • . . v ..... .-... 
9/16/03 .. -·· Puzzle Games 2004 . ..... .... .. ... ..... - ,_,.. 
9/16/03 .. -·,,-Gamos2004 .••.••. • •• .•• . •• ••• •• --
8/21',/03 .. - Dole: - c-ct>l>o .. . .. . .. . .. ..... . _,.. ,._... 
10/ 1/03. Je<fWUr V. .. . . . . .. .. .. .. .. .. . .. . . .. . . . . . . . Global Sbt Soltwa<e 
10/1/03 . - ~ DreddVs. Oealh ..... . .. ....... , • • ·-.-..0 
9j3/J/Q3. law & Ordef I: OoutM Of Nottwc ..... , . . . . . . . . . . Vr«d lkwetsal 
9/16/03 .. IJNs~EdiOon .... . ..... . ... . . . .. . . M.,_ 
9/9/03 .. t.od<On-. .. Colrl>ot . . . .. . . . ...... ...... .... Saft 
9/9/03 •• uwdsol .. -■ .. ... .. .... .......... ... . --
9/2/03 . ...,. Gntm llcu'qHur<er .. . . . .. .. . . .. . . .... . . VM!fd .-saJ 
10/1/03. MIi T)ICOOn I . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Gk)bal Sta' Software 
10/1/03. - ..... 2: The FIN Of Mal ...... • . . . . . . . . . . . . , ... 2 

TAK AND THE POWER OF JUJU 
■ FOIIMAT PIAYSTATION 2/GAMECU6E ■ STYLI 1 OR 2·PIAYER 
ACTION ■ PUIIUSNlll UBI SOFT■ ULIASI OCT06ER 14 

This little platformer - designed 
in part by Nickelodeon - is 
challenging Microsoft's Voodoo 
Vince as the king of video game 
sorcery. Juju - main character 
Tak's magic power - is similar 
to voodoo, and allows him 
to transform himself into a 

number of different forms, including a chicken. Utilizing 
these forms will be necessary for solving the game's myriad 
puzzles. Hopefully, this part of the package will allow Tak to 
distinguish himself from the character/ action crowd. 
9/22/03. -alHoror:---~ ... .. .. --
10/1/03. -ol-- .................. ..... --
8/21',/03. """'- ··· ................... . ..... i.-
10/7,103 . ....,,Drew:0.W,.on0e<ep0onlsland . . .. . ... ... ..., 
9/16/03. NASCAR Thtrder 2004 . . . . . . . . . . . .. .. . . • .. .. . ElecttonoC Arts 
9/ 16/03 . NII. 2004. . . . . . . . . .. . . . . . . .. .. .. . .. .. • . . . . . ElecttonoC Arts 
9/2/03 .. OnoMustFlfl:~ ............. . ...... T-
8118,103. -~ ...... . ..... .. .. .. ... . ..... ,.._ 
9/23/03. -So.3:-Swonl ..... . . . .... .. ...... WScft 
9/ '5/03. -The-............ . .......... ,_ 
9/2/03 ... ~ ... . . . . . . . . . . . . . . . . . • • . . . . . . . • . . • . . . . • Glol>ol Sb, -
9/3/03 ... -2004 . ................... . .... . .... EJectton,cArts 
8/ 18/03 .. - A -To-• . . ..... . .. . . . ..... T"-1Y 
8/'15/03. s-. ... .................. " ..... " . . . . . . tGames ....._ 
9/22/03 .. Sim CO, • : ""° - . . . .. . . . . . . . . . . . . . . . . .. . . ElecttonoC Arts 
9/29/03. Simi: Doo.mle Del», The . . . . . . . . . .. . . .. . . . . . . . ,__ ..... 
9/3/03 . . SIJtsl<r & ...... . . . . . . . . . . . . . . . . . . . . .. . .. .. • - 2 
9/26/03 .. SbtW.SJeli-....... .. .......... .. .. . L_,. 
9/1/03. . Tea,, Fortress: 8nJthemood ot Arms .. . . . , .. , . . . . . YIYef1dl l.lnMf'sal 
9/ 16/03 .. _a1_, ... ,.,_ ... . . . .. ... .... -
9/22/03 •• ,_,, - PGA Tour 2004 • • • .. .. .. • • • • • • • • . • • - Arts 
10/1/03. ,,., Som.al,or 2.0 . . . . . . . . . . . . . . . . . . . . . . . . . . . MlaOIOft. 
8/lfl/03. Tn>n 2.0 ............... . •• • • • • • • • • • • •• • • • • • Drsney...,_ 
9/U/03. LfO AftfflMdl . . ........... . ............. · · · ,_ 
9/1/03 ... ---...... . ...... ~ 
9/2/03 ••. - - 0ert>y... . ....... . .. . . . . .. . . Globol Sbt Sollwanl 
9/ 19/03 .. WalCnlft■:- .... ..... ,., .. ... ...... V'M!nd/LW,e(sal 
9/9/03 .. -..ner 40.000: Aro - . .......... . . .... TliQ 
9/9/03 . ----2003 ... . .. ....... .... -

10/7/03. 8ocl<yonl - · ...... . ... . ........... .... . 
10/3/03 . - Rise al 5" ,.. . . .. . . .. . . ....... . ... . 
9/15/03 .. - .... . ... .. .. . . . ..... .. .. .. ... .. .. . . 
9/16/03 . - · ... . .......... ...... .. ... .... . .... , , 
9/23/03 . Cniuaq r..,. -~ ................. . 
10/1,103 •• --- •• ·· · ······"······ · 10/1,103. -Uf'<- ......... . ........... . 
9/30/03 O..W,Pany ........... , ................... . 
10/7 /03 .. AfA 2004 ............... .. .............. . . 
9/8/03 ... Anol F_,_ - ... ... .......... .. 
10/1/03 .. Harry Potter. - Wol1d Cup • • .. • .. , ...... . 
10/1/03 - Moon: -ol-Toon • 
9/23/03 - · The... . . . ....................... . 
9/22/03 ----········ · ·· . . ..... .. 
10/7/03 UOn .... The . . . . . . ........... .. 
8/'15/03 ---EdOon ."" . ".' .. . . . 9/2/03 .. . -=-·•Oclcljsee . . ...... .......... .. 
8/25/03 • - - ...,., -·· • • ' •• ' • •• • • • ••• 
9/9/03. --..... s«wm .... . .............. . . 
9/10/03 . - --Zone ... . . . . .. ........... . 
9/'5/03 - Doo,-, - ....••........ . ... . 
919/03. siw_,. Soul . . . .. . . . . . . . . . . . . . • ........ . 
10/1/03 SSX 3 . . . . . .. .. .. . . . .. .. . ....... . 
10/7 /03 .. ,... - PGA Tour 2004 .... ... .. 
9/16/03. --Cro,yCastle5. 

Alai 
WSaft 
TliQ -WSaft ..... ..... 
-Arts 
ElecttonoC Arts 
N
EJoetron,c Arts ---TliQ -M-
TliQ 
N«ttendo 
TliQ 
TliQ 
TliQ ...... -,_ __ 
Momco 
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-"-5'"--'PE=E=-D--=K~l~N;..;;:;.G..;;;;;...S ____________ ___.__ DOT HACK VOL. I : INFECTION 
To activate this cheat, input the following text at the Player Setup screen as a Handle. 

Unlock Everything - borkbork 
David ·The Ford Truck Man· Irons 

Big Bear Lake, TN 

Complete the game to unlock the Extra Costume mode on the Main Menu. From here, 
input the code below. Please note that this cheat is case sensitive. 

Game Informer Tank Top - gameinformer 
·The GI Slaff" 

Minneapolis, MN 

To activate the codes below, head into the Options menu and hold R1, L1, R2, and L2 
for five seconds until the Cheat menu appears. To input the codes, you'll need to hold 
the X button on the corresponding cheat line and press left and right to cycle letters. 
Hitting Left or Right without X held simply moves to the next space. Once a code is 
entered, you'll need to hit D to activate it. The cheats that affect gameplay will turn 
orange when entered correctly. 

16 Vlkt Interview - On the Bonus C line, input LOROOFCHAOS. 
Actor's Feature & Making Of - On the Bonus B line, input PRIMAL. 
All Movies - On the Bonus E line, input OBLIVION. 
Aquls Scenes - On the Aquis line, input MOONPOOL. 
Easy Kills - On the Easykill line, input KILLSWITCH. 
lnvlnclblllty - On the Invulnerability line, input MONSTROUS. 
Solum Scenes - On the Solum line, input WINDCHILL 
Trailer Video - On the Bonus D line, input MORTALIS. 

Jenny Frederick 
Houston, TX 

TOMB RAIDER: THE ANGEL OF DARKNESS -

To activate this ever-handy cheat, input the following sequence at the in-game pause 
menu. 

Level Select & Skip - Simultaneously press and hold L1, R2, Down, and 6. for three 
seconds. Release these buttons then quickly tap 0 , Up, □, 6., Right, Down. This may 
take a few tries to nail. Timing is everything. 
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Randy Johnson 
Phoenix, AZ 

---~ ________ .. ._. _____ ._._, ___ 

-----·-· -----·-- _______ ,......., 

----·--·-------· ---------------·-·-----............ a.a.a--
_____ _, ____ __ _ ._. ................. . ................ _ ....................... _... 
-------------.............. --.... ---.......... ----~---

This code only works on the DVD companion that came with your game. 

Bonus Movie - At the Title screen, enter Data, then highlight Main from the menu on 
the left. From this screen, press Right, then wait a few seconds and hit Left to access 
a hidden timeline that walks you through the history of Dot Hack. Very cool! 

Thomas Rodemaker 
Chicago, IL 

Do, HACK VoL. 2: MUTATION 

.....,.. .......... c-
-·tncl:P .. ____ .. ______ _ 

............ ----·-----.... _ .. -.L,__ __ ., 

=~---=-~==---______ ......... ....... ........ ._ .................... _ ................... ____ __ 

This code only works on the Liminality DVD companion that came with your game. 

Bonus Information - At the Title screen, enter Data, then highlight Character Art 
Gallery from the menu. From here, press right to access a hidden icon. Hit X to 
unearth an extensive log of story information. 

Thomas Rodemaker 
Chicago, IL 

WAKEBOARDING UNLEASHED 
Enter all of these cheats at the Main Menu with Career, Free Ride, and Free Dive 
modes. When a code is entered correctly, a message will flash up on the screen. 

All Boarders - Rotate the Right analog stick clockwise 15 times 
All Boards - Up (x2), Left (x2), Right (x2), Down (x2), Up, Left, Right, Down, Up, Left, 
Right, Down 
All Gaps - R1, L1, L2, R2, R1, L1, L2, R2, Rl , L1, L2, R2, Rl , L1, L2, R2 
Level Select - D (x4), 0 (x4), 6. (x4), 0 , 0 , 6. 
Unlock Everything - Up, Down, Up, Down, Up, Down, Up, Down, Up, Down, Left, Right, 
Left, Right, Left, Right, Left, Right, Left, Right 

·Gt Droid" 
(location unknown - last seen throwing back 

the drizzle and wizzle with Snoop Dogg, ya bizzle!) 

ENTER TO WIN 
~ .-------------, 

Send in your codes and passwords, and if we 
choose your entry as Code of the Month you'll win 
a wonderful prize from the Game Informer Vault! 
All other entries printed within these hallowed 

pages will receive a Secret Access I-shirt. 

Send To: 
Secret Access 

Game Informer Magazine 
724 North Rrst Street, 4th Floor 

Minneapolis, MN 55401 
secretaccess@gameinformer.com 



RTX RED ROCK 
To enable this code, you' ll first need a TV that supports progressive scan capabilities. 
To enter this cheat, head into the Options menu then select Codes. Now, input the 
sequence below. If the screen turns black or blue, your TV does not support this fea
ture. You'll need to reboot to return to the normal resolution. 

Progressive Scan Mode - Right, Up, Right (x2), Up, Right (x3), Up, Right. 

TENCHU: WRAT 

"The Dingle Berry Snatcher· 
Boulder, CO 

We ran a ton of codes last month, but your hackers have just unearthed another batch! 
Viola! As in Frank and Bill! 

All Characters - At the Press Start screen, press L1, R2, L2, R1, Right, Left, L3, R3. 
All Items - At the Item screen, hold R1 and L1, then tap Up, D (x2), Left, D (x2), 
Down, D (x2), Right, D (x2). 
All Mission layouts - At the Mission Selection screen, press R3, L3, R2, L2, R1, L1. 
All Powers - During gameplay, pause, hold L1 and L2, then tap Up (x2), Down (x2). 
Release L1 and L2, then press D (x2), R1, R2. 
8-Slde Sound - At the Press Start screen, hold L1 and R2, then press Down, □, Up, □, 
Right, □, Left, 0 . Now, enter Options, Sound, then Language. Select the 8-Side option. 
Demo Level - At the Press Start screen, tap Up, Down, Right, Left, X (x3). 
Increase Items - At the Item screen, hold R2 and L2, then tap D (x3), Up, Left, Down, 
Right. 
Regain Health - During garneplay, pause, then tap Up, Down, Right, Left, D (x3). 

"The Rhino· 
Toledo, OH 

Enter all of these case-sensitive codes at the Cheats screen in the Options menu. 

$1,000,000 - sugardaddy 
All Bike Parts - garageking 
All Levels & Events - universe 
All Posters & Photo Slots - seeall 
All Rider Costumes - johnnye 
All Riders - dudemaster 
All Songs - hearall 
All Special Stunt Slots - fleximan 
All Videos - watchall 

Tino "Gimme Your Money· Bambino 
Bronx. NY 

SECRET ACCESS 

CODE OF THE MONTH 
~ 

MACE GRIFFIN BOUNTY HUNTER Q 

To enter these codes, select Electro Gosh (baton) as your 
weapon, then input the sequence for the desired code below. 
When a cheat is entered correctly, a message will appear in 
the lower left hand comer. 

Auto-focus Mode - Left Trigger, Right Trigger, Left Trigger, 
Right Trigger, A, B (x2), A, B, A 
Big Head Mode - Left Trigger, Right Trigger, Left Trigger, 
Right Trigger, A, B (x2), A, B (x2) 
Detach Camera - Left Trigger, Right Trigger, Left 
Trigger, Right Trigger, A, B (x2), A, Y, X 
Double Damage - Left Trigger, Right Trigger, Left 
Trigger, Right Trigger, A, B (x2), A, Y (x2) 
Infinite Ammo - Left Trigger, Right Trigger, Left 
Trigger, Right Trigger, A, B (x2), A, X (x2) 
Invulnerability - Left Trigger, Right Trigger, Left 
Trigger, Right Trigger, A, B (x2), A, X, Y 
~It KIiis With Electro Cosh - Left Trigger, 
Right Trigger, Left Trigger, Right Trigger, A, B 
(x2), A (x3) 

Enter all of these codes at any point during gameplay when you are on land. When you 
enter a code correctly, text will appear in the upper left hand corner of the screen. 

$100,000 - A, X, Y, B, Y, B, X, B (x2), A 
50 Skill Points - A, B, Y, X, Y, B (X2), Y, B, A 
God Mode - A, Y, X (x2), Y (x2). B. Y. X. A 
Neutral Reputation - A. X, Y, X, Y. B (x2). Y, B, A 

Orlando Bloom 
Hotguy valley, UT 

INDIANA JONES AND THE EMPERIOR'S TOMB 
To activate this code, head to the Press Start screen and input the following sequence. 
If entered correctly, you'll hear a sound. 

Invincibility - Hold the L and R Buttons, then using the d-pad tap Up (x2), Down, Up, A, 
X, A, B, Up, Down, Y. Start. 

Steven Tao 
Indianapolis, IN 
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SECRET ACCESS 

The Bigger Chests cheat has to be seen to be believed. 

All Characters & Costumes - Enter Exhibition mode, then head to the Character 
Selection screen. From here, hold the L Button and tap Left, White, Right, White. This 
code must be entered very quickly for it to work. 
Beating Tokens - Head into Exhibition mode and begin a game. During play, hold the L 
Button and tap White (x3). This will only work if you don't have any Tokens. 
Bigger Chests - During gameplay, hold the L Button, then tap 8, Up (x2), 8, Y. 
Big Head Mode - During gameplay, hold the L Button, then tap 8, A, 8, Y. 
Maximum Stats - Enter Exhibition mode, then head to the Character Selection screen. 
From here, hold the R Button and tap Left, White, Right, White. 

• Joystick Juggalo • 
Lancing, Ml 

SOLDIER OF FORTUNE II: DOUBLE HELIX 
These cheats can be entered at any point during gameplay. If you input them correctly, 
a message will appear. 

All Weapons - Click and hold the Left analog stick, then tap X, Y, A, 8. 
God Mode - Click and hold the Left analog stick, then tap 8, A, Y, X. 
Infinite Ammo - Click and hold the Left analog stick, then tap Black, A, Y, White. 
Level Select - Click and hold the Left analog st ick, then tap Black, 8, A, White. 

Shigeru Kuji 
Tokyo, Japan 

WAKEBOARDING UNLEASHED 

Enter all of these cheats at the Main Menu with Career, Free Ride, and Free Drive 
modes. When a code is entered correctly, a message will flash up on the screen. 

All Boarders - Rotate the Right analog stick clockwise 15 times 
All Boards - Up (x2), Left (x2), Right (x2), Down (x2), Up, Left, Right, Down, Up, Left, 
Right, Down 
Level Select - X (x4), 8 (x4), Y (x4), X, B, Y 
Unlock Everything - Up, Down, Up, Down, Up, Down, Up, Down, Up, Down, Left, Right, 
Left, Right, Left, Right, Left, Right, Left, Right 

PRO RACE DRIVER 

"GI Droid" 
(location unknown - last seen 

wearing Britney Spears· panties) 

To enter these cheats, head into the Options menu and access the Bonus folder. Input 
any of these cheats at the Enter Bonus Code menu. 

Credits - CREDITS 
Enhanced Damage - DAMAGE 
Reallstlc Handling - SIM 
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Steven Berg 
Rockford, IL 

STAR WARS: KNIGHTS OF THE OLD REPUBLIC 0 

Alter Voice Pitch - If you have a second controller 
lying around the house, plug it into the fourth 
controller slot on the Xbox. When your characters 
speak, pick up this controller and hit the Black 
button to lower the pitch of their voice, and White 
to raise it. Press B to switch the voices back to 
normal. This Is a really fun cheat! 

Play as Juhanl - On Dantooine, after you construct 
your lightsaber, the counsel will send you on a 
mission that takes you deep into the wilderness. 
At an ancient shrine, you will encounter Jahani, 
a Jedi who has succumbed to the dark side. 
How you handle this situation will alter the game 
significantly. If you kill her, another Jedi member 
will lean toward the dark side. Conversely, if you 
convince her to turn to the light side, she will join 
your party and become a playable character. 

Play as HK-47 - On Tatooine, if you go into the 
droid shop, you'll see the assassin droid HK-4 7 
standing in the corner. You can bargain with the 
salesperson to get the price down, but you will 
need the necessary funds to unlock him. 

Bonus Items - If you talk to your party members 
on the Ebon Hawk, they will offer a service or will 
even construct an item for you if you have the 
necessary parts. 

To enter these cheats, head into the Options menu and scroll over to the Cheat Codes 
function. From here, input any of these case-sensitive codes. 

All Car Abilities - greasemonkey 
All Locations - theworldismine 
Change Difficulty - howhardcanitbe [after the ·e· input a number from Oto 9 to adjust 
the difficulty level] 
Faster Gameplay - howfastcanitbe [after the ·e· input a number from Oto 9 to adjust 
the speed] 
Infinite Nitrous - zoomzoom4 
Missiles & Machine Guns - lovenotwar (press White to fire missiles and click L3 for 
machine guns) 
Most Dedicated Stat - bigbrother 

Ozzie Canseco 
Madison, WI 
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TOTAL IMMERSION RACING 
Enter all of these case-sensitive cheats as Driver Names. 
All Cars - loaded Low Gravity - Feather 
All Tracks - Road Sweeps No HUD - No Dogs 
CART Car - Downforce Slow-Motion - Poke 

Enter all of these codes at the Cheats menu. 

All Cheats - CHEATINGMUTHATRUCKER 
Automatic Navigation - USETHEFORCE 
Damage Toggle - 6WL 

Fast Truck - GINGERBEER 
Infinite Time - PUBLICTRANSPORT 
Level Select - l.AZYPLAYER 

Diplomatic Immunity - VICTORS 
Evll Truck - VARLEY 

More Money - LOTSAMONEY 
Smaller Pedestrians - DAISHI 

Daunte Culpooper 
Fumbi/it/s City, MN 

SONIC ADVENTURE DX DIRECTOR'S CUT 
We have a ton of codes and secrets for this GameCube remake. You'll need to play It 
extensively to get the mlnigames. Believe us, though, It's worth the effort! 

Sonic Blast - 130 Emblems 
Sonic Chaos - 60 Emblems 
Sonic Drift - 40 Emblems 
Sonic Drift 2 - 130 Emblems & Complete 20 Missions 
Sonic Labyrinth - 100 Emblems & Complete 20 Missions 
Sonic Splnball - 80 Emblems 
Sonic Trlple Trouble - 130 Emblems 
Talls Adventure - 130 Emblems & Complete 60 Missions 
Talls Sky Patrol - 130 Emblems & 40 Missions 

Sonic 2 
Level Select - At the Sonic 2 Title screen, Tails will blink twice. When is eye is closed 
on the second blink, simultaneously press Down, Left, A, B, and Start to unlock the 
Level Select menu. 

Sonic Ch-
Level Select - At the Sonic Chaos Title screen, press Up (x4), Right, Left, Right, Left, 
Start. 

Sonic Labyrinth 
Level Select - At the Sonic Labyrinth Title screen, press Up (x2), Right (x3), Down (x6), 
Left (x9). 

Sonic Splnball 
Level Select - Enter Sonic Spinall's Sound screen and play these music tracks in order 
0, 2, 1, 5, 6, 6 to unlock the Level Select. 

"The Vidman • 
Uptown, MN 

MARIO GOLF: TOADSTOOL TOUR G 
Speclal Contests - At the Title screen, hold Z and press Start to make the Special 
Contests option appear at the Main Menu. 

Diamond Dave Davis 
Las Vegas, NV 

SECRET ACCESS 

SUPERMAN: SHADOW OF APOKOLIPS (!) 

Enter all of these codes at the Cheat menu in the Options screen. 

All Character BIOi - INTERVIEW Infinite Health - FIRST AID 
All lntennlulon Sequences - POPCORN Infinite Power - JUICED UP 
All Level Attack Staal• - SIGHTSEEING Ealler Button Maehlnc - SORE FINGER 
Backwards Controls - SUPERMAN No Power - JOR EL 
EverythlnC Unlocked - I WANT IT ALL No Time Umlt - STOP THE CLOCK 
Explore Metropolls Mode - WANDERER Play as Clark Kent - SECRET IDENTITY 
Extra Difficulty - NAILS Slow Motion - SLOW MOTION 

JET GRIND RADIO 

Jacob Peemonster 
Rubbersheet City, PA 

Sega Scream - When a game boots up, tap the A button quickly. Instead of hearing the 
classic Genesis Sega, you'll hear the hyperactive Sega scream. 

DONKEY KONG COUNTRY 

"Daddy Fat Sacks" 
Memphis, TN 

To enter this cheat, head to the Select Game screen and highlight the Erase Icon. You 'll 
hear someone say · not bad" if entered correctly. 

SO Uvea - Hold Select, then tap B, A, R Button (x2), A, L Button. 

All Extra Mode Fighters - Right, Down, Left, R Button (x2) 
All Gullty Gear Mode Fighters - Left, Down, Right, L Button (x2) 
Orlglnal Mode - A, B, A, L Button (x2) 
Play as Testament - Up, Down, Right, Left, A 

WING COMMANDER PROPHECY 

Patrick Williams 
Jolie, RI 

Maynerd Chocolate 
Bristol, WV 

Input this cheat at the Press Start screen. When entered correctly, the screen will flash. 

Allen Ships In Tactical Database - R Button, L Button, A (x3), B, Up, Left, Down, Right, 
Up.A 

Mickey Ratt 
Los Angeles, CA 
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THE KIRBY 
COMPENDIUM 

~ 

0 G)o * Platform: Game Boy * Release: August 1992 . .r"i 
This is the game that started it all. Back then, Kirby lacked the ~ ~ 
power to absorb his enemies' abilities. He still had a formidable ~ '-.._,) 
arsenal, however. inhaling, spitting out, flying, and a few power- ~ 

ups that made him shoot projectiles. lt"s an extremely short " ... ,....__~ 
game, even by early Game Boy standards, but it has several ► ~ fl ..._,JI? 
memorable scenes and plenty of action. ,..._, 

• c:::cCJ 

KIRBY' S DREAM LAND 

Kirby has become a staple in the Nintendo world, and has 

appeared in over a dozen games on several platforms. 

Each was developed by HAL Laboratories - the company 

responsible for the classic NES Lolo series and the N64 

sleeper Pok~mon Snap. The origin of the character started 

when HAL was designing a Game Boy title easy enough 

that gamers of any skill level could play through and enjoy. 

During production, a final character model had not been 

decided, so someone just used a smiling blob as a place-

holder. Obviously, the dummy model became 

the game's star. 

His name started as Popopo, which 

isn 't nearly as endearing as 

Kirby. Also, there was a debate 

as to what color Kirby should be. 

On the Game Boy, color didn't mat

ter because you couldn 't see It anyway. 

Some of the designers wanted him pink, while 

others thought he should be yellow. Kirby 

appeared white on the Dream Land box. 

It wasn't until the NES title Kirby's 

Adventure that he was forever deemed 

pink. The rest, as they say, is history. 

Enjoy a telling look at all things Kirby. 

KIRBY'S " 
CREDITS 

GREATEST GAME OF ALL TIME I BY MARK GREENE i 

Every month one of Game Informer's readers picks his or her 
personal choice for Greatest Game Of All Time. 
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LUNAR: THE 
SILVER STAR 
■ POIIMAT SEGA CD 
■ PUIILISHIR WORKING 
DESIGNS 

Role-playing games are now one of the most popular 
genres of video games, but in 1993, they weren't nearly 
as well known. Back then, I had a Sega CD that I paid 
a whole lot of money for, because I admittedly thought 
FMV games were the wave of the future. Man, was I stu
pid! Anyway, I was out a whole lot of cash and had only 
Sewer Shark and a few other lame games to show for 
it, when I saw Lunar at the store. The box was beautiful, 
all decked out in shiny silver. I hadn't been into RPGs up 

to that point, thinking they were slow and boring like the 
original Dragon Warrior. Still, I was desperate for some 
entertainment, so I picked it up. 

The first singing scene blew me away. It was like 
watching an anime, with great animation and crystal-clear 
voice. There was none of the FMV graininess that made 
me want to puke. The dialogue is amazing, too. Not all 
of it is spoken, but all of it is thoughtful and hilarious. 
All the characters for a good story are there: Alex is the 



KIRBY'S ADVENTURE 
Platform: NES * Release: May 1993 

KIRBY'S PINBALL LAND 
Platform: Game Boy * Release: November 1993 

This brought the surprise Game Boy hit onto the NES, bigger 
and better than before. KirlJy looked much more at home 

KirtJy's a ball, so it was only a matter of time before he 
started doing the types of things balls do. This game released 
the same time Sonic Spinball did on Genesis and, for the in color, and he had a whole slew of new tricks thanks to 

being able to take on the powers of creatures he ate. most part, kicks the hedgehog's butt Kirby's Pinball Land 
KirlJy's Adventure featured some very entertaining 
minigames that were unlocked in the overworld. 
Also, the game told you when you still had items 
to find in a certain stage, which motivated you to 
fully complete it. 

was amazing for the technology it used. Its ball phys
ics were some of the most accurate of any pinball 
video game to date, and it had more levels of 

arcade action than one would imagine. The title's 
battery backup made sure you could keep your high 
score going ... and going ... and going. 

* Platform: SNES * Release: February 1995 

Eschewing his platform roots, KirtJy 
took to the Dream Course. This 
game is a mixture between mini 
golf and pool. There is a set num
ber of enemies on each of the eight 
stages' holes. Roll or bounce KirlJy 
into them using some simple but 
effective techniques, and the final 
bad guy turns Into the hole. Certain 
monsters will give you their powers 
when you wipe them out; allowing you to tum into a UFO, use spikes to halt /00\!ement, or 
grab an umbrella to float down from up high. There's a ton of replay in perfectif'I your strate-
gies, and being able to design your "logo• is icing on the cake. 

hero; Luna Is the love Interest; Ramus 
Is the best friend who lacks confi
dence; and Nall Is the comic relief. 

You think it's going to be these four 
Just strolling along on an adventure, 
but then you end up losing two of 
them relatively early. Things like that 
don't normally happen in games, so it 
came as a real shocker. I guess every 

KIRBY'S BLOCK BALL 
~ * Platform: Game Boy 
~ * Release: May 1996 

t In the vein of Breakout and Arl<anoid, KirtJy 
~ once again relies on his round shape to 
~ tackle a classic gameplay formula. Hit A 
::;! when he hits the paddle, and he will grow 
j in size, taking out more blocks on his path. 
~ Some levels feature multiple paddles - on 
~ the top or sides of the screen. Bonuses and 

boss battles make this more than just a 
typical block-breaker, and the physics are as 
good as those in Pinball Land. 

hero needs a damsel In distress, but 
Luna gets taken right when you start 
really bonding with her. 

The game doesn't look that great 
outside of the cutscenes, and even its 
play is pretty generic, but the persona~ 
ity of the characters - Mure acquain
tances like Ghaleon, Kyle, and Nash 
are especially Interesting - and the 

KIRBY'S AVALANCHE 
Platform: SNES * Release: February 1995 

Pu}o Pu}o was an arcade game that released in 1992, and 
it proved to be one of the most addictive puzzle titles since 
Tetris. Nintendo - who also owned the rights to Tetris - want
ed to bring it to the U.S., and decided to use the KirtJy un~ 
verse. Stack up blobs that stick to like colors, and when four 
are joined, they disappear. Massive combos rain rubble down 
upon your opponent. This game didn't have much to do with 
Kirby, who played a more passive role - cheering you on and 
talking smack in cut.scenes. 

KIRBY'S 
DREAM LAND 2 * Platform: Game Boy * Release: May 1995 

KirtJy gets some help this time around. His 
friends include Rick the hamster, an owl 
named Coo, and fishy Kine. You wouldn't 
think KirlJy would need backup, but the 
double teams these three bring about are 
pretty cool. Dream Land 2 adopted many of 
the things that made the NES 
Adventure great an over- _,..,.,._ 
world, larger size, and the 
motivation to complete 
everything. 

KIRBY SUPER STAR * Platform: SNES * Release: September 1996 

AdWrtising this as "eight games in one· Is 
deceiving, but Super Star is still forte( than 
your average KirtJy game. The min/games are 
also some of the best of the franchise. The 
gimmick this time is that KirlJy can give up 
his inherited power in favor of an Al helper 
to fight alof'lside him. It's a beautiful 20 
game, but was unfortunately released at a 
time when most people already abandoned 
theirSNES. 

situations they get put in carries you through and keeps 
you hooked. There are some twists that will definitely 
shock you. 

I stayed loyal to Working Designs· other Sega CD 
games - vay, Popful Mail, and Lunar: Eternal Blue. I even 
bought the PSone remake just to see the new scenes, 
but nothing compares to the first time I played Lunar: 
Silver Star on Sega CD. To me, it's the greatest game of 
all time. 
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CLASSIC FEATURE 
KIRBY'S DREAM LAND 3 
Platform: SNES * Release: November 1997 

This is the first in the Dream Land series to move away from 
the Game Boy. Its soothing yet bright colors were very 
original, and KirtJy gets a lot more help from his animal 
friends. This game also allows for two people to play simu~ 

KIRBY'S STAR STACKER 
Platform: Game Boy * Release: April 1997 

KirtJy enjoys riding stars; in this game, he plays with them. 
Uke his other puzzle game appearance in Avalanche, our pink 
pro~onist doesn't do much here. Pair up one of his three 
friends from Dream Land 2 to make them disappear - taking 
away any stars between them and turning 
any boxes into stars. Again, chains 
are beneficial. There's a bunch of 
modes, as well as several difficulty 
levels. Uke another underrated 
Game Boy puzzler by the name 
of Mario's Picross, it received a 
Japanooly SNES version. 

taneous/y. Again, 
at this point, 
most people had 
shelved their Super 
Nintendo in favor of 
Pta'jStation or N64. 

KIRBY TILT 'N' TUMBLE 

KIRBY'S 
AIR RIDE 
* Platform: N64 
* Release: Cancelled 

This is the original incarna
tion of the title coming to 
GameCube later this 
year (see preview on 
page 94 ). It started out 
as a MartJle Madness
inspired obstacle 
course with KirtJy as 
a ball - sort of a 64-bit 
KirtJy's Dream Course. 
Then, it moved to a more 
racing slant, with 
KirtJy hopping on a 
star. It looked most 

Platform: Game Boy Color * Release: April 2001 

As the first - and so far only - game to use Nintendo's 
Tilt Response Techno/og;. Tilt 'n' Tumble tossed our poor 
pink hero like never before. Instead of using the d-pad to 
move Kirby, }"OU manipulate the Game Boy unit itself, and 
jl?Ur hero responds onsaeen. To move him forward, tilt 
the system down. To make him stop, hold it level. KirtJy 
can e\en make /or€ leaps if jl?U gather a head of steam, 
then pop the Game Boy up like jl?U're flipping a pancake. 
It's a great gimmick that worlcs perfectly. 

- ~ 

Platform: N64 * Release: April 1999 

Platform: N64 * Release: June 2000 

Kirby's only released N64 title takes inspiration from Dream 
Land 3, but finally puts the pink puff in 3D. The gameplay 
is still in the traditional 2D style, though. A few new friends 
are introduced (King Dedede even joins your side), but most 
important is the ability to combine two powers together for 
amazing results. Uke most early polygonal games, KirtJy's 
probably not as good-looking as he is as a 2D sprite (despite 
great cutscenes here), but Crystal Shards is still a welcome 
entry to the franchise. 

KIRBY: NIGHTMARE 
IN DREAMLAND 
* Platform: Game Boy Advance 
* Release: December 2002 

Almost a decade later, Nintendo fancied up KirtJy's 
Adventure with bright, colorful graphics and new 

==--._._ minigames, and released it as KirtJy's 
first GBA game. Only the most discrim~ 
nating KirtJy fan can tell it's the same 
game, however. and it is just as much 
fun as it was on the NES. Some different 

Platform: GameCube * Release: December 2001 

like a snowboarding 
game, and would"ve 
had an emphasis 
on mu/tip/ayer. 

Kirby, as one of Nintendo's most public figures, participated in both Super Smash Brothers games - where Nintendo's elite meet to 
beat. .. each other down. KirtJy's flying gave him a distinct advantage, as did his ability to swallow any of the other fighters, thus stea~ 

ing their abilities. 
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THIS MONTH IN GAMING HISTORY 

Local access networks, or LANs, are something gamers take for 
granted. The first LAN was put into service in September of 1977 at 
the Chase Manhattan Bank in New York. The company behind it was 
Datapoint Corporation, based out of San Antonio, TX. Called ARCnet 
(short for Attached Resource Computer network), it consisted of a 
group of nodes that could communicate over a short distance - such 

as a campus or office. ARCnet connected up to 255 computers 
together - none of which had Return To Castle Wolfenstein installed on 
them, unfortunately. Surprisingly advanced, it allowed different trans
mission types to be used, such as twisted-pair wire, fiber optic cable, 
and coaxial cable. Next time you and your friends are geeking out to 
Battlefield 1942, remember 1977 and Datapoint Corporation's ARCnet. 



1 

CLASSIC REVIEWS 

MAGIC DARTS 

To say that this is the best console darts simulator may not be sayi~ much (quick - think 
of another one). but Magic Darts really does capture the essence of the sport/hobby/ 
game. Aiming is easy enougt, that you can do it accurately after your fifth Corona, but 

tricky enough that a triple-20 isn't guaranteed. Use the dart cursor to show where you want to 
aim, hit the horizontally-scrolling meter to see how close you'll be to your marl<, then hit a button 
for height and another for power. It sounds complicated here, but it's smooth in execution -
especially if you've played video golf or bowling before. There's no league play to speak of, but 
with four-player support and 701, 501, 301, Round the Clock, Count Up, and Half It; you can be 
assured your money's worth - although bar favorite Cricket is absent. The cast of dart-hu~ers 
is varied, too - you've got an alien, musclehead, ape, and robot among normal human players. 
Magic Darts wins the game, but with no competition, it's only playing against itself. 
■ ITYU 1 TO 4-PIAYER SPORTS ■ PUIILIIHU ROMSTAR ■ DIVILON■ ROMSTAR 
■ YIA■ ■ILIAHD 1991 

SAMURAI 
SHODOWN 

Rallying the fighting game fans, 300 received the best translation of Samurai Shodown -
one of the finest fighters ever created. Players select one of 12 characters to battle 
other samurai types and ultimately encounter the insidious Amakusa Shiro Tokisada. 

It sounds unspectacular, but two elements set SS apart from the myriad Street Aghter wanna
bes of the time: weapons and the lack of combos. Each character possesses a unique weapon 
that plays an integral role during gameplay; and the combo system is almost nonexistent 
Instead, gameplay focuses on the strategic element of the combat itself: learning counter 
moves and identifying the best course of action in a given situation. One could even consider 
SS the precursor to the fighting style the Virtua Rghter series has perfected! Unfortunately, 
this version suffers from a few flaws such as poor sound, slightly choppy graphics, and the 
300's stiff controller. So, if it's authenticity you want, the original Neo Geo game is still king. 

■ ITYU 1 OR 2-PIAYER FIGHTlNG ■ PU■LI-■ CRYSTAL DYNAMICS 
■ DIVILON■ CRYSTAL DYNAMICS ■ YIAlt HLIASID 1994 

LYNX 

I 
<:A:--: .. - ~. - • 

; ; • ' 
f I p ~ E 

A ·xenophobe,· as defined by the dictionary, is one who is unduly fearful of the 
unfamiliar. In this game, however, your fears are quite justified. As a crack team 
of space aces, Xenophobe has you traveling from space station to space station, 

clearing out the area of the undesired alien element. Little ones will latch onto your body, 
big ones will thrash you, and errant tentacles will wrap around your face. There are plenty 
of weapons and items scattered around in the side-scrolling bases to even the odds. 
Eliminate all hostiles or set off the self-destruct device, and it's on to the next infested 
heckhole. The graphics are pretty good for Lynx, and the gameplay has more legs than 
one would think. Perhaps the best feature is linking up four Lynx systems together for 
some multiplayer alien-splattering. Do you know three other people with an Atari Lynx? We 
didn't think so. Still, this is one of the better games in the handheld's library. 
■ ITYU 1 TO 4·PIAYER ACTlON ■ ........... ATARI ■ DIVILON■ BALLY MIDWAY 
■ YIAlt NIIAMD 1992 

SNES 

TETRIS AffACK 

Think Tetris, and you imagine shapes made up of four square blocks dropping on one 
another. The only similarity this game has with the original Tetris is that they're both puzzle 
games. That doesn't mean Tetris Attack is a dud, however. In fact, it's one of the best 

titles in the genre. Players have a two5quare wide cursor which reverses the blocks it's in front 
of. Matching up three like shapes horizontally or vertically will make them disappear. In single
player, which features a cute story with characters based in the Yoshi's Island wond, the goal is 
to get the block pile below the goal line. For multiplayer, it's all about destroying the competition 
with combo attacks that rain debris on your opponent's side. For either mocle, once the blocks 
touch the top of the screen, it's lights out. Difficulty comes from pile size and the speed in which 
they rise - which can get pretty intense and frantic. This same aesthetic was duplicated in the 
Game Boy/N64 cart Pok(!mon Puzzle League. It's a classic in any form. 

■ ITYU 1 OR 2-PIAYER PUZZLE ■ PU■LIIHI■ NINTENDO■ DIVILON■ INTEWGENT 
SYSTcMS ■ HAil ULIAHD 1996 
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LOGmCH CORDLESS 
CONTROLLER FOR XBOX 
> Manufacturer: Logltech 
> Website: logltech.com 
> Ust Price: $69.95 

Description: 
Wireless controller for Xbox. A 2.4GHz cord
less transmitter plugs into the controller 
port and sits in front of the console while 
you chill on the couch. 

Features: 
Around 50 hours of battery life and rumble 
capabilities. 

Range: 
Up to 20 feet 

Requires Batteries: 
Yes (4 AA. Included in package) 

FF X-2 FIGURES 
> Manufacturer: Kotobuklya 

and Square Enix 
> Website: artfx-kotobuklya.com 
> List Price: $14.99 

Rikku, Yuna, and Paine from the highly 
anticipated Anal Fantasy X sequel are com
Ing to action figure land. Each of the three 
characters are high-quality sculptures of the 
vixens in their default outfits, and all offer 
an Interchangeable hand with a weapon of 
choice. An expected handful of articulation 
points offer a broad range of movement. 
Kotobukiya and Square Enix last offered 
the stunning Anal Fantasy X figures, so you 
know that these are going to be must-haves 
for the FFX-2 crowd. Hunt now and buy earty. 

PREDATOR WIRELESS 
FOR PLAYSTATION 2 
> Manufacturer: Pelican Accessories 
> Website: pellcanacc.com 
> Ust Price: $39.95 

Description: 
Wireless controller for P1ayStation 2. Offers 
four RF (Radio Frequency) channels and the 
receiver will also work with the PS2 DVD 
remote. 

Features: 
Rumble capabilities and 120 to 200 hours 
of battery life (depending on rumble usage). 

Range: 
Over 50 feet 

Requires Batteries: 
Yes (2 AA, included In package) 

AIR FLO EX 
FOR PLAYSTATION 2 
> Manufacturer: Nyko 
> Website: nyko.com 
> Ust Price: $29.95 

Description: 

CHAMELEON CONTROLLER 
FOR PLAYSTATION 2 
> Manufacturer: Pellcan Accessories 
> Website: pellcanacc.com 
> Ust Price: $14.95 

Description: 
An upgrade to last year's Air Ao controller. 
Cool, fresh air is pumped out through the 
controller's handles to dry gamers' sweaty 
palms (nudge, nudge, wink, wink). 

Budget-friendly redesigned PS2 controller. 
L2 and R2 buttons are recessed, allowing 
gamers to use their middle fingers for more 
than just traffic incidents. 

Features: Features: 
Multi-speed fan for varying levels of airflow, 
variable vibration function, and Improved 
grips. 

Compact size and availability In five colors. 

Range: 
B-foot cable 

Range: 
10-foot cable 

Requires Batteries: 
No. Controller is powered by PS2 

Requires Batteries: 
No. Controller is powered by PS2 

ACTION SPORT 
ACCESSORIES 
> Manufacturer: Case Logic 
> Website: caseloglc.com 
> Ust Price: $7.99 to $14.99 

Three gods of extreme sports 
have stamped their seal of 
approval on a new line by 
Case Logic. Each athlete 
(Tony Hawk, Shaun 
Palmer, and Dave Mirra) 
had a hand in designing 
their case's features and 
style. Tony's collectlon 
sports images from his 
custom skateboard line; 
Mirra's takes a stream
lined, steel gray route with 
gage metal zippers; and 
snowboard junkie Palmer 
opted for a functlonal collection 
designed to work in the snow. 
While each man's line offers 
products from CD visors to 
digital camera cases, we 
are most interested in the 
GBA and GBA SP stor
age units. Quite hancly 
indeed. 
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