


Mid-Size 
Truck 

When two great things come together, that's the sweet spot. Like when 284 lb·ft of torque meets 4-wheel 

limited slip (ABLS)':Fully·boxed frame meets Dana axles.Hill Start Assist meets NISMO-spec 

Bilstein shocks.Together, they make the biggest sweet spot of all.The new 265-hp Nissan Frontier. 

The most powerful mid-size truck. Period.To learn more,call 800-NISSAN3 or visit NissanUSA.com. 

•vs.comparably equ,pped 1/2-ton pickups. ""4•4 modols. Nissan, the NISSarl Brand Symbol, "SHIFT • taghne and NISSafl model names are Nissan trademarks. Tread Lightly•• 

Please. Always wear your seat belt. and please don'! drink and dnve. c:·2004 NISSan Norih Arnenca, Inc. 



The All-New 265-hp Nissan Frontier 
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•~ shooter unlike any y~Ye 'seen before!" - Electronic Gaming Monthly 

"One of our most anticipated titles of 20015." - Official XBOX Mag azine 

You've got no past. 

-IOIIIM-111111rldld ~~. Inc. All ~ 
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Shoot llvtn' ammo like Fuzzles, 
Boombats and Sting Bees at yer enemies, 

each with a pow'rM world or hurt. 

Ill OddMi1d Logo are lnldemar1<s or 
EA, EA GAMES, the EA GAMES logo, 

U.S. IIIM!r other countries. Microsoft, 
,llt U.S. and/or other countries. 



Welcome, friend. Heard yer that b~ty hunter with the 
mysterious past. Ya hit town ta collect1,0ll!lties, ~ aoolah and 

free the land frOlll. t1 • Better keep tlla\ le-b~l'd creature 
crossbow lOl4e gotta blast yer throu&h a pack of 
outlaws 'n filthy mi~ions if yer &onna 

Hitca up yer boots, Stranger, it's time ta 

At general stores everywhere. Yer hunt bestnB at ~m 
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. :.J::.: • • • People Who Actually Get Paid To Play Video Games 

HAPPY 
NEWYEAR 

Yeah, I know it's February, but we had to 

wait an extra month this year to bring you 

our blockbuster Year In Review feature. But 

this year we bring it to you with an added 

bonus: a chance to win all the games in the 

Top 50 just for visiting Game Informer Online 

(see page 81 for more details). 

Looking back, I have a hard time thinking 

of a year in video games greater than this 

one. So many great games, so little time. 

Looking ahead, I must say the coming year 

will be one of the most interesting and inno­

vative in a long time. 

Now, I will admit, I can't tell you all we 

know about the games coming down the 

pipe. However, the one constant I have seen 

from almost every company in the industry is 

that 2005 will be the year to introduce new 

(and hopefully fresh) intellectual properties 

(or IPs as we call them in the biz). 

Of course, there will be plenty of highly­

anticipated sequels for us to get psyched 

about, but I think people will be surprised 

overall by all the new directions the industry 

will take (due mostly to the fact that this 

year will see the introduction of Sony's PSP 

and Microsoft's next Xbox). 

As always, Game Informer will keep you 

up to date on all the latest So enjoy the 

issue and we'll see you here next month 

when we bring you another next generation 

shocker. What game will it be and for which 

system? I guess you'll have to come back 

next month to find out 

Andy>> andy@gameinformer.com 
Handle: The Game Hombre Expertise: RPGs, Actlon,'l'tatform, 
Driving, First-Person Shooters Interests: JJy-Z And linkin Park's 
Collision Course, Freaks & Geelcs, Coffee Dislikes: Mf Broken 
Computer, Sore Lose15, U2's 'Vertigo" (Someone Please Make It Stop) 
Current Favorite Games: Wor1d Of Waraaft, EverQuest 11, Halo 2, 
The Legend Of Zelda: The Minish Cap 
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Reiner>> reiner@gameintormer.com 

Handle: The Raging Gamer Expertise: RPGs, Fighting, Actloly'l'tatform, Strategy, Sports 
lnlerests: The Fino/ Solution: A Story Of Detection By Michael Chabon, PractJcing Mf 
Force Choke Ability In Public Places, Nintendo OS' Upcoming Lineup (Wario Rules!), 
Hiding Moldy Bread On Mf Coworkers' Desks Dislikes: People Who Counter Mf Force 
Choke With A Flip Of The Bird, The NFL (And You Thought The MLB Was Run Poorly?), 
Waiting For PSP Cumnt Favorite Games: Halo 2, Star Wars Knights Of The Old 
Republic 11: The Sith Lords, The Legend Of Zelda: The Minish Cap, Suikoden IV 

Matt>> matt@gameinformer.com 
Handle: The Original Gamer Expertise: First-Person Shooters, Action/Platform, Action/ 

,..._ __ , Adventure. Action/Sports Interests: Nick Cave And The Bad Seeds -,Abbotoir 8/uevfhe 
lyre Of Orpheus, Desperate Hoosel'<ives (Best Show Since 8evelly Hills 90210!), PSP, Snoop 
Oogg's GIT-Shirt. Mf New Vehicle Dislikes: Star Jones, Gorging Myself Sick N. Manny's (Or 
Maybe That's A Good Thing?), Internet "Beer (Puts The "P" In Pathetic), Not Having Enough 

llii Time To Play All Of The Games That I Want To Current Favorite Games: Grand Theft 
~ Auto: San Andreas, Shadow Of Rome, Halo 2, Hot Wheels Stunt Track Challenge 

Kato > > kato@qameintormer.com 
Handle: The Game Katana Expertise: Sports, Racing, ActiofvAdventure. Actloly' 
Platform Interests: LOVlng Music Again Thanks To The Old (Gene, Ride, Mojave 3) New 
(Loquat) And Local (Bndge Oub - The Best Band In Minneapolis), Slifled By Susan 
Falud1, The People Of Edmonton Dislikes: EA's Exdusive NFL License, The Gastronomi­
cal Peer Pressure Of Buffets, Gary Bettman, Notre Dame. Tom Being Brainwashed By 
The Warren CommlSSIOO Cumnt Favorite Games: Shadow Of Rome, Jade Empire, 
The Lord Of The Rings: The Third Age (GBA), Donkey Kong Jungle Beat 

Lisa>> lisa@gameinformer.com 
Handle: La Game Nikita Expertise: Survival Horror, Adventure, RPGs, Action/Platform, 
Racing Interests: Knitting Some Mean Power Gaundets. Snow, Grnail (Best Thing Ever), 
Firefox (2nd Best Thing Ever), Snoop's T-Shirt. PSP Dislikes: Elevator-Appropriate Holiday 
Music, Malls In Any Form Current Favorite Games: Star Wars Knights Of The Old 
Republic 11: The Sith Lords, Jade Empire, Halo 2 (Again, I Know), Resident Evil 4, Splinter 
Cell: Chaos Theory, The Legend Of Zelda: The Minish Cap 

ameinformer.cam 
Handle: Gamezilla Expertise: First-Person Shooters, Survival Horror, Action/Platform, 
Fighting, Strategy/RPGs Interests: Attempting To Get My Flabby Ass In Shape, M/-5, 
Madrox, MF Doorn, Holiday Relaxation, Galactic Pizza, Jamie Foxx (When Did He Become 
Such A Great Actor?) Dislilces: Getbng Schooled N. Halo 2 Online, Disappointing Urban 
Planning, The Shortage Of Interesting MOVles This Year Current Favorite Games: Halo 
2, Metal Gear Solid 3: Snake Eater, X-Men Legends, MechAssault 2: Lone Wolf, Shining 

_.,, Tears 

Adam >> adam@gameinfarmer.com 
Handle: The Alpha Gamer Expertise: RPGs, Strategy, First-Person Shooters, Fighting 
Interests: Finding New Radio Talk Shows To Disagree With, Rap Snacks, Actually Finding 
Cool People On Mf Seiver (Stormreaver 4 Life!), America: The Book, Commercials, 
Check-Raising Dislikes: Sony's Intimate Knowledge Of How To Make Me Buy A Piece 
Of Hardware, Both Sides Of The NH rs Labor Dispute, Son Of Arugal, EA Assimilating 
Everything, Rhyming Commercials Current Favorite Games: World Of Waraaft, Untold 
Legends: Brotherhood Of The Blade, No-Limit Texas Hold 'Em 

Joe>> jae@gameinformer.com 
Handle: The Real Amencan Gamer Expertise: RPGs, Adventure, Strategy, Platform, Puzzle 
Interests: Fuzzles,AlA,e()/ Children Trailers, The Iron Giant, New Final Fantasy Figures 
(Even At F1Ve Inches, Sephiroth Rules), Eats, Shoo/5 & leaves By Lynne Truss (Grammar 
Is AwesomeO Dislikes: All Your Base Are Belong To EA, Sending My FFXI Character Into 
Eternal Aftert~e (Jubanimal Was Twice The Man N. Half The Size) Current Favorite 
Games: Star Wars Knights Of The Old Republic 11: The Sith Lords, Suikoden IV, Metal Gear 
Solid 3: Snake Eater, Fantastic Four 

Miller>> miller@gameintormer.com 
Handle: The Once And Future Gamer Expertise: RPGs, Action/Adventure, Fighting, 
Platform, First-Person Shooters Interests: The Transformers Live Action Movie, The New 
Avengers, PSP, Keepmg Mf Fridge Stodced With Pie, Mf Favorite Quarter Century In Years 
Dislikes: How WoW Has Stolen From Me The Last Vestiges Of A Normal Sleep Schedule, 
Flat Tires, People Who Aren't Ready For Battle At All Times Current Favorite Games: 
World Of Warcraft, Halo 2, Oddworld Strange(s Wrath, The Legend Of Zelda: The Minish 
Cap, Katamari Oamacy, Jak 3, Star Wars Knights Of The Old Republic 11: The Sith Lords 
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• : .: The Readers Strike Back 

■ You want games to abandon their epic settings in favor 
of more realistic heroes? This might not be such a hot 
idea, Al. It seems like this new, blunted genre might just 
saturate store shelves with products that are consider-
ably duller than everyday life. Imagine opening a gift and 
finding the hottest new game, •Livin' Low.• where you 
control Fergus Plunkum, an innocuous actuary for a large 
insurance firm by day, but at night he transforms into a 
defeated bachelor loafing around his squalid apartment 
His desolate life is punctuated by heavy sighing. getting 
assaulted by volunteers from the Humane Society, and call­
ing Papa John's just to have someone to talk to. See what 
we're talking about? No fun. As a compromise, maybe 
you should check out the wealth of already-existing great 
games that don't revolve around saving the world, like The 
Sims 2, GTA: San Andreas, and Burnout 3. 

HALO GETS DEVIL HORNS 
I waited two years to spend four hours in line so I could 
play it, but I'm afraid I have to go out on a blasphemous 
limb here: Bungie dropped the ball on Halo 2. With ter­
rible music, shifting textures, and an ending that is unfulfill­
ing at best, it fell woefully short of expectations. 

The FPS bar has been raised in recent years; Bungie 
even helped elevate it with the first Halo. Wny didn't they 
try harder to reach those heights instead of turning in 
homework that looks like it was scribbled down during the 
bus ride to school? I know many will disagree, daiming it 
is the greatest game ever, but these people cannot realize 
that dual-wielding is an awfully small bone to be thrown 
after years of anticipation. There are those of us that look 
for technical advancement, skill, and art in games. Please 
pander to us, too. 

Wes Howard 
Via email 

Wny can't developers leave a good thing alone? Don't 
get me wrong, Halo 2 has the bread and butter of a 
good game: playability, fun factor, graphics - but the story 
sucks. In games, like most things in life, the basics are 
always better. Hasn't anyone at Bungie read the classic 
Greek tragedies, Shakespeare, or Stan Lee? Good versus 
evil is what we want in a FPS, not "The Portrait of Master 
Chief as a Young Artist.• I can't believe that these writers 
get away with stealing story ideas from Star Trek and Star 
Wars; it seems like poor sci-fi writing is sinking its preten­
tious plastic fangs into everything these days. As a gamer, I 
want good games, not War and Peace. 

Christian Buttner 
Via email 

I can't believe that you gave Halo 2 a 10. The [story, 
gameplay, ending] is absolutely terrible. [Half-Life 2, 
Metroid Prime 2, Halo] is a far superior game, and it is a 
true gaming revolution, not just a blatant rip-off of other 

games. To me, a 10 represents [insert unattainable abstract 
ideal here] and Halo 2 has so many flaws that you must 
just be too stupid to notice them. 

Johnny Toughguy 
Via all known forms of communication 

■ There are a lot of things Halo 2 doesn't do. It 
doesn't shine shoes, it makes a lousy creme brulee, 
and it can't revoke Adam West's restraining order 

■ Seven times for thanking happiness the insinuated 
writing! Actually, if our team of elite codebreakers (aka 
Adam with four Red Bulls in him) is interpreting this let­
ter correctly, New Jersey's hydrogen technology is poised 
to become the next nuclear superpower. If its diabolical 
endgame comes to fruition, the Garden State will soon be 
harvesting some homegrown, planet-wide devastation. 
However, we wouldn't start punching everyone who says 
•wicked cool• just yet; the credibility of the anonymous 
author is in question. since this (possibly) threatening 
message also came folded with a receipt from a one-hour 
pharmacy. The total was S7.62 (with tax). 

against us (C'mon, man! One more Batusi for old 
times' sake!). However, when it comes to delivering 
an amazing gaming experience, there are few areas 
where Halo 2 doesn't achieve a crushing victory. 
Many fans disagreed with our assessment of the 
game for reasons that can be neatly grouped into 
two categories: It was too much like the original 
Halo, and it wasn't enough like the original Halo. If 
you're actively looking for faults, you'll find them in 
any game. A score of 1 O isn't supposed to indicate 
a game free of imperfections, but rather one where 
the minor flaws are eclipsed by overall excellent 
execution, which Halo 2 has in spades. If you're that 
desperate to find something to hate, try focusing on 
clerks at your local organic grocery store. They think 
they're better than you. 

KNIVES IN GUNFIGHTS 
Having a code of ethics is keeping me from achieving 
higher ranks on Xbox Live, especially on Halo 2. The usage 
of overpowered weapons (like rockets and energy swords) 
and dropping games to avoid taking a loss are two things 
I refuse to participate in. I realize that swords do require a 
dangerous approach and close range, which I can respect, 
but not when it is the only weapon people use. Rockets, 
however, simply take all challenge out of the game. I'm 
repeatedly killed by them because I believe I should earn 
my kills with skill-based weapons like the SMG and Plasma 
Rifle. Even when I'm ahead using my techniques, people 
frequently quit so they don't drop in the rankings. Please, 
if you play Halo 2, take my advice and actually earn your 
way up the ranks instead of blowing your way through with 
rockets. 

Mark Waggoner 
Via email 

■ We're with you on the people dropping out thing. 
man. Fortunately, in Halo 2, it actually counts as a 
loss when a player quits. Also, we heard that every 

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@gameinlormer.com 

14 GAME INFORMER 





time someone drops a game, an innocent. adorable 
little fairy dies a grisly death, so they've got that 
on their consciences. But rockets and swords are a 
different matter. Regardless of the game you're play­
ing online, the mart< of a good player is the ability 
to learn where and when to use the tools that are 
available, and how to develop methods to coun­
teract those tools in enemy hands. If you want to 
bring your SMG to a rocket fight. that's your choice, 
but you should probably have a reliable anti-rocket 
strategy to fall back on unless you plan to become 
a martyr very quickly. It's commendable that you 
choose to die for your principles online, but if you 
expect other people to give up some of the coolest 
weapons the game has to offer, you deserve every 
frag you eal 

HARD DRIVIN' 
I bought the hard drive for the PS2 a few months back 
hoping that they were going to add new maps to SOCOM 
II: U.S. Navy SEALs. Much to my disappointment, I find that 
they only have one lousy map available, and you have to 
buy a non-GI magazine to get it! Wny do they want more 
money for something that most people have already paid 
at least S 150 for? At least on Xbox Live, you don't have to 
pay extra for most additional content 

Charles Pierce 
Via aol.com 

■ Since its somewhat quiet release, Sony's hard 
drive hasn't exactly had the best support in terms of 
games or downloadable contenl Wtth Final Fantasy 
XI primarily driving sales of the unit, there aren't 
many games out there that make use of the advan­
tages of the hard drive. The situation isn't improving. 
either. The discontinuation of the old PSl model in 
favor of Sony's sleek. sexy new design is essentially 
the death knell for the short-lived periphery hard­
ware. Due to its incompatibility with the drive, the 
new PSl ensures that anyone who buys the console 
these days will be denied access to the already lim­
ited features provided by the HOD, therefore making 
it pointless for Sony to worry about expanding its 
functionality any further. 

FURTHER BEYOND 
Beyond Good and Evil enchanted me like no other 
title ever has. It may not be the greatest game, but it is 
undoubtedly the most underrated release of this genera­
tion. This is why I belong to an online community where 
we try to raise awareness of the game in hopes that 
Ubisoft will finally give the game the follow-up it deserves. 
Our support indudes petitions, fan sites, fan art, and buy­
ing multiple copies of the game. We aren't the only ones 
trying keep this brilliant game from being forgotten; there is 
a Flash movie in the works at www.bgemovie.com aimed 
at rekindling Jade's universe. Unfortunately, Ubisoft still has 
not announced a sequel. Will they ever hear our pleas? 

Dennis Meijer 
Via hotmail.com 

■ Hey! We belong to a club just like that. except 
ours tries to get the Thunder in Paradise TV series 
released on DVD. BG&E is indeed sadly underrated, 
and the best thing you can do is stay on your cur­
rent path. When a company releases something 
that has poor sales or generally isn't well-received, 
it isn't likely to make the same mistake twice (with 
the possible exception of the American Ninja mov­
ies). If you can make it clear that a large, dedicated 
fanbase is eager to give them a second chance, then 
it improves the odds that they'll take another crack 
at it. At any rate, it's probably better than our club's 
strategy, which is writing threat-laced letters to a 
gadget-infused, tricked-out speedboal 
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Sleeves and pants are 
out of the question on a 
stealth assassin's salary 

Enter the Game Informer Envelope Art Contest All you 
need to do as d@w. pa,nl saatch. spit, 0< car.ie the 
best dam envelope art you can think of and send rt 
to us. Please include your name, phone number, and 
rel\Jm address on the back of the envelope. If you're 
the monthly winner, we'll feature your work in GI and 
you11 rece,ve a video game pnze from the Game 
Informer vault 

Send to: 
Game Informer 
Envelope Art Contest 
724 1st St N, 4th Floor 
Mpls, MN 55401 

l NATEOIHAY 
"Anyone you can kill, I can kill better" 

MICHAEL 
ARTHUR 
Whoa! Rainbow 
armpit feathers! 

SEAN CRONIN 

GUS SMITH 
Shameless 
objectification 
is the new 
black vinyl 

The Prince is making progress with his anger 

management. Flaming. bloody progress 





• 

:::ii=:::!::: C O N N E CT Breaking News, Views, And Technology From 
•::9-- The Cutting Edge Of Gaming 

MEDIA 
Via the Memory Stick, you can easily transfer 
MP3s, MPEG-4 movies, or photos from 
your computer, for example, to your PSP. By 
connecting the two up via a USB cord (not 
provided), your PC will recognize the PSP's 
Memory Stick. From here, create a main 
"PSP" folder on your desktop, and in it put a 
folder labelled "Music' ( or "Photo." etc.). Put 
MP3s into that folder, than drag the entire 
"PSP" folder on top of the Memory Stick 
icon on your PC From here, you can view 
photo slide shows on the PSP and you can 
manually fast-forward or rewind your music -
which sounds fabulous on the unit Sony 
has just announced a program called Image 
Converter 2, which 
lets you convert 
movie files on 
your PC for play 
on the PSP. 
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PROBLEMS BATTERY 

S ony finally kicked off the handheld war against 
Nintendo with the release of the PlayStation 
Portable in Japan on December 12. Thousands 

lined up at Shinjuku's Yodobashi Camera in Tokyo, 
among other places, where Sony Computer 
Entertainment president and PSP creator Ken Kutaragi 
was on hand for the festivities (left). 

The PSP sold out of its 200,000 units available at 
launch, with an estimated 85 percent of them being 
bought the first day. The remaining units were sold 
through exports and other untracked sales. In the face of 
the small launch, Sony has said that it hopes to send out 
100,000 PSPs every week, with the estimate of shipping 
half a million systems by the end of 2004. However, 
Sony officials have admitted that the company will focus 
on the PlayStation 2 over the holiday season. In compari­
son, the Nintendo DS made 500,000 units available at 
its launch, it's approaching a million handhelds sold, and 
Nintendo expects to have five million of them shipped 
worldwide by March. Sony is planning to release the PSP 
in America before the end of March. 

Game Informer got its hands on the PSP and the 
initial launch titles, and we're here to run the system 
through its paces. 

The initial reports on problems with the PSP In our hands-on time with the unit we listened to music, uploaded some photos, and 

are predominately limited to a few things. played various games on the PSP for close to three hours with no battery trouble what-

A small number of consumers have found soever. Some particularly draining games, like Ridge Racers, can cut battery life to around 

dead pixels or air bubbles on their screens, four hours, while constant Wi-Fi play brings that figure to about two hours. Sony is selling a 
while the PSP in general contains a design replacement battery in Japan for approximately ..----==-----------, 
flaw. By applying a twisting pressure when . $45. The unit does have a sleep mode which 
holding the uni~ the UMD door clasp can : you can set to kick in at a designated time, 
release, causing the disc door to open unex- : and there is also a Wi-Fi power save function. 
pectedly. However, in the normal course of I The PSP tells you what percentage and how 
playing, this isn't a problem. Load times for : many hours are left on the battery, but it is not 
games can reach over 20 seconds - particu- : known what type of consumption the system 
larly when going from the PSP's main menu : is basing its figures on (i.e. music, games, or 
into the game itself, .----------, video). Also, you can charge the 
while in-game load times handheld while you play it 
are anywhere from 10 • • • • • • • • • • • • • • • • • • • • • .... • .. • .. • .... • • • ·" • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • .. • • • • • 

to 15 seconds, WIRELESS 
depending on The PSP's wireless function has great possibilities, but some of them - such 
the title. as connecting to a Wi-Fi hotspot and playing against friends long-distance in 

online games or surfing the Internet - are unknown, as no titles utilize this 
function yet and there is no browser for the PSP. However, short-distance Wi-Fi 
play is made very easy. Downloads are also possible, and Sony says it will offer 
firmware upgrades. 



GAMES 
RIDGE RACERS 
Out of all the launch games, Ridge Racers is clearly the one that shows off the visual capa­
bilities of the PSP the best. Real-time shadows slide down the back of your car. It has a 
good sense of speed, and motion blur occurs when you kick the turbo in. Replays and a 
real-time map are available. The environments are great, and there's even some basic lens 
flare to make this title a graphical standout. Using the analog control for Ridge Racers proves 
that the nub isn't as responsive as your PS2 controller, as the range of motion isn't as great, 
and there is a small dead spot when steering. 

ARMORED CORE: FORMULA FRONT 
Not getting to actually control the sweet-looking combat in this game is as disappointing as 
it sounds. In true AC style, the game's more about choosing the right parts for your mech, 
as the computer controls all of the third-person action (although you can switch the cam­
era!). Your job is to assemble a five-mech team and tweak their attributes and strategies 
before going into battle. Through proximity Wi-Fi, fans can trade parts, and this AC also will 
hook up to a forthcoming PS2 title of the same name through the USB port. 

LUMINES 
From the mind of Space Channel S's Tetsuya Mizuguchi comes Lumines, a music/puzzle 
game similar to Tetris that combines more horizontal play with the beats of the background 
music. A simple but addictive title, Lumines makes great use of the PSP's impressive stereo 
sound. 

MEMORY STICK 
Here. along the 
underSlde of the unn, 

NAVIGATING THE PSP 

you'll find the slot f0< \ yourMemo<yStJCk 

WIRELESS BUTTON 
AND ANALOG STICK 
The PSP will prompt 
you to tum on the 
v.,reless bunon when 
necessary ,f you haven't 
done so. If leh on, you 
can set this funaion 
to automatically go 
to sleep 

HOT SHOTS GOLF 
Known as Everyone's Golf in Japan, this title looks almost identical to its PS2 brethren. 
Perhaps the only missed feature is seeing the caddies. Otherwise, it's the same accessory 
collecting, character-earning, three-dick golf-fest we've known all these years. Up to eight 
players can compete via proximity Wi-Fi (with everyone playing simultaneously - although 
you won't see them) or you can go head-to-head and alternate strokes with a single oppo­
nent onscreen. 

VAMPIRE CHRONICLE: THE CHAOS TOWER 
This 2D fighter looks pretty faithful to its arcade counterpart (which is known as Darkstalkers 
in the U.S.). Control wise, the six punch/kick buttons are assigned to the face and shoulder 
buttons, and it moves pretty smoothly. You can challenge 15 Wi-Fi players near you, and 
matches can be tailored to your preferences for match time, damage bar length, etc. 

~ use PORT/UMD DOOR SWITCH 

POWER/HOLD 
BUTTON 
The unit's power bunon 
acnvates by sltcing rt 
fOIWafd - vh!dler you 
are tlJmlr4I tt on Of off. 
Also. the unn can be 
turned off lo< a penod. 
and then tuml!d bade 
on v.,thout losing you 
spot in the game (as 
long as the UMD IS stil 
inserted). The Hold 
funcoon (used to lod< 
the PSP ., the On 0< 
Off position) 15 acnvated 
by sliding the bunon 
downwards 

HEADPHONE JACK 
Supports Sony proprietary 
headphone, as well as 
third-j,arty ones 

HOME AND VOWME BUTTONS 
Af arry time, users can 1ump to the home 
screen. where you can access your Memo<y 
Stick, music files, etc. 

BRIGHTNESS, SOUND, SELECT, 
AND START BUTTONS 

AC ADAPTER INPUT The PSP has three bnghtness le-,els, and ,ts 
sound can be muted at arry nme 

GAME INFORMER 19 



DATA FILE 
More News You Can Use 

DOA VOLLEYBALL FOR XBOX 2 
In an exclusive coovmation with Game Informer 
Onlin,, O.ad or AIM Xtreme Beach Volleyball 
creat0< Tomooobo ltagaki said that he plans to 
bring the franchise to Xbox 2. 

MORE FOR MIDWAY 
Midway has acquired its third game studio in 
the past year, adding Mortal l<ombat Shamin 
Monks creator ParadoJC Development to its 
family. In 1004, Midway had also acquired 
Surreal Software (The Suffering) and lne.itable 
Entertainment (Area SI). 

JUST SAY NO 
Nagul Games just got on Senator Joe 
Leibennan's speed dlal The company is plan­
ning a tide called O.afor. Chron,c. Pil~ & Coke, 
a third-penon, GTA-style game ...,.,.e you set 
up your own drug empire, including drug labs, 
hookers, and even marijuana plantations. 

THE RETURN OF DRAKENGARD 
Square Enix has confirrn,d that work has begun 
on a sequel to llfakengard for the PlayStation l. 
Further detais are unknown at~ time. other 
than that Jeremy is smiing. 

DEATH AND TAXES 
An Australian gamer named O..thifoer has won 
an auction valued at $26,500 for the virtual 
rights to an island in the MMORPG Project 
Entropia. Deathifier can now sdl off the mining 
and hunting rights to the island for real life 
cash. With a name like Deathffier, we wouldn't 
dare trespass. 
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MADDEN GETS EXCLUSIVE 
NFL LICENSE 

T he football war is officially over. EA Sports has won an exclusive 
deal with both the NFL and Players Inc. (the NFL players' associa­
tion), giving the company the exclusive rights to use NFL teams, 

stadiums, and players in its games for the next five years, starting with 
Madden NFL 2006. This effectively cuts the legs out from under com­
petitor ESPN NFL, who will not be able to continue the franchise with 
any official league teams or players. It also closes the door on any pos­
sible return for Sony's GameDay series or Microsoft's NFL 
Fever for the rest of the decade. 

The deal covers handheld, PC, and console games, 
but does not include cell phones or the Internet. It also 
reportedly does not apply to Atari's Backyard Football 
kids franchise. EA Sports hasn't divulged details of the 
deal, nor exactly what is in store for us, but it did mention 
that this exclusive partnership would mean more access and 
integration of the league within its games. For instance, it plans to utilize 
NFL Films and the NFL Network in its titles. Beyond Madden NFL and 
NFL Street, there are indications that the publisher is planning to unveil a 
manager-style game in the future. 

Game Informer talked to both EA and the NFL, who told us that the 
NFL approached Sega, EA, and other unmentioned studios with exclusiv­
ity on the table. "Going back to the spring [of 2004], we had a review of 
our video game business," said NFL spokesperson Brian McCarthy. 'We 
told our existing licensees that we'd be open to exploring various types 
of business models. Both companies were very interested." There is 
some thought that this deal was struck because the league was unhappy 

MIDWAY EXPLORES LIFE 
AFTER THE NFL 
Midway has been pushing the boundaries of football for years, and it 
will take full advantage of its lack of an NFL license in the upcoming 
Blitz: Playmakers title, set for release in the last quarter of this year 
on multiple consoles. 'No longer bound to the NFL license," explains 
Midway's chief of marketing, Steve Allison, "there will be no league 
restrictions on content. Blitz: Playmakers buyers will be assured of 
one thing - our game will include all the gameplay and fun the NFL 
won't allow'.' That means all the dirty hits, endzone dancing, and off­
the-field shenanigans that you can handle will finally be included. Per 
its name, Midway even hired a writer of the controversial ESPN show 
Playmakers to give the game a harsh behind-the-scenes flavor. As 
for the players, the game will utilize some classic NFL players - who, 
because they are retired, are not bound by EA's Players Inc. deal. 

with ESPN's $19.99 price point [and EA's drop­
ping of its price in response] and the appear­
ance that the league was sanctioning a discount 
image. However, McCarthy dismissed this notion, 
pointing out that this process was started before 
pricing for the 2005-branded titles was decided. 

This yeafs football war saw the emergence 
of ESPN as a viable rival to the dominance of 
Madden. Still, McCarthy and the NFL do not see 
this sudden lack of competition as a harbinger 
for a drop in quality. 'We think it's actually going 
to increase the quality of the game. The sole 
licensee has even more of an incentive to come 
out with a game that the meets not only their 
high standards, but that of the NFL. So we're 
going to push them because they are our only 
licensee~ However, McCarthy stopped short of 
saying the NFL was going to get involved in the 
nuts and bolts aspect of game development. 
He did say that with only one licensee, the NFL 
would now be able to focus its energies and 
marketing on one title, as well as saying that EA 
would receive more time and access with the 
players themselves. 

What's next for ESPN? Unfortunately, devel­
oper Visual Concepts is not speaking on its 
future plans. In a statement from co-publisher 

Sega, the company says it will soldier on with its other sports games. 
"The agreement removes the competitive playing field; limiting creativity 
and innovation - two fundamental principles that drive Sega and our 
industry to produce better games. Sega will continue to publish a diverse 
portfolio of sports and entertainment content.• Game Informer contacted 
Visual Concepts, but they wouldn't comment on whether it would go 
foiward with a non-licensed football game, return to NCAA college ball, 
or if ESPN the company would withdraw its support in light of these 
recent events. 

Certainly the danger does exist of EA (or Sega, for that matter) trying 
to reach exclusive deals with the remaining pro sports leagues (hke the 
MLB or NBA), but this is unlikely. Madden's majority of ownership of the 

large football market is a different situation than basketball, 

I 
for example, where the competition slices up more equal 
portions of a smaller pie. It would not make sense for the 
NBA to award an exclusive license to EA because that 
would instantly negate millions in sales from both ESPN and 
Midway's NBA Ballers - a combo that accounts for a larger 
total percentage of the basketball market than EA. 

While friends and message boards will now be silent on the 
great debate of ESPN vs. Madden, the question as to whether this is 
good for gamers as a whole has just begun. Petitions have sprung up 
online boycotting the NFL which have been signed by thousands of 
people, and EA Sports will be closely watched for its commitment to 
the sport versus just cashing the checks of a captive audience. Finally, 
Sega isn't throwing in the towel. In the words of one anonymous Visual 
Concepts employee: "Luke might've just had his hand cut off by Vadar, 
and Han might be frozen in carbonite and in the hands of Jabba, but 
that's just the end of act two, and the war with the evil Empire isn't over 
yet. Not by a longshot." 
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LOOSE TALK 
Hot Gaming Gossip 

THE PS3 IS UGLY 
Loose Talk has been lipped off about a pot,ntially 
suange PlayStation 3 game lhat is based off of the 
a,ations of ar1ist David Horvath. the man behind 
the IJIIYd<>ls and Noupa plush/w,yt figwes. M 
animated show is a1so in the wcru for IJIIYd<>ls 
(With""'., Japan •eady). The project was orip­
naly slalrd for the PlaySlaCion l. but has _died 
""' ID the PS3, with a reltase e,cpected - according 
ID Horvadl homself - as corning with the 1twd or 
four1h wa-.. of games" for the system. 

David's Horvath's Ugtydolls 

NINTENDO ONLINE WITH SQUARE 

( 
:\ While Ninttndo is 00 fan of online play, company luminary Shigeru 

Nintendo J MlyamolD r,cendy did reveal 111a1 the publisher/cfnelopef is wort­
'"' With Square Enix oo an ooine litle for the Ninltndo DS. With 

SOUARE ENIX. Mlyamok> say,ng lhal he doesnl e,cpect online ID become big unlil 
lhrff ID four years ~om now, hopefully we wool have lo wail Iha! 
long for !his mysterious collaboration 10 hil the shelves. And God help 
us ~ !here's a bucket involved. 

ESPN BRINGS BACK $50 
ANO FOOTBALL 
The recent exdusiYe deal for the Nfl lie..,. 
by EA Spor1s puts enormous Pf"""' oo ESPN 
',\deogames ID keep ils head abow water With 
ils rffl1aU1111g sports litles. • looks ik• ooe way 
ii plans ID make up for the loss of ils ESPN NFL 
game is by raiso,g ils remaining litles bad lo the 
standard 550 price point- scmelhing which was 
being coolernplated arrvway with the coming of the 
next-itn systems. As for food>al. Loose Talk has 
heard lhat ESPN will definilely be aealing • pigskin 
game of some variety. 

UBISCFT~ 

CAPCOM EXPANDS PSP 
Allhoogh (apcorn has already committed lo bringing 
some of its ~anchises 10 the PSP (such as V'iewtiful 
Joe and Devil May Cry), recenl!y lhe company 
openly conlemplaled ils next mom on lhe system. 
A surwy oo its official Japanese webpage asked fans 
whal series they'd ike lo ,.. oo the handheld. So 
hopefully. l Japanese fans play !heir cards right. we 
could be seeing Residenl Evil. Onimusha, Mega Man, 
or even Rival Schools hil the PSP. 

EA HOSTILE TO UBISOFT 
Electronic Arts has bought almost a 19.9 percenl 
stake in Ubisoft - a move Iha! !he French company 
had no say on. A spokespfflOO for Ubisofl 
speculaled Iha! EA was trying lo cash in oo some of 
Ubisoft's future. next-itn plans. Although EA doesnl 
yet have coolrol CMf whal the company's manage­
ment does, the key -d is "yet." We have a feeling 
the EA isn l just buying large chunks of Ubisoft oot of 
the kindness of ils heart 

Got'°"""""" r/o> fmci us ct loasetat@gome,lfoone<am rnd ""' be al ea,. 

NAME THAT GAME 
Test Your Sight 

This moolh's game comes -the nwids of Sid 
Meier, Brian Reynolds. and the peop1e a1 r .. ,;,. 
It's similar lo ils predecessor CiYifizalion IL but 
lakes pla\'ffl off Earth and inlo space lo build !her 
society. The game fealllres seven factioos each !Tying 
ID «>Ionize the planet Chiroo in the mold of !her 
partia,tar philosophy, such as fascism (The Human 
Hivo). environmenlafisrn (Gaia's Stepdaugl,len), 
relogion (The lord's lleieYen), education (\,ffi'fflity of 
Planet). and more. 
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NINTENDO 
DELIVERS 
FORDS 
MORE GAMES, MEDIA 
PLAYER COMING 
Some were disappointed that there 
weren't more first-party Nintendo games 
at the launch of the DS, but the com­
pany is rolling out the red carpet for a 
new batch. Some will be here sooner, 
others later, but all will make use of 
the OS's special features one way or 
another in 2005. 

Animal Crossing 
This cult hit for the GameCube 
makes special use of the OS's 
second screen, allowing you to 
draw on it. Also, the Wi-Fi capabil­
ity of the system lets four players 
meet up and chat in the same 
village. 

Another 
You star as Ashley, a 13-year-old 
girl searching for the mystery 
behind her dead mother and 
missing father, and what a 
government device known as 
"Another' might have to do with 
it Puules will be solved using 
the DS' s touch screen. 

In other news, Nintendo is giving Japanese DS and GBA owners 
video and audio playback through a device tentatively known as 
Play-yan. By uploading MPEG-4 movies or MP3 audio files from a 
PC that's connected to an SD card reader, you can then take the 
SD card and put it in a special adapter - Play-yan. This adapter 
can then be put into your GBA or 
Nintendo DS (since it plays GBA titles) 
for viewing or listening. Play-yan will 
not come with an SD card reader or 
any connections to your PC. The GBA 
battery should last around four hours 
for movie playback and between 
eight to 15 hours for music listening 
( depending if you have the screen 
on). Nintendo has no current plans to 
bring Play-yan to America. 

Super Princess Peach 
In a welcome turn of events, 
Princess Peach gets to prove her 
worth by saving the kidnapped 
Mario! Helping out in this 2D 
adventure is Peach's sentien~ 
happy umbrella named Kassa. 
It's unknown what the top screen 
does, other than show a large 
shot of the Princess in all of her 
vain glory. 



N ow that you've destroyed all the cute dolls and stuffed animals your little sister got for O,nstmas, 
you can step up to some bigger competition - who are armed With bunny rocket launchers and 
lollipop axes. MaJesco's Raze's Hell is a new third-person shooter that lets you v1s1t gruesome 

death upon a whole world of annoyingly adorable characters exdusively on the Xbox. The spnng title 
spans 20 levels, contains Xbox Live support, and puts you in the shoes of Raze as he goes to war 
against the Kewletts. Resisting their sick utopian vision, Raze wants his home to stay the same, ugly 
place it's always been (no, it's not Detroit), and he's got over 10 weapons at his disposal to make sure 
it stays that way. We hke his style. 

I ;I :j • ft ffij,uJffii,ii11!§1@MJi,jJW,iiiiiUifoUi,,i)j,rffifjjfij-

GoldenGirl: Rouge Agent 
You were a hero once. As an ehte salesperson at the J.C 
Penny beauty counter, you were the envy of derks across the 
store. However, when you failed to powder a virtual nose in 
a simulator, you were unceremoniously fired. In GoldenGiri: 
Rouge Ageni the player takes up the role of a mavenck beauty 
technician stripped of rank and honor, driven by a savage thirst 
for revenge and modestly priced cosmetics. The department 
store that trained you will now need to find a way to hold you 
at bay as you spitefully apply mascara and lipstick to all who 
stand in your way, making all exits from the store into the mall 
an impenetrable and uncomfortable gauntlet Dual-wielding 
perfume bottles and tubes of lotJon, you maliaously unleash 
glamour upon an unsuspecting. unfabulous world. Using envi­
ronmental traps hke eyeliner penal floor-spikes and toxic blush 
fog. you reap a radiani alluring harvest of subtle elegance. 
When you finally corner those who wronged you, as they 
tremble before your graceful prowess, you ruthlessly proceed to 
give them erroneous advice about how best to accentuate then 
cheekbones. Revenge is sweet; they will certainly look the fools 
at their next high-society gala! Evil never looked so good. 

::! 

THE GOOD, THE BAD, THE UGLY -.::, 
When You Want Your News Categorized With A Sarcastic Editorial Spin 

GOOD 
fvrroo, wilh a sweet looch 10< bizarre gaming gobl>l<d up 
Namco'< 1Catamari Damacy, and recenlly 1ht company con­
firmed a s,quel Tot lid< should appear oo 1ht PlayStltion 2 in 
1ht nm fiscal yo.•. whoch spans from April 20051o March 2006. 
Namco has allo announctd...,.... of boeh Baten Kaitos and 
x.nosaga lor 1ho Nintendo DS. 

BAD 
!'or!laps lakJns, cut kom lalJot matt Gran Turismo 
4, Sony's RISt of !ht Kasll ~ also dicchini 11> online 
CO<Jp--Alsospocttd001ht bus out of 
- illonpdt online pl,y. - • chunk of !ht -··--· 

UGLY 
Gamm roaiw-c demo disa kom Sony's 
PlaySla1iol1 I.Jndortround rtcendy had 1h<w 
rnomcwy cards w,ptd. Tht disc cor<attd a demo 
of (.apmm',~ Jot l, whichwhtn play,.d, 
MQd.,_alf1edaeaoo"1Yrnomaty<ardsin 
the syslfffl. Sony issued,., apology. but couldnl 
rtfund 1ht ham of !ht victims' lives. 

GOOD 
On Junt 9, Xbox owntrS wil get 1h<w second dost 
of GTA lovt. Grand Theft Au1o San Andrea, comts 
out lo, Xbox and 1ht PC. We anlicipale upgrades of 
some kind. just hkt lht last GTA port Also. a PSP 
title lrom Rod<star ~also in lhtworu. 

BAD 
Forza & goong 10 ridiculoos leng1hs lo bt Ike racing 
ltader Gran Tunsmo. Now 1ht Microsoft ~mutalion 
gamt has announctd 1hat it. too & bting dtlaytd. 
Tht 1i1lt wil (Ofnt out 1hos April. 

GOOD 
R-s• loundtr Mar11n Edmondson has quol lht 
ALlri-owntd studtO. Edmondson ataltd 1ht popu­
lar Orivtr "'"" which unl0<1unately nost-d~td 
with DriYJr. Th< good news ~ 1ha1 he ~ planning a 
rttum to video aame: with a new company and IP. 
We loolt forward 10 it. 

BAD 
Here's a picturt of Christian Slater and Tara Reid 
desperately lrying lo staYt off lht O<mon of 
lrrtlevanl Mcwit Soo in 1ht upcoming lim Aloot 
in 1M Dark. You can <tt lht grisly camagt slarting 
Janwty28. 
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'JTOP FIVES 
Favorites From Industry Pros And GI Readers 

DEVELOPER READER 
BIii Trost JOHNATHON KEY 
LNCI Gome o..;,-, Untold 
t.....,.ts, Brolhfflioodol~• 
lllldt (PSP) 

1 System Shock 2 - PC 

2 Eternal Darkness -
GameCube 

3 The Legend of 
Zeldl: A Unk to the 
Past - SNES 

4 Sid Meier's 
Pirates! - PC 

5 Katamari Damacy -
PS2 

Suitland, MD 

1 GoldenEye 
007 - N64 

2 Grand Theft Auto: 
Vice City - PS2 

3 Need For Speed: 
Underground - PS2 

4 Psi-Ops: The 
Mindcate Conspiracy -
PS2 

5 Final Fantasy X-
2 - PS2 

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

Game Informer Magazine/Top 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 10 Exclusive Rights 
Not Purchased by EA 
10 The Wayans brothers: Nothing says "Automatic 

Second Tier" like a Wayans 

9 Your high school football team: They haven't proved to 

be a threat. .. yet 

8 Domino's Pizza: Ever since they ditched the Noid, 

they've got no gaming credibility 

7 Foxy Boxing: Fight Night Meets Catwoman! It's a gold 

mine! 

6 CNN: With a name like Wolf Blitzer, you know he's right 

for v,deo games 

5 Pork and chicken: Can anything withstand the combined 

power of both white meats? 

4 XFL: It never happened ... it never happened 

3 The Federal Government: Soon enough. One thing at 
a time 

2 The Force: Possibly an EA pseudonym. Observe: "[The 

Force] surrounds us, and penetrates us. It binds the galaxy 

together." See also: "The power to destroy a planet is 

insignificant next to the power of the Force." 

1 Post-It Notes: EA doesn't need help sticking anything 

to anyone 

Name That Game Answer: Sid Mee!'s Alpha Ceniaun 

26 GAME INFORMER 

IIImD 

IIImD 

THE LOOK 
OF EA'S 
NEXT-GEN? 

_ EA LEAKS MOCK-UPS 
FOR MADDEN, NEED 
FOR SPEED 

T hese two conceptual pictures popped up on 
the lnteme~ and were released by Electronic 
Arts executives as a prototypical look for two of 

its biggest franchises on next-generation consoles: 
Madden NFL and Need for Speed Underground. 
Game Informer contacted EA about these shots, 
and while a spokesperson could confirm that they 
were official, they were only intended as mock-ups 
and are believed to have been created using only 
approximate specs of next-gen hardware. 

EA's •-Madden 
looks very simil•r to • 
gorpous CG comm.,dlll 
Nike put toplher lut 
yu r showlns Mkhffl 
Vicic and Terrell Owffls 
plllyins pitch •nd 
Clllch. The commerdlll 
WIIS shot by Motion 

An11lysis Studios uslns 
50 camer•s and OVet' 20 
mo-op athletes. 

VIDEO GAMES 
ATTACKED - YAWN! 
'TIS THE SEASON TO CONDEMN VIDEO GAMES 

W ith parents buying video games for their children this 
past holiday season, opponents of the industry once 
again took the opportunity to criticize the industry on 

Capitol Hill. The Natiooal Institute on Media and the Family 
(NIMF) produced a list of the top ten "Worst Violent Video 
Games· as part of its ninth annual Video Game Report Card. The 
report daimed that because the industry doesn't believe that 
video games are "harmful," it and the ESRB rating system are 

"If NIMF were forthcoming,• said Vance, "it would acknowledge 
that its own ratings are in sync with the ESRB's virtually all of the 
time.• 

Meanwhile, a five-member coalition of paren~ church, and 
women's organizations released its ovvn grandstanding list of 
bad video games, some of which don't even exist! Besides 
mentioning Hilman: Blood Money, which isn't even out yet, the 
list contained Shadow Hearts (it came out in 2001 ), and some 

effectively telling parents to "pay attention to the 
ratings, but it really doesn't matter if you do." 

In response, ESRB president Patricia Vance 
said in a statement: "The National Institute on 
Media and the Family report card does a grave 
disservice to America's parents by suggesting that 
they cannot trust ESRB ratings. The fact is that a 
new comprehensive study conducted on the reli­
ability of the video game rating system found that 
parents agree with ESRB 83 percent of the time~ 
The games on NIMF's ovvn top ten list have all 
been given an M-rating from the ESRB, designat­
ing them as mature titles for those 17 and older. 

The NIMPs Worst 
Violent Video Games 
• Doom 3 

title called Gunslinger Girls 2 (perhaps they 
meant Gunslinger Girl Vol. 3 - an import 
title). Also on the list was Mortal Combat: 
Deception [sic], Half-Life 2, and, of course, 
Grand Theft Auto: San Andreas. Does this • Grand Theft Auto: San Andreas 

• Half-Life2 
• Halo2 
• Resident Evil: Outbreak 
• Psi-Ops: The Mindgate Conspiracy 
• The Guy Game 
• Leisure Suit Larry: Magna Cum Laude 
• Mortal Kombat Deception 
• Rumble Roses 

mean we can buy GTA: Vice City and it's 
okay? The funniest part of the groups' 
self-righteousness was that the list (and all 
its errors) was syndicated to newspapers 
around the country, with all of its misinfor­
mation blaring just as loud as the moral 
outrage. 





connect interview 

CAREER HIGHLIGHTS 

► Big In Japan 
c::, 

~ 
----.ta&'llt 
English .. Japan-.. 

..- his a,aduation from Oidord 
u.-..ty, tal:es a job.,.,. 

corporalt - ""'I ol Sony. Early on. hf becomes 
llCtfeslldinthe~s 
newvidtogam,console 
projed. 

► A New Chapter 
"" en 
0, 

House &transien,dtolht 
~ s new Sony Computer 

... EnlfflaonmentdMsion,and 
-1cs in ... madding and 
communicalion dMsior, 
h<lpingtol.uld, lhtorip,al 
PlaySulion. 

► A Masmt Is Born 
I.O 
en 
0, ... 

Crashllandia>ol is rtltas,d, 
inlroducing gamen 10 a charac­
..,. lhal-.ld,.,.. as a mascot 
fo, PlaySl.,lion. House,~ 
., Sony's madding d,port­
....., hflps p<omole Crash, 
• hip nt edgy--"' 
No!lendo's Mario s,ries. 

► Expanding the 
g &npire 
C::, Sony,....abodlO,_, 
N llsholdoolhtvideogam, 

... 
c::, 

~ 

marul wilfl lht ,_ ol 
lhtPlaySlaliort2. o..i,,c,a 
samewhalundorwh,mng 
l.u1d, ....._.,, the console 
quiddy dispenses with Sega's 
ll<NIIIGIStntgoesoo to 
becomolhtdominant,v,1,111 ., ... _..._ 

House nt Sony sign one ol lht 
- •s- business dtak: 
s,ruring lloasla<'s .._.., 

Cane! --franchist as • PlaySlaliort2edlSM!ootil 
2004. Allllougll ports ol lhe 
producls-.ld _.-00 Xbox 
nt PC. Ille lalest GTA games 
wi al doiM 00 PS2. 

► A Promotion 
NCI House is~IO wcutiYt 
c::, WC, presidffll. ....... "' 
N continues 10...,... Sony's 

martdingondlhird-9"1Y 
pul,lisfw,g mationships. Hous, 

"'"'acdain for his-oo 
u..cing Sony's "lM in \'our 

- Play in Ctn" ~ 
which is praised by Ad /let and 
Ad-. 

► PSP A Reality 
~ 
c::, 
Cl 
N 

Sony ,......,ilslont--.d 
hancl1tld console, the 
PlaySlaliortPonabltinlapan. 
• stls oul in a maa,, ol 

'-5, whit - and Sony ~­Aln<nc:icanlinueplanning fo, 

its - 2005 U.S. launch. 
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DUSE 
EXECUTIVE VICE PRESIDENT, SONY COMPUTER ENTERTAINMENT AMERICA 

>> Andrew House is a rare breed in today's mercenary business world: a company man. He's spent nearly 

his entire professional career at Sony, helping to guide the company's PlayStation brand towards market 

dominance. We recently chatted with House, getting his views on PSP and the future of gaming. << 
Talk about how you came to be involved with 
Sony and PlayStation in the early days. 
I joined Sony in Tokyo way back in 1990. I started 
out [in the] corporate communications group for 
Sony Corp. on the consumer electronics side at the 
headquarters [in Tokyo]. One of the projects that 
I got involved with was PlayStation way back in its 
inception when it was a small project. I gradually 
became more and more intrigued by the project 
and its potential. Interestingly enough, internally in 
the company it was quite looked down upon at the 
time. I think it was viewed by the Sony establish­
ment at the time as being very alien to the core 
consumer electronics business that was Sony. But 
thanks to the vision of Ken Kutaragi, here we sit 
today, 10 years later seeing the company really at 
the heart of what is successful about Sony. 

What can we expect from the PSP marketing 
campaign in America? 
I think what you'll see us do is some things that 
are very much in line with the success that we built 
around PlayStation 2. [We need] the right balance 
of games front and center because - let's face 
it - we know that the first buyers of this system are 

Nintendo DS just launched quite successfully 
in the U.S. and Japan. Are you worried that 
it might be stealing some of the momentum 
for PSP? 
Absolutely not. I think the products are positioned 
very differently. I tend to view the OS as an exten­
sion of the existing handheld gaming market, 
which is all very well and good, but what we're 
trying to accomplish with PSP is something far 
broader and far more revolutionary. As we've 
proven since the original PlayStation launch, the 
industry grew from somewhere around $5 billion 
to $ 12 billion a year in North America alone. The 
potential to recreate that kind of magic in the 
handheld space is really huge. 

It looks very likely that Xbox 2 is coming out 
in 2005. Is that something that you're looking 
at in terms beginning to market PS3? 
First, I would say that this is the first company that 
delivered a ten-year console life cycle, and we have 
every intention of maintaining a very long com­
mitment for the consumer as far as PlayStation 2 
is concerned. Secondly, in terms of when it's right 
to launch the next generation of consoles, in the 

the new PS2 doesn't have hard drive support. 
is that idea dead? 
No. You're actually talking to one of the most pas­
sionate believers in miaotransactions as a far more 
viable business model for online games than the 
ones that currently exists. I do not see the necessity 
of a hard drive; I think there are other client-side 
storage solutions that we can look at. You'll see us 
actively roll out those plans very soon. 

Does that include downloads with PSP? 
Yes. PSP obviously comes with memory stick stor­
age. I think it's a very interesting leap forward that 
you now have a handheld entertainment and gam­
ing device that uses a storage medium that can 
interact with televisions and PCs . 

Some people are speculating that digital dis­
tribution of games will be a reality in the next 
generation of consoles. Do you think the time 
is right for that model? 
I think tha~ with the consumption of whole games, 
if this generation of hardware is anything to go 
by, what we've seen as a constant is a year-on­
year growth as to just how data intensive games 

The [PSPJ really has a potential 
to be an icon for the consumers. 

going to buy PSP for the games. And then gradually 
offer the idea of other entertainment possibilities 
around the system. Though, I think you will see us 
embrace fashion as an element in our marketing 
mix more than we have before. Although we've had 
great success in working with entertainers, that'll be 
even more crucial as we build the right kind of buu 
and the right kind of fashion statement for PSP. And 
finally, I think tha~ in keeping with a long Sony tradi­
tion, the goal is to not get in the way of the beauty 
of the product itself. The product really has a poten­
tial to be an icon for the consumers. 

What is the schedule for PSP movie and 
music distribution? Is that something that's 
going to come around the American launch? 
I think you may see some early, very target-appro­
priate releases that emerge around launch. But, 
precisely because we know that the early adopter 
of PSP is going to be focused largely on games, I 
think that we want to establish the system as a very 
successful handheld gaming system. Then, within 
the course of the first year, [we'll] start to roll out 
other plans and show other possibilities for the sys­
tem - probably by the fall of 2005. 

ten years that we've been in the business we've 
launched consoles both before and after the com­
petition. The key is to launch when the technology 
is righ~ when there is a quantum leap in the con­
sumer experience. And really, those are the factors 
that will make our decisions. 

Is Sony looking to a more Xbox Live-style 
integrated online structure that might incor­
porate the PlayStation Portable and the 
PlayStation l in the future? 
I think one of the most intriguing aspects of PSP 
is the potential for interactivity between different 
consoles, and the opportunity to create what I call 
peNasive franchises. [Franchises] that not only exist 
on your home console but ones you can take with 
you and enhance the experience. I think that will 
be an area of focus for us. Our approach to an 
integrated online service is one that will find the 
right business model, which we do not believe to 
be subscriptions. 

Kaz Hirai has talked about Mmicrotransac­
tions" as the future of online - buying indi­
vidual vehicles in GT 4, for example. Now that 

are. Wien we shipped [PS2j in 2000, we firmly 
believed we'd never see games that shipped on 
a DVD-9 and take up almost 9 gigs of capacity. I 
think, as that trend continues, packaged media will 
absolutely be the dominant form of how we buy 
our initial games. Wiat's interesting is the area of 
episodic content appropriate to certain games. A lot 
of that is opened up with the possibility of digital 
distribution. 

Nintendo has made some statements regard­
ing the fact that they don't feel the PSP is a 
#true" gaming device, but rather a multimedia 
device. How do you respond to that? 
The same charges were laid at PlayStation 2's feet 
when it first launched. There's a reason why PSP 
is launched under the PlayStation brand and from 
Sony Computer Entertainment. That's because we 
understand gaming and gamers. We're very excited 
about the other broader entertainment possibilities, 
but I think we have great experience in making sure 
that the right gaming content is there first. I think 
the trend towards convergent devices is already 
happening; I think those companies that don't 
embrace it will be passed by. Bui with us, that's 
balanced with a very strong gaming heritage. 



THIN 







.• connect gear 

home entertainment 

SCREENPLAY 4805 
Manufacturer: lnFocus 
Website: www.infocushome.com 
List Price: $1,299 
Switching your home entertainment setup to a full HD wonder­

land will probably require some finagling. For starters, most TVs 

won't have enough of the deliciously high-quality component inputs that a 

multi-console household needs. Pelican's redesigned HD System Selector will let 

you hook up to four systems through one input, as well as managing the same num-

ber of Ethernet connections. For gigantic HD, lnFocus' Sc.reenPlay 4805 will project a high 

definition 16:9 image up to nine feet wide, and performs better than its predecessors in rooms 

with windows - blackout curtains are still helpful, but not absolutely necessary anymore. 

-­NINTENDO DS SKINS 
Manufacturer: DecalGirl 
Website: www.decalgirl.com 
List Price: $9.99 
Since Nintendo went the bland route and 
has only released the OS in silver, we think 
that pimping them out a bit might be the 
order of the day. OecalGirl offers around 
50 designs, from sci-ti festering aliens 
to simulated hardwood. They won't even 
mess up the factory finish when removed, 
so you can redecorate your OS as often as you 
want, girlfriend! 

■mi•IOO®DI 

CHAINSAW 
CONTROLLER 
Manufacturer: Nuby Tech Website: www.nubytech.com 
List Price: $49.99 
There's not much to say about this except that we want it We 
want it really, really badly. Like kidney-selling badly ( or maybe just 
platelets, because we're kind of squeamish sometimes). Anyway, 
Nuby's fully functional controller pays loving homage to the upcom­
ing Resident Evil 4, and even has a speaker onboard that makes 
menacing chainsaw noises! In case you're wondering. no, it doesn't 
get much better than this. 
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HD SYSTEM SELECTOR 
Manufacturer: Pelican 
Website: www.pelicanperformance.com 
List Price: $79.99 --CLASSIC EA SPORTS 

TV GAMES 
Manufacturer: JAKKS Pacific 
Website: www.jakkstvgames.com 
List Price: $25 (Single Player), $35 (2-Player) 
With a catchy combination of low price, nostalgically loved 
titles, and easy no-console-required setup, Jakks Pacific's 

URBZ: MINIOPOLIS EDITION 
Manufacturer: Atomic Toys 
Website: www.atomictoys.com List Price: $5.00 

Nice pocketable characters are becoming more and more com­
monplace for action figure lines. Joyride's Halo 2 series offers a 
bounty of different sets and each three-inch figure comes with 
a weapon or two. Atomic Toys' Series One Urbz Miniopolis line 
features 20 characters (16 people and four pets) which come 
in five-figure packages. 

TV games line is arguably the coolest 
gamer-friendly gadget of the last 
year. Still, their titles had all been 

8-bit dassics riding on fond mem­
ories - until now. Madden 

95 and NHL 95 each 
offer full season modes 
and player stats along 
with the classic 16-bit 
titles. It even looks like a 

Genesis controller! 

HALO 2 
MINI SETS 
Manufacturer: Joyride Studios 
Website: www.joyridestudios.com 
List Price: $10.99 (Two Pack), 
$29.99 (Five Pack) 





W 
hen I first set out to write Came 
DeSJgn: Theory & Practice four 
years ago, doing a book purely 
about game design - and not 
about game programming - was 
a tough sell. It took some con­

vincing to get my publisher to buy into the idea 
that such a book would find an audience. Up to 
that point almost all game development books 
had focused on game programming. Fortunately, 
Came DeSJgn: Theory & Practice did find an 
audience, enough for the publisher to request I 
update the book for a second ed1bon. Today, as 
the second edition is finally coming out, there 
are quite a few books dedicated to the subject of 
game design. What does that say about the state 
of game development? Opt1m1s11cally, it would 
appear today's developers have a keen interest in 
studying and mastering the fundamentals of game 
design, with the hope of makmg our games stron­
ger and more compelling than ever before. 

Compared to game technology - which seems 
to change dramatically every six months - game 
design advances occur much more incrementally. 
Whereas books about game programming typically 
become outdated within a year of their release, 
game design principles have a much longer shelf 
life. When I started working on the second edi­
tion, I found the onginal edition of Came Design: 
Theory & Prachce was still very relevant to the 
challenges of modem game development Of 
course, I found plenty to add to the book, since 
game design is a very complex subject that could 
never be fully covered in a single text. As a game 
designer you find that, as you work on more titles, 
you are constantly discovering new ways of foster­
ing compelling gameplay. But at the same time, 
when compared to game technology, sometimes 
game design seems to hardly be progressing at all. 

Though technology marches ever onward, I 
maintain the public's ability to detect an improve­
ment in the visuals in a game from one console 
generation to the next is decreasing. A friend of 
mine, a non-hardcore gamer, was barely able to 
tell the graphical difference between Spyro the 
Dragon for the PSone and Ratchet & Clank for 
the PS2. If she could not detect a difference in 
that extreme case, how will she see the differ-

ence between PS2 and PS3 titles? Games are 
just now reaching the point where they look so 
good, gamers will be seeking out improvements 
in something other than the graphics to motivate 
them to play the hot new game. Game design 
seems to be the prime area where games have 
plenty of room left to evolve and grow. 

One prominent trend in game design over the 
past four years is the continued blurring of genre 
lines. The wild popular and critical success of the 
recent Grand Theft Auto titles is a perfect example 
of this; they aren't just driving games, they aren't 
just action games, but they manage to incorporate 
elements of both to create an entirely new experi­
ence for gamers. The mixture of existing gameplay 
genres can lead to entirely new genres being cre­
ated, while at the same time causing old genres 
to die off. In Grand Theft Auto Ill's case, the new 
gameplay may be so compelling it makes games 
that focus on only driving or only action seem lim­
ited and dated. Other recent stand-out examples 
of game genre blending include Deus Ex, Fable, 
and Jet Grind Radio, all games that recombined 
established game mechanics to create something 
truly innovative. My own game The Suffering 
sought to be unique by merging elements of 
first person shooters with survival horror games, 
something the sequel The Suffering: Ties that Bind 
will take to the next level. Grand Theft Auto: San 
Andreas seems to have taken genre-blending to its 
limit by including RPG, strategy, and sim elements 
into one of the most complex multi-genre games 
ever. 

Beyond genre blending. over the past four 
years games have continued to advance in other 
slow but steady ways. More innovative in-game 
storytelling techniques allow us to finally start 
relying less on cutscenes and more on gameplay 
itself to communicate our narrative. More games 
(such as Deus Ex and Fable) are empowering 
gamers to live out their own "player's stories," 
instead of being locked into the primrose path of 
pre-determined "designer's stories.· Games have 
inch by inch started exploring more "verbs" for 
player expression, moving beyond "to kill" and "to 
survive• and onto "to protect" (ICO) or "to grow" 
(Pikmin). Multiplayer games continue to be fertile 
ground for game design evolubon, with MMOs 

The views and opinions 
expressed on this page are 
striclly those of the author and 
not necessarily those of Game 
Informer Magazine or its staff. 

being one of the few game spaces that allow play­
ers to meaningfully explore the verb "to love" from 
within a game space. 

Nevertheless, the evolution of game design 
can seem frightfully slow. Whereas twenty years 
ago, significant variations in core game mechanics 
were commonplace from title to title, today new 
mechanics are significantly rarer. A big part of the 
successful evolution of game design comes not 
only from the creativity of designers themselves, 
but also from the publishers who fund a project's 
development, the press that reviews a title, and 
the public that buys the final game. Publishers, 
press, and gamers alike need to be willing to take 
a chance on new and innovative games instead of 
always falling back on the latest urban street racer 
or historical military FPS. These more conservative 
games may be perfectly entertaining. but they 
do little to explore the vast undiscovered country 
that is the promise of interactive entertainment. 
The success of a wildly original title like Katamari 
Damacy brings warmth to the hearts of game 
designers everywhere who yearn for a chance to 
really go out on a limb with a radical new game 
design concept. 

At the end of the day, games provide an interac­
tive experience in a way no other popular art form 
can. The game's design defines the nature of that 
interactivity, and so it is innovative and compelling 
game design that is most likely to make people 
choose games over novels, films, or other artistic 
mediums. The promise of games is tremendous 
indeed. It is the responsibility of those of us pres­
ent at the birth of the medium, both designers 
and gamers alike, to make sure game design con­
tinues to evolve. ■ ■ ■ 

Rx:hord Rou,e /II is design d,reao, at Surreal Software, a 
M,dwoy Home Entertainment stud,o. Most recently, he K<JS 

pro,ect lead. lead designer. and wnter on the octJon-hc<­
ror t,t/e The Suffenng, and is rurrently wr111ng ,ts sequel, 
The Suffenng: T,es th-Ot Bmd Rouse hos been developing 
games professionally for over a decode and in addition 
to The Suffering, his credits include Drakan: The Ancients' 
Gate~ Centipede 30, Damage Incorporated, and Odyssey: 
The legend of Nemesis. You can find more information ond 
h,s book. Game Design: 1heo<y & Practice at his web site, 
www.porano,dprodudions.carnlgomedesign. Your feedbocf is 

encouraged ot gdtp@porono,dproduct,ons.com 

If you work in the industry and would like to share your opinioo, contact senior associate editor Matt Helgeson at matt@gameinlorrner.com. 
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LIVE BY THE SWORD 
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There was a time when the Fantastic Four were on top of the Marvel universe. In an age 

when heroes were loners, possessed a sense of blind justice, and typically kept themselves 

busy by stopping jewel thieves and putting out fires, the Fantastic Four redefined what being 

"the good guys" entailed. Originally created by Stan Lee and Jack Kirby in 1961, the series 

has a long history of placing emphasis on characterization and team dynamics, and is often 

credited as the single franchise responsible for introducing these concepts into the comic book 

mainstream. Imagine the X-Men without group interaction. Imagine Spider-Man without moral 

conflict. Imagine the Hulk without his enormous, lumbering physique. Nearly every Marvel 

hero owes an immeasurable debt to the groundwork laid by the Fantastic Four, and the time 

has finally come to revitalize these legendary characters and bring them to the forefront as 

they instruct the world once again on what it means to be heroes. 

In the past, video games based 
on movies were practically guar­
anteed a painfully generic action/ 
platform title that utterly failed to 
highlight anything cool about their 
licenses. Fortunately, this trend 
seems to be turning around with 
upcoming games like Batman 
Begins, as well as last year's 
phenomenal The Chronicles of 
Riddick: Escape from Butcher Bay. 
Thankfully, Activision's Fantastic 
Four (based on the movie releas­
ing this summer) falls right into 
place amid this changing approach 
to licensed games. For developer 
Seven Studios, this project is far 
more than just cranking out a game 
in time to coincide with a film's 
release - it's an honor. It doesn't 

take anything more than a stroll 
through their offices to realize that 
the team has a genuine passion for 
the source material; action figures, 
comic books, and wind-up versions 
of the Thing adorn nearly every wall, 
desk, and bookshelf. "The franchise 
has such a deep, rich history," 
explains Lewis Peterson, the studio's 
president. "From our perspective, it 
is a historic opportunity to make a 
game involving one of the founding 
fathers of the comic book industry:' 

Throughout their tenure, the 
Fantastic Four have fought dozens 
of diabolical villains, had countless 
disagreements among themselves, 
and even traveled to alternate 
dimensions. Yet through it all, one 
key concept has always remained 

integral to the series: Individually, 
they all have great strength, but 
only together do the members of 
the Fantastic Four achieve their 
true potentials. By embracing this 
notion in several ways throughout 
the game, Seven Studios ensures 
that its contribution to the Marvel 
universe goes well beyond simple 
licensed product - it gives gamers a 
chance to interact with the legend­
ary foursome like never before. For 
the first time, players will not only 
witness, but also control and experi­
ence these icons' extraordinary abili­
ties to their full extent. If you've ever 
wondered what it is like to have a 
vast array of super powers, you're 
about to find out. 



video games, it isn't 
difficult to tell players 
they are controlling a 
superhero - all it takes is a 
reasonable approximation 

of the character onscreen. The real trick, 
and the mark of a truly well-made title, is 
forging a connection with the character 
and making the powers so engrossing 
and fun to use that gamers effectively feel 
like they become the hero. When done 
well, these are the moments in gaming 
that are remembered for years. In 2004 
alone, Fantastic Four publisher Activision 
put gamers in superhero-sized shoes as we 
swung through the streets of New York with 
Spider-Man, and fought alongside an entire 
regiment of X-Men. 

Fully aware of how engaging these 
experiences can be, the team at Seven is 
committed to providing a continuous flow 
of opportunities to use the impressive and 
diverse abilities of the Fantastic Four. "As 
a franchise, it lends itself well to amazing 
gameplay options that games have yet to 
take full advantage of," proclaims Peterson. 
Given the team-centered nature of the 
subject matter, the most apparent of these 
options is the potential for cooperative play. 
Using a third-person action format (strikingly 

similar to Forgotten Realms: Demon Stone 
in terms of gameplay and mechanics), 
Fantastic Four will allow two players to play 
through the entire game together from 
start to finish - there are no boring stints 
where one player is forced to watch the 
other wander through a mansion. Many 
sections of the game will have the entire 
foursome in the fray (regardless of whether 
you're playing single-player or co-op), which 
means that you will be able to freely switch 
among characters with just the touch of the 
d-pad. This dynamic also allows the player 
to experience the full range of the Fantastic 
Four's unique abilities; the second you get 
tired of Ben Grimm's overpowering might, 
you can take control of Johnny Storm and 
start scorching foes from a distance. 

Of course, anyone who picks up the 
game will be eager to jump in and start 
wielding these stunning abilities, and Seven 
is wasting no time putting players in that 
position. Only a single stage will deal with 
the characters before they acquire their 
powers. ''There's an anomaly coming 
towards the planet, and they go out into 
space to study it," begins Peterson, though 
art director Damon Conn is quick to 
interject, "It's not like the nexus in Star Trek: 
Generations, though. It's a cool anomaly. 



Not one where William Shatner is riding 
around on his horse~ Orbiting Earth 
on Victor Von Doom's research station, 
something goes wrong and the team 
is exposed to the anomaly's cosmic 
radiation. The introductory level, which 
also functions as a tutorial instructing 
players on basic movement and object 
interaction, deals with Ben Grimm's 
noble sacrifice as he systematically closes 
the station's radiation shields from the 
outside, protecting his companions within 
from further harm while exposing himself 
to even more disfiguring energy. After 
the mishap, the group finds themselves 
transformed and confined in Victor Von 
Doom's research hospital where they are 
tasked not only with escaping, but discov­
ering the nature of the strange powers 
with which they have been infused. 

"In the film, the characters discover 

their powers in the hospital through 
different means, but in the game, the 
best way to discover them is through 
combat," says lead designer Jeff Gardiner. 
"You get to experience them along with 
the character.• /J,s anyone familiar with 
Fantastic Four can testify, this means that 
there is bound to be a broad range of 
superhuman skills for each character to 
explore and develop. 

Each character's abilities lend 
themselves to particular gameplay 
styles. Ben is fairly simple and straight­
forward - he's really big, and can punch 
really hard. He also has extended 
grapple options, so when he grabs a 
foe he can perform a series of painful 
suplexes or rabbit punches. Johnny 
is better suited for ranged combai 
launching fireballs and erecting walls of 
flame to keep the enemy at bay. Reed 

is the most balanced, with considerable 
close-combat skills as well as long-range 
grapple throws. Then there is Sue, who 
has perhaps the most impressive mix 
of defensive and offensive capabilities. 
While invisible, she can deliver one-hit 
stealth kills, and if the enemies engage 
her at any range, she has the ability to 
subdue them with force encapsulation 
(a freezing maneuver), force blasts, and 
telekinetic throws. With skills like thai it's 
no wonder she is widely believed to be 
the most powerful of the group. 

All told, each character is capable of 
40 moves, most of which are unique 
skills and combos that can be fully 
upgraded - and that doesn't JUst mean 
an additional damage modifier. /J,s 
the attacks are powered up, they look 
and feel different, and transform into 
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different moves altogether. Furthermore, these 
modifications can be made at any point in any 
level, providing you've earned enough points 
by defeating foes. "We found that with four 
available heroes, you're never sure who you're 
going to play next. You want to upgrade your 
character as soon as possible because that's 
what's useful to you at the moment," explains 
Gardiner. Though there is a meter regulating 
the use of many of these abilities, it regener­
ates quickly, and it is undoubtedly exhilarating 
to see the area-clearing bellyflops, room-span­
ning punches, and psychic swords in full effect. 

These improvements may result in more 
astonishing (and powerful) pyrotechnic 
displays or feats of flexibility, but attack maneu­
vers aren't the only way to see evidence of 
the heroes' special talents - these can be 
seen even when the powers aren't being 
used to lay waste to foes. When Reed gets 
hit in the face, his neck expands as his head 
is jarred backwards. Sue's block maneuver 
also functions as a force field that can deflect 
oncoming projectiles. As Johnny hovers above 
the ground, a heat shimmer can clearly be 
seen distorting the surroundings. 

Between these subtle details and the 
ostentatious displays of power, the game 
promises to be so immersive, you'll practically 
feel the figure-hugging bodysuit. "What we did 
was focus on the experience, and made it so 
that_ the characters and the levels give a good 
feeling for what it is like to be the Invisible 
Woman or Thing,' Peterson confides. On the 

■ ldch thdrdc1t>r hd, 40 dttdck,, 
mdny of which au_o fully upgrddedble 

other hand, being put in the shoes of these 
heroes means much more than displaying 
phenomenal cosmic powers; it makes you 
part of a team. The Fantastic Four have always 
been able to put aside individual differences 
to band together against a common foe, and 
this is no exception. Regardless of how many 
Doombots you destroy or civilians you save, 
the time will come when you need to call on 
the aid of your companions. 

The game takes multiple approaches to 
the theme of teamwork, even beyond its 
co-op feature. As the levels progress, players 
will find that it is not just a perk to be able to 
alternate control of the four heroes. Eventually, 
it becomes a necessity. Certain bosses cannot 
be defeated without the well-coordinated 
cooperation of the four team members. For 
example, a boss fight with the Moloid King (a 
beast released by the infamous Mole Man) 
requires Sue to project restraining force fields 
around the creature's hands while Reed and 
Johnny attack its weak spot from afar. All the 



"We tanored the 

eXJ]erl e to each 

character, made 

certain I vels 

s ecilical)y f 

certain heroes " 

while, Ben is tirelessly fighting off hordes of 
smaller minions to give the other three space 
to work. The boss fights aren't just about 
scoring as many hits as quickly as possible; 
there is an aspect of strategy to all of the major 
encounters. 

Another instance requiring the combined 
effons of the entire Fantastic Four is in an 
event taken directly from the film. Still trying 
to cope with his transformation, Ben finds 
himself on the Brooklyn Bridge in the midst of 
a catastrophe. A fire truck teeters precariously 
over the water, and Ben realizes that only he 
can stop it from going over. At this point, the 
player maneuvers Ben over to the vehicle, 
where a minigame triggers and the buttons 
must be pressed rapidly in order to build up 
the strength to hold his grip. As the remain-
ing three members of the team arrive, Ben 
struggles to keep the vehicle from plummeting. 
Reed, Sue, and Johnny must each tackle their 
own similar minigames lo contribute their skills 

to the rescue effort, as well. However, before 
moving right to the crisis at hand, the player 
can choose to use the team's abilities to save 
other nearby citizens in peril; Sue can create a 
force bubble to shield people from an explo­
sion, while Johnny can pass through flames in 
order to carry others to safety. Ultimately, the 
Fantastic Fours cooperation in this mission 
marks their first, but certainly not their last, 
success as a cohesive and unified group. 

While the entire team will be available for 
instances like these through much of the 
game, there are sections that are specifically 
designed for particular characters. "As for how 
players will get involved in the game, that is a 
fundamental," confirms Peterson. 'We tailored 
the experience to each character, made certain 
levels specifically for certain heroes, especially 
from a story standpoint." There may even be 
other surprises in store; though reluctant to 
give any further details, Gardiner mentions 
that "there will be portions where the player is 
controlling characters who are not members of 
the Fantastic Fou( With all of the secrecy sur­
rounding this tidbit of information, something 
tells us it has got to be good - we wouldn't 
even rule out the possibility that it might even 
be the classic perennial nemesis Doctor Doom. 

Even if it turns out that he isn't playable, we'll 
still see plenty of the incomparable Doctor 

Doom in-game and onscreen. After all, the only 
way to see heroes' abilities truly shine is when 
they are put to test it by a worthy adversary, 
and there could be no better villain to combat 
the Fantastic Four than the brilliant and spiteful 
Victor Von Doom. As the film's antagonist, he 
plays a key role in the game's events, but he is 
not the only force of evil at work. Building upon 
the foundation laid by the movie, other seminal 
villains such as Annihilus, Diablo, and Puppet 
Master will also make appearances as the story 
unfolds. After all, if the game were lo exactly 
follow the movie plot without deviation, not 
only would it be too short, but we would miss 
a great opportunity to see some legendary bad 
guys back in action. In order to expand those 
areas of the game not covered in the film, Zak 
Penn, who authored the story for the 2003 
blockbuster X2 (alongside Metal Gear Solid 
voice-over veteran David Hayter), was hired 
to write the additional material. 'We've been 
talking to the studio to make sure that our 
experience is similar to their experience." says 
Jamie Bafus, the game's producer. 'We aren't 
following their storyline exactly, but of course 
we hit on all the big moments that everyone 
will recognize.· 

Despite the game's cinematic roots, don't 
expect those big moments to be relayed 
purely through cutscenes and dialogue. "Our 



design philosophy is that the player should feel 
like a part of the action," Gardiner insists. 'The 
cutscenes are good for furthering the story, 
but they shouldn't show you the big explo­
sions - you should feel those.• The approach 
fits well with the game's ultimate goal of giving 
the player an idea of what it would be like to 
actually wield the powers of the Fantastic Four. 
"Of course, we had to do some story setting.• 
adds Peterson. "But the bottom line is that 
people want to play as super heroes, and there 
are so many chances to explore what is cool 
and interesting about the characters." 

At its core, the game takes the energy and 
enthusiasm currently revitalizing the Fantastic 
Four franchise and refocuses it into an interac­
tive form that can be experienced in a multitude 
of ways. Whether creating blazing infernos or 
projecting energy fields, there is something 
undeniably fun about such vast power at your 
fingertips. The Fantastic Four may have some 
interpersonal issues to contend with, but this 
isn't a group-therapy game. It's all about action, 
overkill, and conquering seemingly insurmount­
able odds. The world needs to be saved, the 
enemies' numbers are staggering. and you 
control the most powerful humans on the 
planet. In the words of Ben Grimm: "It's clob­
berin' time." 
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The sun began to set on this genera-
tion of console systems in 2004, as the 
industry started to look towards the future 
of gaming. Gamers were rewarded with 
tons of exciting announcements for the 
future, as well as a mind-boggling number 
of great games to play, including the two 
most anticipated games of all time: Grand 
Theft Auto: San Andreas and Halo 2. The 
PC also showed the world that it's still 
the place to go for cutting-edge gaming. 
Blockbuster titles abounded, including 
The Sims 2, Half-Life 2, Doom 3, and the 
epic World of Warcraft. 

Even more exiting was the fact that we 
had two new handhelds to obsess over: 
the Nintendo OS and the Sony PlayStation 
Portable. Both have the potential to take 
handheld gaming to levels we couldn't 
have imagined a few years ago. 

To celebrate the year that was 2004, 
we've put together a Year in Review 
feature that chronicles the highlights 
and low points of the last 12 months. 
Also, we've again picked out the 50 Best 
Games of the Year, presented to you in 
chronological order. While we did single 
out one title as the year's best, the rest 
are simply put forward as examples of 
development excellence. Hopefully, you'll 
see some things you like and a few titles 
that you may have overlooked. 
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1 Marvel appointed Ames 
Kirshen to head its new games 
development division. Perhaps 
eyeing its huge receipts from 
soles of Actlvlson's Spider-Man 
2 games, Marvel felt it necessary 
to focus more of its energies In 
the profrtable game licensing 
marl<eL 

2 Microsoft head honcho and 
very rich person Bill Gates used 
the • nnu.l consumer Electronics 
Show to a nnounce the Xbox 
Media Extender kit, which would 
allow users to utilize Media 
Center PCs to transmit 111 types 
of media to their Xbox and 
televisions. 

3 The sneaky bunch 11 Rockstar, 
noting the numerous game web­
sites that track new copyrights 
online, registered I slew of 
enoneous names to throw the 
media off the track of the new 
CTA title. Names claimed by the 
company included CTA: Bogota, 
CTA: Tokyo, and CTA: Sin City. 

4 Bungie and sma ll firm 
Nightmare Armor joined forces 
to aeete the year's most bitchin' 
game accessory: real Master 
Chief armor! Mode of fiberglass 
and aluminum, and even featur­
ing • blue glow behind the visor, 
this costume was announced to 
retail for I hefty Sl.500. 

5 ElKlronic Arts snagged two 
quality titles from finandolly 
struggling publishers Acclaim 
and Eldos, buying the rights to 
Burnout 3 and TlmeSplitters 3. 
Talk about kicking a company 
when they're down! Burnout 3 
was • sign of things to come for 
EA and developer Criterion. 

6 Video games ore making 
money. This might not seem 
like news. but In January 
the Entertainment Soflwore 
Association announced that total 
soles of PC and console software 
eclipsed the S7 bllllon marl< In 
2003. This was • new record. up 
from S6.35 billion In 2002. 

Nintendo and 
Capcom: The 
Honeymoon's Over 
The partnership between Capcom and Nintendo to 
deliver five high-profile exclusives lo the GameCube 
began to show cracks in January when it was 
announced that Killer 7 was coming to the PlayStation 
2. By years end, only one of the 'Capcom s· (the 
commercial flop P.N.03) would remain exclusive to the 
'Cube. The following months would see an enhanced 
PS2 port of Viewtiful Joe (and a version of Viewtiful 
Joe 2) and the announcement that Resident Evil 4 
was coming to PlayStation 2 as well. The other of the 
Capcom 5, Dead Phoenix, dropped off the radar entirely 
an/:! has most likely been cancelled. One thing is clear: 
Capcom's strategic alliance with Nintendo has proved to 
be a massive miscalculation on the publishers part. 

Clancy Promotes Porn, 
Tecmo's "Love Pillow" 
The Internet is a wild place, a lesson that Ubisoft learned 
the .. um ... hard way in January, when 1t found itself the 
unwitting dupe of a pornographic website. The scandal 
started when quick-witted Texas gamer, Tony Ashcraft, 
noticed that a fictional URL was displayed on the bottom of 
s9me posters 1n a level of Ubi's hit Tom Clancy's Rainbow 
Six 3. A quick check of the Internet (or "lnternets" as they're 
khown in Texas) demonstrated that the U~L was in fact 
unregistered. Ashcraft quickly scooped UR the domain 
i;Vld sold advertising to several pornographic sites. After 

1 CNN/Money broke the story, the tale was soon the talk of 
the 'Net, and Ubisoft was none too pleased. The company 
promised that, in the future, all websites referenced in its 
games would be official (and non-pornographic) in nature. 

In other se1:>f news, another company, Tecmo, made 
waves in January with news that a Japanese-only DOA/ 
Xbox bundle would include not only a special edition 
blue console but a full-sized "love pillow" bearing the 
bikini-clad likeness of Kasumi, one of the series' most 
popular characters. After a small furor erupted regarding 
said "love pillow." Tecmo relented and altered the design 
to depict Kasumi in a more modest outfit Which, of course, 
made the whole thing not the least bit creepy. 

Fries Breaks Free 
From Micrusoft 
In one of the year s most surprising internal shakeups, Microsoft 
Game Studios' Ed Fries resigned his post as vice president of games 
publishing. While many in the industry were sad to see one of Xbox's 
most visible figureheads leave the company, the split did seem to 
be amicable on both sides, with Fries waiting a few weeks to make 

.,.__,,.__ ,..IILI..M the official decision while his successor, Shane Kim, got up to speed. 
Kim initially held the position on an interim basis, but was later given the helm of Microsoft 
Game Studios permanently. 

In the months following Fries' resignation, Microsoft trimmed its Xbox games lineup, 
jettisoning many projects that were not deemed viable. One of these was Psychonauts, a 
game that Fries had championed internally and in the press. Whatever the circumstances 
surrounding his leaving. Fries' legacy is apparent in many of the strong develope~ that still 
work under the Microsoft banner, including Ensemble Studios and FPS geniuses Bungie, 
which Fries worked to recruit to Xbox. Later in the year, the fruits of this effort would pay off 
handsomely with the release of Halo 2. 





1 cyan World's much hyped 
online adventure service, Uru 
Live, was cancelled by the devel­
oper. Myst creator Rand Miller 
said the project was shelYed 
because it had failed to generate 
a solid subscriber base. Myst 
fanatia were undersblndably 
devasblled by the news. 

2 The IDGA announced that 
veteran designer Marl< Cerny 
would receive its lifetime 
Achievement Award at the 
upcoming Game Dew!opet's 
Conference. Cerny has wort<ed 
on such series IS Marble 
Madness. Crash Bandicoot and 
Sonic the Hedgehog. 

3 Although Fear Effect: Inferno 
itself will likely never see the 
light of day due to developer 
Kronos' untimely demise, game 
filmmaker Uwe Boll (House of 
the Dead) optioned the movie 
rights to the lesbian thriller title. 
In other news, Uwe Boll Is. like, 
the worst director ever. 

4 In February, Nokia ao Jorma 
Ollila admitted that the com­
pany's N-Gap handheld "had 
its wort< art out" and that sales 
"are in the 1-quartile of the 
bracket we had as our goal~ 
Which is like saying the flight of 
the Hindenberg "failed to meet 
expectations." 

5 Sensing the flagging fortunes 
of the franchise, Ubisoft dropped 
The Matrix Online. In the mean­
time, developers Monolith and 
Warner Bros. continued wort< on 
the game, which WIS eventually 
picked up by Sega. To celebrate, 
l:arry Wachowski bought a pretty 
new dress! 

6 Former Nintendo president 
Hiroshi Yamauchi said that it 
would reveal "something,_ 
at El 2005, which will use the 
GameCube as Its parent body.' 
He said that the system wouldn't 
be "high tech,• because "con• 
sumen aren't demanding for 
leading edge technology.' 

Game Boy Is 
The Bomb 
Literally! 
Ah, Americans. Give us a box-like 
object, and odds are we'll make 
a bomb out of it. That's just the 
way we were raised. In February, 
Houston, TX authorities were 
shocked to learn that a Livingston 
Junior High student had actually 
converted his previously whole­
some Game Boy into a bomb. 
Apparently, the unnamed student 
had stripped the electronic guts 
from his handheld and replaced 
them with gunpowder. Predictably, 
his plot was foiled by his own big 
mouth: Another student heard 
him bragging about the explosive 
scheme and tipped off a police 
hotline. The student was arrested 
with the Game Boy bomb on a 
school bus travelling to a track 
meet Fortunately, the bomb didn't 
go off and no one was hurt during 
the incident. 

ON THE 

RADAR 
PIRACY STINGS THE 

GAME INDUSTRY 
Gamt piracy has dogged the industry since its 
inception. but events in 2004 showod jusl how 
serious the probltm has become. Early in the 
year, had<er Stan Michael s,,.. was sentenad 
lo 50 moolhs in prison for bootlegging °"' 
SS00,000 in illegal games with members of the 
Raz0<191 I piracy ring. Later, in April, lhe FBI 
conducted Operation Fastlink. a series of ove, 
120 raids on ilegal piracy rings in 27 states and 
several foreign countries. In ill unrelated case, 
Atari, EA. and v.....ti Univfflal filed suit against 
the makon of Games X Copy, PC software that 
would allow usen lo easily make mp;., of their 
compute, games. 

Desp~e law enf0<ce<nent's efforts, manon 
got worse as the year went on. In August, Valve's 
Gabe Newell confirmed that source code f0< 
HaW-Ufo 2 had been stolen by had<on who had 
used keystrol<e rOCOfdon inslafled in \laM!'s 
email system. The year's other higt>profile PC 
FPS, Oo0fn l, was also leaked lo ptt<·t0-j)fff 

sharing networ1cs days bef0<e its August 
release. The BBC reported that at any on, tirnt, 
ove, 50,000 copies of Oo0fn l were being 
downloaded, resulting in millioos of dollars of 
lostsales. 

Things -e no better on the console side. 
as bod, Grand Thell Auto: San Andreas and a 
Ffench-languag, vonion of Halo 2 -e cira,lat­
ing the 'Net wel before their respectiYe release 
dates. These leaks were rumored to havt origi­
nated frDfn e,nployees at DVD manufacturing 
plants. The Entertainment Software Association 
estimates that the industry loses at least Sl 
billion a year frDfn piracy. Based on results of 
a Macrovision study conducted in 2004, which 
found that 52 percent of al PC garnon played 
pirated games, lh~ number wil only increase 
in the future. 

EA Puts Origin 
Systems To Sleep 
Note to developers: You might want to think twice 
before selling your company to EA. The 800-lb. gorilla 
of the game industry has shown a strong predilection 
for dissolving development houses that it acquires and 
assimilating the remaining staff into its existing studios 
in recent years. In 2003, famed RTS house Westwood 
got the ax, and this year saw an equally influential 
developer disassembled by EA. Origin Systems, the 
house that Richard Garriott buil~ was famous for it's 
pioneering RPG series Ultima, which began to explore 
the vast expanse of cyberspace when EverQuest was 
yet but a germ of an idea. 

Garriott, who left for NCsoft after selling Origin to EA. 
was unaffected by the move, but many staffers who 
were unwilling or not asked to make the move to EA's 
Redwood Shores complex were out of a job. Later in 

the year, EA pulled the plug 
on Ultima X: Odyssey, but said 
it would continue supporting 
Ultima Online. 

I lo,.,. r. ... c t .. , .,,. if•., 1 '1 I,. f' V I' ,. .. ,.., ,- -., I o ( 

"" u, , ... .,,. 1" , .. , , .... t 1 , , .... , , "" " ' 

\~:, ~• J,,'~, l 
1."~;,t ~u;'.o~?, ,.; \"~ ,,.; , n ,oh 

" D) ~,., , f If,. t I ",<' I J' • <> I ,,. t t. , 
""' ~••"'" f' n,. .. ,, "" o t i.,.,. ., ■ n f'\ ~,.,. : 



-~ - t::l ~ • maRCH ◄ :• feature , 
5

, 
6 

THE YEAR IN REVIEW 

1 In Apri~ the world was sad­
dened by the news that castle 
Wolfenstein creator Silas Warner 
was dead. Warner's wortc. in the 
indust,y helped lay the founda­
tion for the action/ adventure 
genre and also provided the 
inspiration for Wolfenstein lD, 
the first FPS ever made. 

I! GameCube. whi<h was 
selling so pootfy in 2001 that 
production was actually halted. 
bounced bad< following its 
price dmp to S99. Sales were so 
strong that the unit was nearly 
sold out in the us. requiring 
Nintendo to relocate consoles 
Imm other territories to America. 

3 Bill Carlton's bid to break the 
Asteroids world n,cord score 
of 41 million points was foiled 
when the arcade unit he was 
playing on at the Ground Kontrol 
Arcade in Portland. OR broke 
down. At the time. Carlton had 
amassed 12.7 million points in 
27 straight hours of play. 

XSN Sports: "We're Not Dead, 
We're Only Resting!" 
Microsoft, which had struggled to compete with the likes of Visual Concepts and Electronic 
Arts in the competitive sports game market announced that it would not be releasing its 
usual slate of sports entries in 2004. Affected titles included NFL Fever, NBA Inside Drive, 
NHL Rivals, and MLB Inside Pitch. Microsoft Game 
Studio's Kevin Brown stated plainly, 'They're just not 
as competitive as we want them to be." 

Initially, the company claimed to be only "resting" 
the franchises in order to work on bringing them 
back with a greater level of quality. However, later 
in the year it became apparent that the changes 
were permanent when Microsoft shuttered its sports 
studio in Redmond, WA and laid off 76 employees. 

Rubin_Leaves Naugnty Dog 
Naughty Dog co-founder Jason Rubin had a newsmaking year in 2004. It started at the 
annual DICE convention, where he gave an impassioned speech regarding what he felt was 
the mistreatment of the development community by publishers. During the speech, he 
commented, 'The extent to which developers are disrespected is extreme," and went on to 
suggest that the development community should organize to earn a greater degree of influ­

ence over marketing and management 
Later in the month, he shocked everyone by 

announcing that he was leaving Naughty Dog (and 
parent company Sony) to strike out on his own. "I 
now want to take on new challenges and create 
something new. I want to refuel my passion for the 
business of gaming,• he claimed. However, he said 
he bore no ill will towards Sony, who he praised as 
an excellent partner, and did stay on through the 
large part of the year to help complete work on 
the company's excellent sequel, Jak 3. Rumors that 
Rubin was going to leave gaming for partnerships in 
Hollywood abounded, but he has yet to unveil his 
plans for the future. Rubin departed with Naughty 
Dog co-founder and programming genius Andy Gavin 
in January of 2005. 

Boxer Arguello 
Sucker Punches EA 
Lawsuits are fairly common in video games. 
However, it's never good to get in a legal dispute 
with someone thal can knock you out with one 
punch. In March, The Los Angeles Times reported that 
former boxing great Alexis Arguello had filed suit against 
Electronic Arts, Nintendo, and Sony for the illegal use of 
his likeness in EA Sport's Knockout Kings series. 

Although many famous boxers have been recreated in 
Knockout Kings, Arguello took exception to EP:s use of his 
physical appearance and boxing style in the title without any 
compensation. Ironically, it was tne game's success that 
tipped off Arguello - who is not a gamer - to his inclu­
sion in the Knockout King's roster. Apparently, he was 
unaware of the game until a young boxing fan had 
approached him and asked him to sign his copy of 
Knockout Kings 200 l. 

4 Adventure game 1""5 were 
angered by LucasArts' dedsion 
to cancel the upcoming Sam 
& Mu Freelance Police, the 
mud, anticipated sequel to the 
legendary Sam & Max Hit the 
Road. LucasArts cited • ma,1<et 
place realities• as the reason for 
the move. 

5 Blad< I, Wlw and F.a.le crutor 
- Molyneux. who -.-ded the •Gocf came· genre. _,, deserv-
edly inducted into the Academy 
of lnteradM Ms and Sciences 
Hall of Fame at the annual DICE 
Summit. lntn>ducing Molyneux at 
the ceremony was none other than 
Gl's own Andy McNamara. 

6 Nin1ionc1o thriled old-school 
gamers with the .......uncement 
of a dassic NES series special 
edition GBA - a unit emblazoned 
with graphics reminiscent of 
the 8-bit console. The unit was 
timed to release with • series 
of NES GBA reissues. including 
Excitmike and Super MMio Bn>s. 



1 April Fool's Day jokes ..e • 
tradition In the industry, but 
Bliuard pulled off ■ particu1■r1y 
funny hou c:onceming its epic 
World of W■ra■ft when they 
announced ■ fictional n-
r■ce - the Two-Headed Ogre. 
Gullible f■ns made it the t.lk of 
the W■ra■ft boards. 

2 11,e ye■(s most notable UK· 

utive depature- the uodus 
of EA president ■nd COO John 
Ricdtiello. who led the company 
since 1997 ■nd - pn,b■bly the 
most powetful m■n in the pme 
industry. Lillle is le,-, ■bout 
hisre■sonsforle■vins, 

3 11,e Nielsen Ratinp. the bible 
of TV ■dv91ising. -.ned up 
with AdMsion to -
that they would be~ 
• ,_ program to tr■d< the 
effectiweness of in-pM market­
ins. Hope you like ads in your 
pmes! This could pl out of 
hand in • huny. 

4 Hong Kons cinema lepnd 
John Woo shodled Nilando 
fanboys by purch■sing the film 
rights to the Mftold s.ies 
through his same 11nn. r,., Hill 
Studios. 11,e director is ■tt■ched 
to two olher pme-tel■led film 
■d■ptmons : 5py H-■nd 
Tom Oancy's binbow Six. 

5 Silicon Knipts. autor of 
Etem■I D■nlnes$. became • 
free ■gent in April Founder 
Dennis Dyad< revealed that its 
udusMty deal with Nintendo 
h■d ended. ■nd that Silicon 
Knights would be punuillJ p,oj­
ects on ■II pl■tforms. including 
Nintendo's. 

BBC Dishes Dirt 
On Nintendo 
The BBC released a controversial documen­
tary about Nintendo in April, as part of its 
Outrageous Fortunes series. According to the 
BBC, the series' purpose is to '[go] in search 
of the truth behind the biggest brands in the 
world and the families that control them~ 

6 Viacom CEO Sumner Redstone 
filed papen with the SEC llllow­
ing him to purchase mon, 

shares of Midway. L■ter in the 
year, he did just that. eventually 
acquirina over 80 percent of 
Midway's shares and nominating 
his d■ughter for the board of 
directors. 

In the episode, host Libby Potter traveled to Outrageous FortJJnes host Libby Potter 
Japan to interview such Nintendo luminaries 
as former head (and company kingpin Hiroshi Yamauchi's son-in-law) Minoru Arakawa, who 
ran the company through the '80s and '90s, and Mario creator Shigeru Miyamoto. 

Arakawa detailed the struggles related with running the company under the stem leadership 
of Yamauchi, who was portrayed as a ruthless and demanding businessman that fired his own 
cousin from the family business. Potter pressed Miyamoto on why he has never received royal­
ties on any of his creations (which earned Yamauchi a fortune of over $1 .4 billion), choosing 
instead to remain a salaried employee. 

The documentary also made more sinister charges against Nintendo, daiming that it was 
aware that some of its games could cause seizures in children and chose to do nothing to 
remove the offending sequences from its titles. According to Potter's report, the company 
refused to tum over incriminating documents regarding seizures until it was twice found in 
contempt of court by an American judge presiding over a case brought by the family of a child 
that had suffered seizures as a result of its products. Strong stuff, which - luckily for Nintendo -
didn't receive much press coverage in 2004. 

ON THE . 

RADAR Phantom Pholhes! 
lnfinium Labs and its would-be Phantom console made news in April when a former execu­
tive sued the firm for fraud and breach of contract, then retracted the claim the very same 
day. This made April, well, pretty much like every other month of the year in the topsy-turvy 
world of Phantom. Things started strong when lnfinium unveiled the unit at CES in January 
(which turned out to look nothing like the final retail model). However, shortly after a list of 
publishing partners was posted to its website, the company quickly pulled it off and deemed 
it a •temporary list" Despite the egg on its face, the company gained some credibility at the 
end of the month when it named former Microsoft exec Kevin Bachus COO and president of 
lnfinium Labs. 

However, the smooth sailing didn't last, as lnfinium caused a scandal when it threatened 
legal action against the Internet site HardOCP, which had published a story regarding the 
checkered business past of Phantom founder Timothy Roberts. A letter threatening a suit was 
soon posted on the 'Ne~ which caused lnfinium to earn the ire of many in the online gaming 
community. 

E3 was a highlight of the year for Phantom, as the company won strong press by dem­
onstrating a slickly redesigned unit playing actual games. But, instead of capitalizing on this 
new momentum, things took another downward tum when a September SEC filing revealed 
that the company had only $134,226 in cash on hand, and a "working capital deficiency 
of $3,962,226~ Despite the grim financial news, 
several big publishing partners were officially 
announced, including Eidos, 
Atari, Vivendi Universal, and 
Codemasters. 

All in all, it was a busy 
year for lnfinium, which is 
probably why the company 
had to break its scheduled 
November 15 Phantom launch date 
to allow its retail partners "more time 
to plan promotional and merchandising 
activities" - pushing the release of the console 
into early 2005. 

PHAn"Tom GAmtnG SERVICE 





1 Konami .mounced that it 
would be releasins I comk 
book Hries bued on its lepnd-
1,Y Met.I Gear Solid franchise 
In May In partnenhip with IDW 
PublishlnJ. Anlst Ashley Wood. 
who wor1<ed on the Curse of 
Spawn series,- t.pped IS the 
artist lo, the p,ofect. 

In May, llplMH Pllchinko 
pm Sammy ,-led that it 
would be merslns with Sec• 
by exchanslns stock fO< the 
remaining Sec• shares it did not 
already own. Sammy, an up-and• 
coming s- publisher, hoped 
to ,,,.... its flMndal might with 
Sec•'• s-~ 

After recoMns • prime spot 
In Sony's GOC press conforence, 
Badd,one Entertainment's PSP 
title, Death Jr. WIS optioned for 
1 movie to be direded by Larry 
Guterman (llntr). Not bad fo, • 
same that isn't - out yeti 

The industry (0< II lust Vlsual 
Concepts) brellhed e sJsh of relief 
when it WIS ,-led that I NfflOf 

printed in 71N Spotts BuslMss 
Journal that had EA Sports snag• 
glng the exduslve fishts frOfn 
Players. Inc. to produce NFL sames 
WU just that • I NfflOf. 0,, SO -
thought ... 

5 Finl1 Fantasy co,npose, 
Nobuo Uemals<I and the LA 
Philharmonic thrilled Square 
fans with 1n El concert futur• 
Ing most of his famous FF co,n­
posltlons. The show WU held II 
the awe-inspirins Walt Disney 
Concert Hal~ Ind WU In event 
fo,the ..... 

Miaosoft showed off its new 
Xbox Live Arcade service. whkh 
would allows somers to down• 
load ind play d1ssk arcade, 
pu11l1, and casual games for a 
small fH. The service lndudes 
dassics llke Ms. Pac-Min ind 
Dig Dus IS well IS cell phone 
staples like Bejeweled. 

ON THE 

RADAR 
GAMES GET SLEAZY 

In May, Eidos announced that its dirty-minded 
Sims knod<off, Singlts: Flirt Up YOIK lift (which 
allows characters lo pe,foon intimal• aC1S 
onscreen), would rtctivt lht ESRB's rare Adults 
Only rating. The uncut , tnion was a,ailablt 
ID< purchase online lor -ks btlor• a tamer 
M-rated version hit store shtlffl. But th~ was 
only one ol lht classy Mnts in a year that saw 
games turning up lht sleaze lactor. 

At El, Eidos also hosted an autOll'aph signing 
by world-famous pom SIN Tera Palri<t. who 
was a~ a character in lht company's Bad;yard 
Wrestling 2. Not to be outdone, VMndi 
UniYersai ,1,-d off Leisure Suit Larry. Magna 
Cum Laude, updating gaming's Ofiiina1 dirty 
old ntrd series lor a new generation. Otspite 
depicting eve,ything up lo and including sports 
mascot sex, the title earned an M-ra~ng as 
wtl\ although an AO PC version was eventually 
released. 

Other notable demonstrations of good tast, 
induded Top Hwy Studios' (ltt h"Q The 
Guy Game, which wedded actual Girts Gone 
Wikktyte video foot,gt of topltss women 
lo amateurish trivia gamtplay in creating lht 
year's most expioitiYe and shoddy release. Also 
baring mammaries in public was Majtsco's 
BloodRayne. who •posed" nude in a video 
game-themed October issue of Pfoyt>oy. 
Rounding out lht year was MTV l's llidto Mods, 
which features scantily dad characters ~om such 
titles as Jade Empire and lht risqut Outlaw Golf 
2 miming along embarrassingly lo current pop 
hits by Blacl< Eyed Peas and othffi. Now, why~ 
it that video games c1on, get talten seriously as 
an art foon againl 

Warner Bros. 
Says "Make Good 
Games - Or Else!" 
Warner Brothers, keeper of such high-profile 
licenses as The Matrix, turned heads in the 
publishing community when the company's 
Jason Hall revealed that royalties on WB's 
licensed video game products would be tied to 
published game review scores. Basically, if a title 
fails to receive a 70 percent or above score on 
sites like Metacritic.com or GameRankings.com, 
the publisher must pay Warner Brothers higher 
royalties. 'The bad games are over," Hall boasted 
to the Hollywood Reporter. 

Many in the game industry took exception to 
this new policy, induding Atari president Bruno 
Brunell, whose company published the com­
mercially successful but critically panned Enter the 
Matrix. "Are they jokingr Brunell scoffed. 

Marc Ecko Enters 
Game Biz __ 
Hip-hop fashion icon Marc Ecko decided to get his 
game on at E3 with the announcement that he had 
teamed up with Atari to create an urban-themed action/ 
adventure title called Marc Ecko's Getting' Up: Contents 
Under Pressure. Ecko, a longtime gamer, felt that urban 
culture had never been accurately reflected in a video 
game, and stated that Getting' Up would provide the 
authenticity that the market craves in a post-GTA world. 
The title itself centers on a young graffiti tagger named 
Trane, who uses his art to rebel against a corrupt politi­
cal system in a fictional city called New Radius. While 
some wrote it off as just another marketing gimmick, 
the initial screens and video released of the game look 
quite promising indeed. 





Toyot. offered fans I playable 
preview of Sony's Cran Turismo 
4 In June. • demo of the game 
featuring Its hybrid Prius an. The 
disc was offered free to shop­
pers that requested brochures 
on the Prius and other Toyot. 
vehides on the company's 
-bslt•. 

Mkrosoft saapped Level s 's 
Xbox Live MMOllPc. True Fanwy 
live Online. Miaosoft st.led 
the reasons for the cancellation 
as •an Incredibly aowded and 
competitive mari<etplace• and 
quality Issues. No doubt the 
Xbox's non-existent Japanese 
user base WIS a factor IS well 

Omaha teen Kimber WIison. 
15, suffered a heatt attMII 
durlns I session of K<>Mmf s 
popular mythm 11me 0ance 
Oance Revolution. She WIS 
revived by paramedics at the 
scene and later listed In eood 
condition. The heart condition -~ 

EA and Rhino Records united 
to bring • little variety Into an 
lndust,y filled with bad heavy 
metal. EA Trax announced that 
it would st.rt utillling Rhino's 
extensive back cat.log in EA 
tides, Inducting artists such as 
Jesus and Miry Chaln. Faith No 
More, and Violent Femmes. 

5 Nintendo's Chinese subsidiary, 
iQue. Introduced the popular 
C..me Boy Advance handhold to 
the country, Hllinc the unit in 
Shanghai and other C.ntonese 
areas. A Chinese version of 
WartoWare was released as well. 
The unit ret.lled for the equhla­
lent of 84 U.S. dollars. 

6 Oddworid's mysterious 
Stranger proje<t got inked to 1 
publishing deal with Electronic 
Arts. As always. early saeen­
shots of the game demonstrated 
the studio's brilllant art style. 
but with a more action-ori­
ented bent It was later retitled 
Oddwortd Strance(s \M'ath. 

ESPN and Take 2 Tackle EA 
Take 2 Interactive and Sega joined forces to take on the industTy-leading EA Sports line in June, 
with Take 2 co-pubhsh1ng and distributing the ESPN Sports series. For Sega, the opportunity to 
tap into Take 2's (and subsidiary Jack of All Games') distribution muscle seemed to provide 
a great opportunity. For Take 2, it was a chance to expand its scope into the difficult sports 
market ESPN NFL 2K5 was to be the first title released under the partnership, but both com­
panies surpnsed the industry with an aggressive pncing strategy. The game, and all the year's 
ESPN titles, were to sell for a bargain-priced $19.99 1n an effort to crack EA's dominance of the 
market In addition, ESPN NFL 2KS's release date was pushed up to July 25, coming out a few 
weeks before Madden 2005. 

At first, EA seemed unfazed by the strategy, as 
company spokesperson Jeff Brown claimed, "There's no 
compelling reason to change our overall pricing strategy 
right now ... They could give that thing away for free, 
scotch-taped to a ham sandwich and we're still going to 
beat them.• 

However, early sales of ESPN were strong, as 792,000 
units flew off the shelves in July alone. Madden, predict­
ably, had one of the year's best launches as well, but 
industTy analysts sperulated that ESPN was cutting into 
EA's sales. Perhaps 1n reaction, EA announced that its 
upcoming NBA Live 2005 was going to retail for $39.99 
and instituted a buy-two-get-one-free promotion. At 
the end of the day, Madden was still tops, but many in 
the industTy praised ESPN's market share growth and 
revenues. Sadly, this success was all for naught, as EA 
later scooped up the exclusive rights to the NFL license. 
[See GI News page 20]. 

Driv3r_A.__Ducl 
Reflections' eternally delayed Driv3r was finally 
released in June. With a budget reportedly more 
than 51 million dollars, this was to be the year's 
token big-ticket flameout 1/\/hile initial sales were 
strong on the back of a half-decade of hype and 
a huge television marketing campaign, the title 
failed to become the GTA-sized phenomenon 
that the company had hoped for. Reviews were 
tepid at best and scathing at worst, and many 
users of Internet message boards attacked Driv3r 
with a malice that's usually only found in maniacal 
moustache-twirling super villians. 

Reality Gaming Makes Headlines 
There was a proliferation of reality-based PC first-person shooters in 2004. In June, Kuma 
Reality games announced that it would be publishing Fallujah Vigilant Resolve, a game based 
on an April raid of the Iraqi city by U.S. Armed Forces. Some questioned the ethics of making 
money off the experiences of our fighting men and women, but Kuma's Keith Halper stated 
that the company sought only to provide •a 
unique window into real-war news~ 

Later in the year, Kuma grabbed national 
coverage with a download that depicted two 
different veisions of presidential candidate 
John Keny's service as a Swift Boat captain in 
Vietnam. Even more controversial was Traffic 
Games' JFK Reloaded, which allowed players 
to relive the Kennedy assassination from the 
perspective of Lee Harvey Oswald. Although 
the company claimed to be interested in 
debunking JFK conspiracy theories, there 
was much public outcry surrounding the 
game. The Kennedy family soon decried it as 
"despicable" in the press. 



2 Los Angeles passed an onli­
nance restricting the amount 
of time mino,s could spend 

3 Producer Shinya Nishigaki 1 It's not often that games help 
animals, but Sony did just that 
with its PS1 title. Dog's Life. In 
July, the coml""')' announced 
that it would be donating a 
portion of the proceeds of the 
game to the Society for the 
Prevention of Cruelty to Animals. 

at cybe«afes or LAN gaming 
parlors. Gamers under 18 are 
now banned from any cybercafe 
business from 8:30 a.m. to 

died tragically of a heart attad< 
at the age of 41 in July. Nishigaki 
aafted sum eccentric: titles as 
the Blue Stinge< and lllbleed for 
Dreamcasl A group of dlbleed 
devmees is cunently woricing on 
a homebrew sequel to the game. 

Anti-Game 

1 :30 p.m. and from 10:00 p.m. 
to 8:30 a.m. 

Bill Deemed 
Unconstitutional 
In a little publicized but very important tum of events, 
a U.S. District Court in Seattle ruled in July that a law 
banning the sale of games depicting violence against 
law enforcement officers was unconstitutional on the 
grounds that it violated First Amendment protection of 
free speech. 

Although the Washington State legislature had 
passed the bill and Governor Gary Locke had signed it 
into law, presiding Judge Lasnik rejected the law based 
on the fact that similar acts of violence routinely appear 
in works of art, film, and literature. Also, Lasnik felt 
that lawmakers' daims that violence in video games 
could spawn real-life acts against police officers was 
"not based on reasonable inferences drawn from 
substantial evidence~ 

Needless to say, the game industry body 
Entertainment Software Association, which had been 
fighting the bill since its inception, was very pleased, as 
president Doug Lowenstein felt that the ruling helped 
•establish video games as constitutionally protected 
forms of expression~ 

ON THE 

RADAR 
SONY'S PSX WOES 

Hey, remember lhe PSX? You know, that hybrid 
PS]Jhard-driv, media devic.;DVD recorder that 
was going to r~utionize home entertainment 
Well, Sony may be lhe masttr of home electron­
ics. but ~•, also impoctant lo remember that 
even lhe greatest slugger strikes oul at lhe plate 
once in awhile. And in 2004, lhe PSX looked like 
a product that might be closer 10 lhe Belamax 
lhan lhe PSl on lhe Sony con6nuum of success. 

/U lhe outset of lhe year, Sony tried 10 placate 
peeved PSX owners by announcing a patch that 
would restore planned fearures that -e left oul 
in lhe rush 10 g<t lhe unil 10 SIO<es in late 2003. 
By eilhe< download Of a lreely dislributed disc. 
owners-• able to add 24x speed HOO-lo-DVD 
dubbing. MP3 and TIFF suppol1. '°'"' odd bug 
fixes. and use k,vt,oard support. among oCher 
fearures. - · sales remained sluggish in 
Japan. and soon lhe company was l0<ced 10 
suspend production of new units aftogelher. 

Then, in a surprise mov,, lhe company 
released lwo new, revamped models of lhe PSX 
in July. These units had lhe same price point 
as lhe original models, but added lhe patched 
feaues as well as oCher improytmenlS. Slill, 
sales remained Rat. and lhe company was soon 
f0<ced lo drop lhe price of lhe 160GB unit lr0<n 
59,800 yen ($545) 10 «,800 (5409) and lhe 
250GB PSX from 79,800 yen ($675) 10 59,800 
($545). This mo,ewa, ,paned by retailers, 
who -e already hea,ity dis<ounting lhe PSX 
in 0<der 10 dear ou1 stoo. Not swprisingty, lhe 
PSX's Ameriun and European release date was 
pushed bad< 1o SO<netime in March of 2005. 
-• if lhe WTent trend holds, we_, 
be surprised if~""""' makes ~ 10 our shores. 

4 Miaosoft ao steve Wmer 
talked a little trash at a con­
ferena in July, commenling 
"1 bet - can take Sony next 
generation." lie pointed out that. 
despite the fact that Xbox has 
not been profitable. it has made 
the COffll""')' • major player in 
gaming. 

5 A murder of a 14-year-old boy 
in the U.K. became a scandal 
when it - cisawettd that both 
murderer and victim had played 
Roc:ksw's violent Manhunt 
togfthef. SenYlionalistic p,ess 
~ and opportunistic law­
suits followed. wilt, lillle rep,d 
for the fads. 

6 Nintendo finally released 
photos of the final retail wnion 
of its DS handhelcL The MW unit 
was sleeker and more Mbacti¥e 
than the one shown at El, and 
was received f.-ably by fans 
and the press. 

Xbox Live Hits A Million, 
Nintendo Disses Online 
Microsoft's online initiative, Xbox Live, reached an important symbolic 
milestone in July, daiming its one millionth subscriber. To put this in 
a little historical perspective, it took such important entertainment 
sefVices as HBO, America Online, and liVO almost three times as 
long to reach this same goal. At the time, Xbox Live had subscribers 
in 24 countries that had logged on for 220 million online sessions. 
Average total Xbox Live usage per day was 265,549 hours. 

Of course, in the same month, Nintendo looked at these impressive 
statistics and stated the obvious: Gamers don't want to play online. 
At least according to Nintendo president Satoru Iwata, who told Japan 
Spotlight that •customers do not want online games ... at the moment 
most customers do not wish to pay the extra money for connection to the Internet and 
for some customers, connection procedures to the Internet are still not easy~ Although 
he wouldn't rule out the possibility of utilizing online play, Iwata did stress that the current 
online gaming model was flawed and made profitability very difficult to achieve. As usual, 
Nintendo seems to be marching to the beat of its ovvn drummer. 

S~~C~n' Ape Snags 
S aft: Ghost 
In a shocking twist, Blizzard snatched the much-hyped 
StarCraft Ghost project from developer Nihilistic and 
handed the project to Metal Arms: Glnch in the System 
creators Swingin' Ape Studios. Blizzard will continue 
working with Swingin' Ape until the project's release 
in 2005. The game has been the subject of much 
anticipation and debate amongst gamers since Game 
lnfooner debuted n on its CCNer back in November 
of 2002, but since then n appeared to have a very 
troubled development Blizzard's Ron and Chris 
Millar, who had been overseeing the project. left the 
company in 2003, and since then Ghost has seem­
ingly disappeared off the radar. Hopefully, Swingin' Ape 
will be able to guide the project to completion. 
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1 F"onal Fant.sy autor Hironobu 
Sabsu<f,i~thathe 
had fonned his own dewl­
opmfflt studio, Mistwalker. 
Salcapchi said that the studio 
-. at wootc on two new RPG 
projects. fcJnnef 5qla.e pn,duc• 
er Kensub T ........ will setve as 
Mistwaltet's vice p,esiclent. 

2 Sony confirmed that its next 
~ wil use high--density 
Blu,-oy optial discs. Blu-,ay is 
Clllfffllly competing with rival 
format HD-OVO to become the 
dominant stORp format for 
nex1.._lllion entertainment. 
Sony and Panasonic are among 
the compMies backinc Blu-,ay. 

3 Sega partnered with K 
EnterQinment to create a mas­
siwly multiplayer online game 
based on its Shenmue franchise. 
Shenmue Online is scheduled 
to be ma,keted mainly in Korea 
and Chi""- and wiU likely not 
make it the U.S. Yu Suzuki will 
be OWf5fting the project. 

4 Alice pn,ducer American 
McGee revealed that he would 
be partnering with Dawn of the 
Dead director Geotge Romero to 
make Oty of the Dead. the self. 
proclaimed "goriest game ever 
made:' McGee commented, 'We 
hope to bruise a few psyches 
with this one:-

5 THQ made the "sure thing" 
business deal of 2004 in August. 
when it signed a multi-year, 
multi-game deal to create tides 
based on Pixa(s upcoming CG 
motion pictures. Later that year, 
THQ released a game based on 
the smash TIie lnawlib/es. 

Acclaim Goes Down 

6 Wamer Bros.. which was 
already working with the dew!· 
oper on The Matrix Online, 
bought Monolith Productions. 
Monolith, a respected PC engine 
maker, has worked on such 
games as Tron 2.0, the No One 
lives Forever Hries, and Aliens 
Vs. Predator 2. 

This was a terrible year for the folks at Acclaim, which suffered eveiything short of being sued 
by the Olsen Twins. Oh wai~ that actually happened, too, when the Twin Terrors took the Long 
Island-based publisher to court in April for failure to pay royalties from its Olsen-themed line of 
video games. 

As it turned out, Mary-Kate and Ashley were the least of Acclaim's problems. As the year went 
on, Acclaim laid off employees, released dismal financial news, lost its venerable Turok and 
Major League Baseball licenses, and s;m ,ts stock de-listed. The ax finally fell in Augu~ when 
the company announced that it would be fihng for Chapter 7 bankruptcy. It was a bitter even~ 
with employees being denied COBRA insurance coverage and back wages. In the end, after a 
nearly 15 year run in the games business, all that was left to do was sell used office furniture 
and equipment in a bankruptcy auction at Acdaim's former Glen Cme, NY headquarters. 

Doom 3 Hits Stores, 
Carmack_Cras.hes 
Legendary Doom creator John Carmack had a decidedly 
mixed August. On the positive side, id Software's long· 
awaited first-person shooter Doom 3 finally hit store 
shelves. The title flew out of retail stores as expected, 
earning the top spot on the PC charts. Thankfully, 
Carmack and id are already at work on a new IP and 
project, despite the rumors that he was to retire and 
pursue his rocketry hobby 

full-time. fJ And perhaps it's best that 
Carmack holds on to his day job. 
A few days before Doom 3 hit, 
Carmack's Armadillo Aerospace 
suffered a setback in its goal to 411 
become the first private company 
to put a manned rocket into 
space. During some flight testin& 
the company's spacecraft crashed 
to Earth, totally destroying the 
unit In good humor, Carmack did 
post a video and pictures of the 
crash on Armadillo's website. 

Civil Unrest Rocks 
Star Wars Galaxies 
Sony Online Entertainment found out in August that when you create a virtual, living world, 
real-world problems are sure to follow. In one of the year's most interesting stories, players 
of Star Wars Galaxies staged a demonstration in Theed, the capital city of Naboo, to protest 
a rash of account suspensions stemming from a 'credit duping" operation. Certain users 
had discovered a way to illegally replicate large numbers of credits (Galaxies' currency), and 
as a result, the fake credits had permeated Galaxies' economy. When SOE discovered the 
scheme, the company suspended the accounts of all players who had come in contact with 
the fake credits. Unfortunately, due to the fact that many Galaxies players are employed as 
artisans (selling armor and other items) and the common practice of 'tipping' other users, 
many of the suspended players had no idea they had been given duped credits. 

Angry at SOE, a large group of users gathered to protest the suspensions. As the protest 
greatly hindered the seivers' performance, SOE customer service reps began to break up the 
crowd by instantly teleporting protesters into space. SOE justified its heavy-handed tactics 
by releasing a statement regarding mass protests by releasing a statement on its forums: 
'Occasionally in Star Wars Galaxies, players feel the need to express their discontent with 
mass protests. With mass gatherings maliciously organized to disrupt other's play experience, 
we will restrict the number of players gathering in any one area to maintain the stability of 
the service.• 

The uproar eventually subsided and players were given the chance to appeal their 
suspensions, but civil unrest is more common in Galaxies than one might expect Other past 
incidents indude a Wookiee uprising in March and a 2002 demonstration on Tatooine in 
which Imperial forces killed a handful of protestors. 



1 Electronic Arts and USC broke 
ground on the Electronic Arts 
Innovation Lab, a facility within 
the uniwlsity's Robert Zemedds 
Center for Digital Arts. The build­
ing will be used to teach game 
development. and was enabled 
by • large donation from EA. 

2 Despite rumors that The Rock 
was slated for the role. actor 
Kari Uri>an signed on to star in 
Univetsal's film adaptation of 
Doom. Uri>an has played roles 
in such films as 7IN! Boume 
Supremacy and 7IN! Lord of the 
Rmgs series. 

3 lwnco's quirky PlayStalion 
game Katamari Damacy won 
an intensely loyal following 
upon its release in September. 
So rabid was the response. the 
website Gamespot reported 
that most retailers -,e almost 
completely sold out of the title 
within a few weeks. 

4 The hot new trend in video 
games is ... surgery! In Sept,embe,, 
IM> Nintendo OS su,gery titles 
-.e announced in the space 
of• few weeks. One. Allus's 
caduceus, has a so-Ii bent, 

5 Fonner Nintendo president 
Hiroshi Yamaudu announced 
that he WM1lied the company to 
move into the anime business 
to make mo¥ie:s based on its 
pme prope,ties and .... um ... 
ancient Japanese poetry. Hope 
it's as good as the Super Mario 
Bros.CM'toon! 

., Comedy Central funnyman 
and drunk-about-town Dave 
Attell signed on with Global Star 
to provide commentary for the 
company's risque golf gllffle. 
Outlaw Golf l. He was actually 
pretty funny, too, even if the 
game itself was • bit of • dud. 

while Spike's Tenda Dolwta fu­
tures a more realistic plot c.-s 
we didn't get the memo. 

Sony Debuts 
Tiny New PS2 
Sony has always insisted that its consoles have 
a 10-year lifecycle and, just as it revamped 
the original PlayStation when it released the 
compact PSone hardware in 2001, the company 
announced that it would be launching a new 
model of its PlayStation 2 console. Although 
rumors had been circulating that a •PStwo" was 
in the works, many were surprised that Sony 
decided to release a new version of the hardware 
so early in the console generation. lhe unit itself 
drew rave reviews from the press for its amazingly 
small size (roughly the size of a hardcover novel) 
and the fact that the unit's broadband and 56k 
modems were built into the hardware. lhe only 
complaint was that the new hardware was not 
compatible with Sony's PS2 Hard Drive, which 
released earlier in the year. Given the fact that the 
new unit did not support the Hard Drive, and the 
low number of titles (with the exception of Square 
Enix's Final Fantasy XI) that actually support the 
add-on, it began to look like Sony was getting 
ready to abandon the Hard Drive altogether. 

Molyneux 
Apologizes To 
Eable__f ans 
Vllhile, in our opinion, releasing one of the 
yeafs most engaging action/RPG experiences 
is nothing to apologize for, Fable creator Peter 
Molyneux did just that in September through 
a posting on the Lionhead Studios message 
board. Responding to fans that were disap­
pointed that certain features that he has spoken 
about in intelViews were pulled from the game, 
he explained the situation: 

"We strive to include absolutely eve,ything VYe've ever dreamt of and, in my 
enthusiasm, I talk about it to anyone who'll listen, mainly in press intelViews. 
VI/hen I tell people about what VYe're planning. I'm telling the truth, and people, 
of course, expect to see all the features I've mentioned. And when some of the 
most ambitious ideas get altered, redesigned or even dropped, people rightly 
want to know what happened to them~ 

Molyneux VYent on to suggest that his habit of talking about games long before 
their completion was probably responsible for building up unrealistic expecta­
tions about Lionhead's titles. Later that year, he commented in an interview with 
Game Informer, •1 feel that this should be a place for talking about the passion 
of developing games before they're actually finished ... bu~ if it's going to hurt 
Lionhead and the games VYe're making. then obviously I won't do ~ 

Regardless of the controversy, Fable was embraced by gamers, winning 
generally favorable reviews and becoming one of the 

fastest~ling Xbox titles to date. 



1 Austr.aiA, whidl has pemaps 
the most restridive rules on 
video games in the world. took 
the dratnmc step of banning 
1/ivendi's Leisure Suit I.any: 
~ Cum Laude in October. 
1he game received "" M-<atins 
the U.S. and wu available in 
most ....;or rNilers. 

2 Smart CEO mapzine honoftcl 
one of video games' own in its 
October issue. ~ Briggs 
of Firuis (CMlization series, 
Alpha Contaur\. Get!ysbu,g) was 
~ the publialions ........ 
· cro of the Year" -,i for his 
upert guid,lnce of the dewlop­
ment house. 

3 SYNJ Industries' Alien 
Hominid, • popular Fi.sh ani­
mated btowser sa-. m..te the 
diffi<ult tnnsition from ,_ 
'->rile to pn>per console title. 
03 Entertainment ""nounced 
in October IMt the PSl ~ 
of the game had gone gold and 
wu rudy for manufacture. 

4 1he - of famed director 
Akira Kurosawa greenlighted 
another game project based on 
his wot1<s, a "historical" game by 
Koei. The title wiU be based on 
the upcoming film ~ of the 
saipt of an unm..te Kurosaw<1 
film called Oni, to be directed by 
Kurosawa~s son,, Hisao. 

5 THQ continued to make power 
moves in 2004. Alter scooping 

6 "11,ere's a kiniller on the rizz­
oad." Electronic Arts announced 
an odd musical collaboration 
would grKe the soundtrack of 
its upcoming Need for Speed 
Underground l soundtrack, 

up Relic and the Piur licenses, 
in October it re-signed its valu­
able Nickelodeon deal and also 
picked up the late Acdaim's 
slrfft racing title Juiced. THQ 
outbid Take l Interactive for the 
rights to Juiced. 

a remix of The l>oot$' classic 
"Riders on the storm· featuring 
Snoop Dogg. 

Gaming's Best Compete 
At World Cyber Game-5 
The concept that video games can be a spectator sport seems more credible with each 
passing year. In 2004, the world's leading gaming league, the World Cyber Games, held a 
successful championship event at the Bill Graham Auditorium in San Francisco in October. 
Over 30,000 fans watched teams from 59 countries compete for medals in such popular 
online games as CounterStrike: Condition Zero, StarCraft: Brood War, Unreal Tournament 
2004, and Halo. 

Surprisingly, the scrappy upstart team from the Netherlands actually took home top honors, 
winning gold medals in UT, WarCraft 111, and Project Gotham Racing 2, earning them the 
highest total team points of the competition. Before the tournament began, the Korean team 
was generally considered to be the favorites for medal totals. The U.S. did have a bright spot 
in Matthew Leto, who earned $20,000 for winning his second consecutive Halo title. 

WWE Bodyslams 
THQ, Jakks 
The WWE filed a lawsuit against its licensing 
partners Jakks Pacific and THQ in October, 
leveling charges of bribery and unfair deal­
ings in the negotiations that resulted in Jakks 
and THQ owning the video game rights to 
the popular wrestling promotion. According 
to the suit the WWE claimed that Jakks 
executives Joel Bennett, Jack Friedman, and 
Stephen Berman had bribed a WWE official 
in order to secure the deal. While THQ has 
generally done a good job of making and 
marketing its WWE games, the wrestling 
league claims that rival publisher Activision 
had actually made a larger offer which was 
ignored in the negotiation process. The suit 
sought to nullify any and all WWE licensing 
contracts, including the one held by Jakks 
and THQ. The original agreement was slated 
to run through 2009. 

Nintendo 
Announces Online 
Strategy ... in 
China 
Nintendo, a company that has frequently 
appeared derisive about the viability of 
online gaming. actually announced a coher­
ent Internet strategy in October. The problem 
(for American Nintendo owners, at least) 
was that this initiative was for Nintendo's 
Chinese iQue subsidiary. The iQue system, 
which is a essentially a large controller 
that plays N64 games on rewriteable flash 
memory cards, has been a success in 
China. Nintendo will be selling a USB Cable 
Upgrade that allows users to access the 
Internet via their PCs USB connection. The 
iQue Internet service would let players down­
load new games onto flash cards, as well 
as use Nintendo's servers to store games 
they've already purchased. In addition, it was 
announced that Internet multiplayer gaming 
would also be available in the future. Hey, 
that sounds pretty cool! But, wait we forgot 
that no one wants Internet gaming. Sorry 
about that outburst. 
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1 South Korea banned Ubisoft's 
tactical shooter Ghost Recon 
2. The title's plot focuses on 
a dash between the U.S. and 
Nocth Ko,ea in the near future. 
South Korea. which has a history 
of conflict with its Nocth Korea, 
said Ghost Recon's plot went 
•too fa(.' 

2 Longtime Final Fantasy 
composer Nobuo Uernatsu left 
Square Enix in December, his 
place of employment since 1986. 
Uernatsu vowed to continue 
creating game music and touring 
with his rock band, The Black 
Mages. who perfonn new - ­
sions of Final Fantasy scores. 

Halo 2 Mania! 

3 Valve won big in November, 
releasing its epic shooter 
Half-Ute 2 and prevailing over 
Vivendi Universal in a lawsuit. 
Valve sued for damages result­
ing !tom Vivendi's distribution 
of its titles in cybercam, which 
violated its limited publishing 
agreement. 

There are games, and then there is Halo 2. Bungie's highly touted Xbox sequel's release 
on November 9 saw gamers coming out in droves to finally get a chance to play the 
year's best title. Anticipation was so high that Gamespot.com reported that several 
small Midwestern chains had actually broken the street date and sold copies as early as 
November 4. Despite the controversy, retailers nationwide saw long lines on November 9, 
and Microsoft's worldwide marketing vice presideni Peter Moore, soon released a state­
ment touting the over $100 million generated by Halo 2 sales the first day. That figure was 
later revised when Microsoft's numbers came in, to a mind-boggling $128 million on day 
one. By early December, the game had moved a total of 3.3 million units in the U.S. alone. 

4 Hell hath no fury like a 
woman ... er ... chip manufac­
turer scorned. After its deal 
to make the GPU for Xbox 2 
fell through. Nvidia formed a 
rebound relationship with Sony. 
In December, it was announced 
Nvidia was making the PS3 
graphics processor. 

S lnayearofgooddecision~ 
Majesco made one more: 
signing on to publish The 
Ouonides of Riddidt developer 
Starl>reeze's next title. Based on 
the comic series ~ Darlcness, 
the game is scheduled for next­
gen systems. 

6 MMwl sued KOfUn MMORPG 
giant NCsoft in December, claim­
ing that the company's popular 
City of Heroes violated copyright 
laws. MMvel claimed that the 
pme's charamr aeation fea­
tures allowed players to make 
avatan that too closely resem­
bled Marvel comic hefoes. 

A._Ro_ugh Year.Eor__Gran.Iurlsmo_ ~4 -
What would have been Sony's biggest in-house release of the year ended up not even 
making 2004. The game, developed by the notorious perfectionists at Polyphony Digital. has 
seen tentative release dates come and go, but most expected that Gran Turismo 4 would 
make it to retail by the holiday season. Bui despite the fact that Sony announced that it 
was pulling the game's online features (a move that was quite disturbing to fans), GT 4 
just couldn't seem to get finished, and in November it was announced that it wouldn't be 
released until the first quarter of 2005. 

ElLElagued By Labor Troubles 
EA was the subject of criticism in November, when a spouse of a company employee posted 
a screed decrying the practice of unpaid overtime on a personal blog. Citing the practice of 
switching personnel from crunch time on one game to crunch time on another and the lack 
of •comp time" (time off for overtime worked), the posting soon became the cause celebre 

of the industry. Gamespot reported that a San Francisco 
law firm was filing a class action lawsuit against EA 

on behalf of its employees. Soon, the International 
Game Developers Association chimed in with a 

statement decrying industry labor practices. Later, 
a suspiciously leaked "internal" email from EA 

management revealed that the company was 
in the process of overhauling its employees' 

workloads and its overtime policies. 
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Me.tr_o_id: Zero Mis~s_ion_ 
System: Game Boy Advance Release: February 10 
It's no easy task to re-tool an 8-bit game for current hardware, 
but Nintendo did everything we could ask for and more 
with Zero Mission. Not only did the 2D Metroid fonnula 
get tweaked to the best it's ever been, the added epilogue 
rocks - it's a blast to play and a great story bonus to fans 
of the series. Even if you weren't alive yet when the original 
came out, Zero Mission is tight enough in both control 
and design to easily deserve its own piece of side-scrolling 
immortality. 

James Bond 007: 
Everything or Nothing 
System: PlayStation 2, Xbox, GameCube 
Release: February 17 
Some characters seem to consistently get the screw when 
it comes to their video game (mis)adventures. British 
super-spy James Bond, especially in the third-person, is one 
of those. But this year it seems that a new page was turned 
in the Bond saga by Electronic Arts' Everything or Nothing. 
The game puts players through their paces and successfully 
integrates more of the high-flying action seen in the movies 
by giving us real actors, lots of explosions, and point-of-view 
switches that makes the action feel fresh. 

Ninja_Gaiden 
System: Xbox Release: March 2 
When a mark of achievement for any gamer is making it 
past the first boss of a game, you know that the experience 
is going to be brutalizing. So why do we like to punish 
ourselves to such a degree? It's not because gamers are 
masochists, but because this action title is so grueling (but 
fair) that you can actually feel your gaming skills growing 
as you push further through its quest Fusing unbelievable 
graphics with deep combat and killer foes, Team Ninja's 
opus gets better with downloadable content that will make 
even master ninjas cringe. 

Metal Gear Solid: 
The Twin Snakes 
System: GameCube Release: March 9 
To call Twin Snakes a simple port is even more of an 
understatement than calling Psycho Mantis an "abnor-
mal individual~ With enhanced gameplay, graphics, and 
re-recorded dialogue from the original cast, Twin Snakes 
breathes new life into the original Metal Gear Solid, one of 
the best games of all time. If nothing else, it also gives the 
world another chance to a watch a heartless cybernetic ninja 
threaten a pants-wettin& locker-cowering nerd. 

MYP Baseball 2004 
System: PlayStation 2, Xbox, GameCube 
Release: March 9 
The Boston Red Sox finally kicked Babe Ruth to the curb, 
the Chicago Cubs choked for the 96th time in a row, and 
EA Sports showed us that baseball isn't just about corked 
bats and steroids. In MVP Baseball 2004, the cerebral 
battle between the pitcher and batter is captured brilliantly, 
showing just how intense these match-ups can be. With a 
game on the line, anxiety takes over, you start second-guess­
ing your actions, and before Ion& you are sweating bullets 
and watching your opponent jack a ball into the parking lot 
Never before has a baseball game delivered realism and 
excitement quite like this. 
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Prince (Katamari Damacy) 
He's the strong, silent type thanklessly fixing the mess 
caused by his overl>earing and demoralizing father. It's 
really a struggle for the ~ and our Prince pushes 
through the cosmic disaster with understated grace 

Naked Snake 
(Metal Gear Solid 3 : Snake Eeter) 
The chers plate offered to 1960's forest combatants 
is littered with sleepy 'shroams and delicious af,gator 
nuggets. This Snake partakes of nature's aforemen. 
tioned bounty and still manages to do things so coal 
that Master Chief and evet}'Ofle's f<MXite dorlc eH are 
bothimpressed. 

Riddick (Chronicles of Riddick: 
Escape from Butcher Bay) . 
He IS a profoundJt terrible human being, but players 
stJll find Ridd,ck fikeable, even endearing. Charactets 
this axnpl,coted - despicable, principled, amara( and 
charming at the same time - dent come to video 
game land~ often. 

The Bard (The Bard's Tale) 
Self-referential humor of.Nay.; does it for us. That's wiry 
the Ca,y EJ.ves-voiced cad rolled SJmp/'y 'The Bard" is 
sud, a not With naughty and nice dialogue opbons 
through the whale game, players get to see both Sides 
of this shallow, seH-centered blowhard And ~ mean 
that in a good way. 

Professor Charles Xavier 
()(-Men Legends) 
Professor X has of.Nay.; been the bomb, but there's 
a ~ spedal section of X-Men Legends that utterly 
secures h,s spot on th,s /,st We dont l\0/11 to g,ve It 
~ but let's Just say that there are few things more 
bad ~ ,n this plane of existence or otherwise 

T3-M4/ HK-47 (Star Wars Knights of 
the Old Republic II: The Sith Lords) 
If a British butler like those in old movies reveled /fl the 
suffenng and pain of other.;, It would be HK-47. If~ 
toaster CXJUld elicit chuddes and pnde with a senes 
of indiscernible bleeps and squeaks, it would be 13-
M4. Together, they are a tag team of delicious robal 
persona/tty. 

The Arbiter (Halo 2) 
We ~•t reveal IMlO he ,s exactly ,n rose rau're one 
of the four people IMlO hasn't played Halo 2 yet but 
~ w,ll say th1S ugly ailefl IS one of the most human 
and fully realized characte,s ,n the game. Halo 2 may 
be all about defending the Earth, but the Arbiter cer­
talfl/y gNeS us a S)'ffipathetic glimpse at the other Side. 

Ryu Hayebusa (Ninja Gaiden) 
NtnJOS rule. This. like photosynthesis, is an undenr 
able fact of nature. Thouqh Ryu certainly CXJUldnt be 
descnbed as chatty, ~ ao feel that the poetic carnage 
he's capable of speaks volumes. 

CJ (Grand The~ Auto: San Andreas) 
Hands dew\ th1S IS one of the most romp/KXJted, wel­
farmed, and human characters on thlS /,st Strugif,ng 
through the harsh real/ties of San Andreas. a shows 
us v.hat th,s ltfestyle is all about for good or 1/l 

Gordon Freeman (Half-Ute 2) 
Dark power reigns supreme with our soentJst 
hero Gordon Freeman at the helm of saMJtion. 
Supplemented with a super suit, this soentJst proves 
that ani,one ron be larger than ltfe, as long as they 
have acress to an outfit suped up with spare-age 
polymers. 



12-1q,e- : ~ rq v-1H " 'j-,-,~~ ~~Jc i 

~ t: Lt"A"~ , c. fl,~~ ~ Jl--lM4~A~ / 

t,€f fl'f ~ll\ 
tp-'~~'t"f- ~ 

~~~~~.c.•M 

•• 





I 
I 

I 

cHe coP se 
GAMI '.1 OF 2004 

Unre_aLiournament 2004 
System: PC Release: March 16 
For the most part, it's hard to justify putting a yearly update to 
an annual franchise on this list. UT 2004, though, couldn't have 
been an easier choice. Lag-free, beautifully rendered matches 
on maps large or small, old or new, are only the half of 
it - the brand-new Onslaught mode takes the best parts from 
Battlefield 1942 and applies them to urs signature lightn1ng­
fast, hectic fragathons. Plus, some of the most unique and 
entertaining vehicles in all of first-person shooting are new to 
UT 2004. To date, this title is the bar that all other online FPSs 
must measure up to. 

Fjgbt_Mgbt 2.004 
System: PlayStation 2, Xbox Release: April 5 
Fight Night 2004 not only rises spectacularly from the ashes 
of the old Knockout Kings franchise, but it takes EA Sports' 
previous flirtation with analog control to all new levels. In 
the process, it makes a gameplay leap unheard of in the 
sports genre. With its all-analog 
punches, players learned real­
life boxing lessons such as the 
importance of footwork and 
knowing patience. This adher­
ence to the sport signals a 
unique union of gameplay and 
realism that has players either 
praying for the bell or keeping 
victory in their comer. 

70 GAME INFORMER 

Far Cry 
System: PC Release: March 23 
On top of the technological feat of presenting unprecedented 
draw distances with a stunning level of detail, developer Crytek 
came out of nowhere to parlay its wonderful engine into an 
amazing game. Far Cry's emphasis on combining stealth and 
action and allowing players to choose their own path through 
each level has been tried and bitted by many a title, but this game 
pulls it off in epic fashion. Plus, there's nothing quite like enemy Al 
good enough that you feel smart for beating it. 

Splinter Cell: 
Pandora Tomorrow 
System: Xbox Release: March 23 
Also released on PS2 and GameCube, the Xbox version of Pandora Tomorrow is 
easily the best. Featuring truly stunning visuals with staggering shadows, Pandora 
Tomorrow looks amazing, has a fantastic story, and has eliminated most of the 
problems found in the first title. In addition to the fantastic single-player mode, 
the game features one of the most unique online modes around: four-player 
spy versus mercenaries scenanos. With each team offering a completely different 
gameplay style, Pandora Tomorrow's mult1player mode is unlike anything else, 
and simply must be played by all stealth/action fans. 

City of Heroes 0nimusha 3: 
System: PC Release: April 27 
Affectionately termed "The ~ker" in many circles 
after its release, NCsoft's MMO revolution taps into 
something truly primal in this geek world we know and 
love - superheroes. Abandoning the usual conventions 
of such a game, City of 
Heroes takes players into 
a fast-paced, large-scale 
battle of good versus evil 
from the very first moment 
of play. This gameplay, 
tied with a ridiculously 
detailed character creation 
system, was probably cause 
for many a •sick" day in 
corporate offices. 

Demon Siege 
System: PlayStation 2 Release: April 27 
Although there have been occasional unsubstantiated 
rumors saying that another Onimusha game is on the 
horizon, Demon Siege is (as of 
right now) the climactic end 
of a much-beloved trilogy. 
Capcom clearly intended to 
send this series off with a 
bang. The opening cinematic 
is nothing short of genius, 
the star power (lending both 
voice and likeness) offers 
compelling characters, and 
an expertly refined combat 
system combine to make 
this one of the most frantic, 
rewarding, and enjoyable 
games of the year. 



Red_D_ead Revolver 
System: PlayStation 2, Xbox Release: May 4 
Cm/ooys are the ninjas of America - and like their martial artist 
counterparts, our mysterious warriors don't get the respect 
they deseNe in the video game realm. Pulling heavily from the 
spaghetti westerns that brought this era of American history a 
romantic. hardboiled feel, the main character is an orphaned 
warrior with a past, the locales are ragged and dusty, and the 
boss fights are over the top. Red Dead Revolve(s emphasis 
on fast-paced action and atmosphere made ~ one of the most 
giddily enjoyable games of the year. 

The Chronicles of Riddick: 
Escape from Butcher Bay 
System: Xbox Release: June 1 
Few other titles have defied the expectations for licensed games 
more brilliantly than Escape from Butcher Bay. Seamlessly 
combining stealth action with gunplay and innovative first­
person melee, its gameplay is the equal of its stunning visuals. 
The graphics are among the most gorgeous seen on a console 
to date, and the story easily eclipses that of the movie it was 
tied into. The voice woric by Vin Diesel and the rest of the cast is 
top notch, proving that the fusion of Hollywood and the game 
industry can yield some amazing results. 

Psi-Ops: The Mindgate 
Gonspirac_y 
System: PlayStation 2, Xbox Release: June 14 
There is a great thing going on with home consoles these 
days - developers are starting to consciously (and consis­
tently) mess with what players expect. how they think about 
combat and puule solving. and making stories that we care 
about Midway's Psi-Ops does all of these with undeniable 
skill to truly exhilarating results. Popping a foe's head like a ripe 
cheny tomato or levitating boxes to make a platform are not 
gameplay abilities to scoff at - they are actions to revel in. 

Tales of Symphonia 
System: GameCube Release: July 13 
Combining stunning storybook graphics with an intricate plo~ 
Tales of Symphonia is the savior of many despairing GameCube 
RPG enthusiasts. Frenzied real-time battles highlighted by a 
complicated ally Al mechanic keeps the action coming. while the 
vibrant visuals and dever characters create an immersive and 
engaging world. This is a perfect example of a game that breaks 
from several genre conventions and still manages to come out 
on top as one of the best RPGs of the year. 

NC_M_FootbaJL2005~ -
system: PlayStation 2, Xbox, GameCube Release: July 14 
NCAA Football 2005 finally steps out of the shadow of 
Madden and delivers a unique experience from its NFL big 
brother. The influence of home field advantage upon players is 
both a subtle and sledgehammering way to bring the college 
football experience to your living room. Adding this new 
feature to the Dynasty options that the series has long been 
known for has allowed it to caNe out a die-hard fanbase that 
has almost gone unnoticed. A return to glory for the Fighting 
Irish? Yes, even that is possible. 
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Ron Artest (NBA Live 2005 
and ESPN NBA 2K5) 
Here is a character so idle. so anno,,ing, so utterly 
de,,oid of any redeeming spoosmanlike rode that he 
l'KIS a lock for this av.orct and he's a real person! Mr. 
Mest )'l'.)Ure hands-down the biggest idllains of the 
year. Congrats. 

Officer Frank Tenpenny 
(Grand The~ Auto: San Andreas) 
A dirty cop who just might make Harvey Keitel's Bad 
Lieutenant squirm, this Samuel L Jadcson..voiced bad 
guy antagonizes us and a inlD a bailing rage. ~\:I 
call him a stupid Je[ldace. but he's Sam .Jodcsan. so 
~'re a little scared of him. 

Ocelot (Metal Gear Solid 3: 
Snake Eater) 
He's not quite the battle-hardened buttlocker he1/ 
become in later~ but th,s prequel details how a 
mean little SOB becomes one of the most feared men 
elEf ID grace a battlefield. 

Darth Nihilus (Star Wars Knights of the 
Old Republic II: Sith Lords) 
Described as •a wound 1n the Force' and capable of 
consuming all ftfe on a planet Darth Nihifus is arguably 
one of the most brutal id/lains in the Star lllotS mythos. 
He eats freakin' global populations! 

Black Ninjas (Ninja Gaiden) 
Perhaps the hardest ·goon• type enemies elEf in a 
video game, these jer"5 wrU slice )'OU OOIMI in seronds 
flat - and they have a pes/<y habit of hunting in 
groups. Bahl ~ hate the bkd ninjas. because they 
make us look like chumps. 

Big John (Viewtiful Joe 2) 
He used ID get OOtk in T insleto'MJ, but since the parts 
are getting slim. John is now spending bme hunting 
001M1 heroes Joe and s,,+.,,a He does have an excep­
tional fashion sawy to go along with the outlandish 
~pon,y, but that doesni mean that he's a softy. 

Edgar Barret (Psi-Ops: 
The Mindgate Conspiracy) 
Uke all good super-villains. Barret has a nefarious 
endgame - but he also has exceptionally ptY,Ver-
ful f)S'/Chic abilities. These psi-pov,ers, coupled with 
constants threats of punches to our hero's delicate 
bits, offer one of the most engaging boss fights of this 
generation. 

Dr. Breen (Half-life 21 
Having )'OOrseJf 'elected" as the Admtnistrator of Earth 
and then selfing out the human race for a/,en rev,ards 
is OOIMlright despicable. This and /us ma/ding the 
thoughts of unsuspecting humans make him nothing 
short of a bail on the bod<side of humanity. 

Dr. Nefarious (Ratchet & Clank: 
Up Your Arsenal) 
He w:ints ID extenninate all organic life. which is cer­
lDinly not a vety nice thing ID do. But he's just so good 
at being bad, 'Mlich ,s why he's eamed a spot here 
despite his common idllainous goal. 

Butterscotch (Alien Hominid) 
An animate mound of butterscotch pudding IM10Se 
main attac1< is throwing globules of rustord in )'l'.)Ur 
general directxxl - do ~ need ID say any more? 
There's nothing ID top this, except for mai,t,e some 
delicious dork cfucolate shavings. Those make almost 
anything better. 
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ESPN NFL 2K5 
System: PlayStation 2, Xbox Release: July 20 
Like Barry Sanders, developer Visual Concepts' ESPN senes 
was taken from us before it was time, thanks to EA's recent 
exdusive deal with the NFL (see page 20 for more). At 
least the series went out on a high note, however, with 
this year's installment beating rival Madden for the first 
time due to its tackle breaking. QB evades, deep franchise 
mode, eye-opening presentation, and infonnative online profile system. We can only 
dream of what 2KG would have brought us, but this game is good enough that we're 
going to be playing it for quite a while. 

Madden NFL 2005_ 
System: PlayStation 2, Xbox, GameCube 

Release: August 9 
This year the Madden franchise 

celebrates its l 5-year anniversary, 
and the series is only picking up 
more steam with each passing 
year. Reflecting its cover star, 
Ravens' linebacker Ray Lewis, 
Madden 2005 gives players a host 

of options to stop offenses in their 
tracks, including the boot-rocking 
Hit Stick. As a testament to the 
franchise's status as the standard 

for the sport, the series is 
literally synonymous with 
video game football, and is 

respected by 
pro players, 

----i celebrities, 
and millions 
upon millions 
of gamers the 
world over. 

Astra Boy: 
Omega Factor 
System: Game Boy Advance Release: August 17 
Don't ·Iet the little boy in underoos deter you, this handheld 
adventure is both a loving homage to old-school side-scrolling 
action and a skillful execution of modem gameplay conven­
tions. Portable games sometimes suffer from the limitations 
of their platfonn - Astro Boy: Omega Factor, on the other 
hand, exemplifies why this fonnat can be unique and vital by 
providing fast-paced, color-saturated action. On top of all of this 
wizardry, Omega Factor offers true replay; we're just going to 
say that the end isn't really the end. 

Hot Shots Golf Fore! 
System: PlayStation 2 Release: August 17 
Solid golf gameplay never goes out of style. That's not to say, 
though, that Hot Shots Golf Fore! by Clap Hanz doesn't rock 
in the upgrade and innovation fronts. Online play, a bucket 
of new courses, and more Sony mascots than any self­
respecting gamer can shake a nine iron at make this a title 
that deftly balances the challenge of adding features while 
keeping what players love best There are few sports with 
such a long-standing video gaming tradition, and even fewer 
series that continue to make the experience this fresh. 



Eikmin 2 
System: GameCube Release: August 30 
No matter how you look at ii anthropomorphic plant 
creatures are unquestionably adorable. Improving upon 
the formula that made the first Pikmin so dam charming, 
Pikmin 2 adds widely varied troop functions and a strangely 
addictive multiplayer mode to an already engrossing strategy 
framework. Thanks to Pikmin 2, when you think of funny­
looking short guys digging up junk this year, now you can 
imagine an amazingly quirky gaming experience instead of 
Unde Percy in your backyard sandbox. 

BurnoJJt 3: Takedown 
System: PlayStation 2, Xbox Release: September 7 
People have often said that metal wrenching car crashes 
aren't any fun at all. True, having your real-life auto involved 
in a bender of the sorts shown through beautiful slow 
motion in Burnout 3 would be the bummer of the decade. 
The relief for all of us is twofold: one, games aren't real and 
two, Criterion knew all of us well enough to stoke the fires 
of destruction in one of the most exhilarating displays of 
gaming demolition this side of the millennium. Weep with 
joy as you cause massive pileups without the guili expense, 
or insurance increases. 

Silent_Hill 4~ Tne__Room 
System: PlayStation 2, Xbox Release: September 7 
Sequestering players in a decaying apartmeni forcing them 
to become morally questionable voyeurs ogling the outside 
world, and then changing the rules of what is safe are risky 
and high-concept additions to the sometimes stagnant 
survival horror genre. Silent Hill 4: The Room terrifies players 
both with macabre enemies and, through pure design 
skill, the threat of everyday situations turning into ghastly 
nightmares. This game will creep into the recesses of your 
mind and never really leave. 

Fable 
System: Xbox Release: September 14 
Up until Fable's release, BioWare virtually had a lock on the open-ended RPG that 
featured actual choices and consequences. No longer, though - Fable brought a world 
to life with its multifaceted NPCs, amazing environment design, and player-influenced 

society. 'Mth the abilities you can attain in Fable, the 
entire world is literally yours to do with as you please, 
and that's a hard-to-resist power trip. Who knew that 
being lauded as a hero or cowered from as a villian 1s, 
in some ways, better than saving the world? 
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Oriv3r 
After the debocJe that IM:lS Dnv3r, ~ hear that Tanner amt even get onested - even for 
grand theft auto. Over three mi/ban gamers worldMde 1-\ffl! sud<ered into buy,ng thlS p,ere 
of ga!boge that didn't even benefit from the multiple delays in its four-year development 
And what the hell IS "Drrv3r'? Lesson: Never trust a game that cont spel its OWi name. 

Marvel Sues NCSo~ 
Comic book company Monie/ is suing Oty of Heroes developer NCsoft, saying that the 
game's aeated heroes infringe on Marvels OWi ropyrighted bond of tights-wearers. 1-\fu IS 
Captain Marvel? He's the guy ,n a suit who sud<s dollars out of vvol/ets and shoots lawsuits 
out of his eyes. 

Gran Turismo 4 Delayed 
Sony hits us wrth a double WlaTlmy, not only deJo-ying the game until this spnng, but 
yanking out the tJtie's online por11on - one of the game's shiny new features - and put1Ing 
n on a separate release. Ale ~ goog to have to pay extra for that? Someone tel aeotrx 
Kozunon Yamauchi to shut up about GT 5 and jUSt finish the one he's olrecxiy stotted. 

No Barry Bonds 
Looks like Bony IM:lS too busy svvol/c:,,N,ng 'The Oeor' and rubbing 'The Cream• on his 
aflhritis (or IM:lS it his hemorrhoids?) to vvont to appear in any of thlS year's baseball games. 
Instead ~ hod ta settle for a Giants autfieldef who bore no likeness to Barry. Although that 
guy prabobly dtd steratds. too. 

Sony's PS2 Hard Drive Support 
Yau\.e got a better chance of gerong an ,ngtTMIO nose hair than coming aaass a PS2 tJtie 
that supports this thing, because Final Fantasy XI IS the only one that tokes full advantage 
of it 

The Death of Acclaim 
11\e vvon 't miss the sub-par games, but It's oMoyS a shame when a Video game company 
shuts oown. The company IM:lS on the rebound, but ofter a history of bod deasions. 
'Dinosaur Hunter Turok Goes Extlnd" IM:lS a heod,ne vvottr,g to happen. 

The Nintendo OS 
Although n claimed that OS IM:lS only a temporary tog Nintendo wmped out and stud< 
wrth the uninspired nome. Coupled wrth a locJduster launch lineup, the handheld doesnt 
feel os revolutJona,y os we'd like But ~ have no doubt that Nintendo will tum th,ngs 
around As the saying goes. there's aMoyS next year. 

lnfinium's Phantom 
l!\e1/ prabobly be threatened by kMye-s for colling the Phantom a disoppo,ntment (OO'lt 
ask), but after the encourog,ng shov,,,ng at E3, what else con you con the system for 
mtSSJng its launch ,n November or the company aperallng under a four m,11,on dollar 
defiat7 lnfin,um IS also being sued for fraud and breod1 of controct. 

GoldenEye: Rogue Agent 
Dlsoppo,ntment is exoctJy what desa1bes th1S game. espeooHy because some of the ang1-
nol team worked on it and it lets you ploy os a v,l/oin. n JUS1 doesn t l,ve up to the level of 
quality ~\.e come to expect from B4. 

Ads in Games 
1-\tlnt to knoN oMJy Need far Speed Underground 2 makes you aive ever,where7 So you 
coo store at all the dumb O<:M!rtJSements ,n the game. T1llS is a trend that ~ hope goes 
up In llomes like a zeppelin ocodent 
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Valve 
The earth-shaking achievement of Haff-life 2 would be enough to get Lb\ie onto thts list 
of greats, but with the odditJon of its Steam disuibution softv.ure, the rompony assured o 
number one spot Automatic updates, server management ond o,gitol otSbibution ore no 
small goals. and Valve has delivered this year. 

Team Ninja 
Both of its games. Ninja C,oiden and Dead or A/,ve Uhxnate, mode it onto our best of the 
year list W,th nearly romplete d151egard for what othets think. this stucfo pro,.,ided gamers 
with some of the most bl,stering difficuhy and beautJfu/ graphics of the enore console 
generation, much less 2004. 

Crytek 
Coming practically out of nowhere, Germon deve/opef Crytek dropped one of the best 
surprises of the year on unsuspecting gamers in the PC tide Far Oy. IMth o debut as 
impressive as this, we can't help but loo« fo,word to what this rompany is planning for 
the future 

Rockstar North 
Here's a big challenge: Toke a beloved, almost revered, franchise ond make it feel fresh. 
In the face of hundreds of imitators, Rockstar North managed to do the unthinkable ond 
mold Son Andreas into both a solid cononuotion of the franchise and expand on ,t so 
much that the series is addictive all O\lef again. 

Bungie 
What's to be said about the development team responsible for our game of the year? 
That they're CMeSOme, that we1/ wait breathlessly for the,r next release, or maybe that 
(because of Halo 2) were having problems making deadline ev€1JI month? As a whole. 
Bungie has single-handedly mode Xbox's killer opp - ogon 

Visual Concepts 
Toking on the industr(s unchallenged powerhouse ,n Electronic Ms sports games by 
dropping the price of your football title to $20 is a bold move. Making a game that 
deserves to knock Madden off of its high horse is another. What we love best is that year 
after year, ESPN games truly innovate. 

Blizzard 
Launching on MMO, as anyone who plays them knows. ,sn't a task to toke fightJy. IMth 
months of buzz and a wrdely-louded beta period. the /ounch of IM:lfkl of "1tlroaft wasnt 
perfect. but the team really outdid itself by fixing the problems and Jetting us revel ,n the 
great world it had created. 

Starbreeze 
Dangerous ter.ritory - that's a ploce where this Swedish development team 1-10S not only 
ueading in, but also running through at full bore. Its Chronides of Riddidc Escape From 
Butcher Bay is one tide that defies both the expectations of o movie-licensed game ond 
what o standard FPS can deliver. Story, combat, ond 1ndustry-sholang ~ ore al 
done with such skill that we couldnt put the controller <XMn. 

EA Redwood Shores 
lncorporaong Maxis (the prolific Sims deve/opef) with Red.vood Shores' other franchises 
(anyone heard of Lord of the Rings?), this d'Nision of E/earon,c Ms is a higlight of the 
publisher's giant development stable. Consistently solid titles at a truly impress,ve rate is 
the group's defining feature. 

Midway Chicago 
Making gigantic strides by providing startfingly new experienc.es (Psi-Ops: The Mindgate 
Conspiracy), innovation (NBA Boilers), ond fulfilling fans' greatest 'Mshes (Mortal Kombat 
Deception), MidMJy's Ch,cogo studio is setting the bor higher for the rest of the indJstrr 
at large. 
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The Sims 2 
System: PC Release: September 14 
This franchise is a colossal force in the gaming industiy - the 
original game sold enough copies to outfit entire countries, 
and the expansion packs have kept players addicted for 
years now. So, when The Sims 2 came out with its incredible 
graphical update and family tree systems, we got hooked all 
c,.rer again. Being a cruel puppet master or building a noble 
lineage to withstand the ages is more rewarding, challenging, 
and just plain addictive than ever before. 

Warhammer 40,000: 
D~wn of War_ 
System: PC Release: September 20 
It isn't often that a new RTS franchise can hang with the 
big boys like Warcraft and Command & Conquer. Dawn of 
War does so easily by bringing a slew of new concepts to 
the table and executing them smoothly. Developer Relic 
somehow makes it look east to tread the very thin line of 
fun between micro and macro level strategy, complexity 
and simplicity. It even does all this while keeping the rabid 
Warhammer fans happy with their dedication to recreating 
the tabletop game accurately. Salute! 

O_eL Jam: Fight for NY 
System: PlayStation 2/Xbox/GameCube 
Release: September 21 
A fusion of a wrestling game and a tradilional fighter, Fight 
for NY combines a robust fighting mechanic with hip hop 
music. highly interactive environments, celebrity fighters, and 
hundreds of unlockable extras. The bevy of cosmetic changes 
you can apply to your fighter and a compelling story make for 
an engaging single player experience. Also, the brutal combat 
is just as fun for up to four players. Featuring multiple fighting 
styles, dozens of playable characters, detailed visuals, and a 
great soundtrack, Def Jam: Fight for NY is one of the most 
surprisingly enjoyable brawlers of the year. 

Katamari Damacy 
System: PlayStation 2 Release: September 21 
This Namco quiricfest proves one point over and over again: 
Bizarre charm coupled with borderline Engrish translation 
can make an otherwise iffy game one of the events of 
the year. Katamari Damacy took advantage of nonsensical 
graphic elements (lots of rainbows, singing ducks, and 
dancing pandas round out the mix) and a great soundtrack 
to worm into our otherwise cold, empty shell of a chest 
cavity. The King of All Cosmos demands that you check this 
out. or get left in the dark recesses of starless space. 

X-Meo Leg.ends 
System: PlayStation 2, Xbox, GameCube 
Release: September 21 
Activision's masterful homage to everything X-Men gets our 
unofficial nod for best multiplayer experience. Up to four 
gamers can co-op their way through the long main story as 
well as participate in flashback missions and training in the 
Danger Room, while customizing the abilities and strengths 
of more than 15 playable mutants. Inside jokes from the 
comics pop up frequently (Colossus and Wolverine's "fastball 
special" comes to mind), and the balance between heroes' 
skills and weaknesses is handled well throughout 
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Shadow Hearts: 
Covenant_ 
System: PlayStation 2 Release: September 27 
Everything about this game is a mix of established features 
and unexpected tweaks. A standard RPG random encounter 
system is coupled with a much-improved Judgement Ring 
that manages everything from attack accuracy to shopping 
discounts. The somewhat dich~ tale is twisted into a heartfelt 
mix of truly crazy characters, funny dialogue, and real-v.orid 
settings. Besides standing out from the crowd for its gutsy 
modifications of genre conventions, Shadow Hearts: Covenant 
earns its keep by doing the dassics with skill. 

Mortal Kombat: 
Deception 
System: PlayStation 2, Xbox Release: October 4 
Not only does Deception refine and improve the fighting 
engine introduced in Deadly Alliance, it also adds online play 
and a bucket of additional features, such as an MK version 
of chess and a puzzle game. An improved training mode is 
also offered in the form of Konquest mode. \Nith so many 
different ways to play, a ton of unlockables, and the rock 
solid combat at its core, no other fighting game around is as 
fully stacked as Deception. 

Tony Hawk's 
U□decgrouad._.2 _ _ 
System: PlayStation 2, Xbox, GameCube Release: October 5 
Last year's THUG was a huge departure for the Tony Hawk 
series, thanks to its shift to a story-based adventure. This 
year's THUG 2 still offers the Story mode, as well as a dassic 
mode, which offers the traditional skating action seen in the 
original trilogy. Not only is THUG 2 two great games for the 
price of one, it also adds new moves, classic levels, and the 
great soundtrack the series is known for. Neversoft's baby 
grows by leaps and bounds each year, and with this entry it 
has released arguably the best game in the series yet 

Ace Combat 5: 
The Unsung War 
System: PlayStation 2 Release: October 25 
For a lot of gamers, flight simulation titles fall into categories 
of either inaccessibility or disinterest If there's one game this 
year that will change minds, Ace Combat 5: The Unsung War 
is it Great graphics, an engaging squad control system, and 
interesting missions combine forces with one of the best­
told stories of 2004. Constant radio chatter between your 
teammates and the others in the air are the main ways that 
the tale is relayed, and since it's during missions, the fate of 
your fellow countrymen seems that much more engaging. 

O__e_acla~ive Ultimate_ 
System: Xbox Release: October 26 
Team Ninja's loving update of their premier fighter is flush 
with fanboy treats. The original DOIi (previously unreleased 
in the States) is included for a little historical perspective 
and all-new stunningly beautiful cinematic sequences bring 
to light some of the fighters' backgrounds; but the crown 
jewel is undoubtedly the main game mode - a gorgeously 
updated version of DOIi 2 with online play. Taking advantage 
of Xbox Live, Ultimate provides a brutal arcade feel that's 
been missing since stand-ups were the machines of choice. 
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Electronic Arts 
Once again in our number one position. the pure force of Electronic Art's publishing 
empire cannot be denied ~ a huge roster of hits and ronstantly-tmprov,ng quality, the 
company has proven that putting out a lot of product doesn t h<Ne to mean that it's sub­
standard in the fun or innovation deportments. 

Ubisoft 
Supplementing its die-hard franchises wrth hlgher-roncept. rr;kier fare has proven smart 
two years in a row for Ubisoft Splinter CeH: Pandora Tomorrow changed haw we thought 
about online competition and Prince of Petsia: 1-\o/oo( ~,n took chances for the 1lelM)' 
updated franchise. 

Activision 
Rocking with both licensed titles and original IPs, Activision has had a banner year. 
Spider-Mon 2, Tony Hawk's Underground 2, X-Men Legends, and Doom 3 were each 
full-fledged events in their own rights. and the rest of the company's lineup IM'.lS consis­
tently solid 

Microsoft 
Suddenly, Microsoft is one smart company. They released great titles that sold through the 
roof (two things that dant always go together), and at the same time canceled product 
that they didnt see as profitable. It's sod for some fans, but from a business perspective, 
the moves are what will keep the company's game division alive and well 

Nintendo 
A slow year for the C,ameCube, but 12 gangbusting months for the,r handheld division 
eam Nintendo this spat in the top half of our list. Gamers begging for more ate up dassic 
re-releases and the DS launch went smoathJy worldwide. The only reason that the N isn t 
higher is that we're wondering how these moves are really building IOIM'.lrd a sof,d foun­
dation ,n the next round of consoles. 

Rockstar 
The controversial publisher doesn't put out many games in a year, but what it banks 
on is gamers knowing that each game is quality. If Rock.star IM'.lnts to become a brand 
that people will buy because they know and trust the name, then the company is well 
on its way. 

Midway 
Chicago-based publisher Mid,,.uy had a year that no one expected. The last 12 months 
h<Ne been punctuated by- impressive new franchises like Psi-Ops and The Suffering. as 
well as expert updates to its rore games b'ke Mortal Kombat 

Sony 
Perhaps not their most outrageous year from a softlM'.lre-sales standpoint the company 
has really laid a great foundation for the next few years leading up to a new ronsale 
launch. The PSP released in Japan, Eye Toy support rontinues to be strong and innovative, 
and the redesigned PS2 is selling like hotcakes. 

Tecmo 
Making games for the hardcore aov-.d doesnt seem to be profitable for many publish­
ers. but Teano's year proves that the plan ISl)t ,mpossble Ninp Gatden. Dead or Alive: 
Ultimate, and the Fatal Frame series all appeal to those who seek out unique, challenging, 
and beautiful experiences in video games. 

NCsoft 
Redefining a wel~tablished genre is enough to cheer; but NC.soft not only changed how 
people expenence massively mu/tip/ayer online games, the company also sen,es as an 
illustrabon about how a good marke&ng plan can change everything. Players ran tolM'.lrd 
City of Heroes 1n droves, and that m,ght be the understatement of the year. 
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Ratchet & Clank: 
Up You~senal_ 
System: PlayStation 2 Release: November 2 
Weapon-based platforming has never been so sweet We loved the 
second game featuring Ratchet and his robotic sidekick Oank, but 
are nothing short of pleasantly shocked with the third entry in the 
series - Up Your Arsenal. Insomniacs genre-defining entry is an 
absolute must-play for the hilarious story, insane weaponry, and 
constantly entertaining and exhilarating gameplay. Top all 
of this design mastery with a truckload of online 
multiplayer options, and action/platform games will 
never be the same. 

The Lord of 
the Rings: 
The Third Age 
System: PlayStation 2, Xbox, 
GameCube Release: November 2 
It takes balls for EA to step out of 
the roiy ronfines of the movie 
trilogy the way it does with The 
Third Age. This game also finds the 
publisher/developer stretching its 
talents into the realm of tum-based 
RPGs. Thankfully, these risks pay off 

in a nch and involving 
epic that sells nobody short Both casual movie 

tans and hardrore RPG players will find plenty 
to eat their hearts out here. Although it's hard 
to take the game's cast of B-list Middle-earth 

heroes seriously, they will have you staying 
up late into the night to cast mighty 

EverQuest II 
System: PC Release: November 9 
If it's a large world and endless 
content to adventure through that 
you want EverQuest II does it better 
than any game to date. The improve­
ments that EQ II introduces over the 
original could fill this entire magazine, 
but a technical powerhouse of a 
presentation and much-improved 
rombat and grouping mechanics 
easily top the list This MMORPG has 
a crafting system that manages to 
be just as cool, fun, and powerful as 

havoc on foes all 
across the land. 

adventuring, which should really be all you need to know about 
how many things there are to do in Norrath these days. 

Halo 2 
System: Xbox Release: November 9 
How do you describe a game that has captivated so many people so 
completely? Some are floored with the story mode and its refresh­
ingly different take on the tired space marine theme. Others want 
nothing more than to beat that one guy's time in Legendary mode, 
and even more can't stop (no matter what's 
at stake in their personal lives) playing online • 
until the wee hours of the mom. It's no under- - -
statement to say that this is the best game of • 
the year, and what we' re happiest about is that -
the honor is earned for so many different yet • • _ 
equally valid reasons. 



Jak 3 
System: PlayStation 2 Release: November 9 
As a trilogy, Naughty Dog's Jak and Daxter franchise has 
consistently made giant evolutionaiy leaps with each entiy, 
culminating in this climactic finale. Cinematic cutscenes and 
storytelling rival the greatest that this medium has to offer. 
While a stoiy of this depth is something that is rarely seen 
in the action/platform genre, part of its success is how 
subtly and skillfully the tale is woven through the series' 
trademark gameplay mix of gunplay, platforming, and 
vehicle missions. 

Half-Life 2 
System: PC Release: November 16 
One would think that with all of the hoopla and ludicrous 
expectations that gamers had of Half-Life 2, it'd be bound to 
disappoint But even the most cynical gamer is hard-pressed 
to find fault in this title - from dismembering zombies with 
sawblades to dodging through the ruins of civilization to 
avoid an attack helicopter, Half-Life 2 provides moment after 
moment that will stick with you for the rest of your life. We 
still cringe in fear at the sound that Striders make as they 
open up with their cannons. 

Metal Gear Solid 3: 
Saake_Eati~ ---
system: PlayStation 2 Release: November 17 
Before its release, even stalwart series fans were skeptical of 
some of the things Snake Eater promised to bring to Metal 
Gear Solid. Hunting for food, contextual camouflage, and the 
conspicuous absence of Solid Snake raised a few cautious 
eyebrows. However, when the obscuring fog surrounding 
this title finally lifted, these elements combined with an 
absorbing stoiy and a compelling cast to fonn one of the 
most cinematic and captivating adventures of this console 
generation. 

Metroid Prime 2: 
Echoes 
System: GameCube Release: November 18 
Testing the will, abilities, and detennination of the average 
gamer and rewarding them heartily upon completion, 
Metroid Prime 2: Echoes is a cruel mistress. Darl< and Light 
versions of the world (and the main character) provide an 
excellent opportunity for interesting weapons, the series' 
trademarl< labyrinthine level design, and buckets of enemies. 
On top of the lengthy single-player stoiy mode, Nintendo 
and Retro Studios brought gamers a four-player split-screen 
option as well, satisfying almost all of our wishes. 

Wor_ld_oLWar_cr_a...._.ft,,__ 
System: PC Release: November 23 
PC gamers have been waiting a long time for a new game 
from legendaiy developer Bliuard, and World of Warcraft 
does nothing to disappoint. Somehow, the long-standing 
MMORPG format has been tweaked here to make eveiy 
facet of play simultaneously more accessible, less tedious, 
and simply more fun. Add on the raucous player-vs-player 
combat over contested territoiy, and there are few titles that 
will put your social life in as much danger as this one. 
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Captain Rhama (Galleon) 
Wilen one of your attacks involves running around in 
drcles with your arms outstretched, youie destined ta 
become Cl's infamous Dork of the Year. 11\e'i,e seen 
toddlers with better fighting skills, and mast of them 
dressed better; tao. 

Chi and Mu (Seven Samurai 20XXJ 
Funny, we don 1 remember rallerbloding kids 'MIO 
rap in the Kurosawa movie. Must be in the director's 
rut. The presence of these tlMl losers helps lower the 
quality of their shabby game ei,en further; resulting in 
one of the most emborassing titles of the year. 

Pitfall Harry (Pitfall Harry) 
Harry's constant barrage of unfunny jokes is obviously 
masking his insecurity and loneliness. 11\e know you 
need to be loved, Harry. 11\e know you need ta be 
accepted. 11\e know, but we still hate you. 

D-Tritus (Scrapland) 
11\e know what you're thinking: How could this guy be 
considered lame? He's got so much going for him! 
He's got the looks of a cyborg Muppet moi,es l,ke he's 
controlled by a drunken puppeteer, and speaks with 
a dreamy VO/Ce as grating as Urkel's. How could we 
dislike him? MO)'be we just disagree with his politics. 

Lazarus Jones (Ghosthunter) 
A aoss between Egon Spengler and AJ from the 
Backstreet Bar-;. Lazarus Jones is about as coo/ as 
fungus. Sure, he hos a ghost inhabiting his body, but 
she'd surely /oi,e to be exorcised just to get 01M7)' from 
this nerd 

Gerard and Pierre 
(Shadow Hearts: Covenant) 
11\e tr; to avoid taking potshots at easy targets, but we 
simply couldn't poss up these delicate litte fruitcups. 
They make dresses for your doll if you give them male 
erotico, and they're French. Please insert your OIM1 
jokes here - they pretty much INrite themselves. 

Bam Margera (Tony Hawk's 
Underground 2) 
11\e enjc,y Barn's personality about as much as we 
enjc,y the itching, bum,ng sensation of wearing a 
fiberglass thong. Yeah, we know being annoying is his 
whole schtick, but we think it's really a se/f./oothing ay 
for help. Hey, if we were Barn, we'd hate ourselves, tao. 

Magnus Tide (Yager) 
Tnis drunken-looking doofus ne..er stood a chance at 
not totally sucking. Even if Magnus T Kie didn't spout 
lame, uninspired one-liners, you simply can't be coo/ 
if your name sounds like a med,eva/ wizard's laundry 
soap. You just can't Nice hair, tao - how's the Kid 'n 
Ploy tribute bond vvorking out for you? 

Murray and Bentley 
(Sly 2: Band of Thieves) 
Imagine the movie Ocean's Twelve if you removed 
all the cool actors like Don Cheadle and Bernie Moc, 
and rep/aced them with Carrot Top and the guy who 
pleyed Uncle Joey on Full House A heist just isn't as 
coo/ when your partners are dweebs. is it? 

GoldenEye (GoldenEye: Rogue Agent) 
Although purported to be 'evil• former M/.5 agent 
GoldenEye is really just a big poutJng baby. "Fire me, 
'MIi you? Fine, 111 go join the bod 9i¥' team! How do 
you hke that?' But considering he's got the personality 
of a block of v.ocxt were surprised that they would 
vvont him, either. 
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Final Fantasy I & II: 
Dawn of Souls 
System: Game Boy Advance Release: November 30 
It's true that these two games have been released in other 
guises on this continent, but Square Enix isn't just shilling out 
a rehash for the heck of it with this handheld gem. Besides 
the undeniable quality of the classic source material, this 
version of the first Final Fantasy games features a seri-
ously impressive amount of new content after the original 
adventures end, improved graphics, and streamlined menu systems (no small feature, if 
you remember the originals). 

Prince of Persia: 
Warrior Within 
System: PlayStation 2, Xbox, GameCube 
Release: December 2 
For all the fear that fans of the series had about this sequel 
(a more mature lead character with an updated combat 
engine), Ubisoft proved once again that it has the right idea 
when it comes to this franchise. Offering up a nuanced and 
engaging action/platform sequel with some of the best level 
design ever seen in the genre will quiet the critics in no 
time flat. Leaping, flipping, swinging, and slashing are rarely 
combined with this level of artistry. 

Star Wars Knights of the Old 
Republic II: The Sith Lords 
System: Xbox Release: December 6 
\/\/hen you have an assassin droid who openly praises each 
malicious atrocity that you commit, it's hard to pay attention 
to the Jedi Order's teachings of patience and virtue. Even 
with a new developer, The Sith Lords rekindles the magic 
of the original release, and expands upon the Light and 
Dark Side dynamic. More sinister and less clear cut than 
the previous chapter, the story is brimming with personality 
and steeped in Star Wars mythology. They say that lightning 
never strikes twice, but Force lightning, on the other hand, is 
another story altogether. This is one jolt of excitement that is 
well worth subjecting yourself to. 

Viewtiful Joe 2 
system: PlayStation 2, GameCube Release: December 7 
It may be more of the same, but when the source material 
is as excellent as Viewtiful Joe, we're not complaining. 
The iconic graphical style returns as well as Joe and his 
deliciously madcap action moveset, but he is joined in a 
bigger way this time by his girlfriend Sylvia. The duo messes 
with time to annihilate their foes, move obstacles, and solve 
devilish puzzles through this chunk of cannot-be-missed 
gaming bliss. 

MechAssault 2: 
Lone_Wolf 
System: Xbox Release: December 28 
Adding tons of depth to the MechAssault formula with 
additional vehicle types, Lone Wolfs campaign mode is even 
better than the first game's. But where this title really shines 
is on Xbox Live. In its Conquest mode, players battle each 
other for control of an entire solar system in a war that rages 
on whether you're playing or not Few other games offer 
such compelling reason to go online, and the frantic, engag­
ing gameplay will keep you hooked once you do. 
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The Guy Game 
Barely qualifying as a video game, The Guy Game is a trivia title that (eventually) awards 
the player with nearly attractive girls flashing their ... um, assets. The horrible commentary 
team and inane questJons manage ta make nudity boring, and makes us wonder who is 
mare pathetic those who made this game or those who play it 

Fear Factor: Unleashed 
Heights and eating bugs simply aren't scary when translated into video games. Then how 
did this game manage to fill us with such deep, bone-chilling dread? Horrible, horrible 
broken minigames! We still get nightmares. 

McFarlane's Evil Prophecy 
Todd McFarlane is well krlO'M1 for his aeepy monster toy.. but this is easily the most fright­
ening thing he's yet unleashed. With awful controls, terrible level design, and lame charac­
ters, this game truly is an evil aeolian. Its only saving grace is that it is so muddy-looking 
and dark that it's hard to see how crappy it truly is. 

The Nightmare of Druaga: Fushigino Dungeon 
Wilen you save your game, it actually forces you to quit and turn off your PS2. But when 
dying makes you lose almost all of your items and gameplay is Just this sluggish, unin­
spired, and bland, then there's no reason to ever turn it back on. 

Seven Samurai 20)()( 
Borrng, linear "kill everything then go to the door" gameplay makes up the bulk of this 
loughoble title. W1!1/e intended to be a celebration of Akira Kurosawa's masterful movie, 
this game is more like a giant steaming dump on the fi/mmoker's grave. 

Way of the Samurai 2 
There's no one averrid,ng problem with this game - II fails on al/ levels equally. The 
worthless controls. pathetic graphics, and pitiful combat combine into a "perfect storm· 

of suck. Between this and Seven Samurai 20.XX it was a very bad year to be a Japanese 
warrior: 

Catwoman 
W1Ji/e graphically decent painful plot/arming and downright stupid combat that forces 
you to hit all enemies into nearby containers pushed this title doMI into the Basement of 
Shameful Games. In other words. it's about as good as the movie. 

Cy Girls 
We know it's a shock. but this game based on o line of dolls simply isn't very good. Your 
choice of MO horrible camera systems awaits in this title, which makes it difficuft to see 
the completely generic action. Plus, it has none of the dever plotting or dialogue typically 
assodated with obscure toy lines. 

Bad Boys: Miami Takedown 
Loosely based on Bad Boys II but without either of its stars, Miami TakedoWll has the 
dubious distinction of being one of the few instances of •entertainment" ever aeated that 
v.ould hove been improved with the addition of Martin Lawrence. 

(tie) A Sound of Thunder/Thunderbirds/ Power Rangers: 
Dino Thunder 
Basically, if it was on CBI\ ond hod the word "thunder• in the title, it sucked. 
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T 
he development of launch titles for 

a new system is a path filled with 

roadblocks, pitfalls, and a woeful 

lack of road signs. Nobody really 

knows the true potential of a freshly released 
piece of hardware; to this day, four years 

after the PlayStation 2 debut new ways of 

utilizing the power of the machine are still 

being discovered. However, in the course 

of our exclusive first /oak at Sony Online 

Entertainment's new project Untold Legends: 

Brotherhood of the Blade, it quickly became 

dear that this title will be able to stand on its 

own merits and not rely on the novelty of the 

PlayStation Portable hardware. 

The legend that the game intends to tell is 
that of an unimaginably ancient city, cut off 

from the rest of the world by the surrounding 

wilds. This city of Aven has been isolated for 

so long that its dwellers no longer even ques­

tion it Even their histories and traditions don't 

acknowledge a greater world or civilization. 

As far as they know or care, the entire world 

consists of Aven and its immediate region. 

The wilds are a place of fear and superstition 

to the city folk; their greatest punishment is 

an exile outside the walls of Aven. However, 

such outcasts have formed their own society, 
one just as old as that of Aven, and their 

jealousy of the city has prompted them ta 

keep the old knowledge alive. In classic RPG 

form, there will no doubt be terrible truths 

revealed as the player advances beyond the 
safety of Aven and (we assume) saves the 

world from ancient evil 

You Can Do That On A Portable? 
Given the fact that SOE has "Sony" as part 

of its name, you'd think that it would have 

unprecedented access to all sorts of tightly 

guarded internal goodies like tech specs and 

earty development kits for the PSP. According 

to SOE artist Todd Luallen, however, the team 

had to start with literally nothing more than 

guesswork for the kinds of feats this hardware 

would be capable of. When the first actual unit 

arrived in the offices, though, the real work 

could begin. The first step of this phase was a 

scaling-up of all their assets and expectations. 

The PSP's power far outstripped the estimates 

SOE had come up with. 

The capabilities of Sony's portable are 

breathtaking. First, consider a monster model 

with a stunning level of detail. Then put 

several of them onscreen at the same time, 

as well as the playefs avatar. Oh, and it's 

snowing - let's draw individual snowflakes 

drifting through the air. How about some real­

time shadows, lighting, and gorgeous particle 

effects for those monsters? And perhaps 

some sparkly spell effects corning off of the 

player character and baddies alike. Put it all 

in smoothly animated motion, and you've 

got a feel for what Untold Legends looks like. 

Of course, it would be a shame to limit the 

love to the visually oriented abilities of the 

hardware. That's why you've got limited voice 

work for characters, ambient sounds like water 

rushing and fire crackling, and four-player wire­

less co-op. 



The most impressive elemen~ though, 
is the gigantic randomly generated levels. 
For one thing, there are over 100 of them. 
These are created on the fly (though you 
can save a map if you're not done with it 
yet and have to take a break) according to 
a set of criteria laid down by the design­
ers. Everything about a particular level is 
hand-tweaked - the size and number of 
rooms, weather, lighting, enemy density 
and types - you name it The designers 

are even able to specify encounters, set 
pieces, or story events to occur at a certain 
percentage of the way through a stage. 
Yes, other games have done it before, but 
Untold Legends takes it to a new level by 
piecing them together tile-by-tile rather 
than room-by-room. In layman's terms, 
this means that the building blocks that 
the PSP works with when making a map 
are much smaller than those in a standard 
game, which allows for far greater diversity 

Controlling Vour Destin~ 
N!. the PSP is two buttons shy of a 
PS2 controller, adjustments must 
be made to accommodate control­
ling an action/RPG on the unit. 
The basic scheme is almost identi­
cal to Champions of Norrath, but 
the right shoulder button serves as 
a shift key, which changes the functions 
of any other button press while holding it down. 
This handy mechanic effectively doubles the number of 
face buttons on the PSP, and if it's a little cumbersome at firs~ we 
got used to it quickly - 15 minutes into our playtime with Untold Legends, 
we had no trouble whatsoever smashing up the hordes of evil. On a note to those 
with big hands, though, the PSP's analog stick is placed so dose to the edge of the 
unit that your left thumb can get a little cramped during long play sessions. 

between each instance. 
Over and above the huge number of 

levels in the game, Untold Legends offers 
plenty more content on that little UMD 
disc for players to chew on. Most of your 
avatar's equipment shows up cosmetically, 
and there's a small amount of customiza­
tion available in the form of three or four 
choices each for skin color, hair color, and 
hairstyle. There are more than 70 total 
models for enemies and NPCs, and the 
designers can make special versions of the 
regular models to give them a different 

coloration or new Al and abilities to spice 
things up a bit. We don't know what the 
exact number of unique monster types is, 
but given the presence of over SO sub­
bosses and six or seven true bosses, you 
can bet that there will be plenty one way or 
the other. The loot you find varies in quality 
and effect as much as that of the dassic 
Diablo II, and uses a similar system of pre­
fixes and suffixes to make for a nearly end­
less supply of distinct items. There will, of 
course, also be unique named equipment 
of great power for you to drool over. 

(continued on page 85) 
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These doughty warriors are also known 
as the Shaeluun Maul and utilize the 
secret combat arts of their order to smite 
their enemies. Each individual knight is a 
descendant of a ceremoniously arranged 
union between two other knights, and 
is thus pure of blood and ordained from 
birth to join the order. Probably the most 

archetypal of the four playable classes in 
Untold Legends, the Knight goes about 
his business in the old-fashioned way: 
beating things to a pulp. On top of being 
the most melee-oriented of the charac­
ters, the Knight can use his unique skills 
such as Aura of Valor to bestow beneficial 
effects that aid himse~ and his alhes 1n 
battle. This powerful ability increases the 
rate of experience gain for the Knight and 
his companions - a definite party favonte. 
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These fierce berserkers are chosen based 
on their incredible strength. perseverance, 
and hunger for~ They are so 
dedicated to battle and bloodshed. in 
fact that rt's a common belief among the 
people of Untold Legends that Wildlings 
are infeaed with some sort of bizarre 
disease. All of that aside. e'Jef)'OOe loves 
a hybrid class, and the Wildling is a pretty 

cool one. She can certainly hold her own 
in melee, but she also possesses great 
skill with throwing weapons, allowing her 
to soften up her enemies before they 
reach her. We don't know how the whole 
"dedicabng your life to bkxxty vengeance· 
ooncept works out in gameplay, but we 
can only assume that it will be surtably 
entertaining. 

If Greenpeace had access to mysti• 
cal powers (and a propensity toward 
violence), they'd be Druids in Untold 
Legends. Sensing a growing corruption 
in the land, the Druids of the world have 
come forth to cleanse it wherever it may 
be. With his ability to call on the beasts 
of the natural world to protect and aid 
him the Druid is a force to be reckoned 
with. The pets he can summon and his 
nature magic make the Druid more of 
an indirect and strategic class than most 
He is also the pnmary healing class 
in Untold Legends, with skills such as 
the aura-like Nature's Medicine, which 
increases you and your allies' regenera­
tion rates - easily making them sought­
after as companions. 

A scientist of incredible brilliance, 
extreme curiosity, little regard for conse­
quences, and the closest thing Untold 
Legends has to a standard mage, the 
Alchemist brings something a little dif­
ferent to the table. Though she is not 
helpless in melee combat, her skills 
focus mainly on doing damage from 
afar and staying away from her ene­
mies. Besides the obvious fireballs and 
such that are her bread and butter, the 
Alchemist can actually transmute stored 
money into potions and even create 
golems. Best part about the class? 
You can explode your faithful golem 
servant to damage everything around 
11. Sacrificing your minions for personal 
gain: Priceless. 



Tried, True, But Also New 
At first glance, Untold Legends has a lot in common 
with tried-and-true action/RPGs like Baldur's Gate: Dark 
Alliance and SOE's own Champions of Norrath. Skill 
trees, character statistics and classes, and an extensive 
inventory system all come as no surprise. Under the 
hood of both the technical aspects and design philoso­
phies of the game, though, it quickly becomes clear that 
Untold Legends pays homage to its forebears rather than 
trying to recreate them. From the story to the down-and­
dirty coding, this title has been built from the ground up 
for the PSP, minimizing its disadvantages and making the 
most of the system's strengths. 

Since Untold Legends is on a portable platform, the 
designers want it to be simple, intuitive, and worthwhile 
to get on the bus, boot up the system, hook up with 
anyone in range for some wireless multiplayer, and have 
a meaningful play session in the time it takes to get to 

Legends also moves into newer, more interesting ground 
in terms of skills. For one thing, the character classes 
(see page 84), break somewhat from the heroic fantasy 
mold - an Alchemist will play quite differently than the 
standard magic-slinging nuke machine we like to call a 
wizard. One ability that has already been confirmed is an 
odd twist on a regular old charm spell. When an enemy 
falls under the sway of this skill, it will obviously become 
friendly to the player and attack his or her enemies. Its 
statistics will also be buffed up far beyond its normal 
power level. When the charm wears off, though, it retains 
its newfound power and comes after the player again. A 
careful balancing of risk versus reward will be necessary 
to keep from reloading your last save. 

Our hands-on time with an early build of Untold 
Legends demonstrated, in no uncertain terms, that 
all of these disparate elements are well on their way 
to making a fun game. Adventuring out from the city, 

"Adventuring out from the city, smoothly dispatching hordes of pig­

men, and fighting unique bosses in fantastic settings is all part of the 

package - and we only saw a very small portion of the full game." 

your destination. The entire structure of the game is set 
up to let players digest it in chunks of time as small as 
a few minutes. Even if you out-level the buddy you've 
been questing with, you can still play together - the 
monsters you go up against will scale to the power level 
of your party. 

While players will certainly have access to fantasy 
standbys like lightning bolts and healing spells, Untold 

smoothly dispatching hordes of pig-men, and fighting 
unique bosses in fantastic settings is all part of the 
package - and we only saw a very small por-
tion of the full game. Exploring the huge 
maps that the random generator 
cranks out is a blast thanks 
to the enemy variation 
and the ever-present 

hope for that •ober" loot drop. Taking in the rich ambi­
ence provided by the lush graphics is a treat The real 
kicker, though, is doing it all with a friend or three. Barring 
some dreadful development implosion, Untold Legends 
will bring its own flavor of the action/RPG experience to 
portables like we never imagined would be possible. 

With a feature list that reads more like a forthcom­
ing triple-A console title than a launch game on a new 
portable machine, Untold Legends has enough going 
for it to make us even more impatient for the U.S. PSP 
debut If what we've seen of Untold Legends so far 
is indicative of its quality, as well as the possibilities 
of gaming on the go in the future, we're in for a very 
entertaining 2005. ■ ■ ■ 
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Rainbow Six: Lockdown 
> STYU I TO '4-PLAYER ACTION (UP TO 16-Pl.AYER VIA ONLINE OR XBOX LIVE) > PUBLISHER UBISOFT 
> DEVELOPER RED STORM (PS2), UBISOFT MONTREAL (XBO)\/PC) > REUASE SPRING 

TWO MORE SIXES 

T 
he already-large library of Tom Clancy 
shooters is about to get even bigger. 
Ubisoft has unveiled the newest 
addition to the family: Rainbow Six: 

Lockdown. Like Ghost Recon 2, the PS2 and 
Xbox releases will be noticeably differen~ 
although they will share the same name 
0ike most Clancy games, the PC version will 
be nearly identical to the Xbox). It seems 
that Ubisoft has heard the complaints that 
the Clancy shooters are all too similar and 
implemented some major - and much 
needed - changes. Regardless of which ver­
sion you pick up, Rainbow Six: Lockdown has 
some new features in store. 

The single-player campaign will be largely 
the same in either version. Rather than being 
stuck with the same three teammates as you 
were before, you will now have a pool of 12 
troops to choose from, each with his or her 
own skills. You can choose your squad mates 
and their weapons based on the mission 

briefing and command them with more ease 
than ever before, thanks to a new contextual 
order system - the command menu will 
pop up onsaeen when near doors or other 
important points so you can issue your 
orders. Your squad won't execute until you 
issue a Zulu Go Code, however, giving you 
time to get into position. 

The command menu isn't the only thing 
that's changed. The biggest difference is 
how sniper missions are treated. To increase 
realism, only your squad's sniper can 
sharpshoo~ and several designated sniper 
stages have been added. You'll play a mis­
sion as the sniper and cover the Rainbow 
team, then replay the same mission as the 
squad. With this change, Ubisoft hopes to 
further highlight how specialized each char­
acter is and add new depth to campaign 
mode. However, Ubisoft knows online play 
is a huge draw for this franchise, and has 
planned unique features for each release. 



PlayStation 2 
The PS2 release will feature an expanded focus on the community 
aspect of the game, including friends lists, matchmaking, and other 
features to more closely mimic those of Xbox Live. It will also sport 
two exclusive maps, the ability to play as mercenaries, and a new 
mode called Rivalry. In this game type, the two teams will race to be 
the first to complete a set of objectives. For example, one team may 
have to hack into a computer and defend ii while the other must 
protect it from being hacked. The first team to complete two of their 
three objectives wins. 

Xbox 
Improved graphics with real-time light and shadOll'IS will appear on 
the Xbox version. VVhile this iteration won't feature playable meres 
or the Rivalry mode, it does include the exciting Career mode, which 
allows players to create a unique online character. There are four 
character classes to choose from including Spec Ops, Commando, 
Engineer, and Medic. Each class has its own specialty, and playing 
online matches earns experience points that can be used to upgrade 
a character's skills. Each skill has sub-skills, a character's appear-
ance can be altered, and equipment can be purchased, allowing for 
highly individualized characters. The characters created in Rainbow 
Six: Lockdown may even be usable in future Clancy shooters to add 
incentive to truly perfect your online avatar. ■ ■ ■ 
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The Suffering: Ties That Bind 
> STYLE I-Pt.AYER ACTION > PUBLISHER MIDWAY> DEVElOPER SURREAL SOflWARE > IIELEASE fAU 

FREEDOM OF CHOICE "0 ne of the major themes of the 
first game was the suffering of 
prison,' says Surreal Software 
president Alan Patmore, 1his 

game is about the suffering and horrors 
of poverty:" The game in question is The 
Suffering: Ties That Bind, the second in a 
series starring Torque, a violent criminal who 
may or may not have murdered his family. 
Rather than the prison setting of the first 
game, Ties That Bind takes place in the slums 
of Baltimore, in areas that Patmore describes 
as "an urban prison~ Wnile themes of pain, 
imprisonment and madness run through 
both games, Surreal Software has many 
changes in store for the second Suffering title 
to ensure that the sequel improves on the 

original in as many Wi!'(S as possible. 
In The Suffering. a series of moral choices 

made throughout the game determined 
which of three endings the player earned. If 
you have a save file from The Suffering. the 
ending you earned will determine which of 
three beginnings you'll play through in Ties 
That Bind, and the morality system returns 
with a greater impact on how the story 
unfolds. Certain characters may accompany 
you if the dark path is taken, and ignore you 
if you lean towards the light The combina­
tion of the beginning you earned and the 
way you play will also significantly affect the 
story. If you earned the evil ending of The 
Suffering. the ghost of Torque's wife Carmen 
will treat you suspiciously even if you are 

taking the good path. With several differ-
ent ways to play through the game, Surreal 
Software hopes Ties That Bind offers incen­
tive to play through the game several times. 

The morality system also has a noticeable 
effect on Torque's greatest weapon, the abil­
ity to tum into a raging monster. This time 
around, the look of the beast will change 
significantly based on how you play, and will 
even earn alignment-specific abilities. The 
light and dark paths will both offer unique 
powers, while the neutral path results in 
the least powerful insanity form. Regardless 
of how you play, you will encounter more 
inhuman beasts than before. Ties That Bind 
features several new monster types, as well 
as significant variations on each. Many will 

return from the original 
game, as will several char­
acters like the nefarious 
Dr. Killjoy. Your main foe, 
while new to the series, is 
a man with a long history 
with Torque. The crime lord 
Blackmore may be the man 
truly responsible for the 
death of Torque's family, 

and as the grim, mentally unstable convict, 
you must battle through the demon-infested 
slums of Baltimore to face him in a final 
confrontation. 

While there is a new setting and new 
enemies, most of what fans liked about The 
Suffering will return with improvements. 
Surreal promises that Ties That Bind will 
blend action and horror even more suc­
cessfully than the fir~ and the puzzles will 
remain grounded in the real world. The 
stages will be larger and less linear, and the 
dunky inventory system has been replaced 
with a weapon management scheme nearly 
identical to that found in Halo 2. Not only 
does this eliminate the cumbersome former 
system, it also ratchets up the intensity by 
limiting the amount of firepower the player 
can carry. This change, along with all others 
Surreal has made, was designed to improve 
both the horror and action elements of the 
game to create a true hybrid of the two 
genres. Based on what we've seen, Ties That 
Bind has the potential to be an intense, dis­
turbing experience that both appeases and 
unsettles players. And we mean that in the 
best possible way. ■ ■ ■ 







Play5tatione2 a. 



XBOX 2 I PLAYSTATION 3 I PC 

The Elder Scrolls IV: Oblivion 
> STYLE l·PlAYER ACTION > PUBLISHER BETHESDA SOFTWORKS > DMlOPER BETHESDA SOFTWORKS > RELEASE WINTER 

LOOK INTO THE FUTURE 

L
ast October, Game Informer took a 
glimpse into the future of gaming and 
brought the world its first look at a 
next-generation title in development: 

The Elder Scrolls IV: Oblivion. Bethesda's 
next entry in the revered Elder Scrolls series, 
Oblivion is slated for release on Xbox 2 and 
potentially the PlayStation 3 as well. Since 
it is such an important title, secrecy around 
it is tight but we still managed to persuade 
Bethesda's executive producer Todd Howard 
to share a few more details on the highly 
anticipated project 

As the screenshots clearly demonstrate, 
graphics are a huge part of Oblivion's 
appeal, but the next generation of con­
soles will be able to bring much more to 
games. Improved NPC Al is another feature 
Bethesda is touting as a major change. 
Characters will exist 24 hours a day, seven 
days a week in the world of Oblivion, and 
will have their own goals and motivations. 
"VI/hat we're focusing on now is how the 
Al affects the player, how you actually see 
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that stuff happening.• says Howard. 'One 
of the things we found we could do is 
create other 'adventurers'. Guys who go 
around the world and hunt for treasure, slay 
creatures, and explore dungeons. So we're 
experimenting with how the player could 
interact with them easily and see all this 
cool behavior." 

The improved intelligence of the NPCs 
and the incredible visuals of the game 
also guarantee the presence of some vis­
ceral, intense combat. Vv'hen asked about 
the game's swordplay elements, Howard 
answered, "INe're tweaking the combat 
system now that bows and magic are going 
in. We're adding the special skill moves you 
can learn and trying to get the fight moving 
around more, so the player won't just be 
standing there clicking away non-stop. We're 
layering in the Havok physics system more 
into the combat which helps push all the 
people around in fun ways. We're really 
committed to getting that feel of people 
bashing swords into each other.• 

The emphasis 
on combat and 
the graphics 
are two things 
Bethesda is 
counting on 
in luring new 
gamers into 
the somewhat 
daunting RPG 
genre. Vv'hile 
role-playing 
games can tend to be dense and confusing 
to newbies, Howard is certain Oblivion will 
be able to overcome that barrier. "There are 
little things they expect in terms of interface 
and feedback that make it more appeal­
ing.• he says. 'In Oblivion, when you shoot 
an arrow at somebody, if you hit them, it 
hits, blood comes out and it sticks in their 
armor. It feels very real; it feels like you 
actually did it In a previous generation, your 
character skill may have had you miss, and 
if you hit a damage number would have 

floated above his head. The same things 
are happening in both examples, but one is 
presented in a way everyone understands 
and is entertained by." We have no doubt 
that The Elder Scrolls IV will entertain, but 
suspect that it will do much more than that. 
Based on what we've seen, we expect to be 
completely blown away when Oblivion hits 
next generation consoles shortly after they 
release. ■■■ 
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S. T.A.L.K.E.R.: 
Shadow of Chernobyl 
> STYLE I-Pl.AYER ACTION (MULTI Pl.AYER TBO) > PUB USHER THQ > DEVEIDPER GSC GMIE WORLD 
> RELIASE MAY 

FROM RUSSIA WITH AWESOME 

P C gamers, prepare yourselves. We know that you 
may not have recovered from the recent onslaught 
of incredible titles, but publisher THQ is bringing yet 
another triple-A game out early next year. Developed 

by Russian company GSC, S.TALK.E.R looks to be ready to 
hang with the big boys of first-person shooting. After inteNiew­
ing GSC Project Manager Anton Bolkashov about this ambi­
tious title, we couldn't be more excited about it 

The basic idea behind the game is that the player is an 
artifact hunter in the fallout zone around the site of the 
Chernobyl reactor failure. Apparently, scientists want objects 
from the Zone to study their strange powers. Although THQ 

is being very secretive with the 
details surrounding the single­
player game, Bolkashov stated, 
'We are building a certain 
intrigue around the playe(s 
destiny directly related to the 
happenings in the Zone. The 
player is to reveal a certain 
mystery behind the place.' We 
couldn't learn what that mystery is abou~ but Bolkashov also 
said, 'We have a creature using telekinesis, while another 
one makes a good use of telepathy to control zombies and, 

what's most dangerous, the 
player himself!' You can bet your 
boots that with mind-control 
powers going around, there's a 
lot more going on in the Zone 
than a mere cancer risk. 

Since the entire game takes 
place in the irradiated Zone, rec­
reating it with real-world accuracy 
(including the obvious fictional 
twists) is key in the eyes of the 
development team. 'We are the 
living witnesses of the accident 
Many of our parents took part 
in evacuating people from 
the site," said Bolshakov. "Of 
course, having all that personal 
experience, and in particular 
after visiting Chernobyl several 
times during 2002-2003, we 
do understand and feel the 

■ Th1\ engme doe\ amazing 
thmg\ with time of-day effech 

atmosphere necessary to render in the game. It's going to be 
a genuinely spooky Chernobyl-based game.' As if a no man's 
land around a nuclear explosion site wasn't creepy enough. 

However, the most exciting part of S.TALK.E.R. isn't 
even the sci-fi story, twisted real-world setting, or even the 
incredibly gorgeous graphics. GSC aims to make the title a 
"suNival FPS.' On top of the action that being an FPS implies, 
the game will also require players to find safe places to 
sleep, supply themselves with food, and avoid radioactivity. 
A healthy amount of NPC interaction, such as trading and 
conversing, is promised as well. Additionally, according to 
Bolshakov, "All the monsters and creatures act independently 
of the player. The player will witness life in the Zone as it goes 
on: monsters hun~ feed, and fight with NPCs; computer­
controlled stalkers accomplish the same tasks as those of 
the player. This concept makes the player no longer the cen­
terpiece of the gaming universe, but a mere element of the 
system trying to suNive~ 

This is quite the impressive list of features for any game, 
much less one from an unknown developer which already 
sports visuals comparable to the likes of Far Cry. If GSC can 
pull off even half of these, though, S.TALK.E.R will undoubt­
edly be entertaining. Should the developer come through on 
all fronts, we could have a classic on our hands. ■ ■ ■ 
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Shining Tears 
> STYlI I OR 2-PIAYER ACTIOt,(/RPG > PUBLISHER SEGA 
> DEVELOPER M1USEMENT VISION > RELEASE MAY 

SHINE ON 

A 
lthough dormant for several 
years, Sega's long-running 
Shining series is coming back 
in a big way. The recent Shining 

Force: Resurrection of the Dark Dragon 
for the GBA pleased handheld fans, 
while the upcoming Shining Force title 
will certainly delight console gamers. But 
players won't have to wait until that title's 
release to return to the Shining world, thanks 
to the action/RPG spin-off Shining Tears. 

We recently had the chance to check out this 
title first hand, and while it doesn't feature the tra­
ditional turn-based combat of the other games, we're 
confident that fans won't be disappointed. Shining Tears 
features one of the most interesting combat mechan-
ics in the genre today. In battle, players control not one 
but two characters in real time. Your primary character 
is controlled with the left analog stick and attacks with the 
circle button. The secondary character follows your lead 
and attacks automatically, but can also be controlled directly 
with the right analog stick. Using the two characters in con­
junction is key to defeating the hordes of foes that swarm 
your way. Hitting the R 1 button sets up a linked attack (the 
results of which vary based on the characters used), and 
hitting it again executes the attack. These linked attacks are 
the most devastating tactic in the game, and can decimate 
multiple foes if used wisely. Of course, those who don't 
want to worry about two characters at once or simply want 

to play with a friend can 
hand the reins of the com­

panion off to a second 
player. 

With many different 
linked attacks to learn, 
figuring out the best 
way to use them obvi­
ously involves a bit of 
strategy. But the depth 
of the combat (which 
at first appears 
deceptively 
simple) doesn't 
stop there. Each 
character also has 
a special attack, 
some of which are 

triggered by the link 
activation and others are unveiled when dashing with 
the R2 button. One character, for example, breathes 
fire when the link attack is initiated, while another is 
surrounded in a halo of ice while dashing. Characters 
can also unleash combo attacks with careful timing 
of the attack button, and new skills are learned as 
characters level up. 

While the combat is a departure for the series, the 
plot is the stuff of classic role-playing games. The 
main character Xion is a young man in possession of 

a legendary set of jewelry called the Twin Dragon rings. One 
ring is magically affixed to his hand, and when a partner 
dons the other, both are endowed with incredible power. 
However, one wearer is filled with the power of light, the 
other the power of darkness. Xion and his friends each 
have a light and dark version, altering both their abilities 
and personality. Together with a band of warriors called the 
Weissritter, Xion enters into battle with the invasion force of 
the sinister Rune Geist Of course, "this is just the beginning. 
Those who want to learn how the story unfolds will have 
pick up the game when it hits stores this March. ■ ■ ■ 
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Medal of Honor: Dogs of War 
> STYLE I TO 4-PlAYER ACTION (UP TO 16-Pt.AYER VIA XBOX LIVE OR PS2 ONLINE) > PUB USHER ELECTRONIC ARTS > DEVWIPER ~ 
> RELEASE MARCH 15 

CRY HAVOC! 

M 
edal of Honor has offered us many of the finest 
WW II recreations of the past, but EA's latest mili­
tary shooter is promising several new features to 
assure that excellence is maintained as the series 

moves into the future. By giving the player even more power 
over the changing landscape of the European theater than 
ever before, Dogs of War promises to reinvigorate the fran­
chise with new features and leadership capabilities. 

You'll play the role of US Army Lieutenant William Holi 
a field agent for the recently formed Office of Strategic 
Services. While many previous games in the series have 
cast you as a heroic ground trooper, the approach this time 
places you in the lofty and challenging position of leader­
ship. Of course, you'll still participate just as heavily in the 
ground offensive, but this time you'll have the added chal-

lenge of helping to plan the attack. You'll be offered choices 
both before and dunng missions that allow for multiple 
approaches to completing a mission. Each objective will 
be ranked for its relative difficulty and danger to you and 
your men. Beyond this, in your role as an 055 ageni you'll 
rapidly switch roles as the game progresses. In one mission, 
you may be accompanying a aack team of snipers, while 
the next has you manning heavy artilleiy. While in battle, 
you'll be able to direct your fellow troops with squad com­
mands, which should flesh out the strategic elements of 
the game to a much higher degree than previous console 
offerings. 

One particularfy enigmatic element of Dogs of War is 
the new Rally Meter, a sort of adrenaline-charged boost 
that may be activated when you' re backed into a comer 

or in serious danger. The feature is sure to be a necessity 
against the constant onslaught of German forces you'll be 
facing. Among these opponents will be 36 SS boss fights. 
Defeating these foes gains you one of three dozen tactical 
deployment cards, which you'll then be able to use to your 
advantage in troop dispersal. 

Beyond single-player, there will now be nine unique mul­
tiplayer game modes, which can all be played on the nine 
new game maps. For those who care deeply for the history 
and heritage of the era the games represeni Captain Dale 
Dye has returned as military technical advisor to the devel­
opment team. His added expertise continues to shape the 
series as it moves into a more leadership oriented approach. 
So congratulations, soldier - you're looking at a promotion 
when Dogs of War releases later this year. ■ ■ ■ 



Phantom Dust 
> STYU I OR 2-l'IAYER ACTION (UP TO 4-PIAYER VIA XBOX lM OR SYSTEM LINK)> l'UIUSHH MAJESCO 
> DEVW>PH MICROSOFT GAME STIJOtOS .IAAIN > RRWE WINTcR 

A PHANTOM NO MORE 

M 
any readers may be wondenng 
why we haven't covered the 
gorgeous Japanese-developed 
Xbox title Phantom Dust for 

quite a long time. That's because Microsoft 
had no intention of releasing 11 stateside, 
despite positive word on the game from the 
Land of the Rising Sun. But now Majesco 
has had the good sense to bring Phantom 
Dust here, so American gamers will finally 
be able to check out this online-focused 
psychic warfare game. 

lhe world of this game is a battle-tom 
and polluted Earth in which mankind has 
retreated underground. A mysterious sub­
stance in the air has wiped the minds of 
you and your friends, but also endowed 
you all with fantastic psychic powers. Over 
the course of the single-player game, you'll 
duke it out with other psychics on the rav­
aged planet's surface and discover your 
lost identity. The plo~ while cool, is a bit 
familiar, but that's not the main draw of this 
title. Thanks to Xbox Live and System Link 
support. it's all about duking it out with your 
friends online. 

At its core, Phantom Dust is like a card 
game, only ramped up with incredible 
graphics and explosive action. At the start 
of each match you can choose which psy­
chic powers to equip from a huge pool of 
options. You can select up to four powers 
at a time, each one mapped to a different 
face button. However, those you start with 
won't always be the ones you end up with. 
Some abilities can steal powers from other 

players, and you can even find new abilities 
on the battlefield. These powers oveiwrite 
those you started with, so you may find 
your arsenal constantly evolving over the 
course of a single match. 

While there are many defensive powers 
and special abilities like levitation, most of 
the psychic skills are focused on causing as 
much destruction as possible. Not only do 
these massive attacks look gorgeous, they 
can actually destroy everything in a stage. 
But the destruction is far more than cos­
metic - flying chunks of debris can cause 
as much damage as an enemy attack. With 
so much carnage going on in every match, 
defensive powers are just as important as 
offensive attacks. 

Regardless of which powers you choose, 
you'll have to consider your selection care­
fully. You only have a certain amount of 
slots to fill with your abilities, and those 
same slots are used to pick up Aura par­
tides, the battlefield drops that power your 
psychic skills. If you overload on powers, 
you won't have much space to pick up par­
tides, which will leave you vulnerable when 
your Aura is depleted. But on the other 
hand, if you leave too much space in your 
arsenal for partides, you'll be outgunned. 
It just goes to show that while Phantom 
Dust is all about frantically paced action, 
it's a much deeper game than most shoot­
ers. Fortunately, it's now one that the U.S. 
gaming community will be able to experi­
ence for themselves. ■ ■ ■ 
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Pariah 
> STYU I TO 4-PLAYER ACTION (XBOX), I-PLAYER (PC) (ONLINE ANO XBOX LIVE MULTIPLAYER TBA), PS2 (TBA) 
> PUBLISHER GROOVE GAMES > DEVB.OPER DIGITAL EXTREMES (XBOX. PC), PSEUDO INTERACTIVE (PS2) 
> REI.EASE MARCH 

PRISON PLANET EARTH 

T 
he original creators of Unreal are ready to branch into 
something new, and we'll be able to enjoy the fruits 
of their labor when Pariah shows up this spring. We 
got the chance to chat with James Schmalz, founder 

and creative director of Digital Extremes, and he filled us in on 
the new project. -We have been working on the Unreal uni­
verse for eight years now. It was time to do something fresh 
and new and exciting.• 

From all that we've seen, Pariah looks to be all those things 
and more. Set in the distant future year of 2520, Earth has 
long since been abandoned by the rich and powerful, as they 
colonized far flung planets that had not been strip mined and 
deforested down to the wasteland that is now Earth. Now, 

those colonies send 
their prisoners back 
to their once beautiful 
home planet where they live out their lives amid the polluted 
desolation. Enter Dr. Jack Mason, a disillusioned doctor sent 
to Earth to accompany an off-planet prisoner transfer of a 
diseased young woman. That is, until their ship is shot down 
over the prison lands of Earth, leaving Jack and his infected 
patient stranded and in search of an escape. 

One of the coolest features of Pariah is the new MAP. 
(Make and Play) Editor. Designed to be a fully functional yet 
easy to access map creator, it should allow for Xbox owners 
to enjoy for the first time the excitement of multiplayer level 
design and file sharing on Xbox Live. 'Anybody can jump 

• in with it mess around, and you don't have to worry about 
breaking things. We tried to give as much flexibility and power 
to the user as possible, to allow them to create whatever 
they want On top of that you can make your map, save it 
and then go to Xbox Live and share it with other people. It's 
giving the power of creativity to people and then allowing 
them to share that with their friends," Schmalz told us. Within 
the MAP. Editor, you can set player starting spawn points, 
create terrain, ramps, vehicles, weapon emplacements, and 
more. Of course, your created maps as well as the developer 
created multiplayer maps will be available to play in all the 
on-and offline game modes, including deathmatch, assault 
and defend, and a unique playground mode. -We want to 

have our own flavor of multiplayer. We've got upgradeable 
weapons, so it's a very different feel from any other multi­
player game, especially on Xbox." 

The upgradeable weapon functionality is one of the most 
interesting components of both the single and multiplayer 
experience. As you play, you'll encounter weapon energy 
cores, and these can be used to improve your weapons 
through three levels of power. The improvements will affect 
not just damage, but visual effects as well. Schmalz gave us 
an example: "The final upgrade to the grenade launcher is a 
mag grenade. So imagine you shoot out this incredible mag­
netic device, and it's sucking up bits of metal and debris from 
the ground as it's flying through the air, and then it lands 
and explodes in this big huge ball of flak, slicing apart your 
enemies in the distance~ 

We were also told that the team is working hard to com­
plete a co-op mode for the main story, wherein the second 
player would adopt the role of a guard who manages to sur­
vive the initial crash. Between that the involving single player 
story, and the creators of Unreal handling multiplayer, Pariah 
is shaping up to be one of the most exciting possibilities of 
2005. ■■■ 
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Resident Evil 
Outbreak File #2 
> STYU I-Pl.AYER ACTION (UP TO 4-l'IAYER V1A BROADBAND) > PUBLISHER CAPCOM 
> DMLOPER CAPCOM > REUASE MARCH 15 

DOOM AND GLOOM 

T 
hose crazy kids uying to get out of Raccoon City 
have even more trials and tribulations to work 
through - and the mutated madness only looks to be 
more insane this time around. We recently got some 

hands-on time with Outbreak File #2, and from what we've 
seen, there's a lot to talk about This is no mere pack of new 
stages - Capcom has plumped up the sequel with gigantic 
new enemies, updated play mechanics, and some really great 
maps (lnduding an old fan favorite). 

From the start of the game, four areas are available and 
a fifth opens after you successfully complete the first set 
II might not sound like a lo~ but when you think about the 
fact that one of the stages is the police station from Resident 
Evil 2, the scale becomes a bit more dear. You did read that 
right - the level entitled "Desperate Times• features the 
entire station from RE 2. Fanboys, start your engines. 

Another area, called "Wild Things," shows off 
some of the game's new features to horrifying 
and grotesque effect Essentially, Raccoon City 
is going to be the target of a military airstrike 
and one of the places to pick up survivors for 
evacuation is the city zoo. The sad thing is that 
it hasn't been a good day for the transplanted 
flora and fauna on display. Gigantic predators 
like alligators, lions, and elephants have been 
mutated along with their flying brethren in the 
bird (hombills are new enemies) and insect 
families. The opening cutscene shows zombies 
hunched over a fallen rhino, tearing off chunks 

of flesh like feral beasts. Icky 
for sure, but the level offers 
more paths to completion and 
interesting-looking environ­
ments than anything in the 
first entry. 

From a gameplay stand-
poini Capcom is cleaning up some of the 
methods and abilities of the games' many 
playable characters. In solo mode, players 
pick their controlled character along with 
the support crew (In the first Outbreak. your 
team was dictated by the level). They've 
also induded a first for the RE series as a 
whole - the ability to walk and aim at the 
same time. It sounds silly to trumpet a fea­
ture so common in other games, but with 
this franchise, it really is a big deal. 

Multiplayer online mode still won't have 
voice chat or in-game keyboard functionality, 

something that causes us great grief, but the team still insists 
the decision is designed to maintain realism and heighten 
fear. We're not entirely sold, but the development team has 
added the ability to point to rooms on a map ( even if the 
player you're talking to hasn't been to that area of the stage 
before), to ease navigation. 

In all gameplay options, it's dear that all of the levels, char­
acter moves, and items have been expanded on or improved 
in some way. We'd spill more specifics (and there an immea­
surable number of tweaks in every part of the game), but 
we've got to leave some surprises for those brave enough to 
face this biohazard offshoot in just a few short months. And 
thank Capcom for the nightmares that zoo level will surely 
leave you with. ■ ■ ■ 



Star Wars: 
Republic Commando 

> STYlf I TO 4-PLAYER ACTION (UP TO !&PLAYER VIA XBOX LIVE OR INTERNm > PU BUSHER 
LUCASARTS > DEVEWPER LUCASARTS > RELEASE MARCH I 

EPISODE 2.5 

W 
e know you're excited about this one. 
Well, you're not excited enough. The 
moment you see it in action, you'll know 
why. After extensive hands on time with 

the game, it was clear just how impressive Republic 
Commando is turning out to be, and we literally can't 
wait for the final version. 

As the harrowing years of the Clone Wars begin, 
the Jedi are leading the clone army into unending 
combat with the Separatist forces. But behind the 
scenes, a specially trained group of clones has been 
created. These commandos think more indepen­
dently and are fiercely devoted to their own squad. 
You are the leader of this covert Delta Squad, and 
you are the Republic's secret weapon. 

Those familiar with the controls of Halo should 
immediately feel at home as you begin your first 
mission, set during the explosive opening battle 
of the war on Geonosis. From the very beginning, 
the thing you'll notice most is the incredible action 
occurring at all times in the periphery. While you 
are fighting your own battles against droids and the bug-like 
Geonosians on the ground, ship to ship combat is occurring 
overhead, and artillery laser fire is bursting forth from nearby 
cannons. On the ground, it's not long before you begin to 
hook up with your squad mates. These 'brothers• have all 
developed unique personalities due to their specialized 
individual training. As the game progresses, you get to know 
each one's quirks and tendencies, both in conversation 
and in battle. As their leader, you're tasked not only with 
completing objectives, but also keeping your squad alive 

and functional. All of the commands you give are based on 
a single button press and are contextual to the situation. If 
there's a door that must be breached, you just look at it and 
press A and the squad will immediately move into position. 
If, instead, there's a good spot for your sniper to take up 
firing, look at that area and press A. and he will set off on his 
ordered task. Almost every action imaginable is available this 
way, from healing teammates to slicing computer terminals. 
But more importantly, it prevents constant distraction from 
the action since the command functions are so intuitive. 

Visuals throughout the game are uniformly extraor­
dinary. Explosions and heavy weapons fire will send 
you reeling, and temporarily blur out your vision. When 
in the dark, your low light visor reveals a washed out 
world of grays and blacks where hidden figures lurk in 
the shadows. When the greenish blood of Geonosion 
foes splatters your visor, a sort of laser window wiper 
sweeps across your view as your armofs automated 
systems clean your view port And as your companions 
take fire, you'll see the crackle of their shields as those 
force fields take the brunt of the damage. While admir­
ing the view, you'll be accompanied by the memorable 
strains of John William's music, and we suspect some 
of the music may even be pulled from the Episode 111 
score. 

As the game continues, your crack squad will move 
on through the Clone Wars, and each new level acts 
as a snapshot of that mysterious time period between 
Attack af the Clones and Revenge of the Sith. It's also 

' clear that the latter part of the game helps to introduce 
one of the movie's newest villains: General Grievous 

and his nefarious team of bodyguards. When you're finally 
done with the campaign, you can start to tackle the four­
player split screen multi player component ( on Xbox), or take 
the game online with up to 16 gamers. For years, fans have 
hungered to delve into the heart of the Clone Wars. While 
lightsabers and Jedi are grea~ it's nice to see another side 
of this galaxy-spanning conflict. You can also be assured that 
Republic Commando's release in March should thoroughly 
whet your appetite for the movie, which at that point will 
only be a couple of months away. ■ ■ ■ 



GAMECUBE 

Donkey Kong Jungle Beat 
> STYlE I OR 2-PLAYER ACTION > PUBLISHER NINTENDO> DEVELOPER NINTENDO> RELEASE MARCH 14 

BEAT IT 

L 
eave it to Nintendo to combine two of 
our favorite things: big monkeys and 
frantic pounding on inanimate objects. 
Ever since it was unveiled at E3, we've 

been dying to check out this drum-controlled 
platformer in greater depth. Fortunately, we 
recently had a chance to get hands on with 
the game and check out its unique charms. 
Now we can safely say that Jungle Beat is as 
much fun as a bunch of liquored-up monkeys 
loose in a sporting goods store. 

'Nhile the basic gameplay of Jungle Beat 
is incredibly simple, the unique method 
of controlling it adds more challenge than 
you might think. DK is steered by hitting 
either the left or right bongo, and his speed 
increases the faster you beat Hitting both 
at once makes the ape jump, and dapping 
( or hitting the side of the bongo controller) 
unleashes a sonic wave attack. Jumping on 
certain enemies causes the camera to zoom 
in, and you can make DK unleash a can of 
hot monkey rage by beating on both drums. 
This technique is used frequently in boss 
fights, as well as several other places in each 
stage. It can be somewhat tricky at first to 
adjust to the control scheme, but once you 
do, the bizarre method really adds to the 
fun. A standard GameCube controller can be 
used, but doing so really strips this title of a 
lot of its charm. 

Each stage in the game is broken into three 

smaller levels. The goal of the first two levels 
in each stage is to go through it and collect 
as many bananas as possible. Walking into 
a banana adds one to your total, while clap­
ping near it multiplies its value. Bananas are 
everywhere in a stage and are even released 
by enemies when defeated, and it is in your 

best interest to 
collect as many 
as possible, 
because they serve 
as your hit points in 
boss battles. Since 
you run and jump 

through each 
level and attempt 

to dap near all bananas, 
your hands tend to fly all over the 

bongo controller, creating a really 
energetic, almost chaotic feel to 
gameplay. 

In the final area of each level, DK squares 
off against a boss, each of which requires 
a different strategy to beat The first boss 
simply forces you to dodge him, then jump 
in with a flurry of monkey punches, while 
another requires you to stun your foe by 
hitting back the fruit he throws before using 
him as a punching bag. It's quite easy to 
figure out how to beat each boss, but pulling 
it off is not as easy. 

The simplicity of this game's basic concept 
somewhat masks what a fun and original 
title it truly is. The inventive control mechanic 
instantly sets it apart from other platformers 
and earning medals based on performance 
adds replay value. The graphics are nice 
and sharp, and the sound brims with classic 
Donkey Kong appeal. And, if nothing else, it's 
nice to play a game with the bongo controller 
that doesn't penalize us for our freakish lack 
of rhythm. ■ ■ ■ 



PLAYSTATION 2 I XBOX 

Super Monkey Ball 
Deluxe 
> STYU I TO 4-Pl.AYER ACTION > PUBLISHER SEGA > DMIOPER SEGA STUDIOS > RELEASE MARCH 

TAKE THE CHIMP CHALLENGE 

0 
n the GameCube, a system known 
for its excellent party games, 
both Super Monkey Ball titles 
were standouts. In March, the 

PlayStation 2 and Xbox are getting their own 
hot simian injection. For those who haven't 
rolled the monkeys yet, the basic idea is to 
navigate goofy mazes Marble Madness-style 
to earn points that unlock party games. 
These minigames are the true draw of the 
title, ranging from hang-gliding to tennis 
and bowling. Even though Super Monkey 
Ball Deluxe is more of a special edition 
than a new title, it will nonetheless give 
GameCube-impaired gamers the chance to 
experience the best that Sega's star chimps 
have to offer. 

SMB Deluxe features a similar story 
mode to the one that the second title 
offered, but with one primary concern 
addressed. Many people justly felt that 

a good portion of the mazes in SMB 2's 
single-player relied more on blind luck than 
skill, and Sega has identified and removed 
them. To keep things on par with the other 
games, SMB Deluxe contains 250 of the 
best maps from both original titles as well 
as 50 new ones. Ideally, this will result in 
a much-improved single-player game, and 
remove the need to save your points to 
unlock whichever minigame you want to 
play and simply reset the console to play a 
different one. 

Since SMB Deluxe also indudes every 
single minigame from the first two titles for 
your partying pleasure, it should be a slam 
dunk for anyone who hasn't played those 
games. Because, in all seriousness, rolling 
around a little ball that has a monkey in it 
has to be one of the quirkiest, most enter­
taining ideas to ever hit consoles. ■ ■ ■ 
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. : • • .. ! .. • •:. We Play The Crap So You Don't Have To 

Mercenaries 

Our crack (or aackhead, 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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Suikoden IV Mario Party 6 

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

OJtstanding. A truly -'le tJtle that IS nearly perlea 11 every ~ -lhts score IS g,ver, 
out rarely and indicates a game that cannot be m,ssed 

SUpe,b. Just shy o( ganw,g rwvana. this score IS a t.gt, rerommendat>on because 
the game reviewed IS ~ above its a,mpetJtlOn. 

Vety Good. lnnovatNe. but pemaps not the nght c:hooce for eve,yone. lhcs score 
1ndic,,tes that there are many good thongs to be had, but arguably so. 

Average. The game"s features mil'( ....x1c, but are nodw,g that even casual players 
haven't seen before. A decenl game from begvvw,g to end. 

Limited Appeal Although there mil'( be fans o( games ll!Cl!Ml1g this score, many wil 
be left yearning for a more rewarding game e,penence. 

Passable. It mil'( be oiMcxJs that the game has las o( po1ential but 115 most 
engagmg features ooufd be ~ fl.-! or not integrated mto the expenenre. 

Bad. 'Mlile some thongs mil'( WOO< as plamed. the maJOlllY o( this tJtle ether 
malfundlons to varying degrees or i IS so d<A that the game falls short as a whole. 

Painful. tt there is any1hong that's redeemng in a game o( this caliber, It's boned 
beneath agonizing sameP"Y and uneven exeOJlion on its features or theme. 

Brol<en. Basically unplayable. Ttas game IS so insuffioent 11 exeOJlion that any value 
would be denved ,n extremely smal quanll1leS, d at al 

Infernal Forged t,y lesser demons from the steaming pile of Mephistopheles' 
excemen~ these darmed games managed to escape the confines of Hel's 
e,ghthatde. 

MechAssault 2: Lone Woll 

The Legend 
of Zelda: The 
Minish Cap 
Melding the best traditions of previous 
Zelda games with some incredible new 
features, The Minish Cap is the classic 
tale retold in a new light Shrink to the 
size of a thimble and explore the tiny 
world beneath your feet. Battle evil sor­
cery, fight diabolical monsters, and save 
the princess. Sometimes the oldest for­
mulas are still the best With clever puz­
zles, a world-spanning adventure, and a 
boy hero with nothing but a big heart (or 
maybe three) to sustain him, the legend 
is as alive as it ever was. Get ready to 
start humming that familiar tune - Link's 
new game is on page 124. 

> Concept: 'Nhat 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 vo~ 
umedown? 

> 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 is to play. The 
most important factor in rating a game. 

> Replay Value 

Hip - You1I still be poppmg this game in five year.; from now. 

Maderaly Hip - c.ood for a long v.tiile, but the thrills WO!l't last 
forever. 

Moclerlle - C,ood for a few months or a few times through. 

Maderaly LN -After finishing it, there's not much reason to give 
ita second go. 

LN - You"II quit playing before you complete the game. 



EverQuest II Tiger Woods PGA Tour 2005 

World of Warcraft 
It's been a while since a Blizzard Entertainment game hit shelves, 
and fanboys the world around have been anticipating the release 
of the famed developer's MMORPG the whole time. In what has 
become a nice little trend for PC gamers, the final product lives up 
to expectations and more. Whatever your style of play, regardless of 
whether you've tried the whole MMORPG scene, World of Warcraft 
delivers in nearly every way possible. Check out the full review on 
page 122 

For our - readers. here is I p,ss■ry of tenns ■nd ■cronyms th■t ~ ■ppw In the m■pzlne. 

Con1enlsu«ablt 
fol pescns 17 
ages and old« 

Conlen1suilable 
onlyfo,aduls, 

Video S-veterans should mowe ■long (these -·1 the 4koids you - looldns for). 

IOIOI -A resokmn ~ used fol HOTv. 
,oeoi 5lands fol resolubon of 1920<1oeo pcxe1,. 
The '!" means that !ho Yldeo • beng ~ 

410p - l'logressNe scar,q ills apc,on ("p"• 
progres,,.oe), aeates a poaure ~ v.ch double 
!ho scan ines of a oonvenlmll netlac!d 
plCll.re, 48() ~ • lllerlac,d), 10 oeate a 
r'dlrellllysharper mage. The 4lq>.,,. 
oif"5~pocllnresolubonandmmale5 
wtuat, al mooon a111faas 11 a 640<480 pol!l 
resolubonse11Jr8 

nop -A!e50lution~usedforHDIV 
~ 5lands fol resciJ1lon of 128()(720 pcxel,. 
The "p" means that !ho Yldeo • 11 f)RlBle5SIYe 
lolmat 

- -AlermMusefolsamesll;eDM!Mf 
Qy and l'lewbfu Joe 

....,... -A 1enn"" use ra- sames 11;e M)'t 
and Escape From Mool<ey Island 

Al - Mlfioal lntellgence. lJsuati used ID refer 
to how vd !ho a,mputer leac15 ID a lunan 
opponenl 

loolld - A 1"m M use fol games ll;e .leoplRt;! 
and Mano Party 

........... -Alednque..t>M....,..~ 
<!ffeds smAate depch on temres 

ml ....... - A IOdnque used ID <reR 30 
rendered aqeclS flat resem,le h,nkr.,wn 
..-.naboncm 

CG -Cat1)U11!r~ graphics 
D - Elean:nc _.,,.,.E,q,o. The'""1d's 
largest~ b Yldeo sames 

lplios -A1"mweuseba,mesll;eMonal 
Kcmbol and Oeod or ,i,e 

FIIV - f\j Mallon \Idea. lJsuati im5 ID_, 

anrnall!d a; -
FPS - Frames Per Secmd. Hew many anmotlon 

frames happen II one second. Al5o used ID 
denole Fisl-Person Shoolers ll;e Halo. Doon\ 
and (.al of Dliy 
._.-Theframesof -used ID 

oeatet.e .....,of_ 
11..-d -A game's """1JS and 0plDn5 
,_,.,._\\llatbumkiutediu'5 ._vnn 

1hey need ,nsprallDn 10 a,me 'I' v.ch a JCR no 
one.,.!ead~ 

GIA - Game Be>/ Mo!ncr 
GIC - Game Be>/ Color 
GC -Garneui>e 
HIIIY- Hif1 o.rr-,-r.i.-., 
....tc- ~IOpdown-ie 

StarCraft or Balcb's ~ Dark Ali.rce 

ISi'- - 5eMce Prowler. The "'"1"l"Y lhat 
po,,des you 'Mlh acres., ID !ho 1nlemet 

1..- - Graphocal ines !hat ;oe J08B'(I"""' 
1hey shrud be ~ 

LAN - Local~ Nelwm. umedJrl"'""'""" 
or a,nsdes..,. ..ii-., a small space ID "°" ~ be!wee, t.em l'lolldes 
fast sm&rleouS ll'ff,eplay 

....... -Asmal, smplegameW111wi a 
larger one 
' ..... - USrc lunan models and 

mar<d cameras ID ,ea,,d l1'1C7,'0lnent for game 
nnaoon. Al5o rro<ap 

..... ..., _ Phanl0fn frames fob,., oqea 
IOg,,l!ttllT4'f'S'IDnofleois1x:~ 

- -Nrllendo6" 
NES-Nlllendo-.neni~ 
WC - NOl>l'layer O>aract,r. Those people 

and oeanm you see ""'1deq aroood 
11 sames lhat..., not 1,e,ng ccntroled by IClJa1 
lunans 

,.....tllocll - ~ll;e S111CRor,porb 
oS!d111eaHme 

- - Pl,i,,r Kier. This •• pei,on ..i.., ,._ 
on ""1"""""" or~dwaaers 11 
MMOR!'Gsorshooll\gOlel'IOal'llrNtesll 
sames 1M Co.r>lor·Slril<e 

pllllooffl - A 1""11 WI! use for games Ike Super 
Mano and Crash Banocoot 
_.. - Wien onsaeen ali,eclS. usually~ 

suddenly appear 
PS1 - SonyPloySla1lon2 

- - Sony Ploy5la1lon pumo - A""" we use b sames ike Teens and 
P\Jyo Pep 

...-. - A 1enn wo use for sames like Gran 
Tunsrno and Mano Kart 

IPG - RolH'lay,ng Game. A same lhal Involves 
charaa,r lmp!OllefT1«\t IMJUgh CXlilec1Jng and 
spencq por,t,. A 1enn we use fa- games Ike 
Final Fantasy and Xenosa&a 

.,_ -A 1enn"" use for sames ll<e buga 
and Gradius 

5NB - Super Nintendo Entert.mment System 
lpCIIII -A leml we use fa-games Ike 

MaddenNFt 
...-.,-AlennMuseforgamesll<e la 

PIJa!le and Front Moss,on 

~ - Somtttq made for • console by . 
"'"1"l"Y od1'f than lhl! console manufaaurer 
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PLAYSTATION 2 I XBOX 

Mercenaries 
> STYLE 1-PIAYER ACTION > PUBLISHER LUCASARTS > DE\IE1.0PER PANDEMIC STUDIOS > ltfllASE JANLW!I' 11 > ESRB T 

YOU'VE LOST THAT LOVING FEALTY 

M 
aybe you've heard this one before: as a 
battle-hardened badass, it is your job to 
explore an expansive free roaming envi­
ronment by stealing vehides and using 

overpowered assault weapons to dear your path. Of 
course, the landscape is also peppered with various 
characters eager to assign you missions and reward 
your efforts. Sound like a tune you've been dancing 
to for a while? Though you may not find Mercenaries 
incredibly original or compelling, it gets a ton of 
mileage out of the fact that it is always fun to watch 
things explode. Always. 

Set in a politically unstable North Korea (with 
several foreign powers vying for supremacy), 
Mercenaries puts you in the shoes of one of three 
elite soldiers-for-hire. Though each character techni­
cally has particular strengths, the effect they have 
on actual gameplay is negligible - any character can 
use any weapon and drive any vehicle. Fortunately, 
there 1s a ton of each to experiment with, leading 
to some truly hilarious carnage. I especially loved 
flying around in a helicopter, lowering a winch to 
grab a passing civilian car, and then slinging it into 

enemy fortifications. Then again, it's hard to beat 
that warm feeling you get after brutalizing an inter­
national aiminal and leaving him lying handcuffed 
and prone next to some C4. 

Though I certainly enjoyed dinking around like 
this for a while, Mercenaries banks on the appeal 
of wholesale destruction rather than genuinely 
engaging gameplay. Though it is to be com­
mended for trying to expand the standard ·cruise 
around doing missions• experience, the things it 
adds don't really contribute much. For instance, 
though the concept of warring factions and fluctuat­
ing loyalties is cool, it is painfully weak in execution. 
If you work with the Chinese, you cheese off the 
Russian Mafia. However, if you bribe them, then 

everything is fine again. In other words, who you 
work for and who you blow up doesn't have any real 
repercussions; if you've got cash, you've got friends. 

Much like the impressive and abundant explo­
sions the game contains, whatever spark of interest 
Mercenaries may ignite quickly fiules out due to 
lackluster mission objectives, flat story and char­
acters (though Matthias, the Swedish mere, has 
some funny moments), and a generally derivative 
feel. Like the boring guy the girl always dumps in 
romantic comedies for the dynamic and spontane­
ous "Mr. Righi• Mercenaries can temporarily fill a 
void in your life, but you won't want to hang on to it 
forever.-JOE 

BOTTOM 7 5 
LINE ■ 

> Concept: Run and gun while 
pledging yoor allegiance to who­
ever has the deepest pockets 

> Craphics: Apan from some 
really pretty panide effeas, noth· 
ing stands out visually 

> Sound: The game's high point 
The mayhem is accompanied by 
a rousing and majesuc score 

> PloyHility: Great 10h giving 
each vehicle a unique feel, but 
none of them are particularly fast 
or fun lo drive 

> Entertainment: Your enjoy­
ment directly depends on how 
long yoo can stand the • go here 
and kill these people" formula 

> Replay Value: Moderate 

Second Opinion 7.75 

tt developer Pandemic's Ful 
Spectrum warrior i'e51rided 
playffl IO lhe confining 
box of miay taclics, lhen 
Mercenaries takes !he blind­
ers oll and lels ll"'ffl Sll!p 
cu inlo a wide!' woitd. lul 
Spectrum warrior-a 
pme of roboCic my soldiers, 
and Mercenaries also lacks 
a soul as ~ plays lhe pert of 
rebel wilhlU a cause. I had 
funnmilgand,-nq 
wilh each cbJlle and lriple 
am, lu al lhe end of lhe 
day, lhe tide remained a flil­
tering btJter1tt (albeit one 
packed with am-tank mis­
sies), with no one asped 

realy grabbing ""imagm­
lion or liltilg Mercenaries 
mie being a coledion of 
generic action misoons. I \WI 
WI lhis: Kudos to Pandemic 
for alowing l!l10Udt 'Mggle 
room in lhe tile's design 
m ~ )'OU lhe freedom to 
con1)lelr jobs for .. lhe 
competing sides wilhlU 
breaking lhe game. After an. 
)'OU are a professional l'<ith a 
iob to do, and Mercenaries 
makes h fun day at the 
olfn.-KATO 
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PLAYSTATION 2 I XBOX 

The Punisher 
> STYlf I-Pl.AYER ACTION > PUBLISHER THQ > D£VllOPElt I/OlJT10N > RfllASE JANUARY 11 > ESRB M 

VIDEO GAMES' NEW BAD BOY 

U 
ntil a developer creates a game that 
puts players into the shoes of a severely 
demented protagonist who disembowels 
his adversaries with a plastic fork and wears 

their intestines as suspenders, The Punisher will 
hold the notorious distinction of being the most 
grotesque and violent game to date. While most 
of the gameplay unfolds through fairly tame and 
enjoyable shootouts reminiscent of the Max Payne 
series, it paves its own bloocly path with a unique 
interrogation system that shows just how ruthless 
and psychotic The Punisher can be. 

Whether you are holding an adversary at gun­
poin~ dangling them off of a ledge, or threatening 
to grind the flesh off of their face on an electric 
sander, The Punisher knows just how to make 
people talk. It's what happens after they squeal 
that is truly disturbing. You can do the humane 
thing and let them go, or you can finish them off 
in a way that usually leaves a blood smear the size 
of Rhode Island. Horror movie fanatics like myself 
will appreciate just how creative Volition has been 
with the vast array of deaths in this game. Limbs 
and heads are lost in fans, bodies are crushed 
in compactors, humans are added to shark and 
python diets, facial cosmetics are taken to the next 
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level in deep fryers, and 
I've learned that wood isn't 
the only thing that bums 
in fireplaces. These execu­
tions are so grisly that you 
can't help but grimace at 
each drop of blood that is 
spilled. They are sick. They 
are wrong. But they are also 
executed brilliantly. If you 
think that a specific execu­
tion may be too much for your heart to handle, 
don't do it Just get the info you need and release 
your prisoner. The player is the one who deter­
mines how violent the action gets. Do you value 
your ethics? Or do you want a gruesome thrill? The 
choice is yours. 

Mechanically, the interrogation system is easy 
to use and the array of actions that The Punisher 
can utilize is quite impressive. Volition also did a 
phenomenal job with level design. No two stages 
feel alike, and each is brimming with unique death 
traps, scripted events, and questioning techniques. 
The game also embraces the atmosphere of the 
comic series to such a degree that it also feels like 
you are playing through one of its stories. Several 

of Frank Castle's recent affairs in the comics are 
recreated, and Volition even enlisted the talent of 
longtime Punisher scribe Garth Ennis to give this 
script that authentic feel. To much surprise (this is 
going to floor you), this game isn't nearly as gory as 
the comic book. Regardless though, The Punisher 
still takes video game violence to the next level. In 
many ways, it makes Manhunt look as meek and 
mild as Sesame Street. 

It's a decent play, but it doesn't stack up to other 
run and gun shooters like Max Payne and Psi-Ops. 
Laughable enemy Al, a poor targeting system, and 
sluggish movement really hold it back from being 
anything more than average.-REINER 

BOTTOM 7 5 
LINE ■ 

> Concept: Enler the sid< mind 
ol Frank Castle and obliterale 
coootless foes with guns ablaze 
Of by torture 

> Graphics: The environmenlS 
leave much to be desired, but 
the detail in the character models 
is very impressive and the black 
and white polarizing effect rocks 

> Sound: The Plrlisher's 
dialogue (.oiced by Thomas 
Jane) is both witty and rightfully 
disturbing 

> Playability: General move­
ment is a bit sluggish and the 
1a<geting system is not very 
precise. The interrogations are 
great, however 

> Entertainment: It delivers 
something new with ilS shocking 
kills, but remains a middle of the 
road action game 

> Replay Yalue: Moderate 

For better or for l'tffle. lhis 
pme Slays truer 1D ils sourte 
mall!ia1 than most comic 
boo1t aames culhele. • 
[WfcapllleSlheWJience 
and black lunor of the 
GallhErffl/SIMDilon 
Rll of the comic, which is 
peMl5ely bl for the first 
CDl4)ieholn.b~ 
Iha!. the pne starts 1D t"OW 
stale. as lhere is rwt no 
lllllialiorJ k>lhe IOO and gun 
pnepia'f. The irrlem!p­
tions and special kls lhal 
"'so shodinal'f amusilg 
in the early !lagl!5 Ml 91 
1D feel like a chore - sin(e 
they become~ 
less common as the SIDly 
~ ii feels like Mil 
~ grew !Rd of the 
gimnict. SIi, dis 11'11' is 
p,dforalewewlaufls. 
tu I Itri 11 c:onlirlle 1D 
ge1 mv Punisher r. in comic 
boo1t form.-JBIEMY 



MULTI QUICKIES 
PLAYSTATI0N 2 I XB0X 

Hot Wheel Stunt 
Track Challenge 
> STYLE PS2: I OR 2-PLAYER RACING (UP TO 6-PLAYER VIA ONLINE), XBOX: I TO +PLAYER RACING 
(UP TO 6-PLAYER VIA XBOX LIVE OR SYSTEM LINK) > PUBLISHER THQ > DMLOPER CLIMAX 
> RELEASE NOVEMBER 9 > ESRB E 

Climax makes some of the 
best mediocre games in the 
business. V\/hile that sounds 
like damning by faint praise, I 
mean it as a compliment Like 
its recently released Crash 'n' 
Bum (published by Eidos), Stunt 
Track Challenge makes the most 
of what it's v.orking with. It does 
the Hot VI/heels license proud by 

sticking to the over-the-top maneuvers that we all imagined our Iii' cars could 
do when we were kids. Now, don't expect the next Burnout 3 or GT 4, but the 
bite-sized, stunt-oriented stages are for the most part well-executed and keep 
things fresh between the more conventional races - even with the painfully 
dorky "host" character. The single-player is fairly short, but I do applaud the fact 
that they've included online contests, assuming you can actually find some 
other people out there that are playing this game. Good fun - nothing more, 
nothing less.-MATT 

XBOX I GAMECUBE 

Scaler iiilBI 
> STYLE I ·PLAYER ACTION > PUBLISHER GLOBAL STAR SOFTWARE > DMLOPER A2M 
> RELEASE OCTOBER 20 > ESRB E 

Wow, generic platform games 
have reached a new pinnacle of 
dull and cliche. It's not so much 
Scalefs fault as it is poor timing 
and the fact that eight bizillion 
games have come out with 
essentially the same features 
(multiple animal forms and sliding 
on rails/wires/vines, for example). 
This collect-a-thon featuring a 
"wise-cracking 12-year-old" offers some seriously dull lead characters, hyper­
repetitive action, and a babysitting-required camera that makes the unoriginal 
platforming even more of a pain. Did I like this game? Oh my v.ord, no. Do I 
see a future with the characters and universe? Not so much, which is the main 
reason that I can't give Scaler any bonus points for the nicely consistent art 
style that is its one highlight-LISA 

PLAYSTATI0N 2 I XB0X 

Pinball Hall of Fame: 
The Gottlieb Collection 
> STYLE 1 TO +PLAYER ACTION > PUBLISHER CRAVE ENTERTAINMENT 
> DM LOPER FARSIGHT STUDIOS > RELEASE NOVEMBER 16 > ESRB E 

Rather than offer the ultimate 
in over-the-top video pinball, 
Pinball Hall of Fame aims to 
educate the masses on the 
history of the legendary arcade 
amusement It features seven 
classic Gottlieb tables from the 
'S0s through the '90s, complete 
with historical information on 
each. V\/hile I love the concept 

you can't hide the fact that some of the oldei tables seem a bit pedestrian by 
today's standards. Still, I'd definitely go back for more flipper action with reed 
Off, Genie, and Black Hole (which features a cool recessed lower playfield). I 
also wasn't cra-cy about the camera, which zooms in close to the ball so you 
can't see the complete table when the ball is at the top. Still, it's interesting 
to see how pinball has progressed through the years, noting the considerable 
point score inflation that's taken place.-MATT 

PLAYSTATI0N 2 I XBOX I GAMECUBE 

NFL Street 2 
> STYlE 1 TO +PLAYER SPORTS (2-PLAYER VIA XBOX LIVE OR PS2 ONLINE) > PUBUSHU EA BIG> DEVEI.DPEII EA TIBURON 
> IEWSE DECEMBER 22 > ESU E 

TOUGH GUY TOWN 

T 
his series' mixture of show­
boating flash and primetime 
play is an intoxicating combo 
that hides its simple premise 

as a pick-up-and play, multiplayer­
on-the-couch game. This brand of 
football was defined in the original 
NFL Street perhaps a little too well. I 
say that because it's sequel time and 
all NFL Street 2 can come up with on 
the field is one new move. 

The game has expanded in other 
ways, but this was mainly to diversify 
and get away from the grinding, 
boring structure of the first title. You 
can play through challenges with 
your created team (NFL Challenge), 
take your favorite team against all the 
other NFL franchises (NFL Gauntlet), 
or cruise the city picking up players 
and playing Street Event minigames 
(Own the Gty mode). VVhen you 
step back and think about it NFL 
Street 2 has diversified to essentially 
offer three different ways to play the 
game. I'm tom as to which way I like 
to play best and it's almost a shame 
there isn't one ultimate way to experi­
ence the entire title. For instance, 
I like the feeling of building up the 
skills of each team member in NFL 
Challenge, but this is absent in Own 
the City. For its part, however, this 
mode changes things up with Street 
Event minigames - some of which 
are better than others (all are online, 

however). 
Despite the myriad ways to experi­

ence the game, at its heart, this 
sequel is virtually unchanged in the 
gameplay department I loved the 
wall jump, which v.orks really well 
as an evasive manuever, but the 
GameBreaker 2 (see below) is a big, 
fat egg. Apart from the lack of addi­
tions, there are problems that aren't 
cleaned up as well. Players' response 
to your commands can be sluggish, 
there are no hot routes, and defenses 
lack any kind of ball swat move. I also 
don't like how the impact gear isn't 
prevalent 

This series is one that posits itself 
as of the pick-up-and-play variety, 
which is certainly true. But that 
doesn't leave it long enough legs to 
help it run away from the moniker of 
"mediocre~ - KATO 

THE DEAL BREAKER 
Two beefs that I had with the first 
Street were that you didn't use your 
GameBreakers enough, and that 
they were too powerful. Neither has 
changed. Also, GameBreaker 2 is a 
crock because you don't control it 
Your reward for filling up your meter 
twice is to sit back and watch a non­
interactive sequence of your team 
stealing the ball. That's a fumble all 
right - and EA committed it 

BOTTOM 7 5 
LINE ■ 

> C--,t You1 love the wall 
nlCJ\/eS, but the majority of the 
changes this year are struaural 

> c.n,lllcs: I was surprised that 
there didn't seem to be a lot of 
new ladle anomabons 

> Saad: Contains the usual 
host of EA Trax tunes. induding a 
dutch of exdusr,e songs 

> Playlllay: Players' response 
to your cootroller inputs is a tad 
slow, but signature mwes a,e 
easiertopuUoff 

>~I I I I Vorefun 
than the first, bit not by rooch. 
Thos ~ the game last yea~ 
should have been 

>..., Via: Moderately 
High 

Second Opinion 7.5 

Ryan lelf Clllll!S 1D mind 
when I lhri of lhe new 
Game1nater 2. Al this 
hype and edemel1I. and 
they tum cu 1D be 1he lllll5t 
cisappoinliligaspectof lhe 
pme. It's a major buzz ti 
1h11 the compmr Clll1llols 
lhese llllllelNffl foryou. I 
want ID play the pme. not 
waldl ~ horn lhe sidelines! 
And M1Y does this 11111' 
mate Xzi>it look like lhe 
feal!sl ... in loodlal7 
\\1111'5 ned1 Ray Olllles in 
NfL Sllftl 37 On a positive 
nolf, lhe newwal lllOVeS 
"' implemelml nic!ly and 
reatf open 14> lhe nming 
pme. Own the Cily mode 
also offers 14> a nice Vifiety 
of dlallengies and llllock­
ables. Al ils CIR. this is d 
a hlrd-hilling pme. lu the 
majorily of new <lllllml just 
c1oesn,sila--lEINEI 
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PLAYSTATION 2 

Suikoden IV 
> STYU 1ruYER ROl.£-PI.AYING > POBUSHEJI KONAMI > DE\IELOl'ER KONN.II > RELEASE JANUARV 11 > ESR8 T 

108 HEROES FOR SAIL 

A 
ny game featuring a hero with an extreme 
bowl cut is going to have to tJy a little 
bit harder to endear itself to the gaming 
community. Fortunately, with outstanding 

gameplay trumping its predecessor and a plot to 
rival today's global power struggles, Suikoden IV 
covers more than enough ground to compensate 
for the fashion follies of its nameless hero ("Buster" 
in my playthrough. Try it It works). From the little 
touches like dilated pupils and oddly satisfying death 
animations to the grand workk!nveloping storyline, 
Suikoden IV is a unique and gratifying RPG experi­
ence for gamers seeking something a little different 

As fans of the series have come to expect. the 
battle system for Suikoden IV has been entirely 

firing your rune cannons across a grid-based 
battlefield, and the one-on-one duels (think 
•Rock, Paper, Scissors," but with swords) make 
a return. Though these additional combat styles 
are simplistic, they are still great fun, and a we~ 
come deviation from the normal pattern. 

'Mth the numerous entertaining battles and 
engaging story, part of me wants to wholeheartedly 
recommend Sutkoden 1\/, but rt gets hamstrung in 
a couple of important places. First of al~ with the 
advent of recorded dialogue, the whole •silent hero• 
concept has ceased to be endeanng, and instead 
makes ~ story point surrounding him awkward. 
The supporting cast typically won't even do the 
"Mlat was that? You want us to attack?' work­

reworked. Though characters 
can still perform combo 
attacks with each other, the 
pairing system from the previ­
ous game has been saapped 
in favor of a more traditional 
four-person lineup, with each 
warrior acting individually. To 
give the combat a little more 
variation, you'll occasion-

"At its best moments, 
Suikoden IV sits right 
up there with the 

around, which renders 
your main hero a 
strangely mute non­
presence in the events 
determining his fate. 

Perhaps the biggest 
detriment to Suikoden 
IV can best be char­
acterized by Milhouse 
Van Houten's immor­
tal utterance: "VI/hen 
are they going to get 
to the fireworks fac-

ally have fights that depart 
drastically from the standard 
form: Ship battles have you 
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most outstanding 
RPGs ever created" 

tory?" There are always exciting events just looming 
on the horizon, but many require bouts of oceanic 
exploration before they unfold. Here's the problem: 
your ship moves like a landmass with sails, and 
random encounters spring up every five seconds 
or so. This means that every time you need to go 
exploring, the game is artificially extended by about 
45 minutes because of the inordinate amount of 
time it takes to traverse even a small expanse of 
the ocean. 

Fortunately, between these bouts of tedium 
(which aren't a constant problem), the story pro­
gresses at a respectable dip, with plenty of revela­
tions and a steady influx of new members to keep 
your party interesting. Add to that several moments 
in the story that will leave you staring at your screen 
slack-jawed in awe, and you have an outstanding 
adventure that rewards you well for your persever­
ance. Wisely borrowing elements from dassics 
like Final Fantasy X and Chrono Cross, at its best 
moments Suikoden IV sits right up there with the 
most outstanding RPGs ever aeated.-JOE 

BOTTOM 8 5 
LINE ■ 

> Concept. Anod1ef 108 Slais of 
Destiny a,e ,n desperate need of 
raly,ng. Get cracbn"! 

> Graphics: Cnsp, colortul visu­
als (espeo,lly nming"' ~) 
and a SIUMIOg omnoc setting 
puts this entry leagues ahead of 
its predectsSOIS 

> Sound: The SCO<e ~ beautiful, 
and the addition of VOtCe act· 
ing (except 10< the ~lenl hero) 
breathes life into the world 

> Playability: The new battle 
system ~ fast and fun, but con• 
trolling your ship ~ like driving a 
soggy sweater 

> Enttltainmtnt: v.1ien it's 
good, It's amamg. v.1ien it's 
bad. l uuerfy 5llfles the urge to 
~ playing 

> Ropgy Vllut: Moderate 

Second Opinion 8.75 

\We 1101 as emolionally 
clwged as the tr1Jl'l(h tale 
ol115predms5or,Slaoden 
IVs S101y ms you in will! 
~nlthening 
leeling 1hal a lenille fair wil 
befal '/IU character nl the 
world. The inclusion ol ecel­
lent spoken ~ helps 
flesh out the charaClers, but 
for some r95011, Konami 
opted ID keep fhe lead chat· 
ilt1er sim. This absoUely 
~ mr rm People.n 
Clll1Vfflll'C will! hin, why is 
he~ Slancq fhere?'llllr 
main charad!rmayseem 
lilt a ;,osi al times, tu 
Konami cid a "'"1endous 
job will! fhe supporting ca5l 
Combll has also~ 
drcmalicaly, il1II lhri· 
~-Konami has ditched 
tlehonendousanmate 
fj518nfromfheprMJUS 
ileralion. I low 1.-fhe 
1uJe ol PIJishm9 has I 
backlash, and cod>o alllds 
are~ l\ll 10 wakh. 
Slip baales are a bit sinple. 
yet are a nice addition. and 
nolhing beats questing for all 
I08 ol the Slars ol Deslily. 
Once aaain. Konami has 
crafted one ol tie filt!st 
RPGs 10 dalr. 0on, n& 
il--llBNER ___ .. 



PLAYSTATION 2 

Fullmetal Alchemist 
and the Broken Angel 
> STYU 1-l'l.AYER ACTION/RPG > PUBUSHER SQUARE ENIX> DEVB.OPER RAOIN 
> RE1£ASE JANUARY 18 > ESRB T 

DUBIOUS SCIENCE 

I have hope for this series, 
more so for Fullmetal's 
cartoon version airing mm 
in the States, but I have a 

cautious optimism about the 
games as well. I know that's 
weird, considering the score 
that Broken Angel is receiving, 
but it's more a testament to the 
franchise than this one entry's 
failed execution. 

For gamers who don't know 
anything about the series, it 
revolves around two broth-
ers who have trained in the 
mojo power/magic/scientific 
discipline of alchemy. As a 
gameplay device, you have 
two characters at all times 
(the brothers) one of which 
can transfigure environmental 
objects into weapons and 
other useful items. 

Ed, the stronger alchemisi 
spends a lot of his time making 
weapons and telling Al (the 
younger brother whose soul 
is bound to a giant suit of 
armor - it's a long story) when 
to follow, charge, and defend. 
This sounds like an engaging 
combat mechanic that should 
be both laden in strategy and 
compellingly action-packed. It 
is neither of these things. 

1/\/hat this Fullmetal Alchemist 
game brings us is a long list of 
interesting ideas that are either 
not developed in any mean­
ingful way or are faulted by 
another game design faux pas. 
The RPG elements, for exam­
ple, fall into the first camp. You 

gain experience from each 
enemy slain that gives you 
bonus points to be allocated 
between the brothers in usual 
categories like attack and 
defense. Sadly, these upgrades 
have little to no discemable 
effect on gameplay. Essentially, 
RPG aspects are non-features. 

Also, the list of small issues 
I have with the game stack 
and compound on each other 
to bring the entire experience 
down to something I'm most 
likely to describe as borderline 
misery. Targeting is bad, there's 
no crosshair for projectile 
weapons, the camera is a 
constant problem, the level 
designs are prohibitively linear, 
the enemies (while cool) are 
too often repeated and they 
spawn in waves of annoyance. 
The combat system offers little 
outside the realm of pressing 
square repeatedly, and there is 
way too much unspoken dia­
logue. There's a lot that I have 
issue with here, obviously. 

All of these complaints 
aside, I couldn't help but be 
charmed by the characters 
( especially when Al gets actual 
spoken dialogue - his voice 
is hysterical) and I think that 
the overall story arc holds a 
lot of promise to make some 
cool games. The execution 
of this entry is almost unplay­
able because it's just so dam 
dull and dunky, but the ideas 
are there to make something 
interesting.-USA 

BOTTOM 4 75 
LINE ■ 

> C-..,C: Bmg nebuous 
nerprelallOnS of science lo an 
odd couple pair of brothels, 
mert anime hiarity 

> C.raphi<s: Nice charaaer 
roodels, weird animation,, and 
tndeniably blocky enwon­
menlS make a mixed bag 

> Sound: For some reason, lilt 
<JWI music appealed lo me 11 a 
VI/$'( OOSlalg,c W/1/ 

> Playability: h's just so <U 
and unbelievabtf rE!)etilive lhac 
I don'I know Wolf anyone wrud 
go lor more lhan a singje lwo­
hOU' sessoon 

> Entoruinmont Sla!ts off 
wel and dives down lrorn lhere 

> Roplay Value: low 

Second Opinion 5.25 

lcrud-youwilll 
desa.,iions ol lhe lruslrat-
11& brolen and cul aspeclS 
ol fij Mela! Alchemist. I 
crud Id you how~s 
IOO much meanilgl'5s 
leJl1. an IJllllieldr camera. 
and odious level~ 
I crud also Id you how 
1he cool IMlal coocept or 
Mn !he M1IM! mons1er 
desipl5 attnl emu;, ID 
5Mll' 1hepnefrom ils 
own faues. !Uyou don't 
need me ID tel you .. 
lhal. You just need to .... 
not to play or spend yow 
money on ii. and llllM!on 
ID somedq else bdle' 
de5erlilg al yow line 
and aaffllion - lite a Ou 
l'tt-Mll.LBI 

:• reviews 

PLAYSTATION 2 

The Getaway: 
Black Monday 

> STYU 1-l'l.AYERACTI0N > Pll8USHEI SONY COMPUTER ENTERTAINMENT AMERICA> DEVEi.OPEi TEAM SOHO 
> IIEUASE JANUARY 11 > ESB M 

BLOODY 'ELL! 

I 
f Guy Ritchie and Quentin 
Tarantino collaborated on 
a aime film, only to realize 
that they hated each oth­

er's guts halfway through film­
ing and wanted nothing more 
than to sabotage the project. a 
cinematic failure along the lines 
of The G&way-. Black Monday 
would likely be the result Amid 
hardhearted action sequences 
and vulgar cockney dialogue, 
the plot unfolds through flash­
backs, flashforwards, blurring 
time periods, and maybe even 
some wormhole-related anom­
alies. I applaud Team Soho's 
grand scope and attempt to 
bring ambitious storytelling 
to the video game front With 
beautifully animated and well­
acted sequences fueling every 
second of the story, it definitely 
feels rike an interactive motion 
picture. Sadly, it's also a bit 
hard to follow, and not nearly 
as gripping as Charlie Jolson's 
twisted mind games from the 
original entry in the series. 

Additionally, you never really 
get the impression that the 
three playable characters are 
connected to the events at 
hand. In the original title, you 
really got the sense that you 
knew who Mark Hammond 
was, and would go to any 
length to help him exact 
revenge on Jolson. In this 
entry, Seigeant Ben Mitchell's 
personality is paper thin, Eddie 
comes across as a cheap 
attempt to diversify the action 
with hand-to-hand combat 

and Sam's hard-edged ways 
just gnaw at your nerves. It 
is nice that you can alter the 
events at hand to bring about 
multiple endings, but as you 
can imagine, my disinterest 
with the plot to begin with 
didn't necessarily transition 
into the desire to see different 
outcomes. 

Without a truly engaging 
story to fall back on, it was 
up to Team Soho to create a 
thrilling gameplay experience. 
Sadly, the game is still firing 
blanks and driving on four 
flat tires. Team Soho did little 
to improve upon this series' 
shoddy gameplay. Targeting is 
still incredibly frustrating, your 
character movements are very 
mechanical, the vehide phys­
ics are painfully inaccurate, and 
although improved, the enemy 
Al is still prone to blindly 
running right into the barrel 
of your smoking gun. The 
changes or new additions that 
Team Soho has implemented 
are minimal at best The game 
now boasts a pause screen 
map system, you can fire a 
gun while driving, and motor­
cycles can be jacked. The 
game does have moments of 
brilliance, and I was impressed 
with the diversity of mis-
sions, but in an age where 
Grand Theft Auto continues 
to improve with each passing 
release, a mediocre Getaway 
sequel gets beat down in a 
bad, bad way.-REINER 

BOTTOM 7 
LINE 

> CNCept A hard-boiled British 
aime caper that ..u noo you 
scratch yoor head in tonfu-
sion OYer the plol lWIStS, and 
shake your fist OYer the shoddy 
gameplay 

> c.nphks: London's gorgeous 
details are diminished by the 
bumbling animations of ils 
ocrupanls 

> Soaad: The only a<ea of lilt 
game that doesn't have faults. 
The voite-acting and stare are 
perfect 

> Playmllily: Bollods! 

> Er-1 I I Veryambi­
bous, but also Vl/$'f disappointing 

> Replay Vlllle: Moderate 

Second Opinion 7 

As always. !he English are 
living in 1he past In keep­
ing ils bad talgeting and 
camera. as well as 1he 
awbad movement of ils 
charactffl, this pne has al 
1he tpCe ol lhe ~ ol 
England gelling drunk and 
strwinl! for pooods- just 
like 1he lir5t Ge!May. The 
simple and repeliive action 
is sharply conlra5ted by 
1he e,qJicit care JU in9o 
Mlythingfrom 1hestel­
lar~ ID 1he cin­
ematic ~ Allhough 
I like 1he philosophy behind 
1he HUD-less inl9faa, I 
ollen wanted a lillle more 
diredion cuing miRJns to 
con.,iernentlheimpfessM 
wide-q,en enviomms. 
Ible Brilannial-KATO 
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PLAYSTATI0N 2 

Ghost Recon 2 
> STYLE I -PIAYER ACTION (UP TO l~YER VIA ONLINE) > PUIUSIIEI UBISOFT 
> DEVB.OPBl RED STORM > IIEl£\5E NOVEMBER 30 > ESa T 

GHOST REJECT 

I applaud Ubisoft for trying something new by 
making the Xbox and PS2 versions of Ghost 
Recon 2 entirely different games. However, 
like most titles in the Tom Clancy shooter 

library, they simply don't feel that different 
Basically, if the Xbox version Ghost Recon 2 had a 
minor stroke and lost some of its motor skills, but 
could still function, you'd get this game. 

The typical Clancy squad-based shooter setup 
remains in place, but everything suffers from 
a lack of polish. Each level is as linear as could 
possibly be - you pretty much follow a set path 
to your objective in every level, with few (if any) 
alternate routes. Your squad has been reduced in 
size to three Al teammates, which is just as well, 
since they're about as useful as a one-legged 
man in an ass-kicking contest They're so vestigial 
that I didn't even notice they were gone when 
playing the occasional lone wolf missions. 

The linear missions and worthless squad Al 
were my biggest issues with this game, but those 
are just two instances of Ghost Recon 2's overall 
lack of polish. Character models are nice, but the 
environments are fairly barren and drab. Online 
options are scant, and the lack of co-op mode is 
completely weak. Hit detection feels slightly off, 
and the story is paper-thin. It lacks the original 
Ghost Recon's strategic focus, opting for a more 
straight-up action feel. Ye~ since it has the tradi­
tional Tom Clancy squad-based control scheme, 
it plays too slowly and feels too dunky to suc­
ceed as a run and gun shooter. Occupying a 
gray area between traditional and tactical shoot­
ers, Ghost Recon 2 attempts to bridge the gap 
between the two that results in a title which fails 
on both fronts.-JEREMY 
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BOTTOM 6 5 
LINE ■ 

>C--,t ~iheongJIOI 
Giost Recon and add a healihy 
dose olbomg 

> r.n,lia: Character models 
are good. boA !here's noching here 
you haYen'i seen before 

> s.-1: I suggest cranb,g a 
John Wiliams score whie play­
ing tlllS 10 add some eoemenl 
and drama 

>~The mruolsae 
Sll1)ler and ealll!J ihan lhe ~ 
Ill.( al ol lhe mmons ae FUBAA 

>-Er-I I I War1 Uhh! 
Vvliat ~ it good to,) Absolutely ... 
noehong! 

> lllplly v..: Moderately 
low 

Second Opinion 6 

<lDtll!allt2onthePS2 
isoneolfle bemr-loot­
qpne ID illP'Jll'on fie 
mnsole. lWorumtt, al of 
the~ locus was 
apparendron fie ph-
Q. because lhe aclion il5l!II 
1a1s apart on SMAI IMls. 
Parlmartt~ isflelad: 
of chmpoints- fail a nir 
5ion, and 'jOI/I hM ID llillt 
ii !Ml'. Add mwriad allllRJI 
fnSlalion5. bad mlsioll. 
and some of the~ 
Al !\'I! Mr seen, and GR 2 
sin1Jly doen' deMr. As for 
onine, 11 lel Voll one liq: 
SOCOMilain'l-AIMM 

PLAYSTATI0N 2 

Shadow of Rome 
> STYLE 1-PIAYER ACTlON > PUBLISHER CAPCOM > DEVELOPER CAPCOM > RELEASE FEBRUARY 8 > ESRB M 

SALVOS FOR SAVAGERY 

G 
enerally, games that try to 
bunch together multiple 
gameplay types fall prey 
to a handful of frequent 

issues - illogical control schemes, 
lad of depth in a partiaJlar gameplay 
mechanic, and/or unbalanced cool­
ness between the main characters. 
Capcom's Shadow of Rome still loses 
steam in certain areas because of 
these common pitfalls, but does do 
an exceptional job of avoiding them 
on most occasions. 

The premise, for those who haven't 
been following the title, is to set 
players in the time immediately fol­
lowing Julius Caesa(s assassination. 
Frequently, the game will switch back 
and forth between two characters: 
Caesa(s nephew Octavianus, who 
handles the stealth side because he's 
kind of a weenie, and Agrippa. This 
characte(s father has been accused 
of the murder and his mother was 
killed because of the scanclal. He 
has turned to the life of a gladiator in 
hopes of saving the father and aveng­
ing the mother. It's heady stuff, and 
the friendship between these two 
is the main reason that players will 
want so desperately to be success-
ful - we'd really like to make them 
both heroes. 

IMlile Octavianus' COllert portions of 
the gameplay mix wolk well enough, 
distracting the guards through 
whistles is never really a sure thin& 
and the level design doesn't really 
help to make these sections more 
compelling or rewarding. Most of 
the segments are a welcome relief 
from the intense action ( more on 
that later), but lack the finesse shown 
in the combat portions. Oimbing 
down from a box shouldn't require a 
hotspot-€nabled action button press. 

Overall, they aren't bad or broken, but 
they do suffer from some dull spots. 

IMlile Octavianus is creeping 
around, Agrippa (a military mus­
deman) is recruited as a gladiator. 
This is where the game soundly 
earns its mature rating. You will beat 
men to death with their own arms, 
you will burst heads like ripe melons, 
and when you've caused enough 
spewing blood, you will cheer for the 
crowd and they will shower you with 
affection. And all of that is mighty 
fun - not entirely because of the 
gore, but also because gladitorial 
combat is much more complicated 
than one would first guess. Simply 
beating enemies isn't the hardest part 
of a ~ appeasing the crowd and 
fueling their bloodlust is. With that in 
mind, Capcom developed the Salvo 
system, which rewards players and 
gauges the crowd's response by set­
ting certain moves at a higher value. 
More often than no~ it's much harder 
to entertain the morally bankrupt 
spectators than just survive. 

IMlile this is historically accurate, 
there are few games in memory that 
caused me such a moral dilemma. 
It's ab~ and the combat is a great 
balance between a wrestling and a 
fighting game, but I felt like a terrible 
human being. I guess that's the price 
you pay for being a gladiator.-USA 

BOTTOM 8 5 
LINE ■ 

> Concept M~ gladiatorial 
combal stealth action, and a 
quasi-historic look al ancienl 
Rome 

> Graphics: Really sharp and 
nicely colorful - charactl'IS pop 
off of ihe !O'een 

> Sound: The music ~ pretty 
subdued and I feel like rt could 
have made more impact during 
ihe gladia1or combal but the 
voice acting is generally good 

> Playability: Switching control 
schemes between gameplay 
lypes is done well, with each 
having their own quirts and 
strong poinlS 

> Ellttf1ainment: A blood­
spewing good time, ~ you ran 
bend your moral code a bit while 
you play 

> Replay Value: Modefate 

Second Opinion 8.5 

Beating toes wilh their own 
limbs ID the crowd's roar 
made MrY demellled at 
in my body scream wilh 
jov. Bta man camot ive on 
dealh alone. and Shadow's 
Sleallh is 1111 in ils own 
n;t.~.kiingthe 
weak and steal,ng from the 
dead in baale is your 1nJe 
!owe. The fact that weapons 
break makes Voll constanly 
~ your playing style. The 
phrase: "Don't mafle me 
break a sword off on your 
5' was coined in Rome 
many years.,. I WIUd 
le depth ~ character 
lff'idesand abelle'target­
ing system. lu then aeain 
Voll iln! jusl a glaliaa-you 
wl kif on command and 
vuu wl like il.-KRO 
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GAMECUBE 

Mario Party 6 
> STYlE I TO 4-l'IAYER BOARD > PUBLISHER NINTENDO > DEVB.OPER HUDSON SOFT 
> RELEASE DECEMBER 6 > ESRB E 

BORED WALK 

I t's not that Mario Party can't be a 
kick from time to time. But when 
the greatest fun and laughter 
you get from a game happens 

when you' re laughing at it, ( and not 
in the nice way, mind you), then 
somethings wrong. This installment is 
in several ways a step up from previ­
ous years, but the new gloss doesn't 
hide some of the glaring flaws that 
remain in the franchise, and I was left 
with a general sense of disconnection 
both from the game and the beloved 
characters within it 

The biggest change this year 
comes in the form of the micro­
phone, a packed-in peripheral that 
allows for a few unique game types. 
Unfortunately, several of these just 
aren't very much fun, requiring the 
logical functionality of a golden 
retriever in order to complete. 
Nonetheless, it can be pretty funny 
to see your friends shouting wildly at 
the characters on screen, even if the 
new minigames themselves aren't 
that great 

The other game types have seen 

a cursory overhaul, and party mode 
can be fun, but only if you have 
the full four players. Playing against 
the Al is tedious and boring in the 
extreme, as you' re forced to watch 
every last move they make on the 
board rather than getting on to your 
own actions. There are dozens of 
minigames packed away inside the 
game, which keeps the variety fresh. 
Unfortunately, several of them are 
won or lost on sheer dumb luck, and 
many others are kind of boring. The 
best of them are so inane and silly 
that they tend to elicit some laughter, 
and that can be good. 

The new Mario Party may be a 
decent choice for your game sessions 
with less experienced players, if for no 
other reason than the simplistic con­
trols should even the playing field for 
everyone. Still, I can't help but draw 
comparisons to that party your one 
friend throws every year. You know 
the one. Everyone feels compelled to 
show up, and it's nice to see some 
familiar faces, but no one's really 
having a very good time.-MILLER 

BOTTOM 6 25 LINE ■ 

> Concept Candyland-esque 
board game crammed v.ilh 
minigame blowouls. !his lime v.ilh 
the ad<iioo1 ol a microphone 

> GRphi<S: Brighi and colorful, 
the visua~ do justice to bolh the 
iconic characters and the recog­
nizable art style 

> Sound: Genre appropriale, but 
largely uninteresting 

> Playability: Simplistic lo 
a fault, although some of the 
minigames control quite poorly 

> Entertainment: Slightly less 
banal lhis year, but mostly more 
of the same 

> Replay Yaluo: Moderate 

Second Opinion 5 

Mario Party 6 has al the 
bl of talquns, .i-
ing pilliedly, and ah-
ing repediie i1mldes. 
~ -Mario Party and 
lcidlaeafewdlJdles, 
tu not in 1hat "l'Ml chums 
~ each Olhe!'s com­
pinf Wilf. k was more rA 
a ·fM'l&'!Uld butf point­
ing and lau;1ing al the 
kid who wears a cape to 
school· f you win a fWld 
rA Mario Party, you simptf 
feel ashamed of~ for 
being praised by a earne in 
no position to judge qual­
ity. -JOE 



MechAssault 2: Lone Wolf 
> STYLE I TO 4-PlAYER ACTION (UP TO 16-PlAYER VIA XBOX LM OR SYSTEM LINK) > PUBLISHER MICROSOFT c.MIE STUDIOS 

> DMLOPER DAY I STUDIOS> RELEASE DECEMBER 28 > ESRB T 

ROCK 'EM SOCK 'EM ROBOTS 

M 
echAssault was, in my opinion, the best 
Mech game of this console generation. 
MechAssault 2: Lone Wolf builds on 
this solid foundation by adding new 

gameplay features, vastly improved graphics, and 
new online functions. With so many dear improve­
ments, Lone Wolf is an even better game than the 
first. but also has a few flaws that the original didn't 

The biggest difference in Lone Wolf is that there 
are other types of vehicles to pilot besides giant 
robots. Besides Mechs, you'll control battle armor, 
tanks, and VTOLs over the course of the game. You 
can even get out of your vehide at any time during 
a mission and run around. All of the different vehide 
types control well, but the missions that require you 
to spend a lot of time on foot somewhat suck. My 
pilot character tended to stick to the environment a 
lot, leading to many deaths I couldn't avoid. 

These on-foot missions, as well as a few others, 
contributed a lot to the uneven difficulty level of the 
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campaign mode. 'Mlile I beat the game in about 
12 hours, much of my time was spent repeating a 
handful of tough stages scattered throughout the 
game, which made for some uneven pacing. 

Okay, now that I've covered what I didn't like 
about Lone Wolf, I can move on to what I loved 
about it The core gameplay is just as fun as the first, 
and I really liked the variety of missions. I personally 
found the tank levels especially enjoyable - using 
its cannon as a sniper rifle will never get old. The 
ability to switch vehides really emphasizes the scale 
of the Mechs - much more so than in the first 
title, I felt like I was piloting an unstoppable engine 
of destruction. The inclusion of both new and old 
Mechs makes for a good selection of the giant war 
machines. 

The addition of a couple of dassic boss battles is 
also a really nice touch. The final boss is one of the 
coolest-looking foes I've faced in a long time, and 
overall the graphics are great Both the Mechs and 

" ... deserves the huge 
following it will 
certainly develop." 

environments are much more detailed than in the 
first game (although there are some heavy draw dis­
tance issues), and the cutscenes look fantastic. The 
soundtrack is really fitting, and the story is engaging, 
while a bit sparse. 

Of course, online play is a huge part of the 
MechAssault franchise, and in this arena Lone Wolf 
certainly doesn't disappoint It plays much like the 
first title's online mode, although the new vehide 
types add a lot of flexibility within individual maps. 
It's fast and frantic to the point where it can be dif­
ficult to formulate a strategy, but seldom frustrating. 
The new vehicle types have allowed for some inter­
esting game types and maps, so Lone Wolfs online 
play really offers something for everyone. Conquest 
mode, in which different teams vie for control of 
the solar system in a persistent war, will no doubt 
become one of the biggest draws on Xbox Live. 

'Mlile some of MechAssault 2's new features 
came with unexpected side effects, Day 1 must 
be applauded for doing so much with this sequel. 
Despite its flaws, Lone Wolf is a terrific game 
that deserves the huge following it will certainly 
develop.-JEREMY 

BOIIOM 9 25 
1 INE ■ 

> Concept: Destroy eve,ything 
!hat moves in a gianl robot or 
other vehicle. When yo1l're done 
Wl1h ihaL deslroy others onlme 

> Gl'lphia: The Mechs loolt 
greaL ihe CUllCenes amaze, and 
blO'Mng lhings up looks 1ust swell 

> Sound: Throw ihe horns up 
l01 some rooin' metal and ihe 
soolh1ng sounds of lutunstK war 

> Play1blffty: It's ,_ been 
eas,er to ram homfic destrucoon 
dov,n upcm your foes 

> Entertainment: GianL heavily 
armed robots plus online play 
equa~ a Ion of fun 

> Rtplr/ Vllue: High 

Second Opinion 8. 75 

No one does rampant 
destrudion Qlile like a Mech 
Warrior. '-5 a '9 lolow 
up 10 a stelar garne, l.onf 
Wol is no eaplion to 1he 
RR. I offers some al 1he 
most~ deslludion 
and particle elllds ~ 
--anywheie. 
TheOIISClml chaos is R­
mendous in scope. and 
clemolislqM!ydq in 
yow palh is calhar1ic on a 
proloood lewl ni.'svbf I 
have somelhing al a major 
wipe wilh 1he on-fool sec­
lions d lhe ~ 
pne.Vttlieuulfsholt. 
!hey take-V what I lb 
most alw the series - that 
~-cl 
power. Also. an inordinale 
amollllddistilufog 
1hrou;1cu Gjs some 
al the~ eamert. 
There's also somellq al 
an UllMll dilliaiyane 
as you play, wilh !Mis hop­
scotclq back and forth 
belween ,., hard and 
super at, 1M overall the 
~modeiseal­
ln.~11111e15 
shcud be eenei,, pleased 
wilh the new inncMllions in 
lheirdepnner1.Swikhirlg 
vehicles adds a strpriq 
• al ll!amwork and Slrat­
er,, and lhe mrpaclic 
Conquest mode is hi&HY 
adcicM- proving lhelts 
more 1han one reason 10 
Rtl h I.Ne this winter. 
- MIUER 





Star Wars Knights of the Old 
Republic II: The Sith Lords 

Listed below are a handful of hate-filled responses that your 
character can make. As you can probably guess. those on 
the receMOg end are never pleased wrth the tone you take. 

> "Your 'Nd fftlin( Is ping to be rep!Ked by 
blilldillc,. if yeu doa't be quiet" 

> "If yeu Uft lllythillc else IIHless to say in Ille 
lubn. llftp it to younelf." 

> STYU 1 -PIAYER ROl.fi'IAYlNG GM4E > PUBLISHER LUCASARTS > DMl.OPER OBSIDIAN ENTERTAINMENT 
> RELEASE DECEMBER 6 > ESRB T > "Wllell llley find yoow body, llley'II Uft to -

you bldl tocethff for your '-nl" 
LONG LIVE THE SITH 

S mug Statement: The Sith Lords is smart. 
deep, dark. and stands as the best thing to 
happen to Star Wars since Timothy Zahn 
penned the extraordinary Heir to the Empire 

trilogy. Much like a Padawan learning the ways of the 
Force from a Jedi Master, Obsidian Entertainment 
has embraced the teachings of BioWare, built upon 
the original formula, and forged a powerful sequel 
that will take your breath away faster than Vader 
ever could. 

In the five years that have passed since the 
fall of Lord Malak, the Dark Side of the Force has 
spread across the galaxy like a disease. Sith Lord 
attacks have devastated the Old Republic, and the 
Jedi guardians are on the verge of extinction. The 
Republic's only hope of survival lies within your 
uncertain hands. Awakening in a battle-damaged 
vessel that is spinning uncontrollably through an 
asteroid field, you have no recollection of your past, 
yet you can feel the Force flowing through your 
veins. Will you side with the Republic and battle the 
Sith scourge? Or will you fade into darkness and let 
evil reign? 

This compelling introduction pulls you into the 
plo~ keeping you completely transfixed as you tip 
the scales between the light and dark and scour the 
cosmos for dues that will unearth your enigmatic 
past The tale is paced to perfection and never 
once feels like it is making unnecessary detours to 
lengthen the experience. 
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From HK--47's amusing "droid prejudice• banter 
to Kreia's ayptic messages, the game is overflowing 
with fascinating personalities and some of the most 
believable character.; to ever be brought to life in 
a game. Again, pacing is used expertly to develop 
relationships with the player. As the plot unfolds, 
you'll be forced to decide who to trust. who to keep 
close, and who to keep a watchful efe on When 
you communicate with your allies, your choice of 
words will affect your standing with them. If you 
have a high enough influence over them, they may 
open up to you and follow your ways (be it light 
or dark). 

The game also dives deeper into Star Wars lore as 
it utilizes a much wider selection of alien species, 
weapons, and gear, as well as planets that we really 
haven't seen much of in the movies or games. 
Obsidian can also be commended for creating not 
one, but two of the most fearsome and awe-inspir­
ing nemeses in the Star Wars universe. Discovering 
who these Sith Lords are is another of the games 
exciting mysteries. 

On the gameplay Iron~ Obsidian stuck to the 
formula of the original game, but has built upon it 
with little aclditions and subtle tweaks. Of course, 
this still means that your supporting party will blindly 
run over a dearly visible mine, load bmes are just 
as extensive, some of the loose ends in the plot 
are not tied up (what's up with the HK droids?), 
and slowdown occurs when too many characters 

> "TH not tiae - c.lls me I Jedi, they'll be 
lylnc in I pool of lllelr own blood.· 

> "I kill who I want. when I want" 

engage 1n battle. In short it still has its annoyances, 
yet the new material more than makes up for them. 
As you engage in conversahon, you can now tap 
into your skills to add a new level of persuasion. 
For instance, if your character is knowledgeable to 
the subject matter, you may be prompted with an 
awareness option. Another interesting addition is 
the ability to break down items into components 
that you can tum around and use to create a wide 
variety of things. 

The missions that you'll undertake are just as 
varied, and the consequences to your actions can 
be just as cataclysmic. A raised level cap won't 
stunt your characters growth this time around, 
and the variety that stems from the new character 
interactions only heightens the reasons to play this 
game numerous times. Many of the visuals are 
a bit underwhelming. but the detail in the facial 
modeling is much more defined, and you won't see 
as many unintentional identical twins throughout 
your journey. 

It's almost impossible to deny the charms that 
emerge from this title's expertly crafted story and 
unbound freedom. The Sith Lords is a crowning 
accomplishment for video games and one of the 
finest Star Wars stories ever told.-REINER 

■ Anakin Skywolk~r 
1s not only the most 
powerful Jedi in the 
unrve-rse. he's 11lso the 
inventor of the galaxy's 
favorite extreme sport. 
Bug Surfing! 

BOTTOM 9 25 
LINE ■ 

> Concept A Star Wars mystery 
set IO the old bmeS that offers up 
a fanlaSbc !IOf"/ and rolei>laY-
ing bbss 

> Graphi<s: Better facial models, 
l>lf the l!fMroomenlS are still 
bland and sloMlowr1 does ocrur 

> Sound: The SCOl'e fils perfectly 
no Star Wi!IS canon. and the 
character dialogue II some of the 
best to date 

> Playability: The same engine 
with a few enhancements around 
the edges. Influencing characters 
and making items are dooe well 

> Entertainment: Yoo abso­
lutely have to play d twire to see 
where the !IOf"/ goes for light 
and daft 

> Rtplay Value: High 

Second Opinion 9 

The c.al ol The Silh lords 
11iT1)0S5i>le1Dresist. 
Embraong the dart side. 
ltwl5tedanapprenticeto 
mycom4)1~polaed 
the Force with senseless 
slaughter, and was told by 
my loyal HK umt that I was 
like ·a delightful random 
cndy generalllf." Even 
more than its predecessor, 
The Silh Lords provides 
amless Ol)pOl1uooes lor 
playffi to rel/el ll the alter­
malh ol their own choices. 
~ .anyone'MlO 
said that Obsidian cwc1n, 
IM! up to the standards set 
by BioWare's Ml inslal­
ment shood be S1IAmg 
their mcxAhs UI ol Bantlia 
fodder n;1l alw now. 
[,,,efye,ery-.uya5pe(tol 
l<OTOR hasaduatt been 
irnprowed through e,,parlded 
cialogl,e options. tons ol 
~ variables. 
and a more ensaging SlllfY. 
Honeslly, I want to give this 
game an e-;en higher score. 
bli I 11151 canl ~ the 
~ ol technical prob­
lens (lie paffilding and 
balde glitches) and certall 
key pki poiri OfTl55IOllS. 
Rieaarcless. despilr the 
iq)erledlo,15- The Silh lords 
aushesthelftllle~ 
ol any other RPG ol 2004 
- JOE 



XBOX 

Gungriffon: Allied Strike 
> STYU I-ruYER ACTION (UP TO 8-PIAYER I/IA XBOX lM) > PUBLISHER TECMO > D£VROPER GAME ARTS 
> REUASE DECEMBER 14 > ESRB T 

LACKING POLISH 

I play a lot of mech games. 
I like the more strategy­
based offerings just as 
much as the titles that 

are all about an enjoyable 
mindless scrap. Allied Strike 
purports to be both, but isn't 
really either. Instead, it feels like 
a war machine that is too far 
behind the times, and it gets 
blown away by its competi-
tors before it can even begin 
the battle. 

The first feature that will 
strike you as off-kilter about 
Gungriffon is the visuals. 
There's a vague sort of blur 
about them that makes it 
seem like you're looking 
through a mesh screen. 
Everything looks flat and col­
orless. The next thing you'll 
discover is that you don't know 
what the heck you're doing. 
There's no semblance of a 
Moria! to give you any guid­
ance, so you're left to learn 
the controls on your own. 
Without any story introduc-
tion and very little in-game 
dialogue, you're left to wonder 
why you're fighting and whom 
you're fighting against There 
are a bevy of weapons, mechs, 
and other customizations to 

explore, but it's never dear 
what should work best in any 
given situation. Consequently, 
your first hours with the game 
end up being a guess and 
check period filled with much 
cursing, foot stomping, and 
gnashing of teeth. 

I have to admit to being a 
fan of switching between first­
and third-person views on 
the fly. I also appreciated that 
the enemy Al seemed intel­
ligent enough to try and flank 
me from time to time, but 
my ally Al would often dive 
in way over its head and get 
destroyed quickly, which was 
annoying. Online multiplayer 
is a worthwhile addition to 
the series, and I was glad 
to see it present If enough 
people end up playing, there 
could be some rewarding 
strategy/action gaming to be 
found. However, I can't help 
but condude that there's too 
little innovation and produc­
tion value to really make that 
a genuine option, particularly 
when there are some other 
mech games of signific.antly 
higher quality available on the 
console.-MIUER 

BOTTOM 6 
LINE 

> c-.pt The lned and 1rue 
model of med1 combat 11 a post­
apoolypt,c future 
> ~: Remarubly drab 
~ lhe console l's nmr,g 
on. Cobs a,e washed ru and 
weapor, effects a,e ~ 
> Sound: Poor balancing of 
l11U5I( and soood effects males 
it seem like yo,/re heamg 
eve,Y1fq from a dislance 01 

lhrouw, • IIA>e. tu some of lhe 
e,q>losior,sa<e~ 
> Playlbility: w~ 1oo many 
opt1011S ri;t ru of lhe pe and 
no~ 10 e,pla,l them lead 
10 SMlai hous of frustrabng tnal 
and emir 

> Enteruinmont: For med1 
fans that want • lilste of tacllcs 
with lhe,r e,plosaor,s. lhere rnglt 
be somedw1g WOl1hl'He here. 
but most players wil be e,ther 
dumbloooded 01 bored 
> Roplly Value: Moderately 
low 

Second Op1mon S 

\\tl!rl lamlwilh lhe deo­
sion d piolilg a HiWt Mac in 
Gl.npilon.crspei11qjust 
as rrudl money oo a sad 
d Big Mac's at McDonald's. 
pllmf is~ lhe-, 
" go. s..e you1 probillll, 
spend mastdh "9t 
luldledCMJ1t>i!tlu 
atlelstyou11111,11Mh 
miser,lhlllispnedew­
ffl eldied 11,oi.-nnl 
tor al cl mrily. c:eitan,, 
IIMhowh~l'IS 
Wld.lu"'-'slieem­
med? The n&ions ft 
inadl>f cl4111d 'Mff am 
I blllq lhese me in lhe 
irstpm?W-lhehell 
rs lhe fa(I rs IIIMlwft 
t>bfbllllSiqilriu. 
lisrdlaiswiylftlw­
lCl!llllitdhlJlllilvllll 
wtvtamet>eipel!lrom 
Teano.-RBNER 

XBOX 

Oddworld 
Stranger's Wrath 

:- reviews 

> STYU 1-l'IAYERACllON > ..-.ISIB ELKTRONIC ARTS > IIEVBOPII OOOYIORI.0 INHABIWITS 
> IIBEA5E JANUARY 2S > ESII T 

ORIGINALITY CAN GO A LONG WAY 

A 
stunning and exqur­
sitely realized mas­
terpiece that delivers 
a gaming experience 

unlike arry that we've seen 
before, Stranger's 'Math 
rekindles the artlStic: aDure of 
Oddwood's prelllOUS works, 
and IS truly visionary 1n rts deliv­
ery of gameplay. Once you set 
foot in this imagtnatJve world, 
you won't want to leave it 

Players assume the identity 
of the Stranger; a drifter turned 
bounty hunter that hides a 
secret that requires a specific. 
yet unrevealed, surgical pro­
cedure costing twenty grand. 
IMth each cnm1nal that you 
bring to justice, you11 inch 
closer to this goal - a goal that 
leads to a shocking twist in the 
game. I gasped when I found 
out exactly what the Stranger 
was hiding, 

Leading up to this point. 
the ma)Olity of your time is 
spent chasing down wanted 
aiminals. By communteating 
with villagers via a streamlined 
Gamespeak system, playets 
will learn the locatJon of their 
targets. among other amUSlng 
things. The new Gamespeak 
interface is not as complex as rt 
has been rn prelllOUS Oddworld 
titles - rt oo.v requires just one 
button press - but it IS Just 
as humorous. I was often in 
tears CNer some of the things 
that were being said between 
Stranger and the inhabitants of 
this crazy wood. 

··~ 

As remarkable as the presen­
tation is, the true star of this 
title is gameplay. I was blown 
-.ry by the game's ability to 
seamlessly transition between 
frenzied FPS and harrow-
ing third-person platforming, 
Oddworld has also created 
a highly innovative ammo 
system Not only are you using 
wildlife as iive• ammo, you 
aaually have to scour your sur­
roundings and hunt for more 
munitions. The ammo that 
you unload produces a variety 
of results. Firing a Bolamite 
at a foe will tie them up in 
Stldcy webbing. Stunlcz scent 
wlil make anyone near it gag. 
Boombats explode. And the 
Chippunk is just so dam cute 
that enemies will go to any 
length to squish it Boss fiitits 
are demanding of different 
strategies, and even the way 
that the health system is man­
aged is a complete departure 
from what we are accustomed 
to, as you shake off damage 
ike a wet dog does water. All 
told, the gameplay package is 
creative. fun, and the perfect fit 
for an Oddworld game. 

~ you are of the belief that 
you've seen everything that 
video games have to offer, 
getting to kncMI the Stranger 
will make you realize that 
we haven't even begun to 
scratch the surface of what 
can be done 1n game develop­
ment-lEINU 

-·· ..................... ,.... ............ __ ,........._ 

BOTTOM 9 
LINE 

>{.-..,e: OddwilltdjUStgol 
odder ... but in a very pleas­
ing way 
> Gnflrb: Therl!"s a lllde «aw 
11, tu it c1oesn, lake MIi( from 
lhe ~ of !he "5laS 
and lhe aeallns that mab,t 
lhe land 
> 5-..: 'lou1 be hard-pressed 
to find better charade, voas in 
a pile. The somiJacl: IS also 
a perfecl ff. and heamg yoor 
anrno lake jabs at you IS ltJ5I llal 
<Mil.my 
>...,..ay: Ex!ls11bolh 
ml· and llw6-persoo. The ong,'­
nal idtAS that ate applied to boss 
fit,15, anrno, and healing ate 

rnwtY.,..iressive 
> EIILt I 1 Gerune 
and ~ satl5ly,ng. this 
IS an adventu-e that everyone 
hastotat.e 
>....., 1111N: Moderately 
High 

Sl'cond Opmron 9 

lhelearelewsenesas'ltt 
manaralllt as Oddllodd 
n.rs.,,rmmCM!jowed 
lllllisdramlliccl!pnft 
inpneplrf.!lllnai­
• ti haldCII tolieinlm­
illle llJP'llll d-.ellndile. 
llpmiolalailr-• 
nctsoulllesocillcan­
menaylllid1P9D1S 
lmdapdlllilt.._ 
The-ldionandaintlilt 
rsSll!k,CJlail-.e91111dt­
etaintinlliancltild-and 
~ ........ lw 
8ltlllRlftll.~ 
melds int> .. .-ice 
htt.-lllUllllld 
IIMMI-Flmf.= ... and Clliaulfr 
5rq!l'sWallrs11111ed 
..-qui11r111r111111c­
...,c-.ibL ---GAME INFORMER 121 
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World of Warcraft 
> STYLE MASSMIY MULTIP!AYER ONLINE ROLE-l'IAYlNG GAME> PUBLISHER BLIZZARD ENTERTAINMENT 
> ll£VELOPER BLIZ1ARD ENTERTAINMENT> REUASE NOVEMBER 23 > ESRB T 

WHAT A WONDERFUL WORLD IT IS 

H 
aving had the privilege of playing in the 
World of Warcraft beta for the last several 
months and logging several days playing in 
the retail version, I feel qualified to say this 

to all the haters and the doubters: You are wrong. 
Blizzard has done it again, succeeding in epic fashion 
to craft a title that once again makes me fear for my 
social life. Though WoW doesn't radically differ from 
the tried-and-true MMORPG formula, the subtle 
tweaks, additions, and special layer of Blizzard polish 
make it an amazing and fresh experience. 

From the moment you log in to WoW, it draws you 
in and keeps you enthralled with its endless conten~ 
entertaining comba~ and delightful presentation. 
Perhaps the single thing that makes adventur-
ing and crafting in WoW so captivating is the way 
that you can choose your own pace and style of 
play. Whether you are popping in for half an hour 
before dinner or pulling a 16-hour power session 
on the weekend, you'll be able to find something 
to do, accomplish i~ and feel like you actually got 
somewhere. This has largely to do with the quest 
system - throughout my playtime, I was on a variety 
of quests, ranging from simple delivery to intense 
dungeon crawls. Unless you're trying to get a crew 
together to do something very specific and all of 
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your friends are offline, it's awfully unlikely that 
you'll be sitting in town looking for a group like 
some other MMOs are infamous for. 

The sights of the world of Warcraft are any­
where from grandiose to chilling to simply beauti-
ful. While the Forsaken (my race of choice) battle 
to keep the evil Scourge and do-gooder humans 
from eradicating their fledgling undead society in 
the corrupted Tirisfal Glades, the night elves work 
ceaselessly to purify the towering forests of Kalimdor 
of the aftermath of the great war against the Burning 
Legion. These struggles are epic. and the way that 
they are presented hammers the point home. Also, 
the world is drawn in the slightly off-kilter Warcraft 
style, which lends that extra little immersive touch. 
Though WoW doesn't sport the sheer bleeding-edge 
technology of EverQuest 11, it nonetheless is one of 
the best-looking games I've ever played. Plus, this 
allows WoW to run acceptably on even low- to mid­
end machines. 

WoW also does many more things that almost 
completely remove the tedium and "grinding" com­
monly associated with the genre. Tradeskills are 
easy to learn, simple to use, and allow you to craft 
useful items. Combat is fast and fluid, with little "sit 
on auto-attack until the monster is dead' going on. 

Travel times are not bad at all, since all of the towns 
and cities are linked by quick transit Basically, noth­
ing ever feels like a timesink that's just there to keep 
you playing and paying the monthly fee. It really says 
something when I've yet to be bored or annoyed 
for a single moment after playing an MMORPG for 
weeks. 

Some people have been afraid that WoW sacri­
fices its long-term appeal in favor of ease of use, 
much like the way certain folks think of City of 
Heroes. To this criticism, I say humbug. WoW offers 
both depth and breadth of content for players to 
experience, and I seriously can't imagine anyone 
getting bored with the game before the inevitable 
expansion comes out. Between tradeskills, questin& 
explorin& high-level dungeons, and player-vs-player 
comba~ there is so much to do in WoW that it 
seems silly to think that there's not enough content 
What really blows my mind, though, is that it's all 
fun. This truly is the best online role-playing game to 
date. Now if you'll excuse me, I have to defend my 
people from a filthy human invasion.-ADAM 

BOTTOM 9 5 
LINE ■ 

> Concept: Perteet the model 
that EverQuest made popu~r 

> Graphics: Colorful. diverse, 
and a gorgeous fit fo, the 
Waraalt universe 

> Sound: Mood music. thunder­
ing effects, and limned Waraalt 
3-style voices make a rich 
environment 

> Playability: The default user 
interface has its limnations, but 
thefe are already wondertul 
mods out lo, n 
> Entertainment: Simply the 
best. most polished, and flat-out 
fun MMORPG to date 

> Replay Val~ : High 

Blizzard didn' do l lirst, 1M 
1hey\<e eland lhe best. 
\We roost of lhe standard 
rna55M!lyndiplayercon­
\fflions are in plare. al of 
lhe non-fun fat has been 
trimmed -,, leaving 
behind a wholly trique and 
absorbing eiiperience that 
is sindaneouslysin1)1e. 
deep, and inaedi>lyq;lt 
ill- The aa,ne's acn,nym 
ol'WdN'maybelhefirsl 
word that escapes yoor 
nruh when you emerge 
d>lhegorseousartislic 
beuy of Azerodl lhe epic 
pldeur of !he seaing 
combines Mil Clll1linualtf 
entertaining aelivity. You 
never feel bored or disin­
terested . Every tum of lhe 
mner brings a new~ 
Sllllld. batJle, or wonder. 
Combining many of lhe best 
qualities of Bmanl's former 
games. along Mil lhe finest 
~ of MMOs, Wodd of 
warcratt's only major fut 
is thaU may make plrM 
~ lima • seem lie 
a chore. l's~~ 
phenomenal as~ dct, sets 
a new h9i ba-lorlhe aenre­
- MUER 
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EverQuest II 
> STYLE MASSMLY MULTIPI.AYER ONLINE ROLE-PI.AVTNG GMIE > PUBLISHER SONY ONLINE 
ENTERTAINMENT> DEVELOPER SONY ONLINE ENTERTAINMENT> RELEASE NOVEMBER 8 
> ESRB T 

THE RETURN OF EVERCRACK 

A 
s a long time fan of the original, I went into 
this game expecting a lot Unfortunately, 
I walked away from my experience with 
EverQuest 11 with both excitement and a 

little bit of disappointment 
Obviously, the game is impressive graphically. 

Especially the animations of the characters, particu­
larly in battle where the avatars unleash a dance of 
death that far exceeds anything you would expect 
from an MMORPG. Combine the awesome looks 
with the thousands of hours of voiceover work, and 
Norrath comes to life like never before (though, at 
times, it does feel a tad bit too renaissance festival 
for my tastes, but it's good nonetheless). 

In fact, I was giddy for my first four or five hours 
with the game as I worked my way through the 
training isle. At this poin~ I was convinced that Sony 
had learned from some of its previous mistakes and 
had a created a game that was not only deep, but 
easy to get into and not so much of a grind, but an 
adventure. 

Unfortunately, this excitement was short-lived. The 
game design quickly reverts to classic EQ once you 
choose your home city and the game truly begins. 
Over the next 20 hours, EQ 11 had me killing vennin 
i~ droves and basically wishing that I was playing 

any game other than 
this. In fact, I was so 
distraught I was ready to 
call it quits. 

Then it happened. I 
hit level 10 and I finally 
got to choose my class 
(this begins with the 
player as one of four archetypes, which lead to dif­
ferent classes, then eventually at level 20 to a sub­
class), and the game finally showed me what it had 
to offer. Yes, I'm a little annoyed that it took this long 
to get into, and shame on EQ 11's level designers for 
making it so difficult to get into, but once the flood 
gates open, it hits you with a tide of fun. 

Most impressive of which is the ingenious Heroic 
Opportunities gameplay mechanic. Basically, it's a 
combo system, which gives the player something to 
pay attention to during combat Start an Opportunity 
solo and various actions flash on screen that you 
can link to unleash different attacks or effects. Do it 
in a group, and it moves from class to class, letting 
the players feed off each other to create devastating 
feats. It's surprisingly fun, and lets good groups be 
great, and bad groups ... well, playing with crappy 
players is never a joy. 

For the most part, EQ 11 is impressive and really 
rights a lot of wrongs from the original, but at the 
same time, many of the gripes from the previous 
game quickly surface. Basically, EQ 11 is a game 
where grouping makes all the difference in the 
world. Sure, mobs are labeled for groups or solo, 
and soloing is definitely possible, but that doesn't 
mean that it's all that fun. 

If you have the time, EverQuest 11 is, in my opin­
ion, the best group-orientated MMORPG on the 
market Its one major drawback being that it still 
requires a serious commitment of time to experi­
ence the game the way it was intended. 'Mlile other 
games like World Of Warcraft went out and made 
an everyman's MMO, EQ stuck to its guns and 
made another grinder that didn't go out of its way to 
make it easy to play for those just looking for a quick 
and fun adventure.-ANDY 

BOTTOM 8 5 
I IN[ ■ 

>c-ept: Revisitthev.oodof 
Norrath with improved graphics 
and interface 
> Graphics: For all the graphical 
effects, the look ~ a tad bland, 
but the animations are spec· 
taaAar 

> Sound: Unbelievable amounts 
of voice-over bring the game 
to life 

> ~lily: The new Heroic 
Opportunities give the game a 
fantastic and engaging new play 
mechanic 

> EnlemiMWK You can and 
wil spend months in th~ game 
ooce you get past its rather slow 
beginning 

&IIQualalllS .... ........... -........... 
........ al .. ~-..... .. ..... ...... 
I ... ,au cul,.., .. 
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nat ftll cu dfqllll do, 
... ., ...... 11111 ...... 
• ., ...... 1111ti.. 
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nmd1111B1q. slik 
llldpllferillnllioll• 
-•naii,11e,..­
blfml,OUC111 ..., .. 
•roun•wau ----~ •·"·--· dMlm'G ...... lht 
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....... hRMr 
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GAME BOY ADVANCE 

The Legend of Zelda: 
The Minish Cap 
> STYU I-PLAYER ACTION/ADVENTURE > PUB USHER NINTENDO > DMLOPER CAPCOM 
> RELEASE JANUARY 10 > ESRB E 

SMALL HERO, BIG ADVENTURE 

T 
here's always been a certain magic to Zelda 
games. The classic formula should have 
gotten old by now, but it hasn't Perhaps it's 
because we all identify on some level with 

this shy, unlikely hero. Maybe the games remind us 
of our own childhood. Or perhaps these titles are 
consistently of such high quality that we can't help 
but love them. Regardless, The Minish cap succeeds 
in all these ways - simultaneously embracing its 
links to the past while offering numerous innovations 
that keep gameplay fresh, exciting. and a true joy 
to play. 

The greatest of these novel concepts is the ability 
to transform from normal size down to the diminu­
tive form of the Minish, a race of tiny people living 
right under the noses of the humans. This opens 
up entirely new realms of gameplay, as puules 
and even combat must be accomplished in differ­
ent ways. When miniaturized, the smallest puddle 
becomes a deep lake, and the most mundane crea­
tures become monstrous foes. 

There's a new item called the Gust Jar that allows 
you to suck up obstacles and enemies before blow­
ing them back out in a burst of air. It's one of the 
cooler new power-up items I've encountered in any 
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of the Zelda games, and 
adds yet another level 
of complexity to how you 
play. Another new ability 
allows Link to double himself, 
creating a ghostly after-image 
that mirrors his moves for a brief 
time. As you might imagine, this 
results in some clever and unique 
brainteasers that are a nod to the 
recent Four Swords games. In all these 
ways, the game challenges you to think in 
multiple dimensions and carefully remem­
ber details on your journey. A large cast of 
characters fleshes out the land of Hyrule, and 
monsters both large and small await your blade. 
To further connect you to the world's people, you 
will now collect items called Kinstones - broken 
halves of coin-like objects that can be fused with 
the Kinstones that other characters in the world 
have collected. By doing so, you'll open up portals, 
treasure chests, and secret doors all over the map. 
It's an addictive side quest that serves as a worthy 
compliment to the main adventure. 

One of my few complaints is that while the 

puules in the game are uniformly challenging. 
some of the combat is easier than I might have 
liked, especially against the bosses, who were often 
one-trick ponies requiring minimal skill. Even so, the 
fights are satisfying in their simplicity, and you have 
access to all the familiar weapons and techniques, 
including the boomerang. spin attack, and bow. The 
old and new features combine to make a game that 
feels both true to the Zelda heritage while offering 
an entirely unique experience. 

But more than any of this, the game charms you 
with its stalwart hero. This silent little boy with ruf­
fled, messy hair is faced with seemingly insurmount­
able odds. Through him, the game establishes a 
hero whose pure heart and will are cariying him 
forward. All the elements of The Minish cap ( even 
its presence on the GBA) contribute to the idea of 
a tiny force for good that strives to triumph against 
a huge evil. It's a classic adventure that more than 
lives up to the legacy of a classic series. - MILLER 

> Concept: The 1ime-hono,ed 
Zelda Jale relold in yel another 
new form 
> Graphks: Moong ihe famibar 
images of p<MXlS Zelda games 
wrth humornus and dela11ed new 
character designs resuhs in an 
impressive success for ihe GBA 
> Sound: Some of ihe most 
memorable and recognizable 
Junes 1n gaming sound great 
even on lhose little GBA speakers 
> Playability: Respons,ve and 
lle:oble wrth a nearly perfect 
leammg rurve that moves from 
~mple to challenging 

> Entel'tainment: Like many of 
its predecessors - a true classic 
> Replay Value: Moderate 

There's a bord sitting on my 
heid, rm no larger than a 
toenail dipping. and rve 
been !luck on lhe same 
puzzle fol lhe laSI fine 
hotn Long 5IOly 5hort. 
rm hawlg lhe time of my 
life. For any ol you who 
played lhe remarkable Super 
Niltendo 1ide A Link to lhe 
Past, The Milish Cap 1MII 
bring a tear to your eye. This 
is dassic Zelda gameplay 
Ill al ils ~ -The fOUIT1ev 
is a tad easy for my lilung 
~ fights are a breeze), 
but I can1 get enough of lhe 
creative puzzles and new 
eadgets. Shrinking in ~ 
to a two-pixel speck is not 
only hilarious, it's one of the 
most compelling concepts 
that lhe series has offered 14) 

in a long time. Minigames 
are also in ~ abundance, 
il1CI you can collect CNf.f 130 
<iflerent figlmes that shed 
some ~ on the charadl!ls 
in 111e l'«>r1d (>Wlidl am~ 
pens to be one of lll'flavor· 
ire aspects of Vmd Waker). 
From ils stuMing \'islials to 
ils gameplay fineR, The 
Minish Cap is anolher har­
rowing lfylue adwerm 
that yuu1 remember fol a 
lielime. -REINER 



HANDHELD QUICKIES 
The Urbz: Sims in the City IISmJI 
> STYU I-PLAYER ACTION > PUBLISHER ELECTRONIC ARTS > DMLOPER GRIPTONITE GAMES > RELEASE NOVEMBER 10 > ESRB E 

You know those teen movies where the obviously attractive girl is deverly hidden behind 
baggy clothes and glasses until the popular chicks dress her up so everyone in school can 
appreciate her true beauty? With the handheld Urbz titles, it's like the GBA version is the 
heroine at the beginning of the movie, and the DS version is the one at the end. Sure, all the 
ingredients for a rewarding experience are there from the start, but by the dimactic conclu­
sion on a whole new handheld system, the DS version walks away prettier, smoother, and 
more ... um, interactive. The occasional control wonkyness is the one new negative, which 
is counteracted by the added minigames and location (Splicer Island), so I'm giving the ver­
sions the same score.-LISA 

Need for Speed Underground 2 111111 
> STYU I OR 2-PLAYER RACING > PUBLISHER ELECTRONIC ARTS> DMLOPER POCKETEERS > RELEASE NOVEMBER 15 > ESRB E 

I would love to give this game some bonus points for technical wizardry, of which it displays 
quite a lot but ninja coding does not a fun game make. Instead, this is a pockmark on the 
face of driving games everywhere. Because of the extremely bizarre physics, the drift and 
drag modes are the only ones that feel even remotely predictable, except that it says I'm pull­
ing a 300-foot serpentine drift at 95 miles per hour - that seems dose to reality, right? Well, 
it doesn\ and this weird ass-end swing out makes circuit racing all but impossible until you 
re-learn the concepts of physics, weight distribution, and even gravity. Little touches are there, 
but this is a package that overall, should be Bondo-ed, buried, and left for future generations 
to get a chuckle out of.-LISA 

Fear Factor: Unleashed 11111111 
> STYLE I TO &PLAYER ACTION > PUBLISHER ARUSH ENTERTAINMENT > DMLOPER DIGITAi. CONCEPTS STUDIOS > RELEASE NOVEMBER 17 > ESRB T 

In real life, eating a bowl of cockroaches or jumping between moving helicopters might be 
excused as spontaneous eccentricities of being young. In Fear Factor: Unleashed, these same 
tasks start to take on a less capricious feel as they are hastily cobbled together into a mourn­
ful facsimile of a video game. Of the meager 12 "challenges" offered, two are identical, one 
is virtually impossible, and all of them are completely broken. In your twilight years, you will 
have to answer for the inglorious mistakes of your youth; stuffing maggots in your craw is an 
excusable error, but if you play Fear Factor: Unleashed, you deserve to find forgiveness in the 
heart of no human.-J0E 

The Lord of the Rings: The Third Age llfilllll 
> smE I OR 2-PLAYER STRATEGY/RPG > PUBLISHER ELECTRONIC ARTS> DEVELOPER GRIPTONITE GAMES > RELEASE NOVEMBER 2 > ESRB T 

This is EA's second title called The Third Age, and like the console game, we see the pub­
lisher fortifying its place as an RPG purveyor of some skill. A pure strategy game, I loved the 
combat's flank system, where you receive a semi-random amount of command points to 
spend on actions per flank. Since you can move characters and attack between flanks, there 
are plenty of ways to out-maneuver your opponent. Smart strategy also means using ter­
rain and choosing your companions wisely. Despite its adherence to the genre, battles can 
be frustratingly long, and surprisingly, the lack of a driving story make this title a little dry for 
some. Not for me, however.-KAT0 

Pathway to Glory 
> STYU I TO &PLAYER STRATEGY (UP TO &PLAYER VIA WIRELESS OR N-GAGE ARENA) > PUBLISHER NOKIA> DMLOPER NOKIA/REDLYNX 
> RELEASE NOVEMBER 29 > ESRB T 

Pathway to Glory, while undoubtedly one of the standouts of the N-Gage lineup, nonetheless 
falls short of being an amazing title on its own merits. I do very much enjoy the tum-based 
combat presentation, and deep strategic concerns presented by the environments. However, 
the game's interface simply doesn't give you enough information to make sound tactical 
decisions. Ranges, lines of sight and move ranges must all be eyeballed. Also, it's often dif­
ficult to tell what exactly a feature of the environment is - my guys were getting blown away 
for a good three tries through a mission before I figured out that the hill I was hiding behind 
was actually a trench. PtG is still a solid portable strategy game, but it can't stand up to the 
likes of Advance Wars.-ADAM 

Pocket Kingdom: Own The World lfillllll 
> STYU I-PLAYER STRATEGY/RPG (MASSIVELY MULTIPLAYER VIAN-GAGE ARENA) > PUBLISHER SEGA > DMLOPER SEGA > RELEASE NOVEMBER 23 > ESRB T 

Pocket Kingdom is just the kind of clever and ingenious medicine the N-Gage needs to 
appeal to the gamer crowd. Basically, the game has a series of menus that the player navi­
gates to set up groups that you send to various locations to collect items and do battle. It 
can at times be a tad tedious since you find yourself constantly flipping from menu to menu, 
but if you dig deep enough you will quickly find yourself addicted to its charming, albeit basic 
gameplay. Plus, the game's "leet"-speak dialogue is some of the funniest I have read in a 
long time.-ANDY 
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NINTENDO OS 

Tiger Woods PGA Tour 
> STYU I ·PLAYER SPORTS (UP TO 4-PlAYER VIA WIRELESS) > PlalSHEII 
EA SPORTS > IIEVELOl'II EA REDWOOO SHORES 
> mEA5I DECEMBER 14 > ESB E 

l'D RATHER CLUB BABY SEALS 

Y 
ou'd think that there's 
not much to a go~ game. 
Some green textures, a 
ball, and a selection of 

clothes that make you look like 
a total rube. But as this game 
proves, it's a lot harder than you 
think. For all of those who are 
dreaming of pulling the dub back 
and letting it rip, you'd better think 
again. This series just doesn't trans­
late to anything enjoyable or even 
workable. 

Like a pizza covered in choco­
late, this game's touch screen 
swing is appealing for about ha~ 
a second before you swear it off 
forever. Let me rephrase that 
It's not that I don't like the touch 
screen swing, it's that what my 
ball subsequently does that is so 
baffling. Many times I was told 
I had a perfect shot hit at the 
perfect percentage, only to see 
the ball dribble from my impotent 
club. Putting was better, but also 
an inexact science. Because of 
the slippery touch screen, your 
target reticle slides all over the 
place. Aiming your putt often takes 
more than a few tries. This wasn't 
helped by the automatic camera 
changes which would take place, 
meaning you often had to start 
putting all over. Furthermore, the 
graphics weren't crisp enough for 
you to accurately read the green 
when the caddy couldn't give you 
hints. And I still haven't figured out 
how to put backspin on the ball. 

Although the DS seems like 
a perfect place for Tiger's brand 
of hands--on gott, I'm afraid 
that - beyond the inconsistency 
issues I've pointed out - the touch 
screen simply doesn't imbue the 
kind of fun, responsive feel that 
a console analog controller does. 
Instead, it makes me want to 
shove the stylus up my nose in 
an attempt to manually stimulate 
my brain in the hope of releasing 
some pleasure endorphins. 
- KATO 

BOTTOM 4 
LINE 

> C--,t EA Sports attempts 
to bong a hands-on golf sw,ng 
alun 10 lhe ~ use of lhe 
analog Sbd 
> en,lllcs: Runs lhe anima­

uons of anguish and lhe fist 
pumps yoo've come to e,pect 

> 5-d: Sounds exactly like 
a quiet unevenlful day on lhe 
Inks should sound 
> ~ Wilh lllde sen­
blance of contrlUlty between 
your actJons and what happens 
10 your golf ball I suggest yoo 
piepMe for lhe une,pected 
:. Elllrt I t ' oouldn't 
miss my root canal appointment 
for lh~ game 
> lllplly ,,_: Moderate 

Second Opinion 6.5 

lnthellllWIIIIII..,._ 
1 hillle lit\ C:a1tll11laed 
dllOSnues.Letme;.t 
suUis-,: rw1111111111 
people ... , - pm f 
cldn1 ..... padlt. 
1umv-.1M1wane 
in tlis ... than .. in .. 
lilt lhelauchSIIWI ... 
mechnc'--lle• 
dllespait■plljllSnut 
lllllpelle-11111115ft 
ICIIBlwllllemaliandM 
..., .... tis ......... __ 
iurs.isoiialilltt ... 
~llldldlrlnanlan 
\WI theSIIIII! pow, dub, 
wind 111d lie. same shall 
.:ud hil ....... 
Glhels.:udfll-,shalt 
orar-the,-.I 
auin,1i11!hcll'>-
mr le. lnttis 1111n1,. tis• 
pdlllltfllemmtdllla.­
.. (llldllllillk) ..... 
cu.._So.f-,,,u8" 
... l-.ldilies 
leuigllldasil 
objeds('lhe ...... 
■ I clil). 5llp awt •M 
llewiylellt ....... 
llllle-,,,uflltplmt 
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••• ••• • ••• • • •••••• • • ••••••• • •••••••••• = CHARTS ::::r:•::::: An In-Depth Listing Of The Best Selling Games 

TOP20 
Listings Based Upon NPD Data for October 200~ Based On Units Sold 

Rri Todt LI.lo. System 

1 Halo 2 NIA XBOX 

·-

2 Grand Theft Auto: 
1 PS2 

San Andreas 

3 Halo 2: Limited 
N/A XBOX 

Collector's Edition 
,-

4 Need for Speed: 
NIA PS2 

Underground 2 

5 WWE Smackdown Vs. 
NIA PS2 

Raw -

6 Madden NFL 2005 9 PS2 

7 Metal Gear Solid 3: 
N/A PS2 

Snake Eater ,-

8 The lncredibles N/A GBA 

,-

9 Need for Speed: 
NIA XBOX 

Underground 2 ,-

10 Super Mario 64 DS NIA DS 

11 Ratchet & Clank: 
NIA PS2 

Up Your Arsenal 

12 Metroid Prime 2: Echoes NIA GC 

,_ 

13 NBA Live 2005 2 PS2 

,-

14 Dragonball Z: Budokai 3 NIA PS2 

15 Jak 3 NIA PS2 

,-

16 Tony Hawk's 
5 PS2 

Underground 2 
--

17 Pokemon Leaf Green 13 GBA 

,-

18 ESPN NBA 2K5 4 PS2 

,-

19 Pokemon Fire Red 11 GBA 

,-

20 Spongebob Squarepants: 
N/A GBA 

The Movie 
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Seo,• Release Pnc• 

10 11-04 $49 

10 10-04 $50 

10 11-()4 $55 

8 11-04 $49 

8.5 11-04 $49 

8.75 08-04 $31 

9.5 11-04 $50 

NIA 11-04 $28 

8 11-04 $49 

8.5 11-04 $30 

10 11-04 $39 

9.5 11-04 $49 

8.25 09-04 $32 

5 11-04 $47 

9.25 11-04 $40 

9.75 10-04 $46 

8 09-04 $30 

9 09-04 $19 

8 09-04 $32 

6 10-04 $27 

TOP 10 JAPAN 
Rank Title 

llrlllOIIIINltYIII 
RatclNlt a Ciak: Up Y• AnNal 

111omo T- lleaetSII USA 

Marlo Party 6 

Slot Up Core 5 

Naruto3 

Klqdoln llalts: Chai■ of M-1• 

Dragon Ball Anuce Adwenture 

Pokilllo1 Easald 

I AdYaceW..1 +2 

TOP 10 GI 
Rank Title 

World of Wan:raft 

The Llgllld of Zlllcll: The Minish Cllp 
Star Wan K■llllltl of Ille Old 
Republlc II: TIie Sltll Lords 
Metal Ilea Solid 3: SUl!e Eater 

Halo2 

llec:hAssallH 2: I.Ne Watt 

Odclworld Stra■ger's Wralll 

&rllld Tllef1 Aato: SU ..._ 

Prl1ce of Persia: Warrior Wltlll1 

I ffalf-llfl 2 

·.~ ' 
,, ' • -- ... 

f' ,. ... 'ii 

.,, .. 

TOP 10 PC 
Rank Title 

World of Wan:raft 

Hatt-ltte 2 

TINt Sias 2 

leo'ly-■ 2 

Roller Coaster ~ 3 

TINt Sias 2: Special EdHIN 

llae: TotalW. 

Sid Meier's Pirates 

l8o 'lycoo1: Colllplete Collectlon 

I Medal of lfonr: Pacific AssauH 

8Hd On More'llr I.Ni Sold 

L Mo. System 

N/A PS2 

NIA PS2 
N/A PS2 

NIA GC 

NIA PS2 

NIA GC 

NIA GBA 

NIA GSA 

GSA 

L. Mo. System 

NIA PC 

NIA GBA 

NIA Xbox 

1 PS2 
4 Xbox 

NIA Xbox 

NIA Xbox 

3 PS2 

6 Multi 

5 PC 

LMo. Price 

NIA $49 

NIA $54 

2 $44 

NIA $38 

6 $39 

3 $44 

4 $38 

NIA $43 

NIA $29 

NIA $43 



ARCHIVE The Really Ugly Page Where You Can See Lots Of Old Review Scores 

PLAYSTATION 2 MovayArtaldeTreasu,es 2 9 Oa-04 
~ Combat 5: The lJn5lrc Wot 9 Dec-04 
A)...,Hom,n,d 8 Dec-04 
Ape Escape: P\Jmped and Pnmed 5.5 Jail-OS 
Armored Core: Nexus 7.25 Sep-04 
Astenx & Obehx XXL 6 Sep-04 
AsUo Boy 5.5 Sep-04 
Alan Anlhologyl 8.5 Jail-OS 
Amens 2004 6 Aug-04 
ATV Olf«>Od Fury 3 7 Jail-OS 
Bad<yardWr~: 

5.75 Jail-OS There Goes 

MLB Slugfesl Loaded 6.25 U-04 
Monste<Hooler 5 NoY-04 
Morta!Kombat.Decep(ro,1 9.5 Od-04 
MTV MUSIC Generator 3 8 Aug-04 
NA5CAR 2005: Chase fol !ho Cup 8.75 Sep-04 
NBA lJve 2005 8.25 NoY-04 
NCMR>olball2005 9.25 Jcl-04 
NCAA Mardi Madness 2005 8.25 Dec-04 
Need to, Speed: Underground 2 8 Dec-04 
N<oContta 7.75 NoY-04 
NHL 2005 8.5 Sep-04 

N==The 4 NoY-04 
Onrmusha 3: Dornon Soege 9 .lcn-04 
OulJaw C.olf 2 7.5 Oa-04 
Phanmm8rave 8 Sep-04 
Power Range,s: D,no Thunder 6 Dec-04 
Pmce of Perw: WilmOf Wltw, 9.25 Jail-OS 
Psi-Ops: The Mmsaie Cons!)lracy 9 Jcl-04 
Puyo Pop Fever 7.25 Aug-04 
Rachet and Clanl Up Your Atsenol 10 NQv-04 
Rapa~ Pro r,shms 8.25 Oct-04 
RedDead- 8 JUl>-04 
Red SC.,, The 7.5 Oct-04 
Rrbbrt!Gog 7 JUl>-04 _ ,_ 6.5 Oct-04 
Rody: \.egfflds 6.5 Dec-04 
Rumble Roses 7.75 Jail-OS 

Bad Boys: Moain Takedown 5 Dec-04 
S..d's Tale. The 8.25 Dec-04 
BaltieAssaull3 

Fea1unng Gundam Seed 4 Jan-05 
Blood \WI Tell 5 NoY-04 

Somurao WamO<S X1reme \.egfflds 6.75 Jail-OS 
Sea>nds.gl, 8.5 Sep-04 
SegaSupmtots 8 Dec-04 
Shadow Heans: CDvenanl 8 Oct-04 
Shaman !Gog: Power of Spurt 65 Jail-OS 

8loodRoyne 2 8 NoY-04 
BuJ1nga1: The Forsaken City 7.25 Jul-04 
Burnout 3: Takedown 9.25 Oct-04 
Cabela's Deer Hunt 2005 4 Oct-04 
Call of Duty: rnes1 Hou< 8.5 Jail-OS 
Capcom F'l!lmn8 E"°""""' 6 Dec-04 
C.IWOman 475 Sep-04 
0,oroQ 625 Oct-04 
Corrb,et Elate; \WIii Pa,atroopffl 3 5 Aug-04 
CDnflict:~nam 7 Oct-04 
Co<ve11e 5 JUl>-04 

Sharf< Tale 6.5 Dec-04 
Shellshod Nam '67 6 Oct-04 
Sh111 Megami Tensei: Nocturne 7.5 NoY-04 
-:l.eser,dsofWresd,ng 6 Aug-04 
Slvei< 2 7 Jcl-04 
Srlenl Hol 4 The Room 8.5 Sep-04 
Sly 2: 8and of Thtoves 875 Oct-04 
Smash eo.r, Pro Tcx.mlmenl 2 5 U-04 
5<nc Mega Col«llon Plus 7.5 Dec-04 
Spode,-Man 2 8 Aug-04 
Splrmer Cel. PandO<a Tomonow 8.75 Aug-04 

Crash 'n' 1km 7 Dec-04 Spong<bob SquarepantS The M<Me 6 Dec-04 
Crash Twmsanny 6 NoY-04 
Cnmson Tears 5 Aug-04 
Dance Dance Revolution Extreme 8.25 Oct-04 
Del Jam: r'8f11 fol NY 8.75 Oct-04 
Dog's L,fe 7 Sep-04 
Drop Ball Z Bodol<a, 3 5 Jail-OS 
Or,;3r 6 Aug-04 
Dukes of Hazurd 

Spy rraron 7.5 Oct-04 
Spyro: A Hero's Tail 6.5 NoY-04 
Siar Oceon: r• !ho End of Tme 8.25 Aug-04 
St.1r Wars: Battlefront 8 Oct-04 
Street r'8f1ier Ann..,..ry ColleclJOn 8 Sep-04 
Slreet Rao118 Synd,cale 6.75 Oct-04 
Strike Foroe 8owlng 5 U-04 
T'""'Drllln-e< 7.75 Dec-04 

Relum of !ho General le< 6 Oct-04 Tak 2 • The 5<aff of °"""' 725 NoY-04 
Dynasty w""'°" •· E-es 7 Sep-04 
Echo N,ght: 8ejond 6 Aug-04 
ESPN C<>leg< l toop, 2K5 9 Dec-04 
ESPN NBA 2K5 9 NoY-04 
ESPN NFL 2~ 9.5 Sop-04 
ESPN NHL 2K5 8 Sep-04 
EyeToy; AnbGrav 1 Dec-04 
EyeToy: Gr0011e 6 Jun-04 
f!FA Soccer 2005 7.75 NoY-04 
ngh1 Club 5.5 Jan-05 

Fici!,~:1:tl'!:nathia 775 Dec-04 
F0<gotten Realms: Demon Stooe 8.75 Oct-04 
Ffont MISSIOO 4 7.25 Joo-04 
Funlma~e< Fie, Digna! H"2 Flday 6.75 Oct-04 
Futt,e TaclXS The Up<,s,r,g 5.25 Joo-04 
Calactrc:V.esliq 

U-04 Fea!UMg Ultmo<e Musde 425 

Gallop - 2004 
8.25 Oct-04 

Gel On 0. Moc 5 Dec-04 
GhosthuntCf 65 Sep-04 
Ghost 1n the Shell. 

-- 7.5 --3~ 8 Oa-04 
-,.M..,,..,..,,,. 

6 NoY-04 Tunl<s2: 8altieNews 
Tes! Orwe [.., of Oesuuaron 7.75 Oct-04 
T,ger Woods !'GA Tour 2005 85 Oa-04 
T,me Cns,s. Cns,s Zone 67.5 NoY-04 
TOCA Race Dr,ve,: 

Ulomaie Rao118 5'mulal0< 7.5 NoY-04 
Tony - •• Undej,ound 2 9.75 NoY-()4 
Transfolmels 7 JUl>-04 
TrMOI ""'5u4 Uniwleed 5 Aug-04 

\::~Rescue 6.7.5 NoY-04 
UEF.< ElJIO 2004 Ponugal 725 U-04 
UFC Sudden Impact 6.5 U-04 
Under""' Sbn 5 Oct-04 
U1bz Sms " ""' Cily, The 7.75 Ooc-04 
Van-. 7 U-04 

=:! P\,ple Haze 5 Dec-04 
Viewtrf Joe 9.5 Sep-04 
Viewt,fuj Joe 2 9 Dec-04 

Sland Alone Complex 7.25 Dec-04 Wtua Quesl 5.5 Jan-05 
Codz,I~: Save !ho Earth 6 Dec-04 
Cold,oEye: Rogue Aget\l 6.75 Jan-OS 

W~ of the SMnu,ai 2 325 Jul-04 
WWE Smaddownl Vs. RAW 8.5 Dec-04 

Gradlus V 8.25 Oct-04 
Gland Thell ,..,,,,, S4n And,... 10 Ooc-04 

X·!!en l.oller1ds 9 NoY-04 
Vu Vu HabJsho: Dari< Tournament 325 Dec-04 

Gretzky NHL 2005 6.5 Jan-05 
Gmwtanser: GenerabOns 7.5 Jail-OS 

Vu-O-Ohl Clpsue - Cdrsa.rn 6 Jail-OS 

whyc...1su1a 6.75 Dec-04 GAMECUBE 
Gungrave. 0Yeldose 4.25 NoY-04 
Guy Game, The 3 Oct-04 

,z=.~-. 6.5 l\.1-04 

8 Dec-04 
7.25 Sep-04 
5 Dec-04 

H9dhunter.~ 6.75 Oct-04 8 75 Dec-04 
H1tman: Contraas 7.25 JUl>-04 
liOI Shoes Gclf Fore! 9 Sep-04 
lnaedbles, The 6.5 Jan-05 
lnuyasha: The 

Secrel of !he Cur>ed Mask 425 Jan-05 
Jak 3 9.25 NoY-04 
Juiced 5.75 Oct-04 
Karaoi<eRevolutionldume2 8.25 Aug-04 
Karaoi<eR.-ldume3 825 NoY-04 
Kalamanllamacy 8 Oct-04 
Kilrone 7.5 Dec-04 
l<JnsArthlll 7.25 NoY-04 
Kllg of r,ghle<s: Maxmum Impact 6.5 NoY-04 
Kuan 6 NoY-04 
La Pucelle: TaclXS 8 Jun-04 
Letsure Suit lalT'f. 

Magna Cum Laude 7.5 NoY-04 
Lemony SnKiel's A 

Jan-05 series of Unfortunate Events 6.25 
L0fd of lhe Rings: 

Dec-04 The Thud Ase, The 8.5 
Madden NFL 2005 8.75 Sep-04 
Mcfarlane's Evil Prophecy 4 Aug-04 
Mega Man X Command Missol 6 Oct-04 
Mea,ManAnnNersotyColea>o<, 9 U-04 
Mega Man X8 8.25 Jail-OS 
Met.ii Ceor So5d 3: Snake E.Jler 9.5 Jail-OS 

can of 0u1y: rnest Hou< 8.5 Jan-05 
C.IWOman 4.75 Sep-04 
Del Jam: rig11 for NY 8.75 Oa-04 
Donkey Koos• 7 NoY-04 
AFA Soccer 2005 7.75 -Funn Taarcs: The Upnsq 5.25 .lcn-04 
ColdenEye: Rogue Ager1l 6.75 Jan-05 ~=-~- 6.5 U-04 
lncredi>fes, The 6.5 Jail-OS 

IGr,gAnlu 7.25 

l~•I:,.Z:,-.. ... The 8 
Lemony Sndel's A 

Sene-s cl UnfortlNte Events 6.25 
L0fd of ""' Rings: 

The !hod Ase, The 8.5 
MaddenNFL2005 8.75 
Mano P0ii¥ef Terns 8.5 
Meao Man~ Colea>o<, 9 
Mega Man X Command Mission 6 
Me0coll'lwne2: Echoes 9.5 
Mrdwoy Al<ad< 1 ......... 2 9 
NASCAR 2005: Chase to, !ho Cup 8.75 
NBA lJve 2005 8.25 
NCMFoaobil2005 9.2S 
- to, Speed: Unde,p,,d 2 8 
NHL 2005 8.5 

,:~Yea,Doo, 6.75 
P\kmr12 8.75 
Power Rangers: Omo Thunder 6 
Pmce of Pmoa: W.,00< - 9.25 
RarbowSoc3 5.75 
Rbbrt!Gog 7 
Sea>nds.gto 8.5 
Sharl.Tale 6.5 
Slnk2 7 
Spode,-Man 2 8 
Sph,, Cel: Pandorl Tomonow 8.75 
Spong<bol,Squa,,paru:TheM<Me 6 
Spy,o: A Hen>'s Tai 6.5 
Sllffl Raol18 Syndrcate 6.75 
Ta 2: The 5<aff d Dreams 7.25 
Tales of 5\fflpl,onoa 8.75 

Teenage MUlalll -Tunl<s 2: 8altie Nexus 6 
-0<3~ 8 
Tiger Woods !'GA Tour 2005 8.5 
laf)v HMt.'> ~ 2 9.75 
Tylho,..,,,_ 

T,ger 2 Bush Rescue 6.75 
lJlbz. Sms " !he Cily, The 7.75 
~Joe2 9 
V\l11Ji Quesl 5.5 
W'M Day d R.edoq 8.25 
X-¼ni.eilonds 9 

XBOX 
Nn"'f - SorJle's Wa, 5 
AlanAnd,ologyi 8.5 
Backyard Wr<Slfir'c 2: 

There c-The~ 5.75 

Bad Boys _,. - 5 
a.d'sTMe. The 8.25 
l!w2•Masle<sofTme&Spoc,, 7 
~ 2 8 

a..no.,3TNdow!, 
cabell', De<!f Hurl 2005 
Cal of Duly rrnes, Hou< 
ca-
OvonidesofR>ddidc 

E,c.ape horn - Bay, The 9.5 
Cok1MdlaeRaly2005 8.25 
Combat Elrte Y.wll Pirauoopers 3.5 
Conflra.- 7 
CtlSh 'n' Bum 7 
Crashl,w...-..y 6 
Dance Dance Re-d.lllOn Ullramor 2 7.75 
Doodor-- 9 
Def Jam . .,..for NY 875 
llnv3r 6 
°""5ofHazurd. 

RewmoflhoCeneiJILee 6 
ESPN Cc118e Hoops 2~ 9 
ESPN NBA 2K5 9 
ESPN NFL ID ~.5 
ESPN NHL 2K5 8 
F,i,le 9.5 
Fawfffllmen 0mson 

lk&elilvOwedo(sCut 9.25 
AF.<Soa;e,2005 7.75 
.,..Oub 5.5 
~ Spean.m WotnOf 8.25 
- laao. The Upnsq 5.25 
Caleon 4.25 
ChostR,,cx,n2 8 
~ - Save !he Earth 6 
~ : RogueAger1l 6.75 
G\M'(C...X2n.load 8.25 
Guy Came. The 3 
Halo 2 10 
Hanyf'oae<and 
lhoPnsone<ofAzkaban 6.5 

Heman: c,,,mc,, 7.25 
lrcedi>fes, The 6.5 
\ndyCM sen., 2005 6.5 
.lulCed 5.75 
Ka,aol<eRe-d.llJOn 7.75 
IGr,gAnlu 7.25 

-Joo-04 

Jail-OS 

Dec-04 
Sep-04 
Jan-OS 
Jul-04 
Oa-04 
Jan-OS 
Oa-04 
Sep-04 -Jul-04 
Dec-04 
Sep-04 

NoY-04 
Aug-04 
Dec-04 
Jail-OS 
Sep-04 
Joo-04 
5'!>-04 
Dec-04 
U-04 

Aug-04 
Aug-04 
Dec-04 -Oa-04 
NoY-04 
U-04 

NoY-04 
Oct-04 
Oa-04 
NoY-04 -Dec-04 
Oec-04 
Jan-OS 
Oct-04 -
Oa-04 
Jan-OS 

Jail-OS 
Oec-04 
Dec-04 
Jan-OS -

Jul-04 
Oct-04 
Aug-04 
Oct-04 
Ooc-04 -Dec-04 
Ooc-04 
Oct-04 
Aug-04 

Oct-04 
Dec-04 
NQv-04 
Sep-04 
Sep-04 
Ocl-04 

Dec-04 -Jan-OS 
Jul-04 

.lcn-04 
Oa-04 
Jail-OS 
Dec-04 
Jail-OS 
Sep-04 
Oct-04 
Dec-04 

U-04 
.lcn-04 
Jan-OS 
Aug-04 
Oa-04 
Dec-04 
NoY-04 

Krelornlklde<lffc 
The Crusaders 

l.esureS<J<Lany: 
7.75 No,-04 

7.5 Mag<>awnLaude 
Lemony Sndel's A 
sen., of UnfomJna!e EYencs 6.25 

Madden NFL 2005 8.75 
Mafia 8 
.... 5.5 

-- ----- 9 -dlrafor 7.75 
Me<af5lrs3 8 
Mdway""3de-........ 2 9 
ML8 ~ Loaded 6.25 
Morlill<ooi>al:°"""""" 9.5 
MTVMus,cc.n.,aw3 8 
NASCAR 2005: Chase for !ho Cup 8.75 
NBA lJve 2005 8.25 
NCM Foolbal 2005 9.25 
NCAA MM!, Mamess 2005 8.25 
N«d to, Speed: Unde,p,,d 2 8 
NHL 2005 8.5 
Oq,2, lrnmor!alWamors 7 
OulJaw Col 2 7.5 
~2 6.5 
Pmco "-· Wamo<_V.WW, 9.25 
Pro ~ •.25 
l'l>-Ops: ...... Ca_.cy 9 

-- 5.75 RarbowSoc 3: BladMON 8 
~~2 7.25 
R,dDeadRN,l,er 8 
Reds.a,; The 7.5 
Rody: l.eser,ds 6.5 
Roboo,ch: - 6.5 Sanuao Wamors 7.75 
5<a>nd Sogto 8.5 
Shadow Ops: Red MefaJry 5.75 
Sharl. Tale 6.5 
She1Shod<Nam '67 6 
-.: lq<nds of~ 6 
Slwl<2 7 
S.. HI • The Room 8.5 
Sms 2, The 8.75 
5<nc Meao Colec>on P\a 7.5 
Spode,-Man 2 • 
Spor,iet,cb ~ The M<Me 6 
Spy,o: A Hen>'s Tai 6.5 
SCar-W..S. Baafeflorw • 
Slee! 8at1aion: u,e of Conlacl 7.5 
SllfflRocs"CSjncicale 6.75 
Srie Foroe eo..w-c 5 
Sudefu 7.75 
SVC0100SCSNK,._capa,,n 6.5 
5!i><NI 5.25 
Toi: 2 The 5"lfl of Ore,ms 7.25 

~r=.~ 6 
-3--- • 
Test o,,,e. Eve d °""""""" 7.75 
Thref o..cly Shodow5 7.25 
r.., Woods FGA Tour 2005 s.s 
10CA Race Dr,ve, 2 7.5 
Tony Hawl/s l.lideground 2 9.75 
-P\.nuOUnlqed 5 
11on2.0KNApp 7 
Tylho-
1i&<J2· BushllesaJe 

UEFA Euro 200< Ponugal 
l.lJllluil-M!o,e 
Urbzc Sms " ""' Cily, The 
VanHllong 
-. P\JrpleHaze 
Wrcs d war 
x.-1_,c1, 
v,... 
Vu-O-Ohl The Dlwn of Deo>ny 

6.75 
7.25 

7 
7.75 

7 
5 

6.5 
9 
7 
6 

Almresd[>OflO 8 
Aua F.,. of !he ,., 7.25 
Am& Ales 7.75 

-- 8 ees...., 6 
Bn,ed 575 
cal of [llly:lnoedOft<nwe 8.75 
Olyd - 9 
0.,,5-',_ 7 
Chonrdes offlidcidc &a,,e Flom 
_,_ Bar DMlr:ipo(s 0... The 9.25 

Codename Panffls 7.75 
Clesen RalS vs. Afrib Korps 6 
Doom 3 9 
Ew ee..us 8.5 
F• Cry 9.25 
Gangland 6.5 
G<ound Corat,f I:~ E,odus 8.5 
Hil-Uel 9.5 
1rnmor!a1 Ci11es: o-.t.n d !ho Nie 8 
Jon Op<raoons, _, 8 

-Jail-OS 
Sep-04 
.lcn-04 
Aug-04 
.lcn-04 
NoY-04 

U-04 
Oct-04 
Jul-04 

Ocl-04 
Aug-04 
Sep-04 
NoY-04 

Jul-04 
Dec-04 
Dec-04 
Sep-04 
Oct-04 
Oct-04 
Dec-04 
llr>-05 
5'!>-04 
~ 
Oct-04 
5'!>-04 
.lcn-04 
.lcn-04 
Oct-04 
Dec-04 
Oct-04 
Sep-04 
Sep-04 
Aug-04 
Dec-04 
Oct-04 

~ 
Sep-04 -Dec-04 
Aug-04 
Oec-04 -Oct-04 
May-04 
Oct-04 
Jul-04 

Sep-04 ----Oct-04 
Oct-04 
Jul-04 

Oct-04 
May-04 -Aug-04 
Jan-OS -Jul-04 
Oec-04 
Ooc-04 
Jul-04 

Doc-04 --Oct-04 
.lcn-04 

Dec-04 
5'!>-04 
Jan-OS 

May-04 
Aug-04 
.M-04 -Jul-04 -llr>-05 
Dec-04 
.lcn-04 
Ocl-04 
NoY-04 
May-04 
May-04 
Aug-04 
Ooc-04 
llr>-05 
Jan-OS 

Jon Op<raoons. Typhoon -. 8.5 Aug-04 
Kohan n: ~ of w., 8 Oct-04 unease II: The 0-.: Chonode 7.25 Jul-04 
LO<doflho~ 

Jail-OS The 8altie lo, Mrddle-Earth. The 8.5 
Me<Ja1 of Honor: Pacrfic Assaull 8.5 Jan-05 
Moss,,g: Snee Janoaly 6.5 Sep-04 
Mvst": ReYeiallon 8 NoY-04 
Nemesos of lho Roman E_. 7.75 Jun-04 - 8.5 JUl>-04 

- Saale °" of .... 8 Jan-05 -.. 7.75 J""°' 
---The 7 NoY-04 
Rise of N.!llons, 11vones and - 9 Jul-04 
RoleoCoasleTpon 3 8.75 Dec-04 
Rome. TocalWlr 7.75 -s.o.d 7.75 .lun-04 
Saaplar-,d 6 Dec-04 
Sid Me,er's PwatesJ 8.5 Jail-OS 
~: Fin Up l'olJI IJfe 7 Aug-04 
Solciffl:Hemesof'Ml<idWar l\ 5 Aug-04 
SW WarsGala»es.: 

Mll>"'L..-.,peed 8 Jail-OS 
Thoef:o..clyShodow5 7.25 Jul-04 
bn Oancv'• Rarbow Soc 3: 

7.25 May-04 AlhenaSword -~ 8.5 Dec-04 
u.-11-2004. 9.5 May-04 
Unr.The-of lho Shel 8.25 Sep-04 

v~ - 8looclnes 7.5 Jail-OS 
w.,ha,M,er - : Dawn of W. 9.25 
Waofords 8atlleay Ill 

GAMI BOY AOVANCI 
A6,,,nce Gua«fian Hemes 
Asl1o Boy: Omqa Faac, 
ear., PIiot 
8olaao 2: SOiar Boy c,..,go 
ca-
C,oshBandicooll'\Jrple 

Rrpo>'s Rage 
Ocrrwyl(q 
Ocrrwy Koog ~ 2 
Drason Bal Z. lluu's f'-'\' 
DrasonBalLSupersonrcWamors 
Ouof _ , ~ Leg<nds 
ma! F ..... y I & II. Dawn of Souls 
F-Ze<o: CPl.qend 
Gland Thell 1;AtJ l>Ol,ra 

~:::..,~-

tr's;MrPlrlU 

~of:,., 
Kirby and""'...,,.,.. Mrno, 
MaddenNFL2005 
ManoC.olf "°"1:IC<Tour 
ManoPri>ollMld 
Mino ... Donkey KCl'C 
Mega Man Balde - 4. 

Rids..vB!u<Moon 
Mea, Man Ze<o 3 
Me<af5lrs"°"1:oce 
M,ghlyBeanzl'ocketP\mles 
P0l<hnon rwe RecVlaf c-n 
PowerRarc<ncDmo11u>de< 
- Cily Ransom EX 
R•Type Ut The 1lwd ~ -~oflhoD.nO,..., 
S<ncA<IYatu3 
Spode,-Man 2 
5pfrn(er Cel: Pardofa Tomonow 

~~Consp,racy 

~~~r-
5"per - Bros. Tlu,de,t,,rds 
Tron 20: Kile< App 
Tylho,..,,,_r..,2 

Bush Rescue 
Ulrna!eCaroCames 
Urbzc Sms " ""' Cily, The 
Wade Hooon's Co.ncer Pim 
WWESoMYor5enos 
Yl>-Gt-Oht Roshef of Oesouaron 
Vu-O-Ohl'Ml<ld 

Olamp,onsh,p 2004 

NINTENOO OS 
Feel !he Mas1C XY/'IX 
Madden NFL2005 
Mt. Driler.On!Spnls 
R,dgeRacelOS 
Spode,-Man 2 
~ 
5"per Mano 6" OS 

J',lov-04 
7.75 Aug-04 

7 Dec-04 
8.5 Aug-04 
7 Jan-05 

6.25 Dec-04 
6.5 Sep-04 

575 .lcn-04 
8 .lcn-04 

8.5 Jail-OS 
•5 Oa-04 
5.5 Sep-04 
7.5 Aug-04 
9 Jan-05 

6.5 NoY-04 
7.5 Jan-05 

8 U-04 

8 Ja,>-05 

7.75 Jan-OS 
7.75 Oct-04 
7 Sep-04 
8 .lcn-04 
75 Oct-04 
7.5 .lun-04 

7 Jun-04 
6.75 Oa-04 

7 Dec-04 
6 Sep-04 
8 Oa-04 

3.5 Dec-04 
8 .lcn-04 

6.25 May-04 
6.5 Aug-04 

7.5 .lcn-04 
6.75 U-04 

7 Aug-04 
8 May-04 

5.75 Jun-04 

6 Oct-04 
9 .lun-04 

5.7.5 Oct-04 
6.5 NoY-04 

6 Dec-04 
7 Sep-04 

7.5 NoY-04 
7.5 May-04 
7.5 Jan-OS 
4.5 Sep-04 

6.5 May-04 

8.5 Jan-05 
6.5 Jail-OS 
7 Jan-05 
7 Jan-OS 
6 Jail-OS 
6 Jan-OS 

8.5 Jan-OS 
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AttetltiH All Climers! 
Cheat codes, by their vety nature, ore in many 
coses buggier than Virginia in August So, unless 
you don't mind r~oing those 70 hours you put 
into the latest game, do yourself a favor ond bock 
up your save before using any codes. 

On o lighter note, you con send your codes to 
secretoccess@gomeinformer.com for a chance to 
be featured here ond win a vety special prize! 

MULTI-SYSTEM 
GoldenEye: Rogue Agent 
> PLAYSTATION 2, XBOX, GAMECUBE 
From the main menu, go to the Extras menu. Enter 
these codes there. A message will confirm correct 
entry. 

Unlodl Al 5111m • Down, Left, Up, Left, Right 
Down, Left, Up 
Paintball Mode - Right, Left, Right Left, Down 
(x2), Up (x2) 

PLAYSTATION 2 
can of Duty: Finest Hour 
From the main menu, select Options, then Player 
at the level select screen, hold Up on the second 
controller and, on the first controller, enter this 
sequence. 

Unlock All Levels - Start, Select (x2), 0 

GodzUla: Save the Earth 
At the main menu, scroll to the bottom and hold 
(in order) l2, Q R2. Then release them in the 
order Q R2, l2. Enter these codes in the window 
that appears. 

Gameplay Chuts 
Health Reaenentes 
Indestructible Buildings 
NoEnerfflledllrp 

Player I Cltuts 
lnwlnerable 
Invisibility 
Superoamase 
Super Energy Recha11e 

Player 2 Clieats 
lnwlnerable 
Invisibility 
Super Damase 
Super Energy Recha11e 

Player J Cltuts 
lnwlnenble 
Invisibility 
Super D111111e 
Super Energy Recha11e 

Player 4 Cltuts 
lnwlnerallle 

536117 
812304 
122574 

338592 
531470 
259565 
819342 

259333 
118699 
927281 
324511 

953598 
507215 
500494 
651417 

198690 

Invisibility 198690 
Super oamase 988551 
Super Energy Recha11e 456719 

U■l«kallles 
100,000 Unlodl Paints 532459 
150,000 Unlock Points 667596 
200,000 Unlock Paints 750330 
Unlock All Challenges 975013 
Unlock All Otles 659996 
Unlock All Monsters 525955 
Unlodl Everything 246518 
Unlock Gallery 294206 
Unlock GodzlDa Final Wars 409014 

Need for Speed; Underground 2 
Enter these al the title screen (the one where n 
says Press Start). 

$1,000 (Career Mode, "No Save" only), RX-I, 
And Sllyllne (Qukll Race) - Left (x2), Right, 0 
(x2}, Right Ll, Rl 
Start Wrth $200 (career Mode) - Up {x3}, Left, 
Rt (x3), Down 
Unlock Best Buy Vinyl - Up, Down, Up, Down 
(x2), Up, Right Left 
Unlock Hummer Hl capone (career 
Mode) - Up, Left, Up (x2}, Down, Left, Down, Left 
Unlock l'emlrmln<e I Parts - Ll, Rt, Ll, RI, Left 
(x2}, Right Up 
Unlock Performance II Parts - Rl (x2), LI, RI, 
Left, Right Up, Down 
Unlock Visual I Parts- Rt (x2}, Up, Down, Lt 
(x2), Up, Down 
Unlock Visual II Parts - Ll, Rl, Up, Down, Ll, 
Up (x2}, Down 

Yu Yu Hakusho Dark Tournament 
From the main menu, choose Options and then 
Cheats. Enter these codes there; the relevant entry 
will highlight if you did n correctly. You re-enter any 
code to disable it 

FfM Spirit Enern Pl - Q X,Q Q X,O 
Free Spirit Energy Pl - Down, Up, Q Left, X, 
Right 
No Damase Pl - Q q Down, Left, Q □ 
No Damage Pl - Up, Q Left, Q Q 0 
Tllrflo Mode-Q X, Right X, Up, □ 
Unlock All Chapters - Up, Down, X , Q Q Right 
Unlock All Envinlnments - Up, Right Left, Right 
X (x2) 
Unlock All Fighters - Q Up, Q Q Down, 0 
Unlodl All Modes - Left, Right Down, Right 
x,o 
Unlock All Tokens -Q Q Q O (x2), Down 

XBOX 

Ghost Recon 2 
During gameplay, pause and go lo In-Game 
Options. From there, select Enter Oieats. Enter 
these codes there; a message will confirm entry. 

Cemplete Mission - B (x2), X, Y 
Refill - B (x2), X (x2} 
Superm1n - B (x2}, X, A 
Team Superman - B (x2), X, B 

·ct oroid' 
(location unlcno-M, - lost seen 

with Karl Malone's wife) 

Need for Speed; Underground 2 
Enter these al the title screen (the one where it 
says Press Start). 

$1,000 (Career Mode, "No Save" only), RX-I, 
And Skyline (Quick Race) - Left (x2), Right X 
(x2), Right L, R 
Start Wrth $200 (career Mode) - Up (x3), Left, 
R (x3), Down 
Unlodl Best Buy Vinyl - Up, Down, Up, Down 
(x2), Up, Right Left 
Unlock Hummer Hl capone {career 
Mode) - Up, Left, Up (x2}, Down, Left, Down, Left 
Unlock Performance I Parts - L, R, L, R, Left 
(x2), Right Up 
Unlock Performance II Parts - R (x2}, L. R, Left, 
Right Up, Down 
Unlock Visual I Parts - R (x2}, Up, Down, L (x2}, 
Up, Down 
Unlock Visual II Parts - L. R, Up, Down, L. Up 
(x2), Down 

Pinball Hall of Fame: 
The GottHeb CoHectlon 
Enter these al the Codes screen. 

Factory Tow - DGC 
Love Meter Machine - LUV 
Payout Mode - LAS 
Playboy Machine - PKR 
Xolten Machine Anny - XTN 

GAMECUBE 

Need for Speed: Underground 2 
Enter these at the title screen (the one where it 
says Press Start). 

Start With $200 {career Mode) - Up (x3), Left, 
R (x3), Down 
Unlock Best Buy Vinyl - Up, Down, Up, Down 
(x2), Up, Right Left 
Unlock Hu- Hl Cipone (c.eer 
Mode) - Up, Left, Up (x2), Down, Left, Down, Left 
Unlock Performance I Parts - L. R, L. R, Left 
(x2}, Right Up 
Unlock Performance II Parts - R (x2), L. R, Left, 
Right Up, Down 
Unlock Visual I Parts - R (x2), Up, Down, L (x2}, 
Up, Down 
Unlock Visual II Parts - L, R, Up, Down, L, Up 
(x2}, Down 

secret access 
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"I turn 
dot.cams 
into money." 

- Justan Brandt 
B.A. in Technology Commerce 

Class of 2004 

www.uat.edu or 800.658.5744 

Available online or on-campus. 
GAME DESIGN 

DIGITAL ANIMATION 

ARTIFICIAL LIFE 

MULTIMEDIA 

WEB DESIGN 

VIDEO PRODUCTION 

NETWORK SECURITY 

SOFTWARE ENGINEERING 

TECHNOLOGY MANAGEMENT 

GAME PROGRAMMING 
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••••••• • ..... Where The Past Comes Ahve 

I F ffl 1 
PROTECTOR Ofi THE SECOND DIMENSION 

I n simpler times, before home 

consoles could provide any­

thing more visually astound­

ing than Mode 7, and when Xbox 

Live was nothing more than a 

twinkle in Bill Gates' eye, arcades 

were the place to go for serious 
goming. In addition to superior 

graphics, the quarter-devouring 

gome cabinets also provided an 

opportunity for competitive gam­

ing unlike any other. This attitude 

was best exemplified as 20 

fighting titles rose to prominence 
as the most popular arcade 

machines. Everyone remembers 

the contributions of games like 

Street Fighter II in kicking off the 

fighting aaze, but for IO years 

there has been one noteworthy 

franchise holding vigil over the 

20 fighting genre, keeping it alive 

year by year by infusing it with 

new energy and innovations: 

SNK's King of Fighters. 
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Though quite popular in Japan, this classic series has 
been underrated by much of the American gaming public 
for years, save for a cult follow­
ing that has sprung up around it 
Though it is far from the only 2D 
fighter on the marke~ KoF is the 
only one left from the original 
vanguard that still sees a yearly 
enlly and protects the gameplay 
elements that elevated the fighting 
genre to its current glory. 

Even though the series itself 
recently celebrated a decade of brawl-
ing. many of its characters are even older. 
At its inception in 1994, King of Rghters 
brought together some of the most popu­
lar warriors from SNK's other fighting 
franchises (like Fatal Fury and Art 
of Rghting), and even a few select 
characters from unrelated games 
(Athena from Psycho Soldier, as well 
as the lkari Warriors). Building on fan 
response, every year there are new 
additions and cuts from the fight­
ing roster. We had a chance to 
speak about the colorful crew 
with Tsuyoshi Mieno, a plan­
ner for the series. He explains, 
"The entire development staff 
always discusses which characters 
to add or take away for every 

new KoF. There's only one main factor we look at when deciding 
what characters will make the next KoF roster - will the pres­
ence of this character be enjoyed by KoF fans.• In other words, 
fans never need to worry that their favorites like lori and Kyo ( or 
some genetic equivalent) will leave in favor of a lame write-in 
combatant. 

In addition to its legion of fighters, another way KoF has 
set itself apart is through the use of storytelling. If asked 

to explain the story of most 2D fighters, most gamers 
would maybe shrug their shoulders and offer some­
thing like •a bunch of people need to beat each 
other up." Even Mieno himself admits that "combat 



is always a priority, and more important than storytelling. 
When it comes to creating a character's background, we 
design the characters first and create background stories 
for them later.• Even with the focus on the battles, King of 
Fighters still stands out in the fighting genre as having the 
most intricate and involved plot on the market The past 
10 years has seen the culmination of two main arcs (the 
Orochi and the NESTS sagas), and the series is still going 
strong with a new chapter surrounding a mysterious hero 
named Ash. Involving bloody feuds, ancient cosmic forces, 
and genetic cloning. each entry takes the player deeper 
into the interconnected lives of the participants. 

Much like a non-sports gamer might view the yearly foot­
ball entries as simple roster updates, many casual fighting 
fans are generally unaware of the delicate 
updates that King of Fighters undergoes 
for each iteration apart from the obvi­
ous changing of the guard. One of 
the defining aspects of the franchise 
constantly getting tweaked is the 
team mechanic. In fact, 
the team-based structure 
incorporated into 
so many 

"These Guys vs. Those Guys" games actually got its start in 
the first King of Fighters. When other series were focusing 
on single-character comba~ KoF was broadening the expe­
rience by giving players three characters to control in turns. 
The system has been altered over the years, experimenting 
with four-person teams and companions who act as "strik­
ers," but the spirit has always remained intact: Becoming 
the King of Fighters isn't a solo effort. "Every fighting game 
was one-on-one until we launched the KoF series," says 
Mieno. "By focusing on teams, it has created a variety of 
options during battles. Also, it has expanded a player's 
fighting strategy. Since we started focusing on team battles 
in the early stage of KoF's developmen~ KoF has become 
one of the best games of its kind." 

Despite the fact that it has been striving for years to 
improve everything that makes the 2D fighter appeal-
ing. KoF isn't the first series that comes to mind in the 
genre. After all, Capcom's Street Fighter II did reinvent the 
one-on-one fighting system. Fortunately, though Capcom 
and SNK are in direct competition, they have occasion­
ally pooled their collective knowledge to create games 
that fuse their two unique styles together. However, even 
with their three cooperative SNK vs. Capcom titles, the 

rivalry between the companies hasn't died down, 
though it may have turned a bit more friend­

ly. Mieno expands upon the attitude the 

King of Fighters is more than a yearly arcade title fol­
lowed by a console port. The following are Just a few 
examples of the other forms the series has taken: 

KING OF FIGHTERS R-2 
This title for the NeoGeo 
Pocket Color features child­
like, caricatured depictions of 
KoF favorites. 

J'd--------.,.1
1 , l t ,'.,, 

• ~ ... , . 'ff!.~-& 

KING OF FIGHTERS 
EX: NEO BLOOD 
Moving to a handheld sys­
tem people actually play, 
the GBA's Neo Blood fea­
tures the classic gameplay 

~ and style of the series, but 
in a smaller form. 

KING OF FIGHTERS: 
MAXIMUM IMPACT 
Exclusive to the PS2, this 
title marks the series' 
first foray into the realm 
of 3D fighting. How KoF 
will continue down this 
branching path remains 
to be seen. 

...... 
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:• classic gi feature 
SNK team takes toward 
its major 2D rival: "We 
always enjoy seeing the 
differences in the titles 
Capcom creates using 
the same materials that 
we do. And our teams 
work especially hard 
to one-up them. It is 
a great challenge. We 
compete in the same 
genre, so we believe 
that we have a stronger 
rivalry than ever before.• 

There is no denying 
that the face of gaming 
has changed over the 
years. 2D games are 
now regarded as 'niche" 

teryear alive. 
The future looks like 

it will hold even more 
innovations for SNK's 
stalwart combatant. Even 
though the latest KoF 
game actually made the 
treacherous jump to 3D, 
Mieno is quick to point 
out that this doesn't 
mean that the series 
is finally abandoning 
the 2D format that has 
sustained it for so long. 
"We believe 2D and 3D 
fighting are both attrac-

■ live to our fans," he tells 
ro6l , us. "KoF games in 2D 
' ' and 3D may go in differ-

or 'hardcore• titles, and the arcades, once a hotbed for 
competitive gaming. are now filled with unwieldy gimmick 
machines in an attempt to offer something you can't find at 
home. 'In the early 90's, arcades had a much bigger role in 
determining what gamers played at home," theorizes Mieno. 
'These days, arcades have much less impact. However, 
arcades are still great places to play games with friends and 
communicate with other players.• It is with this mindset 

ent directions in the future. However, our ultimate goal is 

that the KoF has continued on its course of releasing yearly 
updates (usually with console ports following a year or two 
later), doing its part to keep the frenzied 2D combat of yes-

to create a better KoF world every year~ This approach has 
led to a decade of quality fighters that are accessible to 
casual gamers, yet feature the balance tweaks that diehard 
fanatics demand. As long as King of Fighters is around, you 
can count on at least one arcade game that doesn't cost 
$2 to play, doesn't rely on firehoses or plastic ATVs, and 
still manages to rekindle the joy you felt feeding your hard­
earned quarters to a machine in hopes of testing your 
mettle in a pixilated proving ground. 

The Sincerest 
Form of Flattery 

Though no one will give any 

official comments, there 

appears to be a little bit 

of friendly sparring going on 

between SNK and Capcom 's com­

peting fighting franchises. Addressing 

the fad KoF's Ryo bears a striking 

resemblance to Street Fighter's Ryu, 

Street Fighter Alpha retaliated with 

Dan Hibiki, a generally useless fighter 

largely believed to be a pure parody 

character. Dan's moveset is suspicious-

ly similar to Ryo 's, except he's much 

weaker and sports a stylish pink gi. 

GREATEST GAME OF ALL TIME 
By Schoolk1dc 

SUPER METROID 
> FORMAT SNES 
> PUBLISHER NINTENDO 

You first start out at the 
Space Colony where 
you left the Metroid 
hatchling from Metroid 
II: Return of Samus. You 
find all of the scientists 
dead, and the hatchling 
missing. You reach the 
end of the colony to find the Hatchling and Ridley! You immed~ 
ately start fighting him, but he gets away and, in classic Metroid 
style, a time bomb is set and you must escape. 

After chasing Ridley to Zebes, you find the planet dead. But, 
after you collect your first item, the place comes to lrte - there 
are enemies everywhere now. The game doesn't have much of a 
story, but it has a ton of exploring and very deep gameplay. You 
can do over 30 different things with your beams alone, and then 
there are still more gameplay elernenls that aren't necessary to 
beat the game, but they are in there for you to discover. 

The world is huge, and it can be frustrating lfying to figure out 

where to go, but I enjoyed exploring the detailed environmenls; 

you can see seed pods falling in Brinstar and electricity dimbing all 
over broken wires in the wrecked ship. The music fits exactly the 
place you're in, and it gives the game a creepy feel at times. There 
are amazing boss fighls too, from the huge Kraid and the haunting 
lrteform Phantoon to the best battle in the game, Mother Brain 
herself. All of these bosses require different st@tegies to def ea~ 
keeping the game fresh from Crateria to Tourian. 

Late in the game you 
even find enemies that 
have been drained of 
their life and crumble 
at your touch; there 
is no detail that has 
been overlooked. You 
even find some Chozo 
statues on the planet - some help you while others aren't very 
happy lo see you. The game is all about exploring. and you will 
spend about 10 hours playing your first time through. The items 
are cleverly hidden and finding them is one of the best parts of 
the game, though it can be difficult at times. This game is the 
very essence of action/adventure, and a must have for any fan 
of the genre. 

THIS MONTH IN GAMING HISTORY 

r-.,:::,;=:i=;,=n1 Though Mario is the undisputed king 

of video game icons, he has seen 
many challengers to his throne over 
the years. Some have fallen under his 
feet, while others have been turned 
to his cause. An era of rivalry ended 
in February 2002 when Mario's 

fiercest competitor joined him on Ninteno's hardware: Sonic the 
Hedgehog. On February 5th that year, Sonic Advance released 
for the GBA, followed shortly by Sonic Adventure 2 Battle (an 
enhanced port of the Dreamcast's Sonic Adventure 2) on the 
GameCube. These occasions mark the first time Sonic appeared 
on any Nintendo system. Even with Sega no longer in the con­
sole wars, its good to know classic gaming legends like Sonic can 
still find a home. 
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VIDEO GAME TRIVIA 
Hollywood loves the video game industry, and there are more and more shows dealing with games 

on TV. Games are melding with all other aspects of entertainment. so it seems natural that they 
start to merge with the music industry. Game soundtracks are now available on CD, but it's high 
time that video game characters started releasing their own albums. Take our test to see how your 

knowledge compares to these hot new musical releases. 

1 What is the name of the girl 
that PaRappa the Rapper is 
trying to impress with his mad 
skills? 

A. Um Jammer Lammy 
B. Sunny Funny 
c. Paula Fox 
D. Chop Chop Master Onion 

3 What company developed 
the underrated NES title Snake 
Rattle 'N Roll? 

A. Gottlieb 
B. Sega 
c. Namco 

5 Most gamers know that the 
Super Nintendo was released 
in 1991, but what year saw the 
release of the redesigned top 
loading NES? 

A. 1991 
B. 1992 
C. 1993 

6 You may remember the Make 
My Video series for the Sega 
CD as one of the most popular 
franchises in history. Which of 
these still-huge music groups 
did NOT star in the series? 

A. IN.XS 

7 How many points does each 
minigame cost in Super Monkey 
Ball? 

A. 500 
B. 5,000 
c. 250 
D. 2,500 

8 The character Karnov starred 
in his own game, and was also 
a playable character in the 
Fighte(s History games. He also 
appeared as a boss in which 
other Data East title? 

A. Karate Champ 
e. Bad Dudes vs. Dragon Ninja 
c. Two Crude Dudes 
D. Bloody Wolf 

9 What classic movie saw the 
release of two completely dif­
ferent NES games with the 
same name, one by Taito and 
the other by Ubisoft? 

A. Indiana Janes and the Last 
Crusade 

B. Batman 
c. The Racketeer 
D. Darkman 

10 In which game did Mario's 
evil counterpart Wario make his 
first appearance? 

A. Wario's Woods 
e. Super Mario Land 2: 6 Golden 

Coins 
c. Wario Land 
o. Mario Party 
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BREAKDOWN 
83¾ of the time, parents agree with the ESRB rating for a game 
after per.;onally examining the title, according to a recent study. F,ve 
peroent of the time, parents said a game's rating was too strict. 

50% of the men's bathroom in the Game Informer offices ,s in 
functional condrtion. Thanks, Millerl 

37% of Americans said they expected to give or receive a video 
game this holiday season. But thanks to our tampering at the 
North Pole, everyone got socks. Take tha~ chumps! 

98% of the GI staff spends all of their free time playing Halo 
2 on Xbox Live. Matt can't play with his old timey hand-crank 
Internet conneaion. 

50% of all video games are sold during the holiday season, 
approximately. The rest are sold when Reiner goes out shopping. 

* Trivia Score & Rank * 

0-1: 
Nidlllq: 

True Crimes al die Heart 

4-5: 
C.UN'lux: 

XXX1reme Metal! 

8-9: 
Said Snllce: 

Metal Gear Said Gold Hits 

2-3: 
Crash Bandicoot 

Has-beenMascotlllues 

6-7: 
MC Sonic: Blazin' Rhymes 

10: 
Mario Sings the Sonp 

al Dean Martin 

Video Game Trivlo Answen: 1.B 2.C 3D 4.A S.C 6.C 1D 8B 9.A 10B 








