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FEATURE 
76 100 BULLETS - CAN 
YOU PULL THE TRIGGER? 
Comic books and video games should be much closer friends. Neither medium 

gets the respect it deserves from our snooty parents. Jerks. Acclaim's upcom­

ing 100 Bullets is pulling from the lofty talents of the comic series' creator and, 

from what we've seen, is shaping up to be a dark entry in the untraceable bullet 

saga. Besides the game's first look, we're also going to clue you in on one of 

the most acclaimed comic tales of the last few years, and why you should care. 





16 EDITOR'S FORUM 
It's the end of the year and an editor is 

moving on to bigger, brighter, and more 

glamorous things. There's a lot to talk 

about, so see what we're obsessed with 

this month (it's certainly an eclectic mix). 

18 GI SPY 
The Game Informer paparazzi stalk the 

video game industry, bringing you candid 

photos of all the action. 

20 DIAR GI 
We really do read every letter and look 

at each envelope art entry that you dear 

readers send in. Some of them make it 

into this section, and some get filed away 

in police reports, but we can't show you 

those. Sorry. 

24 NIWS 
The industry is all a twitter with tidbits and 

interesting tales to uncover. Once again, 

we're doing our best to supply everyone out 

there with something to talk about around 

the dinner table, because we all know that 

the finer points of an RTS expansion pack 

review aren't going to be met with much 

debate. 

86 PREVIEWS 
You want to get all excited about something 

as the days grow shorter and the snow 

14 GAME INFORMER 

flies outside? Well, that's the entire point 

of our packed Preview section - to keep 

you warm inside like that odd cable-knit 

XXXL fisherman's sweater that a dear rela­

tive bestowed upon you instead of the GTA 

double pack. 

116 RIVIIWS 
"I have fury!" If you don't understand this, 

or think that it's some sort of weird trans­

lation problem, check out our 

Game of the Month - a few 

minutes into the title, it will 

all make sense. But seri­

ously, folks, this is 

why we love the 

holiday season -

each console 

is stuffed to 
the gills with 

great titles. 
See what 
we· re putting 

on our lists, because, right now, 

it's good to be a gamer. 

163 CHARTS 
What's hot? What's not? What's 

up? What's down? It's not 

NASDAQ, It's the Retail Sales 

Data and the GI editors' Top 10 

Games. 

I 66 SICRIT ACCCISS 
Feeling like having unlimited ammo this 

holiday season? We'll help you out with 

the games, you just have to convince your 

conscience that it's okay. 

I 72 CLASSIC GI 
SNK is popping back up on the modern 

gamer's radar, and we've got the backstory 

that will make you sound like an 

expert at your next cocktail 

party. Granted, we don't know 

how many cocktail parties 

get to the point of discussing 

the history of a great game 

developer, but stranger things 

176 ITC 
More goodies to 

stuff the stocking 
with, although 

you'd need 
pretty big 
stockings to 
fit some of 
these gems 

I inside. Good 
luck stealing 

Shaq's socks! 
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That's 12 CDs for the price of 1. 
A shipping and handling charge will bl added lo H eh nl■ctlon 

A Gr,11 Deal. Enjoy terrific savings, free music 
and morel You'll start with 6 FREE CDs now, and 
pick the rest later lrom over 14,000 titles. You'll 
g1t I tot1I ol 12 CDa lor lhl price ol 1-Hd 
11 more tamm//Jnfllla, , .. ,, A shipping and 
handling charge will be added lo each selecllon. 
10-Day Risll-free U1ten1•11. When you receive 
your FREE selections, rreview them and examine 
the complete terms o Club membership lor 10 
days. If you're not completely satisfied for any 
reason, return your lree selections at our 
expense. There's no further obligation. 
Thousands Of SelecUons. A:; a new member, 
about once a month along with 3 special Issues 
(15 times a year/, you'U recem a BMG Music 
SelVlce magazine. There you1 gel lo choose from 
lhousands ol sele..'llollS-fflrythlng from tlasslc 
hits to the hottest superstars-along with music 
news and r&oommendatlons from our editors. 
The Choice Is Always Yours. In your exclusive 
Club magazine, you'll always find a featured 
Selectlon just for you. If you want It, don1 do a 
thing; ;ou'U receive It automatically. If you don't 

want it, return lhe Reply Card by the date 

specHled. You'll 1iwlp Nl'l 1D days lo fllcldl. 
If you have less lime and receive an unwanted 
Featured Selection, return h al our expense and 
we will credit your account. You may cancel your 
membership at any time, once you'Ve purchased 
your one regular-Club-price selection (S14.98 
and up). 
s1,1 Now. San Later. Start saving with our out­
standing Introductory offer. keep saving the 
longer you're a member with dilcaolllll up lo 
70%, CIIIIUCI CDs u low u $2.■ and lhe 
chance lo get even more FREE selections. Al 
IMG 111111c SlrYicl yau'II alwlp fll 1111 NII 
nlN. 
Reply Coupon M1a1ng? ~ write lo: 
BMG Music SelVlce, ~ 
PO Box 1958, Indianapolis, f• ~0 
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Mall to: BMG Music Service, PO Box 1958, Indianapolis, IN 46291-ll010 
I'd like to join BMG Music Service. Please send my 6 FREE selections now, I 
will then buy 1 selection at the regular Club price within a year and choose 

5 more selections FREE. TINrt's 12 CDs fer 11M prict of 1, willi •tliet-• t• i.y, mrl A ship­
ping and handling charge will be added to each selection. 
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your first member magazine! 
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1 
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THE YEAR IN 
REVIEW? 

ANDY McNAMHA 
Md)@gameinformeu:om 

EDITOR~N<:HIEF 

About a year ago, I decided that Game Informer 
should do something different with the Games 
of the Year. The old cllche of picking a top 
ten had just become tired. Every video game 
magazine out there does It, or singles out what 
they consider to be the best In a genre. Yawn. 
Neither approach captures what the spirit of 
the Games of the Year Is all about. It's about 
celebrating the year - the good times and the 
bad, and the bad games and the great. 

So this time around we decided to devote 
a huge portion of the magazine to reliving and 
analyzing all the Important moments 
(and games) In our gigantic Year In Review 
cover story. 

Obviously, the most controversial part of this 
feature will be the fact that we didn't number 
the 11st. But I think It's more retrospective 
this way. Every gamer has his or her own list 
of favorites. We aren't here to tell you what to 
think, we are here to make you think. If you 
look down the list of 2003's greatest and see 
something you missed, then perhaps It's time 
to get out there and experience the best that 
2003 has to offer. 

In other areas of the magazine, we have hit 
a tiny hitch In our typical selection of Game of 
the Month, as this Issue offers up a video game 
first - the classic movie or music reissue. The 
game I'm speaking of Is, of course, the Grand 
Theft Auto Double Pack. While the product 
obviously deserves every bit of the 10 score 
It receives, making It our Game Of the Month 
Is slightly absurd since both titles have been 
out for a year or more. So, for the sake of this 
reissue and all others to come, we will just con­
sider the score a piece of history rather than a 
part of the present. 

And finally, I must bid a fond farewell to our 
longtime friend and colleague Justin. He has 
decided to move on to greener pastures and 
perhaps even game development, so I know I 
speak for everyone on staff 

when I wish him luck with ~ 
his new ventures. 

Enjoy the Issue, and let's 
all hope that 2004 Is even 
better than the amazing 
year that was 2003. 

BIND I reiner@gameinformer.com 

I've noticed an unsettling trend in the Final Fantasy series. With each new chapter that Square 

Enix releases, the main character wears less clothing. Apparently, Final Fantasy Xll 's leading male 
Vaan is not comfortable wearing shirts. If Square continues to peel off the layers of clothing, by 

the time Final Fantasy XIV rolls around, there's a good chance that the protagonist will be wearing 

nothing but leather chaps. Seeing that you view the backside of your character throughout the 
majority of these games, I pray to the gaming gods that this does not happen. 

MATT matt@game1nformer.com 

Well, that's ~ for another crazy 'je8I in gamir«, and I'd have to say this was a pretty great one. 

However, looking back It hasn't been as good as It should have been, thanks to a ton of big 
gi,mes betr« pushed back into next year. I mean, I'm supposed to have already beaten DriYef 3 
by now, and be gettirc a good start on Halo 2 and Fable. Chop, chop, people! In further bad ,-s, 

we've had to say goodbye to Jusbn. l'W! aiefs had a tremendous IIITlOIM1t of respect for Justin 

as a person and a writer, and am sad to see him leave. However, I foresee a ~ future for 
hwn, and expect to see h,s name In the credits to the next great wresthrc game. Oh, and the next 

editor that tries to leave Is getting shot in the back by the guards as they cilmb the walll 

.IUSTIN I Justin@gamelnformer.com 

Well, buckaroos, It's time to hat'( up my controllers and mosey on into the sunset after four 

years of senace. wtrfl Let's Just say that I love the night l~e. and l'W! got to boogie - on the disco 
round, oh yeah! Don't take it personally; you knOw I loYe ya. All good things come to an end, and 

my bme here 1s a perfect example. I hope I've enlightened and entertained you during my tenure 
at GI - because that would mean I reached 1.5 million people or so. If I haven't done either, 
here's my last-ditch effort: Scolplons glow under a black light, and a man filling his pants with 

custald. Game well, my friends. 

U10 I katoOganetnformer.com 

We hiM had editors leave over the last s,x months, but the hardest one for me has to be the loss 

of Jusbn, the OigJtal De'liant. Some may not knOw this, but he and I first started workir« together 
on the old Game Informer website. We didn't always get alorC back then, but we came out much 

strOflle( for It once we were wrttirc for the mag, I'll not only miss Justin's endless knowledge of 
Video games, but he's definitely one of the fumes\ guys l'W! 8W!r met. More Importantly, he's got 

a lot of heart and isn't afraid to be his own man. Try It - It isn't aiefs the easiest path. But. then 
agam that was Justlll. and that's why! like hllTl. 

LISA I llsa@gamelnformer.com 

I'm going to make a definitive statement here: I like the Matrix movies. Yup, all of them. Now, 

I knOw that this will make me wholly unpopular, but I'm going with It arry,,ay. It's not that the 
brothers crafted something that was unparalleled in depth, logic, or intelligence - It's more that 

after leaving each of the movies, I wanted to talk about the ideas that they brought up. That's 
good enough for me. Now, as a sidenote, I want to w!Sh a fond farewell to Justin, creator of good 

YOicematl messages, knowledge bank of all old-school gaming trivia, and master of the em-dash. 
Have fun, make games, and stop by. 

-y I .ie,em)@garneinformer.com 

Justin's departure has got me thinklrc; with all that goes on around here, ma)1)e there should 

be a game based on good old GI. PJay,rc somewhat like a Sims eitpilllSIOll, you'd have to make 

sure your dllOtal edrtors got the mag out on tllTle each month. 'too could edit the characte!s (you'd 
replace me with a sexy girl in a bikini, admit It), but you'd also have to deal with problems like 

game delays, cancelled 8W!rns, and of course, editors leavtr«- When a character with a ton of 
experience poirns (say for example, Justin) ITlOW!S on, you knOw It'll affect your operation and he'll 

be missed. Good luck out there, buddy. 

ADAM l adam@garneinformer.com 

Being new, I feel somewhat unqualified to comment on Justin leaving, so I'm not going to. He was 
great to work with, though; I'll say that. In other news, I really feel like the online mod communities 

that exist for many games don't get enough props. I mean, these are gamers like ourselves, 
except that they slave away OW!r the modding tools for some stupid number of hours and, in many 

cases, expand a game way beyond the designers' original vision. If you'W! got a decent Internet 

comection, check out what's available for games like Neverwinter Nights, llf¥hing by Blizzard, 
and even old-school stuff like Myth II. Free downloads all, and a lot of them are a riot to play. 
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Bring home the NBA. 
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HOUSE OF THE CRAP > > > 
Early in 2002 I heard that they were making a House Of 
The Dead movie! I was shocked. I was thinking, "Boy, this 
is gonna kick ass!" In the first eight minutes, I was enjoy­
ing it, but that was where it ended. I am glad to say that 
I only paid a dollar to see this horrendous, lousy piece of 
garbage that was supposed to be a movie. 

Don't get me wrong; the blood, gore and overall special 
effects were awesome, but there was less of a story in 
the movie than there was in the game! Director Uwe Boll 
stated, ·we're doing a movie for all of the video game and 
horror fans.• Uh, no you're not. I was neither frightened nor 
impressed. This film is the most disappointing •game to 
movie" title I have ever seen. Worse than Mortal Kombat 
2; worse than Street Fighter; and yes, worse than Super 
Mario Bros. Resident Evil may not have done well in the 
theater, but at least it took a month to get to the dollar 
shows, and not 10 days (like this House of the Crap did). 

Disappointed, but still a loyal reader, 
Casey a.k.a. DRAGON 

Via hotmail.com 

• Wouldn't It be nice If every movie based off of the 
admlttecly shallow storylines of our favorite video games 
would result In a fluny of polg)lant, beautiful, ass-klck-
lng revered In multiplexes across the land? We wish, 
but It ain't gonna happen. In addition to the Immensely 
disappointing fllms Casey pointed out, we have a hand-
ful of new offerings from the House of the Dead director, 
Uwe Boll, to look forward to. Alone In the Darlc, starring 
Christian Slater and Tara Reid Is coming to theaters In 
2004; while BloodRayne and the fantasy saga Dungeon 
Siege are set to start filming next year. Each Is being co­
produced and directed by Mr. Boll. 

But, as we covered In our last Issue, the new Resident 
Ev#/: Apocalypse flick looks lnflnltely more promising -
maybe there Is still hope on the horizon for video game 
fllm buffs. 

EVERYTHING THAT HAS A 
BEGINNING ... > > > 
A few hours after finishing Enter the Matrix as Niobi, I went 
to see Revolutions in the theater. I would agree with Gl's 
assessment that the actual play (of Enter the Matrix] is 

only pretty good, but the experience of the game, especially 
for Matrix fans, was greatly understated. The way in which 
the Wachowski brothers integrated the game into Reloaded 
and Revolutions was artistic and marketing genius. Video 
games based on movies are often disappointments. Even 
the good ones like Spider-Man and The Lord of the Rings: 
The Two Towers merely follow the plot with minimal devia­
tion. Enter the Matrix gives good gaming, but more impres­
sively, expands on story1ines from the movie and manages 
to truly entertain. Like I said before - true genius. 

Greg 
AUanta, GA 

• Anally, the last entry of this Matrix trilogy has been 
released. Although It was an emotional day at the office, 
we have received a fresh surge of correspondence from 
gamers that felt strongly about Enter the Matrix. The Inte­
gration of movie and game for this series Is unprecederrl­
ed, and no matter what your conclusions are about the 
results, It certainly has been an Interesting experiment. 

• There had been nasty l'IIIIIOl'I far • whle of moat wleo 
came prtcN Oline up, but r-.t,...... have offered 
- ..-111 the $39.99 price,_. tha aiytlllng above 
the lndultry,.tanda of $49.99. Vlewtltul Joe, Grabbed by 
the Ghoulea, Grand n.ft Auto Ill & Vice City (PS2 venilon), 
Hary Putter Qukkltcll World Cup, Jak II, Meca Mal X7, 
Sphinx and the Clned M1111my, and T-ace Mutat ~ 
Turtles have al debuted at this lower price point. Whlle 

moat-·· the titi-A tltlea that .. -- "must have," 
11W1Y - mlChtY tine, eapeclaly far $39.99. 

SQUARE FEATURE > > > 
I just got my first issue of the magazine (the November 
one) and was blown away. You hit on every subject and 
answered every question that I had. You reviewed every 
title I wanted reviews from and supplied the juiciest video 
game news. The section on Square Enix's new projects 
made me salivate. After looking at the entire two full pages 
of CGI pictures from Advent Children, I almost died from 
happiness. I just wanted to let you know that you have a 
new devoted reader who will most definitely be renewing his 
subscription when it comes time. Keep up the good work. 

Alex H 
Via yahoo.com 

Today I received my November issue of Game Informer. I 
saw that you were covering Square Enix's stable of 
games. I turned slowly to your feature, and what I found in 
GI almost made me soil myself. THREE pages on Advent 
Children - straight information and awesome screenshots. I 
must say that, now, I truly love you guys. Two pages on 
Kingdom Hearts 2 and a full page on Kingdom Hearts: 
Chain of Memories. That's not even mentioning your cover­
age of every one of Square Enix's other upcoming games. 

Wow. Just...wow. I want to thank you, from the bottom of 
my Square Enix~oving heart. I am now looking forward to 
next year more than any other, and looking forward to every 
GI from now to eternity. 

Thanks again, 
Corey Naron 

Via email 

I read your article about Kingdom Hearts 2. WOW! I need 
more info on this as soon as possible! Keep up the good 
worll! 

Emily 
Via aol.com 

• Aw, shucks. You all are 50 kind to dear old Game 
Informer. After seeing the piece laid out, we were all a 
twitter with anticipation, waiting for our favorite readers to 
get their hands on the Info. It's 50 nice when people can 
rally around stunningly gorgeous screenshots, anticipated 
sequels, and GBA titles. It's what makes being a gamer 
rtght now 50 dam great! 

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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SUGGESTION BOX > > > 
As many of you know, Halo is so grand a game that it is 
tough to put into words, however that does not mean that 
it's perfect I just wish that I can actually have everythire I'm 
hopire for appear In Halo 2. I hope that all of the Halo PC 
additions are also in Halo 2, like Banshees in multipiayer, 
the new weapons, and wicked level designs. 

I have additional suggestions, though. If they do the fol­
lowing. Halo 2 will be 100 times better than the original. 
Bureie should give players the ability to climb mountains and 
other such objects with g,applire hooks or just hands. We 
want proximity or timed mines (a la GoklenEye), jet packs, 
and the ability to creep up behind someone and grab them to 
use as a human/ alien shield. In addition, the option to shoot 
grenades on the groood to kill enemies and (most impor­
tantly) the ability to be an assortment of different characters, 
human or alien, must be included. 

Peace, 
Masai Bolton 
Pasadena CA 

■ waw, Masai. That c«talnly Is one heck of a list for 
Bungle to contemplate. O!Mously, the success of the first 
garne has placed a heavy tuden on time Y8fY skilled cr&­

ators of one truly supetb console FPS. As you so thouglrt­
fulty pointed out, there are discussions raging acroa the 
laid about what the next Halo needs to be, but the entire 
debate begs one question: If your requests don't appear In 
the next title, does that mean that It's a bad gmne? Soon, 
Y8fY soon, fellow gamers, we wll have wonl on how Halo 2 
Is shaping up. Until then, let the wish list making continue. 

50 GREATEST > > > 
#1. Grand Theft Auto: Vice City 
#2. Halo 
#3. The Legend of Zelda: The Wind Waker 

Just fixing the typos in •The 50 Greatest Games of this 
Console Generation" feature. 

Nick Lizer 
Via yahoo.com 

■ As Andy so eloquently pointed out, with regard to lists, 
we neither accept nor acknowledge any whiners. Judging 
from the mountain of mall we received on the 11st, disre­
garding qulbbllng on game placement, everyone seems 
In agreement that It was well conceived. We have yet 
to find a letter begging for a game's Inclusion that flt 
the criteria and was not represented. Those of you who 
wanted a "Greatest Games of All Time" 11st can check 
out the Unlimited portion of Game Informer Online for a 
reprint of our "100 Greatest Games of All Time" from Gl's 
vaunted 100th Issue. Next month we wlll feature a 11st of 
"The 25 Most Renowned Cutscenes Featuring Penguins, 
Sheep, or Stuttering Side Characters." With the success 
of the 50 Greatest, we've Just gone 11st crazy! 

MILITARY MADNESS .. .AGAIN > > > 
How come on this recent issue with Dead to Rights 2 on 
the front cover, the guy on the front is wearing a Marine 
Corps shirt but on the inside it says he is a part of the US 
Army Special Ops? I want answers! *shakes fist• 

nm King 
82nd Airborne Division 

Ft Bragg, NC 

■ Well, we talked It over and decided that (llke a few 
of us thrtftler fashlonlstas) Jack Ilk es to scrounge dis­
count stores for the latest In military apparel. Walking a 
tine llne between Michael Jackson circa '83 and Janet 
Jackson circa 1989 (In her Rhythm Nation 181.4 days), 
Jack Slate Is going for the shabby chic commando look. 
We think that the ftnely balanced depiction of Mr. Slate 
and his dog featured on our November cover captures 
this dichotomy of rebel and animal lover. 
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Enter the Game lnfonner Envelope Art Contest. 

All you need to do is draw, paint. scratch, sprt, or 

car\'e the best dam envelope art you can think 

of and send it to us. Please include your name, 

phone number, and return address on the back 

of the erwelope. If you're the monthly winner, 

we'll feature your work ,n GI and you'll receive a 

video game pnze from the Game Informer vault. 

Send to: 
Game lnfonner • Eiwelope Art Contest 

724 1st St. N., 4th Aoor • Mpls, MN 55401 

Charles M. Atkins 

...... t-.t .. _, f ... ,.,.. 
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"' t.+ jf ,J 
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JANUARY WINNIII 
.lolephKlnC 
This is one of the coolest envelope art entries we've ever received 

• ... but I do own George of the Jungle on DVD!· 
.lellk:aJones 
What the hell is coming out of Samba De Amigo's butt? 

LulsG.C... Jaimie C. Fler 
Where Duran Duran haircuts live on Behold! Patrick Stewart's new look! 





A FIRST LOOK 
AT FINAL 
FANTASY XII 
At an exclusive event in Tokyo, Squ•• 
Enix revealed the first details on F1nal 
Fantasy XII for the PlayStatlon 2. 
The game is scheduled to release in 
Japan this summer, while a U.S. date 
has not yet been announced. 

•t' Final Fantasy XII takes place in 
X' the world of lvalice (featured in F1nal 
• I Fantasy Tactlca Advance), which is 

split into the Aracadian and Rosaria 
Empires. Geographically caught in 
the middle of these two kingdoms is 
Dalmasca. The parents of 17 year-old 
hero Vaan actually died while Arcadia 
forcibly annexed Dalmasca. Its prin­
cess, Ashe (19 years old), also lost a 
loved one in the battle - her father, the 
king. Since then, she has been organiz• 
ing a resistance movement. The stage 
is set for these two teenagers to meet 
and propel players into the amazing 
world of Final Fantasy XII. 

The models for the characters 
themselves are being approached a 
bit differently than from previous Final 
Fantasies. How they look in real-time, 
in-game situations is the first priority, 
instead of being mainly CG-driven mod­

··•· els. This philosophy is being extolled by 
the game's producer, the man behind 

, v.ant Sto,y, Yasumi Matsuno. More 
importantly, players have complete 
control of the camera, allowing them to 
scan the fully-rendered world as they 
wish. Game Informer has also learned 
that the title features a three-member 
party with a supporting cast of seven, 
as well as a tentatively planned first· 
person view. 

Keeping with the franchise is the 
usual continuing ensemble of Cid, 
Moogles, and chocobo - despite their 
decidedly tougher appearance. Also, 
in another nod to Final Fantasy 
Tactics Advance, Judges will 
appear in the form of Knights 
of Terror. What other similari• 
ties will Final 
Fantasy 
XII share 
with Tactics 
Advance or 
other FF games? 
We'll have to wait 
and see ... 
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GI NEWS 

Game Informer's research and development opera­
tives search the globe, seeking out the untapped 
licenses that will become tomorrow's killer games. 
If you have any great ideas for games of the future, 
be sure to drop us a line. Maybe we'll use our god­
like power over the video game industry to turn you 
into a millionaire - or just steal your idea. 

THE MATRIX 
REGURGITATED 

The chatty non­
sense of The 
Matrix sequels 
left fans with 
more questions 
than answers. 
Because of 
the mediocre 
reaction to the 
fi lms {and their 
realization that 
games make 
big money), our 
sources say 
the Wachowski 
brothers plan 
to release this 
title as a direct 
sequel to the 

movies. The final chapter of The Matrix saga, this game 
will reveal the truth: Both the Matrix and the · real 
world" exist inside the body of a chubby toddler named 
Gregory! As Sparkplug, a recently-awoken human, 
you'll battle through the Matrix, the Machine City, and 
Gregory's insides on a mission to escape from his 
portly body and into the true real world. You'll face 
Agents, Sentinel robots, killer T-cells, and viruses in 
this action-packed romp. This exciting twist would allow 
for crazy scenes that you never dreamed of before! 
One level would actually have you facing a horde of 
robots inside Gregory's spastic colon! Of course, there 
are several paths out of the human body, so choosing 
the best route will be up to you. With any luck, you'll 
even discover how the fat kid managed to swallow an 
entire civilization. Combining two of the hottest sc~fi 
properties of all time, The Matrix and lnnerspace, 
Regurgitated sounds like one heck of a wild ride! 

Released in 1989, 
this NES game fea­
tured the hero Hal 
Bailman - named 
after the developer/ 
publisher HAL 
Laboratories. The 
title fused two 
gameplay ele­
ments together: It 
could be a shooter 
when you mounted • 
your space sled and approached the enemy bases, but 
it would switch to third-person platforming in zero grav­
ity once you were inside. Your mission was to save the 
planet Farmel. 

(Answer on page 32) 
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SONY'S PSP CONCEPT 
During an investor's conference in New York, Sony and PlayStatlon 
creator Ken Kutaragl unveiled the first design concept for the 
PlayStatlon Portable (PSP). Although this preliminary mock-up of the 
handheld conceals several features, such as the platform's two shoulder 
buttons, many wireless functions, and the slot for the Universal Media Disc 
(in the rear), this design does show the positioning of the announced 
4.5 inch, 16:9 aspect ratio LCD backlit screen. The unit also includes an 
optional attachable lanyard. 

Sony representatives warn that this art is only a preliminary, and not a 
final model. During the meeting, Kutaragi also revealed that the company 
anticipates a simultaneous global launch for the PSP. Currently several com­
panies have already committed to developing for the system, and Kutaragi 
promises · a wealth of entertainment content will be available" when it 
comes out. Sony says it will divulge more details on the final design in the 
future. Hopefully next year's E3 in May will tell us more. 

GRAND THEFT AUTO 5 
FOR 1 04 
"In the back half of '04, Q4, we have targeted Grand Theft Auto 5 or 
the next version of Grand Theft Auto." So said Cindi Buckwalter, execu-
tive vice president of Take-Two Interactive, the parent company of the 
series' publisher, 
Rockstar Games. 
Buckwalter, how­
ever, wasn't as 
forthcoming about 
the next install­
ment's location 
or subject matter. 
However, Game 
Informer has a 
strong hunch that 
it will take place in 
Las Vegas. Grand 
Theft Auto: Sin 
City anyone? We 
ain't bragging, but 
remember that we 
did guess Vice 
City before it was 
announced ... . 
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CALLING IT A COMEBACK 
After being crowned undisputed heavyweight champion of video game boxing, 
EA Sports' Knockout Kings pulled a Mike Tyson, and went totally AWOL. The 
publisher is returning to the sport, only this time the game is called Figlrt Night 
2004. Game Informer loves KOK, and so do you, but don't worry, Rght Night cap­
tures everything you liked about KOK- only it's bigger and better. You'll jump into 
a career mode and battle your way up, passing through real-life up-and-coming 
fighters, as well as old legends like Roy Jones Jr. and Muhammad Ali. Online is 
even in the works. The game is being developed by trusted EA Canada (Need for 
Speed: Underground), and should ship this spring for PlayStatlon 2 and Xbox. 
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. , THE GOOD, THE BAD, THE UGLY 
BAD - The Wisconsin Alumni Research Foundation has filed suit against 
Sony, saying that the chipmaking technologies for PlayStatlon 2'• 
Emotion Engine chip have not been properly licensed from an alumni pat­
ent. 

GOOD - Square Enix is offering some sweet budget RPG action by 
announcing that Final Fantasy Anthology, Final Fantasy Chronicles, 
Vagrant Story, and Xenogears are now available for under $20 each. 

UGLY - According to Nokia itself, hackers have gotten past the N-Gage's 
game encryption, allowing the handheld/ phone's titles to be played on 
other Symbian OS-supporting devices. 

GOOD - Activision 
has acquired developer 
Infinity Ward. The stu­
dio was instrumental in 
making EA's Medal of 
Honor: Allied Assault 
a hit, has since defect­
ed from EA, and is now 
fighting the good fight 
with Call of Duty on 
the PC. 

GOOD - MMORPG 
Star Wars Galaxies 
has seen its first Jedi. 
Monika T'Sarn unlocked 
a Force Sensitive Slot, 
enabling her to create a 
character with the ability 
to become a Jedi. The 
little boys around her 
said "Schwing!" when 
she unveiled her light­
saber. 

~ 

·--
1 LOOSE TALK 

If loose lips are spraying hot video game gossip, we're sucking up the secret 
saliva and drooling it all over this section. Got a secret to tell? Email us at 
loosetalk@gameinformer.com and we'll be all ears. 

While there was a gap between the first two Deus Ex titles, word has it 
that a spin-off of the series is in the works tentatively titled Clan Wars. It is 
not known how involved series developer Ion Storm is on the project. 

When ESPN NFL Football came out with its first-person view, talk around 
developer Visual Concepts was that this was something that it wanted to 
extend into its other sports games. Despite its absence in both the retail 
versions of ESPN NBA Basketball and ESPN NHL Hockey, Loose Talk 
has heard that the developer is committed to bringing first-person play to 
ESPN MLB Baseball. Now, if only it'd get a less annoying moniker for its 
sports lineup. Meanwhile, what happened to the Vlrtua Tennis (also known 
as Sep Sports Tennis) series? The franchise's future is in limbo. 

Despite some less than stellar sales and a non-renewed contract by Sony, 
the development team behind cult hit Marl< of Kri is currently at work on a 
sequel. 

Sony of Japan has trademarked the name PStwo. Is this an indication 
that a smaller, economic version of the system, a la PSone, is on the way? 

Loose Talk has heard that Bungle is working on a revival of Shadowrun 
(originally on the SNES) for the Xbox. The Halo creator is said to be col­
laborating closely with author Jordon Weisman. 
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Having a game that turns Into a hit series is something that publishers dream of. What they ought to do is listen to 
their fan base about which titles deserve sequels. This month's quiz will tell you what to call up your favorite game 
company and lobby for. Trust us, these are all sound ideas, guaranteed to sell millions of copies. 

Question 1: Contrary to 
popular opinion, Konaml's 
Castlevanla series does have 
a plot and characters of 
sorts. Everyone with a mirror 
knows who Alucard's father 
Is, but what Is his mother's 
name? 

A. Marie 
B. Lisa 
C. Catherine 
D. Ulala 

Question 2: What PlayStatlon 
game entirely featured peo, 
pie and places ( other than 
the main character) named 
after food? 

A. MediEvil 
B. Spyro the Dragon 
C. Brave Fencer Musashi 
D. Vandal Hearts 2 

Question 3: Tony Hawk's 
Pro Skater, named after the 
famous proa&enltor of the 
900, Is one of the i,eat fran. 
chlses of our time. However, 
many skate enthusiasts 
credit a different pro skater 
(who has colncldentally 
never appeared In a THPS 
game) with pulling the first 
900. Who Is this mysterious 
man? 

A. Bob Burnquist 
B. Danny Way 
C. Bucky Lasek 
D. Jason Lee 

0-2 3-4 

Question 4: As anyone who'• 
been on the Internet trylna& 
to research video games 
knows, Japanese names for 
things frequently have llttle 
to do with their Engllsh coun­
terparts. For Instance, the 
SNES was called the Super 
Famlcom In Japan. What •Y• 
tem was released there as 
the PC Engine? 

A. TurboGrafx-16 
B. Atari Lynx 
C. Panasonic 3D0 
D. Sega Genesis 

Question 5: The 
fllm 11le Wizard 
Is considered by 
many to have 
been a thlnly• 
disguised adver­
tisement for an NES game. 
Which tltle was ... n first 
by the publlc In this Fred 
Savage masterpiece? 

A. Bionic Commando 
B. The Legend of Zelda II: The 
Adventure of Link 
C. lkari Warriors 
D. Super Mario Bros. 3 

Question 6: What does SSX 
stand for In the EA Bia& series 
of the same name? 

A. Snowboard Super-Cross 
B. Super Snowboard Xtreme 
C. Soft Snow eXtasy 
D. Special Snowboarding 
examiner 

Question 7: Older games 
frequently had Issues with 
score counters getting too 
high and screwing things up. 
What is the highest score a 

Score & Rank 

team can achieve In Madden 
'95 for the Sep Genesis 
before the scoreboard rolls 
over to zero? 

A. 100 
B. 999 
C. 255 
D. 127 

Question 8: What Is Llttle 
Nemo the Dream Master's 
Mweapon" In the NES game 
of the ume name? 

A. Fruit 
B. Candy 
C. A puppy named Woof 
D. The power of love _ ,., ___ "" 

Question 9: What would you 
be wearing If you were In the 
MR•Zone?" 

A. A little LCD screen strapped 
to your head 
B. The Nintendo Power Glove 
C. A blood pressure monitor 
hooked up to your PS2's USB 
port 
D. Nothing at all 

Question 10: In what PC 
game could you download 
a mod to make all of your 
troops Into Lego-style sol­
diers? 

A. Commandos 
B. WarCraft II 
C. The Ancient Art of War 
D. Myth II 

7-8 9-10 
Marto Party 6: Gran Turilmo 5: ~up Metal Gem Solid 4: Lord of the Rings: Hobblt's Final Fantasy X-3: The 

Rainbow Suicide Dreams Snake Beater Eye for the ~ Guy HIiton Sisters Edition 

Vkteo Game TrMa Answers: 
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IBM CONTROLS 
NEXT CONSOLES 
Chip maker IBM has scored a trifecta of mass 
production with a deal to supply Microsoft's next 
system, rumored to be called Xbox Next, with its 
processor. This is a major win for the company, as 
it has replaced the current Xbox's chipmaker, Intel. 
IBM now has deals with each of the three console 
companies for their next platforms. 

Although the exact chip to be used has not been 
announced, speculation is that it will be based 
on current PowerPC technology. This means that 
Sony's Cell multiprocessor and Nintendo'• next 
platform, as well as the successor to the Xbox, 
should all be based on the same technology, but 
each with their own modifications. Insiders say 
that Microsoft's switch from Intel and graphics chip 
maker Nvidia to IBM and ATI, respectively, won't 
endanger the Xbox's successor from being back­
wards compatible - a feature that is widely believed 
to be a target for Microsoft. 

Meanwhile, the gaming community was further 
abuzz when IBM announced that it had completed 
work on its Blue Gene/ L machine, a supercomputer 
capable of 2 teraflops (2 trillion calculations per 
second). There was thought that because both Blue 
Gene and the next wave of gaming consoles might 
be based on the same technology, the dawn of 
home supercomputers might be upon us. IBM, how­
ever, quickly shot down the notion, noting that Blue 
Gene's chips were "totally customized." 

\!.~ BREAKDOWN 
9% of Capcom's lineup through spring will be on the Xbox 

11.6% According to an NPD report on video game 
publishers· market share in the first third of 2003, 
Nintendo holds this percentage in second place to EA. 

45% of the staff were disgusted at times while watching 
Manhunt 

.5% of the editor's time is spent thinking of all the great 
'80s live albums recorded in Japan by metal bands 

80% of the fun of Deus Ex: Invisible War's interactive 
environments is bouncing chairs off of pedestrians ---





GI NEWS 

BY THE LIGHT OF 
A RED MOON 
Acclalm is working on two comic book conver­
sions. The first is 100 Bullets (for more on 
it, check out our feature on page 76), and 
the second is Red Star. Set in an alternate 
universe version of Russia, this brawler puts 
three characters before you and lets you go 
at it with fluid gameplay that switches seam­
lessly between melee and projectile combat. 
The game utilizes an isometric camera to 
highlight the interactive environments. It looks 
like Red Star will appear on both the Xbox and 
PlayStatlon 2 at the end of 2004. 
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ACTIVISION DROPS 
10 TITLES 
Due to a net loss of over $10 million compared with 
last year, Activision has decided to cut 10 video 
games from its roster. This includes Street lloofM 2, 
Trinity, and Shaun Palmer'• Pro Snowfloarder 2. 
Game Informer contacted the company, but it would not 
detail any more specific titles. Activision president, Ron 
Doorn ink, said the move was done for the benefit of oth­
ers. "This will enable us to focus and increase our devel­
opment and marketing resources on those franchises 
with the greatest potent ial." 

In other news, author Robert Crais has dropped his 
lawsuit against the publisher/ developer regarding True 
Crime: Street. of LA'• lead character Nick Kang possi­
bly being a copy of the author's Elvis Cole. Crais said he 
dropped the suit after Activision actively showed him the 
game's materials and assured him that it was merely 
an homage. The author proudly states that "no money 
changed hands." 

I THE RED STAR * I 
UNLIMITED ENABLED 
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2003 was a tumultuous year 
in video games. With three 
console manufacturers locked 
in a struggle for the precious 
dollars of consumers, dozens of 
high profile titles either delayed 
or cancelled, and several big 
name projects earning lukewarm 
receptions both from critics and 
consumers, it was the kind of 
year that many companies are 
probably glad to put behind 
them. Still, there was a lot of 
good news to go around as well; 
especially for gamers, who were 
treated to some new hardware 
choices and a bevy of amazing 
games for all systems. This 
year, Game Informer decided 
to give you a look back at the 
year that was, bringing you the 
ridiculous, the sublime, and 
everything in between. 
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llintendo Lets There Be Light 
Responding to critics' complaints about the Game Boy Advance's 
dingy screen, Nintendo dropped a bomb in January, unveiling a new 
update of the GBA hardware called the GBA SP. This new unit offered 
a host of slight upgrades {Including a powerful rechargable battery) 
and a new cell-phone inspired flip-up screen. However, most important 
to gamers with GSA-induced eyestrain was the unit's fronUit screen, 
which made gaming in the dark a much more pleasurable experience. Although the 
unit wouldn't debut until March, this announcement sent shock waves of excitement 
throughout the gaming community. 

Ill Ales Westwood Studios 
January 29th was a sad day for real-time strategy fans the 
world over. On that day, Electronic Arts announced plans 
to close Westwood Studios, a wholly owned subsidiary of 
the software giant that was beloved the world over for its 
Command & Conquer series. Although many Westwood 
staffers were absorbed into EA's Los Angeles development 
house, a great many of the folks that had helped make the 
company a guiding force in the RTS genre found themselves 
on the outside looking in. 

Just a few years ago, the thought of Westwood folding 
would have been unthinkable, as it had, along with Blizzard's 
StarCraft and WarCraft series, essentially defined the 
modern RTS in the '90s with Command & Conquer and 
the various sequels and expansion packs that followed. 
However, EA {which had purchased Westwood in 1998 
for a then-whopping $122 million), decided to close the 
company's Las Vegas offices to combine it with its existing 
EA LA studio and the remnants of DreamWorks Interactive. 

, 

•• T U D I O ' 
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LINK GETS DOWN IN 
SOUL CALIBUR II 

Namco had promised something special with Soul Calibur 11, 
and in mid-January it revealed that each console version 

of the game would feature a system-specific special 
character. As might be expected, given Namco's 
arcade partnership with Nintendo, GameCube fans 

got the better of the deal by a long shot. While the Xbox 
got Todd McFarlane's Spawn (hey, that's pretty neat) and 

the PlayStation 2 got Tekken's Heihachi (oh yeah, that old guy 
with the weird hair), Nintendo's little box got Link from The 
Legend of Zelda (holy f$%king crap!). Yep, doesn't seem 

quite fair, does it? In addition, all three version were 
to feature a new McFarlane-created character, Necrid, 

but this announcement made it pretty clear that the 
GC Soul Calibur II was going to be the one to top 

when it dropped later in the year. 

• SimCity 4 {Jan.14) 
• The Sims {Jan.14) 
• war ot the Monsters 

(Jan.14) 
• The Getaway (Jan. 22) 
• Dead or Alive: Xtreme 

Beach ~leyball {Jan. 
22) 

• Battle Engine Aquila 
(Jan.23) 

• Skies of Arcadia 
Legends {Jan.28) 

• Devil May Cry 2 
{Jan.29) 

Released at the close of 2002, The 
~~~ ti,,I,:~· ~· Sims Online was supposed to be the 

game of this year. Widely assumed 
to be the title that was going to bring 

"'w;nH-,._.· , massively multiplayer action to the 
mainstream, most industry experts 
{including Game Informer) predicted 
that the Internet version of Will Wright's 
mega-selling franchise would knock 

EverQuest off its online throne. It received a ton of coverage 
in the mainstream media, even landing on the cover of 
Newsweek. However, in late January, an EA executive made 
the embarrassing announcement that the game was not 
selling up to expectation, registering only 82,000 users to 
date and failing to touch the higher reaches of the charts 
like its offline counterparts. Most of this was probably due 

to the fact that the game was a bit du.II. 
Although improvements were made 
throughout the year, The Sims Online 
still struggled to find its place. 
Thankfully, Maxis released the • 
brilliant SimCity 4 and The Sims for • ,. 
PS2 in January to compensate. 

► Peter Moore, CEO 
and president of Sega 
of America, left the 
company after four years 
of service, and used 
his golden parachute 
to land on his feet days 
later as Microsoft's new 
worldwide VP of retall 
sales and marketing. 

► The Michigan House 
of Representatives 
passed a bill that 
fines retailers for 
selling M-rated games 
to people under 17. 
The bill was later 
overtumed. 

► Tecmo 's controversial 
Dead or Alive: Xtreme 
Beach Volleyball shipped 
to retailers, the Earth 
continued to spin on 
its axis and orbit the 
sun as planned. Maybe 
because it wasn't nearly 
as dirty ( or good) as 
sweaty-palmed gamers 
had hoped, the title 
meets with only middling 
success at retail and is 
quickly forgotten. 

► Sony continued to 
dominate the console 
market, and announced 
In January that It had 
shipped over SO mllllon 
PlayStatlon 2 units 
worldwide. 
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ONTHERADAB. 
What D1dn ·t Happen In 2003 

A lot of things happen in a year, but sometimes the 
things that don't happen are just as important as the 
things that do (go ahead, ask your local philosophy grad 
student!). And, to be sure, a lot of things didn't happen 
in 2003. 

On the industry side, nobody bought Japanese publisher 
Sega. That didn't stop news services from reporting all 
year that the company was on the verge of being scooped 
up by American giants Electronlc Arts or Microsoft. Sega 
did come close to merging with pachinko powerhouse 
Sammy, but the two got in a tiff and called the whole 
thing off. Part of the problem was reported to be Sega's 
interest in merging with Namco, but then that never 
happened, either. Sheesh, what a tease! Sega courts 
suitors like Winona Ryder dates rock stars. 

Lots of big games were hit with delays as well, most 
notably Microsoft's feverishly anticipated Halo 2. So did 
Fable, but that's being overseen by Peter Molyneux and 
no one really expects his games to be on time anyway. 
Also joining the ranks of the MIA were lllfl>tpaMs' Driver 
3, Sony's Eve,Quest II, Vlvendl's Half.Ufe 2, Square 
Enlx's Rnal Fantasy: Crystal Clltonlcles, and Bllzzard'1 
StarCraft: Ghost. Even worse, Rockstar was mum about 
a new Grand Theft Auto sequel. 

In less surprising news, Nintendo still doesn't have an 
online strategy for the GameCube. And no - Pllantasy 
Star Online doesn't count! 
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THE BEST OF THE BEST 
HONORED AT DICE 

The annual DICE Summit, a two-<lay seminar that draws most of the top 

game creators in the business, took place in Las Vegas on February 28. 

Also part of the festivities were the Interactive Achievement Awards, which 

handed out honors to the past year's best titles. EA's online powerhouse 

Battlefield 1942 took the prestigious Game of the Year award. Other 
winners included Splinter Cell (Console Game of the Year) and Animal 
Crossing (Outstanding Achievement in Game Design). Sega's Yu Suzuki 

(Hang-On, Virtua Rghter, Shenmue) cemented his legend status by being 

inducted into the Academy of Interactive Arts & Sciences Hall of Fame. 

lakuto Cbojin Pulled From Shelves 
in Islamic Controversy 
Under strange circumstances, Microsoft's fighting game Kakuto Chojin was pulled from the 
shelves in February. Apparentily, there was concern that one level in the game featured an 
Islamic prayer being chanted by some characters. Conscious of the potential fallout in a year 

that was fraught with tension in the Middle East, Microsoft recalled all existing copies from 
retailers, replacing them with an altered version. However, confusion arose as to whether 
all offensive copies had actually been returned, so the company opted to delete the title 
altogether. Promptily, all references to the game on Microsoft's Xbox website were erased, 

as if Kakuto Chojin had never existed at all. However, the copies of the original pressing that 
sold are still floating around cin the collector's market, where the game is sure to be a hot 
item for years to come. 

► Bandai ended its 
support of its ailing 
Wonderswan handheld 
console in Japan. 
Nagged by poor sales 
and overwhelmed by 
Nintendo's successful 
Game Boy Advance, the 
company finally threw 
in the towel, continuing 
manufacturing only on a 
pre-order basis. 

► AlthouCh Xbox sales 
were up, In February 
It W81 reported that 
Microsoft's Xbox 
division had lost $348 
mllllon In the last 
financial quarter. This 
W81 largely due to 
the almost $100 the 
company lol8I per unit 
sold. 

► NEC, the company 
that brought us the 
TurtJoGrafx-16 back in 
the day, re-entered the 
world of gaming with 
a new US publishing 
division called NEC 
lnterchannel. Heading 
up the firm was former 
Capcom VP Clint 
Kurahashi. Later In the 
year, it released the 
futuristic racer Tube 
Slider, which made little 
noise in the press or at 
retail. 

• Xenosaga: Episode I 
(Feb.26) 

• Breath of Fire: Dragon 
Quarter (Feb.19) 

• Dark Cloud 2 (Feb.19) 
• Galarians: Ash (Feb.5) 
• Vexx (Feb.12) 
• Indiana Jones and 

the Emperor's Tomb 
(Feb.24) 

• Kung Fu Chaos 
(Feb.26) 

• Unreal II: The 
Awakening (Feb.4) 
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• Tenchu: Wrath of 
HeaYeO (Mar.5) 

• Dynasty warriors 4 
(Mar.26) 

• Jurassic Parle 
Operation Genesis 
(Mar.26) 

• Pro Race Driver 
(Mar.25) 

• Tao Feng: Ast of the 
Lotus (Mar.19) 

• Pok6mon Rib;/ 
Sapphire (Mar.19) 

• The King of Route 66 
(Mar.19) 

lbo1 Live Strong Out 
Of The Gate 
At its launch in November of 2002, many 
experts were skeptical as to whether the 
public would embrace Microsoft's Xbox 
Live online gaming service. However, in 
March of 2003, the Seattle OS gangstas 
could proudly wave a middle finger at 
all the haters, as it was announced that 
Live was off to a strong start, with over 
350,000 gamers around the U.S. already 
signed up. Two of the driving forces behind 
Uve's success were Splinter Cell, which 
offered up a new level that was made 
available online for download into the 
Xbox hard drive, and MechAssault, which 
posted two new mechs and a handful of 
battle arenas that were scooped up by over 
172,000 subscribers. 

X 
,_,v-E 

II-Doom Glamour Boy Reappears 
With Bed Faction, llew Haircut 
John Romero, who was famous for his fast-lane lifestyle and "rock star" 
attitude when he was at the helm of id Software in the heyday of Doom, 
resurfaced this year with his new company, Monkeystone Games, and its 
first high-profile project: a port of THQ's popular console FPS Red Faction for 
Nokia's recently announced N-Gage cell phone gaming device (more on that 
later). 

Romero 2K3, shorn of his once­
famous heavy-metal mane, appeared 
to have recovered from his former 
wild ways and seemed determined 
to make quality handheld games in a 
low-l<ey and unassuming manner. Even 
those still bitter about the 
Oaikatana debacle couldn't 
help but wish him well. 
Later in the year, Romero 
would join Midway as lead 
designer on an as-yet­
unnamed Xbox project, but 
promised that Monkeystone 
would continue to cater to 
the pocket PC and cell phone market. 

MIRRA SUES ACCLAIM 
INXXXFLAP 
Dave Mirra ain't the one to test, as Acclaim found out the hard way in 2003. Things 

started to go sour between Mirra and the NYC publisher in 2002, when plans were 

announced that developer Z-Axis was going to take its Dave Mirra-endorsed BMX 

series in a bold "adults-only" direction featuring ful~frontal nudity, swearing, and more 

offensive material than you could shake a dog turd at. Mirra and his management 

balked, and thus Dave Mirra BMX XXX became plain old BMX XXX. 
Even though his name was taken off the product, Mirra filed a $21 million dollar 

lawsuit for breach of contract against the publisher, alleging that Acclaim had continued 

to use his name and likeness to promote the product. What's worse, Acclaim was 

already reeling over the fact that the title was a total flop despite all the press 

surrounding its controversial nature. The suit was later settled out of court, with no 

monetary damages being awarded to either side, and Mirra remaining under contract 
for M ure (likely non-pornographic) BMX titles. 

Zelda Breaks Records With 
Bonus Bundle 
The Legend of Zelda franchise is always guaranteed to move 
units, but Nintendo decided to make a sure thing even surer when 
it offered fans who preorder the latest in the series, The Wind 
Waker, a bonus disc version of its N64-era classic, The Legend 
of Zelda: The Ocarina of Time. The disc included both the original 
version and the Ocarina of nme Master Quest, which featured 
improved graphics and some modified and reworked dungeons. 
Needless to say, the promotion was a success, as more than 
560,000 copies were presoid before its March 24 release - a new 
preorder record in the United States. 
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► In a surprising move, 
Chris and Ron MIiiar, 
who had worked on such 
class/cs as ~raft Ill: 
Reign of Chaos, 0/ablo 
II: Lord of Destruction, 
and Sta/Craft, left 
Blizzard to join Jaleco 
Entertainment. Their first 
Jaleco project, Goblin 
Commander, is reviewed 
In this Issue on pages 
131 (PS2), 141 (GCJ, 
and 149 {Xbox). 

► Fox Interactive and 
Vlwndlli&llldlll 
......... that made 
VMndl tile pulllllher 
of all Fox video pme 
propertlel, 1nc1ucan, 
Buffy tile Vlmplre 
~ TIie Slmplonl, 
and X-FIIN. Later on, 
tile tllldlm put out The 
Slmpeona: tNt. Run, 
- al tile Int decent 
ar-.....-lllltedtltlN 
-reluledl 

► The Game Boy SP was 
released on March 23, 
and as expected, was 
a huge success, going 
on to sell more than 2.3 
ml/lion units in the U.S. 
alone by year~nd. 

► Peter Molyneux'• 
Llonllead studios ~ 
• publlaNiW deal with 
Activision which aranta 
wwldwldepubllaNIW 
rtalllt to tile,_ PC 
pnijectllleMovlN, 
• aim-type pme that 
lets players create and 
dlNlct their own ¥lrtual 
motion plcbna. 
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MUSIC BIZ 
HEAVYWEIGHTS GET 
IN THE GAME 
April was the month that the ailing music industry tried to jump on gaming's 

coattails. Starting off the month was the release of EA's Def Jam Vendetta, 

a wrestling game starring most of the label's stable of microphone wreckers. 

The roster included Method Man, Redman, OMX, and Ludacris, among others. 

Appropriately, in the year in which rap became the most-played form of music 

on American Top 40 radio, the game sold very well, and received generally 

strong reviews. Of course, P. Diddy couldn't stay out of the action, and 

announced that he was interested in creating his own music biz sim, in which 

players could sign, record, and market acts for a fictional record label. 

In less humorous news, stonefaced punk icon Henry Rollins signed on to be 

the voice of Black label Game's FPS hero Mace Griffin. The game ended up 

being pretty decent, but it's a shame Mace didn't have any funny one-liners like ' 

this Hank the Tank zinger: "I don't believe in fate or destiny. I believe in various 

degrees of hatred, paranoia, and abandonment.· Oh Henry, you so crazy! 

For aspiring stars, Codemasters also announced a game based on Fox 
Television's tacky cash cow American Idol, 
which lets you sing for the show's judges, 
including the notorious Simon Cowell. 

However, sometimes the rock n' gaming 
connection can tum ugly, as was the case between Sega and dance diva Lady Miss Kier 

(formerly of one-hit wonders Deee-Lite). By "case" we mean the lawsuit the singer filed against 

Sega alleging that the company had misappropriated her image and look for the character Ulala 

u1aIa Lady Miss Kier in its Space Channel 5 series. 

ON THE RAD.AR 
Inven~.vP New Pt>r 1pherals Pro11te1·ai:.e 

In 2003, it became obvious that gaming in the Mure 
will incorporate a lot more than just the old joystick-and­
buttons set-up the industry has been rei1111enting for years. 
A host of new, i1111entive peripherals were announced or 
released this year, challenging our perception of what a 
"video game· is. 

Most ingenious was Sony's EyeToy, a USB digital camera 
that let players put their own image onscreen and actually 
interact with the numerous minigames that came packed 
in with the unit. The camera worl<ed surprisingly well and 
was freakishly popular in the U.K., where it unseated 
Tomb Raider. Alw,,I of Datl(,- from the top of the 
charts. 

Adding to its Bemanijrhythm game empire, Konaml 
brougtit out a w1n1ess Daice Daice RIMllutlon pm!, but 
still couldn"t teach Amertc.. to not look like epleptlc 
carp when they dance. Even better, it released Kantoke 
Redltion, which utilized Sony's USB microphone 
to grade gamers on accuracy, timing, and even pitch. 
Mlc:rosaft got in on the funky action with the Xbox Music 
Mixer, which gilles owners the abilitY to karaoke their 
brains out and even use compatible PC software to strip 
the vocals from their fal/Orite songs. 
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SonJ Shocks, Then Flip-Flops 
Sony found itself embroiled in a political controversy in April, when it was revealed that the 

firm had applied for a trademark on the phrase "Shock and Awe" (the now-famous term the 

Pentagon used to describe its initial bombing runs on Baghdad) just days before the start 

of the full-scale U.S. invasion of Iraq. The UK daily newspaper The Guardian uncovered the 

trademark application for the term, which Sony was planning to use as a title for a future 

video game release. After the story became publicized, many observers commented that 

Sony's behavior seemed more than a little inappropriate given the fact that thousands 

of non-virtual people on both sides of the U.S./lraq conflict were in danger of losing their 

very non-virtual lives. A few days later, Sony did the honorable thing and chickened out, 

withdrawing its application and backpedaling in the press. Later on, sneaky Midway actually 
did snag the rights to the phrase, and has a current project in develpment. 

When Two Become One 
April 1st was a momentous day in gaming history, as the much-ballyhooed merger between 

Japanese RPG giants Square and Enix was completed. The joint venture was dubbed Square 

Enix, and the company launched a website that featured a new logo a few days later. The 

deal had been the talk of the gaming world all year, but had run into a few snags as the 

companies haggled over the terms of the stock exchange that took place between the two. 

One of its first major moves was to enter into a publishing agreement with Nintendo, allowing 

the console manufacturer to publish 

Final Fantasy:Crystal Chroniclesforthe I SQUARE ENIX~ I 
GameCube as well as a few GBA titles ·-
including Sword of Mana. 

► Sega and McDonald's 
teamed up to bring 
special edition Happy 
Meals featuring small 
handheld games based 
on characters from the 
Sonic the Hedgehog 
and Super Monkey Ball 
series. 

► After announcing 
losses of $168 million 
for fiscal year 2002 
due to underperfonnlng 
tltles like Resident Evil 
0, Devil May Cry 2, 
and P.N.03, Capc01n 
cancelled 18 tltles that 
were In development. 

► Running With Scissor's 
ultraviolent Postal 2 
was a lightning rod 
for controversy. On its 
release in April, it was 
the first game to ever 
earn the ESRB's ' Intense 
Violence· tag, and later in 
the year a lawsuit brought 
against the company 
by the U.S. Postal 
Service was dismissed. 
Despite the furor, the 
underground sensation 
was a hit, selfing out its 
initial pressing. 

► Sony announced that 
It was Investing $1.6 
bllllon dollars In chip 
manufacturing In 2003. 

• Run Like Hell (Apr.8) 
• Final Fantasy Origins 

(Apr.8) 
• Crazy Taxi: Catch a 

Ride (Apr.9) 
• X2: Wolverine's 

Revenge (Apr.15) 
• Golden Sun: The Lost 

Age (Apr.15) 
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lnfogrames Is Dead, 
Long Live Atari 
We have to admit that it 
was a little hard to see a 
large French conglomerate 
take the name that best 
represents the can-do 
spirit of the early American 
garage developers. Just 
like those French to steal 
an American icon! (Just 
kidding, France! You know 
we love you!}. However 
odd it seemed to industry 
veterans, lnfogrames 
became officially known as 
Atari effective on May 7th. 
The company had been 

AT.Jl~RI 
releasing a handful of products under the Atari brand for 
several months, but this move made the change official. 
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• PlanetSide (May 19) 
• Mega Man: Network 

Transmission (May 21) 
• Evil Dead: A Fistful of 

Boomstick (May 26) 
• The Hulk (May 27) 
• Bloody Roar Extreme 

(May 27) 
• Brute Force (May 28) 

MATRIX MANIA 
SWEEPS THE 
GLOBE 
Unless you were homeless and living in the underground 
tunnels of New York City, you probably saw around 7,000 
magazine articles and television reports on The Matrix 
Reloaded in May. A hurricane of hype preceded the long­
awaited sci-tu action flick, and video games went along 
for the ride thanks to Enter The Matrix, a sister project 

• co-created by Shiny Entertainment and the Wachowski 
• brothers which hit stores the same day Reloaded hit 

theaters. Featuring an hour of unique footage that fills out 
the backstory of Reloaded characters Niobe and Ghost, 
Enter the Matrix set a new standard for cooperation 

between the motion picture and game industries. The 
game itself garnered wildly mixed reviews, with some 
praising it as a superb entertainment experience and 
others decrying its erratic gameplay. Still, it sold over 
a million copies within days of its release and turned 
out to be a lot more satisfying than last two muddled 
chapters in the silver-screen saga. 

13: Judgement Day In Los Angeles 
It's funny; in May Arnold Schwarzenegger made an appearance at a 
B-list celebrity video game launch in LA, and by the end of the year he 
was the governor of the state! The Terminator: Rise of the Machines 
party was only the beginning of the star-studded three-day game convention, . . 
which saw appearances by everybody from s6fi author Orson Scott Card to celebnty pimp 

Snoop Dogg. As always, the big three console manufacturers duked it out in fine fashion. Sony 
shocked attendees with an announcement regarding its plans for the PlayStation Portable 
handheld system. Microsoft also impressed, displaying a much-improved software lineup 
and a staggering Halo 2 gameplay demo. Things went less well for Nintendo, which had an 
underwhelming press conference, devoting a huge portion of time to a slight minigame, Pac­
Man Vs. On the software front, Ubisoft's Prince of Persia: The Sands of Time and Metal Gear 
Solid 3: Snake Eater were crowd favorites, but Valve's mind-blowing Half-Life 2 was clearly the 

high point of the show. 

► Although America's 
greatest hero has 
suffered terribly at the 
hands of such nefarious 
foes as Atari, Sunsoft, 
and (shudder) Titus, 
things began looking 
up for the beleaguered 
Krypton/an In May when 
it was announced that 
the comic license had 
fallen Into the hands 
of the usually capable 
·superpubllsher· 
Electronic Arts. 

► Legendary action 
director John Woo 
decided to enter the 
video game fray In May 
with a new partnership 
between his new 
development studio, 
Tiger HIii Entertainment, 
and Sega. 

► Nintendo and Konami 
announced an exciting 
joint project, Metal Gear 
Solid: The Twin Snakes. A 
retooled GameCube port 
of the original PlayStation 
Meta/Gear. 

► Midway announced 
that Universal Pictures 
had purchased the rights 
to make a feature film 
based on the company's 
Spy Hunter series. 
Wrestling superstar The 
Rock signed on to play 
the lead character, Alec 
Sects. 

► A University of 
Rochester study showed 
that games may help 
to improve visual skills. 
Researchers found 
that men who played 
action-oriented video 
games were better at 
tracking objects and 
quickly processing visual 
information. 





• Arc the Lad: Twilight of the Spirits 
(Jun.24) 

• RTX: Red Rock (Jun.17) 
• Warlo World (Jun.23) 
• Wakeboarding Unleashed 

featuring Shaun Murray (Jun.5) 
• Midtown Madness 3 (Jun.17) 
• Resident Evil: Dead Aim (Jun.17) 

llntendo Dumps 
Space World, 
Pumps Goth lletal! 
For the second year running, Nintendo 
cancelled its Space World convention 
in Japan. It was once a yearly event 
celebrating all things Nintendo, one 
that usually featured at least one high 
profile announcement or game debut. 
However, given that the event has now 
been scrapped for two years straight, it 
appears that Space World is most likely 
a thing of the past. The last Space World 
occurred in 2001, when the company 
debuted both Super Mario Sunshine 
and The Legend of Zelda: The Wind 
Waker. While Nintendo didn't publicly 
give a reason for the cancellation, 
perhaps it 's because it had already 
sunk too much money into sponsoring a 
summer U.S. concert tour by teen-goth 
champions Evanescence, which featured 
prominently displayed GameCube kiosks 
at arenas nationwide. 
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Devil llaJ Or, Movie Planned 
Devil May Cry 2 was one of the year's gaming 
disappointments, but Japanese firm Gaga Communications 
still has faith in Dante. The company signed the rights 
to make a motion picture based on the first game in the 
series, which is set to start filming in 2005. Little else is 
known about the project, although Gaga has speculated 
that the picture's cost will be around $40 million. Gaga 
also bought the film rights to 0nimusha and Namco's 
Tekken franchise. 

3D0 BITES THE 
DUST, KRONOS 
SURVIVES SCARE 

The economy was in the toilet for most of 2003, and the 
downturn's effects were felt throughout the game industry, most 

notably at 3D0. Started by ex-Electronic Arts cofounder Trip 
Hawkins, the company released the 3D0 Multiplayer in 1993 

with Panasonic. The system used disc media, but floundered 
largely because of the unit's $700 retail price. Later the 
company was reinvented as a third-party console developer, 

and was best known for franchises like High Heat Baseball 
and Army Men. 3D0 was famous for losing money, and Hawkins 

frequently pumped his own cash into the operation to keep it 

afloat. However, the ax finally fell in June, when the corporation 
officially filed for Chapter 11. 

Narrowly escaping bankruptcy was Fear Effect developer 
Kronos Digital. After Eidos canned Fear Effect: Retro Helix, 
Kronos was left without a deal, and uncertain as to whether 

it could shop the sequel to other publishers. The company 
also had several unfinished 
projects in development. 
Thankfully, Kronos managed to 
make it through the year, and 
is exploring further deals for 
several original properties. 

SIi Back From the Dead! 
As 300 went the way of the dodo, another former 
console maker was resurrected, at least as a brand 
name. Playmore, which owns the SNK label, changed the 
name of its Sun Amusement subsidiary to SNK NeoGeo, 
and opened divisions in the U.S. and Asia under the 
name. Later in the year, the company released The King 
of Fighters 2000 & 2001 for the PlayStatlon 2, and 
promised future PS2 

KoF games as well as I a!!!!!!NK' I 
new Metal Slug t itles for .;a 
both PS2 and Game Boy 
Advance. 

► Nintendo released 
one of the year's best 
peripherals, the Game 
Boy Player. Retailing 
for $49.99 and also 
offered as part of a 
$149 bundle In June, 
the unit attaches to the 
base of the GameCube, 
allowing users to plug In 
GBA carts for big.screen 
action. 

► SoutllemMethodllt 
Unlvenlty'1 new pme. 
development proe,am 
( called the Gulldhall) 
celebrlted Ill first 
day of clllNI with I 
ape■ch by kl Softw1re'1 
leeendlryJohn 
C■rm■ck. 

► EA signed star Pierce 
Brosnan for voice-acting 
duties In It upcoming 
title James Bond 007: 
Everything or Nothing. 
The company also 
secured the Bond 
1/cense until the year 
2010. 

► Wacky New York 
IIHlllblym■n Fellx Ortiz 
p!OpOled 11 percent 
ttatelllllt■xon 

video...-. Junk food, 
and TV CCIIIIIINll'Cla, 
the proceecll of which 
~ help fund obetlty 
prevention pnCraml 
In tchoolt. Thll &UY 
[pictured above] -
really upaet. 

► Adding to Its long 
tradition of mailing 
people CDs and 
cassettes that they don't 
want, Columbia House 
decided to add video 
games to the list of 
media Included in their 
mail-Order club. 
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Tecmo Enten Bikini Bl1 
Inspired by its recent Xbox title, Dead or Alive: Xtreme Beach 
Volleyball, Tecmo announced that it was creating a line of 
bikinis based on outfits from the game. The bikinis would be 
sold online for $149.99, and Tecmo director of sales and 
marketing John lnada commented ... oh hell, just look at the 
pictures already! 

• Outlaw Volleyball (Jul.8) 
• Ghost Recon: Island 

Thunder (Jul.15) 
• Downhill Domination 

(Jul.22) 
• The Great Escape (Jul.22) 
• Mario Golf: Toadstool Tour 

(Jul.28) 
• Aliens Versus Predator: 

Extinction (Jul.31) 

ONTHERADAR 
The Wol'ld Hates Gan1es 

Or so it seemed in July. First off, the Scrooge Von 
Duckenheimers that run the European Union added a 17 
percent value-added tax to subscription fees for online 
games like ~ and PfanetSlde. The levy affected 
most of Western Europe, including France, the UK, and 
Germany. 

Things were even worse in war-tom AflOlanlstal, where 
police in the city of Jalalabad closed over 300 game 
retailers by force. The stores were cited for •corrupting the 
morals" of young Afghanis. 

In Thallanl, officials placed a curfew on online gaming and 
Internet cafes over concerns that children were spending 
too much time playing the popular Kor9m1 game R/lfl1Jllf0k 
Online. Access to foreign game servers was blocked from 
10pm to 6am daily. 

Finally, bumbling legislators in Greece succeeded in 
virtually banning gaming altogether thanks to a poorly 
worded law intended to prohibit Internet gambling. 
Apparently, the language of the bill was so vague that 
using a PlayStatlon 2 could be construed as an illegal 
activity. Weeks later, the EU stepped in and forced the 
Greek government to reexamine the policy and it was 
overturned. 
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TOMB RAIDER 
TROUBLES AT EIDOS 

Although many felt the series had been on a downhill slide for years, 
July proved to a disastrous month for the high-profile franchise. Things 
started to go sour on the 15th, when Eidos unceremoniously fired Core 

Design cofounder and director Jeremy Heath-Smith. It was speculated 
that this was in response to the poor performance of the highly touted 

PlayStation 2 title Tomb Raider: The Angel of Darkness, which was 
delayed several times, sold well below expectations, and received 
brutally dismissive reviews in the press. 

To add insult to injury, later in the month Eidos announced that it was 

stripping Core (the company that created Lara Croft) of development 
duties for the next game in the series, which will be handled by Eidos' 
American subsidiary Crystal Dynamic (Gex, Legacy of Kain). Ouch. To 
top off Lara's humiliating July, Paramount Pictures executive Wayne 
Llewellen publicly blamed Eidos' handling of the video game series for 

the disappointing performance of its summer sequel, Tomb Raider: The 

Cradle of Life. After a weak opening weekend, the film went on to gross 

a paltry $65 million (about half of the first movie's box office take). 

Despite these troubles, we've always known Ms. Croft to be a ... um ... 
buoyant girl who will no doubt, um, bounce back and one day straddle 

the peak of success once more. 

llan Payne Wrestles 
Bockstar 
Wrestler Maxx Payne (a.k.a. Darryl Peterson) fi led a suit 
against Rockstar Games, claiming the company had stolen his 
name (which he has used since 1988 in various forms). The 
$10 million suit alleges Rockstar appropriated his moniker 
after it heard of him based on his voiceover work in games 
such Rogue Trip and Twisted Metal 2. 

► Former '80s tee~ 
heartthrob/drug burnout 
Christian Slater was 
tapped to star In a movie 
adaptation of Atari's 
Alone in the Dari< survival 
horror series. Slater will 
play Edward Gamby, who 
discovers a gate Into 
hell on a trip to Shadow 
Island. 

► Gaming"s primary 
Industry body, the 
Interactive Digital 
Software Association 
(IDSA) changed Its name 
to the Entertainment 
Software Association 
(www.theesa.com). 

► The Cyt>erathlete 
Professional League 
announced that Kiyash 
Monsef's documentary 
Gamers, which follows 
two teams trying to reach 
the CPL Championships, 
would debut at the 
leagues Summer 
Championships. 

► Capcom's managing 
director Yoshlkl Okamoto 
left the company In 
July to start his own 
development firm. 
Okamoto had worked 
at Capcom since 1982 
and produced such titles 
as Street Fighter II and 
Resident Evtl. 

► Activision sued Viacom 
for breach of contract, 
stating that the media 
company had let the Star 
Trek franchise (which 
Activision licensed for 10 
years in 1998) •stagnate 
and decay." 





• Alter Echo (Aug.12) 
• Buffy the Vampire Slayer: 

Chaos Bleeds (Aug.26) 
• F-Zero GX (Aug.25) 
• NFL Fever 2004 (Aug.28) 
• Pokemon Pinball Ruby & 

Sapphire (Aug.25) 
• Otogi: Myth of Demons 

(Aug.26) 

Phantom Console Sighted 
On Internet 
lnfinium Lab's much-talked-about Phantom console was 
scheduled to make its grand coming out in August at the 
fledging Ultimate Gamers Expo in LA. Unfortunately, the 
show got delayed until the following year. The company then 
decided to drop the bomb online, and soon gamers the 
world over were downloading pictures and tech specs of 
the machine lnfinium claims will deliver top-quality gaming 
content directly into the home via a broadband connection. 
On paper, it's pretty powerful (with a 3.0GHz processor); 
and the unit is certainly one freaky-deeky looking piece of 
home electronics! Mocking this Klingon toaster oven-looking 
system was one of the running jokes of 2003. 

ON THE RA.DAR 
Video Garnes J,1nked To Deaths 

Two grim incidents in the South were linked to video 
games in the summer of 2003. On August 8th, Mary 
Christina Cordell, 36, of Springdale, Arkansas reportedly 
played the addictive online RPG E~ as her three­
year-old daughter died in a locked car on a blisteringly 
hot summer day. Police allege that Cordell was so 
engrossed in the game that she neglected to check on 
her child's whereabouts. 

In June, stepbrothers Wllllam and Joshua Buckner, 
aged 16 and 12 respectively, took two rifles from a 
locked room in their Newport, Tennessee home and fired 
over 25 .22 caliber bullets off of a bridge into traffic 
on Interstate 40. Tragically, their volley left 19-year-old 
Klmberty Bede of Virginia seriously wounded and killed 
Aaron Hamel, a 45-year-old registered nurse from 
Knoxville, Tennessee. The boys claimed to be inspired 
by the controversial PlayStatlon 2 hit Grand Tltett Auto 
Ill, and later Hamel's family filed suit against Rockltar's 
parent company Take-Two Interactive. 

In typical form, the media latched on to the video 
game connection to these deaths, conveniently ignoring 
small issues like parental responsibility and questions 
as to why 12- and 16-year-old boys had access to both 
M-Rated games (which are intended for ages 17 and up) 
and loaded firearms. 
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Gamers letting Old 
No, we're not just talking about certain members of the GI 
staff. While much of the mainstream media portrays video 
games as "kid's stuff,· nothing could be further from 
the truth. The ESA released a study that showed drastic 
changes in gaming demographics. As people continue to 
game well into adulthood, the average age of U.S. gamers 
is now 29. While men 18 and up still constitute the biggest 
percentage (39 percent), the number of women involved 
in the hobby is growing as well. One surprising finding 
showed that female players over 18 (26 percent) now 
outnumber males aged 7 to 15. 

OAMECUBE GETS 
DERAILED 
It wasn't a great year for Nintendo, and August brought further bad news 

for the Osaka-based console manufacturer. The company released its 

first-ever quarterly earnings report, which demonstrated a profit, but 

also revealed that only 80,000 GameCubes had shipped worldwide 

during the time period. Due to these sluggish sales figures, Nintendo 

took the drastic step of suspending production of the system, in hopes 

of clearing out its stock of GameCube units. Although it was portrayed 

as a positive move, it was obvious that its GC strategy was proving less 

than successful. Later in the year, after a price drop to $99 and a heavily 

advertised free game promotion, the GameCube assembly lines began 

to roll again. 

► Several big.name 
games were abandoned 
in August, including 
LucasArt's Full Throttle: 
Hell on Wheels. Capcom 
also scuttled Red Dead 
Revolver, Dead Phoenix, 
and Capcom Rghting 
All-Stars. 

► Sega 90Ul1ded the 
death knell for the 
Dreamcast when It 
announced that It 
would end Its support 
of the Dreamcast 
version ol Plartaly Star 
Online, the RPG that 
will be remembefed • 
a the first landmalk In 
COl1IOle Internet gmnlng. 
The serven shut down 
atS:OOemon 
September 30th. 

► A Nintendo legend left 
the company in August. 
Masahiro Sakurai, 
the creator of Kiroy, 
resigned his post at 
HAL Laboratories. The 
split appeared bitter, 
with Sakurai airing his 
frustrations with Nintendo 
in Japan's popular 
gaming magazine, 
Famitsu. 

► On the other hmld, 
Sony's Kaz Hirai wa 
having a ereat month at 
work. As a NIWIM'd for 
i. role In making the 
PlayStatlon 2 the world's 
dominant COIIIOle, he 
wa promoted to Chief 
Executive Officer ol Sony 
Computer Entertainment 
Amettca. 

► AT/ signed an 
agreement with Microsoft 
that will have the 
chipmaker developing 
custom graphics 
technologies for future 
iterations of the Xbox. 
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llcelsior! Activision Inks 
Stan Lee Deal 
Activision has been the keeper of the Marvel flame in video 
games for a few years now, releasing a number of comic­
based games, some good (Spider-Man), some not-so-good 
(X2: Wolverine's Revenge). In the interest of creating games 
that capture the true spirit of Marvel, the company signed 
a deal with perhaps comics' greatest legend, Spider-Man 
creator Stan Lee. The writer was retained as a development 
consultant for Activision's Marvel-based titles, and will 
lend a hand in story and character development, as well as 
gameplay design. It certainly bodes well for future Activision 
products, and we' re glad to see Stan (who famously 
feuded with Marvel over money he felt he was owed for 
the blockbuster Spider-Man movie) getting paid for the 
franchises he helped create. 

• WWE Raw 2 (Sep.15) 
• Banjo-Kazooie: Grunty's 

Revenge (Sep.1O) 
• Disney's Extreme Skate 

Adventure (Sep.2) 
• Rugby 2004 (Sep.16) 
• Billy Hatcher and the 

Giant Egg (Sep.23) 
• Dino Crisis 3 (Sep.16) 

Sharp 8oes 3D 
In a move that was applauded by tech geeks and stoners 
wor1dWide, Sharp announced that it was launching the 
Mebius PC-RD3D laptop, which comes equipped with a 
LCD screen capable of producing full 3D imagery. It works 
by using liquid crystals to project an image at a variety 
of angles, thereby allowing it to be picked up separately 
by the right and left eye (much like the stereopticons of 
the late 19th century) and creating the illusion of depth. 
The computer runs on a conventional Intel 4 2.8GHz CPU 
and Nvidia GeForce 4 graphics card. Sharp only had a 

few custom demonstrations that 
show both static objects and 
brief animation sequences in 
three dimensions, although the 
possibilities for gaming applications 
are intriguing. Perhaps, years 
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from now, we may well mark 
September 2003 as the 

beginning of a new age of 
PC games. 

Square Rocks TIS 
The annual Tokyo Game Show was held in September, 
drawing close to 100,000 gamers, journalists, and 
industry professionals. As usual, Square Enix was 
the talk of the town, and it announced new online 
properties Front Mission Online and Ambrosia 
Odyssey. Even more exciting were the revelation that 
a Kingdom Hearts sequel was in the works, and 
that the company's film division is working on a CG 
film based on the Final Fantasy universe called Final 
Fantasy VII: Advent Children. 

NEW AGE HIPPIES 
INVADE GAMING! 
There were a lot of new games announced in 2003, but none of them 

were as flat-Out strange as The Journey to the Wild Devine, a new-

age "wellness" title developed by a team of left-field technologists, 

biofeedback experts, a Tibetan monk, musician Nawang Khechog, and 

so-called "human capacity" researcher Dr. Jean Houston, among others. 

The premise is vaguely inspired by Myst, as are the game's .. . 

er ... spiritual journey's lush visuals. Basically, you are immersed in a 

gorgeous world where you must travel, complete various exercises and 

challenges that are designed to reduce stress and improve mind and 

body function. Even kookier is the fact that players will be plugged into 

their PC via the included biofeedback sensors placed on their fingers 

that monitor you pulse and "skin conductance levels.· These vital signs 

are transmitted back to the game through the, um, "Light Stone energy 

translator" and actually requires users to solve various in-game events 

by moderating their body- and mind-state. An example of one such event 

is when the player "heals the world" through the technique of "yogic 

breathing." Um ... okay, then. 
We won't pretend that we know what the hell all this means, but we 

can say that the screenshots sure do look pretty. Apparently, the new­

age inspired soundtrack is equally beautiful, designed to bring about 

enhanced states of relaxation. Hey, whatever works! Smoke 'em if you 

got 'em, as they say. 

► Silent Hill's film 
rights were snapped 
up by Davis Films, who 
handed the project over 
to director Christophe 
Gans. His credits include 
Brotherhood of the Wolf 
and Crying Freeman. 

► ~2.0's 

yearly "B2 100" 11st 
or the tastest-grow1nc 
technolo&Y companes 
had three ,amlng 
companies (EA, Tak• 
Two Interactive, and 
Nvidia) In the top ten. 

► Claiming that the 
French publisher had 
withheld payments owed, 
developer Interplay 
ended its distribution 
agreement with Vivendi 
Universal. The two 
companies later kissed 
and made up. 

► In an unprec:edentecl 
- ,racln&lea&III 
NASCARIIIPNldan 
exclullve lic-lnC deal 
with Electronic Arts, 
making the publlsher 
the only company 
that can produce 
NASCARfflated titles. 
EA's power mow left 
other NASCAR came 
publlsherl Hke Atai1 and 
Sierra out In the cold. 

► Nintendo announced 
it was dropping the U.S. 
price of the GameCube 
to $99, and that it would 
develop a Chinese-only 
gaming system called 
the iQue. 

► Audlophlles rejoiced 
when EA partnered 
with THX to re1eaM 
titles that feature the 
popular surrounckound 
encocllC-





lll1uguchi Says 
Sayonara to Sega 
Tetsuya Mizuguchl, the colorful game 
creator behind such Sega games as 
Space Channel 5, Sega Rally, and 
the strange music title Rez, left the 
company in October. This move came 
on the heels of Sega's reorganization 
of its game development studios, 
which saw Mizuguchi's United Game 
Artists team dissolved and folded 

N-OAOE 
LAUNCH 
DISASTER 
FORNOKIA 
On October 7, Nokia's entry into the 
video game market began when its N-

into Sonic Team. Apparently, he was 
upset by the changes and opted to 
become an independent contractor 
for various forms of media. It's likely 
Sega's abandonment of UGA was 
due to the fact that, although well 
respected in the game development 
community, some Mizuguchi titles 
(Rez in particular) did not post strong 
sales. 

Gage cell phone/mobile gaming device went on sale at retailers worldwide ... and it was 

pretty much all downhill from there. We've seen some bad console launches in the past, 

but the N-Gage's coming-out party proved to be an economic bloodbath of epic proportions. 

Originally priced at a hefty $299 and with little compelling software to drive interest, the 

N-Gage moldered on shelves, selling only 5,000 units in the first week in America and only 

500 units in the U.K. To put this into perspective, the Game Boy Advance sold 540,000 

copies in one week during its U.S. launch. 
Nokia tried to put on a brave face, claiming that it had moved 400,000 N-Gages in the 

first two weeks of sales. However, analysts scoffed at the number, pointing out that these 

figures represented units shipped to retailers, not actual sel~through numbers. In a desperate 

attempt to spur sales, many outlets actually cut the price of the handheld by $100 just two 

weeks after it debuted. Currently, each retailer is offering a different N-Gage bundle in what 

appears to be a mad dash to clean out the stagnating stock of units, games, and accessories. 

• Castlevania: Lament of 
Innocence (Oct.21) 

• Harry Potter Quldditch 
World Cup (Oct.28) 

• Amped 2 (Oct.28) 
• Gladiator: Sword of 

Vengeance (Oct.28) 
• Hunter the Reckoning 

-Redeemer (Oct.28) 
• Teenage Mutant Ninja 

Turtles (Oct.21) 
• Tak and the Power of JuJu 

(Oct.15) 

■BC To Vivendi Games: 
"lo Thanks" 
General Electric (the parent company of NBC) acquired 
all of Vivendi Univeral's entertainment assets in October, 
forming the new media superpower NBC Universal. However, 
one key part of VU's business got the cold shoulder: 
video games. Apparently, GE was not impressed with the 
company's games division, as it was not included as part of 
the $3.8 billion dollar deal which left NBC as the 86 percent 
shareholder in Vivendi's entertainment interests. Vivendi 

retained its software, and 

I later turned down a reported 

■ $700-900 million offer for VU 
Games from an undisclosed 

, ~ third-party suitor. Now, if they 
~ could just get Yalve to put 

~---------' out Half-life 2. 
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Spielberg Fast Tracks Fatal Frame Flick 
In a year when it seemed that every video game this side of Railroad Tycoon had a deal to 

be made into a movie, one of America's most successful and respected directors, Steven 

Spielberg, decided to get in on the action. Spielberg's DreamWorks studio is working on a 

film version of Tecmo's ethereal horror title Fatal Frame. The company gave the project the 
"fast track" status, and producer John Rogers (The Core, 
Catwoman) has been attached to the project. 

In other movie-related news, the PC hit Dungeon 
Siege and Majesco's BloodRayne were also optioned by 
Hollywood production companies. 

-
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► At the end of October, 
Tapwave began shipping 
its handheld gaming/ 
PDA hybrid device the 
Zodiac to consumers 
who had preordered 
the system. Looking 
at what happened to 
N-Gage, maybe this low­
key launch was a smart 
move on the company's 
part. 

► Nintendo posted Its 
ftrst~ver losses (since 
going public In 1962) 
for the six-month period 
ending In September. 

► God-friendly rock­
rappers P.0.0. 's new CD, 
Payable on Death, came 
bundled with a version 
of Sony's music game 
Amplitude. The version 
of the game featured an 
unreleased P.O.D. song, 
•space• that players 
could remix in real-time. 

► Crafty Indiana 
University student Chad 
Paulson and friends 
developed custom 
software to bring 
GameCube LAN-ready 
games like Mario Kart: 
Double Dash onllne 
using a program that 
allows the GC to be 
hooked up to a router. 

► The Strokes took their 
fascination with the early 
'80s to the next level 
with their video for "12: 
s1 •. The clip, created 
by CQ director Roman 
Coppola, gave props to 
the classic video game 
movie Tron, replicating 
the film 's eerie, blue 
glow. 





Stars Shine 
At Spike 
TV lame 
Awards 
Spike TV, media 
superpower Viacom's 
·no gins allowed" 
cable clubhouse, 
recognizing the growing 

' 
I 
I I 

I ' 

Iron llan To 
Hit Consoles 
Tony Starks a.k.a. Iron Man, 
everyone's favorite metal­
suit-wearing, ex-alcoholic, 
Wu-Tang.Clan-inspiring 
superhero, is coming back 
as part of Activision's 
Marvel line of video games. 
In November, developer 
Z-Axls, which worked on 
such impressive action/ 
sports games as Dave 
Mirra Freestyle BMX and 
Aggressive lnline, confirmed 
that It Is hiring designers, 
artists, and other staffers 
for work on an upcoming Iron 
Man title. Perhaps they were 
motivated by rival extreme 
sports developer Neversoft's 
(Tony Hawk's Pro Skater 
series) Spider-Man games. 

importance of video games in the lives of their beloved 
males 18-to-34 demographic, announced that it would be 
airing the first annual Spike TV Video Game Awards on 
December 4. Diminutive actor David Spade, who won the 
2001 Academy Award for Best Actor for his portrayal of a 
spunky redneck in the film Joe Dirt (at least we think he did), 
signed on to host the ceremony, which drew such celebrity 
attendees as Pamela Anderson, DMX, Tony Hawk, WWE's 
Chris Jericho, and rapper Bubba Sparxxx. 

Nominees for awards included Grand Theft Auto: Vice City, 
Madden NFL 2004, and Splinter Cell for Game of the Year 
and PlanetSide, Soul Calibur 11, and The Sims: Superstar for 
Most Addictive. 
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• Kya: Dark Lineage 
(Nov.18) 

• Sphinx and the Cursed 
Mummy (Nov.11) 

• Metal Arms: Glitch in the 
System (Nov.18) 

• The Lord of the Rings: The 
Return of the King (Nov.6) 

• Medal of Honor: Rising 
Sun (Nov.11) 

• Mario Party 5 (Nov.10) 

KILL BILL KILLED? 
Tartantino has Internet fan boys like ODB has court cases, so it was 
no surprise that there was much online hand wringing regarding Vivendi 
Universal's plans to bring out an action game based on the famed 
director's recent paean to '7Os grindhouse kung-fu films. The poor job 
VU did with Crouching Tiger, Hidden Dragon (which released for PS2 in 
October) didn't help ease the peanut gallery's fears. 

Sadly, we may never know what might have been, as Vivendi 
revealed in October that the game had been placed on hold, perhaps 
permanently. At press time, the company said that there was currently 
"no game" in development. Whether or not it was pulled because of the 
film's ultra-violent and very controversial nature is not known, but there's 
a good chance a Kill Bill game could have given Thrill Kill a run for its 
money in the blood department. 

Hot lew Colon For PS2 In Japan 
Sony had already made American gamers green with envy with the announcement of Gran 
Turismo 4: Prologue, a scaled-<lown teaser version of the highly anticipated racing game 
that hit stores on December 4th for the equivalent of $25. Then, In the interest of rubbing 
salt in the still-fresh emotional wounds, it also released two gorgeous new special edition 
versions of the PlayStation 2 hardware. The first was a ceramic white unit packaged with 
Prologue. The other was a bling-bling metallic gold model that came bundled with Mobile Suit 
Z Gundam AEUG vs. Titans. Each also featured a special memory card. 

► One of Sega's most 
cherished franchises 
won 't be making its way 
to the PlayStation 2. 
After a showing of the 
game at E3 in May drew 
a lukewarm reception, 
Sega cancelled its 
~ torman project. 
However, another 
old-school update, 
Altered Beast, is st/II In 
development. 

► Beatl,c Nintendo'• 
IQue to the punch, Sony 
announced pla111 to 
11r1ne the P1ay5tat1on 
2 to China, lta~ by 
MIIIIC the system In four 
cities: Beljlnc, Shaft&hal, 
Guanczhou, and 
Shenzhen. IQue launched 
weeks later 

► Nintendo announced 
a new Legend of Zelda 
Collector's Bundle, 
which began shipping 
on November 17. The 
pack-In disc includes the 
original NES game, The 
Legend of Zelda, Zelda 
II: The Adventures of 
Link, the N64 classic, 
The Legend of Zelda: The 
Ocarina of Time, and its 
2000 sequel, The Legend 
of Zelda: Majora's Mask. 

► Aultralla, a 
country notorious 
for Its C8IIIOl!lhlp of 
video ca,nes (GTA Ill 
wa banned there), 
perpetuated Its Image -
a prudish continent with 
the comments of State 
Labor Party leglslator 
Paul Glblon, who 
expresaed an Interest 
In bamng Microsoft's 
relatlvely Innocuous 
racer Project Gotham 
Racine 2. Calllne for 
the game to at least be 
stripped of Its G-Ratlnc, 
Glblon clubbed the tltle a 
"Inappropriate depiction 
of speed behavior .• 
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While the urge to numerically 
rank games is inscribed 
in gamers ' ONA, this year 
we decided to forgo our 
usual Top 10 Games of the 
Year feature and expand 
our scope. In the interest 
of greater variety, we bring 
you the 50 games that you 
should have played this 
year, the titles that define 
what it was to be a gamer 
in 2003. Rank them as you 
choose, argue about them 
if you must, ignore them 
at your peril. Hopefully, 
this list will cause you to 
think about the games that 
meant something to you 
this year, and remind you 
of a few treasures that you 
neglected to play. 



SlmOlty 4 
The series that built the Sim empire is still a 
force to be reckoned with. Visually stimulating to 
the point where you'll think the real world doesn't 
look nearly as detailed as this game, SimCity 4 
is a serious feast for the eyes and a real treat 
to play. Not only can you build your own city and 
govern over it, you can live in it and keep tabs on 
its citizens. Who would have thought that having 
power and control over thousands of people 
would still be addictive after all these years? 

PC 
01.15 

Dark Cloud 2 
How big of a game was Dark Cloud 2? It may not 
have flown off of store shelves like Final Fantasy, 
but it landed developer Level 5 two of the biggest 
gigs in town - creating the next installment in 
the Dragon Quest series, and launching a new 
MMORPG franchise (True Fantasy Online) for 
Microsoft. Not only did Dark Cloud 2 excel in 
delivering some of the most gorgeous visuals 
around, it injected unprecedented gameplay 
depth into the framework of a traditional console 
RPG. It's easily one of the most underrated 
games on any platform. 

PllyStatia2 
02.19 

lenosaga Episode 1: 
••••._- Der Wille Zur ■acbt 

........... . .... 1,,- Often referred to as Final Fantasy in space, 
Xenosaga has earned its spot among the role­
playing elite. There are very few games, or 
movies for that matter, which develop characters 
so richly. By the time the screen fades to black 

, and the credits roll , the realization sinks in that 
r:l'l you know the individuals in your party about as 

t.:W=..,,=::=,11-.;;.;~:.J well as you do your closest relatives. This is the 
kind of story that will stick with you forever. The 
ingenious gameplay and depth of customization 
only heighten the experience. 

PllySlalia 2 
02.26 

The Legend of Zelda: 
The Wind Waker 
Before it arrived, there was much concern about 
the direction the latest Zelda game would take 
thanks to its cartoony look. Not only did it turn 
out to be awesome, but the eel-shaded graphics 
looked so amazing in action that most critics 
were forced to eat their words. Link's latest 
adventure featured a twist on the traditional 
Zelda story and delivered in every possible 
way. Easily one of the best games of the year, 
we even voted it the top title of this console 
generation. No matter which way you slice it, it's 
simply an amazing adventure. 

llulOOe 
03.25 
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THE TOP 10 HEROES OF 2003 

1 fintifll Jae {Vintifal Joe) 
Out of all the characters to appear in games this 
year, Joe here has got to be our favorite. He's 

what we would be if we had our own title. A lovable, 
movie-addicted shlub who lucks into some of the best 
superpowers around, Joe kicks ass with both style and 
charm. Thanks to great visuals and crazy moves, Joe is 
the epitome of cool. 

2 Bl-47 {Star Wars: llipts If tu Old 
e,,..lic) 

You gotta love an assassin droid who refers to humans 
as "meatbags. • You gotta, or else he' ll shoot you. Easily 
the most amusing character in KOTOR, HK-47 even 
makes up for losers like Carth and Mission. He's like 
Bender from Futurama, only (more) evil. 

3 Liu {SIil Caihr II - BwCue m'Sio) L 

So you thought Link was a young little wussy? 
Well, then step up to the all gr~p version. 

He'll lay the smack down on you before you can say 
"Celda. • Respect. 

4 IOS-IOS {Xeusaga Episode 1: Der W"ille 
ru Macht) 
We love sexy, mysterious women, and KO&MOS 

certainly is one damn fine specimen of femininity. Who 
cares if she's a robot? Frankly, we think women with 
lasers in their chests are hot. But then again, we're into 
that kind of thing. 

5 Dik Dik Vu Dik {lJllinle lucle) 
He's !iO'l6 man, !iO'l6 antelope, and 100% sulll/e. 
He refers to himself in third person! How cool is 

that? We think Dik Dik is a great baby name - for a boy 
or a girl. It's what you'd call your kid if you want him/ her 
to be popular. 

6 Suap Dan {Tne Crime: Streets of LA) 
Once you unlock Tha Doggfather, ya'II won't never 
go back to playin' as that punk ass busta Nick 

Kang. You Holla? Snoop here brings mad !lava to your 
vizzideo gizzame consizzole. Check it. 

7 Vince {Vaodao Vil.CB) 
If Microsoft wants a mascot for the Xbox, they 
should look no further. Vince here is sarcastic, 

charming, and a totally unique character. Plus, just like 
Bill Gates, he was created by evil magic. 

8 laya Jaum {Fatal Frw 2) 
She's vaguely l)S}'Chic, has a gimpy leg. Is damn 
creepy, and she's one of the good guys. More 

video game heroes should give you the willies. 

9 Bo JerDJ {Celemtf IM,tlt■atrl) 
We salute you, Ron Jeremy. You are a huge, 
throbbing role model for people everywhere. We 

will try to stand as tall as you do, but it will be hard. 

lo {lie) CJut/)luter {Ralcltel & Clot: 
Btiq r.n111d1/ Ju D) 

Forget the nerds they roll with, these two are the real 
stars of their games. C'mon, who's cooler, a rodent with 
a wrench or a tiny qne of destructlon? A quiet elf-dude 
with a soul patch or a red weasel thingy? Mll)'be these 
two will ditch their dead weight costars and join forces In 
their own title. 
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PlayStatia2,Du,PC 
04.08 

Midnight Club II 
Rockstar's twist on the street racing 
phenomenon is not only a gorgeous 
game to look at, it features some of 
the most over-the-top racing this side of 
The Dukes of Hazzard. Take the car up on 
two wheels to split tight traffic or navigate 
constricting alleys. While none of the 
vehicles are licensed, it really doesn't 
matter once you find yourself flying 
down the street at mach speed 
and launching literally hundreds 
of feet into the air. We like to 
think of it as The Fast & The 
Furious on crack. 

lkaruga 
Unfortunately, the classic shooter has steadily 

-- fallen from the glory it experienced in the early 
'80s with games like Galaga and Galaxian, 
but that doesn't stop lkaruga from turning the 
genre on its ear and delivering one heck of an 
experience. With an intense, relentless difficulty 
curve and a clever gimmick that forces the 
player to switch between black and white color 
schemes to navigate its multicolored onslaught, 
lkaruga spins a web that you can't help but get 

&..cue caught up in. 
PlaySWia2, Du,BoeCue 

04.29 04.15 

Return to Castle 
WoUenstein: Tides of War 
Although it's a port of a PC game, Wolfenstein 
stands as one of the best FPS titles on the 
Xbox. The new prologue adds two hours of play 
over the PC iteration, and both single-player 

nu 
05.06 

and online versions 
are highly polished 
and addictive. With 
great graphics, 
realistic sound, and 
an amusingly bizarre 
story, Wolfenstein 
has earned a place 
alongside Halo as 
one of the greatest 
shooters on the 
market. 

IBA Stnet Vol. 2 
Perform ankle-breaking moves. Abuse the 
iron. Show NBA Hall of Famers why they don't 
have game. Could it get any sweeter? With an 
expanded arsenal of moves and the introduction 
of the devastating GameBreaker 2, this sequel's 
gameplay is officially off the hook. There's 
something genuinely gratifying in bouncing a 
ball off of someone's noggin, then dunking over 
them. Again, is there anything sweeter? 

Castlevania: Aria of Sorrow 
The Castlevania series on the GBA is one of 
the rare franchises that continues to produce 
great games by not straying far from the original 
formula. Aria of Sorrow delivers all the old­
school charm and gameplay of its ancestors, 
and still manages to innovate. Learning new 
abilities from your enemies and an increased 

_..,.....,..~ .. weapons set enhances 

&wllfr!mm 
05.06 

. , the solid experience 
_.. delivered by clever level 
~ design, sharp graphics, 

and fantastic sound. 
In a series known for 
excellence, Aria of 
Sorrow is a standout. 



Suggestive Themes 
Mild Violence 

CO, LTO. 2003 
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Wario Ware, Inc.: 
llega lllcrogames 

If you don't have Attention 
Deficit Disorder, you will 

after you play Wario 
Ware. A collection 
of 200 minigames, 

ll'.~!.~::.~~~~1911,~ you have to figure 
out your objective os.22 
and complete it in about a five-second time 
frame. Of course, they're pretty simple 
and include shaking hands with a dog, 
cracking an egg in a frying pan, and 
even ultra-simple versions of Nintendo 

classics. The Legend of Zelda and 
Balloon Fight make appearances, among 
others. It's the ultimate time-waster. 

Advance Wars 2: 
Black Bole Rising 
This sequel doesn't offer much as far as new 
content to the wortd of Advance Wars, but it does 
give some head-scratching strategy for the military 
gamer on the go. Its simple interface and rock, 
scissors, paper-styled gameplay not only makes it 

._ 11J jaaa easy to get hooked, it makes it impossible to not 
06.23 get completely sucked in. From super powers to 

a fleet of units at your command, Advance Wars 2 has all the firepower it 
needs to rocket to the top of the games of 2003. 

W&reraft Ill: Frozen 
Throne 
Frozen Throne is the perfect example of 
what an expansion pack should be. Rather 
than add a handful of new maps and units, 
it genuinely improves on the original game 
in nearly every possible way. Adding more 
RPG elements, a new race, and innovative 
missions, Frozen Throne brings a ton of 
fantastic content to an already-great game. 
If you own WarCraft 111 , Frozen Throne is an 
absolutely essential purchase. 

PC 
07.01 

Star Wars: Knights of the Old 
Republic 

Ba.PC 
07.15 

62 GAME INFOIIIII 

George Lucas may not know the difference 
between his hairy butt and an Ewok anymore, but 
developer Bioware has a firm grasp on what fans 
want from the Star Wars universe. Double-sided 
sabers .. . hot Sith chicks ... the ability to turn to 
the dark side ... it's all here. Knights also features 
extensive character customization, tons of spoken 
dialogue, and some of the most finely developed 
characters in the Star Wars universe. This RPG is 
exactly what Star Wars fans have been waiting for. 

1 Lara Craft 
Video games' leading female becomes enemy number one In the eyes of gamers 
after an embarrassing debut on PlayStatlon 2. Paramount even went so far as to 

blame the game for the poor box office revenues of the second Tomb Raider film. 

2 I-Gage 
The idea of a cell phone/video game system piqued the Interest of the gaming 
nation, but with the lackluster selection of games, no one wants to go near it. To 

date, the most fun that anyone has had with the system was pretending that it was a taco. 

3 GameCuhe's Thlrd-Party Support 
Disappointed with software sales and fearful that the GameCube was sinking, 
third-party publishers began to jump ship. Acclaim, Eldos, and Sega Sports pulled 

all of their support while other publishers canceled key products . 

4 Hare's laability to Delinr 
After being purchased for $375 million, gamers {and Microsoft) had high 
expectations for Rare in 2003. And what did $375 million buy them? Grabbed by 

the Ghoulles ... Rare's worst game to date. 

5 Dnil lay Cry 2 
We're not exactly sure what went wrong with the development of this sequel, but 
perhaps calling the devil a big, fat crybaby wasn't the best idea after all. As far as 

games go, this was easily the most disappointing of the year. 

6 The Half-@$$ Price Drop 
Everyone anticipated that Sony, Nintendo, and Microsoft would drastically lower the 
prices of their consoles at some point in 2003. The rumor was that the PlayStation 

2 and Xbox would drop to $149. Of course, this didn't happen. Nintendo was the only one 
that did the full monty to $99. 

7 Star Wars Rague St(udran 3: Rebel Strike 
Rebel Strike's high levels of suck-a-tude came as quite a surprise, seeing as 
the series has been consistently great throughout the years. The on-foot stages 

appeared to have been designed by monkeys with impaired vision. 

8 Mega Man's 15th Amriversary 
Capcom·s attempt to build excitement around the blue bomber's 15th anniversary 
went over about as well as poop-flavored Skittles. Gamers just didn't show an 

interest in anything bearing this legendary character's name. Capcom also failed to bring a 
truly respectable new Mega Man title to the market. 

9 PluetSide 
This massively multiplayer game started off like a rocket, offering intense battles 
with literally hundreds of people blasting each other to hell and back. Then came 

the patches that gradually degraded the experience into the lump of coal it is now. An 
atrocious expansion pack pretty much guaranteed that no one was going to pay a monthly 
fee for this. 

lo Cauectmty 
Why would gamers want to go online when they can connect their Game Boy 
Advance to their GameCube? Nintendo has done many great things in the past, but 

it's also made some incredibly poor decisions. Thinking that connectivity would take over 
the world is one that will go down for the ages. 



narnco®1-11Ts 
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Splashdown: Rides Gone Wild 
Jet skis are fun, but the real thing can't really 
compete with this great sim. Featuring ever­
changing courses with fantastic elements like 
dinosaurs and spy battles, Rides Gone Wild 
added adventure on top of a perfect physics 

• engine. Throw in a ton of unlockables, some 
great visuals, and a huge variety of play modes, 
and you've got one of the most pleasant 
surprises of the racing genre. 

l'llySIJlia2 
08.05 

lladden IFL 2004 
John Madden: fan, player, coach, commentator, 
turkey eater, video game spokesperson. Has 
this guy lived the life or what? Equally as exalted 
is EA Tiburon's work on this series. With each 
passing installment, the titles continue to 
improve. In Madden NFL 2004, the gameplay is 
tighter than ever, and the options that players 
have at their fingertips are simply unheard of. 
With the debut of Owners mode, you'll find 
yourself negotiating player contracts, determining 
what stadium renovations you should make, and 
even contemplating raising hot dog prices. 

l'llySlma 2, nu. aweue 
08.12 

Virtua Fighter 4: Evolution 
Without a doubt, Virtua Rghter 4: Evolution is 
the best fighting game of 2003. Featuring new 
brawlers, crystal clear graphics, and super 
smooth animation, it serves up the most 
balanced and challenging fighting game the world 
has ever seen. Add in an absolutely ingenious 
single player experience that sends the player on 
a tour of the world's best virtual arcades (where 
you must punch, kick, and combo your way to the 

._ ______ _, top), and this choice is easy. Evolution is fighting 

l'llySlma2 
08.12 

Zen at its finest. 

Yep, that's right, it's 
based on Tron, and 
it's actually good. 
A sequel to the 
movie that nearly 
bankrupted Disney, 
Tron 2.0 is better 

looking and more fun than the film, and hands­
down has a better plot. The virtual-world setting 
looks great, and is used so wisely that Tron 2.0 
stands as easily one of the smartest shooters 
ever. The clever references are endless, making 
this the perfect game for the computer literate. 
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08.22 

THE TOP 10 PUBLISHERS OF 2003 

1 Electronic Arts 
With a library of properties that reads like a who's who in this Industry, Electronic 
Arts is easily the most powerful player in the video game industry today. From 

Madden to Harry Potter, EA sells well over a billion dollars in games ewry year. 

2 Ullisaft 
If you had asked us a year ago whether we thought Ublsoft would be number two 
on this list, we would hll'le laughed in your face. Kudos to Ublsoft for publishing 

some amazing product this year. Notables include the Tom Clancy library and Prince of 
Persia: The Sands of Time. 

3 lintenda 
Nintendo slipped a little this past year with a lack of quantity, not quality for the 
GameCube. However, It did deliver perhaps the best year yet for the Game Boy 

Advance with a monster line-up that Included Final Fantasy Tactics Advance and Super 
Mario Advance 4: Super Marlo 3. 

4 Ractstar 
From Max Payne 2 to Manhunt, Rockstar showed the world once again that being 
cool and controversial sells product, and that nobody does cool and controwrslal 

better than Rockstar. Throw In the Grand Theft Auto double pack and we call It a year to 
remember. 

5 Sany C1mputer Entertaiwnt 
SCEA managed to keep a steady stream of games coming to the PlayStation 2 all 
year long with titles like Amplitude, War of the Monsters, Dark Cloud 2, Downhill 

Domination, Primal, SOCOM 11: U.S. Navy SEALs, Arc the Lad: Twilight of Spirits, Jak II, and 
Ratchet & Clank: Going Commando. Not ewry game was great (and Its sports games still 
need work), but almost ewry title was solid. 

6 Micnsaft 
Microsoft failed to bring the masses Halo 2 this year, but it did manage to bring out 
its most impressive lineup of titles yet with Crimson Skies: High Road To Rewnge 

and Project Gotham Racing 2 for the Xbox, and Rise of Nations and Halo for PC. 

7 Tec111 
Tecmo doesn't do many games, but it does them well. Tecmo tickled our fancy with 
Dead or Aliw: Xtreme Beach Volleyball, scared our pants off with Fatal Frame 2: 

Crimson Butterfly, and boggled our minds with Ninja Gaiden. 

8 Actmsin 
2003 wasn·t Its strongest year, but Activision did manage to produce some hits. 
Call of Duty, Return to Castle Wolfenstein: Tides of War, Tony Hawk's Underground, 

and Tenchu: Wrath of Heaven top an owrall impressiw list. 

9 S.meElil 
Square didn't ha11e many titles this year, but it did take the Final Fantasy universe 
into new territory. Final Fantasy X-2 marks Its first sequel in the series, and Final 

Fantasy XI is Its first massi11ely multiplayer online game. 

lo LacasArts E1tertaiue1t 
When you can slap Star wars on a game and sell millions of copies, it makes it 
easy to take chances. And this year, LucasArts most certainly did that. While it had 

Its fair share of losers (RTX Red Rock), it also had some surprise winners with titles like 
Gladius and Armed and Dangerous. 







l'llyStatiu 2 
08.26 

Disgaea: Hour of 
Darkness 
A fantastically quirky little 
game, Disgaea actually puts 
you in the role of the bad guy: 
As Prince Laharl, you must 
battle demons like yourself 
for control of the Netherworld. 
This strategy/ RPG offers a 
few more twists as well. For 

example, to level up an item you must first 
complete a randomly generated dungeon inside 
of it. It's also downright hilarious, offering both 
compelling gameplay and laughs. 

BSPI IFL 
Football 
With Madden sticking to its 
guns year in and year out, 
the passionate underdogs at 
Visual Concepts have gone out 
of their way to reinvent video 
game football, and at long last, 

PlayStatiu 
2
, nu upstage the king. The innovative 09

•
03 

and highly entertaining first-
person view, range of unlockables in the Crib, and 
explosive gameplay elevate ESPN NFL Football to 
the top. Moreover, the title has finally used the 
ESPN license to its advantage, with presentation 
that is second to none. 
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Soul Calibur II 
Not content to simply release 
a solid, great-looking weapons­
based fighter, Namco went 
one better and gave all 
three consoles an exclusive 
character. With Link on 
GameCube, Spawn on Xbox, 

l'llyStatiu 2, nu. and Heihachi on PS2; not 
eweue to mention a host of others, 

: 08.26 there is a character to satisfy 
: all types of gamers. Also featuring several play 
: modes including Weapons Master, Soul Calibur 
: II is easily one of the year's top fighters. 

Final FantasJ 
Tactics Advance 
If there are two great 
tastes that taste great 
together, it's the Final 
Fantasy franchise and 
tactical RPGs. The formula 
has only been done before 
on PSone, but gamers who 
were anxiously awaiting its 
return never could have 
guessed it would find its 
new home on Game Boy 

Advance and 
be this good. 
With over 300 
missions, 
minigames, 
and a host of 
other tactical 

-~~,- r:r, goodies, we 
l&I couldn't help 

._ a.y but put this one 
u,.. at the top of 
09.09 our list. 

Homeworld 2 
Recent sci-ti has been 
disappointing, hasn't it? 
This title is the cure for your 
outer-space blues. A real-time 
strategy game, Homeworld 
2 features enough frenzied 
dogfighting to put the Star 

PC Wars prequels to (more) 
09.16 shame. The graphics are 

absolutely beautiful and 
the sounds of ship-to-ship warfare are just 
as impressive. The steep learning curve may 
frighten away more casual gamers, but for RTS 
fans, this is as good as it gets. 
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-· Tiger Woods Pal Tour 2004 
Very few games can make people enthusiastically 
jump up and down over a new pair of socks that 
they just unlocked for their golfer. More bizarre 
yet, whenever you see a new moon, you'll think 
of Tiger Woods. Simply put, this game makes 
people weird ... but in a very good and socially 
acceptable way. It's easily the best golf game 

PllySlatia2, Du,&weue 
09.22 

that money can buy. The swing mechanic is 
designed perfectly, and the variety in courses and 
challenges translate into a title that you could 
conceivably play forever. 

IRL 2004 
Redesigned from the ice up, NHL 2004 makes 
numerous strides forward not only for the series, 
but for video game hockey as a whole. The new 
control schematic allows you to grasp every 
aspect of the sport. It's also nice to see that 
goalies will drop their gloves and fight. NHL 2004 
also embodies the front office depth of the new 
Madden, with skill upgrades and ticket pricing. 
This series has been faltering over the years, but F.ll 
EA really got its act together with this release. J#I 

Viewtiful Joe 
Viewtiful Joe is one 
of those rare games 
that captured a simple, 
old-school vibe while 
bringing something 
completely new to the 
table. With its funky, cel­
shaded, comic-inspired 
visuals, Viewtiful Joe is one 
of the most impressive-

BaaeCue looking titles ever. 
10.01 Period. But the super-

n.,llllilt,Da,-C.. 
09.23 

powered game mechanics are just as astounding. The abilities to 
slow time, speed it up, and zoom in on the action blow out the simple 
beat-em-up formula, and the result is an instant classic. 

Jak II 
Platformers have grown pretty stale and 
derivative over the last few years, which is why 
Jak II was such a breath of fresh air. Eschewing 
the collection of scattered items, Jak II focused 
on a GTA Ill-styled open design, mature themes, 
minigames, and a well-<leveloped plot. Of course, 
the controls are spot-on and the graphics are 
simply astounding. In a genre that has idled for 
years, Jak II is a giant leap forward. 
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THE TOP 10 VILLAINS OF 2003 

1 Faml (lario & Ltigi: Superstar Saga) 
There are many more villainous villains on this 
list, but Fawful tops them all for pure, nonsensical 

quoteability (which we realize may or may not be an actual 
word). Some of his most evil moments are prefaced with 
"I HAVE FURY!" Who else could 5<1/ that? 

2 The Director (Manhunt) 
We dare you to find a more evil human being than 
this patriarch of detestable behavior. Besides 

setting up games of death for his amusement and his 
re1101ting encouragement, the guy will make you feel 
dirtier than a dive into one of McDonald's grease traps. 

3 Lard Malak (Star Wars: Knights of the 
Old Republic) 

With as much hype as this Sith Lord gets through your 
entire Jedi adventure, you'll still be surprised when face 
to face wiith the baddie. Between global atrocities and 
the sport of massacring a family or two, Lord Malak is 
pure, Force-wielding evil. 

4 Sledgehammer (Clock Tower 3) 
This may be the first of the serial killers you 
meet in Clock Tower 3, but in our opinion, he's 

the best. We mean worst. We mean most evil, not best 
as in "good,· but best as in ·most excels at being vile, 
disgusting, terrifying, and menacing." You're not going 
to argue wiith a man that bludgeons a six year-old girt to 
death, are you? 

5 Gary Colemaa (Postal 2) 
Some would argue that his rea~life altercations 
should get him on this list as is, but we're going 

to take the pixellated route and nominate his bad self as 
seen in Running With Scissor' s gross-out festival, Postal 
2. He's diminutive in stature, but big in weaponry. 

6 Claudia (Sileat Hill 3) 
Everything that this weird cult~eader pain-in­
Heather's-butt said was laced wiith double 

meanings - and we're reasonably certain that neither 
interpretation was a warm holiday wish for our heroine. 
Her final act in the game is so psychotic and evil that we 
get queasy just remembering it. 

7 AI■u (Xeusaga Episode 1: Der Wille 
m Mackt) 

Evil geniuses are often found in the wortd of long-playing 
RPGs, but Albedo really made an impression in the first 
Xenosaga episode. Human or machine, it's not for us to 
S,1/- we just know that this guy is bad ass. 

8 ~~JI~ ~!La, but has the legs of a sickly 
little British boy trapped within a walled garden. 

Who wouldn't develop an inferiority complex with a 
physique like that? Surely, he cries himself to sleep every 
night just to wake up and be an evil barkeep the next day. 

9 Charlie Jolson (The Getaway) 
Hiding behind an air of classy superiority, Chartie 
is really just a bastard. The guy kidnaps your kid, 

kills your wife, and he's your boss. Saying that this man 
is unholy in his sick evil would be near the top of our 
proposed Top 10 list, "Understatements of the Century." 

10 ~.!~~:!L entirely his fault, but 
by the time you meet him, Piggsy is one truly 

screwed up individual. Besides being a bloodied, rotund, 
naked man, the guy wields a chainsaw with sick glee and 
has taken to literally sniffing out opponents. 
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MAX PAYN£~ 
THE FAl.l I F 1111 PAYNE 

uu••-

llu Payne 2: The Fall of 
llu Payne 
Few games offer up an almost movie-quality 
experience like the award-winning Max Payne 
franchise, and The Fall of Max Payne certainly 
doesn't disappoint. Following a twisted and dark 
tale of deceit inspired by the film noir aesthetic that 
Max Payne personifies, the player finds himself lost 
in a world where only firepower and wise use of the 
Matrix~nspired bullet time can save you. 

PC, Du,PllySIJtiu2 
10.15 

Crimson Sides: High Road 
to Revenge 
The alternate 1930s setting of this title should 
clue you in right away that this isn't exactly a 
realistic flight sim. It is, however, one hell of a 
good time. The arcade-style action is noMtop, 
and missions offer a ton of variety. As much fun 
as the campaign is, Xbox Live is where it's at. 
Coordinating attacks with your wingmen via voice 
chat is so simple that it makes shooting down 
enemy fighters simply a dream. Sigh. Old-fashioned 
dogfighting; one of the finest things in life. 

SSl3 
Free-roaming 
environments are 
the new hotness in 
games, and few titles 
exemplified this like 
SSX 3. EA's killer app 
puts the entire mountain 
at your fingertips, which 
adds more play options than 

na 
10.21 

___;;;;.__..:.:.:;:.., ever before. Board down the mountain to certain 

PIIJSlatiu 2, nu, emeue events, take helicopters to races, or simply trick 
10.21 your way down the hill just for fun. Few other titles 

offer so many ways to get your groove on, and the killer graphics and 
excellent soundtrack only add to the enjoyment. 

Super Ilario Advanee 4: 
Super Ilario Bros. 3 
It took forever, but in 2003 Nintendo finally gave 
the Game Boy Advance faithful the Super Mario 
loving we had all been begging for. Without a 
doubt, Super Mario Bros. 3 is the best Mario 
game of the 8-bit generation, and this edition 
recreates it perfectly in a handheld package. Im lly £naa 

Never-before-seen bonus levels can also be 10.21 

opened with special edition e-Reader cards. Unfortunately, you need an 
e-Reader and two GBAs to unlock these delicious extras. 
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1 EA Cwda 
It's not a question of what EA Canada did, it's what didn't it do. NHL 2004, Need 
For Speed: Underground, SSX 3, NBA Street Vol. 2, Def Jam Vendetta, RFA 2004, 

MVP Baseball 2003, NBA Live 2004, and NCAA March Madness 2004 Is an Impressive 

list for any publisher, much less a single dewloper. 

2 Umutlotreal 
This dewlopment house made a name for itself with Splinter Cell, and in 2003 
it cemented its place In the history books with a spectacular year. Sure it's 

responsible for Batman: Rise of Sin Tzu, but it also did Rainbow Six 3: Raven Shield (PC), 

Rainbow Six 3 (Xbox), Prince of Persia: The Sands of Time (all platforms), and Splinter Cell 

(GBA). 

3 BiaWare C1rp. 
The third of the three Canadian development houses on this list, BioWare Corp. 
just has that magic touch. Sure, you can knock BioWare for taking its own sweet 

time on products, but rarely does it miss. Star Wars: Knights Of The Old Republic will 

forever ch~e the way people view console RPGs. 

4 luis 
Maxis is sim-ply incredible. How this company puts out so many games in one year 
we have no idea, especially since they are all Sim related. From Sim City 4 to a 

gaggle of The Sims products, Maxis had us destroying cities and laughing at ourselves as 

we had little computer people sitting in hot tubs. The company, of course, was laughing all 

the way to the bank. 

5 Vinal Coacepts 
We can't help but hear Vizzini's voice from The Princess Bride exclaim, 
"Inconceivable!" every time we think about the fact that VC is basically taking EA 

Sports head-On, and - at least on the dewlopment side -winning. Visual Concepts hasn't 

stolen the sales throne yet, but you can't help admiring its gumption. 

6 liltew 
What can we say about Nintendo's dewlopment studio that hasn't been said? 
Everyone thought that The Wind Waker was too childish. Wrong. Mario Kart: Double 

Dash was going to stink. Wrong again. Miyamoto and his crew of superfreaks always 

deliver, and that's why his teams will always make this list. 

7 (tie) laqhty Oog/Insamniac Games 
We called this one a tie since both dewlopers were so impressive and their two 
titles share similar source code (among many other things). The best thing about 

these two studios is that they both took their titles in completely different directions, and 

still delivered amazing product. We like to call them Sony's ·one-two punch.• 

8 lltellilut Systw 
Over the years, Intelligent Systems has dewloped some of Nintendo's most 
ingenious product, and 2003 was no exception. Not only did it create Nintendo 

Puzzle Collection for GameCube, but it also brought us Advance Wars 2: Black Hole Rising 

and Fire Emblem for Game Boy Advance. 

9 Blimnl E1tertaiuell 
You can't have a dewloper list without Blizzard. It's just the rules. The dewloper 
lost some key members this year, but still managed to deliver WarCraft 111: Frozen 

Throne and enough screenshots to convince us that Worlds of WarCraft and StarCraft: 

Ghost are going to rule next year. 

lo RICbtar Id 
With Manhunt, the development house that brought us Grand Theft Auto showed 
that it wasn't just a one trick pony. Plus, it managed to introduce some improved 

versions of Grand Theft Auto to PC and Xbox. 

•...;:¼ 
~ 



~~~- ESPI DA 
Basketball 
Essentially two games for the 
price of one, Visual Concepts 
has once again outdone itself 
with this year's basketball. 
Whether you're taking it to 

PlayStatiu 2, Du the streets in the inventive 
10_21 24/7 mode or working your 

way through the complete NBA 
season, this game delivers the goods better 
than any other hoops title. You'll even find 
yourself marveling at the level of detail that went 
into Latrell Sprewell's cornrows. 

Much like its PS2 counterpart 
S0C0M 11, this is a squad­
based shooter that really 
shines online, only it's far 
prettier. Xbox Live players 
will swoon over the large 
number of online game types 

nu and fast and furious combat. 
10.2s It's certain to immediately 

become one of the top Live 
games, but the amazing lighting, solid voice 
command, and gritty realism makes for a great 
single-player experience as well. 

Top Spin 
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GLADJU5 A gladiatorial strategy title from 
LucasArts may seem like a 
strange choice for one of the 
best games of the year, but 
Gladius absolutely charmed 
us with its engaging combat, 
intelligent story, and massive 
quests. The meter-based 
combat makes for the most 
involving battles in the genre, 

and the sheer amount of stuff crammed into 
this title is staggering. You could play Gladius for 
200 hours and still not see all there is to see. 

Tony Hawk's 
Underground 
Never happy with a status 
quo sequel, Neversoft kicked 
it up a notch in 2003 with 
Underground. While all three 
versions feature pinpoint 

l'llySlma 2, nu. skating, park and trick creation 
&..CU. modes, only the PlayStation 

. 10.2s 2 version allows players to 
: take the experience online. Here you can also 
: trade parks, player-made goals, and even send a 
: digital picture of yourself to Neversoft so you can 
: put yourself in the game. Grind-a-licious. 

Microsoft went big with its latest sports franchise, Top Spin. With impressive online 
play, a DNA-based character creation process, and a host of other innovations, 
Top Spin took the game of tennis to new heights. You may tempt fate when you 
unleash a risk shot deep behind the baseline, but there was absolutely no chance 
this wasn't making our list of Top 50. Plus, this title features the lovely and not-so­
talented Anna Kournikova on the cover, so gamers can grunt at home just like they 
do on TV! 

Call of Duty 

Du 
10.28 

The PC market is full of fantastic first­
person shooters, so when a game like 
Call of Duty stands tall among giants, 

you can't help but take notice. 
What makes Call of Duty so 
amazing is its suspension of 
disbelief. You feel like you are 
smack dab in the middle of 
World War II experiencing gun 
and tank battles with Germany ­
all in a glorious first-person view. 
If the singl~layer game isn't 

re enough to induce shell shock, 
10_29 Call of Duty's multiplayer modes 

most certainly will. 
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Fin Emblem 
This series has been alive and well in Japan for 
many moons, but hasn't come Stateside until the 
release of this highly addictive GBA title. Created 
by the same studio that brought us Advance 
Wars, Fire Emblem revels in turn-based strategy 
and forces players to put on their thinking caps. 
It has more character than Advance Wars and 

Bw ~o~ prompts you to make difficult decisions. When a 
• soldier dies, they won't return. Do you restart, or 

press forward and hope that the loss won't affect the remainder of your 
quest? What do you do? 

S0C0ll 11: U.S. lav, SW.S 
The sequel to the number one PlayStation 

2 online game of all time came through 
with more maps, better graphics, 

improved voice commands, and 
smarter Al. It may not have been 
a huge evolution over the first 
release, but the original SOCOM 
needed little improvement. 

However, one important aspect 
has been tightened up: 
SOCOM II has filters in place 
which make it much harder 
to cheat online. Woohoo! 

Prince of Persia: 
The Sands of Time 
Featuring perhaps the most 
stunning animation of any game 
this year, Prince of Persia: 
The Sands of nme offers up 
an adventure like few others. 
Armed with time control, an 
arsenal of acrobatic moves, 
and his trusty sword, the 
Prince must tum back 

l'IIJSIJtiu 2' nu. GwCoe, PC the tides of doom and 
11.07 

save humanity from 
a fate that only he can stop. Action titles don't 
get much better than this. 

Ratchet & Clank: 
Going Commando 
Developer Insomniac Games didn't just tum up 
the heat in this 2003 sequel - it burned a hole 
right through your PlayStation 2. With blistering 
gunplay and a unique RPG-like experience system 
for guns and player alike, Going Commando 
delivers one of the most compelling action 
experiences of this or any year. Even if you 
manage to beat this game once, the Challenge 
mode that follows makes it worth another run. 
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Batman: Dark Tomorrow 1 Spending an eternity trapped with Arnold Schwarzenegger pretending to be Mr. 

Freeze would be less painful than playing Dark Tomorrow. We're not exactly sure 

what happened during the development of this title, but we have a sneaking suspicion that 

Joel Schumacher was somehow involved. 

2 Drake of the 99 Dragons 
Can you hear that? That's the sound of people laughing hysterically at this game's 

awful name, horribly designed characters, and revolting gameplay. Assuredly, there 

are funnier things in life, but not many. 

3 Charlie's Angels 
Featuring a skil~acquisition system that just barely surpasses the ice age in speed 

and excitement; Cameron Diaz, Lucy Liu, and Drew Barrymore make the game all 

the better, right? Sure, if you can tell which is freakin' which. 

4 Aquaman: Battle for Atlantis 
Who's a cooler comic character than Aquaman? Everyone. Why TDK invested in 

this license goes beyond man's comprehension. The fact that the company decided 

to release the product is even more mystifying. 

5 Grooverider: Slot Car Thunder 
Did you ever wish that you could play a racing game that didn't have all that pesky 

steering? Well, then Grooverider is the game for you. Based on children's slot car 

sets, this game proved to be as enjoyable as sitting on a Lincoln Log. 

6 Masters of the Universe: He-Man Power of Grayskull 
Even Stinkor would think that this game stinks. Just spending a few seconds with 

this miserable title is like getting double-teamed by Ram-Man and Fisto. Even 

obscure characters like Clamp Champ and Mantenna wouldn't show their faces in this game. 

7 Robocop 
The cybernetic stud of the '80s was more than a little rusty in his Xbox debut. Who 

would have thought that something with the Robocop name on it would suck? The 

premise of battling gigantic, animation-less rats in the sewers definitely falls in line with 

this license, but does little more than compel gamers to strangle themselves with their 

controller cords. 

8 Dinotopia: The Sunstone Odyssey 
This game's repetitive, one-button controls and linear quests make you feel like 
you are trapped in a tar pit, dying a slow march to extinction. Worse yet is the fact 

that the main characters had Scottish accents thicker than the hair on Sean Connery's 

legs. We'd rather risk a look under his kilt than pick this game up again. 

9 Butt Ugly Martians: Zoom or Doom 
We know that this is supposed to be a kid's title, but even kids can understand the 

concepts of speed and direction, and this game assumes they can't. Even with the 

popular cartoon license, there isn't a single person in the world who will feel anything but 

pain while participating in this miserable excuse for a racer. 

lo Jnstice League: Chronicles 
Not since the Wonder Twins has something brought so much shame to DC's 

mightiest heroes. If Batman and Robin announced that they were a couple and The 

Flash started wearing nothing more than a loose-fitting raincoat, it still wouldn't hurt comic 

book fans as much as this pile of slop. It's a good thing they all have secret identities, 

because the Justice League will want to go into hiding after this one. 



Beyond Good 
& Evil 
While government conspiracies 
and unwelcome alien invasions 
have always been fodder for 
video game plots, Ubisoft's 
Beyond Good & Evil sucks in 

PlaySlatiu 2, nu. players like a super-Hoover. 
eweue, PC Featuring the stunning and 

11.11 unique Hyllis landscape, BG&E 
has you snapping pictures of wildlife, infiltrating 
secret government strongholds, and combating 
the invading alien horde. It's certainly strange; 
but this game captivates players like few others 
with an intriguing story, complex characters, and 
breathtaking environments. 

Du 
11.18 

Project Gotham 
Racing 2 
The Xbox's best racer is now 
even better, thanks to the 
addition of Xbox Live support. 
But that ain't all that's keeping 
this one at the front of the 
pack; the pacing is perfect, 
the Kudos system is addictive, 
and it looks damn fine. If that 

wasn't enough, the hidden minigame "Geometry 
Wars," an old-school Asteriods-like shooter, 
can command hours of your life on its own. 
Seriously, it rocks. Oh, and the racing is fun, too. 
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DwCue 
11.17 

Ilario Kart: 
Double Dash!! 
Nintendo's magic touch 
never ceases to amaze. Just 
when you think it couldn't do 
anything more with the Mario 
Kart franchise, it throws a 
second player on the kart and 
introduces a ton of strategies, 
as well as a heaping helping 

of multiplayer fun. Mix and match a wide-variety 
of Nintendo superstars to create the perfect kart 
racing team, and then challenge your friends to a 
16-player LAN party. Behind Zelda, Double Dash 
is easily one of the must-have GameCube titles 
of 2003. 

] Final Fantasy X-2 
. Cyndi Lauper taught us that 

ww~UWl'.51 girls just want to have fun, and 
in Final Fantasy X-2 we get to 
see it in action. As the first 
true sequel in Square Enix's 
history, X-2 follows the trials 
and tribulations of Yuna, Rikku, 

PlaySlatiu 2 and Paine as they finish off 
11.1s the storyline started in Final 

Fantasy X. The title offers a 
slew of new gameplay devices, but none as 
eye-popping as the new Garment system, which 
mesmerizes gamers with a twirling fashion show 
each time one of the girls changes jobs during 
battle. If that's not Game of the Year material we 
don't know what is. 

Mario & Luigi: 
Supentar Saga 

Mario and Luigi 
co-headline this 
RPG that's 

easily their 
strangest, silliest 

adventure ever. Combining 11m 11y £nllll 
the best of classic Mario ti.IS 

adventures and traditional 
role-playing games, this strange brew 

results in an irresistibly addictive 
title. Featuring some of the best 
graphics on the GBA and some 
of the strangest humor you've 
ever heard, Superstar Saga 

should appeal to gamers of all 
ages. It really is a worthy addition to 

the Mario family. 
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llanbunt 
Creating a whirlwind of controversy is nothing new for 
the team behind Grand Theft Auto. Delivering content 
that makes gamers nauseous is. In this highly disturbing 
title, players are cast into the dark world of snuff films 
and are forced to perform executions for the mysterious 
"Director's" amusement. Not only is it one of the 
scariest games of the year, it's also one of the best 
playing. With amazing controls, intense moments, and 
razor-sharp enemy Al, Manhunt combines the finest of 
gaming with the worst of humanity. 

PllySt1ti11 2 
11.18 

leed For Speed: Underground 
If you're attracted to illegal street racing but are afraid of 
the cops, this is the title for you. Featuring all the thrills 
of underground racing without the fear of incarceration, 
Need For Speed fires on all cylinders. The graphics are 
amazing, races offer a lot of variety, and tricking out your 
ride is nearly as much fun as hitting the streets. Overall, 

..,.,. __ Underground is one high-performance package. 
l'llySlatill 2, nu 

&..CU., PC 
11.18 

Deus Bl: Invisible War 
Set in a dark, forbidding future (picture Dark Angel, only 
not sucky), Invisible War offers multiple paths through 
its twisting, complex story. This thinking person 's 
shooter offers up a different experience every time you 
step into its beautifully shadowed world. Will you sneak 
through the darkness or utilize the biomod that lets you 
control machines? The choice is up to you. 

PC,Du 
12.02 

Fatal Frame 2: Crimson Butterfly 
Fatal Frame 2 is The Exorcist of video games: timeless, 
deliberately paced, and undeniably horrifying. Like 
few other titles before it, Crimson Butterfly masters 
oppressive gloom through brilliant use of shadows, 
ambient noise, and a grotesque plot. Although its 
unusual setting and protagonists place it firmly in 

PllyStatia2 
12.10 

a niche market, seldom have horror titles been this 
genuinely frightening. It's the most fun you can have 
being scared. 

The Sims: Bustin' Out 
With two completely different games released in the 
course of 2003, Maxis' long running PC series has 
quickly become one of the hottest console properties 
as well. The original entry stuck to the basics. In Bustin' 
Out, wackiness is the name of the game. You may find 
yourself bunking up with a vampire, towel-snapping your 
loved one in the rear, or traveling down the block on your 
scooter to the Love Shack. It's the only game where you 
can lose your life in ... well ... your life. 
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THE TOP 10 BIGGEST DORKS OF 2003 

1 CIOper (GraUed by the Ghonlies) 
There were a lot of sub-par main characters this 
year, but the absolute top loser of the bunch has 

got to be Cooper. A sweater-wearing wimp on a quest 
to save his equally obnoxious girlfriend, Cooper only 
displays personality through screaming and quaking with 
fear. Sure, it's a kid's game, but Is Ash from Pok6mon 
such a wimp? Compared to Cooper, he's Rambo. 

2 lick Kang (True Crime: Streem of LA) 
If It wasn't for Cooper, Nick here would be a 
shoe In for number one. A sexist pile of cop 

clicMs, Kang sports the prerequisite •bad attitude" and 
constantly spouts lame catch phrases that were old 10 
years ago. A cop who plays by his own rules? Never seen 
that before. He puts the ·tool" In the phrase, ·Man, is 
that guy a tooll' 

3 ~;}!!i~~l:~~~!:a ~~~! weren't 
enough, our boy EZ sports a stylish prosthetic 

arm and a monocle. Yup, a monocle. Every good action 
hero needs one of those . 

4 Jenn (Alter Echo) 
So, you can change shape? Hey, that's great. 
Why don't you change Into someone cool? 

5 Carth Onasi (Star Wars: Knights of the 
Old Republic) 

So get this: earth puts on a tough exterior, but he's 
really moody and always wants to talk about his feelings. 
We have a feeling that earth Is, how shall we put this? 
He seems a little ... secretly ... um ... Spanish. 

6 (tie) Rosh/ Eric (Star Wars: Jedi 
Academy/Tony Hawk's Underground) 

These two get lumped together because they're exactly 
the same person: a whiny, useless sidekick who 
constantly gets into trouble and needs your help. Much 
like Canada. 

7 Zill (Legend of Zelda: The Wind Waker) 
Somebody must have thought it would be 
adorable to Include In this game a kid who 

constantly has the world's largest booger hanging from 
his nose. Whoever you are, thank you. Nothing is more 
pleasant than being forced to stare at a giant ce~shaded 
nostril-dangler. Really, thanks again. 

8 Cabe (Roadkill) 
Anybody who looks like he got his hair from The 
Prodigy's 'Rrestarter' video simply cannot be 

taken seriously. 

9 Jilli Couers (Rope Ops) 
We think she's supposed to be sexy, but giant, 
swollen heads just don't do anything for us. We're 

all for hot female spies, but Nikki seems far better suited 
to driving a Kia minivan full of kids to soccer practice 
and then heading to the grocery store to pick up some 
broccoli and gin. 

lo Will Rack 
With a name like WIii Rock, you could declare 
world peace, invent a happiness pill, write the 

world's bitchenest rock song, discover time travel, Invent 
a fat-free brownie that doesn't disappoint in the flavor 
department - and you'd still be a loser. 
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IMAGINE THAT YOUR ENTIRE I-IFS HAS eeew oeSTROYeD. eveRYONe AAl7 

EVERYTHING YOU CARSO ABOUT IS GONE. YOU HAVE NOTHING L.eFT. THEN, owe 

1-0~el-Y NIGHT, A MYSTERIOUS STRAAGeR APPEARS WITH A SIMPl-e ATTACHE. 

He IWTROOUCSS HIMSel-F AS AGENT GRAVES AAl7 OPENS THe CASS. INSIDE IS 

A PICTURE OF A MAA, owe THAT YOU 170 NOT RECOGNIZE, BUT ACCORDING TO 

GRAVES, He IS RSSPONSl6L.e FOR YOUR 1-0SS; He IS THe SOURCE OF Al-I- YOUR 

PAIW. 170CUMSNTS INCI-Ul7Sl7 WITH THE PICTURE OFFER INCONTROVSRT16L.e 

PROOF OF WHAT He SAYS. Al-SO INCI-Ul7el7 IN THe CASS ARE A GUN AAl7 

100 0UI-L.eTS. eveRY ROUWl7 IS COMPL.eTel-Y UNTRACeA6L.e - WHATEVER 

YOU 170 WITH IT, YOU Wll-l- NOT ee CAUGHT. WHAT WOUl-17 YOU DO? 

■ POIIMAT PIAYSTATION 2/XBOX ■ STYLI l ·PIAYER ACTION ■ PUBLISNIR ACCIAIM ■ DIVILOPIR ACCIAIM ■ ULIASI OCTOBER 200-4 
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PLAYSTATION 2 UNL/MITEO ENABLEO 

NIGHTSHADE 
BEAT DOWN UNLIMITED HELLSPAWN 
We offered a first look at this Shinobi sidequest 
in our November issue. Since then, a few details have been 
finalized, but much is still left to be revealed. 

We do know that the main character's name is Hibana and 
she shares a universe with last year's ninja du jour, Shinobi. 
Although their plotlines will not intersect with this release, 
both tales take place in the same world. Nightshade is 
set one year after the ending of Shinobi and offers a more 
juiced-up version of that title's gameplay. 

Developer Overworks is, at least in part, looking at this 
game as a way to improve on the concepts that it played with 
earlier. Hibana will have more dynamic and action-packed 
aerial combat options. In addition, the vixen will be able to 
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unleash a number of tates (finishing moves) limited only by 
how many of the hel~spawned creatures are available in her 
urban landscape. Based on what we've seen so far, it looks 
like Hibana's wrath will be impressive and bloody indeed. 

Nightshade is also offering some very nice color-trails 
highlighting the ninja's moves (perhaps to make up for the 
loss of Shinobi's scarf -which we named as the Best New 
Character of 2002) and a combination of demon types and 
machinery for her to parry with. This is all very good news for 
ninja fans, and since the title will show up Stateside in early 
February, we'll soon know for sure what's up with this white­
leather-i:lad ninja. 



HIBANA TAKES PS2 
USERS TO FINISHING SCHOOL 
Starting with the screenshot at rlg)rt, read the rest like a book to see one of Hlbana's 
finishing moves. The first few shots start the sequence against four foes. Once It is 
executed, she proceeds to chop enemies to bits - ending In a dramatic pool of blood. 
Obviously, this game Isn't Intended for the kids. To see the exclusive video of this 
Impressive move In action, go to the Unlimited section of Game lnfonner Online to 
check It out. 
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NFL STREET 
ANY GIVEN FUNDAY 
Someone should have thoughtofthis 
sooner. NR. players with a whole new gameplay attitude. Wait a 
minute, someone did, and it was called NR. Blitz from Midway. 
Howewr, EA Big' s latest offerir'4l isn't just a clone of the rougti. 
and-tumble arcade football you grew tired of years ago. "Blitz 
doesn't always seem to maintain its connection with being 
a football game,· says NR. Street producer Tom Goedde. "It 
seems very interested in doing wrestling moves." Instead, NFL 
Madden developer EA Tiburon has found a great way to throw 
some personality into both the players and the game itself, 
away from a few after-the-whistle body slams. 

The structure of Street revolves around the NR. Challenge 
mode. Here you systematically play every team in each division 
in succession. It's a ladder format, so if you lose a game, you 
have to start over at the bottom. Each division has its own loca­
tion. The NFC East, for instance, resides in The Pit This arena 
has its own environmental obstacles to avoid, such as barrels 
littering the field. What's harder is that each team in the divi­
sion has a "boss' at the end of the line made up of an al~star 
selection of players from the squads you just beat. In our 
handS-Oll time with the title, we found that this really brought 
out our best game, as the stakes and pressure increased with 
each team we played on that division's ladder. It gets even 
more personal when you take on the mode's challenges, which 
ask you to score first or perform certain moves, for instance. 

The culmination of these tasks is yo 
on the field. It's not just about scoring JIU o 
about doif'€ it in style. You can add flif: to )lllt llilit 
move you make. Strif'€ enough moves togelhel.and 
points that both inch you towards beirg able to use a seal 
tipping GameBreaker during play, as well as money for stat 
bumps on your created team, better equipment, and even the 
purchasing of players off of other teams. Throw in unlockable 
NFL legends such as The Fridge, Lawrence Taylor, and Barry 
Sanders, and you've got a game that has more personality 
than Blitz ever did. Goedde told us about the best testament 
he's ever received on NR. Street's gameplay. "Ray Lewis said 
it best,• he explained. "[Lewis said] 'This feels like I played 
when I was a kid,· and we're like, 'What are you talking about? 
You're tackling into walls and doing all these crazy tricks and all 
thal' He says, 'Yeah, but, when you're a kid, that's kind of how 
you perceive yourself. We might not have looked like it, but this 
is what it was in our minds.'" 

NR. Street has been in the making for over two years, and 
the development team even contains some of the guys who've 
wor1<ed on Midway's Blitz series. From this, EA Tiburon looks to 
have melded its experience with simbased Madden NR., and 
really captured the essence of what makes the sport fun away 
from the Xs and Os. 
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XBOX I PC "a UNLIMITED ENABLED 

ADVENT RISING 
FROM OUT OF THE BLUE 

Earlier this year, Gane Informer was the first 
to bring details on Advent to the wor1d. Prior to our sit-down 
session with the team at Glyphx, all we knew about the title 
was that it was a science fiction action game that they were 
making in partnership with legeooa,,y author Orson Scott 
Ca-d. Needless to sa;, after our mee~ we came out quite 
impressed. After our artide was published, many other people 
in the game industry were equally intrigued by Glyphx's ambi­
tious plans for the game. 

For Glyphx lead designer Donald Mustard, the praise has 
been gratifying. "I mean it's one thing to sit around and write, 
draw, and design v.nat you and your kid brother think is the 
coolest thing ever, • corrvnents Mustard. "It's quite another 
thir-€ to have so many other people agree. Between the 
media, other developers, and those that know games best, 
the amount of support and positive feedback we've received 
so far on the game has been amazir-€, • 

Keep in mind, our previous enthusiasm was based on 
little more than a tech demo and some awesome screens. 
It was still an open question as to whether the team would 
be able to pull off their ambitious plans. Mustard, for one, 
appears confident that they will be successful. "It's been 
seven months since [we last spoke],· he promised, "and it's 
awesome to be able to report that all of that really cool stuff 
we spoke about is OOH actually in the game. I still can't even 
believe we pulled it off.· 

The "cool stuff" he's talking about is nothing short of 
mindblowir-€, Gideon, the game's main character, discovers 
in the course of the quest that he can tap into an arsenal of 
awesome mental powers that he is only beginning to under­
stand. These unstable forces include telekinesis, the ability 
to unleash destructive shock waves, and alter the flow of 
time itself. Even more impressive, he'll be able to use mind-­
control tactics, causing enemies to fall asleep, hear confusing 
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sounds, or attack each other. Of course, he'll have a few 
conventional weapons and acrobatic combat moves at his 
disposal at well. Interestingly, you'll be able to freely switch 
between first and third-person perspective throughout the 
game, but your more i11110lved moves can only be performed 
in third-person. 

As if they hadn't set their sights high enough, Glyphx is also 
including vehicles, like the mammoth War Hammer, perhaps 
the largest ride we've ever seen in a game. It's so huge that it 
actually fits two Hummer-sized machines called Scythes in its 
cargo bay! Mustard promises that the War Hammer will be the 
"the showpiece in what we hope will be the single greatest 
chase sequence of all time." 

Bold words, but with a talented team hard at work and a 
writer of the caliber of Orson Scott Card overseeing everything 
from plot points to voiceover recording sessions; we expect 
great things from Advent Rising. 





PLAYSTATION 2 

ONIMUSHA 3 
STAR-STUDDED SERIES CLOSURE 
Capcom and one of their star producers, Kenji 
lnafune, have always said that the Onimusha saga would 
be a trilogy - no more and no less. The third and final entry 
is set to hit stores in 2004, and the company is pulling out 
the big guns and setting some lofty goals. 

The changes for this finale are ambitious, noticeable, 
and (as far as we've seen) extremely well executed. On the 
storytelling front. Onimusha 3 takes players out of 16th 
century Japan and plunks them into moderrH!ay Paris. Well, 
at least for part of the mission. Samanosuke, heroic main 
character of the first title, will co-star with a modern military 

man played by Jean Reno. Traveling back and forth between 
the locations (France and Japan) and time periods (present 
day and the late 16th century), the pair will finally off the 
series' ultimate baddie - Oda Nobunaga. 

To sell the dual-location format, Capcom has abandoned 
the series' prerendered backgrounds in favor of 3D 
environments. By the looks of the screenshots, It is obvious 
that the company was unwilling to make the switch if it was 
going to compromise Onimusha's traditionally lush look. 

The game is also increasing the cinematic quality of 
its cutscenes by recruiting producer Mikitaka Kurasawa, 
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director Takashi Yamazaki, and action 
Between the members of this action dream-team, they've 
had a hand in Parasite Eve, Resident Evil 0, Returner, 
and Blade 2. Featuring scores of people onscreen and 
Hollywood-style camera effects, the storytelling segments 
are pushing the video game envelope. 

We'll have more on the series closer shortly, including Info 
on the duo's weaponry and a few of the newer gameplay 
mechanics. The wait to May might be long, but it looks like 
Capcom is pulling out all of the stops for this long-awaited 
final chapter. 
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Okay, SO by now everyone knows that the Xbox is not really the best place for role-playing games. A few 
key titles have improved things a bit, but the genre still feels underrepresented on the system. Sudeki has always 

been considered one of the titles that could turn it all around - if it ever comes out. After many delays, Sudeki Is 
back on track and ready to deliver some RPG goodness to the black box. 

Of course, as the Xbox is a truly American system, don't expect Sudeki to offer a 
traditional Japanese RPG experience. Fearing that turn-based combat has been done to 
death and would bore the Xbox's core audience, all battles are in real-time. Attacks, 
spells, and special abilities are all mapped to hotkeys, so you'll never see a 
menu screen during altercations - and don't expect to be able to take a 
breather by pausing; hitting the Start button during combat will slow time, 
but won't stop it. 

The real-time combat won't be the only break from tradition, either. 
The look of the game lies somewhere between realistic and anime 
styles. The resulting visuals seem simultaneously familiar 
and slightly odd, but in a good way. The characters all 
look Japanese, but with a Western flavor. Of course, the 
graphics take full advantage of the Xbox's processing 
power with real-time light and shadow, and a guaranteed 
30 frames per second. 

Despite all the variations from the typical RPG 
pattern, genre fans shouldn't be put off. The story is 
the stuff of classic role-playing. It concerns a war 
between the lands of Hikaria and Kuria. You'll start 
off as Tai, the son of a respected Hikarian general 
who is eager to step out from his father's shadow. Tal's 
first mission is to investigate the appearance of mysterious spider creatures 
at a sacred temple. Of course, as all RPG fans know, this is only the first step in 
a much longer quest. Along the way you'll team up with a sorceress called Ailish, 
Elco (a gun-toting scientist), and a feral martial arts master called Buki. Al will control 
your companions, but you'll be able to switch between members of your party on the 
fly. Cooperation between the four characters is key to successful adventuring - special 
moves called "spirit strikes" are pulled off by drawing magic power from two or more 
characters for a devastating spell attack. Sadly, Xbox Live support has not been 
announced and seems unlikely. 

Sure, the Xbox may offer the smallest piece of the RPG pie, but the slice it has is 
starting to look much tastier. With Sudeki, Microsoft has one of the more original 
RPG titles out there. When coupled with the upcoming Fable and True Fantasy Live 
Online, Sudeki looks to be part of a surprisingly solid RPG lineup. Could the Xbox 
be the new console of choice for fantasy fans? Stranger things have happened. 
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PLAYSTATION 2 XBOX 

MX UNLEASHED 
V'ROOM WITH A VIEW 
Rainbow Studios has quietly 
amassed a trustworthy reputation among gamers with 
its fun but realistic physics in its ATV 0ffroad Fury and 
Splashdown series. Although these guys may be happier 
than an ATV rider in slop, the time has come to bring its 
magic to the masses. Publisher THQ is well known for its 
support of motocross in the past, but senior producer of 
MX Unleashed, Rob Baumsteiger, warns us, "This has 
nothing to do with anything THQ has shipped in the past." 

"If you've played ATV, it'll have some of the same ele­
ments, but the way you can do things on this motorcycle 
Is like nothing else you've probably played to date." He's 
referring to the physics that Rainbow has applied to not 
only the bikes, but the riders. Now, we know you get 
enough of that subject back at school, so we'll get past 

the formulas and cut to the chase. This is important to 
the game because It helps you build a rhythm through the 
turns, jumps, and whoops. For example, actually being 
able to swing the bike sideways cuts your profile in the air 
and lets you hit the track quicker. Rainbow has made the 
rider and their bikes separate entities. This prevents tricks 
from merely being set animations - something that die­
hard fans of the sport have complained about in the past. 

Physics, however, is only the tip of the iceberg. Breaking 
free from the hay bales that fence in most motocross 
games, MX Unleashed is also giving you Freestyle worlds 
to go along with the perfunctory Career mode (comprised 
of over 50 tracks). Baumsteiger points out, "In the past, 
motocross games have been linear. We don't build our 
worlds that way. " Although you are free to tool around and 
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launch off of whatever Jump strikes your fancy, the meat 
of this mode is that you'll run across Icons in the envlroll­
ment which trigger goals to accomplish. Hits are specific 
gaps for you to jump. Runs are comprised of 10 Hits In 
a row. Machine Races pit you against a monster truck or 
helicopter, for example, in a two-lap race. If you win, you 
get to use that vehicle in the two-player mode. Rainbow 
is also looking at adding a stunt competition into these 
massive, Jam-packed Freestyle worlds. The developer has 
hidden a number of secrets In these areas to encourage 
kids to explore this mode and wring it of all its worth. 

You could argue that there's only so much you can do on 
two wheels, but Rainbow and THQ are trying to break this 
genre out by giving you all the tools you need to run wild. 
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PLAYSTATION 2 

THE NIGHTMARE 
BEFORE CHRISTMAS 
YOUR NIGHTMARE DREAM COME TRUE 
There's no denying the popularity of 
7he Nightmare Before Christmas. Ten years after the 
release of the film, stores are still filled with Nightmare 
merchandise, skinny men dress up as Jack Skellington 
for Halloween, and there's even a sequel in the works. 
Oh, you didn't know that? Well, this sequel isn't another 
movie, it's an exclusive PlayStation 2 game. 

Set one year after the end of the movie, the OOH 

Nightmare Before Christmas title chronicles the further 
adventures of Jack Skellington as he battles his old foe, 
Oogie Boogie. It seems the burlap monster has taken 
over Halloweentown with an army of skeleton hench­
men, and only Jack can defeat him. It won't be easy, but 
our hero has a OOH weapon at his disposal: rubbersoul, 
a magic shape-changing substance that Jack uses as 
a whip. It may even come in handy in soMng some of 
the quest's puzzles. While the emphasis will be mainly 
action, Jack will have some brainteasers to solve. 

With a project such as this, it is absolutely essential 
to get the mood and look of the game just right That's 
why developer Caprom enlisted the help of Dean Taylor 
(Tim Burton"s art director on several projects) to capture 
the styte of the original film. The collaboration seems 

Ahh the perfect opportunit) tor ,ln 1mm.iturt' .,not Joke 

to have paid off - each of the screens shown here are 
actual illgame shots! Whether or not nm Burton or 
anyone else involved in the film will contribute to the 
project remains to be seen, but details will slowly be 
released until the game hits in October of next year. The 
mere thought of it makes us bust out our off-key rend~ 
lion of "This is Halloween,• so you can be sure we'll be 
following this one closely. 
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PLAYSTATION 2 I XBOX I GAMECUBE 

JAMES BOND 007: 
EVERYTHING OR NOTHING 
FROM EA WITH LOVE 
GoldenEye is the best Bond game there Is, 
and the best there ever will be. That's the general 
consensus in the gaming community, and it's exactly 
the perception that EA wants to change. But how do you 
top one of the most respected games of all time? EA 
thinks that it can do it with James Bond 007: Everything 
or Nothing. With this newest Bond title, EA has shaken 
(not stirred) up the successful Bond formula and taken a 
completely new approach. 

The first thing that you'll notice is that the perspective 
has been changed from first to third•person. Of course, this 
allows you to see that James Bond actually looks like Pierce 
Brosnan. Not only that, but Mr. Brosnan himself actually did 
his own voice work. Sure, he'll do a Bond game, but does 
he return our calls when we want to talk to him about a 
game adaptation of Dante's Peal<? No! 

Mr. Remington Steele won't be the only famous voice 
you'll hear in this title. Bond stalwarts John Cleese and Judi 
Dench will also lend their voices, as will Shannon Elizabeth 
and Willem Dafoe. One will play the new Bond girl Serena 
St. Germaine, the other will portray the villainous Nikolai 
Diavolo. We'll let you figure out which is which. 

Of course, voice talent won't be enough to impress the 
GoldenEye fan club, so EA has made sure to ramp up the 

gameplay. Aside from shooting, Everything or Nothing wil l 
feature stealth elements, vehicular levels, and even hand• 
to-hand combat. Vehicular stages will account for about 40 
percent of the gameplay, and you'll usually have several 
choices of transportation. Whether you go for the Aston 
Martin, the helicopter, or the dirt bike, your ride will be 
loaded down with all kinds of nifty gadgets. 

Even on foot, Bond's toys will play a much larger role than 
ever before. You'll be equipped with everything from thermal 
glasses to wall-climbing spider bombs. Of course, you'll 
need all the firepower you can get, as you'll be facing off 
against the most popular Bond villain ever: Jaws. Yes, he's 
even more popular than the cyborg general at the end of Die 
Another Day. 

Okay, so EA's title has cool villains, tons of gameplay 
variety, and an excellent cast. What more could it need? 
How about both co-op and versus play? Not only can you 
play through the single-player game with a friend, but you 
and three others can go head-to-head in arena combat. 
The competitive multi player is a huge part of what made 
GoldenEye so popular, so there's no way EA would miss that 
boat. Just remember, no matter what anyone says, playing 
as Oddjob and constantly ducking IS cheating! 
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DRIVER 3 
THE LONG WAIT CONTINUES ... 
We got a chance to see a recent build of Driver 3, and 
are happy to report that the game is starting to shape up. 
Unfortunately, we also worry that the title may slip once again 
past its current March release date. 

Graphically, all the pieces look to be falling into place, 
but frankly many of the gameplay elements, like the on­
foot shooting and object Interactions, seem a ways off 
from completion. Reflections is a developer known 
for putting it all together at the end, so for now we 
will just have to trust that it can pull it off. 

We did see some amazing elements in the 
game. Like previous installments in the series, 
this title will focus predominantly on driving. The 
vehicle physics are impressive with free-floating 
suspensions, and most of the vehicle parts are 
modeled so that crashes cause realistic damage. 
Parts fall off cars. nres deflate. Doors, hoods, 
and trunks swing freely. Rims send sparks and 
dust flying everywhere. 

In total, the game will feature over 70 vehicles 
that returning protagonist Tanner can drive 
including, 18-wheelers, boats, and motorcycles. 
The environment statistics are also daunting, 
with over 35,000 buildings placed across the 
three locales (Miami, Nice, and Istanbul), lighti 
that casts real-time shadows on the vehicles 
and buildings, as well as 150 miles of terrain 
to explore. 

The game can be played in either third- or 
first-person modes. But the most interesting 
feature of the product is the open-ended aspect to 
the gameplay. Missions can be defeated in various 
ways. In an example we 5<1oN, you could either trick 
the car thieves into believing you were the driver 
they were waiting for by hijacking the cargo truck, 
or you could just show up with guns-ablazing and 
take the prize by force. 

If Reflections can put all the parts into place and 
balance the gameplay, Driver 3 could easily be a 
standout hit early in 2004. The game looks that 
good. The real question is will it play as good as 
it looks? 
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JOINT 
OPERATION 
SMALL DEVELOPER, HUGE GAME 
Online FPS gameplay has grown 
to be one of the staples of PC gaming. Developer 
Novalogic intends to do everything it can to move the 
genre forward with the release of Joint Operations, 
a title of gigantic aspirations. Joint Ops will feature 
all the things we expect out of a triple-A FPS, like 
realistic weapons, great control, and beautiful environ­
ments. However, it aims to better the competition in 
many ways. 

First and foremost, a good selection of veh~ 
cles - helicopters, buggies, and attack boats - is 
a major part of the picture. Squads will be able to 
deploy attack teams from the air, land, or sea, and 
the impact on tactics will be huge. Another point of 
interest is the immensity of the maps. Some of the 
larger ones can get up to 64 kilometers square, all 
of it chock-full of outposts, armories, and different 
terrain types. 

The concept of missions taking place at different 
times of the day or night is nothing new. However, 
having a match begin in the wee hours of the morn 
and continue to high noon is novel, to say the least. 
Do you deploy at night, and let darkness cover your 
infiltration of the enemy base? Or do you wait until late 
afternoon, when the glare of the sun will obscure your 
assault? All of this and more will be possible with this 
groo-,y technology. 

Perhaps the most interesting feature of Joint Ops, 
however, is the online support. Novalogic's web 
network, NovaWor1d, is brimming with goodness avail· 
able for free to owners of its games. Ranking systems, 
hosted clan pages, a clearinghouse for user-created 
mods, and company servers running games 24/7 
could really push this title to the forefront. 

We'll make sure to keep you posted on any news 
regarding this gigantic undertaking, which, barring any 
unforeseen roadblocks, will ship on March 3. 
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I CAN Ill THI LIGHT 
This screenshot illustrates very well how the lighting engine in Joint Ops 
makes new things possible. The different levels of illumination on sepa­
rate bits of foliage is incredible. Notice the dappling on the soldier and his 
weapon, too -that's from the leaves on the trees blocking the sunlight. 
And it's all contextual; what may be a perfect hiding spot at 5:00 tw. 
might be a deathtrap by noon. 
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PSI-OPS: 
THE MINDGATE CONSPIRACY 
WITH MIND BULLETS 
So there's this guy across the room trom 
your paramilitary self and you would rather throw the punk 
over a balcony than start exchanging weapon fire. What 
do you do? Well, how about picking him up with your mind 
and chucking the lout like a Happy Meal is flung from a car 
window? Sound good? Midway Is hoping that players think 
so when its title, Psi-Ops: The Mindgate Conspiracy (formerly 
called ESPionage), releases In May of 2004. 

Gamers adopt the role of Nick Scryer. Trained by the mili­
tary as a sixth senseenhanced soldier (a theory that real~ife 
conspiracy theorists have latched on to in recent years), he's 
out to stop The Movement. Attempting to overthrow a variety 
of world superpowers, The Movement's armed forces utilize 
some of the very same psi powers as Scryer. 

While the stealth gameplay and conventional, real-world 
weaponry point to a more traditional action title, the real fun 
is soMng puzzles and combat dilemmas with Scryer's psi 
skills. These include the Stephen King staples of telekinesis 
(moving people and/or objects with your mind) and pyrokine­
sis (a skill described by the developers as "launching a wall 
of fire that ignites everything in its path"). In addition, the 
soldier can control the actions and minds of opponents, see 
clues and upcoming areas with his remote viewir-€ and aura 
view abilities, and suck psi powers using mind drain. 

Midway Is laying out the eight Psi-Ops levels with exception­
ally non-linear paths, so players can choose how to execute 
goals and best use their psychic abilities. We're looking 
forward to the Carrie-5tyte military action next May. 

■ ITYU 1 ·PIAYER ACTION ■ PU■USHH MIDWAY ■ DIYILOPIR MIDWAY ■ UUAA MAY 



THE MATRIX ONLIN 
NO ONE CAN BE TOLD WHAT THE MATRIX IS 

These days, after the release of Reloaded and 
Revolutions, people are still wondering what is going on in the 
Wachowski brothers' twisted sci-fi computer universe. With the 
joint publishing power of Ubisoft and Warner Bros. Studios, 
and the development muscle of Monolith (who recently 
released the well-feceived Tron 2.0), patient gamers may start 
to get some answers. 

The Matrix Online is a massively multiplayer online action/ 
RPG that takes place after the third film's ambiguous ending. 
Like the movies, the game is being shrouded in a similar cloud 
of mystery, but a few things are known for certain. You will 
play as an operative jacked into the Matrix, receiving missions 
from both Zion and the machines (?!). Keeping in line with the 
fashionable use of vinyt and pleather from the films, a hefty 
create-a-player mode will allow for an extremely large scale of 
customization. Besides the cosmetic variances, players will 
tweak their character's skills by using Ability Codes. Drawing 
from the first film's depiction of Neo learning kung tu and 
Trinity becoming a helicopter pilot, gamers will pull from an 
ability code bank to select skills and attributes (on the fly, no 
less) or trade them to another player. 

lngarne kung tu battles will be frequent and utilize some­
thing that Monolith is calling "The Interlock System.· Players 
select a target and either power, speed, or defense. Based on 
the installed Ability Codes, the system will execute moves and 
determine the outcome of the exchange. Monolith is promis­
ing that the game will be playable over 56k modem lines when 
it comes out next year. 
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MAFIA 
VERCETTl'S GODFATHER 

Back In 2002, Mafia was a smash hit on the 
PC. While it may not have the flashy style of Grand Theft 
Auto, Mafia recalls the glory days of 1930's gangster 
movies with its authentic period cars and weapons. Now, 
to the delight of those who didn't have the opportunity to 
experience it on a high-end gaming rig, it's coming to the 
PlayStation 2 and Xbox, and hopes to make its mark in the 
intensely competitive third-person action genre. 

With twelve square miles of a fictional city to explore, 
Mafia will easily be able to digest what remaining free 
time you have and not think twice about It. The plot-driven 
gameplay and free-roaming exploration ought to keep virtual 
mobsters occupied for days. If you 're looking for something 
to help you wile away those long winter hours in style, this 
should do the trick - it's pretty much a direct port of the 

original, so Mafia will bring all of the depth and colossal 
scale to your console. 

The one thing that has changed is the driving. The PC 
version had very realistic cars and physics, which was great 
for people with mice and keyboards. We're thankful that 
Illusion is optimizing it, though - the designers obviously 
understand that sometimes realism has to take a backseat 
to playability. Too often it has vexed us that somebody on 
a development squad decided to stick closely to reality, 
despite the fact that by doing so their title lost a lot of 
enjoyment factor. It's a video game, for crying out loud. 
They're supposed to be fun, not tedious. 

Get ready to take back the streets from the foolish police, 
rival families, and honest citizenry on January 6, with the 
release of Mafia on the PS2 and Xbox. 
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Bullies, More Goodb),es To Longtime Staff Members 
(S.,,) CUmnt - Games: Jak 11, The Slms: 
Bustin' OJI. Top Spin, Max Payne 2: The Fall Of Max 
Payne, Grabbed By The Ghoulies (Goo:ltal Hahahal) 

KATO 
Hlftdle: The Game Katana Ellpe,tlse: Spons, 
Raang. loJon/ Mienture, Aclron/Platlonn 
Interests: The DolO!al Deviant 1he Lord Of 1he 
Rm,s: 1he Rerum Ot1he King, 1he /pcress File, 
811/y LJar, The Upper Crust, Nova The Cat otsHltes: 
M1ssmg Out On Good New Music. Getttng Old, Parts 
Hilton Is Easler To Get Into Than The Hilton In Pans 
Cul'l'9flt Fl¥0'1te Games: Deus Ex: lrwisible War, 
Top Gear Rally, Hatt-Ufe: Counter-Strike, Manhunt, 
OvilizatJon Ill: Conquests 

JEREMY 
Handle: Gamezilla Expertise: First-Person 
Shooters. SuNival Honor, Aclion/ Mlenture, 
F~g. RPGs lnllresb: \lertif> Comics, Pos1tiYe 
Book Re.iews, Feeling Good Aboot l'Otef1tially 
Scary Decisions, Watching Friends Become Cat 
Owners Dislikes: Getting To ~ Someone, Then 
Watching Them Leave (Come Back, Andy Ric/tier 
si-, We Hardly Knew Yel) Current Fl¥0t1tl 
Games: Gladius, 100 Bullets, Rocket Mania, 
Goblin Commander, The ·can I Find Good Deals At 
The Pawn Shop?" Game 

Now rebred from the rock scene. Andy 
spends endless hours locl<od In his home 
office: en)0'/tng the benefits of high deflnl­
tion teieY1slon and surround sound far 
ir«ifl from those scary thln&5 he has often 
hea/11 referred lO as people. A longtlme 
fan of Me110od, Andy has been reviewing 
Video £ilmes professionally smce the days 
ol the 8 bit NES. While a big Sl)OllS fan In 
real ltfe,Andy Isn't the first to ltne up for 
Sl)OllS bUes, but Is always wllltn& to put 
In the ex1111 hours to play a good RPG or 
strate&Y £ilme. 

While record collecting, watching reality 
tekMslon, and playing video games might 
sound lil<A! a state of retarded adolescence, 
Mau manae,,s to scrap u,gether an almost 
meaningtul e,dstence out of these actM­
ties. His encyclopedic knowledge of pop 
culture Is either amazing or anncr,ing. 
depending on how dose your desk Is to 
his. Less esoteric than his colleagues, Matt 
prele,s traditional action and platfonn 
games. 

When not buying COfllOUS amounts of 
records. Kato can be found exen:ismg good 
taste, feeding the flats, and trymg In vain 
to update his wardrobe Into the 21st cen 
tury. Like other young men of his genera 
bon, he qu,cldy found out that the one true 
real wood apphcation of good !l'ades was 
the 1ree arcade tokens that were tCven out 
at as reward. With allegiance to none, he 
takes on e,ery game with an eQual eye. 

Obsessed with anything on a shiny silver 
disc, Jeremy fanatically collects video 
games, music, and mOYies. When not 
buying bigger media storage systems or 
fining his mind with useless trivia, Jeremy 
likes to write silly books, short stories, and 
comics that no one ever reads. Althoug)l 
he win never be able to stop himself from 
buying new games, Jeremy firmly believes 
the best system of all time was the Super 
Nintendo. 

Outstanding. One of the best games of all time, if not THE 
best game of all time. This game is virtually flawless, and 
thus this rating is rarely given out. 

7 
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5 ...... 
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Superb. Fans of the genre should definitely enjoy this game, 
but even those who don't normally like this type of game 
may find themselves getting hooked. 

Great Still a great game, but arguably so. It may not be the 
best ever, but there's enough to keep your fingers wrapped 
around the controller for some time. 

Average. Unless you're a fledgling gamer, you've probably 
seen everything this game has to offer before. Still, just 
checking it out won't ruin your weekend. 

Limited appeal. There are always a few people who will fall in 
love with a game of this caliber, but for the most part, those 
playing it will be yearning for something more. 

Garbage. From this point down, it's just a matter of how 
much of a failure the game is. The lower the score, the more 
you're hating life for playing it . 

Handle: The Raging Gamer Expertlsa: RPGs, FlghUng. 
Action/Platform, Strategy, Sports lnteresb: Arrjthlng 
By Joss Whedon (EYell Firefly), Macho Man's Be A 
Man Rap Album, Games That Support HOlV, Bagging 
lunch (1\oe Done It Once In The Last IO Years) 
Dislikes: The Malrll< Trilogy (What Slane<! Greal .. Now 
Is Oumb), The Trailer Forlhe New Punisher McMe, 
All The Great Games Coming Out On The Same Oifl 
Current FIWll1te Games: Final Fantasy X-2, lle)<l<td 
Good & Evil, The Slms: Bustin' Out Marlo & Luigi: 
Superstar Saga, Manhunt Ratchet & aank: Going 
Commando, Grand Theft Auto: Vice City (Xbox) 

.IUSTIN 
Handle: The Digital Deviant Expet11sa: Actlon/Sf)orts. 
Action/A<M!nture, Fighbng. RPGs lntamts: Tenacious 
o·s Dl/0, Eam,ng Enough World Perks Miles To Go To 
Japan, GWAR Dis1llles: My Obsessive Consumensm, 
Broken Glass, Cleaning Out My Desk Currem 
FIWll1te Games: Deus Ex: lrwlsible War, Tiger Woods 
PGA Tour 2004, Oisgaea, Hour Of Darkness, Karaoke 
Revolution (Even If Kate Kicks My Butt), Viewt,lul Joe 

Handle: La Game Nikita Expertlsa: Puzzle. RPGs, 
Action/ Platform, HOOi)( lnteresb: Sandman 
Mystery 1heater, Billy Being Dressed Up As A Cow 
For Halloween, Amy's Kitchen Pesto Tonollnl, PCU 
On Dl/0, 1he Lord OfThe Rings: The Return Of1he 
King, The Matrix Saga Dlsllkes: Missing 'The Best 
KMFDM Concen EVER0 (Dan, I'm So Jealous), 
Leaking Ceilings Current Fa,ortte Games: Fatal 
Frame 2: Crimson Butterfly, Uru: Ages Be)')Od 
Myst, Manhunt Mario & Luigi: Superstar Saga, 
Need For Speed: Underi,ound 

Handle: The Alpha Gamer Expertlsa: First-Person 
Shooters. RPGs, Strategy, Fighting lnteresb: 
Patches For Games Released In 2000, Statues Of 
Gollum, Web Comics About Video Games. Game 
Modes Starring Snoop Dogg Dtsllke1: Everything 
By Joss Whedon (Except Firefly/, Gettmg Sick, 
Email With No Punctuation, Those Four Vikings 
Games Current F....rtte Games: Gladius, 
Civilization 111: Conquests. Goblin Commander, 
Deus Ex: lrwisible War 

Reiner considers himself the biggest Star 
Wars Ian In the worid. Along with his Impres­
sive collection of Star Wars action flgures. 
he has seen the tJ11ogy 684 times. A fan of 
all game types, role-playing games are his 
strong suit In his nine years as a professional 
gamer, Reiner has achieved the Impossible. 
Penetrating the p~el boundary, he not only 
plays games, he's In them. Thus far, Reiner 
has appeared In 0ra,,n Force, Alundra, 
and Perfect Dark. He wlll also be featured 
as a pliflllble character In two lorthcomlng 
releases. 

Unlike most gaming Jabronls, Justin knows 
there's Ine outside video vegetation. He's 
a former GWAR slave and moonlights 
as wrest1ef Justin ·v1o1ent· Lee In the 
Mmnesota independent scene, where he 
'liolenUy bonds with other sweaty males - a 
practice that just gets blank stares when 
attempted on other GI reviewers. Justin's 
gaming tastes are highly old school, and he 
plays 16-blt classics as often as he plugs 
into the latest liUes. 

Barring a brief and ill advised ·1 want to be 
popular, so I'll stop playing games· phase In 
late Junior high, Lisa has been subjecting her 
friends to drawn out boss battles since age 8. 
She has been known to wax philosophically 
about why Jigg)ypuff Is desperately under­
appreciated and wish that some 0 blg" games 
were more fun, even II that means less pretty 

Though he's the PC guy at work, Adam 
spends Just as much bme playing old-school 
consoles as anything else. RecenUy having 
reached the escape velocity necessary to 
leave his parents' basement, he tends to 
spend his free Ume enjoying not being told 
to get a job or take out the garbage. That, 
or crafting elaborate plans to create the 
·most powerful party/ character/sVategy· 
in whatever game is suciung his life away at 
the momert Interesting side note: Adam is 
one of the waning m,nonty of (male) GI staff 
without delicately shaped facial hair. 



NEWBIE 
CHEAT SHEET 
For our newer readers, here is a glossary of terms and 
acronyms that commonly appear in the magazine. Video 
game veterans should moYe alor4! (these aren't the 
drolds yoo are ~ for). 
1080! - A resolution spec,flcation used for HDlV. 1080i 

stands ror resolution of 1920x1080 pixels. The ·,· 
means that the video is beln& inter1aced 

480p - Progressive scann~ this opbOn ("p"• 
progressive), creates e picture signal wrth - the 
scan lines of a conventional lnter1aced picture, 480i 
(i=lnterlaced), to create a noticeably sharper image. 
The 480p image offers hie,er picture resolution and 
eliminates virtually all motion artifacts In a 640x480 
pcxet resolutJon setll<'4i 

720p - A resolution specification used for HDlV. 720p 
stands for resolution of 1280x720 pixels. The ·p· 
means that the video Is In progressive format 

ICllon - A term we use ror iarnes like zone of the 
Enders end Gauntlet 

aa,onture - A term we use for a,m,s hke Myst end 
Escape From Monkey Island 

Ai - Arliflclai Intelligence. Usual~ used to refer lo how 
well the computer reacts to a hlJ'Tlan opponent 

- - A term we use for a,m,s lil<e Jeopardy! and 
Mario Party 

bump mopplnc - A tacllnique where varyt,c ligt,t effects 
slmulate depth on textures 

eel lhacllnC - A lacllnique used lo create 30 rendered 
objects that resemble hanc!<lrawn ar,lmalion eels 

CG - Cornputer-Genefated flJ8Phlcs 
E3 - Electronic Entertainment Expo. The world's largest 

convention for vkieo games 
ftC11tJnC - A term we use for games Hke Street Flgt1tef 

end Dead or Alive 
FMV - Full MolJOn Video. Usual~ refeB to an animated 

CG cutscene 
FPS - Fremes Per Seoond. How many animation ~emes 

happen in one second. Also used lo denote Rrst­
~rson Shooters like Doom, GoldenEye, end Unreal 
Tournament 

fromomo - Tl1e -• or animation used to create the 
illusion of movement 

hontond - A game's menus end options 
OBA -Game Boy Advance 
oec - Game Boy Color 
OC - Garnecube 
HDTV - High Oeflnltion Teltwlsion 
Hotky-Jet1<y - Justin's preferred style of dar'<e 
llomotl1c - Tl1ree-quarters top _, ,iew, Nke StarCrafl 

or Rad Alert 2 
ISP - internet Service ProYl<le<. The company that 

provides you with access to the Internet 
Jaa1ot - Graphical hnes that are )'ll&8d v.1>en lhey 

should be IUai&Jlt 
LAN - l.ocai Afoa Ne-. ConnectirC computers 

or consoles together "W1thfn a small space to alk>w 
communication between them, Provides fast. 
simultaneous a,m,p1ay 

mlnicamo - A email, simple game ,.;thin a larger one 
motkMH:l9IUfO - Uq tunan models end in~ad 

cameras to record mowment for game animation. 
Also mo<:ap 

motion blur Phantom fiarnes follow an object to &Ive 
the Impression or reallslM: speed 

N64 - Nintendo 64 
HES - Nintendo Entertainment System 
NPC - Non,Player Character. Tl1ose people 

and creatures you see wandef'lrc •ound 
In games that are not be,_ controlled by actual 
humans 

plrtlcle olfec:tl - Tl1I"'5 like lmOke or spa,1\1 created 
In real-time 

PKer - Player KJller, This Is a person whO thrtves on 
killl,c - or winerable characters In MMORPGs or 
shooll,. their teammates In cames hke Coooter-Strike 

platform - A term we use for games hke SUper Marlo 
end Crash BandlCOOI 

pop-up - When onscreen ob;lects, usually distant. 
sudden~ appe81' 

PS2 - Sony PlayStatlon 2 
PSone - Sony PlaySla(Jon 
puzzle - A term we use for pmes llke Tetrts and Chu 

Chu Rocket 
iaclrC - A term we use for games like Gran Turlsmo 

end Marlo Kart 
RPO - RolH'laying Game. A came that IOYOlvos 

character Improvement thr...,, collecti,C end 
spending points. A term we use for games like Anal 
Fantasy end Oregon Warrlor 

lhoottf - A term we use for games like Mars Matrix 
end Gradius 

SNES - Super Nintendo Entertainment System 
1po,ta - A term 'Ne use for games like Madden NA. 
otrate&Y - A term we use for games hke Command & 

Conquer end Fallout Tactics 
tlllrcli)a,ty - Somelhi,c made for a console by a 

company other than the console manufacturer 
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hard-pressed 

to find a more 

intense expe• 
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PLAYSTATION 2 • UNL/MrrEO ENABLED 

MANHUNT 
THE MOST CONTROVERSIAL GAME TO DATE 

U nrelenti~ e-.il and entirely disturbing, Manhunt 
pushes the envelope of acceptability and begs the 
question: "Have video games gone too far?" Inspired 

by the Nicolas Gage film BMM and created by the same studio 
that brought us Grand Theft .Ai.Jto, this shocking new title gives 
the wof1d a first-rate, handS-On look at snuff film fetish and 
savagely violent manslaughter. 

In this controversial release, players assume the identity of 
James Ear1 Cash and are forced against their will to fulfill the 
sacflStic fantasies of a mysterious man known oni'j as "The 
Director" (voiced by Brian Cox of Manhunter and X.Afen 2 
fame). The Director has put a bounty on your head. Gangs of 
murderers will do anything to collect it. If you want to live, it's 
either kill or be killed. 

With hidden surveillance cameras tucked around fNefY 
comer and The Director in constant communication with you 
through an ear piece, there is nowhere to hide. He isn't rooting 
for you; he just wants to see death. /ls you give in and perform 
his dirty deeds, he'll make comments like, "You're really 
getting me off, Cash" or •1 want to see some blood!" The more 
gruesome the slaying, the greater his praise. 

A glass sha-d to the f!fe ... a sickle raked across the 
groin ... the death sequences are sick, wrong, and way over-the­
top. The sound of flesh being cut by a cleaver, blood spraying 
on the camera lens, and the sheer barbarity of someone being 
assassinated right before your very f!feS is an unnerving expefi. 

ence to say the least. Hearing The Director congratulate you 
afterwards is even more disconcerting. 

It's a frightening premise that places gamers in a psycho­
logical impasse. The crimes that you commit are unspeakable, 
yet the gameplay that leads to these horrendous acts is so 
polished and fierce that it's thrilling. The content may be too 
much for some people, but there's no denying that Manhunt is 
an incredible game. 

Most of your time is spent sneakif€ through shadows and 
pinpointing the perfect time to leap out and assault an unsus­
pecting foe. With perfect character control, a phenomenal 
camera system, amazing audio, and some of the best Al 
around, stealth really doesn't get much better. 

You would be hard-pressed to find a more intense experience 
in any entertainment medium. Just the sheer thought of an 
adversary turning around as you hover behind him will make 
you hold your breath and squirm with uncertainty. Edgeof-your­
seat excitement is the very definition of Manhunt. Whether 
you find yourself in a frenzied firefight, rescuing hostages, or 
scouring the area for an object that could be lethal; this game 
shows great diversity in its level designs, and knows when to 
change things up. 

So the question remains: "Does Manhunt go too far?" It's 
definitei'j offensive, but you can find similar content in movies. 
It's just a matter of whether or not you want to stomach it. 
Great game, touchy material. - REINER 

■ STYU 1 .f'IAYER ACTION ■ PUIIUSNU ROCKSTAR ■ DIVILONR ROCKSTAR NORTH ■ ULIASI NOVEMBER 18 

■ Concept: 
Stealth, snuff, and murder 

■ Graphics: 
The same Renderware 
engine as Vice City, but the 
texturing and level of detail 
are of much higher quality 

■ Sound: 
Some of the best audio in a 
game yet. The eerie score, 
richness in ambience, and 
amount of spoken dialogue 
are truly remarkable 

■ P1ayablllty: 
The controls and camera 
are spot on. The levels are 
also rich in variety 

■ Entertainment: 
An intense play with tons of 
bonus levels and secrets 
that are unlocked through 
end-Of-level performances 

■ Replay Value: 
High 

----

SECOND OPINION 

'Ille content In tllil pme II al a 
mon-vanety tlal I have 
- -lnahl&l>jlN)ll!epme. 
Exocutlonl .. 0--, 
'llleDllectorlsa vtlehuman 
specimen, and the methods 
~ by i.. hunten .. 
lnpnloully honfllc. But, I'm not 
.,._ to 1CONt the Ylolence, I'm 
........ the pme, and Manhunt 
ls onehecka11-....... 
ltNllll/actlan tltle. 'Ille .-ny 
Al,-,andllalc,ole .. ■1 

heed and ----- any al 
lta~.11-tome 
that Rocim. realad one lllillC 
ve,y early In --..,.,.nt- that 
•-torraethe­
can,eplay jlOlllllle to jultffy 
the O,-.. .... that the 
c:ompany had plamed. Whlll l'I 
admit that I -. rway from 
the ICINft on many occaolont, 
I couldn't help but be ~ 

to play mission - mission, 
becalle It's just IO damn wol 
done. It's certainly sold, but the 
content ls profoundly (maybe 
even prohlbltlvely)-. 

USA-9.25 



"It's too 

bad that 

there's 

nothing but 

straw where 

R: Racing 

Evolution's 

heart should 

be." 

R:RACING 
EVOLUTION 
THE JESSICA SIMPSON OF RACING G 

DEpite its pretty face, R: Racing Evolution proves to be 
ry bit as vacuous and vapid as America's fallorite 
lily TV starlet. Like Ms. Simpson, this game looks 

good from afar: The graphics are admittedly top.notch, and 
the Racing Life mode promised to add a dramatic storyline to 
flesh out the racing action. However, once you get up close 
and actually have to spend some time with this game, you'll 
find yourself feeling bored and slightly annoyed by its chirpy 
personality and total lack of substance. 

The Racing Life, which Is clearly Intended to be the game's 
main hook, is in reality this title's ultimate failing. It follows 
the saga of Rena Hayaml, a comely young ambulance driver 
who is recognized for her skllls behind the wheel and offered 
the chance to become a pro on the international racing circuit. 
Unfortunately, this slight story and the attendant cutscenes 
are as far as this idea is developed. Unlike the overlooked Pro 
Race Driver, which actually let you have a hand in your develoJ} 
ment by trying out for different teams and taklng email cha~ 
lenges fOf new cars, this story is nothing but window-<lressing 
on a basic linear career progression. And, with its broadly 
drawn characters, cliched script, and transparent attempts to 
add sex appeal; it's not even good window dressing. However, 
my pit chief did provide some unintentional comedic relief with 

his "ambigUous" YOiceovers during races. Lines lile ·1 can 
see the beads of sweat forming on his f0<ehead" and "You'll 
get slammed from behind if you brake too soon1· give you 
some idea of which side his bread is buttered on. Then, after 
another racer exclaimed, "I don't care who's on my tail!" he 
piped in, "Give him something to remember you byl" Get a 
room. guys! 

I was also disappointed in the lack of car tuning options, 
upgrades, and selection of vehicles. The Racing Life mode 
basically~ you a car fOf each race, and while you can 
tune it, you don't get to focus on one vehicle with cosmetic 
Of mechanical improvements. I think Need fOf Speed: 
Underground showed us how addictive racing can become 
when you have a personal stake in your ride. You can unlock 
different cars, but they can't be used in the main mode, only 
the other events and challenge options in the frootend menu. 

The reason I'm giving this game a seven is that it does 
provide a basic level of competence. As I said, it's a nice 
looking title, with all the shiny reflective surfaces and real-time 
shadows you could want Also, while the control certainly isn't 
exceptional, it does get you from point A to point B with little 
frustration. It's too bad that there's nothing but straw where 
R: Racing Evolution's heart should be. - MATT 

■ STYLI 1 OR 2-PIAYER RACING ■ PUaLIINH NAMCO ■ NVILONll NAMCO ■ lllLIAA DECEMBER 9 

■ Concept: 
Mediocre racing with 
cutscenes featuring a hot 
chick driver 

■ Graphics: 
Nice - detailed reflective 
vehicle models and lush 
environments 

■ Sound: 

Whoever performed the 
score should be called the 
"Kenny G of techno" 

■ Play1blllty: 
Wor1<s well enough, but 
you may need to do some 
tweaking In the options 
menu 

■ Entertainment: 
Fancy graphics and a 
ludicrous story do not a 
great racing game make 

■ Replay Value: 
Moderate 

SECOND OPINION 

Nma'1 ~ to.._,upllll 
.......... lly ....... 1-.y 
..... ...... -.WIiie 
Pl'OII.-Olhwtlllda.­
---ll-■cllddllpbllll 

......... tlllofllyln~ 
R: .............. 
---'t--­........ _., ... ....,. 
llltlle_...,.... ...... 
llld1.,_,......,.,no 
-wllllltlle ■-ybllclunp, 
11111mp1y .......... 1amu1. 
'lbuoan -your-­
RP palnla to unlock ....... e111, 

111d ....-111 Ewn Clllllnll 
mode, but lt'•)ult-ofthe 
-.Wlllltlle ■-y ...... 
111...--.1111 
...,,....,..._'t,-ty 
• lhllp. Aleo, I wllll 111111111 
..idlww_ .... _ 
llylattlnCyou11t-of1 
INl lor Ille_. 111d the-. 
1....-youlwltchtollll 
lllllaC ... /IIIIM lltlllW lorllll 
- ride. 1.-- -up 
tlle_,,. - ltoanlll-....i. 
but It ..... ,.,-.-... 
lor you. 
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PLAYSTATION 2 

FATAL FRAME 2: 
CRIMSON BUffERFLY 
DON'T PEE YOUR PANTS 

I am completely comfortable, as a fan of survival horror 
titles in all their myriad forms, stating that Fatal Frame 
2: Crimson Butterfly is, without a doubt in my mind, the 

scariest game ever made. Perfectly levelheaded, rational, 
ever.keeled human beings will hold their breath when Mio 
opens a door. They will quake when Mayu's attention shifts to 
a room you're running by. Seriously, folks, this is a game that 
other frightening titles will need to live up to for many a year. 

Playing as twin girls who stumble upon a Japanese village 
that had supposedly disappeared from the face of the earth 
decades ago, you will enter that haunted wonderland and 
spend the rest of your time trying desperately to leave. 
Though the survival-horror information transfer of choice 
uournal entries) is used extensively, some of the best 
storytelling comes through the film reels and gem-powered 
audio clips that you happen upon. Unquestionably, they 
will creep under your skin and make every player a little ... 
uncomfortable. 

Some may ask, if I'm so gaga about the terror-quotient 
of this game, then why am I giving it the same score as 
the Xbox version of its predecessor? Here's the deal. 
Tecmo received lots of feedback from the first game that 
the 'combat" was a little slow, and the minimal upgrades 

available for the camera were dull. So, they added 
features - but I don't like them. The upgrade system works 
through finding crystals and then activating the upgrade 
by expending points you earned in battle. Its execution is 
confusing and convoluted, and I felt like it took away from 
the being-there feel that the rest of the game so skillfully 
achieves. Who are you giving these points to? What being is 
awarding them? It's just distracting, in my opinion. 

Now, the reasons that I'm really happy to give this 
game such a high score (and by association, recommend 
it to all of you) are many. Everything about the story, its 
pacing, character development, dialogue, level layout, and 
especially sound design, is executed so masterfully that I 
challenge anyone to play the game and not be scared. Just 
go ahead and try to pretend that you aren't afraid to leave 
the ·safe zone" that is your couch. Go ahead and give it 
a whirl. I bet that every single one of you will fear that a 
bloody, kimono-clad Mayu is waiting around the turn to the 
fridge. And, my friends, a game that makes people do that 
is just awesome. The scares in this game are so classic 
that, years from now, people will still pop it in for a good 
fright. - USA 

■ STYU 1-PlAYER ACTlON ■ PUBUSHH TECMO ■ DIVI LOHR TECMO ■ U LIASI DECEMBER 12 
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You·11 switch back and forth between both twins and just Mio 

■ Concept: 
Draw in new fans that missed 
the last sleeper scare-fest. 
Extensively use twins, rituals, 
creepy ropes, and dolls 

■ Graphics: 
All improved from the last 
effort to make this one of 
the best-looking scary games 
out there 

■ Sound: 
The first was heralded as the 
best sound design ever, and 
Crimson Butterfly doesn't 
disappoint 

■ Playability: 
Controls could still use some 
smoothing - but we willingly 
put up with Resident Evil's 
layout for a good fright 

■ Entertainment: 
Get rubber shorts 

■ Replay Value: 
High 

SECOND OPINION 
Ptaytne Fatal Frame 2 made 
me realize that I can scream In 
i-etto and leap from my -
wtth more hanC tine thal All 
- -Not since l'lle fl(on:lsf 
have 1--some!Nne 
10 pnulnoly ~ lt0

1 old-

- .. ycholoClcal homJr 
that &elS under - skin and 
toys with your --By the 
tine I tlnlohod the r,ame, 1-
phplcally exhausted. This II 
~~--the 
fact that """' really Isn't muc:11 
tothecan,eplay.SnailPlnli 
photoOaphl of~ 
~ and explaolnCM 
-v111ace pretty much 
roundl out the exporlonce. In 
this reci,nt, It's not the moat 
exdllnC r,ame In the -id, 
but ,OU - ·t llnd alCllhet title 
that makes you.- more. 

The chemistry - you and 
your twin slater,,_ pori.ctly 
wtth a wonderfully myatertous 
plot to create a tale that 
wtl keep you clespenltely 
MmdllnClor M1w.s. lt'1 I 
,._-4nspirlnC exporlonce you 
-,'teaslyahake. 

REINER - 8.5 
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focused 

gameplay is far 

superior to the 

box-and-switch 

puzzles of past 

titles." 
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PLAYSTATION 2 

LEGACY OF 
KAIN: DEFIANCE 
KAIN YOU DIG IT? 

M uch like Avril Lavigne, Kain is pure evil. That's 
a lot of what makes him such an interesting 
character, and what makes the Legacy of Kain 

titles compelling. Despite being one of the few franchises 
that puts you in control of the bad guy, the Kain games have 
been somewhat hit or miss. Defiance is Eidos' attempt to 
rejuvenate the series, and it is mostly successful. 

For the first time in the franchise, you control both Kain 
and his nemesis Raziel. The intricate story switches back 
and forth between the two as they work towards a shared 
destiny, which only one will survive. The complex plot, 
which builds heavily on the past games, is one of the high 
points of Defiance and continues the series' tradition of 
quality storytelling. While the past games have always been 
praised for their plots, the gameplay has not consistently 
been as well received. Defiance wisely features a new 
emphasis on action, and a control scheme to match. The 
combat-focused gameplay is far superior to the box-and­
switch puzzles of past titles, but does tend to get a little 
old. The new moves are impressive at first - the telekinetic 
powers are especially fun - but the unlockable moves do 
little to change the feel of the fights. Both Kain and Raziel 
have similar moves as well - which is great for learning the 

control scheme, but not so great at keeping things fresh. 
The amount of backtracking required is also a bit of a 

letdown. Most goals require you to move back and forth 
across the same area to advance. You'll trek through an 
environment, find an obstacle, and have to go back the 
opposite way to find something to help you overcome it. 
As a result, you see most areas of the game many, many 
times. Fortunately, the environments are astounding. Every 
area is painstakingly crafted and heavily detailed. Never 
does an environment look like a platforming exercise - they 
all look like part of a real world. The camera for these huge 
areas isn't always perfect, but considering their massive 
scale and design, it works admirably. 

While it has its issues, Defiance hits far more than it 
misses and emerges as one of the better recent adventure 
titles. Combat gets a little old, but the quest is mostly free 
of switch-pulling puzzles, the story is compelling, and the 
graphics are great. Plus, as there are few vampire-themed 
games out there, and even fewer good ones, Defiance is 
required for all fans of suckheads. Even if you don't run with 
the Buffy set, this is a great way to embrace your dark side 
without landing in jail. - JEREMY 

■ STYU I ·PLAYER ACTION ■ PUBUSHH EIDOS INTERACTM ■ DIVILONR CRYSTAL DYNAMICS ■ ULIASI NOVEMBER 11 

■ Concept: 
For the first time in the 
series. both Raziel and Kain 
are playable in the same 
game. and the action has 
been amped up 

■ Graphics: 
The backgrounds are simply 
astounding. I wish the large 
gothic castle I live in looked 
as nice 

■ Sound: 
As always, the voice acting 
is top-notch and the score 
is fitting 

■ Playability: 
The new control scheme 
provides the combat depth 
this series has sorely 
needed 

■ Entertainment: 
The story is fantastic, but 
the actual gameplay tends 
to get a bit stale 

■ Replay Value: 
Moderate 

SECOND OPINION : 
I have a .,... ""9ctlan for 
11111 Hltel. I can't qulta .... 

out - It II, either. Aa with 

......... editions, - .. 
neither the c,eatest pme of 
all - , nor the-• lt'I jult 
IOlld from bo111nnk1C to end. 
The otory, _..,., _ 

Nice few pmeo do. SeelrC 
where the twllted tale of Kain 
and Razlol - II,_ 
-C,, to play 11111 pme, 
but don't let the ---­
otory fool you Into bellntnC 
11111 pme II for ew,yone. 
Fano of the ..._ -,'t be 
dlaappolnted, but It doeln't do 
anyu..tc to - ltMlf up for 
,_Kain....,..__ The.,_. 
and conlnlll n stlll ltfy II 
- • and the.,.- can be 
annoylnC II you let _, Ce! 
to you. Luckly, 11111 pme only 
requlreo ....... knowledCe 
of the MriM, 10 II you have 
uJpped a couple, don't be 
afraid to dive Into-• 
which .. ~ the belt In 

the - ...... the orl&lnal. 
ANDY-7.75 
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PLAYSTATION 2 

SPY HUNTER 2 
MIDWAY'S SEQUEL FALLS SHORT 

I was surprised at how much I enjoyed the last Spy 
Hunter. It was just a fun and easy to play game. No 
element of the game found its way to either extreme. 

The driving was basic, but you could pull off a slide easily. 
There were some challenging points, but nothing too 
difficult. Sure, it was short, but it was entertaining enough 
that you felt like you got your money's worth. Simply put, it 
didn't break the mold, but it had a great balance to it that 
made it a solid game through and through. 

Sadly, Spy Hunter 2 doesn't offer that perfect mix that 
made the first PS2 title so enjoyable. It's a shame really, 
as you can see that both the developer and publisher 
tried to add in all the things that you should to a sequel. 
New, bigger, and badder weapons and vehicles? Check. 
Improved, larger enemies? Check. More dynamic gameplay? 
Check. But for all of the off-road Interceptor variations, auto­
tracking turrets, and new and improved Al, the team simply 
forgot to make the game fun to play. 

Around every turn of Spy Hunter 2's 16 levels, I was met 
with spy cliche after cliche: Blow up the hovercraft, save 
this, save that. This overall ho-hum attitude doesn't limit 
itself to the story either - less than stellar design can be 
found throughout the entire game. 

While there are times when the levels shine with some 
impressive graphics, most of the time, they're Plain Jane 
and almost...dare I say it...PSone-like. In the water levels in 
particular I found myself staring at some awful effects and 
single-texture walls. And I don't mean one texture on one 
wall. I mean one texture used on every wall. Everywhere. 

The enemy vehicles also suffer from this lack of creativity. 
The land vehicles act like the water vehicles and vice-versa. 
Plus, they don't so much chase you as fulfill some arcane 
routine that is executed in your vicinity. 

Even worse, the control of your vehicle isn't up to par with 
even the original. And don't get me started on the targeting. 

I know I'm being hard on this game, but I don't think 
it's uncalled for. This sequel could have been truly stellar, 
and instead it's not even average. In fact, the production 
values in this game are so poor, I would have thought 
that some dude made it in his basement, rather than at a 
multi-million dollar development studio. I don't know who 
is to blame here, but heads should roll. Midway and Angel 
Studios are capable of much more than this god-forsaken 
sequel. - ANDY 

■ ITYU l OR 2·PIAYER ACTION ■ PUBLISHER MIDWAY ■ DIVI LOPIR ANGEL STUDIOS ■ UUASI NOVEMBER 25 

■ Concept: 
Drive a transforming car 
through fairty linear levels 
blowing stuff up 

■ Graphics: 
As a package, Spy Hunter 2 
delivers more, but the look 
isn't as clean as the original 

■ Sound: 
Pretty average overall, but 
Vanessa Ca~ton fans will 
appreciate her track 

■ Playability: 
The control and difficulty 
level Isn't as friendly as the 
previous game 

■ Entertainment: 
This edition of Spy Hunter 
lacks the magic that 
made the first PS2 title so 
enjoyable to play 

■ Replay Value: 
Moderately Low 

- -

SECOND OPINION 
I'm able Ian of Ancel Studios 
(MW known M Rocklw San 
oteco, the-­
MlclnlCM Club II). White thi9 
project WM bocu,, before the 
_,isltlonolthe-
11--pretty­
-wtthMClllntenne 
ol ..... t-.oiaCYand 
Oaphlcal-. As such, Ifs very 
fllt and places .. ...-.., 
bllltenneaito_ l _ 
the ww, they'wt -to......,.. 
the experience with -
lnterceplot lomw and~ 
and--upthelewtlcleoqp, 
to Include oome brief Twisted 
~--and 
...., nc,,ta. - . the 
--ol~­
enouch to ffllM 1111 -out 
-llttlehalr l -leftOII 
more 111111..,. oc:calon. Aleo, 
--•--of 
pololl-ffllCht--
the -.It of the_, 
.....-.Un& OIi Midnldil Club 
clullnC this came·• creation. It'• 
• eood, lolld arcade experience, 
but one - requires a lOII 
ol botll sklll and bllnd luck to 
prooessthroudl. 

MATI- 7.5 
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I 0- this title Isn't going to 
malfemy-ofa"Cyber­
PlrMNAdwnturelllroudl 
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.,_ ,,_ .. 90 clunky 
and}'OUrreulsSO...._. 
--1 seriously doullt 

- people ... - the time requaed to make a really 
~pmo.5Wi. I doloWI 
myCyber-Arates,thouCh, 

JEREMY-I 

PLAYSTATION 2 

THE SIMS: 
BUSTIN' OUT 
WONDERFUL MADNESS 

The Sims debate rages on -why not just go out and get real friends rather than investing 
time in relationships with pixellated folk? Well, it's because in a few short days, you can 
become a Hollywood sex symbol {or mad scientist, or love guru, or supermodel). These 

things cannot be achieved in the real world on a similar timeline. 
The reason that I like this edition of The Sims, in particular, is that the missions move along 

quicker than the real world or past versions of the game have offered. With a bounty of unlock­
able clothes, cars, social interactions, furnishings, and decorations, this edition is no slouch in 
the customization field, either. 

One thing that separates the PS2 outing from its console cohorts is the online Weekend 
play. This mode takes place online {with one 
buddy at a time - whoever sends out the 
invite plays host in their Sim world) and is 
supposed to symbolize the weekend of a Sim 
workweek. Therefore, you don't have to worl< 
and can spend your time building up stats, 
chatting with your online buddy, and trading 
items that either of you have unlocked. It's 
pretty slick. Bustin' Out is well worth your 
time and Simoleans, er, money. - USA 

!jhhl.foi!IIIM 
-t 9.25 
■ Concept: 

Where the first console 
editions had to prove that 
the game could transfer 
from PC. this one must up 
the ante 

■ Graphics: 
Sharper, more colorful, and 
loads more interesting 

■ Sound: 

Funny Sim-speak and better 
stereo tunes 

■ Playability: 
The controls are easy as 
pie, although I wish that the 
Goals were more accessible 

■ Entertainment: 
Addictive as ever and 
funnier than before - good 
times from start to end 

■ Replay Value: 
High 

i SECOND OPINION 

If you've - played The Sims, 
you already koow how -
and brtlllantly desicr,ect u-
games ... So, to - of you 
In that OOUP, Just let me uy 
that you -.id run, not walk 
to the - and pick up a copy 
of Bustin' Out. If anythke. It's 
...., itlofC«than laot yes•• 

PS2 hit and ""'"' - In Its 
mluionllaled structure, -
II mon, dlvene, laoter, and a hel 
of a lat flnlllr than last ,....L 

WIiie It lackl the connectMty 

- of the GanleCube, this 
lleve,yblt • ~ a pmoon 

PS2, and continues to -
- A) S1ms..-W111WriCIII 
II a ce,u and B) At the end of 
the day, there's nothinC better 
than dlllllrC In the hot 111b -
your roommate desperately 
tries to put out a kitchen tire. 
What's mon,, the new onllne 
"wMkends" ftnally let you screw 
off and do notha,c - Just Hke you 
do In real Ille. 

MATI-9 

■ STYLI I OR 2.PIAYER SIMUIATION IUP TO 2.PIAYERS ONLINE) ■ PUBUSHH ELECTRONIC ARTS 
■ DIYILOPIR MAXIS ■ UUASI DECEMBER 16 



PLAYSTATION 2 

GOBLIN COMMANDER: 
UNLEASH THE HORDE 
A REAL-DEAL RTS 

5 aying that Goblin Commander is the best console real-time strategy game isn't 
saying much, but it's intended as a compliment. Goblin Commander would stand at 
the head of the class even if the competition were much tougher. 

Thanks to the involvement of the Millar brothers, veterans of the WarCraft series, Goblin 
Commander avoids all the mistakes of the average console RTS. The control scheme 
is ultra-simple, but works incredibly smoothly. Basically, each clan of goblins under your 
control is assigned a face button. Scroll the cursor over the map, hit the button to set a 
waypoint, and watch your troops head to that point. For a more hands-on approach, you 
can take control of a specific unit and steer it manually, and the others will follow. Often 
times, you'll control a Titan, a giant wrecking machine with some (very) basic combat 
maneuvers. This direct control is the best innovation in the game, and I'd be surprised if it 
wasn't copied by future RTS titles. 

Aside from a few minor issues (Titans are useless unless you're controlling them), 
Goblin Commander plays great. The graphics are also solid - zooming in on your units 
reveals a high level of detail. I even like the story, which is typically not a hallmark of 
RTS titles. In other words, this game proves that RTS games can be done right on a 
console. - JER£MY 

■ ITYU l OR 2-PIAYER ACTION/STRATEGY ■ l"U■USHIR JALECO ENTERTAINMENT 
■ DIVILOPIR JALECO ENTERTAINMENT ■ ULIAA NOVEMBER 11 

■ Concept: 
Created specifically 
for consoles, Goblin 
Commander hopes to be 
the first non-PC RTS that 
doesn't suck 

■ Graphics: 
From a distance, everything 
looks kinda fuzzy, but up 
close, the character models 
are impressive 

■ Sound: 
The goblin language sounds 
cool and adds a lot to the 
atmosphere 

■ Playablllty: 
The success of this game is 
based almost entirely on ~s 
simple, yet effective control 
scheme 

■ Entertainment: 
Only the most Jaded PC 
RTS gamers won't find 
something to like here 

■ Replay Value: 
Moderate 

SECOND OPINION j 

This lltle " • breath ol -
.., In the~ ol coneole 
llfflke. ll'IIO ..... lllytllq 
--11 -boalllnplay 
_ ,11 _, done lnc,ed-

lbly .... wlllcll It II. Thoulll 
11-.---w1111 
..... RT1 lltlel, It playl wry 
clllwently 111111 lllytllq on 
thenwllel.llecaMlt­........., ... _,_ 
had the oppor1Unlty to .... 
• conllol tclleme-... the 
lltle pe,f9ctly.,.,,.,. -time 
wllll the ...... , --- to 
'"'-enlkely- I - holdilC 
•-11111.Allo,the 
hlllle Tltanl b eKll clln n 
•-rlat.Wbllhlrlt'I 
...__, lloope wllll the 
Slone 00- .. ....,.._...., 
on their hNdl wllll the Wlr I'll 
Clltllpult, 1111,c yow T1tan -
lell oldllld~~ 
llom IIIIIIC otae, 11 only thele 
_.,....,.mode, 1-

~- !NI.,..._, 
untl the --- out. 

ADAM-8 
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REINER - 6.5 

PLAYSTATION 2 

TOKYO XTREME 
RACER 3 
MY NAME IS UNLIMITED BEGINNER, 
HEAR ME ROAR! 

Emember your first car? If you're like most of us, it wasn't a make or model that's been 
an episode of Cribs. It was a hand-me-down from a sibling that smelled like smoky 
ed tacos, no matter what kind of freshener you threw at the problem. Much like your 

first car, this is a game that has that pre-OW!led smell all over it. Tokyo Extreme Racer 3 is 
actually developer Genki's fourth title in the series, and it hasn't gotten arry fresher through 
the years. 

Publisher Crave has char€ed its philosophy and decided to release budget titles, of which 
this is certainly one. Don't get me wr~ I've been a fan of the series, it's just that so much 
has happened in the street racing genre since Crave switched its focus. Cruising around 
real sections of Tokyo, Nagoya, and Osaka looking for rival gaf'€ members to race is a great 
concept, but with Need for Speed: Underground and Midnight Club 2 available, this title is too 
simple on many levels. The races are staid and the maps require too many load points. They 
are dull in comparison to MC 2's shortcuts and inventive Al. What saves this game (besides 
the price) is the amount of customization, which includes making your own stickers. You'll also 
get a kick out of seeing what crazj name your competitors have christened you with depending 
on your skills. 

To say this Is the poor man's street racing game is quite an understatement. However, to 
completely dis Tokyo Xtreme Racer 3 would be a little harsh. It gets to where it's going; even if 
it's a little beat up in getting there. - KATO 

■ STYLI 1 OR 2./'\AYER RACING ■ PUBUSNIR CRAVE ■ DIYILONR GENKI 
■ HLIASI NOVEMBER 1 B 

■ Concept: 
Genki's street racing 
gangland shOwdowns 
haven't changed much, 
despite games like Need for 
Speed: Underground 

■ Graphics: 
Except for the road textures, 
there Isn't much here that 
wasn ·1 done back on the 
Dreamcast 

■ Sound: 
What do you listen to In you 
reaH~e car? Your favorite 
tunes. These are not it 

■ Playablllty: 
Although the handling was 
accurate for street cars, 
I wish it was a smoother 
experience 

■ Entertainment: 
A premise that's largely 
been done better 
everywhere else, but It Is 
only 20 bucks 

■ Replay Value: 
Moderate 

• SECOND OPINION ' 

ti. ...._ - wlllcll MIN 
ln1.999on~-­
around- l'lre F• Md 
lile,....mede_.....,. 
coal. Its .... o,nep111y-., 
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-----and"'-
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........................ 
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,... ....... --......... ., ....... ,Ille~ .................. ,....... 
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.... paint pNJCrlm lar - -
- _.,., Ille Black FIIClaCo 
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- • • - - - his run lbc:oune. 
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PLAYSTATION 2 

DRAGON BALL Z: 
BUDOKAl2 
GOKU'S SPACE-AGE BACHELOR PAD 

T raditionally, the Dragon Ball Z fighting games have been about pure window dressing. 
Give kids characters and story lines they love and the rest will take care of itself. 
Budokai 2 is noteworthy because it not only gives you an extra layer of depth, but it also 

throws in a few gameplay additions to make the average fighting slightly more bearable. 
Dragon Wo~d is a new mode where the action revolves around different playing boards as 

you collect the seven dragon balls, among other things. Thus, move your guys into a space 
on your tum, and maybe it'll contain a defensive power-t1p or an enemy to battle. You also get 
to choose who your ally is for that board, so you can pull strategic maneuvers like trapping an 
enemy. Also, some skill capsules you win are only applicable to certain people, so it's wise to 
choose an ally that can maximize all the skills possible. 

Developer Dimps has added some welcome defensive twists to the gameplay. Not only are 
dodges easier, but combos can be broken up. However, on the whole, I still feel that the game 
lacks some fluidity, as I was never comfortable with the dash move. Furthermore, although I 
like the series' use of lower and upper planes for fighting, I still wish you could move between 
the two more freely. Even though it's not in the premier league of fighters, I can honestly say 
for the first time that non-fans will find this an inviting game with its own brand of depth. As 
for die-hards, being able to fuse characters is just the tip of the iceberg you'll get playing this. 
- KATO 

■ ITYU 1 OR 2-PIAYER FIGHTING ■ PIIBLI.HIR ATARI ■ DIYILONR DIMPS 
■ UUASI DECEMBER 2 " 

■ Concept: 
Finally give fans of this 
fighter something new: the 
board ga~sque Dragon 
Wo~d 

■ Graphics: 
Budokai 2 is right at home 
with its ce~shaded graphics 

■ Sound: 
The voiceovers before 
battles are good to hear, 
although not much else is 
notable 

■ P1ayablllty: 
Despite its improvements 
in other areas, I still feel 
that movement is a small 
problem 

■ Entertainment: 
This is easily the best, 
most-accessible Dragon 
Ball fighting game there's 
ever been 

■ Replay Value: 
Moderate 

SECOND OPINION 

For .. but the - ., 
-DBZ--.-2 ........ ,_,_..,_ 
It - me a lot al Sine! 
f'WllerEXanthe~bul __ ...,....and _ 
___ ..,an11_ -----­an11-.ao-11-, 
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to-........ ,.... .. 
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.......... -'t do much 
tor me,_..,,, ... points 
tor-...itor..,-....-.c 
-.-2-IDOd 
andthe_..,,..,. ... 
-ldN,butlNIIICllltal 
_,.,,._ .... apart 
onceyouactullyllltltlny,u 
- -Tllellnllanlll ......... .. ~ ............ - . 
but-'t ..... up tor the _.........,_,.... _ 
_, __ Illa 

_,,.......-,....... . ........ -.-. 
Cllltlo-on. 

JUSTIN - 6. 71 
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JEREMY-4 

PLAYSTATION 2 

I-NINJA 
DOES NOT THE PLATFORM NEED ACTION, TOO? 

F or a platformer starring a little ninja, there sure is 
a lot to do in this game. Of course, swords will be 
swung in some entertaining combat (something 

traditionally lacking in the genre), but developer Argonaut 

didn't stop there. 
The star of the game - a ninja called Ninja - isn't the 

most loveable of characters. I would've rather had him 

ditch the attitude and just be a determined underdog, but 

his abilities do justify his self-confidence. Running along 
walls, using a chain grapple, and some fancy jumping get 

Ninja around a level in style. 
Every world throws something new at you. The early 

stages give you a Monkey Ball-esque mechanic to get 

I SECOND OPINION 
Hllnjapla,s ... awleopme 
........ lt hNllleactlonof 
Slwlbl, Ille IICNJbatlca., 
Pltnceof-. Ille .......... 
of Craib.,_, and Ille bal 
physlca of Marble...,__ 
There's certainly a lot of came 
hole, but most ., It Is modloae 
a1-. 11•n ...._ some tlwtlls, 
but you'N likely 1o1e Interest 
wltli.lalowholn. 

REINER-7 

parts of a giant robot back to their rightful home. Projectiles (with sniping) come into 

play. You'll even get behind turrets. 
~Ninja goes above and beyond the norm of platform games, and comes out shining like 

the edge of a sharpened blade. - JUSTIN 

■ STYLI 1 ·PIAYER ACTlON/PIATFORM ■ PUBUSHH NAMCO ■ DEVILONR ARGONAUT 

■ UUASI NOVEMBER 18 

PLAYSTATION 2 

HARRY POffER AND 
THE SORCERER'S STONE 
"VOMIT? REVOLTING!" 

R
ehashing Potter's first year of Hogwart's is starting 

to wear me out. The book, the movie, the first 
time that this game came out .... Purportedly, the 

team set out to upgrade the graphics and the gameplay of 

Sorcerer's Stone on PSone. What they put out was a slightly 
less painful version of the earlier, incredibly painful version . 

In Sorcerer's Stone, you still collect grotesquely 
flavored beans, execute laborious stealth missions, fly 
an uncontrollable broom, and cast spells in a very slow 
manner. In case anyone familiar with the other Potter 

- -

SECOND OPINION 
Yes, 1111s Is_...,. 

bNed on Ille - Harry_ 
movie flom EA - one that 
ltlnCIIY doles out Ille fun at a - -~ 
pace. Maybe llley lllouC'lt that 
maldnC two crappy cames 
- be Ille ..... - making 
one CoOd one? It's not. 

MATT-5 

games are curious, you still don't jump on your own accord. Instead, the game employs 

a Zelda-like automatic jump and button-mapping system. It 's cool in Zelda, because the 

puzzles and gameplay make up for the simplistic control scheme. The same can not be 

said for Sorcerer's Stone. Unless you're six years old and a mad Potter fan (who didn't 

play this game on PSone), don't go anywhere near this one. - USA 

■ STYLI 1 ·PIAYER ACTION/ ADVENTURE ■ PUBUSHIR ELECTRONIC ARTS 

■ DIVILONR ELECTRONIC ARTS ■ RILEASI DECEMBER 12 

■ Concept: 
Little ninja, bad attitude, and 
lots of swinging with sharp 
objects 

■ Graphics: 
Not the prettiest gi~ at the 
prom, but she can dance. 
The camera tends to suck 
occasionally 

■ Sound: 
Childish music and voiceovers 
that won't wow anyone 

■ Playability: 
Ninja's got plenty of moves, 
and everything works as the 
developer intended 

■ Entertainment: 
Lots of deviations from 
simple action/ platforming. If 
that's your genre of choice, 
you'll dig on this 

■ Replay Value: 
Moderate 

■ Concept: 
Recreate Harry's first year 
of wizard school with mind­
numbing gameplay 

■ Graphics: 
Weird lighting, unbelievably 
chuggy framerates, and lots 
of collision issues 

■ Sound: 
Some really excellent 
voice work 

■ Playability: 
Dumbed down, but 
inconsistent controls 

■ Entertainment: 
Personally, I'd rather watch 
the movie or read the 
book - this doesn't live up to 
my vision of wizard school 

■ Replay Value: 
Low 



PLAYSTATION 2 QUICKIES 
CABELA'S DANGEROUS HUNTS 
■ STYU 1-PIAYER ACTION 
■ l'UBUSNU ACTMSK)N 
■ ■IUASI NOVEMBER 11 

Now I know why I never 
went hunting. No, it's not 
because I love animals, it's 
because I hate being bored. 
Seriously, I thought games 
were about having fun. They 
shouldn't make your mind 
wander and remind you 

that you've got to pay your credit card bills. This hunting 
sim may be pseuderrealistic, but that doesn't make up 
for the crappy graphics, horrible pop-up problem, and 
general lack of anything interesting. The only danger in this 
game is that you might get electrocuted while smashing 
your TV for showing you this ugly, tedious ~4.

75 crap. - JEREMY ~ 

CELEBRITY DEATHMATCH 
■ STYU 1 OR 2-PIAYER FIGHTING 
■ l'UBUSHI■ GOTHAM GAMES 
■ ■IUASI OCTOBER 14 

There's a lot to get excited 
over here. You can create 
your own ... oh wait, that 
sucks. You unlock ... 
monsters? That's lame. 
Well, at least the special 

-"I moves ... blow? Sarcasm 
aside, I wouldn't burn this 

game for warmth if a vat of dry ice got dumped on my head. 
It's better than Simpsons Wrestling and features lots of 
gore and lowbrow humor, but that's about it. If there's ever 
a Developer Deathmatch game, I volunteer f!'i1 
the people who made this crap. - JUSTIN i::12.75 
HOT WHEELS WORLD RACE 
■ STYU 1 OR 2-PIAYER RAONG 
■ l'UBUSHH THQ 
■ ■IUASI OCTOBER 31 

Did you ever wonder what 
F-Zero would be like if it 
sucked? Well, wonder no 
morel Hot Wheels World 
Race is here to demonstrate 
for us what happens when 
you take away good physics 
and the feeling of speed 

from a racing game. Along with the ingenious mechanic of 
seemingly random view changes, this makes for a game 
that in all seriousness is quite inferior to l'2"l 
F-Zero. As in the SNES one. - ADAM bit! 

BATTLESTAR GALACTICA 
■ STYU 1-PIAYER ACTION 
■ l'UBLISNH VIVENDI UNMRSAL 
■ ■IUASI NOVEMBER 18 

Those of you who love 
space combat know that 
you only get a few releases 
per year. Unfortunately, 
this little game is ugly and 
smelly enough that only 
a dedicated few should 
bring it home. It plays very 

similarly to StarLancer for the Dreamcast, except with an 
infinitely weaker interface and crappy levels. Do yourself 
a favor and play that to get the space jockey out of your 
system rather than wasting your time with f!fJ 
this. - ADAM IJ.l 6 

LOONEY TUNES: BACK IN ACTION 
■ STYU 1 TO 4-PIAYER ACTION/ PIATFORM 
■ l'UBLISHH ELECTRONIC ARTS 
■ UUASI NOVEMBER 11 

I just don't think 
the Looney Tunes 
are going to get 
the game that they 
deserve. Looney 
Tunes: Back in 
Action sometimes 
comes close to 
capturing the 
humorous magic 

of the classic cartoons, with some witty sight gags and 
Bug's ability to burrow, but it can't hold off the stench of rot 
that is setting in on by-the-book platformers like this. Also, 
camera problems in a game with environments this simple 
are inexcusable. At one point, Bugs even cops to the lack 
of originality in an offhand one-liner: "All this running and 
jumping is making me hungry.· Well, Bugs, ~ 
it's making me tired. - MATT I:;! 5 

TERMINATOR 3: RISE OF THE MACHINES 
■ STYU 1-PIAYER ACTION 
■ l'UBUSNI■ ATARI 
■ UUASI NOVEMBER 11 

Hot off of the 
heels of Enter the 
Matrix's success, 
Atari is giving 
Terminator 3 the 
royal treatment. 
With exclusive 
movie sequences 
that can only 
be found in the 

game, voice work by all of the key actors, and a story that 
better conveys the events leading up to the feature film, 
it has more than enough content to make fans convulse 
with excitement. In the greater gaming world, however, 
Terminator 3 isn't as majestic. Its gameplay is well below 
today's standard for console FPS. Horribly clunky hand-to­
hand fighting also rears its ugly head. Much like Enter the 
Matrix, you really have to be a diehard fan to enjoy this 
game. It's a gritty play, but it has some f!t1

5
.
75 great content to it. - REINER ~ 

NCAA MARCH MADNESS 2004 
■ STYU I TO 8-PIAYER IUP TO 8-PIAYER VIA ONLINE) 
■ l'UBUSNI■ EA Sl'ORTS 
■ UUASI NOVEMBER 17 

EA is finally 
playing Division 
1 ball. With 
the inclusion 
of NBA Live 
2004's dynamic 
gameplay, March 
Madness' on­
court presence 
is swift and 

explosive. EA has also beefed up the experience with 
online play, rivalry games, and over 300 different teams 
to choose from. Whether it's the stadium details or 
the crowd chants, EA has captured the authenticity of 
the collegiate game better than anyone. The fact that 
Dickie V comes across as a senile old man adds an 
unexpected layer of amusement to the mix. It doesn't 
have the variety of modes as Sega's College Hoops, but 
when it comes to play, I give the nod to f.l!L2S 
March Madness. - REINER bl.I 

1111 waylllll __ ___ 
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1080° AVALANCHE 
BURIED FROM HEAD TO TOE 

I n the five years that Nintendo has kept the 1080° 
series frozen in ice, the very nature of video game 
snowboarding has changed completely. After spending 

a week with Avalanche (which is about six and a half days 
too many), I'm beginning to think that someone didn't give 
Nintendo the memo. 

If the SSX series never existed, I'd begrudgingly play 
Amped. If Amped somehow never came to fruition, I would 
play Tony Hawk- pretending that the asphalt was snow. Are 
you catching my drift here? 

Whoever designed Avalanche's trick system obviously got 
his or her doctorate in stupidity. Rather than just busting 
out one trick after another, players are forced to wait until 
the game prompts them to initiate the next move. You'll 
have to sit back and wait until your boarder flashes red in 
color before a move can technically be linked. As you can 
imagine, this system is way too mechanical and lacking all 
the things that make games of this caliber great. 

As disappointing as the trick controls may be, it does a 
great job of delivering an intense sensation of speed for the 
racing segments. The screen shakes violently as your speed 
increases; your garments ripple under furious winds; and 
snow particles zip by in the blink of an eye. As you traverse 
the terrain, you can't help but hang on for dear life. This is 
one of those games that achieves such a level of realism 
that you will freeze up or gasp when you squeeze through 

narrow passages. NST also implemented scripted events 
such as crumbling bridges and full-on avalanches to rattle 
your nerves and keep you on your toes. 

Unfortunately, most of the tracks are incredibly short 
(one or two minutes tops) and are repeated throughout 
Match Race, Time Trial, and Gate Challenge modes. The 
game doesn't really embody the essence of competition, 
either. The Match Races are only one-on-one heats Oust like 
the Nintendo 64 game), and you can usually blow by your 
adversary in no time flat. I would perform one trick at the 
beginning of the race to max out my power bar (which in turn 
raises your boarder's overall speed), and would just bomb 
the remainder of the hill without hitting any jumps or rails. 
That's all you need to do. 

As you can probably tell, the single player experience really 
holds no thrills. Therefore, the only redeeming quality that 
Avalanche has is its four-player split-screen and I.AN support. 

Looking back, I gave the original 1080° title a 9.25 out 
of 10 and can fondly remember many sleepless nights with 
it. This follow-up wowed me with its visual splendor, but 
ultimately made me go back and play SSX 3 again. 

Nintendo fans may get a kick out of some of the extras (a 
large ice statue of Mario and an NES controller snowboard), 
but I have a feeling that everyone will have trouble getting 
into this game's confusing trick system and lackluster 
single player experience. - REINER 

■ STYLI 1 TO 4-PIAYER ACTION/RAONG (UP TO 4·PIAYER VIA LAN) ■ PUBUSNIR NINTENDO■ DIYILOPH NST 
■ RILIASI DECEMSERl 

When )our boarder fl,,shc'::> red )Ou can hnk together tricks in a combo 

1 
mr·lil·i!lilil■ 
E. 6.25 
■ Concept: 

Revive a long forgotten 
classic and implement the 
worst trick system In the last 
10years 

■ Graphics: 
You gotta love the attention 
to detail that NST installed. 
Snow sticks to boarders, the 
environments are very much 
alive, and the effects are 
topnotch 

■ Sound: 
The soundtrack is definitely 
rocking, yet comes up short 
on the number of licensed 
tracks 

■ P1ayablllty: 
The racing aspect is very 
Intense, but the trick system 
Is beyond pathetic 

■ Entertainment: 
A great multiplayer game, but 
void of thrills for single player 

■ Replay Value: 
Moderately Low 

SECOND OPINION 
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"In all, this is 

a step in the 

right direction 

for Sonic, 

but one that 

ultimately fails 

SONIC HEROES 
TRIPLE TAG TEAM ACTION 

W hen I saw that I had a one-page review for Sonic 
Heroes on my docket, I immediately thought, 
"Oh great, another crappy Sonic game to 

review. · I'm not saying that my initial bias was correct, but 
I think that It's telling that what was, during the Genesis 
days, one of my very favorite franchises now evokes an 
extremely negative reaction. As an aging game Icon, Sonic 
has been in decline for years, and is dangerously close to 
be relegated to the b-list of gaming superstars. 

Sega obviously smells the rot that has set into the 30 
Sonic titles, and makes an admirable effort to change 
the game plan with Sonic Heroes. This time the 'hog is 
rolling with a posse, and you can freely switch between 
three characters on the fly, each of whom have different 
powers and abilities. To add more Intrigue, there are four 
teams of three to choose from at the outset: Team Sonic, 
Team Dark (featuring Dark Sonic), and two trios of more 
obscure characters, Team Rose and Team Chaotix. Each 
of these teams is supposed to have a unique quest, but 
the missions and environments are largely the same, with 
some slight alterations. 

In terms of gameplay, this triple-tag approach does 
improve on the stale formula of the last few titles In the 
series. By switching the character in the lead of your 
formation, you gain different abilities for the team as a 

whole. Generally, one character is for speed, one is for 
power, and the other allows the threesome to fly for brief 
periods of time. Also, you can perform combo attacks and 
even toss the other members of your party at enemies. At 
Its best, Sonic Heroes Is an ingenious platformer, requiring 
both quick reflexes and the presence of mind to switch to 
the right character at the right time. 

However, this game doesn't do enough to correct the 
issues that have existed with Sonic titles since they made 
the transition to three dimensions. Camera problems still 
run rampant, often obscuring your point-of-view and making 
what should be rudimentary platforming a frustrating gulag. 
Also, there are still way too many long series of loops and 
bumpers that can be conquered by simply sitting back and 
pressing forward on the analog stick. Back in the day, the 
sheer speed of Sonic was Impressive enough to make these 
sections worth it, but now they are simply dull. In addition, 
the level designs are far from Inspired. Maybe these could 
be overlooked in a game that features some of the humor 
and drama of Jak II or Ratchet & Clank: Going Commando, 
but all you'll find here is the same annoying voiceovers and 
ridiculous plotlines we've suffered through for years. In all, 
this is a step in the right direction for Sonic, but one that 
ultimately fails to thrill. - MATT 

■ ITYU 1 TO 2-PIAYER ACTION ■ PUIILIINI■ SEGA ■ DIYILOPI■ SONIC TEAM■ UUASI JANUARY 15 

■ Concept: 
Sega keeps trying, and 
keeps falling short 

■ Graphics: 
Here's the math: 
Renderware = solid but 
unimpressive 

• Sound: 
Funny detail: They actually 
bothered to have Pro Logic II 
support for this butt-rock crap 
and 16-bit sound effects 

■ Playablllty: 
Succeeds In adding a new 
twist to the 30 Sonic formula 

■ Entertainment: 
This Is the right direction 
for the series, but doesn't 
change things up enough 

■ Replay Value: 
Moderately High 

SECOND OPINION 
lcanuy - conlldence 
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On paper, True Crime has 
deflnltety cot the ,-.. So, 
why doesn't this &ame "811 
me the way that Rockatar's 
GTA sanes does? For one, It's 
Just not cool. GTA has style for 
miles, but this &ame's attempt 
to be "ed&Y· Is - pathetic and 
dorky • Madonna trytnc to 
rap. Also, for all the thl"'9 It 
attempts to do, It doesn't raaHy 
do any of - well. 

MATI-7.75 

GOTCHA FORCE 
GOTTA CATCH 'EM ALL 

I blame this on Pokemon. Here we have yet another game in which young kids collect 

tiny fighters and make them do battle. While Gotcha Force plays nothing like that 

franchise, it feels really familiar and lacks any originality whatsoever. But despite any 
real creativity, Gotcha Force emerges as a passable kid's title. 

Before we go on, are you older than 12? If so, turn back now - this game ain't for you. 

It's about kids who collect robots to defeat the evil Death Force and their leader, Galactic 
Emperor. Sound like it's for adults? 

At the start of the game, the main character finds a tiny robot and immediately 

starts battling other small machines. Combat takes place in third-person arenas, and 

is fast, flashy, and simple. After every few battles, you earn new robots called Gotcha 

Bergs, which you can assemble into your Gotcha Force. You'll also meet allies who fight 

alongside you in progressively larger battles. 
While Gotcha Force offers several play modes, including Story and Versus, the basic 

gameplay never changes. Battle, tweak your Force, battle, repeat. Kids who have grown 

up with collecting games will probably feel compelled to find all 100 robots, but everyone 

else will grow quickly tired of the simplistic combat. It could easily be called Pokemon: 
Cyber Wars. - JEREMY 

■ STYU 1 TO 4-PIAYER ACTION ■ PU■USIIIR CAPCOM ■ DIVILOPIR CAPCOM USA 

■ ULIASI DECEMBER 2 

■ Concept: 
Collect tiny robots and make 
them fight. Sound at all 
familiar? 

■ Graphics: 
The robot designs are cool, 
but the environments are 
bland and combat is far too 
busy-looking 

■ Sound: 
The voice actors are decent. 
but the music sucks worse 
than having a Poison cassette 
stuck in your tape player 

■ Pfayablllty: 
The ultra-simple combat Is 
great for young players, but 
a little depth would have 
been nice 

■ Entertainment: 
There's a lot of stuff to unlock, 
but the redundant combat 
makes doing so a chore 

■ Replay Value: 
Moderately Low 

-

, SECOND OPINION 
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REINER-9.H 

THE HOBBIT 
BORED OF THE RINGS 

Remember the part in J.R.R Tolkien's novel The Hobbit when Bilbo has to jump 
across giant levitating mushroom tops to get the huge floating key? That was 
awesome. Seriously, if Tolkien's first book were this mediocre, there wouldn't 

have been sequels. If you're reading this, you're probably familiar with the story, so I 
won't rehash it here. But do you remember Bilbo needing to collect ·courage points,· 
parts to repair broken machines, or embarking on a series of lame fetch-quests? Nor 
do I. 

Granted, this t itle is aimed at kids, as evidenced by the ultra-frequent save points and 
one-button combat, but seriously, classic literature deserves better. This is nothing more 
than another lame Zelda clone with a license attached. Take that away, and it's the same 
game as Ve-,;,. or any other sub-par platformer. It's even got the requisite sloppy camera, 
collision problems, and collectable doodads that an adventure game needs to be truly 
underwhelming. 

While I've (deservedly) ripped this game a new hole, it's not a total loss. It's by no 
means the worst Middle-Earth game out there, and it may be a decent purchase for kids 
or exceptionally slow adults. But if you're expecting something that can stand alongside 
Peter Jackson's version of the franchise, then you had better look elsewhere. - JEREMY 

■ STYLI 1-PIAYER ACTION/ ADVENTURE ■ PUBUINIR VIVENDI UNMRSAl 
■ DIVILON R INEVITABLE ENTERTAINMENT■ RILIASI NOVEMBER 11 

■ Concept: 
Gulde Link ... er, Bilbo, through 
a loose retelling of the book 
that plays like a Zelda clone 

■ Graphics: 
See, all you ce~shading 
haters? The Wind Waker could 
have looked like this. Then 
how would )'OU feel, huh? 

■ Sound: 
Bilbo sounds just like C-3PO -
whiny and vaguely British 

■ P1ayablllty: 
Although it apes the recent 
Zelda games, controls and 
camera are nowhere near 
as tight 

■ Entertainment: 
Not nearly as good as the 
animated Hobbit cartoon, so 
what does that tell you? 

■ Replay Value: 
Low 

SECOND OPINION 
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P0K,fMoN CHANNEL 
SHOULD YOU TOUCH THAT DIAL? 

A Pikachu and a television are the main components 
of this release, which isn't so much a game but 
a virtual pet/TV-watching sim. Collecting cards, 

playing minigames, and painting are also on the docket for 
this strange release. 

Prof. Oak wants you to watch all the shows; including 
a news network, Shop 'N Squirtle, and exclusive Pikachu 
Bros. anime. Oak unlocks new channels as you go, but 
being forced to view Slowpoke sleeping or Smoochum doing 
aerobics in their entirety isn't my idea of fun. 

SECOND OPINION 
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Your Pikachu pal gets into mischief, and it's up to you to raise it right. Plop it in front of 
the boob tube, and it will be content much longer than you will. You can also play catch, 
grow plants, and explore inside and outside of your house. 

This game, like Animal Crossing, guilt-trips you into daily playing (it also uses the 'Cube's 
internal clock). However, there's not nearly as much substance. You become a slave to the 
TV and a slave to Pikachu. Pokemon fans will be glued to their sets. Everyone else will be 
turned off, pun intended. - JUSTIN 

■ lffU 1-PIAYER SIMUlATION ■ PU■UIHIR NINTENDO ■ DIYILOPIR THE POKEMON 
COMPANY ■ UUAII DECEMBER 1 

PAC-MAN VS. 
FOUR TIMES THE BOREDOM 

W ell, here's the game that took up what seemed 
like half of Nintendo's last E3 press conference: 
Pac-Man Vs. "Designed" by gaming legend 

Shlgeru Miyamoto during what was In all likelihood the most 
Inspired Saturday afternoon of his career, the game is a four­
player version of the arcade classic we all know and love. 
If you're not familiar with it, here's the rub: With three GC 
controllers, one link cable and one GBA, you or one of your 
soon-to-be-former friends take turns playing as Pac-Man on 
the handheld unit's screen, while the others play as ghosts 
with a limited field of view on the television. Whoever wins 

SECOND OPINION 
Tia olfort II ,_. ol a 
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-11111 title II ....,...<t 
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gets handed the GBA to be P.Diddy for the next go 'round. That's it. 
Yep, I know it's free If you buy one of three new Namco titles, but please don't buy 

a game you didn't Intend to with the thought that Pac-Man Vs. will make it worth your 
money. Simply put, It's just not that fun. Playing on the GBA feels like playing Pac-Man In 
slow motion, and being a ghost usually ends up being a tedious exercise In guesswork. 
Strangely, they dldn 't even bother to Include a one-player game. Some of the new boards 
are sorta neat, but the old saw "You get what you pay for· rings true in this case. - MATT 
■ lffU 1 TO 4·PIAYER ACTION ■ PU■UIHIR NAMCO■ DIYILOPIR NINTENDO/ 
NAMCO■ RIUASI DECEMBER 4 

6.5 
■ Concept: 

Play a game where you 
get to watch 1V - but with 
Pikachu 

■ Graphics: 
Models aren't much better 
than Pok6mon Snap, but 
the cartoons are surprisingly 
crisp 

■ Sound: 
I tell ya, Pok6mon cries can 
get downright annoying 

■ Playablllty: . 
There isn't a lot of actual 
game here, save for 
changing channels and a 
point-an<klick interface 

■ Entertainment: 
Cute? Definitely. High-quality 
gaming? Not so much 

■ Replay Value: 
Moderately High 

l!r,, ..... ;,w-

• Concept: 
Turn an arcade Icon Into a 
four-player party game 

■ Graphics: 
It's Pac-Man 

■ Sound: 
Bleep, bleep, bleepln' with 
some Marlo (I?) volceovers 

■ Playability: 
Feels sluggish on the GBA. 
and the limited viewpoint 
starts to annoy when you're 
a ghost 

■ Entertainment: 
It's going to take you longer 
to find three controllers, a 
link cable, a GBA, and three 
friends than you're going to 
want to play this 

■ Replay Value: 
Low 



"No one 

::;:::··~ RAINBOW SIX 3 
praises of 

this title's 

presentation 

enough." 
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NAZIS FOR THE NEW MILLENIUM 

T errorists seem to be the bad guys du jour. This latest 
effort at bringing the defense of freedom to a TV near 
you has many things to offer, such as spectacular 

graphics, realistic sound, and Xbox Live support like 
few others. 

Rainbow Six 3's interface is easily one of the better ones 
around. The best part of it is the auto-aim reticle, which shows 
the area within which your aim will shift to a target. Depending 
on your weapon, movement, and position, it expands or 
shrinks. It's a great mechanic that lessens the difficulty of 
precise aiming in console FPSs, while staying somewhat 
realistic and rewarding good tactics. 

No one person can sing the praises of this title's presen­
tation enough. Everything about it comes together to put 
you in the game. The graphical and aural effects when a 
flashbang grenade hits you are particularly impressive. The 
shadows are highly contextual, and can even be spotted 
by alert players to give away enemy positions. Night and 
thermal vision is implemented so well that ... okay, you 
get the idea. Seriously, this caliber of sensory effects is 
something to behold. 

Single-player is fun, but it involves dying a lot while 
memorizing the level, after which you can pretty much 

blast through without trouble. Asserting your mastery over 
the terrorists who just gunned you down fifteen times is 
a very cathartic experience, though, so it's not too bad. 
Another factor is the bizarre inconsistency in enemy and 
teammate Al. At times your crew will get utterly wiped out in 
a few seconds, while in another mission they'll make your 
presence almost unnecessary by instantly dropping any bad 
guys who come into range. This makes for a very up,ancl­
down quest, but the peaks make up for the valleys. 

Multi player, either over System Link or Xbox Live, is 
uniformly excellent except for two things. Inexperienced 
players will be put off by the ease with which they are killed, 
as characters can't take as many bullets as in most other 
games. Also, downtime can get to be a bit much, with 
some modes requiring up to several minutes before a killed 
player can respawn. There are several types of matches, 
including coop versions of the single-player missions, so 
most people should be able to find at least one or two that 
they enjoy. 

Though it lacks anything innovative enough to break into 
the ranks of the truly great, Rainbow Six 3 is a very solid 
game on all fronts, with exceptional multiplayer. If your Xbox 
is hooked up to Live, this is not one to be missed. - ADAM 

■ STYU 1-PIAYER ACTION (UP TO 1 lH'IAYER VIA LAN OR INTERNET) ■ PUBLIINI R UBISOFT ■ DIVILOPIR UBISOFT 
MONTREAL ■ U UASI OCTOBER 28 

■ Concept: 
Defend the future wortd 
against the forces of terror. 
That, or blow up your 
opponents online 

■ Graphics: 
Made from the best stuffl 
The Unreal engine still rocks 
at lighting and shadows 

■ Sound: 
The only problem is irritating 
voice-masking on Xbox Live 

■ Playablllty: 
Voice commands In single­
player are spotty, but the 
regular squad interface Is 
good enough that it doesn't 
matter 

■ Entertainment: 
Both online and off, this Is 
one of the better console 
FPSs around 

■ Replay Yalue: 
High 
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"Titles like 

Invisible War 

are why video 

games are 

the superior 

entertainment 

medium." 

DEUS EX: 
INVISIBLE WAR 
FIRST-PERSON KOTOR 

I love the first Deus Ex - which I played initially on 
PlayStation 2. The mixture of story-driven and freeform 
gameplay coupled with RPG elements was sublime. Ion 

Storm has a lot to live up to; while it took a slightly different 
path, I'm a happy camper. 

For the uninitiated, the Deus Ex series is like a first-person 
Knights of the Old Republic. You get various missions to take 
or refuse, and you have choices over what to say in conversa­
tions with NPCs. While KOTOR limits you in what you can do, 
especially in · sate• zones, DX lets you go wild. If you want to 
kill anyone, it's your prerogative to do so. There are definitely 
consequences, but the choice is there. 

Thanks to stellar new physics, Invisible War gives you even 
more freedom than before. Tossing objects (and people) 
will come into play more than once for soMng missions. 
It's also extremely entertaining to do things like toss two 
bodies into questionable positions; or push flaming barrels 
into NPCs to light them on fire, then laugh giddily as they run 
around ablaze. 

Of course, you play Deus Ex for the adventure, not the goofi­
ness. This game is loaded with more conspiracy theories than 
a whole season of X.fi/es. The drama starts almost imme­
diately, and you're always faced with at least two choices of 
who to side with. You can seesaw between them or just stick 
with one. I won't ruin anything here, but you'll definitely see 

the return of old friends and creatures - most rooted in rea~ 
life truth. Also, plot twists may occur when you·re not in the 
area, giving a livingwond vibe that's quite cool. 

Invisible War is a methodical game, unlike most titles that 
adopt a first-person perspective. Patience is required, but 
rewarded. The lighting and environments are amazing. and 
the slow pacing masks a questionable framerate. I would've 
liked more face models, but character garb is highly detailed. 

The first Deus Ex was heavy on the RPG elements - giving 
you experience for performance and letting you craft a skill 
set. Invisible War isn't nearly that irHlepth. A mulMool does 
the job of a lockpick and security-cracking device: hacking 
is only available as a biomod; and there are no experience 
points. These things are a bummer to depth-junkies like 
myself, but make the title more accessible to casual garners. 

The biomods are the only thing you can really upgracle, but 
they rock. Make yourself virtually invisible to people or bots, 
heal yourself without medkits, or enhance your strength. 
Black-marllet mods are more devious, but I won't waste the 
surprise for you. 

Titles like Invisible War are why video games are the 
superior entertainment medium. You mull over puzzles, weigh 
ethical dilemmas, and ponder the universe. At least, that's 
what I do. Even if you just plan to shoot stuff and sneak 
around, it's a dam good time. - JUSTIN 

■ ITTU 1-PLAYER ACTION/ ADVENTURE ■ PUIILISHIR EIDOS ■ DIVILOPllt ION STORM ■ ULIASI DECEMBER 2 

■ Concept: 
There are still conspiracies 
left unexplained. Invisible 
war ties them together 

■ Graphics: 
Not a new benchmark, but 
lots of pretty things 

■ Sound: 
Admirable voice<M!rs, and 
lots of them. Mood music is 
subtle but effective 

■ Playability: 
You'd never know this series 
is supposed to be played 
with a keyboard and mouse 

■ Entertainment: 
Brilliantly designed In near1y 
every way, Invisible War is a 
gamer's game 

■ Replay Value: 
Moderately High 

- --- -
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XBOX -~ UNLIMITED ENABLED 

■ Concept: ARMED AND 
DANGEROU 

_.,,,_;.,.,. __ Visceral run-and-gun combat 

FJORKIN' HILARIOUS! 

A s tears of laughter rolled down my cheeks and my gut 
began to ache from the hilarity that had just unfolded 
onscreen, I found myself sizing up the bnlliance that 

had been attributed to Armed and Dangerous' script. Very 
rarely do you hear video game critics talk about the writing in 
a title, but this littlEH<noWn application had me wondering if 
the cast of Monty Python had reunited to write a video game. 

At the beginning of Armed and Dangerous, the words 
"Based on a true story .. ." appear just as a robot wearing 
a cape and a talking mole run across the screen. You can't 
help but chuckle at the absurdity of it. As the story unfolds, 
the laughs just get bigger. Developer Planet Moon Studios 
even goes out of its way to poke fun at publisher LucasArts. 
Several scenes from the Star Wars films are tapped for all 
they're worth, and are used to deliver unforgettable, laugo. 
out..foud entertainment. 

It's not that bad of a game, either. I won't go as far to 
say that it will leave you frothing at the mouth for more, but 
it is amusing nonetheless. It's a run-and-gun third-person 
shooter developed in a similar vein to Planet Moon's 
previous work, Giants: Citizen Kabuto. 

As a whole, there really isn't much to this title's gameplay 
package. You're basically asked to eliminate any threat 
that you come across. Every once in a while you may find 
yourself escorting hapless civilians, or mounting a wal~ 

based turret in a Helm's Deep-like battle where you must 
protect a stronghold from hundreds of advancing soldiers. 
The controls are simple, yet the firefights are frenzied and 
the difficulty level is balanced perfectly. 

Sticking to its comedic guns, many of the weapons that 
you wield are incredibly inventive, and will surely bring a 
smile to your face. There's the Land Shark Gun, which, 
as you can imagine, sends a shark into the ground that 
launches out beneath your foe and devours them. There's 
also a handy little doodad called the Topsy Turvy Bomb that 
flips the world upside down once inserted into the ground. 
Anyone who Is not holding onto something falls down (or 
is it up?) into the sky. Deactivating it sends them hurtling 
back down to the ground. You'll also wield Guy Fawkes 
Traitor Bombs, the Vindaloo Rocket Launcher, a Cyclops 
Sniper Rifle, and will eventually wrap your hands around the 
World's Smallest Black Hole. 

While the graphics leave much to be desired and the 
quality of the CG cutscenes is crude at best, Armed and 
Dangerous is in the most side-splitting of ways, pure comic 
genius. In the grand scheme of things, it may be a fairly 
generic shooter, but with Planet Moon going to great lengths 
to ensure that the experience is lively and fun every step of 
the way, it becomes something far greater. - REINER 

■ STYU 1-PIAYER AOlON ■ PUIIUSHU LUCASARTS ■ DIYILONR PIANET MOON STUDIOS ■ ULIASI DECEMBER 2 

with a soft, hilarious side 

■ Graphics: 
Way behind the times. The 
texturing and animations are 
rugged and lacking In detail 

■ Sound: 
A Celtic soundtrack ... how 
strange ... yet fitting. The 
volceovers flt the characters 
perfectly as well 

■ Playability: 
Simple, yet fun. The 
assortment of weapons Is 
immense and unique to a 
game of this ilk 

■ Entertainment: 
Not much in terms of 
replay, but it's one of those 
games that you won't be 
able to put down until the 
credits roll 

■ Replay Value: 
Moderately Low 
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"Prince of 

Persia isn't the 

greatest game 

ever made, 

but it is most 

certainly close" 

PRINCE OF PERSIA: 
THE SANDS OF TIME 
AN ANIMATED MASTERPIECE 

N ever before has a title had the phrase, "Game Of 
The Year,· mentioned so often in the same breath. 
To see Prince of Persia: The Sands of Time in action 

is like seeing the Taj Mahal for the first time - it's simply 
breathtaking. (And yes, I know that the Taj Mahal isn't 
Persian, but it seems appropriate - worl< with me here). 

While I can certainly see how that phrase fits, Prince of 
Persia isn't the greatest game ever made, but it is most 
certainly close. Based in a mythical Persia, where the hero 
of this story inadvertently unleashes the Sands of Time 
and dooms his people, the game is played through an 
ingenious flashback perspective where the player relives 
this tale. 

Sands of nme sets the player in a wond where you 
must jump, flip, tightrope walk, swing, and battle your way 
through a palace of pitfalls and evil minions. It's basically an 
improved version of the gameplay found in Tomb Raider or 
the critically acclaimed ICO. Of course, those two games owe 
their very existence to the original Prince of Persia that was 
released in 1989, but they are excellent examples of how the 
modernized Prince interacts with his wond. However, this title 
is more like ICO in that navigating the wond is extremely easy 

and intuitive. And this is where the game truly shines. 
The Prince is able to seamlessly flow from one move to 

another. He swings on uneven bars better than any Olympic 
star. He runs on walls and jumps across deadly chasms as 
easily as we mere mortals get out of bed. Watching this all 
unfold is the best part of this entire game. 

During your exploration of the levels, the Prince will also 
encounter a fair amount of puzzles and enemies to defeat. 
The puzzles are fairly simple and serve as a nice break 
from the platforming action. The combat, while executed 
perfectly, tends to ~ow old in time simply because there 
is little to no difficulty to defeating this title's dimwitted 
enemies. This ~ows in tedium as the game progresses and 
the enemy force increases in size. 

Luckily, these portions of the game are limited, and while 
they do drag the overall experience down, they don't ruin 
it. Adventure and platform fans absolutely must play Sands 
of Time. The story is one of the best I've seen in recent 
memory, and all the little bits and pieces, like your femme 
fatale partner Farah and the ingenious flashback scenes, 
worl< to flesh out a game that truly is one of best you will 
find in 2003. - ANDY 

■ ITTU 1 ·PIAYER ACTlON/PIATfORM ■ PUIILIINI■ UBISOFT ■ DIVILON■ UBISOFT MONTREAL ■ lllLIAA NOVEMIIER 12 

■ Concept: 
Use time and amazing 
acrobatics to navigate 
a palace full of pits and 
platforms 

■ Graphics: 
The animation is so 
spectacular that it has to be 
seen to be believed 

■ Sound: 

Good voice talent and 
interactive music set the 
tone perfectly 

■ Playability: 
There are a lot of 
commands, but the control 
is surprisir€JY easy to grasp 

• Entertamn.rt: 
The combat can become 
a little much at times, but 
overall the game is a work 
of art 

■ Replay Value: 
Moderately Low 

SECOND OPINION 
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"Even if you've 

played the 

PS2 games to 

death, you'll 

notice a lot 

of cool new 

details" 
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GRAND THEn AUTO 
Ill/VICE CITY 
DOUBLE YOUR PLEASURE 

W ell, Xbox fans, here )'OU go. Finally, )'OU're going 
to get a shot at playing the series that will be 
remembered as the defining franchise of this 

console generation. Yes, Halo is more refined and Zelda 
is more ingenious, but only Grand Theft Auto Ill and Vice 
City has that genre-busting, nonlinear sensibility that the 
development world is trying to catch up with. Its influence 
is everywhere, and not just in similar1y themed titles like 
The Getaway or True Crime. No, since GTA Ill became the 
unexpected blockbuster of the last five years, the fingerprints 
of Rockstar North's creation can be seen in every genre, 
from action/ platform (Jak II) to vehicular combat (RoadKill) 
to extreme sports (SSX 3). It's obvious that, while the more 
explicit GTA clones may be merely a passing fad, the idea 
of placing characters in huge, interactive worlds and giving 
gamers the freedom to explore is here to stay. 

I'm sure it's been a long wait for those faithful only to 
Bill's 'box. However, I am pleased to see that - although 
I'm certain that both games would have sold well packaged 
individually - Rockstar saw fit to appease the Xbox audience 
by giving them what I feel is one of the best deals you'll find 
in all of console gaming: a two<Jisc set sold for a single­
game price of $50. That's a hell of a bargain, and I have to 
say that the cool packaging (which emulates speciaHldition 
DVD sets) only adds to the sense that you're buying a top­
notch experience. 

And top-notch it is. As much as I've played these two 
games in the past, it was astonishingly enjoyable to head 
back to the mean streets of the GTA universe. Even if you've 
played the PS2 games to death, you'll notice a lot of cool 
new details, like articulated fingers during cutscenes and 
fully rendered rims on all of the vehicles (which now sport 
a reflective sheen worthy of Gran Turismo). Yes, these are 
small things, but they do serve to make the world even more 
immersive, especially if you're playing on the television that 
supports 16:9 high-Oefinition (another feature that has been 
added). While both titles are amazing, it's pretty obvious to 
me now that Vice City is the better of the two. While still a 
little off at times, the troublesome targeting is much better 
in the sequel, as are the character models and lighting. Also, 
with motorcycles, speedboats, and a host of other novel 
missions like controlling a remote-control helicopter, Vice City 
has a level of variety that no game can match. In fact, my 
only slight gripe with this double-pack is the fact that some of 
the improvements made in Vice City weren·t implemented in 
this version of GTA Ill. 

However, the fact that you can now get both of these Xbox 
ports for a value price of $50, and that Rockstar actually 
inserted new textures to make these games look even better 
than before, it's pretty hard to argue with this one. Buy it, 
play it, love it, and finally see what everyone's been telling 
)'OU for the past two years: Grand Theft Auto rocks. - MATT 

■ STYLI 1 ·PIAYER AOlON ■ l'USLISHU ROCKSTAR GAMES ■ HVILOPIJt ROCKSTAR NORTH ■ U LIASI NOVEMBER 4 

■ Concept: 
Two mammoth PS2 hits 
brought to Xbox in one 
super-bargain package deal 

■ Graphics: 
A lot of love went Into 
Improving the textures and 
lighting, and it shows 

■ Sound: 
You can now add your own 
songs via the Xbox hard 
drive, but don't miss out on 
the brilliant radio stations 

■ PlayabUlty: 
All the variety of the PS2, 
but it would have been nice 
to see Vice City's improved 
targeting in GTA Ill and 
some bug fixes 

■ Entertainment: 
You won't get more bang for 
your $50 this year 

■ Replay Value: 
High 

SECOND OPINION 
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'1f you have 

a broadband 

connection, buy 

this game. If 

• 
COUNTER-STRIKE 
HALF-A-LIFE 

M icrosoft's exclusive acquisition of Counter-Strike 
is like a golden bullet for the company's online 
plans. The game 1s still being devoured by the 

PC-faithful, and anyone with a broadband connection has 
to experience this title in its proper environment - online. 
That being said, I'm very disappointed that the single-player 
component has been pared down so much. Instead of being 
a rock-solid piece of software for everyone, Microsoft and 
Valve basically boiled the decision down to this: If you have 
a broadband connection, buy this game. If not, then I heavily 
suggest a rental to first see if Counter-Strike's bite-sized 
terrorist vs. counter-terrorist gameplay is truly for you. 

Instead of the goal-based approach of this title's PC-only 
counterpart (subtitled Condition Zero), the Xbox version's 
idea of single-player is simply to let players go wild on 
the game's 20 maps with a bunch of bots. Valve had 
boasted that its ally and enemy Al were life-like enough 
to help ease newbies into what they can expect from the 
stiffer competition of human opponents online. From this 
perspective, Counter-Strike's single-player mode does 
succeed in helping rookies learn what the game's all about. 
Foremost, you'll become acclimated to the maps - a must 
if you play online. As for the Al itself, it does contain some 
humal'H!sque traits. Some of my enemies would bunny hop 
around in order to make it difficult for me to get a bead on 
them. Better yet, my colleagues understood the importance 
of sticking together. After a few rounds, we'd move toward 
objectives very efficiently- basically showing that the Al, like 

a real person, was starting to understand the map better. I 
did find, however, that the enemy forces usually didn't pick 
up that I used the same route over and over again. 

Besides the poor excuse for a single-player mode, the 
game does give you some new things. Seven new maps is 
nothing to sneeze at, especially when they are everything 
Counter-Strike fans would expect. There are plenty of secret 
passages, choke points, and enclosed spaces to make you 
more than a little nervous of where the next headshot is 
coming from. The riot shield is a blast to utilize, but there 
are things here and there which still are annoying. You can 
still move and snipe with the scope without losing accuracy; 
not all the new weapons (like the Molotov cocktail) are 
in; there won't be the downloadable toolset given to 
PC players; there's only demolition and hostage rescue 
scenarios; and you can't speed up to the end of a round if 
you die in single-player. 

As it has always been, Counter-Strike is a pure multiplayer 
title. However, even if you have Xbox Live already, why 
spend 50 bucks when you can get the original on PC for half 
that? Or why not get Condition Zero for ten bucks cheaper 
and still get more features? Some have called Counter­
Strike for Xbox a holdover until Halo 2 comes out. With a 
nol'H!xistent single-player component, nothing could be 
further from the truth. Counter-terroristing it up online is as 
hot as ever, but with the majority of Xbox owners without 
broadband, this is way too niche to be a hit. - KATO 

■ STYLI 1-PIAYER ACTION (UP TO 16-PIAYER VIA XBOX LIVE OR UP TO 10-PIAYER VIA SYSTEM LINK) ■ PUBUINH MICROSOFT 
■ DIYILONR VALVE SOFlWARE ■ ULIAA NOVEMBER 18 

■ Concept: 
Introduce Xbox players to 
one of the greatest online 
first-person shooters of 
all time 

■ Graphics: 
There are graphical upgrades 
here and there from the PC 
edition, including weather 

■ Sound: 
Mood music? Try the cursing 
and screaming over the Xbox 
Communicator 

■ Playability: 
It's tuned nicely for console 
users, and the quick turn 
approaches the speed of a 
mouse 

■ Entertainment: 
This game was built for 
multiplayer fun, but littie else 

■ Replay Value: 
Moderately High 
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STAR WARS: 
JEDI ACADEMY 
KNIGHTS OF A NEW REPUBLIC 

A lot has changed since Jedi Knight, and I feel that time has caught up to the 
series and exposed some flaws. The thrills aren't as large in Jedi Academy, but it 
still stands as an exciting WfJf to step into the boots of a saber-wielding bad ass. 

Many of this game's problems lie in the fundamentals. I'm not a fan of the pacing here. 
Since you get Force powers and a lightsaber right away, you lack the appreciation for how 
powerful you are, and it skews the gameplay balance. You have to get two-thirds of the 

WfJf through to meet a worthy adversary. Furthermore, compared to Kyle's journey In Jedi 
Knight, you never feel connected to the story. All of these faults are also exposed in the 
boring mission structure - including not one, but two abysmal levels. Compare Academy 
to Star Wars: Knights of the Old Republic in these departments, and you fully appreciate 
the storytelling/pacing glue (including how to use a cutscene) that KOTOR offers. 

Jedi Academy gives you some beautifully choreographed fights, but graphically the 
game is short of the console's best. This does nothing to detract from the pure fury of 
your slashing llghtsabers - something that is delivered in spades. With its faults, this 
title is a good hack-fest with a high body count (which makes for an awesome multlplayer 
component), but still leaves it short of what it wants to achieve. - KATO 

■ STTia 1 OR 2-PIAYER ACTlON/ ADVENTURE (UP TO 8-PIAYER V1A LAN OR 10-PIAYER V1A 

XBOX LIVE) ■ PUBLISH■- LUCASARTS ■ DIVILOPIR RAVEN SOFlWARE 
■ RIUASI NOVEMBER 18 

■ Concept: 
We all think we want to start 
as a Jedi, but we really don't 

■ Graphics: 
A disappointment for the 
Xbox due to the fogging and 
often simple textures 

■ Sound: 
Best stormtrooper line: 
"Man, I could really go for a 
death stick right now.· 

■ P1ayablllty: 
The Xbox interface Isn't 
Ideal, but you can get 
through it 

■ Entertainment: 
Gets the Jedi juices flowing, 
but Is bogged down by the 
missions and ineffective 
story 

■ Replay Value: 
Moderately High 

SECOND OPINION 
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LEGACY OF 
KAIN: DEFIANCE 
TOGETHER AT LAST 

Throughout its history, the Legacy of Kain series has shown great diversity in design. It began as an isometric action/ RPG with Kain as the protagonist; transitioned into 
a sprawling 3D adventure with Raziel as the leading man; and then revisited ghosts 

of the past with Kain at the helm of a puzzle-intensive quest. With Defiance, the series is moving in yet another direction, and marks the first time that both Kain and Raziel are 
playable in the same game. 

Rather than numbing minds with perplexing riddles, Defiance abandons puzzles in favor of pure, unadulterated action. Part of me misses the thinking that went into solving this 
series' Machiavellian mazes, but at the same time, it's such a great feeling knowing that you won't be forced to push hundreds of boxes within the span of an hour. This new direction really spices things up and creates a more exciting experience overall. 

While both characters feature similar move sets, combat proves to be incredibly 
visceral. Much like Dante in Devil May Cry, Raziel and Kain can uppercut enemies and juggle them miCH3ir. You can also use TK blasts to knock foes off of cliffs or send them flying into a spike or torch. The combo system is a little shallow to begin with, but as the 
game moves forward, new techniques and chains are learned; and it does begin to open 
up a bit. 

Crystal Dynamics also drew inspiration from the wildly underrated PS2 game ICO for Defiance's camerawork. In such, most of the action is delivered from stylish panoramic 
angles that are used to draw out the details in the environments and make the 
platforming all the less frustrating. Although puzzles are mosUy absent, the game abuses the concept of running into a locked door, then sending the player down a linear path to find the item or key that will open it. The player must then journey back to the door to 
continue on. Yawn. 

As entertaining as sucking blood and performing mid-air combos can be, this game's 
biggest strength is storytelling. The series has always excelled in this area, but Defiance 
is by far and away its most intriguing yarn yet. It's an intelligently written clash of the titans. By the end of the game, only one character will be left standing. If that isn't a 
hook, then I don't know what is. - RENER 

■ STYU 1-PIAYl:R ACTION/ ADVENTURE ■ PUKIIHIR EIDOS INTERAOM 
■ DIYILONR CRYSTAL DYNAMICS ■ UUAA NOVEMBER 11 

■ Graphics: 
Simply stunning. The 
breathtaking vistas, ICO­
esque camera angles, and 
fluid character animations 
paint a beautiful picture 

• Sound: 
Brilliant as always. The 
SJX)ken dialogue and score 
couldn't be much better 

■ Playablllty: 
Limited and a little slow at 
first, but it does open up 
with combos, juggles, and 
platforming aplenty 

• Entertainment: 
The story compels you to see 
the ending. It's also faster in 
pace and less nerve-racklr( 
than the previous entries 

■ Replay Value: 
Moderate 

SECOND OPINION 
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THE ELDER SCROLLS Ill: 
MORROWIND - G.O.T.Y. EDITION 
MORE LIKE GAME OF TWO YEARS AGO 

M orrowind should have some sort of warning 
on the front. Something like, •Hardcore RPG 
players only.• It's got an insanely high level 

of immersion, story depth, and character customization 
available. The big problem with this game has always 
been downtime - far too much walking around and wading 
through conversations. That's enough to kill any game; it's 
to Morrowind's credit that it's a decent play despite that. 

For fans of the original, the addition of the two expansions 
previously only found on PC will be approximately the best 

SECOND OPINION 
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thing ever. Bloodmoon and Tribunal add on a tremendous amount of gameplay, along with 

the opportunity to become a werewolf. If Morrowind is your thing, buy this now. 

People who didn't like Morrowind for one reason or another should ignore this release 

completely. The expansions target high-level characters, and leave the basic game (as in 

the first 60 hours of play) mostly untouched. If this added some new races and skills and 

things, or just fixed the downtime issue, I'd be the first on board the Morrowind train. As 

it is, this won't generate any new fans. - ADAM 

■ STYU 1 ·P!AYER ROlf-P!AYlNG GAMf. ■ l'UIIUSNIR BETHESDA SOflWORKS 

■ DIVILOPIR BETHESDA SOflWORKS ■ UUASII OCTOBER 30 

TRUE CRIME: 
STREETS OF LA 
HOT, BUT NOT COOL 

There are many things that True Crime has over Grand 
Theft Auto. It adds a more complex, combo-Oriented 
hand-tc>hand combat engine plus a load of other cool 

extras like the KOTOR-esque Good Cop/Bad Cop meter. 
However, it must be pointed out that True Crime lacks the 
one element that really made GTA the phenomenon it is: It's 
just not cool. Nick Kang, the lead character, is so painfully 
dorky and lacking in charisma that he might accurately be 
described as the "Pete Sampras of Video Games.• 

In addition, other problems nagged at my enjoyment of 

SECOND OPINION 
1'1111 la the belt venlon ol True 
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this game. I actually found the gun targeting to be more frustrating that GTA's, and the 

fighting and driving aren't as polished as they ought to be, either. What's worse, the 

numerous loading screens (which pop up about every 10 minutes) serve to break the 

illusion that you are interacting with a living, breathing world. However, I did somehow 

come to love this title despite all its faults, and fans of the genre will certainly get a 

heapin' helping of gaming out of True Crime (even if the taste is a bit bland). - MATI 

■ STYU 1-PIAYER ACTION/RACING ■ l'UBUSHIR ACTMSION ■ DIVILOPIR LUXOflUX 

■ UUASII NOVEMBER 3 

,- 7.75 
■ Concept: 

Explore a gigantic 3D fantasy 
world, eventually save it, and 
possibly turn into a monster 

■ Graphics: 
Let's not even talk about 
how outdated the textures 
are. The draw distance 
is awful 

■ Sound: 

Decent enough music and 
effects, but they get old 
mighty fast 

■ P1ayablllty: 
As good as PCtcx:onsole 
ports get 

■ Entertainment: 
If 80 percent of the game 
wasn·tjust walking, it'd be 
one of the best RPGs ever 

■ Replay Value: 
Moderately High 

■ Concept: 
Bizarr<>WOrld GTA where 
you're the law 

■ Graphics: 
Blows GTA's Renderware 
out of the water 

■ Sound: 
Strong selection of west• 
coast gangsta rap. Lots 
of voiceovers by famous 
folks, too 

■ P1ayablllty: 
There's a lot of it, but none 
of it's perfect 

■ Entertainment: 
Overcomes its myriad flaws 
with a load of variety and 
depth 

■ Replay Value: 
Moderate 



' 

XBOX QUICKIES 
MTV CELEBRITY DEATHMATCH 
■ STYLI I OR 2-PIAYER FIGHTING 
■ l'UIIUINU GOTHAM GAMES 
■ ULIAA OCTOBER 14 

Know anyone that you don't 
really like, but still have to 
buy the occasional present 
for? Get 'em this! You'll 
never get invited to his/her 

,. birthday party again. Who in 
their right mind would enjoy 
a lame "funny" fighter filled 

with washed-up ·stars," pitiful graphics, and craptacular 
controls? No one, that's who. There are a lot of poor 
fighting games out there, but few are this shallow or boring. 
I'd bet money that not a single "celebrity" who appeared in 
this game would even accept a free copy. f:;l2.

7
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Except maybe Carrot Top. - JEREMY i::,i 

SECRET WEAPONS OVER NORMANDY 
■ STYLI I OR 2-PIAYER ACTION 
■ l'UIIUSNIR LUCASARTS 
■ ULIAA NOVEMBER 18 

If the Allies went about 
things like this, they never 
would have won the war. 
Secret Weapons gives you 
about all you could ask 
from a fighter combat title 
in every department except 
one. It fails to really capture 

that edge-of-your-seat feeling due its slow combat. What it 
does do, however, is stir your emotions a little, which isn't 
easy. Despite its use of many Medal of Honor tricks of the 
trade, Secret Weapons' lack of an epic feel makes the 
title seem more like a transport freighter ~ 

7
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than an ace fighter Jock. - KATO 1.:.1 

MAXIMUM CHASE 
■ STYLI l ·PIAYER ACTION/ RACING 
■ l'UIILIIHIR MAJESCO 
■ ULIAA NOVEMBER 13 

Maximum Chase combines 
two arcade-esque 
experiences: The high-speed 
near misses of Burnout and 
the fixed perspective gunplay 
of the Time Crisis series. 
Although this eventually 
wears thin, the driving 

sequences have some length, and the whole shebang is 
held together through a cheesy.as-hell story using real 
video footage. The characters are portrayed by American 
actors who've been exiled in Japan way too long, and it fits 
the game. Worthy of a rental, and it may ~ 
just spawn its own little cult. - KATO IJ,j 7 
WHIPLASH 
■ STYLI l ·PIAYER ACTION 
■ l'UIILIIHH EIOOS 
■ ULIAA NOVEMBER 18 

This game reminds me that 
I need to do laundry. Now, 
there's nothing about this 
game that's at all laundry­
related, or even laundry­
esque. It's simply so boring 
that my mind wanders to 
the chores waiting for me at 

home. And honestly, I'd rather be sorting socks than run 
through more of the "jump over lasers that don't really 
hurt you anyway" hallways that make up about 97 percent 
of Whiplash. There's some potential in a game about 
escaped lab animals, but it's wasted here. Now If you'll 
excuse me, I have to go put my pants in r.fl 

4 the dryer. - JEREMY 1.:.1 

SPAWN ARMAGEDDON 
■ STYLI l ·PIAYER ACTION 
■ l'UIIUINIR NAMCO 
■ ULIAA NOVEMBER 21 

This is exactly 
what I expect 
gaming in hell to 
be like. You step 
into the shoes of a 
washe<HJp comic 
book character 
whose popularity 
isn't even half that 
of Plastic Man. As 

if this wasn't defeating enough as is, you are then asked to 
follow a trail of glowing breadcrumbs from one destination 
to the next. The game basically says, "You're obviously 
really stupid, so we're going to hold onto your hand and 
lead you through this stage: As lame as it sounds (and 
can be), Spawn does have some good things going for 
it. For starters, the weapons rock. The controls are also 
surprisingly sound. Most importantly, though, the box has 
"Spawn" written on it. Whether it's a comic, movie, or 
game, this undead loser has burned everyone. This should 
be an immediate red flag to avoid this title. Just look at 
Todd McFar1ane. He abandoned Spawn for Cl 6.5 
baseball. - RENER 1::1 

DRAKE OF THE 99 DRAGONS 
■ STYLI l ·PIAYER ACTION 
■ l'UIILIINH MAJESCO 
■ ULIAA OCTOBER 28 

Run for your lives! 
It's the anti.game! 
As if I need to say 
more, Drake of 
the 99 Dragons 
is so vile that it 
transcends the 
very meaning of 
language. Just 
close your eyes 

and focus on the most wretched, mangled mess of 
ugliness that your brain can conceive and you've pretty 
much nailed Drake on the head. I actually pulled out 
my Sega CD to see if this game was compatible with 
it. Rather than describing where this title's flaws are, 
I find it best that I say nothing at all. So ... did you see 
the new Lord of the Rings movie yet? Say, that's a nice 
shirt you got there. How's your mom ~ 
doing? - REINER i.:.i 1.25 

BROKEN SWORD: THE SLEEPING DRAGON 
■ STYLI l ·PIAYER ADVENTURE 
■ l'UIILIIHH OREAMCATCHER INTERACTIVE 
■ ULIAA DECEMBER l 

I have to say that 
this Is one of 
the best console 
adventure games 
in the last few 
years. Some 
will quibble 
about a few of 
the puzzles and 
others will point 

out that the shadows (although rea~time) are more like 
dark blobs, but they are missing the best parts of this 
game. The voice work Is wonderful, the plot Is simple 
but compelling, and the fast-paced action sequences 
are refreshing. It doesn't have the story or graphics of 
a Myst title, but It might be a little speedier and more 
accessible to those on the fence about ~ I 
adventure games. - USA 1.:.1 
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DEUS EX: 
INVISIBLE 
CHOOSE, BUT CHOOSE WISELY 

T his is a game of choices. Players can influence the 
Wfl'f every action, subplot, and mission plfI'fS out to an 
unparalleled degree. Invisible War is Wfl'f ahead of the 

pack here - the choices players make are the primary focus 
of the game, rather than an afterthought. 

From the beginning. gamers are challenged to determine 
their own destiny. While there are two main factions to ally 
oneself with, numerous side quests (most with multiple 
possible outcomes) await the inquisitive. Even within the 
execution of a single mission, many solutions can be found. 
Do you hack into the security computer to disable the 
automated defenses, find an alternate Wfl'f around them, or 
just go in guns blazing? Lots of titles have tried this sort of 
thing with varying degrees of success, but Invisible War is 
head and shoulders above the rest. Never before has this 
mechanic seen such perfection. 

Beyond this brilliance, Invisible War retains and stream­
lines the things that made the original great. The inventory 
and biomod systems are much better than their previous 
incarnations, and again force the player to choose. A flame­
thrower or mines? Silent movement or health regeneration? 
Everything comes at the price of losing something else, so 

make selections carefully. Fortunately, the various abilities 
gained through items and mods are all incredibly useful in 
different situations, so any combination of powers should 
allow you to make it through somehow. 

Like its predecessor, Invisible War has a serpentine 
storyline, One that depends on player actions. The twists 
and turns that unfold during the course of the game are top­
notch, and are made all the more interesting by the excellent 
presentation. From the voice acting to the lighting and music, 
this title draws players into its world like few others. Add the 
fact that there are moral consequences to your actions, and 
the plot becomes very involving, to Sfl'f the least. 

Problems are few and far between. Occasionally, hit 
detection seems off as far as which part of a target takes 
the shot, nort-essential NPCs could be more lifelike in their 
activities, and I've seen better Al. However, these issues are 
minor and have littie impact on the overall enjoyment factor. 
Invisible War is a unique, interesting, and highly polished 
title. I have to recommend that if you have a PC robust 
enough to run this, you ought to sit down and spend some 
quality time with it. You won't be disappointed. - ADAM 

■ STYLI 1-PIAYER ACTION ■ PUBUIHIR EIDOS INTERACTM ■ DIVILONR ION STORM ■ RILIAII DECEMBER 2 

• Concept: 
Choose your allegiance in 
the covert war for the future 
history of the planet 

■ Graphlca: 
Simply delightful. 
Environmental ambience 
really sets the tone 

■ Sound: 

Couldn ·t be better. 
Contextual music, great 
effects, even voice-acting 
that doesn't suck 

■ Playability: 
Wonkier default key 
mappings I've never seen, 
but after a little trial and 
error, you can make it work 
just fine 

• Entertainment: 
Gamers can ask for 
liltie more in the sci-fi 
department - or any 
department, for that matter 

■ Replay Value: 
Moderately High 

SECOND OPINION 
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"If you want 

to lose long 

periods of your 

life slashing 

monsters and 

adventuring 

with friends, 

then you can't 

go wrong with 

Final Fantasy XI" 
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PC ... UNLIMITED ENABLED 

FINAL FANTASY XI 
EXPLORE THE WORLD OF VANA'DIEL 

W hile Rnal Fantasy XI is not the first massively 
multiplayer role-playing game (MMORPG) ever 
made, it is the first from fabled developer Square 

Enix. For a first time product. it is both impressive and 
disappointing. 

The game utilizes Square Enix's PlayOnline Viewer to 
access the servers (which comes packaged with FF XI). This 
program allows the player to access other games (only the 
card game Tetra Master is available at the moment, but 
you can bet there will be others in the Mure), as well as a 
number of handy community building features including email, 
messaging, and chat. 

The most impressive thing about this program is that it 
enables you to leave messages for players already in the 
world, so finding friends and organizing events should be easy 
enough. However, my one complaint about PlayOnline, which 
can also be said about Rnal Fantasy XI in general, is that the 
menus and interface are often confusing. Loading up this 
game and entering in the various registration numbers took 
quite a bit of time, and once you have it installed, the patch 
can take anywhere from one to three hours. 

Once that is all out of the Wcf/, you have to look at billing. 
There is a monthly $12.95 subscription fee to play the game 
(the first month is free). However, you are only allowed to 
create one character. My additional avatars on that account 
will cost an extra dollar per month. This wouldn't be so bad, 
but the game doesn't make this process easy. In fact, 
nothing in this game comes easy. 

Rrst of all, after you create a character, a server is 
automatically selected for you. So if you want to play 
with friends you need to either A) Delete and remake 
characters until you all land on the same server, or 
B) Get a pass in-game so that a player can switch 
servers (luckily, you don't have to pay extra for this). 
However, if you move characters, you will lose what­
ever progress you made, so there is a time sacrifice 
with either option. 

The game itself actually includes a lot of content, 
as the U.S. release features both the original FF XI 
and its first expansion, Rise of the Zilheart Getting 
around in this world is no easy task. Since the game 
is designed so that both PC and PS2 owners can play 
on the same servers (the PS2 version ships in March 

with the PS2 hard drive), the controls are convoluted and 
lack many of the quick keys that are typical to most PC-Only 
MMORPGs. Personally, I found this area very frustrating. After 
about 10 hours I got pretty comfortable with the game, but it 
never quite felt right. 

There are some great things about this title, however. The 
most obvious is the graphics. The player and monster models 
are simply outstanding, and easily the best I have seen in an 
MMORPG, PC or otherwise. 

Another great feature is the ability for players to change to 
one of the many different jobs just by visiting their in-game 
homestead. Sadly, you begin again as level one, but at least 
this Wc1/ you can explore as many jobs as you wish, or even 
create a hybrid character who uses a combination of them. A 
hybrid character never gets as powerful as a pure class, but it 
does create some nice variation in player avatars. 

Overall, the game does feel rather slow in comparison to 
other MMORPGs I have played, but it is still addicting. There 
are many aspects like player vs. player (PVP) that are currently 
missing from the product, but Square Enix has already prom­
ised to introduce it in the Mure, and I would suspect that the 
company will add other functions in the Mure. 

Rnal Fantasy XI is not the best MMORPG I have played, 
but it most certainly is not the worst. If you want to lose long 
periods of your life slashing monsters and adventuring with 
friends, then you can't go wrong with Rnal Fantasy XI. - ANDY 

■ STYLI MASSIVELY MULTIPIAYER ONLINE ROLE~lAYING GftME ■ PUIWSHIR SQUARE ENIX ■ DIVILONR SQUARE ENIX 

■ RILIASI OCTOBER 2B 

■ Concept: 

Developing the game for 
multiple platforms limited 
its scope 

■ Graphics: 
It may be a console port, 
but it's easily one of best­
looking MMORPGs on PC 

• Sound: 
Great orchestration and 
sound effects 

■ Playability: 
The controls are perhaps 
the most confusing of any in 
this genre 

■ Entertainment: 
It's not the most well 
rounded online game, but 
It is solid 

■ Replay Value: 
High 

SECOND OPINION 
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CIVILIZATION Ill: 
CONQUESTS 
GET CIVILIZED 

Civilization is pretty much the quintessential thinking man's PC game. It has been since 
1991, in fact Conquests does a lot to add on to the already-great Civilization Ill throug)l 
an improved interface, OOH content, and the Conquests. 

The OOH content is simply amazing. Not only has a ton of stuff as far as units/cultures/teCh 
been added, the old ones have been rebalanced. This really improves e'lery 
facet of play. The added Sid difficulty level ()'es, it's higller than Deity) prom­
ises an almost infinite amount of challef€e for the dedicated. All of these 
things integrate incredibly well into the core game, and expand this hugely 
deep title to ridiculous proportions. 

The historical Conquests are a riot to play. The best part about them 
is that they can be conquered from multiple points of view. Wol1d Wai II 
in the Pacific, for example, can be played as the U.S., U.K., China, or 
Japan. The replay value inherent in this, combined with the eight levels 
of difficulty, is immense. Of course, there's the excellent random map 
generator as well. 

Possibly the thing that most amazes me about this 
title is the fact that rather than unbalance the original , 
as expansions are infamous for doing, it levels the 
playing field. Civilization Ill ls a totally rejuvenated game 
with Conquests installed. - ADAM 

■ STYLI 1.PLAYER STRATEGY (UP TO 8.f>LAYER VIA LAN OR INTERNET) ■ PU■ulHU ATARI 
■ DIVILO"R FIRAXIS ■ ULIASI NOVEMBER 4 

• Concept: 
Take OYe< the wood or 
conquer a historical 
scenario 

■ Graphics: 
Same as ever. The unit 
animations are stiff 
entertaining 

■ Sound: 
The new backgrouoo mus,c 
is very welcome 

■ Playability: 
Lots of new functionality in 
the interface - cootrollir( 
a massiYe empire is much 
more streamlined 

• Entertainment 
Both the regular and 
Conquest game types are 
detig)ltful. GNes Ct, Ill a 
renewed lease on life for 
many years to come 

■ Replay Value: 
High 
-- -

SECOND OPINION 
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does offer up a decent enough acJ,,enture tJoth on ancl offhne. 
I know I found m)self tJanl1ng late into the night. It's 1ust a fun 
game. and 1t gets even oener 1f you play mult1pla;er w1t11 fnends 
onl1ne. For anyone else. you really have to ask yourself how mucll 
of dungeon crawler fan you are. tJecause the long levels ancl 
confusing camera will definitely frustrate. If you do decide to take 
the punge. the ong1nal game 1s also included. so t11erc 1s plent, 
here ·o en101. - ANDY 

------

■ STYLE I PLAYER ACl 'UN, RPG [UP TO 8 PlAYlR VIA ,)".JLINl 
OR lAN) ■ PUBLISHER MCROSOFT GAME STIJ[l(l:, 
■ DEVELOPER MAD ::;oc SOFTWARE /GAS P()WlRlD 
Gt,WS ■ RELEASE -....:;vEMSER 2 
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REVIEWS 
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aw 
THE LORD OF THE RINGS: 
THE WAR OF THE RING 
INCOMPETENT MINIONS 

W hen I say that War of the Ring is a clone of WarCraft, I mean it from the 
bottom of my heart. The differences between this title and the Blizzard series 
that spawned a genre are minor, and almost uniformly bad. 

The most glaring deficiency in this title is in the variety of units and factions. There are 
only two options of who to play as, and neither is comparable to anything in current RTS 
titles. Even legendary heroes such as Aragorn and Legotas are less exciting to use than 
those found in WarCraft Ill. 

Al, both for your own units and for enemy players, is simply awful. That, along with 
loose control due to the scarcity of hotkeys, makes coordinating battles a very frustrating 
exercise. Too often units would slip out from under my eyes and do something asinine -
choose idiotic targets on an attack-move command; walk around their target before 
engaging it; the list goes on and on. 

These flaws cheapen strategy to where the genre was five years ago: Build a horde 
of units and stomp. While this is fun to an extent, the deeper experiences found in the 
competition are far more enthralling than this bland stugfest. The graphics are definitely 
top dog in the RTS pack, with several very well-done tllesets and nice spell animations. 

Unfortunately, the art is the only step forward WOTR makes; in every other category it 
tags way behind. - ADAM 

■ STYLI 1-PIAYER STRATEGY (UP TO 8-PIAYER V1A lAN OR INTERNET) ■ PUBLISHIR VMNDI 
UNIVERSAL ■ DIVUOPIR SIERRA ■ ULl.&SI NOVEMBER 11 

■ Concept: 
Command the armies of 
Middle-Earth during the 
events of the Lord of the 
Rings trilogy 

■ Graphics: 

Easily the best thing going 
for this title. Excellent 
environmental effects 

■ Sound: 
The worst I've ever heard in 
an RTS. Customizable MP3 
playlists help, though 

■ P1ayablllty: 
A serious lack of hotkeys 
makes many actions a chore 

■ Entertainment: 
Not a bad effort, but leagues 
behind the competition. 
Lack of an online matching 
service severely hampers 
multi player 

■ Replay Value: 
Moderate 

SECOND OPINION 
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PC QUICKIES 
KOREA: FORGOTTEN CONFLICT 
■ STYU 1-PIAYER ACTION/STRATcGY 
■ PUBLIINH CENEGA PUBLISHING 
■ ULIAA NOVEMBER 19 

This game tries to appeal to 
your emotions in an attempt 
to draw you into this Cold 
War conflict, but it shoots 
itself in the foot with its 
melding of stealth and rea~ 
time strategy. This combo 
simply isn't executed well, 

neither by the interface nor the CPU, and it's just not fun 
- especially when you could do so much more with this 
kind of game on the console. In fact, I wish there was more 
PC-flavor to this title. Speaking of PC, the dialogue in Korea 
can be offensive in its use of racial stereotypes in a failed 
attempt to be funny. The real joke's on the ~ S 
game itself. - KATO ~ 

PATRICIAN Ill 
■ STYU 1 ·PIAYER STRATcGY 
■ PUBLIIHH ENCORE 
■ ULIAA OCTOBER 17 

This title exemplifies the 
hardcore strategy genre. The 
mechanics are very well done 

~ for what they are - everything 
I from the economics model 
[ to your approval rating in 

~,, .. -r:r,~---·-··----·: □ : ~~;; ;::t~~~~l:~i:~ke 
Unfortunately, this title is simply a thin facade for the game 
engine. If market trends and supply/ demand curves don't 
set your blood aflame, Patrician Ill will have F.!'1 
you napping in no time. - ADAM 1,1:1 

THE BLACK MIRROR 
■ STYU 1 ·PIAYER ADVENTURE 
■ PUBLIINIR DREAMCATCHER INTERACTIVE 
■ ULIAA OCTOBER 22 

The Black Mirror is one 
strange duck. Even the most 
patient gamers will be bored 
to tears for the first few hours 
of this adventure, as the 
protagonist reminisces about 
which chair he sat in as a 
child and how the fountain 

used to have clear water. Neat! Although beautiful, the plot 
is predictable, the characters are stilted and wooden, and 
the environments are too static for my tastes. In addition, 
the voice acting makes Days of Our Uves and All My Children 
seem subtle and understated. This is no Cl 4.5 
Myst: Uru, I'll tell you that much. - USA 1::1 

PIRATE HUNTER: SEIZE AND DESTROY 
■ STYU 1-PIAYER ACTION/STRATcGY 
■ PUBLIINH ENCORE 
■ ULIAA OCTOBER 17 

This isn't a bad game; it's 
just a very, very dull one. 

. The only action to be found 
:_:· • anywhere is in the ship 
- - - battles, but even these 
:-- • are tedious. Circling an 
:-- - enemy vessel with the right 

mouse button and clicking 
occasionally with the left to fire (which is auteraimed) 
isn't exactly my idea of an epic sea battle. I guess that 
if your heart can't take the strain of an 
exciting game, this might be a good title ~ 6 
for you. - ADAM 1,1:1 

NOSFERATU: THE WRATH OF MALACHI 
■ STYU 1-PIAYER ACTION 
■ PUBLIINIR IDOi. FX 
■ ULIAII OCTOBER 20 

I feel bad for 
vampires. No other 
creatures have 
to put up with so 
much horrid crap 
based on them. 
For example, 
take movies 
like Embrace 
of the vampire, 

vampire in Brooklyn, and this game. It looks like a freakin' 
Doom II mod, except the framerate isn't as good. I know 
vampires can turn into mist and float through stuff, but 
that doesn't excuse ridiculous clipping problems. The 
music is decent enough, but that doesn't make up for 
the choppy animation, silly plot, and terrible graphics. To 
game developers and filmmakers I say: Enough with the 
vampires. Give us some stuff about swamp Cl 
monsters instead. - JEREMY 11:1 3 
PLANETSIDE: CORE COMBAT 
■ STYU MASSNELY MULTIPIAYER ONLINE ACTION 
■ PUBLIINH SONY ONLINE ENTERTAINMENT 
■ ULIAA OCTOBER 30 

Just when you 
thought the 
updates and lack 
of people online 
couldn't make 
PlanetSide any 
worse, Sony Online 
Entertainment 
drops perhaps 
its biggest turd in 

history: Core Combat Featuring modules that can upgrade 
bases topside, a paltry list of new weapons and vehicles, 
and some amazingly boring underground labyrinths to fight 
in, this expansion has actually hurt the game more than it 
has helped it. Perhaps Sony should have looked at fixing 
the problems with the original which charges a monthly 
fee, rather than ripping off its player base of another thirty 
dollars for this pathetic expansion. - ANDY BJ 

2 
CONTRACT J.A.C.K. 
■ ITY'U 1-PIAYER ACTION (UP TO 16-PIAYER V1A ONLINE OR lANI 
■ PUBLIIHH VIVENDI UNIVERSAL GAMES 
■ ULIAA NOVEMBER 11 

This prequel to No 
One Lives Forever 
2 manages to 
take out all the 
good things about 
the series (like 
an entertaining 
story, nifty Bond­
esque gadgets, 
and interesting 

gameplay), and replace it with pure, uninspired action. 
Featuring 10 levels that can be blasted through in a 
mere four hours tops, and more blood and bullets than 
the Valentine Day's Massacre, this title is a complete 
turnaround from the cool, hip '60s vibe of the first two 
in the series. J.A.C.K. (which stands for Just Another 
Contract Killer) certainly has testosterone running 
through its gameplay, but that doesn't make this game 
anything but mediocre. The gunplay is bland, the graphics 
are solid but repetitive, and most of the multiplayer 
aspects can be found in a free patch for f:j1 S.5 
NOLF 2. - ANDY 11:1 

titles. Tile shortage of 
hotkeys adds to an alread\· 
high frustration quotient. 

Destination Berlin should 
suit people who liked the 
first two titles Just fine. It 
Just doesn ·1 do an) tl11ng to 
make the gamepla) more 
accessible or enJoyable 
to the general garrnng 
public. - ADAM 
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■ STYLE 1 PlAYER STRATEGY (UP TO 12 PlAYER VIA lAN OR 
INTERNET) ■ PUBLISHER EIDOS INTERACTIVE 
■ DEVELOPER PYRO STUDIOS ■ RELEASE OCTOBER 14 
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"If you're a 

Mario fan, 

you owe it 

to yourself 

to pick 

this up." 
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GAME BOY ADVANCE 

MARIO & LUIGI: 
SUPERSTAR SAGA 
ANOTHER MARIO MASTERPIECE 

F rom the opening moments of Superstar Saga, you 
know this is not a standard Mario game. Yet in typical 
Mario fashion, deviation from the formula yields some 

outstanding results. 
Much like the N64 release Paper Mario, Superstar Saga is 

an RPG with Mario characters. In this adventure, Mario and 
Luigi head into the unfamiliar world of the Beanbean kingdom 
to battle the evil sorceress Cackletta. The witch has stolen 
Princess Peach's voice in order to awaken the Beans tar, a 
sacred object which will allow her to rule the wood. Although 
set in a completely new environment, Superstar Saga is 
brimming with familiar faces, like Bowser, goombas, koopas, 
wigglers, and more. 

While the enemies are familiar, play is a mix of old and 
new. Much like a typical GBA role-playing game, Mario and 
Luigi explore the Beanbean kingdom in an isometric view. 
Each button controls the actions of one character; hitting 
start switches which plumber is in front. Both can jump and 
use hammers, but each has individual abilities as well. For 
example, Mario has a spin jump and can shrink, while Luigi 
has a high jump and can burrow through the ground. Utilizing 
the abilities of each is essential to the quest. 

When the brothers encounter a creature, tumbased 
combat is initiated. At first, Mario and Luigi must rely on 

their trusty jumping skills to defeat enemies, but they later 
learn other attacks, including special moves in which they 
both strike at once. Enemy attacks can even be dodged or 
countered by careful jumping. Overall, combat has surprising 
depth and rarely grows dull, even though it is incredibly 
simple in execution. 

While everything has a more kid-friendly look than most 
Mario games, the graphics are incredibly sharp and rival 
anything else on the system. The sound is equally well done. 
Perfect renditions of classic themes play throughout the 
quest. Mario and Luigi both have some limited voice work, 
but it is all so fitting that It's funny every time you hear it. 
But even more notable is the downright bizarre sense of 
humor throughout the game. No one you meet can remember 
Luigi's name, meaning they call him things like "Mr. Mario 
Brother Guy,• and "Mr. Green 'Stache. • Fawful, Cackletta's 
minion, has the best lines I've ever seen in a Mario game, 
and he's now my favorite character in the franchise. When 
a weird green dude shouts "I have fury," I can't help but 
giggle out loud. The strange humor is a big part of this title's 
appeal, as are the atypical styie of play and the charming 
story. If you're a Mario fan, you owe it to yourself to pick this 
up.- JEREMY 

■ ITYLI 1-PIAYER ROlf-PIAYING GAMF. ■ PUIILISHIR NINTENDO ■ DIVILOPIR ALPHA DREAM■ RILi.ASE NOVEMBER 17 

■ Concept: 
Bring classic Marlo Bros. 
action to a role-playing game 
and add new elements to 
the already-rich universe 

■ Graphics: 
The slightly cartoonish 
take on the characters fits 
perfectly with the mood of 
the game 

■ Sound: 
Ali your favorite Mario 
themes are back. and the 
voices are hysterical 

■ Playability: 
The simple scheme gets a 
lot of mileage out of every 
one of the GBA's buttons 

■ Entertainment: 
One of the strangest Mario 
titles ever, and also one of 
the best 

■ Replay Value: 
Moderately High 

-- - ----

SECOND OPINION 
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"Fans of 

the series 

won't be 

disappointed, 

but they 

definitely 

won't be 

blown away." 

GAME BOY ADVANCE 

SWORD 
OFMANA 
MANA SLIPPED ON A BANA 

T o me, Secret of Mana stands as one of the top three coll • items 
SNES RPGs, alongside Final Fantasy Ill and Chrono of- seeds, meat, 
Trigger. Legend of Mana kind of got lost in the PSone game play. 

shuffle and was a little too segmented, but was still a beautiful 
game that eventually hooked you. Sword of Mana goes back to 
its roots in some respects - including originally being a prequel 
to Secret - but also tries to keep with the current RPG trends. 
What results is a good game suffering a slight identity crisis. 

Many series staples carry on here. Several weapons are in 
your arsenal, the computer controls your ally as you battle, and 
elemental spirits act as your magic. Even NPCs like the dancing 
merchants and helmet-wearing duck enemies will strike a 
nostalgic chord or two. 

Sword of Mana is very plot-driven, which is preferred to 
Legend's lack of storyline. Choose between a male or female 
as your primary character, knowing you will meet up with your 
partner early on in the quest. This is typical RPG fodder with 
undertones of a love story interspersed between a "hidden 
past' gimmick, and moves a little too slow for my tastes. 
Maybe l'mjustgettingjaded about role-playing plots. 

Many side missions and sul>quests interrupt the general 
story arc and diminish your enjoyment. I don't want to deliver 
sales flyers to 15 people or find someone's favorite kitchen 
knife; I want to save the world. This aspect, as well as 

Combat is pure action/RPG. Unlike Secret of Mana, you can 
slash away to your heart's content. Both your chcracter and 
hisfher weapons will gain levels, and a class system helps 
hone your skills. Switchif'€ between protagonists is easy, but 
you'll always go back to your default hero when you move to 
a new screen. The Al of your ally is pretty poor, so most of the 
time you're fighting solo. 

Sword of Mana has some beautiful graphics and great 
bosses. Being able to link for eo<>p play is also a huge feather 
in the game's cap. Even with backtracking aplenty, you rarely 
get bored running around and killing Rabites. Puzzles aren't 
overly complex, and are pretty fun to figure out. 

Fans of the series won't be disappointed, but they definitely 
won't be blown away, either. I think Sword of Mana tries too 
hard to be something it's not-with unnecessary day/night 
changes, submissions, and an abundance of items - instead 
of sticking with and improving on what worked for the series 
before: good action, innovative magic, and battling alof€side 
Al allies. Sadly, at the end of the day, I probably woukfve been 
happier with a Secret of Mana port. - JUSTIN 

■ ITYU 1 OR 2-PlAYER ACTION/ ROlE.f>IAYING GAME ■ PUIIUSNIR NINTENDO ■ DIVSLONR SQUARE ENIX/BROWNIE 
BROWN ■ ULIASI DECEMBER 1 

■ Concept: 
Bring another great RPG 
series into the 21st 
century - on the GBA, no 
less 

■ Graphics: 
Amazing detail. The 
environments are some 
of the best seen on a 
handheld 

■ Sound: 
The soundtrack is in 
line with RPGs on more 
advanced platforms 

■ Playability: 
Four buttons handles all 
the action well. You'll curse 
your AJ partner's ineptitude, 
though 

■ Entertainment: 
Not the Secret of Mana 
follow-up many were hoping 
for, but a decent RPG 
nonetheless 

■ Replay Value: 
Moderate 

SECOND OPINION 
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While this tries many, many 
new thlnCI on the GBA 
( especially c,aphlcally)' the 
pneplay 1s ve,y averace. 
The c:ontJol ls quite Cood 
except for the confuslnC Bullet 
Tlme/ Shooldod&e functions, 
but that doesn't help acai,,st 
cettlnC shot from olkcteen, 
which Is IOIMlhlnC I like to 
think la behind Ill M I IOCiety, 
Mlaslons are linear, lnvolvl-C 
lots of "do Ihle so that -
apens• klnd of stuff, and there 
just Isn't a - lot more to 
Mu Payne than -nc away 
thup. And It Isn't -, • 
cool In a tiny Isometric view • 
It w• on the PC. 

GAME BOY ADVANCE QUICKIES 
SUPER DUPER SUMOS 
■ ITYU 1 ·PIAYER ACTION 
■ PU■UIHIR MIDWAY 
■ ULIAII OCTOSER 20 

Who doesn't want to be 
a sumo wrestler? Now 
everyone can live the dream. 
When you start this title 
up, you can pick from three 
different nearly naked fat 
men who live together and 

fight evil. You'll face many different foes on your quest to 
eat things, such as bumblebees, mutant fish and rabbits, 
evil Christmas trees, and cyborg sharks. But you've got 
a bevy of tricks at your disposal, including punching and 
jumping, and even a jumping punch! Trust ~ 
me, it's just as fun as it sounds. - JEREMY U;j 6 

SCOOBY DOO! MYSTERY MAYHEM 
■ ITYU 1 ·PIAYER ACTION/PIATFORM 
■ PU■UIHIR lHQ 
■ ULIAII SEPTEMBER 10 

Hey, someone actually tried 
to make a good handheld 
Scooby Doo game here -
and they would have gotten 
away with it, if it wasn't for 
the meddling gameplay!! 

._ _______ __, Great graphics, good music, 
a somewhat amusing plot, and a humorous "hiding· 
mechanic are all wasted for the want of something to 
do besides search for keys and clues while performing 
some light platforming. Still, in the scope of just how 
tremendously execrable licensed GBA titles usually are, 
I'll damn this one with faint praise, if only because I prefer 
games that try and fail to those who don't ~ 
even try. - MATI U;j 6 
TAK AND THE POWER OF JUJU 
■ ITYU 1 ·PIAYER ACTION 
■ PU■uSHIR lHQ 
■ ULIAII NOVEMBER 18 

It's good to see a GBA 
platformer with a voracious 
difficulty. Challenging jump 
sequences are continually 
thrown in your direction, 
and collecting every 
item on a level requires 

serious skill. As exciting as these elements may be, the 
biggest hurdle that gamers must overcome is a horribly 
inconsistent combat mechanic. In this regard, cheap 
deaths are inevitable. If you don't hit an enemy with 
pinpoint precision, you 'll likely take a hit yourself. It's a 
terribly frustrating element that ruins the l'2'l 
entire experience. - REINER ~ 5 

STAR WARS: FLIGHT OF THE FALCON 
■ ITYU 1-PIAYER ACTION 
■ PU■UIHIR lHQ 
■ ULIAII NOVEMBER 18 

/ 

• . • . -

\II .,. ; ;.~~: < ~ 

Flight of the Falcon is an 
incredibly ambitious game 
that brings detailed polygonal 
environments to Nintendo's 
handheld. Unfortunately, to 
deliver graphics of this sort, 
sacrifices had to be made. 

The framerate chugs to a point where many of the stages 
should be classified as unplayable. I'd be surprised if this 
game pushes more than 10 frames per second at any 
given time. The idea of applying the Star Wars license to 
Star Fox-like gameplay is definitely sound, but it needs to 
play well before a graphical sheen can be 1'2'12.

25 applied. - REINER ~ 

TOP GEAR RALLY 
■ ITYU 1 ·PIAYER RACING l2·PIAYER VIA LINK} 
■ PU■ulHIR KEMCO 
■ ULIAII OCTOSER 27 

• Top Gear makes 
rally racing feel 

. totally at home 
~~ on the system, 

- and it's no small 
::,:-._ accident. Despite 

some pop-up, 
the graphics are 
excellent, and are 

solid enough to even let you concentrate on upcoming 
turns. Top Gear also has collision for rocks, signs, etc. 
on the side of the tracksl Its biggest asset is its sense 
of speed. It really helps you build a rhythm, which is what 
rally racing is all about. Despite being able to change 
tires, I didn't feel much difference in handling between 
surfaces (snow, gravel, etc). However, the fact that I'm 
talking about this title almost like it was a real rally game 
for a big console shows you how serious ~ I 
of a good time Top Gear is. - KATO 1.1;1 

SPYRO: ATTACK OF THE RHYNOCS 
a ITYU 1 ·PIAYER ACTION 
■ PU■ulHH VIVENDI UNIVERSAL 
■ ULIASI OCTOSER 28 

This is a fetch 
quest of unparal­
leled proportions. 
You must find 
around a dozen 
hearts, each of 
which is obtained 
by completing 
a quest to find 

a handful of random items strewn in random locations, 
mixed in with other menial collection goals of varying size. 
This list of tasks is wrapped around an admittedly colorful 
collection of enemies and environments; but the go-get-this 
nature of the game, coupled with painful isometric controls 
and questionable collision, make Spyro's latest outing a 
game that shouldn't be a ride for anyone l'2'l 
other than the truly desperate. - USA I:;! 5.5 

THE SIMS: BUSTIN' OUT 
■ ITYU 1 ·PIAYER SIMUIATION 
■ PU■USHIR ELECTRONIC ARTS 
■ ULIASI DECEMBER 16 

People play The 
Sims for the 
same reason kids 
play dress-up: 
the thrill of living 
someone else's 
life. Now, thanks 
to a new GBA 
version (and its 

connectivity features that let you play a character on both 
the GBA and GC), you can pretty much do away with the 
real world altogether. This version veers even farther 
from it PC roots, with linear level progression and even 
(gasp!) RPG-style conversation that gives you options of 
what to say to the people you meet. Heck, it even throws 
in some actual action in the form of a few (not very 
good) minigames. This might sound like heresy, but be 
assured that this is a gorgeous and faithful (in spirit if not 
specifics) adaptation of one of our true ~ 

gaming treasures. - MATI ~ 8.5 
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Bumout 2 $1 9.99 
EverQuest Online: Frontiero $29 99 
Fantavlsion S 5.99 
Final Fantasy X-2 $49 99 
Harry Potter. Chamber of Sectels $19.99 
Harry Potter Quidditch World Cup $39.99 
Kingdom Hearts $19.99 
Lord of the Rings: Retum of the King $49.99 
Madden NFL 2004 $49.99 
Medal al Honor: Rising Sun $49 99 
Need for Speed: Underground $49 99 
Simpsons: Hit and Run $49 99 
SpongeBob: Battle for Bikini Bottom $39.99 
Tak and the Power of Juju $39.99 
True Crime: Streets of LA $49.99 
XIII $4999 

GET CASH 
For your games, 

DVDs and music CDs 
Ta:!!!!t§.!2P 

CODE: B909064AH ----------
O NL Y $99.98 

Goblin Commander 
FREE Strategy Guide 
with Purchase! 

www.tradestop.com 

I-Ninja 
Exclusive Bundle at a Great Price! 

Metal Gear Solid: 
The Twin Snakes 
FREE overnight shipping 
w/ coupon code: GIOVR 

Expected Ill" .. Feb 200-4 . . . 

CODE: 8220339A 

ONLY $49.99 

MOU IISTSEWRS 
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SpongeBob: Battle for Bikini Bottom S39 99 
Rogue Squadron Ill: Rebel Strike $49 99 
Super Smash Brothers Melee $29 99 
Tak and the Power of Juju S39 99 

220'01 
220081 
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stick 
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Final Fantasy XI Online 5-49 99 6,45389 
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Lords of Everquest $49 99 545262 

cted 2004 Mall Tycoon II $19 99 6,45<105 
Medieval: Total War $1999 6,44895 

aron of Hell Medieval: Total War Viking Invasion $14 99 845212 

urchase! Need for Speed Underground $39 99 545368 

Shadowbane S 4 99 6,44839 .. : , , ... 
Sim City 3000 Unlimited $ 9 99 543988 .. Galactic Battlegrounds Saga $19 99 
Knights of the Old Republic $49 99 



In association with the NPD TRSTS Video Games Service, Charts presents an in-depth listing of the best­
selling software on a month-to-month basis. Are the games you spend your hard-earned dollars on top 
sellers? Take a look below to find out. We've also compiled a listing of the top-selling Japanese software, 
and, of course, we included a Top 10 list of the games the GI staff is currently enjoying. 

6 14 

7 4 

8 N/ A 

9 2 

10 N/A 

11 N/A 

12 N/ A 

13 N/A 

14 N/ A 

15 6 

16 N/ A 

17 10 

18 N/ A 

19 N/ A 

20 N/ A 

DATE POINT 

1 1 Madden NFL 2004 PS2 9.25 Aug-03 $50 

People sure seem to like this ' Madden• guy. He must be a pretty good athlete to star 
in so many football games. Is he the guy who throws the ball to the other guy? Sorry, 
we don't know much about sports. In school, the kid with the prosthetic leg usually got 
picked before us. But hey, he could run faster. 

2 N/A Rnal Fantasy Tactics Advance GBA 9.5 Sep-03 $34 

Before they released this game, Square Enix considered a game called "Legal Tactics 
Advance.· We think it would have done just as well. Your attacks would include subpoe-

' nas, cross-examinations, and even the dreaded motion to suppress. What? You think that 
idea sucks? Overruled! 

3 N/ A Tiger Woods PGA Tour 2004 PS2 9.5 Sep-03 $49 

We may not know much about football, but we love golfing. We especially like the hole 
where you have to shoot under the windmill. It's challenging, what with the spinning 
blades and all. Usually the kids behind us throw Juju Bees and tell us to hurry up. Then 

• ' '' -;; 4 7 Soul Callblir II PS2 8.5 Aug-03 $50 

_[ 'Eat it, elf-boy! You thought you could mess with me? Yeah, who's sellin' now? Your green 
;:-.,.....,-, butt may have been on top last month, but no one can keep me down! I'm the man, the 

- king, the top gangsta! Now I gotta go get my heart pills. Love, Heihachi. • 

5 3 Soul Callbur II GC 8.75 Aug-03 $50 

While his version of Soul Calibur II is no longer the top selling, its performance has 
already earned Link a number of promising offers. Word is that he'll be leaving video 
games for Hollywood. Look for him to star alongside Reese Witherspoon in • Legally 
Blonde 3: The Blondecarina of Time.• 

Grand Theft Auto: Vice City PS2 10 0ct-03 $30 

Soul Callbur II Xbox 8.5 Aug-03 $49 

ESPN NFL Football Xbox 9.25 Sep-03 $50 

Madden NFL 2004 Xbox 9 Aug-03 $50 

SOC0M: U.S. Navy SEALs PS2 9.5 Apr-03 $20 

Pokemon Plnball Ruby and Sapphire GBA 8.5 Aug-03 $31 

WWERaw2 Xbox 7.25 Sep-03 $50 

NASCAR Thunder 2004 PS2 8.75 Sep-03 $50 

ESPN NFL Football PS2 9.25 Sep-03 $50 

NCAA Football 2004 PS2 8.75 Jul-03 $50 

WWE Wrestlemanla XIX GC 7.75 Sep-03 $50 

Grand Theft Auto Ill PS2 9.5 0ct-01 $19 

Tiger Woods PGA Tour 2004 Xbox 9.25 Sep-03 $49 

Tony Hawk's Pro Skater 4 PS2 9.25 0ct-03 $16 

NHL2004 PS2 9.25 Sep-03 $50 

Sou-ct: NPO ~ Ett«tlinmenl 5era • Mlbn Blrneft.~ f516) 62S-2481 

JAPAN TOP 10 
POS. L MO GAME SYSTEM 

1 N/A Talko Master. Admirable Third Generation PS2 
N/A Na:uto PS2 
N/A Made In Warlo GBA 
N/A Hanabl Hyakukel PS2 
N/ A D.C.P.S. PS2 
N/ A New Epoch Fantasy: Spectral Souls PS2 
N/ A Super Dimensional Fortress Macross PS2 
N/ A Tennis Princes: Kiss ol Prince Flane PS2 
N/ A 

GAME INFORMER TOP 1 0 
POS. LMO GMIE SYSTEM 

1 N/ A Marlo & Luigi: Superstar Saga GBA 
2 N/ A Manhunt PS2 
3 N/ A The Sims: Bustin' Out Multi 
4 5 SSX3 Multi 
5 4 Need for Speed: Underground Multi 
6 2 Prince of Persia: The Sands of Time Multi 
7 N/ A Deus Ex: Invisible War Multi 
8 Marlo Kart: Double Dash GC 

PC TOP 10 
POS. L MO GAME - PRn 

N/ A Max Payne 2: The Fal Of Max Payne Oct-03 $39 

Halo: Combat EWMld Sep-03 $45 

A&e OI Mytholoey Nov-03 $35 

2 COlfflWld &~-=z-- Sep-03 $27 

N/ A Ace Of Mythology: The ~ Sep-03 $30 

7 FIICllt Simulator 2004: Century 01 FIICllt Jul-03 $51 

N/ A The Sims Double Deluxe Sep-03 $41 

6 - Of----~ Sej>OJ $29 

Star Wars: Jecl Academy Sep-03 $49 

Command & Conquer Generals 
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REVIEWS ARCHIVE JANUARY 2004 

ALTER ECHO 
■ l'OIUUr PIAYSTATION 2 ■ IIYU 1 ·PIAYl:R ACTION 

■ Pl-I■- THQ ■ IIVIIWID SEP-03 

Alter Echo can best be 
described as Tony Hawk 
meets Kingdom Hearts. 
This may sound like a foul 
crossbreed, but it's actually 
a winning combination that 
feeds off of gamers· timing, 

.-.: • reflexes, and skills. At any 
gMlll time, players can morph between three different 
combat forms that deliver melee, stealth, and firearm 
action. Unfortunately, where Alter Echo excels in graphics 
and gameplay, it comes up short in plot and personality. The 
story sequences are the snoozefest of the century and the 
main character is as dumb as bricks. It's a fun 
game to play, but it's hard to get into it when r.f17 75 you're the wood's biggest dorl<. - RDEII I.&! • 

PLAYSTATION 2 llogoMlnlC7 7.S -__ Corilll_,, 
us ----- us --- 8 SOp-03 ........ us -Aj>o&cll>t2 7.S -Al<lwud: 

r.-.G11wsi,,t,, 8.75 --- • -:.,=- s.s --llotGISIITzu s -

--CllldlhlwSy-. -~cu,• --,-r- --&II-
-h~ 1.5 -Mojol 7.75 0a-o3 --· 8.25 --- I -NASCAR nu.. 2004 8.75 0a-o3 

-oi,,:W.....,Ginw 7.S --Jim a.s -IJoiar,dOoodNllle.l • -lllg..._T.- 7.S -Blood\'-• 7.S Ooc-00 - 8 SOp-03 
&a-l.lgf!-

ZoomcrDooml Ocl-00 

-u..- 1.5 ---- I ---Vol.2 • -NCM-- 8.75 -NCM-2004 7 Ocl-00 
-Fc,Sjloodc~ 95 -~ NFlllitz Pio 7.25 SOp-03 

Llnwldlrnanoo 8 - NFlGan..ooy2004 7 SOp-03 
a..i_, 1.5 - .... _ 

1.25 0a-o3 
QqM.:ClwSlilO! a.s - lit.Hilz Pio 8.25 Oct-00 
Clod<._S 1.5 - - us -C--Rol!3 8.75 -Ccr-aaC..,Slom, ~ 

""""",,.__ l'NS...olT- ts --.. ~ 7.75 - --an: 
Cnol,-K,,t 7 - Go,,gColmwldo 1.5 -Oou:lwv T,go,;-~ 6 Oct-00 
~ 8 - RNIAolwv ■ 3 --E,1(-il,,n 6 -DORM112 7 Oct-00 
0..0,Ellnnw --- 7.75 Oct-00 

- .. c..-~- 7.5 ---~ 7 Ocl-00 
OdllodtVol.2:.._, 7.75 -OdllodtVol.11:rutwool< 7.S SOp-03 -- 8.25 -0,,,.,-2 7.S Oct-00 

°"""'-.. -Ltgond, 7 -Eio,- 7 -----

1.5 -ESl'NC-,.Hoopo 8.25 -ESl'N-- t.5 -ESl'NIH. ...... 1.5 Oct-00 
E,lo.l: 
A,,_GIBoomlll:t 7.75 -EyeToy..., • 0cl-o3 
FIC.W~ 7 -FFAS-2004 1.5 --~X-2 8.75 -Fnq- a.s -F-,fllo,s 6 --~ I 0cl-o3 
F-,lt- 7 -- S2S SOp-03 
GIJod<or3 8 -GllapRlts21J03: 
Allow- 1.5 ---.,.._.. S.75 -- t 0cl-o3 

Gmdl'rila.,,go 7.S llay-03 

- &cll>t. Tho 
6.S SOp-03 

~Wo,ld~ 7.75 --Tho s.s --Tho 
-.,g.w.,-. 8.25 SOp-03 ---lw&,_-.l'oln> 1.25 -lrq<:or- 7 --Job.Tho s -..... 9.25 -

- 8 Ocl-00 --DolandordlwC.- 5.25 0a-o3 
Aop(l!>o 7.S -_,,,., .. 
-KingdomlVII 7 SOp-03 

RTKRldllad< 8.5 -lqj>r2004 6 Ocl-00 ----~ 7.5 -SlnHU 8.25 -Slnl.ho:-ecr. 7.S -SnwhC... • -SOC0II ~ us. Nt,y SEAi, I Ooc-00 
SodCallul 8.5 Oct-00 
~ClwnolS: ~- 8.25 -Si""'K1'91 6.5 -Sphn,andlw 
C>nod lurmr 7.75 -~-Gcntwtdt.25 SOp-03 

~C41 1.5 Ap-00 

5er:=:,:: 4.25 -SlntyNlll....., S.75 0a-o3 
SSX3 9.5 ----~ ~75 -/NIAT: Glooll SOr'b Team 7 -~TNCbRadng ~75 -T•andlw"-d .... &75 -T_llat,.,.T1111es 7.75 Ooc-00 __ .,_ 

• Ap-00 
r.--PGATcu- 95 0a-o3 
Tmt0..3 7.5 ---ThoAng,ldo.tnss s.s -ronr-•~ 9.25 -TIUICrinw:~ofLA 1.5 --SaGo a.s --- 1.5 - - ~75 Ap-00 

K·I-Gmdl'ril 6.S -- 7 Ooc-00 
Kqid~200Cl'200I 7.75 -K,-:Ood<U,-. 7.S -1.-.Sldot • -LcrddlwRr,go: 
ThoRoundlwK,,g.Tho 8.25 -i..Gf&eou.,- 7.25 --NFl- 9.25 SOp-03 

MIG<Pw9': 
Tho~bCalor 8 SOp-03 

_.,Honor: lloo,g SIii 7.75 -

-F.-,•- • --- 5 Ooc-00 
~~ 
Ftallnlg Shau! !bray 8.25 -Wallct&Grorrii'!PrqiadlDo 7.5 Ocl-00 
-<0.000: ... - 8.25 -w..,..a...i, • Ap-00 
---21(3 &75 Ap-00 
WWECNll,Hour S2S ---- Comes Tho Pa, 1.5 -

164 GAME INFOUIER 

K2---~ u -XII 7 -XOIIA s -Yl>-OI-OhlTho 
~ .... - Ap-00 

ZonldlwEndora: 
Tho:!ndRlmlr 1.6 -

I t-1·1 ---- 1.75 --- I SOp-03 
-2 8 75 -Apo, 7.75 -_ ,_ .. _ 

2 Oct-00 

GAMECUBE __ .. _ 
2 Ocl-00 

Bld<ylnl w..adng: 
OonHrylhla•- 5.5 --llotdSIITzu 5 -,,,,,,,_s.v,·,w,, 6 ---- 075 --llotdSIITzu 5 -lllycr'dOoodNlllE,t I -

lllycr'dGoocf and E,t I -Big..._T.- 7.25 SOp-03 ~-- 1.5 --Fcroo 8.25 -B■,-andlwGiar1Egg 7 Ocl-00 -- I - My.0..- 8 SOp-03 
Bun0&A 2: Pon of 

_2:_ol_ 6.5 - -DMopor'aC., I.S -awte·•~ 2 SOp-03 
ecr-o..tSbm 6 -Ool.llm- 8.75 Ap-00 
o.n,yExnmo --- 8 Oct-00 

C..'1 ON, ttn: -- 4.75 -em.on-.. -.. ~ 9 -Dr<Crioa3 6.25 Oct-00 

Olonoy'•--- 3.5 -lllny'aPllty 2.5 -~Boll:llutlol<ai 7.25 -
----

1.5 -FFAS-2004 1.25 -~- 8 75 -f.Z..GX 1.25 SOp-03 -- 7.75 Mly-00 - • Oct-00 
GdGd~ 7.75 -.-2:-- 8 --Tho 5.75 -.... • Mly-00 
-Job.Tho 5 -Ki1>1'Nt Aidt 7 -irw:i1:.. Tho 10 Ap-00 
'-""'dlwAilga: 
ThoAoundlwlQ,g.Tho 1.25 -Loa Kingdon ' 1.5 --NFl2004 1.75 SOp-03 

llalloGol:-Tcu I SOp-03 
-K,,t°"""Doal, 125 -MlrioPlltyS 2 --o1Honor:""'1g5'11 7.5 -... -NetwMt Trarwnis.sion 6.25 -MIIIIAlmo: 
GildlhlwSjslem 8.5 -l,IJ!Slqe,t2004 6.75 Ap-00 
-u..- 8.25 ---'""-2 9 -NCM-2004 1.5 --Fcrsi-:~ 9 -IH.2004 • Ocl-00 
lit.Hilz Pio 8 Oct-00 
P.H.IXI ~75 SOp-03 
RldFacm,I 8.75 Ap-00 
-E,12 8 Ap-00 
-E,13:- 7.75 Ap-00 
Aop(l!>o 7.5 -~Hlandf"'1 8.5 -s.m,.n,, 8.75 -Soni: --ox 5 -SodCallu l ~75 Ocl-00 
Sl>OldK1'91 7 -SpiandSc>ek 2 -~C41 1.5 -SSX3 IS -SO.Wanllop 
Sq&-.■:-- 6.5 -SIii, GI Al F-Tho 5.5 Ap-00 
-A--t Ap-00 
&,ponNn: 
_.,Ap,kolipo 8.5 May-00 

SXSUpor,a 6 -f91' Woods PGA l<u 2004 I Oct-00 
Transwor1d &rt Next Wttve 5.5 Mly-00 
TlbtSldor 6.5 --- 7.S --.tie ts 0a-o3 -- 1.5 --XIX 7.75 Ocl-00 
WWE en.t, Hour • Mly-00 
K2-··~ S.75 -

~Oc!ywy 3.25 -Oiarwy Exlrwno --- 7.75 Oct-00 
o,._..and llngcrw- I -Oynooly-• 7 Oct-00 

~---
1.5 -ESPN-- IS l<w-o3 

ESPNNFl- 9.25 SOp-03 
ESPN 1H. Hoc:by 8.5 Ocl-00 
E,to.t: 
AFladlAol- 8 -F<Ml<yF!yt,, 5.75 -F-f9"M 8 Oct-00 

F!Nllyle MeulX 7 -Fl.llo<aKal1ing 8 ----- 8.25 ---.,..,_ 575 -- 9.25 Ocl-00 
Godalll:o.toy 
.., __ 

7.5 --by--- <,I -- &cll>t, Tho 7 SOp-03 - 2 SOp-03 
°""4>S~ ~75 Sep-03 
-Tho 5.75 -lndyca,Series 7.5 -haian Job, Tho 5 -Kl.SW.,, 7.5 -Lrl<a2004 7 -'-""'dlwA>lga; 
Tholloundlwl<,,g.Tho 8.25 -Maco GI& Botny- 8 --.NR.2004 I SOp-03 

Magic: Tho 
Gahomg Bllllo!Jlll,rda a.s -MaMIV~Capa,m2 8.s --GIHonor:lloo,gSIII 7.75 -MIIIIAlmo: 
Gildl h 1w Sy-. 8.5 -Mi:n>Madns 6 Mly-00 
~cu,, • -__ , 

5.25 -l,IJj-Pilli,2003 s.s -lol.JISlqe,t2004 8.75 Ap-00 
MoooGl'2 8 ---2003 9.25 Ap-00 --- 1.5 Ocl-00 ---- 6.S --Jim 6.5 -IIIAU..2004 1.25 ---'""-2 9 -NCM,,_2004 1.5 --FcrSl>Old. 
~ t.25 -NFLFIM!ll'2004 7.5 Sep-03 

IH.2004 9 Ocl-00 
hH.Hilz Pio 8 Ocl-00 
IH.-2004 5.75 -Olo\tM-,lholOemoro 6.75 Ocl-00 
a.-~ 8.25 SOp-03 
Pralelol .. Catllbeln 7.75 -PloCosl~ s.s SOp-03 

""'"""'~ • Ap-00 
Red Fldian I 1.25 Ap-00 

HITMAN 2: SILENT ASSASSIN 
■ l'OIUUr GAMECUBE ■ ITYII 1 ·PIAYl:R ACTION/ ADVENTURE 
■ .._..... EIOOS INTERACTTVE ■ nYIIWID .JUL-03 

Hitman 2 follows the "think 
before you shoot" school of 
thought. It relies on wits more 
than hits and gives you artistic 
license in the completion of 
its missions. Agent 4 7 starts 
Hitman 2 as a g,oundskeeper 
at a monastery in Italy, trying 

to put his violent past behind him. Two minutes in, you're 
using dual pistols to turn guards into Swiss cheese. To have 
a high success rate on missions you've got to pick your shots 
wisely and cover your tracks. The Al is very intelligent, and 
will discover any mistake you make. If you're a 
patient soul, the strategy of Hitman 2 is very f:al 8 
rewardi~. - JUSTIN I:;! 

- .. c..-TldoaolWw 125 - 8.5 --0.-ollhoC.- 6.75 
~ 3.5 
Aop()po 7.5 
--l)coon 2 
f"'1Ll4Hol ' Soga OT Onlno 7.75 
Si._wHl&f"'1 8.5 

--n.. 
175 _.,_"_ 

°"""- I 
SodCallu N 1.5 
Sc>oodl(qio 7 
SSX3 ts 

SO.Wn=ol 
hOld 95 

5'ar Wall: Tho Clone w ... 8.5 
5'ar"'fWHIA<h 5.75 
Slal>ol-- 7 
/NIAT: Glooll SOr'b T..., 7.5 
sx-- 6.5 
S)t>eto 7 
Tao F.-.g: All of flt Leu 7.25 
T ..... MIIWl:S...2000 I 

-Ocl-00 

Ooc-00 
Mly-00 
NoY-00 -Mly-00 -Oct-00 
Ap-00 -Ocl-00 -NoY-00 --Oct-00 
May-00 
NoY-00 -Oct-00 
Ap-00 
Ocl-00 

SlorWn ,,,~­
SlorWw1:JodlA<-.y 
T ...... ol-Evl 
Tron2.0 
T,oplco ~ P'rltoeo.t 
UFO:A/1'"""'1 
l.lu:Agoalllycr'dMyal 
'Wlrcnll 3 Froz.-. llwont 
w•Rock 

15 oUHJ3 
85 NoY-00 
7 NoY-00 

8.75 Oct-00 
8 J\l>-03 

1.25 -8.25 llec,-03 

• SOp-03 
7.75 Ai.903 

GAME BOY ADVANCE 
--2 
.__lw'Q 125 -- 8 Oct-00 --- 85 Ap-00 

lllrj,>IWoolo: 
<ln.nY•~ 5.25 NoY-00 - 8 Ooc-00 

Boldal:ThoSIII 
la~ y,.,, Hand 8.75 Ocl-00 

a:.: .. =~ • Sep-03 
~AnlolScrrow 1.25 J\l>-03 
CN: Tho Enemy 8 llec,-03 

Cnzy Tut. C'"1I o Aidt • -~'llgo,.-~7 -NBA STREET VOL. 2 
■ l'OIIMAr XBOX ■ ITYII 1 TO 4 · PIAYER SPORTS 
■ Pl■.,_. EA BIG ■ IIIYIIWID MAY-03 

There is no denying that NBA 
Street owes its very existence 
to NBA Jam; but when you 
look at what EA BIG has done 
to the original blueprint, you 
can't help but feel that this is 
a completely different game. 
\\:>I. 2 makes the differences 

even more pronounced by adding the ability to pass the ball 
off opponents' heads or the backboard, and you can call for a 
pick or double-team when extra help is needed. In the end, it 
may not be a true fiVe-<>n-five simulation, but 

riJ no other game captures the sport like NBA 9 
Street \\:>I. 2. - ANDY 

r.- - PGA Tcu 2004 9.25 Ocl-00 -~ 8.25 Sep-03 
Tc,ryHowt(a~ 8.75 - Oiarwy Exlrwno 
T<pSpr, • - --- 6 Oct-00 
UFC:Tl!)Cll,C2 8.25 May-o3 o..y'aMagicol~2 6.75 Oct-00 -- 8.5 - ~Kongc..nry • J\l>-03 
~1-.od ~BIIZ: 
FoallmgSllau!"""'Y 8.5 - 1.--,olGolwll 7.5 .u-o:i 

WoridRadng 5 - ~BIIZTIIIIMau 6 ----21<3 7 Ajlr-00 Pnol F-Tldica ,.,,_ 9.5 Sep-03 
WWERaw2 7.25 NoY-00 Fh Emblem 8.75 llec,-03 

X2Wo!Yorino'•~ 5.5 - Freekalylo 7.5 Aug-03 
XIII 7 Ooc-00 Godzila Ooninalionl 4.5 May-00 
XGRA 5 - Golden 5"': Tho Loa Ago 8 Ap-00 --FrilndlofMirwafTown -1503AD.: The New Wortd 7.5 Ap-00 

_...,Tho --· -AgoolllytloO>gy'Tho,_ • - JolGmd- SOp-03 
-•t-12: -~~ -Secrll: WNIP(IIW ot WW II 8.75 SOp-03 

'-""'dlwllinga: 
C4I ol Ouy • Ooc-00 Tho Aoun ol h Kqi, Tho 8 Ooc-00 
Cornnwld& loolWdnga, Tho 7 J\l>-03 ~- 925 Ap-00 -,~ UJlla;ThoR..-.olL.oro 7.75 Ajlr-00 

Generals: - Hour 8 Ooc-00 Medal ol Honor lnfilltatcw 6 NoY-00 

OayolOeteat 8.5 Aug-03 Mega Man Batlle --~ Nttwoo1t 3: Blue --
8 -- - -Tho. Aug-03 Mega Man Z..2 7 Oct-00 

~Dawnol -Tl\dl- 45 Ocl-00 .., __ 
8.25 - --E-..:TI-.SoalndO.- 8.75 - -- 8.25 -F- 95 - ~ :OnWillhShow s.s --- 7.25 NoY-00 """Roi.-0 8.25 -Halo:Ccrnab- &75 - --·•Oddy,- -Harbingw 6 Mly-00 Oniluho Tldica Oct-00 

-2 1.25 - PlraolP911io: 

IG12:C-,5"i<e 7.25 Ap-00 
ThoSonclooll'rne 8.25 llec,-03 

Uonheart: 
-ollhoC.-, 5.5 Sep-03 

,._ ol lho ~ 8.5 Ocl-00 --Alby and Sappt,r, 8.5 Ocl-00 
Mast•ofOrion Ill 8 Ajlr-00 ""1<MnonAlily/Sappliro 7.25 Ajlr-00 
Mllf'lwn,~ 
ThoFaldMuf'lwn, 9.25 - RoadAuh:Jaitnak 4.5 -_,,Hcnor_ Rock'nRolRadng 8.75 Stp-03 

--.... • - SlrilgSolA 6.S Sep-03 __ .,., _ 
Si._w-Rago 2.25 -Viq- 1.75 J\l>-03 --2 75 Mly-00 

"s:e .. ~ --PMy -8.25 - ,:.=s~ _.,..,c.-, 7.75 Stp-03 7 Sep-03 - 1.25 - SSX3 • llec,-03 

f'osllj2 75 - ~C41 8.5 J\l>-03 
Rai'o:lwSolJ: Rr,,e,nSt'llltl 7.25 May-00 - B.75 Sep-03 

Repti,ic:Tho- 6 Ooc-00 -Mano-• 
Resta<.mtEmpre 6.75 .u-o:i -Mario-3 t .S -i.o1-. 9 - ~l'laa~I 9 Ajlr-00 

RlllaWay: A Road Adventl.1'1 7.25 NoY-00 Teenage"""'"' Ni-;a T1111es 725 NoY-00 
Savage:Tho _b _ 8.5 NoY-00 Tc,ryHawl!a~ 7.5 llec,-03 - 6.75 - wamware,1ne.: 
5'nCiy , , Rush Hour 7.S Ooc-00 

Mega MicJogamoa 7.5 J\l>-03 

--·- .n,, 7.75 - WongComnandorProp,ecy 7 - -____ Tho 

8 - Yu-GI-Ohio.._, 
0..- Ap-00 

S!)aco Colc,ry 7 Ooc-00 ---Star Trek: Elle Force II 8.S - _ .... Oeshd0uol75 J\l>-03 



NEW RELEASES ALL DATES SUBJECT TO CHANGE. CALL YOUR LOCAL RETAILER FOR MORE DETAILS 

PLAYSTATION 2 
2/ 2/04 Air Force Delta Strike ..... 
3/ 1/04 Alias ... . 
3/16/04 .. Backya,d Baseball 
1/1/04 . .. Baktur's Gate: Dark AlliMce 2 .. 
2/2/04 . .. Champions of No«ath: Realms of E...e,Quest. 
1/2/04 .•• C11ar1,e·s - • 
3/1/04 ... Cohn McRae Ratty 4 

MCFARLANE'$ EVIL 
PROPHECY 
■ PoaMAT PIAYSTATION 2 ■ ITYU I ·PLAYER AOlON 
■ PUIILIINU KONAMI ■ ULIAII FEBRUARY 2 

You might fear that Todd 
McFartane's Evil Prophecy is 
something along the lines of 
"I will someday charge aging 
geeks $20 for BaWefiefd Earth 
action figures!" but in fact it's 
nothing of the sort. No, this 
Evil Prophecy is a promising 

Konami-produced horror action title that is based on his 
popular Monsters line. Featuring Dracula, Frankenstein, and 
a host of other old-school scary movie stalwarts, the game 
appears to be very similar in play to Koei's popular Dynasty 
Warriors franchise, with all the frenzied and bloody combat 
you'd expect. 

3/ 15/04 .. Cnrnson Sea . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Koel 
3/ 1/04 .. . Cy Goris . ....................... , .......... -
1/27 /04 . . Daredevil: The Man Without Fea, . . . . . . . . . . . . . . . . . Encore Software 
12/16/03 . Dee<....... . . . . . . A1a1 
2/ 16/04 . . 0o<Had< 1101.4: Quarant,-,e 8'ndaa 
3/1/04 .. . Dr~ . . . . . . . . . . . . . -· e,;, 
2/3/04 .. . Drift Racer. Kaido Battle . . . 5..-Miy 
3/16/04 . . °'"" 3 . . . . . . . . . . . . . . . . . . . . . . . . Atari 
2/17 /04 .. Utreme Fo«;e: Grant City Antf crme .... . . . Namco 
1/ 1/04 . .. Fallout Brotherhood of Steel . . . . . VivMCli IJMtefsal 
2/ 2/04 ... Fast and the furious, The . . . . V!Yendi ~ 
3/24/04 . . Anal F- ~ . . . . . . . . . . . . . . . . . . Sooy 
3/ 1/04 ... rwe~er F.D. 18 . . . . . . . . .. . .. .. . . . .. . . . . . . . . KoMni 
3/23/04 .. Ghost Maste< ...................... , . . . . . _,,.-.., 
12/16/03 . Ghost Recon: .... Slonn . . . . . . . . . . . . . . . . Ubosoft 
3/ 1/04 ... Gooius V . . . . . . . . . . . • . • • • • • • • -
3/2/04 ...... - .......................... . --
2/ 10/04 .. J,mes Bond 007: E- Dr-· ... . . . El<dloroc Arts 
2/ 3/04 ... Jet U: RISe to Honor . Sofft 
2/ 2/04 . .......... R- .. 1<Dna1ni 
3/ 1/ 04 ... Lifeline . . . . . . Konaml 
2/ 16/04 .. Lol>o. . ... . . .. . . . .. , . . t<emoo 
2/16/04 . . I.IJPffl the 3rd . .. . . . .. . ........ , . . 8'ndaa 
1/27 /04 . . Mafia . . . . . . . . . • . . . . • . . . . . . . . Take 2 
1/20/04 . . MaxlfflO Vs. The AlrTrf of&. . . . . Capcom 
2/ 2/04 .. McF...,,.·,Ew- ........ , ............. '"'°"" 
4/1/04 ... Metal 5"C 3 . . SNK NeoGeo 
2/ 2/ 04 ... Micro Mayhem . . . . . . . . . . . . . . . • . . . . . . . Ja6eco Enleflannent 
2/ 16/04 . . MotoGP 4 .... . ...................•...... . Nan1CO 
3/2/04 .. , MTX Mol:otrak featoore TllMS Pastrana . . . . . . . . ActMs,on 
2/2/04 .. . MX lklleashed. . ......... , . . . . . . . rnQ 
2/4/04 ... NARC . . . . . . . . . . . . . . • . . . . -
3/1/04 .. . NBA BallefS . . . . . . . , .. . . , . , . . . . . M...., 
1/13/04 .. Nfl Street . . . . . . • . . . . • . . • .. Electronic Arts 
3/ 2/ 04 ... OnirroSha Blade Warriors . . . . . . Capcom 
2/24/04 , . P1tfalt . . . . .. .... , .. , . , Actl"lision 
4/1/04 .. R..-Six 3. . . lJbi$oft 
3/3/J/04 . . Resident E" Outb<eal< . . .............. , Ca,x:om 
3/9/04 ... Satu,day Niglll -a, . . . . . . . . . . . . . . Atari 
3/1/04 ... Scoobr Ooo: Myste<1 Mayhem . . . . . . rnQ 
3/2/04 ... 5-1 Samurai 20XX........... 5..-Mly 
12/ 16/03 . Srns: Busti,' <M. The.. . . . . . . . . . . . . . . . . . . . . . . EJec:tnnc: Arts 
1/15/04 .. Sonic He<oes . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . S,cl 
3/1/04 ... Sc,hri.M Cel: Pandora Tomorrow . . . . . . . . . . . • . . . . . lbsoft 
3/2/04 ... S.,MCtlon .... ................... 5..-Miy 
4/5/0,. .. . Star Ocean 3: TII the End of Trne . . . . . . . . SQu.n Em 
1/ 13/04 .. Star Trett: Shattered UniYerse . . . . . . Takt 2 
3/1/ 04 ... Staieratt Ghost . . . . . . . . . .. .. . .. V"Nendi Urwersal 
2/23/04 .. SuffefirC_ The .. . . . . . . . . . . . . . . . . M...., 
2/24/04 .. SyphOn Filter: The Omega Strain . . . . Sony 
1/ 2/04 ... Ten Pin Alley 2 . Jack of all Games 
3/1/ 04 ... Toe, Gun 2. . . . . .. , .. , .... , .. , . Titus 
2/24/04 .. TrMel """"" LW\irCed . . . . . . . . . . Atari 
3/1/04 . .. UFC: ,._, "'-' . . . . . . . . . . . . . . . . . . . . T1JI( MediactMI 
1/2/04 . .. war Chess . . . . . . . . . . . . . . . . . . . . . Jacl< C, all Garno$ 
2/2/04 ... Wol1dSoc:ce<--7 .. emabonal.... -
3/ 1/04 ... Wond's Scariest Police O\aset . . . . . . . . . . . VMll'ldi Urwetsal 
2/2/04 . . . Wralll Uneashed. . .. . ...... ..... . ....... .. . . LucasArts 
3/23/04 . . X.flles: Rew cw S,,.., V- Umersa 
4/22/04 .. lll lll Hal<usho: llal1< T ................. , .... , . . . . . Ala1 

GAMECUBE 
2/2/04 . . . Bombeonan JettefS 
2/17 /04 .. Utreme Foroe: Grant City AnU Crime 
2/9/04 ... Final FMtasy: CryStal Chronicles .. . 
2/2/04 ... Freest)ie Street Soccer .. ........ .. . 
12/16/03 . Gol>fin C-Omnande<: lklleash the Honie . 
1/ 15/04 .. - Moon: A -ful Ut, .•.•.••.• 
2/ 10/04 .. James Bond 007: E-o, - •• 
2/2/04 ... Me(.a, Gear Solid: The Tlfrin Snakes .. . 
2/2/04 .. . Mao Mayhem ... .. ...... . . .... . ..... . .. 

Ma,esco 
Namc:o 
Nlntetldo 
Acc-
JMCO Enleftannent 
5VG 
EleeUonoc:Arts -JalecoEn<erlamlefl< 

R- TIiie 
Date 

2/4/04 . .. NARC .................................... . 
1/ 13/04 . hf!. Street . . .... . ... . . . . . . . . .. .. . ....... . . . 
2/24/04 . Prtfal . . . .. .... . .. .. ......... , . . ...... . . . 
3/22/04 . """"'°" Colos"""" ... . 
2/2/04 ... Powed'uff Gh1s: Relosl\ R- ... .. ... . ... . . . 
4/ 1/04 . .. Rainbow Sil 3 . . . . ......... . 

,_.,_I 
Olstrlbulot -DectronicArts ---RMI Entertawvnent 
Ubosoft 

3/ 1/04 .. . Scoobr Ooo: Mystery - . .. . • .......... .. rnQ 
12/ 16/03. Sims: Busti\' OUt. The. . . . . . . . . . . . . . . . . . . . . . 8ec:tronic Arts 

. . ............ S,cl 

.. .. . .. .. ..... Ubosoft 
1/15/04 .. Sc:ric Heroes ............... . 
3/ 1/04 . .. Spinet Cel: Pandora Tomorrow .. 
3/ 1/04 ... - Gllo,t •••••••••• •••• -­3/ 15/04 .. T- c, Sjmollonoa . .... , .. . ... . , ...... .. .... . Namco 
3/2/04 ... _ , - . . . . . . . . . . • . . . ... .... . .. . . . . . ..... 
XBOX 
3/1/04. Alias. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Acc1a1rn 
1/13/04 . NJtO Modemsta . . Cap::orn 
1/ 1/04 ... 8aktl.l''s Gate: Dlf'k Alliance 2 . . . . . . Vivendi l.kwef'5al 
2/24/04 . a,-. . . . . Namco 
3/ 1/04 ... Colin McRae R"" 4 . . . . . . . . . . . . . -...S 
1/ 27 /04 .. Oaredew: The Man WIUloul Fear . . . . Encore Software 
3/ 1/04 . .. Dead cw - °"'"" . -.., 
2/24/04 . . - ·· Ha,-,d ••••• • •••••••••••••• • ••••••• AIM! 
2/18/04 . . --·· .......... .. ......... . .. ~ 
3/ 16/04 .. °""' 3 . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . AUri 
2/17 /04 .. E.nreme Fon:e: G<n Ci<y..,., Cnme Namco 
3/ 1/04 . F- ...... . . . . . . . . . . . . . . . . . . . . . -
1/1/04 . fanout: Brothemood of StN . . . . . . . . . . . . . . . . . . . . Vivendi Urwersal 
2/2/04 . Fr- Slleet Soc:ce< ...... . . . . . .. ... .. ... .. -
3/ 1/04 . Rill Spectn.m warrior . . . . . . . . . . . . . . . . . . . . . . . . . lHQ 
2/2/04 . . . Fookmaster flex 04gital Hetz .. .. . .. , . • . . . . • • . . . . ~ of II Garnes 
3/3/04 . .. fUZIOf'l Frenzy 2 . .. . ...... , . . . . • . . . . • . . • . . . . . Microsoft. 
3/ 23/04 .. Ghost Master . . . . . . . . . . . . . . . . . . . . • . . • . . . . . ViYendi Urwefsal 
3/3/04 . .. Halo 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Moc:rosoft 
2/2/04 . . . Hardco,e 4x4 .. , . , ... , . . . . . . . . . . . . . . . . . . . . . .,_. of II Gailes 
12/16/03 . .,_ u.es... . ... . . . .. ..... . ... . ... . .. SVG 
2/10/04 . James8ond 007; E- Or-...... . . .. Elec<rorcArts 
2/ 16/04 .. Lobo. . . . . ........... .. , . . . . . . . . . . . . . . . . Kemoo 
1/2.7 /04 .. Mafia . . . . . . . . . . . . . . . • , • • • • . . • • • . . • . • • TN 2 
2/2/04 ... Moo Mayhem •. ., . . • • . . • • . . . . . . . • • . . Jaleco _,__. 
3/2./04 ... MTX Mototrax featur-. TrNS Pasnna . . . . . . . . ActMsal 
2/4/04 ... NARC ........ . . . . . . . . . . . .. . ..... ., . . . .._ 
3/ 1/04 .. . NBA BailefS . . . . . . ........ , . . . . . . . . . . . M-
1/13/04 . . NfL Street , ... , ..... , , .......•... . ... , . . . . . Oectn:lnlc Arts 
12/15/03. Nirla Gaiden ......... . ........ , . . . . . Teano 
4/ 1/04 . .. Oddworld: MU<leh•s Oddysee 2 . ,. . . . . . . . . . . . . . . . M"'°""' 
2/2/04 . .. Outlaw Golf 2 ............... . . , . . . . . . .. . . . . . V•endHJ,_,>11 
2/2/04 . .. "'°' Down . ......... . .... , . . . . . . . . . . . . . . . . ll<umcalcher 
2/24/04 .. Prtfal . . . . ......... , . . . . . •.... . . . . , .. ... ActMsoon 
3/3/04 .. . R-t~2 ... • ... . .. . .. . .......... -
3/ 1/04 .. . Scoobr Ooo: Mystery - . , • . . . . . . . . . . . . . . . rnQ 
2/10/04 . . Silent Scope Corrc>le<• . . . . ,. . . . . . . . . . . -
12/16/03 . Sons: aw.,· Out. The. . . . . , . . • • Electronic Arts 
1/ 15/04 .. Sonic Heroes . . . • . . S,c1 
3/ 1/04 ... sc,linte< Cell: - Tornor<ow • . • • • . • . . . . • . . . ,_ 
1/13/04 . . Star Trek: Shactored tw..n. . . . . . Take 2 
3/ 1/04 . . . s.a.cratlGllo,t ... • .•.•••• • ..• . •• . .•..•••. • v--... 
3/ 15/04 .. Steel ..._,, '-"'t of Coruct ...... ., . . . . . . Copoom 
2/2/04 . . . Sudelu . . ............... •.... . ..... .. ...... Mk,osofl 
2/23/04 .. Suf~ The ... .. . . . . ... ,. . . . . . . . . . . . . . . . . . M-
3/ 1/04 . . . Tench!J: Return From Darknna. . . . . . . . . . . . . . . . . . . ~ 
3/ 15/04 . . TNeflll .. .. • • • .......... . ... -
3/ 1/04 ... Too Gu-> U.. . . . . . . . . . . . . . . . . . . . . . . Tc.a 

FIREFIGHTER F.D. 1 8 
■ l'OUUl' PIAYSTATlON 2 ■ ITYU 1-PIAYER AOlON 
■ l'U9LIINllt KONAMI ■ IIIUASI MAROl 1 

Here· s something you don't 
see everyday - a cool-looking 
fireman action game. 1's brave 
Dean McGregor, you'll spray 
through a variety of burning 
buildings, saving trapped 
citizens along the way. In 
addition to your trusty hose 

(which can be upgraded and modified with different nozzles), 
you'll also have flame-retardant foam for chemical blazes and 
an ax to chop through doors when things get ugly. Yep, it's an 
off.beat concept to be sure, but one that could result in one of 
the hottest (tee heel) games of 2004. 
2/24/04 .. T™"' Plnult lJMlreed. . . . . . . . . . . . . . . . . . . . . AIM! 
3/ 1/04 ... ....,., Sconest Police c,_, . . . . . . . . . . . . . . . . - -
2/2/04 ... Wralll Uneashed.. . . . . . . . . .... .... . .... LucosAr1S 
2/2/04 ... X-Rles: Resist or Sef't't . . . . . . . . . . . . . . . . . . . . . . . . VMtd Urwerslf 
2/2/04 ... °ll>G>-OIIIX-B<eed . .... . . . •................... -

3/ 1/04 . . . ..... .. .. . ......... . .... . . .... .. . ....... -

2/2/04 ••• - · · ······ ••• ••• ••• •••• ••••• ••••• -1/1/04 ... Allantls EYOIUt,on. . • ..•... , •. . ...•.. • , . . . . . . . OJeamcalchel' 
2/2/04 . . Baldur's Gate Ill ..... • ....•......... •• ....... vt.terd IJrwer$II 
1/1/04 . . . Battle Fields . . . . .... , . ......... . ....•. . .. . .. Maril Games 
3/ 1/04 . .. Black & 'Mllte 2 . ... , , .... , . • • . . . . . . . . . . . . . . . 8edtonic Arts 
1/ 28/04 .. 8kMout .. . . .. ... . . , . .... • . .... ... . . . ..... Mljesco 
3/1/04 .. Breed ...... . ...... . . . ...... . ..... . .... ....._ 
2/16/04 . . CalofCtllulu ........ . . . . . .. . . . . . . . . . . . - _, 
3/ 17/04 . . C., C, Heroes .. ... , ... . . ... . . . . . . . .. . . NCSoft 
1/ 1/04 .. Conc.a.-S..3 ..... ,.,.._. . .. . .... --
4/ 1/04 ... Crusdfs KrC> , . , . .. . . . . . . . . . . . . . . StrlleO Firs< 
1/ 1/04 ... C!)stall<eyl: TheF• Re""' u • .,., ... . .... llrearrald1er 

---4(15/04 .. Doom ■ .......................... ., .... ... .......... 
1/1/04 .. . - ·st.-1: T.,,.w.,p ..................... oc,tallfflon 
1/28/04 •. Drake C, the 99 - .... . ......... ., . . . . . . . ~ 
3/1/04 •• • W,,--····•············.,······· Take2 
1/1/04 ... --· The ..... . .................. Dre-
1/1/04 ... -- 5enooes s.n ... . . . ................. - Star -
3/1/04 ... - · ............... . ................ --/ --3/1/04 ••• -•-·-··············· .. • --/ 

989 Studios 
1/1/04 .. . ~5un·, - - .................... Maril Games 
3 '1/04 ... Fl< Cry . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Ubosoft 
1/1/04 . . .... ...., - - ......................... !Cat -
1/1/04 ··--·· ••••••••••••••••••••••.•.• -
1/ 1/04 .. GarneShow-- ........................ --
2/ 16/04 .. - .................................. --
1/2/04 . .. ........ Ccruo12:__,.,,r-.. . ............ . . --
3/31)/04 .. Half-ute2 ............................. .. .. --
12/15/03. HallUleCo,,rurSlrikr.-- ••• • •••.•••• --
2/2/04 ... Hapoon IV . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ......, 
2/2/04 ••• I. 2 ForJott<n - Ace - ••••• •• •• ••••• ,_ 
1/1/04 .• - .........•.... .•. ..•... . ..•....•• --
1/1/04 •.. - The - ••••••••••••••••••••••••••••• °'"""""""" 
2/10/04 •• --2:- ... . ................• --
1/15/04 •• - ·· ~ --· •••••••• • •• ••••••• Xat-
l/12/04 .. -.c,1orc ............ . ................ . .• --
1/2/04 •• . -~DreddV..Oeadl . ..•••.••••• ••••••• --
2/25/04 .. - I . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . NCSoft 
3/ 4/04 ... Lord of the f&'Cs: Mldcle Eanh Online, The ..•.....• ViYendi 1kwersa1 
1/ 1/04 ... Lords of the AHim ■ ........ . ............ . , .. VMl"di 1..Wwersm 

DAREDEVIL: THE 
MAN WITHOUT FEAR 
■ l'OUUI' PIAYSTATlON 2/'IKJX ■ ITYU I ·PLAYER AOlON 
■ PU■UIIIEl ENCORE SOFTWARE ■ ltlLIAIII JANUARY 27 

Upstart Encore Software is 
attempting to jump into the big 
leagues with this video game 
version of Marvel's successful, 
but little-loved, movie adaptation 
of its r~ather clad, blind 
superhero Daredevil. The game 
will represent Daredevil's 

enhaiced hearing senses as a type of roscreen radar, and 
you'll also be able to chuck his iconic billy-club at criminals, 
which will ricochet off of walls and surfaces multiple times 
before returning to your meaty Affleck paw. Reiner's really 
excited about this one, and you should be, tool 
2/2/04 . . . MredM of Honor. Pacilc AssaJl . . . . . . . . . . . . . . . . . . ElectronllC Arts 
1/5/04 ... - Total WW Battle Collection . . . . . . . . . . . . . ACIMSOOn 
1/2/04 ... Men of Yakw: Yitlnlrn . . . . . . . . . . . . . . . . . . . . . . . VIYerd Univefsal 
2/2/04 . . ..... - . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Jaleco 

3/1/04 •• - ··································· ............... 
3/ 10/04 . - ··································· -
1/13/04 •• -S,,3:-- ••••••••••••••••••• -
2/2,/0A . . Rwmow S. 3:: Mdsion Pack 2 . . . . . . . . . . . . . . . . . . Ublloft 
1/20/04 .. Slenl Slonn . . . . . . . . . . . . . . . . . . .. . . . . .. . . . . Encore Software 
2/3/04 . .... 2. The . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Electronic Arts 
2/24/04 .. -0ucl<s ............................... H,plr<todNe 
2/2/0' . . . Soldner . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Enccte Software 
1/1/04 . . . Sooce Ace . . . . . . . . . . . . . . . . . . . . . . • . . . . . . . . . . Ooillal ........ 
2/2/04 . .. Spell FoR:e ....................... . ......... Eron Software 
3/ 1/04 ... -c.■:--- ................. Ubbolt 

1/1/04 •• -· ··············•• · ·•··············· --3/1/04 .. Thoel ■ ................ ......... . .......... -
2/2/04 ... T,_,_2.0 ....... .. . .. . . . .. .......... -
2/24/04 . T-F\nul:-...... . ................ --
3/1/0( .. TMCnmrsw.tsol l.A ...................... ~ 
2/10/04 . • Ubnolt- .. . ........ . ..... . ......... --
2/3/04 .................... 2004 ....................... --
2/3/04 ... ................. 2004Speaal- ... . ....... -
4/1/04 ... -~Battlefor&,,,pe ..... .. ....... -
1/1/04 ... - 5hol _..,,. - · ....................... oc,tal -
3/3/04 • - - - Ol.t 3"ad< ... .. . . ..... .. ....... oc,tal-
12/15/03. -.. .................................... Tri-5-ir 
2/2/04 ... Z.OT..-,2.0 ............. .. ........... .. .. -

GAME IIOY ADVANCE 
1/27 /04 .. - . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Copoom 
1/6/04 ••• ca,_, --""" ................ .. .. -
1/15/04 .. CT Speaal Foroes 2: Bid< to Hel . . . . . . . . . . . . .. . . Hip -
1/16/04 .. Or. 5ouss: The ca., .,. Hal .............. . .... - of II Games 
3/23/04 . . 0uet- .............. . ................ A1a1 

1/1/04 ••• --················· .. ······""·· -
3/2/04 ...... - ................................... ---
1/5/04 ••• .-~-························· _ .... Games 
12/16/03. --............................ , .... Tal<e 2 
4/ 1/04 ... Meta1 SOC -.s.r.,,a,Missoon ......... , .... Sll(NeoGoo 

12/17/03.-for--- ·············· --
12/Z2/03. - for Speed: """"- • . . . • . . • • • • . . . • . • . • Eledloro: Arts 
12/16/03 . ....., Pin . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . Ala1 
12/17/03. R•T"'° ■ ............... ...... ........ ...... Oeslmdon SGftwl,e 
4/5/04 . . . -Ci<y- ........................... -
3/1/04 ..• Scoobr Ooo Two: - Uneashed . • • • • • • • • • • . • rnQ 
2/24/04. ~ Sol' 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . A!lus 
1/1/04 •.• ---••••••••••••••••••••••••• ~ 
2/2/04 ... --~2004 ............. . . -

3/2/04 •• --····················· · ········· -
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Fresh new shoes and a superfly free agent are available through the use of these 
codes. 

Jermaine Duprl - Create a player with SOSODEF as his last name. A message will 
appear saying the Dupri is available in the free agent pool. 

SHOES 
In the Codes menu, enter these to unlock various shoes for use. 

Air Jordan Ill - CVJ554TJ58 
Blazer Shoes - XCV6456NNL 
LeBron James' Shoes - 23LBJNUMB1 
Shox BB4 Shoes - 424TREU777 

Johnny Korea 
Cook County, IL 

ToNY HAWK'S UNDERGROUND 
In the Cheat menu, enter these codes to enable the corresponding cheat. 

Moon Gravity - getitup 
Music Code - holeshot 
Perfect Manual Balance - keepitsteady 
Perfect Rall Balance - letitslide 
Unlock All Videos - digivid 

Danny Way 
Cleveland, OH 

Unlock all sorts of extra pain with these codes, which should be entered as wrestler 
names in the Create a Wrestler mode. Or, you can cut to the chase and use the Unlock 
Everything code from the Main Menu to get extra stages, movies, and wrestlers. 

Big Feet - tpi peri 
Big Hands - okendall 
Big Head - rtaylor 
Big Head, Feet, and Hands - tho 
First-Person Camera - edma 
Ghost - pjefferies 
Greyscale - ksimeonov 
Halo - jgintu 
Hardcore Al - stomanovski 
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Invulnerable Players - denicholas 
Player One Invulnerable - jche 
Player One Unlimited Supers - ddaniels 
Player Two Invulnerable - cbarlow 
Player Two Unlimited Supers - jmaxwell 
Unlock Everything - Hold down L1 and 

press X , □, A , 0 , X , □, A, 0 
Wlreframe - ewilliams 

• Joystick Juggalo • 
E. Lansing, Ml 

Enter these as codes at the Passwords screen (from Main Menu I Options), then go to 
the Bonus menu to enable them. 

Achilles Head Mode - MANDARIN 
All Replay Items - GARIBALDI 
Always Sniper - PUFFER 
Bullet Shield - TANG 
Huge Arms - SPINEFOOT 
Invisible Soldiers - TRIGGER 

Men With Hats - SEAHORSE 
Perfectionist - HOGFISH 
Rubber Grenades - DAMSEL 
Sliver Bullet Mode - TILEFISH 
Unllmltled Ammuntlon - GOBY 
Unlock All Missions - BUTTERFLY 

Magg/io Giambi 
Los Angeles, CA 

THE LoRD OF THE RINGS: THE RnuRN OF THE KING -

Sauron's minions will fear your power like never before with a little help from these 
codes. Enter them while holding all four shoulder buttons at the pause menu. 

FREE EXPERIENCE 
1,000 experience points for Aragom - Up, □, A, X 
1,000 experience points for Frodo - Up, A , Up, Down 
1,000 experience points for Gandalf - 0 , A, Up, Down 
1,000 experience points for Glmli - 0 , 0 , A , X 
1,000 experience points for Legolas - X , A , Up, X 
1,000 experience points for Sam - A , X , Down, X 

CHEATS 
You must have beaten the game to use these. 

All Upgrades - Down, Up, A, □ 
Always Devastating - A , Down, A , Up 
Infinite Missiles - □, □, Up, 0 
Invulnerable - □, 0 , □, Down 
Perfect Mode - 0 , Up, A , X 
Restore Health - D , D , 0 , 0 
Targeting Indicator Mode - Up, 0 , Down, D 

MEGA MAN X7 

Ramza Beoulve 
Limberry, TX 

The Blue Bomber needs armor. Badly. Trust us. Do this to hook it up. 

Full Armor for X - On the character select screen, hold SELECT when choosing X. He 
will now have all his armor. 

Send in your codes and passwords, and if we 
choose your entry as Code of the Month you'll win 
a wonderful prize from the Game Informer Vault! 

All other entries printed within these hallowed 
pages will receive a Secret Access t-shirt. 

Send To: 

Mike Angelo 
Branson, MO 

Secret Access 
Game Informer Magazine 

724 North First Street, 4th Floor 
Minneapolis, MN 55401 

secretaccess@gameinformer.com 



ROGUE OPS 
Stealth action need not be so hard. Enable these customizable difficulty features by 
entering the codes on the pause screen. If you do it right (and be warned, you have to 
hit the buttons pretty quickly), the screen will flash to confirm entry. 

Big Feet - Right (x3), Left, Right, Left, Right, Left (x3) 
Big Gun- □ (x4), O (x3) 
Explosive Crossbow - Left, Right (x2), Left, □, 0 , L2, R2, □, 0 , Left, Right 
Explosive Sniper - L2, R2, Right (x2), Left (x2), Right (x2), R2, L2, □, 0 
Half Damage - D (x2), 0 (x2), Left (x2), Right (x2), 0 (x2), D (x2) 
Level Skip - L2, □, L2, 0, L2, Left, L2, Right, L2, R2 (x2), □, R2, 0, R2, Left, R2, 
Right, □ 

Missile Crossbow - Right (x2), Left (x2), L2 (x2), R2 (x2), 0 (x2), D (x2) 
Missile Sniper - □, Left, Right, L2, R2, Right, □, R2 (x2), L2, Left (x2) 
No Bullet Damage - Left, Right (x2), Left, □, 0 (x2), D 
One Hit Kiil - O, Left, Right, Right, Left, 0 , L2, R2, 0 , □, □ 
Skeleton - Left (x3), Right, Left, Right, Left, Right (x3) 
Unlimited Bullets - □, 0 , □, 0 , □, 0 , □, 0 , Left, 0, □, 0, □, 0, □, 0 , D 
Unlimited Ufe - Left, Right (x2), Left (x2), Right (x2), Left (x2), Right (x2), Left, □ (x2) 
Unlimited Spy Cam - Left (x2), Right (x2), R2 (x2), L2 (x2), D (x2), O (x2) 
Unlimited TOC-O (x2), □ (x2), Left, Right (x2), Left, L2, R2, L2 

Charlton Hefgston 
Boise, ID 

CODE OF THE MONTH 
TRUE CRIME: STREETS OF LA O 

A fatty stack of secrets, codes, and unlockables awaits you on the streets of the City 
of Angels. Here's what to do. 

ALTERNATE PLAYER CHARACTER 
When you're on the license plate input screen, enter these codes as your plate number. 
Make sure to hold down Li and Ri when you confirm entry. A sound will play to let you 
know the cheat is enabled. Also, you can change Nick's car's color. Hold down Li and 
Ri and move the left analog up or down to change the color of the strip below the plate; 
this indicates the color your car will be. 

Ancient Wu's Concubine - TATS 
Biker- HAWG 
Boxer - BRUZ 
Butcher - PHAM 
Commando- MiK3 
Cop- FUZZ 

Hobo -BOOZ 
Male Punk - MNKY 
Male Worker - HARA 
Plmp- Pi MP 
Police Officer - FATT 
Rosie- ROSA 

Corpse- J1MM 
Female Punk - BOOB 

Rosie In Ungerle - HURT_M3 
S&M Donkey - JASS 

Female Worker - HARA SWAT Officer - 5WAT 
Gambler - MRFU The Chief - BiGi 
Gangster - TFAN 

CHEAT CODES 
Enter these codes at the map screen to enable the cheats. A sound will play to let you 
know the cheat is enabled. 

Driving Upgrades - Left, Right, Left, Right, X 
Extra Car Mass - Down, Down, Down, X (Note: You must be in a car to use this cheat) 
Show Coordinates - X , 0 , □, t:,. 
Unanned Upgrades - Up, Down, Up, Down, X 
Unlock Impound Garage Cars - Up, Right, Down, Left, Up, X 
Unlock Snoop Dogg - Ri , Li, Up, Right, Left, Down, L3, R3, X , □, 0, t:,. 
Weapon Upgrades - Right, Left, Right, Left, X 

Herb Carneal 
Austin, NE 

SECRET ACCESS 

Yay! GTA cheat blowout all over again, this time for the Xbox. Enter these codes during 
gameplay to enable the cheat. A message will confirm correct entry. 

All Weapons - Black (x2), L Button, Black, Left, Down, Right, Up, Left, Down, Right, Up 
Better Driving Skills - R Button, L Button, Black, L Button, Left, R Button (x2), Y 

(Note: L3 or R3 jumps while driving; X+A flips car back over if rolled) 
Cash Money - Black (x2), L Button (x2), Left, Down, Right, Up, Left, Down, Right, Up 
Destroy All Cars - White, Black, L Button, R Button, White, Black, Y, X, 8, Y, White, 

L Button 
Different Costume - Right, Down, Left, Up, L Button, White, Up, Left, Down, Right 

(Note: Repeat to cycle through various outfits) 
Faster Game Play - Y, Up, Right, Down, X, L Button, White 
Fog - L Button, White, R Button, Black (x2), R Button, White, A (x2) 
Full Armor - Black (x2), L Button, White, Left, Down, Right, Up, Left, Down, Right, Up 
Full Health - Black (x2), L Button, R Button, Left, Down, Right, Up, Left, Down, Right, Up 
Higher Wanted Level - Black (x2), L Button, Black, Left, Right, Left, Right, Left 
Increased Gore - X, L Button, 8, Down, L Button, R Button, Y, Right, L Button, A 
Invisible Cars - L Button (x2), X, Black, Y, L Button, Y 
Low Gravity - Right, Black, 8, R Button, White, Down, L Button, R Button 
No Wanted Level - Black (x2), L Button, Black, Up, Down, Up, Down, Up, Down 
Nonnal Weather - L Button, White, R Button, Black (x2), R Button, White, Y 
Overcast Skies - L Button, White, R Button, Black (x2), R Button, White, X 
Pedestrians Attack - Down, Up, Left, Up, A, R Button, Black, L Button, White 
Pedestrians Have Weapons - Black, R Button, Y, A, White, L Button, Up, Down 
Pedestrians Riot - Down, Up, Left, Up, A, R Button, Black, White, L Button 
Rain - L Button, White, R Button, Black (x2), R Button, White, 8 
Slower Game Play - Y, Up, Right, Down, X, R Button, Black 
Speed Up Time - 8 (x3), X (x5), L Button, Y, B, Y 
Tank - 8 (x6), R Button, White, L Button, Y, 8, Y 

Ray Liotta 
Juneau, AK 

THE l.oRD OF THE RINGS: THE RnuRN OF THE KING 
Sauron's minions will fear your power like never before with a little help from these 
codes. Enter them while holding the L and R buttons at the pause menu. 

FREE EXPERIENCE 
1,000 experience points for Aragom - Up, X, Y, A 
1,000 experience points for Frodo - Down, Y, Up, Down 
1,000 experience points for Gandalf - 8, Y, Up, Down 
1,000 experience points for Glmll - 8, 8, Y, A 
1,000 experience points for Legolas - A, Y, Up, A 
1,000 experience points for Sam - Y, A, Down, A 

CHEATS 
You must have beaten the game to use these. 

All Upgrades - Up, Down, Y, X 
Always Devastatlnt - Y, Up, Y, Down 
Infinite Missiles - X, X, Down, 8 
Invulnerable - X, B, X, Up 
Perfect Mode - 8, Down, Y, A 
Restore Health - X, X, B, B 
Targeting Indicator Mode - Down, 8, Up, X 

Alma Beoulve 
Iva/ice, GA 
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SECRET ACCESS 

When danger threatens, entering these codes on the pause screen will allow Nikki to 
complete the greatest of challenges with ease. 

Big Feet - Right (x3), Left, Right, Left, Right, Left (x3) 
Big Gun - X (x4), Y (x3) 
Explosive Crossbow - Left, Right (x2), Left, X, Y, Black, White, X, Y, Left, Right 
Explosive Sniper - Black, White, Right (x2), Left (x2), Right (x2), White, Black, X, Y 
Half Damage - X (x2), Y (x2), Left (x2), Right (X2), Y (X2), X (x2) 
Level Skip - Black, X, Black, Y, Black, Left, Black, Right, Black, White (x2), X, White, Y, 

White, Left, White, Right, X 
Missile Crossbow - Right (x2), Left (x2), Black (x2), White (x2), Y (x2), X (x2) 
Missile Sniper - X, Left, Right, Black, White, Right, X, White (x2), Black, Left (x2) 
No Bullet Damage - Left, Right (x2), Left, X, Y (x2), X 
One Hit KIii - Y, Left, Right, Right, Left, Y, Black, White, Y, X, X 
Skeleton - Left (x3), Right, Left, Right, Left, Right (x3) 
Unlimited Bullets - X, Y, X, Y, X, Y, X, Y, Left, Y, X, Y, X, Y, X, Y, X 
Unlimited Ufe - Left, Right (X2), Left (x2), Right (x2), Left (X2), Right (X2), Left, X (X2) 
Unllmlted Spy Cam - Left (x2), Right (x2), White (x2), Black (x2), X (x2), Y (x2) 
Unllmlted TOC - Y (x2), X (x2), Left, Right (x2), Left, Black, White, Black 

Berke Breathed 
Bloom County, IL 

CODE OF THE MONTH 
TRUE CRIME: STREETS OF LA 0 

A fatty stack of secrets, codes, and unlockables awaits you on the streets of the City 
of Angels. Here's what to do. 

ALTERNATE PLAYER CHARACTER 
When naming your game file (when you are making your license plate), put In the fol­
lowing names. Hold the L and R buttons when you enter and confirm the name. Also, 
you can change Nick's car's color. Hold down the L and R buttons and move the left 
analog up or down to change the color of the strip below the plate; this indicates the 
color your car will be. 

Ancient Wu's Concubine - TATS 
Biker - HAWG 
Boxer- BRUZ 
Butcher - PHAM 
Commando - M1K3 
Cop - FUU 
Corpse - J1MM 
Female Punk - BOOB 
Female Worker - HARA 
Gambler - MRFU 
Gangster - TFAN 

CHEAT CODES 

Hobo - BOOZ 
Male Punk - MNKY 
Male Worker - HARA 
Plmp- P1MP 
Police Officer - FATT 
Rosie- ROSA 
Rosie In Ungerle - HURT_M3 
S&M Donkey - JASS 
SWAT Officer - 5WAT 
The Chief - B1G1 

Enter these codes at the map screen to enable the cheats. A sound will play to let you 
know the cheat is enabled. 

Driving Upgrades - Left, Right, Left, Right, A 
Extra Car Mass - Down (x3), A 
Show Coordinates - A, Black, X, Y 
Unarmed Upgrades - Up, Down, Up, Down, A 
Unlock Impound Garage Cars - Up, Right, Down, Left, Up, A 
Unlock Snoop Dogg - R Button, L Button, Up, Right, Left, Down, L3, R3, A, X 
Weapon Upgrades - Right, Left, Right, Left, A 
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John Gordon 
Farmington, ID 

GRAND THEFT Au,o: VICE CITY 
Hey, there's no reason GTA Ill should get all the cheat love. Enter these codes during 
gameplay to enable the cheat. A message will confirm correct entry. 

Aggressive Traffic - Black, B, R Button, White, Left, R Button, L Button, Black, White 
Better Driving Skllls - Y, R Button (x2), Left, R Button, L Button, Black, L Button 
(Note: L3 or R3 Jumps while driving) 

Bikini Women With Guns - Right, L Button, B, White, Left, A, R Button, L Button (x2), A 
Bloodrlng Banger 1- Up, Right (x2), L Button, Right, Up, X, White 
Bloodrlng Banger 2 - Down, R Button, B, White (x2), A,1R Button, L Button, Left (x2) 
Caddy - B, L Button, Up, R Button, White, A, R Button, L Button, B, A 
Candy Suxxx Costume - B, Black, Down, R Button, Left, Right, R Button, L Button, 

A, White 
Car Floats On Water - Right, Black, B, R Button, White, X, R Button, Black 
Change Car Wheel Size - R Button, A, Y, Right, Black, X, Up, Down, X 
Destroy Cars - Black, White, R Button, L Button, White, Black, X, Y, B, Y, White, L Button 
Dick Costume - R Button, White, Black, L Button, Right, Black, Left, A, X, L Button 
Different Costume - Right (x2), Left, Up, L Button, White, Left, Up, Down, Right 

(Note: Repeat to cycle through various outfits) 
Display Chase Status - B, L Button, Down, White, Left, A, R Button, L Button, Right, A 
Dodo (Flying) Boats - Black, B, Up, L Button, Right, R Button, Right, Up, X, Y 
Dodo (Flying) Car - Right, Black, B, R Button, White, Down, L Button, R Button 

(Note: Accelerate and move the Right Analog back to glide) 
Faster Clock - B (x2), L Button, X, L Button, X (x3), L Button, Y, B, Y 
Faster Game Play - Y, Up, Right, Down, White, L Button, X 
Foggy Weather - Black, A, L Button (x2), White (x3), A 
Full Armor - R Button, Black, L Button, A, Left, Down, Right, Up, Left, Down, Right, Up 
Full Health - R Button, Black, L Button, B, Left, Down, Right, Up, Left, Down, Right, Up 
Higher Top Speed - Right, R Button, Up, White (x2), Left, R Button, L Button, 

R Button (x2) 
HIiary King Costume - R Button, B, Black, L Button, Right, R Button, L Button, A, Black 
Hotrlng Racer 1 - R Button, B, Black, Right, L Button, White, A (x2), X, R Button 
Hotrlng Racer 2 - Black, L Button, B, Right, L Button, R Button, Right, Up, B, Black 
Jezz Torrent Costume - Down, L Button, Down, White, Left, A, R Button, L Button, A (x2) 
Ken Rosenberg Costume - Right, L Button, Up, White, L Button, Right, R Button, 

L Button, A, R Button 
Lance Vance Costume - B, White, Left, A, R Button, L Button, A, L Button 
Love Fist Umouslne - Black, Up, White, Left (x2), R Button, L Button, B, Right 
Lower Wanted level - R Button (x2), B, Black, Up, Down, Up, Down, Up, Down 
Mercedes Costume - Black, L Button, Up, L Button, Right, R Button, Right, Up, B, Y 
Normal Weather - Black, A, L Button (x2), White (x3), Down 
Pedestrian, Attack - Down, Up (x3), A, Black, R Button, White (x2) 
Pedestrians Have Weapons - Black, R Button, A, Y, A, Y, Up, Down 
Pedestrian, Riot - Down, Left, Up, Left, A, Black, R Button, White, L Button 
Phil Cassidy Costume - Right, R Button, Up, Black, L Button, Right, R Button, L Button, 

Right, B 
Overcast Skies - Black, A, L Button (x2), White (x3), X 
Pink Traffic - B, L Button, Down, White, Left, A, R Button, L Button, Right, B 
Police Uve Again - B, L Button, Down, White, Left, A, R Button, L Button, Right, A 
Rainy Weather - Black, A, L Button (x2), White (x3), B 
Raise Wanted Level - R Button (x2), B, Black, Left, Right, Left, Right, Left, Right 
Ricardo Diaz Costume - L Button, White, R Button, Black, Down, L Button, Black, White 
Romero's Hearse - Down, Black, Down, R Button, White, Left, R Button, L Button, 

Left, Right 
Sabre Turbo - Right, White, Down, White (x2), A, R Button, L Button, B, Left 
Slower Game Play - Y, Up, Right, Down, X, Black, R Button 
Sonny Forelll Costume - B, L Button, B, White, Left, A, R Button, L Button, A (x2) 
Suicide - Right, White, Down, R Button, Left (x2), R Button, L Button, White, L Button 
Sunny Weather - Black, A, L Button (x2), White (x3), Y 
Tank - B (x2), L Button, B (x3), L Button, White, R Button, Y, B, Y 
Tommy Groupies - B, A, L Button (x2), Black, A (x2), B, Y 
Trashmaster - B, R Button, B, R Button, Left (x2), R Button, L Button, B, Right 
Weapons 1 - R Button, Black, L Button, Black, Left, Down, Right, Up, Left, Down, 

Right, Up 
Weapons 2 - R Button, Black, L Button, Black, Left, Down, Right, Up, Left, 

Down (x2), Left 
Weapons 3 - R Button, Black, L Button, Black, Left, Down, Right, Up, Left, Down (x3) 
White Traffic - B, White, Up, R Button, Left, A, R Button, L Button, Left, B 

Vincent Gognetti 
New York, NY 



MEDAL OF HONOR: RISING SUN 
Enter these as codes at the Passwords screen (from Main Menu I Options), then go to 
the Bonus menu to enable them. 

Achilles Head Mode - CARDINAL 
All Replay Items - BOXFISH 
Bullet Shield - WRASSE 
lmmortallty - BANNER 
Invisible Soldiers - PARROT 

RAINBOW Six 3 

Men With Hats - DOTTYBACK 
Rubber Grenades - BETTA 
Sliver Bullet Mode - BATFISH 
Unlimited Ammunition - JAWFISH 
Unlocks All Missions - TUSKFISH 

Rudy Perpich 
Spooner, WI 

Why should the forces of good take damage? Good question. Make the decision 
yourself with this code, which should be entered during gameplay. 

Toggle Invincibility - Up (x2), Down (x2), Left, Right, Left, Right, B, A 
' GI Droid' 

(location unknown - last seen infiltrating 
Michael Jackson's secret lair) 

If there was a menu for codes, it would be the Codes menu, and you'd enter the 
following to get the goods. 

Ace Mode - WHATTHE? 
Easy Mode - WIMPIAM! 
Free Tokens For Arcade Machines - FREEPLAY 
Unlock 198O's Star Wars Arcade Game - RTJPFC!G and then TIMEWARP 
Unlock Credits - LOOKMOM! 
Unlock Documentary - TH EDU DES 
Unlock Music Hall - HARKHARK 

John Ransburg 
New Yorlc, NY 

THE LoRD OF THE RINGS: THE RnuRN OF THE KING @ 
Sauron's minions will fear your power like never before with a little help from these 
codes. Enter them while holding the L and R buttons at the pause menu. 

FREE EXPERIENCE 
1,000 experience points for Aragom - Up, B, Y, A 
1,000 experience points for Frodo - Down, Y, Up, Down 
1,000 experience points for Gandalf - X, Y, Up, Down 
1,000 experience points for Glmll - X, X, Y, A 
1,000 experience points for Legolas - A, Y, Up, A 
1,000 experience points for Sam - Y, A, Down, A 

CHEATS 
You must have beaten the game to use these. 

All Upgrades - Up, Down, Y, B 
Always Devastating - Y, Up, Y, Down 
Infinite Missiles - B, B, Down, X 
Invulnerable - B, X, B, Up 
Perfect Mode - X, Down, Y, A 
Restore Health - B, B, X, X 
Targeting Indicator Mode - Down, X, Up, B 

'Thunder God Cid" 
Goltana, FL 

SECRET ACCESS 

ROGUE OPS 
How could you let harm befall beautiful Nikki Connors? Entering these codes will help 
ensure that her lovely face remains intact. 

Big Feet - Right (x3), Left, Right, Left, Right, Left (x3) 
Big Gun - X (x4), Y (x3) 
Explosive Crossbow - Left, Right (x2), Left, X, Y, R Button, L Button, X, Y, Left, Right 
Explosive Sniper - R Button, L Button, Right (x2), Left (x2), Right (x2), L Button, 

R Button, X, Y 
Half Damage - X (x2), Y (x2), Left (x2), Right (x2), Y (x2), X (x2) 
Level Skip - R Button, X, R Button, Y, R Button, Left, R Button, Right, R Button, 

L Button (x2), X, L Button, Y, L Button, Left, L Button, Right, X 
Missile Crossbow - Right (x2), Left (x2), R Button (x2), L Button (x2), Y (x2), X (x2) 
Missile Sniper - X, Left, Right, R Button, L Button, Right, X, L Button (x2), R Button, 

Left (x2) 
No Bullet Damage - Left, Right (x2), Left, X, Y (x2), X 
One Hit KIii - Y, Left, Right, Right, Left, Y, R Button, L Button, Y, X, X 
Skeleton - Left (x3), Right, Left, Right, Left, Right (x3) 
Unlimited Bullets - X, Y, X, Y, X, Y, X, Y, Left, Y, X, Y, X, Y, X, Y, X 
Unlimited Life - Left, Right (x2), Left (x2), Right (x2), Left (x2), Right (x2), Left, X (x2) 
Unlimited Spy Cam - Left (x2), Right (x2), L Button (x2), R Button (x2), X (x2), Y (x2) 
Unlimited TOC - Y (x2), X (x2), Left, Right (x2), Left, R Button, L Button, R Button 

'The Rhino· 
Toledo, OH 

CODE OF THE MONTH 
TRUE CRIME: STREETS OF LA ® 

A fatty stack of secrets, codes, and unlockables awaits you on the streets of the City 
of Angels. Here's what to do. 

ALTERNATE PLAYER CHARACTER 
When naming your game file (when you are making your license plate), put in the fol­
lowing names. Hold the L and R buttons when you enter and confirm the name. Also, 
you can change Nick's car's color. Hold down the L and R buttons and move the left 
analog up or down to change the color of the strip below the plate; this indicates the 
color your car will be. 
Ancient Wu's Concubine - TATS 
Biker- HAWG 
Boxer - BRUZ 
Butcher - PHAM 
Commando - M1K3 
Cop - FUZZ 
Corpse - J1MM 
Female Punk - BOOB 
Female Worker - HARA 
Gambler - MRFU 
Gangster - TFAN 

CHEAT CODES 

Hobo- BOOZ 
Male Punk - MNKY 
Male Worker - HARA 
Plmp- P1MP 
Police Officer - FATT 
Rosie- ROSA 
Rosie In Lingerie - HURT_M3 
S&M Donkey - JASS 
SWAT Officer - 5WAT 
The Chief - B1G1 

Enter these codes at the map screen to enable the cheats. A sound will play to let you 
know that the cheat is enabled. 

Driving Upgrades - Left, Right, Left, Right, A 
Extra Car Mass - Down, Down, Down, A (Note: You must be in car to use this cheat) 
Fighting Upgrades - Up, Down, Up, Down, A 
Show Location - X, Y, Y 
Unlock Snoop Dogg - R Button, L Button, Up, Right, Left, Down, Z, Z, A, Y, X, Y 
Unlock Impound Garage Cars - Up, Right, Down, Left, Up, A 
Weapon Upgrades - Right, Left, Right, Left, A 

Kim Brewer 
San Diego, CA 
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PAST, PRESENT, AND FUTURE 

The Early Years 
SNK has been making arcade games 
since 1979. Some of its earliest 
t itles were Safari Rally and Fantasy . 
The NES provided a great place 

p 
• c. j 
·=:.: ·.\ • 

SNK, or Shin Nihon 
Kikaku for long, has a 
rich, storied history in 
the lore of video games. 
It was known for many 
classic NES titles, an 
arcade empire brought to 
homes, a powerful little 
handheld, and some of 
the best fighting games 
known to man. The com­
pany fi led for bankruptcy 
a few years back, but 
has emerged once again. 
SNK is not a company 
that can go down easily. 
We will look back at its 
accomplishments, dis­
cuss where it's headed 
now, and even get a few 
words from the president 
of SNK Neo Geo USA. 

to bring some of its best coin-op 
series, as well as some original 
titles. Cartridges like lkari Warriors, 
Guerilla War, and POW: Prisoner of 
War were faithful to their arcade 
roots; while Crystalis and Baseball 
Stars were among a group of NES 
exclusives that also showed off the 
company's developmental prowess. 

Crysta/is Is a great action/ RPG In 
the vein of Zelda 

The orig}nal NES lkarl Warriors, 
which spawned two sequels 

Fantasy, one of SNK's first 
arcade games 

Safari Rally, so old It's black­
and-white 

' 
GREATEST GAME OF ALL TIME I BY JOHN CIMBARO 

Every month one of Game Informer's readers picks his or her 
personal choice for Greatest Game Of All Time. 

ALIEN TRILOGY 

■ FOIIMAT PIAYSTATION/SATURN/ PC 
■ PUaUSHlll FOX INTERACTM 

Alien Trilogy launched in 1996, for a fine little game 
system known as the Sony PlayStation (Alien Trilogy was 
one of the system's original "big box" games). An Alien 
fan already, I actually bought a PlayStation just so that I 
could play this game, and it instantly became my favorite. 
Probably the title's strongest suit is the way it recreates 
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many of the environments from the movies. You'll encoun­
ter the boneship and space jockey (from Alien); cryotubes 
and APCs (from Aliens); and the crashed EEV and lead 
mold (from Alien 3). The game (for its time) is very three­
dimensional, allowing you to run up stairs, wade into 
pools, and run over beds. The enemies will also scuttle 
atop railings, crates, or tables as they come after you. The 
level variety itself is excellent, seldom leaving you with that 
"been there• feeling. Shoot an enemy as it comes up the 
stairs and it will even slide back down upon expiring! The 
haunting music adds a great deal to the environments and 
atmosphere of this game, and I found myself experiencing 
genuine fear when I traversed its dark corridors for the 
very first time. 

Nearly every single enemy from the first three movies 

is present: eggs, facehuggers, chestbursters, adult warrior 
and dog alien strains, and even queen aliens. There are 
three queens in the game and each are complete with 
detachable egg sack! Human (and synthetic) enemies also 
put in an appearance. 

There is a fair amount of movie-authentic weapon variety 
for an older game and, as expected, the pulse rifle and 
smartgun are the best and most fun to use. A great deal 
of your success in the game depends on choosing the 
best armament for each situation in order to conserve 
ammunition. 

The only less-than-stellar performance in Alien Trilogy 
is put on by the game's graphics. Sometimes described 
(disparagingly) as Doom-like, the graphics are more pixe~ 
lated than they should be even for a game of this era, and 



Arcade Meets Home 
Arcades were big business in 1990, and SNK was 
pumping out hits like crazy. Rather than settling 
for scaled-down console conversions, the company 
had an epiphany. It was, as current SNK Neo Geo 
America president Ben Herman says, "to offer con­
sumers a true home arcade experi- -
ence. • The Neo Geo Advanced 
Entertainment System did just that. 
It used literally the same software 
as arcades, ensuring arcade-per­
fect gaming at home. 

The machine itself had two pro­
cessors - a 1&bit 6800 and an 

a memory card port, so you could save scores and 
data and transfer them between arcade and home. 

The Neo Geo retailed for $899.99, making it the 
definition of high-end. Games were equally pricey, 
costing more than most other console's hardware. 

Obviously, the arcade experience 
wasn't cheap. Hardcore players 
willingly paid that much, though, 
for greats like Baseball Stars 
Professional, Nam 1975, and 
Crossed Swords - a first-person 
RPG. 

8-bit Z80. SNK billed it as a 24-bit Same great Baseball Stars 
machine, though that's not entirely gameplay, amazing graphics 

In 1994, SNK released the Neo 
Geo CD at a more gamer-friendly 
price point. Its single-speed player 
resulted in lots of load time, but it accurate. Still, the graphics it dis-

played were incredible for the time, blowing away 
any other 1&bit console - which still got their share 
of arcade ports, thanks to a licensing deal with 
Takara. It also featured a first in console hardware -

the enemies should sport more frames of animation than 
they do. However, despite the sub-par graphics the devel­
opers still manage to squeeze a ton of authentic details 
Into this game. For example, the company synthetics 
bleed white blood when shot; and if you take a really 
close look at the space jockey, you'll find the chestburst­
er hole correctly positioned on the right side of its body, 
Just as in the movie Alien. The latter Is one tiny detail 
that you won't find in even the graphically advanced 
Allens vs. Predator game for PC. 

Of the three versions available, the PlayStation offer­
Ing is the best. It has the best graphics and control. 
While some may think mouse support and customizable 
controls might give the PC version an edge, this one Is 
actually best played with a gamepad because the mouse 

wasn't meant to be a rejuvenation of the Neo Geo. 
As Herman says, "This was a dedicated machine for 
our arcade fans.· 

Compare the size of a Neo 
Geo cartridge with a SNES 

cart. Yowzal 

speed Is not adjustable and you have to use the keyboard 
for looking up and down. In addition, the PC graphics are 
the shoddiest of the trio unless your video card supports 
the game (few of which do). The Saturn edition has better 
graphics than the non-video card supported PC version, but 
that's about all it has to offer. There are also some control 
issues with the Saturn edition due to the very limited num­
ber of buttons available. 

All told, if you can get past the dated looks of the game, 
Alien Trilogy offers an excellent fright-fest for fans of the 
movies and those of old-school shooters alike. The spook­
ily excellent atmosphere, extremely welk:aptured movie 
authenticity, and attention to detail promise to please any 
observant Alien fan and most classic gamers as well. 
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CLASSIC FEATURE 
Fighting Right 
One of the best-known genres for SNK's Neo Geo was the fighters. Oh, 
the fighters! While Capcom's Street Fighter II is heralded as tops in 
the fighting game hierarchy, SNK provided some stiff competition. Art 
of Fighting and World Heroes stayed with the Street Fighter style, but 
their sequels constantly improved. Fatal Fury introduced some very like­
able characters and really started the whole King of Fighters concept. 
Samurai Shodown gave the player both weapon-based and unarmed 
combat in a more traditional Japanese atmosphere. 

King of Fighters is the successor to them all, taking the best cast 
members of each series and having them team up against other 
franchise stars. It started in 1994, and continued annually. As you 
may have read last month, King of Fighters 2000/2001 was recently 
released on PlayStation 2. 

Fatal Fury Special The first King of Fighters 

, Where To? 

Pocket Play 
By the time SNK released 
its Neo Geo Pocket Color 
handheld console in the 
U.S., Nintendo's Game Boy 
empire had already crushed 
the Atari Lynx, Sega's Game 
Gear, NEC's Turbo Express, 
and other portable gaming 
machines. It wasn't that 
Game Boy was more power­
ful - quite the opposite. Its 
market share was just impen­
etrable, but SNK tried anyway. 

......... . 
II 

Neo Geo Pocket Color 

For one glorious year, Neo Geo Pocket Color's 16-bit processor with a 4,064-color 
palette and 160x152 resolution display entertained select gamers. 

I 
' 

This was the first time since the 8-bit days that NEC was making scaled-down ver­
sions of its popular franchises. Metal Slug, King of Fighters, and Baseball Stars were 
all represented. Third-party properties like Pac-Man and Sonic the Hedgehog showed 
up, as did the much-hyped teaming of Capcom and SNK for Match of the Millennium. 

The system's price point was competitive, its game library was solid, and the tech­
nology was powerful. However, it became another notch in Game Boy's belt. 

Sonic The 
Hedgehog '--...aa,, ___ .._.,,.;. 

Neo Geo 
Cup '98 

Plus 

Metal 
S/ug2 

~===~~ Pocket 
Tennis 

_ ____ __, Color 

The PS2 King of Fighters package, alluded to earlier, is a sign that SNK is back in business. SNK Neo Geo 
USA president Ben Herman tells us the focus now is to, "Concentrate on creating software for the most 
popular home and console systems.• 

The upcoming Samurai Shodown S 
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Herman won't spill the beans on much of SNK's future plans, though he did tell us Samurai Shodown 
5 (Samurai Spirits Zero) will come to the U.S. Other franchises are getting consideration for updates, and 
SNK has a lot of classics it could bring back. As for arcades, which are very different now than they were 
in SNK's prime, Herman says, ·we will continue to support arcade business. Everything is cyclical.· 

It appears that you hardcore SNK fans - and we know there are quite a few of you out there - will have 
a lot to look forward to in the future. 

An event billed as the first video game world championship was held in Ottumwa, Iowa on January 
9-10, 1983. The contest was filmed by ABC-TV's That's Incredible, and rated 19 contestants on 
five different games each (Donkey Kong Jr., Super Pac-Man, Millipede, Joust, and Frogger). The 
self-proclaimed video game capitol of the world (Ottumwa) opened the event with a parade and 
keynote speech by Mayor Jerry Parker, and the entire event was aired on That's Incredible in 
February of the same year. 



JW 

DESCENT 

-G amers deified Quake for its embracing of 3D. However, another FPS came out over a 
year earlier and usurped id's best seller. Descent. It's not only 3D, but also features 
360<legree gameplay. The best description of this is a space sim that takes place in 

the confines of a Doom map. The graphics are a bit painful by today's standards (what early 
polygonal game isn't?), but the gameplay is as blistering as ever. Descent's perspective is 
nauseating to some - especially if regular FPSs make you feel a bit queasy. You'll sometimes 
find yourself flying through a level entirely upside down. A strafe move could've helped 
things, but wouldn't have fit in with the space ship motif. The arrow keys point you in the 
right direction, and the A and Z buttons (on default) fire forward and reverse thrusters. A 
good arsenal ends up at your disposal, with plenty of stylin' projectiles. Descent is an oft­
overlooked classic. Check out the PSone port, too, which is equally as good. 

■ STYLI 1-PIAYER ACTION (UP TO 8-PIAYER V1A IAN) ■ PUBLISHIR INTERPIAY 
■ DIYILONR PARAUAX ■ YUJl RILIASID 1995 

Yes, we know 1999 wasn't too long ago; but we just had to pay homage to this 
obscure, quirky, and influential title. After all, it stars the self-proclaimed "Super Ultra 
Sexy hero, ZAN!' Zan, formerly called Johnny before going over to Asia to learn the 

ways of the Samurai, even has his own catchy theme song. All this pageantry isn't unfounded, 
however, because Zan can expertly wield both a sword and a gun. This was way before Devil 
May Cry's Dante was a glimmer in Hideki Kamiya's eye. The frenzied combat is broken up by 
some clever puzzles, and bosses can be taken out with finishing moves that require hitting all 
buttons in sequence to pull off. At the end of each level, points are rewarded for how much 
health is remaining, whether you used a finisher, and even how "sexy' you were. Rising Zan is 
by no means a must-have title, but its campy characters make it worth tracking down for fans 
of all things weird. 

■ STYU l ·PIAYER ACTION ■ PU■USHIR AGETEC 
■ DIYILONR UEP SYSTEMS ■ YUll RILIASID 1999 

CLASSIC REVIEWS 

BOOGERMAN: 
A PICK AND FLICK ADVENTURE 

B oogers and farts. They're two things that make youngsters giggle like schoolgirls (or 
boys), so why not make a game starring a hero who uses them as offensive (in more 
ways than one) weapons? Boogerman is an action/platformer with a disgusting main 

character who finds himself in a world equally distasteful. To combat the dirty denizens, 
Boogerman passes gas out both ends, and flings some stuff out of the nose hose. Strangely, 
he can just as easily dispatch most baddies by jumping on their heads. Levels are from the 
Sonic school of large areas that you don't have to explore much. They're as long as they 
are tall, and filled with many secrets and powerups, but they do get repetitive fairly quickly. 
Still, seeing your hero duck into a toilet instead of a Mano pipe or wiping mucous on his butt 
during an idle animation carries the enjoyment levels for a few hours. However, if you have to 
pick one funny/ gross 16-bit action game, Earthworm Jim is your best bet. 

■ STYLI 1-PIAYER ACTlON/ PIATFORM ■ PUBLISHIR INTERPIAY 
■ DIYILONR INTERPIAY ■ YUll RILIASID 1995 

TEENAGE MUTANT 
NINJA TURTLES 

Every kid was rockin' the shel~shockin' in the late 1980s. Ninja Turtle madness was 
in full swing and Konami's Ultra Games label struck while the iron was hot. This, the 
first of fourTMNT games on the NES, wasn't just a typical hack 'n slasher, however; 

some innovation went into it. Each turtle's weapon had its own speed, distance, and power 
rating. You could switch shells at any time, essentially giving you four life bars. It even had 
non-linear aspects with its overworld concept. The main obstacle the game ran into was the 
dam stage - featuring an underwater section where the green team swam around to diffuse 
bombs while dodging obstacles like laser wire and toxic plant life. It was just too freakln' hard 
for most kids to pass through. The rest of the game follows a tried and true hit-B-button-a-lot 
formula, featuring most of the cartoon/toy line's classic characters. The sequel, a port of the 
arcade game, blows this out of the water, but TMNT fans had fun in the meantime. 

■ STYU 1-PIAYER ACTION ■ PUBLIIHIR ULTRA GAMES 
■ DIYILONR KONAMI ■ YUll RIUAAD 1989 
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GIBBS AQUADA 
> Manufacturer: Gibbs Technologies 
> Website: aquada.co.uk 
> Ust Price: £150,000 ($256,000) 

Admit it, you've always wanted a transforming car. From 
Trans formers to Spy Hunter, shape-shifting vehicles seem 
to be everywhere. Everywhe(e except your g~. Gibbs 
Technologies feels your pain; that's wtrf they've created the 
Aquada, the first High Speed Amphibian. Just like in Spy 
Hunter, the wheels fold up into the body to transform into a 
boat capable of up to 30 mph! Say you're driving along and 
you come across a road that's flooded. Just drive into the 
shallow water, hit a button, and you'll zip across that pesky 
pond in no time. Isn't it time that you joined the transform­
ing vehicle revolution? Can't you just hear the comments 
from friends at social gatherings? "What do you mean your 
car can only go on /and? Hmm, how quaint!" 

THE GREAT LUKE SKI CDS 
> Manufacturer. Gnome Productions 
> Website: lukeskl.com 
> Ust Price: $14.00 

Folks, normally this section is where we cut loose with the 
jokes. For the most part, this issue is no different - there 
are jokes on this page; some of them are even fumy. But 
there will be no jokes in this entry. There's simply no Wirf 
to make fun of music like this. Luke Ski himself calls his 
music "fanboy hi~ parody,• and admits that only a 
very select group of people (i.e. nerds) will find his music 
funny or interesting in arr; Wirf. His songs cover subjects 
like Spider-Man, The Lord of the Rings, Star wars, and 
many more geek favorites. These albums even come 
with a free barf bag! 
Come on, when some­
one releases a CD 
called "Worst Album 
Ever,• where can you 
go from there? We've 
got nothing! 

REAL ARCADE 
> Manufacturer. Pelican 
> Website: pelfcanperfonnance.com 
> Ust Price: $59.99 

We've all seen arcade sticks 
before, but the big draw of 
the Real Arcade is that it is 
compatible with all three con­
soles. A connection for each is 
housed inside a hidden compart­
ment in the back to keep things 
organized, and a slot on the top 
holds key cards which explain the but­
ton map for each system. This stick is 
perfect for fighting games - using it feels 
exactly like being at the arcade. Okay, 
not exactly. Tum out the lights, fill the air 
with smoke, and add a snot-110sed kid to put 
quarters above the start button to show he's 
·got next· - THEN it feels just like the arcade. 

KARAOKE PARTY 

We attempted to use these 
parts as the basis for our own 
homemade car. Sally, we ran out 
of popslcle stk/cs before fln/sl>­
/ng the transmission 

> Manufacturer: Datel Design > Website: codejunkles.com 
> Ust Price: $39.99 

If you like karaoke but aren't so fond of public humiliation, then this 
set for the PS2 is the perfect thing for you! It includes a DVD of all 

your favorite songs, and more can be r 
obtained from the website. It even fea-

We SI// tures two headsets, so you can bust , 

Impress your friends and 
famlty by showing them your 
massive joystick 

RACING WHEEL 
> Manufacturer: lntec 
> Website: lnteclfnk.com 
> Ust Price: $49.95 

Using this wheel must be what 
driving really feels like. We wouldn't 
know; thanks to an incident in our 
misguided youth, we're not allowed 
to get a license. But we can't 
talk about that - court order. But 
ar!'fWa'f, we think this wheel simu­
lates the experience pretty well. It 
comes complete with pedals (with 
nice rubberized grips), features tilt 
adjustments, various button setting 
options, and rumble. It even wor1<s 
on all three consoles! This wheel 
is in our daydreams every time we 
step foot on the city bus that takes 
us to wor1<. 

;::--;.:... out a duet of Avril Lavigne's "Sk& Boi" 
if you have a willing accomplice. Matt 
was good enough to entertain us with 
his rendition of Queen's "Bohemian 
Rhapsody" - all seven minutes of it. 
Game Informer will now be canceling 
our office phones, since we are all 
deaf thanks to the gallons of blood 

Matt busts out some mad fresh rhymes, 
much to the amusement of eve,yone 

around him 
pouring from our ears. 
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Buu absorbs. Buu annihilates. 
Buu does pretty much 
whateuer Buu wants. 

Not only has Buu'" arrived, but you can fight as any of his three evil ~ t;;Z 
forms. Plus there's all new graphics, new fusions, new absorptions, and ~~ 
Dragon World, a new single player mode that lets you create your own EJu£>o,KAI • 
DBza adventure. If you've got a favorite character, you've got a fight. a ii • 2 

II. PlayStatlon.2 






