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COVER STORY
28 RATCHET & CLANK

A platform game is nothing new to this industry. Indeed, any such |
game that comes along must be bigger and better than the legions |

which have come before it. Join us as we embark on a voyage into

the innards of what could be the next big platformer to hit the mar-
ket — Ratchet & Clank.

FEATURE
34 TOMB RAIDER:
THE ANGEL OF DARKNESS

Sheeeeeeee’s baaaaack! Once believed to be dead, Eidos’ spunky spelunker is finally making the
leap to the next generation consoles. Yes folks, the polygonal dynamo that makes grown men drool
at the mouth is returning to video games and she’s not happy about it. Why is our beloved angel so
dark in spirits? Read on to find out!

i 26 RYGAR

It's been quite a while since we’ve spent time with Rygar on the NES. Many things have
changed, and what we have to show you will be sure to make you drool on the pages. Game
Informer has once again gone out and secured an exclusive look at an upcoming game just for
you — our most loyal reader.

i

ace

FEATURE
4.2 THE BEST OF THE BEST

At the recent DICE Summit in Las Vegas, Game Informer had the honor and the
privilege of interviewing some of the biggest names to ever grace the video game
iIndustry. If you don’t recognize these people, you're either not a nerd, or you're
not up on your video game visionaries. Learn about the past and future of our
beloved industry from those who helped create it.

Besssn
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EXTREME

GAMING"™

SCORE WITH THE GORGEOUS

LADIES OF THE DIGITAL

WORLD AND ENHANCE YOUR

GAMING EXPERIENCE.
THE NEXT GENERATION

- OF ACCESSORIES FOR
SCORE WITH CHICKS.

(DIGITAL ONES, THAT 15) PLAYSTATION 2 ARE HERE

AND ONLY NYKO DESIGNS

THEM TO MEET YOUR NEEDS.

LIMEGA 2

* PRESSURE SENSITIVE BUTTONS

“ VIBRATION FEEDBACK

* FULL DIGITAL, ANALOG AND
STEERING SIMULATION MODES

VERTICAL TOWER

* STORES 12 GAMES,
DVDs OorR CDs

* SUPPORTS YOUR
SYSTEM VERTICALLY

* HOLDS THREE
MEMORY CARDS

POWER SwITCH 2

* CONVENIENTLY MOVES
THE ON/OFF swiITCH
TO THE FRONT OF YOUR
PLarySTAaTiION 2

* DESIGNED TO MATCH YDUR
PLAYSTATION 2 SYSTEM

VISIT US AT NYKO.COM

PlayStation® 2 is a trademark of Sony Computer Entertainment Inc.
Omega 2, Vertical Tower, Power Switch 2, and NYKO
are all trademarks of NYKO Technologies, Inc.
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about this crap! In case you do care to find Final Fantasy XI, MechAssault, Without that movie we'd have no Quantum Redshift . .............. 75
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We're not sure what got into us, but we know that rhymed, but we didn’t RedCaldongs v L o ias
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training pointers in there this month What's hot? amount of things you could learn Tomb Raider:
to . gt , : - - : The Angel of Darkness .......... 34
0. Don’t say we didn't warn you. What's not? from reading this section might Tom Clancy's Rainbow Six:
o What's up? What's make your head Raven Bhigtd e s SR 75
*f NEWS | down? It’s not NAS- explode. Maybe you Top Anglars o et S 83
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THE WILL TO KILL

Between DICE and the Game
Developers Conference, | spent
most of my time this issue talking
and listening to developers from
around the world, and | learned
some interesting things. For one,
game developers are people, too -
contrary to what publishers might
say. In fact, these are the people
whose creative ideas and vision make all the great
games that we play possible. Without them, every
console or PC is just a boring old box.

Unfortunately, | also learned that these guys (and
gals) have a responsibility to try and make their
company money (whodda thunk?), and many times are
forced by publishers to complete games that the
creators themselves aren’t too happy with. For most
people in the industry, this statement is not a revelation.
| have a feeling, though, that the average consumer

the more respected development houses will be given
the time and resources they need to make quality titles.

|, like many others, wish that publishers would
choose to cancel some of these stinkers; eat the cost of
pre-production and technology development; and just
consider it part of doing business. The sad fact is,
however, that this will never happen. Besides, it is
difficult to predict what will and what won’t be a good
game until it’s finished. Well...sometimes. Other times,
it's pretty obvious; but people don’t have the chutzpah
to kill a project even though it is necessary. Plus, if all
the games were good, what would you need Game
Informer for? My stupid letters?

I'd like to thank Mark Cerny for the headline,
and encourage you all to read the DICE feature - it's an
eye opener. Perhaps it will teach
everyone some things about how
titles are made and about the
people who make them. After all,

we owe them for all the great
games we’ve got (and they owe us Andy McNamara

, Edit
for all the cash they’ve got). = o

doesn’t realize that bad games are knowingly published
each and every month, and the developer is not always
happy about it. This makes it very important for readers
to pay attention to who develops what products, since
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Fifty years from now the editorial staff spend their golden years at the Fairlawn Retirement Home for Elderly Gamers. 1. Andy is
scolded yet again by the head nurse for reckless driving of his scooter chair. 2. Kato runs the exciting Saturday night bingo game. 3. Pokémon
is still popular. (left to right) Paul, Kato, Kristian and Justin swap cards. 4. Matt plays a high stakes game of shuffleboard. 5. Irregularity causes
angry accusations to fly between Reiner (right) and Justin (left) while getting some sun on the porch.
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REINER, THE RAGING GAMER

reiner@gameinformer.com

The console battle has taken a strange detour as of late. The
GameCube and Xbox have basically become the PlayStation 2's little
brothers. Seriously, how many hand-me-down ports have there been
in the last few months? Compare this with the quality and quantity of
first-party software, and you can see where I'm coming from.
Microsoft is doing its part to find an identity, and is releasing a fair
number of noteworthy releases, but Halo is still what | would consider
to be the only triple A title in the entire lineup. On the other hand,
Nintendo isn't necessary focusing on the system war, but rather how
long it can delay games. The only company that is doing its part to
keep gamers overfilled with joy is Sony. | want a war! As of now, it's
nothing more than a schoolyard fight between a seven-foot bully and
two scrawny nerds. Lame!

MATT, THE ORIGINAL GAMER

matt@gameinformer.com

Video game violence is still under fire from all sides, most recently
with the controversy surrounding Rockstar's Grand Theft Auto lll and
State of Emergency, in addition to a proposed Georgia law that would
make selling M-Rated titles to a minor a punishable offense. With this
in mind, | tuned into the Oscars and noticed a disturbing double
standard in the way media treats the film industry versus the game
industry. The press would have you believe that GTA lll is one step
above child pornography. However, watching the cloying Oscar
ceremony, one couldn't help but notice that many of the films being
honored had content that would make most developers blush. For
example, Denzel Washington's character in Training Day engages in
drugs, sex, and violence at a rate that makes Max Payne look like a
Girl Scout. Halle Berry won for her role in Monster's Ball, a film that
featured graphic sex and violence against women, and Best Director
nominee Ridley Scott’s Black Hawk Down was not only ultraviolent,
but accused of racism by many activists. Funny, you don't see Sen.
Lieberman coming out strong against any of these films. It certainly
couldn’t have anything to do with all the fundraising Hollywood does
for the Democratic Party, could it?

KRISTIAN, THE GAME DAWG

kristian@gameinformer.com

Sitting here thinking back on last year's video game festivities, I'm
reminded of my number-one gaming experience of the past 12
months. During those terrible days when all of the editors were
working in a room the size of a closet, waiting for our main space to
be built, Kato and myself embarked upon a game of Madden NFL
2002 for the ages. It was evening, the issue had just been put to bed
earlier that day, and the two of us were messing around with the PS2
version of Madden. Soon enough, we found ourselves down by one
touchdown with only 1:56 left in the game. We drove 80 yards, scored
a TD to tie, then recovered an on-side kick, drove into the red zone,
and watched Randy Moss haul in a deflected pass for the game-
winning touchdown. Wonderful, wonderful, wonderful, and most of all,
wonderful.

JUSTIN, THE DIGITAL DEVIANT

justin@gameinformer.com

| still consider 2D fighting games superior over those in 3D. | may be
a purist, but | have good reason for my stance. Back in the Street
Fighter Il days, it was much easier to get to know your character. Each
button meant something based on the state of your opponent, and
combos were in their fledgling stages. For example, as a youth, |
mastered both Ryu and E. Honda. | knew what attack to use in any
given situation, and which of my opponents' moves would cancel
mine out and vice versa. This brought so much more strategy than
the infinite move, button-mashing 3D brawlers of today. Yes, you can
still take the time to memorize a fighter's tactics, but since you can
just slam on the buttons to get victory just as easily, why bother? |
love the DOAs and Soul Caliburs of the world, but nothing tops Street
Fighter Alpha 3 - the pinnacle of fighting games.

KATO, THE GAME KATANA

kato@gameinformer.com

'm going to admit a pretty embarrassing fact: I'm a bit behind the
times. A couple of my reviews this month opened doors that may
have been better kept closed. I'm talking about first-person shooters.
| mean, of course |'ve played Doom and Star Wars: Dark Forces, but |
usually just shrugged my shoulders at the genre. Then, | stepped up
to Deua Ex: The Conspiracy for the PS2. All together now: “Hnw

know. But I'm just now finding out about how awesome its depth is.
Next was Global Ops, a Counter-Strike-esque squad-based affair. It
wasn't too long before | was doing my best Kristian impression, as |
screamed "From where?!" whenever | was unexpectedly capped.
Good times, good times. As for Counter-Strike, | just might have to
look into it. It's only been ages since my brother started bragging
about his Kill ratio. It's time for a little childhood payback. You may
ask, "What about MMORPGs?" That's where | put my foot down. At
least until Star Wars Galaxies comes out in 2003.
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henomenon fhatiswept Japan has arrived in America!
Based on the hit TV show and *trﬁtf‘m card gam®, these two new videogames include thousands of cards, dozens nf
, ¥ mrﬂmns of deck cnmbmatrnrk plus,you can import cards directly from the official trading card gamé
st O - | Are you strong enough to become the King-of Games?
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CANDID PHOTOS FROM THE
SEAMY UNDERBELLY OF THE
VIDEO GAME INDUSTRY

1 Activision's Ryh-Ming Poon force feeds Jesse Smith,
Matt Hoffman 2's production coordinator, a Dragon
Warrior monster. The stuffed animal is still in therapy.

2 We were going to try to write a snotty caption about
this picture, but it's just too damn cute and heartwarming.
That's Eidos’ Michelle Seebach and the Abominable
Snowman, by the way. 3 Justin and Irrational Games' lan
Vogel react in shock and anger as Reiner shows them the
strange growth he has on his booty. The horror...the hor-
ror. 4 At the First Annual Linn PR Bake-Off, Kate Mitchum
looks on as Katie McQuade cuts the cake (hee heel).
Apparently, the big winner of the day was the Pickle King,
with his trademark blueberry gingerbread. 5 Tecmo’s
George Ngo discovers the joys of Minnesota weather on

a recent trip to the Game Informer offices. @ Freelancer
Raymond Padilla and GameSpot Live's Ryan MacDonald
show off the peace sign, and its naughty English brother!
7 Konami's Tammy Schachter hangs with game journal-
ists turned Digijtal Eclipse producers Trent Ward and Chris
Charla. Why are Chris and Trent so happy? Now that they
don’t work for a magazine, they're actually making money.
8 In honor of the new Oasis single, “The Hindu Times”,
Kato insisted we include three references to England

in this month's Gl Spy, so here goes: Stuntman producer
Garreth Betts, suffering the conseqguences of English
dentistry.
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QUICKIE COMPLAINT
You really need to stop with
these Quickie reviews! They
usually tell me nothing about
the game. | know you guys get
a lot of games to review, but
how long can it take to write a
few paragraphs on a game
you've played for hours. To
show you what | now think of
your once good magazine, |
wrote a Quickie on you guys at
Gl:

This mag sucks badly. The
layout is horrible and the
reviews are pointless. | found
using the magazine to assist in
my dog’s potty training to be a
better use for it than reading it. | was hoping for
this magazine to be good, but it sucks. This mag
sucks. Let me repeat that so it looks like I'm actu-
ally reviewing and so | can fill this space.

Joe Hay
Via emalil

"Dog’s potty training" - that's good stuff! Tee-
hee. Although we’re still smarting from the sting
of your rapier wit, let us attempt to explain our-
selves. Like you, we wish that we could give
every game more space in the magazine.
However, our Quickie reviews are not the result of
our laziness, but rather a simple lack of space.
Currently, there are four console systems on the
market (counting the PSone). Throw in the GBC,
the GBA, and PC, and we literally have thousands
of games that could be covered each year.
Unfortunately, we only have so many pages in
which to try to review this deluge of product.
Obviously, some games don’t make the cut.
However, it has always been our policy to review
as many titles as possible, so we instituted the
Quickie review as a way of covering games that
would be otherwise passed over. We try our best
to give an accurate overview of a product’s
strengths and weaknesses in this brief forum,
and, hopefully, we are successful in doing that.

SONIC HOAX
Hi, guys! I'm Jay and | love your magazine. | have a
question: My friend said that it's possible to play
as Tails and Sonic in Super Smash Bros. Melee. Is
this true? He also sent this from some cheat site:
"To unlock Sonic and Tails, you must enter into
multi-man Melee and choose Cruel Melee. Pick
your character and get ready to fight. Get a high
score of 20 KOs and Sonic and Tails will appear to
challenge you at the SAME TIME. You must defeat
them in order to use them. Good Luck. You'll need
it."
Can you verify this?
Jay
Via emall
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This code, which actually start-
ed as an April Fools’ joke in

another gaming magazine,
& MAGAZINES | POOP  has been circulating around
' ON,ILKEGITHE  the Internet for some time

now. Sadly, for Sega fans, it
was just that - a joke. We sus-
pected this was nothing more
than a hoax, and a representa-
tive from Nintendo confirmed
this hunch, commenting that
Super Smash Bros. Melee was
completed well before Nintendo
and Sega had reached the
licensing agreement that
brought Sonic and the gang to
GameCube.

As long as we’re on the sub-

ject, here is a list of other rumored hidden charac-

ters that DO NOT appear in Super Smash Bros.
Melee:

e Bubsy

¢ Action Man

e Glover

e Raziel

¢ Toejam & Earl

e B.D. Joe from Crazy Taxi

* The Cincinnati Bengals from
Madden NFL 2002

e Former Vice President Walter Mondale

¢ Cher

¢ Shadow Man

¢ Def Leppard drummer Rick Allen

A GREAT IDEA
I've had an epiphany. As game editors, you analyze
a great deal of games. You possess the ability to
say what needs to happen to games; to change
them into the perfect experience, like that of FF VII
and Metal Gear Solid 2. So my question is: Why
doesn't a company like Square Soft
or Rare ask for the help from a
business like Gl to help them with
their games? Now, | know person-
al taste comes into play here, and
game designers would have to swal-
low their pride, but | think gaming
could really be brought to another
level if this happened. (The newest
installment of Zelda should be the
first one changed).

HELLO
SONY?..

Tenacious Trey |
Via aol.com |

Tenacious Trey, you are a man of
infinite wisdom. For years, we |
have fought the good fight, try-
ing to turn the eyes of the video |
game industry toward the light. = /2 =
Our noggins hold a huge untapped " /5 %
ocean of gaming acumen, but, so e

far, those in power have turned a blind eye to our
brilliant visions. Sure, we don’t have any program-
ming skills; our drawings resemble stick figures
that would be laughed out of an elementary art
class; and our knowledge of game design tech-
niques could fit in an undersized thimble. That
doesn’t mean that we couldn’t give video games
the shot in the arm they so badly need. The fact
that we have to waste our considerable intellects
spewing venom at half-assed Game Boy Advance
games every month is a travesty. Really, it’s like
Albert Einstein reviewing lawnmowers for Popular
Mechanics! That's it - we're outta here - get
Sony on the phone!

EMULATION ETHICS
| recently read the Dear Gl in issue #107, which
had a letter about game piracy. This brought some-
thing to my attention. A lot of my friends like to
download old SNES games, such as Chrono Trigger
and Final Fantasy lll, off the Internet and play them
on special emulators. | was wondering if this is ille-
gal as well, or if this somehow hurts companies.
Thanks.
John Gromatsky
Huntington, NY

The subject of emulation has been hotly debated
for the last few years. While everyone acknowl-
edges the harm caused by piracy of current game
software, emulation seems to exist in a bit of an
ethical gray area. Unlike game piracy rings, emula-
tion sites are most often run with the intention of
preserving gaming history. Most people who run
them are not motivated by financial gain, only the
desire to allow people to access and play games
for dead systems that may be hard to find. This is
all well and good, but many companies, most
notably Nintendo and the Interactive Digital
Software Association, have come out strongly
against emulation, citing serious issues of copy-
right infringement. This quote from an emulation
FAQ on Nintendo’s website spells out the com-
pany’s position loud and clear:

"The introduction of video game
emulators represents the greatest
threat to date to the intellectual prop-
erty rights of video game developers.
As is the case with any business or
industry, when its products become
available for free, the revenue stream
supporting that industry is threat-

ened... Distribution of a Nintendo
emulator trades off of Nintendo's
goodwill and the millions of dollars
invested in research & development
and marketing by Nintendo and its
licensees. Personal Websites and/or
Internet Content Providers sites that
link to Nintendo ROMs, Nintendo emula-
tors and/or illegal copying devices can

\

Send your comments to Game Informer. Snail Mail: Game Informer Magazine * Attn: Dear Gl * 724 North First St., 4th Floor « Minneapolis, MN 55401 Email: deargi@gameinformer.com
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ENVELOPE ART

be held liable for copyright and trademark viola-
tions."

i o b -
wWEN CAN'T T yhve
ﬂw" G"M‘E? @ & @

My
n ST
While the motivations behind emulation are A
often pure, the simple fact is that running an
emulation website could place you in serious
legal trouble. As for using emulators and emula-
tion ROMs, that is a moral issue that all our read-

ers need to sort out for themselves.

PROPS TO THE OLD SCHOOL

Hey, what's up? The reason |I'm writing this letter
IS to compliment you guys about acknowledging the
fact that video games lately have become all too
cinematic and have almost lost touch with the true
Zen feeling of the old-school. Games in general
today have forgotten about their legendary roots of
requiring and/or honing skills, instead of walking
around collecting stuff, flipping switches or any of
that other crap. Maximo is a perfect example of a
next-gen game that caters to the real gamer,
because it's actually a game and not merely a tech

demo. Stories? | love good stories in my game, but Unknown wal, e R

don't want the story to destroy the actual reason We've lost this E ‘ e _ALE

purchase games. Can't we have both? Remember artists’ name ‘ i S
Ninja Gaiden and the cinema scenes? Good times. because we were MAY WINNER:
Good story (for its time). Terrific gameplay. That afraid Justin : _ Jason Rodriguez :
was gaming at its best. The point of this letter is Timberiake was g0Ing py o) o iing Welcome to the bizarre world of Miyamoto
that Maximo and a handful of other games (mostly to beat him/her up! you believe some-
on Dreamcast...sigh) are a step in the right direc- one wanted to throw
tion toward getting back to what gaming is all away this perfectly good
about...the gameplay. No more wandering aimlessly television antenna? Enter the Game Informer Envelope Art Contest. Al
and saving, only to pick it up three months later you need to do is draw, paint, scratch, spit, or carve
and play it for 15 minutes before getting tired and [ S o the best darn envelope art you can think of and send
walking away. | want to feverishly be able to post- ' S - 2 - it to us. Please include your name;. phone n:.lrnbe:'%
pone my life to finish this grand epic in terms of O IEL aciess O The hack.of o onvelops.

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

Send to:
Game Informer ¢ Envelope Art Contest
724 North 1st St., 4th Floor » Mpls, MN 55401

control, style, innovations and, of course, great
gameplay. Linear is fine with me. Thanks for hear-
Ing my rantings out.

Pablo Sarmiento
Via aol.com
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Katie Keable
THOSE WERE This is nice, but where's Disco Stu?

_ THE DAYS!

........

Since our Maximo issue, many readers have
echoed your sentiments, and railed against the
hours of cinematics in games like Metal Gear
Solid 2 and Final Fantasy X. We certainly hope
there is room for all types of games, cinematic or
old-school. Maximo was a welcome blast from the
past, and we would encourage other game com-
panies to pursue that action-oriented style of
gaming. One thing is certain - if gamers want
more old-school games, some company out there 23—
will be willing to make them. At the end of the Julian Do

day, we all vote with our dollars. “He’s cute, but wearing oversized ski goggles on your head is
s0000 1999!"

Spencer Graham
This guy looks like he eats boogers. Gross!
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SQUARE AND NINTENDO FINALLY REUNITE!

any kind the company would ever put out, game design-
er Hironobu Sakaguchi dubbed his latest creation
"Final Fantasy."

As Square rolled on with titles like Chrono Trigger,
Final Fantasy VI (FF lll in the US) and Secret of
Mana on Nintendo's Super Famicom system (SNES
over here), the bond between the two grew. Hironobu
Sakaguchi and Donkey Kong creator Shigeru
Miyamoto even worked together on a title for the
SNES - Super Mario RPG: Legend of the Seven
Stars - the only collaboration between the two to date.

> - . : It was also, until now, the last title Square made for a
In 1995, Nintendo released Super Mario RPG: Nintendo platform.

Legend of the Seven Stars for the SNES. Until now, : : oy -
it was the last Square developed title for Nintendo, The acrimonious split in 1996 was due to a differ

In a series of events that took the gaming world by sur-
prise, Nintendo has announced that it is once again
partnering up with Square Soft to produce games.
This includes at least one title this year. Leading up to
this shock, rumors had Square teaming with everyone
from Nintendo to Microsoft. Late last year, gamers
were equally surprised when Sony bought a 19% inter-
est in the makers of Final Fantasy, making them the
second-largest shareholder of the company. This
seemed to put an inevitable end to talks of a reunion
between Nintendo and Square — which had been specu-
lated upon and wished for ever since the two compa-
nies’ working relationship fractured in 1996.

The thrust of the partnership between Square and

Nintendo r:eunlues grnurgd one man: Akituslji Kawazu. _ .0 only collaboration between legends ence qf opinion on the cartridge format. Nintendo was
Gamers will recognize his name from such titles as Shigeru Miyamoto and Hironobu Sakaguchi. preparing to release the Nintendo 64 — a console that
SaGa Frontier, Legend of Mana, and the Final still utilized the cartridge. This meant more costs for
Fantasy series. So far, he is the sole employee of the Game Designers' developers and less technological freedom. Sony's use of CD-ROM technology,
Studio (GDS). Square has set up this subsidiary to produce titles under the on the other hand, was alluring to Sakaguchi, who was busy dreaming up Final
new deal with Nintendo. Kawazu and GDS will be responsible for the "conceptu- Fantasy VII. The game's use of elaborate FMV sequences and sweeping,

al" designs for any new software. From here, Square itself will handle the orchestrated music was too much for Nintendo's format to handle. Estimates
developmental end of the process. from Square say that putting FF VIl on the N64 would have required no less

Square confirmed to Game Informer that its Japanese offices were consider-  than 13 carts. Thus, on January 31, 1997, Final Fantasy VIl debuted on Sony's
ing three to four titles for release on Nintendo platforms PlayStation in Japan. Nintendo, most notably NCL President Hiroshi
between now and March of 2003, although it stressed that Yamauchi, was extremely bitter with Square’s decision to abandon the N64, a
no specific games had been decided upon. While imagining move they viewed as stinging betrayal.
Final Fantasy on the GameCube is an attractive vision, So where, exactly, does this leave Square,

the early details do not point to such a thing hap-
pening. In fact, GDS' intent is to focus on bringing
Square properties to the Game Boy Advance.
For its part, Nintendo has stated that these
releases will make use of the connectivity
between the GC and GBA, so the next-gen con-
sole will not be entirely out of the loop.

In January of this year, Nintendo's President,
Hiroshi Yamauchi, set up a special reserve of
money dubbed "Fund Q." At the time, these
monies were being earmarked to foster creative %
ideas from small developers. Now it looks like

Fund Q may provide for Akitoshi Kawazu and GDS to

create games for Nintendo. Square, however, has
been quick to point out that some of the details
regarding this deal are still being worked on —
some of which are exactly where, and to what
tune, the GDS' monetary support will come from.
Fund Q, and its coffers of 10 million yen are being

Nintendo, and Sony? Well, it looks like the
future between the two may be as cloudy as
their past was muddy. First of all, Final
Fantasy Xl is set to come out on the
PlayStation 2 this May in Japan. Officials
from Square have said that it would not jeop-
ardize its relationship with Sony or disrupt
those current and future games (explicitly
g¢ including FFXI and FFXII) that have been tabbed
for the PS2. Behind the scenes, it is rumored that
Sony officials are less than pleased with this new

deal. And if we take GDS' initial focus — the GBA — as any

indication, big hitters like Final Fantasy may be safe with

Sony despite its hook-up with GameCube. Interestingly,

however, back when Sony purchased its stake in Square,
Sony's President, Ken Kutaragi, stated, "We're not asking
Square to make games only for PlayStation 2."

Still, new and old franchises are expected to appear

on a Nintendo platform, with the rumored initial front run-

ner being Final Fantasy Tactics for the GBA. At this
stage in the game, however, it looks like almost anything
is up for grabs. Perhaps a compromise will be reached
in which Square's franchises will be divided between
Nintendo and Sony. Or even better yet, the duo of
Hironobu Sakaguchi and Shigeru Miyamoto could be tri-
umphantly reunited for a Super Mario RPG sequel and other
new franchises. Whatever the outcome, this sudden teaming of
Square and Nintendo has gamers everywhere believing in mir-
acles and expecting many more in the future.

seen as one of the possible sources of cash.
Square and Nintendo have shared a very long -
and very tumultuous - history. In the mid-'80s,
Final Fantasy was a life preserver to the company
that had been producing games for Nintendo's
Famicom Disk System in Japan. After releasing
Kind Knight (King's Knight in the US) and
Highway Star (Rad Racer here), among others,
and finding little success, Square was ready to
close its doors. Believing that the RPG he was making was the last software of

=]
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SONY GOES OFFICIAL
ON ONLINE

Sony of America announced that it plans to debut online services for the
PlayStation 2 in August. A Network Adapter unit, retailing for $39.99, will be
released concurrently with the launch, and is required for play. This adapter will feature
both dial-up modem and broadband capabilities. It will also come with a start-up disc,
but won't be configured to any specific ISP.
Sony plans to feature at least a dozen games when the network starts in August. Twisted
Metal Black: Online, Frequency, SOCOM: US Navy Seals, and more are expected at launch.
As far as third-parties titles go, Tony Hawk's Pro Skater 3 (from Activision), and Sierra's
Tribes: Aerial Assault will just be some of those involved. Sony believes that third-party sup-
port for network play won't be a problem. SCEA's President, Kaz Hirai, said that gaming online
with the PS2 will not involve a "pay to play" format.

No announcement was made regarding the hard drive for the console. Sony says that going
online with the PS2 won't require it, and that Sony would wait until August to evaluate when it
should be released.

NINTENDO ANNOUNCES NEW
MARIO SPORTS TITLES

As the delays of high profile Nintendo titles keep rolling in, we were pleased that at
least two more A-list GameCube games are on the way. Recently, Nintendo of Japan
Issued some mouth-watering screenshots of new Mario Tennis and Mario Golf sequels.
Development of both games will be in the able hands of Camelot Software - the com-
pany that developed the Nintendo 64 versions of both franchises, as well as the recent
Game Boy Advance smash Golden Sun.

For Mario Tennis, Camelot has been seeking input from pro tennis player Kamio
Yone, which should help them incorporate a new level of depth into the all-new gameplay
mechanics that are being implemented. As you can see, both games remain faithful to
the visual look of their previous incarnations, enhanced with gorgeous CG effects. As
always, Nintendo of America has been virtually mum about both products, and release
dates and final titles are undisclosed as of press time.
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Gl NEWS

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
V| us a line. Maybe we'll use our godlike
I power over the video game industry to
" turn you into a millionaire - or just
steal your idea.

CITY CRUISER

The next generation of interactive and immersive video
games is here. Taking advantage of the leaps and
bounds made in video game and computing technology,
developer Armarian Studios is preparing to unleash
what is sure to be a colossal hit in the gaming world.
Seizing a never-before-available opportunity, Armarian
was able to rent a number of Department of Defense
imaging satellites to help lay the groundwork for this
title. Utilizing classified technologies, these satellites
took extensive imagery of the top 30 most populated
American urban areas and their surrounding environs
(up to 20 miles from downtown areas) over a number of
months. With this data in hand, the developer was then
able to make exact replicas of each of these cities

- right down to daily traffic patterns, pedestrian popula-
tion, police patrols, street signs, and house colors. For
a fee, gamers are able to download their city of choice,
and speed to their heart's content. Those who grow
tired of the free-drive portion of the title will have a mis-
sion section where they must complete a number of dif-
ferent tasks around town to unlock various vehicles and
paint jobs. Aside from the incredible gaming opportuni-
ties, City Cruiser and its technology will most likely revo-
lutionize student driving curriculum, eliminate inaccurate
directions (you can now test them in advance), and
open new opportunities for law enforcement. Put simply,
City Cruiser will be the driving fanatic’'s wildest dream
come true.

L

SEE !\.

This game was released
when a company would actu-
ally give you a free cartridge
when you bought its new con-
sole. Packed in with the Atari
Jaguar, this title was also
notable because, unlike fel- EAFSEETEETETNE

low shooter Star Fox for the SNES, it featured the ai}”“
Ity to move with complete freedom throughout its
worlds. Your mission was to recover Federation pods
from the clutches of the Pernitia Empire using your
morphing, prototype T-Griffon space ship.

(Answer on page 26)
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NEW GBA BREAK-
THROUGHS

ltalian developer Raylight Studios has been
busy trying to get the most out of
Nintendo's handheld, and if this early proof
is any indication, it is succeeding quite well.
The company has designed a spectacular 3D
engine for the platform called Blue Roses.
The games below are merely test examples
of what's possible from the latest version of
the engine, but even they are impressive.

The engine is capable of putting out more
than 3,000 polygons per second in an aver-
age scene, motion-capture animation, lens
flare, particle systems, and more. Raylight
promises that future builds of the engine will
be able to support everything from fog to
lighting and transparency effects. In movies
on the company's website (www.raylight.it),
small demos of what Blue Roses’ technology
is capable of are available. They show a futur-
istic Wipeout-esque racer using a 3D fore-
ground with a 2D background scrolling behind
it. Also shown are a 3D jet, helicopter, and
rally car. Each contains camera work to fully
show-off the engine's capabilities, while a
Resident Evillike demo shows some detail
on its character model's face.

Although Raylight is currently developing
GB Rally 2 Advance, among other projects,
it is not known when Blue Roses will become
available in any internally- or externally- devel-
oped projects.
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FIRST LOOK AT
GBA'S POKEMON

PRIy e e N = A S Even more certain than either
E;:}‘;' ‘(— RIS - death or taxes, and arguably more
Iﬁﬁf ; PR S SOSEA fun, is a new Game Boy Advance
" B Sl e 3 version of Nintendo's Pokémon.
R e TRy oo g Information is scant at this point,
B hut an early screen has surfaced
v for the tentatively-titled Pokéemon
I Advance game. Sticking with a
look similar to other incarnations
of the famous series, the newest
e R o o in this monster-collecting saga
should be coming down the pipe before 2003. Recently, Nintendo's
Communications Director Satoru lwata said, "Development on the next-gener-
ation of Pokémon Gold and Silver is progressing... and will be scheduled for
release possibly within the year in Japan and America on the Game Boy
Advance."

As for a GameCube incarnation of Pokémon, the future isn't as clear. "Our
plans for the Pokémon GameCube title have changed somewhat. We were
approaching development from one angle, but a definitive direction for the pro-
ject hasn't been decided." Game Informer contacted representatives for
Nintendo of America, but they refused comment on the status of any of its
upcoming Pokémon products. They did tell us, however, that we could expect a
big announcement regarding the franchise at this year's E3 convention in May.
We'll definitely let you know more as soon as we hear It.
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Battle it out as 16 unique fighters—
each with an alternate Hyper-heast
life-form and special attack moves.

Suggestive Themes

Violence
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HUDSON

e —

. FROM THE CREATORS

| ;_“DODY ROAR" 1. 2 AND 3 —

THE FIRST FIGHTING GAME
FOR NINTENDO GAMECUBE
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2 2002 Hudson Soft [« Lightimg 2002 All rights reserved. Published and distributed by Activiston, Inc. and ils affiliates under hicense. Aclivision 15 qmw.l'
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Fight to the finish in 2-Player head-to-head
gameplay modes or run the gauntlet through
5 Single-Player modes.
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MICROSOFT SPEADS ITS
FEVER ONLINE

.-_‘-'-'-..' =i

Last year's NFL Fever 2002 for the Xbox was a pleasant surprise. It was A R SN R RV B SE ER  a SaleiLL S A
not only a solid launch title for developer Microsoft, but it also offered up GOOD - Rockstar Games is extending its control over gamers by bringing
competition to more established franchises such as EA’s Madden NFL and State of Emergency's revolutionary themes to the Xbox before the end of
Sega's NFL 2K series. NFL Fever 2003 has just been officially announced, the year. The announcement was made, ironically, at a meeting discussing
and it is already upping the stakes with online play. just how much money parent company Take-Two had made.

Although Sega started online console sports with NFL 2K1 on the
Dreamcast, the Xbox's hard drive will continue to be a trump card over the BAD - Rush hour traffic. Getting mugged. Losing your keys. Star Fox
other games and systems. The title will likely extend beyond just allowing you Adventures: Dinosaur Planet being delayed again until September.

to play against strangers across the country, including updateable rosters Telemarketers. Going to jalil...

and other amenities. Microsoft has already said that you will be able to
download the weather conditions in your team's hometown, so it can be
replicated in the game when you kickoff. Game Informer previously spoke
with Xbox's General Manager J. Allard, who told us that he envisioned online
football tournaments as just the tip of the iceberg to excite the Fever faithful. BAD - Roolakm UR's PR densriment sentioat's loke pressielease aboutits

r}gﬁ; nggozaé Séﬁaé&e%latgssm 5:‘?:; gz igmelp Ete This SUMIEY. V5 new "deadvertising." It was asking family members of the deceased to come
P P P ' forward to offer their graveyard headstones as ad space for PS2 title

Shadow Man: 2econd Coming. |t was a joke, and besides: Bad press is
better than no press at all.

GOOD - Sony Online is releasing a new EverQuest expansion pack named
Planes of Power. |t'll feature Shadow of Luclin's engine and 18 new

zones. More is only good, not necessarily better.

UGLY - Developer VisionScape is working with the band
Creed on a proposed video game featuring the band called
Revelations. Hopefully it'll involve Creed travelling to the
future and seeing themselves as washed up, notalent
losers. Don't worry about buying the game to find out, we'll
let you in on that one for free.

like a fly on stink. If loose lips are spraying hot gossip, we're sucking up the
secret saliva and drooling it all over this section. These leads may turn out to
be 100% untrue, but then again, they could also be dead honest, and you've
N just learned about them months before anyone else! In the industry and need
e PR T to get back at the boss who fired you by spilling some secrets? Email us at

X &2 *""’"“"‘“"‘""‘ loosetalk@gameinformer.com and we'll be your shoulder to cry on.

s
e |

Loose Talk has learned that Sony has started work on Legend of Dragoon 2
for the PlayStation 2. It is unknown exactly at what point the project is at.

Therefore, a release isn't expected any time soon.

In an interview with Japan's Famitsu magazine, Gran Turismo producer
Kazunori Yamauchi stated that the still nascent GT 4 will be the last title in
the series for the PlayStation 2. Any future Turismos will have to wait until the

Sony's next system.

Alice creator American McGee (and his production company, Carbon6
Entertainment) is working with Rune: Viking Warlord developer Human
Head on a new game based on The Wizard of 0z. Thus far, plans call for the
game to have a unique graphical look, best described as a “living pop-up
book.” No word yet as to an official publisher or release date for the game.

Okay, this time we mean it. After running the gamut of the rumor mill for over a
year, Sony is expected to announce a price cut for the PlayStation 2 at E3 in
May. We contacted the company about the matter, but it could only say that it
wasn't ready to make a statement on the matter.

Loose Talk has heard that famed Nintendo developers Rare may be moving on.
The company's contract with the GameCube makers is ending, leaving open the
chance that the studio behind Banjo-Tooie, Conker's Bad Fur Day, Donkey
Kong 64, Perfect Dark, et. al. could be going else where.
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Some months after unveiling its

don't own a single Cross Colors ensemble - but we have much love for the hip-hop heroes in the world who are
keepin' it real in the twenty-oh-two. See how much science you can drop on this month's trivia, and you'll be
rewarded with which rapper you should worship. Peace out.

Question 1. The dangerous Pokemon Gyrados
is evolved from which other monster?

A. Dratini

B. Goldeen
C. Ampharos
D. Magikarp

Question 2. Street Fighter Il's arrival onto the
Super Nintendo from the arcade in 1992 was a
monumental step for ___ "

both fighting games [
and home game con-
versions. Which of
these modifications
was made in the
transition?

A. The bathtub in E. Honda's stage didn't overflow
B. Guile no longer combs his hair after winning

C. Chun Li was given more "conservative" under-
wear during high kicks

D. The breakaway signs were removed from either
end of Ryu's stage

Question 3. Games made in Japan are constant-
ly localized for the US market. What is the first
video game to come over from Japan?

A. Pole Position
B. Gunfight

C. Donkey Kong
D. Zaxxon

Question 4. When video games first came
under scrutiny by the US government, we all
know of Senator Joseph Lieberman's role, but
who helped him organize a Senate hearing on
video game violence?

A. Christopher Bond (R - MO)
B. Jesse Helms (R — NC)

C. Jack Reed (D - RI)

D. Herb Kohl (D - WI)

Question 5. Which wrestler didn't show up in
the obscure Super Nintendo title, WCW
SuperBrawl?

A. "Double A" Arn Anderson
B. Johnny B. Badd

C. Big Van Vader

D. Flyin' Brian Pillman

Question 6. Square's classic PS-X
strategy/RPG, Final Fantasy Tactics, revolved
around a complex job system. What prerequi-
site did your character need to turn him/her
into a Calculator?

A. Level 4 Priest, Level 4 Wizard, Level 3 Time
Mage

B. Level 4 Chemist, Level 2 Lancer, Level 4 Time
Mage

C. Level 6 Squire, Level 3 Priest, Level 4 Mediator
D. Level 3 Monk, Level 3 Archer, Level 4 Chemist

Question 7. When CD media was new to video
games, many crappy Sega CD games were also
crappy 3DO games. Which of the following
Sega CD games were 3D0 gamers spared from
having to play?

A. Sewer Shark

B. Corpse Killer

C. Surgical Strike
D. Supreme Warrior

Question 8. John Madden
has been featured in
dozens of video games,
but he's far from the only
sports figure who's had
his name on the cover of
a video game. Which of
these jocks has only had
one lone game named
after him?

A. Wayne Gretsky
B. Emmitt Smith
C. Charles Barkley
D. Mike Ditka

Question 9. Satan shows up in numerous video
games. However, one game, in which your goal
was to resurrect the Dark Lord himself, had a
warning on the package to keep sensitive
types away from its Satanic content. What
game was this?

A. Heretic

B. Barney's Hide & Seek
C. Devilish

D. Tecmo's Deception

Question 10. In the classic adventure game
Snatcher, main character Gillian Seed runs into
a lot of interesting folks on his quest to rid the
world of Snatchers. Which of the following
does he not meet along the way?

A. A little girl who is actually a bloodthirsty robot
B. An informant dressed as Santa Claus

C. A drug-using surfer

D. Sparkster from the game Rocket Knight
Adventures

Score & Rank

10 OI' Dirty
Bastard

console here in the States,
Microsoft has unleashed the
Xbox worldwide. The system was
recently launched in Japan,
Europe, and Australia. The
Japanese market, in particular, is
being seen as an important one
for possible future success for the
platform. Before the Xbox came
out in the US, Microsoft was care-
ful to approach Japanese develop-
ers to get them on board with creating titles for the sys-
tem. This was seen as important due to the sheer amount,
as well as quality of software that emanates from the
country.

Some early numbers have surfaced from Japan, and
although Microsoft itself has yet to release any details, it's
safe to say that the launch could have gone better. The
Xbox debuted with 250,000 units and sold approximately
123,000 of those. With a dozen games available at
launch, about 1.59 titles were sold with each Xbox. That's
compared to 2.4 games tied in with each unit in the early
days of the system's life here in America.

This new relationship between Microsoft's system and
the Japanese was further complicated when defects were
reported shortly after launch. Software discs were being
scratched by the Xbox - although the company claimed
that this didn't affect their performance. Despite early
reports, there was no recall of consoles, and the problem
was reported in less than one percent of all systems — well
within the normal defect parameters for most consumer
products.

The Xbox launched in Europe with over 20 titles to its
name, but early sales reports on how many consoles
shipped were not available at the time of this writing.
Microsoft says that it plans to send 1.5 million units to
stores by the end of June, thereby bringing the number of
total of Xboxes shipped worldwide to 6 million. On the soft-
ware side, the company wants to have more than 60
games available in Europe in the same time frame.

e TN

13% of Gl readers think Matt throws like a girl

66% of Reiner's emails were from readers asking if they could
stop by the office to play Mortal Kombat: Deadly Alliance

100% of Xbox owners are thankful that Nintendo continues to
delay Star Fox Adventures

100% of GameCube owners are thankful that Microsoft
continues to release games like Azurik and Blood Wake

33% of Justin’s day is spent looking in a mirror

Video Game Trivia Answers: VOTO'68 B LYV OYVSOPAEYZAT
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RAYMAN RETURNS,
STILL LIMBLESS

Sonic Adventure got
all the attention, but
Rayman 2 still reigns
as the best-ever plat-
former for the dearly
departed Dreamcast.
Recently, Ubi Soft
made official what we
had all been anticipat-
ing for the last two
years — a brand new
Rayman sequel to be
released for
PlayStation 2,
GameCube, Xbox,
and PC. Entitled
Rayman: Hoodlum
Havoc, the game will
be an entirely new adventure, featuring all new worlds, characters, and a
“tactical combat system” that is promised to give the action/platform
genre a much-needed shot in the arm.

Rayman: Hoodlum Havoc is
| . " TR scheduled for release this fall,
S e and development of the pro-
oy ject is being overseen by the
series’ creator, Michael
Ancel. No word yet as to what
role “hoodlums” play in the
title's as-yet-undisclosed plot;
we suspect it might entail
some witty French satire on
English soccer hooligans — but
that's just a guess. We can't
wait to find out.

NEW, SMALLER XBOX
CONTROLLER

Spurred by complaints from gamers across America, Microsoft is planning
to release a newly designed controller on April 30 for around $39.99 called
Controller S. This new unit will be smaller and more manageable than the
original, and will closely resemble the one that released with the Japanese
version of the console. The old controller, known around here as "The
Hamburger," was dubbed by Game Informer as "The Blunder of the Year"
for 2001.

Here's a list of some of the differences between Controller S and the
standard unit.

e Smaller overall size

e The primary buttons are in the tradi-
tional cross placement instead of a
skewed diamond shape

e The black and white buttons are
now located below the primary ones

e The start and back buttons are to
the left of the d-pad

e The d-pad's surface is now in the
traditional cross form

* The surface for the analog sticks
now resembles the PlayStation 2's
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CONTEST N DATA FIIF

FIGHT LIKE AN
ANIMAL FOR A
GAMECUBE!

We know that you've already rushed out and
bought a copy of Bloody Roar: Primal Fury. You
couldn't wait to get your paws on this latest In
this fighting franchise, complete with exclusive
characters and new gameplay modes. Okay, so
maybe you don't own a GameCube, but Game
Informer is here to change that. Brady Games is
even throwing in some strategy guides to master
your moves with. After all, if you can't morph
into a fighting-mad
o | animal, then

8| you're not playing
Bloody Roar:
Primal Fury — and
that's not right.

(TAKE YOUR GAME FURTHES [T/ . N

BT A
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=l ELOODY ROAR

Grand Prize (1)

¢ A Nintendo GameCube console

e A Brady Games' Bloody Roar:
Primal Fury strategy guide

Second Prize (10)
e A Brady Games' Bloody Roar:
Primal Fury strategy guide

There Are Two Ways To Enter:

(1) Send a POSTCARD with your NAME,
ADDRESS & TELEPHONE NUMBER to:

Gl's Bloody Roar
724 N. FIRST ST. 4TH FLOOR
MINNEAPOLIS, MN 55401

(2) Send an EMAIL with your NAME, ADDRESS &
TELEPHONE NUMBER to: bloodyroar@gamein-
former.com

Your name will be placed in a pool of valid
entrants for a random drawing to be conducted
on June 3, 2002.

GAME INFORMER'S BLOODY ROAR OFFICIAL RULES
1. NO PURCHASE NECESSARY. To enter, send your name, age. address, and telephona number on a postcard 1o: GI's Bloody Roar, 724
FIRST ST. NOATH, 4TH FLOOR, MINNEAPOLES, MN 55401, Or, emad your name, ags, address, and talephone number 10)
bloodyroar@gameiniormer.com. Entries must be received by June 3, 2002. One eniry per person. Duphcated entres will be disqualfed
Game Informer magazing (the “Sponsor’) is not responsible or lost, late, mutitated, ilegible, incomplete or mistirecied endnes. 2. PRIZES:
One (1) grand prize winner wil receive a Ninlendo GameCGube and a Bloody Roar: Primal Fury sirateqy guide (approximale retal value
$215). Ten (10) second prize winners will receive a Bloody Roar: Primal Fury strategy guide (approximase retail value $15). Sponsor
raserves the right 10 substitute prize of equal or grealer value if peize & pnavailable. Prizes are non-bransiaralie and no SUOsbiubons
aliowed, 3. WINNER(S): Winners will be determined by random drawings of all valid enines received by the Sponsor, whoss decisions are
final, Drawing will ba heid on or about June 3, 2002. Winners shall be notified by emal andior telephone. Flease allow six 0 eight weeks for
delivery of prizes. 4. 0DDS OF WINNING: The odds of winning depend on number of valid entries recenved. 5. ELIGIBILITY: Promotion
open fo residents of United States only. Return of any prizelprize notification as undeinverable will resull in disqualificalion and an altemate
winnes will be selacted. Winner may be required to sign an affidanil of esgibility release of Eabiity/prize acceplancs within 14 days of receip!
or fordeit prze. I the winner is a minor, then prize may be awanded to winner's parent o legal guardean. By acceptance of prize, winners

agree 1o the use of their name and'or lceness for purposes of advertising, rade, or promoSion without further compensaion, unless prohdd-

&d by law. Employees of the Sponsor, Game Informer Magazine, and thewr parent and affiiated companies and their lamdes are not ebg-
e, Maither the Sponsor nor its affliates, subsidianies, dvsion of redated companies are responsibie for any damages, Laxes, of expensas
that winners might incur as a result of this sweepstakes or recaipl of prize. 6. RESTRIGTIONS: Void where prohibded or resincled by law

2002 HUDSON SOFT/© EIGHTING 2002 All rights resenved. Published and disirbuted by Activision Publishing, Inc. under Bcanse,
Activision is a registared trademark of Activision, Inc. and its affillates. Licensed by Nintendo. Nintendo and GameCube are trademarks of
Nintendo. © 2001 Nintendo. The ratings icon is a regictered trademark of the Interactve Digital Software: Association. Al other trademarks
and trade names are properties of thew respecive owners.

» Fresh off of being Kobe
Bryant's ball boy, developer Left
Field is now getting out from
under Nintendo. The company
was working on GameCube's
1080° Snowboarding 2, but that
has been reassigned within
Nintendo — who told us that like
any rock band break-up, the split
was "amicable."

» Updating March's Baseball
breakdown, Sega's World Series
Baseball 2K3 will be an Xbox
exclusive this month, and will not
come out on Nintendo's
GameCube.

» Command & Conquer:
Generals i1s the name of the
newest EA offering in the RTS
series. Slated for the end of the
year, this C&C won't offer music
factories, but will instead feature
a new 3D engine and pit US and
China against the Global
Liberation Army 20 years in the
future.

» Epic Games and Legend
Entertainment’'s PC FPS Unreal
Il has undergone a name change
to become Unreal Episode |l
(releasing this fall). That's not to
be confused with Unreal
Tournament I, which will now be
called Unreal Tournament 2003
(summer). More changes are In
store for Unreal Episode Il - mul-
tiplayer has been removed. Epic
feels that those that want this
feature can play UT 2003.
Remember: Don't be confused.

» Nintendo owners rejoice! A
Capcom representative con-
firmed that the remake of the
first Resident Evil is scheduled
to hit stores in the US on April
30. Get in line now!

» Microsoft has announced that
it i1s releasing Project KX in the
States this fall with the new
moniker Kakuto Chojin. A smart
move, seeing as how the previ-
ous title often had people con-
fusing the game's street brawling
and dynamic Advance Fighting
System with the KY brand of "per-
sonal” lube.

» Ultima kingpin Richard
Garriott is hard at work on two
high-profile projects that will be
joint efforts between his recently
formed Destination Games and
Korean publisher NCSoft. Right
now, he's splitting his time
between porting the ultra-popular
Korean MMORPG Lineage: The
Blood Pledge to the US; and cre-
ating his all-new MMORPG,
Tabula Rasa, which apparently
breaks with Ultima's D&D
inspired universe by incorporating
elements of Eastern history, sci-
fi, and Buddhist philosophy.

» Two name changes are In
store. Majesco sales will now be
known as Argon Interactive,
while Rockstar Games' develop-
ment house and Grand Theft
Auto 3 creators DMA Designs
have been dubbed Rockstar
Studios.

Name That Game Answer:
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THE GAME WHERE YOU AND 3 BUDDIES ALL GET TO BE HEROES.
ONLY THING IS, ONE OF YOU HAS TO BE THE CHICK.

Get your friends together for the original, all-4-one,
one-4-all, hack-and-slash, free-g-all. Gauntlet Dark Legacy
brings all the excitement, fun and camaraderie of this
classic to Nintendo GameCube™, PlayStation®z computer

entertainment system - and now Xbox™ video game system!
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While exciting for consumers, te 2001

calendar year proved to be incredibly frustrating and overly competitive for game manu-
facturers. If a product didn’t have a significant historical backing, or an innovative feature that
really stood out as extraordinary, it was essentially destined to be buried within the overwhelming
amount of new software hitting the market. Two shining examples: Grand Theft Auto Il offered an
enticing and completely original gameplay experience, while Metal Gear Solid 2 sold by namesake alone.
On the other hand, a title like Jak and Daxter, which was at the top of its genre, didn’t have the name recogni-
tion or the unique appeal to truly make it stand out as a must-have property. Upstart franchises are subject 1o
failure — no matter how impressive they may be. In this day and age, the driving force behind the success of
games is immediate recognition and the ability to deliver a revolutionary playing experience. With the overabundance
of quality titles on the market, there really is no place for complacency.

Following up on the release of Jak and Daxter, Naughty Dog’s President Jason Rubin expresses frustration with the
current shape of the industry. “Movie people will go watch Meg Ryan fall in love with the actor of the day; break up; cry;
get back together; and have a happy ending once a year, every year to the tune of 50 to 100 million dollars in the box
office. They never say, ‘Wait a minute! That's the same plot with a different city!” They never say, ‘It’s a madlib movie.’
In our industry, the gamer doesn’t want to see another Meg Ryan movie. They want to see something new in every
game that they play. The consumer has expectations for the movement of the video game industry that outweigh

anything that’s happening in any other entertainment medium.”
Insomniac Games, creator of the critically acclaimed and best-selling Spyro the Dragon series, has run headlong
into this dilemma. Despite having assembled one of the most talented teams in recent memory, Mark Cerny, who
contributed in the creation of the Crash Bandicoot, Spyro, and Jak and Daxter games, questions, “Is it still
possible to make a genre breaker in the year 2002?" Even if this goal is attainable, another hurdle towers like
a monolith in front of the Insomniac team. Does the PlayStation 2 market still cater to the action/platform
audience? As of now, it doesn’t appear so.
One can't overlook the fact that Grand Theft Auto lll and Metal Gear Solid 2 went on to sell
millions of copies within the blink of an eye. Violence and serious themes are the current trend-
setters. The success of these games clearly shows that a significant portion of PlayStation
2 adopters are, in fact, adults. Right now, the majority of gamers are looking for the
next experience along these lines. A fuzzy character doesn’t even register to
them at this point. So, can the action/platform genre reclaim the spot-
light? Most definitely.
All it really takes is a groundbreaking effort.
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= If the Sypro series i any indica
. tion as to how creative this team can be, conceiving
a groundbreaking project shouldn’t be a terribly
frustrating endeavor. As Insomniac soon found out,
however, starting with a clean slate is an exciting
proposition, but one filled with infinite possibilities.
On a daily basis, the team would meet — on the
rooftop of their development studio, of all places —
to discuss what they wanted to do next. Hundreds
of interesting ideas were thrown around, several of
which could have transformed into inventive games
in their own right; but the team wasn’t in complete
agreement until Brian Hastings, a veteran designer
at Insomniac, proposed a concept of a character

......

traversing space to visit different worlds. This idea
intrigued the entire staff, and would allow for the
creation of an expansive Star Wars-like universe,
where discovery is constant and uncertainty lurks
around every cornetr.

Ted Price, Insomniac’s President, comments,
“At this point, the team immediately began toying
with this concept. We knew what we wanted to do.”
Even though the design screamed for a character
who embodied the essence of Marvin the Martian,
Insomniac wanted to create a hero of mascot pro-
portions that reflected the true nature of an
action/platform game. As luck would have it, the
team knew exactly what they wanted in terms of a
hero. Within just a matter of weeks, a fuzzy,
attitude-driven mammal named Ratchet was born.
His name stems from his love for mechanics and
gadgetry. Most action/platform characters, even
Mario, have a distinct look, but don't really have an
identity. Insomniac wanted to shatter this percep-
tion. Thus, a monumental story was penned — one
that brings Ratchet into the forefront and expands
upon his personality throughout the course of the
adventure.

The game takes place in a galaxy very different
from ours; a place where robots, spaceships, and
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high-tech gizmos are the norm. Ratchet lives on a
backwater planet at the edge of the galaxy. Much
like Luke Skywalker, he has always wanted to flee
home to explore the cosmos. The similarities with
George Lucas’' most famous hero are such that we
wouldn’t be surprised if Insomniac incorporates a
panoramic shot of Ratchet with his foot on a rock
and his hands at his side, looking longingly at two
setting suns.

Working as a mechanic, Ratchet comes to the
conclusion that the only way he’'ll leave this lifeless
rock is through the construction of his own space-
ship. Although extremely talented and dedicated to
his cause, Ratchet knows that his odds are slim,
especially since he doesn't
have a robotic ignition

system — a component
that is extremely hard to
obtain. All, as it would
seem, Is lost.
Meanwhile, in
another part of the
galaxy, an evil race
known only as the Blarg
have come to wits end
with their living arrange-
ments. The Blargarian
planet is overpopulated
and heavily polluted. All
life will perish if action
Isn’'t taken immediately.
The Blargarian leader
has devised a brilliant
plan to save his people,
but the consequences
will be immeasurable.
Whether his intentions
are just remains to be
seen, yet this mysterious
being has decided to
create his own synthetic
utopia by cutting out pieces
of other worlds and joining them together. Naturally,
every planet he dissects will be destroyed.

To ensure his plans aren't foiled, he's strategi-
cally placed robot factories throughout the galaxy.
Working around the clock,
these factories continu- Q
ally spit out heavily
armed automatons with
the goal of making every
planetary race an endan-
gered one; thus
reducing the threat of
planetary forces resist-
INg the eradication of
their world. All is working
to plan until one of the
war factories malfunc-
tions and spits out a
defective robot.
Unarmed, minute, and
surprisingly intelligent —
the exact opposite of
the original design — the
robot emerges with a
personality all its own.
His name is Clank.
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No mindless drone, Clank is self-aware and intent
on stopping the leader’s plan. Clank manages to
flee the factory and rockets into space. After a
laser-filled escape through the stars, the robotic
hopeful is shot down, crash landing on Ratchet's
planet. As fortune would have it, Ratchet stumbles
across the unconscious machine, tossing Clank on
his back, believing some of his parts can be used
as scrap.

As Ratchet labors away on his spacecraft, Clank
awakens and frantically urges his newfound com-
panion to help him save the galaxy. While a little
reluctant, Ratchet agrees; but at this point, he
would accept any offer if it resulted in leaving this
boring place. Clank’s ship is demolished, but it just
happens that he has the components needed to
finish Ratchet’'s ship. Out of convenience, the two
team up and blast off to combat the cosmic
scourge.

This is how the game, which bears the appropri-
ate name Ratchet & Clank, begins. Although fate
brought them together, our two protagonists have
little in common and are basically using one
another to get where they need to go. The conflict
between Ratchet & Clank will play a
large role in the game’s storyline,
which is much more complex than
the average action/platform fairytale.

With his robotic accomplice at his
side, Ratchet is finally fulfilling his
lifelong dream. Little does he realize,
though, that Clank is jeopardizing
this endeavor. Without warning, the
Blarg swoop in and pursue Ratchet’'s
homemade contraption. Armed to the
teeth and intent on destruction, the
Blarg assault the escaping vessel
with laser fire, quickly disposing of it.
The remnants of the craft trickle
down onto an unknown planet’s
surface. Miraculously, the two pas-
sengers are unharmed...but are
stranded once again. Although
brimming with lush scenery, this
world is incredibly hostile — even
more so with the Blarg invading.
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| At thiS pOiI‘It players are thrust into the

action at hand and we begin to see what kind of
gameplay experience Insomniac has in store for us.
Right off the bat, you can clearly see this isn’t your
typical “Easter egg hunt” platformer. There isn't a
damsel in distress who has been taken hostage by an
evil turtle. Nor will you be required to find a specific
number of items to progress. The only concern at this
point is survival.

When you take your | ™
first steps into this
foreign land, you can’t help but
look on in disbelief. Insomniac
has always excelled in delivering visually stunning
works, but the level of detail in Ratchet & Clank is
staggering. Seeing our reaction to the graphical
magnitude that unfolded before our eyes, Al
Hastings, the programming genius at Insomniac,
humbly interjected, “The sheer size of this
project would not have been possible until now.”
The artistic direction that accompanied this
portrait-like environment has a distinct
Insomniac feel, where vibrant colors blend
in perfect harmony with
harsh steels and magnifi- {
cent constructs. Much like
Naughty Dog's Jak and Daxter,
the entire world is rendered in real-
time and is not hidden beneath fog
or shrewd programming tech-

These little critters are called Sand Sharks. True to their name, they prowl

niques. If you see something a mile off in the distance,
there’s a good possibility you will eventually reach it.
We found ourselves equally impressed with the
gameplay mechanics. The general movements are
incredibly user-friendly and the controls lend themselves
nicely to the complexity of play. When you move, you
can almost feel Ratchet making each step. The same
theory applies to the jumping mechanics and the
essence of gravity. At this point in the
game, the only way
“mamy, Ratchet can defend
himself is with a
wrench he found lying within the wreckage. With
his fiery attitude comes surprising agility.
Exerting little effort, Ratchet can perform a dev-
astating three-hit slashing combo by wildly
swiping the wrench from side to side. He can
also leap into the air and bring the head of this
tool down onto the opposition. After a few
minutes of play, we quickly realized that the
game doesn’t hold your hand and lead you to
the objective or exit. You truly
have free reign of the region
and can quite literally explore
every inch of it. If you get lost,
or just don’t have a clue as to
where to go next, a sophisticated
map system has been imple-
mented, illustrating where you've
been and where you still need to

The Bomb Glove works well against hordes of ernnemies

go. In this case, the duo must work their way to another
spaceship, so they can blast off again. You can find this
craft fairly easily, but there's a catch.

The game features a complex economic sy stem
called Bolts. Whenever you down a foe or smash a box,
there’s a chance they'll drop a handful of nuts and
gears onto the ground. Nuts are worth five Bolts, gears
equate to 10.

When enenmies are slain, they will drop Bolts
(the currency in the game) for you to collect

Through morphing levels of detail techniques, every object
within the environments is rendered on the fly in real-time

Ratchet calls upon a devasting wrench attack combo to disable
the Blarg's robotic mercenaries




A lot of the strategy in the game centers around the ability to successfully

The default wrench attack comes equipped with a number of secondary func-

Unlike most platforming games, Ratchet & Clank isn’t an Easter egg hunt,
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manage weapon ranges

tions. You can even hurl it like a boomerang

Since most of the civilizations are advanced, you'll frequently

infiltrate enemy compounds

but an expansive adventure without boundaries
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When you blast off and land on the
second planet, you'll run into a vendor who is
selling weapons. While the gameplay mechan-
ics are incredibly engrossing as is, the wrench
is just the default attack in the game. Most of
the action Is set around the weapons and
gadgets that you'll acquire. Blowing away our
expectations, Ted Price announced that,
“Ratchet can acquire over 35 different
weapons and gadgets. That's something you
don’t normally see in a character action
game.” Although excited to show us all of the
destructive forces and
Inspector Gadget-like ‘ ‘
gizmos in the game,
Insomniac held back
and gave us a sample
of things to come. All
of the weapons are
split into four groups:
short, medium, and
long ranges, and
special ability. As was
the case in the Spyro
games, players will
have a greater
success rate with
managing their abili-
ties and figuring out
what an enemy’s
weak spot is. All the
weapons can be
accessed on the fly
via an item ring that
you can bring up. With
just one click of a
button, you can
quickly switch
between attacks. For
enemies with short-
range attacks, you
may want to use the
Bomb Glove — which
comes equipped with
a handy targeting
system allowing incredible accuracy when
tossing the explosives. When swarms of
enemies attack, laying on the heat with the
Pyrocitor (flame thrower) will cook anything
that comes your way. If you don’t want to get
within the line of sight of a specific foe, you
can launch a self-guided missile from the
other side of the planet. This aspect really
brings about a unigue feel and incredible
gameplay depth. The more Bolts you acquire,
the more ammo and weapons you'll be able
to obtain.

As for gadgets, Ratchet will eventually be
covered from head to toe with mechanical
devices. The only accoutrement shown to us
was something called the Swingshot. Fondly
recalling memories of Bionic Commando,

game.

Ratchet propels a line that attaches to floating

orbs. Again, with the simplest of control, he
can then pull himself up to the orb, or swing

like Tarzan to another ledge. These challenges

progress in difficulty, but allow gamers to
reach gameplay Zen as they blindly jump,
grapple, and swing themselves across a level.

We want
gamers to be
weak at the
Knees by hOW incorporate gameplay into
much they’ve
acquired and

through the

i b T 24 T A< 4

“The weapons allow us to create this huge
emphasis on action. It's all about the
weapons and blowing stuff up,” Ted Price
exclaims. “A lot of the fun in the game is
derived from finding or buying big-ass
weapons and blowing the crap out of
enemies.”

As for the adversaries that roam the
planets, extraordinary effort went into creating
diverse Al and behaviors for each specific
enemy type. Brian Allgeier, Insomniac’s
Design Director and visionary behind several
of the foes in the game,
specifically broke this
down: “The enemies will
respond differently to par-
ticular weapons. There's
one weapon in specific that
will even change the enemy
behavior. The gameplay is
king. We really tried to

the art designs and enemy
behaviors.” An example of
this is that some enemies
will flee when you pull out a
specific firearm. They just
turn tail and head for

how many the hils
options they
have to pro-
gressing

Remember Clank, that
little robot on Ratchet's
back? As the game pro-
gresses, Clank will actually
transform into several
useful devices. A helicopter
will shoot out of his head,
allowing you to jump higher
and glide. His feet will even

’ ’ form into rockets, allowing
you to soar like never
before. Touching on the
story again, the plot is an
integral part of this game.
As we said before, Ratchet
and Clank are associated

simply because they both needed something
from one another. This really won't be the
case later in the game. The personalities of
both characters will change dramatically, and
tensions will flare up between the comrades.
Insomniac even went so far as to say they will
be split up, and yes, Clank will become an
individual playable character with his own
unique abilities and move sets. Ted Price
adds, “Hopefully, players will think of them as
real characters and not just cardboard cutouts
that we usually see in character action
games.”

From the character progression, to the
graphical details, to the incredibly complex
gameplay, you can really see what kind of
game Insomniac is trying to create — a nonlin-
ear experience that incorporates the best
elements of action/platform, adventure, and
RPG games. You're not stuck on an island or
just one world. You're continually roaming the
galaxy and exploring new planets. As you
navigate the alien cities and terrain, you'll
need to keep your eyes peeled for friendly
locals, stranded visitors, and little robots




The animations are just as fluid, if not more so, than the If you look closely, you'll see a squadron of planes flying by. Sequences like these
vivid movements in Naughty Dog’s Jak and Daxter can occur at any second and may be scripted or looping

called Infobots. Ted Price explains, “The Infobots minutes; however, when players reach a specific %

~  allow you to go from planet to planet because portion in the level, a scripted event takes place
they give you planetary coordinates. They also showing a plane swooping in and bombing a

. tell a story. Each little one is kind of a vignette. bridge. You never really know what is going to

For example, one is an advertisement for a new happen in this game. i_:j homogeneity. we

gadget. Another is a distress call from guys who Has Insomniac Games created a ground-
have crash-landed on the planet. Another one breaking product that re-animates the tired old - I ' t
might be a newscast that you hear about some action/platform genre? In terms of the technol- wa nt Vlsua Va rle y' |
event going on another planet. ogy used, scope of gameplay, and integral story- {5: |

“They really are varied, and are a nice little telling — yes. Those of the Game Informer staff we wa nt
reward for players. They tie into the macro story who were lucky enough to see and play the
as well. This macro story is the most complex game were completely blown away by the size, playe rs to
that we've ever attempted as a team. It’s sup- depth, and dedication that went into this project. = -
ported by the Infobots. It's supported by the cin- Although a bold statement, Ratchet & Clank t 't d
ematics in the levels and in-between the levels. could very well become the mascot type of game = ge exc' e
Ratchet and Clank do talk — both of them. They the PlayStation 2 so direly needs. It could also |

are both heavily involved in most of the scenes. make Nintendo and Rareware take a good, hard abOUt g0|ng
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They are fully lip-synched and fully animated look at the games they consider to be the cream = | .
every time.” of the platforming crop. | h

The worlds themselves are very lifelike as Sony Computer Entertainment hasn’t final- : to :.t e new
well, and are loaded to the hilt with looping and  ized an exact release date for this exciting e ”y
scripted sequences. On one such planet, a war project, but it will reach retail shelves for the plan etS. |
is erupting and planes can be seen flying heated battle that will ensue this holiday season. =& |
overhead. The planes are looping every few
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Much like Halo, the enemy Al is extremely sophisticated and
each enemy type will deal with situations differently



Lara’s last adventures,

Tomb Raider: Chronicles, were unin-
spired, posthumous tales told on
the PlayStation. Now, with a new

| PlayStation 2 exclusive deal in —
P ' hand, not to mention the box-office Vo
b (B -~ receipts of Angelina Jolie in Lara
Our vision is to take the player . Croft: Tomb Raider in the bank,
: ~ Eidos is ready to bring the heroine
somewhere dark, a place they might back to life. The company recently
. . . pulled the curtain back on Tomb
not necessarily wish to go. It will be a [EE- Ancal bl Daiinass, il we
new experience for people who have (IR AR ot
been clearly changed by her last
pluyetl Tomb Raider in the past. . brush with death. These personal
struggles are not the greatest of . . - A4 = L T
ADRIAN SMITH - her challenges, however. Being the sixth mcarnatmn nf the series, thls title (due out in
CORE DESIGNS winter) is going to have to evolve beyond the familiar Tomb Raider formula to renew

gamers’ interest in the franchise. Enter: The Angel of Darkness.

“Our vision is to take the player somewhere dark, a place they might not
necessarily wish to go,” says Adrian Smith, Operations Director of develop-
er Core Designs. “But [it's] a place they will have to venture if they are to
bring Lara back.” After some years living in the North of Africa, Lara is far
from the carefree adventurer we once knew her as. She will not speak
about her time there - not even to close friends and associates. All we
know is that it was spent in the company of some North African tribe.
Whatever the details, Lara’s time with them has hardened her into an
almost completely different person. She is less tolerant, and Eidos and Core
hope that this will manifest itself both in the game’s mood and gameplay.
Says Smith: “Lara will have some tough moral choices to make. It's no
longer a clear-cut case of good versus evil - this is a more complex tale,
which will ask more complex questions of the player.”

The game commences with Lara being summoned to Paris by her former
mentor Von Croy. Upon her arrival, Lara is shocked to discover him dead. To
make matters worse, she finds herself implicated in his murder. Von Croy
had been asked by a man named Eckhardt to track down one of five pieces
of 14th century artwork known as the Obscura Paintings. This is her only
clue to unraveling the murder. In following this trail, she meets another
Some feared that this new Tomb Raider's Lara would be changed to look like [RGILGIUAICIEIETTT R TTCER F=T LSRR ER: g IR S G T (o R TT EE L T R BT B
actress Angelina Jolie from the movie. Not so. Meet the new Lara Croft: Jill De {0 T g (ERER:IELIGN JEVE I R ETC TSGR EIR (0 [TER I R & R EL EH R

Jong. She's a 20-year old model from Holland who stands in at six feet tall. dark Hlﬂhﬂmy, savagery, NﬂZiE, hearts rippEd out of bﬂdiEE, and other

Dark angel, Dutch treat! : = . :
unimaginable acts — all part of an epic story that spans several centuries.
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EIDOS’ FALLEN ANGEL

To help this already alluring story
come alive, Core Designs has creat-
ed an all-new game engine from the
ground up. Whereas previous char-
acter models of Lara may have num-
bered around 500 polygons, The
Angel of Darkness’ will now be
comprised of more than 5,000.
Core says that it is using a 36-per-
son team for this title, and current-
ly has members working ahead on :
the three installments of the story : ‘;\ | 41180

: | MAGAZING |
that have already been written i '-
exclusively for the PlayStation 2. It
plans to get the most out of the
technology of the PS2 - and any
future consoles, by maintaining an
ambitious development schedule in
which games will be started at
least two years before they are
forecasted to ship. Core expects to
release one Tomb Raider a year
from here on out.

e SN R R A L o SR s
One of Lara’s new tricks is the ability to use stealth moves and grapples to surprise and accost gu
to Metal Gear Solid 2: Sons of Liberty. That's not a hug.

Building on her well-known (and sometimes frustrating)
platforming exploits, the new Tomb Raider’'s gameplay
will take a page out of Metal Gear Solid 2's book. Stealth
features will allow our heroine to creep up and surprise
foes similar to Snake. What lies beyond this may be the
key to the game. Although the series has been praised
for its puzzles, it has also been criticized for its stiff,
almost mathematical approach to the games’ platforming
and Lara’s moves. Without hands-on gameplay to guide
us, we can only hope that with an increase in polygons
comes a similar attention to incorporating the new
stealth moves in a way that makes Lara a more smooth,
and therefore living, character. Speaking to this larger
point of growth, Adrian Smith says that Core has no fear
in this department. “[Tomb Raider: Angel of Darkness]
will be a new experience for people who have played
Tomb Raider in the past.”

Those that don’t evolve die; and something tells us that
this new Lara will have more than enough skills to stave
off death — and not for the first or last time.

!l _, 1 Sl y o B
Gamers will instantly sense the mood of Angel of Darkness’ environments.
Gone are the rocks of archeological digs, and in is a menacing approach more in line with the likes of Soul Reaver
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A world in chaos. a rising evil. A
land without a hero. While this scenario is
one that has been told through an endless
number of video games, it still inspires us
and speaks to one of the reasons why we
play vids in the first place. In the world of
our imagination, we are in control, and suc-
cess is up to us. There is no room for failure.
This personal investment, this connection, is
a priceless asset for any video game. It can-
not be faked, no matter how good the graph-
ics are, or whatever bells and whistles are
thrown in your face. Of course, garnering a
player’s devotion and elevating this familiar
storyline requires gameplay that anchors the
title and sets it apart from the rest.

In 1987, Tecmo released Rygar for the
NES. At the time, side-scrolling action titles
were certainly nothing new, but Rygar did a
lot with the familiar “hero saves world”
premise. Instrumental in the game’s ability
to present a compelling gameplay experi-

ence and distinguish itself was Rygar’s
trusty Diskarmor. This multifaceted device
not only presented a weapon, it also opened
up vertical aspects of the levels - a break
from the standard side-scrolling of the day.
Against the backdrop of a dying sun, players
raced across the varied terrain of Argool,
spurred by the quest to defeat Ligor and
their own sense of mortality. Gamers were
captivated by Rygar and his Diskarmor back
then, and they still are today. It is often
described as one of the “greatest games
you’ve never heard of.”

Fast forward to the year 2002, and Tecmo
is bringing Rygar back for another epic
quest, this time on the PlayStation 2. The
landscape of video games may have
changed since 1987, with innovative and
more free-roaming titles like Grand Theft
Auto Il being all the rage. Still, players are
always looking for a hero to rise up and take
them on a good, honest, ass-kicking adven-

B PLATFORM PLAYSTATION 2 M STYLE 1-PLAYER ACTION B PUBLISHER TECMO B DEVELOPER TECMO B RELEASE FALL

ture. Tecmo’s preparing a new incarnation of
Rygar to fulfill this mission, calling on both
familiar and wonderfully new elements to
evoke more than just some classic memo-
ries of an old title. As Executive Producer
Satoshi Kanematsu puts it: “Our lofty dream
is to cause [a] revolution in the world of
entertainment with Rygar.”
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“Let’'s go grab sume'lmuty and givé it a good old kick™

Similar to the NES Rygar, this new edition will fea-

ture a story that spurs you onto heroic heights with- nyr “ go as flll' as

out ever slowing down the action-packed doing of
the deed. The game starts with the island of Argus
being plunged into a fiery chaos from which an evil
queen and her minions have sprung. If this wasn’t
enough of a call to arms, you soon find out that not
only has your village been burned to the ground, but
the Princess is missing, too. This is a familiar
predicament, but one that Tecmo’s development
team has no fear of overcoming.

“[The] new Rygar is not just a remake of the old
one. It’s a completely new game, but I'll assure you
that the fans of the old Rygar will never be disap-
pointed. If you enjoyed the old Rygar, you will fall in
love, head over heels with the new Rygar in a way
that is beyond anyone’s imagination.” That’s a pret-
ty high goal coming from Kanematsu. Achieving it

will require a delicate balancing act between growing

the game from its origins to attract new converts,
while still containing those essential elements that
will make it a familiar experience to appease old
fans. Of course, what else can Rygar rely on in a
tight situation like this, other than his trusty
Diskarmor?

The Diskarmor is more than just a link to the fran-
chise’s past or a cool novelty weapon. It is the key
to bringing the game vividly into the world of 3D. It
also fulfills the team’s desire to stick to the title's
arcade/action roots. Its seemingly limitless move-
ments create a style of combat where grace is
equaled only by the capacity for destruction. The
instrument’s dynamic uses give the game a powerful
gameplay asset and distinguishing identity.
Kanematsu agrees. “The most important thing in this
game is the Diskarmor, that was also featured in the
NES version. However, the Diskarmor will no longer
be just a weapon it will also become an essential
survival tool and divine instrument. The name
‘Diskarmor’ is a compound word ‘disk + armor’ and it
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saying that the
game of Rygar
is the
Diskarmor.”
SATOSHI

KANEMATSU
EXECUTIVE PRODUCER
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~ also means ‘dis + karma.’ Diskarmor is [an]

~ absolutely essential part of this game. I'll go as far
~ as saying that the game of Rygar is the Diskarmor.”

Tecmo has expanded the uses of the old weapon to

- an unbelievable degree. As an offensive tool alone,

it excels. The Diskarmor extends out like a deadly
yo-yo with a spiked mace at its end. It can also be shot
out in quick, successive strikes to form a combo sequence
in which Rygar throws it about like a pair of nunchucks.
Going one better, Tecmo has given players even more
range with the weapon by letting you control its 360° arc
after it’s been fully extended. For instance, in one area we
played, advancing foes surrounded Rygar. The only effec-
tive way out of this tight situation was to send the
Diskarmor out and sweep it back and forth in front of him;
slicing all in its path. If this isn’t enough, you can also per-
form the “Snap Attack,” which uses the weapon as a sort
of whip. This allows you to grab hold of certain enemies in
front of you and toss them about — even into other oppo-
nents. And like any late-night, slicer-and-dicer TV commer-
cial would tell you - there’s more. During a recent hands-
on session with the game, we sat and watched as Rygar

Rygar's new Diskarmor is unfurled and swung about in full 3D
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‘_:_envlronmant of thls game WIiere thay aa@ .
move the Diskarmor 360 degraas. s el ””W@-; |

-f:around is Rygar’s host of spells. Although Tecmo
front, it seems that these will be elemental in -

‘how these will be acqulrad is not yet known; how-

monster summons will be yat another ally you can

‘these will be qulta large. One we saw was at least
‘three times the size of Hygar himself. Summons’

.l-.,.-;ﬁl;‘_ i

Also receiving a significant upgrade fhis t!me %
didn’t want to leak too many secrets on this
nature and emanate from the Dlskarmor. Exactly

ever, we have alraady seen some hlistar!ng fire
attacks from the waapon. More lmpresslve yet,

call upon. Similar to the ﬂnemy Tltans (husses),

attacks won’t be controlled by the character as in
Final Fantasy X, but will instead provide quick
strikes in your times of need.

Even without the Diskarmor, Rygar is a formidable
warrior. Shoulder charges, slides, and a jumping
attack - reminiscent of a similar move in the old
title — will round out your arsenal. While Tecmo was
very careful to tell us it doesn’t see the game in an
action/platform mold like a Jak and Daxter — as it
doesn’t what to break up the combat too much - it
will require some nimble maneuvering and puzzle solv-
ing. As in the first Rygar, the Diskarmor will be used as
a grappling hook to take you to different locations.
Whatever your action, the game moves incredibly

smooth, always keeping up with you no matter what you
decide to do.

" new Rygar in a

way that is

beyond anyone’s

imagination."
R

Old enemies will return in new and more deadly forms
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At the end of th|s Ievel you'll have traveled aII the way down from the nullseum s stands for the final cunfmntatmn

among even bigger and more»‘threatenlng Inhabltants .

‘This Greco-Roman theme looms much Iarger than Iife throughout the
game’s seven worlds. In the coliseum, for example, you'll have to Wiy
work you way down through its halls hefore earning an audience with
the level’s boss in the center arena. This all-encompassing utilization
of the worlds opens up your experience, similar to how the first Rygar
expanded its areas vertically. The game further capltalizes on its new
surroundings by offering a plethora of objects to interact with.
Kanematsu cuts right to the chase: “One of the main concepts of
Rygar is ‘Ultimate destruction.” By placing all kinds of objects in the
environment that the players can destroy, we intend to provide the
ultimate feeling of the ecstasy of destroying things. [An] interactive
element in the game is very important for me.” And, of course, what
you don’t smash to pieces, you’ll want to throw ynur Diskarmor
around in order to hoist yourself up to other areas.

Many of the environment shots you see on
these pages aren’t just concept art. Game
Informer has gotten a good look at the loca- 4
tions that are going to be used, and we

““"We intend to provide the

Rygar features levels that will be distinctly varled in nature - none more than Hades Hself “"im“'e feeling 0"

i Thhe most obvious, and easiest evolution from the days of the NES is

n the visual realm. This is of importance, not only because of the

emphasis these days on having the most up-to-date graphics, but "‘e EtSI'lISY of
because fans of old games like Rygar are often fixated on the tried-

and-true 2D gameplay of the classics. Although not truly bringing our des"oying
hero into full 3D - the game utilizes prerendered backgrounds littered
with 3D objects - the new Rygar environments only increase the
solid action base that old-school players will definitely appreciate. |'||i||gs."

For starters, this transformation has allowed a more pronounced 4
Greco-Roman theme to come out, apart from the few enemy and loca-
tion names in the original. The Minotaur’s lair, an enormous coliseum,
Medusa-esque monsters, deadly Centaurs, and much more all help
to flesh out Rygar’s world with a sweeping, epic backdrop. In fact,
Greece was “instrumental” in bringing about this new take on the
game in the first place. Kanematsu told us, “lI was completely
hooked on the arcade version of the original Rygar. Around that
time, | went on a soul-searching trip to Europe with only my
favorite guitar. During that trip | saw the Parthenon in Greece
during a beautiful sunset, and told myself then that some day |
have to make a sequel for Rygar.” His original inspiration led
him to even include a former archeologist on the Rygar team
who had spent time in both Greece and Rome.

Locations not only include Earthbound places such as a city
in the sky, an aqua palace, and the coliseum; but also other-
worldly sites such as the astral plane, Elysium (with its
Mount Olympus influence), and even Hades. This latter level
iIs complete with the river Styx and its keeper Charon —
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nly ﬂtt]n that —

'ﬁlﬂm tﬂ‘ﬁ """ ins, or bosses, are large eno |
;Zi"f;f."?ﬁ ~ them justice e. Imagine being towered over by a giant
% " Earth Golarh,l-l-lydra Hecat: "'"“ﬁ’*' ﬁi‘ Mlﬂotailr.‘ Think

~ of Luke Skywalker ﬂgﬁtlng the rﬁiw in Return of
:  the Jedi, and you're startlngtn get the idea of
just how physically stacked the odds are agalnst
~ you. Unlike an old-school, face-to-face boss con-
~ frontation, Rygar's showdowns will allow you to run
“under these giants’ legs as you vie for the best strik-
ing position. Some, such as the Evil Queen, will even have
minions crawling all over their master. All in all, the game
features more than 70 different enemies. The classic
rolling attack of the crustacean Rolpher from the original
will be just one of the nld foes to make an updated .
appearance.
“Since sunset is Ilke a symbol for Rygar, I'll be paying a
lot of attention on how we portray the sun in the advanced
3D environment. [It] will be very impressionable as in the e
original Rygar,” says Kanematsu. The sun will remind
'; gamers of the classic NES game that they loved back in the day. It Is
also a symbol of man’s struggle against death. What is further
,:i becoming clear is that Tecmo is not only resurrecting an old title to
new glory, but is doing so by beating the odds through its presenta-
tion of a familiar tale in a new, inventive, and exciting way.
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s gaming continues
to grow both com-
mercially and cre-
atively, the job of
game designer has
changed. What was
once a trade depen-
dent solely on pro-
gramming skill has
become an artistic
role that requires professionals who can
address the public’'s need for products that
blend the oftentimes conflicting needs of
art direction, graphical fireworks, dramatic

storytelling, and complex gameplay. In the
modern era, a game designer's job is more
similar to that of a major motion film direc-
tor's than it is to the pioneering program-
mers’ of the early 1980s.

If game design is truly becoming an art
form, then it's high time that it should be

- treated as such. With this in mind, the
Academy of Interactive Arts and Sciences

recently held the inaugural DICE (Design,
Innovate, Communicate, Entertain) Summit
at the Hard Rock Hotel in Las Vegas. Unlike
the annual E3 Expo, which is centered pri-
marily around commerce, or the Game
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Developer’s Conference, which has become
more of an industry job fair than a seminar;
DICE was started with the intention of bring-
ing the leading lights of the game industry
together to discuss their development
philosophies. The guest list was exclusive;
only 300 top professionals were invited to
attend.

Throughout the two days of the confer-
ence, some of the most respected experts
In video games gave keynote addresses or
participated in round table discussions on
topics ranging from “Is Corporate Creativity
an Oxymoron?” to “Attack of the Killer

Sequels.” Each address was followed by a
freewheeling Question and Answer period,
in which the audience asked probing,
thoughtful questions with often fascinating
results.

Of course, DICE wasn't all about intellec-
tual debate, as the event also coincided
with the Fifth Annual Interactive
Achievement Awards, which were held on
the evening of February 28th at the Hard
Rock. Hosted by Patton Oswald, who plays
one of the...other guys on television's The
King of Queens, the awards were a rowdy
event, peppered with numerous off-script




Interjections and a bravura performance by
New York turntable assassins, the X-ecu-
tioners. The big winners of the night were
Halo, which won the coveted Game of the
Year award and Best Console
Action/Adventure, Return to Castle
Wolfenstein (PC Action/Adventure, PC
Online Play), Grand Theft Auto |l (Best
Game Design, Gameplay Engineering), and
crowd-favorite ICO (Art Direction, Best
Character or Story Development). A special
highlight of the night game when a very gra-
cious Will Wright (The Sims, SimCity) came
onstage to accept his Lifetime Achievement

Award from last year's Hall of Fame
inductee, John Carmack (Doom).

Aside from a few flubbed lines, some
spilled drinks, and a painfully unfunny
warm-up comedian; the show went off with-
out a hitch, with production values that rival
any of the other major awards shows. The
only area in which video games still obvi-
ously trail the Oscars is in terms of star
power. With nary a Pitt, Roberts, or J-Lo in
sight, the spotlight fell on such “celebrity”
presenters as Natalie Raitano (the short,
spunky one from V.I.P), Dean Haglin (from
the X-Files; the Lone Gunman with long
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GAMING' S TOP DESIGNERS DISCUSS
THE STATE OF THE INDUSTRY AT DICE

blonde hair), and seemingly-stoned
motocross champion Mike Cingmars
(who?). However, given that games have
always been the place where the geeks rule
the roost, maybe it's a good thing that
there weren’t too many pretty people
around to spoil it for the rest of us.

During the course of the DICE Summit,
Game Informer was on hand to interview
several of the video game prophets that
were there to give their version of the gam-
ing gospel. For a portion of our readers,
some of these names, like Richard Garriott
or Will Wright, might be unfamiliar; but
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whether you play PC games or not, their
influence is felt throughout the industry,
and is important to the games that you play
every day.

Read on as we go one-on-one with
the men who have created some of the
greatest games ever made. Whether we're
talking to bona fide legends like Sid Meier
or Shigeru Miyamoto, or rising young guns
like American McGee or CIiff Bleszinski,
each of these interviews offers up a
unigue, intelligent view on where video
games have been, and where we're headed
in the future.
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hat would
you say are
the key ele-
ments that
make for a
truly great
game?

What makes games work is making
that smooth interface between the
player and the game. My job at
Naughty Dog is often not the
design. What | do mostly at Naughty
Dog is sit down and say, “This con-
trol sucks. | will not play this game
with this control.” | say that all the
time. The features are in it. The bal-
ance is there. The control is solid.
Yet, the response sucks. | just have
this very low tolerance for bad
gameplay and bad physical feel.
[Our team] does brilliant design
work, but | think that my addition,
personally, is that | go in and |
make Jak and Daxter so natural
feeling in your hands that all of
these moves really work and feel

g good. You don't feel confused or

disjointed from the character. | think
that [with] most other character-
based action games, | sit down and
play them and | get frustrated by
the control, even in some of the big-
ger sellers. | think Miyamoto's
games always work, too. He has
that knack for making the control
work, and | think that is the key in

. my genre — and most genres - to

Jason Rubin is the co-founder of Naughty Dog stu-
dios, a company that he started with partner Andy
Gavin in the late 1980s. Coming out as self-pro-
claimed “garage developers”, Naughty Dog graduat-
ed from making modest games like Ski Crazed
(Apple I, 1986), and Way of the Warrior (3D0,
1994) to being the architects of the Crash
Bandicoot series for Sony and Universal Interactive.
A massive success, the Crash series was the best
selling franchise of the PlayStation era. Not content
to simply maintain the status quo, Naughty Dog
abandoned the Crash franchise after Crash Team
Racing (PS-X, 1999), and blazed into the world of
PlayStation 2 development with a brand new proper-
ty, Jak and Daxter: The Precursor Legacy, which
was released to universal acclaim last year.
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making a game good.

In the time that you've been in
the industry, what do you think
are the biggest changes you've
seen? How has this affected
your job?

The age demographic that we're tar-
geting changed from kids to an
audience that’s very broad. It's not
that Sony can sell to a 55-year-old
today, but when I'm 55 I'll still be
playing games. At that point, it will
be an entertainment medium for
mass audiences. Some game com-
pany, maybe called Elder Soft, will
make games that target the 45 to
60-year-old gamer. Don't kid your-
self; it will happen. Just like there
are those Jack Lemmon and Walter
Matthau movies which [used t0]
come out every year. The same
thing will happen with games. There
will be games targeted at that audi-
ence, and when that happens, Sony
will be responsible for that. Sony
took the game from kid to mass

|

|

|

JASON RUBIN

market. They absolutely did that,
and that has been a huge change;
because, all of a sudden, games
are not toys, games are entertain-
ment.

If you could change one thing
about the video game industry,
what would it be?

A little bit more regularity of quality
titles...hopefully. If you walk into a
store and pick a game off of a
shelf, you can still get screwed. |
would like to see the industry - this
requires corporations to change as
well — get a little bit more mature
about what they are releasing. The
amount of crap
that gets released &
is just painful.
Somehow the
movie industry,
which releases its < di
share of crap, \
does a better job \
of alerting the pub-
lic to what truly is ™ |
crap. Bad movies <
come out and you |
know [they're bad].
You never go see
them. We're more
aware of it. Yet,
bad games contin-
ually surprise peo-
ple.

Actually, maga-
zines have a little
bit of responsibility
in this. You guys
tend to hype every-
thing. Sometimes
you know when
you see it, and you
know who's mak-
ing it — it is going
to suck. It's okay
to say that. It's
okay to say that
this thing has to
prove itself,
because we're
suspicious. Sure,
it looks Kind of
interesting in the
five screenshots
they've shown us,
even though they probably aren’t
even real gameplay. It's okay to say,
“We're not sure.” We need to have
some proof because gamers are
getting screwed left and right and |
don't like that.
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What innovations are you work-
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" ing on or do you visualize will

bring games beyond what we've
already seen?

| think the biggest change in the
future of games is going to be

i online. That is radically going to
| change games. [Right now] we are
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“How would
you like to
meet your
future wife
because she
kicked your
ass in some

racing game?”
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heading more towards just making
a movie with a couple of interactive
parts. Online will free us of that and
make us even more unique. With
multiple players out there, it's COM-
pletely unpredictable and it will tear
us away from that pre-scripted
movie stuff and back to where our
real strength is — which is interactiv-
Ity.

Once we go
online, you start get-
ting into social gam-
ing, and it may be
that more than half
of the game is just
walking around and
talking to other char-
acters that actually
| exist. At that point,
- the game is 50 per-
"%, JB cent game and 50

R percent chat room.

| That's a very differ-
ent kind of game, but
no less valid as @
game. We're on 4
planet that is quite
large and quite dan-
gerous in some
places, and this
gives you the ability
to be human and
interact without being
outside of your
home. That's a Very
powerful allure. If you
look at the number of
people [online] Now,
it's amazing. | read a
statistic that 60 per-
cent of men believe
that it is perfectly
viable to meet a
woman on the
Internet. You're l00k-
ing at a new form of
dating. Marriag€ com-
Ing from video
games...that's going
to be huge. How would you like to
meet your future wife because she
kicked your ass in some racing
game? Some of that needs to be
captured in the game industry. It
would make us so much stronger.
It's revolutionary and nobody €ven
knows that this stuff is happerning.



f you had to come up
with a simple mantra for
your own game design,
what would it be? What
distinguishes your
games from other
designers?

In the past, we've had a number of
sound bites that went back to the
original business plan. One was
that we build games for adults that |
kids are going to love. It wasn't
that simple. | envy the sports game
developers because you have a
finite point you can hit. As soon as
It reaches the point where it looks
like what | watch on Monday Night
Football, that's it. For us, part of
the mantra is we're different. It's
about creativity. We're trying to
bring the experience of film into the
experience of interactivity. | think
that the game that did that the
most successfully in history is ICO
on the PlayStation 2. That was a
filmmaker's game. The hardcore
gamers Kind of missed a lot of the
beauty that was in that experience.
In the movie business, there are a
thousand different possibilities of
types of films that can exist. Yet, in
our industry we're still pretty nar-
row in terms of genres.

If you could change one thing
about the video game industry,
what would it be?

Standardization of hardware,
because I'd like to be able to know
that we're designing games the

way that you can design a movie,
where - if it's a hit — it has the pos-
sibility to get into a 100 million
homes. Today, | think that Myst is
still the greatest selling game of all
time at 10 million units. If we had
100 million potential buyers, then
you could change the way you think
about building games and you
could change the way you think
about financing games. That would |
change a lot of the problems that
we have. Today, we have exorbitant
prices, 10 million-dollar games are
commonplace, but we're still com-
ing out for the Xbox and it releases
with 250,000 units in Japan. You're
dealing with that. You've got to seg-
ment your budget. We'd like to
spend more, but we can't. We'd
like to take more time, but it has to
come out now. It's still a tight mar-
ket; there are a lot of failures com-
pared to the winners. So, if there

| is that then you would start seeing

were one thing that | could change,
it would be a standardized video
game machine in every home.
What would be fabulous about that

=

the “Rap Game.” Stuffy white peo-
ple tend to think that that's one 1
genre of music. Connoisseurs know |
that there are a hundred genres of
rap. Because everyone listens to
music, there’s a
niche for the guy
that can only sell
10,000 albums. If
you were in the
video game indus-
try, that doesn't
stand a chance.
S0, | look forward
to that day. | think
that that is possi-
ble in the next five
to ten years.

Video games
have been
around for near-
ly 30 years.
Have we reached
the point where
we are just end-
lessly refining
the same gen-
res? Are there
any completely
new genres left
to be explored?

[ think in 20 years,
games will far sur-
pass anyone's
imagination of
what they think
they can be today.
| have no doubt
about it; I'm 100%
convinced. As we
look towards 20
years from now,
we're looking at
three more generations of hard-
ware that we haven't seen yet. The |
computing power is going to go up
so much, the image quality is going
to be like film. The graphics quality
opens up more of a mass-market
opportunity. Five years from now, |
think the common person is going
to believe that video games are a
more intriguing and more interest-
Ing than motion pictures. You're
going to find very few people that
even foresee that today. In 10
years from now, no one will ask
people, “Do you play games?”
Eighty years ago, people used to

“1 think in 20
years games
will far sur-

puass anyone’s

imagination of

what they
think they can

he today.”

ask, “Do you watch films?” No one
asks anyone that today; you just
know that they do. Games will
come to the same place. Why?
Because we're going to find ways
of capturing all the entertainment
value that we see in other forms of
mediums that we take for granted
and assume we all watch. When
that starts to happen, we're in a
different league.

What advice would
you give a reader
of our magazine
that wants to do
-~ what you do? What
. skills and educa-
& tion would you say
s are vital to enter
d the world of game
development?

The most important
thing is work ethic.
You have to work
hard. Learn now. |
don't even think it's
that important what
you study; maybe
you're going to be an
artist; maybe you're
going to be a writer;
maybe you're going
to be a programmer.
Don’t think you're
going to go anywhere
in this industry if you
don't think that 10
hours is a short day.
If you think you're
going to get a nine-
to-five job and make
great games, you're
completely in la-la
land. This is about
hard work. A big
Issue for all indus-
tries in this country
today is that these
kids are coming out of school and
they want to make $100,000 a
year and they don’t want to work.
They think they're worth it. It's like,
“No, sorry. It's not that way.”
There's no one that you admire,
that built things that you like — be
that films or games - that did it on
a nine-to-five schedule. You're going
to work very hard to create these
experiences for people. It's not
going to be easy, so face it now.
The sooner you swallow that pill,
the more successful you'll be.
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LORNE LANNING

Lorne Lanning is President and Creative Director of
Oddworld Inhabitants, a company he co-founded
with Sherry McKenna in 1994. The company has
become well-known in the gaming community for
it’s unique visual style and innovative gameplay
formula, showcased in the PlayStation hits
Oddworld: Abe’s Oddysee, Oddworld: Abe’s
Exoddus, and the recent Xbox launch title
Oddworld: Munch’s Oddysee. Prior to his career
in gaming, Lorne worked on a number of motion
pictures as both Creative Director and Visual EFX
Supervisor at Rhythm & Hues Studios in
Hollywood. At this year’s Interactive Achievement
Awards, Munch’s Oddysee won the award for
Outstanding Achievement in Animation.
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Also known as Lord British, Richard Garriott has
made Austin, Texas an unlikely mecca for role-play-
ing fanatics the world over. His long-running Ultima
series is one of the most respected (and best-sell-
ing) RPG franchises in history, spawning countless
sequels since its debut in 1980. Garriott’s most
famous contribution to the gaming world came in
1997, when he released Ultima Online, the world’s
first massively multiplayer online role-playing game.
Wildly popular, Ultima Online effectively created the
formula that would go on to be used by such games
as EverQuest and Asheron’s Call. Now the head of
NCSoft Austin, Garriott is working on bringing the
Korean online RPG Lineage to the States, as well
as an upcoming original online game entitled Tabula
Rasa.

46 GAME INFORMER

hat would
you say are
the key ele-
ments that
make for a
truly great
game?

Truly great games are very hard
to do. | really think it takes some-
body being bold enough to step
out on the edge and do some-
thing without regard to other peo-
ple understanding what it is or
what it's about or whether it will
really sell. | like to believe that |
had a little piece of inspiration
back in the time of Ultima IV. |
changed from the first three
Ultimas, which were just monster
hunting games, then starting with
Ultima IV they became these ethi-
cal parables that took Ultimas
from being an okay game, to
being a number one selling game.
Or, you know, | would have never
predicted Doom. There had been
action/shooter games previously;
it was a dead genre and no one
was building games in it. Then,
suddenly, the id guys say, "You

¥ know what? No one's been build-

ing games in it for a long time,
and technology’s advanced now
to where we could really do a kick
ass first-person shooter." They
just went out and did it. Or Myst,
the guys said, "You know what,
we've got these great rendering
tools to make these beautiful pic-
tures now. Why don’'t we make a
little simple game inside of it?" |
don’t think there's much of a way
you can plan on those examples,
other than to advise designers; if
they really have a vision that they
believe in, that they can articu-
late and define in a little box in
their head, to go for it. That's the
only way that we make the
biggest forward strides in this
industry.

What advice would you give a
reader of our magazine that
wants to do what you do?
What skills and education
would you say are vital to
enter the world of game devel-
opment?

If you think of the three primary
roles in game development - the
artist, programmer, and designer
— we'll skip management
[Laughs], my advice for people

o
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looking to get into this industry
varies dramatically based on
those three. For programming and
art, the paths are relatively defin-
able and relative-
ly measurable
and achievable.
If a 12 year-old
says, "l want to
be a game
designer", the
first thing | say
is, "Well, let's sit
down and let's
talk about this.
Why do you want
to be a game
designer?
Because it
sounds cool? Or
do you really
think you can
master all of the
things that are
necessary to be
a game design-
er?" A little side
note that | think
is kind of inter-
esting and disap-
pointing about
our industry is
that people want
to get into games
because they
think of them as
glamorous. |
always look at design as the
weakest area of most companies.
| think it's because designers are
usually the leftovers of people
who all want to be in the game
business, but they don’t have the
natural talent for an artist, and
they haven't put in the hard work
to become a programmer, and so,
[they say], "I'm a designer!” What
that gives us is a bunch of really
bad designers, so | think our
industry is full of poor designers.
The reason why | think I've
become a good designer is
because | got into this industry
20-plus years ago, when | did all
my own art, and | wrote all my
own code, and | wrote all the
text, and | designed the game. So
| saw successes and failures of
all those parts and how they
interrelate, and so | have a very
good fundamental understanding
of how to engineer those three
disciplines into an integrated unit.

As a veteran game designer,
do you sense a generation gap

“1 always look

at design as
the weakest
area of most

companies.”
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between guys of your age and
the younger developers that
have entered the industry in
recent years?

Absolutely, but I've
never been cog-
nizant of it until you
just mentioned it. |
can tell you [that]
D&D and Lord of
the Rings were
absolutely my two
big influences for
Ultima - that's IT.
Then, occasional
movies — like Time
Bandits for Ultima |l
with the cloth maps
and time travel. The
thing is; that's what
we really had to
draw on. But that's
now part of my
being...even now as
I'm thinking about
new games, I'm
reading Buddist phi-
losophy books for
my next game. So,
there’'s no question
my inspiration still
comes from the out-
side. It's started on
the outside by
necessity because
there's nothing on
the inside. That will continue to
create certain kinds of novel
games. | think the advantage
we'll have — the old group - is the
ability to create innovation that |
think the younger kids will miss.
On the other hand, this new gen-
eration will look at this and say,
"| really understand gameplay, |
understand how these games
work, I've played all of them.”
Most of the older generation
don’t play all of the games. This
new generation has played every-
thing, and they have become
masters of this sphere, specifical-
ly video games. A lot of times,
their innovation in both technolo-
gy and gameplay is almost always
way beyond what | think | could
have pulled off. Whenever I'm
building a team, [l try] to find a

| good mix of young guns who don't

know any better than to try the
thing everyone else says Is
impossible, and the experienced
people who can guide you around
those pitfalls.



- MARK CERNY

Mark Cerny has enjoyed a long and storied career
in the video game industry, lending his talents to
scores of top-selling titles on a variety of systems.
Cerny got his start at Atari in the heyday of the
arcade scene and helped create the smash hit
Marble Madness. Since then, Mark has played an
integral role in the success of Sega, Crystal
Dynamics, and Universal Interactive Studios. After
assisting in the creation of both the Crash
Bandicoot and Spyro the Dragon series at Universal,
Mark formed Cerny Games, and is now employed by
a number of the world’s top development houses as
a freelance design guru. His most recent project to
hit retail shelves was Naughty Dog’s Jak and
Daxter, and he is currently working on upcoming
projects for Electronic Arts and Insomniac Games.

f you had to come up
with a simple mantra
for your own game
design, what would it
be? What distinguish-
es your games from
other designers?

Only the best games sell, so
there's no point in making any-
thing but the best. Then, you
have to figure out what that
means for your particular project.
If you look at what the top quar-
ter of games represent in terms
of sales, it's unbelievable.
[Laughs] Half of the games out
there — maybe they should have
been started, because you
should probably always check
every idea out — but they should-
n’'t have been finished. That
Includes projects that | work on
as well. My projects are quite
regularly cancelled. You have to
have the will to kill.

If you could change one thing
about the video game indus-
try, what would it be?

It would be nice to have a model
that is just a bit more like the
way that movies are made. When
movies are made, independent
professionals come together for
the space of the project, and
then go onto the next project.
That lets you have the best pos-
sible people in every category
because you're going out to free-
lancers for your cinematographer,
your producers, your directors,
and your writers. The way it is
now in games, because it's on a
company basis, it's a bit harder.
You may not have a person that
does a specific thing, simply
because your last project didn't
require it. Or, you may get some-
one who you don't need on your
next project, because the genres
are different. A better structure
would help. We're trying to do
that with Cerny Games. | love it,
because | get to work on multiple
projects at once and get to learn
three or four times faster than if
| was just working on one project
at a time.

What games, or game design-
ers, have been the biggest
influence on your work?

Well, | have to say that The
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Legend of Dragoon and Final
Fantasy X have been incredible
play experiences for me lately.
Halo — that's amazing as well.
When | started out at Atari,
there were two guys that | want-
ed to work with. They were Dave
Theurer of Missile Command and
Tempest fame, and Ed Logg of
Asteroids and Gauntlet fame. |
actually did get to work with Ed
for six weeks on Millipede. It was |
wonderful. He was so generous.
Financially, there was a brief win-
dow where you could actually get
nice royalties as a coin-operated
game designer. Thanks to Ed, |
got enough money in the bank
that | could go independent for
the first time. That was in 1985.

What advice would you give a
reader of our
magazine that
wants to do
what you do?
What skills and
education
would you say
are vital to
enter the world
of game devel-
opment?

These days, you
can still do it.
There are even
awards for inde-
pendent games.
Of course, it's
usually on the PC
side, because
it's hard to get
the dev kits for
the consoles. If
you have a
vision, you can
get it out there.
Also, there are
schools now that
teach game
design. There are
a few in the
States, but it's
huge in Japan. If
you flip through
Famitsu, you can
see tons of ads
for them.

| don't know
what to say other
than that college
seems to help. In my case, | had

“Only the hest
games sell, so

there’s no

point in mak-

ing anything

but the best.”

two hobbies in college — playing
video games and programming.
Then, | got interviewed for a

book on video game strategy that
Craig Kubey published in 1982.
He was kind enough to talk to
some people at Atari and get me
an interview. Once I'd been

hired, they actually had me write
up a resume and submit it to the
HR department for the sake of
completion, because they needed
to have a resume of everyone
that worked there on file. Six
weeks later, HR sent me a form
letter declining to interview me
based on my background!
[Laughs] So, | was lucky to know
somebody. There's always a little
serendipity in action.

In the time that you’ve been
in the industry, what do you
think are the biggest changes
you've seen? How has this
affected your
job?

Oh God, well, when
| started in the
industry my lead
character was eight
pixels by eight pix-
els on a screen and
the playfield didn't
scroll! [Laughs] Oh,
and projects had a
staff of one person.
It's changed beyond
comprehension in
20 years. | wish I'd
have known then
how it all was going
to evolve. Looking
back, there were so
many obvious
things that were
going to happen
that | was too dumb
to realize. The
whole fighting game
revolution, for
example — if I'd
known in 1983 that
fighting games like
Street Fighter were
going to be out
there and be so
huge, there's no
reason | couldn’t
have done that. It
just never occurred
to me.

GAME INFORMER 47



American McGee’s success, like so many great
game designers, can be attributed to a combination
of good fortune and hard work. At the age of 20,
McGee left his job as an auto mechanic to work for
id Software and its legendary leader, John Carmack
(who was his next-door neighbor at the time). After
paying his dues in tech support, American moved
on to tackle programming and sound design. His
work on the Doom and Quake series won him
acclaim, allowing him to split off from id and create
his own best-selling PC hit, American McGee’s
Alice. Currently one of the guiding forces behind
Carbon6 Entertainment, American is working on a
number of projects, including a game loosely based
on The Wizard of Oz. ’
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f you had to come up
with a simple mantra
for your own game
design, what would it
be? What distinguishes
your games from other
designers?

Well, the first thing we [did] with
Alice and what we're doing with Oz
s looking at [whether] this is an
environment that you're going to be
fully immersed in. Does it feel
believable? Is it going to be some-
thing that is different from every-
thing else that’s out there right
now? Alice was spawned from my
frustrations from seeing so many
space Marine versus space alien
games being done over and over
again. It was like; Jesus, somebody
needs to introduce a new environ-
ment to this gameplay mechanism.
With Oz, we're focusing not so
much on realism as a really artfully
crafted world. As a matter of fact,
we're talking right now about ren-
dering the world out in sort of a
cut-out storybook style so it feels
like you're walking through a pop-up
book or a diorama.

What would you say are the key
elements that make for a truly
great game?

Some things we're really trying to
focus on are ease of use, playabili-
ty, and making games more fun.
That sounds like a basic thing, but
there's really a whole leftover,
screwed-up legacy of game design
philosophy that | think needs to be
thrown away. | think games are just
too difficult. A lot of people will pick
up a game because it feels really
cool, but the moment they run into
one of our basic game design tac-
tics — like the increasing difficulty
of the game as time progresses or
the complex interface — they'll
become frustrated and walk away.
That's really unfortunate. If you're
reading a book, the book doesn’t
get harder to read. As you progress
through the chapters, it doesn'’t
suddenly switch to ltalian halfway
through the book. It's not about
challenging you; it's about being in
that space and wanting to be a
part of it.

If you could change one thing
about the video game industry,
what would it be?
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'd like to see a hardware freeze for |
five years. | think that, if we had a
standardized piece of hardware
that everyone was developing for, it
would help us to advance the craft
while not having to chase new mile-
stones in technology. Then, the
technology kind of
stuff, in essence,
would stop and
everyone would
focus on content.
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You seem really 'ii
artistically mind- |
ed in terms of
wanting to cre-
ate unique
worlds and mim- 5%
icking cinematic "%
techniques. Do 8

you think you're  [RN" N f
unique in that
regard?

No, | don't think
I'm unique in that.
| think everyone in
this industry —
whether they
believe that
they're doing it or
not — is approach-
ing it from that
angle. There's a
lot to be learned
in the lessons that
Hollywood has
learned. | think
one of the sad
things that goes
on in our industry
IS we throw out
lessons learned.
For example, Half-
Life was a great
game that estab-
lished an amazing interface and a
great way of telling stories.
Everything about it was pretty much
perfect. What was funny is that,
after Half-Life came out, the first-
person action/adventure titles did
not get better. They did not learn
the lessons taught by Half-Life,
because developers and game
designers said, “Well, | can do it
better.” Well, maybe you can; but
the innovation that was put forth
should have been learned from.
You can't let your ego get in the
way of borrowing from someone.
Borrow, and borrow liberally. Be
happy that someone provided an
idea for you that you can apply to
your problems.

read.”
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“I think games

are just too

difficult. If

you're reading

a book, the
hook doesn’t

get harder to

AMERICAN MCGEE

Video games have been around
for nearly 30 years. Have we
reached the point where we are
just endlessly refining the same
genres? Are there any com-
pletely new genres left to be
explored?

b It's going to get to

s the point where
these are interactive
experiences where —
instead of choosing
what kind of game-
play — you're going to
choose which kind of
i content. Today, |
8 might feel like play-
ing horror; tonight, |
want to play fantasy;
tomorrow, | want to
play scifi. It's really
going to come down
to the content. The
means through which
you experience that
content [are] going to
start combining,
because ultimately
what we're trying to
do is re-create reali-
ty. So, the mecha-
nism to how we get
there - the interface
and the way it's ren-
dered - is eventually
going to become very
standardized. In film,
there is a standard
function for how you
do scene cuts, stan-
dard ideas about
how dialogue and
character develop-
ment works. We're
going to establish
the same sort of
rules in our industry. The difference
IS that — in a game — you can go in
and play that story from almost any
angle. In a film, you ride through
that on a linear path. [Video game]
storytelling Is going to be about the
experience you create for yourself.

Eventually, it [will] feel like, as in

games like Grand Theft Auto Ill,
that you're in that world. These
ideas of interface and control will
be moot because we will be plug-
ging directly into it. It will become
The Matrix, in essence. [Laughs]
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CLIFF BLESZINSKI

hat games, or
game design-
ers, have
been the
biggest influ-
ences on your
work?

I've got to give credit to id,
because they busted open the
whole first-person genre. | grew up
playing Miyamoto's games, of
course. Some of my fondest mem-
ories are of Mario and Zelda.
Meeting him was a wonderful
thing. | think the one thing that |
hope to eventually start to do in

the games that we make is to have |
. thing about the

that sense of discovery. You get to
that point in your mid-twenties
where you really start to get jaded,
especially working in this industry.
A lot of the magic is lost. | can't
even look at an action figure now
without saying, “How many points
of articulation are there? The paint
job on that is $#!%" | had that the
other day when | was looking at
Transformers. When | was a kid, |
was so into Transformers. Now, I'm
at Target looking at Transformers,
and they're actually a thousand
times better than the ones | played
with as a kid, but they still don’t
look cool to me. A lot of that magic
is lost, but that's what Zelda did
for me. [After playing Zelda] | used
to go into the woods and lift up
logs and barrels and tires and look
for snakes and frogs, and some-
times find the occasional adult
magazine that was left in the
woods [Laughs]. That sense of dis-
covery is something that Zelda did
for me that few video games man-
aged to capture. | hope to some-
day do that myself.

In the time that you've been in
the industry, what do you think
are the biggest changes you've
seen? How has this affected
your job?

In the time I've been doing this,
the whole online thing is just huge.
You look at online and [you realize]
that we have a form where we
basically have to design for the
lowest common denominator of

a_ _hole behavior. I'm not willing to
put an exploit in the game where
you can have friendly fire. I'm not
ever going to have that on by
default in a game that Epic ships.
Hey, I've done it; I've gone on
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servers and tried to break the
game and be the biggest %@*!
possible. That's the kind of thing
you have to deal with in online; |
call it the Beavis factor. You have
to ask yourself, “What would the
Dread Lord Beavis in Ultima Online
do?" — because someone’s going
to do it. It's always fun to go
online and be an idiot, because
you have that anonymity. That will
come to consoles, and console
developers will have to deal with it.

It really limits your choices in your

game design.

If you could
change one
video game £
industry, what
would it be?

| would make an
arbitrary rule that
all in-game cine-
matics can be no
longer than 30
seconds. If | had
another wish, |
would make it so
game designers
realize that they're
not really story-
tellers, they're
craftsmen of
game mechanics.
They need to work
with writers, and
also hire real
voice talent. If |
play another game
that has half-hour
long cinematics
with bad acting
and a convoluted
story, I'm going to
puke. There has
been a recent
crop of games
that have been
great games [in
which] the experi-
ence has been
dragged down by
these developers
trying to be
Hollywood direc-
tors. I'm not going

| to name names, but it's very frus-

trating for me. I'm not going to lie
— some of our upcoming games
are probably going to have cine-
matics in them; but really, show
some restraint. You're not Francis
Ford Copolla. Am | the only one
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u It's always fun
to go online
and be an
idiot, because
you have that
anonymity...

[that] really

limits your

choices in your

game design.”

who