IMBAT :icno | QVER S0 PAGES OF PREVIEWS
ON Ganioone wm&mm wmmzmmsn-rww

NF@M

HE WoRLl \. ewms. & VibEo cauE MAGAZiNE

AVOF HONOR
A'I ITB ORNE

EA Declare§ War On The Next Generation
K Harrouing P Drops e CutingEdgenaracis Batfiods
K LiteLkeFagl Techrlogy Sk Bazng ¢-Payer000p S




P ':E"é Bt
A 3 o ;’P*ftwf{
Fha ot B T e
gt
L rr -.Jl:-""__:,il ‘Ir. Eﬁ:ﬁ"’fﬁ’%
T mel --L__':*f-_-f' i3 'P-:'::-ﬂ? R

o 1w
fmat

=
" . n
LB g

T A
= e
Lo F ? ' i

PlayStatio
e

PlayStation.c
GREATEST HITS

PlayStation.c
GREATEST HIT?

i‘*lﬂ}’bid[lﬂﬂ C :
GREATEST HITS -

WEY SV LY
("R TR TR TR TR I IH-:-.'
v R
W tul-i-‘-r-‘li'l ]
S EVES AT N

NN
r b3
BaRiN: bs #iba b v

FEs LT RN,

Emen

L
AW

= a i
TAY.

EFREYEYSFEN ET AN RN LN L YW
(FEF AW R ¥

i T

I-'I!l‘!ll-'lllﬂ_."'.ﬂ
_:":..il'l.'lllll"-'l

-
=
£
=
-
-~
-
=
-
=
L
=
-
=
=
-
-
-
-
=
-
-
-
=
-
a=
-

iR wEw
A TAPATET R TR FASAT D FAE

JRFA PR IRATR TR IR DN

ATFAANRIBATRETARR N
FRER TR AN gLV Ens

AV e FRFRFL NS FLWESS TR W
WE ¥

AT T EFEFE N WS

ALER I
| IR FN FASRER

PRODUCTS RANGE FROM |

EVERVONE vo MATURE | *$19.99 MSRP. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc.
) “Live In Your World. Play In Durs.” is a registered trademark of Sony Computer Entertainment America Inc. All games
il featured herein are trademarked and copyrighted properties of their respective publishers and/or licensors. For
| games that are online-compatible, online play requires Internet connection, Network Adaptor {fur'F}arSHﬁﬁn@zi or

N TERNY BAED Y | PlayStation®2 with internal network connector and Memory Card (8MB) (for PlayStation@2) leach so dsepa rately). e

L5

ES T E




T rTrE T EE L

PlayStation.c

EATEST HITS

STRAIN o

FENTTARNAN AN

LERAF RS

SRR RS YD

MY A FANANY LY.

&l e

T, SRS
///(77._ lerlec 77

is.playstation.com

PlayStation.c

Playstation.c

GREATEST HITS

s,
S

e ViR ABYENAI |

O772.€ / ?é’ .,,f‘%zf/@z

_GREATEST HITS

e e e PrBr A Y,

FATAT AW L
L] % i B
il

11

"
-
-
b
-
-
-
-
L]
-
L
v

da0EBpa

ceced.

.
:.;/ .__%f“(?él//

sl S99

PlayStation.2

LIVE
PLAY

IN YOUR W <RLD.
JUR ST



Gl

GRANDI

Heroes come together

as their world 1s torn apart.
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Your historic flight to the mainland is interrupted

by the appearance of a beautiful communicator on

guardians of this world and only you can help her. e

Devastating combo attacks, powerful allies, and an ;

arsenal of deadly weapons and magic are at your

command, but will they be enough in a battle

between gods?
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Fantasy Violence

Mild Language
Use of Alcohol

SLUARLE ENIX.

www.square-enix.com
Published by Square Enix, Inc.

T 1997, 1999, 2000 GAME ARTS. @ 2005, 2006 GAME ARTS/SOUARE ENIX All Rights Reserved
Character lustration. YOU YOSINARI, GRANDIA is a registered trademark of GAME ARTS.
SOUARE ENIX and the SQUARE ENIX logo are trademarks of Square Enix Co., Lid. “PlayStation” and the
'PS™ Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a
trademark of the Entertainment Software Association. Cooperation provided by Fontworks Japan, Inc
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“lLach area ieatures such rich textures, atmospheric 1ighting$
and creepy ambiance that you d swear that they were real.
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“The iact that Condemned is pushing the 360 is awesome,
but its clever tweak on the first-person genre and itﬁ
grisly premise are what make it really tick.
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CONDEMNE D,
You are FPBI aAgent Lthan Thomas. To hunt the world s most dangerous 1\‘ i o

serial killer you 1l need to Keep your eyes open. Starting now
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“From the characters to the incredibly diverse and
environments, the game oozes with cinematic fl.a!r an Z[s n‘f
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s The “Valentines Shmalentines, Games Pwn Love” Issue

MORTALKOMBAYT: @ 50 Cent: Bulletproof ..................
ARMAGEDDON

One-on-one fighting is still the name i | |
of the MK game. Find out where cre- America's Army: Rise of a Soldier .. .... +
ator Ed Boon is taking the series and A

; . e Escape 3
why Armageddon will be the biggest P P
MK ever - in more ways than one. Ape Escape Academy .............oouens

STAR TREK: LEGACY Arena IFDutbal_i R
Bethesda is warping this cultural Battlefield 2: Special Forces .............

tEUﬂ]ﬂtﬂ the next generaﬁqn of Battles of Prince of Persia ...............
gaming, and we have the first look

at how it will play. How cool will it Blazing Angels: Squadrons of World War Il 84

be to fight with every ship in the Burnout Revenge
Star Trek universe?
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COIDROD0. i e T |
MAJOR LEAGUE Crackdown

BASEBALL 2Kb | ; |
Learn how 2K Sports is finding Devil May Cry 3: Dante’s Awakening

ways to keep baseball fresh even Special Edition
on current-gen platforms, and |
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THE OUTFIT Earth 2160 -, S e v

War is serious business, but The |
' roplankton
cover siaey Outfit is all about fun. Gl presents | Electrop

- R an extensive hands-on playtest of - Enemy Territories: Quake Wars ..........
- _ Relic Entertainment’s next title, and | RT3k SR DS

we illustrate how The Qutfit shakes

AI R B 0 H N E up the action formula in a big way. Fight Night RBURG. 3. 4 Sobie s Vaes s
< Gauntlet; Seven Sorrows

.......................

THE ELDER SCROLLS 1V: S SRR AN o i
OBLIVION Glrandia Mo vt YL il

We spent some time with the latest Heroes of Might & MagicV .............

build of Oblivion. See how this |
much-hyped yet recently-delayed Lord of the Rings: The Battle for

title is shaping up with our exclu- Middle-earth I, The ..................
sive playtest. | i
Marc Ecko’s Getting Up: Contents
Under Presstpeiive s sl s
Mega Man X Collection . ...............
MLB .06 The SNOW". .z cam i i

Though the franchise has fallen on hard times, Medal of

Honor is coming out swinging with this next-gen entry. Not
content with pushing just another sequel out the door this
time, Electronic Arts is working on a total reinvention of

the genre. We get the details on how exactly EA is planning
on changing the way video game wars are fought, and just
what the power of new hardware can do for game design.

departments
STAFF GEAR 10 REVIEWS MVP 0§ NCAA Baéeballd ...............
Read the team'’s latest favorites Geeky gadget stuff for the masses Game of the Month: Devil May ODE‘FﬂtIDT."I Flashpgmt EIE 1 A
Cry 3: Dante’s Awakening Speial PQ: Practical Intelligence Quotient .......1I
GI SPY OPINION Edition for PlayStation 2 Prince of Persia Revelations .............
Silly pictures of our life and times GlI's Senior Editor, Matt Helgeson, Durstit Force . . i s
—— weighs in on the violence in video CHARTS Sims 3 The (DS) - Ehmls £ o
games debate - and what's wrong Retail Sales Data and the Gl editors’ i
Your chance to fire back at us! with it T — Sims 2 The (BSP) . .. Sl i i s, v
Sims 2: Open for Business, The ..........
PR CALENDAR 16 SECRET ACCESS il of PhaniSsia ..
w:f:e hews, talk, and technology Get hip to this month’s happenings Codes, strategies, and passwords Tekken 5: Dark Resurrection ......vvv...
collide
PREVIEWS )1 CLASSIC Gl Titan Questalss . i may il o e
INTEW'EW_ New details and mind-blowing Reliving gaming’s greatest moments Tony Hawk’s American Sk8land .........
Doug Lf"""e“m'“' president “f_ “TE screens of Enemy Territories: Quake Tue SWING GOIE, o odoi oo onibaes
Ef“em.l TR Snfhva_re FESOCe, Wars await, along with gorgeous 24 GAME [W_‘EI_‘I Untold Legends: The Warrior's Code ... ..
gives his take on the industry’s next-gen shots of Fight Night The end...or is it? s b

recent adventures in the wonderful
world of politics

Round 3, Crackdown, and Burnout WinningEleven9 ... .. ioililivi

Revenge WWE SmackDown Vs. Raw 2006 ........
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$323es s I I I People Who Actually Get Paid To Play Video Games

SUDDENLY THERE
- WAS NOTHING

)

As a product of my life experiences, | am a video
game dork. In fact, as | look through the rearview
mirror, | see my entire life is not dotted with the
normal landmarks, like when | first rode a bike
or went to Senior Prom (though I'm pretty sure |
went. .| think). Instead, it is filled with the thrills
and wonders of games played.

| remember playing Star Trek in ASCII text before
games had graphics. | remember playing Dragon’s
Lair at the corner 7-Eleven. | 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
| had ever experienced. Video game historians
blame Atari for its poor planning and lack of inno-
vation. | remember the whole thing differently.

| saw the positive side of the games | was play-
ing. Especially when you compared them against
my first gaming experiences, which were text
adventures and ASCII constructs. So when | woke
up one day to find hundreds of games for sale at
massive discounts, | thought Christmas had just
come early. Little did | 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.

| remember the time of nothing after the crash.
It's weird when | 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 | 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 piay them. Because if
you don't you could wake up one day like | did;and
find them gone.

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

ANDY McNAMARA
EDITOR-IN-CHIEF

Cheers,

Andy >> andy@gameintormer.com

Handle: The Game Hombre Expertise: RPCs, Action/ Platf:::rm
Driving, First-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 | Made Up For Bloggers Who Say Things In Their Blogs That
They Wouldn't Have The Nuts To Say To Your Face) Current Favorite
Games: World Of Warcraft, Need For Speed: Most Wanted, Black

10 CAME INFORMER

Reiner >> reiner@gameinformer.com

Handle: The Raging Gamer Expertise: RPGs, Fighting, Action/Platform, Strategy, Sports
Interests: Xbox Live Gamerscores (6,000 And Counting), The Last Two Years Of Batman
Comics (Finally There Is Change), The Approaching Baseball Season, Family Guy Dislikes:
Getting Caught Rocking Out Uncontrollably While Playing Guitar Hero (Think Nerdy Angus
Young), The Small Number Of New 360 Games Coming This Spring Current Favorite
Games: Mortal Kombat: 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: First-Person Shooters, Action/Platform, Action/
Adventure, Action/Sports Interests: Walk The Line, King Kong, NOMEANSNO - The
People’s Choice, The Hold Steady - Separation Sunday, Finishing The Record Dislikes:
“In Gado We Trust,” Snow, Not Having Good Boots, Five-String Basses (You Don't Know
What To Do With Four!) Current Favorite Games: Ape Escape 3, Gun, Peter Jackson's
King Kong

Kato >> rato@gameintormer.com

Handle: The Came Katana Expertise: Sports, Racing, Action/Adventure, Action/Platform
Interests: Walk The Line, All Girl Summer Fun Band, Knowing Me, Knowing You With Alan

Franklin Comes Alive 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 2K6 (Xbox 360 w/ Crease Control),
Battles Of Prince Persia, Winning Eleven 9, Fight Night Round 3

Lisa >> lisa@gameinformer.com

Handle: La Came Nikita Expertise: Survival Horror, Adventure, RPGs, Action/Platform,
Racing Interests: Cupcakes (Always And Forever), King Kong, His Dark Materials, Resident
Evil 4 Figures, Perfect Snow, Having Groceries Delivered (Like Christmas, But With 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,
Call 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

JEI‘BII'I! >> jeremy@gameinformer.com

Handle: Gamezilla Expertise: First-Person Shooters, Survival Horror, Action/Platform,
Fighting, Strategy/RPCs Interests: A Very Guitar Hero Christmas, King Kong (In Movie,

i@ Came, and Cake Form), Danny Boyle's Millions, Clap Your Hands Say Yeah, M/-5 Season 3
DVDs Dislikes: Not Having My Own Element On The Periodic Table ("Godzillium,” Or
Possibly “Pantsnium”), Shoveling Snow Current Favorite Games: Fight Night Round 3,
Tony Hawk's American Sk8Land, 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, First-Person Shooters, Fighting
Interests: Perfect Snowball Fight Weather, Finding New Awesome Restaurants To Gorge
Myself At, Rediscovering Music From Years Past, A Feast For Crows, 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 Warcraft, Mega Man X Collection, Mario Kart DS, Warcraft Il1: Reign Of Chaos, The Outfit

Joe >> Jjoe@gameinformer.com

Handle: The Real American Gamer Expertise: RPGs, Adventure, Strategy, Platform, Puzzle
Interests: More Valkyrie Profile, Hilarious Hate Mail (Thank You, Alliance and Shenmue
Fans!), Punching Uriel Septim In The Face, The Wrench-Throwing Scene In Dodgeball (The
Rest Of It Sucks) Dislikes: Jaime Lannister And The Things He Does For Love, Murlocs,

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: RPCs, Action/Adventure, Fighting,
Platform, First-Person Shooters Interests: Watching Kids Play Mario For The First 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

UNLIMITED ENABLED

GAME INFORMER UNLIMITED

When you see this logo on a game preview, review, or feature, you can learn more
about it by heading to www.gameinformer.com and clicking on the Unlimited logo.

There are tons of other bonuses there (including movies, interviews, and screenshots)
exclusively for Game Informer subscribers, so even if a game you like doesn't have the
logo in the magazine, there is a good chance you can still learn more online.

Partridge DVD, Goalie Yutaka Fukufuji - The First Japanese Player Drafted By An NHL Team,

Waiting For Mistwalker: An Existential Tragicomedy By Joe Juba Current Favorite Games:
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Candid Photos From The Seedy Underbelly
Of The Video Game Industry

1 GCI Group’s Andrew Wong,
THQ's Michael Fitch, and Gl
Online’s Bryan Vore, seen here
“hanging tough” 2 Despite the
fact he never got a callback after
his audition, Joe won't give up
his dream of being in the new
Dead or Alive movie 3 Kohnke
Communication’s Eddiemae
Jukes, convenience store Jedi 4
Ubisoft's Carlo Delallana, Cindy
Lum, and Jeremy give big ups

to Prince of Persia! § Big-time
Cubs fans Reiner and THQ's Rob
Cassel, still in denial about the
fact the White Sox won the World
Series 6 2K Sports’ Anthony Chau
and Chien Yu demonstrate new
“big ball” mode in Major League
Baseball 2K6 7 Midway's John
Podlasek, Reiner, and Mortal
Kombat creator Ed Boon hang

in snowy Minneapolis 8 Jeremy
and Starbreeze’s Lars Johansson,
Jens Andersson, and 2K's Jason
Bergman (middle) strike a heroic
pose in the Game Informer offices
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Enjoy the special in-game

Take your place on the grid and experience visual -f:';ﬂﬁ- with ;h;
m’] the excitement of wheel-to-wheel racing. Realistic e = TR B IR 8
damage and exhilarating handling.

RACE DRIVER. Shunt out the competition and compete through

THE ULTIMATE RACING SIMULATOR the greatest range of auto-racing in any game.

iSO JAMMED PACKED WITH RACING. ..
..LIKE BUYING ONE GAME AND GETTING ANOTHER FREE! 1)
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www.codemasters.com/tocaracedriver3
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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 different, but
I'm sure I'll get used to it in time
just as | 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: | am not letting my two
young children near this game! |
knew all along that it was a bad
idea for Nintendo to let Hideo
Kojima produce this installment.
He's very talented, but it's clear he simply doesn't under-
stand the lighthearted innocent fun that Mario means to
his fans. | know Nintendo needs to innovate and reach out
to teen gamers — and | 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
that, | would totally buy that game).

Jens Alfke
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.

David Bryant (who wrote to you in “Hardcore Hardship,”
lssue 152) is a very lucky guy to be concerned about who
has the right to call themselves a “gamer.” Being what | call
a mature gamer (age 75), | 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 — not being up to his standards — would dare to call
themselves “gamers!” | recall being a Navy photographer
from 1949 to 1953 covering Harry Truman's police action
in Korea, and | 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 Gl. Coolest.
Reader. Ever.

ANGER QUEST

| am a long-time lover of Dragon Quest, and | 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 cel-shading that makes

The Readers Strike Back

the monsters look bland. Also, instead of having some

god-like evil being to fight, 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

B0 A8 PALLY ANSD would otherwise not even bat an
Sttt eve at it
| | Danny White
via yahoo.com

» Dragon Quest Vill 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

| 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 clearly 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 | have lovingly dubbed R1 and L1. |
think you get my point.

Jeremy Kern
via sbcglobal.net

YEP. BICYCLE SUMO WRESTLING

e e S TR T S

In your feature about hidden bonus games (Classic Gl,
Issue 150), how could you you forget to mention the
best unlockable game ever? In Mister Mosquito for the
PS2, rotate the right analog stick 30 times on the title

screen (I'm not kidding) and you can access a hidden

» 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, | 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.

gruce
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 PS3. Just
because something doesn’t have a firm U.S. release

bicycle sumo wrestling game. It makes the original Prince

of Persia look like...well, the original Prince of Persia. |
demand you give props!

Paul Guyet
via earthlink.net

u We usually don't give

in to demands, but this is pretty hilar-
ious. Surprisingly, despite the fake-sounding instructions, the
trick actually works. The Reckless Cyclist game 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 crash into each other. It's just as bizarrely entertaining as it sounds, and fits alongs

ide Mister Mosquito perfectly.

It isn't the most complex minigame out there, but it's got dudes falling off a mountain on bikes! What more do you

need? Consider props duly dispensed.

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

| cannot believe you gave True Crime: New York City an
8.75! Other magazines and websites gave the game abys-
mal scores. Admittedly, | 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. | 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 clone 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, | 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, | 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 Warstomp and Will of the Forsaken, though.
Chalk up two more reasons why the Horde rules.

16 CAME INFORMER

ENVELOPE ART

FEBRUARY WINNER!

STEPHEN VANDERHAAR
Cuddly things and a tortured
soul condemned to eternal
agony: the perfect match

Enter the Game Informer Envelope
Art Contest. All you need to do is N NN YA /O ; .-
draw, paint, scratch, spit, or carve L ~A U T A\ 0, VLS el |
the best darn envelope art you can : L& (W it N NN NN ' '
think of and send it to us. Please
include your name, phone number,
and retumn address on the back of
the envelope. If you're the monthly
winner, we'll feature your work in Gl
and you'll receive a video game prize
from the Game Informer vauit.

Send to:
Game Informer
Envelope Art Contest
724 1st St. N,, 4th Floor
Mpls, MN 55401
' CHAD BORGS-
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JENNIFER THARP

Three heart containers? Nice knowin’

ya, kid
JUAN CARLOS ' . NICK McCURDY

MORALES ﬂ . Kratos appears to
It might not be : ~ have misapplied
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play. i win. i gloat. i kick back. i catch a movie.
hear some tunes. all thanks to one little card.

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 play 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.SANDISK.COM/GAMEINFORMER

Memory Stick
PRO Duo™

Samisk.

STORE YOUR WORLD IN OURS™
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Breaking News, Views, And Technology From
The Cutting Edge Of Gaming

CONNECT

XBOX 360 FINDS
LOST PLANET

CAPCOM BRINGS INAFUNE EXCLUSIVE TO SYSTEM

apcom continues to show great Korean: actor Lee
support for the Xbox 360 with Byung-Hun has been cast
the announcement of Lost as main character Wayne
Planet: Extreme Condition. The
game is being produced by
Onimusha/Mega Man creator
Keiji Inafune, who is also bringing his
Dead Rising to the system. In addition,

his Research & Development division of
Capcom is further supplying the 360 (and
the PlayStation 3) with Resident Evil 5.
Lost Planet is expected to hit at the end of
the year.

The game revolves around Wayne = an
amnesiac who 1s searching for the “Green
Eye” that is tied to humans’ presence on
the title’s unfriendly, snow-bound planet.
Its native dwellers, spider/insect-like
beings that range greatly in size - yet are
always hostile - fly around and emerge
out of the ground to cause havoc. Luckily,
your character can use a mech suit for get-
ting around as well as combat. Players can
also move Wayne around on foot, and the
title will utilize both first- and third-person
action. Korean actor Lee Byung-Hun is the
basis for Wayne's character model.

Keiji Inafune says that Lost Planet will
make full use of the capabilities of Xbox
Live, although he would not specify the
game’'s online features.
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M On-foot action
will also be in
the mix, and it
looks here like
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turned. Who's
going after
Wayne in their
mech?
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LOOSE TALK

Hot Gaming Gossip

ROCKSTAR, INFINITY
WARD ON, THE MOVE
4

ey

a

Iy o

@ Call of Duty 2 for Xbox
360 by Infinity Ward

There’s nothing more conspicuous than a developer hiring droves of people to let you know that there’s a
game on the horizon. Both Rockstar Games and Call of Duty 2 developer Infinity Ward are now scouring for
talent. Rockstar has already announced that it has more Grand Theft Auto titles planned for PSP, as well as the
next iteration of Red Dead Revolver for PS3. As for Infinity Ward, a Call of Duty 2: Collector’s Edition for PC is
on the docket, but we certainly look forward to anything else this developer puts out.
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In an interview with PlayStation
Magazine, SCEA executive vice
president Jack Tretton hinted at a
few possible PlayStation 3 launch
titles - Incognito’s Warhawk and
a dragon-based flight combat
title called Lair from Factor 5.
Tretton mentioned that SCEA has
three games that are currently in
development internally.

WARHAWK
FOR PS3
LAUNCH?

' '1_ i #-‘f‘ % = Geometry Wars:
wa Retro Evolved on
Xbox Live Arcade
and Project
Gotham Racing 3

Pl ':.u =
MORE GEOMETRY WARS

Geometry Wars-mania has taken over Xbox 360
owners, The old school Robotron-like arcade title

first appeared in Project Gotham Racing 2, and a new
version also came with PGR 3. Now Xbox Live Arcade
players are playing it via the Xbox Live Arcade, and
we've heard that a third edition of Geometry Wars is
in the works. No word on when it might come out, but
seeing as how the fourth PGR title is probably a ways
off, we bet that the new Geometry Wars will be made
available as a download for Xbox 360 fans to enjoy.

METROID DREAD DEAD

DS owners were looking forward to Metroid Dread
in 2006, which would have been a return to the
series’ classic 2D roots. However, a source has

told Loose Talk that the game has, in fact, been
cancelled. No reason is known for the move, but
whatever the circumstances, we wish it weren't true.

SEGA’S REVOLUTION

Nintendo has yet to announce any deals with companies to bring third-party games to the Revolution through
its backwards computability function. Recently, however, Nintendo’s chief marketing office Reggie Fils-Aime
said that Sega is interested in providing old games for the system. Fils-Aime also said the Revolution controller
shell would look similar to the GameCube’s Wavebird controller.

Got some insider info? Email us at loosetalk@gameinformer.com and we'l be all ears.

NAME THAT GAME

Test Your Sight

Even though this month’s game was a Japanese-only
release for PlayStation, it was a cult hit that prompted
some to import the title. It comes from developer
NanaOn-Sha and Masaya Matsuura, the people behind
the PSone hits PaRappa the Rapper and Um Jammer
Lammy. The game featured simple line vector styled
graphics and demanded that you jump your character
over obstacles that came your way according to the
tempo and beat of its songs. You could even have

the game generate custom levels by popping in your
own CDs,

(Answer on page 28)
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XBOX 360 LAUNCH
TEMPERED BY
SHORTAGES

GEARS OF WAR,
CRACKDOWN DELAYED

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 wil
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.

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

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.
. 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

MATURE 17+

"

Violence o <"

Strong Language XX 2" | PlayStation.2  WWW.BLACK.EA.COM

CONTENT RATED BY
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THE GOOD, THE BAD, THE UGLY

When You Want Your News Categorized With A Sarcastic Editorial Spin
Microsoft has already

updated its list of ongnal
Xbox games that can be
played on your Xbox 360

A number of Tom Clancy
games are now available,
ncluding Splinter Cell:
Pandora Tomorrow and
Ghost Recon 2. Microsoft says
the backwards compatibility
list wall continue to grow,

but would not say when the
update would occur.

W Ubisoft's Splinter B, o
Cell: Pandora Tomorrow & T A 0008
is now available for ' |
backwards compatible

play on Xbox 360

The French government is scheduled to present

a tax credit plan for video game publishers and
developers. Earlier in 2005, officials for the French
government said that they would take steps to pro-
tect the industry after U.S. publisher EA threatened a
takeover of French company Ubisoft.
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BAD

After cutting out on the Advent Million dollar Game Informer just won Spike TV's Viewer’s Choice
contest a few months back, publisher Majesco s award for the best video game magazine, and we
also dropping licenses. The company has sold The couldn't have done it without your help. Thanks.
Darkness and Ghost Rider to an unnamed publisher Now hands off our champagne.

for 58 million. On the bright side, Majesco says that
it has trimmed down enough to “pursue additional
opportunities.”

UGLY

Sen. Hillary Clinton (D-NY) and Joseph Lieberman (D-CT) have intro-
duced the Family Entertainment Protection Act, a federal bill which
would make it a crime to sell an M- or AO-rated game to a minor, a
penalty not placed on any other forms of media. Not only that, but

if made law, it would authorize the FTC to run an annual audit of .
retailers and scrutinize the ESRB ratings board. A similar law in [llinois |
was struck down by a judge before it could be enacted into law on the
grounds that it was unconstitutional.

B Valkyrie Profite: Silmeria
' ;H g

S

Ry o ey -

Fans of PSone’s Valkyrie Profile are getting not one, but two titles in the senes this year in Japan from Square Enix
and developer Tri-Ace. Valkyrie Profile: Silmenia is slated for the PlayStation 2, while Valkyne Profile: Lenneth 1s a
PSP title that will be a remake of Valkyrie Profile, with extra scenes to tie Lenneth and Silmena together.
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CLOSES ITS

DOORS

PRESIDENT TAKES ey
PARTING SHOT AT SONY S

Collection
were partof
the company's '
demise

ublisher 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 it, sO |
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,
including 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 clear that it 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 making 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 fans 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.’

Game Informer brings the world’s worst game ideas to life

Super Saiyan Shonen Naruto
Budokai Tenkachi Gundam Gundam! St

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 exclusively 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 Tenkach
Gundam Gundam! (or SSSNBTGG to make it easier), players
would choose their favorite anime character (including those
screamy Dragon Ball guys, big robot Gundam dudes, One Piece
pirates, 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 e
player’s favorite anime characters. Basically, you would hit a but- *‘J%r
ton, your yellow-haired, veiny-necked character would yell out 15 ety
second of gibberish announcing the name of his move, then shoot

a fireball the size of the Goodyear Blimp. Then your foes would -
do the same thing, and somehow one player would eventually emerge the winner. Sure, it would b« a
pretty terrible game, but hey, it would have anime characters in it! Fans will certainly buy it anyway. “Then
we'd take the money and go buy more solid gold toilets. Those things are sweet!
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More News You Can Use

KOJIMA TALKS ON NEW PSP

TITLE, ESCALATORS

In his crazy blog, Konami’s Hideo Kojima
revealed that his development studio s planning
a new PSP game which will be directed by Metal
Gear Acid 2's Shinta Nojiri. Kojima says that the
title will feature a game system “that’s different
from traditional games.” Check out more from
the mind of Kojima, induding passing people
on escalators, over at www.blog.konami_jp/gs/
hideoblog_e/

EA BUYS JAMDAT

In 2 sign that cell phone games are becoming
big business, Electronic Arts has come to an
agreement to buy mobile publisher Jamdat for
$680 million - although a shareholder has filed
a dass-action lawsuit to stop the merger. The
deal will bring together both companies games’
portfolios, and EA says that it plans to put out
over 50 titles in the next year.

KING'S QUEST IX CONTINUES

Last month we told you that fan developer
Phoenix Freeware was told to stop development
of King’s Quest IX by license holder Vivendi
Universal. Well, the two have come to an agree-
ment whereby Phoenix will be able to continue
its work on the game, which will be known as
The Silver Lining from now on. The first of its
three chapters should be out in 2006. The fact
that Phoenix can't use the King's Quest moniker
suggests that VUG may indeed be bringing the
adventure series back.

CASTLEVANIA CLASSICS

Game Boy Advance owners who have yet to
own Castelvania: Harmony of Dissonance or
Aria of Sorrow are being rewarded for their
insolence (why don't you own these yet?!) with
a one-cartridge package tentatively called the
Castlevania Double Pack. This deal of a lifetime
will be available in the first quarter of this year.

B Castlevania:
Harmony of
Dissonance

UBISOFT INVADES PSP

2006 will see a few PSP titles from some of
Ubisoft’s most popular franchises. Splinter Cell
Essentials is a prequel to the first Splinter Cell
console game, and it will contain some interest-
ing multiplayer options. Meanwhile, strategy
shooter Brothers in Arms makes its handheld
debut sometime in the year. An unnamed Xbox
360 title was also mentioned by the company.

=

B Brothers in
Arms: Road to
Hill 30 for Xbox

LR R
e ; ‘

W
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MARTINIS AND
METHOD MAN
ON THE PSP

BOND AND DEF JAM HIT THE
PORTABLE

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 includes 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 muilti-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 includes four new venues, wireless multiplayer,
and a roster of 40 stars.

news

®m Def Jam Fight for NY:
The Takeover

# From Russia With Love

SONY GOES GUERRILLA

KILLZONE PSP ALSO IN WORKS

ony gave developer Guerrilla Games and its Killzone title a
huge spot at last year's E3 press conference unveiling the
PlayStation 3, and now it's giving the Dutch developer a
spot at the Sony table. The company has announced that it has
acquired Guerilla Games from Media Republic, adding it to its
worldwide studio portfolio.
The pair already had a close partnership, as Sony signed
the developer to an exclusive publishing deal shortly after the
release of Killzone on the PS2. Guerilla previously released
ShellShock Nam ‘67 under Eidos. “As we prepare for the launch

B A shot from Guerilla's
Killzone for the PS3

of PlayStation 3 next year,” said Sony Computer Entertainment
Worldwide Studios president Phil Harrison in late 2005, “this
acquisition strengthens our development portfolio to take full
advantage of the exciting entertainment opportunities provided by
PSP, PS3, and beyond! Sony has announced that the developer is
also working on a PSP title within the Killzone universe.

At E3 last May, Guerrilla's Killzone trailer for the PS3 was the
talk of the show - not only for its impressiveness, but whether
the clips were real-time or not was the subject of endless debate

within the industry.




THE FATE OF THE ENTIRE

GALAXY IS IN YOUR HANDS.

THE FLEETS

Uo you quickly build a fleet of TIE
fighters and swarm the enemy
before they gain strength? Or
take time and build a more
powerful fleet of Star Destroyers?

THE WEAPON

Do you protect the Death Star
and reveal it at a critical
moment? Or do you break out
your big gun first and use Rebel
planets for target practice?

THE ARMIES

Do you crush bases under the
feet of AT-ATs and risk losing
a few? Ur do you call down
ships from space and bomb
them back to the Stone Age?

Fantasy Violence

CONTENT RATED BY

Game experience may change
during online play.

THE ELEMENTS

Do you wait until after the ice
storm and lose the element

of surprise? Or do you take
advantage of low visibility and
attack when they least expect it?
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ARE YOU READY?

THE CREATURES

o you attack head-on and risk
massive casualties? Or flank
the enemy, circle around and
hope any rancors you meet
along the way aren't hungryr

PETROGLYPH

Will you repeat Star Wars® history or change it forever? Play Star Wars: Empire at War and
test your strategic mettle in an epic fight to control the entire Star Wars galaxy. As the Ultimate
Galactic Commander, jump right into battle without wasting time on tedious resource gathering.
Lead the Rebel Alliance in a quest to overthrow the Empire. Or choose the dark side, and use
Darth Vader and the Death Star to crush the Rebellion. Either way, every soldier, battalion and
fleet are yours to control. Make Star Wars history. Get your copy today. www.empireatwar.com

| UCASARTS
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Favorites From Industry Pros And GI Readers

DEVELOPER READER

KYLE PESCHEL OMAR LARA news
Producer, Upland, CA

Atari’s Timeshift

“THIS IS A
TRUE CREATIVE

' COLLABORATION”

# ' EATALKS ON SPIELBERG DEAL

1 GoldenEye 007 -N64 1 GoldenEye ¥
2 Street Fighter 007 - N64 Rt ) f A few months ago, Electronic Arts announced a blockbuster deal
. | \ with legendary film director Steven Spielberg for a collabora-

gt eicy sy tion that will produce three original titles. Naturally, the

Warrior - Arcade Solid - PSone details have yet to be announced, but Game Informer has

3 Final Fantasy 1 Metal Gear Solid snagged an exclusive interview with Doug Church - the
man who will serve as executive producer on the proj-

Vil - PSone 2-P52 ects and will work very closely with Spielberg to bring

4 Super Mario 4 Metal Gear Solid these games to life.

64 - N64 3-P52

5 Tecmo Super 5 Resident Evil . i

Bowl - NES 4 -PS2 How did this collaboration come about? Did Spielberg of concepting, we already have plans for specific areas where

Send Top Fives and a photo of yourself to:

Game Informer Magazine/Top Five
724 N 1st St 4th Fl
Minneapolis, MN 55401-9022
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(attach digital picture)

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

1 Giving the gift of Shadow the Hedgehog. That game
just sucks

6 The phrase “Raid this tomb, Lara Croft!”

9 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 Warcraft guildmates

2 Insisting on being referred to as “Solid Snake,”
“Mega Man,” or “Princess Peach”

17elling your partner that they need a few more
“experience points” in the ways of love

Name That Game Answer: Vib Ribbon

28 GAME INFORMER

approach EA?

Well, EA has a long history with Steven, starting in the
DreamWorks Interactive in the ‘90s, including the creation of
Medal of Honor (inspired 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 out, 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 important, 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 best, 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 honest, 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

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?

| 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?

| wasn't at EA then, but what | 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 project, we are working
directly with Steven — not a movie studio — so this is a true cre-
ative collaboration.
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Making the leap into politics,
Lowenstein serves under
Senator Howard Metzenbaum

(D-OH), acting as his legislative
director for the last two years
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= DOUGLOWENSTEIN

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
industry closely, what is the Entertainment
Software Association and what are the core
functions of your organization?

Well, the ESA is what we call a trade association,
which is a collection of companies in an industry
that come together to work on issues of common
interest and concem, typically in the business 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 variety of areas
from government relations to E3 to, of course, our
self-regulatory body, the Entertainment Software
Rating Board. We have an anti-piracy enforcement
program, which operates domestically and around
the world to bring legal actions and conduct inves-
tigations on activity that infringes on our members’
intellectual property rights. We're the voice and
spokesperson for the industry.

But, | think, in the end, if the bill were to pass, we
would immediately challenge it on constitutional
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 that, 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 it, 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 industry an “F” for having
what they felt were misleading 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
industry 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. | 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, | 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

association

Lowenstein becomes the
first president of the recently
formed Interactive Digital
Software Association (since
renamed the Entertainment
Software Assodation),
where he would staunchly
defend video gaming from its
critics, and help make the E3
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Hillary Clinton and Joe Lieberman 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. | 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
FEMA is. [Laughs] Senator Clinton made it clear
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 condlusions. On the one hand, we were
pleased that she has publicly praised the industry
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 content, 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 bureaucratic night-
mare for the industry is this bill if it passes?
Well, | think it's pretty nightmansh in the sense that
I'm not sure, with a nation at war, with terronsm,
with all manner of cime facing our country, whether
i's a particularly good use of law enforcement to be
running around seeing if retailers are selling games
to minors. | 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. When 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 clear 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 with people who have wildly different
values and morals. At the end of the day, they have
to give us an “F” because “A's” don't win headlines.

Last year, the Grand Theft Auto “Hot Coffee”
scandal was a very sensational incident. How
much damage in terms 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 Clinton 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. |
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?

I'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, if 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 re5p=:rn5'.bml
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.




| B ESA President Doug Lowenstein
| K leading the charge against
| federal regulation of video games’
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AREA-51 M5700 AND M5500

Manufacturer: Alienware Website: www.alienware.com
List Price: starts at $1,499 (m5700), $1,049 (m5500)

SKIN NEO PSP CASE

Manufacturer: 1SKin
Website: www.iskin.com
List Price: S49 .99

Known for stylish yet totally functional iPod
cases, manufacturer 1Skin 1s jJumping Into
gaming with a great PSP holder. The leather
Neo case comes in a handful of colors, con-
verts into a sturdy stand, and has velvet-lined
storage for the unit, slots for memory sticks,
and a back compartment that holds UMDs,
but allows users to switch disks without
taking it out of the case.
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770 INTERNET

TABLET

Don’t be alarmed - this Nokia set
isn't a phone at all. Instead, it's
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.

Shifting its focus a bit, over-the-
top gaming PC manufacturer
Alienware recently introduced
two new Centrino-based lap-
tops: the m5700 with a 17-inch
screen and the m5500 that offers
a 15.4-inch display. Like all
Alienware products, the specif-
ics are highly customizable, but
the lighter weights, smaller price
tags, and more subdued styling
in comparison to their high-pro-
file gaming lines might make
these desktop replacements
easier to swallow for more con-
servative (or business-minded)
consumers. The company is also
running some sweet deals
through their website, so head
there first for big savings.

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




M This is a concept
we can get

behind - making
in-car gaming more
than opening your
trunk after West
Coast Customs had
its way with it

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 self-supplied image.

Shown on P52 controller, not included

GEL TABZ

Manufacturer: Gel Tabz Website: www.geltabz.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.

URGE
CONCEPT
%1 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.

tech
HARMONY
ADVANCED
UNIVERSAL
REMOTE

FOR XBOX 360

Manufacturer: Logitech
Website: www.logitech.com
List Price: $129.99

The Harmony remote control
ineup 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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