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PUT DOWN THE CONTROULLER AND BecCON

Your body is the controller as you become one of eight hoverboarders in EyeToy: AntiGravm Blitz, grind a i fly
cars, pull off motion-sickness-inducing trick combos, and shred the laws of gravity in the only EyeToym gdme
Jump on board today at www.eyetoy-antigrav.com. |

EnilNE www.us.playstation.com

EyeToy: AntiGrav™ Game ©2004 Sony Computer Entertainment America Inc. Developed by Harmonix Music Systems. EyeToy: AntiGrav is a trademark of Sony Computer Entel
'CONTENT RATED BY America Inc. EyeToy is a trademark of Sony Computer Entertainment Europe. Requires PlayStation 2 computer entertainment system (sold separately). “PlayStation” and t!
ESRB logo are registered trademarks of Sony Computer Entertainment Inc. “Live In Your World. Play In Ours.” is a trademark of Sony Computer Entertainment America Inc.
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EyeToy™ USB Camera 4 R EyeToy: AntiGrav*
(for PlayStations2) "\ Game Disc

INE WITH THE GAME

our way through five futuristic worlds. Dodge airborne
‘here your actions control the on-screen 3-D character.
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LIVE IN YOUR WXRLD.
PLAY IN OURS?
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Xenosaga® EPISODE Il Jenseits von Gut und Bése & © 2001 2004 NAMCO LTD.,
Blood and Gore ALL RIGHTS RESERVED. Licensed by Sony Computer Entertainment America for
Language play on PlayStation 2 computer entertainment systems with the NTSC U/C -

9 g designation only. “PlayStation” and the “PS” Family logo are registered trademarks H 3
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Devastate your opponents with innovative Explore lush, expansive environments and Engage your enemies with larger, more
cooperative combat techniques, refined hoost enjoy detailed, realistic character designs. powerful mechs, now featuring their own

systems and a unique zone attack/zone independent, tactical battle system.
break mechanic.

AVAILABLE NoOw nNamco:

http://xenosaga2.namco.com




The long and short of it

First off, I'd like to thank everyone who voiced their opinion on our ill-fated
four-star review system, the vast majority of which liked it about as much as
Batman: Dark Tomorrow. Save it to say, we’ve adopted plan B and gone to a
standard 10-point system. At least you know we’re listening.

Not a whole lot happening this month. EA didn’t purchase any national
pastimes (just the ESPN brand and Arena Football) and Microsoft didn’t
boot any great games to the curb (that we know of), so we’re just kind of
enjoying the first quarter lull, bracing ourselves for E3 and the subsequent
changing of the guard as the next wave of consoles looms at the gate.

What a perfect opportunity to speak to the din over game length. It
seems everywhere you turn, someone is complaining about games being
too short—ie Fable and Oddworld coming in under 20 hours, Star Fox
Assault at under 10 and so on. My take is that games should be more
about entertainment and replay value than about how many hours it takes
to reach the end. The most legendary action games and shooters of the
’80s and "90s were six-level, 2-3 hour affairs with adventures coming in at
8-10 on the long side. RPGs have remained 30-50 hrs, and action RPGs

. have always hovered between 15-25... So when did a 6-hour-long, vastly
replayable shooter like Star Fox Assault become regarded as short, along
with adventures as vast and epic as Oddworld or Fable at just under 20? My

“The mark of a good game is how much you want
to go back and for how long, not how many hours

first time through Fable, sticking to the core missions while soaking up a fair
amount of ambience, came in under 20, but my current game (which has
been a wildly different experience) is into the 30s. The mark of a good game
is how much you want to go back and for how long, not how many hours| it
takes you to finish. | can beat Gunstar Heroes in a couple of hours, but I've
played it at least twice a year since 1993.

Taking into account how expensive and time-consuming modern 3D
game design has become, I’'m humbled by how much content we're getting
out of games these days. A 40-hour-long mission-to-mission game like
Fable would take six years to develop—longer than the lifecycle of most ‘
consoles—and do we really need 40-hour-long action-RPGs or shooters and |
action games over 10 hours long? I'll take a great 5-10-hour-long game that
| only have to wait 18 months for over some bogged-down, artificially long
game any day of the week. Throughout history, the greatest games have
been measured by one thing: fun. | think it’s time we critics started praising
games for what they do right, not look for ways to break them down. Game
creation is too tough a job to look at things any other way.

Dave Halverson Editor In Chief
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Opinions on Oddworld, Capcom Fighting Evolution and more
ink
Official U.S. PSP launch news; more sports madness

cover story

Everything you'd want to know about the future plans one of
gaming's all-time greats, along with coverage of Tenchu: Fatal
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sia Professional Racing, FullMetal Alchemist 2 and more

feature: inside oddworld

Only the mad geniuses at Oddworld Inhabitants could make a
game as innovative and awe-inspiring as Stranger’s Wrath, so
we decided to pay them a visit

reviews

TimeSplitters Future Perfect 048, Ys: The Ark of Napishtim 050,
Project: Snowblind 052, Champions: Return to Arms 054, Star
Wars: Republic Commando 055, Musashi: Samurai Legend 056
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review gallery ‘
|
|
Featuring Star Fox Assault, Red Ninja, Resident Evil 4, Playboy:
The Mansion, Sega Classics Collection and Super Monkey ‘

Ball Deluxe

play pc
Enter a new world of horror in Call of Cthulhu: Dark Corners|
of the Earth, jack in to The Matrix Online, take a head trip in
Second Sight, or play hero in the Freedom Force sequel

play mobile

With games like Castlevania for DS and Sigma Star Saga on|
the way, who needs consoles? Plus: Zelda, Klonoa and more.

[

|

psp preview special

i
Sony's phenomenal PSP is almost here. Check out the games
that will help to redefine the portable experience.

play sports
Can EA’s formula score again with FIFA Street?
play anime

2004 year in review! An extensive look at the best anime and
manga of the past year.

play media

One of the most beloved game series enters the world of
comic books: Castlevania. Also: the latest DVD reviews.

gear special: ces 2005

The best cell phones, cameras, TVs and so much more
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letters@playmagazine.com

Strange Rewards

Having just finished Oddworld: Stranger’s
Wrath on Xbox, a somber sensation came
over me. | couldn’t put my finger on it
at first because honestly | had just had
myself a wonderful time. The game was
beautiful, fun and exciting all at once,
but still something was wrong. | realized
that it was all over relatively quickly and
frankly the game offered me little reason
to go back in. There was no incentive
to carry on once again. No alternate
ending possibilities. No great reward for
catching bounties alive since midway thru
you are all but stripped of your earlier
accomplishments. Nothing to motivate me
to replay what | had already done.
Now | am a firm believer in the single-
player experience. | get more thrills and
chills from a good yarn about some
fantastic story than | do fragging friends
in multiplayer titles. But | still have to
ask, is it OK for games to not reward the
player in some fashion for excelling in one
way or another in a single-player game?
Resident Evil 4 was fantastic in that upon
completion it unlocked other modes of
play and new weapons and costumes to
use and even contained minigames within.
It gave me a reason to go back in. You
could try new things and win prizes. Not
to mention that the game gave you about
25 hours of terrific story and inspired
gameplay.

While Stranger certainly also told
a good tale and contained inspired
gameplay, it opted, with a story
twist, to negate the purpose of the entire
first 2/3 of the game. All my energy and
efforts to capture prey alive and amass
funds and powerups were for naught. It
was almost as if |, the player, had been
punished for playing to the best of my
ability. And | had to ask myself, does
that detract from it being a triple A title?
I am in the opinion that indeed it does.
I am in the mindset that replayablity of
single-player titles should be key in a
development team’s mind when crafting a
game. | want to be rewarded for meeting
goals in a game and | look forward to the
shiny prize at the end. | want bragging
rights to say “Yea, | played again and

010 March 2005

unlocked that cool secret.” Otherwise
titles like Stranger’s Wrath just end up as
an enjoyable 15 hour thrill that offers you
no thanks for coming along for the ride
and therefore little reason to retread where
you've already been.

Sirris

Sirris, we beg to differ. The way the game
leads you down the traditional path only
to completely throw convention by the
wayside is the very esence of the twist.
Taking into account the beauty to explore
and soak in, strange creatures to converse
with, awesome soundtrack and the
amazing diversity the “live ammo” affords,
OSW is a game to be treasured and
replayed often. How can you call a 15-20

to anyone? If you already fixed it, then why
do | bother to write in now? Well, just to
remind you that what you’re doing now

is better, and to never resort back to your
wicked ways. Also, I'm going to have to
agree with “Almost happy D.” in that 5
stars is a better system than four.

Unsigned

Evolutionary

When | read your review of Capcom
Fighting Evolution a tear almost came to
my eye. Finally, someone in the magazine
world gets why some of us hardcore 2D
fighting fans love this game for its great
balance and overall addictiveness. |

"l am in the mindset that replayablity of sin-
gle-player titles should be key in a develop-
ment team’s mind when crafting a game.”

hour game that'’s wall-to-wall art limited?
We should all be thankful IPs like this can
still get made. In this day and age, each
one is truly a gift.

Review Ramblings

| recently received your February issue,
and | just gotta say thank you. What?

No, not for Castlevania (though it WAS
great) but for finally fixing your reviews
section. | never really understood why

you put so many reviews BEFORE the
actual beginning of your reviews section. A
perfect example would be your September
issue. Now, | can understand wanting

to separate your features from the rest

of the pack, but you have nine reviews
before you even get to the reviews section.
NINE!!! Then the actual section is only two
pages with five short reviews on them. You
have your little “also notice” banner across
the top. Also notice? “Hey, don't miss all
the reviews on the preceding 15 pages.”
Seriously, how does that make any sense

play this game a lot and it really excels
when you're playing against another
person, that's where you start to learn

how deep the gameplay really is. Right
after | read your review | went out and

got a subscription to Play Magazine and
have not regretted it since. Thank you

Play Magazine for nominating Capcom
Fighting Evolution for Fighting Game of the
Year even if it didn’t win. Thank you Chris
Hoffman once again for listing the game as
your second favorite game of 2004. And
don’t worry, you are not as you say, a bit
alone in your unbridled love of Capcom
Fighting Evolution. Some of us old school
and hardcore gamers get it.

Sincerely,

Anthony “Sano” Collado

Kri Creed

One of the most beautiful and artistic

gaming experiences |'ve ever had the
euphoric pleasure of playing is the Mark

2004

Year in Review;

of Kri. Enigmatic narration by your spirit
guide Kuzu telling the tale of an adventure
seeking Rau set the stage for my favorite
game ever. Upon completing the game
and sadly watching the credits roll,
players were treated with a simple yet
hope-inspiring message: “look for further
adventures of Rau.” At that point we all
expected a sequel to be in the making,
but despite the game’s brilliance, its
sales were lackluster. So for a brief and
unhealthy period of time (for me anyway),
fans of the game had to face the fact that
no more adventures of Rau would ever
been seen or heard. Thankfully the sequel
was announced last year around E3,
however we have been victim to a trickle
of information about the game. Since its
release is rapidly approaching, | think that
you guys at Play should do a nice feature
about Kri’s sequel, “The Rise of the Kasai”
and showcase some of the beautiful art
within the game. What ya say friends at
Play? Pretty pleeasse?

Mark of Kri’s Biggest fan (Play Magazine is
pretty cool too)
Mike V.

We have some Kasai power coming.

Final Words

I’'m genuinely sorry. | can only imagine
how many readers write in to agree and/or
disagree with your picks after reading
your year-in-review. And | never thought
I'd ever be that guy who writes in giving
his two cents about your picks, but this
time | feel there is a game in 2004 that has
been overlooked...R-Type Final. | mean,
not even a nomination in the shooter
category? But then again, it could just be
a typo. | think it was accidentally spelled
“Neo Contra.”

Humor aside, thank you for producing
a fantastic mag. Your picks for 2004 were
great; | guess | was just hoping to see
one last moment of glory for the finest
installment of a now-extinct series.

Cheers,
Chris Leonard
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PSP US. launch details finally revealed

The next generation of handhelds lands Mar. 24

With the launch of their stunning new PSP
handheld just weeks away, Sony finally
revealed the exact date—March 24 —and
price for their next-generation system. At
$249, the PSP is coming in a bit pricier
than many had recently speculated, but
that price delivers to consumers the PSP
Value Pack: the PSP hardware in addition
to an AC adaptor, a 32MB memory stick,
battery pack, protective case, headphones
with remote control, the ever-exciting
cleaning cloth, non-playable UMD sampler
disc and, with the first million units, a UMD
disc containing the hit Spider-Man 2 film.
Unlike in Japan, where the cost for just
the unit alone was approximately $185,
the PSP is not being offered separate from
the Value Pack at this time. Sony promises
that one million PSPs will be available in
North America within a week following
launch, just in time to close Sony’s fiscal
year with a bang. Sony’s announcement
did not reveal pricing of software.

Updated specs Looking to the PSP's future ]

North American Release Date: March 24, 2005

Price: $249.99

Dimensions: 6.7” (W) x 2.9” (D) x .9” (H)

Weight: .62 Ibs.

CPU: PSP CPU (1-333 MHz)

Main Memory: 32 MB

Embedded DRAM: 4 MB

Display: 4.3 inch, 16:9 widescreen TFT LCD, 480 x 272 pixel, 16.77 million colors,
Maximum luminance 180/130/80cd/m2 (battery pack), Maximum luminance
200/180/130/80cd/m2 (AC adaptor)

Speakers: Built-in stereo speakers

Main Input/Output: |[EEE 802.11b (Wi-Fi), USB 2.0 (mini-B), Memory Stick Duo, IrDA, IR
remote

Main Connectors: Memory Stick Duo slot, USB Connector, DC OUT connector, DC IN
5V connector, Headphone connector

Disc Drive: UMD (Universal Media Disc) Drive (playback only)

Power: Built-in lithium-ion battery, AC adaptor

Access Control: Region Code, Parental Control

Included Accessories: AC adaptor, Battery pack, Memory Stick Duo (32 MB), Headphone
with remote control, Soft case and cloth, UMD Sampler disc, UMD Spider-Man 2 (limited)
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Brutal plays in the sports genre

RE Oufbreak Play event

Here are the details
regarding our RE Outbreak
File #2 online event! When
you log online, you’ll be able
to view any special events
happening, and the “Play
Event” will show up in the
options.

Room title: Play Event
No. of players: 3 players
Waiting time: 30 minutes
Difficulty: Hard

Friendly Fire: Off

Virus Level: 0%

Throwing a few games

(top) The battle for best
developer... (bottom) Keep
an eye out for the intense
Heroes of the Pacific.

Nightmare £33
Mode: Off —
Inifinity Mode

(Ammo): On

SP Item Hint: On

Result Point Multiplier: x3

Life Max: 100%

Time Limit: 3 hours

Prize ltem: Alyssa C Costume
(MIDNIGHT CALLER)
Scenario: Flashback
Characters: Females only
Max tries: 10

Dates/Times: May 17, 12:00
pm through May 20, 12:00pm

ink

NubyTech’s Street Fighter controllers hit
big when they landed on PS2 last year
shortly after Capcom released Street
Fighter Anniversary Collection. Now

the company is looking to follow the
combo through with even more licensed
Street Fighter peripherals. With the
impending release of the Xbox version
of Anniversary Collection, three new

styles of six-button fighting pads are
on the way—this time featuring Akuma,

More fighting in the aisles

Street Fighter Xbox pads on the way

Guile and Sagat—set to hit stores in
February. But if pads aren’t good enough
to recreate the arcade experience, Nuby
has also released the Official Street
Fighter Anniversary Arcade Stick—a
hefty arcade-style joystick with an eight-
button layout, compatible with both PS2
and Xbox, adorned with beautiful UDON
artwork. The Arcade Stick is available
now, exclusively at EB Games, with a
price of $60.

Choose your
peripheral for Street
Fighter domination.

Expect a major
announcement
from Nintendo
soon regarding
specific Wi-Fi
plans for the
DS. Metroid
Prime: Hunters
should be one
of the first games to take advantage of
these capabilities... We've seen Capcom
go head-to-head with SNK; now they’re
joining forces with Namco to create
Namco X Capcom, which is, of all things,
a strategy-RPG developed by Monolith
Software. Look for characters from
Xenosaga, Street Fighter, Darkstalkers,
Ghouls ‘n Ghosts, Soul Calibur, Strider,
Tekken, Klonoa and more when it hits
Japan this May... Release your inner
criminal on the go: Rockstar is bringing
Grand Theft Auto to the PSP, although
details are currently sparse... Nintendo

is returning to the ballpark with Nintendo
Pennant Chase Baseball. Don’t confuse
this MLB-licensed game with the upcoming
Mario Baseball... Speaking of Nintendo
and sports, the fantastic SNES game
Super Punch-Out!! is being included in
the GameCube version of EA’s Fight Night
Round 2, while Mario, Luigi and Princess
Peach are appearing in the GC version of

Namco X Capcom

NBA Street Vol. 3... Arc the Lad certainly
gets around when it comes to publishers.
Namco will be bringing Arc’s online game,
Arc the Lad: End of Darkness (aka Arc
the Lad Generations in Japan), to the
U.S. in May... Namco has also acquired,
strangely enough, the license for Gumby.
Maybe we’ll get to roll him up in Katamari
Damacy 2, since guest appearances are
in his contract... The Incredibles sold so
well for THQ that they’ve got Heavy Iron
working on a sequel for a fall release... In
other THQ news, they have a cell phone
version of Destroy All Humans! in the
works... Activision acquired handheld
developer extraordinaire (and developer
of Doom 3 for Xbox) Vicarious Visions

in mid-January... Xenosaga scenario
writer Soraya Saga has taken her leave
of the Xenosaga series. Hopefully the
departure of this key creator—one of the
masterminds behind the series—won’t
spell problems for the game’s next
installment... Trip Hawkins, founder of
Electronic Arts but perhaps best known for
the debacle called 3DO, has been inducted
into the Academy of Interactive Arts &
Sciences Hall of Fame... Even though
many of the Classic NES Series GBA
games have had less-than-stellar sales, a
third wave is reportedly coming to North
America. Kid Icarus, perhaps?
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Purchase any title featured below at your nearest Virgin Megastore or online at

Virgin Megastore Top Ten

Mercenaries lucasarts / ps2, xb, gc
Oddworl tranger’s Wrath ea/ xb

NPD/TRSTS Top Ten Dec. Game Sales

MEGASTORE
# VIRGINMEGA.COM)
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Your Megastore Beckons!

NBA Street Vol. 3
ea/ps2, xb, gc

Metal Gear Solid 3: Snake Eater konami / ps2

Grand Theft Auto: San Andreas rockstar / ps2

After you get through mopping thd
court with the NBA's finest, you can
go head-to-head with the Mario

crew...on GameCube, anyway.

The Getaway: Black Monday sony / ps2

m oft / xb
} * ~‘1

i
Winning Eleven 8 [

konami / ps2

|
How does the best soccoer seriesJ
get even better? New moves, ]
% more strategy, even more realism.|
Absolutely unrivaled.

Oddworld: Stranger’s Wrath
ea/xb

Adventure game nirvana awaits all
those who venture into Oddworld’s
latest instant classic.

Staff and reader selections

database@playmagazine.com
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Readers’ Most Wanted database@playmagazine.com Dave Halverson editorin chief
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Brady Fiechter executive editor

Chris Hoffman some editor

|

Nelson Lui associate art director
Ridge Racers namco / psp
Lumines bandai/ psp

Minna no Golf Portable sony/psp
Shin Sangoku Musou koei/ psp

Mario Party 6 nintendo / gc




WIRED foR VENGEANCE

Witness to the brutal murder of her father, then hung
by a wire and left for dead, Kurenai swears vengeance
on the ruthless Black Lizard Clan. Play as Kurenai and
embark on a quest for revenge in an original story by
film director Shinsuke Sato.

*®. Sjash, impale, decapitate, and pummel enemies with the Tetsugen,
a deadly wire weapon.

@ Choose blowguns, smoke bombs, explosives or knives to
annihilate your prey.

&  Utilize the environment and your Ninjutsu powers to go
“® undetected and sneak up on your enemies. °
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Intense Violence
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THE MATRIX HAS ONLY JUST
BEGUN TO GIVE UP ITS SECRETS.

The Matrix Online is the future of the Matrix, picking

up right where the trilogy left off. The revolution is

OUET,

hut within the Matrix a secret war still rages—a
war of control between the Machines, the Exiles, and

le of Zion. Come join the continuing storyline o

the Matrix where you decide who to oppose and what to

believe. Only your courage and perseverance can protect

la

the legacy of Nead’s sacrifice. Jack in.

» Explore every inch of The Matrix: Mega City—the most
realistic urban environment of any MMO. The
entire city, including every room of every building, is
in play.

P Defeat your enemies using devastating martial arts
maneuvers and gunplay. Breakthrough mmo
technology produces rich animations and hyper-kinetic
battle sequences.

» Escape character regret. Reconfigure your character’s
abilities and performance on demand.

» Communicate with people in and out of the game in
real-time using AOL® Instant Messenger™ technology.
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Preview
Shining Force Neo

uring the heated 16-bit wars,
most thought it impossible:
Sega’s Genesis with its inferior
64 colors on screen (out of 512)
and memory-gobbling 4Mhz
Z80 sound, outshine Nintendo’s 256 colors
on screen (of 32,768) and separate nine-
channel Sony sound chip (not to mention
Mode 7, transparency and scaling)? Never!
But the naysayers never saw Yuji Naka’s
little blue hedgehog coming, and he
charted a course that would lock the two
in mortal combat. | doubt even Sega saw
that one coming, but it would change the
course of gaming forever. Soon after, Sega
went for Nintendo’s jugular on national
TV, including a hilarious color vs. black-
and-white campaign pitting its Game Gear
against Nintendo’s Game Boy, and the
battle raged on...
Sega was a company forged on triple-
A Japanese software that literally drove
the industry. Whether in the arcades or
on console, Sega was the first name in
gaming worldwide, but all on the backs
of some of the best Japanese developers
in the world. Now they had money and
notoriety in the burgeoning American
market, so they set out to usher in the
next level of gaming through licensing
and new technology. First came the Sega
CD and a slew of U.S. licenses (some
good, most bad), answered by Nintendo’s
Super FX chip, and then, to stem the tide
between the Sega CD and impending
next-gen wars—where Nintendo and
Sega would ultimately both have their hats
handed to them by Sony, who got in the
game after Nintendo reneged on having a
Sony CD drive at the core of their 64-bit
machine—came the 32X, Sega’s big, fat,
snap-on mistake that began life on the
back of a napkin. Sega got stingy on the
sound chip and the specs, and fueled by
mediocre sales and mostly underwhelming
games, the 32X marked the beginning
of the end for Sega as we knew it. After
the Saturn fell prey to Sony’s PlayStation,
Sega hung their hopes on being the first
128-bit machine to market, and by the

Review
Tenchu: Fatal
Shadows

Review
Shining Tears

sheer tenacity and spirit of new leader
Peter Moore, along with a mind-blowing
Sonic experience at launch, the Dreamcast
seemingly marked the new beginning Sega
fans had been thirsting for.
As successful as the Dreamcast debut
and subsequent rise was, however,
with the arcade business worldwide
in decline and the residual wounds of
the Sega CD/32X debacles to bear, the
Dreamcast couldn’t stop the bleeding,
and in a shocking turn of events that
would stifle millions of gamers worldwide,
Sega unexpectedly pulled the plug on the
Dreamcast, and with it, their hardware
business altogether. Having established
brands like Shenmue, NFL 2K, Jet Grind
Radio, Skies of Arcadia, D2 and Space
Channel 5, and re-awakening the likes
of Ecco the Dolphin, Phantasy Star and
Sonic—not to mention amazing third-party
games like ShadowMan, Bangai-O, Maken
X, Super Magnetic Neo, Fur Fighters,
Sword of the Berserk, Rayman 2, Blue
Stinger, Grandia 2 and Red Dog—Sega
waved the white flag. Soon after, Peter
Moore headed for greener pastures
(literally) over at Microsoft, and Sega’s
been feeling around in the dark ever since.
Since the Dreamcast fell, things have
been hit and miss. Sonic Adventure 2 fell
short of expectations; they finally gave

Preview
Phantasy Star
Online: Blue Burst

Behind the scenes
Inside Sega of
Japan

us another Shinobi, but apparently lost
the recipe; Skies of Arcadia emerged

on the GameCube too late; Naka’s

latest masterpiece was amazing but
Americans balked for obvious reasons
(like it being based on a chicken boy

that rolls eggs); and Sonic Heroes was
exceptional...except on the world’s

most popular system—the PS2 version
was painful. Meanwhile, over on Xbox,
Sega continued to churn out some of the
best games in the world; problem was,
they all hit before the Xbox hit its stride.
GunValkyrie, Panzer Dragoon Orta and Jet
Set Radio Future, three games that should
have sold in the millions and spawned
sequels since, tanked for lack of support
and user base, while obscure games that
followed like Otogi got lost in the quagmire
of big brands. Most recently, Blood Will
Tell—another great Sega game—flew by
under the radar as another example of

a classic Sega misfire, where they make

a great game based on an unknown
commodity that’s like oil and water to
Western audiences. Rather than choosing
a known manga in the U.S. or a hit anime
to cast such a great game, Blood Will Tell
was based on an ancient Tezuka manga
released in Japan before most gamers
were born. Adding insult to injury, Sega
took the one world-renowned Tezuka
work, Astro Boy, and made a mediocre
game for the wrong console. Astro Boy
had GameCube exclusive written all over
it (it's Sonic Team’s strongest platform and
has a strong enthusiast base), yet it was
released for PlayStation—Sonic Team’s
known Achilles’ heel and home to such
brands as GTA. On the United front, I'm
still scratching my head over why Samurai
Jack didn’t hit the mark. Great brand,
great game, and timely as can be, but
still, the well was dry... So taking all of
the above into account, what’s it going to
take? A Segaphile like myself might say
re-establish Smilebit, Team Andromeda
and Climax, and get them working on
sequels (real sequels) to Shinobi, Golden
Axe and Landstalker, followed by Nights,
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Streets of Rage and Jet Set Radio; keep
Naka focused on the best thing Sega has
going (Phantasy Star) while he works on
redefining 2D gaming with a new Sonic;
buy or lock up Treasure and have them
develop games based on big movie or TV
properties (thus obliterating the likes of
anyone in the game in half the time) and
launch an indie division, signing up small
studios to develop new original IPs on
PSP where you can create a new original
game in 18 months for under $2 million a

Scott Steinberg, vice president of entertainment marketing, Sega

The interview Sega fans have been
waiting for: Scott Steinberg answers
most of our questions (he declined on
our Dreamcast queries, as he wasn’t
present during its demise) and lays
out Sega’s master plan...

play: Even though Sega is out of the
hardware game, do its halls still echo
that underlying feeling of strength...of
a company that lead the pack during
one of the most exciting times in
gaming history?

Scott Steinberg: Of course. Actually,
that is the company that | remember.

| missed all of the recent history—my
memory of Sega is one of a company
and brand that shocked the world and
made history. The Sega brand still has
a lot of that same juice left in it—due in
good part to our history as a console
developer. And much of the development
talent that made us so successful in the
Genesis days remains on board with

us. And there are several folks who are
boomerang Sega employees, such as
myself and Sue Hughes, who just joined
us as head of our U.S. sales team, who
were at Sega of America in the glory
days and want to recreate that same
magic.

Do you feel that it’s possible to
achieve that status once again as a
software developer/publisher?

That is the team’s ambition—to help
bring Sega back to a position of
leadership in the industry. Our business
mission is to once again become a top
publisher. That is definitely an attainable
goal because of our heritage and the
brand equity it has afforded us. But it
can’t be done using the same strategies
used in the past. The marketplace has
changed a great deal over the past
decade, and in order to compete today,
companies need to offer U.S. gamers
compelling Western content. We have a
new management team and are following
new strategies to achieve that mission—
so | am very optimistic about Sega’s
future. The path to that is to ensure that
the company remains relevant to western
audiences.

And obviously the shift to next-
generation hardware offers Sega of
America the chance to wipe the slate
clean on the past and execute against
a repositioning plan with new product
ideas.

As vice president of entertainment
marketing, how much of SoA’s new
direction is in your hands?
There is a very tight-knit team in the
U.S. and in European offices, maybe
no more than a dozen people, that are
helping to chart the course for the future
of Sega in the Western territories. Of
course, | represent the U.S. marketing
side, but business development,
product development and sales are all
cooperating across the Atlantic to find
the right combination of games, genres
and technologies to bring Sega back.
The team that we have at Sega is at the
company to make a major impact on its
resurgence. It’s not every day that you
find a company with the strong alchemy
for a comeback. The world loves the
underdog, and | think that Sega has
great possibilities.

Having run the international
marketing for other companies, I'm
a huge proponent towards building
organizations without boundaries. If the
business side isn’t on the same page
on a global basis, then the economics
of this industry become even tougher.
We think about targeting and acquiring
content that works for multiple territories.

One great thing coming out of Japan
following BWT and Otogi 2 is Tenchu:
Fatal Shadows. The Tenchu franchise
in Sega’s hands is very exciting, as is
this installment. K2 has completed two
games in the series so far. If this one
hits big, are they keen on continuing
onto PS3?

We can’t wait to see what K2 is planning
for the series on the next generation of
hardware. Our relationship with From, the
publisher of Tenchu: Fatal Shadows in
Japan, is very strong. It has been since
we distributed Otogi: Myth of Demons

in the U.S.

That sounds like a definite “most

pop. Birth ’em on PSP, and then if they hit,
introduce them on console. It wouldn’t hurt
to start locking up some anime properties
either. One great Evangelion game would
pay for the whole plan. Of course, all of
the above, well, most of it at least, isn’t
going to happen, although what is seems
almost as good.

The man who helped engineer SoA’s
meteoric rise back in the day, Tom
Kalinsky, did so through a combination
of East-meets-West branding, where the

likely.” One would think the way back
for Sega would be through its brands;
however, Sega is almost notorious for
doing the opposite of what its fans
want. There are no signs of life from
Streets of Rage, Golden Axe, NiGHTS,
BUG!, Astal, Comix Zone, Clockwork
Knight, Legend of Oasis and on and
on. Imagining what Naka-san could do
with the real Sonic gameplay devices
in 2D, given today’s power, makes the
hair on the back on one’s neck stand
up as well. So why not make it so?
Why Billy Hatcher and not 2D super
Sonic? You had to know the masses
wouldn’t embrace a hyper-cute
chicken boy.

This issue of classic IP is one of my
favorite subjects and one of the most
exciting parts of our future plans. There
are some of these older brands that |
know quite well—in many instances

| either worked on them directly or
indirectly during their original launch.
There are brands in our back pocket that
are just screaming to be transformed,
updated and elevated to market-leader
status. In this industry where it's so
difficult and expensive to launch new

IP, Sega is sitting on a foundation of
incredible possibilities. However, with
those possibilities come challenges in
that we make sure when we reintroduce
our IP it’s at the right time, to the right
audience, and the titles get the right
amount of innovation. Over the next
several years, you will see us make some
pretty interesting announcements about
reintroducing classic IP.

We're seeing a lot of 2D gameplay
finding its home on mobile phones,
which is an exciting growth area at Sega.
And you can always get your 2D fix with
some of Sega’s handheld titles. We will
be continuing to support the GBA in
2005; in fact, a classic 2D franchise will
appear for the first time on that platform

likes of Jurassic Park, Batman, Michael
Jackson’s Moonwalker and later BUG!
joined with Japanese brands like Sonic
the Hedgehog, Shinobi, Streets of Rage,
Gunstar Heroes, Phantasy Star, Silpheed,
Landstalker and Shining in the Darkness
(to name but a few from each side of

the fence). What’s happening currently
appears to be a bona fide resurgence, as
the new administration sets out to replicate
those glory days when their U.S./Japan
assault KOed the competition...

this fall.

Building on familiar franchises is
important, but so is creating all-new
experiences for our audience. Sega’s
development teams learn and grow
by creating unique properties like Billy
Hatcher. The team working on our
primary Sonic titles (led by Yuji Naka)
pride themselves on trying something
totally new with each game. | think you’ll
be pleased by the direction Sonic is
headed in the near future.

Cell phone games aren’t exactly what |
had in mind, but | read you. Hey, if that
new game in the fall is the Gunstar
Heroes sequel we’ve been praying

for, you’ll be my hero. What about Jet
Set Radio? GunValkyrie is another
spectacular game left at the altar. Why
not have Smilebit crank up the sequel
machine?

Sega of America has been spending
quite a lot of time looking at its IP and
evaluating the relevance of new, classic,
licensed and existing IP. We make these
decisions based on consumer feedback
on both sides of the Atlantic. Again, it's
impossible to ignore the globalization

“There are brands in our back pocket that are just
screaming to be transformed, updated and elevated
to market-leader status. ”




“With the abilities of current-gen and espedally next-gen
technologies, building personalities and character devel-
opment will extend past the definition of ‘mascot.”

of this industry—Sega’s decision-
making on product launches and brand
management brings research to bear on
gamers from the U.S. and across Europe.
Jet Set Radio Future, proud as we are

of it, might have been a bit ahead of its
time. Meaning...perhaps it'd be a perfect
title to re-introduce sometime in the
future, right? As for Smilebit...the team
has been absorbed by Sega Studios in
Japan. But the key team members are
still a part of our Japanese development
group.

...You mean ahead of the Xbox’s time.
Just make us another. What about
Treasure?! Your one-time ace in the
hole has been doing bit work since
the Genesis days. Here’s a Rare-
quality developer that can deliver
magic inside of two years on a small
budget and you haven’t been back to
the well? Imagine the elation Gunstar
Heroes 2 would bring...[beating

dead horse]. Why not rekindle that
relationship?

Yeah, Treasure is a fantastic team. Astro
Boy: Omega Factor, the GBA title they
developed for us, was one of the best-
reviewed games of 2004. And like your
readers, we’d love to see them take
another crack at Gunstar Heroes. That
would be one we’d want to distribute.
Our relationship with them is very
strong, and we intend to maintain that
partnership.

That’s great to hear. Speaking of
classic Genesis games, the new
classics collection features a bundle
of Sega Ages games which are
anything but classic. So why the
retreads and not the true power?

The titles in the Sega Classics Collection
are not intended to replace the original
games. These are alternate versions,
remixes, pulled together on a single disc
as a value product for casual gamers.
Every game on the disc retailed in
Japan separately for nearly 20 dollars
each. Sega Classics Collection is a
great value—it contains a 10-game
compilation of these at only 20 dollars.

Yeah, it’s a good deal, but it would still
be great to see the original games on
there...What'’s the latest on Sonic?
Sonic is still our most valuable global
franchise —whether it’s the animated TV
show or McDonald’s Happy Meals, there
are few properties that have that cache
and value. Sega has the potential to have
that value along with newer content that
speaks to an older demographic—which
is quite a diversified portfolio. But Sonic
is still our flagship brand and will be for
the foreseeable future. With the abilities
of current-gen and especially next-gen

technologies, building personalities
and character development will extend
past the definition of “mascot.” Sonic
still resonates very strongly with our
fans and we are always looking to build
new brands that are tailored to different
consumer tastes.

On the U.S. side, how exactly will Sega
go about entering the fray currently in
progress with the likes of VU Games,
Atari, Activision, Rockstar and UbiSoft
all in the hunt?

It will be with the combined power of the
“new” and the “classic.” We are a unique
company in that way with our IP. Like
those companies, we will be publishing
content that is relevant and exciting to
U.S. gamers. We have an aggressive
acquisition group that has maintained
strong relationships with all of the major
independent development houses. The
Sega brand resonates as strongly with
those developers as it does with your
readers. Additionally, we have a strong
backlog of classic characters to draw
from for franchise-building games.

Obviously, the collaboration with Sega
of Europe is huge. In the UK, Sega is
an institution, much like it was here in
the mid-"90s, where they enjoy fervent
fandom. Having this power in America
will surely help your case for global
domination. What other changes is
Sega undergoing internally?

Unifying Sega of America and Sega of
Europe under Mr. Tsurumi creates a more
efficient engine to drive the process—
development, acquisitions, marketing—
that will strengthen our position in the
Western market. He has been in Europe
for over eight years and is extremely
versed in the needs of executing and
succeeding in the West. The teams have
been collaborating since | started nearly
a year ago—so this process is well

along in its evolution. We also have a
new president and COO, Simon Jeffery,
who brings tremendous experience to
the table. He was formerly at LucasArts,
Virgin Interactive and EA.

In terms of marketing, do you think
that publishers in general would be
better served controlling their game
coverage and ad placement, keeping
platformers and the like away from the
“men’s” magazines and sticking with
TV ads and the press outlets where
they (you) can trust the game will

be properly depicted? We can never
figure out why publishers in general
send their creations into the lion’s den:
outlets that review games based on
early preview builds or simply a press
release, that much of the time write
for little more than laughs. It seems

like a lot of companies spend money
on “eyeballs,” but if they’re the wrong
ones, why shoot yourself in the foot
and pay for the privilege?

Mainstream and enthusiast press are
both very important. Naturally, serious
gamers are reading publications like
Play, and it’s critical to capture their
attention because they are the trend-
setters. Casual gamers look to them
for advice on what to buy. Casual
gamers, by contrast, do not regularly
read gaming magazines; they read
mainstream publications. And generally,
gaming coverage in those books is very
favorable. So getting coverage there
becomes primarily about getting the
product’s name and some visuals out
there. If a hardcore gamer is evangelizing
something like Otogi 2 to a casual friend,
it helps if the friend has heard of the
game. This isn’t different than any other
entertainment business (books, movies,
music). Having spent some time in the
music business, | know the similarities
first hand. The reality is that whether
it's to break a band or launch a game,
you need to have a strong promotional
foundation to the core audience and
build on that with more mainstream
publications.

Forever the diplomat. Companies like
Ubisoft have begun handing over big
acquisitions to its most elite in-house
developer, like Peter Jackson sailing
over to their Montreal Studios for King
Kong, which in your case is Smilebit
and Sonic Team. In terms of your U.S./
UK acquisitions, will you be farming
them out, acquiring studios, building
one, or fishing for developers like
Climax who crank out a port a week?
Of course, we will continue to capitalize
on the strengths of our internal

teams when developing new games.
Simultaneously, we will be hunting for
fresh content created by independent
studios. And we will be contracting
external development houses to build

on some of our classic intellectual
properties.

Blood Will Tell—one of the year’s best
adventures—flew under the radar
due to mixed, and for the most part
inaccurate, reviews. It seems that to
get a hit in the U.S., you need a big
name, at least an average game, and
lots of marketing dollars spent in the
right place. If that’s the case, then is
sensationalism what defines success
in the American game market? And if
so, doesn’t that dramatically change
the structure and foundation gaming
was built upon? How much does big
retail control what you do?

More than anything, we must ensure
that our U.S. product is in tune with

the tastes of Western audiences. That
doesn’t mean abandoning the classic
Japanese properties; it simply means
being more selective about what
comes out here from overseas, and
making smart acquisitions from western

developers. You may have forgotten
that during the Genesis days, when

| was originally at Sega of America,

the company used both Western
content from U.S. developers as well
as Japanese content—this is the same
recipe for success that we are trying to
create today. In the industry’s current
evolution, retail is critical. We don’t have
a post-theatrical business model like
the movie industry where DVD or PPV
revenues can offset a less-than-stellar
launch. Therefore, we need to think big
and support titles that we think have
“presidential” potential —but this isn’t
any different than the way this and the
toy industry have always operated.

Tezuka’s Blood Will Tell is great
example. Here’s a great game, but

his works aren’t fresh on fan’s minds.
With stacks of name brands with
followings at your disposal—likely all
cost effective—mainstream manga
seems the way to go if you’re not
going to hawk your classic brands...
Anime and manga are great places to
look for strong properties. | do think that
Astro Boy and Blood Will Tell were a
significant step in that direction, and we
will continue to evaluate the relevance of
anime properties in this territory.

Hope for the future. When the Sega
collective assemble, what'’s the
conversation like? Is world domination
at hand?

We talk about our five-year plan for
turning the company’s fortunes around.
It's amazing that with all the technology
advances over the last few years, much
of what we still talk about are the people
and ideas “behind the curtain.” People
with creative vision—ideas that stoke

the imagination and have potential to
redefine genres. There is a lot of strategic
planning that goes on, and we quickly go
from 100,000 feet to the molecular level
when talking about product, because
those details are where success or
failure usually resides. It's an obvious
statement, but success requires product,
and that process isn't built with a magic
wand—it takes patience and drive.

In conclusion, let’s play a game: I'll
fire off the game and you give me
the percent chance in hell it will ever
see a sequel...Legend of Oasis...
Streets of Rage...Gunstar Heroes...
LandStalker...Alex Kidd...NiGHTS...
BUG...2D Sonic...Comix Zone...Jet
Set Radio...GunValkyrie...Clockwork
Knight...Sword of Vermillion...

Let’s turn this one to your audience...
put this survey on a web site and let’s
find out which of these games your
readers want to see return the most?

Play Magazine Online is launching
soon...we’ll do that!
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By Writhing Snake and Twisting Fangs,
crimson drains

he first word in ninja stealth

[ens]
has a new pedigree, if not a
new lease on life. Now flying
the Sega flag, the latest

Tenchu, Fatal Shadows, bids farewell
to Rikimaru—who certainly deserves
a vacation—and introduces Ayame as
the key figure, trading missions with
newcomer Rin, a Beniya assassin out
for revenge after her village is burnt to
the ground and family decimated. While
hers and Ayame'’s first encounter is one
of unfortunate circumstance, within
the context of Fatal Shadows’ twisting
road of betrayal and deceit, they must
unite to overcome the clan devoted to
wiping the Beniya off the face of the
Earth completely, Rin included. Loosely
translated, for the Tenchu player, this
means that rather than guiding either
Rikimaru or Ayame over roughly the
same terrain, in Fatal Shadows, each
mission represents an episode along the
same path: separate factions pursuing
the same evildoers for different reasons.
Not only does this make for a more
compelling overall adventure as their
paths intertwine, but it gives us two
distinct ninja flavors to savor, and as
anyone that plays Tenchu knows, ninja
mastery is truly the essence of the game.
Each area along the way offers a
variety of ways for Rin or Ayame to
reach their key goals, either by stealth
or confrontation—simple enough if
reaching the level’s end was the sole
objective. In Tenchu, how you play has
a dramatic effect on how you will need
to continue to play, as the only way to
true enlightenment is through stealth.
If you play like a thug, special moves
and items that change the face of the
game will be slow in coming, but play
like a slinky Manx and you will be gifted
with items and moves that reward your
cunning with incessantly more gratifying
gameplay. As a rule, early on, before
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things heat up, if you rate “Thug,” take
the time to re-do the level. It only takes a
couple of perfect “Assassin” rankings to
arm Rin and Ayame to the teeth. There are
also different levels of stealth kills, which
render a different number of the scrolls
needed to attain new moves. A simple
sneak attack may only endow one or two,
while a special kill may award up to five.
The nuances of Tenchu are forever what
drive me to play over and over, and K2
has once again programmed the game
with an emphasis on longevity.

Unlike Wrath of Heaven, the
confrontations in Fatal Shadows are all
of the human nature as the story sticks
to human drama, and so this game has
a more serious dramatic tone—one of
many aspects that sets Fatal Shadows
apart from its predecessors. Most
notably, while K2 still hasn’t taken to
meshing their characters’ nimble prances
with the undulations of the terrain, they
have dramatically improved the series’
lackluster water effects, going as far as
making it a useable element in the game.
Although underutilized on the whole,
the new underwater gameplay device
certainly opens things up for future
sequels, as water stealth is definitely one
of the game’s coolest new features.

Additionally, even more so than
Tenchu fans are accustomed to, K2 has
once again placed a huge emphasis
on special effects. Fog, real-time
lighting, flora, reflection maps, animated
textures, shadows and in-game facial
expressions are striking throughout and
add immeasurably to the passionate
aura of ninja lore that makes this series
so intriguing. Many levels of the game
echo the same, with a level of color usage
and geological beauty seldom seen.
Together with the nimble animation of Rin
and Ayame and one of the best series-
endemic soundtracks in all of gaming—in
which the same type of music is
continually and religiously
merged into the fabric of the
game—Fatal Shadows is that
rare sequel that endeavors to further
the series’ allure rather than cash in on it.

Not to say that the game is without
flaw. Certain inherent miscues have
seeped into the latest installment: Playing
on easy, for instance, you can place a
poison rice ball directly in a foe’s path,
stand in plain sight taunting him, and
rather than crossing the threshold and
chowing down, he’ll walk in place and
repeat the same taunt. In practical use,
you’'d simply disembowel his lowly ass
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“...Fatal Shadows is that rare sequel that endeavorsto
further the series’ allure rather than cash inon it.”

and move on, but if you're inclined to
mess with such things, the Al in the
game can be made to do some pretty
freaky stuff. Also, and pretty much

the only actual flaws in the game, the
camera doesn'’t always allow you the
desired vantage point even in free look
(repositioning can get around this, but
you risk being seen), and, like Metal
Gear, at times when you'd like to stay
crouched and looking straight ahead, if
you’re near a vertical space, Rin or Ayame
will, by default, wall-hug, thus changing
the perspective and blowing your cover
if crouching is keeping you hidden.
Again, this can usually be overcome by
some quick thinking, but it is definitely
something to address should Tenchu
makes its way onto PS3. I'd like to see a
lock-on for melee fighting and a complete
rethinking of boss battles—fighting
ordinary human foes fits the story but
lacks wow factor—but given the gist of
the Tenchu namesake, Fatal Shadows is
certainly yet another lovely installment

in what’s been a seriously rewarding

and stalwart series. Even more so than
in previous games, once beaten, Fatal

Shadows begs for more with temptations
like new paths over traversed levels, as
well as new levels altogether, attaining
new moves and items that make the
levels themselves come alive anew, and
the always-popular new costumes, which,
in this case, given the beauty on screen, is
a treat indeed. At Activision, Tenchu was a
grain of sand on mega-brand beach, but
under the Sega banner, where they can
really use an elegant, marketable female
lead like Ayame, the sky is truly the limit.
Speaking of which, anyone seen Kelly O’
Lemney or Gum lately? Dave Halverson

Is

PlayStation 2 Score

© Elegant characters wonderfully animated,
compelling level design, outstanding soundtrack

Tenchu: Fatal Shadows

(% Mild camera and stealth snafus, limited
enemy taunts, moments of clumsy enemy Al.

Developer: K2 Publisher: Sega
Online: None Available: March




Phantasy
Star Online:Blue

Thought it wasn’t coming? Guess again.

here’s something reassuring
about the continuation of
Phantasy Star Online. Some
may argue that the game, with
firm roots still in the Dreamcast original,
has grown tired and pales in comparison
with bigger, more complex efforts like
Final Fantasy XI and World of Warcraft. |
would offer, however, that its constancy
is a reminder of Sonic Team doing a
good job the first time around. Would | kill
for Phantasy Star Universe? You better
believe it, but | can always play Phantasy
Star Online, so simple and lasting is its
appeal.

Getting its first major update since
the GameCube release of Episode 1 &
2, which introduced two new character
types along with a set of original levels, the
PC-only Blue Burst features a number of
enhancements to the classic experience.
The first of these is a private chat system,
whereby you can create something like
a guild and have your own chat channel
with fellow guild members. And thanks to
the added capabilities affored by the PC
keyboard, you can now map actions to the
function keys, giving a simple but welcome
enhancement to the user interface.

Sonic Team has also fiddled around

~ “_.Episode 4 will feature new levels and enemies an

with the way in which you progress
through the game, requiring players to
complete quests to unlock new levels.
Also, your character data is now stored
on the PSO servers, meaning there should
be no more instances of players losing
precious high-level characters, which

had the nasty habit of happening on the
console versions.

The biggest change, however, is the
addition of a whole new episode in the
U.S. release of Blue Burst. Just released in
Japan, the so-called Episode 4 will feature
new levels and enemies and will further
expand the series’ story line. Expect
graphics even better than the awesome
Episode 2 levels. Also expect nearly
identical gameplay, but for PSO buffs, new
levels are enough. Michael Hobbs

Phantasy Star
Online: Blue Burst

0 Point of Interest

Blue Burst is a totally online game. Even solo
play requires logging in.

Developer: Sonic Team Publisher: Sega
Online: Multiplayer Available: TBA
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will further expand the series’ story line””
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A look at some of the new
levels to be seen in PSO: Blue
Burst. Notice the function keys
along the bottom of the screen.
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Cover Story
Preview

A new day has dawned for the legendary
Shining Force

g Force Neo

NN (o Shining games are known for
being revolutionary. When the
original Shining title, Shining in
the Darkness, hit the Genesis

back in 1991, it exploded upon the 16-bit

scene with first-person dungeon crawling
the likes of which had rarely been seen.

When Shining Force arrived a few years

later, it defined the strategy genre by

melding it perfectly with RPG elements,
continuing its legacy with sequels and
spin-offs on the Genesis, Game Gear,

Sega CD, Saturn and Game Boy Advance.

Now Shining Force itself is undergoing

arevolution, as one of the most revered

names in tactical RPGs is reinventing itself
as an action-RPG in Shining Force Neo.
Not everything players love about

Shining Force is being stripped away.

Neo will still have the beautiful world

aesthetic that fans have come to know

and love, with wonderful worlds filled with
birdmen, centaurs, robots, beastmen,
dragons, mages and warriors. Players

will still fight as part of a team, as main

character Max will usually be joined by two

companions of the player’s choosing when
he heads into battle (and sometimes other
characters will join in as well). And even
though real-time combat and spellcasting
will make up most of the action, elements
of strategy will remain, as players will be
able to customize their characters’ Force

Frames—the unique tools that grant the

heroes their powers—by inscribing them
with various Force Arts and powering
them up with Energy Points obtained from
enemies, thus granting access to new
abilities. Additionally, Max can choose
from four types of weapons, each with
distinct strengths and weaknesses: the
single-handed sword (swordsman type)
with balanced offense and defense; the
two-handed sword (warrior type), which
is extremely powerful but slow and with
low defense; the bow and arrow (archer
type), where the benefit of ranged attacks
is offset by their relative weakness; and
the staff (magic-user type), which offers
powerful spells but minimal physical
power.

Whatever weapons and abilities you
choose to arm yourself with, the main
goal is the same: to enter the battlefields/
dungeons and destroy the Monster
Gates—dimensional portals from which
creatures of evil pour through—that are
plaguing the land. Not only are these
Max’s primary targets, but, like in the
classic Gauntlet games, these Monster
Gates must be destroyed to stem the flow
of enemies, lest you be overwhelmed.
Between battles, Max and company will
visit towns, allowing the party to buy new
equipment, upgrade their Force Frames,
forge their weapons or just hang out in the
traditional Shining Force headquarters.
Towns are also good for conversing with

NPCs and meeting up with new party
members, of which there will be 11 besides
Max himself: Meryl, Max’s childhood
friend and a powerful spellcaster; Klein, a
birdman archer from the land of Eleanora;
Baron, the wolfman warrior/scholar; F<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>