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The invasien of your planet has begun. foday
pur indomitable Helghast army marchas against you,
trampling your cities, obliterating your Society
and forever silencing you, our oppressars.
We seek-no truce. We offer no mercy.
To resist is hopeless. Surrender or he destroyed.

<7 11 chaotic trench, urban and guerilia warfare enviranments.

W 21 devastating weapons. ; iz |
<5 Advanced Al opponents that react to your every move.

<7 Gompetitive or cellaborative multipiayer and anline mo

des for up to 16 players.

Blood
Violence

Strong Lanquage
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BROADBAND ONLY | PlaYSta[ionma |

LIVE IN YOUR WXRLD.
. PLAY IN QURS:

-

Killzone is a trademark of Sony Computer Entertainment Europe. ©2004 Sony Computer Entertainment Europe. Developed by Guerrilla. All rights reserved. “Live In-Your World. Play In O:xrs." is a registered trademark ci"f Sony Computer Entertainment

America Inc. “PlayStation"and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Online icon is a trademark of Sony €omputer Entertainment America Inc. Online pla uires Internet gonnection, Network Adaptor (for
PlayStation 2) and Memory Card (8MB) (for PlayStation 2) (each sold separately). sis - . sy, e . i A
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** “A shooter unlike any yowwve ‘Seen before!” — Electronic Gaming Monthly i "
“One of our most anticipated titles of 2005.” — Official XBOX Magazine s g

ET. X FTE BN " NN

This here’s a diff’rent kinda shooter.
Switeh baek ‘n forth ‘tween first
n’ third person dependin’ on

* if yer gunnin’ or brawlin’ Shoot livin’ ammo like Fuzzles,
- S -- " Boombats and Sting Bees at yer ﬂnﬂmiﬂﬂ
_ . : : ' each with a pow’rful world of hurt

S

i -

| “ a0d the Oddworld Logo are trademarks or
nic Arts s. EA, EA GAMES, the EA GAMES logo,

Blood and Gore
Strong Language
Violence

> 2004 Oddworld Inhabitants, IrmAHH:ghtsHeaaﬂ&i
saistered frademarks of Oddworld Inhabitants in the US 2 A

mﬁ'm Everything” are trademarks or registered frade ; li,S.Wumther countries, Microsoft,
. : (bo: mﬂmﬂmmam either registered trademarks o ﬁ*& O lﬂ_; ': he H__S_L_Enl:l.r‘nruﬂuuntnes
¢ ghae—m——u" _ . _- S iraderrmamme pmpertyunfﬂiew espective. oAroni§ A gande. .
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And, from the looks of thmgs _got much future

: &:
welcome, friend. Heard yer that b~ ty hunter with the
mysterious past. Ya hit town ta collect” agnties, mnﬁﬁ:moolah and
free the land from tyranny. Better keep tM&nhle—h; |
crosshow. 1:;¢J¥ﬁ;“' jya gotta blast yer;aéf through a pack of .

4“:"1*'?’5”“'* . outlaws ‘n filthy minions if yor gonn& ‘up around here.
i, P a0 Hitch upa yer boots, Stranger, it's time ta makea

jl" L 1 i.q_. W] ,r-lri.lt"'
% i [} ; . : I..: 'tll_::.‘lll ._: I: . I
£ ; | P i a1 g

At general stores everywhere. Yer hunt 'heg'lns at eagames.com

Challenge Everything™
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BEYOND THE LIMITS OF MANKIND
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ok _ m Reloading
. 7.
"Unprecedented stream of battlefield chaos" "Unabashed balls-to-the-wall action" '"The Future of War"
- Play - XBN - Game Informer
"Sheer graphical beauty" "All those weapons mean the "Multiplayer shines in Snowblind"
OPM possibilities are up to your imagination" - PSM

- Electronic Gaming Monthily
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THE YEAR IN REVIEW

Month by month, we're laying out what
went down in 2004, and there are some
really big events in there that you might
have forgotten (remember Microsoft giv-
ing their sports titles a “rest”?). It's like
our industry’s yearbook, without the bad
senior pictures and “Most Likely to Star in
a Kung-Fu Movie” awards.

“departments

10 STAFF
Read the team’s latest rants

12 GI SPY
Silly pictures of our life and times

4 DEAR Gl
Your chance to fire back at us!

|8 CONNECT
Where news, talk, and technology
collide

28 INTERVIEW

Sony company man Andrew House
lets loose on the PSP, the console
wars, and the future of gaming

8 GAME INFORMER

cover story

* 4 38 FANTASTIC

Combining awesome powers, insane co-

op gameplay, and a team of four amazing
superheroes is something that has to live up
to both gamers’ demands for quality action
and fan requirements for decent treat-
ments of their beloved comic wonder-team.
Does Fantasic Four, set to coincide with the
upcoming film, meet these lofty goals?

THE TOP 50 GAMES OF 2004
This year will go down in the annals of
video game history as one of the best

ever for gamers - every genre, every plat-
form, and every player had something to

be really proud of and excited for. We've
got our list of those you can’t miss, and a
crowning title for one game of 2004.

’ GEAR
Geeky gadget stuff for the masses

14 OPINION
Richard Rouse Il talks theory and
practice of game design

CALENDAR
Get hip to this month’s happenings

PREVIEWS
Some may think that the best is
behind us. After all, the holiday
season is officially coming to a
close. Before you lose all hope,
check out the plump previews
of everything from Republic
Commando to a Suffering sequel

UNTOLD LEGENDS:

BROTHERHOOD OF THE BLADE
Sony’s newest baby is forcing gamers
around the world to ask new questions
about what portable gaming can really be.
Can you do that on a handheld? With SOE’s
latest action/RPG, the answer looks to be
both very surprising and very much in the
affirmative.

REVIEWS
Game of the Month: The Legend
of Zelda: The Minish Cap for Game
Boy Advance

CHARTS
Retail Sales Data and the Gl edi-
tors’ Top 10 Games

SECRET ACCESS
Codes, strategies, and passwords

CLASSIC Gl
Reliving gaming’s greatest
moments

GAME OVER
The end...or is it?

game index
GAME PAGE #
Donkey Kong Jungle Beat ............. 106
Elder Scrolls IV: Oblivion, The ........... 94
LD BT o e s e AR R AR 123
Fear Factor: Unleashed ................ 125
Fullmetal Alchemist

and the Broken Angel ................115
Getaway: Black Monday, The ............ 115
GRIOEE BB e U 2 s e 116
Gungriffon: Allied Strike ................12]
Hot Wheels Stunt Challenge ............ 113

L egend of Zelda: The Minish Cap, The ... 124
Lord of the Rings: The Third Age, The ... 125

NN PREINER L i e e 117
MechAssault 2;: Lone Wolf ..............118
Medal of Honor: Dogs of War .......... 100
RAGICONONES £ b Gt e Sl 110
Need for Speed Underground 2 ........ 125
PL SIPOE 2 i iy it 113
Oddworld Stranger's Wrath ............. 121
RN e T e Tk an et L
PRIVBY 10 GlOnY . i < o i s v h s v s 125
Phaitom Dust ... 0o il et
Phantom Kingdom ................... 107
Pinball Hall of Fame;

The Gottlieb Collection................ 113
Pocket Kingdom: Own the World ....... 125
IR ThE L o R 112
Rainbow Six; Lockdown ................ 88
Resident Evil Qutbreak File #2 ......... 104
STALKER.: Shadow of Chernobyl ...... 96
SCOMEE 103, v, RS e 113
Chadaw ok Rome. i oot s i 116
ShRME eS| e e L 97
Star Wars Knights of the Old Republic II:

ThRENREONES . i ..o 120
Star Wars: Republic Commando ........ 105
Suffering: Ties That Bind, The ........... 90
SRR I o bl L 114
Super Monkey Ball Deluxe ............. 107
Tiger Woods PGA Tour 2005 ........... 125
Urbz: Sims inthe City, The . ........... 125
Wordof Warcraft ... o ool il 122



VIDEO: YES. GAME: NO.
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U.S.AIR FORCE
CROSS INTO THE BLUE

resarved.

e Al rights

Phantom opponents are one thing, but being matched against a real adversary brings new meaning to the term “game over.” And it takes a completely new
set of skills to play for real. In the United States Air Force, you're not just a player but a relevant, contributing part of the most highly advanced military on

the planet. Which is why we seek those with the talent to win and the intelligence to win under pressure. Call 1-800-423-USAF or log on to AIRFORCE.COM

and find out what we can do to help your game. And what you can do to help ours.



oot e s I I I People Who Actually Get Paid To Play Video Games

HAPPY

GAMEILFORMER

Reiner >> reiner@gameinformer.com

Handle: The Raging Gamer Expertise: RPGs, Fighting, Action/Platform, Strategy, Sports FEBRUARY 2005
NEW YEAH Interests: 7he Final Solution: A Story Of Detection By Michael Chabon, Practicing My Volume XV « Number 2 + Issue 142
; Force Choke Ability In Public Places, Nintendo DS’ Upcoming Lineup (Wario Rules!), PUBLISHER

Hiding Moldy Bread On My Coworkers' Desks Dislikes: People Who Counter My Force
Choke With A Flip Of The Bird, The NFL (And You Thought The MLB Was Run Poorly?),

Cathy Preston

ANDY McNAMARA Waiting For PSP Current Favorite Games: Halo 2, Star Wars Knights Of The Old ENTORAN-CHisF
EDITOR-IN-CHIEF Republic II: The Sith Lords, The Legend Of Zelda: The Minish Cap, Suikoden IV PSIOY MO
: | EDITORS
Yeah, | know it's February, but we had to Matt >> matt@gameinformer.com Executive Editor Andrew Reiner
: : : Handle: The Original Gamer Expertise: First-Person Shooters, Action/Platform, Action/ Senior Associate Editor Matt Helgeson
wait an extra month this year to bring you Adventure, Action/Sports Interests: Nick Cave And The Bad Seeds - Abbatoir Blues/The e & e Zouk
our blockb . - ' Lyre Of Orpheus, Desperate Housewives (Best Show Since Beverly Hills 90210Y), PSP, Snoop Adam Biessener » Joe Juba * Matt Miller
_ UStEr YE? In REWE‘:N feature. But Dogg's Gl T-Shirt, My New Vehicle Dislikes: Star Jones, Gorging Myself Sick At Manny's (Or Mascot Arthur
this year we bnng it to you with an addec Maybe That's A Good Thing?), Internet “Beef” (Puts The “P" In Pathetic), Not Having Enough PRODUCTION
b : h 0 ol th . Time To Play All Of The Games That | Want To Current Favorite Games: Grand Theft At Disattr Thomas Blastin
onus: a chance to win all the games in the Auto: San Andreas, Shadow Of Rome, Halo 2, Hot Wheels Stunt Track Challenge Production Director Curtis Fung
Tﬂp 50 iUSt fﬂf uisitin Game lnfﬂrmer On iﬂE Production Assistant Rachel Nimerfroh
8 _ Kato >> rato@gameinformer.com CONTRIBUTORS
(SEE' page 81 for more dEtal|5). Handle: The Game Katana Expertise: Sports, Racing, Action/Adventure, Action/ Photography
- : . I Platform Interests: Loving Music Again Thanks To The Old (Gene, Ride, Mojave 3) New N Daner
Looking back, | have a hard time thinking (Loquat) And Local (Bridge Club - The Best Band In Minneapolis), Stiffed By Susan GAME INFORMER ONLINE
ﬂf d Year in Uld eo ga mes greater than th]5 F&lUdi, The PE‘UDIE Of Edmonton Dislikes: EA's Exclusive NFL Li[E‘ﬂSE‘, The Gastronomi- Managing Online Editor Billy Berghammer
N _ , cal Peer Pressure Of Buffets, Gary Bettman, Notre Dame, Tom Being Brainwashed By Associate Online Editor Chris Cook
one. 50 many great games, so little time. The Warren Commission Current Favorite Games: Shadow Of Rome, Jade Empire, ADVERTISING SALES
Lnnking ahead, | must say the cuming year The Lord Of The Rings: The Third Age (GBA), Donkey Kong Jungle Beat SAN FRANCISCO
: - : Doug Faust. |
will be one of the most interesting and inno- "\ Lisa >> lisa@gameinformer.com PO st g e
vative in a long time B! Handle: La Game Nikita Expertise: Survival Horror, Adventure, RPGs, Action/Platform, " doug@gameinformer.com
8 : # Racing Interests: Knitting Some Mean Power Gauntlets, Snow, Gmail (Best Thing Ever), MINNEAPOLIS
Now, | will admit, | can't tell you all we M Firefox (2nd Best Thing Ever), Snoop's T-Shirt, PSP Dislikes: Elevator-Appropriate Holiday - RobBom_
i Music, Malls In Any Form Current Favorite Games: Star Wars Knights Of The Old R sty gt o
know about the games coming down the B8l Republic I1: The Sith Lords, Jade Empire, Halo 2 (Again, | Know), Resident Evil 4, Splinter (612) 4866155 * Fax: (612) 486 48
pipe_ However, the one constant | have seen Ay Cell Chaos Theory, The Legend Of Zelda: The Minish Cap rob@gameinformer.com
3 E LOS ANGELES
from almost every company in the industry is Jeremy >> 2 G e e
: : jeremy@gameiniormer.com amgraﬁz:;ggza iﬂ;:‘:n: :;1 991 9?23
that 2005 will be the year to introduce new Handle: Gamezilla Expertise: First-Person Shooters, Survival Horror, ActionyPlatform, marc@gameinformes com
(and hﬂpefu"y fresh) lnte"ectual prope rti es Fightlng, Strateg'-,f,fRPGS Iﬂtm: Attern[:}tlng To GE[ My Hﬁbh\_f Ass In Shﬂpf‘, MI-5, EAST COAST
: ! Madrox, MF Doom, Holiday Relaxation, Galactic Pizza, Jamie Foxx (When Did He Become Swpann Lang
(or IPs as we call them in the biz). Such A Great Actor?) Dislikes: Getting Schooled At Halo 2 Online, Disappointing Urban ooy g b ifop ool
: - i Planning, The Shortage Of Interesting Movies This Year Current Favorite Games: Halo suzanne@gameinformer.com
O_f 'course, there will be plenty of h'ghly 2 Metal Gear Solid 3; Snake Eater, X-Men Legends, MechAssault 2: Lone Wolf, Shining MINNEAPOLIS
anticipated sequels for us to get psyched Tears Amy Amold

Advertising Coordinator and Online Sales

about, but | think people will be surprised Adam >> adam@gameinformer.com e i
My ggaimelr | L0
overall by all the new directions the industry Handle: The Alpha Gamer Expertise: RPCs, Strategy, First-Person Shooters, Fighting AR TR
i ; Interests: Finding New Radio Talk Shows To Disagree With, Rap Snacks, Actually Finding Advertising Assistant
will take (dUE mnstly to the fact that this Cool People On My Server (Stormreaver 4 Life!), America: The Book, Commercials, (612) 4866152 * Fax: (612) 486-6101

bryan@gameinformer.com

: , : Check-Raising Dislikes: Sony’s Intimate Knowledge Of How To Make Me Buy A Piece
yeat will see the introduction of Sﬂnyls PSP Of Hardware, Both Sides Of The NHL's Labor Dispute, Son Of Arugal, EA Assimilating CIRCULATION
and Microsoft's next Xbox). Everything, Rhyming Commercials Current Favorite Games: World Of Warcraft, Untold CUSTOMER SERVICE DEPARTMENT
) Legends: Brotherhood Of The Blade, No-Limit Texas Hold ‘Em
As always, Game Informer will keep you .lie 2 or Eiﬂi?L;ES;ESEW:

: > joe@gameinformer.com Toll Free: 1 (866) 844-GAME (4263)
up to date on all the latest. So enjoy the .
_ P , > =y Handle: The Real American Gamer Expertise: RPCs, Adventure, Strategy, Platform, Puzzle Fax: (612) 486-6101
issue and we'll see you here next month Interests: Fuzzles, Advent Children Trailers, The lron Giant, New Final Fantasy Figures Email: ﬂ;ﬁt“m:jm”i“ﬂﬂgm'"f?"“““m

. : (Even At Five Inches, Sephiroth Rules), Eats, Shoots & Leaves By Lynne Truss (Grammar bl Ly
when we bring you another next generation Is Awesome!) Dislikes: All Your Base Are Belong To EA, Sending My FFXI Character Into Mo Sl Tl
shocker. What game will it be and for which Eternal Afterlife (Jubanimal Was Twice The Man At Half The Size) Current Favorite Chrculation Manager
Games: Star Wars Knights Of The Old Republic II: The Sith Lords, Suikoden IV, Metal Gear Paul Anderson + (612) 486-6104

paul@gameinformer.com

system? | guess you'll have to come back Solid 3: Snake Eater, Fantastic Four

Information Systems Manager

next month to find out. Miller >> miller@gameinformer.com ord o
g : . paulhedgpeth@gameinformer.com
Handle: The Once And Future Gamer Expertise: RPCs, Acthn,’ﬂdugnture, Eughtmg, Manufactured and printed in the United States of America
Platform. First-Person Shooters Interests: The Transformers Live Action Movie, The New The Editor welcomes company product information for all

. 3 . ; deo games. Such materials should be addressed to: Editor,
Avengers, PSP, Keeping My Fridge Stocked With Pie, My Favorite Quarter Century In Years | Game inomer® Magazine, 724 Nor First St, 4th Fioor

/(' Dislikes: How WoW Has Stolen From Me The Last Vestiges Of A Normal Sleep Schedule, }';itgf:jggﬂgf-a:;‘h':;ﬂ;ﬁg”Eﬂ;ﬁgﬂgnf:tﬂe’:;:ﬂg;;gmﬂgéﬂb;
Flat Tires, PEEIE'E Who Aren't Ready For Battle At All Times Current Favorite Games: Game Informer® Magazine. All rights reserved; reproduction
World Of Warcraft, Halo 2, Oddworld Stranger's Wrath, The Legend Of Zelda: The Minish Assssechy - Ao ﬁrméf;ﬁgsﬁgfmm?'“g;ﬂ%ﬁ
Cap, Katamari Damacy, Jak 3, Star Wars Knights Of The Old Republic II: The Sith Lords named in these pages are trade names, or irademarks, of

their respective companies. PUBLISHER LIABILITY FOR
ERROR The publisher shall not be liable for slight changes
or typographical errors that do not lessen the value of an

Allﬂv >2> andy@gameinformer.com dvertisement. The publisher's liability for other errors o
- - dagven 2Mni. Epu 1 I.'Elll'f ar rrors ar
Handle: The Game Hombre Expemse: RPGS, P\C[IDH/' Pl.atfnrm, Mﬂgﬂfn—*——w—-—-———n omissions in connection with an advertisement is limited to

e % ‘ T . _
Driving, First-Person Shooters Interests: Jay-Z And Linkin Park's GAME INFORMER UNLIMITED o g g ool g o ek
Collision Course, Freaks & Geeks, Coffee Dislikes: My Broken Wi thic | : . f | LEDEM'?E:TEQ TL“Z”.;? ﬂnﬁéﬁm tﬁgdﬁ;l sﬁ‘i‘:iﬁ;ﬁ'n”;’[
B . g : " g : ency ag en i | |
CD!‘TIDUTE‘!', Sore Losers, U2's qu'rE*I'Tlgﬂ {SDFT’IE‘UFIE Please Make It S[DD) 1en you see this I0g0 on d game Preview, review, or eature, you Can ieam more any and all liability, loss, or expense arising from claims of

Current Favorite Games: World Of Warcraft. EverQuest Il Halo 2, about it by heading to www.gameinformer.com and dlicking on the Unlimited logo. oo, unkal cormpelion, Uk e racices, nkingemant o

The Legend Of Zelda: The Minish Cap There are tons of other bonuses there (including movies, interviews, and screenshots) O o ot Ao 14 ety resuking e
exclusively for Game Informer subscribers, so even if a game you like doesn't have the G oy SR ek

logo in the magazine, there is a good chance you can still learn more online. 6

Member Audit Bureau of Circulations
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ONE WILL MAKE THE CHOICE. ALL WILL MAKE THE JOURNEY.

N Iy ' o
TOGETH E‘1§Y0U WILL FACE THE OUT(}COME.

Your companions will follow you Wield over 60 new feats and Travel among 7 worlds and
to the dark or light side of the Force Force powers as you and your party explore new environments on
based on your choices. struggle to defeat the evil Sith, your mission to save the galaxy

THIS TIME, YOUR CHOICES AFFECT EVERYONE AROUND YOU.

WWW,KOTOR2.COM

Microsolt, Xbox and the Xbox logos are either registered
trademarks or trademarks of Microsoft Corporation in the U.S,

and/or in other countries and are used under license from
Microsoft. The ratings icon is a registered trademark of the cn'.ou

Entertainment Soltware Association. All other trademarks and snrmln[ X'{: r X
trade names are the properties of their respective owners, _

LucasArts and the LucasArts logo are registered trademarks
of Lucastilm Ltd, © 2004 Lucasfilm Entertainment Company Ltd.
or Lucasfilm Ltd. & ® or TM as indicated. All rights reserved.




Candid Photos From The Seedy Underbelly
Of The Video Game Industry

¢ Chris Polk/FilmMagic.com

1 The Midway posse in effect! [from
left to right] Serene Chan, Nathan

Rose, Tim Granich, Scott Lane, and
Natalie Salzman. 2 The Doggfather
represents for Game Informer at the
Spike TV Video Game Awards, wear-
ing a shirt bearing our Fear & Respect
cover 3 Sega’s Ethan Einhorn [I] and
Bret Blount [r] join forces with Reiner
to combat the forces of evil in the
universe 4 GlI's Adam parties down
with [from left to right] Sony Online
Entertainment’s Rob Hill, Tamara
Sanderson, and Bill Trost 5 Solid Snake
vigilantly guards Game Informer's
Christmas presents 6 Andy discusses
the latest in N-Gage with Ketchum PR’s
Andrea Schneider 7 Nintendo’s Stephen
Ward gives DS the Fonzie “Thumbs Up!”
Award 8 Movie tough guy Vin Diesel
proudly accepts a Spike TV award for
“Best Game Based on a Movie” for The
Chronicles of Riddick: Escape From
Butcher Bay

¢ Chris Polk/FilmMagic.com
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"...THE MOST EXCITING ENTRY INTO THE MMORPG GENRE THAT EVERQUEST ITSELF INVENTED" — GMR

Suggestive Themes

Use of Alcohol
Violence

ESRB CONTENT RATING

Game Experience May

www.esrb.org

Change During Online Play

"DROP-DEAD GORGEOUS" — GAMESPY
"EQII IS INCREDIBLY IMPRESSIVE AS A MONUMENTAL MMO" — PC GAMER

WHERE ADVEIITURE COINMES ALIVE”

WWW.eVERQUEST2.COITI

AVAILADLE OI1:

Dub-RoM CD-RO
SOFTWARE I SOFTWARE

The way it's
€ 7VIDIA.

meant to be played-

SONY ONLINE
ENTERTAINMENT

PENTIUIT" 4 PROCESSOR WITH
HT TECHITOLOGY BRINES €Qll {0 LIFE.




The Readers Strike Back

UNSUNG HEROES

Since the dawn of video games, there has been a
repeated pattern in main characters: you're always “the
best,” or “the only,” or “the chosen one”” In nearly every
game | play, | play someone who is an unstoppable
force in the world’s destiny. In action games and RPGs
in particular (like Halo, Final Fantasy, and Kingdom
Hearts), the fate of the universe is in your character’s
hands. We need a video game that breaks this pattern.
Al Person

= 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

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

| waited two years to spend four hours in line so | could
play it, but I'm afraid | 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. Why 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? | know many will disagree, claiming 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

Why 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” | 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, |
want good games, not War and Peace.

Christian Buttner

Via email

| 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

14 GAME INFORMER

Via yahoo.com

assaulted by volunteers from the Humane Society, and call- | & :

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
i o game for reasons that can be neatly grouped into
B e e N | 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 10 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

| refuse to participate in. | realize that swords do require a
dangerous approach and close range, which | 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 | believe | 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.

~.AND WHAT KINDS OF
= CRUSTS PO YOU HAVE?...

" AND... [CLICK]..HELLO? HELLO?
MR. PIZZA MAN?

-------

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.
Mark Waggoner

Via emalil

Johnny Toughguy
Via all known forms of communication

= 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

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

WHEN LANGUAGE ATTACKS

Review of page 26: Price, very good idea, but comes
on line free, with Internet broadband, and continue
with reviews (from the other end of the cable coax).
Microsoft probably doesn’t want to mix much until
software with video games: | don't blame you. | under-
stand, gives you ideas to materialize something, put
some school exams there too, and we'll have general
audience pleases! If it is possible, work onto rating and
collateral magazines including the hydrogen technology
of New Jersey. Thank you.
Anonymous
Teterboro, New Jersey

= 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 $7.62 (with tax).

Send your comments to Game Informer. Snail Mail: Game Informer Magazine ® Attn: Dear GI ® 724 North First St., 4th Floor ® Minneapolis, MN 55401 Email: deargi@gameinformer.com
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*Cars, cops, scumbags, guns...and a little bit of sex. Wanna take a look?
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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 mark 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 eat.

HARD DRIVIN

| 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, | find that
they only have one lousy map available, and you have to
buy a non-Gl magazine to get it! Why do they want more
money for something that most people have already paid
at least $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 content. With Final Fantasy
X1 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 PS2 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 PS2 ensures that anyone who buys the console
these days will be denied access to the already lim-
ited features provided by the HDD, 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 | 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 includes 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 speedboat.
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ENVELOPE ART

FEBRUARY
WINNER!

CHARLES M.
ATKINS

“I'm never going
to the beach with
talking eggplants
again.”

LUIS SANTOS

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 is draw, paint, scratch, spit, or carve the
best dam envelope art you can think of and send 1t _ vt
to us. Please include your name, phone number, and o kg
return address on the back of the envelope. If you're RS
the monthly winner, we'll feature your work in Gl and
you'll receive a video game prize from the Game
Informer vault.

Send to:

Game Informer
Envelope Art Contest
724 1st St. N., 4th Floor
Mpis, MN 55401

“. GUS SMITH
- Shameless

- objectification
is the new

| black vinyl

- Whoa! Rainbow

{ armpit feathers!

I NATE CHHAY - SEAN CRONIN
“Anyone you can kill, | can kill better” n The Prince is making progress with his anger
management. Flaming, bloody progress
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c 0 N N E c I Breaking News, Views, And Technology From
The Cutting Edge Of Gaming

GAME INFORMER EXAMINES THEPSP

® PlayStation creator Ken
Kutagari makes an appearance
at the PSP launch

nd

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 Kutaragl
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.

S

MEDIA : PROBLEMS : BATTERY

Via the Memory Stick, you can easily transfer : The initial reports on problems with the PSP : In our hands-on time with the unit we listened to music, uploaded some photos, and

MP3s, MPEG-4 movies, or photos from : are predominately limited to a few things.  * played various games on the PSP for close to three hours with no battery trouble what-

your computer, for example, to your PSP. By : A small number of consumers have found ~: soever. Some particularly draining games, like Ridge Racers, can cut battery life to around
connecting the two up via a USB cord (not  : 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
provided), your PC will recognize the PSP's  : while the PSP in general contains a design  : replacement battery in Japan for approximately |
Memory Stick. From here, create a main . flaw. By applying a twisting pressure when ~ : $45. The unit does have a sleep mode which ‘ |
“PSP” folder on your desktop, and in it puta : holding the unit, the UMD door clasp can  : you can set to kick in at a designated time,

folder labelled “Music” (or “Photo,” etc.). Put @ release, causing the disc door to open unex- : and there is also a Wi-Fi power save function. |
MP3s into that folder, than drag the entire  : pectedly. However, in the normal course of : The PSP tells you what percentage and how

“PSP" folder on top of the Memory Stick . playing this isn't a problem. Load times for : many hours are left on the battery, but it is not

icon on your PC. From here, you can view @ games can reach over 20 seconds — particu- : known what type of consumption the system

photo slide shows on the PSP and you can @ larly when going from the PSP’s main menu : is basing its figures on (i.e. music, games, or |
manually fast-forward or rewind your music — : into the game itself, o video). Also, you can charge the |

handheld while you play it.

lllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll

WIRELESS

The PSP's wireless function has great possibilities, but some of them — such

which sounds fabulous on the unit. Sony . while in-game load times
has just announced a program called Image : are anywhere from 10
Converter 2, which to 15 seconds,
lets you convert depending on

mDV'E SF}ES DT the title. as connecting to a Wi-Fi hotspot and playing against friends long-distance in
E?"nutrhe : ;F: piay 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.
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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-
eral). 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.

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-eaming, three-click 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.

LUMINES

From the mind of Space Channel 5'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.

h e ————— {

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.

MEMORY STICK
Here, along the
underside of the unit,
you'll find the slot for
your Memory Stick LAP RECORD
"o 1008

] F."_i.

WIRELESS BUTTON
AND ANALOG STICK
The PSP will prompt
you to tum on the
wireless button when
necessary if you haven't
done so. If left on, you
can set this function

to automatically go -

to sleep I ad

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

HOME AND VOLUME BUTTONS

At any time, users can jump to the home
screen, where you can access your Memory
Stick, music files, etc.

/_ — g 3

POWER/HOLD
BUTTON

The unit's power button
activates by sliding it
forward — whether you
are tuming it on or oft.
Also, the unit can be
turned off for a penod,
and then tumed back
on without losing your
spot in the game (as
long as the UMD s stll
inserted). The Hold
function (used to lock
the PSP in the On or
Off position) 1s activated
by sliding the button
downwards

/ o e bt

BRIGHTNESS, SOUND, SELECT,

AND START BUTTONS

The PSP has three brightness levels, and its
sound can be muted at any time

AC ADAPTER INPUT
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DATA FILE

More News You Can Use

DOA VOLLEYBALL FOR XBOX 2

In an exclusive conversation with Game Informer
Online, Dead or Alive Xtreme Beach Volleyball
creator Tomonobu Itagaki said that he plans to

___..r ¥ . il i

MORE FOR MIDWAY

Midway has acquired its third game studio in
the past year, adding Mortal Kombat: Shaolin
Monks creator Paradox Development to its
family. In 2004, Midway had also acquired

Surreal Software (The Suffering) and Inevitable
Entertainment (Area 51).

JUST SAY NO

Nagul Games just got on Senator Joe
Leiberman’s speed dial. The company is plan-
ning a title called Dealer: Chronic, Pills & Coke,
a third-person, GTA-style game where you set
up your own drug empire, including drug labs,
hookers, and even marijuana plantations.

THE RETURN OF DRAKENGARD

Square Enix has confirmed that work has begun
on a sequel to Drakengard for the PlayStation 2.
Further details are unknown at this time, other
than that Jeremy is smiling.

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 year's 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
forward 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 (like the
MLB or NBA), but this is unlikely. Madden's majority of ownership of the

large football market is a different situation than basketball,
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”

DEATH AND TAXES

An Australian gamer named Deathifier has won
an auction valued at $26,500 for the virtual
rights to an island in the MMORPG Project
Entropia. Deathifier can now sell off the mining
and hunting rights to the island for real life
cash. With a name like Deathifier, we wouldn't
dare trespass.

he football war is officially over. EA Sports has won an exclusive
T 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 / :A
reportedly does not apply to Atari's Backyard Football  SPORTS } |
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 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.

20 GAME INFORMER




-




; fp

-
’

+f

= SGE VATE BAKER, -

Blood and Gore &

Intense Violence _ ! I:"_IL_;IhE-
Strong Language R BROADBAND ONLY

o

;—-:-_q"l'l‘ -;

ESRB > | _
o | | T . e i R S e , o S
€2005 Gearbox Software, LLC. All Rights Reserved. Published and distributed by Ubisoft Entertainment under license from Gearbox Software; LLC. Brothers'IngArms Road:‘to’Hill-30.is a tr:g_c!emarktnf: Gearbox Spft_uf.rare and is used-under license. Ubisoft; ull:u,uq?m_.‘_%eh;t
Wbisoft logo are;trademarks of Ubisoft Entertainment in the U.S. and/or other countries. Gearbox Software and the Gearbox logo*are.registered trademarks of«Gearbox Softwarey:LLC."Microsoft,. Xbox, Xbox LiveTthe_Live logo, and-the E,bn;*tqu:&argz_Etthgr registered: s
trademarksfortrademarks of Microsoft.Corporation in the U.S. and/or in other countries and are used-under license from.Microsoft:=*PlayStation™and-the “PSZ“Family-logo.are.registered trademarks of, Sony_Computer.Entertainment Inc. Online:play.requires ..Lgte_rnet-- -

- T ey
v

connectic ?‘Hé'twﬁrg- "Adaptor (for F'Iayﬁtatm_n 2) and Memory Card :EM&L@L PlayStation 2) (each sold separately). The:ﬂnling_.i{_:i::'h LK gﬁaﬂgm’g[k-ﬂfdsiqng_g?ﬁiputer.‘gﬂ;i't@_i_:]_rrj_:i,-_ﬁ?jﬂ{nﬁ”é‘ricé'-'lnc': Software pl_atf_:j_;[m_tng .1_'M and @lEMf‘ ﬁ_ﬂﬂﬁ

I . ek

e

i -:-\.-% -'h.-‘ s_"ﬁ_':',_a A gy
i B TRy




-------

)
b

' Real soldiers. Authentic battlefields, 'I'rg, «
cnmbat The lnres of your mex in your an s

A

War is hell - violent and bloody xpen ne e

tgs_uncemorg story of the Normandy invasion. -

.f
f‘
Y. Command 3-man Al squads in a battle of wits
; and slull in splrl; screen or online multiplayer.
. \
r * f 4
o S
" ; i I
y: . o PJ’ !!‘ ﬂn

H-H..'-E'.l.-‘.'-'l e e & l'll.l'lh!-i.ﬂ‘l - f.:-.::"":""“‘" & = " - - ol T ——_



LOOSE TALK

Hot Gaming Gossip

THE PS3 IS UGLY

Loose Talk has been tipped off about a potentially
strange PlayStation 3 game that is based off of the
creations of artist David Horvath, the man behind
the Uglydolls and Noupa plush/vinyl figures. An
animated show is also in the works for Uglydolls
(with one in Japan already). The project was ongi-
nally slated for the PlayStation 2, but has switched
over to the PS3, with a release expected - according
to Horvath himself - as coming with the “third or
fourth wave of games” for the system.

NINTENDO ONLINE WITH SQUARE

While Nintendo is no fan of online play, company luminary Shigeru
Miyamoto recently did reveal that the publisher/developer is work-

Ninfendo
ing with Square Enix on an online title for the Nintendo DS. With

SQOUARL CNIX. Miyamoto saying that he doesn't expect online to become big until

three to four years from now, hopefully we won't have to wait that
long for this mysterious collaboration to hit the shelves. And God help
us if there’s a bucket involved.

ESPN BRINGS BACK $50
AND FOOTBALL

The recent exclusive deal for the NFL license

by EA Sports puts enormous pressure on ESPN
Videogames to keep its head above water with
its remaining sports titles. It looks like one way
it plans to make up for the loss of its ESPN NFL
game is by raising its remaining titles back to the
standard $50 price point - something which was ——y
being contemplated anyway with the coming of the ‘EE;I
next-gen systems. As for football, Loose Talk has
heard that ESPN will definitely be creating a pigskin
game of some variety.

CAPCOM EXPANDS PSP

Although Capcom has already committed to bringing
some of its franchises to the PSP (such as Viewtiful
Joe and Devil May Cry), recently the company
openly contemplated its next moves on the system.
A survey on its official Japanese webpage asked fans
what series they'd like to see on the handheld. So
hopefully, if Japanese fans play their cards right, we
could be seeing Resident Evil, Onimusha, Mega Man,
or even Rival Schools hit the PSP.

EA HOSTILE TO UBISOFT

Electronic Arts has bought almost a 19.9 percent
stake in Ubisoft - a move that the French company
had no say on. A spokesperson for Ubisoft
speculated that EA was trying to cash in on some of
Ubisoft's future, next-gen plans. Although EA doesn't
yet have control over what the company’s manage-
ment does, the key word is “yet.” We have a feeling
the EA isn't just buying large chunks of Ubisoft out of
the kindness of its heart.

UBISOFT

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

NAME THAT GAME

Test Your Sight

This month’s game comes from the minds of Sid
Meier, Brian Reynolds, and the people at Firaxis.

Iit's similar to its predecessor Civilization I, but

takes players off Earth and into space to build their
society. The game features seven factions each trying
to colonize the planet Chiron in the mold of their
particular philosophy, such as fascism (The Human
Hive), environmentalism (Gaia’s Stepdaughters),
religion (The Lord’s Believers), education (University of
Planet), and more.

(Answer on page 26)
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NINTENDO
DELIVERS
FOR DS

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 DS's special features one way or
another in 2005.

_llri i

.........

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. Puzzles will be solved using
the DS's touch screen.

Animal Crossing

This cult hit for the GameCube
makes special use of the DS'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.
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Super Princess Peach

In @ 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 sentient,
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.

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.




COME GET SOME UGLY

MAJESCO’S NEW ANTI-HERO

ow that you've destroyed all the cute dolls and stuffed animals your little sister got for Christmas,
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 visit gruesome

death upon a whole world of annoyingly adorable characters exclusively on the Xbox. The spring 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 like his style.

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

GoldenGirl: Rouge Agent

You were a hero once. As an elite salesperson at the J.C.

Penny beauty counter, you were the envy of clerks across the
store. However, when you failed to powder a virtual nose in

a simulator, you were unceremoniously fired. In GoldenGirl:
Rouge Agent, the player takes up the role of a maverick 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 lotion, you maliciously unleash
glamour upon an unsuspecting, unfabulous world. Using envi-
ronmental traps like eyeliner pencil floor-spikes and toxic blush
fog, you reap a radiant, alluring harvest of subtle elegance.
When you finally corer those who wronged you, as they
tremble before your graceful prowess, you ruthlessly proceed to
give them erroneous advice about how best to accentuate their
cheekbones. Revenge is sweet; they will certainly look the fools
at their next high-society gala! Evil never looked so good.

PlayStation.c2
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THE GOOD, THE BAD, THE UGLY

When You Want Your News Categorized With A Sarcastic Editorial Spin

GOOD

Anyone with a sweet tooth for bizarre gaming gobbled up
Namco's Katamarn Damacy, and recently the company con-
firmed a sequel. The title should appear on the PlayStation 2 in
the next fiscal year, which spans from April 2005 to March 2006.
Namco has also announced versions of both Baten Kaitos and
Xenosaga for the Nintendo DS.

On June 9, Xbox owners will get their second dose
of GTA love. Grand Theft Auto San Andreas comes
out for Xbox and the PC. We anticipate upgrades of
some kind, just like the last GTA port. Also, a PSP
title from Rockstar is also in the works.

El;”l.'ll “neights

BAD

Forza is going to rnidiculous lengths to be like racing
leader Gran Turismo. Now the Microsoft simulation
game has announced that it, too 1s being delayed.
The title will come out this Apnil.

Perhaps taking a cue from label mate Gran Turismo
4, Sony’s Rise of the Kasai is also ditching its online
co-op component. Also spotted on the bus out of
town, alongside online play, was a chunk of the
game's former fanbase.

00D

Reflections’ founder Martin Edmondson has quit the
Atari-owned studio. Edmondson created the popu-
lar Driver series, which unfortunately nose-dived
with Driv3r. The good news is that he is planning a
return to video games with a new company and IP.
We look forward to it.

Here’s a picture of Christian Slater and Tara Reid
desperately trying to stave off the Demon of
Irrelevant Movie Stars in the upcoming film Alone
in the Dark. You can see the gnisly carnage starting
January 28.

Gamers receving demo discs from Sony’s
PlayStation Underground recently had their
memory cards wiped. The disc contained a demo
of Capcom’s Viewtiful Joe 2, which when played,
would erase all the data on any memory cards in
the system. Sony issued an apology, but couldn't
refund the hours of the victims' lives.
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TOP FIVES

Favorites From Industry Pros And Gl Readers

DEVELOPER READER

Bill Trost JOHNATHON KEY
Lead Game Designer, Untold Suitland, MD

Legends, Brotherhood of the

Blade (PSP)

1 System Shock 2 - PC 1 GoldenEye

2 Eternal Darkness - 007 - N64
GameCube 2 Grand Theft Auto:
3 The Legend of Vice City - P52
Zelda: A Link to the 3 Need For Speed:
Past - SNES Underground - PS2
4 Sid Meier's 4 Psi-Ops: The
Pirates! - PC Mindgate Conspiracy -
5 Katamari Damacy - P52
PS2 2 Final Fantasy X-

2 - PS2

Send Top Fives 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 picture)

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

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

B CNN: With a name like Wolf Blitzer, you know he’s right
for video games

9 Pork and chicken: Can anything withstand the combined
power of both white meats?

& 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 1s
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 Meier's Alpha Centaun
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\ | THE LOOK
e OF EA
NEXT-GEN?

EA LEAKS MOCK-UPS
"’ FOR MADDEN, NEED

. FOR SPEED

T hese two conceptual pictures popped up on

the Internet, 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 new Madden
looks very similar to a
gorgeous CG commercial
Nike put together last
year showing Michael
Vick and Terrell Owens
playing pitch and
catch. The commercial
was shot by Motion
Analysis Studios using
50 cameras and over 20
mo-cap athletes.

VIDEO GAMES
ATTACKED - YAWN!

‘TIS THE SEASON TO CONDEMN VIDEO GAMES

ith parents buying video games for their children this “If NIMF were forthcoming,” said Vance, “it wc:-uiq acknowledge
w past holiday season, opponents of the industry once that its own ratings are in sync with the ESRB's virtually all of the
again took the opportunity to criticize the industry on time.’

Capitol Hill. The National Institute on Media and the Family Meanwhile, a five-member coalition of parent, u::h_urr:hj and
(NIMF) produced a list of the top ten “Worst Violent Video women's organizations released its own grandst_andmglhst of
Games” as part of its ninth annual Video Game Report Card. The  bad video games, some of which don't even exist! Besides
report claimed that because the industry doesn't believe that mentioning Hitman: Blood Money, which 1§n't even out yet, the
video games are “harmful,” it and the ESRB rating system are list contained Shadow Hearts (it came out in 2001), and some
effectively telling parents to “pay attention to the title called anslmggr Girls 2 (perhaps they
ratings, but it really doesn’t matter if you do.’ n_" NIMF's Worst meant Gunslinger Girl Vol. 3 — an import

In response, ESRB president Patricia Vance Violent Video Games title). Also on the list was Mortal Combat:
said in a statement: “The National Institute on * Doom 3 Deception [sic], Half-Life 2, and, of course,
Media and the Family report card does a grave * Grand Theft Auto: San Andreas Grand Theft Auto: San Andreas. Does this
disservice to America’s parents by suggesting that ° Half-Life 2 mean we can buy GTA: Vice City andlnt's
they cannot trust ESRB ratings. The fact is that a 3 Ha“_j &, .4 okay? The funniest part of the groups
new comprehensive study conducted on the reli- ° Resident Evil: Outbreak , self-righteousness was that the list (and all
ability of the video game rating system found that ° Psi-Ops: The Mindgate Conspiracy its errors) was syndicated to newspapers
parents agree with ESRB 83 percent of the time” ° The Guy Game _ around the country, with all of its misinfor-
The games on NIMF's own top ten list have all » Leisure Suit Larry: Magna Cum Laude  mation blaring just as loud as the moral
been given an M-rating from the ESRB, designat- ° Mortal Kombat: Deception outrage.

ing them as mature titles for those 17 and older.  ° Rumble Roses
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CAREER HIGHLIGHTS

Big In Japan

House, after having taught
English in Japan following

his graduation from Oxford
University, takes a job in the
corporate communications wing
of Sony. Early on, he becomes
interested in the company’s
new video game console
project.

A New Chapter

House is transferred to the
company’s new Sony Computer
works in the marketing and
helping to launch the oniginal
PlayStation.

A Mascot Is Born

= ANDREWHOUSE

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.

| joined Sony in Tokyo way back in 1990. | 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

| got involved with was PlayStation way back in its
inception when it was a small project. | 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. | 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?

| 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. | think the products are positioned
very differently. | tend to view the DS 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, | 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 night
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 microtransactions as a far more
viable business model for online games than the
ones that currently exists. | do not see the necessity
of a hard drive: | 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. | 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?

| think that, 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 [PSP] really has a potential
to be an icon for the consumers.

2002V

2004V

House and Sony sign one of the
decade’s wisest business deals:
securing Rockstar’s ultrapopular
Grand Theft Auto franchise as

a PlayStation 2 exclusive until
2004. Although ports of the
products would appear on Xbox
and PC, the latest GTA games
will all debut on PS2.

A Promotion

House is promoted to executive
vice president, where he
continues to oversee Sony's
marketing and third-party

wins acclaim for his work on
creating Sony’s “Live in Your
World. Play in Ours.” campaign,
which is praised by Ad Age and
Ad Week.

PSP A Reality

Sony releases its long-awaited
handheld console, the
PlayStation Portable in Japan.
It sells out in a matter of
hours, while House and Sony
Computer Entertainment
America continue planning for
its spring 2005 U.S. launch.
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going to buy PSP for the games. And then gradually
offer the idea of other entertainment possibilities
around the system. Though, | 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 buzz
and the right kind of fashion statement for PSP. And
finally, | think that, 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?

| 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, |
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 right, 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 3 in the future?

| think one of the most intriguing aspects of PSP

is the potential for interactivity between different
consoles, and the opportunity to create what | call
pervasive franchises. [Franchises] that not only exist
on your home console but ones you can take with
you and enhance the experience. | think that wil
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 “microtransac-
tions” as the future of online - buying indi-
vidual vehicles in GT 4, for example. Now that

are. When we shipped [PS2] in 2000, we firmly
believed we'd never see games that shipped on

a DVD-9 and take up almost 9 gigs of capacity. |
think, as that trend continues, packaged media will
absolutely be the dominant form of how we buy
our initial games. What'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 | think we have great experience in making sure
that the right gaming content is there first. | think
the trend towards convergent devices is already
happening; | think those companies that don't
embrace it will be passed by. But, with us, that's
balanced with a very strong gaming heritage.
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® Sony’s Andrew House will

play a crucial role in guiding the
company into the next generation
of home and handheld consoles
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__home entertainment__

‘home entertainment

SCREENPLAY 4805

Manufacturer: InFocus

Website: www.infocushome.com e
List Price: $1,299 1 ” Y =
Switching your home entertainment setup to a full HD wonder- L e R
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, InFocus’ ScreenPlay 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.

home entertainment

HD SYSTEM SELECTOR

Manufacturer: Pelican
Website: www.pelicanperformance.com
List Price: $79.99

_toys
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
TV games line is arguably the coolest

gamer-friendly gadget of the last
year. Still, their titles had all been
8-bit classics 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!

NINTENDO DS SKINS

Manufacturer: DecalGirl
Website: www.decalgirl.com
List Price: $9.99

Since Nintendo went the bland route and |
has only released the DS in silver, we think ——
that pimping them out a bit might be the
order of the day. DecalGirl offers around
50 designs, from sci-fi festering aliens

to simulated hardwood. They won't even
mess up the factory finish when removed,
SO you can redecorate your DS as often as you
want, girlfriend!

_loys
URBZ: MINIOPOLIS EDITION

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

MINI SETS

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

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.
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GAME DESIGN

THEORY & PRACTICE

BY RICHARD ROUSE I, P\

| DESIGN DIREGTOR, SURREAL
SOFTWARE AUTHOR

hen | first set out to write Game
Design: 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,
Game Design: Theory & Practice did find an
audience, enough for the publisher to request |
update the book for a second edition. 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? Optimistically, it would
appear today’s developers have a keen interest in
studying and mastering the fundamentals of game
design, with the hope of making 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 | started working on the second edi-
tion, | found the original edition of Game Design:
Theory & Practice was still very relevant to the
challenges of modern game development. Of
course, | 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, |
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-

o ﬂf—“" |
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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 Illl'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 evolution, with MMOs
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provide an
interactive
experience
In a way

no other
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form can.
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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. I 1l W

Richard Rouse Il is design director at Surreal Software, a
Midway Home Entertainment studio. Most recently, he was
project lead, lead designer, and writer on the action-hor-

ror title The Suffering, and is currently writing its sequel,

The Suffering: Ties that Bind. Rouse has been developing
games professionally for over a decade and in addition

to The Suffering, his credits include Drakan: The Ancients’
Gates, Centipede 3D, Damage Incorporated, and Odyssey:
The Legend of Nemesis. You can find more information and
his book, Game Design: Theory & Practice at his web site,
www.paranoidproductions.com/gamedesign. Your feedback is
encouraged at gdtp@paranoidproductions.com

If you work in the industry and would like to share your opinion, contact senior associate editor Matt Helgeson at matt@gameinformer.com.

34 CGAME INFORMER




;fﬁ‘f-",?p ; o
er

g "o aha *
' Sl

Ak
L‘f""ar-' E

O e T

e

e e s A IR g L G
i | E f q ) s o DL o ]
HE - , :
et . P iy SR T R st T B e i B
v - | 9. et : i Y fatnmant - o FoA
; [ . 1 -
e < L. “ - 5 o g, e i e ; g M
§ B 1‘;‘“ [ u H . g Ml L . Tt -y & o - .
: ikt LU LIS L ] J At = L% LRl Rl L AN v By R
=] P i - = ¢ Wi 13 Pl e it : - Ly ak F e S Y
x Fle - ) o . - . ! ; L i 3 a1
e Kk i I TR ESIRTIa TN SO < e o] ' -
\.. 4 -

.
Lo
w b
el

-l._. !.!-
-

A% ey
L e

T e -

[t

-

T
= FE

o T "l
g

- & i
£

e
- “eslf

if{
%

Ekperience the fateful twists r.;f
a dynamic, evolving storyline.

Take the battle online with up to 4
players and USB headset support.
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Pruve_ynur might' és a Champiun in |

head-to-head arena combat.

Blood & Gore
Violence

ESRB CONTENT RATING ~ www.esrb.org

Game experience may
change during online play.

. By
. Pre-order N w W o
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Available February 2005

Arm yourself for the must-have sequel to the fiercest

action RPG of 2004, Champions of Norrath™ r I—l /1 m U ln H ’,.:

Champions: Return to Arms delivers the ultimate
in action-packed, hack ‘n” slash adventure! RETURNTO ARMS"

www.championsrta.com
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-sconnect calendar

Call of Ctléhu: Dark Corners of the Earth |

tue

NEW RELEASES

« Savage Safar Hunt - PS2

« Phantasy Star Trilogy - PS2

» Call of Cthulhu: Dark
Corners of the Earth - PC

* lron Phoenix - Xbox

IMAGINA

FEB 2-05

Held in Monaco, IMAGINA is
also known as the European
Digital Content Creation
Trade Show. The expo brings
together experts in all forms
of digital content creation,
including animation, design,
architecture, and (of course)
video games. With so many

Monaco will be jumpin’!

02

techies in one place, you know |

NEW RELEASES

Fahrenheit - PC

Empire Earth 2 - PC

World at War - PC |

Judge Dredd: Dredd vs. Death
- Xbox/G(/PC

Motorcross Mania 3 - PS2/
Xbox

NEW RELEASES

Qutlaw Volleyball: Remxed
- PS2

Rave Master: Special Attack
Force! - GBA |

Death by Degrees - PS2

Shadow of Rome - PS2

Phantom Crash 2050 - PS2 -4

L

Ys: Ark of Napishtim s S,
-PS2 '* \a

The world's dassiest man,
Jerry Springer, turns 61. He
celebrates with lesbian strip-
pers, drunken hicks, and two
midgets.

NEW RELEASES
MX vs. ATV Unleashed
- PS2/Xbox
Dungeon Siege Il - PC
Star Fox Assault - GC

NEW RELEASES

Sega Classics Collection - PS2

King of Fighters 2002/2003 - PS2

Project: Snowblind - PS2/Xbox/PC

Mortal Kombat: Deception - GC

Brothers in Arms - PS2/Xbox/PC

Digital Devil Saga: Avatar Tuner ~ PS2

Xenosaga I Jenseits Von Gut und Bose
- P2

Tenchu: Fatal Shadows - PS2

s
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NEW RELEASES

Champions of Nomath: Return

to Ams - PS2
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The Sam Raimi-produced hor-
ror flick Boogeyman creeps
into theaters. Will the presence
of Xena's Lucy Lawless be
enough to keep it from totally
sucking?

Keanu Reeves' comic book
adaptation Constantine hits
theaters. Comic book nerd
reaction ranges from extreme
rage to less-extreme rage.

sal

Master of {:reepy art

H.R. Giger tums 65 today.

<y
Ty _I_-‘ \

NEW RELEASES

~ Wild Arms: Alter Code F - PS2

20

KATUSCON 11

FEB. 18-20
| Held in Arington, Virginia,
the convention is touted as
{ a celebration of international
§ animation, comics, and video
games as serious forms of
entertainment. As a video
game magazine, we're all for
highlighting these hobbies,
but even we find Cosplay
and Live-Action Role-Playing
a little silly.

NEW RELEASES
Street Fighter Anniversary
Collection - Xbox
Shade: Wrath of
Angels - N-Gage
Tekken 5 - PS2

The much-delayed werewolf
movie Cursed opens in
theaters. It can't be all that
bad - it's got Scott Baio! No,
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_ | = ‘l'uu are the Flrst to Fight — a US Marine
.= = onthe front lines of urban combat in Beirut.

e Lead a 4-man fire team that executes authentic
Marine tactics. Move aggressively, knowing your
team gives you 360-degree security, and devastate
your enemies with precise air and mortar attacks.
Experience a first-person shooter so realistic,
the Marines use It as a training tool.

Play single-player, 4-man co-op, or go
head-to-head in the Fire Team Arena.
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FIRST TOFI

THE REAL-LIFE COMBAT EXPERIENCES OF THE PROUJUD FEW.

EAE.E-I:'.I ON A TFIAININE TOOL EEUELDPEE‘I
FOR THE UNITED STATES MARINES

COMING SOON Visit www.FirstToFight.com

RATING PENDING (R
Visit www.esrb.org
for updated rating )( B\ & . powereay AT M |C @'
: g it iy ""J;_lgsp” S e =
CONTENT RATED BY Infurmﬂ"n“ cn .a“ XEDX = = : | D E 5 T I N E E H
ESRB OFTWI *

© 2004 by Destineer Studios, Inc. All rights reserved. PC version published by Destineer Publishing Corp. Distributed exclusively by Take-Two Interactive Software, Inc. Kbox version published by Global Star under license by Destineer Publishing Corp. and Take-Two Interactive Software, Inc.
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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
icenses. 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

o P Ty ""ﬁ_h:u::" A ..-\:Ill.ll.c :l|§..|-\,:

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
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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.
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W Each character Y 4 . b o
has a limited-use 1L

cosmic attack » |
to use when the > W

going gets tough e

¥ Combining characters’
abilities is critical to success

B Attacks like these will
leave visible scars on the
environment

video games, It 1sn't
_ difficult to tell players
: ' - they are controlling a

e e i superhero — all it takes is a
L -~ L TN L reasonable approximation
- ot -0 R of the character onscreen. The real trick,
Ny - ¢ R 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
Pl _ that are remembered for years. In 2004

. = ' - alone, Fantastic Four publisher Activision
e ' ' put gamers in superhero-sized shoes as we
swung through the streets of New York with
| o £ Spider-Man, and fought alongside an entire
. | o N regiment of X-Men.

Bt 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
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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” As 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
s better suited for ranged combat,
launching fireballs and erecting walls of
flame to keep the enemy at bay. Reed

M In this stage, players will

hear Ben's rate of breathing
constantly increase as he is
exposed to higher levels of

radiation

s 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 that, it's
no wonder she i1s 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. As
the attacks are powered up, they look
and feel different, and transform into
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.* cover story

B Nearly everything you
see in the environment can
be picked up, destroyed, or
otherwise manipulated

’!1

M Johnny's flame attacks can
set furniture, drapes, and ; e et |
even human enemies ablaze : e - GAME INFORMER 41




M Doombots are actually just probes
with other functions - like watering
plants - until they sense danger and
outfit themselves with armor.

~~ M Enemy Al features 50 brain variables. Foes
break your blocks, strafe, and sneak up behind
you. Other times, they just get punched
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¥ Though the Moloid King is the immediate
danger, the real threat is the short, fat guy
with glasses: Mole Man

® Locking-on to enemies opens
a new set of movements, like
dodges and backflips
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M In larger brawls, the team
dynamics will play an important role




They've been around for over 40 years, but they've had their
ups and downs in terms of popularity. In case you've missed
the ups, here’s a quick primer course for anyone who doesn't
understand what makes the Fantastic Four compelling indi-
vidually, and how they complement each other as a team.

IVIr. Fantastic/Reed Richards

The leader of the Fantastic Four and widely

believed to be the smartest man on the planet

(though Victor Von Doom would testify to

the contrary), Reed is a scientist at heart. The

cosmic accident left him with an elastic form,
allowing him to modify the size and shape of his body at will.
Living primarily in his mind, he is typically emotionally distant,
though he does have romantic feelings for Sue.

Invisible Woman/Sue Storm

Somewhat shy and reserved, Sue longs to

be noticed (especially by Reed). Many would

argue that if the Fantastic Four were to fight

each other, Sue would emerge victorious. In

addition to invisibility, she can project extremely
powerful force fields as well as manipulate energy to create a
wide array of psionic striking weapons. Sue is Johnny's sister,
and despite their extraordinary powers, they still argue and
compete like normal siblings.

Human Torch/Johnny Storm

A hothead even before his transformation,

Johnny Storm is a loose cannon. With the

power to surround himself with flames and

manipulate them, he is wild and extremely

capable offensively. He and Ben often take part
in verbal sparring matches, though they are quick to put away
their differences in the face of imminent danger. Though an
integral part of the team, Johnny is often the instigator of its
internal conflicts.

‘ Thing/Elen Grimm

Ben is the tragic hero of the group, sacrificing

himself to spare his companions during the

cosmic accident. As a result, he was the only

one whose physical form was modified to the

point that he can't even pretend to be a normal
human (despite ingenious trenchcoat-and-hat disguises). With
his immense power, Ben is rock solid and dependable, though
he still has trouble coming to terms with his lost humanity.
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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
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B Each character has 40 attacks,
many of which are fully upgradeable
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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

W A jungle in Tikal is one
of the original lecations
created for the game




to the rescue effort, as well. However, before Doom in-game and onscreen. After all, the only
moving right to the crisis at hand, the player way to see heroes' abilities truly shine is when
can choose to use the team’s abilities to save they are put to test it by a worthy adversary,
other nearby citizens in peril; Sue can create a and there could be no better villain to combat
force bubble to shield people from an explo- the Fantastic Four than the brilliant and spiteful
sion, while Johnny can pass through flames in Victor Von Doom. As the film's antagonist, he
order to carry others to safety. Ultimately, the plays a key role in the game's events, but he is
Fantastic Four's cooperation in this mission not the only force of evil at work. Building upon
while, Ben is tirelessly fighting off hordes of marks their first, but certainly not their last, the foundation laid by the movie, other seminal
smaller minions to give the other three space success as a cohesive and unified group. villains such as Annihilus, Diablo, and Puppet
to work. The boss fights aren't just about While the entire team will be available for Master will also make appearances as the story
scoring as many hits as quickly as possible; instances like these through much of the unfolds. After all, if the game were to exactly
there is an aspect of strategy to all of the major game, there are sections that are specifically follow the movie plot without deviation, not
encounters. designed for particular characters. “As for how only would it be too short, but we would miss
Another instance requiring the combined players will get involved in the game, that is a a great opportunity to see some legendary bad
efforts of the entire Fantastic Four is in an fundamental,” confirms Peterson. “We tailored guys back in action. In order to expand those
event taken directly from the film. Still trying the experience to each character, made certain areas of the game not covered in the film, Zak
to cope with his transformation, Ben finds levels specifically for certain heroes, especially Penn, who authored the story for the 2003
himself on the Brooklyn Bridge in the midst of from a story standpoint.” There may even be blockbuster X2 (alongside Metal Gear Solid
a catastrophe. A fire truck teeters precariously other surprises In store; though reluctant to voice-over veteran David Hayter), was hired
over the water, and Ben realizes that only he give any further details, Gardiner mentions to write the additional material. “We've been
can stop it from going over. At this point, the that “there will be portions where the player is talking to the studio to make sure that our
player maneuvers Ben over to the vehicle, controlling characters who are not members of  experience is similar to their experience,” says
where a minigame triggers and the buttons the Fantastic Four” With all of the secrecy sur- Jamie Bafus, the game's producer. "We aren't
must be pressed rapidly in order to build up rounding this tidbit of information, something following their storyline exactly, but of course
the strength to hold his grip. As the remain- tells us it has got to be good — we wouldn't we hit on all the big moments that everyone
ing three members of the team arrive, Ben even rule out the possibility that it might even will recognize.
struggles to keep the vehicle from plummeting. be the classic perennial nemesis Doctor Doom. Despite the game's cinematic roots, don't
Reed, Sue, and Johnny must each tackle their Even if it turns out that he isn't playable, we'll  expect those big moments to be relayed
own similar minigames to contribute their skills  still see plenty of the incomparable Doctor purely through cutscenes and dialogue. "Our
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to accommodate both '
single-player and co-op '\ "%
playthroughs '

™ B By satisfying certain goals,
players can unlock bonus levels
and arena battles

EONCEPTUALBIFFERENCES

Between the movie and the recent Ultimate Fantastic Four comics, many classic characters

have already successfully made the move to the modern era. However, part of the challenge in
creating the game is integrating old favorites that haven’t seen a wardrobe update since the 70’s.
“Those versions were awesome, but we felt they might need a little modification,” acknowledges
lead artist Buck Chantel. Art director Damon Conn is more emphatic about the need to update
the look, exclaiming, “In the old comics, they fight Galactus, but he’s got short pants on! That
was totally cool in 1969, but today it’s like [grimaces] holy s@%*!” This is why fans will notice
many familiar faces from the series have undergone complete overhauls in the visual depart-
ment. Iconic villains like Annihilus and Diablo look sleeker and much more threatening than
their previous incarnations. In fact, they bear many stylistic similarities to the redesigned Doctor
Doom and Mole Man from the Ultimate Fantastic Four comic series. “Artistically, whenever we've
been in doubt, we've looked to the Ultimate series as an example,” admits Conn. Emulating

an immensely popular comic series (the series has sold over 1.3 million copies to date) largely
adored by fans hasn't steered them wrong yet, as these conceptual drawings illustrate.
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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
sn'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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Director of the upcoming Fantastic Four motion

£

At the creative helm of the Fantastic Four film, Tim

Story’s approach to these important characters and their

surroundings has ramifications beyond simply what we
see on the movie screen. His vision for the universe
aftects the feel of the environments, the appearance of
the enemies, and the general tone of thé franchise — all
of which are also represented in Seven Studio’s upcom-
ing game. Game Informer recently had the opportu-
nity to speak with Story and hear his thoughts on the
current state of the Fantastic Four, its characters, and
Hollywood’s ties to gaming.

What is the biggest challenge in translating the
Fantastic Four into a modern context?

Figuring out how to make the use of their powers
within the story organic. In the comic book, Johnny is
always on fire, but nothing catches on fire near him.
We had to make it so he can actually be in a room
with people, flame on, and have it make sense. For
Sue, we've all seen characters that go invisible, but
how do you make it more than what we've seen?
The biggest challenge has been taking the comic
book and making the powers seem natural for the
characters and what they are going through.

What do you think makes the Fantastic Four such
compelling heroes?

They're normal people. They don’t necessarily like
each other all the time, but they love each other.
Putting the super powers aside, they're just like

you and |. They respond just as we might if we got
zapped by a cosmic storm. The Fantastic Four runs
out of milk just like everybody else. You can envi-
sion them in the shower getting pissed off when the
water goes cold because someone flushed the toilet
in the house. That's what makes them compelling.
You can relate to everything they are going through

How does Dr. Doom differ from vour average villain?

What I've always loved about Dr. Doom is his hatred
of Reed Richards. It's complete jealousy. There aren't
a whole lot of villains out there whose intentions
are extremely pure. Even when they say “I'm going
to take over the world,” it isn't as specific as this:

Dr. Doom just wants to get rid of Reed Richards. It's
plain and simple. He just hates Reed, and at the end
of the day, it's not much bigger than that. Of course,
he’s brilliant and able to go toe-to-toe with Reed, so
it's a fight of the minds to a large degree.

With the release of the Ultimate Fantastic Four com
Ics, have you made any conceptual changes to adjust

4

to the recent re-envisioned Fantastic Four universe?

| must admit, | like that series an awful lot. | love the
tone of it. They're younger in that comic than we are
portraying them, but I've kind of taken what | gotten
from the UFF and said, “That's the right tone” It's
serious, but it's got some antics to it. They have a lot
of fun with the matenial, but at the same time it's
very intelligent. | think it brings a whole other world

v

‘e cover story

to the Fantastic Four. I've also borrowed a lot of the
film’s look from the Ultimate Fantastic Four and
Marvel Knights series. We try to keep the spine of
what made each of these characters who they are.

How does your previous work with Barbershop's
ensemble cast affect your approach to characters?

| try to keep them at each other’s necks. There's
always that banter going back and forth. | just love it
when families argue — thete’s no resolution, but at
the same time they have to come together and help
each other. That's what this film is about. There's not
a lot of resolution to what they are going through,
but at some point they have to put that fight aside,
and go fight something else. It's the rule of the com-
mon enemy.

What do you think of the game so far?

| was shown some of the early stuff, and what was
really cool about it was that they found a way to
make the characters fight in a cool way. One of the
biggest problems to solve in the movie was “how do
they fight?” It's not that easy to set up a fight with
Reed Richards, because the guy isn't super strong,
but he can make a fist the size of a body. Does that
mean it's more strength or just more mass hitting
you? How far does he stretch? You have to take the
physics into consideration, and they've done a great
job with that.

Do you see the partnership of games and movies
as being helptul, or i1s it just another set of suits to
satisty’

| knew when | got into this what | was signed up for.
Though it i1s sometimes taxing because there are a
lot people to talk to while still trying to be 100 per-
cent creative, and it can be hard to be creative when
you're exhausted. But the Fantastic Four is practically
a culture, and | knew going into the movie, | was
just going to be presenting one element of what this
universe is. There are toys, other comics, TV series,
Halloween costumes, and video games. Although
sometimes taxing and frustrating, it is extremely sat-
Isfying to be a part of a family in terms of product,
where you have support from so many different
areas, that allows you to put something together that
will be supported on so many different levels. | must
admit, | can only see the positives of it.
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2603 - B N The Year in Review

Coae s R e s o ™= 2004

The Top 50 Games
of 2004

The Top 10 Heroes
of 2004

The Top 10 Villains
of 2004

The Top 10
Disappointments of
2004

The Top 10
Developers of 2004

The Top 10
Publishers of 2004

The Top 10 Biggest
Dorks of 2004

*s] 1he Top 10 Worst
Games of 2004

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 DS 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 = Microsoft head honcho and J The sneaky bunch at Rockstar, “ Bungie and small firm 2 Electronic Arts snagged two o Video games are making
Kirshen to head its new games very rich person Bill Gates used noting the numerous game web-  Nightmare Armor joined forces quality titles from financially money. This might not seem
development division. Perhaps the annual Consumer Electronics  sites that track new copyrights to create the year's most bitchin’  struggling publishers Acclaim like news, but in January

eyeing its huge receipts from Show to announce the Xbox online, registered a slew of game accessory: real Master and Eidos, buying the rights to the Entertainment Software
sales of Activison's Spider-Man Media Extender kit, which would  erroneous names to throw the Chief armor! Made of fiberglass Burnout 3 and TimeSplitters 3. Association announced that total
2 games, Marvel felt it necessary  allow users to utilize Media media off the track of the new and aluminum, and even featur-  Talk about kicking a company sales of PC and console software
to focus more of its energies in Center PCs to transmit all types GTA title. Names claimed by the ing a blue glow behind the visor, when they're down! Burnout 3 eclipsed the $7 billion mark in
the profitable game licensing of media to their Xbox and company included GTA: Bogota, this costume was announced to  was a sign of things to come for  2003. This was a new record, up
market. televisions. GTA: Tokyo, and GTA: Sin City. retail for a hefty $3,500. EA and developer Criterion. from $6.35 billion in 2002.

Nintendo and
Capcom: The
Honeymoon’s Over

The partnership between Capcom and Nintendo to
deliver five high-profile exclusives to the GameCube
began to show cracks in January when it was
announced that Killer 7 was coming to the PlayStation
2. By year's end, only one of the “Capcom 5" (the
commercial flop PN.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
and has most likely been cancelled. One thing is clear:
Capcom's strategic alliance with Nintendo has proved to
be a massive miscalculation on the publisher’s 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 it found itself the
unwitting dupe of a pornographic website. The scandal
started when quick-witted Texas gamer, Tony Ashcratt,
noticed that a fictional URL was displayed on the bottom of
some posters in a level of Ubi's hit Tom Clancy’s Rainbow
Six 3. A quick check of the Internet (or “Internets” as they're
khown in Texas) demonstrated that the URL was in fact
unregistered. Ashcraft quickly scooped up the domain
and sold advertising to several porographic sites. After

' 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 sexy 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.

: N Fries Breaks Free
ake 2 Interactive (parent company of Rockstar Games) Frnom Micposoﬂ;

released a statement that reduced its projected earn-

ings for the quarter ending in januaw by near|y $30 \ In one of the \,:ear’S mmst 5_urpri5ing internal Shak;f:l_ips, Microsoft

million. APPEI'EI'II"Y, this financial hatchet job was pulled by an P Game ::_;.tL_Jdm:-; .Ed Fries _rer_aignf;d his puat.aalz vice |:jrf:ft'-_1.|tiitt‘_r'1l of qunn;.
aabiae s shil suiidiiiis salo s aitng AAKY e Alth & thii { S publishing. While many in the industry were sad to see one of ,ﬂt:.r.r_};-:_b
Inst " y € acte : yne. Ol:lg e R - e most visible hgureheatis leave the company, the split did seem to
were several factors that figured in to Take 2’s weakening earnings, § SRR be amicable on both sides, with Fries waiting a few weeks to make
the key culprit was disappointing sales of Rockstar’s would-be ST . (fficial decision whille his successor, Shane Kim, got up to speed.
blockbuster Max Payne 2: The Fall of Max Payne. Thankfully, the Kim initially held the position on an interim basis, but was later given the helm of Microsoft
failure wasn’t enough to sink the franchise for good, as Take 2 “?m“: s e s % L e ) S

: 4 n the months following Fries' resignation, Microsoft timmed its Xbox games lineup,
later confirmed that there would be a Max Payne 3 in the future. jettisoning many projects that were not deemed viable. One of these was Psychonauts, a
However, Payne developer Remedy appeared to take the fall for game that Fries had championed internally and in the press. Whatever the circumstances
the subpar sales, as reports soon circulated that the company had surrounding his leaving, Fries' legacy is apparent in many of the strong developers 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.

been pulled from the next instaliment of the series.
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Cyan World's much hyped The IDGA announced that  Although Fear Effect: Inferno
online adventure service, Uru veteran designer Mark Cerny itself will likely never see the
Live, was cancelled by the devel- would receive its Lifetime light of day due to developer
oper. Myst creator Rand Miller Achievement Award at the Kronos’ untimely demise, game
said the project was shelved upcoming Game Developer’s filmmaker Uwe Boll (House of
because it had failed to generate  Conference. Cerny has worked the Dead) optioned the movie

a solid subscriber base. Myst on such series as Marble rights to the lesbian thriller title.

fanatics were understandably Madness, Crash Bandicoot, and In other news, Uwe Boll is, like,
devastated by the news. Sonic the Hedgehog. the worst director ever.

Vo
t

B R R T

UniLeoaSHeEesS
MeaSteRn
ninJdJs

ecmo did right by its fans with the announcement

of the Master Ninja Tournament, one of the coolest
online contests in the history of video games. In
February, fans salivated at the prospect of competing for the title
against combatants around the globe. Later in the year, this trickle
of drool turned into a raging river when Tecmo revealed that the
Master Ninja Tournament would actually make use of not one, but
two downloadable Gaiden expansion packs - the Hurricane Packs
Vol. | and I, which featured new enemies plus enhanced and new
levels. Throughout two rounds, players the world over battled for
high scores and the right to spar in the Master Ninja finals at the
Tokyo Game Show.
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2 In February, Nokia CEO Jorma - Sensing the flagging fortunes £ Former Nintendo president
Ollila admitted that the com- of the franchise, Ubisoft dropped  Hiroshi Yamauchi said that it
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pany’s N-Gage handheld “had The Matrix Online. In the mean-  would reveal “something new

its work cut out” and that sales time, developers Monolith and at E3 2005, which will use the
“are in the lower quartile of the =~ Warner Bros. continued work on  GameCube as its parent body”
bracket we had as our goal.” the game, which was eventually  He said that the system wouldn't
Which is like saying the flight of  picked up by Sega. To celebrate,  be “high tech,” because “con-
the Hindenberg “failed to meet Larry Wachowski bought a pretty  sumers aren’t demanding for

expectations.”

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

Game piracy has dogged the industry since its
inception, but events in 2004 showed just how
serious the problem has become. Early in the
year, hacker Sean Michael Breen was sentenced
to 50 months in prison for bootlegging over
$500,000 in illegal games with members of the
Razor1911 piracy ring. Later, in April, the FBI
conducted Operation Fastlink, a series of over
120 raids on illegal piracy rings in 27 states and
several foreign countries. In an unrelated case,
Atari, EA, and Vivendi Universal filed suit against
the makers of Games X Copy, PC software that
would allow users to easily make copies of their
computer games.

Despite law enforcement’s efforts, matters
got worse as the year went on. In August, Valve's
Gabe Newell confirmed that source code for
Half-Life 2 had been stolen by hackers who had
used keystroke recorders installed in Valve's
email system. The year’s other high-profile PC
FPS, Doom 3, was also leaked to peer-to-peer
sharing networks days before its August
release. The BBC reported that at any one time,
over 50,000 copies of Doom 3 were being
downloaded, resulting in millions of dollars of
lost sales.

Things were no better on the console side,
as both Grand Theft Auto: San Andreas and a
French-language version of Halo 2 were circulat-
ing the ‘Net well before their respective release
dates. These leaks were rumored to have origi-
nated from employees at DVD manufacturing
plants. The Entertainment Software Association
estimates that the industry loses at least $3
billion a year from piracy. Based on results of
a Macrovision study conducted in 2004, which
found that 52 percent of all PC gamers played
pirated games, this number will only increase
in the future.

leading edge technology.”

EA Puts Origin
Systems To Sleep

Note to developers: You might want to think twice
before selling your company to EA. The 800-Ib. 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 built, was famous for it's
pioneering RPG series Ultima, which began to explore
the vast expanse of cyberspace when EverQuest was
vet 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 EAs
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.
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In April, the world was sad- GameCube, which was Bill Carlton’s bid to break the Adventure game fans were : Black & White and Fable creator Nintendo thrilled old-school

dened by the news that Castle selling so poorly in 2003 that Asteroids world record score angered by LucasArts’ decision Peter Molyneux, who invented the gamers with the announcement
Wolfenstein creator Silas Warner  production was actually halted, of 41 million points was foiled to cancel the upcoming Sam “God Game” genre, was deserv-  of a dassic NES series spedal
was dead. Warner's work in the bounced back following its when the arcade unit he was & Max Freelance Police, the edly inducted into the Academy edition GBA - a unit emblazoned
industry helped lay the founda- price drop to $99. Sales were so  playing on at the Ground Kontrol much anticipated sequel to the of Interactive Arts and Sciences with graphics reminiscent of

tion for the action/adventure strong that the unit was nearly Arcade in Portland, OR broke legendary Sam & Max Hit the Hall of Fame at the annual DICE = the 8-bit console. The unit was
genre and also provided the sold out in the U.S,, requiring down. At the time, Carlton had Road. LucasArts cited “market Summit. Introducing Molyneux at  timed to release with a series
inspiration for Wolfenstein 3D, Nintendo to relocate consoles amassed 12.7 million points in place realities” as the reason for  the ceremony was none other than of NES GBA reissues, including
the first FPS ever made. from other territories to America. 27 straight hours of play. the move. GI's own Andy McNamara. Excitebike and Super Mario Bros.

XSN Sports: “We're Not Dead,

v B Restiant R Se
We're Only Resting! evernaQaue
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 n e a c H s

usual slate of sports entries in 2004. Affected titles included NFL Fever, NBA Inside Drive,

NHL Rivals, and MLB Inside Pitch. Microsoft Game NS o 0 T
Studio’s Kevin Brown stated plainly, “They're just not g o S " SRl

as competitive as we want them to be" ST _ .
Initially, the company claimed to be only “resting” AW A o —

the franchises in order to work on bringing them Tk | AN\ '

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 Naughty Dog

Naugnhty 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. “|
now want to take on new challenges and create
something new. | want to refuel my passion for the
business of gaming,” he claimed. However, he said
ne 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.

ik

BUXEP Arguello n March 16, Sony Online Entertainment’s ultra-
Sucker Punches EA Erapmm—— popular MMORPG celebrated its fifth year of
Lawsuits are fairly common in video games. i continuous play. Although others were first,

However, it's never good to get in a legal dispute b ‘ EverQuest did much to popularize the genre, as its addictive

it & BB semeplay heiped spawn such terms as “EverCrack” and EQ

former boxing great Alexis Arguello had filed suit against R i widows. thle Its !Dng'awalte‘j ?equel, E?erQUESt 1L, wnl'ﬂdl'l t be

Electronic Arts, Nintendo, and Sony for the illegal use of released until late in the year, things continued as usual in the

his likeness in EA Sport's Knockout Kings series. . TR virtual world of Norrath, with over 100,000 people playing at one
Although many famous boxers have been recreated in _ time during peak periods.

Knockout Kings, Arguello took exception to EA' use of his Over its five year run, EverQuest has sold over 2.5 million
physical appearance and boxing style in the title without any

compensation. Ironically, it was fhe game's success that | i coqies, and usually buast:s about 420,000 dedicated users. Sony
tipped off Arguello — who is not a gamer — to his inclu- estimates that total playtime for all current characters would

sion in the Knockout King's roster. Apparently, he was | S equal about 184,000 years. Scary. Although the MMORPG genre
unaware of the game until a young boxing fan had . has had its problems, EQ's continued success demonstrates the

approached him and asked him to sign his copy of 3 : .
Knockout Kings 2001, : :trong allure that virtual worlds will hold for many in the years
0 come.
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April Fool's Day jokes are a = The year's most notable exec- ~ The Nielsen Ratings, the bible
tradition in the industry, but utive departure was the exodus  of TV advertising, teamed up
Blizzard pulled off a particularly  of EA president and COO John with Activision to announce
funny hoax concerning its epic Riccitiello, who led the company  that they would be starting
World of Warcraft when they since 1997 and was probably the a new to track the
announced a fictional new most powerful man in the game  effectiveness of in-game market-
race - the Two-Headed Ogre. industry. Little is known about ing. Hope you like ads in your
Gullible fans made it the talk of  his reasons for leaving. games! This could get out of
the Warcraft boards. hand in a hurry.
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o one paid much attention
when Majesco announced
that it would be releasing
new technology that allowed gamers to
play full-motion video on their Game Boy
Advances. However, in April it became
clear that the company meant busi-
ness when it was confirmed that it
had signed deals to produce GBA
video carts for two major licensees -
Cartoon Network and Nintendo’s
Pokémon television series.
As 2004 went on, GBA video began
to look like the best business deci-
sion of the year. The budget-priced
carts, which hold up to 45 minutes of
video, flew off the shelves and high-
profile companies were soon lining up
at Majesco’s door. Deals were inked to
distribute titles from hugely popular
kids properties like Nicktoons, 4Kids (Teenage Mutant Ninja
Turtles and Yu-Gi-Oh!), and Strawberry Shortcake. By year's end,
even Disney was on board, with Buena Vista licenses including Kim
Possible and Lilo & Stitch. A financial statement Majesco released
in September showed a net revenue of $33.9 million, up from $4.0
million the year before, with over 79 percent of total sales being
attributed to Game Boy Advance Video product. It’s safe to say that
the only ones laughing at GBA Video now are Majesco - all the way
to the bank.
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! Hong Kong cinema legend Silicon Knights, creator of © Viacom CEO Sumner Redstone
John Woo shocked Nintendo Eternal Darkness, became a filed papers with the SEC allow-
fanboys by purchasing the film free agent in April. Founder ing him to purchase more
rights to the Metroid series Dennis Dyack revealed that its shares of Midway. Later in the
through his game firm, Tiger Hill  exclusivity deal with Nintendo year, he did just that, eventually
Studios. The director is attached  had ended, and that Silicon acquiring over 80 percent of
to two other game-related film Knights would be pursuing proj-  Midway's shares and nominating
adaptations: Spy Hunter and ects on all platforms, including his daughter for the board of
Tom Clancy’s Rainbow Six. Nintendo's. directors.

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.’

In the episode, host Libby Potter traveled to
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 stern 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 eamed Yamauchi a fortune of over $1.4 billion), choosing
instead to remain a salaried employee.

The documentary also made more sinister charges against Nintendo, claiming 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 tumn 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 Phollies!

Infinium 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 Infinium unveiled the unit at CES in January
(which tumned 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
Infinium Labs.

However, the smooth sailing didn't last, as Infinium 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 ‘Net, which caused Infinium 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 turn 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 Infinium, which is
probably why the company
had to break its schedulea
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.
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Konami announced that it
would be releasing a comic
book series based on its legend-
ary Metal Gear Solid franchise
in May in partnership with IDW
Publishing. Artist Ashley Wood,
who worked on the Curse of
Spawn series, was tapped as the
artist for the project.

ASH | N

In May, Japanese Pachinko
giant Sammy revealed that it
would be merging with Sega
by exchanging stock for the
remaining Sega shares it did not
already own. Sammy, an up-and-
coming game publisher, hoped
to merge its financial might with
Sega's game know-how.

here’s no event larger than E3 in video games, and this
year’s convention had everything you would expect. As
usual, big news abounded on many fronts. Increasingly,
the really huge revelations happen not on the floor itself, but

PV T R R

After receiving a prime spot
in Sony’s GDC press conference,
Backbone Entertainment’s PSP
title, Death Jr., was optioned for
a movie to be directed by Larry
Guterman (Antz). Not bad for a
game that isn't even out yet!

at the pre-show press conferences. Microsoft kicked things off

with a conference that highlighted its strong product lineup for

the coming months as well as its highly touted XNA develop-

ment platform. The not-so-shocking surprise of the night was the
announcement that Electronic Arts had decided to bring its vaunted
EA Sports lineup to Xbox Live, a huge coup for the company.

Sony and Nintendo focused on their upcoming handhelds, the
PlayStation Portable and the Nintendo DS, respectively. Nintendo’s
conference was handled by its new VP of sales and marketing,
Reggie Fils-Aime, who became an instant Internet sensation with a
fiery speech. For Sony, the show was the first time it gave gamers
the chance to see and touch the PSP, if not actually play it. Other
than these highlights, it was largely business as usual at E3, as big
games were played, booth babes groped, and free drinks guzzled

by the gallon.
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The industry (or at least Visual
Concepts) breathed a sigh of relief
when it was revealed that a rumor
printed in The Sports Business

ging the exclusive rights from
Players, Inc. to produce NFL games
was just that - a rumor. Or, so we

thought...

ON THE

RADAR

GAMES GET SLEAZY

In May, Eidos announced that its dirty-minded
Sims knockoff, Singles: Flirt Up Your Life (which
allows characters to perform intimate acts
onscreen), would receive the ESRB's rare Adults
Only rating. The uncut version was available
for purchase online for weeks before a tamer
M-rated version hit store shelves. But this was
only one of the classy events in a year that saw
games turning up the sleaze factor.

At E3, Eidos also hosted an autograph signing
by world-famous porn star Tera Patrick, who
was also a character in the company’s Backyard
Wrestling 2. Not to be outdone, Vivendi
Universal showed off Leisure Suit Larry: Magna
Cum Laude, updating gaming’s original dirty
old nerd series for a new generation. Despite
depicting everything up to and including sports
mascot sex, the title earned an M-rating as
well, although an AO PC version was eventually
released.

Other notable demonstrations of good taste
included Top Heavy Studios’ (tee hee!) The
Guy Game, which wedded actual Girls Gone
Wild-style video footage of topless women
to amateurish trivia gameplay in creating the
year's most exploitive and shoddy release. Also
baring mammaries in public was Majesco’s
BloodRayne, who “posed” nude in a video
game-themed October issue of Playboy.
Rounding out the year was MTV 2's Video Mods,
which features scantily clad characters from such
titles as Jade Empire and the risque Outlaw Golf
2 miming along embarrassingly to current pop
hits by Black Eyed Peas and others. Now, why is
it that video games don't get taken seriously as
an art form again?

- Final Fantasy composer
Nobuo Uematsu and the LA
Philharmonic thrilled
fans with an E3 concert featur-
Journal that had EA Sports snag-  ing
positions. The show was held at
the awe-inspiring Walt Disney
Concert Hall, and was an event
for the ages.

SPURTS |

3

Microsoft showed off its new
Xbox Live Arcade service, which
would allows gamers to down-
load and play classic arcade,
puzzle, and casual games for a
small fee. The service includes
classics like Ms. Pac-Man and
Dig Dug as well as cell phone
staples like Bejeweled.

Square

most of his famous FF com-

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, including Atari president Bruno
Brunell, whose company published the com-
mercially successful but critically panned Enter the
Matrix. "Are they joking?" 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.
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Toyota offered fans a playable Microsoft scrapped Level 5's Omaha teen Kimber Wilson, EA and Rhino Records united Nintendo’s Chinese subsidiary, © Oddworld’s mysterious

preview of Sony’s Gran Turismo Xbox Live MMORPG True Fantasy 15, suffered a heart attack to bring a little variety into an iQue, introduced the popular Stranger project got inked to a

4 in June, a demo of the game Live Online. Microsoft stated during a session of Konami's industry filled with bad heavy Game Boy Advance handheld to  publishing deal with Electronic

featuring its hybrid Prius car. The the reasons for the cancellation popular rhythm game Dance metal. EA Trax announced that the country, selling the unit in Arts. As always, early screen-

disc was offered free to shop- as “an incredibly crowded and Dance Revolution. She was it would start utilizing Rhino's Shanghai and other Cantonese shots of the game demonstrated

pers that requested brochures competitive marketplace” and revived by paramedics at the extensive back catalog in EA areas. A Chinese version of the studio’s brilliant art style,

on the Prius and other Toyota quality issues. No doubt the scene and later listed in good titles, incdluding artists such as WarioWare was released as well.  but with a more action-ori-

vehicles on the company’s Xbox’s non-existent Japanese condition. The heart condition Jesus and Mary Chain, Faith No The unit retailed for the equiva-  ented bent. It was later retitled
user base was a factor as well. was pre-existing. More, and Violent Femmes. lent of 84 U.S. dollars. Oddworld Stranger's Wrath.

ESPN and Take 2 Tackle EA

Take 2 Interactive and Sega joined forces to take on the industry-leading EA Sports line in June,
with Take 2 co-publishing 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 surprised the industry with an aggressive pricing strategy. The game, and all the year's
ESPN titles, were to sell for a bargain-priced $19.99 in an effort to crack EA's dominance of the
market. In addition, ESPN NFL 2K5'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 o
industry analysts speculated that ESPN was cutting into il
EA's sales. Perhaps in reaction, EA announced that its
upcoming NBA Live 2005 was going to retail for $39.99 | /

ROPRE 0
. = §

and instituted a buy-two-get-one-free promotion. At /

the industry praised ESPN's market share growth and / o

]
-

the end of the day, Madden was still tops, but many in g
revenues. Sadly, this success was all for naught, as EA < s

later scooped up the exclusive rights to the NFL license. | g8 e
[See GI News page 20]. o - S e
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J SRR Driv3r A Dud
I n = e n p L a H s s 2 | Reflections’ eternally delayed Driv3r was finally

e . released in June. With a budget reportedly more
p I n a n c I a L | — - B than 51 million dollars, this was to be the year's
e 1 token big-ticket flameout. While initial sales were
- ‘ B strong on the back of a half-decade of hype and

m e L = D o w n e B r o 2 a huge television marketing campaign, the title

failed to become the GTA-sized phenomenon
that the company had hoped for. Reviews were

une was the cruelest month for long-standing publisher | | WY tepid at best and scathing at worst, and many
Interplay. On the fourth, California state officials closed " ! . Y users of Intemet message boards attacked Driv3r
the company’s Irvine offices because the company m;hustzﬁgrﬁnij 85" ;f:;ﬁﬁgﬁ:ﬂund ki g
had failed to provide worker’s compensation insurance and pay |

employee salaries. The state levied fines of $1,000 per worker for
the violations. A few days later, business resumed after Interplay Re ahw Gaming Makes Headlines
secured insurance. Sadly, on that very same day, Interplay’s
majority shareholder, French publisher Titus, declared bankruptcy

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

proceedings that would necessitate a reorganization of the firm on an April raid of the Iraqi city by U.S. Armed Forces. Some questioned the ethics of making
and/or a quuidation of assets. money off the experiences of our fighting men and women, but Kuma's Keith Halper stated
Strangely, as these events were unfolding, Interplay CEO Herve that the company sought only to provide “a &
Caen staked the company’s future on a risky (and expensive) new Hue .“"”"”r‘f”w '”tirea"wargs‘f i
prujec_t: a MMORPG based on the Fallout franchise. The financial mhit;rgg ;ﬂ?aez';wﬁﬂz dg;iat 3 Eprgé?j”im
news just got worse as the company announced a quarterly loss different versions of presidential candidate
of $900,000 based on poor sales of Baldur's Gate: Dark Alliance Il John Kerry's service as a Swift Boat captain in
and Fallout: Brotherhood of Steel. However, the weakening finan- V'Ema”j- Even more controversial was Traffic
cial state finally forced Interplay to sell the rights to make console Games’ JFK Reloaded, which allowed piayers
. to relive the Kennedy assassination from the
and PC Fallout titles to Elder Scrolls developer Bethesda. Fans serspective of Lee Harvey Oswald. Although
were understandably excited at the news. Still, all was not lost for the company claimed to be interested in
Interplay, which still retains ownership of the IP and the option to debunking JFK conspiracy theories, there
pursue the Fallout MMORPG - if it can make it through 2005. was much public outcry surrounding the

game. The Kennedy family soon decried it as
“despicable” in the press.
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-~ Producer Shinya Nishigaki
died tragically of a heart attack

1 It's not often that games help
animals, but Sony did just that

&

released
photos of the final retail version

. Microsoft CEO Steve Ballmer
talked a little trash at a con-

2 A murder of a 14-year-old boy  © Nintendo finally

in the U.K. became a scandal

< Los Angeles passed an ordi-
nance restricting the amount

with its PS2 title, Dog’s Life. In of time minors could spend at the age of 42 in July. Nishigaki ference in July, commenting when it was discovered that both  of its DS handheld. The new unit
July, the company announced at cybercafes or LAN gaming crafted such eccentric titles as “I bet we can take Sony next murderer and victim had was sleeker and more attractive
that it would be donating a parlors. Gamers under 18 are the Blue Stinger and llibleed for ~ generation” He pointed out that,  Rockstar’s violent Manhunt than the one shown at E3, and
portion of the proceeds of the now banned from any cybercafe = Dreamcast. A group of llibleed despite the fact that Xbox has together. Sensationalistic press was received favorably by fans
game to the Society for the business from 8:30 a.m. to devotees is currently working on  not been profitable, it has made  coverage and opportunistic law-  and the press.
Prevention of Cruelty to Animals.  1:30 p.m. and from 10:00 p.m. a homebrew sequel to the game. the company a major player in suits followed, with little regard

to 8:30 a.m. gaming. for the facts.

| 1]

UR CRIECERION

lectronic Arts was on a buying spree this year, but none
of its acquisitions made as large a splash as its purchase
of the English middleware masters at Criterion Studios.

Earlier in 2004, EA had snagged the rights to the company’s Burnout
3: Takedown, but in July it went the full monty and bought the whole
operation, including the promising FPS Black. Most importantly, EA
got ownership of Criterion’s industry-standard Renderware develop-
ment tools. While this certainly makes sound financial sense for EA

as it moves into an expensive period of next-gen console develop-
ment, many in the industry worried that EA might restrict other
publishers and developers access to Renderware, one of the most
commonly used middleware programs in the world, used in titles as

diverse as the GTA series and NBA Ballers.

Anti-Game
Bill Deemed
Unconstitutional

In a little publicized but very important turn 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’ claims 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.”

SONY'S PSX WOES

Hey, remember the PSX? You know, that hybrid
P52/hard-drive media device/DVD recorder that
was going to revolutionize home entertainment.
Well, Sony may be the master of home electron-
ics, but it’s also important to remember that
even the greatest slugger strikes out at the plate
once in awhile. And in 2004, the PSX looked like
a product that might be closer to the Betamax
than the P52 on the Sony continuum of success.
At the outset of the year, Sony tried to placate
peeved PSX owners by announcing a patch that
would restore planned features that were left out
in the rush to get the unit to stores in late 2003.
By either download or a freely distributed disc,
owners were able to add 24x speed HDD-to-DVD
dubbing, MP3 and TIFF support, some odd bug
fixes, and USB keyboard support, among other
features. However, sales remained sluggish in
Japan, and soon the company was forced to
suspend production of new units altogether.
Then, in a surprise move, the company
released two new, revamped models of the PSX
in July. These units had the same price point
as the original models, but added the patched
features as well as other improvements. Still,
sales remained flat, and the company was soon
forced to drop the price of the 160GB unit from
59,800 yen (5545) to 44,800 (5409) and the
250GB PSX from 79,800 yen (5675) to 59,800
($545). This move was sparked by retailers,
who were already heavily discounting the PSX
in order to clear out stock. Not surprisingly, the
P5X's American and European release date was
pushed back to sometime in March of 2005.
However, if the current trend holds, we wouldn't
be surprised if it never makes it to our shores.

Nintendo Disses Online

Xbox Live Hits A Million,

Microsoft's online initiative, Xbox Live, reached an important symbolic
milestone in July, claiming its one millionth subscriber. To put this in
a little historical perspective, it took such important entertainment
services as HBO, America Online, and TiVO 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 Intemnet 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 own drummer.

¥ Nintendo president
Satoru lwata

swingin’ Ape Snags
StarCraft: Ghost

In a shocking twast, Blizzard snatched the much-hyped
StarCraft: Ghost project from developer Nihilistic and
handed the project to Metal Ams: Glitch 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
antiapation and debate amongst gamers since Game
Informer debuted it on its cover back in November

of 2002, but since then it 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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Final Fantasy creator Hironobu Sony confirmed that its next . Sega partnered with JC
Sakaguchi announced that he PlayStation will use high-density  Entertainment to create a mas-
had formed his own devel- Blu-ray optical discs. Blu-ray is sively multiplayer online game
opment studio, Mistwalker. currently competing with rival based on its Shenmue franchise.
Sakaguchi said that the studio format HD-DVD to become the Shenmue Online is scheduled
was at work on two new RPG dominant storage format for to be marketed mainly in Korea
projects. Former Square produc- next-generation entertainment. and China, and will likely not
er Kensuke Tanaka will serve as Sony and Panasonic are among make it the U.S. Yu Suzuki will
Mistwalker’s vice president. the companies backing Blu-ray. be overseeing the project.

SLL-
SIGNS ON FORm.
BLOODRSYNE™

kay, we know we made fun of House of the Dead

director Uwe Boll a few pages ago, but we have to

give him credit: the filmmaker has assembled an
A-list cast for his upcoming movie based on the adventures of
Majesco’s goth vampire seductress, BloodRayne. Playing Rayne
herself is Kristanna Loken, of Terminator 3 and making-out-
with-that-singer-Pink-in-a-nightclub fame. Also committed to the
project is up-and-coming actress Michelle Rodriguez (Girlfight,
Alexander) and tough-guy Michael Madsen. Strangely, this game-
related project will reunite Rodriguez and Madsen, who both did
voiceovers for Atari's Driv3r.

However, the most surprising signing, however, was British
legend Ben Kingsley. That’s right - Sir Ben Kingsley. As in Oscar for
Ghandi. As in Sexy Beast. As in House of Sand and Fog. As odd at
it might seem, Kingsley expressed enthusiasm for the project and
for horror movies in general in an interview with the site Monsters
& Critics. The actor commented, “I think a good horror film can
also include sexuality and passion and tensions and sensitiv-
ity...if a horror film embraces all these mediums, then it can be
a very sensually exciting event
for the audience.” Kingsley will
play Rayne’s father and nemesis
Kagan, King of the Vampires,

whose rape and murder of Rayne's

L

mother leads the half-human,
half-vampire heroine to join a
force of vampire hunters. Oh, and
one more thing: Meatloaf is in
the movie, too! You just can’t go
wrong with Meatloaf.
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‘1 Alice producer American 5 THQ made the “sure thing” = Warmer Bros., which was
McGee revealed that he would business deal of 2004 in August,  already working with the devel-
be partnering with Dawn of the  when it signed a multi-year, oper on The Matrix Online,
Dead director George Romero to  multi-game deal to create titles bought Monolith Productions.
make City of the Dead, the self-  based on Pixar's upcoming CG Monolith, a respected PC engine
proclaimed “goriest game ever motion pictures. Later that year,  maker, has worked on such
made” McGee commented, “We  THQ released a game based on games as Tron 2.0, the No One
hope to bruise a few psyches the smash The Incredibles. Lives Forever series, and Aliens
with this one.” Vs. Predator 2.

Acclaim Goes Down

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

As it tumed 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 saw its stock de-listed. The ax finally fell in August, when
the company announced that it would be filing for Chapter 7 bankruptcy. It was a bitter event,
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 Acclaim's former Glen Cove, NY headquarters.

Doom 3 Hits Stores,
Carmack Crashes

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.

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
become the first private company
to put @ manned rocket into
space. During some flight testing,
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 servers’ 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 include a Wookiee uprising in March and a 2002 demonstration on Tatooine in
which Imperial forces killed a handful of protestors.

S

4 The crash, flight,
"and aftermath




" Electronic Arts and USC broke
ground on the Electronic Arts
Innovation Lab, a facility within
the university’s Robert Zemeckis
Center for Digital Arts. The build-
ing will be used to teach game
development, and was enabled
by a large donation from EA.
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DESp'rte rumors that The Rock
was slated for the role, actor
Karl Urban signed on to star in
Universal's film adaptation of
Doom. Urban has played roles
in such films as The Bourne
Supremacy and The Lord of the

Rings series.

D TGS

ince its announcement at E3 in 2003,

the PlayStation Portable has been the

subject of fevered debate and anticipa-
tion in the gaming community. We'd all seen the
sexy unit on display at E3 2004 and drooled at the
gorgeous screenshots of PSP titles released since
then. However, the Tokyo Game Show in September
was the first time that Japanese gamers and interna-
tional press actually got a chance to get their hands
around the unit and play. A slew of PSP product was
on display at TGS, and models walked the show floor
with PSPs strapped to their waists. Overall, reception
was mixed, with many coming away impressed with
the system’s technological power and others decrying
the lack of truly innovative games on display.

T H

Namco's quirky PlayStation
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 were almost
completely sold out of the title
within a few weeks.

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. The 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. The 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 Xl) that actually support the
add-on, it began to look like Sony was getting
ready to abandon the Hard Drive altogether.

E Y B R | N g it

The hot new trend in video
games is...surgery! In September,
two Nintendo DS surgery titles
were announced in the space
of a few weeks. One, Atlus's
Caduceus, has a sci-fi bent,
while Spike’s Tendo Dokuta fea-
tures a more realistic plot. Guess it's as good as the Super Mario
we didn't get the memao.
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Former Nintendo president
Hiroshi Yamauchi announced
that he wanted the company to
move into the anime business
to make movies based on its

game properties and...um...
ancient Japanese poetry. Hope

Comedy Central funnyman
and drunk-about-town Dave
Attell signed on with Global Star
to provide commentary for the
company’s risqué golf game,
Outlaw Golf 2. He was actually
pretty funny, too, even if the
game itself was a bit of a dud.
Bros. cartoon!

Molyneux
Apologizes To
Fable Fans

While, in our opinion, releasing one of the
years most engaging action/RPG expeniences
s 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 interviews were pulled from the game,
he explained the situation:

“We stnive to include absolutely everything we've ever dreamt of and, in my
enthusiasm, | talk about it to anyone who'll listen, mainly in press interviews.
When | tell people about what we'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 went 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, “| feel that this should be a place for talking about the passion
of developing games before they're actually finished.. .but, if it's going to hurt
Lionhead and the games we're making, then obviously | won't do it”

Regardless of the controversy, Fable was embraced by gamers, winning
generally favorable reviews and becoming one of the
fastest-selling Xbox titles to date.

% ' _r_..
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Australia, which has perhaps Smart CEO magazine honored . SYNJ Industries’ Alien - The estate of famed director 5 THQ continued to make power © “There’s a kizziller on the rizz-
the most restrictive rules on one of video games’ own in its Hominid, a popular Flash ani- Akira Kurosawa greenlighted moves in 2004. After scooping oad.” Electronic Arts announced
video games in the world, took October issue. Jeffrey Briggs mated browser game, made the another game project based on up Relic and the Pixar licenses, an odd musical collaboration
the dramatic step of banning of Firaxis (Civilization series, difficult transition from Internet his works, a “historical” game by  in October it re-signed its valu- would grace the soundtrack of
Vivendi's Leisure Suit Larry: Alpha Centauri, Gettysburg) was  favorite to proper console title. Koei. The title will be based on able Nickelodeon deal and also its upcoming Need for Speed
Magna Cum Laude in October. awarded the publications annual 03 Entertainment announced the upcoming film version of the  picked up the late Acclaim’s Underground 2 soundtrack,

The game received an M-rating “CEO of the Year” award for his in October that the PS2 version script of an unmade Kurosawa street racing title Juiced. THQ a remix of The Doors’ classic
the U.S. and was available in expert guidance of the develop-  of the game had gone gold and film called Oni, to be directed by  outbid Take 2 Interactive for the  “Riders on the Storm” featuring
most major retailers. ment house. was ready for manufacture. Kurosawa's son, Hisao. rights to Juiced. Snoop Dogg.

Gaming’s Best Compete
At World Cyber Games

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 Ill, 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.

—lgl= H = a — WWE Bodyslams :Nintendo
H I = s H a n n Iem%;edgig!ftznst ts licensing égpnac]’;:gl\jeﬁr? oy

partners Jakks Pacific and THQ in October, .
China

Srpee leveling charges of bribery and unfair deal-
fter hype had been building throughout the year Ings in the negotiations that resulted in Jakks

and rumors of its title, cast, and gameplay swirled and THQ owning the video game rights to

Nintendo, a company that has frequently
. appeared derisive about the viability of

all over the Internet, Grand Theft Auto: San Andreas the popular wrestling promotion. According i il B B e
finally became a reality on October 26. On the eve of its release, to ‘hE‘fU“f Jthe|”g”"”“’5 CE“Z”EE ;hafjja];f = i Sﬁategy A ciobe: The problem
Rockstar built even more anticipation for the project by releasing E?:;Eeﬁf;e?rianehnar:jeb'riba; 4 arm ofcial  (for American Nintendo owners, at least)
details about the game's cast of voice actors, which included such in order to'secure the deal. While THQ has . Wﬁ; that this mttuznyj wasT Lc:r Nintendo's
notables as Samuel L Jackson, Chri . gncaly done 3 good o of makignd ; Cse Qe sbda.The Qe ater
Penn, James Woods, and Charlie L marketing its WWE games, the wrestling : that plays N64 games on rewriteable flash

league claims that rival publisher Activision
had actually made a larger offer which was
ignored in the negotiation process. The suit

: 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 PC's 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.

Murphy. The game’s radio DJs were
just as impressive, including hip-hop | ._
legend Chuck D. of Public Enemy, { sought to nullify any and all WWE licensing
P-Funk leader George Clinton, and - | | contracts, including the one held by Jakks

and THQ. The original agreement was slated

most surprisingly - notable hard rock
» i s o 5 to run through 2009.

singer/eccentric millionaire hermit

W. Axl Rose. San Andreas would

mark Axl’s first publicly released

recorded work since his erstwhile

group Guns N’ Roses’ “Oh My

God” appeared on the End of Days

soundtrack in 1999. As expected, San

Andreas burned up the sales charts,

moving millions of copies in the U.S.

and bl'Eﬂkil’Ig U.K. sales records with ¥ Erratic Guns N’ Roses lead singer Axi

a first-day tally of 677,000 units sold. Rose made a rare recorded appearance
as a DJ in GTA: San Andreas
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‘| South Korea banned Ubisoft's 2 Longtime Final Fantasy . Valve won big in November, “ Hell hath no fury like a 2 In a year of good decisions, & Marvel sued Korean MMORPG
tactical shooter Ghost Recon composer Nobuo Uematsu left releasing its epic shooter woman...er...chip manufac- Majesco made one more: giant NCsoft in December, claim-
2. The title’s plot focuses on Square Enix in December, his Half-Life 2 and prevailing over turer scorned. After its deal signing on to publish The ing that the company’s popular
a clash between the U.S. and place of employment since 1986.  Vivendi Universal in a lawsuit. to make the GPU for Xbox 2 Chronicles of Riddick developer  City of Heroes violated copyright
North Korea in the near future. Uematsu vowed to continue Valve sued for damages resuit- fell through, Nvidia formed a Starbreeze’s next title. Based on  laws. Marvel claimed that the
South Korea, which has a history  creating game music and touring  ing from Vivendi's distribution rebound relationship with Sony. the comic series The Darkness, game’s character creation fea-
of conflict with its North Korea, with his rock band, The Black of its titles in cybercafes, which In December, it was announced  the game is scheduled for next-  tures allowed players to make
said Ghost Recon’s plot went Mages, who perform new ver- violated its limited publishing Nvidia was making the PS3 gen systems. avatars that too closely resem-
“too far” sions of Final Fantasy scores. agreement. graphics processor. bled Marvel comic heroes.
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hile many questions remain about the Nintendo DS, the company proved that
it knows how to successfully launch a handheld console on November 21st.
Within the first week in the U.S., Nintendo sold through a whopping 500,000
units at retail. On December 12, the handheld launched in Japan, with
gamers quickly scooping up another 460,000 DS units. These encouraging
numbers actually surpassed Nintendo’s and most analyst’s predictions. In
response, Nintendo upped its U.S. shipments, planning to have 1.4 million
consoles on our shores by the end of the year. B
Although neither the U.S. or Japanese launch created the kind of mania |
that we commonly associate with new systems, both went very smoothly,
with most customers who wanted a DS coming away with unit in hand.
In the weeks following, there were some shortages and the inevitable
eBay price markups, but overall the DS launch looked like a win for
Nintendo, which said it hopes to now sell over 5 million units world-
wide by the end of March 2005.

.
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Japanese gamers
line up for the chance
to buy a Nintendo DS

A Rough Year For Gran Turismo 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. But, 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.

EA Plagued 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

I\n 1al of “comp time” (time off for overtime worked), the posting soon became the cause celebré
Halo 2 ania. ' ' of the industry. Gamespot reported that a San Francisco

__ law firm was filing a class action lawsuit against EA
1=
-

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 ot .. : s
year's best title. Anticipation was so high that Gamespot.com reported that several 7 = Game Developers Association chimed in with a
small Midwestern chains had actually broken the street date and sold copies as early as . B\ statement decrying industry labor practices. Later,
November 4. Despite the controversy, retailers nationwide saw long lines on November 9, | * =S | 8 3 suspiciously leaked “internal” email from EA
and Microsoft's worldwide marketing vice president, Peter Moore, soon released a state- NS — ol | g, management revealed that ;he GOty Wvas
ment touting the over $100 million generated by Halo 2 sales the first day. That figure was ¥ o 3 R In the process of overhauling its employees
later revised when Microsoft's numbers came in, to a mind-boggling $128 million on day B A workloads and its overtime policies.

one. By early December, the game had moved a total of 3.3 million units in the U.S. alone. R e Y

on behalf of its employees. Soon, the International
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T ANIME SERIES CO

HOME!

Experience this PlayStation®2 computer entertainment system game hased on the wildly
popular anime series. Fullmetal Alchemist delivers action-packed excitement, unbelievahle
gameplay and an enthralling story told through high-quality animated sequences and
In-game dialogue.
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Join Edward and Alphonse on this epic adventure of sacrifice, deception, and power as they
use the ancient science of alchemy to hattle a myriad of foes. Use the limitless potential of
alchemy to transmute common ohjects into weapons, tools, and vehicles to aid your journey.
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Use alchemy to transmute ordinary objects Call powerful Alphonse to assist you in battle. Based on the hit anime series coming to
Into a huge array of weapons and tools. Cartoon Network!

SLUUARL ENIX

www.square-enix.com
Published by Square Enix, Inc.
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Metroid: Zero Mission

cHEe COPR 110

System: Game Boy Advance Release: February 10

it K to re-tool an 8-bit game f adwere, § BT
e ) ]  HEROES OF 200604

with Zero Mission. Not only did the 2D Metroid formula
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.

Prince (Katamari Damacy)
He's the strong, silent type thanklessly fixing the mess
caused by his overbearing and demoralizing father. It’s
really a struggle for the ages, and our Prince pushes
through the cosmic disaster with understated grace

Naked Snake

(Metal Gear Solid 3: Snake Eater)

The chef’s plate offered to 1960's forest combatants
is littered with sleepy ‘shrooms and delicious alligator
nuggets. This Snake partakes of nature’s aforemen-
tioned bounty and still manages to do things so cool
that Master Chief and everyone’s favorite dark elf are
both impressed

Riddick (Chronicles of Riddick:

Escape from Butcher Bay)

He s a profoundly terrible human being, but players
still find Riddick likeable, even endearing. Characters
this complicated — despicable, principled, amoral, and
charming at the same time — don't come to video
game land very often.

The Bard (The Bard's Tale)

Self-referential humor always does it for us. That's why
the Cary Elwes-voiced cad called simply “The Bard” is
such a riot With naughty and nice dialogue options
through the whole game, players get to see both sides
of this shallow, self-centered blowhard. And we mean

that in a good way.

Professor Charles Xavier
(X-Men Legends)

Professor X has always been the bomb, but there’s

a very special section of X-Men Legends that utterly
secures his spot on this list We don't want to give it
away, but let’s just say that there are few things more
bad ass, in this plane of existence or otherwise.

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.

T3-M4/HK-47 (Star Wars Knights of
the Old Republic II: The Sith Lords])

x - If a British butler like those in old movies reveled in the
1 ‘ B GolCimE. suffering and pain of others, it would be HK-47. If your
M Etal Gea r SD l Id . toaster could elicit chuckles and pride with a series

The TWin Sn al kes METAI_ GEAH S["_"] of indiscernible bleeps and squeaks, it would be T3-

M4, Together, they are a tag team of delicious robot
personality.

& “!‘ vy The Arbiter (Halo 2)

We won't reveal who he is exactly in case you're one
of the four people who hasn't played Halo 2 yet, but
we will say this ugly alien is one of the most human
and fully realized characters in the game. Halo 2 may
be all about defending the Earth, but the Arbiter cer-
tainly gives us a sympathetic glimpse at the other side.

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-wetting, locker-cowering nerd.

Ryu Hayabusa (Ninja Gaiden)

Ninyjas rule. This, like photosynthesis, is an undeni-
able fact of nature. Though Ryu certainly couldn't be

described as chatty, we do feel that the poetic carmage
he’s capable of speaks volumes.

MVP 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

CJ (Grand Theft Auto: San Andreas)
Hands down, this is one of the most complicated, well-
formed, and human characters on this list Struggling
through the harsh realities of San Andreas, CJ shows

bats and steroids. In MVP Baseball 2004, the cerebral %%«E& us what this lifestyle is all about, for good or ill.
battle between the pitcher and batter is captured brilliantly, _ =/ Q

showing just how intense these match-ups can be. With a [ PO Gordon Freeman (Half-Life 2)

game on the line, anxiety takes over, you start second-guess- m VP Dork power reigns supreme with our scientist

ing your actions, and before long, you are sweating bullets § SasEBaLy ™M hero Gordon Freeman at the helm of salvation.
and watching your opponent jack a ball into the parking lot. 20W Supplemented with a super suit, this scentist proves
Never before has a baseball game delivered realism and | o aohe | that anyone can be larger than life, as long as they

excitement quite like this. e A5 R h“""%fé‘?ﬁ to an outfit suped up with space-age
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Unreal Tournament 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 UT's signature lightning-
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.

......

Fight Night 2004

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 leared 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.

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

for many a “sick” day in
corporate offices.
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City of Heroes

System: PC Release: April 27

Affectionately termed “The Widowmaker” in many circles
after its release, NCsoft's MMO revolution taps into
something truly pnmal in this geek world we know and
love — superheroes. Abandoning the usual conventions

system, was probably cause

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 wondertul 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 biffed by many a title, but this game
nulls 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 1s
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 scenarios. With each team offering a completely different
gameplay style, Pandora Tomorrow's multiplayer mode is unlike anything else,

| and simply must be played by all stealth/action fans.
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Onimusha 3:
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.
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Red Dead Revolver

System: PlayStation 2, Xbox Release: May 4

Cowboys are the ninjas of America — and like their martial artist
counterparts, our mysterious warriors don't get the respect
they deserve 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 Revolver's emphasis

on fast-paced action and atmosphere made it 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 work 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
Conspiracy

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 puzzle 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
cherry 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: CameCube Release: July 13

Combining stunning storybook graphics with an intricate plot,
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 clever 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.

NCAA Football 2005

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 carve out a die-hard fanbase that
has almost gone unnoticed. A return to glory for the Fighting
Irish? Yes, even that is possible.

PlayStation 2

Ron Artest (NBA Live 2005

and ESPN NBA 2K5)

Here is a character so vile, so annoying, so utterly
devoid of any redeeming sportsmanlike code that he
was a lock for this award, and he’s a real person! Mr.
Artest, you're hands-down the biggest villains of the
year. Congrats.

Officer Frank Tenpenny

(Grand Theft Auto: San Andreas)

A dirty cop who just might make Harvey Keitel's Bad
Lieutenant squirm, this Samuel L. Jackson-voiced bad
guy antagonizes us and CJ into a boiling rage. We'd
call him a stupid jerkface, but he's Sam Jackson, so
we're a little scared of him.

Ocelot (Metal Gear Solid 3:

Snake Eater)

He's not quite the battle-hardened buttkicker he'll
become In later years, but this prequel details how a
mean little SOB becomes one of the most feared men
ever to grace a battlefield.

Darth Nihilus (Star Wars Knights of the
Old FIEpuhhc Il: Sith Lords)

Described as “a wound in the Force” and capable of
consumning all life on a planet, Darth Nihilus is arguably
one of the most brutal villains in the Star Wars mythos.
He eats freakin’ global populations!

Black Ninjas [Ninja Gaiden)

Perhaps the hardest “goon” type enemies ever in a
video game, these jerks will slice you down in seconds
flat — and they have a pesky habit of hunting in
groups. Bah! We hate the black ninjas, because they
make us look like chumps.

Big John (Viewtiful Joe 2)

He used to get work in Tinsletown, but since the parts
are getting slim, John is now spending time hunting
down heroes Joe and Sylia. He does have an excep-
tional fashion sawy to go along with the outlandish
weaponry, but that doesn't mean that he’s a softy.

Edgar Barret (Psi-Ops:

The Mindgate Conspiracy)

Like all good super-villains, Barret has a nefarious
endgame — but he also has exceptionally power-

ful psychic abilities. These psi-powers, 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 2)

Hawving yourself “elected” as the Administrator of Earth
and then selling out the human race for alien rewards
Is downright despicable. This and his molding the
thoughts of unsuspecting humans make him nothing
e short of a boil on the backside of humanity.

PlayStation.c Dr. Nefarious (Ratchet & Clank:

i Up Your Arsenal)
. ;‘- He wants to exterminate all organic life, which is cer-
N _.,'J tainly not a very nice thing to do. But he’s just so good

at being bad, which is why he’s earned a spot here
despite his common villainous goal.

Butterscotch (Alien Hominid)

An animate mound of butterscotch pudding whose
main attack is throwing globules of custard in your
general direction — do we need to say any more?
There's nothing to top this, except for maybe some
delicious dark chocolate shavings. Those make almost
anything better.

NCOJ

FOOTBALL

- _ 2005
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ESPN NFL 2K5

System: PlayStation 2, Xbox Release: July 20

Like Barry Sanders, developer Visual Concepts’ ESPN series

was taken from us before it was time, thanks to EA's recent

exclusive 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  aa -;"-?"-"-ﬂ"
time due to its tackle breaking, QB evades, deep franchise

mode, eye-opening presentation, and informative online profile system. We can only

dream of what 2K6 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
ﬁ \ celebrates its 15-year anniversary,
Lh 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,
| celebnties,
1| and millions
*| upon millions
B of gamers the
8 world over.

FINFORMER

Doom 3 *"

System: PC Release: August 3
We had been waiting for id to finally say that the team'’s horror opus is “done” for

what seemed like an eternity, and when it debuted this year, few could say that they
were disappointed. The game challenges players with hoards of undead, chilling
graphics, and impressive weaponry. We never thought that shadowy corners and
pools of light could be equally threatening, but the dark recesses of this game hide
unspeakable horrors and the occasional spotlight exposes all of us more than we'd
like. Lesser games have tried and utterly failed at what Doom 3 does best.

Astro Boy:
Omega Factor

System: Game Boy Advance Release: August 17

Don't let the little boy in underoos deter you, this handhela
adventure is both a loving homage to old-school side-scrolling
action and a skillful execution of modern gameplay conven-
tions. Portable games sometimes suffer from the limitations

of their platform — Astro Boy: Omega Factor, on the other
hand, exemplifies why this format 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! "'ﬂ‘f“ﬂ'{‘_‘?z?w .

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.
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Pikmin 2

System: GameCube Release: August 30

No matter how you look at it, 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
Uncle Percy in your backyard sandbox.

tHe cOP 160
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Burnout 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 guilt, expense,
Or INsurance Increases.

Driv3r
After the debadle that was Drv3r, we hear that Tanner can't even get arrested — even for
grand theft auto. Over three million gamers worldwide were suckered into buying this piece
of garbage that didn't even benefit from the multiple delays in its four-year development
And what the hell is “Driv3r"? Lesson: Never trust a game that can'’t spell its own name.

Marvel Sues NCSoft

Comic book company Marvel is suing City of Heroes developer NCsoft, saying that the
game'’s created heroes infringe on Marvel's own copyrighted band of tights-wearers. Who is
Captain Marvel? He's the quy in a suit who sucks dollars out of wallets and shoots lawsuits
out of his eyes.

Silent Hill 4: The Room

System: PlayStation 2, Xbox Release: September 7
Sequestering players in a decaying apartment, 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.

Gran Turismo 4 Delayed

Sony hits us with a double whammy, not only delaying the game until this spring, but
yanking out the title’s online portion — one of the game’s shiny new features — and putting
it on a separate release. Are we going to have to pay extra for that? Someone tell creator
Kazunori Yamauchi to shut up about GT 5 and just finish the one he’s already started

No Barry Bonds

Looks like Barry was too busy swallowing “The Clear” and rubbing “The Cream” on his
arthritis (or was it his hemorrhoids?) to want to appear in any of this year’s baseball games.
Instead we had to settle for a Giants outfielder who bore no likeness to Barry. Although that
guy probably did steroids, too.

KOMNAMI

Sony’'s PS2 Hard Drive Support

You've got a better chance of getting an ingrown nose hair than coming across a PS2 title
that supports this thing, because Final Fantasy Xl is the only one that takes full advantage
of it

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. With 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 is,
in some ways, better than saving the world?

The Death of Acclaim

We won't miss the sub-par games, but it's always a shame when a video game company
shuts down. The company was on the rebound, but after a history of bad decisions,
‘Dinosaur Hunter Turok Goes Extinct” was a headline waiting to happen.

The Nintendo DS

Although it claimed that DS was only a temporary tag, Nintendo wimped out and stuck
with the uninspired name. Coupled with a lackluster launch lineup, the handheld doesn't
feel as revolutionary as we'd like. But we have no doubt that Nintendo will turn things
around. As the saying goes, there’s always next year.

Infinium’s Phantom

We'll probably be threatened by lawyers for calling the Phantom a disappointment (don't
ask), but after the encouraging showing at E3, what else can you call the system for
missing its launch in November or the company operating under a four million dollar
deficit? Infinium Is also being sued for fraud and breach of contract

GoldenEye: Rogue Agent

Disappointment is exactly what describes this game, especially because some of the origi-
nal team worked on it and it lets you play as a villain. It just doesn't live up to the level of
quality we've come to expect from EA

Ads in Games

Want to know why Need for Speed Underground 2 makes you drive everywhere? So you
can stare at all the dumb aavertisements in the game. This is a trend that we hope goes
up In flames like a zeppelin accident

GAME INFORMER 73
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Valve

The earth-shaking achievement of Half-Life 2 would be enough to get Valve onto this list
of greats, but with the addition of its Steam distribution software, the company assured a
number one spot. Automatic updates, server management, and digital distnbution are no
small goals, and Valve has delivered this year.

Team Ninja

Both of its games, Ninja Gaiden and Dead or Alive Ultimate, made it onto our best of the
year list. With nearly complete disregard for what others think, this studio provided gamers
with some of the most blistering difficulty and beautiful graphics of the entire console
generation, much less 2004.

Crytek

Coming practically out of nowhere, German developer Crytek dropped one of the best
surprises of the year on unsuspecting gamers in the PC title Far Cry. With a debut as
impressive as this, we can't help but look forward to what this company is planning for
the future.

Rockstar North

Here's a big challenge: Take a beloved, almost revered, franchise and make it feel fresh.
In the face of hundreds of imitators, Rockstar North managed to do the unthinkable and
mold San Andreas into both a solid continuation of the franchise and expand on 1t so
much that the series is addictive all over again.

Bungie

What's to be said about the development team responsible for our game of the year?
That they're awesome, that we'll wait breathlessly for their next release, or maybe that
(because of Halo 2) we're having problems making deadline every month? As a whole,
Bungie has single-handedly made Xbox's killer app — again.

Visual Concepts

Taking on the industry’s unchallenged powerhouse in Electronic Arts sports games Dy
dropping the price of your football title to $20 1s 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 an MMO, as anyone who plays them knows, isn't a task to take lightly. With
months of buzz and a widely-lauded beta period, the launch of World of Warcraft wasn't
perfect, but the team really outdid itself by fixing the problems and letting us revel in the
great world it had created

Starbreeze

Dangerous territory — that's a place where this Swedish development team was not only
treading in, but also running through at full bore. Its Chronides of Riddick: Escape From
Butcher Bay is one title that defies both the expectations of a mowvie-licensed game and
what a standard FPS can deliver. Story, combat, and industry-shaking graphics are all
done with such skill that we couldn't put the controller down.

EA Redwood Shores

Incorporating Maxis (the prolific Sims developer) with Redwood Shores’ other franchises
(anyone heard of Lord of the Rings?), this division of Electronic Arts is a highlight of the

publisher’s giant development stable. Consistently solid titles at a truly impressive rate IS
the group’s defining feature.

Midway Chicago

Making gigantic strides by providing startlingly new experiences (Psi-Ops: The Mindgate
Conspiracy), innovation (NBA Ballers), and fulfilling fans’ greatest wishes (Mortal Kombat:
Deception), Midway's Chicago studio is setting the bar higher for the rest of the industry
at large.
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The Sims 2

System: PC Release: September 14
This franchise is a colossal force in the gaming industry — 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
over 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.

A"PC
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Warhammer 40,000:
Dawn 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 easy 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!

Def Jam: Fight for NY

System: PlayStation 2/Xbox/GameCube q'.ilmﬂ
Release: September 21 AL
A fusion of a wrestling game and a traditional 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.

PlayStation.c

Katamari Damacy

System: PlayStation 2 Release: September 21

This Namco quirkfest 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-Men Legends

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: PlayStation 2
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
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system is coupled with a much-improved Judgement Ring - P -
that manages everything from attack accuracy to shopping S e

discounts. The somewhat clichéd tale is twisted into a heartfelt bHﬁD(;IA@t ARISES
mix of truly crazy characters, funny dialogue, and real-world | S JCIOV.E AN T

settings. Besides standing out from the crowd for its gutsy —
modifications of genre conventions, Shadow Hearts: Covenant &
eams its keep by doing the classics with skill.

UBISOFT

Mortal Kombat: e
. VORTAL KOMBA :
Deception MEEIALKIMEAT
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. With 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.

Electronic Arts

Once again in our number one position, the pure force of Electronic Art's publishing
empire cannot be denied. With a huge roster of hits and constantly-improving qualty, the
company has proven that putting out a lot of product doesn't have to mean that it's sub-
standard in the fun or innovation departments.

Ubisoft

Supplementing its die-hard franchises with higher-concept, riskier fare has proven smart
two years in a row for Ubisoft. Splinter Cell: Pandora Tomorrow changed how we thought
about online competition and Prince of Persia: Warrior Within took chances for the newly

updated franchise

Activision

Rocking with both licensed titles and original IPs, Activision has had a banner year.
Spider-Man 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 was consis-
tently solid.

Tony Hawk’s
Underground 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 Classic
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.

Microsoft

Suddenly, Microsoft is one smart company. They released great titles that sold through the
roof (two things that don't always go together), and at the same time canceled product
that they didn't see as profitable. It's sad 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 GameCube, but 12 gangbusting months for their handheld division
eamn Nintendo this spot in the top half of our list Gamers begging for more ate up dassic
re-releases and the DS launch went smoothly worldwide. The only reason that the N isn't
higher is that we're wondering how these moves are really building toward a solid foun-
dation in the next round of consoles.

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.

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 qualtty. If Rockstar wants 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 Midway had a year that no one expected. The last 12 months
have been punctuated by impressive new franchises like Psi-Ops and The Suffering, as
well as expert updates to its core games like Mortal Kombat

Sony

Perhaps not their most outrageous year from a software-sales standpoint, the company
has really laid a great foundation for the next few years leading up to a new console
launch. The PSP released in Japan, EyeToy support continues to be strong and innovative,
and the redesigned PS2 is selling like hotcakes.

Dead or Alive Ultimate
System: Xbox Release: October 26

Team Ninja's loving update of their premier fighter is flush
with fanboy treats. The original DOA (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 DOA 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.

Tecmo

Making games for the hardcore crowd doesn't seem to be profitable for many publish-
ers, but Tecmo’s year proves that the plan isn't impossible. Ninja Gaiden, Dead or Alive:
Ultimate, and the Fatal Frame series all <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>