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FEATURE 
36 E3: 120 HOURS OF MADNESS 
With the truly madcap chaos that is E3, we've got the timeline to clue you all in on what it's really like 

to be there. The celebrity cameos, fashion shows (that's right, fashion shows), executive interviews, 

and booth antics galore. Although you won't have the ringing eardrums, throbbing headaches, "unique' 

convention center food, or free t-shirts; we do our best to make the magic real to you at home. All of 

that with our usual roundup of big announcements, greatest debuts, and word from the street. 





1 0 IDITOR'S FORUM 
Delivering opinions with spunk since 1851. 

Truthfully, it hasn't been that long, but we 

like to pump up our egos by extending 

Gl's lineage. 

12 01 SPY 
The Game Informer paparazzi stalk the 

video game industry, bringing you candid 
photos of all the action. 

14 DIAR 01 
Sometimes, you guys are just plain weird. 

Other times, a host of interesting, contem
plative, and logical thoughts spew from 

the hive-mind of GI readers. This month we 

offer you selections from each realm. 

18 NIWS 
Plump with expo announcements and 

shakeups, GI News is here to keep you in 

the loop. You don't want to get stuck at a 

party, try to hook up, and realize that you 
don't know a pertinent game-related world 

event, do you? No, you don't. 

64 PRIVIIWS 
There is no bigger time of the year for pre

views than the E3 issue. Companies keep 
mouths shut by fear of death, waiting for 

the big show to announce their wares. With 

8 GAME INFOUIH 

some truly epic convention coverage, GI is 

able to bring you all there is to see. 

100 RIVIIWS 
We're highlighting a glut of games you can 

use to best harness those extra hours of 

gaming time afforded to you lucky dorks 

with a summer vacation. Also, with the 

summer movie season starting to open up 

and hoping for box office gold, we've got 

some of the titles for the biggest cinema 
releases. Do they take advantage of their 

license, or are they unfortunate statistics in 

the •not so stellar• column? 

125 CHARTS 
What's hot? What's not? 
What's up? What's down? It's 

not NASDAQ, it's the Retail 
Sales Data and the GI editors' 
Top 10 Games. 

128 SICRD ACCISS 
Stuck in one of your favorites, or just try

ing to grind your way through an unfortu

nate purchase before a quick return? 

Check out the latest codes. 

132 CLASSIC 01 
Our lauded Classic section is stuffed to 
the gills, like a nice trout on the barbecue. 

A family of arcade favorites gets reviewed 

while, in addition, we school you newbies 

on the glory days of FMV games in this 
month's Classic Feature. 

136 ETC 
Gadgets and glzmos can really make 
your day. Call it therapeutic shopping, 

if need be. We've got DVD adventures, 

headphones, backpacks, and other 

nifty trinkets you can use to impress 
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Mild Violence 

f\CII cut the heav4 artiller4. 

Mobilize your ground force over all-new terrain, mount a massive aerial assault 
against new enemies and coordinate a campaign designed to shock your enemy. 

You are the commanding officer. Let the relentless bombardment begin. 
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GAMES LIST 
ANDY McNAMAU 
and)@gameinformer.com 

EDITOR4~HIEF 

Okay, I'm psyched. Even though I despise El on 
many levels, I do so love the games. Oh yeah, 
and the parties ... and the party peoples ... and 
the .... Well , never mind, you don't want to hear 
about that, you want to hear about the games. 
And what a wonderful world of games it was. 
Not only did Half-Ufe 2 put my Jaw on the floor, 
there were about 20 other titles that I knew 
the instant I saw them that I would not be 
happy again until they were lying defeated on 
my llvlng room floor. 

Sadly, many of these killer games are more 
than llkely coming to a console or PC near 
you in 2004, but that doesn't change the fact 
that these titles were outstanding. So without 
further adieu, here is my list of games (In no 
particular order) that wlll make you want to 
never leave the house and spend your entire 
existence ordering pizza and ignoring personal 
hygiene (If you already live like this, and were 
at El, please shower 'cause you stink): 

• Half-Ufe 2 
• Halo 2 
• Need for Speed Underground 
• Deus Ex: The Invisible War 
• Doom 3 
• ssx 3 
• Gran Turlsmo 4 
• Metal Gear Solid 3: Snake Eater 
• Tony Hawk's Underground 
• Spider-Man 2 
• SOCOM II: U.S. Navy Seals 
• Fable 
• Jedi Knight: Jedi Academy 
• StarCraft: Ghost 
• True Fantasy Live Online 
• EverQuest 2 
• Breakdown 
• Viewtlful Joe 
• Monster Hunter 
• Knights of the Old Republic 
• Soul Calibur II 
• Counter-Strike 
• Final Fantasy X-2 
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UINII I reiner@gameinformer.com 

I truly hope that the Wachowski brothers make billions off of Enter the Matrix. Who 
knows, if this game lights up the retail charts, there's a chance that Hollywood 
will be knocking on video games· door to create more titles like it. Furthermore, 
cinematics are a big part of games these days, but just imagine how cool it would 
be if Harrison Ford signed up to reprise his role as Indiana Jones, and Steven 
Spielberg filmed new sequences just for the game? Better yet, what if George 
Lucas decided to film exclusive footage for an upcoming Episode Ill game? 

MA1T I matt@gameinformer.com 

Yet another E3 has come and gone, and the GI staff is still recovering from the 
hectic post-show deadline. As you go through this issue, you'll notice some 
changes in our E3 COYerage. This year, we decided to dispense with our usual 
grades and summaries of the big three console makers, and focus on the event as 
a whole, capturing all the crazy celebrity appearances, legendary game developers, 
parties, and general chaos that make E3 the insane week that it is. We certainly 
hope you like it, so if you do, feel free to email me with feedback. Any complaints, 
however, you can send to Kato. (It was all his fault!!) 

KllfflAN I kristian@gameinformer.com 

PC gaming is entering a golden age. As technology develops at an exponential 
rate, so too does the potential for absolutely incredible games. If you had showed 
me the Half-Life 2 demo even three years ago, I probably would have told you that 
what you were showing me was an elaborate cutscene. Same thing with Doom 3, 
Rome: Total War, The Sims 2, and a bunch of others. It's simply amazing to think 
how far we've come in such a short time. Imagine what the games of 2006 will 
look like, for the love of everything good and holy! 

IUl1IN I justinOpneinfonner.com 

E3 2K3 brought about a trend that bothers me: safe games. So many titles 
shown were obvious rip-offs of successful games (Devil May Cry and Splinter Cell 
especially) solely in development so companies can be assured they will stay out 
of the red. I'm sure there would've been more Vice City wannabes if the technology 
weren't so costly. New ideas are few and far between - as evidenced by the fact 
that nine of our E3 top 10 games are sequels. At least I can take solace in the 
fact that I put a few cab drivers' kids through college by spending a month's salary 
getting around LA. 

KATO I kato@gameinformer.com 

I was disappointed by each of the three big companies this year. Sony's first-party 
titles were no surprise, while Microsoft's Rare stuff was laughable. Nintendo 
was still yapping about last year's message (GBA/ GC connectivity), and haven't 
outlined any solutions to its woes. On the bright side, PlayStation Portable is good, 
while Xbox is going to have some great titles - Halo 2 is fabulous. I wonder how 
good Half-Life 2 and Doom 3 will be on the system. In closing, I highly suggest 
you read David Kushner's Masters of Doom - whether you care about Doom, id 
Software, or FPSs or not. It's that good. 

CHIT I chet@gameinformer.com 

One of the most strikir-€ thirgs at E3, for me, wasn't Half-life 2, Doom 3, or one 
of the other nominal blockbusters, but the Street Fighter II Hyper Ftghtirg machine 
at Gapcom's booth. Seei!l1; people crowd around the machine waitirg their tum to 
compete brought back a flood of fond memories of the arcade scene a decade ago. It's 
too bad this scenario is extinct. Impersonal online gami!l1; will likely be its replacement. 

USA I lisa@gameinformer.com 

The style of E3 is so completely against my usual choices of how to spend free 
time, one would think that it wouldn't be fun at all for someone like myself. Given 
the option, I'd rather go to a coffee shop and babble about pop culture than club 
hop with a gaggle of party people. E3 is lack of sleep, open bar, loud/ random 
music, bright and flashy lights, lots of running around to meet appointments, and 
total chaos. Maybe the best thing about it is that it's only once a year and, thusly, 
a whole lotta fun. 
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• Witty retorts 811de, we certlllnly do hml llvw, you 
dllrelpec:tful loutl But really, a poll of 0- Informer ecl
tor1' outside paatlmes rated t11e1e NllpollHI • the b1C 
winners: 

1. Revei., In lofll walks on the buc:h, -.tied wttllln 
a .-et•• handlome aiow. 

2. Oflalllzlnl extra ~ IUppllel by project UH, 

type of lkeln, and ~ on the color wllNI. 
3. Wlllllnc for CalCon to take them far, far away with 

luxu~, lavender bubble baths. 
4. AttendlnC symposiums on topics • varytn& •: 

decoupatce, mic,atory habits of pretty butterfllel, 
.-mer trucks, and bicycle manufacturlnc tlvou&lt
out the 19th century. 

15. Tradln, S,,ac. on nc (we all Just love how frN 
they are with dellCn whimsy). 

CAUTIOUSLY OPTIMISTIC >>> 
I've always been a Nintendo guy. Ever since the glory 
days of NES, I have supported Nintendo before all other 
hardware manufacturers. For me, it was SNES over Sega, 
and N64 over PlayStation. I tried to stay away from the 
console-alliance arguments during the rumor stages of 
the next-gen console wave, but I was secretly rooting for 
project "Dolphin." When I was faced with the choice of 
the big three, I naturally became the proud owner of a 
GameCube. 

In recent months, however, I've become worried that 
the GC isn't going to hold its own in the console wars. 
With the PS2's outrageous game library and the Xbox's 
recent demonstration of graphic superiority (Splinter 
Cell, anyone?) and online capabilities, what does the GC 
have going for it? Of course, Nintendo has the licenses 
to the familiar series such as Mario and Zelda, but Sega 
recently pulled their efforts in the sports genre out of 
the GC, and THQ and Activision followed suit with their 
GC projects. What is this going to mean for Mure titles 
on the console? Will the already-shrinking GC wall at the 
local game retailer dwindle even faster? 

At this point, its lack of online capabilities worries me 
more than a little, and the Game Boy Advance link-up is 
both a blessing and a curse. What if gamers hesitate to 
buy a game because they think they won't be getting the 
most out of it if they don't own a GBA? Will it become the 
expansion pack problem that the N64 faced with games 
like Perfect Dark and Majora's Mask? 

Will the GC become Nintendo's Dreamcast? This is 
one gamer who hopes not. 

Alex McKinley 
Berwyn, IL 

• Recent musings by our own Senior Associate Editor, 
Matt Helgeson, have broached the same topics you 
bring up. But, It looks llke the fan boy favorite has 
bounced back In recent months by moving more units of 
both hardware and software. 

Some would point out that the company has released 
a title for each of Its major franchises In the last few 
months, and one must ask, "What more can It give?" 
We still have Marlo Kart, Marlo Golf, and Rogue 
Squadron Ill to look forward to; but the brightest point 
on Nintendo's horizon looks to be a recent quote printed 

In USA Today. In reference to Nintendo's current lack of 
an onllne strategy, company president Satoru Iwata told 
Reuters, "In the near Mure we are hoping to announce 
something that addresses this Issue." 

In addition to the rumored onllne support, Nintendo still 
has LAN and GBA/ GC connectivity, a handful of promising 
titles, and more than a few rumors of big announcements 
In the next few months. Here's to hoping. 

ACRONYM HAPPY >>> 
What is E3? 

Holly 
Via email 

■ The Electronic Entertainment Expo, better known as 
E3, Is the largest video-game Industry tradeshow/ event. 
Thousands of games are shown off In elaborate booths, 
a cornucopia of free t-shlrts are available, and a bevy 
of booth babes - that most attendants will surely never 
have a chance of scoring with - look vaguely embar
rassed on their lunch breaks. 

From a business standpoint, games are debuted 
llke southern debutantes, the console wars are waged 
through price drops and hardware announcements, 
extravagant parties are thrown; and In the midst of all 

this, more Industry business gets done during that one 
week than any other time of the year. 

For an In-depth look at what It's like to be there, 
check out our E3 coverage starting on page 36. The 
somewhat-dry offlclal website for the convention can be 
found at e3expo.com. 

DESTROY ALL ZOMBIES: MELEE > 
I was just wondering if you knew anything about the 
House of the Dead movie that you covered last year? I 
would like to know when it would be out In theaters. 

Erick 
Via email 

■ Featuring a handful of unknown but up-and-coming 
actors, the forthcoming House of the Dead flick tracks a 
few teens to a remote Island. A happening "rave party" -
as the kids are calling them these days - Is supposed 
to already be going strong. Instead, the fashionably-late 
group arrive to find two freaked-out survivors and a min
Ion of the undead. 

The movie was recently picked up for distribution 
and should release either late this summer, or around 
Halloween (specific dates for each market are to be set 
soon). Six months after It hits theaters, the producers 
are putting out a special edition DVD with addltlonal 
scenes promising more gore, partying, and general 
debauchery than the tame, Clneplex version. 

STRUCTURE > > > 
I was reading a letter in your May issue in which the 
author talked about the nonlinear direction many games 
are taking these days, most notably Grand Theft Auto: Vice 
City and The Sims. While I admit that these t itles have set 
new standards for nonlinear gameplay, to me they felt lack
Ing in some aspects. 

In Vice City for instance, you can complete the missions 
In almost any order you please; but beyond that, there Is 
little else to do except kill people, blow stuff up, and buy 
real estate - which isn't exactly enthra lling. In The Sims 
you have nearly complete control over your surroundings 
and character. But, after endless hours of making my 
character bathe, use the restroom, sleep, eat, and pay the 
bills, I realized I could get the same mind-rotting boredom 
from reality and nearly threw the game away in disgust. 

I'm not saying these types of games are completely 
devoid of entertainment - they are obviously quite appeal-

FOR PERFECT COIWITIOI/; 
Selll7 VIA SPECIAi., IIIS(l(el1, 

REGfSTSIEl1, PRIORITY, EXPRESS, 
OVeRI/IGHT l1a.lVSIY Allt' YOLR 

SUBSCRIPTION IS JUST 
tl,724 PSI YEAA. 

■ Here's due notice to all postal emploJNI: Come rain, .,_, 
IINt, or hall, stop IMlllnC up our 0- lnfonnera In the malll We 
want to receive our perlodlcals In pristine concltlon, lovlnCIY pack• 
aced with a backer bom'd, If -ry. If tllele criteria cannot be 
met, at lust make your belt effort to gently curve the ma,azlne to 
avoid Wllnkln, or the ultimate lnjllltlce, a torn cover. Thank you for 
your cont1nua1 dod&lnc of ra111c1 do'9 anc1 C0111C1ent1ous attempts to 
maintain our bulk-metered ac,ods' phyllcal lnteirfty. 

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

14 GAME INFORMER 





ing to many gamers (if sales are any indication). On the 
other hand, as a more demanding individual, I don't 
believe that they lived up to their potential. I am still 
waiting for that perfect game that not only allows infinite 
freedom but also captures and keeps my interest for 
more than a few passing moments. 

Jeremy Holliday 
Via yahoo.com 

• It's doubtful that games as a whole will transform Into 
the format used In Vice City or the Sims, but we must 
take baby steps toward the ultimate video game experi
ence. 

The two aforementioned titles have contributed 
greatly to the development of gaming as a whole by 
offering a new type of action. Uke FMV games or text
based adventures, their play dynamics capture the 
Imaginations of some players, and leave others out In 
the cold. But, without them, gaming wouldn't have got
ten to where It Is - a further point on a long tlmellne of 
evolution. 

SURE, NO PROBLEM > > > 
Would it be even remotely possible for me to get Shigeru 
Miyamoto's email address? I (somewhat) desperately 
need it. 

Gunner 
Via lycos.com 

• Wow. We' ll totally hook you upl If the following 
arrangement Is agreeable to you, please place an ad 
In the New York Times that reads as follows, "The blue 
cow files over the purple moon. Never hang your pants 
on the Infinite coat hanger of darkness. Stop." 

After the personal ad appears In print, have your peo
ple call our people and they'll do lunch. Then, driving a 
cargo van with painted windows, four black-suited men 
sporting aluminum briefcases handcuffed to their wrists 
and expensive sunglasses will meet you at an undis
closed location. You will furnish them with $6.2 million 
American dollars In non-sequentlal $20 bllls. After being 
unknowingly drugged with a non-addictive substance, 
you will be left somewhere on the Jersey turnpike with 
a small sllp of everyday notebook paper containing a 
phone number. 

Memorize the phone number quickly, as the slip of 
paper will react with the olls of your fingertips and self
destruct In 30 seconds. Call the number and further 
Instructions will be given. The message will only play 
once. 

Glad we could help, and hope to hear from you soonl 
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Carrie Correa 
Link is mean. All Tingle wanted to do was try fart-inflating 
a balloon 

M..ic.Youne 
Be thankful we're showing this envelope. In the other one 
he sent, Hillary's wearing a~ 

Ryan Gaw 
Robocop tests out his new rapid-fire six-shooter before 
his big date with Mariah Carey 

Enter the Game Informer Envelope Art Contest. 
All you need to do is draw, paint, scratch, spit, or 
carve the best darn envelope art you can think of 
and send It to us. Please include your name, phone 
number, and return address on the back of the 
envelope. If you"re the monthly winner, we·u feature 
your wor1< In GI and you"ll receive a video game prize 
from the Game Informer vault. 

s..dlll: 
Game Informer 
Envelope Art Contest 
724 1st St. N., 4th Aoor 
Mpls, MN 55401 





DISCOVER THE ADVENTURE 
THAT AWAITS !IOU 

Freaky Flyers represents the creation of Adventure Racing. You don't just 
race, you dogfight, you stunt, and most importantly, you explore through 

fully-open, interactive and enticing 30 locates. And, you share your intriguing 
experiences with the most alluring characters you could ever hope to play with. 

DISCOVERY AROUND EVERY TURN 
As you fly through Freaky's 11 massive and enticing tracks, you should take note that your explo

ration will actually trigger events that will dictate how the story and gameplay unfolds before you. 

With unique and mesmerizing mini games and more than 1.5 hours of intriguing animated movies, 
original music, and a spellbinding back story, Freaky Flyers takes you on a journey that will challenge 

and intrigue you. 

VISIT EHCITINI LOCALES 
Caribbean Danger Island-
Jungles and lagoons teem with all manner 
of peril like pirates, man-eating plants, 
and beautiful mermaids. 

Haunted Trans!IIVanla-
Explore craggy peaks and haunted castles 
but steer clear of the giant spider webs, 
zombies, and diabolic machines of the mad 
scientist. 

Roartng Chicago-
Buzzing around the big city you'll loop and 
dive around gangsters and g-men exchang• 
ing heated words and hot lead. 

Frigid Canada-
Fly through the lumberjack village; shoot 
down woodland targets, and even snag Big 
Foot in a net as you race. 

Mexico's covore Canvon-
rrave1 through abandoned gold mines, rescue 
a damsel from the train tracks, fly through 
"East· Indian Casinos, and stop a cattle 
stampede and the rowdy banditos behind it 

war Torn Germany-
It is up to you to help turn the tides of war 
by delivering secret documents, f,x the 
resistance factories, and blow up the 
German's tanks. 

Arabian Rights· 
Defeat the Genie, find the sultan's treasure, 
shoot down the 40 thieves, and keep your 
head off the chopping block by showing off 
your air combat skills. 

Giant Monsters ol Tok110-
Giant monsters are destroying the city, 
alongside ni,rias, fighter jets, and little 
Freakymon monsters, activate the giant 
robot and save Tokyo. 

Fly the Freaky Skies ana see where the aaventure takes you. 

ONLY IHe WILDes, CHarac,ers 
ique and allu • cters, each with thei beguiling stories. 





Master the Freaky Flyers skies as you unleash 
your inner warrior and battle your friends in 
m141tiplayer mayhem. RACE head-to-head and 

:thange machine gun (ire or choose from 
more than a dozen other lethal power-up 
weapons on eve,y track! Challenge your 
friends to the intense action of Dogfighting 
Mode, but remember: in the arena, the pilot 
with the most skill gets the kill! 

ONatLeNGe PPieNDS to iNteNse 
Heao-to-Heao c0Maat1 

MING JULY 2003 
ViSit www.PreaKYPLYerS.COM 
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SONY GOES HANDHELD 
Sony shocked attendees of its pre-E3 press conference 
with the announcement that it is developing a handheld 
system called the PlayStatlon Portable (PSP). 
The platform is expected in 2004, and will feature 
disc-based software Oust under 2.5 inches in 
diameter with 1.8 GB of storage capacity) and 
an as-yet-unannounced processor that creator 
Ken Kutsagl says will be "similar to that of 
the original PlayStation." Sony has not stated 
a specific release date or a price for the PSP. 

The company has ambitious plans for the 
handheld. It sees the PSP playing movies 
and other entertainment through the use of 
MPEG4 technology to deliver DVD-like quality. 
Sony also expects the platform to connect to 
your PS2, other PSPs, and even cell phones 
through USB 2.0. Reports indicate that 10 mi~ 
lion units of the system are expected to be shipped 
worldwide by the end of 2004. (actual size of disc) 

Although much is still uncertain regarding this new handheld (such as the control layout), the 
company has announced that it will offer PC-based development tools starting in the fall of this 
year, and Sony plans to announce a license scheme for PSP software development this summer. 
For more on this new platform, check out our coverage of Sony's E3 press conference on page 36. 

• Display: 480 x 272 pixel 
TFr LCD backlit screen w/ 
16:9 aspect ratio 

• Input/Outputs: USB 2.0, 
Memory Stick slot 

• Video CODEC: 
MPEG4 encoding 

PSP SPECIFICATIONS 

• Pnlceslor: TBA. 32-bit 
core featuring 3D polygons 
and curved surfaces with 
NURBS 

• Disc Medium: 2.4 • 
diameter, 1.8 GB "UMD" 
- Universal Media Disc 
embedded in cartridge 

XBOX BUILDS ONLINE 
SPORTS NETWORK 

• Sound: PCM (built-in 
stereo speakers, stereo 
headphone output) 

• Battery: Built-in recharge
able lithium-ion battery 

Microsoft is adding new features to Xbox Live to stoke online sports fans' 
frenzy. Starting with NFL Fever 2004 in August, XSN Sports will be an alHn-one 
virtual sports page where you can set up your own tournaments and leagues, 
see your accomplishments (across ail the Microsoft sports titles), be automati· 
cally alerted to opponents' challenges, track a variety of stats and results, and 
more. This XSN Sports page can be accessed on your Xbox, on your computer (at 
XSNsports.com), and eventually through your cell phone or PDA. 

The first slate of titles compatible with the network are NFL Fever 2004, NBA 
lnMle Drive 2004, Top Spin, Amped 2, Nin. Rivals 2004, Unb 2004, and 
two more in the spring of next year. Microsoft representatives told Game Informer 
that the XSN Sports feature will be free, but will also contain premium content at 
a later date. 

In other news, Xbox Live will support different pricing levels this fall, letting you 
pay per month ($5.99), buy the Voice Communicator separately ($29.99), renew 
your subscription for $49.99, or get the Starter Kit for the price of $69.99. 

Furthermore, Microsoft is coming out with Music Mixer this Christmas. This 
title lets you play karaoke with your favorite songs (microphone included), set up 
customized party mixes, and share media with your PC so you can transfer music 
and photos to your Xbox. 
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KRONOS FEARS 
BANKRUPTCY EFFECT 
If you've been anxiously anticipating Fear Effect: Inferno (see our feature 
in issue #118), your wait may potentially be much longer. Eldos officially 
cancelled the project, severing ties with Kronos, which has put the devel
oper in a precarious financial situation. The main problem is that Eidos 
owns the license and Kronos currently lacks another substantial title to 
keep itself afloat. However, both companies are earnestly shopping Inferno 
around to other publishers before Kronos runs out of money. 

Bearing no grudges, Kronos president Stan Liu states, "It has nothing 
to do with them hating us or us hating them. It was just business." Liu 
objectively reasons, "We think Eidos just got caught off-guard [financially). 
It happens, and cuts have to be made.· Unfortunately, Liu's impartial 
attitude towards the pitfalls of capitalism doesn't solve Inferno's indefinite 
hiatus, or Kronos' consequent financial plight. Although Liu and Kronos' 
chief operating officer, Sandy Abe, feel confident that somebody will 
eventually purchase the rights, their time is short. In fact, by the time you 
read this article, Kronos will either not exist in its present form, or it will 
have signed a contract with another publisher to create one of three new 
games. 

Within a five-week 
period, Kronos has 
been arduously devel
oping three demos 
based on requests 
from a few publishers 
in the hopes of striking 
a deal. One bears a 
striking resemblance 
to Rare'• Kameo: 
Elements of Power 
and Capcom's Devil 
May Cry. Called ISA, 
players assume the 
role of a protagonist 
who can manipulate Fear Effect: Inferno 
light and employ it during combat and to help solve various puzzles. 

The next two titles are far less complete, but still show considerable potential. The first is 
a superhero fighter starring an undetermined cast. If DC Comics cooperates, Kronos hopes 
to create a multiplayer experience (online support included, of course) that plays more like 
War of the Monsters than Street Fl,thter II or Tekken. The last project stars a hero with 
Tenchu-style gameplay mechanics set in a medieval environment. 

Fans might be disappointed to hear that Kronos has been forced to place Inferno on 
the backburner, but encountering this situation has taught it a lesson. Abe emphatically 
declares, "If we survive this thing, we will no longer be a one-title studio." Kronos' Medieval Game 
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Game Informer's research and devel
opment operatives 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'll use our godlike 
power over the video game industry 
to turn you into a millionaire - or just 
steal your idea. 

INSANITY 
The mind of 
a madman is 
complex. Is 
it he who is 
going crazy, or 
is it the world 
around him? 
Imagine, if 
you will, being 
that madman. 
Those who are 
your friends 
suddenly turn 
into ghastly 
monstrosi-
ties. What 
do you do? 
Which world 
is reality, and 
which is made 

up of tricks your mind is playing on you? In Insanity, 
you'd be forced to decide. One day, things start going 
a little wrong for Devin, a FedEx delivery person. 
Packages seem to shake violently, as if something 
inside was alive. The elevator doors open to a flaming 
pit that then becomes a simple office floor. Is it Hell, 
or just Night Owl Printing? People with pens to sign for 
boxes now carry knives and seem like they're going 
to stab you. In the blink of an eye, the old lady hob
bling down the street may sprout horns and leap at 
you with a murderous shriek. If you attack her, it could 
save your skin. Conversely, it could land you in jail for 
killing an innocent person. The branching gameplay 
means every answer leads to more questions. It's 
like a Choose Your Own Adventure book; but each 
time you play, the correct choices may be different. 
Insanity would mess with your mind more and more 
as you go through it and make games such as Eternal 
Darkness and Metal Gear Solid seem like mere brain 
farts in comparison. 

The official 
sequel to the 
original Metal 
Gear from 
Konami was 
actually a really 
sweet game - it 
just never got 
released in 
America. This 
title was a 
Japanese exclusive, as it released on the Japan-only 
personal computer the MSX-2 in 1990. Unlike the 
stinker that was Snake's Revenge in the U.S., this 
follow-up featured the input of Hideo Kojima, and 
was a worthy sequel in every way. 

(Answer oo page 25) 
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EA SPORTS ONLINE FOR 
PS2 ONLY 
EA Sports has sided exclusively with Sony and the PlayStatlon 2 for its 
online plans - at least for the upcoming wave of sports titles. Nine titles 
(including Madden NFL 2004, Tiger Woods PGA Tour 2004, and FIFA 
2004) will appear online for the console, starting with NCAA Football 
2004 this July. Each (except NASCAR Thunder 2004) will be supporting EA 
Sports Talk - voice chat via a USB, broadband-only headset. Other features 
include matchmaking, Fair Play settings, roster updates, tourneys, cash 
prizes, rankings, and more. 

Another feature being instituted, starting this year, is the EA Sports Bio. 
Saved onto your memory card, this profile keeps track of all your accom
plishments, time logged, etc. through all of the EA Sports titles you play. 
Gamers will be rewarded for their efforts through unlockables in each of the 
sports t itles she/ he plays from the publisher. 

989 USES VOICE 
RECOGNITION 
Beginning with NFL GameDay 2004 on August 12, Sony's 989 Sports is 
launching an ambitious online strategy for all its games using voice recogni
tion via the USB Headset, which will be made available for $29.99 when 
the game releases. Now you can call for players to perform the pick-and-roll 
or intentional fouls at your command in NBA ShootOut 2004, for example. 

Sony's plans also include an online hub where you can see your progress 
on any 989 title, build player-created tourneys, download weekly roster 
updates, check a sports ticker showing all the online action, and communi
cation features which cross over to a 989 website on your PC. - -

METAL GEAR ONLINE? 
At a Konaml event at E3, Meta/ Gear So/Id 3: Snake Eater creator Hldeo 
Kojima revealed that the game's new engine is online capable. Kojima 
would not reveal whether the 2004 PlayStatlon 2 game would indeed 
feature an online component. In an interview with Game Informer, he did say 
that he wasn't a big fan of deathmatch. For more, check out our preview of 
the game (pg. 70) and interview with Kojima on page 47. 





GI NEWS 

TOMORROW 
NEVER DIES 
Work has already begun on Splinter Cell: Pandora Tomotrow, a 2004 title 
from Ubl Soft. This follow-up to the hit game will be a multi-platform affair 
and is even going on line. Pandora Tomorrow will allow multiple players to work 
simultaneously during the same mission, as well as offer an equally robust 
single-player portion. The game will appear on the PS2, Xbox, GC, and PC. 

THE GOOD, THE BAD, 
THE UGLY 

GOOD - Sony Onllne Is taking pity on all you who quit your jobs to play 
Ev.,que.t. All its titles (including PlanetSlde and EQ II when released) 
are jointly available for one monthly fee of $21.99. 

GOOD - Rock.ts and 3D Realms have 
begun work on Mu Payne 2: The Fall of 
Mu Payne. Lovers entwine in .9mm heat. Or 
is that yet another dying loved one for Max? 

BAD - 0...-ute singer Lady Miu Kier is 
suing Sep for using her likeness in Space 
Channel 5. Listen up girl, you are no Ulala. 

GOOD - The state of Washln,ton has 
signed into law HB 1009, which makes it 
illegal for retailers to sell games depicting 

MIX PAYNE ~ 
THE FALL OF MAX PAYNE 

violence against law enforcement officers 
to those under 17. Why Is this good? 
Because we're over 171 

~ LOOSE 
~ TALK 

GOOD - Mana is coming to both the 
PlayStatlon 2 (shown) and Xbox this 
winter from publisher Gathering and 
developer Illusion Softworks. 

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. 

Loose Talk has heard from a reliable 
source that Rockstar is bringing both 
Grand Theft Auto 3 and GTA: Vice City 
to the Xbox. Similar to the company's 
treatment of State of Emergency for 
the console, extras are expected. 

Xbox 2 development has begun, accord• 
ing to several developers we talked to. 
No details were given as to the tool sets 
being used, nor the projected release 
date of the console. 

Despite Nintendo'• claims of now being friendly to third-party publishers, 
some companies still want nothing to do with the system. 

Electronic Arts has already begun work on NBA Street Vol. 3. Similar to 
SSX 3, the game is being designed as more open-ended, where the hub is 
a block party setting, letting you visit places in your neighborhood. Pepsi is 
in sponsorship talks for Vol. 3. 

Nintendo has already confirmed a new GameCube Legend of Zelda game 
using the Wind WMe, engine [see pg. 54 for more]. Word is the company 
is also considering a Zelda title using the infamous "mature· Space World 
2001 Link. 
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Is it just us, or does It seem that Hollywood is obsessed with sequels? Apparently, every good Idea has been tapped 
and transformed Into a feature film. If you happen to take up the director's chair in the near future, this month 's 
Incredibly challenging quiz accurately determines which sequel you should transform into your very first film/ 

QuNlloli 1: On lep,11■•• • r 11, 11M, Acclallll t■pped Which af tl!Ne paw cld this developer not have 
lnlo the lpld1r-M■n n-.. _.,.... In the ■ hald In? 
,__, Maxllmn Carn■p. AlonC with ■ IIIIIZZY A. Zany Golf 
NII ca1ltclp, this,._ fNbnd • lllroclous B. Viduzzles 
__.,_ CfMted.., _ af ~•• wont bandL C. Mario Tennis 
Who - It? D. Shining Force Ill 
A. GWAR 
B. Green Jelly 
C. Pretty Boy Floyd 
D. Bon Jovi 

QuNlloli 2: loott .,__ I■ .. actor who played 
,-....., lluddy In the lep CD FMV ,._, 
.__. z..o, Tua. lle'•daM voice work far. v.y 
,_...._In ....... bettavldeopiw, 
.... Wllllt la this,__ role? 
A. Kain (Soul Reaver) 
B. Batman 
C. Jax (Mortal Kombat) 
D. Darth Vader 

Queatlon3:lntheNl1y 'to■, 

the ...... wGltd - tnated 
to. ---af tlllN with 
,..... ..... ,.,_the board 
....... luffaltothe 
acllan packed..._....., 
Fllnlllly: 1he Ride, God - ,..,. 
,......, OllthePNIICf'Nlnt. 
Who- the ........ that 
NINNdtl!Ne holy,__, 
A. Godsoft 
B. Wisdom Tree 
C. Burning Bush Software 
D. Bibleware 

QuNlloli 4: Wllllt I■ the - af the d■-tanly ..... 
Ill the arC8lle claNlc, .,,.._,. Lair? 
A. Scree 
B. Snaggletooth 
C. Singe 
D. Strife 

QuNtlon I: Camelot, the 
crNlor af Hot lhot■ Golf, 
I■...., the-..., behnl 
Nntendo'• ~ 
Gam■Cube Nllw, Marlo 
Golf: Toadstool T-. 

QuNtlon 8: Mlcr.-e ... formed In 1982 !Ir • 
ltNley and another lepnday -■mi. ....... Who 
••It? 
A. Chris Sawyer 
B. Sid Meler 
C. Chris Roberts 
D. Richard Garriot 

QuNtlon 7: An.~~ cad■ far 
- 70 y-■, Nintendo decided to expand Its hon-
- with the production af video ---- What y .. 
- this decl■lon made In? 
A. 1979 
B. 1965 
C. 1982 
D.1963 

(Nintendoj 

QuNtlon 8: In D■u■ Ex, which af the followkC Isn't 
- af the tin■ ....... , 
A. J.C. Denton fuses with the super computer 

Hellos to rule the world 
B. All of the technology in the world is destroyed 
C. J.C. Denton joins the Illuminati conspiracy organization 
D. Computers create a virus that kills off mankind 

QuNtlon 9: How nwiy c:elon could the lup■r 
Nntendo ll■play - at any ,iv■n time? 
A. 512 
B. 256 
C. 64 
D.320 

QuNtlon 10: K■lj Eno lnYNt■d al af hi■ .-.y 
Into ~ • video .... dev■loplwlt ■tudlo. 
What,. the - af hi• -..iy? 
A. Warp 
B. Xatrix Entertainment 
C. Human Entertainment 
D. Jaleco 

lcor• I, Rank 

Video Game Trtvui Answers: 

JumpinC Jack FIOIII 
2:Ffom-'to 
s-· 
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Star W...: Eploodo Analyze This I, That Kanpn,o Jack: Three Men " I Tranny 

Neeatfvelll - Blrtll •- BeyonclThundenlome 

ol1G-
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DOA'S ONLINE 
REUNION 
Gamers this fall are going to be getting double 
the fun and twice the jiggle when Tecmo releas
es Dead or Alive Online. Not merely an online 
fight ing game, this DOA actually gives you the 
original Sega Saturn version of the series which 
kicked it all off - the first time that particular 
Iteration will be available to U.S. gamers. 

Also included and playable online is DOA 2, 
which features upgraded graphics, bringing It up 
to speed and into full 3D with the Xbox - includ
ing the break-through environments featured In 
DOA3. 

Players will also be treated to new story rev
elations regarding the characters' past and tons 
of new costumes. Tecmo is currently considering 
future downloads for DOA Online. 

42% of PS2 online users connect via dial-up, 
according to Sony 

10% The percentage of showgoers impressed by 
Nintendo's E3 showings 

100% of the E3 attendees informally surveyed 
were blown away by the Half-Life 2 demo 

0% The amount of people disappointed by the in
game Halo 2 footage 

37% of Matt's Thursday night at the Sony party can 
actually be remembered. Gratz!!!! --------



PS2 ADDS 
EYETOY 
For the PlayStation 2 owner 
who has everything, check out 
Sony's newest gadget - the 
EyeToy. Developed by Logitech, this 
USB camera lets you play interactive games 
and even record 60-second videos onto your 
memory card (clothing optional). 

Kung Foo (shown) is one of the many min~ 
games included in the free pack~n disc that puts 
you in the middle of the action. Here, players must 
punch enemies as they jump at you from the sides 
of the screen. Other titles include ~Washl 
(where you wash windows), and Beat Freak (a 
rhythm game). 

NEW HANDHELD 
ON HORIZON 
Tapwave, a company featuring some of the 
people from Palm (the PDA maker), have 
announced Helix - a tentatively titled handheld 
gaming system. Best of all, how would you like 
to be playing Tony Hawk's Pro Skater 4 and 
Neverwlnter Nights on the system? 

The price and release date for Helix have 
not yet been determined, but some of the 
handheld's features have. It will boast a 
480x320 pixel, 16-bit color screen, trigger 
buttons, an analog 
stick, rumble effects, ~ 
Bluetooth support ti:::l~ C"l"C:.-
(for wireless gaming), 
MP3 playback, and more. Helix will also con
tain the ATI lmageon graphics accelerator and 
the FatHammer X-Forge 3D graphics engine. 
Activision, Atari, Midway, and Digital 
Eclipse have all signed up to make games for 
the system thus far. 







O
ne challenging aspect of bringing a massively 

multiplayer online role-playing game into an action 
setting is deciding what the plot will be. Sure, 
there's a semblance of a plot in the PC version; 

but for the most part, players forge their own experi
ences while following a loose storytine. Some of them don't 

follow the story at all - they simply go out hunting with their 

companions and ignore the quests at hand. In a console action 
title, that type of play just doesn't work. Running around aim

lessly in a massive dungeon could be fun, but there has to be 
some sort of motivation for building a stronger character - which 

is where the story comes In. 
To get the skinny on what makes Champions of Norrath 

tick, we talked to Mark Geithman, president of Snowblind 

Studios. After settling into the studio's plush conference room, 
Mr. Gelthman gave us the general overview of what this title will 

deliver on the story side of things. "The game itself is set 300 
years before the PC version of EQ, and ores and goblins are 

invading Faydwer Forest,· says Geithman. "The leader of Kele

thin, a tree city, has put out a call for champions to come and 
help his people. At this point, your character joins the battle; 

and, after an opening cutscene, you're put to work defending 

Kelethin against the invading hordes. Eventually, you find the 

actual culprit behind all of this violence.· But we won't ruin 
it for you. Suffice it to say that you'll be pleasantly surprised. 
"Players will be travelling to a number of different locations In 

the EverQuest universe, and at one point, you'll meet up with 

the Prince of Hate," hints Geithman. 

Runnmg awa~ might not a1wa~s be an 
option 11 )OU get into trouble 

Notice hO\\i the light accurntelt pla)S on 
the rest of the em,uonment 

O
ne of the most important parts of adapting an 
established property into a new form Is making 
sure that players feel grounded in their surround

ings. For example, if you're planning on releasing a 

first-person shooter based in Vietnam, it's a good Idea 
to scrap the snow-based levels. Likewise, the world of EverQuest 

demands accurate settings. From a purely technological 
perspective, having the depth of subject matter that this 
series enjoys at your disposal is a fantastic asset. 
With previously defined areas and landmarks, simply 
fleshing out an existing idea is exciting, but there's 
a responsibility that comes along with building on 
someone else's creation. 1 

During our time with the team, we saw a number '· 
of different locations. Some were more complete 
than others, but they all looked and felt authentic. 
We were able to take a long, close look at different 
parts of Faydwer Forest and Kelethin itself. Although 
there was a major battle raging throughout much 
of the forest's canopy and floor, we could see that 
the ambient scenery and environmental models 
are all what you would expect to see in this 

area of EverQuest's geography. We also 
learned that players will travel to a number 
of different Planes, Including Hate and Air 
(both of which we saw), as well as Kunark 
and a host of other locales. 

Providing Champions of Norrath with 
this accurate location recreation will not 
only help experienced players feel more 
at home when they play, but newcomers 
will find that they will have a detailed 
frame of reference should they want 
to partake in other EverQuest titles. 
However, as we mentioned, Cham
pions takes place 300 years before 
the PC title, so don't be surprised if 
things look a little different. Three 
centuries is a long time, so the team 
does have a bit of breathing room 
creatively. This allows them to inject 
their own particular take on· the 
areas most people have only seen 
from one perspective. 



A staggering amount of armor has been 
pamstakingl~ modeled 

M 
ost of you know that Snowblind developed 
Baldur's Gate: Dark Alliance. The Dungeons & 
Dragons rule set is completely different from 
EverQuest's, and there's a distinctly different 
feel for each genre. One is over 25 years old 

and steeped in tradition; the other is under five years old and 
experiencing an ongoing boom in popularity. 

We asked the team what it was like to make the transition from 
D&D to EQ, and Geithman chimed in immediately, informing us, 
"That wasn't so bad. They're both high fantasy settings so there 
wasn't that much difference. We played pretty fast and loose 
with the D&D rules in Dark Alliance, so we didn't experience a 
really dramatic transition. There are a huge number of abilities 
in EverQuest, so we had to kind of scale those back to simplify 
the project. Other than that, it really wasn't too bad. The biggest 
challenges were technical. • 

·The primary focus with Champions of Norrath has always been 
to make a great action game,• adds Sony Online Entertainment 
producer Rob Hill. "EverQuest, obviously, is not an action game 
by any means; so we had to pull the reigns in on the rule sets 
in order to make it cool for somebody who just wants to sit back 
and play a hot action game with role-playing elements.· 

·we also wanted to incorporate some of the flavor of Ever-
uest, • says Geithman. "Things like self-buffing [increasing your 

character's attributes through spells or items], go a long way 
towards bringing that EQ feeling to players - that's something 
we weren't able to do with Dark Alliance. This brings a more 
community aspect to the multiplayer segment of the game. If you 
want to sit back with a cleric and heal people as they fight, you're 
able to do that. It's not all about dealing damage, it's also about 
benefiting the entire party.• 

Th~ en\ironments themsehes ¥.Ill 
be as \ar,ed as the ¥.eapont) 
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T 
here were a number of distinct - and 
widely lauded - features in Dark Alliance. 

The consensus on the most interesting 
aspect was the. absolutely engrossing 

multiplayer segment. Being able to 
slice and dice bugbears next to your buddy was an 

element many of us enjoyed for hours on end. Taking 

the hint, Sony Online and Snowblind are going to 

bring the cooperative aspect of this game to the next 

level. In true SOE form, this project is going online. 
"Sony will host a match-making service, and 

players will be able to connect through their PS2 
to this service and link up with up to three other 
people to play a game,· says Hill. ·once they finish 

establishing a connection through us and find people 

they want to play with, the game is actually hosted 

on their PS2 itself, not on our service. Of course, 
if you don't want to go online, you're able to play 

with three of your friends using the multitap. • To 
address power-leveling issues [which refers to a 

stronger character partying with a weaker character, 

and destroying enemies that yield high experience 

rewards, which then grants the weaker member level 

advancement at a highly accelerated rate], the on line 

service and the local multiplayer game will only 

allow players to play together at the lowest common 

difficulty setting. 

The scale has been greatl} 
1mpro\ed O\er Dark Alliance 

The difficult setting stems from Snowblind' s 

mission to increase the game's overall replayability. 

To this end, gamers will be able to play through the 

entire game three separate. times, all with the same 

character. After you complete the game once, a 
new difficulty level will be made available. Starting 

again with this difficulty level allows your character 

to continue gaining experience, thus building on 

what you accomplished the first time through the 
game. After finishing the game for the second time, 

yet another difficulty level opens up, and you can 

continue leveling up your original character until 

he or she is insanely powerful. Each level offers 

tougher enemies, but also increased experience and 
improved items. 

Let's lay out a scenario incorporating all of the 
nuances of these simultaneous play options. 

Imagine that Johnny buys Champions of Norrath, 

beats the game once, and subsequently starts 
playing through it a second time. Seeing that Johnny 

- is having so much fun, Jimmy buys the game. but 
gets lonely. So, he calls up Johnny one evening, and 

they decide to join a game together online. Because 

Johnny has already been through it once, he has 

to play on the lower difficulty setting if he wants to 

play with Jimmy. Now Sally and Timmy both buy the 

game because they don't want to be left out. After 

Ounng mult1pla}er 
~cenanos this t\~ of 

spell \'\lll onh mthct 
damage on the p.Jrh s 

enemies 

Each enem) will cough up a randoml\ generated item 
\\hen dispatched so picking up e\en-thmg on the 

battlefield 1s a good idea 

creating their characters and playing for a little while, 

they also get lonely. All four of them then decide to 

get together over the weekend and play at Timmy's 
house. After downloading their characters onto their 

own memory cards, they journey over to Timmy's 
place, insert their cards into the multitap, fire up 

their characters. and play together for hours on end. 

Just because Johnny has been through the game 

doesn't mean he'll know his way around. Aside 
from the hub portions of levels (usually small towns 

where you're able to buy and sell equipment), 

every inch of the game is randomly generated. That 

means each time you go into a dungeon, it'll look 

completely different from the first time you visited it, 

thereby adding even more replayability. To help with 

navigation, an overland map will be available (think 

Diablo), as well as auto-save checkpoints which 
can whisk you back and forth from the level hub via 

teleportation. However, since everyone is playing 
at Timmy's house, they'll start from his character's 

- last save point since he's hosting the game. So, the 

host determines at which point in the plot characters 

begin. "We 're even toying around with the idea of 

not having those multiplayer sessions save to other 

people's cards so they can go through the game 

themselves, but we're not sure about that yet,· 

says Hill. 



A
me's controls are a lot like a movie's 
nematography - if you're conscious 
of it, it probably lsn 't doing what it's 
supposed to. With this in mind, the 
Champions team took the comments 

and feedback they've accrued throughout their 
Baldur' s Gate experience and incorporated a 
number of different enhancements. 

The first, and most noticeable of these, is camera 
control. You're now able to swoop in on your alter 
ego for an up-<:lose-and-personal look, or pull 
back for a better view of your surroundings - an 
improvement that many Dark Alliance fans will 
be happy to see. Aside from basic modifications 
like this, the overall user interface has been 
completely overhauled. "You have access to 
more functionality,· says Hill. "It'll be right at your 
fingertips, and we'll give you quicker access to 

The cle\er radial menu at lett 
\\ill make fighting and casting 

quicker and more 1ntu1tl\e 

be able to change that functionality. For example, 
instead of having to cycle through spells, you'll have 
a radial command structure mapped to the d-pad 
which will allow you to assign two different spells 
to different buttons for instant use.• We saw this 
system in action, and it's as simple and effective as 
it sounds. 

Other improvements have been made to the 
overall look of your interface, but some of the core 
features are still present. The health, experience, 
and mana bars that appeared in the upper left 
corner of the screen in Dark Alliance have made 
a comeback, and are as intuitive as they always 

_ were. Being able to gauge all of your vital statistics 
at a moment's notice is an absolute must in any 
action game, and this system is a perfect fit for 
Champions of Norrath. 

Character statistics have 
reCel\ed a huge O\erhaul in 

both quantIt) and qu,11lt) 



An update-d graphics en~ne has 
&nen the artists mo,e control O\~ 

""-t ~1>U see onscreen 

e-playing game is nothing without a varied" set of different 
ayable characters. Similarly, an action game just isn't an 
action game without a protagonist the player can invest 

., in and care about. "We' re going to try to be true to both 
the EverQuest universe and the action genre In terms of 

character types," says Hill. 
From this philosophy, five playable characters were born, each with 

a male and female iteration. The first, the Barbarian Warrior, will 
likely act as the tank in many adventuring parties; meaning they will 
probably take the brunt of the damage during battles, but will also 

make the lion's share of kills. During a multiplayer session, that's 
an important thing to take into account, as the person who issues 
the killing blow on an enemy will reap 60 percent of the experience, 
and the rest of the party will share the remainder. Second comes the 
Wood Elf Ranger, who will likely act in a supporting role - shooting 
arrows from afar during moderate encounters, and leaping into the 
fray with weapon in hand if need be. Rangers are also typically light 
on their feet. which will come in handy when attempting to collect 
the randomly generated items monsters drop when dispatched. Ne,tt 
is the High Elf Cleric who will do what clerics tend to do - keeping 
people alive and fighting. Each class will have access to various 
spells, but the cleric specializes in healing and attribute enhance
ment. Before a fracas, you may find yourself waiting in line to receive 
a buff or two from your friendly neighborhood cleric; and, when push 
comes to shove, they've got plenty of power to spare. Rounding out 
the warrior classes is the Dark Elf Shadow Knight - essentially an 
anti-paladin. Featuring a deadly mix of casting and melee prowess, 
we expect this character to be one of the most popular classes in the 
game. Finally, an Erudite Wizard will be available for all of you who 
want to blast things into the unknown with the power of the unknown. 

Unlike Dark Alliance, the character generation system will be quite 
robust in terms of appearance choices and skill point allocation. 
Also, in the biggest technological breakthrough this game possesses, 
players will now be able to actually name their own characters. ·we 
got a lot of complaints about [the fact you couldn't name your charac
ter in Dark Alliance], so we thought it would probably be a good idea 
to put 1t in for Champions of Norrath, • says Geithman. After you've 
decided what class to take on, you're given a number of points to 
put toward one of four attributes: strength, de>tterity, intelligence, and 
stamina. You're able to put points wherever you wish, but creating a 
wizard who can bench press 342 pounds won't prove to be a wise 
decision down the road. Don't worry if you set up your character and 
start playing only to realize that you should have put more points 
in an area you neglected during the creation phase. You'll be given 
more points to administer as you level - something the D&D world is 
very stingy about. 

Takm,: on enemies this bi~ 
calls for a la,,e, part) 

Each skill In your tree can be le\'eled 
up 20 times in all. making for some 

spectacular player ab1lit1es 



A
r all of the customization that goes into making your char
cter look and act like you want him to, it's time to jump 
n the game and start climbing your class' skill tree. Each 
class will have an average of &bout 20 different skills, 
and each ability will be able to be leveled up individually 

up to 20 times as well. For example, if you spend points to obtain 
an ice bolt skill, its primary function will simply be a bolt of ice that 
leaps from the caster and inflicts damage on the target. However, if 
you put another point in that skill , its effect will increase with each 
successive upgrade. You can image what happens around level 20. 
Aside from the active skill type like we just described; there's also 
an active/ passive type (putting an attribute enhancement spell on a 
team member) which will wear off with time, and a passive type which 
gives you a permanent bonus when you spend a point to obtain it. 

What does this incredibly deep skill tree mean? Replay, replay, 
and more replay. The idea that your onscreen persona is good, but 
could be better, is a carrot that will drive many to rack up hour after 
hour of game time. This is coupled with the fact that there will be 
literally thousands of different combinations of item types due to the 
prefix/ suffix system. Snowblind is instituting these additional descrip
tive terms on all of their weapons, armor, and jewelry (a sword isn't a 
sword, it's a •rusty broadsword of weakness,· or a suit of armor is a 
"sturdy full-plate of protection"), giving players yet another reason to 
keep that disc spinning in their PS2. 

The Plane of Hate 1s no 
place for the faint of heart 

All character animations have 
taken on not1cabte upgrades 

There s nothing hke a good area
effect spell to even the odds In the purely technical sense, Champions of 

. Norrath will use a slightly modified version of 
the engine that Dark Alliance ran on. One of the 
most obvious improvements is the elevated level 

of detail for everything you can see on screen. From 
increased attention to detail on the weapons and 
armor to artist-controlled particle effects and eye
popping environmental visuals, this is a game that 
plans on looking as good as it plays. The industry's 
best water effect makes its triumphant return, and 
we look forward to running around in puddles in the 
near future. 

Truth be told, there are many reasons we look 
forward to playing this game. Not only does 
Snowblind have the foresight to cater to both EQ fans 
(you' ll see Firiona Vie as an NPC) and newcomers; 
it also has the presence of mind to fix what needs 
fixing, innovate on the multiplayer erid, and leave 
its action-packed core gameplay alone. Whether you 
choose to play this game with one friend or three, 
online or off, or even alone; Champions of Norrath 
has all the makings of being a bona fide smash. 
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s E3 gets bigger and 
more over-the-top with 
each passing year, Game 
Informer has decided 
that we need to change 
the way that we cover 

gaming's most important event of the 
year. Because, although every company 
claims that E3 is all about games, it's 
really much more than that. From expen
sive parties to people wearing some of 
the most bizarre costumes you'll ever 
see in your life, E3 is a garish testament 
to the commercial might of the game 
industry, and its willingness to spend mil
lions of dollars to create a spectacle that 
Hollywood could only dream of. 

In this spirit, we decided to scrap 
our usual E3 feature and began work 
on this massive timeline of the events 
that occurred in downtown Los Angeles 
between Monday, May 12th and Friday, 
May 16th. Along the way, you'll get to 
see every announcement, press confer
ence, celebrity appearance, and gala bash 
that we could find amidst the chaos. In 
addition, we managed to interview many 
of the people behind this year's most 
anticipated games. So, without further 
ado, we present the 2003 Electronic 
Entertainment Expo. 
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W
hat do you mean E3 is only three 
days long? Capcom kicked off 
what could more accurately be 
described as E3 week with a 
Monday press conference. 
Despite a lineup of the 

usual Capcom suspects like Mega Man 
(who is joined by a new playable character), 
Resident Evil, and Onimusha, the company 
always manages to keep gamers interested -
no more so than this year. 

What was once thought to be just 
another ce~shaded game -
Viewtiful Joe - was actually 
one of the games of the show. 
Hero Joe gets sucked into a 
movie, and in a nice twist, 
he is able to apply slow 
motion and other powers 
to objects in the environ
ments. For instance, 
in one scene he moves 
a helicopter out of his 
way by slowing down its propel
lers so it falls out of the sky. 

Mega Man X7 s 
new character A•I 

Atsushi lnabe, the game's producer, gave us another 

reason to buy Viewtiful Joe: his job. •Please buy 
this game," he pleaded. ·Seriously, my job is on 

the line." 
Resident Evil is an institution as old as the 

hills, but believe us when we say that Resident 
Evil Outbreak is like no other. The online game 
stresses cooperation among four players, 

each of whom sees cutscenes through their 
protagonist's eyes. It was cool to watch 

show goers work together to hold off attacking 
zombies, conserve items, and even save each 

other from falling into huge chasms. 
After running through known titles 

like Onimusha 3 and Dino Crisis 
3, Capcom ended the con

ference by introducing a 
new game - Monster 

Hunter. This title is also from the team 
doing Outbreak, and it too features 
online cooperation between players (as 
well as an offline mode). Only this time, 
the setting is fantasy-based and on quite 

an epic scale. Keep your eyes peeled 
for this one in the future, because it's 
going to be big. 

A
tari, the French publishing 
house formerly known as 
lnfogrames, did its part 
to bring some Hollywood 
star power to the pathetic 
geeks that populate E3. At 

Hollywood's Raleigh Studios, the company 
held a party to celebrate Terminator 3: Rise 
of the Machines, a multi-platform video game 
based on the upcoming motion picture. Most 
of the actors from the movie made appear
ances on the red carpet, including Claire 
Danes, Nick Stahl (who plays John Conners 
in the film), Kristanna Loken (the beautiful 
but deadly T-X Terminator), and Mr. "Who is 

your daddy and what does he do?' himself, 
Arnold Schwarzenegger. Of course, Arnold 
fled the soiree about 20 minutes after his 
appearance on the red carpet; but Danes, 
Loken, and Stahl stuck around to rub elbows 
with the great unwashed. Also spotted in the 
crowd were Shipmates host Chris Hardwick, 
News Radio nutcase Andy Dick, Crossing 
Jordan ·s Miguel Ferrer, and Kurtwood Smith 
(better known as Red from That 70s Show). 
Along with the customary free appetizers and 
open bar, Atari served up an exclusive look 
at the European movie trailer for T3, as well 
as some (not too impressive) footage of the 
game itself. 



'We're not 
waiting for 
the future. 
Xboxis 
creating 
the future 
now." 

- ROBBIE BACH, 
CHIEF XBOX OFFICER 
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n past years at E3, Microsoft clearly 
had something to prove. 2001 was 
the inaugural E3 showing for the 
Xbox - and it wasn't a good start. 
The company made up some ground 
at the next E3, thanks in part to its 

overt overtures to third-party publishers to 
prove that the Xbox could bolster an impres
sive enough lineup beyond its own Halo. This 
year, with the Xbox gaining ground in the 
console wars - but still a ways away from 
Sony - Microsoft seemed to be coming into 
its own. 

Still, something is obviously troubling the 
company. The Xbox has yet to really deliver 
the killer slate of must-have titles that makes 
people buy a system. Therefore, this year's 
press conference was, thankfully, very game 
centered. Revealing the worst-kept secret in 
the industry, Ed Fries, vice president of Xbox 
game content, trotted out to announce that 
the talk of last year's E3, Doom 3 from id 
Software, was indeed coming to Xbox. While 
this demo was very impressive, it was likely 
from the PC edition, as the Xbox port won't 
be released for some time. 

What followed was a collage of exclusive 
games, including presentations for Star Wars: 

Republic Commando, Leve~5's True Fantasy 
Live Online, and Namco's Breakdown to name 
a few. In all, Microsoft claims more than 100 
games will be online by E3 2004. What was 
most interesting in that deluge of games 
was how lackluster Rare's titles looked in 
comparison to some of the great third-party 
titles shown. The three at this year's show 
- Conker. Live and Uncut (an online title), 
Karneo: Elements of Power, and the debut of 

ce 
Grabbed by the 
Ghoulies - were 
underwhelming. 

Microsoft's first-party lineup also featured 
some str<>r€ titles, such as Project Gotham 
Raci[€ 2, Fable, Counter-Strike, and Crimson 
Skies: High Road to Revef'€e. It would have 
been nice to see a high-profile surprise title 
that eclipsed the Halo franchise in terms of 
garner interest, but, all in all, this system is 
amassi[€ a solid software library. It is interest
ing to note that six of our 10 best games of 
the show are coming to Xbox - although you 
may be waiti[€ until 2004 for a few of them. 

After entertaining the audience before the 
show with some mixed tunes courtesy of the 
upcomif€ Xbox Music Mixer program (which 
includes karaoke), J. Allard, the system's 
general manager, took the stage to announce 
some of the new Xbox Live features; includ
ing alerts, voice chat, and more community 
services. This extends to Microsoft sports 
games via XSN Sports [ see G/ News, page 18 
for more], which was a great opportunity for 
J. Allard to introduce Xbox Live's PeyOirt - a 
man better known as Pro Bowt quarterback 
Peyton Manni[€ from the Indianapolis Colts. 
What followed was a "trash-talking" excha[€e 

that proved that the QB is better 
suited to reading playbooks than 
cue cards. 

So far, Microsoft had shown 
us some good thi[€s, but next 
came the real pay-off. Ed Fries 
triumphantly introduced the first 
irtgame demo of Halo 2 [check 
out our preview on page 76]. 
It was stunning. For the first 
time during the conference, the 
hoots and hollers from the crowd 
weren't just emanating from the 
balcony, where Microsoft had 
planted its own people. This was 

genuine applause, and for good reason. As 
the crowd recovered and went off in search 
of taxis, they left impressed by Microsoft's 
steady progress, but also dreaming of the 
franchise that still best defines the Xbox to 
gamers around the world - Halo. While it 
didn't hold any shocking revelations, the coo
ference helped kick off what was Microsoft's 
str<>r€est showif€ at E3 yet 

Halo 2 

2 
Fable 

StarCraft: 
Ghost 

4 
Counter-Strike 

5 
Deus Ex: The 
Invisible War 

6 
Ninja Galclen 

7 
Freedom: 
Soldiers of 
Uberty 

8 
X-Men Legends 

9 
Armed and 
Dangerous 

10 
Full Spectrum 
Warrior 

11 . 
::. .... ( :, 

,... .. , I \ 

Honorable Mentions: 
Breakdown, Dino Crisis 3, Project Gotham 
Racing 2, True Fantasy Live Online, True 
Crime: Streets of LA, Thief 111, Advent Rising 
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2 
Tony Hawk's 
Underground 

3 
Metal Gear 
Solkl 3: Snake 
Eater 

4 
SSX3 

5 
SOCOM II: US 
Navy SEAi.a 

6 
Spider-Mm 2 

7 
Jak II 

8 
The Prince of 
Persla:The 
Sands of Time 

9 
Resident Evil 
Outbreak 

10 
Need for 
Speed 
Underground 

Honorable Mentions: 
Monster Hunter, Castlevania: Lament of 
Innocence, Final Fantasy X-2, Teenage Mutant 
Ninja Turtles, Onimusha 3, Syphon Filter: The 
Omega Strain, Medal of Honor: Risi!'€ Sun 

40 GAME INFOIMH 

T,,,-,-no,, 111,-,,,1=, •=• 1717,1111 
/ LIC ::.•LIi ,::., , / /n::., ,_, _,;,_,,_, n11 

S 
ony may not have the hearts 
of the hardcore gamer, but 
they certainly have a strangle
hold on first place in the 
console market. As usual, the 
company held a pr~3 press 

conference in order to drive that point home 
to the assembled press and retailers. In 
keeping with tradition, the day started off with 
a slide presentation by Kaz Hirai, the CEO 
of Sony Computer Entertainment America. 
Hirai went through an exhaustive series of 
facts and figures detailing the PlayStation 
2's growth over 
the past year, its 
stable of block
buster games, and 
the success of its 
recently released 
Network Adaptor. 

Perhaps sens
ing that the crowd 
was growing rest
less, the focus 
of the presenta
tion switched to 
games, kicking off 
with an impressive video of the company's 
new Jet Li property, Rise to Honor. Sadly, the 
game appeared jerky and unpolished on the 
show floor, so let's hope that some much 
needed fine-tuning can be added before its 
release date. 

Next up was Sony's "killer app," the 
highly-anticipated return of the Gran Turismo 
franchise. Polyphony Digital head Kazunori 
Yamauchi came onstage to introduce a video 
that traced the success of GT over the years 
and the nearly insane level of research and 
field testing that has gone into creating the 
latest edition. We fully expect GT 4 to add 
another 10 million units to the series, which 
has sold over 32 million since 1998. 

After an announcement of a new Network 
Adaptor bundle and some improvements 
to the PS2 hardware [see GI News, pg. 18] 
came the conference's first, and strangest 
surprise: a motion-sensing USB camera 
attachment for the PS2, dubbed the Eye Toy. 
[see GI News, pg. 25] It's certainly intriguing, 
but we'll have to wait and see if the Eye Toy 
becomes anything more than a $40 curiosity. 

From there, it was on to online, at which 
point Sony sprung the news that EA Sports 
would once again only be available for 
Internet play on the PlayStation 2. Just as you 
could hear the wind going out of the sails of 
Microsoft's XSN network, EA head honcho 
John "Mr. Electricity" Riccitello grabbed the mic 
to host live demonstrations of no less than 
six EA Sports online tities, including Madden, 
AFA, and NASCAR Thunder. Then, Tiger Woods 
appeared via satellite on one of the huge mon~ 
tors. His challenger for the day would be none 
other than comedian Cedric the Entertainer, 

who came out sport
ing golf attire that 
made us imagine 
Ben Hogan star-
ring in Superfly 
(and matched his 
polygonal alter ego). 
Mer trading a bit of 
smack talk ("Don't 
get scared by that 
water splashing; I 
know you've been 
a little off lately,· 
ribbed Cedric), the 

Entertainer proved to be the master of the digi
tal links, besting nger by a stroke. 

While EA had provided the event with some 
muctHleeded entertainment value, the real 
fireworks would come from a soft-spoken, 
middle-aged man named Ken Kutaragi. CEO of 
Sony Computer Entertainment and the vision
ary behind the PlayStation, Kutaragi came up 
to deliver what was hands-<lown the surprise 
news of E3: Sony's entry into the hand held 
console market. Beginning with a slightly odd 
speech about the "new baby in the family,· 
Kutaragi detailed his company's plans to 
release a disc-based handheld entertainment 
system sometime in late 2004. Based on the 
scant spec info [ see G/ News, pg. 18], the unit 
certainly sounds impressive, although it is not 
clear yet whether it will live up to Kutaragi's 
claims that it will be the "Walkman of the 21st 
Century.• Either way, it was one of E3's only 
genuine shockers - all the more so for the tight 
lid that the company had kept on the secret 
project prior to the announcement. Count it as 
an exciting end to another strong showing by 
gaming's most dominant company. 



N 
intendo usually gets nothing 
but love from the fan boy 
contingent at their annual 
E3 press conference; but 
this year's show was a 
subdued, even slightly 

downbeat affair that didn't even manage 
to excite the faithful, much less the bitter, 
cynical industry types that were there to see 
what the long-running company had in store 
for the coming months. 
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rence 
Of course, it would 

have been hard to follow 
up last year's presenta
tion, which heralded the 
return of Mario, Zelda, 
and Metro id; but there 
did seem to be a defi
nite lack of focus on the 
part of the Japanese 
giant, especially in the 
face of an improved 
Microsoft and ever-dom~ 
nant Sony. Nintendo VP 
George Harrison acted 
as the emcee for the 
event, starting out by 
detailing the company's 
strong March showing 
(the result of sales of 
GBA SP, The Legend 
of Zelda: The Wind Waker, and two new 
Pokl!mon tiUes), touting their familiar fran
chises, and humorously promising that Mario 
will ·never start shooting hookers.· 

Up next was a montage of Nintendo first
party tiUes, including Pikmin 2, Mario Kart: 
Double Dash, Super Mario Advance 4, and 
Pokl!mon Coliseum. On cue, Nintendo direc
tor Satoru ltwata took the stage as expected. 
What wasn't expected was the candor with 
which he addressed the mistakes that the 
company has made in recent years. Many of 
Nintendo's much-publicized problems were 
addressed, from its rocky relationship with 
thirc}party publishers to the failure of high 
profile titles like Super Mario Sunshine and 
Metroid Prime to meet sales expectations. 
While it was certainly refreshing to see a 
Nintendo spokesman be so frank, the overall 
effect was a bit deflating for those hoping to 
see the company tout its strengths. 

Things lightened up a bit during a spate of 
cameo appearances by some legendary game 
designers who joined Nintendo's Shigeru 
Miyamoto onstage. Rrst was the one true 
highlight of the conference - a grainy video 
in which Capcom·s Shinji Mikami showed off 
his upcoming Resident Evil 4. Shot to make it 
appear that Mikami was being held hostage 
in some undisclosed location, it came to an 
end with some stunning game footage fo~ 
lowed by the campy survival horror master 
warning us, •0on·t pee your pants!" 

The geek star power got even greater 
as the show went on, as a veritable ·who· s 
who" of game development came to pay 
homage to the legendary Miyamoto. These 
notables included Sims svengali Will Wright 
who announced an excitif"€ new version of 
The Sims that would utilize the connectiv-
ity functions between the GBA and the GC· 
Pac-Man creator Toru lwatani, who joined ' 
in a pick-up game of Miyamoto's new Pao
Man multiplayer tiUe; EA's ubiquitous John 
Riccitello (via video); and, finally, Konami's 
Hideo Kojima. Kojima was there to intro
duce Metal Gear Solid: The Twin Snakes a 
reworking of the original P1ayStation g~ 
that is being made in partne,ship with both 
Miyamoto and Silicon Knight's Denis [>yack. 

After yet another blitzkrieg of game clips, 
the show ended on a defiant, and uncom
fortably defensive, note. Mr. Iwata took the 
stage again, and restated the company's 
commitment to the console business, vowing 
that ·We will not retreat - we are staying in 
the console batUe." He also promised that 
the next Nintendo console would release at 
or around the same time as the P1ayStation 
3. This was heartening news for Nintendo 
fans who were worried that the company 
might go the WfJ'/ of Sega. However, with a 
first-party lineup of games that seems to be 
one of its weakest in recent memory, it does 
appear that this might be a slow year for 
GameCube owners. 

Mario Kart: 
Double Dash 

2 
Vlewtlful Joe 

3 
F-Zero GX 

4 
St.W..Rogue 
Sqlaaon Ill: 
Rebel Strike 

5 
Soul Callblar II 

6 
Flnal Fantasy: 
Crystal 
Chronicles 

7 
Metal Gear 
Solid: The Twin 
Snakes 

8 
Resident Evil 4 

9 
Geist 

10 
Plkmln 2 

I 
I 

Honorable Mentions 

- r r' - ;; .. _, ' . 
j 

I 

" I ' 

'!. •·' . .,.;,: . ~ 

Pao-Man, Mario Golf: Toadstool Tour, Kirby 
Air Ride, Beyond Good & Evil, Sphinx, 
WresUemania XIX 
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Half-Life 2 

2 
Doom3 

3 
The Sims 2 

4 
Call of Duty 

5 
Deus Ex: The 
Invisible War 

6 
Star Wars: Jedi 
Academy 

7 
Rome: Total 
War 

8 
EverQuest 2 

9 
S.T.A.LK.E.R. 
Oblivion Lost 

10 
Uru: Ages 
Beyond Myst 

Honorable Mentions: 

Vampire Masquerade: Bloodlines, Painkiller, 
Halo, Counter-Strike: Condition Zero, 
WarCraft Ill: Frozen Throne, Lords of 
EverQuest, Tron 2.0 
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T
hree was clearly the operative number for Konami's press 
conference - and not just because the event spanned a 
daunting three hours. It was all worth it, when Hideo Kojima 
stepped before the crowd and introduced the public to his 
three new games: Boktai (GBA), Metal Gear Solid: The Twin 
Snakes (GC), and Metal Gear Solid 3: Snake Eater (PS2). 

Having debuted The Twin Snakes trailer just hours before at Nintendo's 
briefing, the highlight of the afternoon was clearly the first glimpse of MGS 
3 - a glorious affair which makes it three years in a row that Kojima has 
come to E3 and wowed the masses with a new Metal Gear trailer. 

After a game demo for Teenage Mutant Ninja Turtles, a tall, slender 
figure dressed from head to toe in black bent over the podium. "I can't let 
Mr. Kojima outdo me after all,· said Castlevania producer Koji lgarashi, 
speaking in English during his first-ever appearance at E3. To prove his 
resolve, lgarashi unveiled the first footage of Castlevania: Lament of 
Innocence for the PlayStation 2 - a 30 game he says has been turning 
over in his head for the last five years. Although results were mixed on the 
show floor, the gameplay footage proved that the series has lost nothing 
in exploring three dimensions. 

Konami didn't come to E3 with any surprises in hand (yes, more Yu
Gi-Oh is coming your way), but even familiar franchises like Metal Gear or 
Castlevania more than managed to fan the flames of excitement by outdo
ing their predecessors. 

Despite the intermissions between games, the crowd was getting 
a little restless, even though Konami assured us that a surprise 
guest was in store. Having to wait for some technical issues to 

be sorted out on Konami's end only piqued the crowd's interest over 
the identity of this mystery person. When Jennifer Love Hewitt bounced 
on stage, all smiles, to sing for Konami 's Karaoke Revolution (an 
upcoming PS2 music game), some wondered how her low-rider pants 
were staying put, while others thought, "Since when did she sing?" 



H 
ere's a riddle: What has 
spoken word performances, 
breakdancing, stripping 
skater girls, and the most 
bizarre Scandinavian 
accents this side of Bjork 

or Goldmember? Answer: the Nokia E3 
press conference. This strange event was 
definitely too 
weird for words, 
but, as journal
ists, we' ll do our 
best to capture 
the experience. 

It started 
with a darkened 
stage, when 
suddenly a 
group of teens 
that must have 
escaped from 
some aborted MTV reality show hit the 
stage, accompanied by a poetry slam 
emcee who spewed some barely coher-
ent ramblings about mobility, technology, 
and ... stuff. At this point, much breakdanc
ing ensued, and we were, for once, at a 
loss for words. Things finally calmed down 

- ,-, "I -, -, ,-, ,-, 
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a bit when the main presentation, which 
was hosted by Nokia executives Anssi 
Vanjoki and Nada Usina, got underway. 
The pair detailed Nokia's plans to enter 
the handheld fray with the N-Gage, and 
outlined the deals that they have in place 
with U.S. retailers and such top publishers 
as Ubi Soft, Activision, Sega, Eidos, and 

THQ. Former id 
Software rock 
star John Romero 
(co-creator of 
Doom) was also 
on hand to detail 
his experience in 
crafting a version 
of Red Faction II 
for the handheld. 

Of course, 
things couldn't 
stay normal for 

long, and sure enough, Nokia had one 
more surreal moment in store for us. After 
teasing the crowd about the N-Gage's price 
point, Vanjoki introduced a comely young 
lass who pranced around the tall Swede 
a few times before pulling off her shirt to 
reveal a bikini top and the number "$299" 

written across her abdomen. That's a pretty 
penny for a handheld gaming machine, but 
there is the possibility that the unit will 
be offered at a discount through package 
deals from cellular service providers. This, 
coupled with the fact that N-Gage game 
carts will be offered for $3040, means it 
would be wise to start saving your nickels 
for the unit's early October release date. 

Yes, it was a bit odd, but the Nokia 
press conference was never boring or 
predictable - something that you can't say 
about too many E3 events. We're certainly 
hoping it won't be the last. 

I lcr,,,,c,-,-,,7u m,711 ,:-, U :in nm 
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'1he game that I'm looking lorward 
to seeing is Hall-lite 2." 

Peter Molyneux is the creator of the ·god 
game, ' the head of Uonhead Studios, and 
the guiding force behind Black & White II, 
Fable, The Movies, and B.C. 

How do you fNI about E3? ls It IIMflll 
to you, CN' just • lot c/f bread and .. 
-1 Do you..,, It? 

It's interesting because that's the third 
time today that I've been asked that ques
tion - and I've never been asked it before. 
Because, I think, [E3] Is enormously hard 
work. Over the last 96 hours, I've probably 
had 9 hours of sleep. Everybody from 
Lionhead just looks ill because we've been 
working flat-out You have to make the 
game look finished. That's the answer to 
your question: E3 is a tremendous effort, 
and you wish you didn't have to do it, but 
it's also the most exciting place to be. It's 
one of the reasons that I'm in this indus
try. I can't think of anything that would be 
as exciting as this. 

Do you .... chaMe to check out 
ottw people'•,._ at E3? An .... 
any you•,. pa11culaty ■Jlclt■d about? 

Well, that's the thing. The first day of E3, 
you walk through the show and you think, 
"Oh Jesus, that looks amazing; that's 
incredible. We're going to have to go back 
and redesign. ' There are loads of amazing 
games. Then, the second day, you see 
the same games and you realize, "They're 
using the same trick we are' or 'That's not 
real footage!" So, you start off being terri
fied, and realize that it's not so bad. The 
game that I'm looking forward to seeing Is 
Half-life 2. Interestingly, there seems to be 
a renaissance of PC stuff [at the show]. 
Also, I'd like to see Gran Turismo 4, Halo 
2, and Doom 3 again. 

a.c. I• o11v1ou11y c1o1na1 - pr.tty 
c:ompl■x thklP In• pr■hlstorlc ..._ 
and nwiy c/fyour ,._ UN aap■cU 

c/f history. How much cld you ,-di 
th■ tlm■ p■ltod? 

PETER MOLYNEUX 
LIONHEAD STUDIOS 

Certainly, we've researched the way that 
the creatures interact. But, I've got a weird 
opinion of simulations. It's okay to do 
research, but sometimes that can get in 
the way of gameplay. The very fact that 
you have humans versus dinosaurs is 
[inaccurate]. This Is a schoolboy's fantasy 
of a prehistoric wor1d. The dinosaurs 
are bigger; because when I saw a T-Rex 
skeleton when I was a boy, I was really 
disappointed. I thought they were the size 
of skyscrapers. 

...... th■ ln■vttabl■ quNtlon: -
- Fable and B.C. --out? 

Well, all I can tell you is that we have 70 
people working on Fable at the moment 
I get up In the morning thinking of Fable, 
and I go to bed thinking of Fable. Fable 
is definitely going to be out sooner 
than everything else. I can't say a date, 
because every time I've ever given a date, 
I've been wr0!'4!. Fable will be before B.C. 

Super Mario 
Adv-■ 4: Super 
MarioBroL 3 

2 
Metrold: Zero 
Mission 

3 
Final Fantasy 
Tactics 

4 
Fire Emblem 

5 
Marlo and 
Luigi 

6 
Pokemon 
Pinball 

7 
Sword of Mana 

8 
Onlmusha 
Tactics 

9 
Teenage 
Mutant Ninja 
Turtles 

10 
Cima 

How about we swttch? 
•ould thet be better? 

. . . '- . - . 
- - ~-~ ..Ti(',. -- · 
, •· • --ir "ff' •' 
~ 
II,' N ,,, I , 11 I ,1 I ,, 1 1 

Honorable Mentions: 
Harvest Moon, Boktai 
Not on Display: Mario and Donkey Kong, 
Mother 1 & 2 
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Downtown LA's hotel, The Standard, is about as hip as it gets - and considering the 
city, that's saying something. What were we doing there? Well, even the hotel's 
omnipresent security was wondering that. THQ was showing off its true-to-life army 

simulator Full Spectrum Warrior (PC/Xbox). Even if you weren't a video game geek, once 
the game demo started rolling, It was easy to forget the space-age modernist furniture 
and $8 bottled beers. 

T, ,,- ,- ,-,,-,,, ,n,-,,, -,=, ,=, ,-,,-, ,-,m 
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N lntendo isn't known for debauchery, 
but this year's fiesta at the Kodak 
Theater Complex blew the roof off 

the mutha, courtesy of pop-ska masters 
Reel Big Fish. While some of the more 
relaxed members of the crowd chilled at 
the bar, the rudeboys in attendance danced 
to humorous covers of a-Ila's "Take on Me" 
and Lita Ford's "Kiss Me Deadly." 

TI I,-,- ,-, , -, , I ,,, ,-, , I I=, ,=, ,-, ,-, ,-, ,,, 
/ 1_11:: ::11_,,-, ::, , / / ,-, ::, / _1 _I,' 1_1 LI ,- II 

Vivendi might have The Lord 
of the Rings book license, 
but there was thankfully 

nary a hairy-toed hobbit in sight. 
Instead, the theme of the night 
was vice. Whether it was hitting 
the craps or blackjack table, or 
taking in the burlesque show (with 
an appearance by Carmen Electra), 
there were plenty of naughty things 
to be done. Ironically, the area 
featuring booths filled with Vivendi 
Universal games was restricted 
to many of the game Journalists 
there. We didn't complain. 

T , ,,- ,- ,-,,-,, I ,1,,- ,1 I,::, ,.:, ,-,,-, ,-,,,, 
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Sony held another pre-E3 celebrity bash; unfortunately, we 
weren't invited this year. Not that the crowd, which Included 
supermodel Gisele, The Rock, Alyssa MIiano, and David Spade, 
cared one bit. In addition to free drinks and food, the beautiful 
people got buckwild to the sounds of America's gangsta of the 
moment, 50 Cent. Go shawty, it's ya birthday! 
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W
hen we heard that Sammy was making 
a video game out of Akira Kurosawa's 
seminal work Seven Samurai, we were 

giddy. Unfortunately, Seven Samurai 20XX is set 
in the future and not based on the movie. Still, 
gamers can look forward to some combo-rific 
action sequences when it releases in the fall. 
Says Hisao Kurosawa, the son of the film direc
tor and president of Kurosawa productions, ·1 
don't ask too much of the producers who are 
making things, Just because I'm an artist too, 
so I don't try to make too many comments. · 

I lr,,,,,ccno,, m,..,,, "iU ,1-, 1,1-, om 
!J.IC1..1111.. .. 11..111=•,l/n::,/ / /Ll:LILl1111 ' SHIGERU MIYAMOTO I INTERVIEW 

.. , trv to locus on new ideas 
and new games." 

SHIGERU MIYAMOTO 
NINTENDO 

Mr. Miyamoto is the legendary creator 
of The Legend of Zelda and Super 
Mario Bros. 

You ov- IO maiy project• at 
once now, how do you balance your 
time betwHn all of them? 

It's true that I'm working on many 
different projects at one time. Really 
what I've been doing mainly is, if it's a 
sequel to an established game, leave 
that up to the director that's working on 
that game or is familiar with that series. 
I try to focus on new ideas and new 
games. Pac-Man is one that I'm fairly 
involved in lately. Of course, I'm working 
with guys like Mr. Kojima at Konami. 
Obviously, they are really talented, and 
I can Just let go and let them work on 
what they are working on. 

Zelda ha• rHelved very llood 
review• from both the preu and 

pmen. When It wa• first shown, a 
lot of people doubted the direction 
you were taklftll with the ,-me. Do 
you fMI vindicated by It• aucceu? 

We felt that it was great that people 
received it the way they did. For us, we 
had faith in it all the way through the 
project. Really, even in our situation, we 
don't know how it's going to be received 
by the end user until they have It In their 
hands. It's given us the courage to try a 
few new things differently and try some 
new challenges. 

I• It llkely that we'll ... a sequel to 
the Wind waker In thl• 11-.tion, 
llmll• to the way that Ma,ora'a 
Mask followed up Ocarina of Time? 

Obviously, you're aware that we've 
reached an age where it's very difficult 
to create the basis for a game and a 
new game engine. So, we're always 
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To celebrate the company's upcoming online title Resident Evil 
Outbreak, the company hired scores of aspiring actors and actress
es to dress up in their Halloween best and storm the Capcom 

booth. Suddenly, the entire area was engulfed in staggering undead; most 
of whom played their roles with creepy conviction, leaving more than a 
few showgoers slightly spooked. Heck, these guys look almost as bad as 
most of the Game Informer staff did the morning after Sony's big party! 

looking for ways to take what we've 
developed and expand it In new ways. 
For this generation, we're looking not 
only to use this engine to create some
thing of a similar vein for Zelda, like 
what Majora's Mask was to Ocarina 
of Time, but trying to provide Zelda In 
another way, with the Four Swords. 

What •e - of the pmea or 
,-me makera today that Inspire 
you? 

I can't really find an answer for that. 
Overall, the level of all games has really 
risen in the last few years, but, while 
people are doing a much better Job 
creating the games, I think you're see
ing fewer and fewer unique ideas. The 
Sims Is a very unique idea - and I think 
Animal Crossing is pretty unique, too! 
[laughs] 

• views • 
I ill illi 1141 [1!1! 

ADAM ARTHUR 

"I was impressed with 
Doom 3, Halo 2, and I 
actually really enjoyed 
Star Fox 2. Otherwise, 
Nintendo's lineup didn 't 

impress me too much. I first came to E3 
four years ago, and there was a lot of excit
ing stuff and a lot of things on the horizon. 
Now, companies are doing things that are 
clicM and there's very little original stuff; 
little that stands out. • 

MAnMCCWRE 

"I'm pretty much a 
PlayStation 2 man, so I 
was playing Rise to Honor, 
the Jet Li game. That 
game was sick. I was 

waiting for SOCOM II to come out. At first I 
though it was just an expansion pack, but 
I guess it's a whole game, so I'm pretty 
excited about that. I was disappointed in 
the new Syphon Filter. • 

JOSH EVANS 

"I liked 1942: Secret 
Weapons of WWII; I'm 
going to love that one, 
just because of the jet 
pack and giant wing. 

For Nintendo, I love Mario Kart and Star 
Wars: Rebel Strike. Everything from Square 
-- there's no doubt. Bandai, I'm enjoying 
the Muscle game, that's truly incredible 
[and] Lupin the 3rd. Gundam Online, that's 
going to be very intense. Starsky & Hutch, 
The Great Escape, there's so many titles 
this year to look forward to.• 
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" ... I iust prefer to hit people." 

Chuck "Iceman' Udell is a UFC light 
heavyweight, with kickboxing as his 
main style. His next fight is in Las 
Vegas this month. 

Ale you a ,amer? 

I don't play as much as my brother 
and some of my friends who play all 
the time, but I like playing the sports 
games and the fighting games. We play 
Madden all the time. We play tourna
ments, and my brother kicks my ass -
he plays too much, dammit. We used to 
play Halo in two different rooms. [While 
training] you're laying around a lot. I 
train a lot, but half of the day you're 
like this - [slumps in chair]. Playing 
video games Is something to do. I'll 

play video games, but I won't get up to 
do anything, because I'm too tired dur• 
ing training. We actually brought a 27" 
TV to play games in the room. 

Al• you -Ing to It that you're 
kick-an In TDK'• UFC pme? 

I've been asking for that for years. No 
help, no love. The first game I gave 
them a pretty hard time because I had 
no submission skills whatsoever - my 
character couldn't do submissions 
in the first Dreamcast game. I said, 
"Look, just because I do strikes [in real 
life], doesn't mean I can't do submis• 
slons." I've been doing them for five 
years, I Just prefer to hit people. 

CHUCK "ICEMAN" UDELL 
UFC LIGHT HEAVYWEIGHT 

Do you have a pre-ffllltch ritual? 

I'm known as Iceman because I'm so 
relaxed. By the time I get to the fight, 
after eight weeks of training, I just want 
to go out and fight - that's my reward 
for all that training. When we get in the 
ring, I want the announcer to shut up, 
get out of the ring, close the cage, then 
let's go. 

If we were In a match, how would 
you take us down? 

My first move would usually be a left 
hook, followed by my right hand [swings 
it toward head], and then [sweep] the 
legs. It's my favorite combination. 

......... . ' . 
I INTERVIEW 

"I was alwavs into sports 
mv whole Hie." 

Johnathan "Fata11ty' Wendel is one of 
the world's top online FPS champions. 
Over the past few years, he's won 
Quake tournaments around the world 
and has even been featured on MTV. 
That's right, kids - he makes money 
just playing games. 

Is this your fulHlme Job now? 

Yeah, this is my fulHime job. Like 
over the last three years, I've made 
$150,000 just from gaming alone. Now 
I'm my own line of products with the 
Fata11ty brand name and my logo and 
we're going to do some high-end key. 
boards, some gaming mice, and maybe 
a bunch of other cool gaming stuff. 

How many competltiolis a yw do 
you enter? 

It depends. You have your majors and 
then you have the smaller ones that you 
always go to. I would say for majors, 
there are probably five or so that I go 
to every year. But, that number's going 
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to grow a lot in the future. Next year I'll 
probably be going to maybe 12 or more. 
And I'll be going around the world to 
compete. I'm going to Paris next July to 
compete. 

What WU the first pme that got 
you hooked? 

I was always into sports my whole life. 
But I had new neighbors move in next 
door and they were also involved in 
sports, but also in computers. They 
introduced me to Wolfenstein 30 when 
I was 12 or 13. And Wolfenstein, it was 
like the first first•person shooter, and it 
was 30. It was amazing. I was hooked. 
But then they added multiplayer, like 
LAN, on Doom and Doom II, I was 
hooked forever. Me and my friends 
would go over to their house and they 
had two computers. Back then, that 
was nuts to have two computers in your 
house. We had two computers LANned 
up and we would run network cable 
across the street just to play Doom and 
Doom II. After that, Quake came out and 

JOHNATHAN "FATA11TY" WENDEL 
FPS CHAMPION 

I played that all through high school as 
a hobby. 

How do you keep your edge? Do you 
practice llke • regui. athlete would? 

If you're a professional athlete, you have 
to train and practice and live and breathe 
your sport. That's what I do. Like, before 
a tournament, two months before, I prac• 
lice eight hours a day or more. When I'm 
not practicing that much, I still practice 
two to six hours a day, just to keep my 
edge. 

Does It get harder for you, being so 
well known In the media? Because 
now, all these little kids •e gunning 
for you. 

Yeah, they've been gunning for me for 
the last three years. It's been an uphill 
battle in some ways, but I just keep my 
dedication and desire to win and be the 
best. Fortunately, I have the skills to 
keep winning. 

Malibu's most wanted could 
be found at Nintendo's booth 
Wednesday morning. He was host• 

ing a contest featuring various people from 
reality TV shows like The Bachelorette -
you know, wannabe stars who wish they 
were most wanted. 

id Software 
Roundtable 
Discussion 

The legendary John Carmack, from 
id Software, discusses the chal• 
lenges of his latest masterpiece, 

Doom 3. The discussion was moderated 
by Newsweek's N'Gai Croal, who allowed 
the crowd to ask the designer questions 
regarding his past and present projects. 
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Hideo Kojima's distinguished credits include 
the Metal Gear series, Zone of the Enders, and 
Snatcher. 

Have you been on the lhow n-? 

No, I've been watching the EA screen from this 
room ... 

In the MGS 3 trailer, Snake's eating snakes. 
.. there • theme there? 

There definitely is something I want people to 
retain in their hearts from the theme, but I really 
can't tell you what the theme is, so I can't s,ry. 
[As for eating animals] It's not much of a the
matic or metaphorical thing. 

Does the constant cycle of new game Wd
•- frustrate you? 

Actually, I don't think the cycle of five years is 
that bad. What we do is, when a new console 
comes out, we never think of what's coming next. 
We focus on that one project and do whatever 
we can do. We don't try to save anything. It's like 
buying a new car every five years, there's just a 
cycle there. 

•1111■■-■1111111 
HIDEO KOJIMA I INTERVIEW 

In MGS 3, how Is stNllh dlffwent with the 
openfarest? 

Rrst of all, there's sound. For example, if you 
make a small noise it will be stronger element 
in stealth. And then there's camouflage - this 
plays a big role. 

How cld the Nintendo deal for 1he Twin 
SnakN come about? 

It was about a year and a half ago. It wasn't 
really Miyamoto, it was Nintendo who 
approached me about an MG game. If it's a 
request from Nintendo where Miyamoto worl<s, 
we can't really say no. 

Tell us about wClltdng with Slllcon KnWtb 
for 1he Twin Snakes. 

They are one of the few teams in the world that 
are very sincere about video game creation. 
When we got together for a dinner, we discussed 
our feelings about games, especially those of 
Denis Dyack, the president. He and his men 
are Canadian, but they really understand the 
Japanese mentality. If the Japanese are samu
rai, then they really are, literally, knights. So we 
share that code of chivalry. 

"Asa game 
creator, 
I guess I 
have to 
meet the 
needs 
of those 
fans." 

HIDEO KOJIMA 
CREATOR OF 
METAL GEAR 
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I 
f there is one thing that E3 has a lot of, 
it's Tron dorks (Kristian, we're looking at 
you). The good folk of Buena Vista Game 
(formerly Disney Interactive) gave those 
guys just what they were dreaming of with 
a brief reunion of the original Tron cast and 

directors. Stars Bruce Boxleitner and Cindy Morgan 
were on hand, as well as director Steve Lisberger 
and artist Richard Taylor. As the upcoming game, 
Tron 2.0, played on several video monitors, the four
some signed autographs and fielded questions from 
the crowd. Lisberger sung the praises of the game, 
commenting, "These guys really got it. They were 
really into the movie. I think they did a phenomenal 
job. They took advantage of 
the scope and the colors; the 
glow effects and costumes 
look great. I couldn't be 
more pleased." Meanwhile, 

' Boxleitner hoped that the game 
would aid in efforts to launch 
the long-awaited Tron sequel. 
•1 believe that this should be 
a big motion picture again," 
he said. 'If this game does 
well enough, I guarantee you 
that it will be. That will be the 
ultimate irony - if the game 
causes enough interest to do 
the movie again." 

What - ~ thouCltb on onlne ,._? 
Would you put dwll■iwtdl In MG? 

As a game creator, I guess I have to meet the 
needs of those fans. I guess one thing they want 
is deathmatch, just fighting each other, but I per
sonally don't enjoy online games where you don't 
see each other, but are basically just fighting 
each other. That's violence, really. 

What about• men coopen;ttye w .. 
RNident Evil Outbreak? 

Let me tell you about my own online zombie 
game. I've already explained this to the Capcom 
guys many times. You register to be a zombie 
hunter in the game, in Raoooon City. But if you 
get bitten, you become a zombie - you can no 
longer oontrol your own character's eyes, but 
you can still see through your own character. You 
have no oontrol over it, but you'll be charged the 
money. That's why you re-register as another 
zombie hunter trying to kill yourself and others, 
because if you do not kill that one zombie, then 
you are going to have to keep paying for it. 

me15 eun,on 



Jordan Mechner Is famous for virtually invent
ing the action/ adventure genre with Prince of 
Persia. He was at E3 to talk about the next
gen reinvention of the series, The Prince of 
Persia: The Sands of Time. 

Let's talk about The Prince of Persia: The 
Sands of Time. How do you 110 about er• 
at1ni a ,- that meets the •JlP8Cbtlons 
of today'• auc11_., whlle malntalnln, the 
spirit and strenctti• of the orliJnal? 

The challenge of a 3D game is how do you get 
the fluid gameplay that was so much fun in the 
old 2D games? Games today look beautiful 
- that's a given. But the thing about Prince 1, 
at the time, was that it gave you the feeling 
that, through the controller, you could do what
ever you wanted. Like you were playing a hero 
in an action movie, you could have those kind 
of suspenseful narrow escapes. If you missed 
a ledge, you could grab on; if it fell away, you 
could jump. You could save yourself in unex
pected ways. So, to map that into a 3D world, 

that was a big hurdle, which this team actually 
found a way to do. That's what sold me on 
this project. 

How did you ll•t Involved with Sands of 
Time? 

Well, Ubi Soft approached me two years ago, 
wanting to do Prince of Persia for next.gen 
consoles. To prove that this was cool, their 
Montreal team had done an animated demo 
showing the kind of gameplay they had in 
mind. Just seeing that gave me the kind of 
thrill I had felt on the old Apple II. The way 
they did it Is they made levels that are truly 
playable in three dimensions. When I signed 
on to write the story and screenplay for this 
game, I was at that point a gameplay consul
tant for this project. But, from writing the story 
and seeing how cool this was becoming, I got 
more and more involved to the point where 
now I've basically joined the team until the 
end of the project. 
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MIKE GRASSO I INTERVIEW 

"_It wasn't 
real1Vunu1 
Tomb Raider 
that I real
lzad how 
lnfluandal I 
had bean." 

JORDAN MECHNER 
CREATOR OF 

THE PRINCE OF PERSIA 

Did you rullze at the time how Influen
tial Prince of Persia was 11o1nc to be? 
Bec:auN, It really was a 2D template for 
the whole Tomb Raider 11enre ... 

I think it wasn't really until Tomb Raider that I 
realized how influential I had been. 

What did you think of Tomb Raider? 

At the time, I thought it was cool. It had a 
lot of the Prince of Persia moves set with a 
female character. Since Tomb Raider did that, 
the challenge has been how do you take the 
next step? The question remains: Where's the 
fun now? We know that it's 3D, we know it's 
going to look good. How do we get that same 
amount of fun that we had in 2D? [The reason] 
I'm so excited about Sands of Time, is that 
they've done it. 

"I actually work a Rainbow 
Six unh tor the federal 
government_" W

ow. You really couldn't ask for more 
from Tecmo (the company that 
puts the T in T&A). Not only does 

it have an absolutely stunning set of beau
ties prance down the catwalk, but it backs 

Mike Grasso is a federal ~ent who 
works as a consultant to Red Storm's 
Tom Clancy series. 

Tell us about your bllckOound In law 
enfor--.t_ 

I was in Tactics Training for the LAPD, 
which is the instruction arm of SWAT. I 
am still active. I actually work 
a Rainbow Six unit for the federal 
government. 

With Red St«m, do you make sure 
that the ,- Is accurate baNd on 
tac:tlcs and weapons that you would 
l'Nlly UN? 

Under normal circumstances, that's 
what I would do. But Ubi Soft allows 
us to actually work together throughout 
the whole game. All the equipment and 
all that stuff, if they need a weapon, I 
go get it from one of my contacts and 
we take a look at it and play with it. 
That gives them a feel for everything. In 
the game, when you look through night 
vision equipment, that's because the 
guys got to look through real night vision 
equipment. 
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MIKE GRASSO 
FEDERAL AGENT 

OV• the put y-, ~• has been 
a lot of controv .. y about violence 
In video pmes. A• a law enforc. 
ment offlc., how do you feel about 
,_,... llke that? 

You know what? I don't pay attention to 
games like Grand Theft Auto because 
they have no moral value. The only rea
son that I work with the Clancy titles is 
because they have moral value. That's 
what's nice about these games: You 
have a set of rules. You don't just go in 
and shoot everybody. If people give up, 
you have to take them into custody. 

A lot of kids have the perception 
that they could easily step Into a 
military situation baNd on video 
pme expertenc:e. How do you feel 
about that? 

I get that all the time. I tell them, "You 
know, if I met you on the street and 
you had a mouse in one hand and a 
keyboard in the other, I'd be scared!" 
[laughs] 

it up with some great games. The company 
showed off both Dead or Alive Online [see GI 
News, page 24 for more] and the first game
play footage from Ninja Gaiden. 
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.. _we'Ve 
got some 
tricks 
up our 
sleeves._" 

RAY MUZYKA 
GREG ZESCHUK 

CO-CEOS BIOWARE 

Doctors Ray Muzyka and Greg Zeschuk are joint 
CEOs of Bioware, and have spearhead titles 
like Star Wclrs: Knights of the Old Republic and 
Neverwinter Nights: Shadows of Undrentkle. 

What have you - on then-- that you 
ll<ed? 

Dr. Greg Zeschuk: I was actually quite impressed 
with Prince of Persia. That looks quite good. Sony 
has a lot of tremendous stuff. No really big sur
prises, though. I went through Nintendo's booth, 
and there weren't any real surprises. The one title 
that we did see that's quite unbelievable is Half
Life 2. It's clearty the game of the show. 

Who lnlpires you In the Industry? 

Dr. Ray Muzyka: The guys out of Japan you have 
to have respect for: Miyamoto, Naka, Kojima, 
Suzuki, it goes on and on. And in North America 
there's tremendous developers here as well. I 
mean, the stuff we saw at valve was inspiring. 
I personally have a big stack of things, GBA, 
Nintendo, Xbox, PS2, PC, all different piles just 
waiting to be played. I'm just looking at them 
every day when I come home, but I usually play 
[Knigllts of the Old Republic]. 

W.. lhere cta"'9S made to Knldlb-
last,..., 

RM: We weren't satisfied with the combat sys
tem last year. Around the fall, we started to rea~ 
ize that it wasn't coalescing the way we wanted. 
And at Bioware, we tend to be pretty stubborn 
and everything has to be perfect. Around 
December, we actually redid the whole combat 
interface from scratch. We're really happy with 
the system now, but it took many months of hard 
work by the team to pull it together. 

Do baclticN• pen & paper D&D fw clg 
Nevwwlnter? 

GZ: The real testimony to Neverwinter's success 
is the number of modules, it's like 2,500, and 
there's more going on every day. New tile sets, 
new monsters, etc. In a sense, it's really a wel~ 
kept secret within the industry. People always 
remember Neverwinter, and say, 'Yeah, it's very 
modable, • but they don't really recognize what's 
going on with it. 

RM: Journalists and stuff are starting to notice 
that, "Wow, this is actually the most modded 
game ever made," and it is. The creativity of the 
fans has just been tapped. Some of the modules 
are better than the stuff we've done. So it's 
fun for us to be able to load Neverwinter and 
download the tol>fcl(ed modules, and it's just fun 
to play them. But, we've got some tricks up our 
sleeves for Shadows of Undrentide. 

FIAIUIIE 

Ethan Embry, who 
spends his days on 
Dragnet patrolling 

make-believe Los Angeles 
with the guy that played 
Al Bundy on Married With 
Children, stopped by the 
Microsoft booth to referee the 
rousing Xbox Live champion
ships of Return to Castle Wolfenstein: The 
ndes of War. As an added bonus, we've also 
included this shot of N-Sync's Lance Bass 
who was there for no particular reason at all, 
just being his cute self! We even got an inter
view. Here it is: 

"Hey Lance, clcl It hurt?" 

'Did what hurt?" 

"When you fell out of i.aven, silly!" 
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Kaz Hirai, president of Sony Computer 
Entertainment America, has helped guide the 
company to being the biggest console maker of 
the last 10 years. 

Obviously, the - news of the show Is the 
~ of the PSP. Why cld you 
dec:lde that - wa the time to enter the 
hanclleld market? 

We felt the technology curve was at a point 
where we could bring something out in a por
table format that would have some compelling 
entertainment content. With 1.8 gigabytes on the 
Universal Media Disc and MPEG4 compression 
technology, we'll be able to pack a lot in there. 
We'll probably be able to pack close to two hours 
of ful~tion video on a disc. 

Technically, we probably could have done it 
earlier, but we didn't get into this business to 
copy what other people are doing. We wanted 
to revolutionize the way things are done - we 
did it with PSone and PS2 - and I think that the 
stars aligned at this point in time to give us the 
confidence to say, ·we can really change the way 
that business is done in the portable handheld 
marllet." 

What about c:onnec:tlvlty betw- the PSP 
and PS2 Of PS3? 

Well, there's no such thing as a PS3! [lauglls] 
Between PSP and PS2 - definitely. There are 

a number of things we can do from a techno~ 
ogy standpoint. As Ken [Kutaragi, creator of 
PlayStation and CEO of Sony] mentioned the 
PSP has a USB port, as does the PS2; so the 
connectivity is right there. 

Lat yea, you ,-s1y declared, "the 
console w .. - over.• Thi• y-, you reft. 
enlted that point. Do you ever worry that 
you will come off a too cocky or overcon
fident? 

I think that people call that rhetoric or chest
puffing; but, at the end of the day, you look at 
the hard numbers of where the PlayStation 2 
is at: 51.2 million worldwide. Then look at the 
estimated numbers of where the other platforms 
are - which is hard, because they don't talk 
about numbers that much to begin with - [you'll 
see] that we are in a very comfortable leader
ship position. We felt that the console wars were 
over last year, we declared them over, and we 
just wanted to make sure that people knew it. 
The numbers speak for themselves. 

~ the job that,_. competltan -
doing. What - they doing well, and what 
- they not doing In c:ompart_. to Sony? 

It would be a lie to say that I don't look at their 
press releases or their strategies to try to figure 
out what they're going to do. But, it doesn't 
really make that much of an impact on the strat-

·we1e11 
that the 
console 
wars 
were 
over last 
vear ... " 

KAZ HIRAI, 
PRESIDENT 

SONY COMPUTER 
ENTERTAINMENT 

AMERICA 

egies that we have for the PlayStation 2. I can 
tell you that, based on the software, the folks at 
Xbox don't have enough titles that are compelling 
to the Japanese marllet, and perhaps vice versa 
for GameCube in the U.S. Just because the 
installed base numbers seemed to be skewed 
towards one platform in one territory and another 
platform in the other. I think both platforms are 
struggling with getting software that is universally 
appealing. 

~ the stale of the Industry. How 
healthy Is It? Are there any ttnats to -
fubn welMlelng that you forNM? 

As you can see with what's happening in the 
music industry, it's basically been decimated by 
downloading and piracy. It's basically gotten to 
the point where people think that music should 
be had for free. I think they were hit hardest 
because it 's the least data-intensive media 
industry. The music industry got hit, I have a 
feeling that the motion picture industry could 
get hit next, because it's a linear entertainment 
experience, the amount of data isn't as much [as 
games], and the security copyrigllt protection sys
tems are not as robust. Overall, I think that if we 
don't stay ahead of the piracy and counterfeiting 
curve, it's going to have a negative impact on 
the game industry. 
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After the show on Wednesday, the liter
ary elite of E3 were invited to a book 
launch party for 

David Kushner's gripping 
account of id Software's 
rise to power, Masters 
of Doom. Luckily, we 
snuck in and enjoyed 
some tasty Mexican 
appetizers. Yum! The 
party was held at the 
classically elegant Hotel 
Figueroa in downtown 
LA, providing a nice cool
down for the frauled 
few that were there. 
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Amid all the blaring techno and con
fusion of the show floor, Midway 
was nice enough to treat everyone 

to a respite courtesy of piano songstress 
Vanessa Carlton. 
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''DRAKENGARD I INTERVIEW 
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'We alreadv know something, 
but it's a secretl" 

YAUHITO WATANABE 
TAKAMASA SHIBA 

PRODUCERS, DRAKENGARD 

Formerly known as Drag-On Dragoon, 
Drakengard is one of the first results of 
the merger of Square and Enix. 

What games or game maken 
Inspire you? 

Watanabe: I like [Shigeru] Miyamoto 
because of the games, as well as the 
way he talks, he's really funny! [laughs] 
I also like Mr. Chiba, who did Dragon 
Warrior, as well as Sakaguchi [Hironobu 
Sakaguchi, director of the Final Fantasy 
series]. 

What did you think of Sep's 
Panzer Drqoon Orta? Is this a 
response to that? 

Watanabe: There are no great games 
that show great fighting between drag-

ons and soldiers. Also, we wanted play
ers to basically fight as dragons. It's a 
game of humans and dragons, and we 
want you to share the life of both. 

What does the future of video 
games hold? 

Shiba: I'm not sure if TV changes in the 
future. Right now, Japanese gamers can 
play games on their cell phones that 
look as good as the Game Boy. Games 
will expand into so many different tools. 
But, people will definitely still enjoy 
them on TVs. 

How about the future of gameplay? 

Shiba: We already know something, but 
it's a secret! [laughs] 
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N ot only was Atari happy to 
announce that it is no longer called 
lnfogrames, but it was trumpeting 

that legend Sid Meier (and his company 
Firaxis) is now in the fold. This not only 
means that the 
company has locked 
up the Civilization 
franchise, but it is 
also putting out an 
updated version 
of the 1987 Meier 
classic Pirates! and 
two more undis
closed projects. 
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Mr. McFarlane truly is a Renaissance man. Apart 
from being the creator of Spawn, McFarlane has 
made action figures, directed music videos for 
the likes of Pearl Jam, and even amassed a 
collection of historic baseballs. 

How much control do you exert on a video 
game project you're Involved In? 

If you put Spawn in SC II for the Xbox, for 
example, he has to sort of adjust to their rules 
and universe. If we're talking about the dedicated 
Spawn game, now you're coming to his wo~d. 
and I actually get to sort of put my foot down 
and say, "Here's some things he has to do." 
But I was pretty flexible overall in telling them to 
think just outside any parameters they thought 
Here's what I find when you license characters 
sometimes: People become a slave to the history 
of that character, and my thought process is, "Let 
the medium be as strong as possible, and then 
wor1< your character in it." 

TODD MCFARLANE I INTERVIEW 

Our first big problem we came across in SC II 
was the cape. I know they were nervous to ask 
me. They said, "Todd, the cape's gotta go,· with
out saying it. So before they even asked me, I 
said, "The cape's gotta go. If you tell me that by 
keeping the cape, he's not going to be as good 
of a fighter, then get rid of the cape.· 
I'm way more concerned, when we're talking 
about video games, about gameplay than I am 
about whether it happened in the comic book or 
the toys. If it's a fan of mine who says, "Todd, 
that's not quite the comic book," well, if it's a 
helluva play, you can get over a lot of problems. 

Do you play video ga,Ms? 

I run three companies and have a wife and 
children, so at the end of the day I'm pretty 
exhausted. So, the music and video games I like 
go right out the window. Do I have music in my 
life? Yes, it's the music my eight year-old daugh
ter likes. Do I have video games in my life? 

"let the 
medium 
beas 
strong as 
possible_" 

TODD MCFARLANE 
CREATOR OF SPAWN 

Yeah, but it's Mario, Pokemon, Donkey ~ or 
the equivalent thereof. 

How do you pid( which .,..u ~ to 
make? 

It's no different than listening to three guys at a 
sports bar debate about who's the greatest left
handed pitcher of all time. The list that I come 
up with at the beginning is not that different than 
the list you would come up with. But it's the fifth 
or sixth selection - that's where there's gray 
matter. 

Have you - dlmanded that • c.taln 
player be made? 

I can't just self-masturbate with my ideas, there 
actually has to be some logic to it. But that 
doesn't mean that I don't sneak one in~ 
now and then. 
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During a Nintendo roundtable event, Silicon Knights' Denis Dyack (left), Konami's 
Hideo Kojima (middle), and Nintendo's Shigeru Miyamoto (right), discuss various 
topics, including using picture technology with the GameCube. Cheer up Hideo, 

Nintendo's about to pay you mega bucks for someone else (Denis) to port your five year
old title (PSone's Metal Gear Solid) to the GameCube! 

E idos set up camp at the Mondrian Hotel 's elegant SkyBar on the Sunset Strip. 
Between the DJs spinning (including the company's own turntable titan, Kjell 
Vistad, shown above) and the models dancing everywhere (including in the 

hotel rooms), it was a night with the beautiful people high over LA. Believe it or not, 
we were invited. 
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Visit www.esrb.org 
or call 1-800-771 -3772 

for more info. 

"Alter Echo could be one of the most 
original, imaginative, visceral, and best of 
all, fun games we've ever seen." 

- PSX2.com 

■ 
C 2003 THO Inc. Aitef Echo, Outrage, THO and their respectrie logos are trademar1<s andlo, registered trademarl<s of THO Inc. All nghts reseMld "PlaySlation' and the "PS' Family logo are registered trademar1<s of 

Compuler Entertainment Inc. MICfOSOft. Xbox and the Xbox logos are etlher reg~lered trademar1<s o, lrademar1<s ot Mlcroooll Corporation ., the lhled States and/o, - coontnes and are used ooder license fro,n 



Mode 
of 3 forms you can instantly morph into. 

Take this shape wtien you need to: 
• Oimb walls to escape danger or 
surprise enemies from above 

• Ooak yourself to pass unnoticed, 
then pounce on their heads 

• Grab and drag your enemies 
with your tongue 



Every E3 has some high-profile games that 
look like unmitigated disasters, and this year 

was no excep
tion. Leading 
the charge 
up Suck Hill 
this year was 
Rare. From 
what we've 
seen so far, 
Nintendo 
must be 
laughing 
it up and 

counting all the money they suckered out of 
Microsoft. What does $375 million buy you 
these days? Kameo: Elements of Power, 
which doesn't appear to have made much 
progress since it was shown on GameCube 
two years ago. What's worse, the one new 
property Rare showed, Grabbed by the 
Ghoulies, was just plain awful. The combat 
and camera were horrid, and the timed
button-press mechanics were actually ripped 
off from Monsters, Inc. on the PSone! 
Visionary, we tell ya! Yes, the Conker online 
title looked fun, but it's going to have to sell 
about 7. 5 million copies for Microsoft to 
break even on this deal. Maybe that's got 

something to 
do with why 
Gates and co. 
didn't throw 
an E3 party 
this year. 

Other, less 
surprising let 
downs were 
Terminator 3: 
Rise of the 
Machines 

and Tomb Raider: Angel of Darl<ness. T3's 
first-person levels look passable, but the 
thir(H)erson fighting brought back memories 
of Way of the Warrior. Tof!lb Raider, on the 
other hand, just looked dated in comparison 
to many of the titles on the show floor. With 
millions of dollars already sunk into the prof 
ect, Eidos better hope they can get it out in 
time for the next movie. 

Throw in the usual spate of piss-poor 
licensed product (Charlie 's Angels, Lobo, 
Futurama, and The Fast and the Furious, 
among others); Doom 3 not being play

able in the 
Activision 
booth and 
the fact 
that pizza 
is still way 
overpriced 
at the LA 
Convention 
Center; and 
you've got 
a show that 

gave misanthropic gamers plenty of rea
sons to be grumpy. 
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ltagaki has been the force behind such series as 
Dead or Alive and Xbox 's Ninja Gaiden. 

now, so if it's better than that, it's going to be 
very good, and very competitive to all the fighting 
games coming out later. 

Tai< about yOIN' dedslon to ~ Dead or 
Alive onNne. WIii you have to restrtc:t the play•'• move 

sets? 

'1wantto 
connect all 
the homes 
to recreate 
the arcade 
eJQ181tence." 

Such games as Dead or Alive 3, that are console 
based, should also be online compatible for two 
reasons: Since the arcade business is diminish
ing, I want to connect all the homes to recreate 
the arcade experience, and to create the biggest 
community of online fighters. 

There Is a possibility that we might have to 
restrict the move sets, but we're going to do 
everything we can to avoid that. 

What kind of downloads - planned? 

What do you WIik of the other onllne tlc,it
'--..,_ out there? 

I hear many times from fans to have booster disc 
two and three available onllne, but of course, we 
can't do any of the downloadable features for 
free, so we have to consider very carefully about 
how we are going to deal with such requests. 

I think that Capcom Vs. SNK is a really good fight
ing game for the Xbox, so it's at this level [marks 
spot with his hand], and we want to be at this 
level (puts other hand at much higher level]. The 
main feature of DOA's online network is support
ing features like matchmaking. We're considering 
download features, but it's secondary. The first 
purpose is to build the biggest online fighting com
munity. Since the DOA 2 portion of DOA Online 
uses an all-new engine I think that it looks better 
than our own DOA 3. I think that DOA 3 is the 
most beautiful fighting game in the world right 

I'm not in the apparel business, but if fans want 
more costumes I'll consider it. 

TOMONOBU 
ITAGAKI 

HEAD OF TECMO'S 
TEAM NINJA 
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Aonuma has been a driving force on the last three 
Legend of Zelda games, and is now working on 
another for GameCube. 

What - your thouCllts on E3? Is It helpful 
to you? 

This is the first time in three years that I've been 
able to attend E3, mostly because I've been busy 
with Wind waker. Unfortunately, in Japan there is a 
slowdown in user interest, as well as the amount 
of strength the companies are putting into their 
marketing, but I'm not sensing the same thing 
here in the U.S. All the platforms are really push
ing their product and competing very fiercely. 

Have you - any good gaMs? 

I haven't seen all the games, but I do know that 
I want to see the newest in any franchise game. 
Because I myself am involved in the Zelda series, 
it's always nice to see what other people are 
doing. For example, with Kojima's Metal Gear, 
that's one that interests me quite a bit. 

What do you WIik of the fact that fflWI)' 

l.elda ,_ ~ be happy playing It In 2D 
forever? 

There's definitely a difference between 20 and 
3D graphics, but after making Wind waker, I'm 
questioning whether it was too difficult. With the 
2D graphics, it's not easy, but it's a different kind 
of problem soMng. I'm always questioning myself 
after a project is over, and with Wind Waker 2, 
I might return to some of the basics that made 

Were you surprised at how much people 
loved DOA: Xtr.M Beach Volleyball? 

It was as I planned, so it was no surprise to me. 
I wanted to emphasize that there's always room 
for other types of games out there. 

EIJI AONUMA I INTERVIEW 

Zelda what it is. There are a few other qualities 
I'm reconsidering but that's not definite yet. I 
hope you're patient and look forward to next E3, 
when it'll be announced. There should be a play
able version on the floor next year. 

What do you uy to u- who, at first, didn't 
.. the,__ l.elda look? 

Yes, those voices were heard, especially in the 
U.S. and European markets. However, those 
same people who made those comments said 
after playing the game, "No, this is a benefit. · I 
think that when you're playing a game, it's easier 
to move when you step away from reality, so that 
was my approach. 

What do you WIik of the trend towsda 
mabn thelMa In video gaMs? 

One thing that really surprised me in ooming to 
this E3 is the amount of gun-shooting and violent 
war games out there right now. I understand 
completely that war is kind of a hot topic right 
now in the U.S., and it may be attributed to that. 
However, I have a child, and if you were to ask 
me, "Would I expose my child to that?" Then no, I 
would not. I do not understand the psyche of the 
people who make those games and if they have 
children, what they are exposing their children to. 

What If you could take the freedom aped 
of a Grand Theft Auto that people love, but 
IUblract the violence? 

It would become Zelda! [laughs] 

"I'm alwavs 
question
ing mvself 
after a 
project is 
over ... " 

EIJI AONUMA 
DIRECTOR OF THE 

LEGEND OF ZELDA: 
THE WIND WAKER 
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Lollapalooza is back. Jane's Addiction 
has a new album ( Strays) com-
ing out. It's 1991 all over againl! 

Thankfully, the resurrected alternative rock 
legends are not living in the past, and 
actually showed up at Microsoft's booth to 
promote both their upcoming tour (which 
Xbox is sponsoring) and pledge their love 
of gaming. To mark the occasion, we heard 
that guitarist Dave Navarro let Xbox head 
Ed Fries give him a new piercing. Ouch! 
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Weisman, who plays Marshall on ABC's 
hit series Alias, performed voice-overs for 
Acclaim's upcoming Alias titles, and also 
appears as a playable character in the game. 

Are you a fan of games? 

Yeah, I've been playing The Lord of the Rings 
lately. 

Have you always been a gamer? 

Yeah, since I was a little kid. I had an 
Atari 800 when I was a kid. Then I had the 
ColecoVision. I got a Nintendo, then N64, 
and then just went up the Nintendo route. 
Then [I switched] to PlayStation and PS2. I 
like the sports games. My friends and I enjoy 
Madden football, and I'm a fan of the NBA 
Live and NBA 2K. My sister actually works for 
Activision. 

So, Is It kind of a bizarre sensation to 
see yourself In a game? 

T, 11105nou ,,,,-,L, "IC n "IC Rm I nu" un_1, I In_:, I_, 11: I_,, , , PETE PARSONS I INTERVIEW 

.. I think 
ifs easv 
to get 
distracted 
bvallthe 
things 
the fans 
would 
llke." 

PETE PARSON 
STUDIO MANAGER 

BUNGIE 

Pete Parson is the studio manager of 
Bungie, which provided the show with one of 
its highlights in a playable demo of Halo 2. 

Halo 2 Is probably the most anticipated 
game of the last few years. How hard Is 
It to labor under those kinds of expect• 
tlons? 

Actually, I think the team is just focused on 
making something that they feel really good 
about. One of the things is that Ed Fries 
[Xbox games leader] gives us the resources 
we need to do what we want to do and lets 
us make the game. We don't think about the 
external pressure a lot. We think about chal
lenging ourselves. It's an amazingly talented 
team, and a team for whom good is not good 
enough. 

So, are you pleased with what you've 
got so far and how the Halo 2 demo is 
being received? 

We talked a lot about what we were going to 
do at E3. You can make an in-game movie 
or this or that, but ultimately the goal was 
to take all these really cool ideas, story, 
design, and technology and make some
thing that plays well and feels good. That's 
the most satisfying thing to have happen. 
Obviously, the payoff is to come here and 
have people like it. I think it's always good 
to have to put together a piece of gameplay 
that's really representative of the game you 
are creating. 

How much do you take stock In the me• 
sage boards? Do you really pay attention 

to the fan sites, or do you try not to 
worry about their expectations? 

There's no question that we invest and care 
a lot about our community. We're having a 
Bungie Fan Fest tonight where we've invited 
200 people to come talk to us and play. 
But, ultimately, we spend a lot of time think
ing about the game that we want to play 
and doing cool, new things that we hope 
the fans will like. I think it's easy to get dis
tracted by all the things the fans would like. 
They have tons of great ideas, and some 
that maybe aren't as great. On the other 
hand, they are a great sounding board. We 
do tons of focus testing, really getting a 
sense of how people are interacting with 
the game. Basically, finding out what sucks 
and how we can make it suck less. [laughs] 

What about having Halo 2 mods on Xbox 
Uve? 

I give a ton of credit to J. Allard and those 
guys for creating a really safe, solid, and 
easy-to-access online experience. I think 
that Halo 2 will be on Live and we want to 
have a great experience there. At the same 
time, we want to create a (game] that every
one can enjoy and take part in. It's hard to 
think about how modding would fit into that. 
You have to control the level of (quality] 
and make sure that people are having a fun 
experience. For Halo PC, it will be modded. 
We have a great fan base and we want to 
support them with what they want to do. 

KEVIN WEISMAN I INTERVIEW 

It's a little weird. That, and we have action 
figures coming out. It's become such of 
a phenomenon in terms of the peripheral 
elements. It's cool. All my friends that are 
gamers ... a good friend of mine, Jack Black, 
is an actor, and we play games together a 
lot. We used to play Star Control, back in the 
day. We used to have Star Control battles 
late into the night. He was really excited 
when I told him that there was going to be 
a video game that I was in. It's every little 
kid's dream. So, it's interesting that my 
acting career has taken me to have a video 
game that I'm in. 

Talk about your work for the game. 

I'm In the game. I did about 10 hours of 
audio for in the game. I'm pretty much 
Sydney's kind of technical right-hand man. 
So, as you're (playing] as Sydney, I'm con
stantly talking to you, giving you updates. 
And I threw in some comedy gold as well, 
you know, for the kids. Make them laugh. I 

"_.I don't 
think ifs 
that hard 
to fight 
me." 

KEVIN WEISMAN 
ACTOR 

improvised a lot and I think that it's going to 
be good. I don't want to give away the end
ing, but I'm in a couple of the higher levels 
as a 3D figure and I'm actually captured at 
one point and brainwashed in the game. Then 
you have to fight me. 

How tough are you In the game? 

I don't remember, but I don't think it's that 
hard to fight me. I had to do a lot of fighting 
noises, though - lots of punching sounds. 
But it's later in the game, I would think that 
it would be sort of hard to kick my ass. You 
would hope. I hope it's hard. I don't want to 
be like a girl fighting. [Asking an unidenti
fied Acclaim producer] How hard is it to kick 
my ass? 

Producer: it's incredibly hard to kick 
his ass. 
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"Does the 
lndustn 
reallV 
need200 
games 
avear? 
MaVbewe 
needhan 
asmanv. 
butlonesl 
that are 
twice as 
good." 

ED FRIES 
VICE PRESIDENT, 

XBOXGAMES 
DIVISION 
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I f we had to rate American Idol judges 
Paula Abdul and Randy Jackson's 
punctuality, we'd give them a tongue 

lashing that would make even Simon blush. 
Despite being an hour and a half late 
(some of which was due to Randy yapping 
on his cell 
phone in his 
SUV in front of 
the convention 
center for over 
thirty min
utes), the two 
finally settled 
in to critique 
some showgo
ers • less than 
inspired per• 
formances. 

Ed Fries 011ersees the development of games 
for the Xbox, lncludl~ third-party support for the 
system. 

Why Is E3 ~taut far Mlcroeoft? 

I think E3 is important because it sets the tone 
for the year to come. It's a chance for everyone 
to bring out their best stuff and see how it 
stacks up. It also forces a certain amount of dis
cipline in our teams. It's kind of nice because it 
forces you to have a message [laughs]. It forces 
you to step back and look at what )OO're doi~ 
and 58'/, •wtr, are we doir'4! all this stuff?", 
"What does it mean?", and "How can we explain 
it to people in the simplest way possible?" 

What's the state of Xbox's flnt1a'tJ soft> 

... 1 

It's really been a transition time for us. At 
launch, it was really important that I had a broad 
portfolio of titles, because I really couldn't count 
on havir'4! slror€ third-party support Now, we've 
obviously established ourself as the clear num
ber two in the world. We have great support from 
all of the third-parties, so the role of first party 
really changes to be about doir'4! amazing stuff, 
and I've spent the last year really shifting my 
group to that And that's kind of a painful trans~ 
lion. That means that we've had to hold a couple 
of titles to up the quality and we've had some 
products that weren't makir'4! the bar. 

What do you tNnk of Sony'• onllne ~ 

I'm a little confused about what ':,ony is saying. 
On the one hand, they say diak.ip is important, 
but on the other hand they are tryir'4! to intro
duce voice, which requires broadband. Some of 
their titles are broadbandonly - at least most of 
the new, interesting ones are. So, if they try and 
sell someone on getlir'4! online on narrowband, 

then all the interesting games are on broad
band. I'm not sure that's a service to those 
people. 

How about the PlayStatlon Portable? 

It doesn't really affect us. It's an intriguing 
product, but I think It's going to have to create 
a new market for itself rather than go against 
Game Boy. Because to compete in that market. 
you have to be cheap, and this doesn't sound 
like a cheap product to me. 

can you ,et Rae to 11e-. punctual with 
Its product? 

I think both of us have a lot of things to learn 
from each other. I think if Chris Stamper [Rare's 
tech guru] were here, he'd say that as well. 
There are some process things, some things 
about how we schedule and manage projects, 
which they've already embraced and are learn
ir'4!. At the same time, we're learning a lot from 
them about how to make great console games. 
I don't want to change Rare. I don't want them 
to char'4le from shipping amazing games when 
they are ready, to shipping okay games on 
schedule. 

What do tNnk the state of the Industry Is? 

If )00 just look at the riNI numbers, there at 
record dollars coming into this business - that's 
great. From a game creator point of view, how
ever, development budgets are going up and up, 
and that's putting pressure on the old way of 
doing things. I hear a lot of whining about it, but 
I do think it's a good thing. I think it forces us to 
do less things, but at a higher quality. Does the 
industry really need 200 games a year? Maybe 
we need half as many, but [ones] that are twice 
as good. 

Orson sc1 1 Ca1i 
1gns or 

Advent Rising 

Legendary science fiction writer Orson 
Scott Card (Ender's Game) graced 
E3 with his presence at the Majesco 

booth. An avid video game fan, Mr. Card 
was on hand to promote Majesco's ambi· 
tious new title, Advent Rising. Developed 
by newcomer Glyphx and conceived as the 
first part of an Xbox/ PC trilogy, Advent 
Rising will feature a script and story written 
by Card. As expected, hordes of sc~fi fans 
swarmed the booth in hopes of getting the 
author's John Hancock. 
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"One of the 
hardest 
things 
to do In 
comic 
boollsls 
creadng 
vlllalns." 

JIM LEE 
COMIC BOOK ARTIST 

FLINT DILLE 
WRITER 

To help create Batman: Rise of Sin Tzu, Ubi 
Soft enlisted the talents of Jim Lee, one of 
America's most respected comic book artists; 
and Rint Dille, a long-time script-writer and 
consultant for film and video games. 

How did you start the project? 

Flint Dille: Ubi Soft wanted to do a sequel to 
Batman: Vengeance, but they wanted to do 
something different; they wanted to do an 
arcadey kind of game. We realized very early, 
actually at the urging of the guys at DC, that 
we needed a new villain. We didn't want to 
try the Joker and Harley Quinn again. Then 
they called and said, "Hey, Jim Lee's going to 
design the character.· Jim [had the idea] for an 
Asian character, and that was perfect. Because 
he's not a Fu Manchu type of character, he's 
very much the evil, twisted version of Su!l-Tzu, 
the guy that wrote The Art of War. 

Did you help the at t- with the &--' 
•t style, or did they adapt It to what they 
wanted? 

Jim Lee: The art style is based on the animat
ed series. I drew the character in my style and 
they interpreted that in an animated style. They 
would send me their versions of my sketches 
back, and I would say, "Well, that looks a little 
too wide here," or "Make him a little taller." 
We went back and forth. Then, they would send 
me 3D animated movies so I could see the 
character from all angles. 

Video ,-s don't tradltlonally have the 
.,_est stories. Ca1 comic book wrtten 
aid ICltpt wrtten help In that rnpect? 

JL: The stories in games have come a long 
way, some of them are pretty good. The best 

games have the best storylines. But, I think 
if you're going to do a superhero video game, 
it couldn't hurt to have guys that know how 
superhero stories are structured and told. 

How ha DC received the Sin Tzu cllaao
ter? Are they enthusiastic: about It? 

FD: They turned it into a graphic novel, and 
he'll probably turn up in later comic books. 

JL: That was not part of the original plan, 
either. One of the hardest things to do in 
comic books is creating villains. Most heroes 
are defined by the quality of their villains. 
One of the reasons that makes Batman 
so fantastic is that he's got an incredible 
rogue's gallery. So, it was really a huge chal
lenge for Flint and myself to come up with 
something that could possibly fit into that. 
It's hard, and that's where we made a signif~ 
cant contribution. 

Who •e -e freaky - video ,-ne con
vention crowds or comic book convention 
crowds? Does there - to be • bl& 
crouover? 

JL: How about which interviewers are freakier? 
[laughs] Here's the thing, whenever I go to a 
comic book convention, I go, "Whoa, what a 
bunch of geeks• But there I am, looking for 
some back issue of a comic book. I'm one of 
them - that's me, and I take pride in it. I'm a 
head nerd. [laughs] On one hand, I'm thrown 
back by it; but at the same time, I love It. 

FD: It's a lot of the same people. Jim was out 
signing today, and there were guys lined up 
around E3. That's gotta tell you that the same 
guys that are reading comic books are playing 
video games. 

• views 
itili,11 

I ERIC HERNANDEZ 

"[Sony's new] handheld 
excites me, because I love 
the Game Boy Advance 
and I've been waiting for 
Sony to come out with a 

handheld of their own. It just depends on 
the titles they put out, because I know that 
Nintendo's got the firm footing and that 
scan card thing [the e-Reader] is great. It'll 
be tough, because I think that Nintendo's 
got that whole thing cornered.• 

JACQUEUNE LARICCIA 

"It's my first time being 
here. I think that the 
enhancement of all the 
different games, espe
cially with Nintendo, is 

awesome. My boyfriend and I have the 
GameCube and the GBA, so we can hook 
them together and both play. Connectivity 
is worth it. I liked Tetra's Tracker and Zelda 
and Pac-Man. Mario Kart is very cool. I 
think that the show is really eye appealing 
with all the different games. I'm having a 
great time.· 

CHRISTOPHER 
ROBINSON 

"I'm a Nintendo junkie, so 
I'm always interested in 
what Nintendo Is going to 
come out with. This Is my 

second year. I think that Pac-Man Is prob
ably the coolest game that they have over 
there. Not as many games as last year for 
a first-party lineup, but there are definitely 
some good ones. I think that the Innovation 
between Pac-Man and the Game Boy is 
definitely a good idea. My favorite game of 
the show so far? I'd have to say Pac-Man, 
because of the Innovation of it. • 

SHAUN SMITM 

·1 like the show. It's 
a little bit slower than 
last year, but I like it. 
Nothing surprised me 
out of the blue, but I'm 

Interested in the PlayStation handheld. 
I 'd like to see what they would do with it. 
I think that it would do well. I like a lot of 
sequels and a lot of the old-school games 
that they've brought back. Best of show? 
I ·m st/II getting Into it, because I haven't 
seen the whole show yet. But, I do like the 
Castlevania that's coming out. • 
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Anna ¥J~fJ~~~~ 

Like a moth following the (pretty, pret
ty) bright lights, Anna Nicole flitted 
around the show floor on Thursday. 

After sneaking in the back door to Gotham 
Games' booth, Ms. Smith visited both Eidos 
and Microsoft, cutting a pretty wide wake. 
Rumor has it that she ate her dog Sugar Pie 
as an after~unch snack. 

No developer has a deeper relationship with its fans than Bungie. 
Want proof? Just look at these pictures of the Bungie Fan Fest, 
which was held after-hours at the Microsoft booth on Thursday. Over 

200 members of the bungie.net community were invited in for an evening 
that featured food, drink, and the opportunity to pick the brains of the crew 
behind the best console FPS ever. Partygoers also got to check out a demo 
of Halo 2, engage in some impromptu LAN deathmatches, and check out 
models of an upcoming Master Chief action figure. Stuff like this would 
warm our heart, if we had one! 
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Sony always pulls out all of the stops for its 
Thursday night party, and this year was no 
exception. With a guest list that numbered 

in the thousands, this was the place to see and be 
seen for press, retailers, publishers, and develop
ers alike. Of course, the free food and drink was 
flowing at a rate that must have had Kaz Hirai 
looking at his pocketbook, and that was only the 
beginning of the entertainment for the evening. 

Rrst up was the Foo Rghters, who played a 
blistering set of modern rock favorites. Things 
got even more interesting when frontman Dave 
Grohl invited one exceptionally drunk partygoer 
(named Brady) up on the stage after he had yelled 
out a request for Nirvana's ·smells like Teen 
Spirit.· After declaring Brady Sony's "Employee 
of the Month" and teasing him about his tousled 
haircut, Grohl handed his guitar over and let the 
aspiring rocker rip out a butchered version of Led 
Zeppelin's "Whole Lotta Love· (complete with a 
screeching '80s-metal guitar solo). 

Just when we thought things couldn't get 
any more weird, the night's ·surprise Guest· 
came on the second stage - none other than 
Dr. Funkenstein, George Clinton of Parliament 
Funkadelic. If this night was any indication, Mr. 
Clinton is keeping some strange company, as he 
was joined onstage by soul-freak diva Macy Gray 
and ex-Motley Crue and home video star Tommy 
Lee! We're still trying to figure that one out. Still, 
this was one of the best Sony parties we've ever 
been to. 

M idway has made a tradition of put
ting on late-afternoon concerts at 
E3, and Thursday the show rocked 

to the sounds of Cold, a heavy metal band 
that is officially friends of Limp Bizkit. 
Remember them? Sure, nu-metal is getting 
a little old; but Cold delivered all the nihil
ism, Rage Against The Machine riffs, and 
high-pitched whining that fans of the genre 
demand. It was almost enough to make us 
hate our parents, but we decided to hate 
your parents instead! 
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Perrin Kaplan is Nintendo of America ·s V,re 
President of Marketing and Corporate Affairs. 

How hM this mow gone far Nintendo? 

It's funny; I always think that people get really 
hyped over new hardware, and this year is again 
the year of software. There's a lot of emphasis 
everywhere on software, and it's clear1y Nintendo's 
emphasis. It might not seem as se'llf, but if you 
take a look at the variety of different games, it's 
impressive. 

.,.... the prw _.,., _ _, Mr. Iwata 
[ ........... Nintendo of Japal) WM vwy fnmk 
about - of the mistakes that you've 
made, eapec:laly with~ ...... 
- But, It doeM't - .. you've really 
adlll 111ed that iwle. You.__ hidt-
proftle aipport .. the W. with Wll wrtght. 

We had a lot of partners on that stage. 

But, ti-.~ to be people that -
ccmng to pay llomage to Mlyanoto. 

I don't know. EA doesn't pay homage to anybody; 

they are very much their own businesspeople. 

So, where do )'OU tink )'Ola'~ .. 
port Is then? 

I think it's growing. I think we've been doing a 
good job with it, and you're seeing the fruits of 
that labor. I think you'll see that continue. 

What - the mistakes that Mr. Iwata 
,.,.,._ to? 

I think that we didn't make them a priority, espe
cially with the royalty structure. They are definitely 
a priority OOH, and he is woo<lng hard on that. 
The reason those people were up on the ~ 
and we have exclusive deals is because we have 
been woo<lng on it People don't take their whole 
comimy and 5a'f, "I'm going to have my company 
Stlm behind Nintendo because Miy;Knoto asked 
me: They are practical businesspeople. That 
said, they do respect him immensely. But busi
ness and admiration are two different thirgs. 

Nintendo 1-, thus far, .... . vwy "wait· 
~ - approach towada the lramet. 
You've uld that you don't tink that the 

YUGI NAKA I INTERVIEW 

lsaven 
IIIISHll'
llelll'IDICI 
COIIIIIIIN-'' 

PERRIN KAPLAN 
VICE PRESIDENT OF 

MARKETING & 
CORPORATE AFFAIRS, 

NINTENDO 
OF AMERICA 

....._ model Is there to be profttable. 

Stll, - compailles, .. Sony Onlne, -
making money onlne. 

I think it's more perception than reality, in that 
no one is making money on it, but there is a 
definite cool factor in doing it. Nintendo is a very 
mass-market product company; we don't do things 
that are niche, generally. We have yet to see an 
[online] application that is a ·gottahave" - or a 
product that is available to every home. Only 12 
percent of families have broadband. That's not 
to 5a'f that we're not watching everything very 
carefully, but the fact is that this is not a profitable 
business for arfyi)ody. 

Is Microsoft making a mistake by putting 10 
much stock In Xbox Uve? 

Boy, you'd have to ask them. All I can 5a'f is that 
they are a unique company around the world, in 
that no other company could survive losing money 
into perpetuity. It's just because Xbox is a division 
of the larger comimy that they are able to do 
this. Entering this market for them has come at a 
huge expense. 

GEORGE JUNTIFF I INTERVIEW 

"Games are to make 
children happy.'' 

.. _we don't go Into the kind 
of things that other video 

Yugi Naka, the man whose Sonic series 
helped put Sega on the map, was on 
hand to discuss his latest project, Billy 
Hatcher and the Giant Egg. 

Tall about BIiiy Ham:t.. and the 
Giant fa. How wlll this pme llffw 
from the - you've done In the 
past? What new gameplay ...._. 
doN It bring to the table? 

As you know, it's an action game utilizing 
an egg. This is a little different than the 
usual action game, because you're not 
moving alone. You have to do everything 
with the egg. You can attack or move 
around with the egg. That's the biggest 
characteristic of this game. 

When cld the Idea of having • 
c:hsac:ter with an egg occw to you, 
and how cld you come up with that 
concept? 

In the beginning, we wanted to make a 
game with four-player fighting with balls 
by rolling them. At the same time, we 
wanted to make a very solid one-player 
game as well, and evolve a story. For 

YUGINAKA 
CREATOR OF SONIC 

that reason, we decided to utilize an egg. 

Is there. lack of orlglnallty In the 
game Industry today? 

I do feel that way. It feels like every
body's making the same thing. We are 
really trying hard to make something 
new, and to keep pushing ourselves in 
new directions. As for the other games, 
a lot of them are making the second or 
third sequel to the same game. But, the 
essence of the game is fun, so we have 
to make a new, fun thing in every game. 

R-.tty, games ll<e GTA have really 
pulhed the limits of decency. Is this 

• wrong clrectlon far - Industry? 

Garnes are to make children happy. That 
is our basic direction. Right OOH, many 
game people are getting really adult. We 
never change our direction; we always try 
to make children happy. Making really vio
lent games is a trend. It's like the movie 
industry, some years are years of horror 
and some years are years of fantasy. 

games do." 
GEORGE JUNTIFF 

LT. COLONEL, 
U.S.ARMY 

George Juntiff is a Lt Colonel in the U.S. 
Army and is an advisor on the America's 
Army free online game, available at 
www.ultimatearena.com. 

How lolC have been Involved with the 
pme? 

About two and a half years. 

What capacity do you -" In? 

I WOl1I with the development team; I'm a 
design consultant and technical reference, 
that kind of thing. I make sure it's realistic 
and that it's consistent with what the 
Army does, so we don't go into the kind of 
thirgs that other video games do. 

How Is )'Ola' ..... ~ from 
other...-.Y,._? 

For one, we start out with training. You're 
going to have to go through the train-
ing, and get qualified, then join a squad 
online. Also, other gcmes have mayhem, 
and we don't have mayhem. There are 
rules of engagement, there are laws of 
land warfare - )00 go to jail if )00 do 

something wrong! [laughs] That doesn't 
happen in other games. 

Do you guys - this game - • 
recruiting tool? 

It's a strategic communication tool, to let 
people kOON what the Army is all about 

How~ cat a game come to cap
turing the real expe,ieMe? 

Very close. You move around the wrong 
way around a comer in a game, and get 
shot - that's it. You have to sit down 
and wait for the next round. You'll learn 
the better way to go around that cor-
ner - peek first, lean out, take a look, 
maybe throw out a smoke grenade, those 
kinds of things. 

What ... the reception to the game 
been? 

The reception has been great We just 
had our one-millionth graduate from basic 
training two weeks ago. That's not too 
bad. [laughs] 
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KOJI IGARASHI & MICHIRU YAMANE I INTERVIEW 

Koji tgarashi and Michiru \amane have worked 
together on perhaps the best Castlevania ever: 
Symphony of the Night. tgarashi has also lead 
the series' recent GSA product. 

WII you e~ wllh 3D on the 
PlayStatlon 2, yet contl- to give t.. 2D 
castlevania on the GIA? 

KOJI IGARASHI: In the 3D game, we think of it 
as a new start. It's my mission, so to speak, to 
make an original 3D title that works very well. 
In the case of 2D, it's just that I personally like 
working in 2D, and would like to continue to do 
so. However, with the PlayStation 2 market the 
way it is, if you create a 3D product of quality 
and a 2D product of quality, the 3D one is going 
to be rated higher because it's •new· technology. 

Tall about perfectlrig the -. a you 
move Into 30. 

Kl: A lot of games are going for a more cinematic 
look, and it may look better for that, but from 
a gameplay perspective, it makes things more 
difficult. For example, if you take it from a single 
room, instead of flipping [the camera] around, 
just let it change subtly from where the player is 
the room, it will be centered more on the action. 
This lets you perform your various combos and 
fight sequences without ever having to worry 
about it flipping and changing your perspective. 

Tall about making music for the GBA v.,. 
susthePS2. 

MICHIRU YAMANE: When you talk about 
composing music that's appropriate to the 
Castlevania series, my [technique] is to look 
at each stage's illustrations and designs; and 
then getting ideas from that and composing the 
music. 

Why cld you change the weapons system 
for Aria of Sorrow? 

Kl: Harmony of Dissonance was released in 
September, and Aria in May, and there wasn't 
even a year in between them. It was important 
to make big changes, which is why we decided 
to change it and the storylines around. It was a 
big gamble to give up the idea of sub-weapons, 
but it worked. 

What does the fubn hold for video 
gatMs? 

Kl: Creating games has become more and more 
expensive like the movie industry. It's no longer 
simple backyard teams. But, my philosophy has 
always been about gameplay, and Castlevania 
will concentrate on the gameplay aspects. [It] is 
maybe an experiment for me to see it if game
play is king or cinematics are king. 

BURTON ROBERTS I INTERVIEW 

Burton Roberts is the GMO of lnfinium Labs, the 
company that plans to brirgs gamers the Phantom 
console, a unit that would allow .)OU to download 
games directly into its hard drive from a broadband 
connection. 

What caused you to swt the Phantom 
project? 

We looked at the current distribution model for 
po.i)lishers. If you look at the cost of a game, 50 
percent is going to the retail chamel. Then there's 
the marketing and shipping charges. By the time 
it gets to the publisher and developer, they're not 
making that much money. Wrth our system, we 
eliminate those costs. We can offer them more 
money than they're currently getting, and we can 
take more money - it's a will-Win situation. 

We're building our systems on demand, similar 
to Dell. We're selling them directly ourselves, and 
probably partner with eBay. But the big way we'll be 
distributing them is through the broaclla'ld pr<Md
ers. Since this is a broadband device; cable, DSL. 
and satellite providers love this idea because it 
helps push their services. 

Codd you walk me ttwoua,i what the typical 
~~be for ..... that buys• 
Phnom, books It up, and turns It on. .. 

'rbu tum it on, it's goil"€ to go through an 8 to 12 
second boot-up sequence. It will take people to 

the main menu. The first time you tum it on, you 
configure the machine. Then, you'll be able to sort 
and search for games by genre or however you 
w.w to do it Then, when you do find a game, you 
could watch a preview and get all the information 
about it, you could demo the game. You could rent 
it for onetime use, three days, a week, or flat-Out 
buy it There are a lot of different options for a 
consumer. 

How many gatMs I• the had .ive able 
to hold? 

The size of the hard drive will be an option when 
you buy, but it will be way greater than anything 
currently available. When you buy it online, you'll 
configure it with the controllers you want, the hard 
drive you want, and the amount of memory you 
want There are some variables. 

Have you amounced any ............. 
yet? 

We've met with over 250 publishers and develop
ers, and every single one is really excited from the 
standpoint that there are not that many alternative 
channels, so they can use all these games that 
they are currently sitting on. Keep an eye out over 
the next few months. The unveiling will be at the 
Ultimate Gamers Expo in August We'll have some 
big announcements then about partnerships. 

1 
Half-Ufe 2 
(Vivendi Universal/Valve) 
- PC/ Xbox 

Simply astounding. Containing a great 
physics engine that delivers extraordi
narily real characteristics to the environ
ments, the demo of Half-Life 2 hands
down stole the show with its gorgeous 
outdoor environments and blistering 
action. The game comes out this fall 
/and tater on the Xbox), and you should 
get a summer job to save up for the best 
video card money can buy to do this 
sucker justice. 

Tony Hawk's 

6 Underground 
(Activision/ Neversoft) 
- PS2/ Xbox/ GC 

Just when you were getting tired of play
ing Tony Hawk, he lets gamers insert 
their own personality into the game as 
they play out the career of an u,rand
coming skater. In the process, this 
series just keeps getting deeper and 
even more addictive. 



Games of [g 

2 
Halo 2 
(Microsoft/Bungie) 
-Xbox 

Delays into 2004 aside, Microsoft came 
out swinging with its best product, and it 
connected with gamers in a big way. What 
was great about the title's showing is that 
it was actual ir>-game footage. It showed 
Master Chief dual-fisting two submachine 
guns, kicking Covenant ass in a hellish 
cacophony of combat and death amid a city 
in ruins. Sweet/ 

7 
Metal Gear Solid 
3: Snake Eater 
(Konami) - PS2 

For the third year in a row, Hideo Kojima 
has wowed audiences with a stunning new 
Metal Gear trailer. Snake eating .. . snakes?/ 
Kojima 's newest masterpiece is all about 
survival of the fittest, as you sneak through 
outdoor areas and eat animals to perse
vere. MGS 3 features an a/I-new engine, 
and it might even go online. 

3 
Doom3 
(Activision/id Software) 
- PC/Xbox 

Doom 3 was the talk of the town last year, 
and even though it still wasn't playable, 
nobody doubts for a second that John 
Carmack will deliver the goods. One of 
the showcases of Microsoft's Xbox press 
conference, the game delights in its use of 
lighting and shadow to keep you on edge 
and your trigger finger ready. The game 
should be out before the end of the year. 

8 
The Sims 2 
(Electronic Arts/Maxis) 
-PC 

As deep as Will Wright's Sims world has 
been, gamers are going to be taken to 
realms they've never dreamed of with 
Sims 2 (early 2004). Not only will you pro
duce children, but you 'II play as multiple 
generations of Sims, as you work to pass 
your DNA on down the line. You'll get so 
wrapped up In your Sims ' biological clock 
that you just might ignore your own. 

CD3 

4 
Gran Turismo 4 
(Sony Computer 
Entertainment/Polyphony 
Digital) - PS2 

This game would sell millions even if it was 
an empty box, but that's not an excuse 
for developer Polyphony Digital to rest on 
its laurels. An online component has been 
added, and the environments and cars 
have been sculpted to wring every lost drop 
out of the PlayStation 2. This series has 
defined the cutting edge for its competitors, 
and GT 4 only puts the pedal to the metal. 

5 
Fable 
(Microsoft/Big Blue Box) 
-Xbox 

Peter Molyneux's evolving RPG tale wasn't 
playable on the show floor, but it was 
being demoed behind close doors and 
once daily at Microsoft's booth. Xbox 
gamers have been hanging their hat on 
this title, as it not only fills a genre void 
for the system, but does so in spectacu
lar form. 

9 
SSX3 
(EA BIG/EA Canada) 
- PS2/Xbox/GC 

Marlo Kart: 

10 Double Dash 
(Nintendo) - GC 

SSX is getting itself off the track and going 
down the deep end. Levels have opened up 
considerably, letting you traverse a whole 
mountain 's worth of races, challenges, 
and more. The Uber trick system has been 
redone and is better than ever. 

Rounding out the top ten, Nintendo comes 
back with an old favorite featuring a new 
twist. Companions are hitching a ride 
and causing trouble for the competitors. 
Anyone who calls this a game for your 
kid sister's going to get a banana in the 
face - and love it. 
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PC/ XBOX 

HALF-LIFE 2 
UN-FREAKING-BELIEVABLE 
Every once in a long while, a game comes along 
that just floors us. Half-Life 2 is one of these games. It's 
spectacular. The graphics are pushed to the limit with 
amazing attention to detail. The gameplay is supported by 
a phenomenal physics engine that not only gives the player 
a realistic world, but believable and challenging gameplay 
choices. After Half-Life 2 releases, nothing will ever be the 
same. Simply because of its innovations, your perception of 
what a game should be will change. 

THE BASICS 
As expected, Half-Life 2 brings back the likable hero Gordon 
Freeman as he fights a new alien force that presumably 
stems from experiments that took place at Black Mesa. 
Valve is revealing little on the story penned by Mark Laidlaw 
at the moment, but it did disclose that you are in City 17 and 
accompanied by the lovely Alyx Vance (the good-looking lady 
in the pictures). The rest of the story will unveil itself in Half
Life 2's 12 missions. 

WHY IT'S SO IMPRESSIVE 
The demo Game Informer saw started off in a room featuring 
various objects placed around its sparse design. Basically, 
this is the proof of concept room showing how all the 
elements of Half-Life 2 work together - most importantly, 
how the physics engine works and affects the world around 
it. For example, wood acts and sounds like wood. You shoot 
it with a gun, and it splinters. You shoot it enough, and its 
entire structural integrity will fai l. 

Sounds simple enough - but in practice, it's truly astonishing 
to see. Valve gives us other examples: Blast a watermelon, 
and it blows pieces all over the wall. Shoot a metal sheet, and 
a convincing sound effect and ricochet result. 

Then, Valve showed us a magnetic weapon that can pick 
up and launch almost any item. In one such sequence, the 
gun wraps its energy beam around a mattress lying against 

' a wall and then starts to swing the thing around the room. 
While we personally have never seen a mattress fly around 
a room, it looks all too convincingly real. The mattress flops 
and folds as it makes contact with metal, wood, fruit, or 
whatever else is lying around - each and every item follows 
all the rules of mass, friction, gravity, and buoyancy. 

IN PRACTICE 
Okay, we have proof of concept. Now what does it mean 
to in-game scenarios? It means a lot. The next demo we 
witnessed has Gordon blasting his way through various 
soldiers. The human characters, like the wood and mattress, 
all have realistic rag doll physics. Shoot a guy at the top of 
the stairs and he tumbles down; swing a metal pipe at his 
mid-section and he folds. Moving through the environment, 
Gordon uses the magnetic weapon once more to blast a 
barrel at a pursuer. It merely slows him down. Gordon enters 
a nearby room, and pushes a desk in front of the door. The 
soldier starts unloading on him from the window. You can 
see the glass break and the blinds move. He rips a radiator 
from the wall and hurls it at the soldier. 

Encountering a set of enemies below, Gordon blasts a 
couple of shots into the crowd. They start to unload massive 
amounts of lead at our hero. You see wood chips fly and 
hear the metal resonate as it protects you. Leaning over, 
Gordon realizes he will lose if he keeps up the firefight. 
So, he turns and blasts to his right. A structure falls and a 
huge steel girder suspended by wires swings through the 
pack of soldiers. Barrels, wood, and bodies fly. Some of the 
smarter enemies hide against the wall. Drat, they are out of 
reach. So, Gordon takes out a crowbar and knocks out the 
supports beneath a nearby garbage bin. It creaks, and slowly 
falls, crushing the soldiers below. Next ... 

A single blade sits in a room. Gordon checks its 
out - it swings lightly back and forth. Ten grotesque looking 
creatures approach. Gordon drops to the ground and turns 

■ snu 1-PIAYER ACTION ■ PUBUSHI R VIVENDI UNIVERSAL■ DI YILOPIR VALVE ■ RI LIASI SEPTEMBER 30 (PC). XBOX (TBA) 
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on the engine that drives the blade. It slices the minions in 
half. The top halves keep coming. 

Following this amazing sequence is another interesting test 
in physics. Gordon hops in a dune buggy as a large, almost 
manatee-looking ship rains bullets from a Gatling gun of epic 
proportions. The chase is on. As Gordon drives around the 
absolutely gorgeous environments, he runs over soldiers who 
tumble across his hood. He blasts buildings, barrels - you 
name it. He drives up and off numerous ramps and eventually 
ends up getting cornered by the flying craft above. Gordon 
ducks for cover under a nearby car. As the sound of bullets 
perforating the car fills your ears, you can see the force of the 
bullets push the vehicle on top of you as nearby cars blow up. 
Then, a ray of hope: Gordon grabs a rocket launcher that he 
hopes will down the unrelenting fighter. Two rockets are fired, 
then the ship rears and stumbles like a dying bull. Dying but 
not dead, it turns its mass on Gordon. Shaking the ground 
and sending cars tumbling into the air, the lumbering beast 
slides up the street in perhaps the most amazing show of 
video game technology ever seen. It looks better than most 
movies and it's certainly more terrifying. 

This is just the tip of the iceberg - showing things that 
Gordon can and will encounter on his adventures. From 
the lumbering Striders that rip a City 17 block to shreds 
to amazing team-based Al, Half-Life 2 promises to be a 
defining moment in the history of video games. Even more 
impressive is that the development team at Valve doesn't 
even blink when it says that the game will ship for PC on 
September 30. An Xbox version has also been confirmed, 
but there is no further information than that. We know we'd 
be more than impressed if Xbox could pull off a fraction of 
the amazing things that Half-Life 2 does on PC. 





PLAYSTATION 2 

GRAN TURISMO 4 
PLAYSTATION 2'5 DRIVING FORCE 
If you are experiencing conflicting thoughts as to 
whether or not the screenshot of the Grand Canyon is real, 
all we have to say is join the club. As crazy as this may 
sound, Gran Turismo 4 is blurring the boundaries between 
what's real and what's not. The photo-realistic quality of its 
texturing is found throughout every inch of the game. From 
the car models that are each comprised of 4,000 polygons, 
to the flashing NASDAQ sign and MlV studio in the game's 
recreation of New York's Times Square, developer Polyphony 
Digital has seemingly raised the bar as to what we can expect 
from PlayStation 2 software. 

The graphical touches will most certainly get your blood 
pumping, but it's the new material that has been included 
that will make you freak out and count the days until the 
game hits store shelves. Polyphony Digital's president 
Kazunori Yamauchi is confident that Gran Turismo 4 will 
feature the largest assortment of cars in the series. Right 
now, the garage is crammed to capacity with well over 
500 vehicles that break down as standard, convertible, 
modified street, and racing (open-wheeled, rally, etc). 
Dealerships will once again sell used cars, and from what 
we hear, the game also boasts classic rides as well as a 
museum. As always, all of the vehicles in the game are fully 
customizable. Presently, it is not known if changes will be 
shown cosmetically. 

On the racing end, the pack is still limited to just 
six cars, but the Al has been enhanced dramatically. 

Computer drivers will learn from their mistakes and will 
show true human traits like being courteous or downright 
aggressive. Along with Tsukuba Race Circuit, the game 
will boast over 50 different tracks (many of which can be 
raced in reverse). Since the gameplay and physics engine 
have been refined to such a point that handling is second 
nature, all of the courses are tighter in design. On one 
particular rally track, we watched a car come screaming 
into a turn. A crowd of dozens of rendered onlookers 
showed true realism as their cheering transformed into 
fear, then flight as the car sped toward them. Authenticity 
along these lines is now included in pitting as well. A full 
crew will assist in prepping your car to continue the race. 
No word has been given as to how deep this aspect is, 
but we have a feeling that you'll be able to upgrade your 
pit team throughout the course of the game. 

The biggest addition to this year's game is the Online 
Arena, which allows up to six players to hop online and 
compete for bragging rights or even pink slips. From 
what we hear, voice chat won't be supported, but you will 
be able to communicate with others either through the 
controller or perhaps a USB keyboard. 

An exact release date hasn't been issued just yet, but we 
have a feeling that Gran Turismo 4 will be PlayStation 2's 
premiere title for the upcoming holiday season. 

■ STYU 1 OR 2-PIAYER RACING (UP TO 6-PIAYER VIA NETWORK ADAPTOR OR LAN) ■ PUBUSHIR SONY COMPUTER 
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HE PRINCE OF PER 
THE SANDS OF TIME 

Gamers revere the first two Prince of 
Persia titles as Holy Grails - examples of the action/ 
adventure genre's continual innovation and sense of 
immersion. When Ubi Soft started molding the ideas 
for a new Prince title, their Montreal team sat down 

to determine what made the first games so unique, 
groundbreaking, and exciting. 

Producer for The Sands of Time, Yann is Mallat, sums up 
their decision, "Three major elements struck us: the astonish

Ire lllimations and character movements, the intense fight 
aiquences, the clever and challenging level design, and the 
a-i,eplay built around that design." Going on, Mallat states, "We 
Rllly felt that the 'true' Prince of Persia essence was best cap
tlled by the first two games, and that drawing inspiration from the 
cqinal titles was the best way to bring the license successfully to 

,gen consoles. Prince of Persia: The Sands of Time is in fact an 
cqinal creation itself. Apart from the name, everything has been 
redesigned and rethought The Prince, the environments, the game 
design, the story - they've all been 
rebuilt from scratch. Trust me; it was no 
piece of cake, but it was the only way to 
ensure that this game will live up to the 
legacy of the brand.' 

After running animation tests and 
layifll out their design intentions for the 
project. Mallat invited Prince's original 
creator to Montreal. When Jordan 
Mechner (Prince of Persia creator and 
consultant on Sands of Time) saw their 
work, he immediately realized that, "This 
was more than a business proposition 
to them [Ubi Soft]. They were out to 
make a masterpiece.· Mechner agreed 
to consult on the project, focusing on 

story and how to integrate it seam-
ly into the game. "The story drives 
the game, and the gameplay drives 

the story." This was a philosophy 

Mechner had applied to the original and was insistent that 
it be applied to Sands of Time. 

Although the Prince character remains the same, the 
alf.new story does not tie into the series' first two titles. 
In Sands of Time, our young Prince is tragically drawn to 
a magic dagger. Harnessing this darll weapon, he is cor
rupted, and unleashes a deadly evil upon his father's vast 
empire. To reclaim the cursed Palace and restore peace 
to the land, our hero snaps out of it and calls upon the 
feminine wiles of a seductive princess and the unmatched 
powers of the Sands of Time. He must master the Sands, 
or be buried by its will. 

Ubi Soft Montreal is promising to release the new Prince 
title on the three home consoles, Game Boy Advance, and 
PC this November. 

■ STYLI 1 ·PIAYER ACTlON/ ADVENTURE 
■ PUIILISHH UBI SOFT ■ DIYILONR UBI SOFT MONTREAt 
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PLAYSTATION 2 

META 
SNAKEEa 
ENTERING RAMBO'S PLAYGROUND 

Within two years, Metal Gear Solid 2: Soos 
of Liberty has sold over 7 million copies on the PlayStation 2 
and has already surpassed the mark of 6 million set by its 
PSooe predecessor. Rather than sticking with what works, the 
series' creator Hideo Kojima and his team at Konami Computer 
Entertainment Japan have opted to rebuild the game from the 
ground up for the higtlly anticipated sequel, Metal Gear Solid 3: 
Snake Eater. "We think we pushed the console to its limits with 
the prellious ganie," Kojima comments. 'N<,,v we're creating 
a whole jungle in the ganie, and we couldn't work with the 
old engine arfyTllOt'e. So we're basically throwing that out and 
redoing a new engine for the game.• 

The jungle atmosphere is a shocking change from Snake's 
familiar steel surroundings, but we get the feeling that this is 
a setting that Kojima has been hoping to integrate since the 
beginning of the series. "In a real infiltration mission, you never 
land rigtlt near the secret enemy base,· comments Kojima. 
"What you do is you land maybe 100 miles from that 
base in the desert. in the jungle, and maybe you walk, 
crawl, swim, and then approach the secret base. Why we 
didn't do that until OOH is that we couldn't show the grass, 
desert, and jungle in the game. N<,,v that we can do it, 
that's why you start there.· 

In the 10minute demo that we were privileged to see, 
Snake feels at home amid the vines and trees. Wearing 
camouflage head-totoe and still sporting his stylish mullet 
and Root>olike bandana, Snake's sneaking prowess has 
expanded greatly. He can blend with the foliage, wait until 
an unsuspectif"€ guard passes, then lash out and slit his 
throat. More impressive yet, we witnessed a scene Where 
Snake dangles from a branch with one arm and fires on a 
trooper with the other. 

Given the fact that the environment is alive, enemy 
forces are not the only thif"€ Snake needs to worry about. 
Players will be able to interact with their surroundings just 
as they would in the real world. You never really kOON When 

a poisonous critter will drop from the treetop canopy or slither 
out from the jungle's thick underbrush. Survival also comes into 
play as Snake will need to hunt for food. As the name of the 
game implies, you'll be able to feast on snakes, as well as fish 
and other forms of wildlife. 

"The tension is much higher than the other games,• adds 
Kojima. ' You really don"t kOON Where the enemies will be 
shootif"€ from in this jungle system.• To add to the intensity of 
this foreign surroundif"€, the game will support Dolby 5.1 for all 
portions of the game. 

Kojima was unwilling to talk about the title's story arc, but 
there have been subtle hints that the Soviet Union is involved 
in some capacity. From what we've seen thus far, Metal Gear 
Solid 3 is shaping up to be a welcome change for the series, 
but at the same time, an extension of the game that we know 
and love. As of press time, Konami wasn't willing to give a spe
cific release date, but rather a vague 2004 listing. 
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GAMECUBE 

METAL GEAR SOLID~. 
THE TWIN SNAKES 
THE BEST OF BOTH WORLDS 

Lock Konaml's Hideo llojima, Nintendo's Sh~ 
Miyamoto, and the guys at Silicon Knights in a room together, make 
sure they have plenty of Cheetos and a few~. and you'd 
be surprised with~ they oome up with. Just becaJse we ~ke ru~ 
surprises, we'll tell you: They cane up with Metal Gea'Solid: The Twin 
Snakes for GameCube. But, er .. . you probably know that, since it's in 
really big letters right in front of your face. 

Twin Snakes is not a port of the PSone Metal Gear Solid. Okay, it is, 
but only in a very loose sense of the word. You see, Twin Snakes fea. 
tures the storyline of Metal Gea' Solid, built upon a modified version of 
the ergine from Metal Gea' Solid 2: Sons of Liberty. ~ that 
the two Metal Gear Solid games are widely regarded as some of the 
best titles in video game history, this is quite ar1 ~-Also, 
deYelopment is being har1dled by the good folks at Silicon Knights, 
heroes to survival horror farlS everywhere for their stellar job on 
Eternal Darkness. The only thing 'Mllrisome about this amazing group
~ of gamire geniuses would be v.tien the darn thir€ would oome out 
After all, we bet the fa'm that you can't name one game from cll'-rf of 
them that didn't encoooter some delay before release. Hot.<eYer, we 
are assured that Twin Snakes will oome out this November. We hope. 

■ ITYII 1-PIAYER ACTION/ ADVENTURE ■ ,....,_ "..~/ 
NINTENDO■ DIVD.OPllt K~/SUJCON KNIGHTS 
■ ...... NOVEMBER 

The first Metal Gear Solid is the basis for Twin Snakes' setting and storytine. It broke open stealth mechanics as well 
as cinematic storytelling. Solid Snake infiltrates a cold climate fortress full of genetically engineered soldiers in an 
attempt to stop a nuclear armageddon. The twin aspect involves Liquid Snake, the main antagonist, who claims to 
oome from the same DNA as our mullet-loving hero. 

Memorable moments include witnessing a heart attack (thanks to the then-new Dual Shock controller), lengthy 
CODEC COOllelSations, and the greatest boss battle of all time against Psycho Mantis. Its only downfall is the lacklus
ter garneplay. Af. Reiner said in his review in issue 67, 'The combat absolutely blows.· Of course, that explains Twin 
Snakes' adoption of gameplay aspects from Metal Gear Solid's sequel, MGS 2: Sons of Liberty. 

rt"IB~;:...:::;....:;;;;;;;;;,;;;;;;;;,;;;;;;;;;;;;;;;;,;;;;;;,;;;;;;;;;;;;;;;;;....._--THE GAMEPLAY OF METAL GEAR SOLID 2 
The sequel, Metal Gear Solid 2, upped the ante in many ways. It 
features a very refined gameplay package - which is incorporated 
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into Twin Snakes. This includes a first-person view for gunplay, which 
replaces the clunky laser sighting of the first game. Other, more subtle 
enhci"lCemel1ts include being able to stuff unconscious (or dead) 
enemies into lockers, and har€ing off of ledges. 

Thougt1 we named it our #1 Game of 2001, the story is extremely 
convoluted. Raiden, who gets more onscreen time than Snake, is a 
whiny kid who couldn't be less bad-ass. The plot is full of confusing 
twists, comes off as very preachy, and the ending doesn't make too 
much sense. Hence, we're all too happy to revisit the story from the 
first MGS in Twin Snakes, especially since we played Sons of Liberty 
twice (if )00 include the Substance redux). 





PLAYSTATION 2 / XBOX/ GAMECUBE/ PC 

NEED FOR SPEED 
UNDERGROUND 
IT'S ALL A BLUR 
Can you please explain how the sense of 
speed Is accomplished In Undergtound? 
First and foremost, it's a product of one of 
the most talented development teams in the 
industry. I know, you're rolling your eyes, but 
it's absolutely true. It's easy for me, or any 
other designer for that matter, to say that our 
game is going to have an unparalleled sense 
of speed; it's a completely different story to 
have the people to pull it off. 

When we started NFS Underground, we 
talked about how fNefY driving game that we 
played felt slow. What I mean by that is that 
the speed on the HUD never matched what 
I was feeling as a player. One hundred mph 
feels like 50 in most driving games. If you've 
ever driven over 100 mph in a car, the sensa
tion of speed is really intense and it has to do 
with a lot more than just blurring the scenery 
or char€ing the focal ler€th of the camera. 

Some of the things that can affect it are the 
car you're driving, the speed you're traveling, 
the road you're on, time of day, and the loca
tion of the drive. There are a lot of ancillary 
factors that combine to create a great sensa
tion of speed. 

The team was able to deconstruct those 
elements and then build them back into the 
qne. The programmers worked with the 

art team to figure out how the lights should 
react when you're driving fast, what happens 
to the textures in the wot1d, and how the 
camera should move relative to the car and 
the environment. It's a really involved process 
that takes a lot of smart people to figure it 
out. It's a collaborative effort between the 
programmers, artists, and audio team to get 
every aspect right. There's a minooending 
amount of mathematics, science, and classic 
art techniques that are married to produce 
the effect. We've got the award-winning team 
that built NFS Hot Pursuit 2 working with a 
two-time Academy Award nominee for visual 
effects and the results have been exactly 
what we were looking for when we started the 
game - a frightening sense of speed. 
What other Innovations can gamers look for 
besides the sight-blurring speed In this title? 

The car customization is one of the focuses 
of the product. We've spent a lot of time figur
ing out just what that means in the context of 
the game. It's finding the sweet spot between 
what is really cool to customize (and has an 
impact on the overall look and feel) and what . 
just becomes tedious for the player (i.e. swap- : 
ping out spark plugs). Not everyone is a ·gear : 
head" and we needed to balance acces- : 
sibility with being true to the tuner culture. : 
There needed to be a significant number of : 
upgrades to allow the player to make their car : 
an expression of what they think is cool, but : 
not be overwhelming for someone who is new : 
to the tuner culture. : 

We're taking great care to make sure that : 
everything that should be customizable : 
is. There will be over 20 areas that can be : 
visually customized, from paint and vinyl to : 

installing neon on the car. If you can change 
it out on a real tuner car then you'll be able to 
swap it out in Underground. 

We're also offering nine areas of perfor
mance upgrades. These will be available as 
·kits· or ·packages" that the player can buy 
and apply to the car. These will contain a co~ 
lection of licensed after-market parts that are 
applied to the car simultaneously to improve 
the performance of the car. The performance 
upgrades not only change the way the car 
drives, but also can have an effect on how 
the car looks. If you swap out your suspen
sion, you'll see your car's clearance lower as 
the body of the car is "slammed." 

How many different combinations of 
vehicles are there? 
There will be 20 fully licensed stock vehicles 
in the game that the player can then custom
ize with hundreds of upgrades. All of the 
coolest cars that kids are tuning today are in 
the game, from the leading manufacturers: 
Honda, Toyota, Nissan, Mitsubishi, Subaru, 
Dodge, Ford, Hyundai, and more. There are 
literally millions of combinations that players 
will be able to create. The goal from the begin
ning of Underground was that if 1,000 people 
all owned the same car in Underground, they 
could all look completely unique. The selec
tion of body parts and other visual upgrades 
make this possible in the game right now. It 
looks amazing. It's really interesting to see 
how players express what they think is cool 
through the visual look of their ride. 
Could you please explaln some of the more 
Interesting customization portions of the 
vehicle creation process? 

■ STYU 1 OR 2-PIAYER RAONG (UP TO 4-PIAYER ONLINE FOR PS2 & PC ONLY) ■ PUBUSHI R ELECTRONIC ARTS ■ DIVILOPIR EA BLACK BOX 
■ UUASI EARLY 2004 
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Game Informer recently got a chance to see 
the new addition to the Need for Speed fran
chise behind closed doors at E3, and to say 
we were impressed would be an understate
ment. Not only does it support online play 
(for PC and PS2 only) and feature a ton of car 
customization options, it creates perhaps the 
most impressive illusion of speed we have 
ever seen. To leam more, we sat down with the . 
game's executive producer, Chuck Osieja. ! 

There are so many it's hard to hit them all, so 
I'll pick one of my favorites: wide body kits. 
Wide body kits are cool not only because they 
completely reshape the base look of the car, 
but also because not everyone in the game 
will be able to get them. They're a pretty 
prized possession, so when a gamer sees 
one on his buddy's car (through a memory 
card or online) they'll know it's something 
special. 

Wide body kits consist of a one-piece appl~ 
cation to the car that includes a front bumper, 
rear bumper, side skirts, fender flares and 
door modifications. When you apply it to the 
car, it not only changes the look of the car 
dramatically, but it also changes the width of 
the wheelbase. Your car becomes wider. You 
get fatter tires, which further changes the 
look and feel of the car. 

What I like most about the wide body 
kits, though, is that you can still modify the 
rest of the car when it's applied. Swap out 
headlights, taillights, hood, spoilers, etc. Just 
because you get a "special" upgrade doesn't 
mean we take away the flexibility of tuning. 
You can radically differentiate your car from 
other players who might also have gotten the 
same kit. 





HAL02 
THE EIGHT-MINUTE DEMO 
THAT ROCKED THE WORLD 
Halo 2 still has no release date in sight other than the ambiguous "first quarter 
2004. • But in the hearts and minds of the people that witnessed the eight-minute Halo 2 
demo at E3 (or on the Internet), it meant nothing. No one cared when it would eventually 
release, everyone just knew they wanted it (Game Informer included). 

The footage, which was being played in real-time by a member of Bungie's development 
team, starts off with Master Chief and a squad of Marines descending into the war-torn city 
of New Mombasa. After landing and passing by a number of injured Marines and various 
squads defending the city, Master Chief begins a whirlwind of action that never lets up again 
until the demo is complete. 

After sniping some oncoming Covenant forces with Marines fighting and screaming by 
his side, MC unloads a grenade into a group of unsuspecting foes that gives us the first 
glimpse of Halo 2's new physics engine. Debris flies everywhere and the Covenant troops 
splatter. It Is also important to note that all the textures, models, lighting, volumetric 
smoke, particle effects, reflections, and any other kind of graphic wonder buu-word you can 
think of is turned on to its maximum capacity and looking absolutely delicious. 

Following the disposal of another horde of alien forces pouring into the city, MC grabs 
hold of a nearby mounted machine gun and starts to rain death on the soldiers below. Cars 
explode (complete with shock waves) and slide from the force of the bullets. Things catch 
fire. Mayhem ensues. While all this is going on, the player can see a gigantic Covenant 
weapon unleashing massive energy bursts. At this point, in a scripted event, an airstrike 
flies in from above and obliterates it. We later learned that in the final game, MC will get a 
chance to control one of these super-weapons. 

Once the explosion subsides, Master Chief turns toward a sergeant on his left and is 
given a second machine gun that MC immediately begins to dual-wield. Boo-ya! This is an 
example of how the player can trade weapons with other marines in the game - another 
new addition to this sequel. 

Slicing through more forces and even peeking around a corner (with the new lean feature 
currently on the d-pad), MC and a squad of Marines make their way to a waiting Warthog. 
He takes gunner, and so begins a ride through the city blasting any and everything in sight. 
This section could certainly be mistaken for a track-based shooter much like Star Fox, but 
the Marines driving the vehicles actually have Al that determines the best route and how to 
get you in position to unleash a barrage of munitions. For the demo's sake, this wasn't very 
amazing, but it most definitely opens the door for some great sequences in the final release. 

During this portion of the game, Phantoms (a new Covenant ship) fly overhead and drop 
more alien forces into the mix. Amazingly, one even lands on the hood of your Warthog. At 
this point, MC hops off and unloads a melee combo on the newcomers. That's right. A melee 
combo. More fighting follows and then a fleet of Ghosts come into the fray. In the absolute 
high point of the demo, MC grabs a passing Ghost and then proceeds to knock the pilot onto 
the street. This is an example of how the player will be able to overtake moving vehicles. 
Bungie was unwilling to divulge more info on whether Covenant forces would be able to do the 
same, but the sparkle in their eye certainly made it appear so. 

At this point, Master Chief takes off from the battle and a chase scene commences where 
he barely slides through a set of closing blast doors that sends him skidding (complete with 
sparks) to a stop. He stands, and like rain from the heavens, hundreds of pods descend onto 
the city. Four imbed themselves around him. The pod doors open and out pops the new and 
improved Elite, who then brandish deadly energy blades. MC takes out a glowing grenade and 
the demo fades to black. Game Informer later learned that Master Chief will likely be able to 
actually use the energy blade this adventure. Let the waiting continue. 

■ STYLI 1-PIAYER ACTION (MULTlPIAYER CAPABIUTIES TBA) ■ PUBUSHIR MICROSOFT 
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GAMECUBE 

GEIST 
DON'T PEE YOUR PANTS! 
last year, We heard rumblings of a GameCube 
game In development called Fear. This year at E3, Nintendo 
debuted this game, retitled Geist, from a new partnership 
with n-Space - the makers of Duke Nukem: Time to KIii (and 
Mary Kate and Ashley: Sweet 16 .. . shhh). Geist Is a first
person adventure where you play as a spectral operative 
that needs to explore a compound as a ghost, possessing 
characters and taking advantage of their physical and 
mental abilities. 

It's basically your job to scare the snot out of humans 
and animals, slip Into their bodies, solve puzzles, and take 
out enemies. However, you 
can't just hop Into bodies 
at any time. Before you can 
Inhabit beings, you need to 
frighten them. In the demo 
we previewed, a woman was 
shown typing on her laptop. 
The player killed plants In the 
office, and then slammed the 
laptop closed on the woman's 
fingers, completely freaking 
her out and allowing the ghost 
(you) to posses her. 

Being a Geist has a lot of 
advantages. You can't travel 

through walls, but you will be able to slip through cracks, 
ventilation ducts, and other narrow passages. If you walk 
Into a room as one person that alarmed some guards, 
you could leave the room and return in another character 
that wouldn't have the same effect. These are the kind of 
puzzle elements that differentiate this game from other 
titles in the genre. 

Geist will also include a deathmatch mode where up to 
four players can battle using both ghost and possession 
elements in first-person combat. The concept of leaving a 
character that's almost dead and hijacking another healthy 

body could add a fun twist In 
blowing away your friends. 

Notwithstanding, though, 
n-Space's track record makes 
us a little wary, but Nintendo 
is collaborating with the Geist 
team and offering creative and 
technical support, as It did with 
Retro Studios on Metrold Prime 
and Silicon Knights on Eternal 
Darkness. If polished, Geist 
could be another much-needed 
mature GameCube exclusive 
that Nintendo gamers have 
been craving. 

■ ITYU 1 TO 4-PIAYER ACllON/ ADVENTURE ■ PUBUSHU NINTENDO■ DanLONR N-SPACE ■ UUAA WINTER 
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PLAYSTATION 2 

soco 
U.S.NAVYS 
BRAVO, GO TO X-RAY 
You knew it was coming, and tiere it 
is. SOCOM, one of the most popular and innovative Sony 
titles ever released, is about to get a B12 shot right In the 
circuits. Over a million of you put the first game through 
its paces, and now SOCOM II has some new trlcks up 
its sleeve. Don't worry, your broadband adapter will have 
plenty of new ones and zeros being funneled through it, and 
unless you're getting your Internet access through some 
fraudulent means like a degenerate ingrate (please tell us 
how you did it), that monthly fee will continue to be money 
well spent. 

Starting off the laundry list of updates is a vastly 
improved location list. Confirmed locales include Algeria, 
Albania, Brazil, and Russia. Wrth each of these sites comes 
a detailed environment set, and of course assorted tacti
cal challenges that you'll need to wrap your mind around. 
You're not going to construct an assault through a stark 
Russian landscape the same way you will In a Brazilian 
jungle. Likewise, the mission types themselves have been 
expanded. Both the 12 mission single-player experience 
and the multipla;er mode will have Demolition, Hostage 
Rescue, and Suppression exercises. Online soldiers will 
also see Breach and Escort as play options as they kick 
the tires and light the fires, and each mode will have both 
indoor and outdoor environments. 

Another notable improvement Includes the ability to 
man weapon platforms. Strategically placing a soldier on a 
machine gun mount to suppress enemy fire while the rest of 
your team flanks their position is Just one of a hundred pos
sible strategies you may employ. While we're on the subject 
of shooting at people, SOCOM fans will also be Interested 
to hear that weapon recoil has been Implemented for the 
sequel. That means no more picking people off from afar 
without having to readjust your aim. If you Just can't seem 
to take out a well-entrenched group, call In an air strike and 
watch the bodies fly. Additionally, enemies will be aware of 
their ammo supply and will change their tactics accordingly. 
Should you surprise a squad of baddies, characters will 
make a courage check and will either run In fear, or go out 
in a blaze of glory. 

This game would be good without the headset, but with 
it comes that 'being there' sense which has yet to be 
slmllarty recreated. As you may have guessed, there will 
be updated commands and an improved chat system for 
online users; but the real story is the institution of separate 
offensive and defensive channels, as well as a 'who's 
talking' display. Through this extended organization will 
come a more cohesive unit structure, and ultimately, a 
better play experience for those who are willing to work with 
their teammates. 

■ snu 1-PlAYER ACTION IUP TO 16-PlAYER VIA ONLINE) ■ PUBLISH■■ SONY COMPUTER ENTERTAINMENT AMERICA 
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PLAYSTATION 2 

CASTLEVANIA: LAMENT 
OF INNOCENCE 
A 3D SYMPHONY? 
Castlevania purists certainly 
have cause for concern when it comes to drastically altering 
this sertes. After all, the disappointing 30 iterations on the 
N64 tarnished the original Idea so artfully realized on the 
NES and carried out throug)l Castievanla: Bloodlines. Then, 
the Metrold-styte Symphony of the Night formula stepped 
In and rectified the universe's reputation, suggesting that 
Castlevanla shouldn't be tom from 20. 

Castlevanla's father, Kojl lgarashl, also whole-heartedly 
maintains this belief, but only under a more Insightful conces
sion to 20: "You can't take 20 gameplay and make it 30. 
One of the flaws that we saw with the N64 version when they 
went to 30 is that they tried to faithfully bring the 2Dgameplay 
experience into the 30 world. In the same way that they 
created 20 games to be the best of the 20 games, we're 
going to try to make a 30 game the best of the 30 ones.• 
lgarashi will try to redefine Castlevania again. This time, 
however, he will consider the disadvantages - and advan
tages - that the medium itself presents. Therefore, gamers 
shouldn't merely expect a 3D Symphony of the Night; rather, 
lgarashl wants fresh gameplay mechanics and a new focus 
that complements the series and pays tribute to the spirit of 
Castievania. 

The most revealing aspects of the new gameplay are the 
combat and camera. Our hero, Leon Belmont. apparently 
wields just a whip, as opposed to havillt access to various 
swords. Nevertheless, combat ought to be deeper and more 
interesting than previous incarnations. By comblni11t arry 
of the 10 different offensive relics with one of the se11e11 
special ortls, players can unleash numerous types of attacks. 
Unfortunately, we only witnessed Leon darting forward, spin
ning his whip wildly In a circle, and swingir€ around on parts 
of the environment. 

The camera will remain computer-controlled in every 
room - similar to Devil May Cry - but without confusing 
or abrupt camera switches. lgarashi chose a camera that 
steadily follows Leon because he wants action to be the focus 
of gameplay. Furthermore, consciously or unconsciously, we 
suspect that lgarashl wants to control the camera in order 
to direct players towards clues to solve puzzles or owrcome 
obstacles without bogging them down too much. 

lgarashl' s conspicuous emphasis on the fightir€ indicates 
that Lament of Innocence will probably resemble OMC in 
many respects, but given his commitment and devotion 
to Castievania, we have faith in his ability to preserve its 
essence in the jump to 30. 
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FULL SPECTRUM 
WARRIOR 
YOUR ORDERS, LIEUTENANT? 
For many war-game aficionados, the action 
onscreen is only slightly more important than the control 
given to players over their compatriots and granting them 
the ability to formulate their own unique strategies. From 
this Idea set has come hundreds of games with only a few 
different play styles. The first, and most obvious, is the first
person shooter. As technology has evolved, titles like Medal 
of Honor: Allied Assault and Operation Flashpoint have 
brought the average gamer as close to donning fatigues and 

picking up a rifle as Is possible. While squeezing off rounds 
at an enemy as bullets whiz past your head is exhilarating, 
it lacks that brain-stimulating play that more strategy-centric 
war titles, and to a lesser extent RTS games, offer. For 
years, these two genres have remained relatively static, 
with minor incremental improvements made here and there. 
Now, a new style of war title is making its debut, and in 
doing so, blazing a new trail through intense simulation and 
balls-out action. 

■ STYU 1 ·PIAYER ACTION ■ PUBUSNIR THQ ■ DIVILOPIR PANDEMIC SllJDIOS ■ RIUASI 200.4 

"Our work with the Army produced a compelling and unique 
game that authentically captures the life of a U.S. Army 
soldier operating in an urban warzone. Full Spectrum Warrior 
is a completely new type of game experience that we are 
extremely excited to bring to consumers.· So says the 
president of Pandemic Studios, Josh Resnick. The game's 
hook lies in the fact that you, the player, will never fire a 
bullet. Instead, you will command a squad of nine soldiers 
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as they attempt to accomplish their mission objectives and 
stay alive. Your squad will be separated into two fire teams, 
and through a number of invent ive interface systems, you 
will issue orders to your soldiers on the fly. It's important 
to remember at this point that you won't actually control 
them - the Al will take care of that after you've given an 
order. From there, your team leaders will bark commands to 
their group, and off they'll go. 

SIR, YES SIR! 
Although the release date is still a long way down the road, 
Full Spectrum Warrior is already turning a lot of heads. An 
innovative title like FSW has many technological hurdles to 
deal with before release, but we expect to be astounded 
with varied mission types and twists in gameplay that we 
didn't see coming. It simply cannot be denied that THQ 
is sitting on what could be a quantum leap forward in the 
battlefield simulation category. Everything from the sound 
to the intelligent camera control we've already seen has us 
chomping at the bit to get at this game - hopefully we'll see 
an early 2004 release date solidify in the near future. 



BREAKDOWN 
FISTS OF FIRST-PERSON 
The key to having a successful game system, and 
something that Xbox has been somewhat lacking during its 
life, is compelling exclusive content. Namco's Breakdown 
is a definite step in the right direction, and it's only going to 
be on Xbox. Microsoft seems to be down with it, since the 
game took up a good chunk of the Xbox press conference 
before E3. Can you dif that, sucka? 

Breakdown Is a first-person shooter with a twist - much of 
your offense will be hand-to-hand attacks. You'll be just as 
likely to take out a bad guy with a left cross to the jaw as you 
would with buckshot to the breadbasket. This melee style of 
battle isn't necessarily a brand new direction. Nearly every 
FPS has some sort of kick or punch to keep enemies at bay 
when your ammo is low. Games like Dreamcast's Maken 
X have even explored hand-to-hand-centric play with some 
success. Still, seeing Breakdown in action, we're convinced 
Namco is executing this mechanic on an unheard of scale. 
After all, this is the company that made Soul Calibur 11, Time 
Crisis, and Galaga. Namco don't play. 

The sci-fi storyline sticks main character Derrick Cole in 
that popular time period known only as "the future." He's 
got both amnesia and amazing powers - a deadly mixture, 
to be sure. Several factions want him for their own wicked 
purposes, including the military and a cult of seemingly 
invincible warriors. They're not going to get him without a 
fight! At least he has one friend to his name, and you can 
see her playing Trinity to Derrick's Neo in the screenshots. 

For you gore-whores out there, Breakdown has the blood 
and guts you crave. A puncture wound to the throat turns on 
the crimson faucet and hallways will be littered with corpses 
like empty Coke cans on Kata's desk. The ESRB rating is 
still pending, but you'd have to be a "M"oron not to guess 
which rating this game will get. 

Breakdown's stunning environments are vast enough to lead 
to a little exploring between face smashing. We have seen 
the Mure, and it sure is purely. Nonviolent puzzles will actually 
challenge the muscle between your ears. Truly, Namco is 
trying to make Breakdown all things to all FPS gamers. 

This is definitely a different type of title, which could spell 
its success or doom. Keep this in mind: Metroid Prime was 
one of the first FPSs to attempt first-person platforming, and 
it became one of the best games of this console generation. 
Breakdown could follow suit and impress a lot of people. It's 
doing one heck of a job so far. 

■ ITYU 1-PIAYER ACTlON ■ PUIILIIHIR NAMCO ■ DIVILO"R NAMCO ■ UUASI WINTER 
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THE SIMS 2 
THE JOYS OF GROWING OLD 
After years of expansion packs and upgrades, the 
biggest PC game of all time has finally evolved to the next 
generation of gaming. Along with a brand new 3D graphics 
engine that allows players to seamlessly change views and 
zoom in, almost every aspect of the game has changed 
dramatically. The most shocking implementation revolves 
around the lifespan of your Sims characters. Your precious 
digital personas will no longer remain the same age. 

Throughout the course of the game, the characters will 
grow older and eventually pass on to that big computer in 
the sky. The big moments that a character experiences in 
his or her life will have a great effect on how they develop 
as a person. So, an action performed by a toddler has a 
direct effect on their teen or adult forms. The appearance of 
aging is displayed in reaHime and all factors are taken into 
account as to how your Sim will look in the next phase of 
his or her life. If they sit on the couch all day, they'll develop 
a beer belly and will probably perish quicker than they 
should. To round out the experience, the DNA and genetic 
traits from your characters will be passed down to the 
family's offspring. So in a sense, the steps that ancestors 
make will be echoed throughout numerous generations. 

Developer Maxis has also upgraded the Al and level of 
interaction significantly. For instance, your characters may 
grow frustrated if a baby is crying. Furthermore, if two 
teenage boys start fighting in the living room, there's a 

chance that they could knock over and break a lamp. When 
a parent finds out that the lamp is broken, they'll scold the 
teen. If the culprit doesn't take well to authority, they'll walk 
away and ignore the punishment. 

Outside of the gameplay itself, the building aspect of The 
Sims 2 is rather robust as well. You can change the fabric 
style and color for furniture, add additional floors, hang 
things from ceilings, and tweak whatever your heart desires. 

In a sense, The Sims 2 has reached the point where 
anything is possible. You won't believe how deep this 
game is! 

■ STYLI 1-PIAYER SIMUIATION ■ PUBLISHIR ELECTRONIC ARTS ■ DIYILOPIR MAXIS■ ULIASI 2004 
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JAMES BOND 007: 
EVERffHING OR NOTHING 
MORE PIERCE, NEW PERSPECTIVE 
Electronic Arts was doing pretty good for 
itself with its last few Bond titles. These games offered 
plenty of first-person action, loads of gadgets, and 
entertaining driving sequences. Thus, it's rather surprising 
that EA is abandoning this formula for the new 007 game, 
Everything or Nothing. But once you hear that Pierce 
Brosnan's face has been cyberscanned and he finally got 
his chiseled British rear end (which you'll be looking at 
a lot, whether you like it or not) into the sound studio to 
record dialogue, the decision to go third-person seems 
much more obvious. 

The way Bond plays has been changed to accommodate 
this new direction. He will use a handy auto-targeting 
interface to blast evildoers, and his physical prowess will 
get him out of some very sticky situations as only Bond 
can. Don't worry, this game is nothing like the first 007 title 
under EA's supervision, Tomorrow Never Dies. It's much 
closer to the Namco hit from last year, Dead to Rights. 
This is no coincidence, as rumor has it that there are a few 
former Namco employees working on this game. 

James will not always be in his snazzy tux, and needs 
to put on a disguise or two to get where he needs to go in 
the original adventure. This is just part of the cunning that 
comes into play. He is a spy, after all. Each mission has 
multiple solutions. The more Bond-like you are in execution, 
however, the more bonus points you'll receive. That's just 

EA's way of being as nonviolent 
as possible - we Sa'/ blast the 
bejeebers out of any enemy who 
gets in your way! Who needs 
the cool Q-Lab stuff that gets 
unlocked anyway? Okay, we do. 

Bond also isn't confined to 
being on foot, and this new 
perspective makes it seamless 
to go from hoofing it to sitting 
in one of the pimpin' vehicles James will get the keys to 
throughout his journey. We're talking about motorcycles, 
tanks, helicopters, and even cars (okay, so maybe we 
should've mentioned cars first)! The exotic locales you'll be 
hanging in (literally, thanks to the rappel mechanic) are, in 
random order, New Or1eans, Peruvian mountains, Egypt, and 
Moscow. Imagine the frequent flyer miles! 

If you're the lonely type, EA is giving you a coop mode so 
you can have a co-pilot along with you. Will you be able to 
play as American Pie and Jay and Silent Bob hottie Shannon 
Elizabeth, who recently signed on to play Bond gir1 Serena 
St. Germaine in the game? We certainly hope so. On the 
more competitive front, fouri)layer arena battles are in 
Everything or Nothing, too. Again, they all use the third-person 
perspective. Take that, vertigo! 

■ STYU 1 TO 4-PIAYER ACTION ■ PUBUSNIR ElfCTRONIC ARTS■ DIYILOPIR EA REDWCX)I) SHORES■ lllLIASI FAll 

GAME INFORMER 83 



If you missed out on 
64, never fear. Rare i 
and Uncut. No word 
has been given as to 
what improvements 
or changes are in 
store for this port, 
but we can assume 
that the game will 
feature higtHesolution 
texturing and a steady 
framerate. 
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CONKER: LIVE 
AND UNCUT 
NOT JUST ABOUT NUTS ANYMORE 
Call us sadistic if you like, but there's something 
genuinely amusing about a squirrel who slams a keg of beer, 
stumbles around in a drunken stupor, and then urinates 
uncontrollably all over the place. This is just one of many 
standout scenarios that made Conker's Bad Fur Day into one 
of the Nintendo 64's most memorable games. Unfortunately, 
as entertaining as it was, this killer app never found an 
audience. With the Nintendo 64 fossilizing by the time the 
game hit retail shelves, timing was most certainly a factor. 
Couple this with the fact that the console basked in a kid
friendly atmosphere and you can clearly see why consumers 
shunned Conker's bad-boy image. The Conker franchise 
would likely wilt and die in Nintendo's stable, but now that 
Rare is partnered with Microsoft, everything changes. 

The Xbox market is a perfect fit for Conker's wry wit and 
overly gory content. Given the fact that Rare is designing the 
game for online purposes just as Xbox Live is booming makes 
it all the better. Conker: Live and Uncut is an entirely new 
game that hones in on team-based multiplayer madness. Up 
to 16 players can compete in an online game. The scenarios 
that you'll enter are just as twisted as the characters you'll 
play. In one such scene, dubbed the Hiest, four teams of four 
race against one another to be the first to successfully rob a 
bank. If this sounds absurd, the Alien Base scenario pits all 

human players against never
ending waves of extraterrestrial 
beings. To do away with the "everything that moves must 
die" motif that accompanies games of this ilk, Rare plans to 
incorporate missions in each stage that you enter. Let's just 
hope we're not collecting Jinjos or puzzle pieces. 

In true Conker fashion, vulgar language, offensive taunts, 
and gruesome war detailing are all part of the mix. You'll be 
able to blow the stuffing out of Tediz with a rocket launcher, 
shoot squirrels right between the eyes with a sniper rifle, 
and set up turret guns to cut swarms of troops down to size. 
Interestingly, you'll be able to wield more than one weapon at 
any given time. Of course, this comes in handy if your ammo 
is depleted, but there's much more to it than that. If you're 
carrying a sword and you stumble upon another, dual wielding 
will produce a number of enhancements. For instance, you'll 
now be able to hack away like a madman. Deflecting bullets 
with the blades becomes possible as well. 

With its cute cartoon appearance, visceral details, and 
unique gameplay premise, Live and Uncut has the potential 
to become one of the Xbox's hottest properties. Wisely, 
Microsoft has not determined a release date as of yet, but 
given Rare's track record, it should be on retail shelves in 
2004,2005, or 2006. 

■ STYLI 1 TO 4-PlAYER AOlON (UP TO 16-PlAYER VIA XBOX LIVE) ■ PUBUSNIR MICROSOFT 
■ DIVILOPIR RARE ■ UUASI 2004 



LINEAGE II: THE 
CHAOTIC CHRONICLE 
THE NEXT DIMENSION 
If there's one thing hundreds of thousands of MMO market. With titles like Star War Galaxies, PlanetSide, 
gamers love to do, it's play Lineage. Riding on this wave, EverQuest 11, Dark l¼!,e of Camelot, Asheron's Call 2, and 
NCsoft has taken its newly accumulated cash heap to aid a host of others squeezing the market share together, the 
in the development of Lineage II: The Chaotic Chronicle. team over at NCsoft has a lot to live up to. In terms of 
From what we've seen, that money is being put to good a purely entertaining multiplayer experience, it looks as 
use. The real question for this sequel will be whether it though this title should be able to offer a bevy of attractions 
has the chutzpah to run with the big boys in the American that its competitors don't. 

■ ITYLI MASSIVELY MULTIPIAYER ONLINE ROlE·PIAYING GIW.f. ■ PUBUSHIR NCSOFT ■ DIVILOPIR NCSOFT 
■ ULIAA SUMMER 

Give Us Game 
Looks alone aren't going to get you anywhere in this Industry 
(unless you're talking about action games). To this end, 
Lineage II will keep much of its predecessor's core gameplay, 
but will expand on the Blood Pledge system and will offer a --------------------;;:::;;;::::-:..:..:,-,....-_---_-.., ------------t more gradual approach to character development than others 

Curb Appeal 
By now, you've probably noticed that enormous screenshot 
on the top of the page. Sure, you've seen big pictures 
before, but this one is representative of the graphical quality 
infused throughout the entire game. The first and most 
obvious visual update Is the 3D presentation. Each and 

every unit and environment will be painstakingly crafted to 
lend an aura of realism that most massively multlplayer titles 
can only dream of. Thanks to a completely new version of 
the Unreal engine, the items, armor, and every structure you 
see In the game will look Incredibly realistic. 

of its ilk. With the use of a skill tree, players will have the ability 
to build the avatar they want instead of following a predestined 
line from the moment they enter the world. Although you will 
have to decide between being a caster or a fighter in the 
beginning; from then on, development is up to you. Leaming 
and using the game's plentiful active and passive abilities 
will be one thing that will keep people playing, but the ability 
to raise and eventually ride dragons is probably the biggest. 
Although they'll be relatively scarce, an adult dragon will not 
only act as an Incredible transport, but it'll also inflict huge 
amounts of damage 
should the rider be 
threatened. We're 
excited to see what 
else NCsoft can put 
in this title, and even 
more excited to see 
how the rest of the 
big MMO companies 
react to an upping of 
the ante. 
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R: RACING EVOLUTION 
GIVING NEW MEANING TO THE TERM "SPOILER" 

Namco knows racing 
games, After all, it put out the Ridge 
Racer series and was even responsible for 
Pole Position back in the day. While R: Racing 
Evolution does have members of the Ridge 
Racer team in its ranks (as well as people 
from MotoGP 3), it couldn't be more different 
from its arcade ancestors. 

Instead of focusing on the vehicles in the 
game, R: Racing Evolution puts the spotlight 
on the people behind the wheel. lsao 
Nakamura, the game's producer, tells us 
why that decision was made. "Racing games 
rarely make you feel like you're part of the 
action," he comments. ·we want to put you 
in the middle of the game, with an emotional tie to the main 
character." That character is a Rena Hayami, a young woman 
who's reluctantly forced to don a racer's helmet. Past Namco 
titles have featured women alongside cars, but this is the first 
time one will grip the steering wheel. 

A Pro Race Driver-esque story mode enlightens the 
player on why Rena is thrust into this situation, as well as 
documenting her relationship with other major players in the 
game. Cutscenes tell the tale masterfully, featuring character 
designs by the same group responsible for those in Soul 
Calibur II and the Tekken series. Rivalries will form, as will 

unlikely friendships. Audio will play during the races, as your 
pit crew issues advice and opponents talk smack. You'll have 
to play through the entire game to get the whole story-which 
Namco isn't currently revealing much about. 

The action on the course hasn't been compromised in any 
way, and R: Racing Evolution is playing super-smooth already. 
It has the physics and the graphical flair to compete with any 
other car on the racing genre track. There are a valiety of dif
ferent vehicles, which can be upgraded as you go. R: Racing 
Evolution simply blings more personality to the racing sim. 

■ STYU 1 OR 2-PIAYER RACING■ PUBUSHIR NAMCO ■ DIYILOPER NAMCO■ ULIASI WINTER 
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FINAL FANTASY: 
CRYSTAL CHRONICLES 
NINTENDO FANS REJOICE! SQUARE'S BACK! 
After a 10-year absence on Nintendo hardware, 
Square is finally bringing out new games for the GameCube 
and Game Boy Advance. First out of the gates is the highly 
anticipated Final Fantasy: Crystal Chronicles. 

Crystal Chronicles is a far cry from the usual Final 
Fantasy game. You won't find Cloud, Yuna, Sabin, Steiner, 
Locke, or Squall in this game. In fact, Crystal Chronicles 
isn't a turn-based RPG and won't even have summons. 
At its core, Crystal Chronicles is a real-time action/RPG 
that uses the Game Boy Advance to control your character 
on screen. Emphasis is placed on experiencing the game 
with more than one person, but you'll still be able to play 
through Crystal Chronicles alone. 

Gameplay is similar to a Gauntlet or Phantasy Star Online 
game where you and your team roll through each level
based mission attacking foes and battling huge bosses. 
The main switch is in the battle system - which includes 
both physical and magic attacks. Physical attacks are as 
simple as swinging your weapon and striking your foe; but 
by holding down A, you charge up the attack. The magic 
system is based on stones that you collect throughout 
the levels that generate different spells. If you're playing 
multiplayer, you can combine each of the spells to unleash 
a ·super· attack. When you get to the gigantic boss 
battles, you'll be happy you brought your friends with you. 

The Game Boy Advance is used as the controller for 
many different reasons. During gameplay, it will give you 
overhead maps of the level you're in; display character 
information; and 
most importantly, 
manage your 
abilities. These 
can be adjusted on 
the fly, and while 
you' re attention 
is diverted to your 
Game Boy Advance 
screen, your 
character goes into 
auto pilot mode. 

In the demo we 
played at E3, one 

character carried around a crystal that produced a circular 
force field, which protected team members from a deadly gas. 
Party members leaving the protective force field took damage, 
forcing them to travel in packs. It is also interesting to note 
that in the version we played, you didn't need a Game Boy 
Advance to control your character and could use the standard 
GameCube controller. Whether or not you'll be required to 
have a GBA to play in the final version is unknown, but we're 
betting it'll be optional. 

Even though Crystal Chronicles is a departure from the 
typical Final Fantasy game, it's not the first time that Square 
has tried something different with its flagship series. With 
intense reaHime battles, luscious visuals, GBA connectivity, 
and multiplayer support, Crystal Chronicles could be exactly 
what RPG-starved GameCube owners have been waiting for. 

■ STYLI 1 TO 4-PlAYER ACTION/RPG■ PU■USHIR NINTENDO■ DIVILONR SQUARE ENIX ■ RIUASI WINTER 



STAR FOX 2 
ANOTHER FAKE FOX 

Nintendo's commitment to creating a Star Fox game based on 
gameplay unassociated with its roots is vexing. Why pursue something like Star Fox 2 
when Adventures was disappointing? Listen little "n," and listen very closely: We want to 
enjoy an updated version of Star Fox 64! Nothing more and nothing less. 

Despite our already negative intro, we admit that the idea for Star Fox 2 has 
potential. Players assume the role of one of the old or new characters. The 
unique mission structure allows you to proceed through levels in one of three 
manners: on foot, in a Landmaster Tank, or in the Arwing. Each scenario 
presents its own challenges, objectives, and gameplay mechanics. 

To add further depth and replay value, up to three friends can join in for 
a cooperative effort. Within the same area, for example, the first player 
could roam on foot; another would control the tank; while the other 
two tend to the Arwing - one player flying and shooting within 
the plane and the second actually fighting on top of the wing! 

If cooperative play isn't your style, the four of you can 
compete in deathmatch-style games. Although the multiplayer 
mode doesn't really present any original ideas, the maps are 
very well designed. Each stage is fairly large and complex 
and contains the two vehicles, yet they're balanced so that 
players stuck fighting on foot always seem to have an equal 
chance of winning as those controlling the Arwing and tank. 

Our serious technical gripes are few, but conspicuous. 
First, the control scheme will initially confuse your brain. 
Instead of pressing forward to move, you must hold the R 
trigger; and the L trigger in conjunction with the analog stick 
will allow you to strafe. Second, the graphics still need some 
work. Seeing that Nintendo won't ship a game until it has 
been deemed flawless, there's a good chance that these 
technical problems will be fixed by the time the game ships. 

■ STYU 1 TO 4-PIAYER ACTION ■ PUBUSHIR NINTENDO ■ DIVILOPIR NAMCO ■ RILIASI 2003 
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BEYOND GOO 
JACK OF ALL TRADES 

Although Beyond Good & Evil has 
been in production for a few years, details about the title 
had been fiercely guarded - until OOH. We know that the plot 
centers on Jade, a teenage resident of the peaceful planet 
of Hytlis. Hyllis, of oourse, has been attacked by the current 
enemy du jour. a race of relentless aliens. Jade had fought 
valiantly to save her city during the initial onslaught and was 
overcome by exhaustion, plunging her into a restless sleep 
fraught with disturbing visions. 

In spite of government-issued assurances, Jade suspects 
that a greater conspiracy is afoot. Our heroine joins a rebe~ 
lious resistance organization and offers her camera, aikido 
staff, and youthful inquisitiveness as weapons in discovering 
the ultimate truth. While hinting that Jade will pierce the 
barriiers of her existence in a very Matriresque W1ff, any 

further speculations on the plot would be complete guesses 
on our part. 

Michel Ancel, creator of the Rayman franchise, has been 
working solely on BG&E for the last three years and thinks it 
inspiring enough to call this game his "latest masterpiece." 
Although termed an action/ adventure title, BG&E looks 
to feature on-foot exploration, platforming, a respectable 
amount of vehicle-based combat, magic use, and hand-t<r 
hand action. 

A whole new engine, called the JADE Game Engine, was 
developed for the project and offers an exceptional amount 
of detail and easy transitions between wandering the cities 
and cruising waterways in third or first-person vehicle action. 
This engine is also used in Ubi's upcoming Prince of Persia 
release, previewed on page 68. 

■ STYLI 1 ·PIAYER ACTION/ ADVENTURE ■ PUBUIHH UBI SOFT ■ DIVILONR UBI SOFT■ HUAII WINTER 



GRABBED BY THE 
GHOULIES 
A SACK OF SCARES 
Fear and humor. That combination 
makes some people think of the Evil Deadtrilogy. 
It invokes thoughts of Scary Movie from others. 
Add the British element in there, and you get 
Grabbed by the Ghoulies, one of Rare's inaugural 
Xbox efforts. 

Rrst off, you should know that the term "ghoue 
ies" refers to someone's man parts in U.K. lingo. 
Why should you know that? It's just fun. Cooper 
is the guy whose ghoulies may be in a vice in 
this game, as he traverses Ghoulhaven Hall to 
rescue his significant other. Predictably, the place 
is haunted to the hilt, and Cooper must battle 
over 25 different types of ghoulies. Each of them 
require a different strategy to vanquish. 

Luckily, Cooper is a resourceful individual. While 
he doesn't have much in the way of standarcl
issue accoutrements, he can turn anything he finds into a 
deadly weapon. More than 100 household items can be 
used to blast, beat, or douse the creepy critters. These 
include pool cues, chairs, squirt guns, and fire extinguishers. 

Much like Eternal Darl<ness, GameCube's hit survival 
horror game, Grabbed by the Ghoulies will toss countless 
frightful surprises in your grimacing face. We won't ruin them 
for you, but we can say the Rare guys have really used their 
imagination to make us jump. Not only will these events freak 

you, the gamer, out; but also, if Cooper is exposed to too 
many of them, he'll faint. 

This isn't necessarily the type of game we were expecting 
from the company who gave us Perfect Dari<, Killer Instinct, 
and GoldenEye. However, we're not going to write this game 
off for its childish look. Rare has an unparalleled track 
record, and its potential with hardware as advanced as Xbox 
is limitless. 

■ STYU 1-PIAYER ACTION/ ADVENTURE ■ PUBUIHIR MICROSOFT■ DIVILOPIR RARE ■ ULI.ASI OCTOBER 



PREVIEWS 

MARIO GOLF: 
TOADSTOOL TOUR 
SMACKIN' BALLS MARIO STYLE 

Mario and friends return to the links this 
summer in Mario Golf: Toadstool Tour. Visually, this title looks 
like a graphical upgrade to its N64 predecessor, but Camelot 
seems to have added enough gameplay elements to make it 
more than just a mere port. 

Each of the courses are based in the Mario universe, includ
ing a new Mushroom Kingdom Castle course and Mount Mario 
(pseudo Mount Rushmore), so don't expect to find Pebble 
Beach or Sawgrass in this game. Sand traps and trees will be 
the least of your worries, especially when you have a Chain 
Chomp or a Thwomp blocking a perfect chip to the green. 
Another new feature sure to liven up the gameplay is the add~ 
lion of warp Pipes. Land a ball inside a Warp Pipe, and it'll pop 
up somewhere (hopefully) closer to the hole. 

Toadstool Tour will be just as easy as the original to pick up 
and play, but has enough advanced features to keep veterans 
busy. For gamers new to Mario Golf, there's an Auto Shot 
where the game will control more of the shot mechanics. 
Experts can use the Manual Shot for advanced controls like 
backspin and topspin to pinpoint aim more accurately and 
avoid obstacles. 

Where Mario Golf shines is playing with friends, and up to 
four people will be able to take to the course together with 
their favorite Mario characters. How many golfers will make 
the cut has yet to be determined, but Nintendo has told 
us that there should be as many if not more than the N64 
version, which had 18. 

Much like the N64 version, which could share character 
data with the Game Boy Color game via the Transfer Pak, 
Toadstool Tour will also be able to trade data with the upcom
ing Game Boy Advance version, Mario Golf: Advance Tour. 
You'll be able to create a character in Advance Tour and 
upgrade its attributes by beating opponents. With the GBA 
Link Cable you can then use that character in Toadstool Tour. 

What else they'll pack into this Mario Golf to differentiate 
it from the previous incarnation has yet to surface, but either 
alone or with friends, Toadstool Tour should be another fun 
Mario sports title from Camelot. We're still secretly hoping 
that Nintendo will somehow bring this game online. 

■ STYLI 1 TO 4·PIAYER SPORTS ■ PUBUSHIR NINTENDO ■ DIVILOPIR CAMELOT 
■ RIUASI JULY 28 



PLAYSTATION 2 / XBOX 

KILL SWITCH 
A GAME OF HIDE AND HEAT-SEEK 
In a firefight, ifyouweretojumpoutintotheopen 
with guns blazing, you'd get a toe-tag quicker than Tom Arnold 
downs an Artly's pot roast sandwich. Kill Switch makes things 
a little bit more realistic, requiring you to use cover to survive. 
If there's something in the environment to hide behind, that's 
where your butt had better be. Namoo calls this the Offensive 
Cover System. We prefer the term "CYA system.· 

The game reminds us of Wlnback, Koei's covert N64 
title that was later enhanced and brought over to the 
PlayStatlon 2. Of course, Kill Switch looks a lot better graph~ 
cally and is loaded with new gameplay features. The biggest 
selling point is the ability to shoot over obstacles and around 
corners. You can do so indiscriminately to freak out the 
enemy, or you can put your neck out a bit for a better-aimed 
shot. Namco, again with the fancy buzzwords, labels this the 
Bllndfire combat mechanic. Whatever you want, you crazy 
publisher, youl 

The bad news (or good news, if you're a glutton for punish
ment) Is that the enemy Al won't let you just chill behind a 
chunk of wall, eating franks and beans until the ear1y morn. 
They will conspire to surround your temporary shelter and cap 
you from all angles. When it· s the plural "them· against the 
singular "you,· trouble is quite literally around the corner. 

Kill Switch's war-themed missions take place in a variety of 
environments. You'll be wiping grains of sand from your eyes 
in the clesert or getting sprayed in the face by saltwater in the 
submarine base. Make sure you bring a lot of Clear£yes eye 
drops, because if you can't see the enemy, you're as good 
as clead. 

This game has a sweet name and an even cooler gimmick. 
Namoo is on a roll after Dead to Rights, so we expect great 
things from Kill Switch. 

■ ffYU 1 ·PlAY'ER ACTION ■ PUIILISHIR NAMCO■ DIVILONR NAMCO■ UUAA WINTER 
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At The Hug & Pint, Pro Keds, Wrangler Jeans 
(Affordablel), Cat And Mouse By Gunter Grass 
Dlsllkes: Video Game Message Boards, Pre-E3 
Events That Turn A Three-Day Convention Into 
A Week-long Gulag, Downtown LA, Long Waits 
At Buca DI Beppo Cumin! FlMlflte Games: 
Midnight Club II, Return To Castle Woltenstein: 
rides Of Wa,, Music Maker, N,e Escape Ii 

IUfflN 
Handle: The Dildtal Devialt Ellpor1lle: 
Action/Sports, Aclion/MlertJxe, ~ 
RPGs........, My New~ Situation, 
Streng\henl,C My Forearms, The Matiix 
Reloadeds Twins, Reel Big Fish Dlllkee: Sega 
CD FMV Games, Jealousy, The Northbound 
Lyndsie/ Hennepin Interchange Where Drivers 
Don't Understand Lane Layouts Clnmt 
Favodlit a.n.: Dells Ex: Invisible War, 
Wakeboardi,C Unleashed Featuring Shawn 
Murray, Metrold Prime, Evert>lue 2 

Handle: The Joystick Jockey Expertise: 
Fighting, Action, RPG, FPS, Shooter, Action/ 
Platform lnttfMts: Biking To Wor1<, Walking. 
Double Soy Lattes Over Ice, Studying. foreign 
Languages Dislikes: E3 Chaos, Moving. 
Television Programming, Soda, Being Towed, 
The MatJix Reloaded, Dirty Cigarettes Current 
Favorite Games: Street Fighter Ii Turtlo, wario 
Wol1d, lkaruga 

NclW retired from the rock scene, Andy 
spends endless hours locked in his 
home office; enJo¥itW the benefits of hitfl 
definition telewsion IJl)d surround sound far 

away from those scary th/tWS he has often 
helJlli referred to as people. A lofWtime 
fan of MetJOid, Andy has been~ 
>ideo games professionally since the ~ 
of the S-0/t NES. IWllle a ~ sports fan in 
real life, Andy isn't the nrst to line up for 
sports titles, but is a/WB)S w111ir, to put 
in the extra hours to play a good RPG or 
strategy game. 

While record collecting, watching 
reality television, and playing video 
games might sound like a state of 
retarded adolescence, Matt manages 
to scrap together an almost meaningful 
existence out of these activities. 
His encyclopedic knowledge of pop 
culture is either amazing or annoying, 
depending on how close your desk is to 
his. Less esoteric than his colleagues, 
Matt prefers traditional action and 
platform games. 

Unlike most gaming jabronls, Justin 
knows there's life outside video 
vegetation. He's a former GWAR 
slave and moonlights as wrestler 
Justin •V10/ent· Lee in the Minnesota 
independent scene, wnere he violently 
bonds with other sweaty males - a 
practice that Just gets blank stares wflen 
attempted on other GI reviewers. 
Justin's gaming tastes are hlghly old
school, and he plays 16-blt classics as 
o~en as he plugs into the latest titles. 

Chet considers gaming to be a lifestyle, 
which means that he spends a ridiculous 
amount of time with his games. When 
he's not in an intense session of UT, or 
relaxing with one of his consoles, he's 
hopelessly seeking out arcades where 
fighting games still rule. Although he 
places all other activities at a distant 
second, he realizes the importance of 
society. Unfortunately, mimicking the 
motions for Dragon Punches and Fireballs 
only confuses and scares most people. 

10 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. 

9 
8 
7 
6 
5 

Wow 
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Worth owning. Fans of the genre should definltely enjoy this 
game, but even those who don't nonmally 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 gamer, you've prot>
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. 

RIINlll 
Handle: The R~ Gamer Expertise: RPGs, 
~ Actiontpla\foon, Strateg,,, Sports 
1-, The An/matrix, Shigeru Miyamoto's 
E3 Attire, Harry Potter And The Order Of The 
Ptioenix Dlsllkes: The Matrix Reloaded (Boo! 
Nice Dance Scenel), Getting Stuck With The 
Middle Seat On An Airplane, Nintendo's E3 
Lineup (I Already Have An Atari 2600) Current 
FlMlflte Games: Advance Wars 2: Black Hole 
Rising, PlanetSide, Jak II, Wakeboarding 
Unleashed Featuring Shaun Murray, Star 
Wars: Knights OfThe Old Republic 

KIUSTIAN 
Handle: The Video Viking Expe,tloe: RPGs, 
Strategy, Spo,ts, Arst.Person Shooters 
~ Quantum Leap, Jane's Addiction, 
The Arnazirc Exploits Of Jay Fitzloff, LA Cab 
Drivers Named Jack Dilllces: Waiting In Line/ 
Traffic/ For The Bathroom, The Dodo (I'm Glad 
They're Gone!), Rust CUnenl Favotb a.-: 
PlanetSide, Rise Of Nations, SimCity 4, 
Half-Ute 2, Halo 

KATO 
Handle: The Game Katana Expertise: Sports, 
Racing, Action/ Adventure, Action/P1atform 
lnternts: American Psycho, Masters Of 
Doom, X2: X-Men United, Jack. Hot Dogs 
Wrapped In Bacon Dlsllkn: Aggressive Bums, 
Not Playing All The Games At E3, Bad Free 
Stuff Current Favorite Games: Half-Life 2, 
Resident Evil Outbreak, Star Wars: Knights 
Of The Old Republic, Halo 2, The Prince Of 
Persia: The Sands Of nme 

LISA 
Handle: La Game Nikita ExpertlM: Puzzle, 
RPGs, Action/Platform, Horror lnteNlla: 
Covert PackiCC Tricl<s, My Little Brother And 
Sister~n-1.aw VisttJrc From Alaska, Ultimate 
Headphones, Computer Repair That Wor1<s 
DllllcN: Allerglc Reactions, Not Havirc A GBA 
SP Vet. Noisy Processor Fans Curnnt F-ite 
a.-: Fatal Frame 2, Uru: Ages of Myst, 
Arc the Lad: Twilight Of The Spirlts, Resident 
Evil OUtbreak 

Reiner considers himself the biggest 
Star Wars fan in the world. Along with 
his impressive collection of Star Wars 
action figures, he has seen the tJilogy 
664 times. A fan of all game types, role
playing games are his strong suit. In 
his nine years as a professional gamer, 
Reiner has achieved the impossible. 
Penetrating the pixel boundary, he not 
only plays games, he's in one, and can 
be shot daily in the epic N64 release, 
Perfect Dam. 

Kristian enjoys opening a can of 
whoofHISS on his buddies at the ping 
pong table, then running off to the 
driving range for a lesson In humility 
and anger management. The orilinal 
text-dmen Zorlt. started Kristian on the 
gami~ road; Ultima 6, NES Baseball, 
and Zelda made sure he st8)<ed. Still 
an avid RPG fan, he can a/Ways find 
time to pound out a good sports game. 

When not buying copious amounts of 
records, Kato can be found exercising 
good taste, feeding the goats, and 
trying in vain to update his wardrobe 
into the 21st century. Like other young 
men of his generation, he quickly 
found out that the one true real world 
application of good grades was the free 
arcade tokens that were given out as 
a reward. With allegiance to none, he 
takes on every game with an equal eye. 

Barring a brief and ill advised ·1 want to 
be popular, so I'll stop playing games• 
phase in late junior high, Usa has 
been subjecti~ her friends to drawn 
out boss battles since age 8. She has 
been known to wax philosoph/cally 
about why Jigg/ypuff is desperate/'/ 
under-appreciated and wish that some 
·t,;g· games were more fun, even If 
that means less p,vtty. 



NEWBIE 
CHEAT SHEET 
Fol' our fle'l¥ef readers, here is a Ck)ssary of terms and 
acronyms that coovnonly appear In the magazine. Video 
game veterans should moYe aiorC (these aren "t the 
droids you are lool<I~ for). 
1080! - A resoMJoo speclficatloo used for HOlV. 1080i 

stands for resolution of 1920x1080 pixels. The ·1· 
means that the video Is bel~ Interlaced 

480p - Progressive scanning. this option ("p"• 
progressive), creates e picture siar,al w,th double the 
scan Imes of a conventional interlaced picture, 480i 
(l=lnte~aced), to create a noti<eably sharper Image. 
The 480p Image offers hlgt,er picture resolution and 
eliminates ~rtually all motion arbfacts In a 640x480 
pixel re~utlon setting 

720p - A resolution speclflcatlon used for HDTV. 720p 
stands for resolution of 1280x720 p,xels. The •p· 
means that the video Is In progressive format 

action - A term we use for games hke Zone of the 
Enders and Gauntlet 

adventure - A term we use for games hke Myst and 
Escape From Monkey Island 

Al -Artlflcial lntelhgence. Usually used to refe< to how 
well the computer reacts to a ~ opponent 

board - A te<m we use for games like Jeopardy! and 
Mano Party 

bl.mprnaPl'lne - A technique -re va,y,~ ligllt effects 
simulate depth on textures 

eel llhadl,c - A technique used to create 30 rendl!fed 
objects that resemble hencklrawn animation oels 

CG - Cornpute<-Generated graphics 
E3 - ElecttontC Entertainment Expo. The world's la-gest 

convention for video games 
fl&htlnc - A term we use for games llke Street Fighter 

and Dead or AIM! 
FMV - Full Motion Video. Usually refers to an animated 

CG cutscene 
FPS - Frames Per 5econd. How meny animation rrames 

happen In one second. Also used to denote Arst
Person Shooters like Doom. GoldenEye, and Unreal 
Tournament 

framerllt.e - The tnwnes of animation used to create the 
Illusion of movement 

flontend - A game's menus and Ol)tlons 
Grotz! - The patron saint of Intoxicated """")ournal1Sts 
GBA - Game Boy Advance 
GBC - Game Boy COior 
GC - GarneCube 
HDTV - HliJl Definition Te~slon 
ilometJlc - Th<e&qUarte<s top down YIOW, hke StarCraft 

or Red Aleft 2 
ISP - Internet Se<Vlce Pro-11der. The oornpany that 

pr<Mdes you with access to the Internet 
Jaa1ot - G<at)hlcal lines that are Jaeged -. they 

should be StraChl 
LAN LOcal Area Networl<. CoMeCIJ~ computers 

or consoles together within a small space to allow 
communk:ation between them. ProYides fast. 
slmuttaneous gameplay 

mlntpme - A small, simple """" within a larger one 
motkMKapturo - Usina human models and ln~ared 

cameras to r8COfd movement for game animation. 
Also mo<ap 

motion blur - Phantom frames fallow an object to give 
the lmptesslon of reallstk: speed 

N64 - Nintendo 64 
NES - NlntendO Entertainment Syste<n 
NPC - NonPleyer Characte<. Those people 

and creatures you see wanderi,C around 
In games that a,e not bel~ oontrOlled by actual 
humans 

portlclt elfoctl - Thi~ hke smol<e or sparks created 
k'lre~ome 

PKer - Pleye< KIiie<. This Is a pe,son who UvWes on 
kllhrC newl>le or IIUlnerable charactefs In MMOIIPGs or 
~ their teammates In games hke Counter-Strike 

plotfotm - A te<m we use for games hke Sul)Of Mano 
and Crash BarolCCOt 

IIOP<'P - When onscreen ol)Jects, usuolly distant, 
suddenly appear 

PS2 - Sony PleyStatlon 2 
PSono - Sony PleyStatlon 
puzzle - A te<m we use for games like Tetns and Cho 

Chu Rocket 
raclnC - A ll!fm we use for games hke Gran Tunsmo 

and MMo Kart 
RPG - Role-Pleyl~ Gomo. A ,ame that lnwlves 

character Improvement thrCMJlh collecting and 
spending points. A term we use for games like Anal 
Fantasy and Dragon Warrlor 

lhoote, - A term we use for games hke Mars Matrix 
and Grad1us 

SNES - Supe, Nintendo Entertainment System 
1poru - A term we use for garnes like Madden NFL 
,tratecy - A term we use for pmes like Command & 

Conquer and Fallout Tactics 
thlr~ty - Sornethfn& made for a oonsole by a 

company othl!f than the coosole manufacturer 



"Very 

entertaining, 

but ultimately 

a prologue for 

the pros." 
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PLAYSTATION 2 

NC ...... 
FOOTBALL 20 
TROUBLE GRADUATING? 

C ollege football is a weird duck. There are millions 
of people who live and die by their alma maters' 
performance on a Saturday afternoon, and yet there 

are also just as many folks who merely see college ball as 
a diversion until the pro game on Sunday. The former group 
of fans revels in the atmosphere and unique rivalry of these 
unpaid athletes (yeah, right), while the latter finds the level 
of skill at the college level unbearable when compared 
to the NFL. EA Sports' NCAA Football 2004 finds itself 
somewhere between these two viewpoints. 

It cannot be denied that developer EA Tiburon has pumped 
this game with college spirit harder than a partygoer trying 
to get the keg going, and it shows in almost every aspect 
of the title. Team-specific introductions (for powerhouses 
like Notre Dame, among others) get things started, and the 
atmosphere builds as touchdowns bring out the cheerleaders 
and the crowd gets into things. Also, the commentary is 
great, which doesn't sound like much, but it's valuable. The 
Sports Illustrated covers are a nice touch, but the mood is 
killed in the College Classic games due to a lack of a quick 
restart button. 

While the excitement of football at this level is also 
replicated on the field, I'm not sure this isn't a drawback at 
times. College ball is all about razzle-oazzle and big plays. 
How does a developer convey this? Well, I wouldn't do it by 

making QB throws way off target or by having holes for RBs 
the size of three-lane highways, like NCAA does. Too many 
times I would set my QB's feet, make the right read, and 
throw to a wide open WR only to have the ball sail off into the 
clouds. While this does happen in real life (as not all QBs are 
created equal), I wonder whether the game should replicate 
reality to the point where you're just waiting for the next big 
play to happen for or against you. I definitely wouldn't say 
that this "realism" breaks the gameplay, but it is annoying. 

Interestingly, it may be NCAA's online features which really 
ignites fans behind this title, and I wouldn't be surprised if 
due to college rivalries, this component does more for this 
game than it does for Madden. I personally like that I can be 
matched up with players who don't onside kick every t ime 
and use other "irregular" tactics. Dynasty mode is even 
better with the new recruiting tactics, but I am disappointed 
that there isn't more in this department. In the end, it 
comes down to the fact that NCAA will always trail behind 
Madden in terms of features and gameplay, simply because 
this college series comes out before the pro game, and EA 
(understandably) can't blow its NFL wad early. While it has 
done a really good job of making NCAA its own brand of 
football, I feel like this franchise continues to be like college 
football is in real life - very entertaining, but ultimately a 
prologue for the pros. - KATO 

■ STYLI 1 TO 4-PIAYER SPORTS (1 TO .4-PIAYERS VIA ONLINE) ■ PUIILISNIR EA SPORTS ■ DIVILOPIR EA TIBURON 
■UUASIJULYl 

... ·:. \• . .- .. : ·. . . :: ..... · .. · 
, • • • • . • • : • • • ·• • I I 

Get o~erzeatous and you II be burned b) the pla) action 

■ Concept: 
EA Sports puts in enough 
college fun to keep you in 
your seat and make your 
professors worried 

■ Graphics: 
The slew of new animations 
are not only pretty, they 
make the game far more 
realistic 

■ Sound: 
The commentary is great 
In its timeliness, and the 
crowd swells and sings 

■ Playability: 
Very little has changed in 
this department. Where's 
the slant hot route?! 

■ Entertainment: 
This will make frat.goers flip, 
but the rest of us can wait 
for Madden 2004 

■ Replay Value: 
Moderately High 

SECOND OPINION 
II you tholCht l8lt year'1 
ca,noplay-robult, l cai 
talely NY 11111 you '--'t 
-anytlq )'It. lmpivv9d 
Al wttll block and - and 
zone --ce, IINIZlnC rolout 
and play action - -. 
-trick playl, and,-
Nlltltullonl join I plolhora of 
- IMllllllona. Al 111 couldn't 
1181 any-• NCAA-
boatts onlno play wttll US8 
- ~ and I Fair Play 
lllterthat...-cheatlnC-
11,e_.Dynatty_hal 
... received • - coat of 
paint; -.. deeper l9CIUltlnC 
tactlca, ft■lhy Spans 1--.J 

- and toM of player ......... 
To round out thll 11N1Z1nC 
exponence, EA TlbunJn hat 
~ 20 daulc ,._, 
1-M-.., notto-tlle 
-of tlle lllo-wlllch -
tlle player wttll exponence 
polntt-every - EA 
Sports --· Sln1IIY Mid, you 
-·t ftnd"""" bani far your 
buck. 11'1 blCCer and -.1n 
every~way. 

REINER-9.5 



"This tale is 

engaging, 

surprising, 

and very 

well-done." 

PLAYSTATION 2 

ARC THE LAD: TWILIGHT 
OF THE SPIRITS 
PHENOMENAL STORYTELLING 

A re the Lad: Twilight of the Sprits is now the 
quintessential example of why RPGs have always 
commanded gamers' attention. With a storyline 

covering global resource management, race relations, family 
dynamics, and mob mentality; the list of themes admittedly 
sounds like a bad night with Dan Rather. Instead, the story 
is told to illustrate that, like the Gungans and the Naboo, 
the humans and the Oaimos have a symbiotic relationship -
they just need to freakin' get along already. 

The biggest conflict between the two dominant sects 
populating Arc's world is over a resource called Spirit 
Stones. Humans use the stones to power their cities, 
while the Daimos require them to cast magic - a skill they 
consider a birthright, and the ultimate reason that Oaimos 
are better than humans. For the player, Spirit Stones must 
be managed with the same forethought and care, as any 
special move requires their use and only a small number 
can be carried at one time. 

While the voice acting during cutscenes is some of 
the best in recent memory, the musical score is the only 
technical aspect of the game that leaves much to be 
desired. Mixing souped-up versions of what sound like NES
era classics with bagpipes comes off as just plain strange, 
and at times, a little painful. On the other hand, the 

graphics are well above average. Featuring crisp lines; nice 
colors; and realistic, textured landscapes; Arc elicited more 
than a few surprised exclamations of, "Wow. That looks 
really good." Where the variety of Arc really shines, though, 
is in the character models. Lots of interesting enemies 
and different variations for humans and Daimos make it a 
standout feature. 

Besides reveling in excellent storytelling and lovely 
graphics, Arc also has to its advantage engaging battles 
that are limited in number by the map screen used to move 
around the world. For example, to go from Dare's house 
to the Oaimos town, there is one stop on the way. This 
is the only place where you can be assaulted along the 
path - making the typical tedium of world travel in RPGs 
much more manageable. This is not to imply that battles in 
Arc are rare, it's just that most of them take place as a plot 
point, not as a random attack while you're wandering the 
desert like Caine in Kung Fu. To much surprise, there are 
no dungeons in the game, though. 

Twilight of the Spirits can't be praised enough for its 
truly excellent storytelling, but the greatest coup for the 
title is that the game wrapped around this tale is engaging, 
surprising, and very well done. - USA 

■ snu 1-PlAYER ROLE-PLAYING GAME ■ PUBLISHIR SONY COMPUTER ENTERTAINMENT AMERICA 
■ DIVILONR ARC ENTERTAINMENT ■ RILIASI JUNE 24 

■ Concept: 
Combine storytelling of 
a whole new caliber with 
engaging battle mechanics 

■ Graphics: 
Areas and characters are 
surprisingly detailed and 
varied. The character design 
is top-notch 

■ Sound: 
The only downfall to the 
title. A mix of bad, NE~ra 
ballads and weird Scottish
inspired rock 

■ Playability: 
It's easy to get the hang 
of battle mode, although 
some explanation of how the 
characters level up would 
have been nice 

• Entertainment: 
My favorite RPG in a very 
longtime 

■ Replay Value: 
Moderate 

-

SECOND OPINION 
,......111 ........... . 
......, .......... tlllt .._.. ....... ,. .. .. 
plattwlla, ........ ..... ..................... 
......................... 
t1a11M11-,1almu11tfla 
_,.....,Tilnlullll ........ _ ................ 
..... ___ IUllject_ 

•IUCll•...,.and....., 
~ ....... ...... 
wllllllffact .......... ._ 
•lll■twollotlllctly
llllln-Unllol-
111'811,Alctllel.ad .... -......... ~-Ille_, .. ..., conclN and __ .......,... __ 
...... 1'111- - - uld ,.,_.._ .__ _ _,. 
ap■rtporllcllyMlllllllllld 

..................... 
Far ........ ,.. ......... ....... _.,_ ...... _______ ... 
*•111!-•& bllllllllll"' 
Ille ........... ...,_, ..... __... ......... 
.............. 
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"It's cute 

as hell, fun 

as can be, but 

a few steps 

back on the 

evolutionary 

ladder." 

and SOO\'omob1le 
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PLAYSTATION 2 

APE ESCAPE 2 
EVOLUTION, INTERRUPTED 

A pe Escape Is one of my favorite PSone titles ever, and 
it was good enough to make our Greatest Games of 
All Time 11st back in Issue 100. As you would expect, I 

have been awaiting the arrival of Ape Escape 2 on our shores 
for quite some time and was very pleased that Ubl Soft saw 
fit to give it a proper U.S. release. Perhaps all the anticipation 
created some unrealistic expectations on my part. After having 
played through the game, I can safely state that, while it is still 
a unique and often-hilarious experience, Ape Escape 2 Is not in 
the same league as Ratchet & Clank or Jak and Daxter. 

My disappointment with this game isn't so much about what 
is here as with what isn't here. Essentially, this is the exact 
same game that I played way back in 1999. Sure, it looks a 
little better; there are some (but not many) nifty new gadgets 
to play with; and the developers have added the de rigueur 
hidden goodies (dispensed from a giant gumball machine) and 
minlgames. Also returning is the absolutely bizarre sense of 
humor that, to me, is the real draw of the franchise. There are 
so many funny moments, it's hard to pick just one, but I must 
mention a comic strip that I unlocked which had a punchline 
involving a farting banana being boiled to death. (Let it be 
recorded in the history books that I just wrote a sentence 
using the phrases "banana,' "boiled to death,' and "farting.') 
It's baffting moments like that which make Ape Escape 2 so 

charming, from the hilarious monkey bios to the odd "Monkey 
Fables' that you can unlock by collecting coins. 

The dual-analog control scheme pioneered by the original 
remains a marvel of game design, allowing you to rapidly switch 
between your arsenal of gadgets while breathlessly chasing the 
evasive simians. It's just too bad that the developers weren't 
able to do much more than recreate the triumphs of the past. If 
you've played the first, this is essentially the exact same game, 
save for a few new gadgets and some brief sequences where 
you pilot vehicles like a snowmobile or a submarine. I will 
always love this series, but the sense of deja vu you get from 
this game is palpable. 

With the good comes the bad, and many of the flaws of the 
first game are also repeated. Ape Escape was never a graph~ 
cally ambitious game, but its modest look appears even more 
dated today in comparison to such gorgeous games as Jak 
and Daxter and Sly Cooper. Also, the camera system Is highly 
suspect and appears to be at least five years behind the curve 
of what I expect from a 3D platformer. I'm sure it didn't seem 
this bad four years ago, but today it makes most of the difficult 
platforming sequences extremely frustrating. 

All told, Ape Escape is a lot like the monkeys that it features 
so prominently. It's cute as hell, fun as can be, but a few steps 
back on the evolutionary ladder. - MATT 

■ STYLI 1 OR 2-l'lAYER ACTION ■ PU■USHIR UBI SOFT ■ DIYILOPIR SONY COMPUTER ENTERTAINMENT JAPAN 
■ RILIASI JULY 1 

■ Concept: 
Capture monkeys with a 
variety of ingenious gadgets 

■ Graphics: 
Appears to be running 
off the Ape Escape 2001 
engine - not impressive 
by today's platforming 
standards 

■ Sound: 
Carnival Cruise Line's 
Greatest Hits (arranged for 
Casio keyboard) 

■ Playablllty: 
Same brilliant control 
scheme, same horrible 
camera 

■ Entertainment: 
I still love this game, but it 
hasn't evolved since '99 

■ Replay Value: 
Moderate 

SECOND OPINION 
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REINER - 7.25 



"Unlike its 

Xbox cousin, 

this version 

of the PC 

mega•hit 

offers no 

compelling 

content ... " 

PLAYSTATION 2 

RETURN TO CASTLE 
WOLFENSTEIN: 
OPERATION RESURRECTION 
NEIN! 

I t's a shame really. In my opinion, the PlayStation 2 has 
yet to have a truly breakthrough first-person shooter, and I 
really think it would do the system good. Sure, PS2 has a 

version of Deus Ex (an amazing game that sadly offered more 
loading time than a dock worl<er) and now there is Return to 
Castle Wolfenstein: Operation Resurrection. But, even this 
game falls short of its PC legacy. 

Unlike its Xbox cousin, this version of the PC mega-hit offers 
no compelling content other than slightly reworl<ed levels and 
a prologue mission that adds about two hours of gameplay. 
No online support, no CO-OP play, no shotgun, no occult priest, 
no X-Shepherd - just Return to Castle Wolfenstein with items 
and levels that are slightly rearranged to accommodate the 
PlayStation 2's smaller memory. 

That said, Operation Resurrection is still a solid game. As you 
trek through the game as B.J. Blazkowicz, you will get to unload 
large amounts of lead into zombies and Nazis, which 
is always a good time in my book. Sadly, 
the control isn't as tight as I would like it to 
be, even though it is certainly adequate. Also, 
all the sound effects seem slightly tinny- I'm sure 
another casualty due to the lack of memory on the 
PlayStation 2. 

Now, I certainly don't mean to tum this into some kind 
of PlayStation 2 rip fest, it's just one of the facts about the 
system: It doesn't do first-person shooters well. Now maybe 
it's just that no one has taken the time to create some 
amazing technology to make first-person shooter gaming on 
the PlayStation 2 a reality, but for row I'm going to stand by 
it as fact. However, if you want to play a first-person shooter, 
and PlayStation 2 is your 
only option, then Wolf 
is definitely worth a 
look. I just feel that 
there are a lot better 
P1ayStation 2 games 
you can spend 
your money on. 
- ANDY 

■ ITYU 1-PIAYER ACTION ■ PUBUIHH ACTIVISION ■ DIVILONR ID SOFTWARE/GREY MAITTR/RASTER PRODUCTIONS 
■ ULIASI MAY 27 

■ Concept: 
Find a Wirf to make this 
game work on PS2 and still 
be cool 

■ Graphics: 
Surprisingly good for an 
FPS on PS2, but nothing 
spectacular either 

• Sound: 
The samples aren ·t as crisp 
as its Xbox or PC cousins, 
but it's acceptable 

■ P1ayablllty: 
The playcontrol is solid, but 
not as tight as I would like it 

■ Entertainment: 
Since it needed to be 
retooled to work on PS2, the 
game isn't as entertaining 
as it could have been 

■ Replay Value: 
Moderately Low 
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RTX RED ROCK 
EZTO IGNORE 

I will say one thing for this game: It's good to see LucasArts trying to create original 
properties and taking a break from pimping out the Star Wars license. Unfortunately, 
if EZ Wheeler (RD< Red Rock's incredibly dorky protagonist) is an example of the new 

characters it has in store for us, maybe the LucasArts gang would be better off sticking 
to Queen Amidala Xtreme Beach Volleyball. 

The cheesy sci-fi atmosphere won't do much to convince you to play this game, and 
neither will the derivative gameplay and level design. RTX uses a formula similar to 
that of Primal (and a host of other Tomb Raider descendents). Basically, you take a 
simple task (pushing a button to open a door, for example), then make this small errand 
incredibly frustrating by forcing the player to negotiate a maze of incomprehensible 
corridors, arbitrary obstacles, and randomly placed enemies. I really dislike this concept 
because there Is no payoff for all the work you've put into an objective. No matter how 
difficult It was or how long it took, all you've done is essentially turn on a light switch. 
Not exactly an exciting prospect, if you ask me. Of course, some good, old-fashioned, 
kick-ass combat would make it all worthwhile, but RTX doesn't have anything more 
to offer in that department than some erratic auto-targeting and a few vehicle-based 
sequences. - MAn 

■ snu 1-PIAYER ACTION ■ PUBUSHIR LUCASARTS ■ DIVILONR LUCASARTS 
■ RIUASI JUNE 10 

■ Graphics: 
Detailed character models 
and environments, but the 
framerate and texturing are 
not impressive 

■ Sound: 
Little to no music and 
the voiceovers are groan 
inducing 

■ Playablllty: 
It's way too hard to do 
simple things like shoot 
an enemy two feet in front 
of you 

■ Entertainment: 
With game design this 
pedestrian, you need more 
compelling characters and 
storyline. Piloting robots 
Just isn't enough 

■ Replay Value: 
Low 
- -

SECOND OPINION 
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PLAYSTATION 2 QUICKIES 
K-1 WORLD GRAND PRIX 
■ STYLI 1 OR 2-PIAYER FIGHTING 
■ PUBUSHIR KONAMI 
■ ULIASI JULY 8 

The first next-gen 
K-1 game - like its 
predecessors - doesn't 
knock me out. Its graphics 
are merely average and 
the fighting is uninspired. 
You can 't make a fighter, 
training minigames 

are confusing, and the career-esque Champion's 
Revolution is just wrong. I had to fight six bouts before 
a tournament, and I won all six. Somehow, I didn't have 
enough points to make it, so it was game over. Say 
what? It's the only kickboxing game on PS2 and is far 
from abysmal, but Knockout Kings and ~ 

Pride are much better choices. - JUSTIN ~ 6.5 

SILENT LINE: ARMORED CORE 
■ STYU 1 TO 4-PIAYER ACTION 
■ PUBUINIR THQ 
■ RILIASI MAY 12 

Although it's not indicated 
in the title, Silent Line really 
is an expansion pack to 
Armored Core 3. You'll find 
new missions, deathmatch 
modes, and parts. The 
most interesting addition 
is the ability to create your 

own Al in Arena mode, but even with this cool feature, I 
cannot endorse Silent Line at its current $40 price point. 
However, if you've yet to play an AC game, ~ l.S 
add a point to my score. - CHET Ui,j 

SPEED KINGS 
■ STYU 1 TO 4-PIAYER RACING 
■ PUBUIHIR ACCLAJM 
■ RILIASI MAY 20 

True to its namesake, 
speed is the draw. 
Unfortunately, that's the 
only thing that Speed 
Kings really has going for 
it. You'll reach velocities 
so incomprehensible that 
your reflexes are paralyzed. 

Some of the moves, like sliding on the side of the bike to 
tuck beneath a fallen tree or semi bed, are pretty slick as 
well. Notwithstanding, without a hefty career mode or a 
wealth of options, there's little here that F.fl 
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will hold your interest. - REINER l,:.l • 

REEL FISHING Ill 
■ STYU 1-PIAYER ACTION 
■ PUBUIHIR NATSUME 
■ ULIASI JUNE 16 

Generally with fishing games, 
you really can't go wrong 
if that is the experience 
you are looking for. Sure, 
some games have better 
interfaces and more 
exciting fights (Fisherman's 
Challenge), but rarely do they 

just stink like rotting fish guts after five days roasting in the 
sun. Which, coincidentally, is how bad this game stinks. 
About the only positive thing I can say about this title is 
that it has a "fishing lifestyle" story and interface that lets 
you hang out at a cabin and name your dog. I named mine 
after Steve Martin's in The Jerk. That was F.fl 

3 entertaining. This game is not. - ANDY ~ 

MUSIC MAKER 
■ STYLI 1-PIAYER SIMUIAOC>N 
■ PUBUINIR MAGIX 
■ ULIASI MARCH 28 

In the absence 
of Music 3000 
(Jester's sequel 
to MlV Music 
Generator 2), 
Americans with 
a jones for beats 
will be able to 
make do with 
Magix's Music 

Maker, a PS2 music-creation program that basically 
emulates the MlV series in every respect. I love these 
kinds of titles, and this is a good one, but it isn't quite as 
user-friendly as Jester's MlV product. I applaud the easy 
way in which you can tweak individual sound blocks, but 
I found the horizontally scrolling song grid very confusing. 
Also, there is no clipboard to store your frequently used 
samples, which means you'll spend a lot of time flipping 
through menus. Still, there is so much to do here, 
especially when you factor in the excellent r.?J I 
beat and sample creator modes. - MATT ~ 

FINDING NEMO 
■ STYU 1-PIAYER ACTION/ ADVENTURE 
■ PUBUIHIR THQ 
■ ULIASI MAY 12 

There's nothing 
inherently wrong 
with Finding 
Nemo, per se; 
but at the same 
time, it's missing 
the ·wow! That 
was cool! " or 
"I can't wait to 
do that again" 

elements. Granted, the swimming physics are nice, the 
changing water currents add an element of surprise, 
and you just gotta love being chased by a shark that's 
roughly one thousand times your size. Finding Nemo has 
its moments, yet the majority of the game is centered 
around swimming through rings and collecting snail shell 
challenges. Yes, the target audience is children, but only 
for the young tykes out there who are new to the gaming 
scene. The pacing is just way too slow to F.!'1 
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appease anyone else. - REINER l,:.l 

WAKEBOARDING UNLEASHED 
FEATURING SHAUN MURRAY 
■ STYLll OR 2-PIAYER ACTION/ Sl'ORTS 
■ PUBUINIR ACTMSION 
■ HLIASI JUNE 3 

What could 
possibly be 
next? Perhaps 
extreme sports 
curling starring 
the Canadian 
great Sandra 
Schmirler? Better 
yet, what about 
street luge racing? 

Although wakeboarding seems like an unlikely candidate 
for Activision's 02 lineup, it's actually one of the better 
action/ sports titles around. The garneplay is stylized in a 
Tony Hawk vein, yet the uniqueness of the sport gives it 
an entirely different look. You soar off of the boat's wake, 
let go of the line to launch into unreachable areas, and 
grind on just about everything. The missions are quite 
ingenious and the multiplayer modes are ~ 8.2S 
wildly entertaining. - REINER 1.:,,1 

ar111,m1ent. Th,s ,s all well and 
good. but the actual pla\ ,vl11le 
tra,ers,ng the oceans of craZv 
world ,s somewhat ,nterest,ng 
at ,ts best. and extremel1 
frustrat,ng at ,ts \\0rst. Tl1e 
number of cratts and ,tems 
available w1t11 wl11ch to outfit 
1our ship are n,ce. but tl1e 
gamepla1 seems to keep ~avill 
Ops on a short ieash - one 
that 1\111 ult,matel, keep th,s 
t<tle tr om a lot of mdss market 
appeal - KRISTIAN 

l llllle 1ou,lt,bultNei. 
anolher Kool tllle tllal dolln't 
lulr ,..._ Ila potantlal. I 
... , ..... IIIY_-' 
oflt, bul ...... lt rlltMrbJ 
whllt lt .. .....,.-and_ 

i. - --.-,. WIiie i 
_.,,..Ille_.. IINII I• ................ 
my n.t), tNe PIM lacks 11M 
....... dlptll of lCool'I olhlr 
,_-"' tltle, P.T.O. IV. 
eomi..c 11M two WNd ..._ 

-- ""'11M ultln-. 111n, but 
t111eillli1t. 

KAT0-7.H 

■ snLE I PLAYER ACTION . PUBLISHER KOEI 
■ DEVELOPER MICRO CABIN ■ RELEASE JUNE :'4 
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" ... to assert 

that Wario 

World is a mere 

clone insults 

the game and 

developer." 

1 08 GAME INFORMER 

WARIO 
WORLD 
NINTENDO FINDS RARE TREASURE 

U nder Nintendo's wing, Rare might not have created 
the most original games, but nobody can contest 
its knack for replicating Nintendo's finer formulas. 

Indeed, titles such as Donkey Kong Country, Banjo 
Kazooie, Diddy Kong Racing, and Star Fox Adventures 
made those grueling periods of time without a Zelda or 
Mario bearable. So, with Rare's departure, there is now 
a tremendous void for another party to fill. Wario World's 
successful incorporation of various Mario elements proves 
that Treasure (yes, the famed developer of 2D shooters) 
possesses the talent and ingenuity to pull it off. 

However, to assert that Wario World is a mere clone 
insults the game and developer. The Mario 64€sque 
combat and platforming have been, in a manner of 
speaking, passed through a Treasure filter. Moves like a 
Zangief-styte Spinning Pile Driver and levels such as the 
Mirror Mansion inject a unique presentational flair and 
actually furnish a few original game mechanics. In Mirror 
Mansion, for example, players must employ the reflective 
surfaces not only to locate certain secrets and obstacles, 
but to platform! 

Each stage also thrusts players into two types of mid-level 
minigames. In the first, Wario falls into a tiny room that 
challenges you to solve a puzzle. The second grouping is 
a direct rip-off of Mario Sunshine's obstacle courses - the 
ones where Mario lacks his water cannon. Both minigames 
prove to be addicting and challenging, and complement the 
overall experience by adding variety. 

Of course, no Treasure game would be complete if it 
wasn't replete with awesome boss battles. Wario World 
has them in droves. You'll encounter a boss after beating 
a stage and then another when you finish an area. 
Furthermore, each one (the humanoid cow, especially) 
sports a creative design in its appearance and in the 
manner players must approach it. 

Other highlights include hilarious voice work for Wario, 
good music (they're mostly remixes from previous Wario 
titles), and GBA connectivity. The game's problems, such as 
mediocre graphics and a slightly deficient camera are, for 
the most part, excusable; but I did find the penalty for dying 
and failing minigames to be too forgiving. Still, it isn't a flaw 
that will make you enjoy Wario World any less. - CHET 

■ STYU 1-PIAYER ACTK)N/P!ATFORM ■ PUBLISHER NINTENDO■ DEVELOPER TREASURE ■ U LIASI JUNE 23 

■ Concept: 
Treasure takes Mario-style 
gameplay and gives it an 
unique flavor 

■ Graphics: 
The texturing is nice, but 
the geometry is basic 

■ Sound: 
Great voice work and 
pretty good music. The 
jazz is my favorite 

■ Playability: 
Outside of an occasionally 
suspect camera, there's no 
problem here 

■ Entertainment: 
Wario won't blow you away, 
but its original ideas and 
humor create a captivating 
gameplay experience 

■ Replay Value: 
Moderate 

-

SECOND OPINION 
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" ... familiar 

voices and 

stellar graphics 

do not a game 

make." 

GAMECUBE 

THE HULK 
NOT SO INCREDIBLE AFTER ALL 

The simultaneous release of a game and movie 
is quickly becoming standard practice for the 
entertainment world. Spider-Man set the box 

office and video game charts ablaze with astronomical 
numbers, and Atari and Warner Bros. hope to eclipse the 
wall crawler's success with the collective might of The 
Matrix. As exciting as it is to see Hollywood and video 
games merging mediums, the results very rarely match 
expectations or hype. Spider-Man and X2 Wolverine's 
Revenge didn't come close to equaling the quality of the 
feature films. Adding insult to Injury, the game based 
on The Hulk, while respectable in some regards, is not 
the rampaging green gollath that Vivendi Universal was 
banking on. 

Stylized in the typical brawler vein, The Hulk hones In on 
the true essence of destruction and places it into gamers' 
hands, but expels little effort to make this aspect remotely 
entertaining. As expected, The Hulk can perform Herculean 
feats. He can leap 20 feet Into the air with ease, smash 
through walls, pummel puny human soldiers, and lift and 
hurl helicopters like Randy Johnson does a baseball. It 
sounds like a blast, and it is ... but only for a few minutes. If 
anything, the game specializes in redundancy. If you punch 
your way through one wall, you'll probably do it another 10 

times before the level ends. The same goes for combat. The 
Hulk's arsenal of moves, while inspired by the movie and 
comic series, is fairly slim. The enemies that you face are 
repetitive as well. Throughout the course of the entire game, 
you'll only confront a handful of different bad guy types. 
Toss in the fact that almost every mission is designed 
within the ·move from point A to point B" formula, and you 
can clearly see how this game loses its luster fairly quickly. 

Developer Radical Entertainment tried to break up the 
monotony by inserting stealth missions where players 
assume the alter ego of Bruce Banner. The idea is sound, 
but again, the execution is way off the mark and the general 
design is simply atrocious. I'll even go so far as to say that 
you'll pray that these stages end quickly. But, of course, 
once they do come to a close, you find yourself back at 
square one - bored to death by The Hulk's repetitive nature. 

The eel-shaded graphics truly are a feast for the eyes -
especially the amazing details that accompany crumbling 
walls and vehicles exploding. Having Eric Bana provide voice 
work also adds a layer of authenticity. Unfortunately, familiar 
voices and stellar graphics do not a game make. The Hulk 
may be mean and green, but he's not very sensitive to a 
gamer's needs. We deserve better. - REINER 

■ ITYU 1.PLAYER ACTION ■ PUBUSHIR VIVENDI UNIVERSAL ■ DIYILOPIR RADICAL ENTERTAINMENT■ lllLIAA MAY 28 

■ Concept: 
A disappointing follow-up to 

the feature film that blends 
no~stop carnage with 
action-less stealth 

■ Graphics: 
The ce~shaded Hulk 
almost looks better than 
the CG movie model. The 
animations and effects are 
also pleasing to the eye 

■ Sound: 
The Hulk's ability to 
grunt and moan is vividly 
expressed 

■ Playability: 
Punch your way through 
levels and repeat until the 
credits roll 

■ Entertainment: 
The gameplay Is too bland 
to keep gamers entranced 

■ Replay Value: 
Moderately Low 
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ULTIMATE 
MUSCLE 
A BULKY LICENSE NOT USED IN VAIN 

M uscle figures strike a big, nostalgic chord with me. I loved them as a kid, since 
there were so many and they were t iny enough to take anywhere. They've always 
been popular in Japan, and the resurgence with the Saturday morning cartoon 

here has spawned this decent game. 
Despite its child-targeted roots, Ultimate Muscle is developed by AKI - makers of Def 

Jam Vendetta and WWF No Mercy. I consider this more of a simplistic fighter than a 
wrestling game, however. Its main mode is short, and it's fashioned to get you to complete 
it with every character. The difficulty is light, but at least the storylines are entertaining. 
There are no pintails or submissions - you can only win by KO. 

The action inside the ring is intense but shallow. There aren't a lot of moves to pull off, 
though what's there is cool. Each of the wrestlers - which are very unique themselves -
have their own devastating finisher, along with some two-on-two moves. These are even 
more outrageous than Def Jam's and the animated style is really appealing. In fact, the 
overall look of the game is sweet; this is how eel shading should be. 

What I really enjoy is buying painted Muscle figures from the in-game vending machines. 
There are a bunch that never made it to U.S. shores, and these will be a hit with anyone 
who remembers the little pink fighters. Ultimate Muscle, while not a must-have, should 
appeal to fans of the 'toon, the toys, or the obscure. - JUSTIN 

■ STYU l TO 4-PIAYER FIGHTING ■ PUBLISHER BANDAI ■ DIVILOPIR AKI 
■ RILIASI JUNE 3 

■ Concept: 
A game based on a cartoon 
about little, pink action 
figures 

■ Graphics: 
Great eel-shaded characters 
and some impressive 
crowds. Good collision, too 

■ Sound: 
Cheesy voiceovers from the 
show. The commentary is 
passable 

■ Playability: 
Arcade-style fighting will 
seem quite different to 
wrestling game veterans 

■ Entertainment: 
Simplistic wrestling with 
good looks and high
adrenaline finishing moves 

■ Replay Value: 
Moderately High 

SECOND OPINION 
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MITMAN 2: 
SILENT ASSASSIN 
47: THE AGENT WITH AN EXTRA CHROMOSOME 

H itman 2 follows the "think before you shoot" school of thought, also prevalent In 
games like Deus Ex and Thief (none of which are on GameCube, so maybe that's 
a moot point). it relies on wits more than hits and gives you some artistic license 

in the completion of its missions. Think Max Payne with a higher IQ, and you're on the 
right path. 

Agent 4 7 starts Hitman 2 as a groundskeeper at a monastery in Italy, trying to put 
his violent past behind him. Two minutes in, you're using dual pistols to turn guards 
into Swiss cheese. To have a high success rate on missions, however, you've got to 
pick your shots wisely and cover your tracks. The Al is very intelligent and will discover 
any mistake you make. This gives a good sense of tension as you expect to be found 
out. The stealth aspects are hindered by a snail-paced crawl and overemphasis on 
taking it slow (I want to run more); but donning disguises, hiding corpses, and blasting 
light bulbs make up for it. 

If you're a patient soul (there is a high frustration factor here), the strategy of Hitman 
2 is very rewarding, and it fills a unique niche on GameCube. You 're not going to get 
anything over the other versions, but Isn't getting it victory enough? Splinter Cell fans, 
this should be up your alley. - JUSTIN 

■ ITYU 1 ·P!AYER ACTION/ ADVENTURE ■ l'Ua&.IINIR EIDOS ■ DIYILONR IO 
INTERACTIVE ■ RILIAA JUNE 17 

• Concept: 
You're a contract killer 
whose every action may 
have a consequence 

■ Graphics: 
Good-looking amblanoe 
in the environments. 
Everything else Is average 

• Sound: 
The voiceovers don't 
Impress me when compared 
to many action games out 
there 

■ Playability: 
It plays like a first-person 
shooter. I like the controls 

• Entertalmlent: 
It's cool to mix brainpower 
with firepower, though I give 
the nod to Splinter Cell 

■ Replay Value: 
Moderate 

SECOND OPINION 
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" ... the levels 

present players 
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scenarios to 

iustify each 

character's 

presence, which 

helps prevent 

the onset of 

monotony." 
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BRUT 
MICROSOFT GETS TA 

Tactical ops games often succeed or fail depending on 
the quality of ally Al. If it's uncooperative and stupid, 
the whole experience is ruined, transforming the game 

into a generic shooter at best However, if your team actually 
plays a supportive role, you're often treated to intense combat 
that requires thinking. Brute Force more closely resembles 
the latter. 

Players control one of four characters, each possessing 
different strengths and abilities. Although controlling them 
is limited to four commands, which don't impact gameplay 
greatly, allies usually perform their jobs efficiently and 
acx:ording to their abilities. The strategic element requires the 
player to decide which character can best diffuse the given 
situation. So, if you're outnumbered, taking out guards at key 
points with Hawk (the female stealth assassin) or Flint (the 
sniper) will maximize your chances of success. Then, you can 
safely commandeer BPs commandos, Tex or Brutus, and 
obliterate the helpless ground fodder. 

Fortunately, the levels present players with enough scenarios 
to justify each character's presence, which helps prevent the 
onset of monotony. However, compared to the rest, Hawk is 
the most poorly implemented. Stealth kills mainly consist of 

activating stealth (invisibility), closing in, and offing an enemy 
with your blade. Oooooh, aaaaaah! You won't find any special 
techniques or mechanics that would make this gameplay style 
more exciting. 

On a more positive note, Brute Force allows up to four friends 
to partake in the carnage through cooperative play. Completing 
levels as a team with each person playing their character 
correctly proves to be fun. In the case where everyone would 
rather attack each other, gamers have deathmatch as an 
option, too. 

Unfortunately, these multiplayer modes are restricted to 
split-screen play and a LAN feature. Oespite the fact that Brute 
Force would make a fantastic Live title, players are merely 
limited to downloading new content over the Internet Bummer. 
But, since this oversight doesn't really hinder the gameplay as 
it stands, I wouldn't be too disappointed. 

Besides, if you had a choice, wouldn't you prefer a game with 
quality graphics, sound, and control (which Brute Force can 
claim), than another mediocre Xbox shooter with Live tacked on 
simply because it's currently hip to do so? - CHET 

■ STYU 1 TO 4-PLAYER ACTION {UP TO 8 PLAYERS V1A LAN) ■ PUBUSHIR MICROSOFT ■ DIVILOPIR DIGITAL ANVIL 
■ lllUASI MAY 27 

■ Concept: 

A fun tactical ops game 
without the boring realism 

■ Clrllphlcs: 
They are of Xbox quality, but 
nothing you haven't seen 
before 

■ Sound: 
The ambience and sound 
effects get you into the 
action 

■ Playablllty: 
The control and button 
maps actually work pretty 
well 

■ Entertainment: 
With solid ally Al and some 
intense fighting, Brute 
Force will hook you and your 
friends for a little while 

■ Replay Value: 
Moderate 

SECOND OPINION 
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" ... blazing fast 

with gameplay 

that constantly 

has you sliding 

in and out of 

traffic riding 

on the edge 

of disaster." 

MIDNIG 
CLUB II 
SUPER-CHARGED! 

I fell in love with Midnight Club II on PlayStation 2. Even 
though I knew that the Xbox version would be the absolute 
Mack Daddy edition, I couldn't stop myself from completing 

the PS2 game in an insane weekend of non-stop Midnight Club 
II action. The game really is that addictive. 

But after putting this version through its paces, I definitely 
should have waited. Not only does it feature all the same 
high-speed, seat-of-your-pahts racing found in the PlayStation 
2 iteration, it has been super-charged with all the extras Xbox 
fans love - better textures displayed in 480 progressive scan, 
widescreen support, and even better online options with Xbox 
Live that features a ranking system. 

For those of you unfamiliar with the title, Midnight Club II 
is all about the street racing phenomenon. The career mode 
challenges players to compete against a number of racers 
through the streets of three exotic cities: Los Angeles, Paris, 
and Tokyo. As you might suspect, these races are illegal, so 
the streets are filled with cops trying to thwart the race as well 
as a sea of traffic that you must navigate - all at insanely mach 
speeds down any street you wish, as the entire city is open to 
the player. 

I have about a million tales of near misses and amazing 
finishes from playing this game, since each race is a different 

experience. Often times, you'll see cars take separate paths 
to reach each checkpoint, so expect plenty of sideswipes 
that come out of nowhere and big crashes from sliding into 
oncoming traffic. On the down side, you could certainly accuse 
the driver Al of cheating, and that their cheap tactics are the 
reason for all the close races, but that would be nit-picking as it 
certainly does make for some unpredictable racing. 

As you progress in the game, not only can you win the pink 
slips for vehicles you defeat, there are also a number of new 
moves that become available. These include Burnouts that 
enable the racer to get a jump on the competition or quickly 
get back up to speed after a wreck (which happens more often 
than you'd like). In-air controls allow the player to level out when 
you catch air (and trust me, you will catch some nice, big, phat 
air) and eventually the ability to get the car up on two wheels 
to avoid traffic and slide through tight situations. All are handy 
upgrades that can make a big difference in a close race. 

No matter how you cut it, Midnight Club ll's street racing is 
really a treat. It's not only gorgeous to look at, it's blazing fast 
with gameplay that constantly has you sliding in and out of 
traffic riding on the edge of disaster. That's the mark of a great 
racer, and Midnight Club II has got it in spades. - ANDY 

■ STYU 1 TO 4-PlAYER RACING IUP TO 8-PlAYER VIA xaox LIVE OR SYSTEM LINK) ■ PUBUSHER ROCKSTAR 
■ DIYILOPIR ROCKSTAR SAN DIEGO ■ RILIASI JUNE 3 

■ Concept: 
Race through the streets 
both on and offiine 

■ Graphics: 
Clearer textures and better 
lighting on this version 
turn up the intensity on an 
already outstanding-looking 
game 

■ Sound: 
The trance/club rock can be 
a little annoying at times, 
but does fit the racing 
perfectly 

• Playability: 
Spot-on arcade-styled 
controls that have you 
sliding through corners and 
slipping past cars at mach 
speeds 

■ Entertainment: 
If you love speed you will 
love this highly addictive 
racer 

■ Replay Value: 
Moderate 
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"it doesn't 

rely on 

technical 

gimmicks. 

Instead, 

it delivers 

cathartic 

action and 

an absorbing 

story." 
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MACE GRIFFIN 
BOUNTY HUNTER 
THIS GUN'S FOR HIRE 

The story behind Mace Griffin is a long one. While your 
character in the game gets thrown in the slammer for ten 
years and will later endure various plot twists on his path 

to justice, it seems like a similar amount of time has passed 
since we did a feature on the title. Still, developer Warthog is 
determined to break new ground by letting players seamlessly 
partake in both space combat and FPS ground battles with no 
loading. The game does indeed do this. To my surprise, that 
is not why I like Mace Griffin. The reason I do is because it 
actually doesn't rely on technical gimmicks. Instead, it delivers 
cathartic action and an absorbing story. 

Yes, merging genres is impressive. Problem is, I don't find 
the space portions that interesting. Similar to your vehicles' 
control in Halo, the ship's cockpit is merely a skin applied to 
your screen. So despite being in space, the game never really 
stops controlling like an FPS. It's a practical solution, for sure, 
but not one that I found enjoyable enough to put up with. A 
very nice side benefit of Warthog's endeavors, however, is that 
levels are huge (as is the game itself). Barring the load points 
that pop up here and there, you'll be amazed at just how much 
fodder Mace's areas have to find and kill. 

"Who needs story in an FPS?" you may cry, but Mace Griffin 
does an excellent job of keeping your mind running while you're 

gunning- something that can't be underestimated. Of course, 
when in doubt, you'll pull the trigger and just smile. Between 
the gore, hit-sensitive enemies, and cool weapons (with 
secondary functions) at your disposal, the game keeps the 
good times rolling. It does a great job of making sure that each 
armament gets a taste of flesh. I like having to juggle and get 
the most out of all my weapons in quick succession to handle 
a hot situation. For its part, the enemy Al will follow some pretty 
good evasion routines, and will even hunt you down on occa
sion. I did, however, have an issue with foes who didn't "play by 
the rules.· How many headshots can one guy take? 

Graphically, the title can be a mixed bag. I loved the spinning 
chamber effect of your rifle (and the accompanying whine), 
and the way the light plays off of it, but it seems that one of 
the side effects of Mace's large levels and overall size is that 
the game lacks some of that Xbox shine. I know that it's been 
delayed a bunch, and this has not helped the graphics any. 

I can appreciate that what Warthog was trying to do was new 
for FPSs. But in the heat of battle, when you've got a lumbering 
Jaldari bearing down on you, there is no time for thoughts of 
any kind. And that's how it should be. In the end, Mace Griffin 
delivers on its promises, and most importantly, it gives you a 
solid and rewarding experience that you won't regret. - KATO 

■ STYU 1.PLAYER ACTION ■ PUBUSHIR BLACK LABEL GAMES ■ DIVILONR WARTHOG ■ RILIASI JUNE 17 

■ Concept: 
Mace's mix of space 
combat and FPS thrills 
aren't so revolutionary in 
execution, but the game's 
core action is a blast 

■ Graphics: 
What it lacks in flair is 
understandable given the 
size of the levels 

■ Sound: 
An extremely strong element 
of the game for many 
reasons. Oh yeah, Henry 
Rollins is in there, too 

■ Playability: 
I found space dogfghts the 
game's weakest link 

■ Entertainment: 
Technology aside, Mace 
is one tough (and fun) 
customer 

■ Replay Value: 
Moderately High 

SECOND OPINION 
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MIDTOWN 
MADNESS 3 
BADNESS TIMES 3 ! 

The scope of Midtown Madness 3 is most definitely impressive. Digital Illusions rendered 
two massive, breathing cityscapes where thousands of citizens roam the streets, traffic 
moves realistically, and lighting from different times of day is reflected perfectly onto 

every structure and object. The environments look fantastic, yet once gameplay commences all 
of the extravagance and onscreen glitz goes to waste. The entire game is structured in the vein 
of pizza delivery. From paper routes, limousine services, armored car transporting, and taxi 
work, your entire time with Midtown Madness 3 is spent transporting items from one point to 
another before time expires. If this sounds fun to you, I hear that Pizza Hut is hiring. 

Crazy Taxi excelled by pushing this concept to the limit. Its gameplay pace was blistering, and 
it forced gamers to master the intricacies of the control schematic. Midtown Madness takes a 
different approach. It's slow, and the only things you have to worry about are hitting the gas, 
turning, and avoiding traffic. That's about the gist of it. In all honesty, I enjoyed the main bulk of 
gameplay about as much as I do that throbbing sensation when a Q-tip is jammed just a littie 
too far into my ear. 

Digital Illusions did implement over 40 checkpoint races and online and link play that 
supports up to eight players. I enjoy these aspects of the game a littie more than the missions, 
but again, I found myself falling asleep at the wheel. The point-t<rpolnt tracks are very generic, 
the sensation of speed appears to be inspired by a snail, and the car physics must have been 
captured from someone pushing a shopping cart. There's nothing respectable about this 
game. The only fun that I had with it was watching the hilarious mockumentary about one of 
Midtown Madness 3's motion-capture artists. It's funny, but it's not worth the price of admis
sion. - REINER 

■ Concept: 
Another Crazy Taxi clone 
with delivery missions set in 
open-city environments 

■ Graphics: 
The detail displayed within 
the cityscapes is incredible. 
The streets are littered with 
objects and the lighting is 
as authentic as can be 

■ Sound: 
Annoying scripted dialogue 
and forgettable beats 

■ Playability: 
Hit the gas and follow the 
arrow to your objectives. 
That's it! 

■ Entertainment: 
Even with online play. 
there·s nothing redeeming 
about this game. This 
concept has been done 
better 100 times over 

■ Replay Value: 
Moderate 

SECOND OPINION 
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■ ITYU 1 OR 2.PlAYER RACING (UP TO 8-PlAYER VIA XBOX LIVE & SYSTEM LINK) ■ PUIIUINIR MICROSOFT 
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SOLDIER OF FORTUNE II: 
DOUBLE HELIX 
FIGHTING THE TIDE 

A ny game with 55 single-player missions is worth checking out. Add to that 
equation Double Helix's excellent graphical system and blistering gameplay, and 
you've got a hit on your hands. The story is a bit tired - hunt down terrorists, 

save people, blah, blah - but in the end it acts as a backdrop to hair-raising action. 
Gratuitous has also taken this porting opportunity (the game originally appeared on PC) 
to remedy some of the annoying elements that held back the first iteration. For one, 
the weapon recoil has been toned down to a manageable level; and most importantly, 
if you're discovered during a stealth mission, you don't have to start over. Hallelujah! 
I would much rather wade through a sea of enemies than having to sneak around the 
same parts of one level time after time. 

Double Helix's sound and graphics are definitely up to Xbox standards, but the track 
shooting levels seem a bit forced to me - as do some of the puzzle elements. This is 
an action game; we don't need any find-the-switch bullroar. Give me a few weapons, an 
objective, and a nice big level, and I'll be happy. The online components and downloadable 
content via Xbox Live are cool, and aside from a few bizarre collision problems, the game 
itself is solid. Worth owning, and definitely worth renting. - KRlfflAN 

■ STYU 1-PIAYER ACTION (UP TO 12-PIAYER V1A XBOX lNE OR SYSTEM LINK) 
■ PUBLISNIR ACTMSION ■ DIYILOPIR RAVEN SOFTWARE/GRATUITOUS GAMES 
■ HLIASI JUNE 17 

■ Concept: 
Hunt down terrorists with 
a gun in your hand and 
murder In your heart 

■ Graphics: 
Seeing an enemy double 
over when you blast him in 
the guts is almost as good 
as seeing his head fly off 
when you raise your aim 

■ Sound: 
Particularly good ricochet 
effects bring the gameplay 
to life 

■ P1ayablllty: 
The control is very 
reminiscent of Halo 

■ Entertainment: 
Double Helix is an excellent 
action title on its own. The 
online components are icing 
on the cake 

■ Replay Value: 
Moderately High 

SECOND OPINION 
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THE HULK 
NAP TIME 

I sometimes feel like all I'm doing is playing games for movies I really want to see. 
While Enter the Matrix is a blast (with some admitted shortcomings), Wolverine's 
Revenge introduced new levels of game-induced pain. The Hulk falls somewhere in

between the two. It's far more technically sound and visually compelling than Wolverine; 
but doesn't have the pulsing soundtrack or ' Woah, that was so cool" feeling from Enter 
the Matrix. 

Visually, Hulk has an interesting take on celshading, and the look fits here. Radical 
clearly spent a lot of time working on character models and animations, as Bruce's 
meaner side can pick up anything in the environments (including people) and chuck it at 
anything else in the environment (including other people). This is a load of fun ... for about 
15 minutes. 

Think of Destroy All Monsters Melee - it's supposed to be played in small bursts 
with friends. The Hulk features the same play dynamics and schemes, but is dragged 
out through a dull, mindless Story Mode. Presumably, the stealthy Bruce Banner levels 
are supposed to break up the monotony; but they aren't well developed, and although 
I thought this not possible, more bland than the action. Three phrases to describe The 
Hulk: technically solid, aesthetically pretty, and phenomenally dull.- USA 

■ ITYLll ·PIAYER ACTION ■ PUaUSNIR VIVENDI UNIVERSAL 
■ DIYILONR RADICAL ENTERTAINMENT■ ULIAII MAY 27 

• Concept: 
Make a game to coincide 
with the anticipated Hulk 
film, out this summer 

■ Graphics: 
Stylish eel shading throws 
back to character's comic 
book roots 

■ Sound: 
Grrr. Growl. Hulk Smash! 
Grrr.Growl 

■ P1ayablllty: 
Although the environments 
are truly destructible, the 
camera sometimes gets 
in the way of enjoyable 
mayhem 

■ Entertalrvnent: 
Like a lot of movie games 
this year - the film looks 
J)(omising and the game is 
J)(etty dull 

■ Replay Value: 
Moderate 

SECOND OPINION 
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" ... the intensity 

of the battles 

draws the 

player in, but 

the ability to 

improve your 

avatar ... keeps 

you coming 

back for more." 
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PLAN ETSI DE 
UNLEASHING THE DOGS OF WAR 

I had my doubts about PlanetSide as it wallowed in 
development hell for what seemed like forever, but 
the finished product really is an amazing piece of 

technology. Not only are the graphics impressive for a game 
of this scope, the gameplay is phenomenal. There is just so 
much to do, and once you find yourself wading knee-deep in 
an all-out war with an army of other players on your server, 
it's hard not to fall in love. 

At the heart of this title is its massively multi player 
capabilities. Like any other RPG-styled MMO out there, the 
creation and care of your character is the main attraction. 
Certainly, the intensity of the battles draws the player in, 
but the ability to improve your avatar and become a more 
powerful and renowned member of your Empire is what 
keeps you coming back for more. 

At the beginning of PlanetSide, you must join one of three 
Empires and then create your character's look. While your 
ability to aim at this point is the same as everyone else's 
on the server, the resources at your disposal are limited. So 
like a grunt, you head out to join the war to get killed and 
earn battle experience. Ideally, you will want to join a squad 
(which is a 10-man version of a group in a typical MMORPG), 
as gaining experience is much easier. Also, as you learn 
from playing the game more and more, squads and the even 
bigger outfit (much like a guild) are the secret to organizing 
and executing large-scale attacks on rival Empires. 

Back to the point at hand: As you gain experience, you are 
awarded certification points that can be used to grant your 
character access to assorted weapons, vehicles (both land 
and air), and various professions. Learn to fly a Galaxy class 
flying bus. Master the Reaver fighter. Enhance your medical 
or hacking abilities. The options are really pretty amazing, 
and almost all the skills are useful on the field of battle. 

Want to take over an enemy facility? You are going 
to need air-support, a hacker, soldiers outfitted in the 
latest body armor, and even medics and engineers who 
can keep it all working. It also wouldn't hurt if you could 
convince some other squads to join in the battle, because 
the enemy isn't just going to roll over and let you have 
it. Beginning to fathom the scope of PlanetSide? I hope 
so, because not only is this game incredibility deep, it's 
amazingly entertaining. 

My first night with PlanetSide, I found myself doing just 
about everything. From defending outposts to making 
hot-drops into enemy territory, the game delivers a very 
compelling experience from log on to log off. The only 
knocks I have against PlanetSide are that there are a 
number of time sinks revolving around travel (waiting for the 
stinking HART comes to mind), and the monthly fee required 
to play can be a pinch on the pocketbook, but otherwise 
PlanetSide is the$&*#. - ANDY 

■ STYU MASSIVELY MULTIPLAYER ACTION ■ PUBUSHIR SONY ONLINE ENTERTAINMENT■ DIVI LOPIR SONY ONLINE 
ENTERTAINMENT■ RILIASI MAY 20 

■ Concept: 
Take the MMO experience 
and make a kickin • FPS 
based around the premise 

■ Graphics: 
For the amount of players 
and the scale of the 
environments, the graphics 
are Impressive 

■ Sound: 
Even though the soundtrack 
can get repetitive, I couldn't 
imagine playng without it 

■ Playability: 
While it doesn't have all 
the high-jumping action 
of Unreal, its gameplay is 
intense 

■ Entertainment: 
When the action gets 
heated and you find yourself 
at the heart of a 200-person 
battle, this game rocks 

■ Replay Value: 
High 

SECOND OPINION 
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"All told, Rise 

of Nations is 

as solid as 

bedrock." 

RISE OF 
NATIONS 
POWER OF THE PEOPLE 

M ost interesting games seem to bend the rules a 
little bit, and Rise of Nations is no exception. In an 
obvious nod to the popular board game Risk!, Big 

Huge Games has woven elements of global-level strategy with 
its efficient and exciting RTS keystone. Although the over-map 
portions seem to be a little anemic, the gameplay options 
they represent are startling to say the least. From complex 
diplomacy to "Give me what I want, or I'll pummel you," this 
Is a title that has a little something for everyone who loves 
good strategy coupled with solid gameplay. 

The story unfolds as you take the reigns of one of 18 
different nations. From there, it 's your Job to shape and 
mold your people's Mure through war, diplomacy, and 
whatever other means you're able to come up with. In terms 
of sheer variety, having the luxury of such a varied array 
of nationalities is a beautiful thing; but not all nations are 
created equal. Some have excellent bonuses incorporated 
with them, and others are decidedly ho-hum. However, after 
conquering a nation, you're given its specific ability In the 
form of a card, which can be used before any battle - but can 
only be used once. You'll also gain other cards which will give 
you permanent bonuses throughout your game, but choosing 
what nations to attack, and with which cards, Is the kind of 
problem that strategy gamers love solving. 

In terms of nuts and bolts, advancing through civilization's 

assorted ages is interesting, but the way these milestones 
affect your game is rather odd at times. Although the game 
does possess an internal "clock" of sorts that advances 
through the highpoints in humanity's development (Classical 
Age, Age of Enlightenment. Industrial Age, etc.) on its own, 
you're forced to re-research the different components 
that make up the innovations leading to the next major 
checkpoint over and over again until the game's clock moves 
to the next age. I suppose it's the nature of the RTS beast 
to have this kind of technology discovery repetition, but 
there must be a more fulfilling way to do it. As a pure rea~ 
time strategy title, Rise of Nations sizzles with excellent unit 
intelligence, intuitive formation building, and a mess of ways 
to gain political and military advantages over your foes. Each 
side seems to be well balanced, and if you play your cards 
right, some spectacular battles are in store for you. 

All told, Rise of Nations is as solid as bedrock. You're 
not throwing your money away on something you'll only 
enjoy for a scant few hours, and there's a lot of fun to be 
had here. There's even a bit of education embedded as far 
as historical military units go - gasp! So there you have it, 
chaps and chap-ettes: feel free to pick this one up without 
fear or guilt - unlike your filthy pilfering of the collection 
plates at church. - KRISTIAN 

■ STYU 1 TO 8-PIAYER ACTlON/STRATcGY ■ PUaUSHIR MICROSOFT■ DIVILOPH 81G t-«.JGE GAMES■ ULUSI MAY 20 

■ Concept: 

A refreshing blend of 
rea~time strategy and 
Risk4ike elements combine 
to produce an excellent 
experience 

■ Graphics: 
Nothing mind-Olowing, but 
nothing to sniff at either - I 
was satisfied every step of 
the way 

• Sound: 
Some of the battle effects 
could use a little touching up, 
but everything else is 'ilfNf 

■ PlayabHlty: 
The tutorials seem 
disjointed to me. However, 
I didn't experience any 
nagging Issues In-game 

■ Entertainment: 
A must-have for both 
strategy and RTS geeks 

■ Replay Value: 
High 

SECOND OPINION 
TNa ..... _.., ,.,.._ 
_,..lllleo_ 
..,_.,., ....... ""'111emwe, 
................ 1a11a ... ......._-.. , 
lu!MCII but llle
ctOWII--,. RIM of NlllloM 
........ Ille depth of -
_,...,._,but 

-•-r--..ar 
Interface and ollels...,... 
lnotallt oa,tllcatlon. llattlN 
............ after only 
.... ,,.,,_of,,..,, and 
ba-,cyow .... Into 
• buatll,c lnduwtll city mWlt 
take • couple of houri. Son, • 
lndetalll ... -.,.._,. 
- no11nc..-, but
....,,.......,.,.,,.,._ Ille 
..,.., _.. ~ I 

couldn't - ...._ RIM dNon't 
aullerhma,y ............ 
-,ll'aextnmely-, to 
become ................. Ille --· CIET-1.29 

GAME INFORMER 119 



Whlel-1111111111111-
• FNncll- -lllllloulli 
ldld-m,.-tynlt 
Ital!~ i:wan· - 1 
.., muc:11 of WMI INI ..... 
..... , ..... _wltlt 
-andtlleconlNla, 
11111 I wllll tliat lJllll'd pin 
• .,,.,._ (I.e. cetllnC
Ndpee) In. cllhnnt, i.. 
random way. 

THE SIMS: 
SUPERSTAR 
MARY CATHERINE NOT INCLUDED 

W hat is this series all about? Living out an alternative life. If you don't know 
about, or haven't heard of The Sims, then you're living in a cave somewhere, 
and why you're reading this magazine right now I'll never know. In any event, 

Superstar adds to the series with a quaint little diversion that puts you into the skin of a 
modern day celebrity. After finding an agent through the local entertainment industry rag, 
you'll train your alter ego in a number of categories, then set out to a new location where 
they'll perform and hobnob with the entertainment industry's elite. At one point, I was 
badgering Marilyn Monroe for her autograph, and she had to run away to avoid me. 

After improving your entertainment skills, it's hilarious to watch your Sim give out 
autographs and do things like making music videos. This is definitely the best expansion 
yet released for the Sims, but certain issues still bog this title down. I'm absolutely 
confounded that the game clock hasn't been slowed yet. It simply should not take 
my guy 10 minutes to walk from the living room to the bathroom. The problem is only 
exacerbated when travelling to different areas of the city, as you have only a finite 
amount of time to do what you want to do before it's time to go to bed. That being said, 
Sims junkies will definitely get a charge out of Superstar - time-passage problem or 
no. - KRISTIAN 

■ STYU 1 ·PIAYER SIMUlATION ■ PUBLISHI R ELECTRONIC ARTS ■ DIVILON R MAXIS 
■ UUAA MAY15 

■ Concept: 
Another add-On to the most 
successful PC franchise in 
history 

■ Graphics: 
Same ol' same 'ol. 
Obviously there are new 
items and animations, but 
nothing radically different 

■ Sound: 
Hearing my Sim try to sing 
with only one creativity point 
was hilarious 

■ Playability: 
Becoming familiar with the 
new environment won't take 
you long 

■ Entertainment: 
The new subject matter is 
clever and entertaining -
things you expect from Maxis 

■ Replay Value: 
High 

SECOND OPINION 
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2 is everything 

a fan of the 

series could 

want." 
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ADVANCE WARS 2: 
BLACK HOLE RISING 
STRATEGIC SUPREMACY 

W hile Advance Wars 2's Black Hole Rising tag line 
may sound like a new Soundgarden album, it 
is actually the follow-up to one of the greatest 

games in history. I'm not just talking about handheld titles 
either; I'm talking consoles and PCs as well. If you weren't 
lucky or smart enough to play the original Advance Wars, 
you need to put down the magazine immediately and go buy 
it. .. NOW! It's that good. 

Okay, now that the uninformed have run off to play the 
original; we can discuss the sequel that, for all intents 
and purposes, is a lot more of the same - except with 
bigger, more difficult missions and some new pieces to 
spice up the action. While that doesn't sound like much 
of an improvement on the surface, it really makes for an 
outstanding sequel. 

Sadly, Advance Wars 2 does start off a little slow, as the 
first four or five missions of the Campaign mode incorporate 
various training features to help refresh unit usage, as well 
as map rules such as fog of war and how terrain can be 
used to the player's advantage. It's a little annoying for the 
seasoned player, but it's not the end of the world. 

The main commanding officers are once again Andy, 
Sarni, and Max for the Orange Army; but as you advance 
in Campaign mode you will get a chance to control other 
armies again including Green Earth, Blue Moon, and Yellow 
Comet. Thankfully, all four armies feature new COs such as 
the cranky Sensei or the young cadet Colin - each with new 
and unique powers. Advance Wars 2 has also upped the 
effect that the commanding officers have on the outcome of 
battle by adding a new Super CO power (which is basically 

a super-sized version of their normal power). This gives 
players the option to use the standard CO power, or save up 
for a larger reward. 

Perhaps the greatest additions to Advance Wars 2 are 
the new units and facilities. For example, during certain 
missions you are given the opportunity to steal secret plans 
from the vile Black Hole army and then produce the new 
Neo Tank (an amazing unit that can tear up even MD tanks) 
from your factories. But even better than that is the addition 
of Missile Silos throughout various maps. This one-shot 
weapon enables the player to fire on any ground unit on the 
map. An amazing weapon, especially when you find a nice 
set of five or six silos together. 

The enemy also has a wide variety of new obstacles for 
you to overcome. From giant missile launchers that require 
you to destroy the eight surrounding buildings in 15 days, to 
weapon factories that will relentlessly spew enemy units until 
the pipe feeding the structure is destroyed, these new super
structures will challenge you like never before. There are 
also new super cannons that can fire on any unit in a large 
array. One of my favorite missions actually has you moving 
your forces through a forest of trees to avoid the relentless 
fire of these giant cannons. It's pretty intense, as it basically 
challenges you to use all the skills at your disposal as well as 
make perfect use of the terrain. 

In the end, Advance Wars 2 is everything a fan of the 
series could want. There are more opportunities for dual 
army control (like the final battle in the original) as well as 
much more challenging maps to defeat. If you own a Game 
Boy Advance, seriously need this game. - ANDY 

■ snu 1-PIAYER STRATEGY IUP TO A·PIAYER VlA LINK) ■ PUBUINIR NINTENDO ■ DIVILOPH INTEWGENT SYSTEMS 
■ RILIASI JUNE 23 

■ Concept 
Deliver more of the gameplay 
we all 10\'ed in the first: but 
with some nice, new twists 

■ Graphics: 
Overall, the game looks 
almost identical to the original, 
but that's not a bad thing 

■ Sound: 

The soundtrack is not 
this game's strong point. 
especially since you will be 
playing ~ for hours on end. 
Buy an iPod and listen to 
tunes 

■ Playability: 
About the only complaint I 
can think of is that you can ·1 
attack and then move, but ~·s 
otherwise perfect 

■ Entertainment: 
Advance Wars 2 is easily 
one of the deepest and 
most entertaining Game Boy 
Advance titles to date 

■ Replay Value: 
High 

SECOND OPINION 
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GAME BOY ADVANCE 

DRAGON BALL .Z: 
LEGACY OF GOKU II 
THE LEGACY CONTINUES 

Legacy of Goku II is an interesting study in how to simultaneously do everything 
right and wrong in a sequel. Fans of the cartoon series were happy that Atari (nee, 
lnfogrames) so closely mimicked the world they love in the first GBA game, and 

that attention to detail is certainly back. The rest of the planet, however, will surely groan 
when they find out that Legacy's most aggravating trait - its combat - is also making a 
return. 

It's baffling why a title that pays such close attention to the details of the television 
show (evident in the character models, humor, and storyline) would not fix the obvious 
problems that plagued its predecessor. I can understand that real-time combat on the 
GBA will always be limited, but LoG ll's problem is in the fighting's collision and balance. 
Basically, there is little rhyme or reason as to whether you or your foe will land a hit. 
Frustrating. 

Luckily, the remainder of the title is very enjoyable. With more playable characters 
(which you can change at the plentiful save points) and areas to explore (the overhead 
map is simply cool), my efforts in completing sidequests and keeping everyone 
sufficiently leveled-up kept me going quite happily - something which isn't for everyone. 
With its pluses and minuses, this Legacy comes out about even to the first in being a 
slightly above-average game with unrealized potential. - KATO 

■ STYLI 1-PLAYER ACTION/ ADVENTURE ■ PUBUSHER ATARI ■ DEVELOPER WEBFOOT 
TECHNOLOGIES ■ RELEASE JUNE 24 

■ Concept: 
Better than the first in 
almost every way- except 
the combat. Uurggh! 

■ Graphics: 
It's a great looking game, 
and the character models 
are expressive 

■ Sound: 
There's some great moody 
music here 

■ Playability: 
Despite various special 
attacks and playable 
characters, combat remains 
this series' Achilles· heel 

■ Entertainment: 
Even with its one glaring 
flaw, you will enjoy this title 

■ Replay Value: 
Moderately Low 

SECOND OPINION 
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In association with the NPD TRSTS Video Games Service, Charts presents an in-depth 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. 

6 N/ A 

7 2 

8 6 

9 4 

10 N/ A 

u N/ A 

12 19 

13 N/ A 

1A N/ A 

15 7 

16 N/ A 

17 3 

18 20 

19 N/ A 

20 12 

1 N/ A The Legend of Zelda: The Wind Waker GC 10 
PO<NT 

Mar-03 $50 

Everyone is catching Zelda fever. Pat Benetar is even working on a tribute song to this 
great game, using her hit "Heartbreaker" as a base. Here's a sneak peak: "Link's the 
right kind of elven, to relieve my inner fantasies! He don't need no shelvin', cuz you know 
that he was made to be ... He's a ... Wind Waker! Nap taker! Pot breaker! Don't you mess 

_ _.....a..._ around with Link, he's a .. ." 

= 11!,;ia::ii:" ,.! 2 N/A Pokemon Ruby GBA 7.25 Mar-03 $30 

Before you start ripping on kids for buying this game for its similarity to the Pokemon before 
it, look in a mirror. Remember when you got Battle Armor He-Man? It's the same damn 

---- action figure, just with a dentable torso. But no, you had to have it. You threw that tantrum 
at K-Mart and worked yourself up into such a frenzy that you puked. Didn't ya, Up Chuck? 

3 N/ A Pokemon Sapphire GBA 7 .25 Mar-03 $30 

"I choose you, Pikachu!" That's what millions of kids are saying once again these days. 
"You're choosing Satan, you lost sheep! · some of the Bible belt's elite reply. While we 
think Pika's Electric Shock attack could counter the effects of Satan's Horn Rush, both 
sides bring up some pretty good points. Wait until Yu-Gi-Oh does the run-in on this battle, 
and hits both sides with steel chairs. Sunday! Sundayl Sunday! 

4 N/ A Tenchu: Wrath of Heaven PS2 9 Mar-03 $49 

Our grandmas told us to chew 30 times before swallowing; but dear ol' granny didn't 
have a big sword with which to chop off our heads, so we'll agree with this game that 
10 chews is the way to go. We know grandma knitted us those argyle socks, but you 
don't mess with a ninja. They're like a pack of Keyser Sozes in pajamas. They'll kill you, 
then - like that·- they're gone. 

5 1 The Getaway PS2 9 Jan-03 $40 

Chrissie Hynde is the obvious favorite, because of her vocals on tracks like "Don't Get 
Me Wrong" and ' Back on the Chain Gang: both of which she got writing credit for. The 
late John Honeyman-Scott's skills with the guitar are not to be denied, however. When all 
is said and done, though, The Getaway is our favorite Pretender. It seems like many of 
you agree. 

Def Jam Vendetta PS2 8.5 Mar-03 $50 

Grand Theft Auto: Vice City PS2 10 0ct-02 $50 

Xenouca: Episode 1 PS2 9.75 Feb-03 $50 

Yu-GI-Ohl Duelist of the Roses PS2 8 Feb-03 $49 

MVPBneball2003 PS2 9.25 Mar-03 $50 

Driver 2 Advance GBA 7.75 Oct-02 $20 

SOCOM: U.S. Navy SEALI PS2 9.5 Aug-02 $60 

Dynasty Warriors 4 PS2 7 Mar-03 $49 

NBA Street PS2 9.25 Jun-01 $20 

Yu-GI-Ohl Dunceon Dice Mon1ters GBA B Feb-03 $30 

Gran Turlemo 3: A-Spec PS2 9 Jul-01 $20 

The Sima PS2 9 Jan-03 $50 

The Legend of Zelda: A Unk to the Past GBA 9.25 Dec-02 $30 

Ace Combat 4 PS2 8.5 Oct-01 $20 

Ghost Recon PS2 8.5 Dec-02 $49 

Souttt: ~ In~ (l'ittftllnmtnl Str't'lct • t<Mtln S.nen-~11 (516) 825-2481 

JAPAN TOP 1 0 . 
POS. LMO GAME SYSTEM 

1 N/ A Mega Man Zero 2 GBA 

2 N/ A Nuroto GBA 

3 N/ A Are Emblem: Ramlng Sword GSA 
4 6 Pokemon Ruby/ Sapphire GBA 
5 N/ A Tenchu: Wrath of Heaven PS2 

6 4 Made In Warlo GBA 
7 1 Dragon Quest Monsters: Caravan Heart GBA 

8 N/ A From TV Animation One Piece: Ocean'• DrNm PSone 
9 N/A Generations of Chaos 3 PS2 
10 N/ A Castlevanla: Arla of Sorrow GBA 

GAME INFORMER TOP 1 0 
l.MO GAME SYST£M 

N/A PlanetSlde PC 

N/ A Advance Wars 2 GBA 
2 The Legend of Zelda: The Wind Waker GC 

N/ A Midnight Club II Xbox 

6 Star Wars Galaxies PC 

N/ A Arc the Lad: Twlllght of the Spirits PS2 

10 Enter The Matrix PS2 
1 Return to Castle Wolfenlteln: Tides of W• Xbox 
5 NBA Street Vol. 2 PS2 

PC TOP 10 ' • 
POS l.MO GAME MONTlt PRICE 

1 N/ A Delta Force: Black Hawk Down Mar-03 $37 

2 1 Command & Conquer: 8-rals Feb-03 $46 

3 3 The Sims Deluxe Sep-02 $42 

4 6 The Sims: Unleashed Sep-02 $27 

5 5 Battlefleld 1942 Sep-02 $46 

6 7 Zoo~coon Oct-01 $25 

7 N/ A CSI: Crime Sc- lnvestlCatlon Mar-03 $30 

8 N/ A Warcraft Ill: Reio, of Chaos Jul-02 $37 

9 N/ A Dlablo 2 Jun-00 $20 

10 Mall fycoon Feb-02 $18 
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REVIEWS ARCHIVE JULY 2003 
HARRY POTIER AND THE 
CHAMBER OF SECRETS 
■ l'OIIMAT PIAYSTATION 2 ■ ITYU 1 ·PIAYER ACTION/PIATFORM 
■ ,.-, ,,.... El£CTRONIC ARTS ■ BVIIWID JAN-03 

While it's marginally interesting 
to collect and assign new spells 
to your HUD, that's about the 
only thing that even came close 
to jarring me from the lazy daze 
I fell into while playing Harry 
Potter. It's sort of odd that 
the developers again opted 

for the Zelda/ Star Fox "no jump· control scheme, because 
de-emphasizing the action element means you have to have 
some pretty unique puzzles and levels to keep 
our attention - which this game definitely 
doesn't. Lame. - MATI 

U5 

N8Asi.,ng, .. 
Nl!A-11>1.2 

6.25 
I 

- Ello: Combol_,,, May-03 
--2004 8 Ap,-03 NCM Cologe --21<3 5.75 
~ 8.75 May-03 NCMFnlF<u 1.25 -- 8 - NCMMwi-....2003 8 
IJVOllo<Mf'wy2 I ......., PH.2003 7.75 

-EngnAqull 7 F<b-03 PH.Ha 2003 8.75 

Big....,T.-, 7.5 May-03 .......... 6.25 
Blod<&l!Noed 7.5 ... -03 PrideFC 8 -· 6 No,-Q2 Plinal 6.75 -- I - ....... 0,,. 1.25 

8MX XXX 7.75 Jan-03 P.T.O. IV 7.75 

8realh of Fn: Dragon Ouarter II Mat-03 Raly fus,on; 
_2:_al_ 8 No,-02 Race al°'""""" 8 

ca.·sBigGMlo....., 7 Mat-03 Ra-&Clri 8.75 

a-i._, 8.5 - Raymw, 3: - H,..,c 8.5 

~ens,,- 6.5 May-03 Raymw, Arena 6.5 

Clock Towe, 3 as May-03 Red Faction II 8.75 

Coln McRae Ady 3 8.75 May-03 Reign off re 6.25 

Corlt Shan819d Solcief 8.25 Oec-Q2 R<lsidenlEwOeadAi<I 6 

Dol4<Cloud2 1.25 - --- 7.75 

DOA Max 75 Oec-Q2 Amli<eHel 8 

Dold .. ~ 1.25 - Rygo,-The 

OefJam- 85 Ap,-03 1....-,y- • - 7.75 - Shmbo 8 

Oo,iMayQy2 7 Mat-03 
She, 7.25 

O..S.Repo,1 8 ... -03 Sion1Scope3 7.75 

Dot Had!: Vol. 1: Hedion 8.25 Mat-03 
&r,_,.Skaleboardi1g 

DolHaciVol2:- 7.75 - S.,The 

Dr. - 7.75 Oec-Q2 ~=- 1.25 
~Bal2'l!ulc,g 7.25 Jan-03 Spiu,Cell 85 

°"'"'"-
7 Jan-03 

Oyna,iyT.m 8 Nov-02 
SlarWatS:Botny....., 5.75 

Siar Wa,s: The Cblo - 7.75 
Oyna,iyWamn3: Sim- 75 
""""'L,gordl 6.75 Jan-03 -· u 

Oyna,iyWamn• 7 Ap,-03 -... -- 15 - -2 I 

-2 8.75 ... -03 ~Busl·A--2 75 

~<-.- • - ~ E,I Dold: Shadowal- 7 

A FisCfl.A ol Boomlbd: 7.75 - -· 9 

E-Sbleboordilg 5 Oec-Q2 --al- I 

f9"'rif355~ 7 - T8l'TIW\alcr: Dawn of Fate, The 6 

AFA2003 8 Oec-02 
Tong, The 8.25 

fl5t'llerMaker2 65 Fo!HXI 
TrneSpiaffl2 8.25 

·-·•CNk,ge 75 ... -03 ro.r-.... -· 1.25 

Gallop Racor 2003: Treasure Plane! 7.75 

ANewllteod 85 May-03 T_,Aeria/AssatAI 8 

G1 Joc:Qy3 8 - T-E- 7.5 

-The I - Ty lhe Tasmanian Tiger 7.75 

GrandPrix~ 75 May-03 Unlm1ed Saga 6.5 
_,,,,._\<11:otCly 10 - Ve,oc 6.75 

Granda Xtr.-ne 75 - V•Raly3 8.75 

Guily Gea, X2 8.75 Mat-03 
W,,al ... _ 

6 

HanyPoa.and WidArms3 7.75 

... ~al- 6 Jan-03 w...rv-, I 
Hawn: Cell al ... Ki'lg 8.25 Jan-03 Wortd Series Basebal 2K3 6.75 

~-2004 7 Ap,-03 Wand TOIX Soecer 2CN)3 85 

Hal--· 6 - - 7.75 

Hypersa,cEmme 7.25 ... -03 WWECNshHa<r 5.25 -- 7 - WWE---- 6 F<b-03 Stu:YowMot.«h 75 

James l!cnj 007: ~ 775 Jan-03 X2 Wot,1effleis Re\l9nge 55 

.1amesc.n.on·s0o,tAr,ge1 5.25 Jan-03 x-- Drnension 7.75 

JetX20 75 Oec-Q2 ~-· -- 0.-21,- U5 ~- 8.75 Ap,-03 Yu-Gi-Oh!The 

Ki'lga1Rcw66, The 7 Ap,-03 DuelistsofhAoses 

L,gordl al w,-.g ff fo!HXI Zaleal ... -
l.onlal ... Aongs:The 

The2ndAlme< 85 

f_al ... lq.The 3 Oec-Q2 ltM,,l#i•J:j ..... ., ... ....., 
ThtTwo-Tho 1.25 - 4X◄ Evo 2 8 

MaMIVs.Capcom 2 85 Oec-02 -~ 95 
Me<alGea, Army Men: Sa,ge's Wa, 6 
Sold2:--.C. 65 Ap,-03 ATV: Oued Powe< Racr,g 2 8 ........ -, I u.,a, Batman: Oarti; Tomorrow 0.75 

""1ori!yRepo,1: l!,gA,freeslyle 6 
E,e,yt>odyRtro 6.75 fo!HXI lllack&Bnised 7.5 

Ml.B2004 6.5 Ap,-03 Blood0men2 75 
Ml.B s..,gf"' 2004 8 Ap,-03 BloodRayne 7 
--0.,,-.:015 ......., 

8MX XXX 7.75 
MoloGP3 7 Ap,-03 !!un'ot.<2:_al_ 8.5 --= U5 - Capcom Vs. SM< 2 EO 75 
NASCAA: Dr110 Day,o,-. 8.75 Nov-02 C«6ct Desert Sloon 6 
-11() 1.25 - ClilMxe 7.5 
NBALI,e 2003 8.75 Nov-02 Oa,'qnedSkyo 6.75 
NBA""""'-<2003 6.75 No,-Q2 OeadlOAqllS 8.75 
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6 
Oec-02 
lllf4I 
Jan-03 
Jan-03 
Jan-03 ----May-03 -Mat-03 

Oec-02 
Oec-02 
Mat-03 
No,.()2 
Oec-02 
Oec-02 -Oec-02 
Nov-02 

Oec-Q2 
Oec-02 
No,-Q2 
No,-02 
Oec-02 --Ap,-03 
Jan-03 -Jan-03 --Oec-02 -Ol:>4i! 
~ 
Oc:t-02 -Oec-02 
Dec« 
Jan-03 
No,-02 
Oc:t-02 
No,-02 
Joo-03 
Ap,-03 
Jan-03 
fo!HXI 
Nov-02 
~ 
Ap,-03 
fo!HXI 
Oec-02 
May-03 

Oec-Q2 -Oec-02 -Ap,-03 

May-03 

Oc:t-02 

= May-03 
Mal-03 
May-03 
No,-02 
Mat-03 
JM-03 
Oec-02 
fo!HXI 
May-03 
No,-Q2 
May-03 -Oec-Q2 
Jan-03 

DolJamVandolla 875 Ap,-03 Ef:11 
O,,Ha,d:Vandolla 6 Jan-03 --2004 8 Ap,-03 
DrlnoyS!>ottsfool>el 6.75 ... -03 Ntz.ExtremeRacng 5.5 Oec-Q2 
Drlnoy S!>otts Soa:lf - ... , 7.75 May-03 
Drsnoys PK. Ou ATV:Ouedf>owwRacr,g2 75 Ap,-03 al ... _ 

• 75 Mat-03 
Or. - 7 - -· Gaw. Dolt -

85 Oec-Q2 

~ -•Llir30 7.75 Fo!HXI - 7.25 No,-Q2 

Egg""" 7.75 - -Engn- 7 Fo!HXI 

EtU,lhoMalril< 85 - Black Slone: Magic & Sleel 3 fo!HXI 

E-Words 7 Oec-02 
Blikte ll 6 -FIFA2003 8 Jan-03 Blinx:TheT.,..5- 7.75 -GhoolR«on 775 May-03 
BloodRayne 775 Oec-Q2 - 8MX XXX 7.75 Jan-03 

De,wyAI-Mele< 8 - My ... _Sloyw 9 = .... • lloy-0) Bun-ot.<2:f'orllal 

JamN Bond 007: N9\(F'n 8 Jan-03 -~•Cu 8.5 --K,,g,2003 7.5 No,-02 
Capcom Vs. SNK 2 EO 8.5 Jan-03 

~alZoia 
Clwe: HolywoodSll.r<Drive< 7 Oc:t-02 

lMWlndW.•.Tht 10 - Coln McRae Ady 3 8.75 Oec-02 

legends of W,"'ing II 6.75 fo!HXI Commandos 2: 

lOldal.,_~ 
MenofCotnge 6 Nov-02 

TheToo-The t.25 - Conllk:t Desert Sloon 8 Nov-02 

loll Kngdomsll 8.5 - Crimson Sea 7.75 fo!HXI 

ManoPa,y ◄ 3 Oec-02 OeadorAiw 

MedalofHonor:Frtnline 8.75 Oec-02 
Xtreme Beach Voleybal 7.5 Mat-03 

Mega Man. - 5 Jan-03 

-T- 6.25 - - 8.25 fo!HXI -- 15 - Dr.- 8 Oec-02 

MnonlyRepo,1. ~·•w30 7.75 Jan-03 

E,wyt,ody Rtro 8.75 fo!HXI Oyna,iyWamoB3 7.25 Oc:t-02 

MlBSl,giost2004 1575 Ap,-03 Ew Dead: 

- ... Saean,Arenl 5 Oec-Q2 AfistUofBoomsllCt 8 ---0.,,-1 - F•- 9 -MyslicHenJel 7.75 Oc:t-02 Funoo,Kart,,g 6 -NASCAR-2003 9 OOG! GhoolR«on 85 Oec-Q2 

Nl!A-11>1.2 ' lllf4I Godzila:De,wy 

-forSpeod 

.. __ 
7.5 -Hal Plnu< 2 7.5 - Gu\Melal 6 Oc:t-02 

PH.Ha2003 8.75 - Hgl-2004 7.25 Ap,-03 

a.-Gol 7.75 Oec-02 Hina>2:Sionl- 8.5 Oec-Q2 

Pac-Man FeYer 7.25 - House al,-. Dead Ill, The 6.5 Nov-02 

Pl'ofusySlar k'dcw'la Jones and lhe 

DrbVersoonl&II Jan-03 ~sTorrb 8.5 ... -03 

Raymw,Arona 7 Nov-02 ~ Bond 007: Nqif"n 7.75 Jan-03 

RedFactionl1 8.75 Ap,-03 ---E.io l.l5 Oec-Q2 Operation- 8.25 Ap,-03 

Resklen1Evl2 8 Ap,-03 
KakulOCl'<ijol 6.25 Jan-03 

Resident Evil 3: Nemesis 7.75 Ap,-03 
Kely Slater's Pro Surfer 8.5 Oc:t-02 

Roboledl: Ballle<ry 8.5 Oec-02 
Kl.l"lg Fu Chaos 6.5 Mat-03 

Soo,poonKi'lg: 
legends of W,esling 11 6.75 fo!HXI 

AJse of ... - . The 3 Oc:t-02 l.onlal ... Aongs: 

Siwek: Em La,ge 3 Jan-03 n.tToo-The 1.25 ftM! 

Srns, The 8.75 May-03 
Mar.-e!Vs.Capcorn2 8.5 May-03 

-•-ugnlo ' - - 8.75 Oec-02 

Son,c-..nOX 5 May-03 
MedalalHonot:fmnllile 8.75 Oec-Q2 

Soni: Mega Coloaion 8.75 Oec-02 
MelalOw,geon 6 Fo!HXI 

Sph,Cell 8.5 May-03 --Seid 2: __,. 9.25 
......., 

S/Jy,o:EtU, ... Oragonlly 4.75 Jan-03 MiaoMadw'oes 6 May-03 

StarFoxAdYerues 8.75 - MnonlyRepo,t 

SlarWa<s: Botny....., 5 Fo!HXI 
E,e,yt,ody Rtro 6.75 fo!HXI 

Ml8--2003 55 -Siar W...: Jodi°""" 8.75 Jan-03 Ml.8 Sl,gfesl 2004 6.75 Ap,-03 
Siar W...: The Cblo w,,. 8.25 Oec-02 
SunalAIFoa,s, The 5.5 Ap,-03 

Monopoly Pa,!y • Oec-02 
--0.,,-95 ......., 

-•--1 - MoloGP2 8 -~-PIii) 8 - ......... 5.75 Mat-03 
- Monl;oy Bal 2 7.75 Oc:t-02 --- 1.25 -- NASCAR-2'm • -ShadowalApokoli)o 6.5 May-03 
s.,,ge,,Gol 7.75 Jan-03 

NBAlnsdeDriYe2003 75 No,-02 

T,ge< Woods PGA Tow 2003 8 - --11>1.2 I -T.,..Spillet,2 8.5 Oec-02 
Need for Soeed: Hal """'1 2 85 No,-02 ,...,_ .. ...,_, 9 Oec-Q2 
NHl.2003 7.75 No,-02 

T011 Gui: Comba1 Zones 6.75 - IK.210 U5 -Tnv'tSWOftd Surf: Next Wave 55 May-03 
NHL Ha 2003 8.75 No,-02 

T<ileSlide, 6.5 - Nqllcastetll: Equno, 5.75 Fo!HXI 

T1tok: E'IOUlon 7.75 No,-02 Panzer Dragoon Orta 825 JM-03 

Ve,oc 8.25 Mat-03 
PharlomCrash 7.5 Jan-03 

Whir1TotK 7.5 Nov-02 
Prisoner of War 7 No,-Q2 

Wtecklen: Pio-~ 9 ~ 

ThaYakuzaMls$1ons 7.75 Jan-03 Pus, Rac8< 3 Fo!HXI 

WWECNshHa<r • May-03 OuanllrnR&dsl'ofl 6 No,-02 

X2Wo1,tme'sAe,enge 5.75 - Raly fusion: 

X·Men: Next Omensaon 7.75 Jan-03 Raceof°"""""' 8 Jan-03 

2-;0ntlVid<odCnd<ec 8.75 Oec-02 
Red Faction II 8.25 Ap,-03 -.. ~-TodolalWlr 1.25 -- 3.5 May-03 

VEXX 
■ IPOIIMAT xeox ■ ITYII 1 ·PIAYER ACTION/PIATFORM 
■ PUaUIIIIR ACCIAIM ■ ltlYIIWID MAR-03 

Unfortunately, Ve1:1. falters 
where many of its kind do - the 
camera system. The number of 
times I was frustrated by not 
being able to see what I wanted 
were too many to be easily 
forgiven. This, and the fact that 
I felt like I was playing a been

there-done-that type of game, led me to believe that only the 
platform faithful will really be able to sit down and enjoy this 
one consistently from sitting to sitting. Fortunately, there are 
some inventive gameplay elements, such as jumping around 
2D paintings and setting the time of day with a 
magical sundial. If you're pining for a decent f!i1 8 
Xbox platformer, this is it. - KRISTIAN u.l 

-Ballleay 8.5 Nov-02 GAME BOY ADVANCE 
Rod<y 7 Oec-Q2 

-C-.T""°" -AmlbHel May-03 - • Jan-03 
SogeGT2002 8.25 Oc:t-02 -- ' Oec-Q2 
Slwm,oll 8 Jan-03 
-~Piny 3.25 Jan-03 

w-lrkoe 7.75 Oec-02 --- 6.75 Oec-02 
NrStarBasebal2004 65 Ap,-03 --Guanian °'"' Reams 75 F<b-03 
ATV: Oued Poww Racr,g 6 Oec-02 ~.,.,._ t.25 -CriaArlYanco: 

Sino.The 8.75 Ap,-03 TheAienWa<sEX 875 Oec-Q2 
~Cell 8.75 Jan-03 Crash Bandicool 2: N-Tranced 7.5 Jan-03 
S,.,-Jodl°"""' 9 Oec-Q2 
Slat wars: Thi Clone wars 8.5 - Qazy T8": Cuch a rude • May-03 

Oa,ede,i 5 Mat-03 
S1aloalem,,goncy 7 May-03 
si..- 95 Oec-Q2 

Daw Mm Freest)ie BMX 3 8.25 Mat-03 
Defenda< 2 fo!HXI 

~ : The Man of Slee! 4.75 Jan-03 
Tao Feng: F",at of ill LOWS 7.25 Ap,-03 

l)orQy K""9 Counry • -Doomll 8.5 Oec-02 
Temntor: Dawn of Fate, The 6 Oc:t-02 Drive<2Ar1Yanco 7.75 Nov-02 
Tlwlg.The 8.25 No,.()2 
T....spilleB2 8.5 Oec-Q2 

o,.,_,. & Dragons: 
Eyeol,-.lleholde, 5.5 Mat-03 

TOOMn&EM1111: 
MissionlOEarth 6 Nov-02 ,...,_,Pio_, 9 Oec-Q2 

Egg Mania 8 Oc:t-02 
FnPlo~2 9 ... -03 
Gai:lor: Defenders of 

T04al_,.,,,Rac,,g 6.5 JM-03 lhe Outer Dimension 7.75 Oec-Q2 
Ton:Grn:I 6.25 Fo!HXI Game & Wald,: Ga!e,y 4 3 fo!HXI 
T-~ 65 JM-03 Godlila Oomnalionl 4.5 May-03 
T-E- 75 Oc:t-02 Golden 5"': The loll Age 8 Ap,-03 

RUN LIKE HELL 
■ l'OIIMAI xeox ■ ITYU 1 ·PIAYER ACTION/ ADVENTURE 
■ l'UaUllllll lNTERPIAY■ ltlYIIWID MAY-03 

Lightening the load between 
intense boss battles (complete 
with Breaking Benjamin-
supplied rock soundtrack) are 
minigames to execute some 
key maneuvers. For instance, 
after a big baddie does in 
your buddy, a duck and jump 

timing section pops up. Execute it correctly, and the monster 
is sucked safely outside the station. Some say that shoddy 
graphics, a repetitive soundtrack, a low number of enemy 
types, and thrown-together cutscenes plague the PS2 version 
of RLH. Gladly, each of these issues has been touched 
up and makes the Xbox version a simple i 8 escapism title that's worth picking up. - USA 

Ty I'll Tum.nan Tiger 6.5 No,-02 GTM-nra3: 
UfC:T"'°" 2 6.25 May-03 Plo~Rac,,g 7.25 ... -03 ..... ~ 8.75 JM-03 lridionll 8 May-03 - 8 Mat-03 "'5ticel.Np: - 2 Oec-Q2 

_ .... 
4.25 -- 6.25 Oec-Q2 Kiby: ~· '1 o-niar,i 8.75 Jan-03 

W.,,,Racr,g 5 - ~.,-
---21<3 7 Ap,-03 ...... ,, .. Poll Tho 9.25 Jan-03 

X2-'•Ae,enge 5.5 - legends al Vl,esling' 0.75 ... -03 
Lego-: -- 7.75 -1503A.0.; Tht New WOfld 7,5 Ap,-03 
l.onlallhaR,igs:The 
f~al ... Ring, The 5 Oec-Q2 

.,,,.,Mjlllology 9.5 - l.onlal ... Ringe: 
AllenlVlfSUSPredalor2: The Two TOWiWS, The 6.75 fo!HXI -- 8 Oc:t-02 lollVmgs,The 7 -- ·· Cal 2: f- Ki'lgs 85 fo!HXI l.JJfia:The Rui'lsof Lore 7.75 Ap,-03 
-•t<a 9 - wwl.,gend 7.5 fo!HXI 
c.i< K,,g,: Rage cl War 7 Nov-02 Masters ol the Universe: -· He-Man · Powt< of GraysJwl 3.75 Jan-03 ~- 9.25 Ap,-03 MegaMan&Ba,s 8 Mat-03 
CIAll.,ee 2: Gale$ al Asgard 7.75 No,-02 Mega Man Batt~ 
Oiw'ODMnly 7.75 Dec-02 Netwooc 3: Blue and White 8 -Erl\lB,p,d 1.25 Oec-02 _F_, 10 Jan-03 
E"'PO 1400: 'Iha Guid 8.5 fo!HXI Monster Rancher Advance 2 8.5 Jan-03 
E-. -: On Wa, ,-. Show 5.5 Joo-03 
The""'-al- 95 - Phar<asy Sia, Coloaion 8 f o!HXI - 95 May-03 Poklmon R,my/Sapplwe 7.25 Ap,-03 

Hartlrlg&< 6 May-03 Raymw,3: HoodumH,..,c 8 Mal-03 

~w"""" 6.5 Ap,-03 Ae,enge al Slwm, The f o!HXI 
-Dolt• t.5 = Rwr,g friards: The-· 
IGlt C-,,Srb 7.25 Ap,-03 - Many Men. The 475 Oec-02 

~Qeahros 75 Mat-03 - =The-Saga 8.5 Jan-03 - 1.25 - Rod<y 75 Jan-03 
-al(lra, 111 8 Ap,-03 Sanua,Jack: -·- t.5 Jan-03 The Arrdet ol Tme 8 fo!HXI 

-alHonot:Speomeed 8.25 Jan-03 Saga Raly °""""'""" 5 Mal-03 --· 9.25 = Saga Smash Pact 7 Oec-Q2 

Medeval.TocalWat• SoricArlYanco2 75 May-03 

Vilci,gkwasion 8.75 - Splne,Cell 85 -NoOneU.-~ Spy,o 2: Sea,on al- 75 Oec-Q2 

A st>,~ I\IJUL's W>y Oec-Q2 SSXTncl<y • Oec-Q2 

-2 75 - StaiWa,s:TheNewOroidAlrrf1 6 fo!HXI 

-5"3: RawnSINld 7.25 May-03 5',l)t<Ghous ··~ 85 Nov-02 

~T-2 8.5 Oec-Q2 ~ Monkey Bal J,. 8 fo!HXI - 6.75 - ~-. .,.. 9 ~ 
s.mc,y, 9.75 - Toni> Ram: The P,_., 8.5 Jan-03 

S....Drw.The ' - Tony Hawk's Pro Skater 4 8 Jan-03 
SpmgS,,ak 7.5 No,-02 Virtualem5 7.75 Jan-03 
511,1"'- WackyStackffl 6.5 Jan-03 

-c.n-'od• 9.25 Jan-03 Wario Ware, Inc.: 

s,.,-- Mega Microgames 7.5 M-03 

,,,,~- 95 .lJn-03 WWE Road IO Wr&sllemania XS 7 Ma,-03 

5"onitdd: Crusade, 8.75 Oec-02 XXX 3 Oc:t-02 
S)tloria 6.75 No,-02 Yost.,.slsland: 

Tropoo 2: l'nle C- 8 - ~MarioArlYanco3 8.75 No,-02 

.-1:lha~ t.5 Mlr-03 YIHli-Ohl o.._, --- 15 - 0..- Ap,-03 
Yu-Gi-Oh! Wondwldt Edibon: 
Slanay10 ... 0eslr,edlluel 75 -



NEW RELEASES ALL DATES SUBJECT TO CHANGE. CALL YOUR LOCAL RETAILER FOR MORE DETAILS 

7 /21/03 .. Aliens Vs Predator: Extinction 
9/29/03 . Mer Echo 
1 /1/03 ... Ape Escape 2 .................... .. . . .• . 
6/24/03 .. Ale the l.9d: Twilight of the Spirits 
7 /15/03 .. Armored Core: Silent Line 
10/14/03. Baldur's Gate: Dark Alliance 2 .. 

FINAL FANTASY XI 

Electronic Arts 
TliQ 
UbiSoft 
Sony 
Tommo 
VIYendj Unwersal 

■ POIIMAT PIAYSTATION 2/PC ■ STYU MASSIVELY MULTIPIAYER 
ONLINE ROLE·PIAYING GAME■ PUIUSHIR SONY / SQUARE ENIX 
■ HLIASI OCTOBER 9 

One of the surprising 

announcements of E3 came 

at the Sony press con ference, 

when the company announced 

that it would be publishing 

Square Enix' s hotly anticipated 

online RPG Final Fantasy XI in 

America. So far, this looks like a 

good deal for both companies, as Sony gets another Internet 

killer app, whi le Square Enix can take advantage of Sony's 

marketing might and experience in publishing online hits like 

EverQu est a nd PlanetSide. Could this be the Final Fantasy that 

never ends? We' ll have t o wait u ntil October to find out. 

9/1/03 . .. Batman: Rise of Sin Tzu Ubl Soft 
9/23/03 .. Battlestar Galactica VMlodi UI\Mtrsal 
6/23/03 .. Big Mutha Truckers . . . . . . . . TliQ 
8/26/03 .. Buffy the V8mplre Slayer: Ch80S Bleeds . VIYendi UnM!fSal 
9/16/03 . . Celebrity Oeathmatch . Take 2 
8/5/03 ... Chaos Legion . .... . . , . . . . . Capcom 
1 /8/03 , , . Chatllt 'I Afl&OIS •• , ••• • •• , ••••• , •••••• , ••• , •• Ubl Soft 
10/1/03 , . Crouehll"C 11&er. Hldoen Dre&on .... , . . . . . . • . . . . . . Ubl Soft 
8/1/03 ... Dlsgaea: Hour or Darkness . . . . . . . . . . . . . . . . . . . . . Atlus 
9/2/03 ... Disney's Extreme Skate Adventure .. , . . . . . . • . . . ActMslon 
8/12/03 , . 0ol Hack Yot 3: Outbreak . .. . .. .. . .. .. . .. .. . .. . Bandai 
7 /22/03 .. OowMIII Oomlnallon .. .. .. .. .. .. .. .. .. .. .. .. .. Sony 
7 / 15/03 .. Dragon's Lair 30... .. . . . .. . .. .. . .. . .. .. . Encore Softwat'e 
9/i/03 ... O,,,as1Y Tactlcs 2 ..... .. ... .. ........ ., . !<Del 
10/ 15/03. Fatal Frame 2: Crimson Butterll)' .........•....... Tec,no 
10/ 1/03 .. Anel Fantasy XI . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Sony/Squwe EnlX 
9/22/ 03 . . Freedom: Sofdlers of Uberty .......... , .. .. .. . .. Elect.rOrnC Alts 
6/23/03 , . Freestyle Meta!X . , ........... . ...... , . . . . . . . Midway 
7/8/03 ... Fugitive Hunter. .. . .. .. . .... .............. Atarl 
8/12/03 .. Futuram& . . .. , ... . . . . . . , . , . . , . . , • . , . .. . .. , Vlvondl Universal 
9/29/03 .. Gl!Kllato,: Sword of Yengeance. . . Acclaim 
9/15/03 .. Gladlus . . . . . . . , . . . . . . . . . . . . . . . LucasArtJ 
10/1/03 .. Haur Potter: Quldditch Wood Cup .... . . , . . . . . . . . ElectrOnlc Arts 
9/23/03 , . Hobbit. The. , . . . . . . VIYeridl Universal 
8/19/03 .. Hunter The ReckonlnC: W'l1f'#8rd Vivendi UniYerr.al 
9/9/03 ... lceN1ne . . . .. .. ,. . . , .. . ...... .. . BamEntertainment 
10/7 /03 .. IHRA ll<,C Rael"' 3 ........... , .. . .. .. . .. .. . .. Betheldl Soltworkl 
7 /1&/03, . lndl8r'\a Jones and the Emperor·• Tomb . , , . . . . Luc:MAttl 
6/24/03., ttallan.Job. The . , ... . . .. ... , . . . . . WO. 
9/23/03 .. Jacked .. .. .. .. .. .. .. .. .. . .. .. .. .. .. .. 300 
9/16/03 .. Jak II ................ ., . .. . . .. . .. .. .. . Sony 
9/1/03 ... K,nao 2 .. .. .. .. .. .. . .. .. .. .. .. .. .. . .. Ubl Soft 
9/16/03 .. Lethal Sk~• 2 ...... , ... , .... , .... , . .... , Sonv,y 
8/1/03 ... Medden NF\. 2004 . .. .. .. .. . • .. .. .. .. .. .. Eloc""'1~ Alli 
6/24/03 .. MDC~ ..,.., 1: The Quell lo, ColOr . . . . . . • . . . . . TOIMIO 
10/14/03 . Ma.dmo VI the Army ol Zin ........... , .... , tapcom 
10/15/03, Monst&f Rancher 4 .. , .... , ... , , .... , . . . . . Tecmo 
9/16/03 .. NBA S-Oot 2004 .. ........ ., ... ., .. .. Sony 
7 /15/ 03 .. NCM foolball 2004 .......... .. .... , .. .. . E- Alts 
8/12/03 , . NCM Game8rteker 2004 .. , .. • .. .. . .. . .. .. SOny 
8/15/03 .. ESPN NF\. Footboll ........... . ., .... , .. . .. . .. sec, 
9/2/03 ... NF\. Blitz: P,o ............... ..... .. . ., .. . .. . Midway 
8/12/03 .. NF\. GamoOay 2004 ............... ., . .. . .. .. . Sony 
9/22/03, , NHL Hill: Pfo. , .. ,.,,,,.,, .. , ,. , .... , ..... , . Midway 
10/7/03 .. OutJawGoll2 ., ......... • .... ,, . . . , ...... , .. Vlwrindi Untvorsal 
10/7 / 03 .. ,,,_ . ............... ., .. .. .. . .. .. .. .. .. Ke<r<o 
10/1/03 .. Phfall Harry ....... , , ... , , .. , , .•.... , ....... Ac1Mtlon 
10/14/03 . Rise to Honor ....... , ... , . . . . • . . . . . . . . . . . . . . Sony 
10/7/03, . RPG Maker 2 .... , .. , ....... , , . • . . . . • . . . . Tommo 
8/5/03 ... Sllenl HIii 3 .. , .............. , . ..... , . . . . . . . Konaml 
9/9/03 ... Slmpsons: Hit aocl Run . ..... ., , .. , .. .. .. . .. . .. Vivendi Universal 
10/14/03 . SOCOM II: U.S.Na,y SEAl..s . . . . . . Sony 
8/26/03 .. Soul Cal1bur II . ... ..... . . .. .... ..... , . . . . . . . Namco 
9/25/03 .. S"'11n> .. . .. .. .. .. .. .. .. .. .. . .. .. .. • .. . .. .. THQ 
8/4/ 03 ... S~•-2: Rides Gooe Wi~ .... .. ............ THQ 
6/24/03. , SRS: Street Racina: Syndicate .. . , . . , .... , .. , 300 
10/1/03 .. SSX 3... .. .. .. .. .. .. .. .. .. . ElocUon~ Alts 
8/1/03 ... Star Trek Shattered Universe . . . . . . . • . . . . • . . TOK MedlactNe 
9/16/03. , Starsky & Hutcn . . . . . . . . • . . . . • . . . Talc.a 2 
6/24/03., Summer Heat Beach VollO)t)all. . . . . . . . . . . • . . Accla.m 
10/ 14/03. Teenaee Mut8r'\t Nlnja Turtles ...... . ..... , . . . . . Konaml 
9/16/03 . , True Crime: Streets of LA .... , .. .. , .. , • • . . . . . . . ActMslOt"L 
10/ 14/03. Wallace & Gromit In Project Zoo . . . . . . . . . • . . . . . . . 8am EntertalMIOl'lt 
9/10/03 . . W1thlNMler 40,000: Are Wa,rlor . . . . . . . . . . . . . THQ 
7 /29/03 .. XGRA . .. .. .. .. .. .. .. .. .. .. . . .. .. .. . Aoclain 
10/9/03 .. XIII. .. .. .. .. .. . .. ............... ., .. .. .. . lJbi Soft 

9/1/03 . . 1080: Av81anche 
9/ 1/ 03 . .. Batman: Rfse of Sin Tzu 
9/23/03 , . BIiiy Hatcher and the Giant EU .. . . . . . 
8/26/03 . . Bufly tne vampire Slayer: Chaos Bleeds . 
9/16/03 . C.leb<ity Deathmotch . 
1 / 8/ 03 .. Charlie's Angels ... . . 
10/7 /03 .. Cl<- Sall Z: Budol<~ . . . .. . .... . .... . .... . 
8/ 25/03 . F-Zero GX . . .. . ......... , ... . 
7 /14/03 .. Freestyle MetalX . . . ........... . . . . . 
9/ 15/03 . . Gladlus . . . .... ... . . . .. . . .. . . . .. , .. . . , . . .. . 
10/1/03 .. Harry Poner. QtJldditch Wortd Cup 
10/ 1/03 .. Harvest Moon: A Wonderful Ufe. 
9/23/03 . . Hobbit. Tho ............... .. 
7 / 8/03 , . . ltallan Job, The ....... .. ..... . 

Nmtendo 
Ubi Soft 
sec, 
Vl\,,endlUnlversal 
Take 2 
Ubl Soft 
Atari 
Nll'ltendo 
M>dway 
Lucas.lrts 
Electronic Arts 
Natsume 
Vivendi Universal 
Eldos 

Release Title 
Date 

9/ 23/03 . . Jacked 

Publilhef/ 
Distributor 

300 
10/ 13/03 . Kirby AJr Ride . . . . ......... , . , • • . Ninlendo 
9/ 2/03 . .. Mace Griffin Bounty Hunter Vivendi Universal 
8/ 1/03 . . . Madden NFL 2004 . . . . . . . . Electronic: Arts 
1 / 28/ 03 . . MMO Gott: ToactstOOI Tour. . . Nintendo 
1 / 15/ 03 .. NCAA Football 2004 Electronic Arts 
9/2/03 .. . NR. 81112: Pro . . . . . . Midway 
9/22/ 03 .. NHL Hitz: Pro M'ldway 
9/9/03 , . . P.N. 03 . . . Capcom 
10/ 1/ 03 .. Prtfall Harry . ActMsion 
9/9/03 . .. 5.-npsons: Hit and Run . Vivendl Universal 
8/26/03 .. Soul Catibur II . . . . . . . . . Namco 
9/22/ 03 .. s""'"' . THQ 
10/1/ 03 .. ssx 3. . .. . .. .. . .. . .. . .. .. .. Electronic: Arts 
10/15/03. Star Wars: Rogue Squad Ill Rebel Strike LucasArts 
6/ 24/03 .. sx superstar. . . . . . . . . Accialm 
10/14/ 03 . Teenaee Mutant NinJa Turtles.. . Konami 
9/16/ 03 .. Trve Crime: Streets of LA . . ActMsion 
10/ 14/ 03 . Viewttful Joe . . . . . . . . . . . . . . Capcom 
10/14/03 . Wallace & Gromlt In Proiect Zoo ..... , . . . • . . . . . . . Barn Entertainment 
6/23/03 .. Wa<1o Wood .. .. .. .. .. Nintendo 
9/8/03 . . WW£. Wrestlemania X9 . . . TliQ 
7 / 29/03 .. XGRA . Acclaim 
10/9/03 .. XIII . . . . , . . . . . . . . . . . Ubl Soft 

7 / 21/03 .. Aliens Vs Predator. Extinction. . . . . Electrooic: Arts 
9/29/03 .. Alter Echo.. . .. .. .. THQ 
10/14/ 03 . Auto Modellista . . . . . . . . . . . . . . . . . . . . . • . capcom 
10/14/ 03 . Baldor's Gate: Dark Alliance 2.... Vlvendl Universal 
9/1/ 03 ... Batman: Rise of Sin Tiu . . . . . . Ubl Soft 
9/ 23/03 .. Battle star Galactiea. . . . Vivendi Universal 
6/23/03 . . Bl& Mutha Truckers . . . . . . . . . . TliQ 
8/ 26/03 . . Buffy the Vampire Slayer. Chaos Bleeds . VM!ndl UniYefsal 
9/ 16/03 .. Celebrity Oeathmatch . . . . . . . . . Take 2 
9/ 2/03 . . . Cr1mson Skies: High Road to Reve~e Microsoft. 
10/1/03 . . Croochir« Tiger. Hidden Dragon Ubl Soft 
10/ 15/ 03 . Dead or Alive OnUne . . . . . . . . . . Teano 
10/ 14/ 03 . Deus Ex: Invisible W&f . . . . . . . . . Eldso lnterac:tlYe 
8/ 5/ 03 . .. Otno Crisis 3 . . . . . . Capcom 
9/ 2/ 03 . . Disney's Extreme Skate Adventure . . ActMslon 
10/ 14/ 03 . ~eons & Dragons: Htroes ...... ... • , . . . . , . . Atari 
8/19/03 .. Oynas1Y Warriors 4 .. .. .. .. .. .. .. .. .. .. . .. .. .. Koel 
9/ 22/03 , . Freedom: Sokherl of Liberty . . . . ... .. . , . . , . . . . . . Electronic AIU 
6/ 23/03 .. frHstylt MetllX . . .. . . , .. . . . , ...... . , . . . . . . Midway 
8/ 12/03 .. Ftlturama , . . . . . . . • . . . . . . . • . . . . . . Vivendi Universal 
10/ 2/ 03 .. Fuzlon Frenzy 2 ............. .•. .....• , . . . . . . Microsoft 
8/ 5/03 ... Ghost Recon: Island Thunder .. . .. .. .. .. .. .. .. . . Ubl Soft 
9/ 29/03 .. Gladiator. Sword of Verc,eanct . . ... , . . , , . , • . . . . . Acciaim 
9/ 15/ 03 .. Gtadius . . . . . . . . . . . . . . . . . . . . . . . . . . . . • . . . . . . LueaWts 
8/ 26/03 .. Group S Chatte,ce . . . . . . . . . . . . . . . . • . . . • . . . . . . Capcom 
10/1/03 .. Harry Potter. Qukklitch World Cup .. , ... , .. , . Eltcttonlc Arts 
9/ 23/03 .. Hobbit, The .. .. ............. .. ...... , .. . . .. . Vlverdl Universal 
10/ 7 /03 , . Hunter. The ReckooirC Redeemer . . ......... , ..... Vivendi Unlwrsal 
6/ 24/03 .. lnct-,clrSelies ..... , .. . .......... . .•.. , .. .... Atar1 
6/24/03 .. ltallan Job, The . EIOos 
9/ 23/03 .. Jacked .. .. .. .. ...... .... . ., . 300 
8/ 1/03 ... Maoden NFL 2004 . , . • . . . . . • . . • . . . . • . . • . Electronic Alli 
7 /15/03 .. NCM Foo1ball 2004 . , . . Electron~ Arts 
8/15/03 .. ESPN NF\. Foo<llall .... .. . . . .... ... ,. .• , . . 5e&a 
9/ 3/03 .. , NFl BtitZ: Pro . . . . . . . . Midway 
8/ 13/ 03 .. NFl Fever 2004 . , ...... , .. , . . . . .. , .. , . . . . . . Microsoft 
9/22/ 03 .. NHL HIU: Pro . .... , . , . , .. . , .. , .. .. , . . . . . . . . . Mktway 
10/ 1/03. , NHL Rivals 20()4. , . .. .. .... , .... .. , , . .. . . .. .. Microsoft 
10/ 14/03 . Operatlon Aasnpolnt . .. .... . , . . . . . . . • . • • • . . . . . Atlr1 
10/ 14/03. Outlaw Goll 2 .. . . . .. . ..... , .... .. .... .. ..... Vlverdl Unlwrsal 
6/ 24/03 .. Outlaw \lollayball ... ...... . . . . , . . . • • . . .. . .. . . Vivendi U-
6/ 24/03 . , PlratH of the Caribbean .. , . . , . ..... . •. , , .. . . , . Bethesda SoftWOIU 
10/ 1/ 03 .. Pitfall Harry .... . .... . . . .. , . ..• , . . , . , , . . . . . . ActMslon 
9/9/03 . , . Slml)IOfll: Hit and Run ... , , ... . , . , . . , ... , . . . . . Vlvtf'ld! Universal 
8/ 26/03 .. Sool ca, .... 11 .. . . .. .. .. .. .. .. .. . .. .. . . .. .. . Nomoo 

KIRBY AIR RIDE 
■ POIIMAT GAMECUBE ■ ITYU 1 TO 4-PIAYER ACTION/RACING 
■ PUaUIHIR NINTENIX) ■ HUASI OCTOBER 13 

Everybody fronted on the 

v isionary Kirby Tilt 'n' Tumble 

f or Game Boy Color, but since 

then, the pink puff has become 

a veritable chi ldren's television 

S 
s tar with h is series Kirl:Jy: 
Right Back At Ya! Now, he's 

coming to the GameCube in 

style with Kirby Air Ride, a promising hoverboarding title that 

features all of the excellent gameplay, multiplayer mayhem, 

and minigames that N intendo fans expect. Sure, Mario Kart: 

Double Dash is going to be the big h itter at retail, but don't 

sleep on this little gem. 

6/ 24/03 .. SRS: sveet · ~ Syndicato .. ................ . 
10/1/ 03 .. ssx 3.. .. .. .. .. .. .. ............ .. 
8/ 1/03 ... Star Trek: Shattered Universe . . .. . . , ..•. • .... . .. 
7 / 15/03 . , Star Wars: Knltht1 of tho Old Republe ... , .. .. . . .. . 
9/ 16/ 03 .. Storsky & Hutch .... .. ...... .. .......... . .. .. 
10/ 14/03. St"t Battalion: Une of Contact . . . . , .. . . . .... , .. 
10/1/ 03 .. Sudel<J ... 
6/ 24/03 .. SX Superstw . ... . .. . 
10/ 14/ 03 . Teenage Mutant Nt!la Turtles. 
9/ 16/03 .. True Crime: Streets of LA ..... 
10/14/ 03. WallttCe & Gromlt in Project Zoo .. 
9/29/ 03 . . WWE Raw 2 .. 
7/ 29/03 . . XGRA. 
10/9/ 03 .. ~II .......... . 

9/ 3/ 03 . . . "Ce of M)'tholo6': The Titans . 
7 / 25/ 03 . . "'e of Wonders: Shadow Magic 
7/ 22/ 03 .. Anafetly OnUne: Sh&dowlands ... 

300 
Eleelronlc Arts 
TOK MedlactJve 
Luc:asArts 
Take 2 
Capcom 
Microsoft 
Acclaim 
l<onoml 
Activision 
Barn Entertainment 
THQ 
Acclaim 
Ubl Soft 

Microsoft 
Gather!~ of Developers 
Funcom 

-Title 
Dote 

9/9/03. . Battlefield 1942: Deluxe Edition. . . . . . Electronk: Arts 
9/9/03. . Battlefield 1942: Secret Weapons of WW n. BectrOl"lic: Arts 
9/18/03 .. Black 9 . . . . . . Majesoo 
10/ 14/03 . B'°""" .. .. .. .. . . .. .. . . Majesco 
10/3/03 .. cau of Outy.. .. .. .. .. .. .. .. ActMsion 
9/1/03 ... Cormlandos 3: Destination Berlin . . . Eldos 
9/1/03 ... Counter-Strike: Condition Zero . . . . . . . . . . . . . . Vivendi Universal 
10/1/03 .. Deus Ex: Invisible War. . . Eidos 
10/ 3/03 .. Doom 3 .. .. .. . .. .. .. . .. ....... . , . . Al:tMsion 
7 / 15/03 .. Dragon's lair II: Time Warp . . . . ()igit~I.Leisure 
10/ 3/03 .. Empires: Dawn of the Modem Y./or1d . . . . . . • . . . . . . . ActMSIOfl 
10/1/03 .. Enter The Mattix: Special Edition . . . . . . . . Alan 
8/5/03 ... Etherlorcts II . . . . . . Strater, Nf'St 
8/18/03 .. EVMQuest EYOMion . . . ......... . . • .. , . , . Venn lnteractNe/ 

10/ 1/ 03 .. Final Fantasy XJ. 
9/22/03 .. Freedom: Soldiers of Ubefty . . .. . . . 
10/14/03. N.11 Throttle: Hell On Wheels .. . . . 
9/16/03 .. Galktor: Defenders Outer Dimension . . 
9/2/03 ... Ghostmaster .. . .. ... .. ... .. .. . 
10/7 /03 .. GotNc II ....... .... .... ... ... . 

989 Studios 
Sony/Squa,e Ero 
Electronic Arts 
L.ucasArts 
Electronk: Arts 
Vivendi Universal 
Ata,1 

10/ 1/ 03 .. Ground Control 2: Ope'8tlon e.odus .. 
9/ 30/03 . . Hatt¼ 2 
9/2/03 ... Halo ...... . 

. .. . VMllldiUnlversal 
VIYMdi Urwersal 
Microsoft 

10/ 15/03. Heart of Stone ..... ..... . 
9/23/03 . . Heroes of Mif,t & Magic IV: Complete .. 
9/23/03 .. Hobbit, Tho . . 
8/26/03 .. Homewo!1d 2 .. .... .... . 
8/'26/03 , . lcewind Dale: Ultimate Collection 
9/30/03 .. I.aw & D<oer II: Double 0< NothlrC 
9/16/03 .. Unl<s Chamc>lonshlp Edition .... . 
10/1/03 . . lord of the Rings: Middle-Earth C>Nine. The 
10/1/03 .. l.O<d of the Rorc,: WIJI of the R,c. The ... . 

HALO 
■ POIIMAT PC ■ STYU 1 TO 16-PIAYER ACTION 

Eldos 
300 
V'Nendll.Jniversal 
Vivendi UniYersal 
V'Mtndl Urwersaf 
VMlndlUniversal 
Microsoft 
YM!ndi LlnNtrsal 
V!Yendi unfversal 

■ PUIUSHIR MICROSOFT ■ HLIASI SEPTEMBER 2 

Halo, the g reatest console FPS 

ever, is finally coming to the PC 

to take on the big boys in the 

genre. Can it compete with the 

Half-Life 2s and Doom 3s of the 

wortd? After seeing the already

gorgeous Xbox game running o n 

a crisp 1 ,600x1,200 resolution 

monitor, we'd venture to say that this should be every bit as 

huge a hit on PC. Even better, Bungie h as promised to do 

everything it can to assist those who want to want to create 

their own Halo mods (something that won' t be available for 

Halo 2 on Xbox). Okay, who's going to be the first to create a 

The Matrix mod? Get working! 

9/9/03 .. . Lords or the Realm Ill ...............•.• . ...... 
10/ 1/03 .. Mace Griffin Boonty HuntOf .................... . 
8/ 18/03 . Medden NF\. 2004 ......................... .. 
10/1/03 •• Ma, ·-2: The FIii or Mu Payne ............. . 
10/1/03 .. Men of _, Vietnam ....................... . 
6/24/03 .. MJdnlCl>t Club II ............................. . 
i/16/03 .. NASCAR ThundOf 2004 ....................... . 
10/7 /03 .. NBA I.No 2004 ............................ .. 
S/ 24/03 .. Neverwlnter N]Chts: Shadows of Undrentkle ........ , 
i/16/03 .. NHL 2004 ................................. . 
8/24/03 .. Plrltet of the Caribbean ............ , ....... , .. 
10/15/03 . R°"'oac!l)<:oon Ill .......................... . 
7/8/03 .. . R..-So3: Athen0 Sword .................. .. 
6/ 24/03 .. Republ~: The Re,otution .. , ..... , ............. . 
9/ 15/03 .. Seccet Weapons 0,er Noonandy ................ . 
9/9/03 .. . SlmCOIY • : Rush Hour ........................ . 
7/15/03 .. 5-Ace ............................... .. 
8/ 24/03 •. Star Trek Orte f orce 2 , ............... , ...... . 
8/ 25/03 . . Stw Wn Galaxies .......................... . 
6/2S/03 . . Star Wn Galaxies Collector's Edition . . .. . . , . . . .. . 
10/15/03 . Star Wa,s: KnlCltta of Old Ropubl< .............. . 
i/15/03 .. Starst<y & Hutch ..................... . ...... . 
10/7 /03 . . Tp Woods PGA Tour 2004 . . . . , .... . . , . . . . . 
8/26/03 . . Tron 2.0 ........................•.. , ...... . 
9/19/03 .. Wo<cntft Ill: Bottlechest ...................... . 
7 /1/03 .. . Warcraft Ill: Frozen Tl'vone .... . . .. ... •..• ... . .. 
9/9/03 .. . Warhammer 40:000: Are Warrior ......•.. , . ..... . 
10/9/03 . . ~II. ...................... . , ..... . ... , 

6/23/03. , Advanct Wlifl 2: Black Hole Rislr'C .. , .... . ... , . , .. 
9/1/03 .. . Batman: Rlse of Sln Tzu ...................... . 
9/1/03 ... Boktal .................................... . 
6/23/03 .. Buffy the Yamplre Sltl)Or. Return or the oa"' KJrc . . .. . 
8/26/03 . . CroucnlrC Tile<, Hidden D<econ .......... . 
6/24/03 . . "'- Ball Z: - of Golw 11 ................. . 
10/15/03 . Cl<- Ball Z: Tolketsu .............. . 
9/1/03 .. . Anal Fantosy Toc:tlcs M,ance ................. .. 
10/1/03 .. H8fry Potter: QulckSitdl Wond Cop ..... , .. . .. , ... . 
10/1/03 .. Harvest Moon: Fliends of Mineral TO'M'I ... .. .. .. .. . 
9/23/03 .. Hobbit, The.. .. .. .. .. .. . .. ............... .. 
i/9/03 .. . Ice Nine .................................. . 
6/23/03 .. Jet Grind Rodlo .......................... .. 
8/1/03 .. . Medden NF\. 2004 .............. . 
6/24/03 . . Mega Man Battle Ne- 3 Blue . .............. . 
6/24/03 .. Mega Man BattJe NetwOt'k 3 V.,,ite .. . .... . ...... . 
9/2/03 .. . Oddworld: M...-.ch's - ................... . 
8/26/03 .. Onknusha Toc:tlcs .. .. .. .. .. .. .. ............ . 
6/ 19/03 .. Pirates or the caribbean ...... . . . . .. . . 
8/25/03 .. Pokemon Pinball: Ruby & Sapphire ....... . ..... .. 
6/23/03 .. Slmpsons Rood Raco ..... . . . 
10/14/03. So,,o 3: Altack of the Rh),,ocs 
10/1/03 .. ssx 3...... .. ......... .. .. .. .. ..... .. . . 
9/29/03 .. Stat wars: Right of the Falcon 
6/24/03 .. Stuntman .. .. ... .. .. .. .. 
9/22/03 .. 5upo< Mario M,ance 4 .... .. 
10/14/03. Teenage Mutant Ni'la TlKtles. . . .. , .... . ... .. . . . 

YIYOndiUnlversal 
l'Mlndl Unlversal 
Electronic Arts 
Taki 2 
l'MlndiUnlvefSIII 
Take 2 
EtectronlcAlll 
Electronic Ar1I 
Atari 
Electronic Art• 
Bethesda So-. 
like 2 
lJbi Soft 
EJooa 
l.uclsA/t> 
Electtonlc AIU 
Dl&itll Leisure 
ActMslon 
lucatNll 
........... 
........... 
T ... 2 
ElectronlcAlts 
Monolnlt 
Vivendi UnNersal 
VIYendl Universal 
THQ 
Ubl Soft 

N,ntendo 
Ubl Solt 
Konaml 
THQ 
Ubl Solt 
Alac1 
Alac1 
N,ntendo 
Eleetronlc Arts: 
Natsumo 
Vlverdl Unlve<sal 
B.-n Entertainment 
TliQ 
Electronic Arts 
Capcom 
Capcom 
THQ 
Capcom 
TDK MedlaetNe 
NW!tendo 
THQ 
Vrvendl Universal 
Electronic Arts 
THQ 
Atari 
Nintendo 
l<onoml 
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Type in the following codes in the Cheat section under the Options menu. 

$10 MIiiion - LOTSAMONEY 
All Missions - LAZYPLAYER 
Automatic Satnav - USETHEFORCE 
Diplomatic Immunity - VICTORS 
Disable Damage - 6WL 
Evil Truck - VARLEY 
Hyperfast Truck - GINGERBEER 
Master Code - CHEATINGMUTHATRUCKER or ATJCEHJMJ 
Small People - DAISHI 
Unknown - JINGLEBELLS 
Unlimited Time - PUBLICTRANSPORT 

MIDNIGHT CLUB 2 

Rodney Trit 
Pensacola, FL 

Highlight Options Mode at the Main Menu. Scroll through until you get to Cheat Codes. 
Enter one of the following case-sensitive cheat codes. 
Adjust Game Difficulty howhardcanitbe9 
howhardcanitbeO Note that O is the easiest setting, and 9 
howhardcanitbe1 is the most difficult. 
howhardcanitbe2 
howhardcanitbe3 
howhardcanitbe4 
howhardcanitbe5 
howhardcanitbe6 
howhardcanitbe 7 
howhardcanitbe8 

All Cities & Vehicles - pennyThug 
Improved Air Control - carcrobatics 
Infinite Nitrous - greenLantern 
Maxed Out Cars - immortal 
Missiles & Machine Guns - savethekids 
(click R3 to fire missiles and L3 for 
machine guns) 
No Damage - gladiator 
Unlock Everything - rimbuk (Arcade 
mode only) 

Send To: 
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! 

Secret Access 
Game Informer Magazine 

724 North Rrst Street, 4th Floor 
Minneapolis, MN 55401 

secretaccess@gameinformer.com 

All other entries printed within these hallowed 
pages will receive a Secret Access t-shirt. 
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CODE OF THE MONTH -----------------------
ENTER THE MATRIX •• ~ 

Enter the hacking system. Type in Cheat plus any of the fol
lowing codes. So, to enter Maximum Firepower, type Cheat 
0034AFFF. After using the Cheat program once, Cheat will be 
shown in the shortcut list just left of the keyboard. Select 
Cheat from that list and enter any of the codes below. 

Bonus Test Level - 1302C77F 
Fast Focus Restore - FFF0020A 
Faster Logos - 7867F443 
Infinite Focus - 69E509E4 
Infinite Health - 7F4DF451 
Invisibility - FFFFFFF1 
Maximum Rrepower - 0034AFFF 
Mufti-Player Rghtlng - 05C5501E 
Unlimited Ammunition - 1DDF2556 

Swordflght - Open the Hacking program and then access a file 
that has a completed game. You must have completed the game 
first for this cheat to work. Type LOGIN and hit Enter. Type GUEST 
and hit Enter. Type DIR and hit the space bar. This will cause DIR 
to appear in your command list. Access the B Drive through the 
DIR command. Select TOOLS and you'll be prompted for an access 
code. The code consists of ls and Os, which you must discover on 
your own, since it's different each time. Fortunately, it's merely five 
digits long. Once you gain access to the TOOLS on the B Drive, type 
all the .EXE files (without .EXE after them). So if you type DECODE 
then a space, DECODE will appear in the command list. Do this for every .EXE file in 
the TOOLS folder. Now, access VIRTUAL on your command list. Type in FROZENRSH 
as the password and an authentication test will begin. Next, an image of a Chinese 
symbol will appear, but it'll be scrambled. It's broken into nine squares, with each 
square having five choices. The object is to change all the pieces so that a complete 
image appears, but you have a limited amount of time to finish. Once you discover a 
correct image, the timer will stop and you'll return to the hacking screen. Look at the 
top of the screen. If it says "Solution: Blue", then the line will be traced and you'll have 
to enter TRACEKILL. Press enter as fast as possible or all progress will be lost. Once 
you enter TRACEKILL, you'll have to return to accessing VIRTUAL on your command list. 
If it says "Solution: Red", then you'll hear a message from Neo and gain access to the 
V Drive. Open the V Drive and retrieve the commands from the TOOLS folder on your 
command list. Open the ROOTSEARCH program. Now, open the ROOT folder in the B 
Drive and get the two commands there on your command list. Enter the MAIL command 
and type THISISNOTREAL as the password and type YES. You will get a list of phone 
numbers:0019495550112,0017145550187, 0012135550142,0013105550111, 
0019495550101. Select DIAL and dial 001949550101 to get a message from 
Persephone. Next dial 0013105550111 to hear a message from Trinity. She'll give you 
a number. Select PORTKEY and enter the number. She will start to talk to you. Type NO 
to both questions to get a program called CRACK on your command list. Open it and 
type 8RAM. It should look like this: "CRACK 8RAM' . You now have access to the RAM 
drive. Go to DIR on your command list and access the RAM drive. A list of folder names 
will appear. Open the TRINITY folder. Get the Training command on your DIR by typing 
TRAINING then a space. Select TRAINING on your command list. On your command list, 
select a file called SWORD.OSK, which will will appear. It has now uploaded the sword 
onto you character in the Matrix. Quit the hacking program and select "Save Progress' . 
You can use the sword when you start that game file. You can use it in any stage. 
To reopen the cheat quickly, go to the Hacking program, select that file again, select 
TRAINING, then SWORD.OSK. 

Tony Wong 
Austin, TX 
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NBA STREET VOL. 2 

Enter these codes in Pickup mode after choosing a name. The bottom of the blue box 
will say Enter Codes Now. Hold Ll and input the following sequences. 

ABA Ball - 0 , □, 0 , 0 
All Courts - □, t:,. (x2), D 
All Jerseys - □, t:,., 0 (x2) 
All NBA Legends - □, t:,. (x2), 0 
All Quicks - t:,., 0 , t:,., 0 
Ball Trails - t:,. (x3), D 
Big Heads - 0, 0 (x2), 0 
Classic Michael Jordan - □, t:,., D (x2) 
Difficult Two Pointers - t:,., □, 0 , t:,. 

WWE CRUSH HOUR 

Easy Two Pointers - t:,., 0 , 0 , t:,. 
Explosive Rims - O (x3), t:,. 
No Counters - t:,. (x2), 0 (x2) 
No Display Bars - □, 0 (x3) 
Small Players - t:,. (x2), 0 , D 
St. Lunatics Team/ All Street Legends -
0 , t:,., 0 , t:,. 
Unlimited Turbo - D (x2), t:,. (x2) 
WNBA Ball - 0 , t:,. (x2), 0 

Caleb Carr 
Manhattan, NY 

The game sucks, but putting these codes in will make it easier to get through, if you 
were one of those unfortunate souls that bought it. 

Faster Specials - Pause game play, hold L3, and press t:,., 0 (x4 ). 
Level Select and All Vehicles - Press □, L2, R2, 0 , □, Ll (x2), L2 at the Player 
Selection screen. 
Unlimited Turbo - Pause gameplay, hold L3, and press X, Ll, Rl, R2, t:,.. 

PRIMAL 

"GI Droid" 
/location unknown - last seen doing 

something lascivious to the tailpipe of Andy"s SUV) 

This slow, tedious game breeds impatience. Further feed that impatience with this nifty 
little code. 

Code Menu - Hold Ll + L2 + Rl + R2 for approximately 5 seconds at the Main Menu. 
Highlight a letter and hold X . With X depressed, move the d-pad left and right to 
change the letter. Hit D to accept the code. Tap t:,. to exit. 

lnvulnerablllty - MONSTROUS 

NBA STREET VOL. 2 

"The Armchair Quarterl>ack" 
Canton, OH 

Enter these codes in Pickup mode after choosing a name. The bottom of the blue box 
will say Enter Codes Now. Hold the L Button and input the following sequences. 

ABA Ball - 8, X. 8, X 
All Courts - X, Y (x2), X 
All Jerseys - 8, Y, X (x2) 
All NBA Legends - 8, Y (x2), X 
All Quicks - Y, 8, Y, X 
Ball Trails - Y (x3), X 
Big Heads - 8, X (x2), B 
Difficult Two Pointers - Y, X, 8, Y 

Easy Two Pointers - Y, 8, X, Y 
Explosive Rims - B (x3), Y 
No Counters - Y (x2), B (x2) 
No Display Bars - X, B (x3) 
Small Players - Y (x2), B, X 
Unlimited Turbo - X (x2), Y (x2) 
WNBA Ball - 8, Y (x2), B 

Frida Kahlo 
Mexico City, Mexico 

SECRET ACCESS 

GODZILLA: DESTORY ALL MONSTERS MELEE 0 

Hold L + B + R (in that order) at the Main Menu and then release B, R, L (in that order) 
to open the code entry screen. Enter the following codes. A monster's roar will indicate 
a correct code entry. 

All Cities - 107504 
All Cities and All Monsters - 863768 
All Gallery Items - 962129 
All Monsters - 209697 
All Monsters are lnvlslble - 600225 
All Monsters Except Orga - 753079 
All Players are Small - 15497 4 
All Players Take No Damace - 569428 
Black and White Mode - 860475 
Boxing Ring Level - 440499 
Constant Full Energy (Player Four) -
218967 
Constant Full Energy (Player One) -
778393 
Constant Full Energy (Player Three) -
597558 
Constant Full Energy (Player Two) -
881557 
Destoroyah- 352117 
Dllable HUD - 880460 
Display Game Version Number - 097 401 
Ending Credits - 339223 
Even Numbered Players are Small -
600095 
Gtgan - 822777 
Godzilla 2000 - 637522 
Hedorllh (5mc>C Monster) In Every 

Game - 288730 
lndestructlble Buildings - 451129 
Kin& Ghldorah - 939376 
Mecha GoclzHla - 643861 
Mecha King Ghldorah - 504330 
MIiitary Deals Quadruple Damace -
970432 
Monster llland Level - 745749 
Mothershlp Level - 972094 
No Energy Po--Ops - 803358 
No Energy Recharle/ Energy Weapons Do 

More Damace - 690242 
No Freeze Tanks - 223501 
No Health ~ps - 221086 

No Hedorah - 584408 
No Mot1va Power-Ops - 491040 
No Power-Ops - 229497 
No Power-Ops Except Energy - 553945 
No Power-Ops Except Health - 270426 
No Power-Ops Except Ra&e - 660398 
No Ra&e Power-Ops - 666500 
Odd Numbered Players are Small -
853955 
Orga - 622600 
Player Four Always In Ra&e - 702905 
Player Four Deals Quadruple Damace -
889610 
Player Four Is Small - 495355 
Player Four Takes No Damace - 317320 
Player Indicators Always Vlslble -
860068 
Player One Always In Ra&e - 159120 
Player One Deals Quadruple Damace -
940478 
Player One Invisible - 659672 
Player One Is Small - 558277 
Player One Takes No Damace - 152446 
Player Three Always In Ra&e - 450514 
Player Three Deals Quadruple Damac• -
537651 
Player Three Is Small - 203783 
Player Three Takes No Damace - 3677 44 
Player Two Always In Ra&e - 491089 
Player Two Deals Quadruple Damace -
930041 
Player Two lnvlslble - 493946 
Player Two Is Small - 689490 
Player Two Takes No Damace - 724689 
Players' Health Rec-,atN - 597378 
Roda'I - 724284 
Tect.llcolor Mode - 394804 
Throw II Bullcllngs and Objects - 248165 
Toda Mllltary - 728629 
Twelve Continues In Adventure Mode -
548319 

Beat Takeshi 
Tokyo, Japan 
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NBA STREET VOL. 2 
Enter these codes in Pickup mode after choosing a name. The bottom of the blue box 
will say Enter Codes Now. Hold the L Button and input the following sequences. 

ABA Ball - X, 8, X, B Explosive Rims - X (x3), Y 
All Courts - 8, Y (x2), B No Counters - Y (x2), X (x2) 
All NBA Legends - X, Y (x2}, B No Dlsplay Bars - 8, X (x3) 
All Quicks - Y, X, Y, B Small Players - Y (x2}, X, B 
Ball Tralls - Y (x3}, B St. Lunatics Team/ All Street Legends -
Big Heads - X, B (x2}, X X, Y, B, Y 
Classlc Mlchael Jordan - X, Y, X (x2} Unllmlted Turbo - B (x2), Y (x2) 
Dlfflcult Two Pointers - Y, 8, X, Y WNBA Ball - X, Y (x2}, X 
Easy Two Pointers - Y, X, B, Y 

Dan D. Lyons 
Memphis, TN 

SUPERMAN: SHADOW OF APOKOLIPS 
Go to the Cheat section under the Options menu and enter the following code. 

Empty Superpower Meter - JOR EL 
Diego Rivera 

Guanajuato, Mexico 

DRAGON BALL .Z ULTIMATE BAnLE 22 0 

"■ltO •ll•ttk• •111•11•1" h)tl ''l'Hll\l\, 
11, ,,,11,a, H,., .... u ,u, , .. ,ot, ,,., ... 1111 ti\ lk,llh ll•U.\10 
llL\, .. , ... J\11 '"-"' ,1111,._ ..... 111,t.u 1111,\\II' ... ,oohll" 11\1 
....... . ... • IHll';l\>I 0,1 \Ml>l ... ~U,HII lt>ll.\~l\1~110, 

Super Salyan 3 Goku Moves 
Unlock Saiyan 3 Goku simply by entering the Ultimate 
Battle 27 code. Note that you cannot use the rapid-fire 
ki blasts or the solar flare moves. 

Ultimate Battle 27 Mode - Press Up, 1:,., Down, 
X , Left, L1, Right, R1 at the Title screen after the 
FMV sequence, but before the screen that has 
mode selections. A chime will confirm correct 
code entry. 

Back Rip - Down, Forward, Back, X 
Chou (Ultra} Kamehameha - Down, Back, 
Forward, O 
Double Forward Rip - Half Circle Forward, X 
Double Halo Stomp - Forward, Down, X (in air) 
Energy Concentration - Back (hold for 2 seconds), 
Forward, O 
Forward Rip - Down, Back, Forward, X 
Hyper Elbow Smash - Quarter Circle 
Forward, D 
Instant Transmission Meteor 
Smash - Back, Forward, Down, Up, D 
To do this attack you must be on the same 
level as your opponent. So if he's in the 
sky, you also must be in the sky. 
Kamehameha - Half Circle Forward, 0 
SSJ 3 Attack - Half Circle Back, 0 
Ultimate Kamehameha (Kamehameha 
x3} - Half Circle Back, Forward, 0 
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•rhe Game Molester· 
Washington, D.C. 

INC: MEGA MICROGAMES e 

We haven't uncovered very many codes for this weird title yet, but 
this should hopefully tide you over. 

Music Test - Choose the Change Names section at the Options 
screen. Pick OK to enter a name, but don't actually enter a name. 
Instead, press L to display the music test screen. 

Naomi Klein 
Seattle, WA 

It may not be much, but consider yourself lucky if you happen to own a GSA . 

Bonus Levels - If you link the Game Boy Advance to the GameCube version of Splinter 
Cell, you'll unlock five hidden levels in the handheld game. Take that Internet! 

GOLDEN SUN: THE LOST AGE 

Kalle Lasn 
Vancouver, British Columbia 

The Transfer Codes are a pain to input, but they are well worth it. If they don't seem to 
work, make sure you check your work. We promise they do, indeed, work. 

Rename Characters - When you're prompted to enter a name for Felix, press Select 
(x3). When you enter a new name for Felix, you'll be allowed to rename Jenna, Sheba, 
and Picard. If you're playing a non-linked game, press Up, Down, Up, Down, Left, Right, 
Left, Right, Up, Right, Down, Left, Up, Select to enter new names for Garet, Ivan, and 
Mia. A sound will confirm correct code entry. 

Transfer codes 
Bronze - 9Tpz2 dPiAj 5Upq= H 
Sliver - iQ8nh JyDZe Y&JJG X9mrL 68#U7 2TmGC S7Xwd 6wmBL &y!ve hwajK g8Gpm 
C+pGk J 

Jelly Biafra 
Los Angeles, CA 
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Yu•Gl•OH! WORLDWIDE EDITION: STAIRWAY TO THE DESTINED DUEL 

Hit R and go to the Misc icon. Select Password and enter the following codes to 
unlock the corresponding cards. 

7 Colored Fish - 23771716 
7 Completed - 86198326 
Acid Crawler - 77568553 
Acid Trap Hole - 41356845 
Air Eater - 08353769 
Akaklelsu - 38035986 
Aklhlron - 36904469 
Amphibious Bugroth - 40173854 
Ancient Telescope - 17092736 
Ancient Tool - 49587396 
Anthrosaurus - 89904598 
Anti-Magic Fragrance - 58921041 
Antl-Ralgekl - 42364257 
Appropriate - 48539234 
Aqua Chorus - 95132338 
Ariownay- 14708569 
Arma Knight- 36151751 
Armalll - 53153481 
Attic - 17238333 
Axe of Despair - 40619825 
Barox - 06840573 
Bean Soldier - 84990171 
Beast Fangs - 46009906 
Beastklng of the Swamps - 99426834 
Big Insect - 5360687 4 
Black Illusion Ritual - 41426869 
Black Pendant - 65169794 
Blackland Fire Dragon - 87564352 
Bolt Escargot - 12146024 
Bracchlo-Raldus - 16507828 
Breath of Light - 20101223 
Bright Castle - 82878489 
Burglar - 06297941 
Call of the Dark - 78637313 
Celtic Guardian - 91152256 
Ceremonial Bell - 20228463 
Change of Heart - 04031928 
Cockroach Knight - 33413638 
Confiscation -17375316 
Crow Goblin - 77998771 
Cyber Jar - 34124316 
Dancing Elf - 59983499 
Dark Energy - 04614116 
Dark-Eyes Illusionist - 3824 7752 
Destroyer Golem - 73481154 
DNA Surgery - 7 4 701381 
Dokurolzo the Grim Reaper - 25882881 
Dorover - 24194033 
Dream Clown - 13215230 
Driving Snow - 00473469 
Drooling Lizard - 16353197 
Dryad - 84916669 
Dungeon Worm - 51228280 
Dust Tornado - 60082869 
Earthshaker - 60866277 
Eatgaboon - 42578427 
Elf's Light - 39897277 
Empress Judge - 15237615 
Enchanting Mermaid - 75376965 

Eradicating Aerosol - 94 716515 
Eternal Draught - 56606928 
Exchange - 05556668 
Eyearmor - 64511793 
Fairy Box - 21598948 
Fiend Kraken - 77 456781 
Flying Kamaklri #1- 84834865 
Follow Wind - 98252586 
Forced Requisition - 7 4923978 
Forest - 8 7 430998 
Frenzied Panda - 98818516 
Fusion Sage - 26902560 
Fuslonlst - 01641882 
Ganlgumo - 34536276 
Germ Infection - 24668830 
Ghoul With an Appetite - 95265975 
Giant Flea - 41762634 
Gift of the Mystical Elf - 98299011 
Glganto - 33621868 
Olga.Tech Wolf- 08471389 
Glltla the D. Knight - 51828629 
Goblin Fan - 04149689 
Goblin's Secret Remedy - 11868825 
Goddess of Whim - 67959180 
Goklbore - 15367030 
Graceful Charity - 79571449 
Great BIii - 55691901 
Griggle - 95744531 
Ground Attacker Bugroth - 58314394 
Gruesome Goo - 65623423 
Gryphon Wing - 55608151 
Gust - 73079365 
Gust Fan - 55321970 
Gyakutenno Megaml - 31122090 
Hane-Hane - 07089711 
Hercules Beetle - 52584282 
Hlblklme - 64501875 
High Tide Gyojln - 54579801 
Hlnotama - 46130346 
Hltotsu-Me Giant - 76184692 
Holograh - 10859908 
Hourglass of Courage - 43530283 
Hunter Spider - 80141480 
Hyo - 38982356 
Hyosube - 02118022 
Hyozanryu - 62397231 
Ice Water - 20848593 
Ill Witch - 81686058 
Imperial Order - 617 40673 
Invader of the Throne - 03056267 
Invigoration - 9837 4133 
Jar of Greed - 83968380 
Jellyfish - 14851496 
Jlgen Bakudan - 90020065 
Jlnzo - 77585513 
Judge Man - 30113682 
Just Desserts - 24068492 
Kagenlngen - 80600490 
Kalryu-Shln - 76634149 

Kaiser Dragon - 94566432 
Karbonala Warrior - 54541900 
Kattaplllar - 81179446 
Key Mace #2 - 20541432 
KIiier Needle - 88979991 
King Fog- 84686841 
Kojlkocy - 01184620 
Kotodama - 19406822 
Koumori Dragon - 67724379 
Kwagar Hercules - 95144193 
Labyrinth Tank - 99551425 
Laughing Flower - 42591472 
Lava Battleguard - 20394040 
Legendary Sword - 61854111 
Light of Intervention - 62867251 
Ughtforce Sword - 49587034 
Liquid Beast - 93108297 
Lord of D - 17985575 
Malevolent Nuzzler - 99597615 
Mammoth Graveyard - 4037 4923 
Man Eater - 93553943 
Mart-Eating Plant - 49127943 
Metalzoa - 50705071 
MIiiennium Golem - 47986555 
Mlsalruzame - 33178416 
Mountain Warrior - 04931562 
Mr. Volcano - 31477025 
Muka Muka - 46657337 
Musician King - 56907389 
Mysterious Puppeteer - 54098121 
Mystic Tomato - 83011277 
Needle Ball - 94230224 
Nekogal #1- 01761063 
Nimble Momonga - 22567609 
Nlwatori - 07805359 
Nobleman of Crossout - 71044499 
Numinous Healer - 02130625 
Octoberser - 7 4637266 
Ocubeam - 86088138 
Ogre of the Black Shadow - 45121025 
One-Eyed Shield Dragon - 3306464 7 
Ooguchl - 58861941 
Osclllo Hero - 82065276 
Osclllo Hero #2 - 27324313 
Painful Choice - 7 4191942 
Parrot Dragon - 62762898 
Patrol Robo - 76775123 
Peacock - 20624263 
Pendulum Machine - 24433920 
Penguin Knight - 36039163 
Penguin Soldier - 939207 45 
Pragtlcal - 33691040 
Protector of the Throne - 10071456 
Psychic Kappa - 07892180 
Punished Eagle - 7 4 703140 
Queen Bird - 73081602 
Ralmel - 56260110 
Rain of Dark Magic - 27827272 
Rainbow Flower - 21347810 
Raise Body Heat - 51267887 
Rare Fish - 80516007 
Ray & Temperature - 85309439 
Reaper of the Cards - 33066139 
Reinforcements - 17814387 

Restructer Revolution - 99518961 
Ring of Magnetism - 20436034 
Rlryoku - 34016756 
Rising Air Current - 45778932 
Roaring Ocean Snake - 19066538 
Royal Guard - 39239728 
Rude Kaiser - 26378150 
Rush Recklessly - 70046172 
Ryu-Klshln - 15303296 
Ryu-Klshln Powered - 24611934 
Ryu-Ran - 02964201 
Saber Slasher - 73911410 
Saggl the Dark Clown - 66602787 
Salamandra - 32268901 
Sand Stone - 73051941 
Sangan - 26202165 
Sea Kamen - 71746462 
Sea King Dragon - 23659124 
Shovel Crusher - 71950093 
Sliver Bow and Arrow - 01557499 
Sliver Fang - 90357090 
Sinister Serpent - 08131171 
Skelengel - 60694662 
Skelgon - 32355828 
Skull Dice - 00126218 
Slot Machine - 03797883 
Snake Fang - 00596051 
Sogen - 86318356 
Sparks - 76103675 
Steel Ogre Grotto #1 - 29172562 
Stirn-Pack - 8322544 7 
Swordstalker - 50005633 
Tailor of the Fickle - 43641473 
Tainted Wisdom - 28725004 
Takrimlnos - 44073668 
Takuhee - 03170832 
Tao the Chanter - 4624 7516 
Thousand Knives - 63391643 
Three-Legged Zombies - 33734439 
Thunder Dragon - 31786629 
Time Wizard - 71625222 
Tongyo - 69572024 
Tripwire Beast - 45042329 
Two-Pronged Attack - 83887306 
Tyhone - 72842870 
UFO Turtle - 60806437 
Ultimate Offering - 80604091 
Uml - 22702055 
Umllruka - 82999629 
Unknown Warrior of Fiend - 97360116 
Upstart Goblin - 70368879 
Uraby - 01784619 
VIie Germs - 39774685 
Violent Rain - 94042337 
Vorse Raider - 14898066 
Waboku - 12607053 
Wasteland - 23424603 
Weather Report - 72053645 
White Hole - 434877 44 
Witch's Apprentice - 807 41828 
Witty Phantom - 36304921 
Yalba Robo - 10315429 
Yaranzo - 71280811 
Zombie Warrior - 31339260 
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SEGA CD FMY GAMES: THE GOOD, 
THE BAD, AND THE GRAINY 
In hindsight, full-motion video (FMV) games are 
seen as a curious link in video game's evolutionary 
chain. Reviled by most players for their one-dimen
sional gameplay, notoriously B-movie acting, short 
play time, and (in most cases) multiple-disc require
ments; there is still a fierce contingent of nostalgic 
gamers burning for more FMV. 

FMV games are usually classified by their use 
of digitized video or animation for all onscreen 
action and plot development. While current titles 
have eschewed real actors appearing in video 
games almost entirely, the early 9O's saw Sega 
put forth a Herculean push toward developing the 
new concept. It saw the technology as a perfect 
example of what its forthcoming Sega CD was 
capable of. 

Although Sega was the first to mass-produce 
FMV titles, it was actually a failed attempt by 
Hasbro that started the efforts of bringing 
Dragon's Lair's (an arcade favorite at the time) 
technology into American homes. In the late '8Os, 
the toy maker invested huge sums of money 
into the development of an interactive videotape 
console codenamed NEMO. NEMO's technology 
worked by encoding a number of tracks onto a 
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modified VHS tape and the console would switch 
between tracks based on the user's selections in 
games. One million dollars was spent recording 
footage, developing the video compression tech
nology, and producing a prototype. Tom Zito had 
masterminded the FMV plans for NEMO; and when 
leading retailer Toys 'R Us refused to carry the 
product, Zito' s team at Hasbro was let go and he 
retained the rights to their work. 

The fruit of NEMO's labor, a game called Sewer 
Shark, had full-color VH5-quality images, lasted 
34 minutes, and was completed in 12 weeks. 
Although Zito felt strongly that FMV was the true 
future of gaming, he lacked the financial backing 
of a major corporation to make more titles. Sewer 
Shark would spend the next few years wallowing in 
a storage locker. 

In the early '9Os, Sega was battling a fierce 
competition with Nintendo and its recently released 
SNES system. The company was looking for a 
whole new kind of game to show off the Sega CD. 
With Sewer Shark rotting in public storage, Zito 
had heard through friends that Sega had been 
asking about NEMO's FMV technology. He then 
formed Digital Pictures to strike up a deal with the 

Japanese company - effectively ensuring his ability 
to make more FMV games with a corporate-sized 
budget. Launched stateside in 1992, the Sega CD 
came to the U.S. bundled with Sewer Shark. 

By the time Sega CD shipped, Digital Pictures 
had two offerings for the FMV format: Sewer Shark 
and Night Trap. Before the backlash against FMV 
and its shortcomings, Zito had asserted that, 
"Once kids start interacting with live video, they'll 
never go back." 

FMV games, and Zito, banked on the idea that 
everyone really wanted to star in their own movie 
and have control of its characters. Along this vein, 
Digital Pictures went on to produce almost all of 
the Sega CD-€ra FMV titles (around 15 games, give 
or take) covering themes as divergent as sports, 
shooters, mysteries, and a truly unfortunate series 
of "Make My Video" titles featuring Marky Mark 
and Kris Kross, among others. 

Scott Miller, president of 3DRealms and ex
NEMO alumni, pointed out that, "FMV (full motion 
video) games failed because they lacked possibili
ties, one of the two key components of gameplay. 
In general, FMV games offer very few options for 
players to develop personal and varied strategies." 



POPULAR GENRES 
With video scenes as their main selling point, FMV games didn't have much to offer when it came to gameplay options. Here 
is a listing of some of the most popular genres, along with a few examples of each. 

CURSOR FIRE 
This is by far the most common genre for FMV games. It's also 
the easiest to make. Basically, you let the computer deliver you 
to a set location, then aim the cursor at things to shoot them. 
The aiming is awful and slow, since most don't support any 
light gun peripherals. Variations include Ground Zero, Texas, 
where you shoot aliens disguised as rednecks with the lamest 
fake guns imaginable; Midnight Raiders, where you play a heli
copter gunner on a "Top Secret" mission; and Tomcat Alley, a 
fighter plane title where you spend more time hitting the button 
on the map's little orange triangles than actual enemy aircraft. 
If a Sega CD title plays like an Atari 2600 game, this is prob
ably the category it's in. 

THE TRAPPER 
Not all FMV games require 
gunfire. These use a slight
ly less violent approach to 
dispatch enemies. In Night 
Trap and Double Switch, 
you preside over a building 
full of innocents. When 
bad guys show up, you set 
traps in particular areas. 
As the ghoul hits his mark, 
spring the trap, and watch Nltt,t Trap 

them exit stage left. These generally require multitasking, 
as you're watching over several rooms or areas. 

Ground Zero, Texas 

TRACK-BASED 
These are similar to the cursor fire games, but you have a 
little more control over your movement. Most likely, you're 
navigating a simplistic maze, trying to reach a goal. Sewer 
Shark and Loadstar: Legend of Tully Bodine are the two 
best examples of this. In one, you're shooting mutant rats 
in a repetitive sewer. In the other, you're piloting a futuristic 
freight train while blasting traffic cop robots. 

"Once kids 

start interact· 

ing with live 

video, they'll 

never go 

back." 

CLASSIC GI 

Midnight Raiders 

Sewer Shark 

Double Switch 

TOM ZITO, 
DIGITAL PICTURES FOUNDER Loadstar: Legend of Tully Bodine 

ONE-ON-ONE FIRST-PERSON 

PrlzeRghter 

This type of gameplay takes place in the first-person per
spective, but they're not the type of games you'd expect 
to play this way. You will normally be prompted to execute 
button presses or directional taps at specific times to 
"interact" with the onscreen action. Think Dragon's Lair, but 
with sandy images instead of cartoons. Winning generally 
relied on patience coupled with quick reflexes. Slam City 
used the one-on-one perspective for basketball - pitting 
your player against four other ballers on the way to taking 
on NBA All-Star, Scottie Pippen. Supreme Warrior used this 
same formula, but with a chop-sockey movie backdrop. 
Likewise with Prize Fighter, using black and white boxing 
scenes to try to capture gamers· attention. Slam City 
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FMVGETS AN F 
Explaining why full-motion video games didn't 
succeed can easily escalate into a rant that 
would take more pages than this entire issue 
contains. First off, the video quality is, was, and 
always will be pathetically poor. The resolution 
is awful, compression further worsened matters, 
and the Genesis' onscreen colors limit is way 
too small (64, but increased through "cheats") 
to accommodate this medium. Ports on more 
advanced systems (3D0 and Sega's 32X CD 

combo and Saturn) give better video quality, but 
prove this wasn't the only problem. Once the 
novelty of FMV wears off, you're left with some 
of the least interactive "games" ever released. 
Nobody wanted to pay $50 for low-budget movie 
footage coupled with gameplay that consisted 
of no more than a few button presses. These 
products will forever remain speed bumps on the 
highway of innovation. 

GREATEST 
GAME 
OF ALL 
TIME . 

By Ben Landrum 

Every month one of Game Informer's readers picks his or her 
personal choice for Greatest Game Of All Time. 

Towards the 
end of Super 
Nintendo's 
life, when 
PlayStation 
was dominat
ing the console 
game market, 
Enix denied 
American 
gamers an 
extremely inno
vative, enter-

TERRANIGMA 
■ POllMAI SUPER NINTENDO 
■ PUIILIIHH ENIX 

taining, and visually appealing game. 
Terranlgma, the third game in Enlx's 

action/ RPG Soul Blazer series (including Illusion 
of Gaia), boasted some of the most Jaw-drop
ping visuals and memorable music that video 
games have to offer. 

Aside from the commendable technical 
aspects of Terranigma, its content immortal
ized the game. The protagonist of Terranigma 
is Ark, a mischievous young man whose goal 
is to recreate a post-apocalyptic world. He had 
to resurrect continents, help plants cover the 
naked Earth, populate the world with beasts, 
and restore the human race to bring the planet 
back to its former glory. The plot reflects our 
world's societal development through allusions 
to inventors like Alexander Graham Bell and 
Thomas Edison and locations that mirror real
world places. 

Terranigma's combat is fast-paced, and its 
secrets are many. Ark must use his trusty rod, 
his magical powers, and his wits to fulfill his 
grand quest. What are the consequences of 
Ark's seemingly benevolent actions? This is an 
adventure you will not want to miss. 



CLASSIC REVIEWS 
ARCADE 

EB 
DIG DUG 9.25 

G oing into battle, most people wouldn't choose an air pump as their sole means 
of defense, but Dig Dug manages it nicely. This is a true arcade classic, featuring 
loads of levels with increasing difficulty, clever enemies, and an intriguing way 

to attack. Dig Dug, an underground explorer, inflates his adversaries until they pop like 
balloons. Rocks are also placed around the levels for the purpose of dropping on victims' 
heads - just make sure you're not under one when it falls. This game has many distinct 
strategies, and everyone who plays it does so in a unique way. Some go for quick pops, 
While others aim to trick the Pookas (they look like Crunch Berries with goggles) and Fygars 
(fire-breathing dragons) to their deaths. It has an addictive quality that only the classic 
games of the early eighties can boast. Mr. and Ms. Pac-Man may be Namco's famous 
couple, but Dig Dug deserves many accolades, too. He's able to defend himself, he eats his 
vegetables, and he's rumored to be the father of current Namco superstar Mr. Driller! 

• STYLI 1 OR 2-PIAYER ACTION ■ l'UIIUINIR ATARI ■ DIYI LONR NAMCO 
• YIU HUARD 1982 

ARCADE 

DOUBLE 
DRAGON 

L ight years ahead of its time, Double Dragon set the standard for the side-scrolling beat 
'em up. Picking either Spike or Hammer, it's a race to get your girlfriend back (or your 
brother's girlfriend, which doesn't make a whole lot of sense - but whatever). Deviously 

Cle ver thugs and gangsters wait at every turn - armed with bats, knives, whips, and even 
b? Ulders. These include ogre-like Abobos, a 'fro-sporting dominatrix, and a machine-gun 
wie lding end boss. The environment can be your worst enemy, as pitfalls and broken bridges 
co u ld spell quick doom. Thankfully, the protagonists have more moves than the entire cast 
of Breakin ' 2: Electric Boogaloo. These include having some of the first combos and special 
moves in video games. Who can forget the almighty power of the back elbow (executed by 
Pressing jump and punch simultaneously while facing away from an adversary)? Console 
Ports have been entertaining, but they can't match the sharp graphics and sweet action of 
the original arcade Double Dragon. 

■ • nu 1 OR 2-PLAYER FIGHTING ■ l'UIIUINH TAITO ■ DIYILONR TECHNOS 
■ lrua RILIASID 1987 

ARCADE 

CRYSTAL CASTLES 

0 verlooked despite its beauty and innovation, Crystal Castles is one of gaming's 
most under-appreciated titles. Sure, Centipede used the Trak-Ball first; but this 
game did so in a maze-like, character-based fashion - which resulted in some of 

the most accurate control around. Pilot your bear to gather all the gems on the multi-layered 
stages wrought with elevators, secret passages, and shortcuts. The enemies are among the 
strangest of the era, and they too are going after the level's booty. You have to decide which 
gems to leave for them, and which to snap up. Some baddies will seek you out if they're 
not chomping jewels; the same goes for the swarm of bees, who don't want you touching 
their honey. Of course, an evil witch is behind this conspiracy, and she does her share of 
tormenting you. The only problem with Crystal Castles is that it isn't the same if you aren't 
playing it with a Trak-Ball - which is hard to come by for console ports of this great game. 

■ STYLI 1 OR 2-PIAYER ACTION ■ l'UIIUINIR ATARI ■ DIYILOPlll ATARI 
■ YIAll ULIASID 1983 

ARCADE 

Despite technology's constant strides, shooters seem more impervious to time's 
unavoidable effects than other genres - simply because their attraction mainly 
depends on their ability to elicit nonstop excitement. Smash TV remains a shooting 

extravaganza nearly on par with classics such as Robotron and Asteroids. The objective is 
simple: Destroy floods of enemies, avoid various traps, and meet challenges as you pass 
through a series of tiny rooms - all while collecting as many prizes and cash bonuses as 
possible. Although the formula is addicting, the ensuing chaos often overwhelms the player. 
This translates into cheap, unavoidable deaths, ultimately removing the player from the 
highly desired Zen-like state. If Midway mellowed out the gameplay by roughly 25 percent, 
we would've easily elevated this rating by a point. Nevertheless, whether you're a collector 
or a gamer searching out quality action titles, Smash TV is every bit as good as it was 13 
years ago. 

■ STYU 1 OR 2-PIAYER SHOOTER■ l'UIIUINI R WlWAMS ■ DIYILONR WlWAMS 
■ YIAll RILIASID 1990 
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LUCKY WANDER BOY 
Manufacturer: Plume Books 
Website: luckywanderboy.com 
List Price: $13.00 
Will Wright said, ·1 really enjoyed this book. D.B. Weiss 
uses classic video games as a form of modern mytho~ 
ogy, a template to understand life." Playooy even went 
so far as to compare the novel to High Adelity, perhaps 
the most pop.culture-reference laden book to come out 
in a decade. What Lucky Wander Boy does in novel 
form is describe the world of a Hollywood drone that 
harbors an extraordinary fascination with Lucky Wander 
Boy, the title character of a fictitious 80's game that 
no one seems to have ever beaten. Mixed into the plot 

----_..,.,._. 

lucky wander boy 
d.b. WIIH 

is a plethora of video 
game references and 
observations that have 
earned D.B. Weiss an 
impressive number of 
positive reviews. Come 
on, you guys need to 
read something once in 
a while; it might as well 
be about games. 

ER-6 ISOLATOR 
EARPHONES 
Manufacturer: Etymotlc Research 
Website: etymotlc.com • List Price: $139.00 
While most nois~anceling headphones promise 
around 10 dB of sound isolation, the Etymotic ER-6 
Isolator Earphones offer 15-20 dB without the added 
weight of batteries required by other models. These 
earphones are more like earbuds that form a seal 
inside your ear canal. While the design sounds about 
as comfortable as sticking long, hot needles into 
your eye sockets, the included si licone earpieces are 
hard to feel once a seal has been made. Other noise
canceling headphones use an external microphone 
to detect outside noise and generate an opposite fre
quency to cancel out the sound; these little buggers, 
on the other hand, literally seal out external noise 
- thus eliminating the chatter of cubical neighbors or 
babies on planes. Technology is cool, man. 

XBOX GAME MANAGER 
AND SURGE PROTECTORS 
Manufacturer: APC • Website: apcc.com 
List Price: $14.99 (Seven outlet Surge Protector), 
$29.99 (Eight outlet Surge Protector), 
$39.99-$49.99 (Xbox Game Manager) 
APC (American Power Conversion) is mostly known 
for high-end surge protectors and battery backup 
units geared to corporate fileservers and those of 
us that live in old apartments with questionable wir
ing. Now APC wants to crack into the plump, video 
game pie with a line of Xbox accessories. While 
each sport a coordinating color scheme inspired by 
their Xbox muse, the features vary between models and price points. The 
$14.99 model features seven outlets, one of which is spaced out to accom
modate brick-like power supplies. Double the price and you get eight outlets 
and modem/ cable TV / ethernet jacks. The Xbox Game Manager sports six 
outlets, two disc-storage units, as well as storage for four memory cards 
and two controllers. 

GAMEPAK 

SCOURGE OF WORLDS 
Manufacturer: Rhino Home Video • Website: scourgeofworlds.com 
List Price: $24.95 
Remember the Choose Your Own Adventure books from the '80s? You know, 
the ones where you read a few pages and then have to make a choice: "To 
steal the Mona Lisa from the fleeing thief, turn to Page 87. To hide behind 
the display case like a cowering monkey, turn to page 122." Rhino Home 
Video and DKP Effects (Canada's largest 3D animation and effects studio) 
are joining forces to bring the same premise to DVD with a Dungeons & 
Dragons theme. Available June 10, the DVD boasts more than 20 decision 

points, four different endings, and 
just over 900 possible story combina
tions. In addition, a special edition of 
the adventure (available this fall) will 
come packed with two extra endings, 
15 minutes of additional footage, 
a "Making Of" featurette, and an 
exclusive pre-painted 
plastic miniature. 

Manufacturer: Lasr Accessories • Website: lasraccessorles.com 
List Price: $34.99 (PlayStatlon 2 and GameCube), $39.99 (Xbox) 
Wow, a console-toting backpack that is actually functional! Each system gets its own 
customized layout, to ensure a beautiful working relationship between you and 
your traveling machine. The backpacks proudly feature a design scheme that 
lets you play without unpacking the bag. A zippered panel on the bottom 
allows for cord connections, and the · padded for your protection" storage 
area has ventilation holes to prevent overheating. In addition, two memory 
card cubbies, eight non-scratch disc slots, a game manual pouch, and 
a handful of pockets for controllers and cables round out the package. 
Admittedly, the Xbox bag is proportioned for Andre the Giant, but the 
GameCube and PS2 models look enough like normal backpacks to not 
call extra attention to themselves. 
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