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MORTAL KOMBAT: 
ARMAGEDDON 
One-<>n-ooe fighting is still the name 
of the MK game. Find out where cre­
ator Ed Boon is taking the senes and 
why Armageddon will be the biggest 
MK ever - in more w;rys than one. 

STAR TREK: LEGACY 
Bethesda 1s warping this cultural 
icon into the next generation of 
gaming. and we have the first look 
at how it will play. How cool will it 
be to fight with every ship in the 
Star Trek universe? 

Learn how 2K Sports is finding 
ways to keep baseball fresh even 
on current-gen plariorms, and 
what's in store for next generation. 

THE OUTFIT 
War is serious business, but The 
Outfit is all about fun. GI presents 
an extensive hands-on playtest of 
Relic Entertainment's next title, and 
we illustrate how The Outfit shakes 
up the action formula in a big way. 

THE ELDER SCROLLS IV: 
OBLIVION 
We spent some time with the latest 
build of Oblivion. See how this 
much-hyped yet recently-delayed 
title is shaping up with our exclu­
sive playtest. 
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It only plays like it's still there. The new Xbox 360"'Wireless Controller. Unmatched precision and 

performance to instantly reflect your every move. And with an advanced ecosystem of wireless 

products, you'll have the freedom to get the most out of Xbox 360, because they come from Xbox 360. 
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. :.J==•=•.• People Who Actually Get Paid To Play Video Games 

SUDDENLY THERE 
WAS NOTHING 

As a product of my life experiences, I am a video 
game dork. In fact, as I look through the rearview 

mirror, I see my entire life is not dotted with the 
normal landmarks, like when I first rode a bike 

or went to Senior Prom (though I'm pretty sure I 
went...l think) . Instead, it is filled with the thrills 
and wonders of games played. 

I remember playing Star Trek in ASCII text before 

games had graphics. I remember playing Dragon's 
Lair at the comer 7-Eleven. I remember saving the 

princess. 
For all these wonderful thoughts, the most recur­

ring memory for me is the great video game crash 

of 1983. Watching my wonderful world of games 

come falling down around me was unlike anything 
I had ever experienced. Video game historians 

blame Atari for its poor planning and lack of inno­
vation. I remember the whole thing differently· 

I saw the positive side of the games I was play­
ing. Especially when you compared them agai~st 

my first gaming experiences, which were text 
adventures and ASCII constructs. So when I woke 

up one day to find hundreds of games for sale at 
massive discounts, I thought Christmas had just 
come early. Little did I know that this wasn't a 

bargain; this was a fire sale. The games industry 
was collapsing and retailers were dumping product 
before the hobby blinked into non-existence. 

I remember the time of nothing after the crash. 
It's weird when I think about it; gaming literally fell 
off the face of the earth. Then all of a sudden one 

day, out of the blue, there was Mario. This won­
drous machine called the Nintendo Entertainment 
System came into my life and saved me. 

Besides being a nice little video game tale, this 
story is a warning. One I think about during every 
generational transition. Sometimes people get too 

caught up in graphics, or whether this racing game 
is better than that racing game, and forget the fun 
that video games are all about 

Find games you like, and play them. Because if 

you don't you could wake up one day like I didi.and 
find them gone. 1 

It's not cool. Trust me on this one. 

Cheers, 

~ 
Andy>> andy@gameinformer.com ~ 
Handle: The Game Hombre Expertise: RPGs, Action/Platform, 
Driving, Fi~-Person Shooters Interests: The Idea Of Worldwide 
Launches, Planning A New Home Theater In My Head Dislikes: The 
Execution Of Worldwide Launches (Next Time Just Try To Get It Right 
In One Region Please Microsoft Instead Of Wrong In All), Blogholes 
(The Word I Made Up For Bloggers Who Say Things In Their Biogs That 
They Wouldn't Have The Nuts To Say To Your Face) Current Favorite 
Games: World Of Waraaft, Need For Speed: Most Wanted, Black 
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Reiner >> reiner@gameintormer.com 

Handle: The Raging Gamer Expertise: RPGs. Fighting, ActioryPlatfonn, Strategy, Spor15 
lnl!resls: Xbox Live Gamerscores (6,000 And Counting), The Last Two Years Of Batman 
Comics (Finally There Is Change), The Approaching Baseball Season, Fomify Guy Dislilles: 
Getting caught Rocking Out Uncontrollably While Playing Guitar Hero (Think Nerdy Angus 
Young), The Small Number Of New 360 Games Corning This Spring wmnt F-. 
Games: Mortal Kornbat Armageddon, Major League Baseball 2K6, Call Of Duty 2, Ape 
Escape 3, Devil May Cry 3: Dante's Awakening Special Edition, Civilization IV, Guitar Hero 

Matt >> matt@gameinformer.com 
Handle: The Original Gamer Expertise: Fi~•Person Shooters, ActioryPlatform, Actiory 

I Adventure, ActiorySports Interests: Wolk The Line, King Kong, NOMEANSNO - The 
/ 1 People's Choice, The Hold Steady-Seporation Sundoy, Finishing The Record Dislikes: 

"In Gado We Trust." Snow, Not Having Good Boots, rive-String Basses (You Don't Know 
What To Do With Four!) Current Favorite Games: Ape Escape 3, Gun, Peter Jackson's 
King Kong 

Kato >> kato@gameinformer.com 
Handle: The Game Katina Expertise: Spor15, Racing, ActioryAdventure, Action/Platform 
Interests: Walk The Line, All Girl Summer Fun Band, Knowing Me, Knor.ing You With Non 
Partridge DVD, Goalie Yutaka Fukufuji - The First Japanese Player Drafted By An NHL Team, 
Franklin Comes Nive Dislikes: The Passing Of Richard Pryor, The Cancellation Of Arrested 
Development, America's Crappy World Cup Draw (Bring On The Azzurri!), Finger Bowl­
Using Cake Eaters Current Favorite Games: NHL 2KG ()(box 360 w/ Crease Control), 
Battles Of Prince Persia, Winning Eleven 9, F"rght Night Round 3 

Lisa >> lisa@gameinformer.com 
Handle: La Game Nikita Expertise: Survival Horror, Adventure, RPGs. Adiory'Platform, 
Racing Interests: Cupcakes (Always And Forever), King Kong, His Dark Moteriols, Resident 
Evil 4 Figures, Perfect Snow, Having Groceries Delivered (Like Christmas, But Wrth Less 
Special Foodstuffs) Dislikes: Holiday Shoppers, Black Friday (Ugh, No Way), That Stupid 
Tuber And Gerbil Quest In Ratchet Current Favorite Games: World Of Warcraft, Amped 3, 
(all Of Duty 2, Watching Other People Play Condemned For The First Time (The Self· 
Imposed Terror Of Others Cracks Me Up), Prince Of Persia: The Two Thrones 

Jeremy>> jeremy@gameinformer.com 
Handle: Gamezilla Expertise: Fi~-Person Shooters, Survival Horror, ActiolvPlatform, 
Fighting, Strategy/RPGs Interests: A Very Guitar Hero Christmas. King Kong (In MO'lie, 
Game, and Cake Fonn), Danny Boyle's Millions, Clap Your Hands Say Yeah, M/·5 Season 3 
DVDs Dislikes: Not Having My ONn Element On The Periodic Table ("Godzillium; Or 
Possibly "Pantsnium"), Shoveling Snow Current Favorite Games: F"tght Night Round 3, 
Tony Hawk's American SkBLand, Guitar Hero, Peter Jackson's King Kong, Amped 3, Call Of 

~ Duty 2, Condemned: Criminal Origins (Again) 

Adam >> adam@gameinformer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, Fi~-Person Shooters, Fighting 
Interests: Perfect Snowball Fight Weather, Finding New Awesome Restaurants To Gorge 
Myself N., Rediscovering Music From Years PasL A Feast For Crom, Electronics That Just 
Work Like They're Supposed To Dislikes: Leading My Team In Kills And Still Losing The 
Round, Team Killers, In-Game Gold Farmer Spam, Retail Centers During The Holidays, My 
Totally Defective Cell Phone Current Favorite Games: Battlefield 2: Special Forces, World 
Of Warcratt. Mega Man X Collection, Mario Kart OS, Warcraft Ill: Reign Of Chaos, The Outfit 

Joe >> joe@gameinformer.com 
Handle: The Real American Gamer Expertise: RPGs, Adventure, Strategy, Platfonn, Puzzle 
Interests: More Valkyrie Profile, Hilarious Hate Mail (Thank You, Alliance and Shenmue 
Fans!), Punching Uriel Septim In The Face, The Wrench-Throwing Scene tn OodgP/xJ// (The 
Rest Of It Sucks) Dislikes: Jaime Lannister And The Things He Does For Love, Murlocs, 
Woiting For Mistwolker. An Existential Trogicomedy By Joe Juba Current Favorite Games: 
Devil May Cry 3: Dante's Awakening Special Edition, The Elder Scrolls IV: Oblivion, World Of 
Warcraft, Star Trek: Legacy 

Miller >> miller@gameinformer.com 
Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fighting, 
Platform, Fi~ -Person Shooters Interests: Watching Kids Play Mario For The Fi~ Time, 
White Chocolate Take 5 Bars, The Curious Appetites Of People Who Eat Fungus Dislikes: 
Broken Toasters, Month-Long Breaks Between New Lost Episodes, Flying While Sick. 
Descriptions Of Brain Surgery, Poisonous Chip Dip Current Favorite Games: Medal Of 
Honor Airborne, Guitar Hero, Amped 3, Need For Speed: Most Wanted, World Of Warcraft, 
Gitaroo Man, call Of Duty 2 
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• : .: The Readers Strike Back 

PLUMBER GEAR SOLID 
It was a nice surprise to see Luigi on the cover of the 
December issue, stepping out of the shadow of his elder 
brother. The new art style is certainly very differeni but 
I'm sure I'll get used to it in time 
just as I did with Link. On skim­
ming your lengthy review of 
"Mario & Luigi: Partners In Time• 
(p.80), though, I'm disturbed at 
the dark tone the series is tak-
ing. The graphics are breathtaking 
(especially for the DS!) but the 
two plumbers should be leaping 
through candy-colored fantasy 
worlds, not skulking in the shad­
ows of ruined buildings. And the 
huge guns! Whatever happened 
to water cannons or fire-flowers? 
Finally, the cigarette clearly visible 
in Luigi's mouth on page 83 is the 
last straw: I am not letting my two 
young children near this game! I 
knew all along that it was a bad 
idea for Nintendo to let Hideo 
Kojima produce this installment 

METAL 
GEAR 
SOLID 

4~ 

He's very talented, but it's clear he simply doesn't under­
stand the lighthearted innocent fun that Mario means to 
his fans. I know Nintendo needs to innovate and reach out 
to teen gamers - and I applaud their lending the Donkey 
Kong franchise to Michel Ancel, whose new game looks 
excellent - but in this case they've gone too far. What's 
next? Princess Peach and Daisy jiggling in thong bikinis in 
Dead Or Alive Serena Beach Volleyball? (Actually, forget 
thai I would totally buy that game). 

Jens Alike 
San Jose, CA 

• Not every letter we print needs to ask a question 
or make a point; some are just downright hilarious 
and worth the read. This is one of them. 

OWNED 
David Bryant (who wrote to you in "Hardcore Hardship," 
Issue 152) is a very lucky guy to be concerned about who 
has the right to call themselves a •gamer:" Being what I call 
a mature gamer (age 75), I am delighted that David isn't 
troubled about the state of affairs at this point in our history, 
but instead can address his distaste regarding the people 
who-~bei~~to~sta~~-~~~to~ 
themselves •gamers.· I recall being a Navy photographer 
from 1949 to 1953 covering Harl)' Truman's police action 
in Korea, and I hope that as time passes David will come to 
understand that no one gives a s- about his opinion. 

Tom Barrett 
St Petersburg. FL 

• And with that. Tom Barrett has just won the 
award for Best Letter Received By Dear GI. CoolesL 
Reader. Ever. 

ANGER QUEST 
I am a long-time lover of Dragon Qu~ and I am very 
disappointed with the latest entry. The series has always 
astonished me with its stylish 2D monsters and wonder­
ful turn-based gameplay. However, the latest entry in this 
wonderful franchise has been tainted and ruined. It is 
painfully obvious how much Final Fantasy has changed it 
It has forgone the 2D graphics for eel-shading that makes 

the monsters look bland. Also, instead of having some 
god-like evil being to fighi a jester is your enemy. Plus, the 
characters look like they jumped out of Dragon Ball Z and 
stole the game. Dragon Quest has strayed far from its roots 
for the chance of being more popular with the football-lov­

ing. Mountin Dew-swilling apes that 
would otherwise not even bat an 
eye at it 

Danny White 
via yahoo.com 

• Dragon Quest VIII is defi-
nitely a departure in many 
ways for the iconic Japanese 
role-playing franchise, but the 
intention is probably not to 
alienate the series' stalwart 
fans. If the game were meant 
to be watered-down imitation 
of previous entries, Level 5 
wouldn't have remained true 
to the series' unforgiving old­
school blueprints. Don't feel too 
betrayed by the artistic changes, 
either - this is how Toriyama's 
characters were always meant 

to look. These alterations probably aren't enough to 
make the series hit the true mainstream (you can 
still consider yourself - in the know" about some­
thing special); the gameplay and progression are too 
daunting for your average -Mountain Dew-swilling 
ape:' Thankfully, for the hardcore RPG fan with lots 
of extra time, they hit a sweet spot that finally gives 
Dragon Quest a shot a getting the stateside recogni­
tion it deserves. 

COPY THE COPY 
I love the Xbox 360's controller ... mainly because it's an 
outright copy of the PS2 controller. Anyone can realize that 
the 360 controller is dearly the same, button for button. 
The Y, B, A, and X buttons mirror the triangle-circle-X-square 
formation, and the ill-placed and ill-formatted white and 
black buttons of the current-gen Xbox have been replaced 
by 'bumpers' which I have lovingly dubbed R 1 and l 1. I 
think you get my point 

Jeremy Kern 
via sbcglobal.net 

■ You know the problem with humans? They're 
basically outright copies of monkeys. Their arms 
and legs are in practically the same places, just 
with a little less hair (except for Robin Williams, 
who has more somehow). Of course, there might 
be factors other than immediate physical appear­
ance that we haven't considered, and the same 
goes for video game controllers. Keep In mind that 
every new console builds on the successes of those 
that came before it; apart from analog functional­
ity, the PS2 controller is the exact same as the 
PSone. When it first released, the PSone controller 
was strikingly similar to the one for SNES (plus 
one set of shoulder buttons). However, in addition 
to adding new knobs and whistles, each genera­
tion of controllers becomes more comfortable as 
well. If you don't believe us, try clutching the NES 
gamepad for a few hours with those sharp corners 
sticking into your palms. The gradual merger of 
ease and functionality over the years is what gave 
rise to the PS2 controller you so love, and the same 
process of evolution is what has brought us the 
familiar yet unique look and feel of the Xbox 360 
controller. Not blatant tech theft. 

TURNING JAPANESE 
I'm reading your November 2005 issue, and after see-
ing the phrase "No release date has been announced for 
the U.S." twenty times, I got fed up. Your magazine's UPC 
has the price printed on it for only three countries: USA, 
Canada, and the UK. Nowhere is the Japanese price print· 
ed, because you aren't a Japanese magazine! So, why do 
you go to the Tokyo Game Show and report on games that 
Japanese developers have dubious intentions of bringing 
stateside? If a company won't tell you when a game will 
be announced or released in the USA, then you should tell 
them that they won't get any coverage in your magazine 
until they do. 

Bruce 
via dslextreme.com 

■ We're not so sure that's a super idea, Bruce. If we 
were to adopt the philosophy you propose, then 
games like Final Fantasy XII and Resident Evil 5 
would not even exist yet in the minds of our read­
ers, not to mention hardware like the PSl. Just 
because something doesn't have a firm U.S. release 

• We usually don't give in to demands, but this is pretty hilar• 
lous. SUlprisinatY, despite the fake-soundlns instructions. the 
trick actually works. 1he Reddess cyclist pme involves two 
players (so be sure to grab a friend) controlling balding. middle-aged men as they pedal around on top of a mountain 

and cnsh into each other. It's just as bizanely entertaining as It sounds. and fits alongside Mister Mosquito perfectly. 
It Isn't the most complex mlnipme out there, but it's got dudes falling off I mountain on bikes! What more do you 

need? Consider props duly dispensed. 

Seod your comments to Game lnfooner. Snail Mail: Game lnlormer Magazine • Attn: Dear GI • 724 North First St.. 4th Floor • Minneapolis, MN 55401 Email: deargi@garneinformer.com 
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date doesn't mean that it can't be a significant part 
of the industry's current landscape. Gaming is more 
than just what's available for purchase right here 
and now; it also involves anticipation and excite­
ment about promising ideas on the horizon. Since 
video games as we know them have their origin 
in Japan, it makes sense that some of the more 
intriguing ideas will start over there before migrat­
ing across the ocean. It's our job to cover those 
developments as they happen and fill you in (we 
are called •came lnforrnert after all). We get just 
as frustrated as you do by not knowing when or if 
we'll get to play a particular game, and we've been 
burned by titles that never make it stateside, but 
it's still strangely satisfying to know that they're out 
there somewhere. 

SECOND HAND AUTHORITY 
I cannot believe you gave True Crime: New York Oty an 
8.75! Other magazines and websites gave the game abys­
mal scores. Admittedly, I haven't played the game, but for 
the most part it has been universally panned because of 
glaring technical issues, lackluster gameplay, and a flimsy 
storyline. I have to say, the idea of a criminal being sen­
tenced to life as a street cop is absurd. The game seems 
like another GTA done with the all-too-popular singular 
purpose of wreaking havoc on the hapless populace of a 
city. Anyway, this shockingly high score has made me a little 
suspicious of your other scores. 

Craig Williams 
via hotmail.com 

• We understand that everyone's personal tastes 
vary, and that there will never be universal agree­
ment on any score assigned to a game in any 
given issue. In fact. we get dozens of letters as 
evidence every month from passionate readers cry­
ing foul..but there's something fishy about this 
particular complaint Amid Craig's chronicling of 
True Crime's shortcomings is this peculiar sentence: 
•Admittedly, I haven't played the game.• Hmm. In 
any discussion of a game, is it really possible to for­
mulate a concrete opinion of an entire game without 
picking up a controller? One can certainly have a 
perception of the game, but without first-hand expe­
rience, that perception can't really coalesce into a 
valid judgment You wouldn't trust a review that was 
written based solely on what an editor read about a 
game, and disputing a review on the same grounds 
is a bit silly. Gamers love to debate about the best 
and worst games out there, but remember that it's 
not only important to know why the other person is 
wrong, but also to have information backing up why 
you' re right 

THE STATE OF DENIAL 
How could you say that the Alliance are dorks? Just 
because we have naked Night Elves dancing on our mail­
boxes doesn't mean we are bad. Just you wait: Once you 
get the Blood Elves, I can guarantee there will be a naked 
Blood Elf dancing on your mailboxes. So what if the Horde 
is much better at PvP than the Alliance; you can't expect 

us to compete against racial traits like Warstomp and Will 
of the Forsaken. Each side has the same amount of dorks, 
so let us band together and hate only the ninja looters and 
corpse campers. 

Jawek 
via yahoo.com 

• Oh, don't worry - we hate ninja looters and corpse 
campers, too. We're just saying it's nice to be able to 
claim our auction proceeds without getting a faceful 
of elf-groin. Is that so wrong? Thanks for reminding 
us about Warstornp and Will of the Forsaken, though. 
Chalk up two more reasons why the Horde rules. 
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Enter the Game lnfonner Envelope 
Art Contest All you need to do IS 

draw, pain, saatdl, sp,, o, carve 
the best dam envelope art you can 
think of &nd send 11 10 us. Please 
1ndude your name, phone number, 
and return address on the back of 
the envelope. tt you're the monthly 
winner, we'H feature your worl< in Q 
and you'll recer,e a video game pnze 
fro,n the Game lnfonner vault. 

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

JENNIFER THARP 
Three heart containers? Nice knowin' 
ya, kid 

JUAN CARLOS 
MORALES 

It might not be 
Mario 128, but 

it's a start 

CHAD BORGS­
CHATZ 
No, we didn't 
understand the 
TV show, either. 
We just remem­
ber seeing 
enough ribcage 
to last a lifetime 

NICK McCURDY 
Kratos appears to 
have misapplied 
his Breathe-Rite 



play. i win. i gloat. i kick back. i catch a movie. 
hear some tunes. all thanks to one little card. 

Memory Stick 
PRO Duo'" 

Turn your PSP'" (PlayStation® Portable) handheld entertainment device into a fully loaded multimedia machine. 

How? With a SanDisk® memory card. It gives you the power to p lay music, view pictures, watch movies and 

of course save countless game data, all with one device. It's the undisputed champion of flash memory, 
relied on more than any other. 

WWW . SAND ISK.COM/GAM EI N FORMER 



• 

:::!i=:::!::: C O N N E CT Breaking News, Views, And Technology From 
•::9.. The Cutting Edge Of Gaming 
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LOOSE TALK 
Hot Gaming Gossip 

There's nothing mo,e conspicuous than a developer hiring drOYtS of people to let you know that there's a 

game on the horizon. Both Rod<stY Games and call of Duty 2 developer Infinity Ward are now scouring fo, 

talent Rodstar has already announced that it has mo,e Grand Thdt Auto tides planned fo, PSP, as well as the 

next iteration of Red Dead RewlYer fo, PS3. As fo, Infinity Ward, a caR of Duty 2: Collectors Edition fo, PC o 
on the docl<et. but we cer1ainly loolc fo,ward to anything els< th~ developer puts out 

MORE GEOMETRY WARS 
Geomevy Wilf>fflallia has tal<en OYer Xbox 360 
owners. The old school Robolron-fike arcade tide 
first appeared in Project Gotham Racing 2, and a MW 
venion also came with PGR 3. Now Xbox Live Arcade 
pla'/ffl are playing it via the Xbox Live Arcade, and 
we've heard that a third edilion of Geomevy Wars o 
in the w0<1cs. No wo,d on when it might com, out, but 
se,ing as how the fourth PGR title~ probably a w,rys 
off, we bet that the MW Geomevy Wars will be made 
available as a download fo, Xbox 360 fans to enjoy. 

SEGA'S REVOLUTION 

In an inte!View with PloySta6on 
Magazine, SCEA executive ,ice 
president Jack Tretton hinted at a 
few possible PfayStation 3 launch 
titles- lncognito's Warhawk and 
a dragon-based flight cornbal 
tide called lair from Facto< 5. 
Tretton mentioned that 5CEA has 
three games that are currtndy in 
development internally. 

METROID DREAD DEAD 
05 owne<s were loolcing fo,wa,d to Metroid Dread 
in 2006, whi<h would have been a return to the 
series' dassk 20 roots. Howevtr, a source has 
told Loose Talk that the game has, in fact, been 
cancelled. No reason • known fo, the move, but 
whatever the circumstances. we wish it weren\ true. 

Nintendo has yet to announce any deak with companies to bring third-party games to the Revolution through 

its bad<wards computability function. Recenlly, howeffl, Nintendo's chief marl<eting office Reggie Fi~-Aime 

said that Sega o interested in providing old games for the system. fols-Aime also said the Revolution controller 

shell would loolc similar to the GameCube's Wavebird controller. 

QJtsomensidt!rm?fmalusatloos,;af@--"'"""axnoodwe1bealeoo. 

NAME THAT GAME 
Test Your Sight 

Even lhough tho month's game was a Japa11<S<-OOly 
release for PlayStation, it was a cult hit that pro,npted 
some to import the title. It comes lro,n developer 
NanaOo-Sha and Masaya Matsuura, the people behind 
the PSone hits PaRappa the Rapper and Um Jammer 
ummy. The game fea1ured simple hne vecto, st)4ed 
graphics and demanded that you jump your character 
OYer obstacles that canne your w~ according to the 
tempo and beat of its songs. You coold ...., have 
the game generate custo,n IMls by popp,ng "your 
own CDs. 
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XBOX 360 LAUNCH 
TEMPERED BY 
SHORTAGES 
GEARS OF WAR, 
CRACKDOWN DELAYED 

N ow that the launch of the Xbox 360 has come 
and gone, the early sales numbers for the sys-
tem - and some gamer complaints - have surfaced. 

Unfortunately, the main story of the console's launch is the 
scarcity of the Xbox 360 itself. Microsoft sent an estimated 
400,000 systems out to stores in the U.S. These were all 
quickly bought through either pre-orders or first-day sales. 
Microsoft sent out a second shipment of around 300,000 
units and says that it is sending units to stores every week. 

According to NPD sales numbers, 325,902 Xbox 360s 
were sold in the U.S. over a period of five days. In com­
parison, the original Xbox sold over half a million in its first 
week. and the PS2 sold approximately 531,000 units in 
the entire month of November. Of course, it's impossible to 
know how many systems would have been sold if the 360's 
short supply hadn't been an issue. 

The platform's launch in Japan was lackluster, despite the 
company's best efforts to get a foothold in the country. Only 
41,817 units were sold in the first two days, and consum­
ers didn't exhibit the fervor that has marked the releases 
of previous Japanese systems, such as the GameCube and 
PlayStation 2. 

Software sales for the system were good in America, includ­
ing a whopping average of 3.9 games sold per system. The 
NPD says that tens of millions of dollars in titles were sold, 
with Activision's Call of Duty 2 being the most-purchased 
Xbox 360 game, followed by EA Sports' Madden NFL 2006. 
Microsoft's Perfect Dark Zero (developed by Rare) sold the 
most copies out of the first-party titles. The Limited Edition 
version of PDZ charted at 21 . Four Xbox 360 games landed in 
the NPD top 25. 

One title absent from the platform's launch was Tecmo's 
Dead or Alive 4. The game was pulled shortly before the 
November 22 unveiling of the system, and still didn't have a 
release date at press time. Other titles such as THQ's Saint's 
Row and Bethesda's The Elder Scrolls IV: Oblivion also had 
to miss the launch. Unfortunately, other delays have befallen 
high-profile 360 games originally thought to be out this spring. 
with Gears of War and Crackdown both not expected now until 
this fall at the earliest In fact, those two games are the only 
Microsoft first-party titles on the calendar so far. Game Informer, 
however, has heard that a Shadowrun game is being planned 
for this summer and more software from the company will 
be announced early this year. Despite this initial lack of strong 
first-party support, Microsoft has shored up the original Xbox's 
early third-party problem. Titles such as Splinter Cell: Double 
Agent Fight Night Round 3, and Chromehounds are expected 
this spring. 

Scarcity of supply wasn't the only blemish on what has 
been widely considered the strongest console launch portfolio 
for a platform. Reports have circulated of 360 owners having 
problems including overheating and faulty hard drives. Robert 
Bryers of Chicago has even filed a lawsuit against Microsoft 
claiming that the overheating problems the system can 
encounter are a specific design flaw that the company knew 
about and ignored. Regardless, Microsoft says that the Xbox 
360 is under the three to five percent defect rate that is nor­
mal for all consumer electronic products. 



FIVE RULES OF GUNCRAFT 
1. GUNS ARE THE STARS OF THIS SHOW 

fi IN STORES FEBRUARY 28, 2006 
PREORDER NOW ~ 
TO UNLOCK THE BFG I° • -

BLACK™ explodes with a massive arsenal of high-powered firearms, including rifles, riot guns, and grenade launchers. 
2. EVERY BULLET IS YOUR BABY 

Make every miss count. If you can't get a target in your line of sight, blast the ceiling and bring it down on top of him. 
3. BIGGER AND LOUDER 

BLACK credos: Don't use a small gun when you can use a big one and don't blow up something small when you 
can blow up something big. 

4. LEAVE A TRAIL OF DESTRUCTION 
Bullets pulverize plaster and splinter boards; bigger ammo breaks down doors and shears concrete from buildings 
in fat chunks. 

5. DEATH IS AN OPPORTUNITY 
Catch an enemy in the shoulder and spin him around into the enemy behind him, blow the balcony out beneath another­
get creative with your kills. 

===== ALL GUNS BLAZING 



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

The French govemment is sdlechAtd lo pr""'I 
a laX credit plan ID< video game publishffl and 
developers. Earlier in 200s, offidafs 10< lhe French 
govemmenl said lhat lhey would lake Slops to pro­
led lhe indUSlry alter U.S. publisher EA lhrealened a 
lal(eo,er of French company Ubtsolt 

Microsoft has arndy 
updated~ list of orip,al 
lll>ox games th.JI can be 
playodony,:ulll>oxl60 
... -pakhes. 
A iunber of Tom Clancy _ .. ..,....-. 
n<bqSplinRJc.l: 
hndcnlomomJwand 
QI05I R«on l.Moaosoftsays 
llltbodw¥ds~ 
listwilC01111niJOtogrow, 
IM-nots,rwhenlllt 

update - oca,r. 

Mer cunin3 out on lhe Advenl Mill.., dolla< 
conleSl a few monlhs back. publisher Mates<o is 
also dropping licenses. The company has sold The 
Darkness and Ghost Rider 10 an unnamed publisher 
ID< SI milllon. On lhe f>risl,I side, Ma!OS<D says lhat 
k has tnmmed down enough 10 •-addibonaf 
DppDl1UnllJeS.. 

Game Informer just_, Sp,l<e TVs~, 0-e 
awa,d f0< lhe best Yldeo came maaame, and wt 

c:oofdn1 have done • - y,:u help Thris. 
Now hands off our~ 

UGLY 
Sen. H,lla,y Clinlon (D·NY) and Joseph LIOl>erman (D·Cl) have iniro­
duced lhe family Enlenainmenl Prote<lm AcL a federal bil whtch 
woukf make it a crime to sdl an M-« AO-rated pmt to a minor, a 
penalty not placed on any other forms of media. Not only lhal. 1M 
W made law, k would authorize lhe FTC to run an annual audil of 
retailer< and <mllini,e lhe ESRB raring, board A sanilar law in -
was S1rudt down by a judge bel0<e • could be enaa,d onto law on lhe 
grounds lhat • was unconstitu1iona 

Fans of PSone's \lalyrie Profile are getling not one. lM 1wD ~ in lhe series lhis yeor 11 iap., from~ rm 
anddMloperTri-A<e.\lalyrieProfilt:Sheria isslalalforlhePlaySlalio,, l.-\lalyriePr1Jlile:l!mdh5a 
PSP lido lhat wil be a remake of \lalyrie Ptofie. wilh ewa sanes to lie l!mdh and 5e1ena qellltr. 
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P ubhsher Working Designs has shut its doors and let go of its employees, according to a message 
from company president Victor Ireland on the publisher's forum. 'There's no easy way to say ii so I 
Just will. Working Designs Is gone," read the post 

The company started publishing in 1991, and was well known for its localizations of Japanese RPGs, 
indudmg Growlanser Generations for PS2 and Arc the Lad Collection - both of which took substan-
tial time to hit shelves. Ireland admits that situations like this didn't help the company. "Growlanser 
Generations sold well, but of course not better than it would have sold as two separate titles. We just 
spent too much time fighting the good fight to even get it out and [get] other games approved~ Ireland 
also made a cryptic comment on the company's demise, insinuating that Sony may have been involved. 
•Sony has made it dear that 11 does not want the details of its dealings with any publisher made public. 
Suffice It to say that you would buy what we wanted to sell if we could sell it" 

Working Designs showed its dedication to its games - and the fans who bought them - not only 
through its faithful localizations, but by rewarding them with its deluxe packing of its titles. Ireland 
thanked the fans for makmg this practice possible. "You have made the difference, because you bought 
the crazy things we did. Thanks to you, there are deluxe packs, pack-in soundtracks, better packaging. 
great hint guides, and better localizations in general. We said it a lot, but it really was true. We were 
nothing without you." 

Although Working Designs as a company is done, Ireland says that he and some other ex-members 
of the staff will work with some publishers at bringing over games. In particular, he praises Xbox 360, 
and says that the system has some great Japanese RPGs that he wants to help bring over to the States. 
Finally, Ireland encourages funs to vote with their dollars - much the way Working Designs fans helped 
the company bring games that would have gone otherwise unnoticed to the public. "It's a tough road 
ahead for games that aren't of the least-common-denominator variety [sic]. The choices you make with 
your hardware dollars are more important than ever for the generation that is upon us~ 

Super Saiyan Shonen Naruto 
Budokai Tenkachi Gundam Gundam! 
From what we hear, this •anime" thingy is pretty big with the kids 
these days. Of course, we have no idea which series is the most 
popular (we exdusively watch reruns of Golden Girls), so we figure 
that the best way to make a buck off the whole phenomenon is 
to mash 'em all together. And people also seem to like that Super 
Smash Bros. dealie, so using it as the basis for our new game 
seems like a no-brainer. In Super Saiyan Shonen Naruto Tenkachi 
Gundam Gundam! (or SSSNBTGG to make it easier), players 
would choose their favorite anime character (induding those 
screamy Dragon Ball guys, big robot Gundam dudes, One Plece 
ptrates, and a bunch of cute puffy animal guys with electric pow­
ers and junk), and basically try to kick the crap out of some other 
player's favorite anime characters. Basically, you would hit a but­
ton, your yellow-haired, veiny-necked character would yell out 15 
second of gibberish announcing the name of his move, then shoot 
a fireball the size of the Goodyear Blimp. Then your foes would 

n · 

do the same thing. and somehow one player would eventually emerge the winner. Sure, it would b.e a 
pretty terrible game, but hey, it would have anime characters in it! Fans will certainly buy it anyway. 7hen 
we'd take the money and go buy more solid gold toilets. Those things are sweet! 





DATA FILE 
More News You Can Use 

KOJIMA TALKS ON NEW PSP 
TITLE, ESCAI.ATORS 
In his aazy bq. Konami's Hideo Kajima 
r"'91td lhal his dMiopmont sludio is pw,nins 
a,_ PSP gamowhidi wil bt difflkd byM<tll 
C... Acid 2's Shiro Nojn Kajima says that tht 
lidtwillltmtagamos;,mn"1hal'sdillmnt 
lrom lradilional games.• Oltdl cu mon, ~om 
tht mind"~ incbing passing people 
onosalamrs.CMr .. _..............,.,,, 
t.dtoblog__., 

EA BUYS JAMDAT 
In a sip, Iha! c,11 phone games.,. beconing 
bis busir..,., 8,drunic:Ms has mmt lO an 
~lobuy-~J.wndatfor 
S6IO milion --.. • shareholder has lied 
adaswdion-.1Dsll,ptht'""1", The 
dtal will bring tog,th« boil campanies games' 
po<1lolios, and EA says lhal ~ plans IO pti cu 
CMrSOlidtsinthtnmyo•. 

..-lat 
yur.-'-dat 
published 
DoolllRPC 
far IIIOblle 
phones 

KING'S QUEST IX CONTINUES 
Last monlh ... told you lhal Ion dtwlop,r 
---IDldlDsll,p~ 
d King's Quest IX by ic..,.. holdtr Vivendi 
lJnMrsal w.l, tht two,-mmt ID an i!JJ ... 
met~-willbtabltlD<OOlinue 
itswortonthtganw.whidiwibtia-,as 

The SMr l..inq from - on. The ml" its 
ttn.<hapt,rsshooldbtcuin2006. Thtfacl 
lhal - c.w,'.,. tht King's Quest moniffl 
........ lhal VIJG may --bt bmp,g tht 
......,...,s<riosbad. 

CASTLEVANIA Q.ASSICS 
Garno Boy Advanu OMlffl who'- ytl IO 
own c.si.lvania: Harmony d Oissonana o, 

Aria" Sorrow ... bft,g-dtd for­
.-. (why c1on, you own lheso ytll!) with 
• onKartridgo pacugo 1..-ty c.a.dtht 
C..U.Vania Double Pad<. This dtal d a lilotirno 
wil bt available in tht ml quart,, " lhis Vo•-

UBISOFT INVADES PSP 
2006 will,.. a i... PSP lidts lrom some d 
Ltiscft's most_,.. franchisos. Splinlrr Col 
_...., is a prequel ID tht lint Splinlrr Col 
~game.and~ will axa, some inlorest· 
ing rrdliplayer0114ions- .......... -.gy 
shoolorllrodloninAnns ..... itshancllold 
--in thty,,.. lvt unnamodXbox 
360 lidt was also ITlffllionod by tht -,y. 
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MARTINIS AND 
METHOD MAN 
ON THE PSP 
BOND AND DEF JAM HIT THE 
PORTABLE 

J ames Bond has never taken kindly to comments about having a 
small unit, but at least now we know it's true. Britain's favorite secret 
agent is going portable with an appearance on the PSP this March 

in From Russia With Love. The single-player campaign features eight mis­
sions and indudes the jet-pack thrills and stealth kills from the console 
version, along with an assortment of Bond gadgets like the Laser Watch, 
Q-Dart, and Leopard Piercing Rifle. From Russia With Love also features 
16 challenges and multi-player via Ad-Hoc containing deathmatch, team 
deathmatch, and last man standing. 

Similar to From Russia With Love, the handheld version of EA's Def Jam 
Fight for NY: The Takeover (also out in March), is not very different from 
the console version that preceded it Create-a-Fighter is included, and this 
PSP edition throws in some new dirty fighting moves among its five fight­
ing styles. The title also indudes four new venues, wireless multiplayer, 
and a roster of 40 stars. 



urprlse? Dr do you 
ntege of low "Vl•I 

mas!llve ce•ualtJe.s? Or flank 
the enemy. clrcle around and 
hope any rancor• you meat 
along the ""BY aren't. hungry? 



I 

TOP FIVES 
Favorites From Industry Pros And Cil Readers 

DEVELOPER 
KYLE PESCHEL 
Producer, 
Atari's Timeshlft 

1 CioldenEye 007 - N64 

2 Street Fighter 
II: The World 
Warrior - Arcade 

3 Final Fantasy 

VII-PSone 

, super Mario 

64-NM 

s Teano super 
llowl-NES 

READER 
OMAR LARA 
Upland, CA 

1 CioldenEye 

007-N64 

2MetalGNr 

Solid - PSone 

3 Metal Gear Solid 
2-PS2 

4 Metal Gur Solid 
l-PS2 

5 Resident Evil 
4-PS2 

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

Game Informer Magazine/fop Five 

724 N 1st St 4th Fl 
Minneapolis, MN 55401-9022 

email: topfive@gameinformer.com 
(attach digital pidure) 

TOP TEN 
Lists . Everybody Loves Lists ... 

Top Ten Ways To Get 
Dumped On Valentine's Day 
10 Bringing your PSP to a candlelit dinner 

9 Going out for a night of dancing .. .DDR style! 

8 Snuggling your 360 

7 Giving the gift of Shadow the Hedgehog. That game 

just sucks 

6 The phrase "Raid this tomb, Lara Croft!' 

5 Requesting the fulfillment of your "Final Fantasy." 

involving a kiddy pool of chocolate pudding. a Hooters 

waitress, and an Aeris costume 

4 Asking your partner to upgrade to next-gen visuals 

3 Sending roses to your World of Waraaft guildmates 

2 Insisting on being referred to as "Solid Snake,· 

"Mega Man," or "Princess Peach" 

1 Telling your partner that they need a few more 

'experience points• in the ways of love 

Name Thal Game,.,.,._, V1b Ri>bon 
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How did this collaboration come about? Did Spielberg 
approach EA? 
Well, EA has a long history with Steven, starting in the 
DreamWorks Interactive in the '905, including the creation of 
Medal of Honor Qnspired by Saving Private Ryan). Recently, we 
have both been involved with the USC Interactive Entertainment 
Program, which has given rise to further discussions about the 
medium. Given our shared interests and similar visions about 
the future of this medium, the collaboration has continued to 
evolve naturally. 

How would you characterize the state of the projects at 
the moment? 
Right now, we are in the very early, very exploratory stage. It is 
an exciting time, there are lots of possibilities, and we want to 
make sure we take advantage of the creative opportunity. Plenty 
of ideas won't work ou4 but that is okay; now is a great time for 
experimenting. 

Did the location of the EALA studio or its technology 
influence this deal for Spielberg? 
For the level of regular collaboration this project will have, being 
in the same town is pretty importan4 so that was one factor. 
There are a few other key factors as well; a shared vision for 
the medium, a passion for storytelling. and a shared excitement 
about the creative opportunities that the next-generation tech­
nology can open up. 

How involved is Spielberg in the projects? Is he penning 
the story, or does he have gameplay ideas? 
The idea is for this to be a true collaboration. He has office 
space in the studio so he'll be able to sit down with the team 
for brainstorming sessions, concepting. prototyping. etc. Even at 
this early stage, he already has story ideas as well as gameplay 
ideas. The whole idea of collaboration is that we all bring ideas 
to the table and figure out what would work bes4 not about 
splitting up the parts and going off and working on our own. 

Has the studio had to invent new tools or engines for 
these projects? Or will the games use already created 
technologies? 
To be hone54 it is going to be a combination of both. It wouldn't 
be practical for us to reinvent the wheel - building next-gen 
technology from scratch is a lot of work. and we have quite a bit 
of that already inside of EA. That said, even in these early stages 

of concepting. we already have plans for specific areas where 
we plan to build customized new technology. Adopting the next­
gen engines that are finishing soon gives us a big leg up, but 
layering customized technology for specific design and engineer­
ing ideas is how we push things even further. 

With video games striving to become more cinematic, 
do you think this kind of a deal between EA and a 
Hollywood director will become more common? 
I don't know that I'd say that games strive to be more "cin­
ematic" in the traditional sense. Interactivity gives us an inher­
ent capability that makes us unique, and uniquely engaging. 
However, we are still aspiring to bring emotional narratives that 
unfold through real play, not in pre-scripted scenes between the 
play. Hollywood directors like Spielberg. who are master storytell­
ers, can help add more character and story depth to our worlds. 
We think they have a lot to offer the medium so, yes, hopefully, 
this is the beginning of a larger trend. 

How important is it that this deal encompasses original 
properties versus licensing an already existing IP? 
It is crucial. At EA. licensing IP is now and will probably always 
be an important part of the product portfolio. But effectively 
creating new IP is equally important to the company and the 
game makers, and is 100 percent the focus of this project. 
Creating new IP presents a huge challenge and an amazing 
opportunity. By working with someone of Steven's caliber, we 
are attacking the challenges with one of the world's most cre­
ative minds. 

Previous directors that EA has worked with, such as 
Peter Jackson and Francis Ford Coppola, have criticized 
EA regarding their projects. How is Spielberg's involve­
ment different? 
I wasn't at EA then, but what I heard is that aside from one 
meeting. the Godfather team didn't actually work with Francis 
Ford Coppola on the game - I'm pretty sure that their agree­
ment is with the studio, not with Coppola directly. As for Peter 
Jackson, everything I've heard is that it was a really positive 
experience and everyone enjoyed working with him. Folks 
around here are still really proud that Return of the King is still 
the highest-rated movie game. For this proj~ we are working 
directly with Steven - not a movie studio - so this is a true cre­
ative collaboration. 
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behalf. Normal messaging & data charges apply. Do not resend your order if you do not receive the product. A carrier data plan is required. If handset does 
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DOUG LOWENSTEIN 
PRESIDENT, ENTERTAINMENT SOFTWARE ASSOCIATION 

>> Doug Lowenstein, the longtime president of the Entertainment Software Association, is the voice 

the industry's interests in Washington and abroad. We recently interviewed Lowenstein, getting his 

views on a number of issues facing video games, including pending federal legislation regulating the 

sale of M-rated titles. << 
For some of our readers that don't follow the 
indu.stry dosely, what is the Entertainment 
Software Association and what are the core 
functions of your organization? 
Well, the ESA 1s what we call a trade assooation, 
which IS a collection of companies in an 1ndusny 
that come together to woril on issues of common 
interest and concern, typtcally in the busmess and 
public policy arena. ESA is a trade association made 
up of companies that publish video games for all 
platforms .. . We run programs in a vanety of areas 
from government relations to E3 to, of course, our 
self-regulatrny body, the Entertainment Software 
Rating Board. We have an anti-piracy enforcement 
program, which operates domestically and around 
the \\Olk! to bring legal actions and conduct inves­
tigatiorlS on activity that infringes on our members' 
intellectual property rights. We're the voice and 
spokesperson for the indusny. 

Bui I think, in the end, if the bill were to pass, we 
would immediately challenge it on consntutional 
grounds, and I'm reasonably certain that it would 
be struck down and never go into effect Part of the 
problem with the bill is thai while we appreciate 
the fact that they want to put our rating system into 
law, that's exactly one of the reasons that it's consti­
tutionally problematic. They've essentially converted 
ratings into something that has criminal liability 
associated with ii and the government can cede its 
governmental authority to a private entity such as 
the ESRB. 

Although the ESRB ratings have been praised, 
recently the National Institute for Media and 
Family gave the indu.stry an - F" for having 
what they felt were mi.sleading game ratings. 
How do you respond to that? 
First of all, if you look at the NIMF's own ratings 

were less likely to pass. After Hot Coffee, they got 
renewed momentum, because it became easier 
to •pile on• in the wake of all the controversy. At 
the same time, it's important that most fair-minded 
people were also very complimentary with how the 
indusny and the ESRB handled it Senator Clinton's 
and Senator Lieberman's statements both offered 
high praise to the ESRB for handling the matter in 
an aggressive and effective way. I haven't heard 
anybody yet tell me of a time when an industry 
compelled one of its own companies to withdraw a 
product from the marketplace. 

Our rating system has won a lot of praise, but 
obviously the movie ratings are much more 
established and well known. Would you ever 
consider adopting that system for games? 
Well, I think that right now we're committed to the 
system we have, but it would be narrow-minded to 

Ten years from now, if not sooner, we're 
going to have people in Congress ... who grew 

up playing Grand Theft Auto 
Hillary dinton and Joe Liebennan recently 
announced the Federal Entertainment 
Protection Act, which seeks to federally regu­
late the sale of Mature-rated games. Was that 
something you saw coming? 
We've seen it coming for awhile. I think it's kind of 
funny that its acronym is "FEPA. • which is one letter 
off from "FEMA, • and we've all seen what a disaster 
FENtA is [Laughs! Senator Ointon made it dear 
back in the summer that she wanted to introduce 
legislation along these lines. We've had a good, 
constructive dialogue with her as to why we differ 
with her condusions. On the one hand, we were 
pleased that she has publicly praised the industJy 
for its self-regulation. But, that doesn't outweigh the 
fact that the fundamental objective of the bill is to 
ban the sale of games based on their conteni and 
that's a principle that we must oppose, because it 
infringes on the constitutionally protected rights of 
our members. 

How much of a potential bureauaatic night­
mare for the indu.stry is this bill if it passes? 
Wei~ I think it's pretty nightmarish in the sense that 
I'm not sure, with a nation at war, with terrorism, 
with all manner of crime facing our country, whether 
it's a partirularly good use of law enforcement to be 
running around seeing if retailers are selling games 
to minors. I haven't really looked at whether they've 
even looked at how the provision is to be enforced. 

that they issue on their own website, they are in 
agreement with the ESRB ratings virtually all the 
time. 'Mien they disagree, they usually disagree 
by a year - like they think it should be 18 versus 
17 or 14 versus 13. Well, to condemn the entire 
rating system because you think a game ought to 
be rated for 18 instead of 17 is really kind of silly. 
Because no developmental psychologist will tell you 
that there's a big difference between 17 and 18. 
So, what you really have here is an agenda on the 
part of the NIMF, which is to try to force games into 
the "Adults-Only" category, because retailers have 
made it dear that they won't carry those games .... 
The ESRB has consistently found that parents are in 
accord with their ratings almost 80 percent of the 
time, which is a pretty good batting average in a plu­
ralistic society \\1th people who have wildly different 
values and morals. At the end of the day, they have 
to give us an "F;" because "/\s" don't win headlines. 

last year, the Grand 111eft Auto -Hot Coffee# 
scandal was a very sensational incident How 
much damage in tenns of public perception of 
our industry was done by that controversy? 
Certainly, it did a tremendous amount of damage 
to the image of the industry and to the ESRB. That 
was extremely unfortunate. Until that controversy 
came, Senator Ointon was not particularly inter­
ested in regulating video games. In several states 
where there was legislation pending, those bills 

say that something's forever. If and when it might 
make sense to find a way to bring systems together 
on a common basis, we'd want to look that I 
wouldn't rule it out, but right now we're comfortable 
with what we have and people understand it. 

Obviously, some of this new legislation would 
put constraints and penalties on games that 
aren't there for any other media. Do you think 
some of these issues will go away as people 
that grew up gaming gradually come into 
positions of power in the government? 
It's not even a question - they will go away. Ten 
years from now, we will not be having this conversa­
tion, or most of this conversation. It is entirely gener­
ational; it's entirely typical. Older generations always 
attack the media of the generations that follow. Ten 
years from now, ii not sooner, we're going to have 
people in Congress and state legislatures and editors 
of newspapers and producers at television stations 
who grew up playing Grand Theft Auto. Somehow, 
they will find themselves in positions of responsibil­
ity and power and they will have done it in spite 
of the fact that they played games that their elders 
said would lead them down the road to ruin. Many 
of the politicians who criticize the industry grew up 
with their parents telling they couldn't listen to the 
Grateful Dead and the Jefferson Airplane and any 
other of number of other groups that were going to 
lead you down the path of degradation. 
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EDI 

7701NTERNET 
TABLET 
Don't be alarmed - this Nokia set 
isn't a phone at all. Instead, ifs 

basically a cheap laptop replace­

ment for tasks like web surfing, 

email, and using Internet media 

like downloaded videos or music. 

Running a variant of Linux, the 

770 lets users manage these 

basic tasks with quick controls 

and a bright touchscreen. Stash it 

on the coffee table to let the web 

quickly settle bets about which 

Smallville cast members were 

also in the embarrassing House 

of the Dead. 

Manufacturer: Nokia 
Website: www.nokiausa.com/770 
List Price: $359.99 



■ This is a concept 
-can get 
behind - making 
in-ar gaming more 
than opening your 
trunk after West 
Coast Customs had 
its way with it 

Shown on PS2 conlrOll,r, no/ indud,d 

Ell 
XBOX 360 SKINS 
Manufacturer: FaceTags Website: www.facetags.com 
list Price: $9.99 
Customization is a big push for 360 and a lot of 
smaller companies are getting on the bandwagon. 
FaceTags, for one, gets designs from a handful of 
lesser known, but highly creative illustrators to make 
an eclectic mix of options. The lower price versus a 
Microsoft plate is because these are reusable vinyl 
decals, and not replacement faces. FaceTags should 
have their most interesting option set up soon - a 
web application that will let users design their own 
skin with text and a sell-supplied image. 

iitDM it® t1 
GEL TABZ 
Manufacturer: Gel Tabz Website: www.gellllbz.com 
list Price: $5.99 
Coming in packs of two, these squishy silicone caps 
cover the top of analog sticks on the PS2, Xbox, and 
360 controllers. We tried them out on some tired 
PS2 controllers and found the covers to be a really 
nice addition, although the graphics could still use 
some work. Future plans call for new colors and 
GameCube-compatible models. 

Ell 

URGE 
CONCEPT 
CAR 
Manufacturer: Nissan 
Website: www.nissanusa.com 
List Price: TBA 
Debuting at the 2006 North American International 
Auto Show, Nissan's Urge concept car is a high­
futurist's take on the company's Z Roadster. 
Although it isn't confirmed if the Urge will go into 
production, the concept unit has an interesting 360 
tie-in. One of Microsoft's new consoles is installed 
in the car's trunk and, when the ignition is turned 
off and the car is in park. players can use the steer­
ing wheel and pedals to play 360 games on the 
visor-mounted LCD screen. 
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mill 
HARMONY 
ADVANCED 
UNIVERSAL 
REMOTE 
FOR XBOX 360 
Manufacturer: Logitech 
Website: www.logitech.com 
List Price: $129.99 

The Harmony remote control 
lineup from Logitech has one very 
specific goal: to make running 
your entertainment system almost 
mindless. Their 360 remote in 
the series is no exception, as it 
uses the same technology as 
their other remotes while adding 
Xbox-specific buttons and pre­
loaded console settings. It also 
supports complex macros that, 
with one button push, will change 
your setup from DVD watching 
to game playing (including audio 
and video inputs), for example. 
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J 
ack Thompson is an idiot Actually, 
that's not entirely accurate; the infa­
mous critic of our industry is much too 
saW>{ and successful to be an idiot 
He's certainly reckless, vain and petty, 
prone to making inflammatory and 

misleading statements to any media outlet that 
will lend him an ear. Unfortunately, his shock 
tactics do a disservice to the cause he claims 
to support. More importantly, he makes it far 
too easy for both the industry and the gaming 
press to write off the entire issue of video game 
violence as nothing more than a scare tactic 
devised by an opportunistic ambulance chaser. 

If you read Game Informer, I imagine that we 
can agree on a few givens in having a conversa­
tion about violence in games. One, video games 
are an art form - one that should be protected 
under the free speech provisions of our constitu­
tion. Two, any attempts to ban games based on 
content is fundamentally wrong. Three, game 
makers should not be liable for the behavior of 
disturbed individuals that may or may not have 
played or been influenced by their games. 

All this said, I think there is a discussion about 
the effects that violence in games has on its 
audience and the art form that needs to hap­
pen. The research on media violence is often 
muddled, poorly conceived, and widely varying 
in its findings. Right now, I don't feel that anyone 
has sufficiently proven a real correlation between 
playing violent games and an increased propen­
sity towards violent behavior. 

However, that doesn't mean that games 
couldn't have unintended effects on their audi­
ence. We simply don't know. It's not inconceiv­
able to me that some gamers might become 
more aggressive after long sessions of violent 
gaming. Does this mean that I'm suddenly going 
to go out and kill pedestrians after playing Grand 

Theft Auto? Of course not As an adult, my 
behavior and values are largely formed. However, 
I have to admit that particularly frustrating parts 
of games have made me feel real anger, if only 
for a brief period of time. For a troubled kid in a 
bad family situation with no support system, it 
seems possible that an unhealthy obsession with 
a violent game might be a factor in him or her 
acting out in a negative manner. 

Typically, the industry and press have reacted 
to critics like Thompson with equal vehe-
mence - decrying outright any claims that games 
could negatively effect their audience. As such, 
the discourse has been limited to nothing more 
than a barroom argument, with both sides resort­
ing to name-calling and lobbing slanted statistics 
back and forth. The question of how and why 
video games affect gamers is far more complex 
than this, and important enough to be explored 
with adult, reasoned discussion. As an industry, 
game companies need to take their responsibility 
to their fans, and society as a whole, more seri­
ously. By really listening to our critics (at least the 
ones that are capable of a respectful dialogue), 
we just might learn something. 

Even more importantly, the industry needs to 
re-examine its dependence on violence if it wish­
es to truly grow as an art form. Although there 
are certainly numerous exceptions, video games 
are, by and large, an incredibly violent medium. 
Too often, game design involves coming up with 
new ways to place characters in a virtual world, 
put a weapon in their hands, and give them 
things to kill. Ultimately, this dependence on 
violence is limiting the creativity of the develop­
ers that make games. By thinking beyond the 
traditional, combat-based, adversarial relationship 
between the player and the game world, devel­
opers might come up with new and unknown 
gameplay concepts. 

Ultimately, 

this depen-

dence on 

violence 

is limiting 

the creativ-

ity of the 

developers 

that make 

games. 

This doesn't mean that great games can't 
be violent - God of War and the Grand Theft 
Auto series both did tremendously innovative 
work while being extremely bloody. Still, I think 
it's interesting to note that some of the most 
creative games I've seen in the past year or so, 
like Will Wright's Spore, Nintendogs, Lumines, 
Katamari Damacy, and Psychonauts, all come 
up with ways to involve the player with a game 
beyond just committing acts of violence. Whether 
it's Katamari's strange humor or Spore's plac-
ing the tools to create life in your hands, these 
games manage to do truly new things. And, it's 
at least partially due to the fact that these art-
ists have looked beyond the usual 'guy with a 
gun• design paradigm. Violence, when done the 
right way, will always have a large place in video 
games, but violence for the sake of violence rep­
resents just another artistic dead-end. 

So, while the industry should fight for its rights 
of free speech and contest legislalion hke the 
bill recently proposed by Hillary Clinton and Joe 
Lieberman, I also think that we need to make 
sure that we don't allow our passion as gamers 
to blind us to all reason. If we assume that our 
medium isn't capable of impacting our world in 
a negative manner; if we assume that because 
our industry is so successful that we don't need 
to conceive of new ways to grow our art form; 
if we give in to our impulse to shout down any 
criticism of our industry; if we assume that we 
are always right and our enemies are always 
wrong - well, then we're no better than Jack 
Thompson. And that's certainly not company that 
I want to be in. ■ ■ ■ 

The vie.vs .rid opinions expressed on this page are slrict!y those of lhe 
auhor .m ro necessarily those of Game Informer Magazine or ns Slaff. 

If you worl< in Ille industJy and would like lo share your opinion, contact senior editor Matt Helgeson at matt@gameinformer.com. 
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A
s you near the drop zone, blnalon ~ In every man's face 

through the stark glow of the red J&li, l(Cht. ov,r the tumult of the 

plane's engines and the 1>e&1nnl"'9 of ,Unflre far below, you hear 

the Jump master shout. "Get l'INld)I. Check eijulpment. Sound off." 

Each of your comrades In tum voices their okay as the sergeant In 

front of you turns to speak. "Okay, this Is the real deal now!" The rip of bullet 

against metal tears through the hull of the transport. Closer to the door, a buddy 

loses his cool. "We can't Jump In this ... " The rest of his words are drowned out as a 
huge explosion wracks the left side of the plane and a fireball engulfs the jump door. 

Where a man once stood Is now empty space. Whether you're over the DZ or not, It's 
time to go. As you fling yourself from the now burning wreck, the cool night air Is spllt 
by hundreds of tracer bullets from the lush French farmland below. With your chute 

deployed, you try to steer clear of the largest encampment of heavy guns - your rapid 
descent bringing the town church ever closer. With a Jolt your legs smash Into the slats 

of the roof, and shingles fly away as you tumble towards the edge. The chute snags as you 

slip off, and you're thrown hard against stained glass. In the market square below, s~outed 
German warnings turn your way, and rifles come up. Fumbling for your weapon, you lay down 
a spray of fire. Around the corner a German tank rolls out, barrel rising In your direction. You 
furiously pull your knife and cut the chute's lines as the Panzer fires. On the ground below, 
you barely have time to roll over as a two ton chunk of granite hurtles down. 



This was our first gllffl e of Me!rn11J-­
Airborne - a video combining running Inter­
active game software and target footage 
exhibiting Renderware on the PlayStation 3. 0on·t 
take our word for it; you can view the whole sequence in the screenshots that fill the previous 
two pages. It's a fresh start for a franchise and a genre long overdue for something new, More 
than that, it's a game with tremendous ambitions tied to it So many technical and gameplay 
innovations govern the project that it feels like an entirely new approach to first-person shooting, 
Other games introduced us to next-generation gaming. The last year alone has seen some 
phenomenal innovations in the World War II shooter genre, But this newest installment of the 
celebrated Medal of Honor series wants to show us what that next generation can really do, At 
least, that's the sentiment of the growing team of developers who have settled in at the sprawl­
ing EAlA campus to begin work on the game, Ao, we emerge onto the floor devoted to the 
title, WNII memorabilia lies enshrined in the corridors and detailed weapon diagrams cover the 
walls, We're greeted by Patrick Gilmore, executive producer on the project, a long time veteran 
of the franchise, He smiles enthusiastically as we begin to talk about the new game, Eager to 
show us everything at once, he tells us of brand new conceptual directions in animation, visuals, 
enemy Al, and level design, His enthusiasm is infectious as he walks us among his team leads, 
a group composed largelly of fellov,, veterans of the series, Ao, we begin to question and explore 
the wealth of new ideas the team has to share, one thing becomes more and more dear, 
Medal of Honor is in for a big change, 

•1 think what's really important is the personal experience against the backdrop of history; 
Gilmore relates. -We're very focused on getting doser to the human drama - the idea that 
an ordinary person can become a hero in the right environment We want to find the one 
guy whose arc through World War II was the most inspiring to participate in~ In this case, that 
hero is a man named Boyd Travers, a young soldier in the U-5, Army who opts for the extra SO 
dollars a week in pay to join America's first airborne force, Travers is the consummate soldier: 
well trained, multilingual, honor bound, and into long odds, While Travers may be fictional, the 
unit he served in definitely isn't The 82nd Airborne Division was and continues to be one of 
the most celebrated groups in American military history. "A lot of WNII games have adopted 
a 'greatest hits' mentality, ~t we wanted to do was to find a more linear thread through 
the game in terms of the story we're telling.• Gilmore told us. Following the history of one 
group of soldiers offers exactly that opportunity, Dropped behind enemy lines again and again 
throughout the Second World War, the 82nd repeatedly faced superior enemy numbers and 
tremendous losses, accomplishing mission after mission without relinquishing ground, It's this 
true life story that is the real focus of the new Medal of Honor, tracing the intricately detailed 
history of the Division as it moved from one operation to another throughout the European 
Theatre of combat 

It's a history that begins with Operation Husky in July of 1943 - the Allied invasion of 
German-held Sicily was the initial step in the Allies' retaking of Europe, It was the first major 
airdrop for the 82nd Airborne, and a hard one at that Strong winds had scattered the dropping 
aircraft, and whole groups of soldiers were displaced far from their rally points, Those who 

(continued on pg. 46) 





Nonetheless, historical accuracy does not a good game 

survived Husky and the battles that followed would even- make, and certainly isn't enough to impress the wide 

tually participate in Operation Neptune, the all-important : fan base who have come to expect such detail from the 

taking of Normandy, seen in this game not from the • genre. It is instead in the sweeping changes to gameplay 

eyes of a beach-storming seaman, but instead from the , convention that the MoH team hopes to set their game 

squads who parachuted in to attack the enemy from apart The concept of an airborne game is more than a 

within during the largest airdrop in world history. It was • gimmick. It's a radical shift in the structure of a first-person 

this titanic conflict that our initial game demo exhibited. : shooting title. 'Every single mission begins with an airdrop 

The crucial bridge-taking of Operation Market Garden, the • that is not a cinematic." Gilmore explains. •11 is something 

assault amid the ancient ruins of Salerno in Operation that you are one hundred percent in full control of. 

Avalanche, and even the daring spearhead across the : That became the theme of the game. The first step is 

Rhine River of Operation Varsity - every battle depicted in • everything. How do you make this a game that is funda­

the game forms a crucial link in the conflict that eventually : mentally about player choice and player freedom? There's 

brought Nazism to its knees. • perhaps no greater hallmark to the next gen than the idea 

To do justice to these historical benchmarks, the , that you're engaging in worlds that are full of action and 

team at EAlA couldn't possibly rest on its laurels. Entire : adventure but you're not following a set scripted linear 

archives of video and audio material had to be scrapped, • path. I think games really need to move beyond that" 

since their resolution and fidelity simply wasn't up to Think about it. If you jump out of a plane above a 

the demands of the PS3 and Xbox 360. To begin the • battlefield, you can direct your parachute to any number 

rebuilding process, half a dozen team members took an , of landing points below you. Now consider almost every 

extended trip to Europe. In the process, they visited the : FPS that has come before. Imagine if your character could 

pockmarked stone walls and buildings that once bore • spawn anywhere on the field. More than that, what if you 

witness to so many battles. Forty gigabytes of photos , could begin not only at some set point on the ground, 

and 11 hours of video footage returned with them to the • but on a roof, in the branches of a tree, or floating down 

studio, to be examined and brought to life for the game. • into a nest of enemy gunners? This is the challenge facing 

Extensive cooperation with historical consultant Marty : the creators of Medal of Honor Airborne. Gone are the 

Morgan from the National D-Day Museum meant daily • days where the designers could pick a player's starting 

briefings to explain the details of each real life battle. The point and hide enemies behind the rock ahead of them, 

effort for authenticity is a constant pressure. • because the player might very well decide to land entirely 



behind that rock. Every piece of architecture in the world 
must be real and interactive, even to the highest church 
steeple. "Crashing through the window of a church is going 
to be really difficult to do. But you can do it!" exdaims 
Gilmore. "And if you've done it, you may be able to sur­
prise your enemy in a way that you couldn't by just landing 
on the ground." In such a vast interactive world, how do 
you give players dramatic choices that actually change the 
flow of the game, but still maintain a cohesive package? 

You start out with a totally rethought approach to artificial 
intelligence. Most modem FPS games indude enemies 
who are smart enough to hide behind cover, find your 
location, and shoot Their limits are based around the 
idea that each of them spawns and stays generally where 
they are placed by the developer. The height of current 
generation Al introduces flanking enemies that move from 
their starting point to engage you from the side or behind. 
These ideas simply don't work if the player can show up 
directly behind the encamped foe, or if the player begins 
to drop grenades or bullets from 50 feet above. To adju~ 
the seasoned developers have crafted what they call the 
affordance engine. In war, generals refer to an affordance 
as anything that gives the soldier an advantage in battle. 
Simply put, to hold an affordance increases the chance 
of victory. As a grunt on the ground, anything that keeps 
you alive one second longer is an affordance, from the 
slimmest tree that might catch a bullet, to the sturdy farm­
house with a great vantage point across the countryside. 

In Medal of Honor Airborne, every discrete area on the 
• battlefield is ranked with a sequence of values. The primary 
: score tells the artificial intelligence of both allies and 

enemies how important a given target is. For instance, a 
, copse of trees might have only moderate worth. A second-
• ary score dictates its value in proximity to other valuable 
• spots. If the wooded area is alone in a field, its value is 
, less than if that bunch of trees sits right by a high stone 
• wall. Finally, every affordance zone has a variable score 
: that changes with the number and strength of opposing 
: forces holding that area, as well as changing aspectS of 

the environment For instance, an intact building might 
, be very important until someone manages to set it on 
' fire, which changes the entire equation. \Nhen you arrive 
• on the scene of battle, every single computer-aintrolled 
: character, whether friend or foe, is attempting to evaluate 
• these factors and act accordingly. "The Al knows the 
, value of different things in the environment, and they are 
' constantly moving to improve their position so that they 
• can fight against you more effectively," Gilmore asserts. 
: The result is a chaos of onsaeen action, movement, and 
• maneuvers as squads cooperate and work together to 
, search and destroy. 

We were shown an early depiction of the system 
in action by software engineer Tim Ford. In an early 

, patchwork level, he dropped a dozen German soldiers 
• at one end of the battlefield. Immediately identifying a 
, large multi-floor building as the most important place to 

• hold, a team immediately deployed to the inside doors 
• and windows, while another squad split off to cover the 
: entrance from a nearby embankment At this point, a 
• contingent of American Gls was dropped into the scene. 
: Acting independently, they split into suppression and fire 
' teams, first to flank and take out the outlying Nazi guards, 
• and then to assault the building. Superior numbers carried 
: the day, and the Americans emerged victorious - at the 
• death cry of the last German, the surviving Americans 
, immediately fanned out to hold the newly earned ground. 
: Viewing this entire scene first from a wide overhead 
• perspeclive, we then switched into a first person view, 
: adopting the role of one of the attacking Americans. Both 
: opposing teams were constantly weaving across the field 
, of battle, always advancing through the flurry of gunfire 
: and rapid movement 

Historical study of Nazi troop training revealed to the 
: team an interesting fact German soldiers were incessantly 
: taught to keep moving at all times; a still soldier was a 
• dead one. To this end, German Al in the game has been 
: particularly set up to express this training. If the zone they 
• are protecting isn't too important to leave, enemy soldiers 
: will literally hunt you through the level until one of you 
• is dead or you lose them. Just as WWII veterans fearfully 
• relayed in later years, players will experience the eerie 
' Sight of Nazi troops as they flit from tree to tree 1n a dark 
' forest, or move down a rubble strewn street towards you. 

Enemies will be completing their own tasks when you 
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awe instead of patiently awaiting you behind a wall, whether among the Allied soldiers of World War II. By examining the 

you come from above or sneak in on them along the ground. , numerous ways that actual fighting troops tink,ered with their 

The brief seconds of surprise you might be able to achieve can • firearms, the developers are creating an intricate system of 

often change the course of a fight. At first, foes will dive for the , upgrade possibilities to allow for player customization. "Every 

nearest cover. If two reach the shelter of a doorway, but one is • Allied weapon you carry in the game has specific upgrades 

left in the relative open behind a small barrel, he'll immediately • that can be attached to it to make it much more powerful," 

recognize his danger. He'll actually shout for cover from his : Gilmore explains. These can be collected throughout the 

companions, and when they suppress you, he'll move to join • game in various ways. Nazi soldiers who took gun pieces from 

them, or more likely to circle and flank you. Stop firing for just , their fallen enemies will drop them. An unmarked barrel might 

a few seconds, and the insanely clever opponents will begin to • hide new options, or the white swath of parachute cloth in 

move in. They'll even recognize the lesser suppressing danger , a far off tree might mark not only a fallen comrade, but the 

of a bolt action rifle versus the potential lethality of a machine : upgrades he has left behind to aid you. In addition, successful 

gun spread, and react accordingly. Simply pui the Al of friends • mission completions will earn you even more pieces to 

and foes alike will dynamically react to the surrounding world, , flesh out your arsenal. Each of these upgrades will only be 

adjusting to new situations, and most importantly, to the ' available to a soldier who first begins to master that given 

player's actions. The resulting environment has the potential • tool of battle - the more you use a gun, the sooner you'll be 

to feel far more like an open world playground than the linear : able to dip into your inventory of collected parts and apply 

path driven designs that have characterized the FPS genre • the refit. Each weapon you've taken the time to "level up" 

for years. , will be available at the start of every mission. However, if you 

To compete with the frightening intelligence of this new ' drop it during the fighi other weapons of the same variety 

breed of enemy soldier, another surprising addition to the • that you might find on the ground will be the base model. 

Medal of Honor formula will help to give gamers an edge up. , As for Axis weapons, you can certainly pick them up to use 

For the first time, upgradeable weapons will be available, and them in a pinch, but keep in mind that the enemy ordnance 

their dramatic potential for improvement will drive both game , won't improve with use. Gilmore added: "Each weapon is 

progression and a reward system for players. When the idea ' like a character. And you end up with ten to twelve of those 

of alterable guns was first • characters in the game that you're constantly invested in 
considered, it was almost improving and refining." 

discounted since it seemed ' Gilmore and weapon designer Ryan Heaton helped to 

a betrayal of the quest for , illustrate this exact point by showing us a playable demo of 
authenticity that drives : the Thompson M-1928A 1 machine gun. This close quarters 
the entire project. • lead hose left the factory as a veritable killing machine. But in 

However, careful , the hands of American soldiers, the tommy gun saw dramatic 
research revealed • alterations. The popular weapon had the deficiencies of a 
a surprising fact: • heavy muule rise and a wide spread of fire, both of which 

weapon improvement : are clearly apparent with the base model in-game. However, 
was a practiced, if not • judicious adjustment can yield all sorts of improvements. Add 

common occurrence, , a trench knife for one hit melee kills, or a quick switch double 
• clip taped together for faster reloads. Alternately, adapt the 

hardware for a larger overall ammo supply with a drum 
: magazine, or slip on a front pistol grip to aid stability and 
• increase your accuracy. With each upgrade, the team used 

historical authenticity to guide the process. You won't see an 
, extreme long distance scope on the Thompson. Each new 
• addition improves what the gun is already good at - it never 
, turns it into something it was never meant to be. 

Brilliant enemies and role-playing style weapon upgrades 
aren't the only thing that EALA is seeking to enhance. 
Beyond basic gameplay shifts, the approach to next-genera­
tion tech is equally aggressive. Nowhere is this fact more 
in evidence than with the facial modeling and animation 

improvements planned for the title. 'We want our human 
characters to have a higher degree of emotional fidelity 
than anything we've ever seen in a game,' Gilmore 

tells us. Abandoning conventional approaches to 
lifelike realism, the team began to pursue what 
one might consider the next evolution of motion 
capture - U-Cap. This procedural animation tool was 

what allowed the next-gen Fight Night demo from 
E3 2005 to so accurately depict a brutal punch to the 

face. By taking multiple camera shots of an actor's face, 
his video image can then be animated and placed in the 
game to exhibit nearly identical facial muscle movements 
to the original video. Unwilling to stop there, the MoH 
character designers and animators have taken yet 
another leap forward with a process they call E-Cap. 
Using the U-Cap technology as a baseline, the actor 
being filmed is asked to show off emotional extremes 
to the camera, including eye movements and drastic 
muscle distortions. With this captured video, the new 
E-Cap technology allows animators to pick one, two, 
or more of these emotional extremes and combine 
them, thereby allowing any soldier on the battlefield to 



simukaneously exhibit varying degrees and intensities of • previous combat experience should be visible at a glance. • adorn Italian doors, and their brilliance serves to guide you 
virtually any feeling. Unlike with U-cap, these new anima- That same raw recruit in the trench might flinch noticeably : towards those entrances. Monochromatic schemes of gray 
tions aren't like replayed movies - instead they are actual • on your right as a bullet passes nearby. A longtime veteran • and green have been abolished - each level is unique and 
emotional responses to the situation at hand. A new recruit , on your left will simply twitch an eyebrow and aim back , vibrant Choking dust and volatile ambient movement bring 
beside you might be terrified and excited at the same time. • down his sight a firefight to life. Game scenes we were shown had the 
If he sees his best friend gunned down, a touch of anger These animation improvements are the beginnings of a • tr~gedy of war readily apparent In a fallen French building, 
might enter the mix. As a player, you might watch him rise larger visual design plan that governs how Medal of Honor : a doll's head and a shattered rocking horse speak volumes. 
from his trench to fire back, only to take a bullet to the arm, • Airborne will distinguish itself from its predecessors and • Like a good movie, the surrounding props immerse you 
at which point pain will further crease his unhappy brow. , competitors. Many historically based games put players , completely in the experience. 
E-cap allows emotions to dynamically appear in real time, • in a sepia-toned memory of the past But those who 
unfolding on a character's face as events occur. , lived through these conflicts remember their 

Body movement is receiving a similar degree of atten- experiences in vivid color and gritty detail. "We 
tion. Each animation is being crafted to tell the story of • want to put you in history. We want to put you 
the game through the visual cues you see throughout the , in Wortd War II. We don't want to put you in a 
world. Body tension, style of walking, and the direction that • classroom and show you a bunch of archival 
they're facing can often tell volumes about another charac- • footage; Gilmore promises. In Airborne, the 
ter in the game. Without any color coding help, the team : black and white stock footage of the war has 
hopes that players will be able to tell a Nazi march from • disappeared, replaced by an attempt to recreate 
a fellow Airborne soldier's gait. More than tha~ their body , World War II as the soldiers saw it. To do this, 
posture should even communicate to you whether they ' designers are utilizing the same approach as 
are taut and cautious of your presence or blindly unaware. the animators to create the surrounding world. 
"We want the Germans and the Americans to move very : The story is told in large part from the objects 
differently, so that the player can say, 'I know my enemy. • and environments you see onsaeen. Light and 
Even from a distance, I know this is a German soldier by , shadow interplay to establish the mood of an 
the way he moves," animator Bruce Ferriz informs us. Even ' abandoned winery. Bright colors of red and blue 
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****************************************** 
Similar to how video games are catalogued by generations of technology, 

baseball is chronicled by the generations of its players. The different eras that 

have swept across the diamond usually share a symbiotic relationship with 

American history. Following World War I, Babe Ruth 

became the poster boy for the Lost Generation of 

baseball - a generation of adults that dealt with 

are being applied to this release, the company is also looking toward the 

future through a highly modified port on Xbox 360. People in the crowd have 

Al? Stadiums are detailed right down to the very texture of a seat? The future 

of this sport will explore avenues that you never 

thought possible. 

the large number of deaths suffered in the war. 

Ted Williams, who fought in World War II, became 

baseball's face for the Greatest Generation. Mickey 

Mantle and Hank Aaron were a part of the Silent 

Generation, coined in the November 5, 1951 issue 

of Time for the people who grew up during the 

war and depression. Just last year, another chapter 

in baseball's history was defined, this one forever 

tarnishing the sport. Jose Canseco and the sluggers 

of the last three decades have been plastered with 

the disgraceful name the Juiced Generation. 

BASEBALL 
FOR THE 

While the few gamers out there that actually have 

the next generation up and running in their living 

rooms will be treated to a number of enhance-

ments, 2K Sports is confident that the current-gen 

games will stack up quite favorably with what is 

delivered on and off the field. You might be relying 

on your catcher's signs to strike out Albert Pujols in 

the bottom of the ninth on PlayStation 2. You may 

lose Derek Jeter to a knee injury after he collides 

with teammate Alex Rodriguez on a lazy fly ball on 

GameCube. Or you may find sweat trickling down 

* NEXT * 
GENERATION 

As baseball moves forward into a new genera-

tion, so do video games. Waving goodbye to another five years of gaming, 2K 

Sports believes that this year's iteration of its Major League Baseball series 

will be the last to grace the current-gen machines. As the finishing touches 

your brow as you stare Randy Johnson directly in 

his eerily realistic eyes on the Xbox 360. No matter 

which system you game on, Major League Baseball 2KG will deliver the same 

excitement across all of the machines it graces. Come this March, Major League 

Baseball 2KG will usher in a new era of video game baseball. 

****************************************** 
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ERA OF 
CHANGE 
*********** 
It's always surprising to see 
how much change can be 
applied to a game within 
one year of development. 
In this short amount of 
time, Kush Games has 
torn this game apart and 
tweaked it to the point that 
it's hardly recognizable any­
more. It would seem that 
Kush approaches develop­
ment with the carelessness 
of a kid who labors for 
hours on a clay sculpture, 
only to smash it under his 
fist within two seconds of it 
being completed. Obviously, 
this company knows what 
it is doing. and the changes 
that have been made to 
this year's game are defi­
nitely in the right direction 
not only for this series, but 
video game baseball as a 
whole. Everything from the 
way you move in the field 
to the functionality of taking 
a swing explores daring new 
concepts. 

THE MOST UNDERRATED POSfflON 
********************************* Catchers may be looking like goalies these days ( enough with the spray-painted hel-
mets already), but they can do so much more than block balls in the dirt They are 
responsible for calling the entire game for the pitcher. Sadly, when a pitcher throws 
a shutout, you only hear about the pitcher. Kush is hoping that this year's game will 
change people's perceptions of this position. Before you make your pitch, your catcher 
will show you what he feels is the proper pitch location as he moves his glove and 
body into position. He will also flash you a sign for a pitch. Kush handles this by high­
lighting one of your pitch types. Striving for the highest level of realism possible, each 
catcher will call a different game, as detailed by their real life statistics for this category. 
Elevating the sacred catcher pedestal even higher, catchers are also charged with the 
duty of keeping a watchful eye on base runners. If a player has too big of a lead, you 
will now have the ability to perform a snap throw back to the base to try and pick them 
off. When the pitcher delivers the ball, simply hold down the button for the desired 
base, and the game WIii transition to the catcher's point of view - featuring the mask 
and all. When this happens, you'll then be asked to place where you want the throw to 
go - down for a quick tag or perhaps to the side to get an outstretched hand. 

JOGGING AND EXPLODING 
IN THE OUTFIELD 
********************************** Last year, 11 you so much as sneezed on your analog stick, your player would move 
in a direction at full speed. There was no gradual acceleration. In this year's game, 
player movement is momentum based. Tap in a direction and you'll make them walk. 
Press the stick a little harder and they WIii Jog. Apply full force and they will eventu-
ally reach their top speed. If, let's say, two players reach full gallop with both of their 
heads focused solely on the ball, there is a chance that they will collide In the field. 
Every person that steps onto the field can be bumped into, knocked over, or worse ye~ 
injured. By adding this element, hard slides on double plays now have new meaning. 
Overthrown balls to first could also lead to a scary moment. In addition to these two 
huge changes, Kush is also implementing pressure-sensitive throwing. If a runner is tag­
ging up at third and your left fielder catches the ball shallow, you'll want to press the 
button as hard as you can to one-hop the ball to the plate. Of course, this will very likely 
be followed up by a bone-crunching hit. 
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CAN'T HIT THE BROAD 
SIDE OF A BARN 
*********************** 
In last year's installment, pitch precision was godlike. You 
could paint the corners all day long 1f your timing was on. 
Kush has recognized that this aspect of the game was way 
too easy. So, in this year's title, pitching is now far more 
difficult. It has also been completely reinvented. When you 
deliver your pitch, if you press and hold the button, a sphere 
will expand in the strike zone, which designates where the 
pitch could potentially end up. The harder you press, the 
larger the zone. When you release the button, the zone will 
rapidly shrink. If you can press the button again at the exact 
moment when the zone touches the ball's desired location, 
you'll likely throw 11 there. If your tImIng Is off however, the 
ball will end up somewhere else. 
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EVERY PITCH AND 
SWING MAn'ER 
****************** 
Baseball fans may not want to read this, as it is 
kind of like learning what the Matrix really is, but 
each year around eight baseball dubs contract a 
company named Inside Edge to provide scouting 
information for them. The scouts at Inside Edge 
track every little statistic possible. So for a pitcher, 
this includes the most minute of details like the 
percentage that he throws a fastball on the first 
pitch in an at bat; the speed of a bi& slow 12/6 
cuiveball; the amount of times that he throws a 
slider to a right-handed batter; and even the bat­
ting average of the the players he faces for each 
of his pitch types. Inside Edge has captured each 
player in baseball in simple, little numbers. So 
what happens when Inside Edge teams up with 
2K Sports? Each player in the game acts just like 
he does in real life. If Roy Oswalt throws fastballs 
66 percen~ cuiveballs 19 percen~ sliders nine 
percen~ and changeups five percent of the time 
on a first pitch in real life, he'll now do it in the 
game as well. In the Franchise mode, Inside 
Edge provides fascinating statistical breakdowns 
for your team free of charge, but you'll have 
to spend your club's cash to get the skinny on 
other players, or if you have a lot of dough lying 
around, for an entire opposing team. Amazingly, 
the data that Inside Edge has collected covers 
three full years of stats for each player. 

BIG CUTS., 
LI I IL£ CUTS., 
REAL CUTS 
************* 
In a strange twis~ both Electronic Arts 
and Kush Games decided to imple­
ment analog swings into their respective 
games this year. Electronic Arts focuses 
more on the timing of the swin& 
whereas Kush is capturing the different 
cuts that players can make. Hence, you'll 
swing differently for contact and power 
hitters. You'll also approach the swing 
in a different way 1f you want to pull or 
push the ball. All of these actions are 
tied to the right analog stick. Tilt this stick 
back and let go when the pitch arrives 
to make contact. Tilt it back and push it 
forward in a fluid motion for a big power 
swing. If you pull the stick back to the 
left or righ~ your batter will try to place 
his hit. Simply tilt the stick forward to 
bunt. Applying another layer to the mix, 
if you want to cut off the inside corner, 
you can move around in the batter's 
box. Additionally, you will now have the 
option to pick which side of the plate 
your switch hitters bat from. 



FINALLY VIP 
********************************* 
Similar to the Inside Edge, the VIP profiling system tracks users' statistics, showing how 
you handle different pitches, where you spray the ball, how frequently you use the bull­
pen and pinch runners, and it will even keep track of your swing timing. Of course, online 
opponents can view your data to see how they should approach you in the game. 

THE REAL WORLD SERIES 
********************************* Beginning on March 3 and running through March 20, a new type of 1NOrld series will be 
held: the World Baseball Oassic Players from the MLB and others from across the 1NOrld 
will be representing their countries in this amazing baseball event held in several stadi­
ums around the globe. lchiro Suzuki will play for Japan, Roger Clemens for the United 
States, Albert Pujols and David Ortiz for the Dominican Republic, Mike Piazza for Italy, and 
Andruw Jones will represent the Netherlands. All of the official rosters and jerseys will be 
included in 2K Sports' recreation of this tournament. 

STUFF IT., SUCKER! 
GOOD JOB., FELLA! 
****************************** Managers have rarely been a blip in this series, but this year you'll be seeing 
more of them than you may like. A dose play at first may have Dusty Baker run­
ning off of the bench and yelling at the umpire. Through a meter, you will be 
able to control your managers anger. Go over the line and he will get tossed 
from the game. This will result in your player ratings taking a dive for that game, 
but your managers passion will give you a boost in morale. After the game, 
managers (you) can send emails to players - and yes, you can chew them out 
and bench them if you like. The flipside to this is that your interaction will affect 
players differently. Each player in the game features a rating for Player Role, MLB 
Level, Contact, Play Time, Productivity, Manager, Team Streak. Team Standing. 
Team Chemistry, and Overall. You'll need to keep an eye on them all as they will 
loudly voice themselves, letting you know when and why they are unhappy. 

JUST A TASTE OF 360 
******************************** 
The Xbox 360 version won't ship simultaneously with the current-generation ver-
sions, but 2K Sports believes that it will be trailing only a few weeks behind, placing 
it in late March or early April. Like 2K Sports' first next-gen basketball foray, the 
majority of the additions to this version are of the graphical sort. The entire crowd 
(which can stretch up to 60,000 people) will be fully modeled. If a foul ball is hit 
to a specific section, the fans will leap to their feat and jockey for position as they 
try to get their hands on the souvenir. Fans will also have the ability to get up and 
head for the bathroom. Vendors will make their rounds up and down the stairs, 
and you'll even see security guards on patrol. All of the stadiums in the game have 
been completely rebuilt for this version. You'll also see volumetric grass in the 
outfield and the most realistic dirt around. Much like the incredible doth technol­
ogy featured in NBA 2K6, the uniforms in this game will wnnkle and flow as the 
players move. New gameplay features are also being introduced, such as context­
based moves like leaning over a railing to snag a fly ball. And yes, 2K 1s throwing 
around the idea of induding a fan at Wrigley that looks an awful lot like Steve 
Bartman. ■■■ 
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I 
n the course of our extensive playthrough of an early build of The 
Outfit, one thing quickty became dear: This isn't your older broth­
e(s WWII game, despite its third-person action basis. While this 
title certainly draws inspiration from its forerunners, particularly 
Battlefield 1942, the central gameplay mechanic sets The Outfrt 
well apart from anything we've seen before. Dubbed "Destruction 

On Oemand," this feature allows players to blow a gaping hole in the 
genre's conventions. By spending the Field Units (FUs) earned when cap­
turing objectives and scoring kills, players can airdrop in a huge variety 
of war machines, reinforcements, and stationary weapons. This ability, as 
you might guess, changes all the rules by fusing a strategic element to the 
hectic combat of a fast-paced action game. The multiplayer possibilities are 
nearly endless. 

By being able to spawn in whatever tool best fits the current situation, 
players can alter the flow of battle in a heartbeat Antipersonnel MG-42's 
cutting through the troops? An enormous tank should solve that problem. 
However, when the enemy drops in some anti-armor field guns, more 
infantry or a bigger tank might be necessary. Wrth more than 40 vehicles 
available, as well as dozens of gun emplacements and the good old air­
strike, the options at players' fingertips are extensive - provided that he or 
she has proven their worth to headquarters through the acquisition of FUs. 
A tough match can be decided by which team drains their opponents' FUs 
by blowing up their expensive equipment, rather than just accumulating 
the most kills. 

Choosing which of the three heroes to respawn as is another big piece 
of the punle. Wrth either anti-infantry, anti-vehicle, or sniping capabilities, 
your choice of avatar has a large impact on your ability on the battlefield. 
Fortunately, none of the three members of The Outfit (or their Nazi coun­
terparts in multiplayer) are helpless when not facing their chosen foe. 
The sniper, J.0. Tyler, also carries a shotgun for up-close work, and his 
squadmembers are equipped with tank-toasting explosive charges. Tommy 
Mac, the antipersonnel heavy weapons specialist, can quickly take down 
just about anything with judicious application of the flamethrower. And 
The Outfrt's bazooka-toting anti-vehicle soldier, Deuce Williams, can send 
his cohorts in to incapacitate the enemy with devestating melee attacks. 
Each hero has a huge amount of destructive potential just waiting to be 
unleashed, and exploring the myriad ways to crush the opposition is half 
the fun. 





Fllllnat A Hero's Boots 

I 
he Outfit certainly sounds • matter of patience; the mostly-scripted • drain the other team's •tickets." which 

interesting and innovative • enemies aren't terribly difficult to defeat • is rather important since whoever runs 

on paper, but as we all • This isn't to say that it isn't fun, but the • out of tickets first loses. Others will 

know, a game's true worth • true draw of The Outfit is dearly the • unlock more advanced equipment in 

doesn't become apparent robust multiplayer component It takes • the Destruction On Demand menu; for 

until your hands are on • full advantage of Xbox Live, offering lea- instance, ordering up a tank is impos-

the controller. Game Informer got the • derboards, stat tracking. matchmaking. • sible unless you hold both a motor pool 

opportunity to do just that And though • and several options to customize the • and an armory. 

The Outfit definitely has some areas • game's rules - but that's just dressing • What makes this mode so entertain-

that require further work and polish, for the delicious meat of the gameplay. • ing in The Outfrt is the fact that players 

even this early version is a blast to play. • Deathmatch and co-op are avail- can fortify their positions and spawn 

Relic has clearly achieved the feeling • able for traditionalists, and the unique • in whatever weaponry an assault force 

and tone that were its goals. Mayhem • Destruction mode challenges rivals • needs. However, these serve much 

and destruction unfold constantly dur• • to rack up the most FUs by blowing • more as support for the heroes and as 

ing nearly every second of play, and the • up everything in sight, but the fourth • delaying tactics to give players time to 

sense of being in an active warzone is mode stands out as something that will • react to a lone wolf enemy trying to 

intense. However, because of the power • be played over Xbox Live for years to • sneak in a quick node capture. Since 

in the player's hands, charging directly • come. A round of Strategic Victory plays the Al isn't exactly the brightest, a single 

into the thick of the battle isn't some- • similarly to other "hold the objective" • well-played hero character will likely 

• and fortifications certainly plays a large 
• role in winning player-vs-player battles, 
• though, so earning and utilizing FUs 
• wisely is crucial. 
• Certain maps are designed to be 

more than evenly-matched slugfests, 
• though. In one scenario we played, the 
• Nazis started with two control points 
• at natural chokepoints that were eas-
• ily fortified, with a stash of Vl rockets 
• behind them that the Allies could blow 

up for bonus points. Because the Allies 
• held fewer nodes, they were forced into 
• an offensive stance to avoid slowly los· 
• ing. But, after briefly breaking through 
• the Nazi line, the Allies quickly made up 
• lost ground by torching a few rockets. 
• These one-off maps play out very dif­

ferently than the standard levels, and 
• require completely different strate• 

thing to contemplate - it's something to • gametypes like Unreal Tournament's • be able to eventually take down 

be embraced. Onslaught or Battlefield's Conquest, but • an Al-controlled force of just 

The twelve single-player missions • with The Outfit's special flavor. Each of • about any size if the other 
r ........ -. gies - though both are wildly 

are fairly straightforward. The player is • the twelve maps have strategic objec- • team doesn't show up. 

tasked with capturing and • tives and other nodes of importance • Having more Al troops 

holding a series of mostly scattered throughout Killing the enemy 
linear objectives on a plays second fiddle to holding and • 
Battlefield 1942--like assaulting • 
map, and the avail- these points. 

ability of unlimited ,fG~i..~t; Some will 
respawns guaran­
tees that a mission 
can't really be failed. 

~quering the 

entertaining. 



Dou.ah And Tumble 

F 
or all that the Outfit does right. there are several areas that still require 
tweaking for the game to be truly great. First and foremost. the vehide 
controls feel like a dumsy amalgamation of Halo-styte Warthog driv­
ing and a more standard racing-like configuration. For all their power, 
tanks become lrttle more than glorified metal coffins when they are 
too difficult to drive. Even on-foot controls have some kinks that could 

be worked out Nothing is glaringly wrong, and using the Destruction On Demand 
system on the fly is a breeze after a l;u:Je practice, but movement and aiming feel 
a bit imprecise and sluggish. Fortunately, these are design decisions that can easily 
be tweaked before release, but if The Outfit goes live without some tuning in these 
areas, there could be problems. 

Minor complaints aside, jumping into the boots of a real American hero and 
rocking some Nazis' socks off with some good old-fashioned Steve McQueen-style 
over-the-top action is a good time. The Outfrt already livens up the tired WWII 
action shooter with some interesting ideas; based on what we've seen, we can't 
wait to take the finished product for a spin. Wrth a developer as acdaimed as Relic 
Entertainment behind the wheel, we're ready to sit back and enjoy the ride. ■ ■ ■ 
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Enemy Territory: Quake Wars 
> STYlf 1-PlAYER ACTION (UP TO 32-PlAYER VIA INTERNET OR LAN)> PUBLISHER ACTMSION > DEVEI.OPER SPlASH DAMAGE/ID SOFIWARE > RElWE 2006 

THE BATTLEFIELD OF THE FUTURE 

T 
hrow any comparisons, good or bad, 
to Quake 4 out the window right 
now - Enemy Territory: Quake Wars 
has a plethora of its own unique 

reasons to be on your radar. London-based 
developer Splash Damage (which did the 
fantastic Return to Castle Wolfenstein: Enemy 
Territory) and Quake originator id Software 
are undertaking a hugely ambitious project 
with this team-based online-only shooter. 
Slapping a sci-fi Quake skin on Battlefield 
2 gameplay would be a relatively simple 
(and no doubt lucrative) endeavor, but what 
Splash Damage has planned for Quake Wars 
goes far beyond that 

A round of Quake Wars is, at its core, sim~ 
lar to Unreal Tournament's Assault mode. 
Depending on the map, the Earth forces 
and the invading Strogg will be on offense or 
defense, with a set of goals to achieve in a 
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certain order. HOVveVer, unlike urs Assauli 
the way in which your team approaches 
objectives is up to you. On the map we saw 
during Splash Damage's recent visit to our 
offices, the humans had to get a mobile 
command post across a river and deploy it 
in preperation for a full-on assault Two paths 
were big enough to permit its passage, each 
with its own set of advantages. The tunnel, 
for instance, could be easily dogged by the 
Strogg. while the bridge offered a more open 
battlefield at the cost of vulnerabirrty to air­
strikes. These types of choices will be present 
throughout the offensive team's progress 
through the scenario, giving a huge variety of 
ways that any given map am unfold. 

There's a lot of room to talk about how 
cool each of the four dasses for each side 
are, and how interesting their different roles 
can be, but there's something else you need 

to know about first: the Solo Assignment 
System. This brilliant addition will, if every­
thing goes as planned, help newbies and 
veterans alike stay on task and contribute to 
the war effort Basically, the game will offer 
you missions that need to be attended to, 
which may or may not be directly related 
to your team's objectives. For instance, as a 
soldier dass, you may be tasked with setting 
the charges to blow open a door that your 
mobile command post has to get through -
thereby working toward a primary objective. 
However, a player with the field operative 
dass might get a mission to go take out a 
deployed Strogg gun turret that your radar 
has detected - a task not strictly part of your 
team's goals, but no less important for that 
The Solo Assignment System will even take 
into account the composition of your four- or 
five-person squad when giving out more 

complicated missions. What's more, it will 
hand out jobs based on your experience as 
a player, thanks to the game's extensive stat­
tracking. Thus, you won't be told to single­
handedly infiltrate the enemy base if you're 
just starting out - only veterans will receive 
orders of that magnitude. If it works as well 
as Splash Damage wants it to, this feature 
will go a long way toward forging a random 
sixteen-person team into a bona fide army. 

From the new rendering techniques that 
give it a draw distance of the natural horizon 
to the innovative ways that each side deploys 
war machines like artillery and vehicles, 
Quake Wars has a lot more going for it than 
we could possibly tell you about right now. 
After seeing it in action, though, we have to 
say that this is easily one of the most excit­
ing titles coming up for 2006. And that's 
saying a lot ■ ■ ■ 
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Fight Night Round 3 
> STYLE I OR 2-PlAYER FIGHTING (2-PlAYER VIA XBOX LM OR PS2 ONLINE, PS3 ONLINE TBA) 
> PUB USHER ELECTRONIC ARTS > DMLOPER EA CHICAGO> RELEASE MARCH 

INTO THE RING 

E 
ver since we visited EA's Chicago studio to bring the world our exclusive first 
look at Fight Night Round 3 a few months ago, we've been dying to get our 
hands on the game. Well, now we've gotten a chance to go a few rounds 
with both the 360 and Xbox versions of the boxing game, and we're just as 

stunned as we would be if we took a right hook to the head from Mike Tyson. 
Let's get something out of the way right now: Even if you have no interest in 

boxing, Fight Night Round 3 is a title that should be on your radar. In no uncertain 
terms, Round 3 is the best-looking 360 game yet These screenshots clearly display 
the eerie realism of the boxers and the environments, but they can't convey the 
fluid animation or the sheer brutality of the matches. When we first fired up the 360 
build, a crowd quickly gathered to watch the maiden match unfold, and everyone 
was quickly wincing and cheering at each devastating punch, just like a real boxing 
match. In short, this is the game to justify buying a $400 gaming machine to your 
significant other. 

As impressive as the visuals are, the all-analog control is the real appeal of this 
boxing franchise, and the brilliant control scheme returns, albeit with a slightly differ­
ent feel. As the 360 version of Round 3 is designed to be the most realistic boxing 
game yel punches felt a little slower than the current-gen version (although the 
team is still tweaking the speed), and blocking is more ambiguous. But don't take 
this as criticism - with the velocity of punches varying by weight class and fatigue, as 
well as the absolute lack of any onscreen HUD, Round 3 feels like you're actually in 
the ring, facing off with real-life champions. On the 360, Round 3 is as immersive as 
video games get 

The innovations added in Round 2 are all back with new tweaks, such as cutman 
minigames between rounds, the Haymaker punch, and Career mode. More features 
have been added as well, including ESPN Classic fights, new power punches, and 
a swanky new first-person mode that isn't quite what you'd expect In other words, 
Round 3 continues the series' tradition of hugely improving on an already-excellent 
series. If you haven't played a Fight Night game yei Round 3 is the perfect time to 
start And if you have played the previous games, you simply have no excuse not to 
step into the ring again. ■ ■ ■ 
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Blazing Angels: Squadrons of World War 11 
> STYLE I-PLAYER ACTION (UP TO 16-PLAYER V1A XBOX LM OR SYSTEM LINK) > PUB USHER UBISOFT > DMLOPER UBISOFT ROMANIA> RELEASE MARCH 

IN THE COCKPIT 

W 
ith one glimpse of the amazing Xbox 360 screen­
shots in our exdusive first look at the next-gen 
version of Blazing Angels last month, flight sim 
fanatics around the world took off their aviator 

glasses, paused their 400th viev.nng of Top Cun, and took 
notice of this beautiful game. These stunning visuals made us 
join the ranks of wannabe Mavericks who simply couldn't wait 
to get their paws on the game and see if it handled as good 
as it looks. Well, that wait is now over, as the Game Informer 
branch of the Junior Pilot's Club was fortunate enough to get 
some hands-on time with both the Xbox and Xbox 360 ver­
sions of the game. 

In our exdusive playtest of Blazing Angels, we soared 
through three stages of the Xbox build and two levels of the 
360 version, as well as some training missions. On both 
versions, Blazing Angels sports an arcade feel that's easy to 

learn, but maintains a solid degree of realism - you always 
feel like you're flying a WWII aircraft, and never a high tech 
fighter or spaceship. The realism is accentuated by mas­
sive cities that sprawl out below you, and a similarly large 
number of aircra~ Especially in the 360 version, the skies 
of Blazing Angels are a crowded place, as dogfights involve 
dozens of airplanes, billows of smoke and flame;and huge, 
rolling douds. But things never get too confusing, thanks to 
a smartly designed camera system. By pulling the left trigger, 
you lock onto a selected targe¼ and pushing the thumbstick 
will cause your plane to roll into attack position. It's a simple, 
elegant system that makes targeting a breeze and prevents 
nasty camera hitches. 

Of course, you aren't a lone hero in this game, and you 
can just as easily send your squadmates after a target rather 
than pursue it yourself. Mapped to the d-pad are squad com-

mands, and your three friends can be selected individually 
or as a group. Each of your teammates has unique abilities 
as well, the most useful of which is your squad mechanic. If 
you take heavy damage, you can have him talk you through 
in-flight repairs, which means hitting a short series of keys 
to repair damage. There are no parachuting boxes of armor 
upgrades or other powerups in Blazing Angels, so taking 
advantage of this ability is key to survival. 

There are a few other nice touches that we noticed in our 
Blazing Angels playtes¼ such as the need to manually start 
your prop by rotating the thumbstick and priming the engine 
by hitting the A button repeatedly during takeoff. These 
mechanics, as small as they may be, really speak to the care 
that Ubisoft Romania is putting into this game. Based on our 
time with Blazing Angels, it's clear that this is one game that 
flight sim fans simply won't want to miss. ■ ■ ■ 
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Crackdown 
> STYLE I OR 2-PIAYER ACTION (2-PIAYER VIA XBOX LIVf. SYSTEM LINK TBD) > PUBLISHER MICROSOFT GAME STUDIOS 

> DEV'ElOPER REAL TIME WORLDS > RELEASE FAU 

THE POWER OF YOUR IMAGINATION 

W 
hat if the main feature of a game is 
dependent on the creativity of its play­
ers? Wnile Oackdown is still a ways 
out (and even further since we last 

covered i~ as the release has now been pushed to 
fall), developer Real lime Worlds has always been 
forthcoming about its next-gen title. The game is 
poised to reset the status quo of sandbox titles by 
giving players what they always thought they had, 
but really didn't - freedom. 

Oackdown has its fingers on the pulse of current 
sandbox titles, but is making the entire experience 
more personal, more creative, and more intui-
tive. The skills of your agent rise with every action 
performed - whether or not you're on a mission, 
driving around town boosts your automotive skills 
and dimbing to the top of buildings increases your 
strength. Making the goof-off sections of an open 
world pertinent to the crime fighting meat of the 
story mode encourages and rewards players for 
just doing what they want to do. 

Without player creativity, though, the game's 
pacing could falter. The greatest moments in 
Oackdown appear to be those wacky ideas 
thought of among friends. Offering the first coop­
erative gameplay in the genre, two gamers can 
concoct elaborate strategies to access othefWise 
off-limits areas. At the publishers XOS event in 
Amsterdam, a live demonstration had one agent 
drive a car off the roof of a high building and jump 
out just in time for his buddy to precisely blow the 

gas tank, making a common real-world item into a 
two-ton flaming wrecking ball. 

With the rest of the world being just as interac­
tive, the entire game screams for player-created 
action sequences in the vein of MocGy,Jer, Die 
Hord, and even The Rood IM:Jrrior. In other words, 
if you don't have fun with this game, there's no 
one to blame but yourself. 

That is only true, though, if every ambitious 
plan the developers have comes to fruition. 
Cooperative play is almost required in our mind -
after all, what fun is it to execute these ballets of 
destruction if there's no one there to help you out? 
In addition, the plan of player-created mountains 
of in-game objects as a means to access higher 
areas necessitates that the game doesn't confuse 
when you mangled a car for fun or for a purpose. 

One decision that the team has made gives us 
much hope for the rest of the title. The art style, 
which is shaping up to be downright cool since 
we last saw the game, was chosen to require 
less processing power than a photo-realistic set­
ting. Freeing up that computing power enables 
Oackdown' s ambitious feature list But besides 
technical freedom, the decision also poses the 
question, "Does next-gen really have to mean 
photo-real?' If everything shakes out in the end, 
the answer is certainly no, but it also might mean 
that our old-fashioned creativity is really the next 
next-gen. ■ ■ ■ 
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Burnout Revenge 
> STYU I OR 2-PIAYER RAONG (2 TO 6-PIAYER VIA XBOX lM) 

> PU BUSHER ELECTRONIC ARTS> DMlDPER CRITERION > RELEASE MARCH 

MASSIVE ONLINE PILEUP 

W 
hile it doesn't have the commercial dout of Gran 
Turismo or EA's own Need for Speed series, 
hardcore gamers have long considered Burnout 
one of racing's most exciting and visceral fran­

chises. After launching a highly praised version of Burnout 
Revenge on current-gen systems, developer Criterion is gear­
ing up to bring the game to Microsoft's Xbox 360. Executive 
producer Matt Webster seemed excited about the possibili­
ties this new system can provide the alreacly stellar title. 

'This will be the showcase version of our game: com­
ments Webster, 'and when we starting work on it. we looked 
at the areas that we most wanted to concentrate on - areas 
where we could take Revenge further. We're big believers in 
Microsoft's focus on creating a next-generation online experi­
ence with the 360, so I think you'll see that online has also 
been one of the main focuses in bringing Burnout to the 
console. Awesome high-def graphics and effects are amaz­
ing, but a given. We S<T-N there was room to push the enve­
lope with Burnout Revenge and deliver an online experience 
that takes advantage of the 360 as well~ 

The most notable way in which Criterion is pushing the 
online envelope is with the revamped, Xbox Live--enabled 
Revenge mode. Webster said that the team looked at the 
current online racing model, and attempted to come up with 
a way to make it more compelling to players. 

'Live Revenge came from looking and playing a lot of 

online games: said Webster. 'They all 
pretty much followed the same formula. 
Join up with X number of players, play the 
game, return to lobby. We felt that with 
the combative, aggressive action that we 
had, and the essence of Revenge, that we 
could try something that hadn't really been 
attempted before. Live Revenge is about 
the game tracking the relationships that 
you have when you play gamers online. 
Take someone down, and you generate a 

persistent Revenge 
Rival. We track the 
score, we tell you when they are in 
the same game, and we make sure 
that we highlight and call them out to 
you just before the race starts~ 

We can only imagine the possibili­
ties, and Revenge mode is just one 
way in which Burnout will push the 
boundaries of vehicular mayhem. 
Webster describes Traffic Attack mode 
as 'hockey with cars: and promises 
that the power of the 360 will allow 
them to not only push car density to 
new heights, but also implement new 
deformation and explosive effects. All 
this will combine to create over-the­
top moments, and - finally - you'll 
now be able to share your best 

replays with other Burnout players the world over through 
Xbox Live. After viewing other players' dips, you'll be able 
to rate them, and EA will post a Top 20 chart of the most 
explosive replays on Xbox Live. 

Of course, the single-player elements of Burnout Revenge 
will be (mostly) the same excellent races and contests that 
you've experienced before, with a few key improvements. 
The Eastern Bay location has been rebuilt to correct flaws 
the team felt were in the original, and IO new crash junc­
tions have been added. An as-yet-unspecified number 
of new vehides will be added to all three dasses (Race, 
Musde, and Crash), and Webster told us that downloadable 
new content is definitely in the plan for the future. 

Burnout Revenge is a great game, and the new Xbox Live 
functions will ensure that this version is the best yet If you 
haven't yet experienced i~ you owe it to yourself to take it 
for a spin. Even veteran players might be tempted to buy it 
all over again, if only to get in on the online mayhem. ■ ■ ■ 



PLAYSTATION 2 

Grandia Ill 
> STYLE I-PLAYER ROLE-PLAYING GAME> PUBLISHER SQUARE ENIX> DEVELOPER GAME ARTS > RELEASE FEBRUARY 

MILFS AND MAGIC 

W 
hile some RPG fanatics are focusing on the things 
Square Enix has on the distant horizon Oike 
Kingdom Hearts 2 and Final Fantasy XII), a quick 
look into the immediate future reveals that the 

landscape is far from barren. The latest entry in the Grandia 
series is practically on our doorsteps, and after spending a few 
hours with the latest build, it's dear that the title is more than 
just filler between major releases. 

The story begins with a typical small-town hero named Yuki 
who dreams of building an airplane, but quickly spirals into 
new territory as he gets tangled up with a girl named Alfina 
and her sinister brother Emelious. Throughout the adventure 
players use a combat system that is somewhere between 
turn-based and real-time, with an on-screen gauge showing 
the turn order, as well as the ideal moments for strategic 
blows that cancel a foe's pending actions. 

The combat is fast-paced, and the only real concern we 
had in our time with the battle system is the importance of 

proximity. Some attacks only affect a certain area in relation 
to the combatan~ but the player has no control over how 
the party moves around, allowing for the possibility of poor 
positioning at a critical moment But when the timing and 
location work o~ the aerial combo attacks look amazing. 

'Mien you aren't in battle, Grandia Ill gives you plenty of 
gorgeous things to keep you occupied. The FMV sequences 
and other cutscenes are portrayed in a striking visual style 
similar to Tri-Ace's Star Ocean: lill The End of lime, and 
you may find yourself confronting some confusing feelings 
for Yuki's uncommonly attractive young mother, Miranda. 
Oedipus, table for two? 

Even if your romantic indinations don't belong in a Greek 
tragedy, don't count Grandia Ill out just yet Fun battle 
mechanics, entertaining dialogue, and some endearing char­
acters make this one of Square Enix's upcoming titles you 
didn't know you should be paying attention to. ■ ■ ■ 
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The Lord of the Rings: 
The Battle for Middle-earth II 
> STYll H'IAYER STRATEGY (MULJlPIAYER TBA) > PU BUSHER ELECTRONIC ARTS > DEVELOPER EAi.A> RELEASE SUMMER (XBOX 360), MARCH 2 (PC) 

REDEFINING CONSOLE RTS 

R 
eal-time strategy games on console have 
always been a bit of a mess. Primarily consist­
ing of ports of popular PC titles, the genre has 
never found a groove in the living room. No 

matter how great the original game was, trying to map a 
mouse-and-keyboard interface to a controller invariably 
resulted in a dunky, frustrating experience. However, the 
draw has always been there for publishers to try and 
bring their best-selling PC games into the huge console 
market Enter Louis Castle, VP of creative development 
at Electronic Arts massive LA studio, and the man who is 
largely responsible for opening the door to The Battle for 
Middle-earth's move to console. 

1n the past, most control schemes for console strat­
egy games were interpretations of mouse and keyboard 
commands and were therefore fundamentally flawed," 
states Castle. For the last year and a half - long before 
he was attached to the Battle for Middle-earth project -
Castle has been working on a new way for console play­
ers to command the mighty armies of an RTS title. Now, 
he thinks he has the solution. "Our control scheme gives 
the console player very familiar control over the camera, 
and then uses the context of the camera as the primary 
way to determine what elements of the game the player 
will act on," Castle explains. The idea is to make an 
interface that isn't an adaptation of mouse-and-keyboard 
control, but something that intuitively makes sense on 
a gamepad. While the specifics of the control scheme 

are as yet unknown, Castle's words and enthusiasm are 
enough to make us eager to try it out for ourselves. 

Moving a real-time strategy title from being a PC-only 
experience to something that feels right when played 
from the comfort of your couch doesn't end with some 
C@'l:>{ new interface, though. "Since this game started as 
an effort independent of a property, we are not treating 
it as a content port. To do so would put us on the path 
to repeat many mistakes from the past,• says Castle. 
'We will definitely change things based on our expec­
tation of what would be the best experience for our 
Xbox 360 target audience and what works best for the 
system~ 'Mlat exactly this means hasn't been disdosed 
to us yet, but we suspect that any changes will fall 
mostly into the category of "tweaks" to make the title a 
little more console-friendly, rather than sweeping altera­
tions to the nature of the gameplay. 

One final tantalizing bit of information coming out 
of EALA is that The Battle for Middle-earth II on 360 
will feature some exdusive new multiplayer modes 
for taking the War in the North to Xbox Live. 'We 
understand how important online play is for Xbox 360 
players and want to bring the best online experience 
to them," Castle informs us. We' re pretty confident that 
this statement means something awesome, but we'll 
have to wait and see. Either way, the prospect of having 
a decent way to play RTS in high-def, surround sound 
glory in our living rooms is a delicious one. ■ ■ ■ 
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Marc Ecko's Getting Up: 
Contents Under Pressure 
> STYU 1-l'IAYERACTION,IPI.ATFORM > PUBLISHER ATARI > DM lOPER THE COLlfCTIVE > RELEASE FEBRUARY 

TRUE B-BOY CULTURE 

F 
ashion heavyweight Marc Ecko's first voyage into the 
world of game developmen. t Getting Up: Con. tents 
Under Pressure has been watched by the industry 
with varying degrees of excnement and skepti-

cism. Obviou~ly, with the populanty of urban culture at an 
all-time high, the game has a very real poss1b1lity to tap into 
a new, growing market for titles informed by the streets by 
emphasizing one of the most overlooked aspects of hip-
hop - graffiti writing. 

Although a few titles have already included aspects of 
graffiti, most notably Jet Gnnd Radio and The Warriors, Ecko, 
a former tagger himself, is in a unique position to help craft 
a title 1n which graffiti 1s the focus of the gameplay, not Just 
used for side-missions or bonus objectives. However, this 
untested design does present its share of nsk; will this non­
traditional formula resonate with mainstream action fans? 

After getting our hands on a playable build of the game, 
we were curious to see how this novel concept would play 
out in practice. One thing is clear: Getting Up is quite a 
different game than the others its "urban" theme has led 
some media outlets to lazily lump it in with. In its own way, 
Getting Up is really a platformer, owing more to the verti-

cal exploration of the Prince of Persia senes than 50 Cent: 
Bulletproofs simple gunplay. 

Entering an area, you'll usually be given a basic graf­
fiti-based obJective. Some of these will be simple marker 
t~gs on easily accessible spots. However, it's usually not 
so simple. Often the spots you need to tag tor your obJec­
!lves are high above you, forcing you to use the easy and 
intuitive interface to pull off some hair-raising acrobatic 
maneuvers. By either climbing up poles or performing 
Mario-style wall jumps, you'll eventually reach high ledges 
and pipes above the city (or subway) floor. As Trane's (the 
protagonist's) movements and balance usually auto-adjust 
you'll rarely fall off a ledge or precipice. Rather, the platform­
ing becomes a sort of visual puzzle, as you have to figure 
out the correct steps to take to reach the spot you're sup­
posed to tag. 

Once you've reached your goal, it's time to lay down one 
of the game's dozens of tags (including over 65 pieces 
from real-life legends like Cope 2 and Futura). In terms 
of mechanics, it's fairly unique, a middle ground between 
the overly simple controls of Jet Grind and the more exact­
ing stenciling of The Warriors. The outline of the piece 

will appear on the wall, and after g1V1ng your can a good 
shake, you use the nght analog to sweep Trane's arm over 
the piece, which gradually fills in. However, it is skill based, 
as you must maintain a smooth flow, not pausing over 
one area too long. lest you leave drips and diminish your 
res~l among your fellow taggers. 

Of course, as graffiti is a crime against the state in the 
game's dsytopian New Radius, you'll often have to contend 
with guards, workers, and policemen while you attempt to 
boost and help spread the cause of freedom throughout 
the city. While it's usually best to evade the authorities, 
sometimes you'll be forced to fight which plays out with 
a simple brawler mechanic that will be familiar to anyone 
who's played a third-person action game in the last I 0 
years. Despite a cool, breakdance-influenced dodge move, 
right now the fighting is definitely the least compelling part 
of Getting Up. Hopefully, The Collective can make some 
improvements to make this element of the gameplay the 
equal of the graffiti sequences. Despite some balance and 
polishing issues yet to be resolved, we still think Getting 
Up has great promise, as it attempts to boldly reinvent the 
platformer for a new generation. ■ ■ ■ 
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Titan Quest 
> STYLE l ·PLAYER ACTION/RPG (UP TO 8-PLAYER VIA INTERNET OR LAN)> PUB USHER THQ > DEVELOPER IRON LORE STUDIOS 

> RELEASE SPRING 

THE ANCIENT ART OF FATTY LOOTS 

I t's been a while since the PC crowd has gotten a truly 
new action/RPG to sink their collective teeth into. Iron 
Lore Studios (which has Ensemble Studios co-founder 
Brian Sullivan at the helm) is coming to the rescue with 

the company's first offerin& a next-gen action/RPG set in the 
ancient world of Greek, Roman, and Egyptian mythology. 
Titan Quest has everything you'd expect out of a triple-A PC 
game in terms of gorgeous visuals and advanced technol­
ogy, with an interesting setting and some cool gameplay 
features to boot. You'll hack through hordes of enemies, of 

course, and gain experience and loot on the 
way - but here, you'll do it in style. 

Aside from the finely detailed modeling on 
everything from trees to ancient mummies, 
Titan Quest's proprietary engine allows for 
highly interactive environments that create 
a great feeling of immersion. Grass that 
both blovvs in the wind and swishes aside 
as you pass through it may sound like a very minor feature, 
but when you consider that most everything in the world 

reacts to you similarly, it really adds 
up to draw you into the gameworld. 
Full real-time dynamic lighting on 
everythin& including sunbeams pass­
ing through foliage to create accurate 
shadows that shift as the tree shakes, 
certainly doesn't hurt either. 

Sure, Titan Quest is beautiful, but 
the real meat of any action/RPG is 
in the character advancement. The 
requisite random drops of powerful 
magic items are certainly presen~ but 
the skill and magic system is definitely 
the crowning jewel of Titan Quest's 
gameplay. Of the eight possible sub­
classes, you'll pick two for your hero. 
Each of these specializations holds an 
entire skill tree filled with fun powers, 
but only a few active skills to choose 

from. However, as you level up and progress through the 
tree, you'll unlock upgrades to those spells, which grant 
additional effects. For instance, your basic ice blast might 
start as a simple damage spell at level one. At level I 0, it 
could get a slow effect tacked on to it. Then, at level 20, 
maybe it will freeze an enemy in place for a period of time. 
This example is totally hypothetical, but the idea is clear: 
Rather than making players mess around with dozens of dif­
ferent skills, they'll only have to manage a few, but they'll be 
totally awesome. 

Little touches, like fire attacks burning off the wrappings 
of a mummy and leaving a charred skeleton behind (which 
continues to try to eat your brains, of course) add a flavor to 
Titan Quest that so many fantasy hack n' slashers lack. The 
inclusion of several ancient cities and their famous wonders, 
like the Parthenon in Athens and the Hanging Gardens of 
Bab~on, should help distinguish this title as well. In all, Titan 
Quest looks to be well on its way to providing another enter­
taining way to grind up some experience and have some 
epic adventures - but we can't complain. We're suckers for 
rare item drops and cool bosses. ■ ■ ■ 



REAL c0MBAT. REAL @~pr@E~. ) 7 
REA~·~&D:q 

Real Combat: Fight using Active Com6at, where 
skill m,atters and s~ onds, 'oq_nt. ~ 

The time for dull level grinding and 
one-key combat is offidally over. 
Dungeons 6 Dragons™ Online: Stormreachr"' 
is the most dangerous and unique online ' 
game ever devised. Prepare for a radical 
gaming experience that puts you and your 

' team in the middle of real-time combat 
within unforgiving private dungeons. 
Outwit, outfight and outsmart your 
foes - or die trying (a lot). 
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PSP 

Untold Legends: 
The Warrior's Code 
> STYLE I-Pl.AYER~ (2 TO +l'I.AYER VIA INFRASTRUCTURE OR AD-HOC) > PUB USHER SONY ONLINE ENTERTAINMENT 
> DEVELOPER SONY ONLINE ENTERTAINMENT> RUE.ASE MARCH 

SERIOUS SEQUEL 

A 
t long last. we got a chance to test 
out an early playable build of Untold 
Legends: The Wamor's Code, and 
we were definitely impressed by the 

progress that Sony Online Entertainment has 
made in the last few months. Though the list of 
improvements for this sequel is rather exten­
sive, we're happy to report that the majority of 
them seem to be functional already. Combat is 
definitely more interactive with the add1bon of 
attacks of opportunity and charge-up strikes, and 
the game has a much more interesting art style 
to match its drastically improved engine. And 
yes, you snll totally run around and kill a bunch 
of stuff to gain levels and loot - because what's 
an action/RPG without that? 

The first thing you'll notice Is that the tone 
in The Wamor's Code has taken a definite 
tum for the awesome. Right off the ba~ the 
character descriptions let you know that no 
matter which hero you choose, you're in for 
some senous hack n' slash. The mercenary, for 
instance, doesn't just wield a gigantic axe - she 
carries a freaking sawblade launcher for long­
distance combat. Even the most straightforward 
skull-bashing melee character has a plethora 
of sweet spells to help tear through enemies. 
From level one, no matter which of the five 
heroes you pick, you don't just kill bad guys. 
You seriously mess them up. The distinctive 
attack and spell animations go a long way 
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towards furthering the illusion, and the overall 
effect is that you feel cool, even 11 you are just 
killing slimes. And, transforming into an unstop­
pable beast form with its own special attacks is 
flat-out hilarious. 

The tweaks to combat in The Warrior's Code 
are subtle, but add up to making things a bit 
more interesting if you're looking for a little 
more depth than just mashing the X button 
and grabbing some loot after everything dies. It 
can be tough to use the attacks of opportunity 
and charge attacks properly, since you tend to 
be locked into your swinging animation for the 
majority of the time you're m combat. However, 
if you're able to pull them off, they can give you 
a small edge in battle, particularly in boss fights. 
Squaring off against these gigantic baddies is 
pretty fun to start with, but once you realize 
that they have certain weak spots in their attack 
patterns, taking advantage of them to stomp 
the boss even harder makes winning these 
fights that much more sat1sfy1ng. 

Minor additions and improvements through­
out much of the game, especially the infi­
nitely-better menu system and streamlined 
control scheme, make the experience noticably 
smoother on the whole. Even though we only 
got to play through the first few levels, we're 
confident that The Warrior's Code will be a solid 
dungeon-crawler at the very least when it ships 
in March. ■■■ 



dOOds!!! Do you have a GStop ValueCard yet??? It rOxOrs! Saves 10% 
on used games and dvds!!! Even YOU could score one!!! =) 

0 
Dev8oy_3 

What? you work for them or something? I can't get a new card anyways 
-- my credit 's shot! 

nOOb!! It's not a credit card!!! It's a discount card!!! Plus you get coupons 
Ultimatel too -- on t op of the card discounts!!l!!lll 

0 sweet!!! 

EXTRA 10% FOR 

TRADE-INS 
WHEN YOU PRESENT THIS COUPON 
ANO YOUR GAI\/IESTOP VALUE CARO 

Offer applies to arr, used PS2, GC, XB, PSP, OS or XB 360 video games. LlfM 3 games wrth 
coupon. Offer e,:dudM cash trado-.-.a. Must have coupon and GameStop ValueCard lo redeem 
offer. Phot~ of coupon not accepted, Offer expttel Februa,y 28, 2006. Not valid wrth any 
other offer. ValueCard vahd only at current GameS1op stores. Not redeemable al EB Games. 

GameStop 

GameStop 

EXTRA 10% OFF 
USED GAMES 

&DVDs 
WHEN YOU PRESENT THIS COUPON 
ANO YOUR GAI\/IESTOP VALUE CARO 

lmut 3 used games/DVDs with coupon. Must have coupon and GameStop ValueCard to redeem 
offer. Photocopy of coupon not accepted. Offer e,:pires Ntbruary 28, 2006. Not valid with arry 
other offer. ValueCard valtd only at CUffent GameStop stores. Not redeemable al EB Games 

SAVE NOW. 
TRADE LATER. 
PLAY MORE. 

GameStop 

NO CARD? 
QUALIFY TODAY 

SEE STORE 
ASSOCIATE 

FOR DETAILS 
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Game Day 

To Wall Street, It's a 
C'.prporate Merger. 
To Gamers, It's a 
:flip pin' Bonus Game. 

What Does the GameStop and 

. EB Games Merger Really Mean? 

DALLAS, Texas - You can read the papers or blogs on this deal and 

they'll all speculate what the merger of GameStop and EB Games means to 

gamers. The companies themselves tell us that this means the best values on 

new and used games will continue to be the market climate. Service-the 

best service-they say, will be had by all. The list continues with the claim 

that they'll be the first to get the newest systems and newest games. Sales 

associates will know their scuff, unlike the typical big box retailer. 

Reservations will be taken on all the hot new tides. And there will be 

in-store tournaments. There will now be over 4,000 stores in the chain 

dedicated to the video and PC game category. 
You can take the survey to the streets and ask real gamers what they 

think and you'll get answers like: "Wha ... ?" "Just a sec. I'm on level six and 

I can't talk right now." And "Yeah, I heard about chat merger. Too bad all 

my dough was wrapped up in Cisco Systems and Merck to get in on the 

deal." All in all, the gamers were either uninterested or too busy counting 

their change at the Orange Julius to give us satisfactory responses. Suffice it 

to say, the real gamer cares about gaming and not mergers. With chat, they 

probably won't notice much of a difference at all. And that's probably okay. 

More B 
Up To The Mini 

A re you really reading this copy ' 
.f"loff at the right side of the page 
obviously not meant to be read? He 
time do you have on your hands? C 
some? Hey, would you be my secret 
Because you and I are the only rwo 
will ever read this. And that means · 
got a special connection. Okay, no\\ 
freaking myself out! But there's a wh 
umn to complete here. What am I l 
do? Help! 

Hello again, secret friend. You s1 
there? Me too. Just sitting her, 

and thinking about how many won 
takes to fill a column like this. If I , 
real reporter, which would be really 
have something interesting-or at 1, 
somewhat important to report abou 
instead, I'm just keeping you and rr: 
by filling a few moments of our live 
the idle ramblings of my mind. 

There's not much more left in 
hollow shell of a writer anywa 

Anyone will tell you that. Never h, 
to say. What's worth talking about , 
I'd rather just sit in the corner and 
across tlie room thinking about nor 
Actually, that's nor true. There are s 
great books I'd like to read. 

V ou like to read? Well, yes, you < 

I. do. T hen you probably feel the 
way. Why communicate in person 
you can read beautiful words on pal 

It's almost time for us to say good 
When this column no longer can 

on the page, our relationship will e1 
will you forget me? I wonder. Gues 
something I can think about when 



> STYLE 1-PlAYER STRATEGY (MULTIPLAYER TBA) > PUBLISHER UBISOFT > DEVELOPER NIVAL INTERACTIVE> RELEASE MARCH 

AN OLD FAVORITE REBORN 

A 
rmed with a brand-
new fully 30 graphics 
engine and a mandate 
from publisher Ubisoft 

to set up a whole new wo~d for 
the Might & Magic series to live 
in, Silent Storm developer Nival 
Interactive is aiming high with 
Heroes of Might & Magic V. Even 
those with little patience for the 
traditional slow pace of strategy 
titles may want to give this a look. 

The basic idea behind the 
game, just like in the series' older 
entries, is to deliver a tum-based 
empire builder that foregoes 
the intricacies of Civilization and 
similar titles for exciting battles 
and streamlined gameplay. The 
varied abilities of the units - an 
army can contain anything from 

swordsmen to medusae and 
dragons - as wel\ as the titular 
heroes' capabilities to drastically 
alter the outcofl\e of battle make 
this much flashier than your stan­
dard strategy game. The fact that 
cities take a mere few turns to 
fully upgrade, provided you have 
the requisite funds, ensures that 
you spend a lot more of your 
time out exploring, adventur-
ing, and waging terrible wars of 
conquest than prancing around 
building libraries and parks. If 
this all sounds similar to the first 
four titles in the franchise, it's for 
good reason. Everything we've 
heard from Ubisoft and Nival 
indicates that Heroes V should 
be very similar in tone - a fact 
we couldn't be happier about. 

Beyond the obvious huge 
upgrades in presentation, Heroes 
V also offers a few key improve­
ments to the gameplay of previ• 
ous iterations. First is that units 
will have many more unique 
attacks tha don't follow the 
normal rules - for instance, Magi 
will shoot in a straigh line tha 
damages everything in ~ patti. 
This ought to spice up the strat­
egy o/ individual conflicts quite a 
bit. Also, each of the six factions 
wjll have aa:ess to a special abil­
ity, like the humans upgrading 
their troops or the wizards outfit­
ting their armies with mini-arti­
facts. With any luck, these tweaks 
will add up to a fantastio.time 
for PC gamers when the game 
launches in March. ■ ■ ■ 







• • • • • • • • ••• • • ••• • ···=··· • REVIEWS 
. : . • .. ! .. • •:. We Play The Crap So You Don't Have To 

Gauntlet: Seven Sorrows 

Our crack (or crackhead, we can 

never decide which) review team 

rates games in a number of cat­

egories to help you sort out the 

great from the stuff you'll hate. 

Most games are reviewed by 

two staff members, and you will 

find both their opinions on each 

review. To make things a little 

easier we have put together some 

definitions of what the numbers 

mean, what we look for in a 

game, and also a cheat sheet so 

the newbies can understand our 

advanced video game jargon. It is 

important to note that the Game 

of the Month is determined only 

by the main review score, not an 

average of the two opinions. 
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Ape Escape 3 Chibl-Robo 

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

Outstanding. A truly elite title that ,s nearly perfect ,n =rv way. This SCO<e is given 
out rarely and indicates a game that a,nnot be missed. 

Supero. Just shy of gaming nirvana, th,s score is a h,gh recommendation beCiluse 
the game reviewed is head-and-shouldefS above ,ts competition. 

Very Good. Innovative, but perhaps not the right choice 10< eveiyone. Th,s sco,e 
indicates that there are many good things to be had, but arguably so. 

Average. The game's features may wori<, but are nothing that= a,sual players 
haven't seen bef0<e. A decent game from beginning to end. 

Limrted Appeal. Although there may be fans of games receMng this = •• many will 
be left yearning f0< a more rewarding game experience. 

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

Bad Wiile some tl11ngs may woo as planned, the maJOnly of th,s trtle etther 
malfuncbons to varying degrees Of 11 is so dull that the game falls short as a whole. 

Painful If there is anything that's redeeming in a game of d1is a,liber, it's buried 
beneath agonizing gameplay and uneven execution in ,ts features 0< theme. 

Broken. Basically unplayable. This game ,s so ,nsuffioent ,n execution that any value 
would be derived ,n extremely small quantities, if at all. 

Gwah! It am hurt me brain. Me stoopid now. 

Operation Flashpoint Elite 

Devil May Cry 3: 
Dante's Awakening 
Special Edition 
When it first released last year, Devil 
May Cry 3 was a ruthlessly difficult 
game for hardened demon-hunt-
ing veterans. With the release of this 
special edition, more gamers can now 
experience what this amazing action 
title has to offer through new difficulty 
settings, extra features, and the oppor­
tunity to play as Dante's twin brother 
Vergil. This new character changes the 
way you think about Devil May Cry's 
stylish combat, and provides more than 
enough incentive to take another look 
at the adventure that returned Dante 
to grace. 

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

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

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

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

> Entertainment: Flat ou~ just how fun the game 1s to play. The 
most important factor in rating a game. 

> Replay Value 

Hip - You1I still be popping this game m five years from now. 

Moclentely High - Good for a long vdiile, but the thrills won't last 
forever. 

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

- ~ i.- -After finishing it. there's not much reason to give 
it a sec011d go. 

i.- - You'll quit playing before you complete the game. 



1 <~ bt: M ~l<t whtn tht: proVinc::t 
of Kht1 it lhtirs, II ls1 ti\~ 

1
-
11 Mothtf's blr1hpl•ul II SMUld 

Battles of Prince of Persia 
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Battlefield 2: Special Forces 
The most strategy-friendly online action game around just got deeper. 
Special Forces adds a host of new toys to the rich Battlefield 2 mix, 
and gives players even more tools to devise devious schemes to 
dispatch the enemy. Some of the greatest map design around helps 
to make Special Forces a worthy expansion to one of 2005's best PC 
t itles. 

For our _, readers, here is I glOSS1ry of terms i nd acronyms that commonly 1ppe1r In the 11111uine. 
Video 11rne vete,1115 should move ■long (these aren't the droids you ire looklns for). 

Cootentsuilable 
only for adults. 

1DIOI -A resolution speafiGaboo used for HOTY. 
1080 stands for resolution ol t920x1080 pi,<els. 
The ~• means !hat !he 0000 is bemg interlaced 

410p - PtogressiYe ~ tfls op(lor1 ('p'• 
progres,,,,e), creates a p,c:ture .,at wrth double 
the scan ines cl a CXll1YellbOnal interlaced 
p,aure, 480 (I • llltellaced), ID aeate a 
norireably sha,per image. The 480p image 
offeis ~ p,ct\Jre resofutioo and eliminates 
wtually all motJOn a,tJfaas Ula 640x480 pccel 
resolJtJonsetti,v 

nop - A resolution speafiGaboo used for HDTV. 
720p stands for resolution ol 1280c720 pi,<els. 
The "p' means !hat !he 0000 is in progressive 
formal 

action - A tern, we use for games like Dew IMf 
Oyand\leoMJfu.loe 

ad hoc - A type ol wireless oonneaion that 
amects you wrth other plaje,s ., yoor 
immediate oon,ty 

odvonbn - A tern, we use for garoos hke Myst 
and Escape From Monkey Island 

Al - Arofm lnteigence. Usualy used ID refer 
ID ho,, ...a the computer reaas ID a human 
opponent 

April Fools - Wiat people \,n() claimed the PS3 
l'«lUid come out 1n March wil feel hke v.hen April 
rols around 

bloom - An effect that ~mu~tes the soft, bfuned 
'/;<IN of bnght ligt,t reflecting off of surlaces 

boon! - A tern, we use for garoos h1<e Jeop,,rct,,I 
and Mano Party 

col ..... -A tednque used ID~ 30 
rendefed ot,,eas that reserrble hand-drav.n 

·-a,ls D - Efedronic Entenainment EJq,o. The world's 
~rgest """""11ion for 0000 games 

ftshtlnc - A tem1 we use for games ike Mortal 
ICoolbat and Dead or r,i,e 

tint-party - A game made by a ronsole 
manufacturei's internal development teams 
exdUSIVely for 115 own system 

FMV - Full Motol ~- Usualtf refe,s ID an 
aiwnated CG ClJt>Cene 

FPS - Frames Per Seccnd. How many arwnatJon 
frames h.,ppe,, n one sewnd. Also used ID 
denore Filsl.fffion Shooteis b1<e Halo, Doom, 
and GJQ ol Duly 
,,_ - The frames ol animatioo used ID 

create the ilusion ol rro,ement 
h......i -A game's menus and op(lor1S 
GM - Game Boy Advance 
c;c - Gameube 
HDIV-~ Defirutioo Teie,isior, 

lnfr-.mn - A type ol wireless oonneaion 
that uses the Internet ID connect wrth other 
piaje,s a,er long dlStances 

- -11Y""<!Wrtel5 l0p OOWll """'4 ike 
StarCtalt or Baku's Gate: Dari< Alana, 

ISP - lntemel 5eMce Prowler. The <Xlf!1)ilny that 
prowles you wrth access ID the lntemel 

]aates - Graphical hnes that are jagged v.hen 
they should be strai&ht 

LAN - Local hea Netv,Q\:, Connecq "'"""""5 
or ccnsdes ~ w,1!w, a smal space ID 
alow - ~ them PnMdes 
fas1, ~multaneous gameplay 

MMO - Massively Multiplayer Onnne. Usualy 
applied to roie-f,lay,ng b1les. we use tfls tem1 for 
games wrth persistent muitHJser rile ...ids 
Ike E-.eQuest and World ol IYaroaft 

- blur - l'tmlllm f@mes lob, an obtect 
ID gr,,e the impression ol realistx: speed 

-"'"' mappins - A graphical tedmique., 
v.!llch a lj.res skin containing 30 lllformabOO, 
""""""'by~reftecnngolfthesooacr_~ 
~ around a k,,,,res model 

NPC - Nor>f'layer O>aracler. Those people 
and aeatures you see wandenng arotnd 
in games that are not bein1 ccntroled by actual 
1-<Jmans 

plltide llhm - Thongs ilte smoke or sparl<s 
created m rea\.bme 

plallorm-A term we use for games ice 5q>er 
Mano and Crash Bandiooot 

,.,... - \\llen ot,,eas onsaeen sudderiy 
appear, t)1llCaly due ID poor draw <istance 

PSl -Sonyl'laySta1JOn2 
punlo - A term we use for sames tike Tetns and 

Puyo Pop 
,-. - A tern, we use for games ilte Gran 

Tunsnno and Mano Kart 
RPC - ~Game.A game that IIMlM5 

cha!aaer l~t ~ ooleaing and 
spendi,v pants. A tern, we use for games Ike 
Fml Fantasy and Xenosaga 

...,_ - A term we use fer games like lkaruga 
andGoous 
~ -A term we use fer games fi<e 

Madden NFl 
m-,y- A term we use for games fi<e La 

Pua!le and Front Mission 
tltlnl-porty - Somedq made fcr a ronsole by a 

"'""""11' other than the ronsole manufactlRr 
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PLAYSTATION 2 I XBOX 

Gauntlet: Seven Sorrows 
> STYLE I TO 4-P!.AYER ACTION (UP TO 4-PlAYER VIA PS2 ONLINE OR XBOX LIVE)> PIJBUSHER MIDWAY 

> DEVELOPEII MIDWAY HOME ENTERTAINMENT> IIEUASE DECEMBER 12 > ESU T 

LOWEST COMMON DENOMINATOR 

I guess it isn't broken. But 
Gauntlet: Seven Sorrows passes 
the threshold of 'functional" by 
minimizing every bullet point on 

its feature list; dumbing each down 
to the barest sliver of an idea. The 
exception is the game's one notable 
feat - onhne, cooperative multiplayer. 
This, I am delighted to say, works 
swimmingly and lets four fnends 
wade through the rest of the game's 
mediocrity in a pack, instead of as sad 
little islands. 

Other than that there are levels 
with grand variety, multiple dif-
ficulty options, character upgrades, 
and selectable special moves. That 
sounds like a lot right? Well, the half 
dozen stages sure do look different 
from each other, but each functions 
in exactly the same truncated and 
linear way. The game can easily be 
beaten on the normal difficulty level 
in under five hours, and adding more 
players seems to have no effect on 
the number of enemies or their Al. 
In addition, after beating it with one 
character, that fighters accumulated 
upgrades make the Impossible 
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difficulty level essentially equal to 
a new character on Normal, and 
customizing a character is even less 
challenging. 'Mien a special chest is 
opened, everyone playing gets an 
upgrade point that makes your gear 
just plain better. There is no choice in 
what way, nor in hov,, it looks - each 
character has a tree of increasingly 
hardcore equipment skins that play­
ers will rarely see, as the game never 
affords much of a vantage point on 
your own fighter. All available special 
moves will be purchased within three 
hours and, although I played through 
it twice, it doesn't appear that more 
shov,, up anytime. 

'Mlile the game is breezily enjoy­
able, like watching Die Hard tor the 
eighth time, the pleasure it dumps 
in front of gamers is composed 
entirely of nostalgia and the company 
of good friends. I guess that Seven 
Sorrows doesn't get in the way of 
you having a decent time, which 
if one were being kind, would be 
a second feat achieved ... but just 
barely.-USA 

BOTTOM 6 25 
LINE o 

> C--,t: Try to revitalize lhe 
classic hack n' slash franchise by 
doing lhe exactly what lhe old 
games dtd 
> Cinpllks: Linear level design 
doesn't really offef much for 
looks, although each of the short 
stages has a d1ffefent style 

> 5claad: Classic. cheesy 
VOKeoYer dude ~ a great touch, 
but the rest ~ geneflC fantasy 

> Pllyalllly: You hack .... you 
slash ... you do lrttle else 

> EMen I n 111: Seven 
Sorrow's greatest assets are )'OUI 
nostalgia and your friends 

> Replay Vllue: Modefate 

Second Opinion 6. 7S 

This series is a byword for 
the bland of mincless ro-op 
action that it Slal1l!d bad in 
the arcades 20 years ago. lll4 
you don' have to go bad 
that far to see tlis game's 
immediate in&iences. Seven 
Sorrows feels like a mediocre 
action title from five years 
ago - complete Wdh a bad 
sto,y, forgettable bos5 battles 
and enemies, litde charac-
ter de\lelopmenl. and basic 
action sameplay. Toils aedt 
this tile doesn1 Sland in the 
way of those 'Ml() want to get 
together \Wh some friends 
and spend a rainy afternoon 
Wdh a brcMler lhat requires 
a modiaJn of tearrMot. K 
that doesn' sound like much 
fun, remember lhat yo,.Jve 
done 5tl4)ider lhings Wdh 
)'OlJr friend!;, like lhat time 
you and 'IQJI buds tried 
to see 'M10 could stuff the 
most mirn ma~malkMs up 
their nose.-KATO 

PLAYSTATION 21 XBOX 

America's Army: Rise of a Soldier 
> STYLE I-PLAYER ACTION (UPTO 16-PlAYER VIA PS2 ONLINE OR XBOX LIVE) 
> PUBLISHER UBISOFT > DMLOPER SECRET LEVEL > RELEASE NOVEMBER 15 ()(BOX), 
JANUARY 17 (PS2) > ESRB T 

MAJOR MALFUNCTION 

W 
ith the Armys new aggressive com­
mercials airing on 1Y, this game is one 
advertisement that doesn't work. If 
anything, it's less an Army recruiting 

tool and more a deterrent. Hell, maybe you'll even 
be so dissuaded as to go join the Navy instead. The 
Village People have always said they are looking for 
new seamen. As a game, Rise of a Soldier is a poor 
first-person shooter that is not only behind the times 
for the genre, but also one that confines players in a 
way that your normal FPS fan might not like. 

Although you learn basic Army tactics such as the 
importance of maintaining squad groupings and 
following orders, the title is structured like a normal 
FPS, where you are more prone to act like a one­
man killing machine. However, that's not tolerated 
in this game, and I understand that The problem is 
that the game does not effectively bridge the gap 
between being an FPS and a strategy game like Full 
Spectrum Warrior - which follows similar military 
rules to much-better results. For instance, in an 
attempt to bind you to your squad, the game sends 
you from checkpoint to checkpoint via obnoxious 
icons. These make the game feel like you're collect­
ing coins in an out-of-date platformer. On the FPS 
side of things, the action simply never feels that 
exciting as generic situations pop up and you mow 
down brain-dead enemies. 

On a positive note, I do like how the game is 
structured. You get to try your hand at several roles, 
whether it's as a rifleman or sniper, and the points 
you get to pour into your skill set correspond nicely 
to your growth as a soldier. Despite earning some 
acclaim for the game's adventures on the PC, 
America's Army is a title that is not only behind the 
times, but it's buggy and not very much fun to play. 
In fact I'd rather be labeled a traitor and take my 
chances with a stint in Gitmo Prison than undergo 
more of this torture.-KATO 

BOTTOM 6 5 
LINE • 

> Concept: Step into lhe 
bools of various soldier roles in 
America'SNrfr/ 

> Graphics: Like the ham 
and gravy they Sefve up in lhe 
mess hall, th~ ~ a pretty bland 
concoction 

> Sound: There ~ some 
dialogue here and there, but 
the sergeant doesn't like a lot of 
unnecessary chattef in h~ squad 

> Playability: Crouch com­
mands can be stupidly unre­
sponsive and the Al ~n't great 

> Entertainment: Full 
Spectrum Warrior presents mii­
tary doctrine much, much bettef 

> Replay Value: Moderate 

Second Opinion 7.2S 

Despite lhe butt meta~filfed 
commefcials, a game whose 
sole goal is to be as close to 
being 111 the real U.S. MTfl 
isn1 quite as fun as a fiction­
alized act10o ooe like Cdl1 of 
Duly. However, I still have to 
give Rise of a Soldier points 
for its outs1anding realism, 
VtflCli really does lend a 
ce!lain inmediacy to the 
missions. Also, the single­
player campaign's melhod 
of rewarding you with skiU 
points for compleling objec­
tives and follcM;ng orders as 
a nice incentive to do wel, 
rather lhan Just <J8f alive. 
Rough edges plague most 
areas of !he pne. ~­
Controls can be unrespon­
sive at times, Al tends to 
be rathef lacking and the 
occasional bug will fo«:e a 
mission restart The total 
lad: ol player freedom is a 
drag, too - even U does 
acrurately portray being in 
the Mrfl.-ADAM 



PLAYSTATION 21 XBOX 

Winning Eleven 9 
> STYLE I TO &-PLAYER SPORTS (PS2), I OR 2-PIAYER ()(BOX) (2-PIAYER VIA PS2 ONLINE OR XBOX LM) 
> PUBLISHER KONM1I > DMlOPER KONM1I > RELEASE FEBRUARY 7 > ESRB E 

ANOTHER YEAR OLDER 

T 
his venerable franchise 
didn't do a whole lot to 
change itself last year, 
and despite the addi­

tion of online play for Winning 
Eleven 9, this new title in the 
series is moving forward at a 
snail's pace. Make no mistake, 
however. This game is still the 
best soccer title out there bar 
none, delivering gameplay that 
rivals the fancy footwork and 
imagination of those who play 
the sport in real life. 

It's easy to point to this 
game's bla~ graphics and see 
that as an obvious area upon 
which this game can improve, 
but one aspect in which it is 
falling behind in is in player 
movement Although you can 
certainly use the left analog 
stick to move, it feels a little 
stiff when you're dribbling. I 
would love for this series to 
tum that comer and deliver 
true analog movement so 
this game could open up with 
even more possibilities. WE 9 
actually gives you some new 
trapping options, which can 
help you shake a marker, but 
as this series goes on and the 

list of commands mapped to 
an already crowded controller 
grows, I wonder if some of 
the intuitive play and grace 
are lost Speaking of fluidity, 
the aggression of Al play-
ers has been increased, and 
you'll notice that you can be 
bumped off the ball more, cre­
ating increased play stoppages. 
These may be realistic, but 
they cut into play too often. 
Your guys can also be a little 
timid in challenging for head­
ers and receiving passes. 

Another area that I feel 
needs an update 1s the Master 
League. Although it offers 
some player progression depth 
0ncluding some tweaks this 
year), the format is boringly 
menu-driven and a bit dry con­
sidering how sports games are 
offering career formats imbued 
with a little more imagination. 
All told, Winning Eleven 9 is 
still a very well-honed title that 
never fails to get my blood 
going. but I think a jump to 
next-gen for the series could 
be just the boost that this fran­
chise needs.-KATO 

BOTTOM 8 5 LINE ■ 

> Concept Onltt play has 
been added, but this 5elleS has 
pla1eaued 

> Gnphk:s: It's high ~me for 
this game 10 updaie its bland 
g,aphocs or go to next-gen 
> Sound: Speaijng of things 
that don't CNngt, the commen­
l&y and menu roosoc 111e the 
sameasever 
> Pllylbllity: A few new 
cootrols 111e added to the already 
~ ~ 
> EnlfflllffllMII Stil the best 
soccer game~ there for lll'r/ 
system, but this lranchtse ~ start· 
111810 coast 

> Replay Valut: Moderately 
High 

Second Opinion 8.5 

Thele's a fOW1185Pi ocxur­
ring in lhe two major fran­
chises dwleo pme soaer. 
FIFA <Xll1lnles lo loot ll1CI 
5CllflCI beaer,whlesinula­
neoustf pq IIIOlt player 
trienct(. ~ Vt1rwq 
EIMrlllkbmlectfbqs 
players thet111Rdlde 
erpenenct. ll1CI Mm ys 
ollffl - oornplicaled ll1CI 
preastconlrOls.l'sallend 
flal15aluldanltfdelfin 
bolh sames dis vear, 111C1 
yow d1oice ol which lo pllr 
~bep,ned~IIIO!e 
lacm.lhecleeplllCliMJw. 
ill pllyol~ EIMrl9 
shows oll some pll anma­
lions and lhe same stelar 
bll (di)! d enr wr-
510r6. IMCM!lllllisulls and 
lhe Clllll1leltalDr cips ft 
starting lo ieel lNe' so!lijllly 
behind lhelimes. v.hlhs' 
Pl~~moneylo 
Konarni or EA al dis poit 
isreallyamardPffll)llil 
prelerenc!.-III.LEII 

PLAYSTATION 2 I GAMECUBE 

Mega Man X Collection 
> STYU 1-l'IAl'ER ACTION > PUIUSID CAl'COM > IIEVBOPB CAl'COM > IELEASE JANIJAAV 10 > ESII E 

I 

A ROBOT FOR EVERY OCCASION 

I leamed two things while 
playing Mega Man X 
Collection. Firs~ I still 
totally rock at hunting 

Mavericks with erther X or 
Zero. Second, nobody can 
port an old franchise to new 
hardware like Capcom. On 
erther PS2 or 'Cube, this is 
literally a perfect translation 
of the first SIX Mega Man X 
titles (and Mega Man Battle 
& Clase, which nobody 
cares about). 

But for the controller in 
my hand (and, thankfully, 
a save feature on the older 
games that didn't have one) I 
could've sworn I was playing 
the originals - and believe 
me, I played those originals 
a lot And, unlike so many 
early games, these are still 
pretty fun. Anyone who hasn't 
had a chance to check out 
these classics would be well 
served by gMng them a whirl. 
The combination of light-

mng-paced platforming. cool 
boss fights, and the various 
upgrade systems makes for a 
great time. 

Of course, the problems of 
the franchise are all the more 
apparent with the intervening 
years of game design evolu­
tion. Some levels feature tasks 
that are nearly impossible 
to pull off without a specific 
upgrade, and as always, the 
boss fights are trivialized if you 
have the weapon that he's 
weak against Furthermore, 
the level of qualrty IS wildly 
erratic throughout the whole 
series. XS and XG are prime 
examples - some levels and 
bosses are flat-out brillian~ 
while others are needlessly 
frustrating and stupid. If you 
can put up with a few out· 
dated dich~ and the occa­
sional 1mtation, though, this 
collection has a lot of prime 
gaming packed onto the 
disc.-ADAM 

BOTTOM 8 
LINE 

> C--,t Cram al Sil Mega 
Man X tides from the SNES 
and PSone eras onto a new, 
slw,ydisc 

>Gnfliks: ~ .old20 
YISU,l(s hold up 5Upl1SIOgf-f 
well - frankly, It's probably a 
f)Od liq that we Qn't 1ee Split 
Mushroom 11 ~ er~ 

>s-M: Asal,,,ays.Mega 
Man"s llftS M the gamut horn 
awesome to hllanou!ly corny 

>~Yep.the 
GameOile's <I-pad Sli boles. 
Other 1han 1hat. everyth,ng 
'M)l\speriealy 

> Ear f C Even wch 
al of 11S ups and doY,ns, the X 
senes was undeMbly one of 
the better side-sooUmg ac1Jor1 
franchises of IIS day GeltJng 
~Wll',ffl!OOSofthe 
first Sil games on a single disc ~ 
a hel of a deal 

>....., VIia: Moderately 
~ 

Second Opinion 8.25 ,....., ......... 
1111x...--deipd 
...... puld .. lobe'81) 
dmsfarllllllllll.-,s. 
-.fledlllq!dont 
m hm I llllllll10lh. 111e 
~dollnpiwiltakr 
from hal. dozen is down­
.. ~ l.udit. sane 
pmllpillernlllffllOlla­
ltonlS alt laR5 lo bleat 
h1ll9l "'chalqenl 
ci!aMl" lhe phenomenal 
lllllleS lllllemellll. 1lis a,1-
lmian .. al lhe masoclis1ic 
fa11meds, evl!II ii the lldt of 
l!llmf inleresq edraS 
dosl'ldler~ 
pi~ Dm'beued 
-,~lhedlaiy­
~p!lffi 
shcdd Clll1lid!r these. rile 
c:1.-._-III.LEII 
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This aa,ne is sm1ar to last 
year's MVP, ~ 1he pro 
players have been replaced 
by no-name oolege kids 
Wllh less ski. That means 
more erroo nl ~ Wllh 
wooe amil problems than 
a Depends ClJIM!nion. The 
Sffl5' new analog Mlllginl 
lfwowing are good adcilions, 
nl are wol1h cliecblg OIL 
I realy lite the baalig. bti 
lfwowing wilh the analog Slict 
can cause some problems as 
)QI 1hrow IO the wrong base 
or the aa,ne m1luses '/IU 
de!elSNedNeamnand in 
1he infield tor a 1hrow Ill Ii& 
Oespile these new leiues. 
this aa,ne is !B1rC 10 show 
ils age. as play8s SIi 11.we 
problemschqilghlions 
nl rinalions can Me'/IU 
aclions more than '/IU con­
Imler does.-l(Al{) 

PLAYSTATION 2 I XBOX 

50 Cent: Bulletproof 
> STYU 1-l'l.AYER ACTION> PUBLISHER IIMNDI UNIVERSAL > DMLOPER GENUINE GAMES 
> RELEASE NOVEMBER 18 > ESRB M 

JUST ANOTHER WANKSTA 

D 
amn the haters, I like 
50 Cent Sure, he's 
not as ' lyrical" as the 
Internet's underground 

nerd-rap icons, but I'll take his 
louche, lazy charm and mean 
wit over some liberal arts major 
thesaurus abuser any day of 
the week. Plus, arguing with 
the sleek, air-conditioned beats 
of ' In Da Club" and "Stunt 
IO 1 • is like trying to tell Mount 
Rushmore it's not impressive -
they're just awesome and 
huge, and that's a fact. Sure, 
he's pretty much got nothing 
to say, but he makes nothing 
sound cool. 

If only his game were as 
flawless. Sometimes, nothing 
is just nothing. All style and 
no substance can only go so 
far, and developer Genuine 
Games has failed to deliver a 
game that is able to stand on 
its own two feel For casual or 
non-fans of 50 Cent there's 
no element of this game that 
you haven't played in better 
form dozens of times before. 
It's essentially a mix of third­
person gunners like Max Payne 
or Dead to Rights - each level 
consists of little more than 

running down corridors and 
rooms, shooting down every 
enemy in sigh~ and then going 
through the door or passage to 
the next section. Compounding 
the problem is the fact that the 
basic combat just isn't very fun. 
'Miether the aim assist is on or 
off, targeting is wretched; your 
reticle moves so terribly slowly 
that it's almost impossible to 
keep a bead on the surprisingly 
swift and canny enemies. If 
your level designs are noth-
ing more than 30 versions of 
Hogan's Alley, you better make 
damn sure that the actual 
shooting is enjoyable to the 
player. Bulletproof doesn\ and 
fails as a result 

However, if you think of this 
as a soundtrack and video 
collection with a bonus game 
attached to it it's not a bad 
buy for fans. There are a 
ton of great tracks by all the 
members of G-Unit and over a 
dozen music videos. It's really 
impressive. 'Miether you can 
stand playing the game long 
enough to unlock them all, 
well, that's another question 
altogether.-MATT 

BOTTOM 6 
LINE 

> Concopt: A banal shoot 'em 
up stamng the wolld's most 
popular rapper 

> Graphics: While lhe environ• 
menlS are bland, the character 
models and ClJ1SCene5 are 
well done 
> Sound: A lreasiue lrove for 
fans. lealunng btg hits by SO 
and the v.l1ole of G-Uni~ plus a 
wealth of new exdusive !racks 
and bealS by Sha Money XL 

> Playability: The Max Payne 
conlrol scheme goes horribly 
-, with Bul\elploofs poor 
targeting and camera 

> Entertainment: Unless you 
Ii-le for everything 50 Cent does, 
this game will prove unsat~ng 

> Replay Value: Low 

Second Opinion S 

Al lor1hmming releases need 
10 adopt Btjetprool's concept 
ol ~ walels to unlock 
borus malerial. Sadt a quar­
lerbadt in Madden. 5191 his 
Wlllel. Slay a map, in Final 
Fnasy. 5tMJ)e ils Visa. As 
strange ol a sensation as ii is 
10 pkrige your hands into 1he 
bloockoaked pockets ol your 
aaadffl.1his aa,ne ""'5 )QI 
P>dreasonl01ootl!Yt!l)OO' 
ihal raises a gm aaainst you. 
The cash that~ aaJIR 
can be used 1D pwchase an 
inaediitf generous am0ll1I 
ol borus lrads nl videos 
flom bolh 50 Cent nl G­
Lnl. The bad news is that 
)QI acbJatf hM! IO play1his 
~shlmr 
IOgetlhem.Skcgish~ 
aq,ledwilleveldesifls 
that are assndy ii the 1111-
rq tor the most gem ol 
dlisgeieralion•~ 
want IO sd 1his aa,ne 10 a 
friend for 50 cenls Mhil 
nirues ol piding up the 
mnlroler.-RBNER 
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PLAYSTATION 2 

Devil May Cry 3: Dante's 
Awakening Special Edition 
> STYU I-Pt.AYER ACTION > PUBLISHER CAPCOM > D£VELOPER CAPCOM > REI.EASE JANUARY 26 > ESRB M 

VERGIL'S ODYSSEY 

T 
he mark of a great last boss is when playeis 
can look at their maxed-out, unstoppable jug­
gernaut of a hero, then glance at the final foe 
and still wish that they could switch places. 

Of course, Dante is no slouch, but the confrontation 
with his katana-wielding brother Vergil at the end of 
DMC 3 is the only time he has ever paled in com­
parison to an opponent Now, with the release of 
this special edition, Dante's demonic kin is no longer 
confined to pivotal boss battles; he's unleashed as a 
fully playable character, and brings a whole new 
dimension to this already amazing game. 

Far more than a new skin for the same action, 
playing as Vergil drastically alters the way you 
approach Devil May Ciy. 'Mlile many of the 
basic commands remain the same, you'll 

"Playing as Vergil 
drastically alters 
the way you 
approach Devil 
May Cry" 

106 GAME INFORMER 

need to re-calibrate your style of play to 
adjust to Vergir s array of unique attacks. 
For instance, guns are out of the pic­
ture now. He has phantom swords for 
ranged attacks, but the real focus is on 
mobility and fancy swordsmanship. He 
uses the Darkslayer style ( as opposed 
to the five styles at Dante's disposa~. 
which allows him to instantly teleport 
to enemies to keep the carnage flow­

ing. 'Mlile this makes him slightly 
less versatile than Dante, he gains 

some ground by having all three 
of his weapons (katana, gauntlets, 

and dual blades) available to 
him at all times. 

The only twinge of disappointment you'll 
feel as you mow through the hordes of 
demons is when you realize that barely any 

new material was added to accommo-
date Vergil. Apart from a new prologue, 

none of the cutscenes are shown, and 
Dante isn't even substiMed in during 

the brothers' key battles - it's just Vergil 
versus Vergil. Lastly, to even access 

this fantastic new character, you 
need to either beat the special 

edition (which is a more realistic 
goal thanks to retooled diffirulty 

levels) or have dear data from the original DMC 3 
release. But it's worth it 

k. someone who has been burned by several 
"special editions• that don't offer anything special 
(why is there a director's cut of Elektra!), I love 
how this release made me want to play through 
the entire game all over again. A turbo option, the 
Blood Palace challenge, and a series of boss fights 
against Jester round out an array of great new 
additions. Plus, if you missed the train the first time 
around, this edition's $20 price point means that 
it's the perfect opportunity to hitch a ride to Hell 
and back.-JOE 

BOTTOM 9 
LINE 

> Conctpt: The soos of Sparda 
cross blades again in a fully­
loaded special edition 

> Graphics: Jestel's added battle 
effects are hilarious, whether he's 
spanking himself or bleeding 
confetti 

> Sound: Veripl doesn'I S}ff 

much, which ~ an impra...ement 
over Dante's lame party-<!udery 

> Playability: The new moves 
are great but the problematic 
camera angles ace stiH a persis­
tent problem 

> Entertainment A more man­
ageable difficulty means that more 
people can enjoy the stylM com­
bat, but the hardcore set l>ll stil 
find near~ challenges 

> Replay Value: High 

Second Opinion 9 

Scnieoneal Capcom llllSI 
have 5IUrnbled upon Peler 
Jackson's seaet notes for 
"'MlyS to brirupl llelds." 
Nol only does ffTf ow col­
ledion consisl d IWO cil-
tereri vfflions d eadl TIit 
Lord ri the Rings film. Yve 
just recently added a second 
CllP'f of Re!iclenl Ew 4 to 
ffTf wleo game li>rary. Now, 
I md myself ClllJlting the 
days until I can purdiase a 
second CllP'f d Dew May 
Cly 3. The inclusion of 
Dlnle's llllin brolher Vergil 
IS a pla,iable character is 
rmscinen01¥1forfansto 
1Mi11hisamazins acM!ll­
ue. Fiom liml8 lis brolh­
ei's ass ID~~ ass 
period. Vergil is a pldlcier« 
llling macline that~ 
c11 ming new st)1e to the 
fri¥feoplewho51rupd 
will DMC3'spjngdiffi­
aiylewl wl also gel~ 
thing CM d 1his release. 
The new Gold Orb continue 
systl!rn illCI ~ di-
-~ padydlj Jlis 
pne's razor4'arp edge 
Regarll5ofhow)QI 
approad1 this release. )QI 
gdla plav il--REINER 



PLAYSTATION 2 

Wild Arms 4 
> STYLE I-Pl.AYER ROLE-PI.AYlNG GAME > PUBLISHER XSEED GAMES > DMLOPER MEDIA 
VISION > REI.EASE JANUARY 10 > ESRB T 

COME BACK, SHANE! 

W 
hether you call them drifters, dream 
chasers, or treasure hunters, anyone 
who has played an RPG in the last 
10 years is familiar with the notion 

of the wandering warrior-for-hire. The Wild Arms 
series has made excellent use of this motif in the 
past. and the fourth installment is no exception. 
However, even with this and other familiar themes 
in place, Wild Arms 4 cuts ties with many old tradi­
tions - and still ends up where it started. 

It may upset die-hard fans, but I rejoiced to 
see that the insipid overworld search feature has 
been axed, and the random battle evasion has 
been replaced with an entirely new mechanic. The 
only thing I was sony to see go was the western 
setting. The world of Filgaia definitely has a more 
modem and sci-fi look this time around; even 
though you won't see any lonesome cowboys, 
there are still plenty of great characters that drive 
the story forward. The heroes are all likeable 
(though predictable), and the outlandish cast 
of villains is reminiscent of Metal Gear Solid's 
Foxhound unit; each foe has a superhuman ability 
that your party must confront in combat 

Unfortunately, these fights (like every battle 
in Wild Arms 4) fall short of their potential. Just 
because the battles take place on a hexagonal grid 
doesn't automatically make them strategic. Wild 
Arms 4 does have some cool buff and debuff 
options, but the system isn't very deep or intricate 
and it relies too heavily on chance. It is functional, 
since it allows you to kill a bunch of monsters, but 
it never really succeeds at being interesting. In fact, 
this is pretty much par for the Wild Arms 4 course, 
as it consistently provides innovations for the 
series but nothing to distinguish it among its other 
RPG peers.- 10£ 

BOTTOM 7 5 
LINE ■ 

> Concopt: D,tch the things that 
have been holding back Wild 
Arms while fastening some new 
shackles 
> Graphics: The characten loof< 
alrighl but the environments 
have a tragic case of the uglies 

> Sound: The<e isn't much spo­
ken dialogue, but since the \IOICC 
act0!5 are 1erribfy annoying, 
that's probably lo, the best 

> Playlbility: A good Vaoetf 
of styles, with side-5oofhng and 
puzzles m~ed in with standard 
e,ploratlOll 

> EntfftlinlMllt It's a pretty 
rewarding game d you can bully 
through the fi~ several hours 

> Ropl,y Value: Moderate 

Second Opinion 7.5 

Alter the n!C!RI debacle thal 
-Mtsc.ode F, l woud be 
ees,lor fans of Wtld Arms 
ID disaut this newest enlly 
entirett-BIi, n!5I aS5lred. 
Wtld Arms 4 is a 51ep ii the 
ri;tchlionlolthefm. 
clise, and a p1111y compel­
q Rl'Ci 1D bool r151;a,ice 
Cl!lllfftisn, pig ID atnCI 
.,, new~ as the tech 
is decidedy behind the times 
LucUv, the lfllly, characteis, 
and hex-based 5lralegy-1lte 
baale sysll!nl are al reason­
ably CDOI. Dialogue and 
~ ar, heavily anime 
infused. feeling childlike and 
sly at one momenl. then 
wiTI and bizarre the next 
Sinple puzzles. consistent 
customizallon options, and 
even some brief side-icrcling 
se!lions break up the norm. and , _ surprised how 
much I liked the brief shills 
out al normal genre C00\11!11-
lions. ll's haro for me to see 
this appealing to a broad vari­
~ of players. but RPG faith­
ful coud do a lot worse lhan 
taking a look.-MlllER 

PLAYSTATION 2 

Ape Escape 3 
> STYLE I-Pl.AYER ACTION > PU8US1tU SONY COMPUTER ENTERTAINMENT AMERICA> DEVB.0PEJI SONY COMPUTER 
ENTERTAINMENT JAPAN > IIUASE JANUARY 17 > ESB E 

NO MORE MONKEY BUSINESS 

I n a way, Ape Escape 3 seems 
like an apology from Sony. "IN. e're 
sorry that the last game was so 
bad that we refused to publish 

rt in Arnenca. We're sony that we 
thought that this series was better 
suited for Mario Party-like minigames. 
We're sony that the most fun you've 
had from this franchise recently was 
in Metal Gear Solid 3. Please accept 
this game as our sincerest apology.' 
For all intents and purposes, this is 
Ape Escape 2. This is the sequel that 
people have been impatiently swing­
ing from the trees for since the origi­
nal game released in 1999. 

As it should be, Ape Escape 3 rs all 
about hunting and capturing ... er ... 
violently capturing ... those elusive 
simians. This time around, however, 
smacking an ape in the face wtth 

and even the dancing prowess of 
a genie (apparently they lrke to get 
down). To counter your new found 
migh~ the apes also possess differ­
ent powers, which usually tie into 
the hilarious and amazingly crafted 
mOVJe-themed stages. In a level 
rnsptred by Star IM:lrs, you'll run into 
primates wielding laser guns, and 
even a little bugger that is weanng a 
black helmet and cape. 

As you can probably gather, thrs 
game rs downright hilanous, rarely 
offering a moment where you won't 
have a smile on your face. It's a 
spmted throwback to the glory days 
of platformers, a nme where this 
genre could just be wacky and fun, 
and didn't need troubled protagonists 
and guns. Now we just need Sony to 
bnng us another Tomba.-REINER 

the stunclub will most likely 
just agitate them. These little 
flea-eaters will get so worked 
up that they might just steal 
your stunclub or net. In a twis~ 

-r .4t .. .. 
if they can get the netting on 
you, you'll warp back to the hub 
world - which means that you 
have to work your way through 
the entire level again. One of 
my most embarassing moments 
as a gamer is getting bested by 
an ape that is wearing a helme~ 
or worse, pink bunny ears. 

Of course, you can always 
use a different weapon, like the 
slingsho~ to give you an edge. 
If that doesn't work, Sony has 
granted players the ability to 
transform. By no means will 
you pack as much firepower as 
Optimus Pnme, but you will be 
able to call upon the six-shoot­
ers of a cowboy, the steel of a 
knighi the acrobatics of a ninja, 

■ If you c.an beat this 
minigame, you'll be t reated 
to a scene featuring Snake 

--·~ 

.. 

■ The ability to transform 
offers great new outlell for 

:rt combat 

/ . \ ~--. ~ • • y~. '\ ..... ,_ 

.. • ... ~ 
,. ' . .. 

l ·'-.., 

BOTTOM 8 75 LINE ■ 

>C--,t:Atrue5UW5SOlto 
the qoal A,>e &ape that refar>­
cles the <Im: ~wclwl a 
hianous new adverue 
>c:n,llla: ladq11thelilllt 
delais. lM wondemjy c.olornA 
and loaded Wlh hQious ape 
deig,ls 

>S.-.:Salt,daymonq 
car1oon dlalogueWlh a l'5WI! and 
memooble score 
> ,...ay: Th!neigenced 
the apes has~ 'IJ'6lf Tl1' 
abiity to transfo,m adds~ 
needed layers to the CDf1'0II 

> Ea& I I Rootify 12 
hcus 11 length and loaded Wlh 
gre,11 inooables such as a spod 
ooMelalC-Sofld5 

>....., ,,.., Moderattly 
H~ 

Second Opinron 8. 75 

Mr.rahll-laled~ 
(Ape £scape 2), a hall-baked 
·party" 811"' (Ape Escape: 
1'11-.d and Prined), and 
a hal-asrsed PSP port (1,pe 
Escape· On lhe Loose), rd 
~ to fear thal one of my 
favonte ganes al al llmt 
YiOOid never have a MX11r,­
successor Thanl: C,od for 
Ape Escape 3. 'M111 lffll)IOlled 
vruils, great leYel ~ 
and a new Morph system 
that helps freshen up lhe 
•ead'f-briliant all-analog 
control scheme, tl1IS game 
defines eveylhilg thal's 
~ about okHd1ool 30 
platforming. K yoo've never 
played the PSone ons,rial. 
cons,der tl1IS mandatory 
11's got~ eanieplay ii 
spades, and a wady sense 
al humor thal wil wel serve 
tans a1 sames like Katamari 
Damacy.-MATT 
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GAMECUBE 

Chibi-Robo 
> STYlE 1-PIA\'1:R ADVENTURE > PUBLISHER NINTENDO > DEVELOPER SKIP 

> REl.£\SE FEBRUARY 6 > ESRB E 

WANT TO PLAY A MEAN JOKE ON YOUR KIDS? 
BUY THEM THIS GAME! 

I i
magine that a lot of young gamers 
out there have to do chores like 
picking up garbage and deaning 
floors before they can play any 

games. How many of those kids are 
going to rush through those chores to 
excitedly fire up a game about pick-
ing up garbage and washing floors? 
Make no mistake, that is exactly what 
Chibi-Robo is: a game about deaning 
up after a family of lazy, messy people. 
Get ready for a career in the service 
industry, kids! 

Sure, the Chibi-Robo character is cute 
and the premise is quirky, but being 
cute and quirky isn't the same as being 
fun, and let's be absolutely clear about 
one thing: this game is not a damn 
bit of fun. It becomes mildly bearable 
later in the game, when the focus shifts 
slightly from cleaning to helping Chibi's 
family, the Sandersons, with their prob­
lems, but you have to suffer through 
many hours of tedious busywork to get 
to that point The fact that you're con­
stantly recharging Chibi and returning 
to his "Chibi-House• every five minutes 
doesn't help anything either. Travelling 

across the Sanderson household eats 
up half your day, leaving you mere 
minutes to explore the further-out 
reaches of the house. 

You can find some items that extend 
the length of the day, but the longer 
I spent in the Sanderson house, the 
less appealing I found it. Despite its 
look, Chibi-Robo is not a platformer, 
but more of a 3 D adventure game 
comprised entirely of fetch-quests 
and repetitive menial labor. Navigating 
stacks of books to retrieve Frog Rings 
for an emotionally-stunted eight-year 
old (with stops to pick up candy wrap­
pers) may sound like fun to some 
people, but certainly not to me. 

I'm fully aware that my thoughts on 
this game are going to earn me a ton 
of angry hate mail from people who 
daim that I just don't get this title's 
true appeal. Well, I have a message 
for them: Look beyond the "cute and 
quirky' facade of this game to see it 
for what it truly is - a dreary, joyless 
piece of junk that shamelessly tries 
to get kids to believe that cleaning is 
fun.-JEREMY 

BOTTOM 5 
LINE 

> Concept: Pia up lazy people's 
crap and scrub S1ains in the carpet! 
It's like Cinderella the game. except 
nothing good ever happens 

> Graphics: Some might call them 
"rute· and "funny." I call them 
"ugly" and 'dated" 

> Sound: Garbled mumbling 
passes as speed,, and the music ~ 
barely noticeable 
> Playability: Can you press the 
big green button? You're CO'lefed 

> Enteruinment Things that 
aren't fun in real l~e aren't fun 
in games either, no matter how 
"unique" it~ 
> Roplay V1lut: low 

Second Opinion 6 

Thert's a dlam in Clli>i­
Rllbo's ~ and a 
dil1i1CI leelingol usefl. 
ness as you guide the wee 
robot aroood the floor, pid­
ing up lraSh. Then.,, ils 
selkleslruclivecameraand 
monolonous gameplay flat­
ten brain aCIMly like a swift 
blow to the he.id. That's 1101 
Mil bringing up the cisuf>. 
ing famiyd>/lllfflicol~ 
child, critical mother, and 
orresponsi>le father. Wlile the 
gameplay ~ for YDlfll'uns. 
the characters are bes8il8 lor 
an alter school special. The 
pme does hcM whimsy in 
a firm choteldd, but it does 
not have~ in a Slll1ilar 
grip, so don1 mislalte quirky 
forfun.-USA 



M•i~IIIMlli•li~M:lii•M 
XBOX BOTTOM 5 

LINE 

Operation Flashpoint Elite 
> STYU 1-PIAYER ACTION (UP TO J2·PIAYER VIA XBOX lNE OR UP TO 14-PIAYER VIA SYSTEM LINK)> PUBLISHER COOEMASTERS > DEVELOPER BOHEMIA INTfRACTM > REllASE NOi/EMBER 8 > ESRB T 

> Concept: The PC mila,y 
shooter series is ported to ~ 
since there's such a shoi1age of 
that Jype of game oo tilt system 
> (nphics: Fug!y! 

OPERATION EMBARRASSMENT 

T 
rashtalking Operation Flashpoint Elite is a 
lot like scolding a puppy that's just taken a 
dump on the floor. It feels bad, but it simply 
needs to be done. This PC port means well 

and tries to do something differeni but ends up 
looking like a hopeless kid with a wet spot on his 
pants compared to the more polished shooters on 
the Xbox. 

Collecting two Operation Flashpoint PC releases 
into one Xbox package, Elite's defining characteristic 
is that it's "realistic." In other words, it's really boring. 

A typical mission involves a 
long ride in a truck listening 
to annoying squadmates, 
followed by five minutes of 
shooting guys who die with 
one shoi then waiting for the 
truck to return to pick you up. 
Let me tell you, the excite­
ment is palpable. Even ij the 
missions weren't as boring as 
waiting in the dentist's office, 

the pitiful presen­
tation is unmis­
takable. Usually, 
environments 
this muddy and 
bland are limited 
to kindergartners' 
fingerpaintings. 
The animations 
are hilariously stiff, and much of the voice 
work is culled from a pool of words, 
rather than fully-recorded lines. The result 
is robotic soldiers who painfully sputter 
through lines like "Everyone ... move ... to ... 
objective ... now!" It's like taking a tour of 
the military hosted by decommissioned 
Chuck E. Cheese animatronic:s. 

Although nearly e:very aspect of Elite 

■ llus environment is 
symbohc of the emptiness 
you'll feel inside after 
playing this came 

simply fails to impress, there's a lot of content 
included on this disc. Aside from the single-player 
experience, there is a rudimentary level editor and 
robust System Link and Xbox live suppo~ although 
the sluggish gameplay is even less impressive 
online. It's a pretty loaded disc, but how much do 
you want to eat at a buffet where everything tastes 
like crap?-JER£MY 

> Sound: The cu-and-paste 
cialogue IS hiarious. V.,,0 knfw 
tilt U.S. milila,y "'1S made up 
of robots' 
> Playability: The choppy ITlO\le­
ment and illl1l ~ male 
for a gameplay ~ lhal 
constandy feels a 1ia1t off 
> Entorurinment Slugg,sll, ugly 
and bonng. just like lhal creepy 
tilde that you go OU of )')II' w;,y 
to ilYOld huggrlg al Oll5lmas 
> Replly Value: Low 

Second Opinion 3.25 

rs lwd 111arlioJalr II lll!lt 
words"'(~<isdaillor~ 
game. Nega!Neme!apllols 
IIIIWdfai lO~flrsat­
licitvollhelJuayAI.Hnl 
and sat.1!1ic jiles1111Wd 
doldelD.-iflrloaY 
badp,ldsand jerty ... 
mallm hll i1'ea 1he game. 
Rppar« di5rr&al is perhaps 
1he dosest IOne rd liie ID 
5hlOI tor - a st)le Iha! I hope 
IS enDUW1 IO disude bOlh 
casual plll!f'S and In olfie 
~PCtlllemwhall 
10111d 10 be one of 1he ..;. 
sandnmbrotela-nes 
in-.~wia..­
orn hM been a-. PC 
tillfis now~cu 
of - Slay -r- MIU.Elt 

get it. You're 
a chameleon. 

elementandfriends.com 
EX-P ..,del shown. er, 2005 American Honda Motor Co . , Inc . 



PC 

Battlefield 2: Special Forces 
> STYlE 1-P\AYER ACTION (UP TO 64-P\AYER VIA INTtRNET OR LAN)> PUIUSHO ElECTRONIC Al!T5 

> D£VB.OPEII DIGITAL ILLUSIONS CE > REUASE NOVEMBER 22 > ESB T 

WAR SQUARED 

Y 
ou know, I play an awful lot 
of online first-person shoot­
ers. Pretty much every single 
one that comes out And still, 

months after Battlefield 2 came out. it 
easily retains its king of the hill status. 
Nothing else can touch the intensity 
of a good Battlefield 2 seiver, and 
that's a simple fact. This expansion 
may seem to be a bit light on the 
content - there are only a handful 
of new maps and a few additional 
items and vehicles - but once you 
start to explore the ways in which 
the new options can change the flow 
of a map, it becomes apparent that 
Special Forces makes Battlefield 2 a 
whole new game. 

Just like the base game, this 
expansion sacrifices map quantity 
for quality. Every single level is chock­
full of sniping points, hiding spots, 
big open stretches where vehides 
rule, and everything else you could 
want Even though there aren't that 
many of them, truly learning Special 
Forces' maps will take a long, long 
time. However, you can still contrib­
ute to your team's success on your 
first tour of duty, due to the game's 

110 GAME INFORMER 

vanous ways of letting you know 
where you're needed. If you are lucky 
enough to get on a team that actually 
uses that built-in organizational fea­
tures, even better - your commander 
can send your squad orders to make 
sure you're attending to urgent bus~ 
ness. 

The new tools of the various trades 
in Special Forces, pnmanly the grap­
pling hook. z1phne, and gas and 
flashbang grenades, add a surpns1ng 
amount of depth to the game. True, 
as a green player you may not use 
them until getting a few dozen hours 
of play under your belt But when 
you' re llying out new strategies and 
new ways to assault the enemy, 
having these further options is a 
godsend. Of course, veterans will be 
able to jump right 1n and start aug­
menting their tactics right away. And 
again, when you start really digging 
in and explonng the possible strate­
gies, you'll realize exactly how brilliant 
of an expansion this is. The hottest 
online shooter is now better than 
ever. Do yourself a favor and expen­
ence it firsthand.- ADAM 

BOIIOM 9 
LINE 

> c.c-,t: GM veteran 
8aaJefitld 2 plr,ffl men 
opbonS 10 lud <I6Z'/ Slfal'81'5 
..-Oll1d 
> Gnpl,ics: tt you've got the 
madwlt to M ll. you're 11 

loralleat 
> s.-1: v.,,en the map IS ihs 
open, !ht lantasllC powonal 
audio realy makes a difference 

> ~ Dnw,gvehldes, 
par1ICljart/ arcraft. ml suds. 
Wil somebody figl#t ~ a 
dtcert coruol scheme l0< lhs 
alreidy' 
>Elll--1 1 t 'lal!lelield 
didnl male shooll1g other 
players loo - b1H ws l lO !ht 
nex!IMI 

>~--~ 

Second Opinion 8.5 

Speoal force deMrs exactly 
what fans d the series--4 -
new maps. new~ and 
newlormsoltransporlal)on, 
llducinga ~ hoot 
and ZJplinr. As you l1V( have 
~ almost al these 
lhings are great addibons to 
an alreactf tnas1x:,,..._ 
~ a,ime. UrlOl1mately, 
this expansion has a rushed 
feel to ii overal, as,: 1S11l 
CJJ11e as balanced Of bug-free 
as• shcud have heel Olf ol 
the ~ Bti my majo, hang 
'-" well the senes is SIii the 
matdw,g service. EA shcud 
rea1y rwest 11 ~ as 
own, as IISamnl 5ffiice IS 

often fruslralilg. Somelrnes 
fildllg a great game IS 6J'Ji, 
ooier limes you end '-" cii­
ilg throu;1 a sea ol ser.ffi 

1191ooblgloran ifflere5lilg 
maldt Problems aside, I Sli 
ool 5IDp ~-ANDY 

PC 

Earth 2160 
> STYlE 1ruYER STRATEGY (UP TO 8-P\AYER VIA INTERNET OR LAN) > PUBUSHER MIDWAY 

> DMLOPER Rl:AI.ITY PUMP STUDIOS > REllASE NOVEMBER 15 > ESRB T 

I GOT YOUR RTS RIGHT HERE 

E 
arth 2160 is, quite simply, as average as 
average gets. Its frustrations are mostly 
balanced out by its triumphs, and as a 
whole it marches across the finish line in 

acceptable form. Even on a bad day, though, you 
can't deny that fighting sci-fi battles with enormous 
armies is entertaining. 

On paper, Earth 2160 sounds fantastic. Four 
diverse factions, hours upon hours of single-player, 
deep tech trees, and a unit creator are all great 
features. Base-building and economy are done 
in an easy-to-use, unique way that will hopefully 
show up in the genre again. However, once you 
get down to actually taking those armies into 
battle, the mediocre execution really takes a toll 
on the game's enjoyment factor. 

Units are a pain to control and the camera 
requires constant tweaking, which makes any sort 
of meaningful micromanagement nearly impos­
sible - more often than no~ I was reduced to 
merely sending in the troops and crossing my fin­
gers. Also, the balancing seems too heavily reliant 
on countering. If you don't have a whole bunch 
of siege units, for instance, forget about assaulting 
any emplaced defenses. It's not good when the 
outcome of battle rests solely on how your selec­
tion of troops compares to the enemy's, with little 
or no consideration given to tactics. 

Those of you who enjoy an old-fashioned romp 
of creating big stompy war machines to crush 
the opposition, and are willing to overlook some 
faults, will have a perfectly fine time here. If you're 
a genre dabbler, there are a good dozen or so 
similar games released over the last several years 
that deserve your attention far more than this 
entirely average title.-ADAM 

BOIIOM 7 
LINE 

> Concept: Get reidy f0< 1h11, it 
might blow you ~ Re.11-tnne 
Slrategy ... lfl space! 

> Graphics: If it =en't for the 
hldeoosly drab environments, 
this would be a hne-looong 
game 

> Sollnd: It's been a long lime 
~nee I've haled a character solely 
l0< h6 YOKe. I coukrve waited 
a brt longer 

> Playability: Bnllianl in some 
w~ (economy and base-bu!d­
lflg). homd In others (everylh1ng 
else) 

> Entertainment: There are not 
a few imtalions and rough spolS, 
but building armies and blowing 
up aliens ~ 1ntr1nsically fun 

> Replay Value: Modefale 

Second Opinion 7 

Sometimes antiiliol1 can 
bea bad lhllg. Earth 2160 
is best played via Skirmish 
mode Of nuliplayer, where 
you c.an coocenbatr on 
1he game's 51rer,gth- its 
,-d,l)()SllbilC,es. 
OtherMse the Campai8f1 
mode ann0'y'5 you well its 
tidy-tad ITIIS5IOllS, bad story, 
and poor YOICe-«llng, lh6 
game lacks a polish Iha! 
mates pathfinding, targel 
acquisition, and base plan­
ring problematic. The result 
is a title that appeals to only 
those who are enamored 
well int building aboYe 
al else. Allhousf, some 
might like lhe tl1le and care 
needed to C01111J"e the brute 
force nec=vtoCOlf4)iete 
'(WI average objec!P,,e, I was 
more impa1ier,t. This war of 
attrition is one that I tired of 
before long.-KATO 
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NINTENDO DS 

Battles of Prince of Persia 
> mu I OR 2-PIAYER STRATEGY (2-PI.AYER VIA WIRELESS) > PUBLISHER UBISOFT 
> DEVEIDPER UBISOFT MONTREAL > RELEASE DECEMBER 6 > ESRB E 10+ 

STRATEGY IN THE SAND 

U 
bisoft easily could have tossed 
off a DS action game lllli1h the 
Prince's name affixed to it, but 
they did a much better thing by 

combining card- and tum-based strat­
eg,/ in a fairly deep 
title that hooks you 
in. By the way, don't 
be turned off by the 
word 'card~ VVhen 
you slap down the 
Superior Bows card 
and your archers lay 
waste to targets, you'll 
be happy you got this 
game. 

One of the big 
reasons I like this title 
is because each of 
its parts - deck build­
ing, troop placemeni 
playing cards, and 
battlefield strateg,t - has its own layers 
of complexity. Because you can typically 
only use a unit once per tum (by play­
ing a card), you have to carefully antici­
pate the moves of all your troops - as 
well as the enemies - before you 
play the wrong card. And when a plan 

does come together and you've saved 
the right cards and put your troops 
into position, victory feels very sweet 
Spatially, the game does well by taking 
into account proximity effects, facing 

and terrain variables, 
and general tactics. 
The computer Al does 
a good job keeping 
up, surprising you 
with some cards and 
even mixing things up 
from battle to battle. 
However, strateg,t 
experts may want to 
avail themselves of the 
multiplayer for a better 
challenge to their wits. 

As much time as you 
spend building your 
deck and coordinating it 
with your troops' move­

ments, there is no investment in your 
units. Not only do you not accrue expe­
rience, but because you switch sides 
throughout the campaign, the game 
feels too discrete despite the overall 
storyline. Regardless, this game's intrica­
cies are well worth the reward.-KAT0 

BOTTOM 8 5 
LINE • 

> Cmapt Mil b.m- and card­
based strategy genres in a wel­
dooe h)trid 
> Gnpl,ics: Nollq ID fawn 
"""· Somellmes yoo1 conrus, 
llll Jypes With each other 
> s....d: Typocal Prince d 
~ l1Xl5II: that lloals in the 
~ 
> Playability: The dual screens 
and 1ouch screen put a lot d use­
U rio at yos fingerllps 
> Enttttamlttll: The more yoo 
play. the more you're goog 10 
<ig the 11¥"' and iroe,stand 115 
con1)lemes 

> bpl,y v.lue: Moderalet)' ~ 

lhe<IR medlns d lacq 
zonesdmr.-ol..nl<illd­
badladilsinflispneft 
fJIRfflltf DI. hen i"' 
smamarewoeW.,m,ID 
llii\Oll!iq)'lll:nllll!S 
is!ll~lamrabr 
lisifpoiadflat,ied!lld­
~~-..,IDIIIR 
fis. lcdclmd-l'w 
ll91 pmhald!rpill­
icsflalcRIIIOlealllacM, 
.nlmost-vfqabod 
,ie~isaflue. 
lhal's al~ ID a 
!llalegypne,ID-9\sol 
Mlltil\heslalr1D1m1111-
mendfis1D-.ellllho 
is._,sddAdiialu 
W.S.-MIMI 

HANDHELD QUICKIES 
PSP 

Prince of Persia 
Revelations 
> mu 1-PIAYER ACTION > PUBLISHER UBISOFT 
> DMIDPER UBISOFT MONTREAI/PIPEWORKS 
> REI.EASE DECEMBER 6 > ESRB M 

• 

Hand1lyW01king around some 
techrnc.al 1SSUeS like camera con­
trol (the scheme is ingenious), the 
new Prince of Persia Revelations 

has a lot to offer fans of Warrior \Mthin. The game 
offers expanded and sometimes redesigned areas 
along with a bit of combat system enhancement 
Bu~ there are some technology quirks, too. Voice 
syncing issues, occasional slowdown, some 
muddy textures that can make paths unclear, and 
volume levels (the vo,ces are too quiet o, the 
effects are too loud - take your p,ck) are each 
annoyances that won't stop a motivated player, 
but are unfortunate nonetheless.-LISA 

NINTENDO DS 

True Swing Golf 
> mu 1-PIAYER SPORTS (2 TO 4-PIAYER VIA 
WIRELESS) > PUBLISHER NINTENDO > DEVEIOPER 
T&ESOFT> REI.EASE JANUARY 23 > ESRB E 

• Insipid elevato, music and the 
complete absence of any per­
sonality aren't enough to kill this 
othefwise totally acceptable golf 

sim. Spo,ting a control scheme most similar to 
Tiger Woods DS, you drag the stylus along the 
touch screen. and your speed and tra,ecto,y as 
you hit the ball deodes the quality of your swing. 
Numerous (but lackluster) courses and a local 
wireless mulbplayer option give the game some 
legs, but there's not much beyond the enjoyable 
swing mechanic that really imp,esses.-MILLER 

I'm now aYailable 
in one solid color. 

hink it 
mistake 

s just., l 
opinion 

elementandfriends.com 
EX-P model ahown. (C 2005 American Honda llotor Co . , Inc . 



PSP 

PQ: Practical Intelligence 
Quotient 
> STYLE I-PLAYER PUZZLE > PUBLISHER D3 PUBLISHER OF AMERICA 
> DEVELOPER NOWPRODUCTION > RELEASE JANUARY 24 > ESRB E 

FUN WITH TESTING 

I 
t would seem a strange 
breed that derives pleasure 
from a gruelingly difficult 
multi-hour intelligence 

test. And who would be foolish 
enough to recommend such tor­
ture as entertainment to others? 
Guilty as charged, I'm afraid. PQ 

was originally designed in coop­
eration with Professor Masuo 
Koyasu of Kyoto University as a 
new way to measure how dumb 
you are. Or how smart you are, if 
you want to be all politically cor­
rect and such. 

Either way, this is a remarkably 
engrossing sequence of puzzles, 
especially considering that most 
of the levels use the most basic 
of game cliches. In this case, the 
old song is given new meaning 
by some great combinations of 
those simple ideas. When I first 
began to zip through the early 
levels, I feared how short the 
game would be, but later levels 
greatly deepen the experience. 

I was a little frustrated that 
there seemed to be no way to 
lock your camera rotation during 
play, even though it might be a 
good measure of spatial reason­
ing. Finally, I was disappointed 
that the endgame offered so little 
analysis of my thinking style - I 
wanted so much more after I 
struggled through to the end. 

Limited replay is enough to 
hold back the overall value here, 
but those brief first hours are def­
initely some of the sweetest and 
most unique puzzling in recent 
years, and certainly a highlight on 
the PSP.-MILLER 
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BOTTOM 7 75 
LINE ■ 

> Concept: Is rt a game or ~ rt 
a dastardly Jest for the govern­
ment to find future military 
geniuses' Yoo decide 

> Graphic;: Simple geometric 
shapes and outlines, and little 
more 

> Sound: Each of the Jen stages 
has its own engaging musical 
track. while sound effeclS are 
little more than utilitarian 

> Playability: The most basic 
of gameplay ideas become 
complex and engrossing, but 
better camera rotation v.ould be 
appreciated 

> Entortainfflffll: Endlessly 
frustrating but fun your first time 
through, with the excitement 
rapidly failing upon replay 

> Replay Value: Low 

Second Opinion 7.25 

The most addictive and 
famous puzzler5 in gaming 
history like Tetris, Dr. Mario, 
and lumines have a univer­
sal appeal that can keep you 
playing for months. Others, 
like PQ don't make it 
beyond a few hoUl5. There 
is a good variety of mind­
benders (ranging from 
math to block-pushing), 
but eventualy its frustrat­
ing test elements outweigh 
everything else. The first 
half of !he game is lun, but 
!he later tasks are simply 
drawn-out chores lhat don't 
seem to test anything but 
your patience. - JOE 

NINTENDO OS 

The Sims 2 
> STYLE I ·PLAYER SIMULATION > PUBLISHER ELECTRONIC ARTS 
> DEVELOPER GRIPTONrrE GAMES> 11£1.EASE OCTOBER 24 > ESRB ElO> 

WELCOME TO THE HOTEL GONNA-BORE-YA 

I 
've always enjoyed the 
way the Sims handheld 
games have focused on a 
storyline while maintaining 

some of the customizable fun of 
their console counterparts. The 
Sims 2 on OS continues this tra­
dition in a basic sense, but inte­
grates some dunky new design 
features along the way that make 
it hard to have a good time, no 
matter how much you !Jy. 

As a young go-getter put in 
charge of a podunk hotel, your 
created Sim needs to maintain 
the building while interacting 
with the town's citizens. Even 
though most of the ways you do 
this are familiar, the framework 
in which they take place is dra­
matically changed. Like Animal 
Crossing, The Sims 2 uses a 
real-world dock, which means 
that any one play session has 
about 20 minutes worth of stuff 
to do. At that poin~ you need to 
either tum the game off to wait 
for things to advance, or spend 
time gathering money by playing 
a poorly-conceived card game in 
the hotel casino ( or cheat time 
by fiddling with the OS internal 
clock. Shh!). 

Essentially, The Sims 2 on OS 
feels like the first few hours of 
a real Sims title that have been 
chopped up and spread out 
over several days in order to 
appear like a fully realized game. 
The content that's there can 
occasionally be fun, but there 
just wasn't enough of it to keep 
me engaged.- JOE 

BOTTOM 6 75 
LINE ■ 

> Concept The Super 8 of Sims 
games It's not a total dive, but rt 
sure ain't classy 

> Graphic;: It appears to be 
a pixilated, jaggy attempt at 
claymation 

> Sound: Some hilarioos char· 
acter voices (Incomprehensible 
as always) cancel out the generic 
background tunes 

> Pl,yability: The touch-screen 
mer1u navigation feels totally 
natural, as does the interaction 
with people and objects 

>Enffl1ainmont: Justwhen 
rt starts to get fun, you have to 
tum off the game and wait until 
tomorrow 

> Replay Value: Moderately 
Low 

Second Opinion 6.5 

Wlile !his handheld edi-
tion of The Sims 2 is infi­
nitely more playable than 
its PSP cousin, part of that 
is because it sticks much 
more closely to the roots of 
its precursors and is way less 
ambttious. Basing conver­
sation game responses on 
animations. rather than high­
lighted face button~ is nifty 
and innovative, but that's the 
btggest and best gameplay 
change here. The downers 
are that, desprte some seri­
ous graphical upgrades, I feel 
like I've played this game 
befOfe and mission obtec­
tives show up too slowly 
with the new bite-sized ses­
sion plan_ - LISA 

NINTENDO OS 

Tony Hawk's American Sk8Land 
> STYLE I-PLAYER ACTION (2-PLAYER VIA WIRELESS OR NINTENDO WI-Fl} 
> PUBLISHER ACTMSION > DEVELOPER VICARIOUS VISIONS 
> RELEASE NOVEMBER 14 > ESRB E 

TOUCH TONY 

I 
n real life, my shredding 
skills are limited to adding 
cheese to a burrito, so I've 
always been a fan of the 

Tony Hawk games. But the series 
hasn't seen many worthwhile 
entries on handheld systems. 
Then American Sk8Land ripped 
into town. Not only is this game 
the most fun I've had with the 
OS, it's even better than the last 
console title. Sk8Land is basically 
the same setup as THAW, and 
retains some of its flaws, like the 
feeling that you're constantly 
playing one big tutorial. But it 
overcomes this somewhat dull 
framework with a cool new visual 
style that recalls a cartoon, and 
some great OS-exclusive features. 
The map on the bottom screen is 
great for getting to know a level, 
and special moves can be acti­
vated by hitting touch points that 
are easily reached without lifting 
your hands from the controls. You 
can also record your own sound 
effects to be played at certain 
moments with the microphone. 

As much as I enjoyed the new 
additions, the core of the game 
is its fast-paced skating gameplay, 
which has been ported perfectly 
to the OS. I was able to rip it up 
and score huge combos imme­
diately after picking it up, and 
quickly shredded through the 
Story mode. Fortunately, Oassic 
mode is included as well, as 
is multiplayer. To put it simply, 
Sk8Land is a no-brainer for Tony 
Hawk fans with a OS.-JEREMY 

BOTTOM 8 75 
LINE ■ 

> Concept THAW goes po,­
table with a fresh coat of paint 
and some dever usage of the 
DS hardware 

> Graphia: Brigh~ colortul 
cartoon-style visua~ set Sk81.and 
apart from THAW and look 
excellent on the OS's sharp 
screen 

> Sound: Oingo Boingol Dead 
Kennedys! Black Flag! Awesome! 

> Playability: Toud1screer1 
controls have been integrated 
perfectly into the existing Tony 
Hawk control screen for flawless 
portable shredding 

> Entertainment Not only 
~ Sk8l.and one of the best DS 
games yet. \' d easily take th~ 
game over the latest console trtle 

> Replay Value: High 

Second Opinion 8.5 

~ is for posers. In this 
DS installment, your board 
wil soar hidier than ii wil 
in OCher Tony Hawlt pmes. 
This of course means one 
thing: bigger combos. Tad 
on an ll1Cledi>ly torg;,.;ng 
balance me1er and you1 be 
constructing miffion point 
combos with the ease of 
picblg your nose. As much 
as Story mode is a wasteland 
of simplistic Morials. it does 
offer nicely crafted levels 
that targt'I hardcore playe,s. 
I donl like using the touch­
screen to pertorm specials, 
but I do love how this game 
feels on the DS. - REINER 
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HANDHELD QUICKIES 

Ape Escape Academy 
> STYlf 1-PIAYER ACTION (2-PIAYER VIA MJ HOC) > PUBLISHER SONY COMPlJTER ENTERli\lNMENT AMERICA 
> DEVELOPER SONY COMPUTER ENTIRTAINMENT JAPAN > RELEASE JANUARY 17 > ESRB E 

Dogz 

The Apes are still cute, and still pretty far off the mainstream radar. Which is a shame, 
because I think they are some of the best characters in all of gaming. After some 
failed attempts to revive interest in the series, Ape Escape Academy takes a page out 
of Nintendo's successful Wano Ware handbook. Basically a collection of minigames 
running the gamut from trivia quiues to bullfighting. you compete in the contests to 
win squares on a tic-tac-toe board. It's as simple as tha~ and better for it, as Academy 
definitely offers some quick thrills. However, the loading times between games some­
what diminishes the fast-paced feel that Wario Ware delivers. Also, some of the more 
ambitious games, like soccer, are plagued by sluggish controls. Still, this unambiguous 
title manages to (mostly) hit its target-MATT 

li:"itt tii > STYlf I-PLAYER SIMULATION > PUBLISHER UBISOFT > DEVELOPER MTO/BACKBONE ENTIRTAINMENT 
> RELEASE NOVEMBER 17 > ESRB E 

The Sims 2 

Although, given the timing of this release, you might expect that Oogz is a cheap 
attempt to cash-in on the Nintendogs phenomenon, you'd be wrong. This is actually 
a new GBA version of a popular children's PC series. It's similar to that DS hit, except 
you have an onsaeen avatar that explores isometric environments with your canine 
companion. There's a fair amount of depth, with various tricks, items, and things to do 
with your dog. However, it does seem awkward and static after having experienced 
the brilliant touch-screen play mechanics of Nintendogs. Bear in mind, this is aimed at 
very young children, so it might make a nice present Now, I have to end this review 
before I start sounding like some snarky film critic bagging on the dialogue and plot 
development in Dora the Explorer.-MATT 

1111111 > STYlf I-PLAYER SIMULATION (2-PIAYER VIA WI-fl) > PUBLISHER ELECTRONIC ARTS 
> DEVELOPER MJlilJS/AMAlJ. ENTIRTAINMENT > RELEASE DECEMBER 9 > ESRB T 

There's great ambition in The Sims 2 for PSP, but little to be excited about I can 
certainly get behind the graphics and level of interactivity within this world, but when 
practically every action starts a puttering disc load, the entire experience makes me 
yearn for nap time instead of some serious handheld Sims action. You can import a 
friend's Sim into your game or play a bit of online minigames, but neither is a great 
addition unless you've got a friend more masochistic than yourself to make the trades 
worthwhile. Also, the new Sanity meter is a nice idea, but executed so tightly that it's 
hard to keep on the right side of the game's mental balance. I've been a big fan of 
the series' portable outings in the pa~ but this is just a big dud.-USA 

WWE SmackDown Vs. Raw 2006 --> STYlf 1-PIAYER FIGHTING (2 TO 4-l'l.AYER VIA MJ HOC) > PUBLISHER THQ > DEVELOPER Y\JKE'S 
> RELEASE DECEMBER 13 > ESRB T 

Drill Dozer 

THQ's first PSP game does a great job of replicating the feel of watching the WNE 
on lV: experience one match, then sit through five minutes of boring crap. But rather 
than commercials for vocational schools and diet pills, it's loading screens here. 
Smackdown Vs. Raw 2006 for PSP dosely emulates the excellent PS2 game, and the 
connectivity features are pretty slick. The fighting engine is fluid and an impressive 
amount of content has been fit onto the UMD, induding some goofy little minigames 
and exdusive wrestler Jake Toe Snake• Roberts. In fa~ my only real gripe about the 
game is the insane load times, which is more a fault of the PSP than the actual game. 
But when I'm hankering for some portable wrestling fun, I want to actually play the 
game, rather than wait to play it-JEREMY 

> STYlf I.PLAYER ACTION/PLATFORM > PUBLISHER NINTENDO > DEVELOPER GAME FREAK 
> RELEASE FEBRUARY 6 > ESRB E 

Drill Dozer reminds me more than anything else of my early days playing NES - brief 
moments of discovery punctuated by dever gameplay and a unique gimmick. Frankly, 
it doesn't really take much more than that to make for a fun play, which Drill Dozer 
most certainly is. As the spunky pink-haired Jill, you operate a mechanized drill robot 
to bore through walls, furniture, statues, and pretty much anything else that gets in 
your way. Despite the relatively cutesy look of the game, there's a lot of variety to the 
action as you use your multipurpose drill to bounce, jump, hang. and demolish your 
foes. The hyper frantic soundtrack that sounds like it was written by drug-induced 
chipmunks I could do withou~ but the rest of the package is solid fun.- MILUR 

NINTENDO DS 

Electroplankton 
> STYlf I-PLAYER ACTION > PIIBIJSllfR NINTENDO 
> D£VEl.OPO NINTINOO > IIEUASI: JANUARY 9 > ESU E 

MUTATING MICROMUSICAL ORGANISMS! 

A 
s game reviews go, 
this is a toughie; 
Electroplankton really 
isn't a •game• in any 

conventional sense of the term. 
Also, rt really doesn't fit into the 
mold of other music creation 
titles. At the risk of sounding 
like I flunked seventh grade 
composition dass, I'll state my 
basic theslS here: Electroplankton 
is a thing that you play with. I 
can't really think of any other 
way to put 1l There 1s no "point" 
to the experience, other than 
the oddly random, sometimes 
bewitching sounds that emanate 
from the various Electroplankton 
when you manipulate them 
onscreen - strange melodies that 
resemble what I imagine legend­
ary electronic avant-garde krauts 
Tangerine Dream would sound 
like on a cartoon Network and 
peppermint schnapps bender. 

I found certain Electroplankton 
more conducive to something 
actually resembling music 
composition - particularly the 
Beatnes (which allow you to 
write five different repeating 
melodies at once) and Luminaria 
(controlled by onsaeen arrows). 
The Rec-Rec mode is fairly enter­
taining as well, as you can record 
up to four real-time samples at 
once. Unfortunately, most of the 
forms are just too random and 
arbitrary to be really compelling 
for more than a few minutes at a 
time. Also, you can't actually save 
any of the sounds you create, 
making this httle more than a 
temporary diversion. - MATT 

BOTTOM 7 
LINE 

> c-ept Manipulate sman 
creatures to make strange music 

> Gnpliks: The lrtt1e dudes are 
lunda rute, and It's got a mce, 
bluish ... color palette .. Yes. rm 
1allung abw cola, palettes 

> Sound: I really hke lhe 
sounds. and 1he scales are 
arranged so 1hat basicaRy MfY" 
llung yoo do sounds in key 

> PlaylMllty: Poke 'em, prod 
'em - It's as easy as lhai 

>~ Thtswould 
be a great Flash lrtemet sire. as a 
SLlndalone iJde, ll's lf1tllg\Jl1g and 
un,que, but not especialy deep 

> leplly Vllue: Moderale 

Second Opinion 6.5 

I feel a lillle bit 5lrcJl18' about 
qqa score to lhts 
5llangf piece ol software. 
l's not reat, a game in arry 
ol lhe lradilional senses of 
lhe word. JU Mil d you 
~hlllsownliltle 
wortd, ii doesnl change 
lhe tact Iha! lhe appe.il and 
lhe chann dies v.ilhin an 
how olUlllf18 on~ DS. 
The haphazard nasemalt­
ers have the same qualily 
as those rlSCher Pnce toys 
you buy lor l'M>;flr-olds ­
making 500M and ligl1ls 
WllhotJI arry genune 0rgd­
nization or reason IO v.flal's 
happening. As an expen­
ment 11 sound manipula­
bon, !here's ce!lainly some 
value here. '6 an ~ 
enl!r1.lnnel1I ~ 
Ele<IIOpl,rilon fails IO make 
a,wle.-MIUER 
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1Ji1~l1iL1 C HA RYS An In-Depth Listing Of The Best Selling Games 

TOP 20 . TOP 10 JAPAN 

l,st,ngs Based Upon NPD Data For November 2005 Based On Units Sold 

Rank Till< LMo System Sc0<e Release Pnce Anlmal Croalng: WIid World 

1 Star Wars: Battlefront II NIA XBOX 8.5 11--05 $49 
Monster Hunter Portable 

Slime MorlMorl: Drago■ 11...t 2 

2 Star Wars: Battlefront II N/A PS2 8.5 11-05 $48 
Pokimon Fushlgl Na Dungeon: Blue 

Yawanka Atamajuku 

3 Call of Duty 2 NIA 360 975 11--05 $58 

4 Madden NFL 06 3 PS2 9 08-05 $46 

5 Mario Kart DS NIA DS 8.5 11--05 $33 

6 WWE Smackdown Vs. 
N/A PS2 8.75 11-05 $49 

Raw 2006 TOP 10 GI 

7 Grand Theft Auto: 
4 PSP 9.25 10--05 $48 

Liberty City Stories 

Rank Tille 

Devil May Cry 3: Dante's Awakening 
S eclal Edition 
Battlefield 2: Special Forces 

8 Madden NFL 06 N/A 360 7.75 11-05 $58 Call of Duty 2 

Ape Escape 3 

9 Tony Hawk's American 
11 PS2 8.25 10-05 $45 

Wasteland 
Prince of Persia: The Two Thrones 

Cillllzation IV 

Tony Hawk's American Sk8land 

10 Mario Party 7 NIA GC 5 11--05 $49 Grand Theft Auto: 
LI C Stories 

11 Call of Duty 2: 
NIA PS2 7.25 11-05 $48 

Big Red One - -= • ·~. .. . 
12 50 Cent: Bulletproof NIA PS2 6.25 11-05 $50 ~ ~· , _,, I 

·' 

13 Blitz: The League 16 PS2 7.75 10-05 $40 

14 Ratchet: Deadlocked NIA PS2 9 10--05 $39 TOP 10 PC 
Rank Title 

15 NBA Live 06 2 PS2 7.5 09-05 $43 
Star Wars Battlefront II 

World of Warcraft 

Battlefield 2: Special Forces 

16 Soul Calibur Ill 12 PS2 9 10--05 $49 The Sims 2 Holiday Edition 

The Sims 2: Nightlife 

17 Dragon Ball Z: 
5 PS2 NIA 10-05 $49 

Budokai Tenkaichi 

Age of Empires Ill 

Clvlllzatlon IV 

Quake 4 

18 Need for Speed: 
NIA PS2 8.5 11--05 $46 

Most Wanted 
The Sims Complete Collection 

I The Sims 2 

19 Need for Speed: 
N/A 

Most Wanted 
360 9 11-05 $59 

20 Star Wars: Battlefront II N/A PSP 7 11-05 $49 

Based On M«flf ~ Sold 
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SY$1em 

PS2 

OS 

PSP 

OS 

GBA 

DS 

GBA 

GBA 

GBA 

OS 

L. Mo System 

N/A PS2 

N/A PC 

3 360 

N/A PS2 

1 Multi 

2 PC 

N/A DS 

6 PSP 

8 Multi 

N/A OS 

LMo ?!ice 

4 $31 

8 $31 

NIA $29 

N/A $33 

6 $26 

3 $49 

2 $49 

N/A $34 

NIA $29 

7 $37 
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Oarkwatch 8.5 Sep-05 
Deod10R,ghls2·Hefl101'-"f 5 .kn-05 
Della Fo<ce. Blad - Dov.,, 6.75 Ocl-05 
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FlFAS0cm06 8 Ocl-05 
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~
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l'hpnlC: Uh1male Pinball 6 -05 
From Rusw v.1111 l.OYC 7.75 ll«-05 
Futnela1Alchernrst2 Curseol 

1he 0,rnson Eloor 6 Jul-05 
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Gralfi11 Kingdom 6 Sep-05 
Gretzky NHL '06 7 NoY-05 
G-Hero 9 Dec-05 
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Juiced 7.5 Jul-05 
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LA Rush 625 ll«-05 
Legend of 1(ay 6.5 OCt-05 
~•scar 7 Auf-05 
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Magno C,,., Tears ol Blood 825 ll«-05 
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8 Aug-05 

Rise of 1l1e lmperfeas 7 Ocl-05 
Mauoc Pall, of Neo, The 725 Oec-05 
Medal of Honoc European Assauk 7.75 Jul-OS 
Melal Slug 4 & 5 8 Jun-05 
Mdway Arcade Treasures 3 8.25 00-05 
Mobile S..1 Gundam· 

Gundam ,s. Zeta Gundam 6 Aug-05 
MonalKombal-Monl<s 8.5 Ocl-05 
NamcoMuset.m:SOlh 
~ Arcode Co1leax>n 8 Ocl-05 

NASCAR 06: local Team Control 825 OCt-05 
NBA06 7.75 Jall-06 
NBA 2K6 8.5 Nov-05 
NCMFoocbol06 8.5 Aug-OS 
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Need for Speed: Most Wanted 8.5 ll«-05 
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Pnnceof"""°" 
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RPG Maker 3 6.5 Aug-OS 
samurai Western 6 Jul-05 
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Shadow 1he Hed&elio8 4 Jall-06 

~~~2 6.25 Nov-05 
Srms 2, The 7.75 NoY-05 
S.LAI. 5.5 Ocl-05 
Sly 3. Honor Among l1-s 7.25 NoY-05 
S,..,.,Elole 7.5 NoY-05 
SOCOM 3: U5 NIIV\f SEALs 7.75 ll«-05 
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SSXOn- 8 Nov-05 
S1"'WMS llattlefrontll 8.5 ll«-05 

S=E~S:::, 5.75 Jul-05 
Stolen 6.5 Jon-05 
Suffenng· Toes Thal Bond, The 8.5 Ocl-05 
SUikoden Taaics 6.75 ll«-05 
Ta110 Legends 8.5 Jan-06 
Tllk. The Greo1 JuJU Challenge 7 Ocl-05 
,,se, Woods PGA - 06 8.25 NoY-05 
Tony Hao.w:'s Arnencan Wasteland 8.25 Oec-05 
T0pSp,r, 8.75 NoY-05 
Toole>,,erdose 6.25 Jall-06 
Trap< 6.75 Oec-05 
True Orne: N<w YO!k Cily 8.75 Jall-06 
Ultrmote Sp,de,-Man 8 NoY-05 
Urb.!nRergn 
Wallace & Gromit 

8 Ocl-05 

Curse of 1he Were-- 7 
WMnOtS,The 8.25 
We Love"""'""" 8.5 
v.lld Arms: Aller Code r 6 
\\lthoutW•fMfl 6.5 
WWE 5mod<down Vs. Raw 2006 875 
X-MenL,=... 

Ri,e of 

GAMECUBE 
BaJman Beg,ns 725 
Battllon Wars 5.5 
Call of Duly 2 ~One 7.25 
Chlln,e and 111c te Factory 4.5 
Chicken lJttJe 7 
Owondes d Nomoa: The Loon, 

The Wotch, ond The W.vdrobe, The 6.5 Dec-05 
Dance Danco Revol\rtron Mano Mo 5.25 Jan-06 
Dr•gon Ball Z: Sagas 5 Jun-05 
FanlaSlfC Foo, 6.5 Sep-OS 
FIFASOcm 06 8 Oct-OS 
Fwe Emblem. Pl1!, ol Rad,on(,e 9 NoY-05 
rromRussia~LO'Je 7.75 ll«-05 
Gest 6 Sep-05 
Gun 875 ll«-05 
l""'Y Potter ond 1he Goblet of F,e 6.5 ll«-05 
-Moon 

Another Wondertul LHe 7.75 Oct-OS 
lnaed.ble Hulk. 
Ultrmllie Destrucuon. The 8.25 

Klrd:,. Revolulion P,ny 8.5 
KIiier 7 7.5 
Madllg11SC61 7 
MaddenNFL06 9 

Mano Party 7 ll«-05 MonalKombal:-- 8.5 Ocl-05 
MM<>~Basebal Sep-05 Myst W: ReveiabOn 4.5 .kn-05 
Marve!Nemes<s Namco Musam: 50m 

Rise of 1he lmperfeas 7 Ocl-05 Anniver>aly Arcode Colleaoon Ocl-05 
Modway Arcade Treasures 3 8.25 00-05 NARC 45 May-OS 
Namco Muset.m 501h NASCAR 06 Total -.i Control 825 Oct-05 ,.,,.,,.,,.,. Arcode Colecbon 8 00-05 NBA 2K6 8.5 Nov-05 
NBA I.Ne 06 7.5 NoY-05 NBA I.Ne 06 7.5 NoY-05 Need fo, Speed Most w,nced 8.5 ll«-05 
NHL06 7 Sep-05 

NCMFood>o1106 8.5 Aug-OS 
NCM MMch Madness 2006 7 NoY-05 Pac-ManW::wid3 6.25 Jall-06 Need for Speed; Most W'°'ed 8.5 ll«-05 

Peter Jadoon's K"8 Ko,g 8.5 Jall-06 
Pol<ffllOO XO: Gole of Oarlness 5.75 NoY-05 

NHL 06 7 Sep-05 
NHL 2K6 8 Sep-OS 

Prince of""""' 
The Two ThlOnes 9 Jall-06 

Raonbow Sa; L.oddc>M, 7.5 Nov-05 

N=e Befofe Chnslmas • s Revenge. The 5 Nov-OS 
,....,Garden81ad< 9.5 00-05 

Shadow 1he Hed&elio8 4 Jall-06 
Srms 2, The 7.75 NoY-05 

Obscure 6 Joo-OS 
0utJow Temos 6.5 Sep-OS Spanan: TOlal WMnO! 7.75 00-05 Pac-Man World 3 6.25 Jall-06 

StarWars:Batrlefrorcll 85 Oec-05 Panah 8.5 .kn-05 
Soper Mano Sinkers 6.75 Oec-05 
,oger Woods PGA Too, 06 8.25 Nov-05 

Peter Jadoon's K"8 Kon& 8.5 Jall-06 
l'ledator. Concrete Jungle 2.75 Joo-05 

Tony Hawk's Amenoon W- 8.25 ll«-05 
True Cnme, New YOik Cily 8.75 Jall-06 
lAllma1' Sp,de,-Man 8 Nov-05 
-" Joe: Red Hot Rumble 7 Oec-05 

Prince of-
lheTwoThrones 9 Jall-06 

Psyd,onau1s 8.75 May-OS 
Rarobow Sa: L.oddc>M, 8.5 Nov-05 

Walt.,a,&Gron-.i ltue's Hefl 6 Jun-05 
Curse of 1he w....- 7 Nov-05 SenousSamll 7.75 NoY-05 

WWE Day of Redo<q 2 725 Ocl-05 
X-Men~• 

Rise of 9 Nov-05 

Shadow lhe Hed&elio8 4 Jall-06 -~ • Jall-06 
Srd Meoe,'s Pnlesl 7.75 Aug-05 

XBOX 
Srms 2, The 7.75 NoY-05 
Sr,ope,Elite 75 Nov-05 

187 Ride or Die 6.5 00-05 Spartan: Total W,mo, 7.7.5 Ocl-05 
AdvenlR,s,,g 7.75 Jul-OS 
Aeon Au, 7.25 Jall-06 

SpikeoJl;BattleStreet 625 .kn-05 
SSXOn- 8 Nov-05 Batman Begins 7.25 Aug-05 Sc.,, Wars: Battlefronl II 8.5 ll«-05 86ttlefoeld 2: Modem Combat 7.5 ll«-05 

BeaulownFISlSd~ 5 Sep-05 
8'g Mu1ha TruckeB 2 
lruck Me Harder! 6.75 Ocl-05 

Star WIIIS Ep,sode 111 
..,,.,.. ol lhe 5"h 5.75 Jul-OS 

Stolen 6.5 .kn-05 
Srubbs 1he Zorrboe 11 

Birt?: The League 7.75 NoY-05 
l!ro<het> in Arms Earned 11 Blood 8 Nov-05 -~ 925 Ocl-05 
Capcom a.,s,c Colecbon 8.5 Nov-05 
CaHolClhulu 

"Rebel \\lthout A Pulse" 8 Oec-05 
Suffenng roes Thal Bond. The 8.5 Ocl-05 
TMDl.egends 8.5 Jall-06 
Tllk. The Gre01 J\,!U Chi1ler1ge 7 00-05 
leano Oass,c Artide 7 Ocl-05 Dari< Come,s of 1he Eanh 6 Jall-06 

CaH of Duly 2: Brg Red One 725 Jall-06 
CastlevaRo • Curse d Oarlness 7.S Nov-05 

foger Woods PGA Tour 06 8.25 NoY-05 
Tom Oonty's Ghosl 

Reoon 2· Summrt Sri<e 8 Ocl-05 
Chor1'e ond 1he Chocolate Factory 45 Sep-05 
01K1<en uttle 7 NoY-05 

Tony Hawl<'s Amenoln Wosteland 8.25 Oec-05 
Total e>,,ercfose 6.25 Jall-06 

O,n,nrdes of Nomoa• The Loon, 
The Wotch, ond The w.rdrobe. The 65 Oec-05 

Cold W111 6 Oec-05 

True Orne New Yo,k City 8.7.5 Jall-06 
l.bnate Sp,de,-Man 8 Nov-05 
Waloce&c.romot. Coiese Hoops 2K6 8 Jall-06 

Combat • Task fo<ce 121 4 Jun-05 
Curse of 1he - 7 Nov-05 

w....., The 8.25 Nov-05 
Confloa:GlobolTem,, 6.75 Nov-05 \\lthout w...,. 6.5 Nov-05 
Conker: I.Ne ,nd Relooded 8 Aug-OS 
Oar1<watd, 8.5 Sep-05 
Deod lo Roghts 2 Helllo l'-"f 5 Jun-05 
Oe11a fo<ce: Bll1ck - Dov.,, 6.75 OCt-05 

WWE: W:es>lernana2t 57.5 .kn-05 
X-Men~I 

Rise of Nov-05 

Dest,oyMHumans 8 Jul-05 
Doom 3: Re,ooea,on ol Evi 85 Jall-06 
Dragon Bal z. Saps 5 Jun-05 
Dynasty Wamors 5 6 Ocl-05 

~of~lll 825 Oec-05 
Battlefiejd 2 9.25 Aug-05 
Blad&""1<te2 8.5 Nov-OS E\111 Dead. Regenerall0!1 6 Ocl-05 

rflble. The LoU Chapters 8.75 Jall-06 
F,nlasbC Foo, 6.5 Sep-05 

c.fl of Duly 2 9.75 Dec-OS 
Otyof- 875 Jall-06 
Codenamo Plnzers - Phose 2 8 Sep-05 
Cold Wor 6 ll«-05 
Combat - Task FO!ce 121 4 Jun-OS 
Doom 3; Relo•ecbOn ol EYII 9 Jun-OS 
OqeonLO!ds • Jul-OS 
OqeonS,ogell 8 Ocl-05 
Dungeons & o..gons. Oragonshord 8 Nov-05 
Emptte Earth u 7.5 May-OS 
Fflble. The loU Chapters 9 00-05 
F.fAR. 9 Nov-05 
Glnl Theft lwlD. SanAndroos 9.75 Aog-05 
Guild WMS 8.75 Jul-OS 
Indra<> Proph,cy 8.25 Ocl-05 
-The 8.75 Oec-05 
MystV Enda.tees 7.75 Ocl-05 - 8.5 Jun-OS 
Quake" &75 NoY-05 

r11Cry1mtor1CtS 8.75 Nov-05 
FlFA Soccer 06 8 Ocl-05 
FlatOu1 6.5 Aug-OS 
Foo• MotOISPOft 8.5 Jun-05 
From Russia !Nith u:,.,e 7.75 ll«-05 
G,,nd 1he~ ~· San - 9.75 Aug-05 
Gun 87.5 ll«-05 
Haif-uf• 2 7.25 Dec-05 
Halo 2. Mulliplayer Map Pack 9.25 Sop-OS 
Harry Potter ond 1he Goblet of r •• 6.5 Dec-OS 
HetoesollhePaoloc 8.75 Ocl-05 

i1DllerCoastcr 1'/<X)orl 3. soaked 7 Aug-05 
5enous Sam 11 7.7.5 Nov-05 -~ 4 Jall-06 
Srd .......,, CMiwlllon " 9.5 Jan-06 
S<ms 2 N'Shdrte, The 7 Ocl-05 
Stronghold 2 675 Jun-05 
SWAT4 825 May-OS 
TMD Legends 85 Jar>-06 
Trtclunlni,Sunnse 7.25 Jul-05 
Warhamme 40,000: 

Dawn ol w.. l'Mler Assaull 8 00-05 
lncredmfeHu!I. 

Ultimale Deslruc1Jon, The 8.25 Sep-05 
lndl1!0 Ptophe<y 8.25 Oct-05 
Iron Phoffluc • Joo-OS 
Jade Emp,,, 95 M,;-05 
Juad 75 Jul-OS 
Karaof<e Revoluloon P1111y 8.5 ll«-05 
Klfl8dom Under Are: Hemes 7.5 Ocl-05 
Krog of f'Shlers 
MalomJmlfTl'OCI- 5.75 Auf-05 

LA Rush 6.25 ll«-O!o 
LEGO SIM Wars 7.S May-OS 
Madagascar 7 Aog-05 
Madden NFL 06 9 5ep-05 --RlSe ol lhe lmpe<teas 7 Ocl-05 
Malnx P11ll1 of Neo, The 725 ll«-05 
Medal of Hon0<· European Assaull 7.75 Jul-OS 
Metal~&5 8 .kn-05 
M..,... 3 OU8Edruan 9.5 May-05 
Midway Arcade Treasures 3 825 Oct-05 

NINTENDO OS 
Act,~ Wars: Oulll S,n\e 9.25 Sep-05 
Animal UOS""fl iM1d Wo<ld 875 ll«-05 
AlanRolJoO..... B Mar-OS - 6 Aug-OS c..s-.. Oawn ol Som>w 925 Nov-05 
Org Dug 0rgg,'18 Stllle 6.75 ll«-05 
Goidef1Eye Rogue Agenl 6.75 Aug-OS 
..t,y-c.nvasCurse 85 Aug-05 
losJ 11 Blue 7 OCt-05 
Lunar Dragon Sons 475 Nov-05 
Madden NFL 06 5 Nov-OS 
Mano&WSI Partnersw,Trne 8.25 Dec-OS 
Manol<MtDS 85 Oec-05 
Megllm6nf11111e-5. 

DoubleToam 7.75 NoY-05 
Meteos 8 Aug-05 
MetroodPtmePtnban 8 No¥-05 
Nanoso,r 8 Sep-05 
Nrnlerldogs 8 Sep-05 

Pac 'N Roll 6 Sep-05 
Pac-Pio< 7.75 .kn-05 
Phoef...""1ghl.AceAl10mey 7.75 00-05 
PokbnonDash 5.5 May-OS - 8.25 Jun-05 
Ra,,nanDS 6 May-OS 
Snowboon!KldsDS 6 Jall-06 
Sano: Rush 7 Jall-06 
StarWatsEposodelll. 

..,,.,..ollheSilh Jul-OS 
Teena8< Miu< Nl,a Tines 3 
-Nigl,trna« • Nov-05 

Trace Memory 7.S Nov-05 
Trauma Cerur Under 111c Knde 825 Ocl-05 
-Joellc<.i>le- 15 ll«-05 
Yo5hTouch&Go 1.S May-OS 
Zoo Tya,on OS 6 Jall-06 

l(1e Escape• On 111c Loose 6.5 .kn-05 --··- 6.7.5 May-OS 
Armored Core: 
Fomua Front Speoal Edioon 37.5 Nov-05 

IJV Offroad Fuy: Slam' 1iails 6.5 .kn-05 
Coded Arms 6.75 Aug-OS 
Con. The 8 Nov-05 
Dartslal<esOvonode 
The01ilos- 8 May-OS 

°"""1k. 7 Sep-05 
Oyna,tyWamors 6 May-OS 
AFASocu, 8.25 May-OS 

Rfi\. Soa:er 06 7.S Nov-05 
FlatOuc 6.5 Aug-OS 
Fr""" 6.75 00-05 
Ghosl111heShel; 

Stand Alone Complex 55 Oec-05 
Grand Theft ,.,,,,. 
l.certyUI//- 925 Oec-05 

GreakyNHL 6 May-OS 
Gr¢1't 8.25 Ocl-05 
Hot Shou Gol· Open Tee 9 Jul-OS 
1nfeaed 8.25 Jall-06 
6,g<br,olParacise 6.75 Jar>-06 
Legend ol .....,.,. The 6 Jar>-06 
Lord ol lhe Rl1gs: T6aJcs, The 6.75 Jar>-06 
l.unJs>os 9 Mor-OS 
Madden NFL 06 8.5 Nov-05 
Man/el _, 

Rise d 1he 1frC>erl,as 6.5 Nov-05 -- 775 00-05 
MNIGearAod 825 May-OS 
Modn,at,<Club 3 DUB Edrll0!1 8 Aug-OS 
ML8 8 Jun-05 -- 7 Jul-OS 
NBA 6.25 May-OS 
NBA06 6.5 Oec-05 
NBAStreet- 7 Jul-OS 
Need for Speed 
--5-1-0 7.25 Jar>-06 

Need for Speed Under1l")Ufld Rlv6ls 8 May-05 
NFL Street 2 Unleashed 7 May-OS 
l'<>Pt>l.oOol5 8.5 Ocl-05 
Rqob, The - d lvp1orf 5 .kn-05 
lb(lg<Raca 75 Mor-OS 
Smartllorrb 6 Jun-05 
SOCOMU5. Nl1V\f 

SEALs. - e,..,, 7 Jar>-06 
Spder-M,n2 7.25 May-05 
SSXOnlou' 7.75 Oec-05 
StarW... Battlefronlll 7 Jar>-06 
,,go, Woods PGA - 8 Mor-OS 
T,gor Woods PGA - 06 7.S Oec-05 - 8.25 Jar>-06 
~--s~2 - 9.25 May-OS 
- Melal: Hood-On 8.75 May-05 

~ ... ~lhe- 775 Mor-OS ---- 8.5 No¥-05 
~Pure 875 May-05 --- 6.25 May-OS 
X-M<nL=.el 
Rael 9 Oec-05 

GAMI BOY AUVANCI 
Ott K"8 ol Swrc 775 Nov-05 
Oonkey~Coul-.Jy3 85 No¥-05 
Or. Mano Puzzle i._,. 75 Jall-06 
Oyna,ty WlfflOIS Advanc.o 7 Sep-05 
r inal F.-..sy r, Advonce 8.75 Jar>-06 
rwe Emblem: The Saoed Stones 9 Ju,-05 
Guf"'6f5"perHeroes 875 Dec-OS 
Mano--- 77.5 Dec-OS 
MepManBlale-
-.iColonel(Team"'-'>an 1 Aug-05 

MepManZero4 8 Nov-05 
PK-Man Pri>ol Advanc.o 7 Mar-OS 
Pol<bronEmfflld 775 Jul-OS 
RebelslarT.lc:lalCormllt'od 9 Ocl-05 
Rrvea ThePromosedLand 825 Aug-OS 
5,g,naS1"'Slfll 85 Aug-OS 
_.,.T_ed 775 Mar-OS 
Yo5h lopsy,Turvy 8 Aug-05 
Zooo 7 No¥-05 
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Attentl1111 All Cllutersl 
Cheat codes, by their vet}' nature, are in many 
cases buggier than Virginia in August So, unless 
you don't mind re-doing those 70 hours you put 
into the latest game, do yourself a favor and back 
up your save before using any codes. 

On o lighter note, you con send your codes to 
secretaccess@gameinformer.com for o chance to 
be featured here ond win a vet}' S()e(ial prize! 

MULTI-SYTEM 

The Chronicles of Narnla: The Lion, 
The Witch and the Wardrobe 
> PLAYSTATION :Z. XBOX, c.AMECUBE 

During gameplay, hold down LI (Lon Xbox or 
GameCube) and enter the code 

level Skip - Down, Left, Down, Left, Down, Righ~ 
Down, Righ~ Up 

50 Cent: Bunetproof 
> PLAYSTATION l , XBOX 

Enter the codes at the in-game cheat menu 

lnvulnerllbllhy - s'finestyo 
Empty 'n Oips Counter Kill - workout 
Mike Mode? - the hub IS broken 
My Buddy Video - sayheilotomylittlefriend 
So Seductive Vlcleo - yayoshome 

'GI Droid' 
(location unknown - last seen writing dirty words 

,n the wet cement of your drioleway) 

PLAYSTATION 2 

Prince of Persia; The Two Thrones 
For the following. pouse the game and enter the 
code. You won't get a confirmation, but when you 
unpouse the effects should be obvious. 

Battle Rattle - Left (x2), Right (x2), 0, D (x2), 
0, Up, Down 
Chainsaw - Up, Down, Up, Down, Left, Righl Left, 
Right 0 , □. 0, D 

Secret Fish Sword - Up, Down, Up, Down, Left. 
Righl Left, Righl 0, □. 0, 0 
Telephone - Righl Left. Righl Left, Down (x2), Up 
(x2), 0, □. (x2), D (x2) 

XBOX 
Prince of Persia: The Two Thrones 
For the following. pouse the game and enter the 
code. You won't get a confirmabon, but when you 
unpouse the effects should be obvious 

Battle Rattle - Left (x2), Right (x2), Y, X (x2}, Y, 
Up, Down 
ChlillSiW - Up (x2), Down (x2}, Left, Righl Left. 
Right Y, X. Y, X 
Secret fish Sword - Up, Down, Up, Down, Left. 
Righl Left, Righl Y, X. Y, X 
Telephone - Righl Left, Ri~l Left, Down (x2), Up, 
(x2), Y, X. Y (x2), X (x2) 

secret access 
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secret access 



the web's most popular shoe store!® 

See www.zappos.com/cs.zhtml for details. 



..... . GI ••••••• ••• ••• ... .. , 

••••• •• • •••••••• ••••••• ••••••• • 
..... Where The Past Comes Ahve 

Gray Fox 
Game: Metal Gear Solid (PSone) 
Plays Second Fiddle To: Solid Snake 
It takes a whole lot of brass to go toe-to-toe with Solid 
Snake, and it takes even more to taunt him with phrases 
like "That's it, Snake. Hurt me more• and •rve been wait-

ing for this pain~ As Snake's wartime buddy 

1 turned cybernetic ninja, Gray Fox was an even 
match for the legendary soldier even without a 
robo-suit and high-frequency katana - neither 
of which really belongs in the hands of a men-

tally unstable genetic guinea pig. He turns invisible, moves 
faster than the eye can perceive, and lives only to see a 
condusion to his tortured existence. Gray Fox effortlessly 
dispatches foes that Snake needs an arsenal of military fire­
power to take down, crippling Metal Gear Rex before finally 
finding peace in death. 
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Game: Final Fantasy II (SNES) 
Plays Second Fiddle To: Cecil 

Zeratul 
Game: Starcraft (PC) 
Plays Second Fiddle To: Tassadar 
Persecuted by the Conclave for generations and confined to the 
shadows, the Dark Templar channel energies forbidden to their 
other Protoss brethren. Foremost among these exiled warriors is 

Zeratul. He refuses to tum his back on the race that 

2 abandoned him, instead using his band of perpetual· 
ly-cloaked psionic assassins to launch strategic strikes 
against the Zerg. Sure, Tassadar actually delivers the 
fatal blow to the Overmind, but Zeratul teaches him 

to draw on Dark Templars' power, not to mention that he slaugh· 
ters enough Cerebrates to make the Zerg potentate vulnerable to 
Tassadar's suicide run in the first place. En Taro Zeratul! 

Cecil thinks he has deep inner conflict, but he's basically just a Dark Knight 
who doesn't like doing bad things. That's nothing compared to Kain. He 

constantly lives in Cecil's shadow, is forced to betray his allies, 

3 
and stoically stands aside as the woman of his dreams mar• 
ries his best friend. Striving to become the embodiment of the 
Dragoons' strength and honor, Kain fights only to improve his 
skills and just happens to help save the world along the way. 

His amazing Jump ability is one of the game's most powerful attacks, but 
you never know how long you're going to have it at your disposal; Kain is 
unfortunately susceptible to mind control, and unwillingly stabs Cecil in the 
back a few times before joining up for good. 



Sheik 
Game: The Legend of 
Zelda: Ocarina of Time 
(N64) 
Plays Second Fiddle 
To: Link 
Normally his own wits and weap­
ons are enough to get Link through 

the dungeons 

4 of the Legend of 
Zelda series, but 
even Hyrule's 
greatest hero 

needs a helping hand every now 
and then. Link's most impres­
sive ally comes in the form of 
Sheik, a ninja-like warrior who occa­
sionally shows up and makes Link's 
boomerang look like a baby toy. As if 
these awesome appearances weren't 
enough, Sheik becomes even more 
intriguing when it is revealed that 'he" 
is actually Princess Zelda in disguise 
(sorry, the statute of limitations on 
spoiler warnings has officially expired). 
Link will probably be in therapy for 
a while dealing with those •my guy 
buddy is actually a super-hot 
princess• issues, but that 
moment alone cements 
Zelda's claim on the title of 
Coolest Girlfriend Ever. 

Sypha Belnades 
Game: Castlevania Ill: Dracula's Curse 
Plays Second Fiddle To: Trevor Belmont 
With secondary character choices like a pirate and the son 
of the most powerful vampire in history, it's surprising that 

the woman with the sheet over her head 

7 
ends up being Trevor Belmont's most power­
ful ally. She can't climb on walls or tum into a 
bat, but she does have a devastating lightning 
spell that annihilates enemies while Trevor 

stands there awkwardly clutching his limp whip. Also, magi­
cally freezing things and shattering them with a whack from 
a cane is the most fun you can have without buying your 
own tanker full of liquid nitrogen. 

Frog 
Game: Chrono Trigger (SNES) 
Second Fiddle to: Crono 
It really says something about a knight's 

swordsmanship skills when he can be trans­
formed into a bipedal frog and still be a 

nearly unbeatable opponent Even though 
Frog doesn't see himself as the equal of 
his mentor Cyrus, he has perfected his 
technique through years 
of training and is a key 5 
component in several of 

the most useful double- and 
triple-techs in the game. Plus, 

even if you choose to join forces with the evil 
sorcerer who disfigured him, Frog still lends his 
blade to the cause, all in the interest of keeping 
the space-time continuum from being devoured 

by a huge space monster. Now 
that's nobility. 

Zero 
Game: Mega Man X (SNES) 
Plays Second Fiddle To: Maverick 
Hunter X 
Gamers can learn a very valuable lesson from Zero: 
Some robots become unstoppable wrecking machines 
after trudging through eight levels and boss fights, and 

other robots are just made that way. Zero 

6 
definitely falls into the latter category, 
bypassing all the busywork and just kick-
ing Maverick butt with every hydraulically­
assisted step. Though he eventually catches 

a fatal case of Yoda Syndrome ( dying before the climactic 
final confrontation), he makes time to show up and save 
X just often enough to give the poor blue bomber an 
inferiority complex that he's still trying to recover from. 

Bachelor's Degree Programs in 

Game Development 
& Computer Animation 

Hl~ll. 
Real World Education 

school of 
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Digital A rts & Design 

Entertainment B usin ess 

Film 

Game Develop m e n t 

Recording A rts 

Sh ovv P r oduction & Touring 

800.226. 7625 
fullsail.com 

If yo11' re serious abo11t y o11r dream, 
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Winter Park, FL 32792 
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: • classic gi feature 

Ada Wong 
Game: Resident Evil 2 (PSone) 
Plays Second Fiddle To: Leon Kennedy, 
Jill Valentine 

Considenng that the population of Raccoon City has 
transformed into flesh-eating monstrosities, it's nice to 
run into someone like Ada in your efforts to stay alive. 

As a corporate spy and assassin, she is 

8 
one of the only people who actually 
knows what's going on. She's forgot­
ten more ways to kill than you'll ever 
know, and it's dear from the begin-

ning that you need her more than she needs you. 
Wny she chooses to help Jill and Leon is a mysteri­
ous, and you're always left fearing the moment 
when your motives and hers cease to intersect. 
But so long as she fights alongside you, your 
odds of survival are greatly improved. 

Freya 
Game: Valkyrie Profile (PSone) 
Plays Second Fiddle To: 
Lenneth Valkyrie 
Even if you're a legendary Norse warrior god­
dess, there's still someone cooler than you. 
In Valkyrie Profile, players learned this through 
the brief portions that allow you to fight 

alongside Lenneth's supe-

9 rior, Freya. ~ing 
pa,verful dMne 
energy, Freya is 
unconcerned with 

the trifling affairs of human-
ity, instead focusing on / 
her pivotal role in the (( ~ 
upcoming celestial 
war. It's a little easier to 
take orders from a character 
when you know from first-hand 
experience that she could utterly 
obliterate you if she wanted to. 
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Metroid Hatchling 
Game: Super Metroid (SNES) 
Plays Second Fiddle To: 
Samus Aran 
Samus can usually handle herself, but 
when she finds herself at the mercy of 
Mother Brain, an unlikely savior appears in 
the form of the recently rescued Metroid 

hatchling. Mutated by radi-

1 0 ation, the once-tiny life­
form is a gargantuan and 
ravenous beast that drains 
the life from even the 

most fearsome creatures on Zebes, leav­
ing only a pile of dust behind. Absorbing 
the Mother Brain's energy ray assaul~ 
the hatchling basically is the only thing 
that prevents Samus from becoming a 
stain on Tourian's cold, metallic walls. At 
the same time, it imbues her suit with 
the Hyper Beam, which is basically con­
densed doom in beam form. 

The Top Five 
Lamest Tagalongs 
"llq, nit llfl 11111!" 
Some heroes have the 
benefit of companions 
that are out of their 
league, and others are 
saddled with the chore of 
dragging along worthless 
allies like sacks of lead 
potatoes. What follows 
are five of the most infa­
mous lollygaggers, blab­
bermouths, and wieners 
that heroes have ever 
been forced to endure. 

MILES "TAILS" PROWER 
Game: Sonic the Hedgehog 2 
(Genesis) 
EJtra Baggage For: Sonic 
the Hedgehog 
The best thing about 
Sonic's coattail-riding 
burden? One day, his two 
tails will make two snazzy 
lox-skin hats. 

PRINCE EDWARD 
Galle: Final Fantasy II (SNES) 
EJtra Baggage For: Cecil 
His special battle com­
mand is Hide, which 
removes him from the 
battlefield completely and 
leaves a 12-year old girl 
to take his lumps. Classy, 
Edward. 

CEDRIC 
Game: King's Quest V (PC) 
Extra Baggage For: King 
Graham 
If there's one thing 
gamers love more than 
a cowardly know-it-all 
sidekick, it's rescuing said 
sidekick instead of saving 
their family from an evil 
wizard. 

CAIT SITH 
Game: Final Fantasy VII 
(PSone) 
EJtra Baggage For: Cloud 
He's an annoying remote­
controlled stuffed animal 
with a megaphone, so 
he's always too loud and 
technically feels no pain, 
so you can't hurt him no 
matter how much you try. 

TOAD 
Game: Super Mario Bros. 
2(NES) 
Extra Baggage For: Mario, 
Luigi, Princess Toadstool 
Toad can't jump or floa~ 
but at least he sucks 
faster than anyone else in 
the game. Are those M.C. 
Hammer Pants or a dia­
per? Actually, we'd rather 
not know. 

GREATEST GAME OF ALL TIME 
By Wlll1arn Pullman 

ZOMBIES ATE MY 
NEIGHBORS 
> FORMAT SUPER NINTENDO 
> PUBLISHER KONAMI 

The greatest game of all time is Zombies Ate My Neighbors for the 

Super Nintendo. Never has a game tested my skill and allowed 

me to enjoy it as much as this game did. The game has very good 

weapons and lots of secrets for you, the player, to discover. It 

has 56 levels of pure horror, but the game's graphics have a very 

colorful touch to it and it is not very scary. The game's levels have 

no save points to them, but they do have a password that you get 

after every four levels to put in the password menu if you want to 

come back to that 
point. There are a 
lot of enemy types 

and even more 
weapons. 

The point is 

to save your 
netghbors before 
the zombies kill 
them. You can 
play multiplayer, 

and there are two 

characters to select 
from. One is a boy 
with a very big 
haircu~ and the 
other is a purple-haired girl. They do the same things, but it gets 

very interesting when both of the people playing the game want to 

be the guy, or vise versa. There are some boss fights, and my per­

sonal favorite level is where you have to kill a giant baby. I know it 

sounds gruesome, but there is no bloodshed in the game and the 

baby isn't real, so shoot away. I would love to see a sequel to this 

game on any system, but right now there is none planned. So, if 

you have a SNES you should at least give this game a chance. 

THIS MONTH IN GAMING HISTORY 
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Banking on innovation and ease 

of use (the controllers fit into 

the supplied console monitoc), 

General Consumer Bectronici' 
Vectrex system's death was 
announced in February of 1984. 
Original~ offered foc $200, retail­

ers had been cutting the asking 

price in half and the console's 

manufacturer had been selling 

wacky accessories and product 

placement plans beloce its ultimate demise. Because of these last-ditch 

efforts. the Vectrex has supplied two of gaming history's highest-profile 

and most-<oveted collectible items. One is the Mr. Boston game car­

tridge featuring the logo of an East Coast liquor chain - on~ two are 

known to exist The other is the Vectrex 30 lmager, a fi~-of-its-kind 

set of goggles designed to supply a tru~ 30 game experience. Neither 

the accessories nor the console were terribly successful, and unsold 

units were later seen converted into personality and heart rate novelty 

machines foc bars across the US. 
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VIDEO GAME TRIVIA 
It's the February issue, and that means love is in the air. If you don't have a 

date for Valentine's Day, we're here to help. Because of our close friendship 

with all of your favorite video game characters, we can arrange a romantic 

outing with some of the biggest names in the business. Answer the following 

questions to see what you'll be doing on your ultimate digital dream date. 

1 Ah, we miss the days before 
Barn Margera. Which of these 
skaters from the second Tony 
Hawk's Pro Skater did not 
appear in the first game? 

A. Bob Bumquist 
B. Rune Glilberg 
C. Steve Caballero 
D. Tony Hawk 

3 Decomposing. shambling 
heroes are peachy keen! 
Which of these classic 1950s 
tunes wasn't re-recorded for 
the soundtrack of Stubbs the 
Zombie in #Rebel without a 
Pulse"? 

A. •Lollipop• 
B. "Earth Angel• 
C. "Mr. Sandman• 
D. "Rock Around the Clock. 

4 Greetings, mongoloid space­
man! This doofus graced the 
boxart for which ol these 
games on the NES? 

A. Bionic Commando 
B. Mega Man 
C. Codename: Viper 
D. LowG Man 

5 Back in the day. Nintendo 
was slappin' 64 on games like 
there was no tomorrow, but 
many .sames escaped being 
#sixtytourtified:' Which one of 
these N64 games doesn't actu­
ally have ttie number tagged on 
the tail end? 

A. Castleva n ia 64 
B. Doom 64 
C. Pilotwings 64 
D. Wipeout 64 

6 What 2D arcade brawler from 
SNK is this screen taken from? 

A. Street Smart 
B. Mean Streets 
C. Streets of Rage 
D. Brawl Town 

7 True or False? Bushido Blade 
II allowed you to injure your 
opponents legs, forcing them 
to fight from a prone position. 

A. True 
B. False 

8 Did you buy Simpson's 
Wrestling? Of course you didn't. 
But if you had, you would know 
that one of the more obscure 
playable characters is ... 

A. Comic Book Guy 
B. Hank Scorpio 
C. Bumblebee Man 
D. Drederick Tatum 

9 This character from 
Microsoft's first-party disap­
pointment Brute Force is a 
member of what alien race? 

A. Reptors 
B. Ferals 
C. Lizzords 
D. Melmacians 

10 What is the name of the 
weapon in Ratchet and Clank: 
Up Your Arsenal that sucks 
enemies into a black hole? 

A. The Bouncer 
B. Flux Rifle 
C. Hole Reamer 
D. Rift Inducer 

Gam,-Mogm,,•(1SSN1061-6392)~Pl-.cf....,...,•1..-_.priooolS19.98par-.cr-bnsJeSlor$24.98bf&nise-'.n<Nort!FntSNel."1-.Minnllpols, 
MN 55401. (612) '86-6100cr FAX (612) 486-6101. Fu-----er-""""' -Toi F,ee (866)- ,,.,_ _ paod at llmoapois. MN, nt-moililg 

ollicos. SUBSCRIBERSroslllASTE Sondmassctw,gos .,Gam1-Mogm,o•.12• Ntril fflt Snet."1-. Minnllpols, MN 55401. fu'91 .. Canaman ..-nus1btpnpaidn u.s.-. 
ntnus1irdlde~--par-. Gon-.--na1c1am..,~nill""""'1ols....,,Copyntt<na1""""'1ols..........i""1inlhlpublicallonare"""8dbf""' 

respme""'-. &ore-"'P1f{IC2006.Gane-11agame•.A1ngta.......at.~n-crnpa,1-pemissionlspn,l,bted.Game1ntormer' lsarademall<olGameSlol). 
Procu:ls n.med ri lllSll pages n ._. names. orRdaman:s, d ,_ ~ CXJrrplneS. 

124 GAME INFORMER 

BREAKDOWN 
100% of British children (ages 6 to 10) polled in a recent BBC 
survey admit to playing some fonn of interactive entertainment 

25¾ The amount that total video game sales decreased in 
October 2005 when compared to October 2004 

10"/, of the games on the Family Media Guide's "Top 10 Most 
V10lent Games• overlap with Game lnfonnefs "Top 10 Worst 
Games of 2005~ Way to represen~ NARC! 

56¾ of the office is hooked on World of Warcraft The other 44 
percent is sick of hearing about it 

97'/4 The decrease in Kristanna Loken's paycheck after appear­
ing in Bloodroyne. Now she will appear at your birthday party or 
special event for the price of a hot meal. 

* Trivia Score & Rank * 

0-1 
While Casde dumpsler 
wilh Condemned bum 

4-5 
Melt lllllket with Kasumi 

8-9 
Alleyway ~ 

with Red XIII 

2-3 
C.0-Kalts with Need for 
Speed's Ronnie McCrae 

6-7 
Hat shopping with Kung Lao 

10 
Walefslides with Kmos 

Video Game Trivia Answers: I. C 2. A3. 0 4. B S. A6. A 7. B 8.C 9. B 10. D 
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BREATHTAKJNG OPEN ENDED 
ENVIRONMENTS TO EXPLORE 

i Blood 
Language 
Violence 
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CHOOSE FROM FIVE ALL NEW 
PLAYABLE CHARACTERS 
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TWO- PLAYABLE CHARACTERS 
ON SCREEN AT ONCE, 

SWITCH BETWEEN CHARACTERS 
AT ANYTIME 

TEAM UP WITH A FRIEND 
IN UNLOCKABLE 

CO-OP MODE 
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