WE'RE GIVING AWAY 10 XBOX 360 DREAM PACKAGES!

ELECTRONIC

XBOX 360 REVIEWS - GETTING ONLINE
WITH YOUR DS - SERIOUSLY SERIOUS
GAMES - AND CELL-PHONE GAMES YOU
MAY ACTUALLY GIVE A CRAP ABOUT
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IS WHAT IT TAKES TO ACHIEVE VICTORY.

For performance that leaves your buddies’ systems chugging in the dust, play Call of Duty® 2 on
a PC powered by an Intel® Pentium® processor Extreme Edition. To check out a free live.demo of

utyO 2, visit www.intel.com/go/gaming
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ULYINYER  Blood and Gore

® ;
Intense Violence

Language
Suggestive Themes

CONTENT RATED BY f DEADLINE GAMES
e e R Use of Drugs

©2005 SCi Games Lid. All Rights Reserved. Total Overdose is a trademark of SCi Games Ltd. Developed by Deadline Games A/S. Deadline Games and the Deadline Games logo are trademarks of Deadline Games A/S. Eidos and the Eidos logo are trademarks of the Eidos Group of Companies. The

rating icon is a registered trademark of the Entertainment Software Association."PlayStation® and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, 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. All nghts reserved.



AVAILABLE EXCLUSIVELY WITH ANY CONSOLE COPY OF TOTAL OVERDOSE,

A Special Bonus DVD with an in-depth first look at the highly-anticipated game,

LARA CROFT TOMB RAIDER: LEGEND. Includes interviews with the development team
about Lara’s new look, new moves, and all-new storyline as well as gameplay footage
of Lara in action, exploring an ancient Mayan tomb in the jungles of Peru.
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MATURE

ESRB CONTENT RATING

Blood and Gore
Intense Violence

Sexual Themes
Strong Language

Use of Alcohol

www.esrb.org

www.GUNTHEGAME.com

© 2005 Activision Publishing, Inc. Activision is a registered trademark and GUN is a trademark of Activision Publishing, Inc. All rights reserved. Developed by Neversoft
Entertainment, Inc. “PlayStation'’ and the “PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, Xbox 360, Xbox Live, the Xbox logos,
and the Xbox Live logo are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries. TM, ® and Nintendo GameCube are trademarks
of Nintendo. © 2001 Nintendo. All rights reserved. PC CD-ROM logo TM & © |EMA. The ratings icon is a registered trademark of the Entertainment Software Association. All other

MASSIVE STREAMING WORLD
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' “A HIGH LEVEL OF ENTERTAINMENT
~ FROM START TO FINISH” -GAMEPRO

PlayStation.c | e XBOX 360.

NINTENDDO

GAMECUBE.

ACTIVISION.

activision.com



IIHDO DD YU FIGHT
IUHEN Yo DON°T snow
IUHOT YOU’RE FIGHTING FOR? .

EVERYONE 10+
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SEGA is registered in the LS, Patent and Trademark Office. SEGA, the SEGA logo, the SONIC TEAM logo, and Shadow the Hedgehog are either registered trademarks or trademarks of SEGA Corporation. © SEGA Corporation, 2005. All rights reserved. “PlayStation” and the
“PS™ Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries. TM, ® and the Nintendo GameCube
logo are trademarks of Nintendo. © 2001 Nintendo. The ratings-icon is a trademark of the Entertainment Software Association.



THE THONNE IS HOURS.

Meet Shadow, a hedgehog with a mysterious past. Your choices throughout the game will enable him to discover
whao his enemies really are. With a lictle help Ffrom some high-speed vehicles and high-powered weapons, of
course. Shadow s either going to destroy the world, or save us all. But either way, you'll have a blast.
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| EDITORIAL

My industry pisses me off.
| was a little suspicious of
the cover choices one of our
competitors was making, so |
checked in with a contact of
mine from a major game
publisher. “Yes,” he confirmed.
“We can pretty much get
whatever cover we want from that
magazine. All it takes is for us to meet with
the publisher, promise that we’ll buy some
ads, and discuss the details from there.”
So...that magazine’s cover stories are for
sale. Great.
Recently, some publicists for another game
company were iamenting the fact that they
couldn’t get any coverage on a certain, very
high-profile website out there, because they
weren’t advertising with that site. To get
stories written up on their games, they’d have
to start spending the bucks. More editorial
coverage for sale. Wonderful.
Sadly, I'm not making this stuff up.
| have no stake in these two situations, so
why should | care so much? Because even
though they’re competitors, they affect my
business and my reputation. Why do so many
mainstream newspapers and periodicals
command respect? Because they don’t act
like the idiots | referred to above. But how
will gaming journalism, a relatively new field,
gain any credibility when certain prominent
outlets or even entire publishing groups
whore out their editorial integrity (if | can
even call it that)?
So now | have companies thinking they
can treat Electronic Gaming Monthly the
same way...that we’re all like this. We even
heard through the grapevine that one ad
buyer recently told our sales department that
their client wants Ziff Davis publications to
start playing ball with them, or else they’re
pulling support (meaning, if we don’t start
putting their games on our covers, we can
kiss that ad money bye-bye, as well as
support for normal editorial coverage of their
titles). You know what? Those guys can kiss
my ass. With full backing from my editorial
director (former EGM Editor-in-Chief John
Davison), we’re prepared to tell them to go
ahead and pull that “support.” We’ve never
been and never will be beholden to any
outside party. If we miss out on some
coverage...well, too bad—ultimately, they’re
punishing their own customers (you guys),
not us.

It looks like gamers won’t be missing out
on any of that coverage, though—a few of
our competitors have editorial real estate for
sale, and business is looking good for them.

—Dan “Shoe” Hsu, Editor-in-Chief
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There’s never been a better time to join the adventure
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*Some restrictions
may apply

SQUARE ENIX.
www. playonline.com =
Published by Square Enix, Ine.= =

for
Windows®

Include*, FREE Vana'diel Buddy Pass

and iTunes Collector’s Card for
one FREE music download® from

INTERNET CONNECTION REQUIRED. ADDITIONAL ONLINE FEES REQUIRED. Children under the age of
13 are not permitted to use PlayOnline services, Including games. Acceptance of certain agreements is
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subscription fees. A valid Visa or MasterCard is required to set up account. ¥
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Summon Innocent Devils to do your bidding. Collect Evolution: Crystals to enhance your Innocent Devils.  Level up by destroying the creatures of the night.

© 1986 2005 KONAMI. "KONAMI” and “"CASTLEVANIA" are registered trademarks of KONAMI CORPORATION. “CASTLEVANIA Curse of Darkness” is a trademark of KONAMI CORPORATION. Microsoft, Xbox and the Xbox logos are erther registered trademarks
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trademark of the Entertanment Software Association. All other trademarks are owned by their respective owners.
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Acquire and create powerful new weapons. Explore the biggest 3D Castlevania world yet.
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Tinfoil hat

You're owned by Sony! You must be!
Reading your Xbox 360 launch guide [EGM
#197] made me aware of that fact. How
can you have five reasons not to buy a
game system? And | don’t want to hear
about “getting the most for your gaming
dollar.” Gamers at every economic level buy
systems. Kids living in poverty-stricken

homes have them. | hope you

same article for the PS3. If you don't like

Microsoft, don’t cover them.

—Joe Domanico

You're right. Our 24-page cover feature
on Xbox 360 was just another clever ploy
to destroy Microsoft, and it would have

worked if it weren’t for you

Kids! Now no one can stop the “poverty-

letters

guns, nipples, and totally 733t videogaming

Real guns vs. virtual guns in D.C.

As I'm both a longtime gamer and a political junkie,
it has always heen interesting (and usually
distressing) for me when gaming and politics cross
paths, most recently in the fury surrounding the
“Hot Coffee” mod in Grand Theft Auto: San Andreas
[see EGM #196]. But | was taken aback by
Congress’ action to insulate gun manufacturers
from lawsuits [the Protection of Lawful Commerce
in Arms Act], effectively saying that gun
manufacturers shouldn’t be held accountable for
misuse of their product. So riddle me this, Batman:
How can the same politicians say that gun
manufacturers are not responsible for actions that
coincide with the purpose of their product, but
want game manufacturers held responsible for

have the

meddlesome

LETTER OF THE MONTH

m il -

,,ﬂ
actions that may have been influenced by their ’/ G BFEE”
product? | don’t know, but that seems a bit

hypocritical to me. Maybe all gaming needs is a
lobbyist with NRA-level power. Every multibillion

*"“"/Illlill”“f

11!

—Clinton Lindo &

Thanks for the
comments,
Clinton. For your
Letter of the
Month, you’ll be
receiving a (still-
legal) game from
the EGM vaults.

dollar industry should have one!

The videogame business does have a voice: the
Entertainment Software Association. It’s not
quite as powerful as the National Rifle
Association, lacking the semiautomatic
“hunting rifles” and all, but its job is to stick
up for the industry. If you’re concerned about
our right to bear virtual arms, you should check
out www.theesa.com for more info.

stricken” children from buying Xbox 360
Core systems.

Even overachievers

play games

I'm an 18-year-old high school senior. My
GPA is 4.5, and I'm the valedictorian of my
class. | play soccer, run track, and

nave held down an after-school
job for two years now. Next fall
'm going to an Ivy League
college, and | hope to go to
medical school after that. And
to Jack Thompson and

Hillary Clinton’s utter shock,
am a gamer. I've played and
oved Resident Evil 4 and
Grand Theft Auto, and |'ve yet
to shoot up my school
(actually, | want to
be a doctor and
help people) or
fade into the
cracks of the

M Is this drawing
corrupting

our children?
More at 11....

POST OFFICE

socially unacceptable. I'd just like to say to
those two Joseph McCarthy wannabes: If
you point out one extreme, please don’t
forget the other, because that’s me and
about 99 percent of gamers out there.
—Paul Goodnight

Yeah, yeah, we’re all geniuses.
Call us back when life knocks
the shine off your shoes, kid.
Maybe then you’ll
understand the secret
messages in Grand Theft
Auto (must buy sequel, must
buy sequel, must buy...).

Nerd gets pwned

It seems nowadays that

j e everywhere you look

4 '§ there’s a n0OB.

1/ 8 Personally, | pWn nOOBs

for a living. Just the
other day | rolled up in

my drop top and

pWned one with my
+87 staff of n00B
smiting. | really just

want to know where all these n00Bs are
coming from and if you have any advice
regarding my problem.
— “Jam Masta n00B pWnr” Julian
“Euthyphro” Levy

Well, you could get a job and save
enough money to move out of your
mom’s house.

EGM makes kids do it

This is about your little sex comments. First
of all: Your comments are lame—as in
iInappropriate, dudes! This mag isn't just for
adults; kids about my age (12 to 17) are
reading this crud. Not to mention my mom
said three times in the past hour that she
wished she never subscribed to it. Plus,
you’re contributing to HIV by making kids
think they should go out and do it. So if all
you can think about is sex, dudes, you need
to get a life. And just because you can have
sex in a game doesn’t mean it's that great!
—Jacob C. Lenz

Dude, we haven’t given anyone an
STD—not that we know of, at least.

Rambling and ranting from our message boards, boards.lURcom (look for Electronic Gaming Monthly's forums)

Xbox 360 get:
launch, later, or
never?

Later, when |

don’t have to sell my future
children to Michael Jackson
to afford one.

| have two
preordered. EBay, here
| come!
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Launch, thanks to one
game: Call of Duty 2.

wanna see how the
competition stacks up (with
actual games) before taking
the plunge.

Probably five years later. |
hate being poor.

Maybe...
Later. |

surrender!

Later.

360°s launch titles.

What
happened to maybe?

for a new console. This year’s
PS2 lineup alone beats the

Launch. The
launch lineup looks really
good to me, and I'd end up
getting one anyway.

Maybe is not an
option! Never give up! Never

Later, and only
because I'll be able to stack
my 360 on top of my original
Not Xbox to form a Voltron of
console goodness. It will
run on Perfect Dark Zero...
and love.
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No nipples = no fun

Missing nipples

Looking at your review of Trauma Center:
Under the Knife [EGM #197], | noticed the
line that says, “Female patients: have no
nipples. Sorry, Dr. Pervert.” Getting to the
point, what is the point of having female
patients if we can't see their nipples? |
know it's against Nintendo’s standards, but
come on. Oh, and being a guy has nothing
to do with it.

—Ethan Saeedian

It’s nipple-crazy gamers like you who
make this mag too hot for kids. Not that
we don’t want hot pixelated nipple
action in our surgery games.... »

CONTACT EGM

EGM@ziftdavis.com

EGM Letters
101 2nd Street, 8th Floor
San Francisco, CA 94105

E-mail: subhelp@egmmag.com
Web: http://service.egmmag.com
Phone: (800) 779-1174

E-mail: back issues@ziffdavis.com



Burn rubber in London. Power-slide through turns in Tokyo. Pick-up kudos
catching air in- New York. Project Gotham Racing 3 puts you behind the
wheel of the world’'s fastest exotic cars. Racing in the world’s most exotic
cities. Like a fuel-injected bat outta hell. GOTHAM 3

Microsoft

game)studios:

XBOX
szaree | |1\/F=

EVERYONE 10+ © 2005 Microsoft Corporation. All rights reserved. Microsoft, the Microsoft Game Studios logo, PR, Project Gotham Rac ing, Abox 36U, the Lbox logos; Abox Live, and | I*i » XDOX

Live logo are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries. Developed by Bizarre Creations Limited: © Bizarre
Creations Limited 2005. All rights reserved.
g
Mild Lyrics
Produced under license of Ferrari Spa. FERRARI, the PRANCING HORSE device, all assoctiated logos and distinctive designs are trademarks of Ferrar) Spa. ‘the body desrgos of

the Ferrari cars are pau!.f-u.taad as Ferrar property under design, trademark and trade dress requlations. The trademarks, copyrights and design rights.inand associated with the
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following Lamborghint vehicles are used under license from Lamborghini ArttMarca S.p.A., Italy: Lamborghini Gallardo.




BO N US G ALLERY perfectly fine. angers me. But what really upsets me is
But now you all know, some PSP the response from many gamers. The

Going the extra mile for love of the game Madden 06s are bad. If you have reports of large amounts of hate mail and
problems, check out even death threats directed at Mr.
www.easports.com/madden06/ Thompson from gamers are, to say the
psp_news.jsp for updates and a least, very disappointing. This is like trying

* . possible workaround. to smother a fire with kindling. |
| fit the g‘uts of a GameCube into i g 139 - B ask gamers to set aside your
an Imperial Walker (AT-AT), . 1 Inclusive Revolution | anger and prove to this man and
becoming quite possibly the TR o | couldn’t have been more then - . those like him that we're not the
coolest nerd ever! (Is that an . Y L 5 years old when my dad violent, angry monsters he
0Xymoron or what?) It sports two - YR e brought home an NES, depicts us to be.
memory cards, four wireless an f TR beginning my long gaming te —Anthony Houdyshell
WaveBird controllers, and a lovely ayrry @ e £ & 4 career. But a few months ago, Ut
red cockpit power light. | built it for > 9w ¢ | was in a surfing accident —~ | L-; Honesty’s the
display in my store, called The ooy -E and am now a quadriplegic o o best policy
Gamers Haven, in Columbus, OH. -,j‘ g - 7 - (technically now known as a = It seems like every month you
—Chett M. Muzzalupo | e B A e tetraplegic). I'm not going to A guys print a letter from someone
AT AEERAT 5 A say the first thing to run N under 17 who complains that their
through my mind was, “How parents won't buy them a Mature-
> Bugged out over Madden work), yet there’s no mention of it on your will | hold a controller ever Py 0 rated game. Well, I'm 16, and | get
| cannot express my shock and dismay that ~ website or [in your] magazine. again?” But it was number T o M-rated games all the time. It's not
EGM failed to recognize that EA shipped a —dJay-Jay Lord  two or three. | thought | was because my parents are ignorant
defective product in the PSP version of going to be forced to quit and don't know what they're
Madden NFL 06. Anyone who has spent any  We didn’t know about any problems with gaming forever. Then | b J | buying me—it’s the exact opposite.
amount of time playing the game knows the game until a reader pointed it out to read about the Revolution | When | want an M-rated game, | tell
that it causes random shutdowns of your us on our message boards controller. It's perfect! | can o/ 5 them about all the “questionable”
PSP while playing franchise games. | expect (boards.1UP.com) last month. We  hold a TV remote. | can o % e g stuff inside. At the store I'll show
such sloppy reviews from those who play e didn’t find out about it in swing my arm around. (Ninionds) | them the ESRB rating and explain
preview builds of the game, but EGM % time to address it in | can make small wrist why the game got it. Sometimes I’ll
IS supposed to only review the our last issue, so movements (with my right get on the Internet and show some
shipping version of the we’re doing it hand at least). | can be a . screenshots of the most violent
game. | was Nnow. gamer again! Nintendo’s parts, and other times they’ll do their
counting on We’re not willingness to think outside own research.
you to trying to hide the box really will open up R They know my personality and
provide a anything—our gaming to people who have never been know | won't snap and bring an automatic
real review. reviewable versions physically able to play, and gamers like me, rifle to school after playing Halo 2 or take a
Instead, one didn’t have any of the who for one reason or another are no baseball bat to my friend’s head after
of your problems many people are longer able to play. playing GTA. Sometimes they say yes, and
reviewers even experiencing, honest. All three of our —Jravis Taft ~ sometimes they say no. | don’t call them
went so far as to reviewers independently played the four-letter words and run to my room
give it a 9.0! game, then played it together for Gaming Gandhi screaming when they say no, either. | just
Clearly one of two things is occurring: multiplayer, online, and so on, and didn’t Recently, thanks to the scandal caused by deal with it. Maybe if more kids would stop
1) You have been lying to your readers for run into any of the bugs. Since not all of Grand Theft Auto, gaming has once again calling their parents bad guys and told the
all these years regarding what version of the PSP Madden 06s out there were found itself on the receiving end of truth about the games they wanted to play,
games you review, or 2) You are so far down  affected, we’re guessing we got burns of negative press. Of the critics, none is more they’'d have better luck.
In EA’'S pockets that you can’t give an one of the healthy discs. We wish we prominent than attorney Jack Thompson, —Kevin Schram
honest review of a defective game. EA has could’ve warned our readers, but our who has repeatedly decried not only the
even gone so far as to officially post a discs (which were 100 percent videogaming industry but gamers Wow, we still throw fits at the toy store
workaround for the problem (which doesn’t reviewable, not previewable) were themselves. As you can imagine, this when our parents won’t buy us stuff. #sh

GAME DESIGN-0O-RAMA

Got proof that game design is best left to the pros? Send your concept (with
art) to EGM@ziffdavis.com, subject: Design-o-rama

WIN THE GAME
OF THE MONTH

We've hidden movie -
quotes in this issue—

spot one and you can | " AL F - LLEEE
win our Game of the | *"

PlayStation.c
When the King of All Crustaceans accidentally

Calamari 3,4
168 T8 s oy s o it e ok Wbl bt il Month. Goto EGM- |
: ; 2 By frvin Reviewer David Chen lamented the lack GOTM.1UP.com. There
Damacy. g BT conii H_OW‘ YPug oy, g of a tilt feature in his review of Metroid you can send us a
everything and anything on Earth.in a delicious Prime Pinball [EGM #198] but message (subject
beer batter, so he can start a fast food chain . . FECH L
(Captain King’s House O’ Batter) and fund the Filscovered IaFeT :hat i f"’a“_"e wasi Lope: e ‘?“‘“’E-
Repopulate the Ocean Endeavor (ROE). The key included. David: 'Players can, in fact, ilt EGN! #199) with the quote, the
to success? Sperm whales, of course! Try this the tab'le by rubbtlng o R tflgreby gl B a"‘f' e page
game with some seaweed oF “reefer” as some DDSCONNAEIO AEueN SN Je, L A, number you found it on. include your
folk like to call it. The shimmering water bk & AUNL I dle, IR LS 4 i mailing address (no P.0. boxes!) and
effects are amazing! the ass to use and won't really affect your full name. Thrge rgndom!y
: your enjoyment of this great game one selected readers will win copies of

—Nate Zuckerman

way or another.” this issue’s Game of the Month.
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IN SAVINGS AT VIRGIN MEGASTORE &
WITH SOME OF OUR CLOSEST FRIENDS

*While supplies last.

PlavStation.c . PlavyStation.c o PlayStation.c f ’ (atiolf MlaySl C
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From Russia True Crime 50 Cent Tony Hawk’s The Warriors NBA 2KB Matrix: Path Of Neo
With Love PS2, XBox Bulletproof American Wasteland PS2, XBox XBox, PS2 P52, XBox
PS2, XBox, NGO PS2, XBox XBox, PS2, NGC
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NBA Live 06 Grand Theft Auto: Resident Evil
XBox, PS2 Liberty City Stories  Pelican Controller Shure E2C Sony CFD-G500 IRliver H10Gray PS2, XBox
PSP PS2. XBox Headphones Boombox MP3 Player

=" MAKE ONE HOLIDAY STOP “—
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Mr. & Mrs. Smith +4 |
DVD DVD

TIMES SQUARE * UNION SQUARE * ORLANDO WALT DISNEYY WORLD RESORT « SAN FRANCISCO « CHICAGO
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“ONE OF THE MOST REALISTIC SETTINGS EVER.”

“THE SHEER DIVERSITY...IS NOTHING SHORT OF ASTONISHING”
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MATURE

© 2005 Activision Publishing, Inc. Activision and True Crime are registered trademarks of Activision Publishing, Inc. All rights
reserved. Developed by Luxoflux. “PlayStation” and the “PS" Family logo are registered trademarks of Sony Computer
Blood and Gore Entertainment Inc. Microsoft, Xbox and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation
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Strong Language
Strong Sexual Content
Use of Drugs
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FEEL THE FULL-THROTTLE EFFECTS
OF THE EVOLVED NITROUS SYSTEM.

B Gco HEAD-TO-HEAD IN TIRE-SQUEALING s —
~ ONLINE MULTIPLAYER ACTION. TAKE 130 NEW MACHINES DRIFTING

THROUGH OVER 200 RACES.
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THE ORIGINAL
TOUR DE CENTRIFUGAL FORCE IN DRIFT RACING

HAS OFFICIALLY LEFT ITS IMITATORS IN THE DUST.
RIDGE RACER 6 DOLES OUT ONE NITROUS-PUNCHING,
WHITE-KNUCKLED RIDE AFTER ANOTHER THROUGH A
HARROWING ARRAY OF HAIRPIN TURNS. AND WHEN THE SMOKE CLEARS,
YOUR RACING SKILLS WILL REVEAL IF YOU’'RE AMONG

THE FEARLESS OR THE FORGOTTEN.

™

I0GCERALCER

LOMING NOVEMEBER

T




ress start

J ' gaming news, previews, solving world hunger, and other stuff

ELECTRONIC ARTS RECENTLY ANNOUNCED THAT BIG-TIME HOLLYWOOD DIRECTOR STEVEN SPIELBERG (JAWS, JURASSIC PARK) HAS SIGNED
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THENUTS AND
BOLLS OF DS Wi-Fi

Everything you need to get your Mario mojo working...online

nline? It’s-a-not-for-me. That’s
u been Nintendo’s attitude

toward online gaming for
some time now. (Company execs cited
“lack of profitability” as its reason for
staying offline.) The GameCube has
only one Internet-ready title, the role-
playing Phantasy Star Online, and it
didn’t even come from Mario’s bunch.
But the hardware maker is finally
changing its tune; Nintendo just added
online functionalities to its DS hand-
held (which before only featured local
wireless play) and is releasing games
that support it. Since we know some of
you are new to this whole Internet-
gaming thing (especially if you're a
Nintendo fan), here’s the 411 on play-
ing your DS online. @ —Jeremy Parish

Essential gear

Q: How do | take my DS
online? Do | need some
kind of special adapter?
A: Actually, the DS comes with wireless
networking capabilities built right in to the
hardware. The trick is getting it to connect
to the Internet. First, you need a game that
actually supports online action. Next, you
need a Wi-Fi connection. Many wireless
routers work with the DS out of the box,
but even if your eyes go out

of focus when people toss
around terms like “802.11b,”
Nintendo’s got your back

with its wireless adapter.
Simply plug this little guy into
any USB-equipped Windows-
based PC with an Internet
connection and you can jump
online with your DS: quick, sim-
ple, painless.

i
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nda WirFi USB Connsctor
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Q: Great! But what about
when I’m away from

my PC?

A: Nintendo will be offering tons of free
hot spots across the country thanks to its
partnership with McDonald’s and Wayport.

ON TO HELP CREATE THREE ORIGINAL VIDEOGAMES FOR THE PUBLISHER. EXPECT SOME INFO ON THESE NEW PROJECTS IN 2006....

Drop in for a Happy Meal and humble your
favorite EGM editor in Mario Kart all at
once. Just be sure to wash your greasy
fingers before using the touch screen.

Q: But | don’t want
Ronald and Grimace to
supersize me!

A: That’s cool—most free, non-password-
protected 802.11b-compatible Wi-Fi net-
works should work. Other commercial net-
works (like the T-Mobile Wi-Fi available at
Starbucks) won’t, however: They require
the use of a Web browser (and a credit
card) for access. And right now, Nintendo
has no plans to release browser software
(like Internet Explorer) for the DS. But that
can’t stop someone else from doing so....

Making friends

(and keeping them)

Q: Online gaming is cool,
but most people on the
Internet are jerks.

A: Don’t sweat it. When you log on to the
Nintendo network for the first time with
a new game, you’re given a friend code
unique to you. This allows you to create
a buddy list, so that you can be sure

to play games only with the jerks you
actually like.

Q: Nice. How do
| add friends?

A: Simply exchange codes with your pals,
then add their codes to your game. The
resulting list is saved in your game card
and Is keyed to your hardware. Obviously,
this means you can’t simply use a single
buddy list across every game. You need to
add your friends to each game you wish to
include them in.

Q: Does that mean |
can’t use my Mario Kart
buddy list on a friend’s
DS, too?

A: Well, you can, but it’s complicated and
means that you’ll overwrite the buddy info

on your friend’s DS. So you'd better hope
your friend really, really likes you.

The name of the game

Q: What DS games can |
look forward to playing
over the Internet?

A: It’s a short list for now. Nintendo’s lead-
off for the online launch is the one-two
juggernaut punch of Mario Kart DS and
Animal Crossing: Wild World. A few other
titles in the near future will offer con-
nectivity features, too, >
including the PESSEC
next Tony ‘ h
Hawk and, of
course,
Metroid Prime
Hunters (which
IS slated for
early 2006).

Q: So (
what

else?

A: Well, it’s all
speculation at the
moment, but
Nintendo’s always
been a strong sup-
porter of multiplayer
gaming...it’s just that until now the com-
pany has supported multiplayer of an
offline nature. But some of those games
are a natural fit for remote action. Zelda:
Four Swords Adventures? Check. Super
Smash Bros.? Definitely. Mario’s sports
spin-off du jour? Rock on.

Q: But I’m a sketchy
communist/terrorist who
hates Mario and Zelda!

A: Don’t worry; the DS should get plenty of
third-party support, too. Square Enix, for
instance, is working on a DS version of
Final Fantasy: Crystal Chronicles, an RPG
that’s just begging for online gameplay.
And the sports-heavy publisher Electronic
Arts is a given.

“Is there anybody out there?”
Q: Voice chat—yay or nay?
A: At the moment, Nintendo says the DS
won’t support voice chat over its Wi-Fi con-
nection. That’s not to say it won’t happen,
though; Nintendo previously showed off a
voice-over-IP demo that proves it’s certainly
possible. For now, any crude insults you
want to hurl must be typed out one letter at
a time in games that support text chat.

Backward
“ compatibility?
Q: So will it be
backward
_ compatible?
.= Can | play my
. older DS and
GBA games
online, too?
A: Wouldn't that
be nice?
Wouldn’t it rock
to be able to
go head-to-
head against
a stranger in
Pokemon
Emerald? Or to swap
Nintendogs qgifts with some dude in
Kalamazoo? It totally would! Unfortunately,
it’s also totally not going to happen. This is
simply due to technical limits (read: The
games weren’t designed for it).

Q: So...no online
PictoChat?

A: Sorry, you'll have to wait until the next
version of the DS if you want to send dirty
doodles of Samus to fellow perverts across
the country.

So what’s the online DS experience
actually like? Turn to pages 130 and 132

to see what our reviewers had to say
about going online with Mario Kart DS
and Animal Crossing: Wild World. %
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@ press start

EGMINTERNATI®NAL

Work out (and then relax) your brain

SOUKAI! MACHIGAI MUSEUM

Is it me, or is the DS just swimming in
“brain” games? It’s not you: Ever since
Nintendo’s DS Brain Training for Adults
broke six-figures in copies sold, third par-
ties have been scrambling to get their
own version on Japanese shelves. This

take involves a rapid-fire volley of “find
the difference between the two pictures”
puzzles, the sort of thing you skip over to
get to a newspaper’s comics section.
How does this help my brain? Oh, it’s
totally scientific: “The game measures

reflexes, concentration, cognition, judg-
ment, and memory to determine an over-
all ‘right-brain score’ for the player,” says
publisher Namco. So if you struggle
solving these puzzles, maybe it’s time to
consider taking the short bus to school.
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PORTABLE RESORT

I’'m sick of my PSP’s crappy game
library! Then why don’t you take a vaca-
tion from it by visiting the polygonal
tropical island inside your PSP? Namco is
hyping Portable Resort as a “healing
entertainment tool,” a free-roaming, sun-
drenched virtual resort where you’re free
to do what you want, Animal Crossing
style. Take in the sunset while relaxing in
a hammock? Sure. Feed the local fauna?
You got it. Hold your PSP like a goof and
play a virtual ukulele? No problem.

How is pretending to be on vacation
restful? You'll start to feel it in watch
mode, as the game plays soothing ambi-
ent sounds while you sleep. It’s like that
thing they sell in the Sharper Image cata-
log, except even fruitier!

WHAT'S PLAYING IN THE
COMPUTER

GAMING

WORLD

0 Christmas tree, 0 Christmas
tree...how you drain our gaming
budgets. Another landmark year for
PC games comes to a close—so
what should you snag (and avoid)
during the mad post-Thanksgiving
shopping spree?

Shooty-Shooty Bang-Bang

1.11-; I: '-'—*

At first glance, trigger-happy first-
person shooter nuts have a veritable
platoon of titles to choose from...but
you’ll want to be a little picky about
which ones end up on your PC. Quake
4 looks very enticing in its special-
edition box, but a sad realization soon
kicks in: The game’s just a prettier
version of Quake /Il with a by-the-
books single-player mode. Better

yet, go snatch a copy of FE.A.R.,
which sports hair-raising thrills and
some of the sharpest shooter A.l. in
recent memory.

Strategery'

ﬂragnnsha}d

Real-time strategy buffs definitely get
the lion’s share of holiday games—at
least in terms of quality. The Dungeons
& Dragons-branded Dragonshard
melds RTS gameplay with fast-paced
role-playing-style action; Warhammer
40,000: Dawn of War—Winter
Assault goes beyond the typical
expansion, giving fans an entire new
game’s worth of content; and Sid
Meier devotees have Civilization IV to
keep them busy. Just don’t get too
excited about Age of Empires Il or
Black & White 2...unless you’re in the
mood to dampen holiday spirits.
—Ryan Scoft,
Computer Gaming World

>> NEXT SPRING, EA SPORTS WILL RELEASE NFL HEAD COACH (PS2/XB), A STRATEGY GAME THAT CENTERS ON RUNNING A REAL NFL TEAM... ..



CHANGE THE FACE OF
ANCIENT EGYPT.

| = 5B '{_

s
-

SIDMEIERS

&
L
« "8
('™
4
- - L -|-.-
] =3

OVERHAULED INTERFACE: RTS style, intuitive interface
gives you greater unit and city control at faster speed.

3D LIVING WORLD: Elahorate, detailed environment set in
a vibrant and colorful world.

NEW FEATURES: Introducing religion, Holy Cities, missionaries,
Great People, variable scale games and loads of new civic options.

A MODDER’S DREAM: An unprecedented level of modding
power including: World builder editor, XML, Python Scripting
Language, and coming soon: The Civilization IV SDK - mod the A.l.
to meet your vision.

MULTIPLAYER: Built from the ground up with Era starts,
variable game speeds, hot join, team play and a bevy of connectivity
options (LAN, internet, PBEM, hot seat and more).
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~ 9.4outof 10 | 9.4 out of 10 5 out of 5 stars
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Civilization I[Visto |* - world history, or getting less sleep .z, | alone. No fan c;f strategy
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how good the game is." EXvETTT| | to give Civilization IVatry." %4  this on store shelves.”
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The man behind |

onami recently fired its first
voliey into the next-gen

console conflict with a stun-
ning trailer for Metal Gear Solid 4, the

upcoming PlayStation 3 instaliment of
the revered stealth-action franchise.
Never one to shy away from daring
surprises, series mastermind Hideo
Kojima shocked fans with a grizzled,
gray-haired Solid Snake, chaotic
urban warfare against multiple Metal
Gear robots, and unbelievably detailed
visuals. Instantly, the PS3 had its
must-buy game. Since MGS4 isn’t
expected until the end of 2006 at the
earliest, concrete facts about the
story line and gameplay remain
scarce, but we were able to squeeze a
little info out of Snake’s notoriously
secretive creator....

—Shane Bettenhausen

EGM: Fans were a bit
surprised by Snake’s new
mustache....

Hideo Kojima: Of course, the team
researched many different beards and
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mustaches, and we eventually decided
on this Lee Van Cleef-inspired look. And

the power of the PS3 allows us to repre-
sent the facial hair with such amazing

detail, along with his facial features, like
wrinkles. It’s very easy to create a sim-
ple texture, like the skin of a young,
beautiful lady, so we decided to use the
machine’s power to create

¢ 4 goes to war

like Snake’s face to look older and to
show realistic expressions of fatigue as

he goes through the game. Well, | told my
team that, and they said, “Please, we

don’t want to have to do that.” We're not
sure what’s going to happen with that.

EGM: MGS has always
seemed to be

something far more com-
plex...an old guy.

EGM: We were
wondering if
Snake’s beard
grew Iin real
time and you
had to shave it
in a minigame?
"I We actually first had
that idea for MGS2, but we
weren’t able to do real-
time whisker shaving. So,
this time we also want to

inspired by real-
life events. With
all the wars rag-
ing right now,
have those con-
flicts inspired
MGS4?

"It Of course, what’s hap-
pening today—not just one
specific war, but all the
global conflicts—influ-
ences my works. | haven't
really gone to actually see
the fighting, but | plan to
go near it. I'm not sure if

include that...hopefully
we’ll be able to get it in
the final game. Also, we’d

" Actor Lee Van Cleef
inspired Snake’s new look.

I’ll come back alive, but |
really want to go by the
end of this year. MGS4 will

not be based on a specific location; we
just call it “the battlefield.” It’s any loca-
tion where a war is raging: many different
situations and several different countries.

EGM: Has Mr. Mori, your
military advisor, been by
to teach you new tactics
for urban combat?

I8 Yes, Mr. Mori is backing us up in the
combat department. We’re actually going
to have more training sessions very soon.
And since MGS4 is a wrap-up for the
whole series, I'm planning on visiting the
most dangerous locations possible with Mr.
Mori. But since we’re a company, and I’'m
important to Konami, | have a hard time
convincing my bosses to let me go. When |
say dangerous, it isn’t just the physical
danger, though—this time we’re also try-
ing to highlight the psychological effects of
war. I'm worried that some of my team
might suffer some serious mental damage
and be unable to return to the real world.

EGM: How will Snake’s
new “Solid Eye System”

>> WANT EVEN MORE DISH STRAIGHT FROM MR. KOJIMA'S MOUTH? SCOPE HIS SURPRISINGLY VERBOSE PERSONAL BLOG (IN ENGLISH) AT
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affect gameplay?

In the past, Snake wore several dif-
ferent types of goggles, like the thermal
or night vision [ones]. Now, those will be
integrated with the radar system in order
to make it more user-friendly. Of course, |
thought about this from a gameplay point
of view, but | also wanted Snake to wear
an eye patch, so | said to the design team
to integrate it all together.

EGM: You’ve chosen a
specific keyword for the
theme of each MGS
game: meme (MGS),
gene (MGS2), scene
(MGS3), and now sense.
What does “sense” mean
in the context of MGS4?
In the past MGS games, we focused
on the theme of passing genetic informa-
tion on to the next generation, and how
the next generation evolves in its new era.
So, with technology advancing, the very

The view from Snake’s Solid Eye System.

5 not merely just an

old man..."»

]
—MGS4 Director Hideo Kojima ,5,

L NN

nature of genetics can be transformed into
digital information, and you could control
exactly how your DNA is passed on. At the
same time, the Internet evolves, allowing
all people the free and open transfer of
information. And what’s important is to
digitally maintain the memory, the sense
of a person, after they have passed.
What’s not possible is for their will, or
their spirit, to be passed on
or kept forever. People cre-
ate society, and we felt that
the “sense” of a person is
the core of what everything
iIs all about.

EGM: Uh,
yeah...we’ll fig-
ure that out
later. So, will
the healing,
hunting, and
camouflage sys-
tems from
MGS3 return in
MGS4?

- | felt that the new
systems of MGS3 were
appreciated by many
users, and in the end, the
development team was
very happy as well, even though there
had been some internal battles about
these systems within the team. Those
systems all occurred, though, because
survival was the theme of MGS3. Some of
them might carry on into MGS4, but since
the theme is battlefield, we might imple-
ment them differently. There are bullets
flying around everywhere, so you don’t
have time to go hunting for a frog to eat.

B MGS4’s
I’l Metal Gear .
looks oddly
familiar.

EGM: In the trailer we
see Snake’s old friend
Otacon operating a
remote-controlled Metal
Gear Mark Il unit. It
looks a lot like the one
from your classic Sega
CD graphic adventure

game, Snatcher. Is there
any connection between
the two games?

114 You should probably forget about that,
since these are totally different worlds. |
always dreamed of having a remote-
controlled robot in MGS, but we never had
enough memory to actually do it. But now
with PS3, we can finally pull it off.

EGM: In the
trailer we see
Snake fighting
enemy troops In
a city. Will there
be bystanders
LHRUERILGE]L
game?
"I Yes, there will be inno-
cent people in the game,
just not in the trailer, since
we didn’t have time to
show that many people
onscreen. In the previous
games, Snake infiltrates
enemy facilities, so from
his point of view, anyone
inside of there is a bad
guy. And from the bad
guys’ perspective, Snake
is the bad guy. So, this
time, the battlefield is vast and varied.

For example, imagine that Snake has
teamed up with country C. And he goes
into a battle where country A and country
B are fighting and Snake is kind of neu-
tral. So, in that situation, Snake’s mission
might be to sneak in and get something.
It’s possible that he could get in and
complete his mission with neither side
ever finding him. Or, if he’s not success-
ful and gets spotted by country A, then
he’ll have to fight against them. And of
course, country B could also spot him,
and then they’d fight him...so then it’s
possible for both of those countries to
become your enemies.

There’s also a strategy at work where
if the item you need is in the area con-
trolled by country A, you might team up

=== S oE =

with them to make it very easy to get the
item. Of course, if you become their ally,
you’ll have to fight alongside them
against their enemies. Or another strate-
gy is that Snake can wait until the war
between A and B is over and then get the
item. Of course, | doubt anyone will play
that way. So, the new thing is that Snake
will definitely have to go to the battle-
field, and he will have the opportunity to
interfere with the war, and that interfer-
ence will affect the next stages. This is
the new plot.

EGM: Is it your intention
to make this a more
open-ended adventure?
110 Well, there is still only one main story
line, but heading toward that ending, you
will alter the circumstances along the way.
Here’s an example: When you play in a
battlefield with country A and B at war and
Snake allies with country A and then
destroys country B, in the next stage, there
was supposed to an ongoing war between
A and B, but now that will not occur.

EGM: Now that Snake is
older, will that change
the gameplay? We see
him injecting himself in
the trailer...

210 Well, we don’t want to cause the
players a lot of stressful upkeep, but the
player does have to be Snake. And our
intention of Snake is an old man still try-
ing to be a hero. There is something else
that we’re thinking about that’s actually
relevant, but we can’t quite tell you. |
want you to know that Snake is not mere-
ly just an old man.... #h

-
. {

L‘{lﬁ

WWW.BLOG.KONAMI.JP/GS/HIDEOBLOG_E/. EXPECT UPDATES ABOUT HIS PROJECTS, PHILOSOPHIES, AND LUNCH CRAVINGS.... >>
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AFTERTHOUGHTS:

BLITZ: THE LEAGUE

lalking X's and O’s with the makers of mature-rated football

ar fights, gambling, late-night
B visits from some prostitutes—

sounds more like Grand Theft
Auto than a pro football game. But
those are just some of the ways that
Blitz: The League (PS2/XB), Midway’s
arcade-rich (and unlicensed) gridiron
title, deviates from the genre norm. We
spoke with Blitz Lead Designer and
EGM alum Kraig Kujawa about how
being freed from the NFL’s shackles
allowed his team to make the sports
game they’ve always wanted to...hoth
on and off the field. @ —Bryan Intihar

EGM: Who do think the
game’s non-Madden
antics would shock
more: a football mom or
legendary coach Vince
Lombardi?

Kraig Kujawa: | would definitely say a
football mom. A lot of those cleaner, more
sterile [football] titles shy away from any-
thing controversial, so a football mom might
be surprised that Blitz actually tackles these
issues. But | don’t think she’s going to be
surprised that this kind of stuff actually hap-
pens in football. Vince Lombardi’s a tough
ass; maybe some of this stuff wouldn’t
nappen on his team.

EGM: Yeah, Lombardi
probably wouldn’t stand
for a player pretending
to piss on the goalpost.
Which taunts didn’t make
it into the final game?

KK: We had some stuff that involved your
sister and daughter. [Laughs] Let me put it
this way: We're doing something completely
different, and we have some really crazy

B e e e e R

stuff [in the game]. You have [the Lawrence
Taylor character] sacking the quarterback
and saying, “Turn over, bitch, | like it from

the back.” And at that point, we’re like, “OK.

We've sort of hit that line. People get it.
Let’s just see what the reaction is. and then
maybe we’ll put in some of the other stuff.”

EGM: Blitz quarterback
Mike Mexico is a dead
ringer for NFL superstar
Michael Vick...and pokes
fun at his rumored sex-
capade. Any other NFL
players inspire those in
your game?

KK: Tito Moss is a good Terrell Owens clone,

if you hear some of the stuff he says. And
then there’s another guy who's a very “me-
too” sort of player. And if you don’t feed
him the ball, he—in sort of a Keyshawn
Johnson way—will start to get pissed at
the quarterback.

EGM: Hall of Famer
Lawrence Taylor plays
the Quentin Sands role,
your main adversary in
Blitz. Did he have some
good stories about
his glory days?

KK: The Joe Theismann

story was kind of e -
crazy. When we talked :
to LT about it, he told us [
how he called the guy in  $48
the hospital, and \
Theismann was like,
“Yeah, you got me pretty
good.” And LT told him, *
“Yeah, you're lucky. | usu- \
ally don’t do anything

Do an Internet search for “Michael Vick” and “Mike
Mexico” and you’ll quickly learn the hilarious connection.

ELECTRONIC ARTS CONFIRMED THAT A SEQUEL TO THIS YEAR'S UNDERWHELMING FIFA STREET IS CURRENTLY IN DEVELOPMENT
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half-assed.” And he’s referring to only
breaking one leg instead of two.

EGM: Late in the cam-
paign mode, Quentin
Sands plays really dirty.
Can you exact revenge on
that cheap-shot artist?

KK: | knew when we put this in that maybe
only 10 percent of people would see it, and
that’s kind of a bummer. So I'm really glad
to answer this question. In the champi-
onship game, you can do something that
you can’t do throughout the game, and
that's injure the defensive player with an
unleash [move]. So if you can perform any
unleash move on Sands—Ilike a OB evade,
or ball-carrier stiff-

arm or juke—
injure Sands .+ A
and get an
extra piece
of the Story e
line. It's | ;
very tough
to do,
though.
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EGM: The cut-scenes
were a long ways from
earning an Emmy. Are we
being too picky for a
sports game?

KK: That's a valid point. | think one thing that
might have contributed to that feeling is that
we have over 25 minutes of cut-scenes. And |
think we were really trying to make it so you
got a little bit [of story] every game, but |
think some scenes ended up being too short.
Next time, we'll probably have more interac-
tivity within the story, and probably do bigger
yet less frequent chunks.

EGM: Players in the

game can take “pills” and

“juice.” Did anybody on

the development team

try out some similar sub-

stances? You know, for

research purposes?

KK: [Laughs] I'll put it to you this way—I did
a lot of research for [the game’s| bar scene.
But we have some other shady characters

g/ on staff who may have done a couple of

things here and there, but not so much that
they'll admit to.

No Thanks
The NFL Network, the cable channel
that provides 24/7 pro football cover-
age, recently refused to air the Blitz
commercial. Midway’s reaction? “I'm
not surprised,” says Kujawa. “They
censor their games, so why not censor
their network, too?” Burrrrn. fsh
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@ press start

BEST-SELLING GAMES

FOR SEPTEMBER

E SALES CHARTS 200

John Madden
loves being on top.

1 Madden NFL 06  PS2 * EA Sports

ﬂ NBA Live 06 * PS2 ¢ EA Sports

HMario Superstar Baseball » GC » Nintendo

n Madden NFL 06 * XB  EA Sports

Hnainhow T

NBA Live 06
NASCAR 06: Total Team Control
Tiger Woods PGA Tour 06
X-Men Legends Ii: ROA

NCAA Football 06

Burnout Revenge

Star Wars Battlefront
Incredible Hulk: Ultimate Dest.
Mortal Kombat: Shaolin Monks

Madden NFL

. L ’_ -
06

E NASCAR 06: Total Team Control * PS2 ¢ EA Sports B

n Tiger Woods PGA Tour 06 » PS2 e EA Sports

ﬂwwe Day of Reckoning 2 * GC  THQ

n Nintendogs: Chihuahua and Friends ¢ DS » Nintendo

mBumom Revenge * XB ¢ EA

Source: NPD TRSTS Video Games Service. Call (516) 625-6190 for questions regarding this list.

GAMECUBE

PORTABLES

'.I_‘." - =

Mario Suerstar Baseball Nintendogs: Chihuahua ¢ DS

FOR THE WEEK ENDING 10/09/05

Rainbow Six: Lockdown
Burnout Revenge

NBA Live 06

X-Men Legends lI: ROA

Ninja Gaiden

Tiger Woods PGA Tour 06
NASCAR 06: Total Team Control
Incredible Hulk: Ultimate Dest.
Mortal Kombat: Shaolin Monks
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Ultimate Spider-Man ¢ PS2

Madden NFL 06 ¢ PSP
Nintendogs: Labrador ¢ DS
Nintendogs: Dachshund ¢ DS
Pokemon Emerald * GBA
Advance Wars: Dual Strike ¢ DS
Burnout Legends ¢ PSP

WWE Day of Reckoning 2
Sonic Gems Collection
Madden NFL 06

Super Mario Sunshine
Pokémon Colosseum
Super Smash Bros. Melee

The Legend of Zelda: Wind Waker
Incredible Hulk: Ultimate Dest.
Pokéemon XD: Gale of Darkness

Yu-Gi-Oh! Nightmare Trou. ¢ PSP
Namco Museum Battle Coll. « PSP
Lego Star Wars » GBA

Madden NFL 06 « PS2

Burnout Revenge ¢ PS2

NBA 2K6  PS2

Ultimate Spider-Man ¢ XB
X-Men Legends ll: ROA ¢ PS2
Madden NFL 06 * XB

Burnout Revenge * XB
Incredible Hulk: Ult. Dest. * PS2
NBA 2K6 * XB

Source: Blockbuster Video

WHAT'S UP AT

EGM.1UP.COM

Sometimes, we’ve got so much to
say that it won’t all fit on the
blessed printed page. That's when
we turn to our cohorts at 1TUP.com,
who post additional content at the
above-mentioned website. Go
there now to read our interview
with EA Vice President Neil Young,
in which he discusses the compa-
ny’s recent partnership with
Steven Spielberg and how the
movie director has a thing for the
PS2 cult classic /co.

CHEATS.1UP.COM

Don’t be mistaken; this ain’t where
you go to indulge your nefarious
side and cheat on your significant
other. That’s a different site alto-
gether. At this URL, you can figure
out how to get around that mon-
ster that’s been troubling you for
so long on your quest to get with
the hottie in danger.

Featured Club:

30-plus Single Gamers
We know you’re out there. You're
reading this alone. You've got a
profile on several different dating
sites. You're tired of hiding your
racks of videogame consoles and
action figures when it’s time to
show someone your place. Start
off on the right foot and meet
someone fully realized and at
peace with their playful side at
30plus-singles-club.1UP.com.

Featured Blog:

Viva la Liberante

It’s the brisk new flavor that’s a lit-
tle bit sunshine, a little bit salsa.
While some groups champion
women'’s rights, the rainforest, or
products that haven’t been tested
by pumping kittens full of
shampoo, Liberante believes in
one thing and one thing only:
Schweppervescence. Go. Now.
Liberante.1UP.com.

HEAD TO INSOMNIACGAMES.COM AND READ THE PREQUEL WEB COMIC TO THE RECENTLY RELEASED RATCHET: DEADLOCKED (PS2)....
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he edutainment games that,
n back in our grade school

days, taught us how to spell
Connecticut and carry the zero have
come a long way. Taking cues from
military combat simulators, these so-
called serious games now aim to
simulate political conflicts, business
deals, and the all-out action of the
daily corporate grind. Not surprising-
ly, most of these specialized PC titles
would put console gamers to sleep
the second they started playing, so
we tasked developers with punching
up a particularly boring selection.
And, yes, all these “games” are real.
—Robert Ashley

'ig'* -

ELECTRONIC ARTS HAS ACQUIRED THE RIGHTS TO MAKE GAMES BASED ON THE LONG-RUNNING ANIMATED TELEVISION SERIES THE

Y A
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Five famous designers rehabilitate the world’s most boring games

Virtual Leader

Original developer: SimuLearn

The serious specifics: Like a long staff meeting at
the big conference table, but without the doughnuts,
Virtual Leader teaches managers how to squash the
hopes and dreams of worker bees. Well, not exactly.
You learn to keep them happy and productive, sort of
like The Sims meets Office Space. Gauge the emo-
tional state of your underlings by reading over 200
possible body gestures, so next time the mail room
guy urinates in the coffeemaker, you’ll know whether
to fire him or give him a raise.

Let’s polish this turd: “First, all employees in the
game should be armed. Weapons can be concealed
or visible and widely varied—from damage-over-time
devices (rabid squirrel in pocket) to giblet-makers
(shoulder-mounted rocket). Having everyone packing
heat means you’ll need to be more careful when
interpreting body language. Is that employee really
upset? Should you have purchased full body armor
before castigating your assistant for missing

¢ that deadline? Is that an evil ‘I'm going to kil

' you...literally’ smile or just a ‘don’t worry, I'll
only stab you in the leg’ smile? But to make

things more interesting, €aCh employee
should have a unique psychosis.
Perhaps Linda has a real problem

with paper clips. if you give her a report

that’s clipped instead of stapled, you're going

to lose an eye to her switchblade. Or Maybe Bill

thinks he’s female...on Tuesdays and Thursdays.
Tell a sexist joke on the wrong day and—
blam!—you better have life insurance.”

—Ted Price, President of

Ratchet & Clank developer Insomniac

—_——
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Original developer: BreakAway Games

The serious specifics: “Teach the children well,” saith
Crosby, Stills, Nash, Young, and this here war game—err,
make that antiwar game. Though the brace-for-police-
baton-impact button probably won’t replace the fire button
anytime soon, A Force More Powerful still gives peace a
chance by forcing the player to find nonviolent solutions to
military conflicts. Taking its scenarios from the pages of
recent history, Force explores the possibilities of not letting
Dr. Strangelove types make foreign-policy decisions.
Patchouli oil and hemp clothing sold separately.

Let’s polish this turd: “Let’s make it a whole country sim-
ulator, with millions of relatively intelligent A.l.’s that we
must sway to our faction through various nonviolent
means. Our enemy is a corrupt faction that would be dev-
astating to the local populous should it win popular opin-
ion. So, to start, the player seeds the media with a bit of
slander aimed at the good faction—while leading the pop-
ulation to believe that the dark side is actually trying to
launch the smear campaign. Popularity swings a tad
toward our side, and it’s only improved when our faction
helps a neighboring disaster-prone country with relief aid.
“Now it’s time to turn up the heat and get a major gov-
ernment body or two to go on strike. Hmm...how about the
folks licensed to deliver liquor, and then the trash collec-
tors, and then the mail force. | press the go-on-strike-now
button (you know, the one right next to the win button).
Time for the real nail in the coffin: We infiltrate people into
the government and have them do something completely
unacceptable—something so outrageous that the general
population will have to force an impeachment. We
make the current government outlaw
videogames! Now the sober, garbage-ridden, no-
mail-havin’ oppressed masses
& simply have to act. Of course,
| 2R they will side with our group—
— - ~ you know, the ones that
G e promised to clean up the trash
¢ f 7/ and continued to help the
MY neighboring country out of its
" disaster. That country just hap-
{ pens to reward our lovely land
-; with plenty of good single malt—
/ | its best export. And now that
I }- £ we've restored the mail and
- *. legalized games, all our loving
M. country-folk can once again get
| their latest copies of EGM in the
mail—the real reason peace has
returned to the land.”
—Ken Lobb, manager of the
Microsoft studio overseeing
Perfect Dark Zero

Tlirtual U

¥ SIMPSONS. THE FIRST TI

TLE BASED ON THE LICENSE IS SLATED FOR THE NEXT-GEN CONSOLES, BUT THAT'S ALL EA WILL TELL US. D'OH! >:

Original developer: Enlight Software

The serious specifics: From massaging the egos of self-impor-
tant professors to keeping the football team off steroids (on
paper, at least) to sweeping the latest frat-boy alcohol-poisoning
incident under the rug, university administrators have a lot on
their plates. That’s where Virtual U comes in. Like a collegiate
SimCity, this simulation forces you to make decisions at every
level of your virtual school, from the number of parking permits
Issued to the salaries of basketball coaches. It might take a PhD
just to understand the instruction booklet.
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Let’s polish this turd: “Higher education’s mask of quiet dignity has fallen away,
and now we see these viper pits as the for-profit enterprises they really are. Why
not reward the players of Virfual Uin a fashion similar to their real-world counter-
parts...With slave girls and mountains of cocaine! virtua v
players will be able to visit each other’s campuses and show off their ill-gotten
booty. After all, a little personal customization (even in a game with dry subject
matter) is great for hooking people into the overall mechanic.”

—Nate Fox, game designer with Sly Cooper developer Sucker Punch

Al AV

Objection!

Original developer: TransMedia

The serious specifics: Imagine the fun and funny courtroom DS
game Phoenix Wright: Ace Attorney, but replace its modern
graphics with those of a text adventure circa 1986. Oh, and
instead of memorizing a few trivial details, try reading a shelfful
of encyclopedia-size law books, and then use that knowledge to
win simulated court cases. The Objection! series of law-educa-
tion games is so hardcore, you can customize it for the different
legal codes of all 50 states. Sadly, winning court cases in the game won’t earn you a night of cocaine and
hooker-fueled debauchery, a Jaguar X-type, or a trophy wife in the suburbs. So much for realism.

Let’s polish this turd: “How about if it was called Guilty! instead, and you play a lawyer who has to do
whatever it takes to get your guilty clients off the hook—and as far from the electric chair as
possible. (Sounds like a cool “game over” screen already.) You could place a quy on the
jury to rig its vote, then threaten or just plain beat up witnesses for the prosecu- 5>
tion. This could be much more fun and probably a better training ground for
would-be lawyers. Lie on the stand, bribe witnesses,
and cheat and steal to get the only verdict
worth getting. He’s dead-to-rights guilty with ‘I did it’ writ-
ten all over his face—do you have what it takes to get him off?”
—Alex Ward, creative director of Burnout 3 developer Criterion

métraight Shooter

Original developer: Games2Train.com

The serious specifics: Most of us have been forced to sit through a low-budget job-training video steeped
In that glorious combination of '80s video-camera technology and sales-strategy acronyms (wait, what
does T.E.A.M.W.0.R.K. stand for again?). The makers of Straight Shooter thought, “You know what would
make those videos better? If they were first-person shooters.” Roam the airports and hotels of the business
world in search of clients. Along the way you’ll zap “problems” with “ideas.” Hey—ijust like Halo!

Lel’s polish this turd: “I'm thinking something along the lines of Knights of the Old Republic meets
Glengarry Glen Ross. Break through clients’ defenses with intimidation, mass
mailings, double talk, or the ol’ bait and switch. or piay nice—win them over with
your winning smile. Go for a ‘stealth sale’ and recruit them into your word-of-mouth sales force to fight
alongside you through the rest of the game. Perfect for the Revolution’s motion-sensing controller for full
control over the deadly Firm Handshake.”
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They say it, we write it, you read it

HOLD ON-- \ HAVE “ view Jony HawkK as a franchise that we should

A COUPON FOR T
EVERRTHING, be exploiting every year forever. | don’t see any reason

why we can’t.”

—Activision CEO Robert “Bobby” Kotick

“The end goal is that players at the
end of the game are actually
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because we’ve done our job so well.”

—God of War designer David Jaffe comments on his next project, a PSP game
¥
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—Space marine Portman from the Doom movie, On' | f A0 A ( il I (] 1l 11K { (i1} v
an early favorite for a Best Screenplay Oscar . R . bt Y
—EA LA's general manager, Neil Young, who announced a partnership with
Director Steven Spielberg, also wants in on the crying game
. “I think
'#;‘:;‘_:. L. : b you a" | | |
| ‘ g  “Don’t kid yourself—you’re gonna see more | <l J 0, LIS, | |
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nize DT E R 225 based around that controller than you could ever possibly imagine.”

th iS- It!s a | —Epic Vice President Mark Rein discusses the motion-sensing controller for

v | Nintendo’s Revolution console at a panel on the next-generation systems
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PENNY ARCADE WWW.PENNY-ARCADE.COM

IMOVIC PDidYCl that ome little bastard crawled all
. _ g over him Por about ten minutes, and That's the God's honest.
also plays some music. Did You hear then — I 8*** You not — stabbed him What have I been saying about
P Be. broriie o ekt What happened No! Whats right in his special magical these things, huh?
== r ' ’
for Xbox, holding up a PSP to an to Bob? hapgﬁ:’;d b0 weak pomb .

audience at the Digital Life electronics
show in New York City. He was demon-
strating how the Xbox 360 can stream

music from Sony’s handheld

“We’re trying to
erase the first
one from peo-
ple’s memories.”

—House of the Dead 2: Dead Aim
actress Emmanuelle Vaugier talks
about how great the first movie was

e
S
—
)
x
3
--:b
b=
S
—
=
=
>
O
=
=
S
Y
©

QUOTATION SOURCES FROM TOP TO BOTTOM, STARTING WITH LEFT COLUMN: DOOM, EGM, SCIFI.COM, THESTREET.COM, MTV.COM, MTV.COM, IGN LIVE NEXT-GEN PANEL

>> SPEAKING OF THE DOOM MOVIE, SOME CAST MEMBERS (BUT NOT THE ROCK) ARE UNDER CONTRACT FOR A (STRAGIHT TO VIDEO?) SEQUEL.... >>
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MATURE 17+

Blood

Intense Violence
Sexual Themes
Strong Language

mmnrrsrsd Use of Drugs and Alcohol A YIACOM COMPANY

The R, logo is a registered trademark of Take-Two Interactive Software Inc. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the US
and /or in other countries and under license from Microsoft. The ratings icon is a trademark of the Entertainment Software Association. All other marks and trademarks are properties of their respective owners. The Warriors 0 & © 2005 Paramount Pictures. All Rights Reserved.



* AFTERTHOUGHTS:

t’s official. We’ve spoken with

the producer of Guitar Hero

and requested Led Zeppelin’s
“Stairway to Heaven” for the sequel.
Read on for our backstage tour with
John Tam, producer at publisher
RedOctane, who tells us all about mak-
ing the game that uses a guitar con-
troller to fulfill even a gamer-klutz’s
rock star dreams. —Jennifer Tsao

EGM: Your song lineup
iIs hot, but a bunch of
stuff’s missing. Fill us in.

A lot of songs never made it
through approvals because we just never
heard back. Or we may have thought that
certain songs may not have played well in
terms of gameplay. Where “Stairway to
Heaven” didn’t make it into the game,
Deep Purple’s “Smoke on the Water” did.
We only had 30 slots for licensed music.
That was what was hudgeted in.

EGM: What specific songs
were you bummed you
couldn’t get?

- “Back in Black” by AC/DC was one of
the ones we tried hardest to get. There
were a number of Van Halen songs we
were trying to get. The first prototype of

GUITAR

Backstage with the producer who rawks

the game was actually Weezer’s
“Dope Nose.”

EGM: And...? Weezer
rocks! What the hell
happened?

They never got back to us! They just
didn’t get it.... It’s so frustrating to sit on
something that you totally believe in, and
either the artist or someone in between
[us and them] doesn’t get it. We had Velvet
Revolver. We had Van Halen. We had these
songs authored into the game. But they
just never showed up in licensing. It was
really sad that a lot of people didn’t get it.

EGM: Could that change
now that the game is out?
One of our dreams is that someone

goes up to Eddie Van Halen and says,
“Hey, my kid’s playing this game called
Guitar Hero. Why aren’t you in the game?”
A lot of people just ignored us or didn’t
respond or we were below their budget.
But we think the next round of licensing is
going to be so much easier. This game
teaches another level of appreciation for
rock, and we think that once it gets out
there, people will realize that. If this game
does well, we want to increase the budget
with Guitar Hero 2.

EGM: What’s the
strangest thing you’ve
seen someone do while
playing this game?

A lot of moaning and groaning. The
funniest reaction is when people really
get into it and they want to start living out
that rock star dream. Everybody’s jumped
around their living room and jumped off
their couch and played air guitar, of
course, but the funniest thing is that when
they do it playing Guitar Hero, they start
missing notes because they’re so busy
trying to look cool.

EGM: Have you started
teasing your hair and
wearing studded leather
belts to work now?

A lot of people here were already Into
that lifestyle. We see guys carrying the gui-
tar [controller] on their backs around the
office, unplugged. We're like, “What are
you doing?” They think it’s cool.

EGM: OK, who would rock
harder: Ronnie James Dio
circa 1983’s Holy Diver,
or Yngwie Malmsteen
circa right now?

Who was that second one?

Guitar Hero producer John Tam told us the
game prototype looked like Pong—and he
wasn’t kidding (above). The game in its final
state (below) looks suitably more pyrotechnic.
(Left) An early concept sketch for Guitar Hero.

EGM: Never mind. Next
question: The guitar con-
troller’s complete lack of
a flamethrower attach-
ment is unfortunate.
What happened there?
Well...it's not...uh...rated for fire resis-
tance. That’s probably the main issue.

EGM: We have one more
VIP request from EGM:
Europe’s “The Final
Countdown.”

Huh?

EGM: Oh god.

Europe?

EGM: [Sings] “It’s the
final count-
dooooooown....”

Wait, let me yell it across to a couple
guys on the team. [Covers phone] They
say, “That song’s more keyboard driven.”

EGM: Nice recovery. So
can we blame you person-
ally if your game causes
the return of air guitar?

We believe that, with Guitar Hero, air qui-
tar is dead. But yeah, you can blame us. #h

>> SQUARE ENIX HAS PUSHED BACK THE RELEASE OF ITS CG MOVIE FINAL FANTASY Vii: ADVENT CHILDREN (PSP/DVD) TO JANUARY 2006.... >>
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olay. i win. i gloat. i kick back. i catch a movie.
hear some tunes. all thanks to one little card.

T TR e rTERRyY

£

Turn your PSP™ (PlayStation® Portable) handheld entertainment device into a fully loaded

multimedia machine. How? With a SanDisk® memory card. It gives you the power to play

i

music, view pictures, watch movies and of course save countless game data, all with one

device. It's the undisputed champion of flash memory, relied on more than any other.
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Memory Stick
PRO Duo™

STORE YOUR WORLD IN OURS™ Q.
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SanDisk and the SanDisk logo are trademarks of SanDisk Corporation, registered in the US and other countries. Store Your World in Ours is a trademark of SanDisk Corporation. Memory Stick PRO Duo
s a trademark of Sony Corporation. PlayStation and PSP are registered trademarks or trademarks of Sony Computer Entertainment Inc (SCEl). Other brand names mentioned herein are for identification

purposes only and may be trademarks of their respective holder/s. © 2005 SanDisk Corporation. All rights reserved. 1 megabyte (MB) = 1 million bytes; 1 gigabyte (GB) = 1 billion bytes. Some ot the listed
capacity 1s used tor rormatiing and other ’r'L;rn'_'_t-L_':-f"lta,_ and thus is not available for data storage




- Sk

B PP b,

W“% iﬁnﬁ

" - 1'1 ’ : o
T o NS - |
¥ - e ] ., #
] ..:'.I' : \.L .,‘-.'I.‘-_‘:. Cm ;-'“Il':'r & - .Ill_. - i x
- I o '] . -
| ;_:E‘l.u,_.q‘_ ."\ri? g j"! .Lr."'hl— ol o ¥
hig o ¢ .‘_‘-_Elré;_'l-':-, &r :i_} S v rih) o 1T gt . 1
AR L g B R e L PR AT G N . &
. 5 ;..ﬂ-“ Lo 1 o 1. A S I S ""? B R -
= ¥ ‘a Fl A s e b Mo l.‘ :.."i-l [} . L]
4 - " | N o d o b ¥ Ll
# - 2 ' _..'"i"-'r-" LA 4 JFE‘"'-:‘:'.':: p ™
¥ L A ¥ | g = - /
i =3 i‘r L ¥ 1-\."'t|-__ n ' ;
r.-{-:- :.r ‘q . I _,i.h i . ¥ J 8
) = gl
. r Ly o =
¥ = | e,
i
L]
.
e i
11 A L
.\.
h;.
vl
'r._l.
-.:rr L) 1‘
‘ ‘1 II‘.
=1 A
Wy L
e TRl ;
L4 T -|-r
"L ]

OPERRATION k.

= “ - 1 |
E L 1 T £ by i

and Soviet weapons:

40 authentic land. air and sea vehicles
includine AH1 Cobra Helicopter
andMI1Al Abrams tank.

“ONE OF THE FINEST WAR GAMES OF ALL TIME.” —xvox worid

b

Visit www.esrh.org

! X X
for updated rating , _ '._ 1 \/ 'E

information.

CONTENT RATED BY ONLINE ENRBLED
ESRB

© 2001-2005 Bohemia Interactive Studio. All rights reserved. Bohemia Interactive and Bohemia Interactive logo are trademarks owned by Bohemia Interactive Studio. “Codemasters™ and the Codemasters logo are registered trademarks owned by Codemasters. “Operation
Flashpoint“TM, “Operation Flashpoint: Cold War Crisis"TM, “Red Hammer"TM “Operation Flashpoint: Resistance”TM and “GENIUS AT PLAY“TM are trademarks of Codemasters. All other copyrights or trademarks are the property of their respective owners. Developed by
Bohemia Interactive Studio. Published by Codemasters. Microsoft, Xbox, Xbox Live, and the Xbox and Xbox Live logos are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries. AH64D Apache Longbow image:

© Crown Copyright/MOD, image from www.photos.mod.uk. © Crown Copyright/MOD, image from www.photos.mod.uk. Reproduced with the permission of the Controller of Her Majesty’s Stationery Office. M1A1 Abrams image: © 2005 United States Department of Defense.
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Xbox Live multiplayer

| *2 hgé rﬁpaigns,

—TJotal military realism
from erunt, to US commander; drive tanks,

: 2°

Brine the conflict alive

ISSIONS

60+ m
In the depths of the Cold War

50 multiplayer missions.

INn over

-

,join

-

troopcarriers, pilot military helicopters

Codemasters @,

US forces to fieht a Soviet invasion.

AS CLOSE T4 WAR RS YOU EVER WANT TO GET.

or take aim as a sniper.

www.codemasters.com/flashpoint
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TAKE THIS JOB:

Our monthly look at the jobs you want—
with tips from the guys who have them

McMANUS’ DETAILS

Experience: Six years in the industry
Notable games: Star Wars
Battlegrounds, Indiana Jones and the
Emperor’s Tomb, Star Wars Republic
Commando, and Tomb Raider: Legend

Salary range: $50,000 to $100,000-plus
Recommended education: McManus
studied graphic design in school but
says any sort of art background is really
helpful. “Of course, since you can now
go to a school to be a game designer,
that’s probably your best bet,” he says.
Location of most jobs: West Coast—
with some exceptions, like Austin, TX
Current level of demand: Medium

Someone who looks at an outline of a
story, takes specific elements and sec-
tions of that story, and creates gameplay

-

from them. Beyond that, the job’s also
about creating the moment-to-moment
gameplay—the players’ path as well as
most everything they will see and do in
the level are shepherded by the level
designer. The gig also involves working
with artists and programmers quite a bit
to make sure things (like the difficulty)
are ramped properly. Essentially, level
designers create what players experi-
ence when they pick up the controller.

“Depends what stage—nbut first thing is
always coffee,” says McManus. After
checking e-mail and the database to
make sure no fires need putting out, he
spends a lot of time playing through his
level, implementing new features, and
meeting with the level team. In fact,
much of his time is spent walking
around and checking in with people—

seeing how far along certain in-game
encounters are and whether they actual-
ly work. The job also involves a lot of sit-
ting at his desk and playing things on
the fly to see if they function the way he
envisioned. Before any of this, in the
early preproduction days, most of
McManus’ time is spent in meetings and
creating design plans.

Six years ago, McManus was in graphic
design when he expressed an interest in
getting into games to his brother, who
was already a tester. “It wasn’t as tough
as it might be today,” says McManus. “At
that time it was still somewhat early.
Games were big, but not like they are
now.” Still, with what McManus calls
“creative cover letters and creative
resumes,” you too can get your foot in
the door. —Evan Shamoon

—

>> IN A RECENT FINANCIAL REPORT, ROCKSTAR STATED THAT IT HAS PLANS TO RELEASE ANOTHER GRAND THEFT AUTO FOR PSP IN 2006.... >>

46 « ELECTRONIC GAMING MONTHLY = www.1UP.com

"TOOLS OF
HIS TRADE

Essential software

The team uses modeling program 3D
Studio Max to build Lara Croft’s world,
“so | use it to adjust objects, enemy
placement, stuff like that,” McManus
says. Perforce, meanwhile, is a soft-
ware tool that tracks his progress. “If
we’ve managed to fix something,” he
says, “other people need to be able to
see what we’ve done.”

Arty
inspiration
Fantasy-art collec-
tions such this Spectrum
ook “get my mind moving a little
it,” says McManus. “The page | was
ooking at had a great headdress-
ooking piece. It’s inspirational.”

Chart attack

McManus first charts
out levels with a pro-
gram called SketchUp.
It maps out not only
the level’s layout but
also what happens in
each room.

War fare
McManus has been leafing through the
Jane'’s series of weaponry guidebooks
for combat ideas in Tomb Raider:
Legend. It covers handguns,
rifles—and pretty much every-

Photographs by Michael Sexton
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his is it. Well, almost it.
We’re one issue away from
- our 200th magazine, and

before that magical moment of ink-
stained fingertips, blistered thumbs,
and spontaneous fits of hugging
happens, why not take the house
lights down a notch and contem-
plate the 10 lowest-scoring games
in EGM history? We had to actually
play ’em for hours and hours—will
it kill you just to read a few words

Clock render by Chuck Ernst

about them? Possibly yes.

(All games are reviewed using a 10-point scale. In
the case of a tie, we’re ranking newer games
lower than older games, because people should

know better by now.)

PS1 « Ubisoft °
EGM #138 (Jan. 2001)
History will show that

Batman Beyond did its

damnedest to uphold the formerly
great tradition of superhero
videogames that totally sucked ass.
Inspired low points include the com-
plete lack of a save feature, and
jumping vacuums that fire lasers.
Developers of Catwoman 2, class 1S
now in session.

Scores:

GBC « Bam!  EGM #139 (Febh. 2001)
The best thing our reviewer had to say
about this b<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>