\ - | T, /I
WE " PRINCER. "% W  WWE: DAY 0|= | . METROID %l 5
PREVIEW / OF PERSIA3 ' »~  RECKONING2" w F | PINBALL / s i
vou /' Killing you softly. > \ The most realisti- | ‘ ‘

Just be the ball,
cally rendered = @9 s ~*>*f Samus. / o

f  sweatingaming. M

S ithsteaith and
SAI.“’ATE stunmnggraphlcs ; ¥

NINT

e

" PRSRT STD

P.0. Box 97043 %
Redmondi, WL %82735&1{7(4'3

U.S. POSTAGE
)
CHANGE SERVICE}REQUESTED, NINTENDO

£ OF AMERICA INC.

ZELDA

DEMO
DIDN'T SEEfg

HULK
/ RUNS
/ ’ AMOK

A BANNER
ISSUE




A Lifelong
Adventure!

laststallifetimel
inlForget:-Me:Not\Valley;
a where)

{ EVERYON -
™ o .
Alcahol Reference
Suggestive Themes |8
R €1
ESRB CONTENT B/ oo (RN GAMEGLIBE |

Harvest Moon, Natsume and Serious Fun are register.gq trademarks of Natéw ¢ alsume Inc. ©2005 Marvelous Interactive Inc. All Rights Resenved.




Dreams Do
Come True!!

Iisiupjito) tol |
rejuvenate
thelfarm) build a life
fordgyourself with family
fand friends. The best
part is...you can do it
anyway you want!

wwﬁ.natéumeﬁ.com GAMEBOYADVANCE |




NINTENDO=—=

" POWER -

CONTENTS SEPTEMBER 2005

34

42

46

48

52

54

56

60

66

68

Show me
your moves!

Sega Goes Hog Wild A
Beyond a Shadow of a doubt, you’ll Rush
to pick up these Sonic Gems.

Man’s Best Friend
Cramped in a tiny apartment? Have bad
allergies? Nintendogs is your cure.

The Agony and the XD
Pack your bags—we’ll be your tour guides
for Pokémon'’s return to Orre.

Bros. of Summer
Who knew Mario could hit the other way

_for power? Namco, for one.

Help Wanted

We give Trauma Center a check-up, and
probe other game-worthy professions.

The Zelda Demo:
For Your Eyes Only

What happens when real
gamers get their hands on the demo. /

Inside Zelda
Nintendo’s music maestro Koji
Kondo can't get Zelda out of his head.

Out of Bounds?

Go ahead; do whatever you like—sandbox
games put you in complete control.

Six Points to Reach

the End Zone

You might be a Madden veteran, but it
can't hurt to attend our training camp.

Break the Curse!
Our Kirby pro tips will prevent you
from painting yourself into a corner.

76 Smash Planet
We reminisce about
one of our favorite
fighting games of
all time.

A, o
B Shadow is flnaHY
? steppmg outof |
“the, um; shadows.

With ;}ur luck,
Bowser will be
. "the one calling

« " balls and strikes:

|

66

I Ameiita, they call
this sport football.

‘The hazards of bemg

Ahb, the simple pleasures: |
of wind'in your hair and*
Beedrill in your-teeth, .

60

able'to go wherever
you want.




Office of National Drug Control Policy/Partnership for a Drug-Free America®

FREEVIBE.. COM




With this

NINTENDO=—=

POWER

14
26

28
72
81

88

94
926
97

' e, you
much sports coverage, : : .
staff actually getsa little exercise onceina while.

Pulse
Readers talk back about NP’s new look, as
well as discuss the virtues of North Dakota
and hiding stuff in your pants.

News

Family Tree
We head upstream to see where
Elektroplankton spawned.

Previews
Classified Info

Reviews
Nanostray stays right on target.

Community
NP might not be GQ or Vogue, but we
know a good look when we see one.

(0]1]¥4
Business

Next
Month

S i o §
Protecting 'thg fig

AL

htto

ar arms.and
weaf.bears.”

e

CONTENTS

28
PRINCE OF PERSIA
GETS THE ROYAL
TREATMENT;
GAME, SET, MARIO;
SAMUS GOESONTILT;
>, NBALIVE LIVES ON;
WRESTLING WITH
RECKONING; WE TALK
REVOLUTION—NO, NOT
THAT ONE







Who’s Hun
fr Hedgehgorgy?

Nintendo gamers defy categorization.
The enlightened include action addicts,
sports fans, role-playing geeks, fighting
aficionados, old-school curmudgeons
and those who'll play anything just as
long as it’s fast. The one thing we all share is the
love of quality gaming entertainment. So when
Nintendo of America’s EVP of marketing wizardry,
Reggie Fils-Aime, asked me if a cover image of
Shadow the Hedgehog would resonate with NP’s
readers, | said, “Who better?” For a discerning
reader who recognizes the heritage of Shadow the
Hedgehog, Sonic Rush DS and Sonic Gems Collec-
tion, a closer look is absolutely mandatory.

To cater to our readers’ many tastes, this month’s
issue covers a staggering smorgashord of games
and stories. Following the Sega feature we intro-
duce you to Lucy, a Nintendog in training, then sniff
out some tidbits on Pokémon XD: Gale of Darkness
before heading to the ballpark to snack on a little
treat called Mario Superstar Baseball. The feature
entitled Out of Bounds digs into the subject of free-
ranging “sandhox” games, such as The Incredible
Hulk: Ultimate Destruction and Tony Hawk’s Ameri-
can Wasteland. And wheeling you into Trauma Cen-
ter’s operating room, our Help Wanted article will
keep you in stitches. To top it off, we have tips for
scoring in Madden NFL 06 and collecting medals in
Kirby: Canvas Curse, plus a special report on the
phenomenon of Super Smash Bros. Melee tourna-
ments. From Prince of Persia to Pokémon, we're
covering a lot in one magazine. Bon appétit.

%

Scott Pelland
Managing Editor
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MORE ON THE NEW
NINTENDO POWER
| love the new Nintendo
Power! There are so many great
improvements it's hard to know
where to start. For a long time, | have
hoped that NP would look very similar
to this new style. The layout is fantastic,
the game coverage is absolutely more
in-depth, witty jokes are peppered
throughout the mag, and the reviews
are much more detailed. You have defi-
nitely been listening to what your sub-
scribers were asking for. | can’t wait to
get my next issue in the mail. Great job,
guys!
Shane C.
via the Internet

I really have to say that | don't like the
new look because it seems as though
you've shortened Pulse [and] Classified
Information, and it smells like a pump-
kin that you've just cut open.
Ben
via the Internet

I love the new makeover! Just like Mr.
Pelland said, | grew up with Nintendo
Power and it was definitely past time for
NP to grow up a bit too. As a loyal
Nintendo fan and a proud owner of an
N64, NP used to be the only mag | would
read. But as | got older and started play-
ing other consoles, NP started seeming a
little childish to me. 'm now 16 years old,
and in the past year or so, I've started to
just skim through the mag and only really
read a few of the feature articles and pre-
views. | wasn't interested in the strate-
gies, and the reviews were a bit of a joke.
I'have a little brother, though, so we kept
the subscription I've had since | was 10.
Now, with the more in-depth previews
and up-to-date review section, not to
mention the slick look, I think my NP-
skimming days are over. Thank you for lis-
tening to your readers and congratula-
tions on the much-needed makeover!
Craig 0.
Quebec

I just wanted to thank you for the
changes to the mag. The inconsistent
font sizes, various coloring schemes
and the random placement of sidebars
are all a compliment to my ADD-afflict-
ed mind!
LRIE
via the Internet

After reading the new, redesigned
Nintendo Power, | must say I'm pleased
with the results. You seem to have lis-
tened to what your readers have been
clamoring for. I like the modernized and

less-cluttered look. It’s a definite
improvement. The in-depth reveiw sec-
tion is a great addition to the mag.
Shifting to a 10-point scale was a good
call.

However, please take care to make
the ratings as critical (not necessarily
negative) as possible. For example, a 7
should not be given to a so-so game. An
average game should geta 5. Anda 10
should be a very rare event indeed. |
sincerely hope your ratings system can
maintain high standards so that readers
will be able to trust the scores you give
to games.

Brinstar
via the Internet

We know that games are expensive, so
giving honest, critical reviews is something
the crew takes very seriously. If an inflated
score leads you to buy a mediocre title,
you'll probably never trust us again. We'll
do our best to point you to the games that
are worth your money and steer you away
from the crap. We'd like to think we typical-
ly do a pretty good job. If you go to gamer-
ankings.com (a site that compiles review
scores from every major publication), you'll
see that NP’s scores usually fall around the
median. And we agree that a 10 should be
exceedingly rare. As you can see from the
reviews archive, only one game—Resident
Evil 4— has received a perfect score in the
past year.

Well, I thought I'd give it a couple of
issues before commenting, but | must
say that | greatly dislike the new
design of Nintendo Power. | have been
a subscriber for 15 years and | always
liked the uniqueness and reliability of
your magazine. | always knew where
to find the information | wanted in the
conveniently laid-out sections. The
new design is all over the map. The
sections are too hard to follow and
have no design consistency. The print
is also way too small in many sections,
especially the review scores. Those
should stand out on the page more
than they do. You have lost that special
charm that hooked me for so many
years. I'm deeply disappointed and
hope that you will make some revi-
sions to your new design in the coming
months.
Brian L.
via the Internet

While | was reading most of the com-
ments in last month’s Nintendo Power
regarding the new [design], I noticed
something subtle in the letters. All of
the [readers] who [expressed] dislike for
the new layout happened to be sub-
scribers from the very beginning of
Nintendo Power. I'm assuming that the



reason for this is because they have
been used to the old Nintendo Power
for far too long. |, for one, am glad to
see the change. Keep up the great work!
Vyse
via the Internet

| wanted to tell you guys that | love the
new Nintendo Power. | tried the three-
for-free deal and the issues are great.
The text is small and the information is
huge! Before, you had too many strate-
gy articles for games that | didn't even
have. Like half the magazine was strate-
gy! But now it's really good. | also like
how you finally changed the review sys-
tem. | hated it before, but now you
actually write a paragraph or more. And
the 10-point scale is great. Good job. I'll
definitely subscribe now.
zapppp
via the Internet

SCRATCH-'N’-SNIFF
I just recently picked up the new
Nintendo Power issue from my mailbox,
and | saw in the top left-hand corner of
the front cover that it said, “It's shiny,
and it smells great! (scratch here)”. So |
did, and | took a wiff. No scent! I was
wondering if that was put there as a
joke or what.
Brian H.
Alberta

Due to a mistake at the printer, scratching
the cover of our July issue releases a
lethal, odorless gas instead of the pleas-
ant lemony scent we originally intended.
You have 30 days until your brain turns to
mush. Our bad.

JOINING THE REVOLUTION
| am very excited about the Nintendo
Revolution’s ability to play games from
past Nintendo systems. | have one
question, though; will the Revolution
have games only produced by Nintendo
available for download, or will it have
games produced by third-party compa-
nies like Capcom and Konami as well?
Jonathan S.
via the Internet

It’s entirely up to the third parties. Though
nothing has been announced yet, we'd be
surprised if most major publishers didnt
Jjump on board.

Pulse
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As the holiday season crawls ever closer, | find
myself wondering how many games | am going to
[be able to buyl. While | dream of buying all of the
ones that look promising, | wonder why [more of
them] can’t be released periodically throughout
the whole year instead of [nearly] every single
game being released in the winter.

Bryan H.
via the Internet

P.S. Only the barest details on Shadow the
Hedgehog have been released. Any new informa-
tion on the game would be greatly appreciated.

We agree wholeheartedly, Bryan. Too many games come
out near the holidays, and as a result, many of them (like
Baten Kaitos and Beyond Good & Evil) get lost in a sea of
hype. companies finally seem to be realizing this, as we've
seen a number of top-notch releases already this year.
Hopefully the trend will continue. As for new information
on Shadow the Hedgehog, be sure to check out this

month’s cover story.

NP...OUT!
The inside of the back cover should
have a different sign-off phrase in every
issue, like “Don’t shoot ‘til you see the
whites of their eyes” and other random
things.
Bubbahippo
via the Internet

That’s a good idea, but maybe it would
work better at the end of Pulse. . . .

WE WOULD NEVER DO THAT
Whenever | send a letter to you guys, |
always get an error message back say-
ing that the address is unknown or not
accepting mail. Is this your way of let-
ting the sender know that their mes-
sage sucks?
Josh R.
via the Internet

No, it must have been a technical glitch, or
perhaps you accidentally sent the e-mail
to the wrong address. Although we do
read every letter that comes in, we simply
don’t have time to respond to each one,
regardless of whether it sucks or not.

UNEDITED

I'd just like to say that I realy like the
magazine(It does smell good!)...except(l
ment to get around to this last time you
guys “changed” the magazine)your
“more prefetional look ruined the mag-
azineThe artistic vaule of the(or
any)magazine. | mean | looked forward

to seeing all the wonderful art that peo-
ple made and the color and perisdge the
magzine held now it went down the toi-
let. It’s also not good for bisnise.
Makashadow454
via the Internet

Error. Address unknown.

EVIL'S FUTURE
What do you know about Resident Evil 5?
CJS2745
via the Internet

Tragically little. Series producer Hiroyuki
Kobayashi has stated that part 5 is defi-
nitely happening, and that it will retain the
style of the previous game. Unfortunately,
no other details (including which system it
will come out for) have been revealed.

KNOW THY OPPONENT
Wi-Fi enables people all over the world
to play DS games...with one another. |
was wondering if you can actually tell
who you are playing against. If | wanted
to play my friend in town, or my cousins
in another state, would | be able to play
against them rather than some random
person from North Dakota?
William N.
via the Internet

Don't be ridiculous. No one lives in North

Dakota. (We kid the Peace Garden state!

Writer Steve Thomason hails from ND.)
In all seriousness, the Nintendo Wi-Fi

Connection will indeed allow you to hook
up with players of your choosing. We
should learn more on exactly how the
service works in the coming months.

OUR CIRCULATION JusT
SKYROCKETED IN GERMANY
I've noticed a lot of pictures of Mr. T [in
the magazine]. You know, a picture of
Pamela Anderson every once in a while
wouldn't hurt.
GlobalGamer
via the Internet

Photographs of Ms. Anderson are prohibi-
tively expensive. How about a picture of
one of her Baywatch co-stars?

FOR THE LOVE OF GAMES
Does the NP crew play any video game
systems that aren’t made by Nintendo,
like the PlayStation 2 or Xbox? What are
some games that you guys liked that
were on other systems?
Richard C.
via the Internet

0f course we do. We're gamers first and
foremost, so we like to play all the best
titles, regardless of which system theyre
released on. Some of our favorites on the
other consoles include Ico, the Ratchet &
Clank series, Knights of the 0ld Republic
and Psychonauts.

ALWAYS BET ON PIKACHU
Six years ago, my dad was telling me
that Pokémon was just another fad
that would disappear by the end of the
year. | was so upset, | bet him $100
that Pokémon would still be popular
when | got my driver’s license. We
never forgot this deal. Every time a
new Pokémon game came out, | taunt-
ed him. Every time Pokémon cards
became less popular, he laughed at
me. But today, six years later, | came
home with my driver’s license, and my
dad relinquished to me $100. Thank
you, Nintendo, for keeping Pokémon
alive for so long.
Max s.
via the Internet
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MONEY WOES
When | read NP, | want lots of the games
[in the magazine] so bad, but I never
have enough money. If you have any
suggestions, | would be very grateful.
TheMartianAmbassador
via the Internet

Huh. You'd think working for the Martian
embassy would pay pretty well. Maybe

you should wager on the enduring popu-
larity of Pokémon with a family member.

AND ON THE EIGHTH DAY...
I've been extremely curious about
something for a while now. Who created
Nintendo? What does he look like?
Matt H.
via the Internet

Here’s a picture:

3,
X

All blasphemy aside, Nintendo was founded
in 1889 by Fusajiro Yamauchi. The company
originally produced Japanese playing cards.

ASTUTE OBSERVATIONS
In the E3 trailer for Twilight Princess, it
looks like Princess Zelda is in Twilight
Hyrule. But | read in an interview with
the developers that people could not
exist in their human form in Twilight
Hyrule. So my question is, why does
Zelda appear to be in her human form
in Twilight Hyrule?
Douglas B.
via the Internet

We've been wondering about that our-
selves. Nintendo is staying mum on the
subject.

I just noticed that Midna's crown (I'm
assuming it's a crown) is in the center of
the logo for Twilight Princess. Does this
indicate that Midna is the Twilight
Princess?
Zelda Freak
via the Internet

See previous response.

1 o NINTENDO POWER

PEOPLE IN GLASS HOUSES
SHOULDN’T THROW BRICKS
I'm going to get straight to the point. Do
any of you have an actual life? Please,
no jokes. I'm seriously wondering if the
NP crew is exactly as they seem: a
group of nerds.
Katie
via the Internet

Wow, Queen Cool, we're surprised you could
take time out of your busy schedule read-
ing Cosmo and planning for prom to write
to a video game magazine. Does this mean
you won't sit with us at the lunch table?

TRUE PRIME
I've been paying close attention to
Metroid Prime Hunters ever since |
heard about it, and [thus far], | haven’t
been disappointed. But one thing is
bothering me. In all of the videos,
screenshots and articles I've seen,
there doesn’t seem to be any indication
of the awesome powers or weapon
upgrades that are vital to a Metroid
game. Will there be only a limited arse-
nal of weapons like in First Hunt? Or will
there be a wider array of weapons, spe-
cial moves, and (hopefully) awesome
suits like in Metroid Prime 2 Echoes?
Corry JM
via the Internet

Richard Vorodi, Game Designer at NST,
responds, “Don’t worry about Samus’s
ability to blast a hole in just about any-
thing; we've loaded her up with ferocious
weapons this round. On top of that, most
weapons have an alternate firing mode.
As for the “special” moves—don't worry.
We're definitely building the levels to take

dvantage of the new gameplay features
exclusive to Hunters.”

CAMP SURVIVAL TIP
I'm going off to summer camp soon and
the adults say you can't bring any elec-
tronics or anything like that. Do you
have any ideas on how | might be able
to hide these items?
David
via the Internet

Our advice is to keep it simple. Just stick
your favorite handheld down your pants.
If you've got some really baggy jeans,
maybe you can even fit a GameCube and a
small TV down there.

MISTAKEN IDENTITY

I've just gotten my latest issue of
Nintendo Power (Vol. 194), and |
noticed a mistake in the Family Tree
section of the magazine. Among the
influences for Nintendogs you men-
tioned were two canine game charac-

ters. However, you messed up on the
name of the dog in Jet Force Gemini.
You said his name is Floyd, but his name
is actually Lupus. Floyd is the name of
the little flying robot who tags along
with you (and can be controlled by the
second player).
Starry Might
via the Internet

Uh... well, you see. .. what’s that behind
you!?! (Runs away.) Hmm, that doesn’t
work nearly as well in print as it does in
person.

8-BIT ACAPPELLA
I was surfing the Internet the other day
and found this hilarious Nintendo choir.
They sing the music from classic
Nintendo games like Tetris, Mario and
The Legend of Zelda. I just thought that
all the devoted Nintendo fans would like
to see this. Go to http://gprime.net/
video.php/nintendothemesacappella.
tnpirate92
Tennessee

VIVA LA REVOLUTION!

I have a question for you guys. What do
you think Nintendo Revolution’s “revo-
lutionary” controller will look like?

TJ28
via the Internet

With any luck, it will look a little some-
thing like this:

PLEASE WRITE US:

pulse@nintendopower.com

E-mail sent to the above address will not
receive a response.

Nintendo Power
PO Box 97033
Redmond, WA 98073-9733

We all go home or no one goes home,

maggot!
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NINTENDEDS.

Take advantiage of the Nintendo D§" ™

like no otsher game as you draw Pac-Man intio life!

Help Pac-Man as he tries to stop those mischievous ghosts within the pages of
a book. Control the action with your stylus as you draw Pac-Man, arrows and
homhs to complate your quest of stopping the ghosts and freging Pac-Man.

NINTEND%DSW

Pag is back and ready o roll!
Juin Pac-Man on his quest to save Pac-Land after fellow Pac's have been turned
into spheres by the evil Ghost. Golvis. Control Pac-Man like a track-ball, chomping
away on pellets and monsters through the colorful worlds of PACN ROLL!

PRODUCTS RANGE FROM|
RATING PENDING 1o EVERYONE

g Visit www.esrb.org

for updated rating
SR Ee

ConTENT RATED BY UG
=

NINTENDO
GAME!

CHECY GAME BOY ADVANCE

PAC-PIXT 861980 2004 NAMCO LTD., ALL RIGHTS RESERVED. PAC'N ROLL™8©1980 2004 NAMCO LTD., ALL RIGHTS RESERVED. NAMCOMUSEUM™ & © 2001 2005 NAMCO LTD., ALL RIGHTS RESERVED. PAC-MAN® & © 1980 2005 NAMCO LTD, AL RIGHTS RESERVED. MS. PAC-MAN® & © 1980 1962 2005 NAMCO LTD,, ALL RIGHTS RESERVED.
GALAGA® & © 181 2005 NAMCO LTD,, ALL RIGHTS RESERVED. GALAXIAN® & © 1979 2005 NAMCO LTD,, ALL RIGHTS RESERVED. DIG-OUG® & © 1982 2005 NAMCO LTD., ALL RIGHTS RESERVED. POLE POSITION® & 1982 2005 NAMCO LTD., ALL RIGHTS RESERVED. ROLLING THUNDERT™ & 1967 2005 NANCO LTD., ALL RIGHTS RESERVED. RALLY X® &
619802005 NAMCO LTD., ALL RIGHTS RESERVED. BOSCONIAN™ & ©1981 2005 NAMCO LTD., ALL RIGHTS RESERVED. DRAGON SPIRIT™ & © 1987 2005 NAMCO LTD., ALL RIGHTS RESERVED, SKY KID® & © 1985 2005 NAMCO LTD,, ALL RIGHTS RESERVED, XEVIOUS® & © 1982 2005 NAMCO LTD,, ALL RIGHTS RESERVED. MAPPY® & © 1983 2005
NAMCO LTD,, ALL RIGHTS RESERVED. MANUFACTURED PURSUANT TO LICENSE WITH NAMCO HOLDING CORP. T, ®, Game Boy Advance, Nintendo GameCube and Nintendo DS are trademarks of Nintendo. © 2004 Nintendo. The ratings fcon is a trademark of the Entertainment Software Association. All other trademarks belong to their respective owners.

E PAG-MAN'S 25 BIR
\N1TH THESE GRERT ﬂﬂMEﬁ?mny

The ultimatie arcade collection!
Nameo celebrates 50 years of bringing
you the greatest games on the planet with
the ultimate collection of arcae classics.
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YEEEEEEHAW!

If the Wild West brings to mind
images of 19505 westerns with clean-

set, Neversoft asks you to think again.
Gun, Neversoft's first GCN title not
based on a signature character (Tony
Hawk, Spider-Man), shows us a grittier
side of the lawless era. And the devel-

“We have this genre that we want to
do, this game that we want to do—we
just wanted to create the best charac-
ters to do it with,” says Neversoft vet-
eran and Gun project lead Chad Finley.
“We spent months just in preproduc-
tion, researching.”

Rather than just giving us a glimpse
of the West, Gun provides a massive,
free-roaming environment full of cow-
boys, Indians, violence and debauch-
ery. Players can move by foot or hy
horse across the game’s mountains
and plains,
then enter a town
at will, walk intoa
saloon and start a

shaven cowboys riding off into the sun-

opment team couldn’t be more excited.

\"'/ ".. ‘ il

% i

! HULK'S HISTORY-~EXPOSED
e

Gun’s a-Blazin’

Trading in their skateboards for spurs, Neversoft
lets loose with ultraviolent shooter Gun.

fight—the options seem limitless. But
Gun's greatest strength looks to be in
its combat engine, which can switch
back and forth quickly between third-
person and first-person views, even
while you're riding a horse. And the
action is truly brutal. You can shoot
horses out from under enemies, man
cannons, equip arrows strapped with
dynamite and scalp fallen foes.

And from the look of it, we think
we're barely scraping the surface. Gun
looks to be an enormous game with a
deep story that's drenched in history.
Randall Jahnson, a screenwriter whose
body of work includes The Mask of
Zorroand Oliver Stone's The Doors,
was responsible for the game’s script.
And although the story is fictional,
Neversoft revealed to us that there will
be historical characters depicted in the
game, though the company would not
tell us who. But no matter—we're

8 ~'7 z’\‘ ( % iq‘_
HOCKEY'SON FOR 2006! 2
NMRAR A AR AR A AR NN NN RN,

SRR AN

NONENANSC N N NSNS
) o

TIGER PROWLS THE LINKS
‘ \ NENN

i_n Gun, no one is spared
“the harsh reality that
Was the West.

26 A lot of people don’t
know what the West
was really like, and
how brutal, how
backstabbing, how
unbelievably evil it
was to be out there.”

—Chad Finley, Neversoft

thrilled to see Gun coming to the

GCN, and we're looking forward to
reaping the fruits of the stellar devel-
opment team’s labors. “A lot of peo-
ple don’t know what the West was
really like, and how brutal, how back-
stabbing, how unbelievably evil it was
to be out there,” says Finley. Come

fall 2005, hopefully we will. —Andy M.

Gun’s main man Colton,
fresh off the front lines
of the Civil War, won't
! take no for an answer as
B8 he looks for his father’s
® murderer in Dodge City.

y
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PoP’s Shock Tactics

He found Godsmack just in time for Warrior Within. But what drove the Persian prince to
hard living and heavy metal? Ubi pulls the veil from the secret years with a DS exclusive.

By the time Sands of Time became a
faint memory and the Prince of
Persia found his warrior within, he
sported a killer case of 5 o’clock

royal upstart and his land in the
intervening years when he went to
war against other armies controlled
by the brutal Indian forces and the

Of the many tactical field units, the
general will be the most powerful,
able to cast battle magic in the form
of 300-plus collectible cards that

influence battle—many of them let
you pull some seriously dirty tricks,
Ubisoft promises.

The card-collecting aspect, which
drives the quest to assemble the
strongest deck, should be served
well by DS wireless; it will likely make
trading cards with other players a
breeze. In multiplayer mode, bud-
ding warriors will be able to select
any of the nine generals, then wage
battle against others (the number of
simultaneous warmongers is still
under wraps) who also have the
game, or just pass one DS back and

shadow—and didn’t even care
enough to roll back time to shave.
What turned the carefree acrobat
into a lone wolf, watching out for
only his own hide? Sure, he had a
time guardian on his heels, but that’s
only part of the story, says Ubisoft.

The Nintendo DS exclusive, Battles
of Prince of Persia (a working title),
will reveal what happened to the

savage Daevan mobs. In a turn-based
tactical game with some surprising
tricks up its silk sleeve, BoPoP will
place the prince on the battlefield as
one of nine generals, all of whom the
player will eventually control in an
unusual twist for tactics games: the
game will lead the player through
various perspectives to see that the
war isn’t black and white.

The desert holds many secrets, like how PoP
turned to the dark side. Battle tactics will
make ya mean.

forth in “hotseat mode.”

With its complex war story, an
inspired fusion of battle systems and
its revelation of the prince’s missing
years, Battles of Prince of Persia
could be one of this year’s most exot-
ic DS creations. Look for it in
November. —Steven G.

What We Knew Then

What's the latest on the
Revolution? Top brass at
Nintendo are talking. They
saying anything new? Yup.
Read on!

Satoru Iwata has made Nintendo’s cre-
ative course loud and clear: making
games for the hard-core and envision-
ing new experiences for the masses of
casual and non-gamers.

What We Know Now

At a Japanese press conference held in June, Nintendo’s president sharpened
his comments, saying that he intends that Revolution gaming will be relevant
to all members of a household. Sounds like the hard-core/casual/
non-gamer concept, but the phrasing has us thinking further outside of

the box.

The Nintendo Revolution will feature an
innovative controller the likes of which
the world has never seen.

Nothing new yet. But Iwata has stated that it will be revealed before the end
of 2005, along with Revolution’s price point and launch date. One more tidbit:
the Revolution will be compatible with GCN accessories. Pretty handy!

The “virtual console” capability of
the Revolution could conceivably play
all NES, Super SNES and N64 games.

Iwata cleared up rumors: the back catalog won't be free. And in an EGM inter-
view, Shigeru Miyamoto revealed that Nintendo was experimenting on the
backlog (citing Super Mario Bros.) using Revolution tech. Same gameplay.
Same concepts. Different look. What could this mean? Stay tuned.
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Too Easy
Being Green

They've gotta be blood
hrothers or something.
Four green dudes who
turn into other green
stuff—all due this fall?

GUMBY: Mining carts in plat-
formers? Seen it. But turning
into your own cart? Shocker!

BEAST BOY: The Teen Titans TV
hero can turn into any critter,
but which will prowl the GBA?

BLOBERT: Bombs, ladders,
blowtorches—the DS sequel
to A Boy and His Blob sees
the NES hero return to Earth.

MORDY: Mordy’s a bluish
feller from this fall’s GCN
Fire Emblem, but we
have it on good authori-
ty that he’s got a green
lookalike who shares his
race’s power: they turn
into fierce tigers.

" BYE, BYEBIRDIES

Checked Swing

The best play mechanic in video games—EA's golf swing—gets a makeover in Tiger Woods
PGA Tour 06 for a more realistic touch and down-to-earth scores.

' SHRIMP ON THE BAR

Tiger Woods is a pretty good golfer.
The pros who accompany him on the
PGA tour aren’t weekend hacks, either.
But the fact of the matter is that it's
going to be a long time before anyone
on the tour shoots 30 below par for a
round. The developers of EA's Tiger
Woods PGA Tour series found that
gamers were taking
advantage of fea-
tures such as last
year’s Tiger
Vision to achieve
such unrealistic results, so they've
taken action to make the double eagle
an endangered species in the fran-
chise’s 06 iteration. Where in recent
versions of the game your caddy
offered aiming advice on the putting
surface, you'll now have to read the
green. It also incorporates into the
putting game the same gradient swing
used for fairway shots. The goal is to
make any on-the-green situation that
starts with the ball more than five feet
away from the hole a likely two-putt
scenario, just like it is in real life.

Another swing change allows you to
determine the impact point on the ball
by way of the C stick—a move that will
require coordination between your left
and right thumbs, but ultimately
shape your shot more accurately.

In the game’s single-player career

mode, in which you create, customize
and develop a PGA tour pro, you no
longer purchase attributes for your
player using your winnings, but
instead earn attributes by making
good shots. Another product of prac-
ticed play is a rapidly filling game-
breaker meter, which gives

Tiger is returning
to the top of his
game on the
tour. TW PGA Tour
06 makes you do
the same.

Ty’s Not Extinct Yet

After leaving EA, Ty the Tasmanian Tiger hopes to hit the big time as a
budget mascot. Might end up being a g'day for the Aussie.

The dingo will not yet eat Krome
Studios’s baby, Ty the Tasmanian
Tiger. The first two games starring
Krome’s critter gained a following for
the series’s offbeat Aussie humor, if
not for the platforming, and the fans
will be glad that Ty’s found a safe
place in Activision’s budget branch.
Due this fall on GCN and GBA, Ty the
Tasmanian Tiger: Night of the
Quinkan has Ty fighting an invasion
of shadowy forces taking over the

outback. As he quests for a leg-
endary weapon, Ty will draw on a
boomerang system that's been fur-
ther ratcheted up for the new game:
players can buy a basic ‘rang chassis
to customize in hundreds of ways,
such as changing its element (fire,
ice, lightning) and its physics (speed
and distance). Ty will also pilot new
vehicles, such as the crawling
Crabmersible. Looks like that
humor’s still intact. —Steven G.

you a chance to make an outstanding
shot once it tops out.

New tour pros include Chris
DiMarco, lan Poulter and Luke Donald,
for a total of 15, and the game’s seven
new courses include Reflection Bay
and Doral Golf Resort. —George S.
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The Big NeWé. fn Short.

The fight for truth, justice and wacky animation: Hot on the heels

The herdin’ starts in August. ... Another poker game? Crazy! But

and Rayman 3: Hoodlum Havoc as a single GBA dual pak in Sep

The Abomination. —Steven G.

Peanut Better S¢5,

Namco's been fishing for gotta-have classics to i %f‘ »A
turn into games—and it’s finally pulled up a whopper.

For 50 years hefore the so-called Gumby—Snoopy

funny pages actually got funny, vs. the Red Baron

Snoopy was the sole anarchist mess- gets our attention.

ing up the whitebread world of Set for a 2006

comics. Today's badly behaved-pet release, the flying

strips owe everything to the pooch adventure will send the ~

who perpetrated all sorts of crimes beagle exploring and dogfight-

on the Peanuts gang: drive-by ing in a biplane and other aircraft as
mackin’ on Lucy, blanket-snatchin’ he searches for his nemesis’s hide-
from Linus and constant master- out. Namco hasn’t nailed down spe-
dissin’ on Charlie Brown. All in fun, cific systems but says that Snoopy
of course. Which is why—out of all of will barnstorm Nintendo territory.
Namco’s classic franchise grabs like —Steven G.

of Geneon’s good

news that it would bring Viewtiful Joe to US TV, the anime distributor has wrapped
up the where and when: Kids’ WB, this fall.... What’s Zeeo, besides odddly titled?
Publisher Ignition has cleared up the mystery: it'll be a GBA riff on its DS Zoo
Keeper, which itself was a riff on the notoriously addictive Web game Bejeweled.

Activision will up

the ante with the official game for the World Series of Poker, which will allow players
to create poker faces and distract pros with table chatter. Set in Harrah’s Rio casino
in Vegas, WSoP will open for biz on the Nintendo GameCube this fall.... Japanese
publisher D3 has announced that it has expanded operations into North America.
Top of its to-do list? Bring the hyperactive J-pop cartoon Hi Hi Puffy AmiYumi to
handhelds and consoles. HHPAY will appear first on GBA; stay tuned for details. . ..
Want a chance to win a super-rare pink Nintendo DS glammed up with crystals?

Or to go hands-on with a trial version of Nintendogs? Both are part of the Simon
Malls’ DTour Live—check out nintendo.com for summer music tour dates. ...

Good budget-gaming news for Rayman fans! Ubi will release Rayman Advance

tember....

Vivendi Universal has a match made in Hades for one of the voice roles in
Incredible Hulk: Ultimate Destruction, due for the GCN in August. Hellboy star
Ron Perlman will be lending his rusted-out pipes to the Hulk’s ultraviolent foe,

Comic-biplane gameplay is

hard to pull off (Midway’s
Freaky Flyers crashed and
burned). But if anyone can
make it fly, it’s Snoopy.

Gamer’s
Summit

The Nintendo DS
proves to be the height
of gaming.

WHEN?
DS-equipped adventur-
ers Chris Grubb and
Neal Mueller made it to
Everest and back. Read
their story of survival
and gaming on
Nintendo.com.

Grubb and Mueller spent their

downtime playing Madden
and more.

N
\er Was the on

otdh Mu:'\\r {o reach the tOPr

aty of imbing-

Alth
one of the p

Grubb gotin ple

The Critics
Agree
Twilight Princess and

Nintendogs scoop up
accolades at E3.

The Game Critics
Awards, which solicits
opinions from a wide
variety of publications,
_ voted The Legend of
Zelda: Twilight Princess
and Nintendogs catego-
ry winners at E3 2005.

Y

l-'l]e ca:;ng, he saw, he conquered
the critics—Link’s reviews were
excellent at 3,
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Naug"'é‘,.‘\‘. BlaCk HOIe Pig'S out
in Advance Wars

e
Al
Don’t say we never gave you anything. We're giving
you lots of time to run for your lives. Good thing
we saw these evil guys coming soon.

We'd bust him for crimes against Kabuki—
but his evil is more than skin-deep.

Koal: You'll see this creep soon after
Advance Wars: Dual Strike kicks off. One
of the ghoulish commanding
officers who've resurrected the
Black Hole Army (killed off in
AW2), Koal is a violent brat who

likes to crack the whip

and force his troops to
rule the roads.

Red-hot hairdo, Bone-cold terror tactics,
Don't mistake this royal pain for 3 lady,

Kindle: Can't be a coincidence. While the
AWDS’s war-torn nation literally dries up and
wastes away-as if consumed by an unnat-
ural disaster—the Black Hole Army
stays on the rampage with this ice
queen commanding from on high.
If she deigns to step onto a battle-
field, it's cause to evacuate all
urban areas and head for the hills.

Lord von Bolt: Impotent leader or
tyrannical powerhouse? Though he
dwells in the dark heart of the
Black Hole Army, there’s no way
that a cadaverous dude strapped
into so much life-sus-

taining gear could

be all that bad. But

he does remind

us of a certain

Skywalker. ...
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Destruction Issues

The Incredible Hulk: Ultimate Destruction weaves into a Marvel Comics

miniseries to put its stamp on the Hulk comic book universe.

Vivendi Universal’s The Incredible
Hulk: Ultimate Destruction has been
grabbing our attention because of its
open-ended gameplay and building-
pounding action, but the game’s devel-
opers didn’t skimp on story, either. In a
case of comics imitating a game imitat-
ing comics, Marvel is currently running
aminiseries, dubbed Hulk: Destruction,
that explains the nuances of Ultimate
Destruction’s tightly woven tale. Eric
Holmes, lead designer for game devel-
oper Radical Entertainment, told us,
“To know the complete story, you'll
have to play the game and read the
comic book. The key is that for the first
time, video game content is changing
comic book continuity. We're actually
working with Marvel to explore the
character and to redefine what he is to
comic book readers.”

At the center of the story is a rework-
ing of Emil Blonsky's transformation
into the Abomination. “Blonsky is a
hateful, twisted man who's risen to the

top of the military-industrial complex,”
says Holmes. “At the start of the game
we see he despises mutants, referring
to them as ‘Abominations.” Through the
game we learn why he feels this way,
and why he’s so set on learning the
secrets of [Bruce] Banner’s unique biol-
ogy.” Destruction explains Blonsky’s
motivations through flashbacks during
a Pentagon meeting in which the par-
ticipants discuss using the
Abomination as the ultimate weapon.
Atissue is something that has been
haunting Banner since the beginning.
Explains Holmes, “One of the themes is
what gamma mutation does to people
and why. Leader is a janitor who
becomes a genius. The Hulk is a scien-
tist with a deep well of inner rage who
becomes a monster. Flux becomes a
twisted vision of the ultimate soldier.”
The first of four comics is out
now. The game and the next comic
installment are due to hit stores in
August. —George S.
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Flames Ignite Leafs

With the 2004-2005 NHL season on ice, EA and The Canadian Press give the Stanley Cup to
the Calagary Flames. Who needs the real thing when you've got NHL 06?

In spite of the fact that the Tampa
Bay Lightning recently celebrated its
first anniversary of Stanley Cup owner-
ship due to this year’s lost NHL season,
news outlet The Canadian Press has
awarded its own championship to
the team that the Lightning beat
ayear ago, the Calgary A
Flames, on the meritsofa ~ §
simulated Stanley Cup finals
using EA's NHL 2005. The
Flames came back to defeat the
Toronto Maple Leafs in six games
after losing the first two in a series
that capped off a simulated season
that the service reported on weekly in
lieu of NHL news to disseminate.

Simulated play will be even more
realistic for the 2005-2006 season
with EA's NHL 06. Using a control
scheme that recalls that of NHL ‘94,
the game improves upon previous
installments with more impactful puck
physics, new skating mechanics and
targeted control over shots.

Also in the works is a player-creation
feature that rivals that of other recent
EA Sports releases and allows you to
give your players intimidating black
eyes and scars.

Ed Balfour’s Leafs will seek
revenge over the Flames in 06.

The game is set to ship before the Hard puck comin’ at ya—
puck drops for the NHL season this fall. NHL 06 pulls no punches.
—George S.

Every Gaming King
Needs a Throne

For the gamer who has everything, the makers of the
LoveSac (a 21st-century reinterpretation of the bean
bag chair) have introduced the GameSac, a soft landing
for hard-core play. The four-foot cube filled with shredded

DuraFoam core molds to the form of its occupant and

comes complete with an easily accessible controller

pocket. Three models match color schemes inspired by £
the major console makers. The Nintendo-themed bag
is black and gray, which recalls the look of the classic
NES controller. The hasic GameSac retails at $263,
and a microsuede-covered version is $400, available
through LoveSac's website (www.lovesac.com). That’s a lot
of cash to cover your assets. —George S.

20 NINTENDO POWER



| WE PREDICT A RIOT

The fight between Marvel stars and a
new group of flawed heroes will spill
over onto the Nintendo DS in EA's
recently announced dual-screen duel.
Joining Wolverine, Electra, Spider-Man
and other marquee names in one-on-
one battles are energy-controlling
Solara, teleporter The Wink, earth-
shaker Fault Zone and several as-yet-
undisclosed new characters for a total
of 18 combatants.

The Imperfects are regular people
with extraordinary powers, and
they've been assembled by a professo-
rial leader (yeah, it sounds familiar to
us, too). What they have against
Wolvie, Spidey and the rest, we don’t
know, but the game’s story mode will
undoubtably sort that out.

By winning bouts in story mode or
wirelessly linked multiplayer mode,
players will earn points that they are
free to spend on the game’s art,
unlockable levels, characters, alterna-
tive Marvel costumes and other mem-
orabilia.

The fully 3-D fighting action is aug-
mented by touch control, which trig-
gers special powers. Once a hero’s
rage has built up, the player can acti-
vate a special mode that gives the
hero unlimited powers for a limited
time. The battle begins in October.
—George S.

As Electra’s rage increases, a touch of
her weapons triggers special moves.

EA Gets a Rise out of Marvel

Showing off more spandex than a Poison reunion tour, EA's new troupe stretches the
superhero universe in Marvel Nemesis: Rise of the Imperfects for Nintendo DS
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Claws out, Wolverine gives Solara a
lesson in being a superhero.
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Imperfects take up arms against each other—
here in a battle between Solara and Fault Zone-.

Harvest Moon: Karaoke
Another

Wonderful Life Party

I t’s one of the indus-
try’s sickest secrets:
two games get stuck in
an elevator, start chat-
ting about how much
they have in com-

mon, and (whoops!)
out pops a new game.

Revolution mm Hoedown:

== Karaoke

The Full-
Moon Mix

Boot-scoot singin’!
Farmgirls gone wild!

Girls on this side, guys
on that side, and a
pile of sawdust in
between: We'd need a
dance mat the size of
a milking barn for this
country-fried karaoke.
And all that boot slap-
ping? Who'd have time
to grab a mic?

Scurge Too
Big for GBA?

Orbital’s femme fatale
slips into something a
hit more comfortable.

Two versions of the sci-
fi epic Scurge: Hive will
hit in mid-September.
Orbital Media has made
big claims about
Scurge’s size, and says
that the new DS version
(persistent touch-based
maps) will be easier to
navigate than the GBA
iteration.

Tak on the
Fast Attack

Juju goes co-op for the
third Tak—due sooner
than expected.

THQ's serious about
grooming its Tak series
(even funnier, stranger
and prettier each time),
and we've gotten word
that all three versions
of Tak: The Great Juju
Challenge (GCN, DS and
GBA), which are relying
heavily on co-op play,
are leaping ahead to
September—
great news
for fans of
Tak’s magic.

News
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THE BAND

Night at the
Symphony?

Finally, when your girlfriend wants you to take her
to the orchestra, you'll actually say yes.

Video games have been around for
quite a while, but the true creativity of
their music has until now been under-
appreciated. The Video Games Live con-
cert tour looks to change that with a
series of performances throughout the
summer. When the festivities kick off on
July 6 at the Hollywood Bowl in Los
Angeles, Video Games Live's executive
producers Tommy Tallarico and Jack
Wall-both of them veteran music com-
posers—promise no ordinary night at
the symphony. We had a chance to get a
few details from the duo about the
show just days before kickoff.

Many of Nintendo's stars will be rep-
resented at the concert. The orchestra
will perform “classical” tunes such as
the Super Mario Bros. theme and the
music from the underground and
underwater levels, as well as the origi-
nal The Legend of Zelda theme song.
The original Donkey Kong arcade music
will also be included as part of a retro
medley. Patrons will also hear newer
scores from games such as EA's
Medal of Honor and Ubisoft's Beyond
Good & Evil.

The show will feature a live orchestra,
giant, high-tech screens playing footage
from the associated games, and a full

laser light show aimed toward creating
rock-concert intensity, headed by a
lighting designer who has worked with
the likes of Kiss and Aerosmith. The
screens are nearly invisible at night
until images are displayed on them. “It’s
pretty cutting-edge stuff. It makes the
video look like it's floating in midair,”
says Tallarico. Video games won't be the
only thing displayed onscreen, however.
Stuntmen will interact with the giant
video game images in three segments,
where they will assume the roles

of game characters and playout a
famous scene.

Being hard-core gamers themselves,
Video Games Live's producers have put
alot of effort into ensuring the per-
formances take the subject matter seri-
ously. “[It] has always been of para-
mount importance to us to pull offa
very professional show,” Wall says.
Tallarico further explains, “Because we
are true gamers, the scenes we are
reenacting are done tastefully and
with class.”

For more information regarding the
tour, including locations, dates and
ticket information, head to
www.videogameslive.com.

—Chris S.

6 ‘We want to
bring gamers
and non-gamers
alike out to see
the orchestra to
really hear
whatitis
capable of.”

—Jack Wall

The producers have
grandiose plans for the
look of the stage.

»

56 We’ve made it cheese-

proof because we
don’t intend on having
Lara Croft’s Dance
Review or Mario
wrestling Sonic.”
—Tommy Tallarico

@ DON’T-MISS

A double handful of space-
shooter and two Daisy
Dukes? The 2005 halftime
show has the goods,
including a triple

hit of Madden!  (

719

7-26
Harvest Moon
is girl-crazy.
Getting your
crop planted—
that’s your duty
in the play-as-
a-gal remixes
of the ‘04 GCN
and GBA titles.
You'll go to
a farm town
to socialize
with all the
local studs,
and you'll
make sure
your plants
grow, too.

Nanostray set

to dominate.
Nintendo fans
haven't had a
superbeautiful,
Uberdifficult
space-shooter
since the GCN's
lkaruga. Now
Nanostray on
the DS plans to
seduce pilots
with its graph-
ics, then punish
‘em with
hard-core
) challenges.
' Sign us up!

8-9
Madden mans up on all

three Nintendo systems.
Pigskin fans can hit the field in
full force on the GCN, DS and
GBA with Madden NFL 06,
kicking off a new season of
armchair quarterbacking—and
endless, endless snacking.

8-22
War. Puppies.

Why choose?
Nintendo puts
the DS into ‘05
overdrive with
the release of
Nintendogs and
Advance Wars:
Dual Strike. Just
remember to
come home
from the battle-
field to let

8-16
SSS eye candy,

sweet & spicy.
Listen to your
mother. Didn't
she say that
you couldn’t
trust a girl with
symbiotic
armor? Sigma
Star Saga will
put you in her
path in a GBA
game that's
half space-
shooter, half
RPG. Hot, hot,
hot! Go take a
cold shower.
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Battle to be King of the Pirates!
ﬂhoy there mi hearties! Jn a world of ﬁirutes,

one man wants to become the greatest of them a
Monkey D, Luffy.
So stretch out those rubber limbs,
unsheathe your sword and gather
your pirate chums. Jts time to
do battle! WAl you become
King of the Pirates?

\

.
.
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: with more r

Coming September,

‘Also look for.the collectible card game coming so!

;’ﬁbDUCTS RANGE FROM
| EVERYONE 10+ To TEEN

PLAYING 18 BELIEVING,
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We've heard that hair grows
faster if you eat lots of meat. Or
comb it a lot. But you probably

care only if you're a headbanger

or asupermodel. You're here
for the games. Are your most-

anticipated titles just stubble, or
long and luxurious? Comb
through our Forecast.

Ubi has steeled
Clancy’s soldiers for
the upcoming Ghost
Recon and mus-
cled up the
game’s
name with
a tough
new sub-
title—
Advanced
Warfighter.
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Easy to Play - a well tuned and finely crafted musical instrument!

Made from High Fired Ceramic. Includes a Songbook /Tutorial
with simple finger notation for many songs and fancy tricks

plus Lullabies, Serenades, and Minue

Sweet Potato QOcarina $39.95

5 holes (octave +1), includes Sangbook I/ Tutorial/Songs frotn the Gase

Extended Range Sweet Potato  $49.95
6 holes (octave + 4}, includes Bxrendad Range Songbook

plus Songbook 1/ Tutorial/Sengs from the Game

Raku Pendant Ocarina
(with necklice and songbook)  $24.95

Eagle Bone Flute $29.95

{cast in porcelin, simple to play,

// w/ necklace and playing instetiction)

Extra Ocarina Songbooks - $2.95 ea
Sm)gbnuk 11, Christmas Carols,
Beatles for Excended Range

SHIPPING INFO
Shipping & Handling $6 (please sllow 2 eles e delivery)
| I

Priority Shipping $12 (When available, ail days for doivery

We ship via US Postal Service
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B While aging engineers such
¥ a5 Bob Moog paved the way
b for electronic music, they
7 kept their precious inven-
tions as far away from water
as possible.
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Tiger Prince &

>PRINCEOFPERSIA3 % " e,"”””f‘ff"‘*aks onlisreyndsiks

PLATFORM: GCN * PUBLISHER: UBISOFT
DEVELOPER: UBISOFT * RELEASE: FALL 2005

Three taxing adventures have not been
easy on the Prince of Persia. With each new chap-
ter, the royal has become more world-weary and
more willing to take the lives of his enemies. PoP3
finds him destitute on the streets of Babylon and
possessed by a dark prince who can take over the
body of the hero at will, and the imposter imposes
his own fighting style in the game’s free-flowing
skirmishes. The protagonist strangles enemies
from afar wielding a deadly Daggertail, uses
stealth techniques to attack enemies from behind
and employs the game’s new Speed Kill System to
make short work of adversaries.

Whereas the prince’s earlier adventures have
taken place on palace grounds, his new fight is set
in the heavily populated ancient city—near the
Tower of Babel, in a marketplace, on a riverside
and on the roofs of buildings—more epic, more
immediate and more M-rated than ever before.

The current-generation Prince of Persia games
have been among the best-reviewed titles in
recent years, and deservedly so. The third in the

// series looks to continue in that tradition with
incredible graphic quality and tight, nonstop
/// action gameplay. —GeorGe S.
/’ Spinning out of control, the

// //// ///' //// //////// K ———
i // @ o '
//////////’?/////// / ‘
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Aces Wild
QT NS

PLATFORM: GBA * PUBLISHER: NINTENDO
DEVELOPER: CAMELOT * RELEASE: OCTOBER 2005

Mario hammers returns with a massive

mallet. Donkey Kong connects with a boomerang

banana. Waluigi freezes everything, fills the tennis

court with water and swims to the ball. All of

the tricks and supercharged shots that made

Mario Power Tennis for the GCN an accessible

arcade-style game are in Mario Tennis Advance

for the GBA. Eight Mushroom Kingdom characters

step onto center court for singles or doubles 5 - ‘ H e

matches for up to four players and have at it in e 1  hats off to all-ar 7 ‘

four difficulty modes. RO i v ?und athlete Mario
And, as was the case for the Camelot-published - o T He's the res,‘dent’-\ g

Mario Golf: Advance Tour, facing off with the Mario i #E Proin MTA- '

gang is just half the game. In story mode, you take

on the role of an up-and-coming tennis star, tuning

up your game through a series of challenges that

test your serve, return, accuracy and ability to

cover the whole court, and increasing your charac-

ter’s attributes. It's an RPG in which you volley

with power players instead of fighting boss mon-

sters. If the game follows in the footsteps of other

Camelot sports titles, it’ll all build up to a match

with super-pro Mario. —GEoRGE S.

“

Morpns

>METROID PRIME
PINBALL

PLATFORM: DS * PUBLISHER: NINTENDO
DEVELOPER: FUSE GAMES * RELEASE: Q4 2005

Our favorite female bounty hunter has never let
us down, and her first foray into the world of video
game pinball is no exception. Metroid Prime
Pinball lets you control Samus in Morph Ball mode
by using flippers to send her flying across the
game’s elaborate boards. The pinball table spans
both screens, and can be nudged by touching the
lower screen. One of many aspects that separates
this game from others in the genre is Samus’s life
meter. Enemies such as Space Pirates and
Metroids scour the pinball table, barraging Samus
from all sides with missiles and other attacks.
Samus can fight back by ramming into them or by
laying down bombs. She can also exit Morph Ball
mode for brief periods to fire weapons at enemies.
Like in previous Metroid games, weapon upgrades
will improve Samus’s chance of survival, especially
during MPP’s epic boss battles. —Anoy M.
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Stars Light
Up Live

>NBALIVE 06

PLATFORM: GCN * PUBLISHER: ELECTRONIC ARTS
DEVELOPER: ELECTRONIC ARTS * RELEASE: OCTOBER 2005

The all-stars get the calls in EA's showboating
NBA Live update. Ben Wallace, Shaquille O'Neal
and other marquee big men plow though defenders
with over-the-top dunks. Steve Nash, Jason Kidd
and the rest of the point-guard elite pull off spec-
tacular passes that make defenders miss a step.
Every NBA superstar shows what he does best with
strength, style and intuitive control that makes use
of simple button combinations.

And, if you think that a player is a superstar but
hasn’t been designated as one, or you've created a
player who is bound for glory, you can assign
superstar status to anyone in the game.

Basketball games can feel static when it boils
down to the half-court game, but NBA Live 06’s
realistic plays and Freestyle Stick control keep the
action flowing. By looking for the opening and capi-
talizing on it at the right moment, you can establish
NBA-caliber momentum and keep it.

Improved visuals match the stunning gameplay.
Every baller on the court—especially the super-
stars—is recognizable at a glance. And an all-new
animation engine ensures that the game looks
great in motion.

Joining Marv Albert behind the microphone for
the ‘06 edition is former NBA journeyman Steve
Kerr. Ernie Johnson and Kenny Smith contribute
commentary during the All-Star weekend’s slam-
dunk contest and three-point shootout.

Authentic and explosive, Live will be kicking for
the new NBA season. —GEORGE S.

When the frois Popping

: the 6’ 9~ Wallace
Is seven feet of fury, ready to drop

0N anyone jp pic Way,

Big Ben Wallace shows his dominance
as one of the best power men in the
NBA by dunking over Rasho Nesterovic.
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We beg of you, Ric,
keep the robe on.
3 /i A

YouBetter
Reckon-ize ‘=

>WWE: DAY OF
RECKONING 2

PLATFORM: GCN * PUBLISHER: THQ
DEVELOPER: YUKES * RELEASE: FALL 2005

Day of Reckoning 2 will likely be THQ's final
rasslin’ title for the GCN, and based on some
extended play time, it’s shaping up to be

the best. As has been well-documented

(and is further proven by this new batch \>

of screenshots), the game hoasts some sig-
nificant visual improvements over its predeces-
sors. The character models bear a more striking
resemblance to their real-life counterparts (com-
plete with eerily expressive faces), and the lighting
effects have been tweaked to make the perpetually
sweaty grapplers look less plastic. Thanks to a new
stamina meter, the matches also play out more like
they do on TV. Every action depletes some of your
energy, requiring you to take a more strategic
approach and apply the occasional rest hold
bhetween big moves. Those looking for an arcade-
style brawler will likely be disappointed by the
more realistic pace, but it should appeal to hard-
core wrestling fans.

The story mode is a continuation of last year’s
game (a first for a WWE title), which gives your
character some history with the other superstars.
(Unfortunately, due to the game’s overhauled
graphics engine, you won't be able to transfer your
created grappler from the first Day of Reckoning.)
The thrust of the narrative is your quest to reclaim
the title, but THQ also promises a love interest for
your character, as well as a big WWE-style
mystery. Rounding out the package are a
new match type—Last Man Standing—and
aremarkably up-to-date roster of
Superstars. Among the new competitors
are Eugene, Muhammad Hassan, Carlito,
Heidenreich, Kenzo Suzuki, Orlando
Jordan, Gene Snitsky, Maven, Paul
London, Christy Hemme and Chris
Masters. Maybe the video game version
of “The Masterpiece” can get through a
match without breaking his opponent’s
face. —Steve T.
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Mario’s
Wild Side

>DANCE DANCE
REVOLUTION: MARIO MIX

PLATFORM: GCN * PUBLISHER: NINTENDO
DEVELOPER: KONAMI * RELEASE: OCTOBER 2005

Mario and friends have done a lot of crazy
things, but we're pretty sure dancing like a young
John Travolta has not been among them—until now,
that is. Dance Dance Revolution: Mario Mix rein-
vents the popular DDR franchise with Mario and
Luigi at the helm, dancing their way through
Mushroom Kingdom and beyond. The gameplay
expands upon the expected DDR format by throw-
ing obstacles and enemies into the mix. When
fighting turtles, for instance, you'll need to step on
them twice: once to knock them into their shell,
and once to send them flying—all while keeping the
beat. The game includes Story mode, Free mode
and a ton of minigames. Playing through Story
mode forces Mario or Luigi to engage in “dance-
offs” with recognizable foes, including Bowser
(now that’s a sight to see!). And there are plenty of
unlockables to keep the brothers’ booties shakin’!
—ANDY M.
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PG Combos?t

A dance pad is
bundled in with
the game to
help get the
party started
right.
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Once Nintendo’s fiercest rival,

Sega is now one of the

company’s greatest
supporters. In
2005, the house
that Sonic built is

upping the ante to
deliver no fewer than
three new titles from
its most beloved franchise.
We take an exclusive look at
Shadow the Hedgehog,

Sonic Rush and Sonic Gems
Collection, then sit down for a

chat with the man in charge.
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Beyond Good and Evil: rew video
game icons have enjoyed as much long-term
success as Sonic the Hedgehog. Sega’s blue

blur has headlined best-selling games for three

hardware generations, he’s starred in Satur-
day-morning cartoons, and last year he even
got his own Happy Meal. Nonetheless, Takashi
lizuka, the man behind the hedgehog for the

past 12 years, decided it was time for a change.

“We didn’t want to neglect the Sonic series,
though,” explains lizuka. “We wanted to

expand it by creating this new kind of franchise

that offers something that was never possible

in the Sonic games. We wanted Shadow to be a

little darker and a bit edgier. We don’t want to
leave Sonic behind; this is just a different path
for us to explore.”

And that path is laden with heavy artillery.
Unlike Sega’s lovable mascot, the titular anti-
hero in Shadow the Hedgehog can wield an
assortment of weapons ranging from rocket
launchers to signposts that he rips out of the
ground. He'll also man vehicles from time to
time. The list of sweet rides that you can com-
mandeer includes a two-door convertible
sports car, a military jeep and even an alien
hovercraft. “We included the vehicles to

increase the variety of gameplay within each
stage,” says lizuka. The game doesn't stray
entirely from its roots, however. The gunplay is
mixed with a healthy dose of high-speed plat-
forming to produce an experience that’s both
new and familiar.

To bring the protagonist's shadowy nature to
the fore, lizuka's team has presented the player
with a moral choice. The game’s story revolves
around a conflagration between a malevolent
alien race called the Black Arms, and the GUN
army charged with protecting the planet.
Shadow must choose a side in the conflict by
completing either a hero mission or a villain
mission in each stage. (There is a neutral mis-
sion as well, but what fun is that?) According to
lizuka, “The basis of the Sonic series was to be
a simple game that could be played by anyone
who picked up the controller. It was basically
just going through the stage and reaching the
goal. For Shadow, we wanted to engage the
player more. To allow them to decide what
they wanted to do next.” The game’s narrative
branches based on those decisions, ultimately
leading to one of its multiple endings. “Not
only do we have a pure hero ending
and a pure evil ending,” reveals lizuka,

3 6 NINTENDO POWER



€€ For Shadow,

we wanted to engage
the player more.”

Stuff blows up real good in
Shadow the Hedgeho

“but because you can switch allegiances
throughout the adventure, there are addi-
tional branches as well. They all explore the
question, ‘Who is Shadow?’ ‘What is the rea-
son for his existence?””

As the mysterious hedgehog pursues his
objectives, destroying GUN soldiers and Black
Arms invaders will fill his Dark Gauge and Hero
Gauge, respectively. Once a gauge is filled,
Shadow can unleash the corresponding Chaos
power. The heroic Chaos Control propels him
safely through the level at astonishing speeds
(even by Sonic standards), while the villainous
Chaos Blast immediately vanquishes every
enemy in sight. The protagonist’s affiliation
also determines the “mission character” that
accompanies him through the level. These
helpful escorts offer advice on how to com-
plete the selected mission, and in some cases,
will even fight alongside Shadow. In one level,

doing evil deeds partners him with a tentacled
Black Arms monstrosity called Doom’s Eye,
while battling for the forces of good brings
Sonic to his aid. A number of other familiar
faces will make an appearance, as well. “We
even included Team Chaotix,” lizuka admits
with a chuckle.

To help Shadow make the most of his solo
debut, the team created an all-new graphics
engine from scratch. “The previous engine
that we've been using for Sonic is the same
engine we've been using since the first Sonic
Adventure for Dreamcast. It didn’t allow some
of the things that we wanted to do,” explains
lizuka. Those things include destructible envi-
ronments and a host of new special effects.

So what does the future hold for Sonic’s
archrival? “If this game is well received, we'd
like to give Shadow his own franchise,” says
lizuka. Just don’t expect any Happy Meals.




More of a Good
Thing: while shadow
forges a new path on the
GCN, Sonic Rush is set
to deliver a good old-
fashioned side-scroll-
ing tour de force on
the Nintendo DS. “We
wanted to keep the 2-D
gameplay that debuted
in the original Sonic the
Hedgehog and has been car-
ried over from Sonic Advance,”
explains the game’s director, Akinori
Nishiyama. “We like the element of speed that 2-D delivers,
where Sonic travels so fast that he appears to bounce off the
screen.” Nishiyama heads the team responsible for the afore-
mentioned Sonic Advance series, but as excellent as those
titles were, Sonic Rush looks like it will leave them in
the dust.

For starters, the game is absolutely gorgeous, especially in
motion. Multiple layers of parallax scrolling provide the beauti-
fully drawn backgrounds with an amazing sense of depth. One
particularly striking environment is inspired by a real-world
city bordering the Mediterranean Sea. The buildings and struc-
tures are based on old-world architecture constructed with
white marble. Lofty clouds, cascading mountains and the
bright blue sea contrast against the foreground’s cityscape to
bring the scene to life. Hand-drawn visuals of this caliber have
been sorely missed, and their resurgence on the DS is wel-
come indeed.

Sonic Rush takes advantage of the dual screens by extend-
ing the playfield vertically. It was a decision that the develop-
ment team didn’t come to easily. “Until the game was pulled
together into its current form, we brainstormed countless
ideas,” recalls Nishiyama. “Some of these ideas moved away
from Sonic, because we were thinking so hard. This
caused us to revisit Sonic as a charac-
ter. What is Sonic about? Sonic is
about speed and dynamic movement.
So the current form that you see on
the dual screens is the ideal result

that expresses that
combination of
speed and move-
ment.” The result
is one of the
fastest, most frantic
games in the series,
with Sonic frequently
zooming back and forth
between the two screens.

The second playable character, Blaze
the Cat, remains shrouded in mystery,
though we do know that players will be
able to pit the two protagonists against
each other in a multiplayer battle

mode. The developers have also
promised a selection of minigames
that put the touch screen to work.
If these elements turn out half as
good as what we've seen thus far,
the game should stand out among the crowd of block-
buster releases scheduled to hit the DS this fall.

For those curious about what became of the impressive 3-D
Sonic demo shown at E3 2004, Nishiyama explains, “It isn’t
likely that we will completely discard it. In fact, you might see
some similar features implemented into Sonic Rush.”

® For boss battles, the game will occa-
sionally switch to a 3-D perspective.
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Sonic has to watch pi
ch his step.
Hedgehogs don't like getting wet

‘ ‘ We like the element

of speed that 2-D delivers, where
Sonic travels so fast that he
appears to bounce off the screen.”




Hedgehog Heritage: when Sonic
Jam, a compilation of the blue blur’s 16-bit
classics, was released for the Sega Saturn,
many fans were disappointed by the
absence of Sonic CD. The game, which origi-
nated on Sega’s ill-fated Sega CD peripheral,
is considered by many to be one of the
greatest platformers of all time. The hedge-
hog’s devotees were again left broken-
hearted when the game was omitted from
Sonic Mega Collection for GCN, then later
from Sonic Mega Collection Plus for the PS2
and Xbox. At long last, Sega will rectify the
situation with Sonic Gems Collection.

A GCN exclusive in the US, the Gems Col-
lection not only includes the beloved Sonic
CD, but also Sonic R, six Sonic
Game Gear games (Sonic
Spinball, Sonic the Hedge- 1
hog 2, Sonic the Hedge- r“ ; 15 i e
hog Triple Trouble, R T =3 SN '\P «u‘"‘#

Sonic Drift 2, Tails’
Skypatrol and Tails
Adventures) and the
first-ever console
release of Sonic the

) F2d i :
Fighters. The latter e - ! - :::::::::‘
was originally devel- = | ).,1- :

oped for the Model 2
arcade board by AM2, the
famed development team behind
the Virtua Fighter games. While it doesn’t
quite stack up to that series or the likes of
Soul Calibur, the mascot fisticuffs are
surprisingly deep, with a wide repertoire of
moves for each character. - -

The disc also contains a veritable treas- ~ Semaing LooT o igadssn
ure trove of unlockable art and two com- : : !
plete bonus games (see below). Some of the
titles have received minor visual upgrades,
as well. Sonic R boasts higher-resolution
textures than the Saturn original, for exam-
ple, and the opening animation for Sonic CD
is now full-screen and much cleaner than
the letter-boxed, artifact-riddled intro from
the Sega CD game. The only thing missing
from the collection is an option to listen to
the much-ballyhooed soundtrack from the
Japanese version of Sonic CD. Let the
begging resume.

o
i T
el

Clockwise from upper-left screen-
shot: Sonic €D, Sonic R, Sonic Drift 2,
Sonic the Hedgehog 2 and Sonic
the Fighters.

Was Fang the inspiréﬁon for Shadow
packing heat? Probably not.

Hidden Gems: in addition to the embarrassment of hedgehog-themed riches, the
Gems Collection includes two hidden games: Vectorman and Vectorman 2. Created as the
Genesis's answer to Donkey Kong Country, Vectorman is an action-platformer with pseudo-
3-D graphics that pushed Sega’s 16-bit hardware to its limits. The games seem an odd inclu-
sion since they have absolutely nothing to do with the Sonic series and weren't even
developed by SonicTeam. Both are quite good, however, so we're not complaining. You'll
unlock the first Vectorman after playing the col-
lection for five hours (remember to save
after each session), and the sequel after
seven hours, or by playing the origi-

nal for the first time.

So is Sonic Gems Collection worth
your hard-earned cash? Read the
review on page 85 to find out.

40 NINTENDO POWER




o S0

The Past, Present
and Future:

We recently sat down with
Simon Jeffrey, President of
Sega of America, to talk about
Sonic, the next-generation
consoles and Sega’s plans for
world domination. To check
out the entirety of the inter-
view, go to nintendo.com/sega.

Nintendo Power: First, can
you tell our readers a hit
about yourself and how you
came to work at Sega?
Simon Jeffrey: Yes, I've
been in the video game
business for about 18, 19
years, both in Europe and
North America. I'min the
business because I'm a
gamer. | work with games
all day, and then I go home
and play games all night.
That’s kind of my life.

NP: Some of the cherished
Sega franchises such as
Panzer Dragoon and
Shinobi haven’t done as well
as they deserved on other
consoles. With the success
of Sonic on Nintendo
GameCube, why not bring
some more of the classic
franchises to GCN, or mov-
ing forward, Revolution?
§1J: | think that’s something
that we're absolutely look-
ing at, to be honest. We're
very interested in
Revolution at the moment.
We ohviously haven’t made
any announcements, but
we, like other people, are
talking with Nintendo about
what Revolution will be,
about potential opportuni-
ties on Revolution. With
regard to GameCube itself. .
.it’'s interesting how some-
thing like Panzer Dragoon
Orta would have done on
GamecCube if it had come
out on that versus Xbox.
That’s an interesting sce-
nario. I'm not sure what
would have happened there.
A GameCube player is

very, very different from

an Xbox player.

NP: Why do you think Sonic
has enjoyed continued
popularity while so many
other popular franchises of

the 16-bit era have fallen
into obscurity?

§J: It's classic character
design. It’s the same as the
Looney Tunes characters or
the Disney characters that
were created back in the 40s
and ‘50s. So much thought
and process went into build-
ing Sonic originally back in
those days. Many of the other
characters that came out of
the 16-hit era were created in
avery reactionary way. Game
companies saw how well
Sonic was doing, saw how
well Mario was doing, and
then they all decided they
have to have the cute, wood-
land critter game. There was-
n't really a whole lot of
thought process that went
into creating those charac-
ters. Sonic has, as a franchise,
been very, very scientifically
and creatively evolved, really.
And so each iteration of the
Sonic franchise has had a lot
of thought and care and
attention and love put into it.
Soit’s really about that. it's
maintaining the integrity of

the original character rather
than just exploiting and dilut-
ing what Sonic is all about.

NP: Back in the Genesis days,
much of Sega’s success
stemmed from its unique
combination of Japanese and
Western content. Recently,
the company seems to have
renewed that philosophy.
Talk to us a bit about the
motivation behind that.

§J: The Western gaming mar-
kets have evolved ina very
different manner from the
Japanese gaming market.
And I think the word evolved
is the appropriate word here,
because the kind of games
that are being built and con-
sumed in the West are very
different from the kind of
games that we all played back
in the 8- and 16-hit days.
Whereas in Japan, the games
tend to be very similar in
terms of play mechanics to
the games back in the 8- and

|
‘ We think we’'ve

16-hit eras, but

they're just more
advanced now.

They’re more techni-
cally competent, they
have higher fidelity and
all that. So the two gam-
ing markets have really
gone separate ways, and in
order to make the most of the
Sega brand in Western mar-
kets, we feel we have to be
building content in the West
for the Western consumer.
There, quite simply, is just a
disparity of tastes now be-
tween the Japanese gaming
market and the European and
American gaming markets.

NP: New properties seem to
be having a tough time find-
ing an audience. In the 16-bit
days, I think a game like Billy
Hatcher would have been a
major success, but it didn’t do
very well in today’s market-
place. Why do you think that
is, and do you think this trend
will continue?

§J: We're pretty happy with
Billy Hatcher. I think that his-

got it right, and we’re pretty
excited about where we’re going.”

tory has shown when there’s
achange in the console tack,
when we have a new wave of
consoles comingin, it'sa
great opportunity to intro-
duce new intellectual proper-
ties and new franchises, new
brands. And Sega’s absolutely
going to be doing that this
time around. We kind of
missed the wave last time
around, and Billy Hatcher was
one of those products that
came mid-cycle, soitwasa
victim of the evolution of the
market towards licenses and
franchises and sequels. To
introduce something new and
fresh is difficult when you're
up against the powerhouse
licenses from the movie
industry, etc.

NP: This is kind of a wild idea,
but it could be very cool. At
E3, Nintendo announced that
the Revolution would have
the capability to download
NES, Super NES and N64
games. Would it be at all fea-
sible, do you think, to partner
with Nintendo and perhaps
add the Sega Genesis to that
list?

MT: That's a pretty wild idea.
(Laughs.) You should talk to
Nintendo about that.

NP: Finally, what does the
future hold for Sega, and
Sonic in particular?

MT: Well, we're aiming high.
We're aiming high for Sega,
we’re aiming high for Sonic.
We think that Sonic, as we
teased at E3, isgoingtobea
leading character on the next-
gen platforms across pretty
much all of them, we hope.
We are very happy with
where we're headed on cur-
rent-gen, next-gen, hand-
helds. .. we think we've got it
right, and we're pretty excit-
ed about where we're going.
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With Nintendogs set to make its mark
on North America, we’ve documented

the first 11 days in the life of a DS dog.
By Andy Myers

©2005 Nintendo




hether you're male or female,
young or old, adopting a puppy is
a big responsibility. Puppies need
a lot of love—otherwise, you’ll
end up with an unhappy, unresponsive pooch.
The same rule holds true in Nintendogs. In fact,
raising a pup on the DS is eerily similar to rais-
ing one in real life. It behaves the same and
needs the same things, but most importantly,

it reacts to your behav-
ior and instruction.
Having recently raised
a puppy in the real
world, I turned to my
DS to take a stab at
raising a digital doggie.

Originally bred in Germany, the
elonasted torso and short leas of
this breed give it 3 comical sir.

&$1,331.00

BEST

” You're Home!

Nintendogs is better described as an experience than as
a game. Even before you play the game, you must decide
which version to play—Lab & Friends, Chihuahua &
Friends or Dachshund & Friends—much like being at

pm—— =

kennel and deciding which dog to buy. When | fired up
Nintendogs: Dachshund Version on my DS for the first
time, | found myself knocking at the door of a dog kennel.
Inside, there were six breeds available for adoption:
miniature dachshund, golden retriever, beagle, pug,
Siberian husky and shih tzu—and a seemingly limitless
number of dog types within each breed. After much delib-
eration, | chose to adopt a female miniature dachshund.
She seemed to connect with me more than any of the
other dogs at the kennel, and I just couldn’t say no to
those long, floppy ears.

1 was excited to introduce my puppy to her new home.
When we arrived home, however, she just sniffed
around nervously. The only thing that seemed to put
her at ease was the sound of my voice, so it seemed as
good a time as any to give my dog a name. | thought I'd
try out “Lucy” and see how she reacted. | said the name
a few times into the DS microphone, and Lucy started to
notice that | was addressing her. We were communicat-
ing for the first time, and Lucy was enjoying it. | reward-
ed her by gently petting her head with the stylus.
Before | knew it, she was feeling right at home. I provid-
ed her with food and water that | had purchased from
the pet-supply store, then left her alone for a while so
she could get to know her surroundings.

Lucy! Hey, Lucy!
Good Gir.

Though Nintendogs behave similarly
to real-life dogs in almost every
respect, there are some behavioral

patterns that make sense only on
the DS. For instance, rewarding Lucy
is often as easy as petting her with
the stylus. Milo, my pup in the real
world, isn’t quite as receptive to the
plastic stick.

‘.A. e
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Whereas in most video games you learn as
you progress, in Nintendogs you're doing
the teaching. If you are clear, concise and
consistent when communicating with your
puppy, it will respond to you. During our

second day together, | decided to try my
hand at teaching Lucy some very basic
commands. | read through the dog-train-
.ing manual that I found in my inventory,
and opted to start with something simple,
like sitting. | gently slid the stylus down-
ward from Lucy's back and used the words
“sit down” when she performed success-

. The Student
(2" Becomes the Teacher

fully. After repeating this technique a few
times, Lucy began to associate my words

with her action. Eventually she was sitting
at my command.

Inspired by that success, | thought I'd
take a shot at some more-difficult tricks.
By the end of the day, Lucy was sitting,
shaking and lying down consistently. |
tried to teach her to spin around as well,
but she was too tired to learn any more
tricks. We practiced the tricks we'd
already learned, she ate and we played

fetch until she was pooped. Before shut-
ting down my DS for the day, | headed to
the pet-supply store and picked up a
handsome new collar.

AWwalkin
the Park

There’s only so much doggie fun you can
have within the confines of your home.
Nintendogs puppies need to get out of the
house, too! I've taken Lucy outside a cou-
ple of times, but we haven’t gone far.
Today we will try to make it all the way to
the park and back.

When I'm walking Lucy, she often stops
to...um, take care of business. And Lucy
moves fast—I need to be quick

to clean up her mess before we continue.
While en route to the park, we ran into
another dog and his owner. Lucy was very
excited to play with another pooch for the
first time outside of the kennel. The dogs
wrestled for a minute or two, then we
moved on to the park.

Because the park was empty, we decid-
ed to practice our disc-catching skills.

Using the stylus, | threw the flying disc for

L]
pay Die Fleas,
®
4" Die!
On our fourth day together,
Lucy was scratching herself
constantly, and every once in a
while | could see tiny black dots

jumping off her fur. Ick! Lucy
has fleas! I hurried to the pet-

supply store and picked up
some Long-Hair Shampoo to
give Lucy her first bath. Using
the stylus, | scrubbed her down
with a sponge then washed off
the soap, being sure not to
spray water in her eyes. Once
she was clean and back at her
normal routine, she seemed
much happier, and was more
willing to perform tricks. I'll
have to remember the positive
effects of bathing when we
enter competitions.

Don’t Look a Gift Puppy
in the Mouth

In Nintendogs, your pet will sometimes find presents and obedi-
ently bring them to you without hesitation. Milo, however, is more
likely to tear up—rather than give up—a found gift.

Lucy, but Lucy is still a wee pup—I needed
to start with shorter throws within her
range. If I throw it just right, she can leap
and catch it midair. (What a good dog!)
Lucy picked up disc-catching quickly, but
sometimes she had a difficult time
remembering to bring it back. She tired
out after a dozen or so rounds, and we
headed home. On the way home, Lucy
stopped to sniff the spots that she used
as toilets on previous walks. Sometimes
she even felt the need to lay down
another coat.
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Practice, Practice,
Practice

By Day 5, | had already taught
Lucy all the tricks in the training
book (though the book explains
that there are many more tricks
to be learned). To help Lucy feel
good and ready when we enter
our first competition, I've desig-
nated today as practice day.

First, Lucy and | walked to the
local gym to practice her agility
skills. The gym has a doggie
obstacle course similar to the
one used in the competition.
Using the stylus, | guided Lucy
through the course’s twists and
turns. Her short legs made it
difficult for her to jump the hur-
dles, but eventually she got it.
She seemed happy just to be
trying something new.

After our visit to the gym, we
walked home to work on Lucy’s
obedience tricks. She was very

Girl!

After two full days of practice, today is the
day. | decided to enter Lucy in all three
competitions. We are running low on
funds, and competitions are the best way
to earn money in Nintendogs. If we win the
gold, maybe I'll buy another dog for Lucy
to play with, or remodel our home! Before
heading for the competitions, however, |
spent some quality time with Lucy, making
sure that | bathed and fed her. | even put a
ribbon in her hair—you never know what
will make an impression on the judges.
We entered the flying-disc competition
first, and Lucy was incredible. Success is a
team effort: It’s up to Lucy to catch the
disc, but it's up to me to throw it a distance
and height that are reasonable for Lucy’s
skill level. On one throw, | thought | had
tossed the disc too far, but Lucy moved
her little heinie and made a spectacular
catch. Her extra effort earned us the gold
medal and a good chunk of cash. Next was

the obedience competition. Things were
going well until a spin trick came up. |
couldn’t get Lucy to stop spinning for a
good four seconds, and the judges docked
us big time for it. We walked away with
the bronze. By the end of the day, though,
we'd earned enough money to put us in
the dog-shopping market.

receptive to my commands. I've

been trying to mix up the moves so that she doesn’t get into a rou-
tine. I taught her how to perform a spin by moving her tail with the
stylus until it caught her attention—she learned it quickly because
she likes to chase her tail anyway. But recently she’s been spinning
even when | give her a different command, and it’s often hard to get
her to stop once she starts. | think we've got a good shot at taking
home the gold in the obedience trials, but I'll cross my fingers that
there aren’t many spin tricks on the agenda.

Our last order of business for the day was flying-disc practice. There
are two parks in our neighborhood that are great for this. When map-
ping out our route
with the stylus, |
made sure to go to
an empty park (it's
difficult to practice
with other dogs

|tieme]

A New Day,
a New Dog

On our ninth day, | decided to use our hard-
earned money to purchase a black-and-
white pug as a companion for Lucy. He was
very apprehensive when | brought him
home, and Lucy wasn't helping by chasing
him around the house. I dropped Lucy off
at the dog hotel so I could spend some
time alone with my new pooch. | named
him Arlie and taught him to sit and lie
down. By the end of the day, Arlie and
Lucy were the best of friends.

running amok). We
played with the fly-
ing disc until Lucy’s
little legs could
fetch no more.

Toilet Humor

Everything costs money in Nintendogs, including water. Milo is not
as picky about what type of water he’s willing to drink.

Is Easy

1 usually keep my DS on Bark mode
when I'm not interacting with Lucy or
Arlie. On my eleventh day with
Nintendogs, | was surprised when my
closed DS barked at me. Another dog
and trainer were within wireless
range! | opened up my DS and found
NOA Pete’s dog, Yoshi, ready to play. |
had Lucy bring Yoshi an extra collar
from my inventory, and the two pups
played together in the park for hours.

Eleven days into my Nintendogs
escapade, I've only scratched the sur-
face. Much is left to unlock, including
a long list of breeds and items exclu-
sive to the US versions of the game.
And there’s still plenty to experience
with the puppies | already own. Every
day is a new day in Nintendogs.

Meeting People
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= Pokémon XD:
Galeof
Darkness falls
this October.

Until then,

savor a sweet
sip of things
to come.

By Scott Pelland

ews flash! The Pokémon powers are protecting

information about the upcoming Pokémon XD:

Gale of Darkness for Nintendo GameCube in a
sealed vault hidden somewhere in an eXtra Dimension—
hence the name XD. Yes, X marks the spot, but it would
be easier to bust into Fort Knox than to persuade the
keepers of XD’s secrets to disgorge what they know.
Fortunately, Nintendo Power has “alternate” means to
ferret out the truth. We have the game. So after piecing
together what we've learned from our early Japanese
version of XD, from scraps we've “discovered” in the
shredder bin of Nintendo’s chief keeper of Pokémon

ments so far released, we've got tantalizing tidbits to

reveal here and now.

goodies, Gail Tilden, and from the few official announce-

INTRODUCING...

It's new and looks a bit treeish, but it’s not an
Ent. What is it? It's Bonsly, the pre-evolved form
of Sudowoodo. Pronounced “bons-lie,” the
Pokémon looks like a sort of bonsai
version of Sudowoodo. Bonsly’s not
playable in the game, as far as we
can ascertain from pasting
Gail's memos back togeth-
er, but it is scheduled to
appear in an upcoming
Pokémon film.
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AND THE XL

EEVEE CHOICES

Everyone loves Eevee, the multifaceted
little Pokémon that evolves into one of

five different forms. You'll
begin the XD adventure witha g
faithful Eevee at your side. A
gift from a mysterious sailor
(don’t say we didn’t warn you) will

determine the evolutionary fate of
your sidekick. Choose wisely! XD features
Double Battles, so your Eevee will have to
team with other Pokémon you Snag along the
way. Sending strategically complementary teams
into battle will give you the edge.

BREAKING NEWS

The story is conveyed with brilliant cinematics, which
sometimes take the form of television programs and
news reports and at other times are live events in
which your character participates. A lively sound-
track and good pacing make these story segments
something you won’t want to click or snore through.

SCOOTIN’

Who doesn’t love buzzing around town, or an entire
region such as Orre, on a spiffy scotter? The main
character’s set of wheels gives him freedom to zip
between important locations without all the tedious
hoofing and pedalling found in Game Boy Pokémon
games. Once you've learned about a new location
from someone in the game, you can motor over and
check it out. You can ride back and forth with
impunity, returning to locations as often as you
want in your quest to speak to everyone and look
everywhere.

TRIPPY CHARACTERS

Check out the hair! Check out the clothes! The
game’s main man (shown to the left) isn’t the
only fashionable character. Some memorable
characters return from Colosseum, like Team
Snagem and Miror B. (Rumor has it perhaps
several hundred characters are in the game.) A
character cast of that size is right up there with
Final Fantasy games, which leads me to make
the following outlandish assertion: Pokémon
XD will be adopted by legions of RPG fans who
have secretly longed to play Pokémon. It will be
the Trojan horse of Pokémon.

LOTS O’ LEGENDS

In the end, it's all about the Pokémon. You're nothing
without them. Imagine King Arthur without Excalibur
or Luke without the Force. And the more powerful
the Pokémon, the better. We've learned that the leg-
endary bird Pokémon—Zapdos, Moltres and
Articuno—provide electric, fire and ice power aplenty.

—

DARK SHADOWS

They've been corrupted by the likes of the Cipher
organization and twisted into dark, evil beings that
cast shadow moves of great power against normal,
well-adjusted and socially responsible Pokémon.
Fortunately, as an agent of change and goodness,
you'll be able to restore Shadow Pokémon via a
Purification Ceremony or the more technical (and
speedy) Purification Hall. If you played Pokémon
Colosseum, you'll be on top of all this stuff. For new-
bies, it’s a weird twist on Pokémon games of the
past. You don't collect Pokémon in the wild at all. In
fact, you have to Snag them—nobly rescuing them
from naughty Trainers using a special Snag Ball.
once you've snagged a Shadow Pokémon, you'll
have to forge strong bonds of friendship and trust
with it before it's ready to return to the light. In the
meantime, the Shadow Pokémon can use its cool
shadow moves in hattle.

LOTS O’ LINKS

Like Colosseum before it, XD will offer linking oppor-
tunities. In addition to linking up for multiplayer bat-
tles, you'll be able to transfer your best fighters from
other Pokémon games to XD. You can even import
and battle with the main character from the FireRed
and LeafGreen versions. If you need some practice in
dual-battling, you can pop into the simulator to test
yourself against tough CPU-controlled Trainers.

SHADOW LUGIA

It’s big and shadowy, and it’s to
others terrifying the region, steal-
ing ships and causing panic, para-
noia and heartburn. It’s got to be

stopped, and you're just the Trainer to
do it. Of course, you can’t get started until
October. Sorry. The wait may be agony, but it will
be worth it.
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IBIROS. OF

With Bowser in the batter’s box and
Chain Chomps in the outfield, Mario
and Co. face the summer heat in
Mario Superstar Baseball.

By George Sinfield
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Matchup Spatlight

Play at
the Plate

Baseball is a game of anticipation. Tensions
build as duos with histories go face-to-face.

and a customized bat: Magikoopa’s wand, King
Boo's ghostly scepter, Petey Piranha’s long, leafy

Here’s the pitch. Bowser can’t

lick Mario in a fight, so he has
challenged the big red machine
toaduel onthediamondina
Nintendo-published, Namco-
developed baseball free-for-all
for GCN. The multiplayer arcade
action sizzles in August.

ou know that the brothers Mario always
y show up to play. They've done it in hit after

monster hit. Princess Peach and Donkey
Kong have game, too. And the Goombas, Shy Guys
and grass-skirt-wearing Piantas of Delfino Island?
Everyone has a chance to step up in Mario
Superstar Baseball. With intuitive controls, a fast
pace and a full slate of modes and minigames, MSB
is like Mario Party on the diamond—great for sin-
gle-player gaming, but also for two players in exhi-
bition games and four players in minigames and
Toy Field mode.

You choose a captain from 12 stars, such as all-
around athlete Mario, power specialist Bowser Jr.
or speed demon Yoshi, and select teammates from
dozens of Mushroom Kingdom residents. Every
character contributes with a unique set of skills

Some MLB stadiums af
windy, but whirlwinds2

arms and Donkey Kong’s boxing glove.
Pitch the ball with a tap of the A Button, or

charge it up and let it go for more speed. A perfect-

ly timed release ensures both power and control.
Move the ball left and right in midair or change its
speed by manipulating the Control Stick. Hitting is
acinch, too, and success is all a matter of timing.
Pull the ball, hit it to the opposite field, lift it or
knock it on the ground. The game is strong in all
other baseball basics, as well-fielding is clean,
tossing to bases simple and baserunning easy

to manage.

More than any other pastime, baseball is known
for its quirky confines. MSB takes that tradition to
the extreme. Mario Stadium is a pristine field of
dreams, but Wario’s desert-themed park is more
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Diamond Expedition
Realistic baseball sims offer season play. MSB
gives you its own twist on the concept with
Challenge mode, a single-player stadium tour that
allows you to accumulate special items and
teammates on your way to the ultimate
showdown against Bowser’s squad. You
select from five characters—Mario,
Peach, Wario, Yoshi and Donkey Kong—
and their premade teams. Starting at
your home stadium, you travel on an
overview map to the opposing stadiums
and speak to wandering individuals to
take on minigame challenges. After you
win a ball game, the members of the los-
ing team join your club. Victory ina
minigame earns you coins that you can
use to purchase attribute-enhancing items.

During Challenge-mode games, certain at
bats, or groups of at bats are singled out as special
missions for your team. The goal may be to strike
out consecutive players, for example, or slam one
into the bleachers. If you succeed, you'll earn a
prize that will improve your chances to win the rest
of the way.

Challenge mode’s four increasingly difficult
tours each test your ability to win in the
clutch.

the stuff of nightmares, with lurking Chain Chomps
and whirlwinds that swallow up long fly balls and
deliver them to outfielders. A river runs through
Donkey Kong Jungle, as do barrels that aim to flat-
ten fielders on the run to catch the ball. The Peach
Garden field is loaded with manicured shrubs that
obscure the ball and turn long singles into triples.
Yoshi plays host on a diamond that has a Piranha
Plant problem, where fielders compete with
foliage to snag bloopers. Another stadium, shroud-
ed in mystery and filled with it's own dark secrets,
is Bowser’s realm.

Challenge mode is a
four-tiered adventure.

four players in a
Mario Party mood.
it Putting the Funin

Fundamentals

A handful of minigames—all four-player-friendly—
give you a crash course in baseball basics and pro-
vide loads of one-upmanship-oriented entertain-
ment. Bob-omb Derby is a power-hitting clinic in
which long bombs turn into firework displays.
Barrel Batter has you hitting containers with line
drives to test your batting accuracy. More

minigames examine
Part a,dven baseba" base- i i
fure, part BOREOR,  ovseysanam;
Challenge mode is a rumble through
the Mushroom Kingdom with an ever-

the diamond for jewels),
your pitching-power

expanding roster of heavy hittersand

power pitchers.

control (with a wall-
breaking exercise) and
your ability to throw to
first, second and third
base (by tossing eggs at
three Piranha Plants).
As in Challenge mode,
every minigame has four
degrees of difficulty.
After you reach a goal at
one level, you can try
the game at a more
advanced tier.

The game’s
most room-elec-
trifying four-play-
er activity is Toy
Field mode, an
action-packed competi-
tion for coins on a but-
ton-and-panel baseball
field. While the batter
aims for outfield panels
that denote different
types of hits and trigger

Right Stuff
\ Every character has special moves
that you can save up for crucial situa-

tions. The powers are in step with
each participant’s personality.

.(

STt
When DK pitches with his special
power, a banana boomerang cre- |
ates the perfect slid

Bowser’s specialty
§ is aBullet Bill
blast. Those aim-
ing to catch it are
in for a surprise.

Yoshi’s egg pitch bounces
unpredictably, causing
opponents to scramble.
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special events, the rest of the players try to field
the ball. The participant who records the next out
will then have his turn at bat. A panel emblazoned
with a question mark sends slot machine wheels in
motion when it’s hit. If all three wheels stop on the
image of a shell, a Koopa shell will appear and
steal coins from the leading character. If the slots
stop on sevens, all of the panels will turn into
home-run panels for the hitter’s next at bat.

Plug In and Play Ball

The trend for baseball games over the past several
years has been toward realistic simulation, result-
ing in many hours of MLB-level intensity for hard-

core players. Of course, sometimes you just want

Who needs an exploding score-
board w!

to hit, run, field and have a crazy competition with
your pals. Mario Superstar Baseball fills that need

with easy, arcade-style play and a bunch of rollick-

ing ball-playing modes. It’s old-school baseball
gameplay with new-school graphics and extras.

If your game needs some brushing up, you can
learn all of the nuances of pitching, batting, field-
ing and running in the training mode. But the best
way to learn is just to play.

All of the famous characters
from Mario games past par-
ticipate, as do some char- e
acters that you may not J
have given much f
thought, such as
the Dry Bones
character that
appears in
haunted hous-
es, and babies
Mario and
Luigi, who will next

Randy Johnson made a career of

power pitchingas a\/gmkv \efty,
) wr!y__ not Waluigi?

appear in Mario and Luigi 2 for the GBA.

The game also sets up lots of tense drama
with special camera angles and graphic treatments
during gamebreaking situations and between char-
acters who have histories with each other. Every
matchup has the significance of game seven of the
world series, and it all leads to Bowser’s challenge
for the ultimate baseball blowout. When the Major
League teams are making their runs for the pen-
nant later this summer, the MSB stars will be play-
ing for the pride of the Mushroom Kingdom.
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ooking for a career change but don’t
want to go through the rigamarole of
learning a new job? We skip medical
school and head straight to the operating
room in Trauma Center: Under the
Knife, and examine four other professions
we’d like to try on the DS.

—By Steve Thomason

NO EXPERIENCE NESESSARY

With the video game medium primarily steeped in war
and violence, isn’t it about time we had a game that
focuses on healing? A game that glorifies those who stop
the bleeding rather than those who cause it? The fine
folks at Atlus thought so, and have answered the call with
Trauma Center: Under the Knife. Placing you in the scrubs
of a young surgeon, this unique DS title lets you save lives
(hopefully) by performing a variety of medical surgeries.
using the stylus. Since most of you are likely not doctors
in real life, an assistant occupies the upper screen and
walks you through the first couple of surgeries. After
that, you're on your own; she’s merely there to keep you
apprised of the patient’s condition. All of your instru-
ments are displayed as touch-sensitive icons on the bot-
tom screen, giving you quick access to each one. Things
start fairly simple, but you're entrusted with more com-
plex procedures as the game progresses. By the time
you're finished, you should be able to answer in the affir-
mative next time someone inquires if there’s a doctor in
the house. To give you a better idea of how a typical oper-
ation plays out, we'll go through one step-by-step on the
next page.

Don't expect a serious PC-style
sim, though. Trauma Center com-
bines the life-and-death drama of the
operating room with tongue-in-cheek
story sequences that feel like an
episode of ERrun through an anime
filter. And since the game is set in Los
Angeles, you can rest assured it will
involve copious amounts of flirting
with attractive nurses. If you're look-
ing for something a bit different in
your gaming regimen, Trauma Center
should definitely fill the prescription.
Unfortunately, we have yet to discov-
er a cure for the excruciating wait
leading to the game’s fall release.

OPERATION SCORE
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f:rlllll‘:e day-to-day operations 9( a ma}uor
casino via your DS. Your dutiesincluding .
hiring staff, making the high-rollers feel x _(
welcome and dealing with the §tatfe gaming &
commission. In addition, certain “prob-
lems” may arise that require your atten-
tion. Most of these little inconvgmences
can be delegated to your associates, but
some require amore hands-on approach.
You may, for example, have to t.)eat aman
unconscious with a phone TECEI.VEI' from L
time to time. It’s all part of the job. (

Short-order Cook
Choose from one of three
order cooks, each wi
battle for suprema
the DS touch scree|
delectable burgers
sampled by human
essence for your hy
work quickly. And e
pared to the diner’s
You will betra
the cafg,

! legendary short-

ith his own Specialty, and *
Cy of Café Mario, You
N to assemble the most
and sandwiches ever é
taste buds. Time is of the ¢
Sy patrons, sg you must
Very order myst be pre- {
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confirmed at

SCALPEL!

The patient has been diagnosed with a distal stomach tumor. The tumor is benign, but it's grown rapidly and
started to hemorrhage. Use the Powell Procedure to remove the tumor before it becomes malignant. 1) The first
step is to disinfect the incision point with an antibiotic gel. 2) Carefully make an incision along the abdomen.
Fortunately, the patient is in good shape, so you don’t have to cut through a bunch of flab. 3) The patient’s vitals
are dropping! Inject his stomach with some sort of mysterious green fluid (Mountain Dew?) to stabilize them.

4) Use an ultrasound to locate the tumor. 5) Make an incision over the center of the tumor to expose it. 6) Before
excising the tumor, drain the cytoplasm from it to reduce its size. 7) The tumor will begin to produce more cyto-
plasm immediately, so quickly cut it out with the scalpel. 8) Once you've isolated the tumor, remove it with the
tweezers and place it in the tray. 9) To stop the bleeding, place a synthetic membrane over the incision. 10) Apply
antibiotic gel to the membraneto meld it with'the stomach tissue, then rub it in to help the process along. Resist
the urge to poke the patient in the stomach like the Pillsbury Doughboy. Though endlessly amusing, that kind of
behavior is considered unprofessional. 11) It's time to close him up. Suture the incision in a zigzag pattern.

12) Disinfect the stitches with aritiobiotic gel. 13) To finish the operation, apply a bandage over the suture.

14) After the procedure, you'll receivea score based on the patient’s vitals, how long the operation took and your
overall performance. Points are deducted if you accidentally leave your car keys in the patient’s abdomen.

LET'S BEGIN THE OPEI‘OlL__,_

ertising Specialist

ll::':avl:)::‘t'alents Eo use for local bu'sinesse§ t;y
bringing their advertisements t0 life. A pan:o
program'on the bottom sc.reen al'lows you b
create your own custom signs using the stylus.
Afterward, you'll hit the streets apd Qerfm;‘m
various dance moves while shouting mvto the
microphone to attract passersby: pon't get
carried away, though, or you'll frighten
potential customers.

Attention meter

20th-Century Soviet Leader

As a Soviet leader in the Cold War era, it’s
your duty to build a strong Soviet republic
and protect it from the corrupting influence
of capitalist pigs. Use the press to control
information, and manipulate third-world
leaders to further your cause. If you feel the
international community isn’t showing proper
reverence to your country’s enlightened ideol-
ogy and unparalleled military might, head to
the United Nations and bellow vague threats
(via the DS microphone, of course) while
banging your shoe on the table.
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THE LEGEND OF ZELDA: TWILIGHT PRINCESS

So much demo, so
little time. That’s
what E3 crowds got
when taking on the
 four Zelda demos,
each with a 15-minute
cutoff (rude?). Few
people reached the
far ends of two of the
demos, but we played
them until we wit-
nessed their shocking
conclusions. Here’s
 the scoop.

. T
"See no evil. Hear no evil. Speak no evil. Unle

you'red P thahatiromh

EORIECT TIEMBLE NIZN M.

FOREST TEMPLE DEMO: SPANK THE EVIL
MONKEY? NOT IF WE DIDN'T MAKE TRACKS.

1. save a chimp, cross a gap. Save all four, cross the chasm.
And it took speedy dungeon-busting to get ‘em all.

Z. Once over the gap, we landed safely near the last door.

3. Inside, we found ourselves in the lair of a crazed baboon
with the latest in pulsing, cel-shaded headgear.

It The baboon lorded over the room with its boomerang.

9. But one pillar bash, distracted baboon and return-rang
collision later, the creature toppled to the ground, where
we could go medieval on the cheeky monkey.

0. After a few mass whippings, the baboon fell at last . . .
7. ...and came to his senses after his cap exploded!
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ViLLAGE DiMO: HERDING CATTLE? CHASING
CUCCOS? FETCHING DOGS? WE SKIPPED
- CHORES TO REACH THE WICKED FINALE.

8. Link’s gal pal llia took Epona away after “reckless”
fence-jumping. But we zipped along to follow, a local
kid to the hidden spring to get the horse back.

9. During a tender moment between Link and llia, vile
creatures burst onto the scene and hacked down the
three villagers.

10. 1lia and colin, abducted. Link, K0’d and left for dead in

| the spring’s shallow waters.

| 11. Before thundering off, the gang leader blew on a horn,

summoning a strange portal that gashed the sky.

| 1Z. And something new hung in the air when Link came to:

a curtain of darkness, aka the Twilight Realm.

| 13.700 close! Link was gripped by more than fear!

TLIZZIZI N NI 0

Sled! Link got grabbed

han =
La 'from beyond when he stepped t00

close to the Twilight Realm.
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NATURAL
RHYTHMS
OF HYRULE

Music has the power
to soothe the savage
beast—and that pretty
much describes most
gamers. It can also
work us into adrena-
line overdrive, and
when the music hits
the heights of artistry,

KoJl it can play a gamer’s
KONDO | emotions like a key-
NINTENDO | board. Which brings
KYOTO

us to Koji Kondo, Nin-
tendo’s venerated
sound designer (and longtime keyboard
musician). He’s been at the helm of Zelda’s
music since the earliest days of the series,
and he’s currently taking on what he calls
one of the biggest challenges of his career,
capturing the rich range of emotions in the
dark world of The Legend of Zelda: Twilight
Princess. While the music of the upcoming
Nintendo GameCube epic is still in the
works, Kondo brings NP readers a unique
look into his musical world by chatting
about his past, Zelda’s present and the
highly unusual process of creating orches-
trated music for the E3 Zelda trailer.
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Sound of Success
When | attended E3, it was
eye-opening for me to see the
incredibly long lines that peo-
ple endured to enter the
closed-off Zelda area of
Nintendo’s booth—seeing peo-
ple’s reactions, it was pretty
clear that Zelda emerged
from E3 as possibly the most
anticipated title in North
America. But, most of all, |
recall walking through the pri-
vate re-created forest area
and dungeon zone by myself,
truly appreciative that fans
could hear our fully orches-
trated E3 Zelda trailer music
loud and clear—without all the
noises of the main floor.

With the trailer music being
S0 moving, it was no surprise
that | was asked—during sev-
eral media interviews with
journalists at E3—if we plan to
use an orchestra for The
Legend of Zelda: Twilight
Princess music. Honestly, it
hasn’t been determined yet,
but I would really like to push
for it. In the process of
recording the trailer music,
I've gotten back in touch with
how music from live instru-
ments can be extremely pow-
erful. Even when I've spent
countless hours creating digi-
tal music with complex layers
for Nintendo'’s games, artifi-
cial sounds just can’t beat the

The crowds at E3 got the
first chance to hear the
score put to the debut of
the Zelda trailer . . .

real depth and expression of
live instruments. Recording
the trailer has really encour-
aged me to explore the chal-
lenges of orchestra music for
the game. Since game devel-
opment is still proceeding, we
can't yet look into the details
of how a full orchestra could
be specifically used—we just
can't discuss it until we reach
a certain degree of the
game’s development. But, for
the moment, | can dream big:
I'd love to use a full 50-player
orchestra to capture the hig
action scenes and an intimate
string quartet for the more
lyrical moments in gameplay.

Back when album
covers still had great
art, one of Kondo’s
faves—Emerson,
Lake & Palmer—
released Brain
Salad Surgeryin
1973.

E3 Trailer = Zeda Ear andy
v

... but you got to own, see
and hear it for yourself with
last issue’s free DVD. Take
another listen: want a sym-
phony to back Link up in
the game?

Shocking Origins

I actually got my start with
electric keyboards, way back
when [ was only five years
old. Though | also studied
piano, the true backbone of
my musicality is on key-
boards. When I was in junior
high and high school, I really
pushed my skills in a cover
band that played jazz and
rock music—mainly the songs
of Deep Purple, as well as
Emerson, Lake & Palmer,
which some people back then
really considered some of the
most progressive sounds in
rock. Even though my band-
mates grew out their hair
really long in tribute, I didn’t
go that far to copy my
favorite bands! Recently, I've
started to study the cello. I've
had a sharp interest in the

The members of Kondo’s
band surely played Deep
Purple’s 1972 Tokyo concert

LP, Made in Japan, until

their record needles wore

down to a nub.




I'd love to use a full 50-player orchestrato

really round, deep sounds of
the cello. Who knows? The
cello might open up new
ways of thinking about music
for me that might prove valu-
able for my work at Nintendo.

These days, there are lots
of people who want to create
music for video games. New
people join my group every
year. Truth be told, | was the
first person ever hired by
Nintendo for the specialized
purpose of creating music for
our games. It was 1984, the
second year for the Famicon
system in Japan. I'd wanted
to work in some kind of music
career, and I'd heard that
Nintendo was looking for
someone to fill a music posi-
tion. They hired me—what a
lucky break! I had some expe-
rience creating music via
computer before | joined
Nintendo, so it wasn't a
stretch for me to produce
music for video games,
though I did need to learn
some programming for the
first time in my life.

Zelda versus Mario
I've been involved with Zelda
since the first game, released
on the Famicon Disk System
in Japan. That was a very
tough project, since | had to
create brave, gallant music
through a small number of
sounds, and it took a long
time to complete. Generally,
my style is to present a com-
position for feedback when
it's complete, not ask for
ideas along the way. So when
| presented my ideas to Mr.
Miyamoto for that first Zelda
game, he fortunately called
for only one change—the
music for Link’s warp. | had to
re-create that sound several
times before it got the green
light, since it was very chal-
lenging to express the warp

" capture [Twilight Prince

Play using @ and' @; © to Stop.
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Ocarina of Time

Such simple melodies, but Kondo found just the right ones to
carry Link through Ocarina—and become video-game legend.

5o simply. Another major
challenge in my Zelda history:
creating the ocarina music in
Ocarina of Time. I had to cre-
ate all of those memorable
tunes with only five tones of
the classic do-re-mi scale.
Specifically: re, fa, I3, and ti
(and the higher-scale re).
Since each of those songs,
like Zelda’s Lullaby or Epona’s
Song, had a particular theme,
it was quite challenging, but |
think it all felt really natural
inthe end. Then as soon as |
was finished with those
Ocarina songs, | had to create
even more for Majora’s
Mask—I got a lot of mileage
out of just five tones! We're
also exploring some music-
oriented gameplay ideas for
Twilight Princess. In the E3
demo, people saw and heard

that Link plays a reed pulled
from the grass to call a hawk;
reed music was in the initial
development concept for
Ocarina, but we ultimately
didn’t use it. What instrument
might Link play in Twilight
Princess? For now, it’s going
to remain a secret.

I've also worked extensive-
ly with the music for the
Mario series. Mario’s an
action game, so it's vital that
the music sync up directly
with game control. In Zelda,
however, it's more important
that music match up with
each environment and create
the atmosphere of each loca-
tion. Which kind of music do |
like more? A very difficult
question. In general, creating
the music for Zelda is far
more challenging.

Another interesting factor
is that music creation can
vary by hardware, too. For
example, the speaker on the
DS is smaller than that found
on televisions or home the-
ater systems, so the bass
sounds are more difficult to
achieve. But I think I'm most
inspired to create when I am
creating under limitations—
whether it’s by system or by
musical theme.

s5's] big action SCBNES .-«

Making the

Zelda Trailer

The process of creating the
E3 trailer was fascinating.
Three people (including me)
each composed a different
approach to the trailer’s
music. Then we asked one of
Japan's most extraordinarily
gifted composers and music
arrangers, Michiru Oshima, to
work her magic on all three
pieces, envisioning how an
orchestra could wrap its
many instruments around the
general music. We then
recorded each of the three
orchestrations with famed
conductor Yasuzo Takemoto
on hand, who you might
know as the conductor who
stood command over the
amazing 2002 Smash Bros.
concert in Japan. | did have a
chance to personally conduct
when we recorded a chorus
for one possible version of
the trailer. Though I'd studied
music, | hadn’t studied classi-
cal music, so I'd never used a
conductor’s baton before

Meeting of the musical minds: Koji Kondo (right) joined

(outside of the one in The
Wind Waker, that is!), and it
was incredibly fun.

I actually consider Michiru
Oshima one of my musical
idols. She’s a tremendous
musician. Coincidentally, she
attended the same music
school where | studied key-
boards and piano, and she
won a major competition at
elementary-school age—and
even held concerts overseas
at a very young age. | have
enormous respect for her,
and | consider myself very
fortunate to have worked
with her on the trailer proj-
ect. As | always imagined,
she’s a genius. Actually, peo-
ple often have the mispercep-
tion that women composers
and arrangers can't conceive
really epic, powerful, “mascu-
line” music, but they couldn’t
be more incorrect. She’s
among the best Japanese
musicians who can create
such grand impact.

famed conductor Yasuzo Takemoto and arranger Michiru
Oshima to conjure the magic for Zelda’s E3 trailer.
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Conductor Takemoto brought the best out of the Super Smash Bros. orchestra in 2002; this
year, he pulled another majestic performance from his musicians for the E3 Zelda recordings.

Zelda Travels the
World Beat

You may have noticed that
the music for each game in
the Zelda series has a slightly
different vibe. Majora’s Mask
had an exotic Chinese-opera
sound; and Wind Waker had
sort of an Irish influence on
its music. As we started
thinking about the music for
Twilight Princess, | got some
guidance from the develop-
ers that they'd like music
reminiscent of eastern
Europe, bringing in an
ensemble of percussion
instruments, and simultane-
ously I heard that they might
like to hear more modern
music employed for the
game. At that time, | couldn’t
really envision what they
were asking clearly—I
assumed that they might like
a Gypsy vibe. Creating Zelda
music always involves learn-

ing for me, since | can't create

all of the music for the wide
variety of environments
based simply on what'’s
already inside my head. |
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always do extensive research
and soak up as much music
as | can to expand my vision.
Then, after all of that, |
always find it much easier to
create music that I couldn’t
before.

The Cart Before

the Horse

Like I said earlier, music cre-
ation simply can’t start until
game development has
reached a certain level. | usu-
ally play game prototypes
before attempting to capture
the right feeling for its music.
The results aren’'t good when
you complete music before
the game is finished. Once,
when | was working on very
tight deadlines for Super

Kondo won't get snowed
again, not after the “Mario
snow stage” incident.

Mario 64, | was asked to pro-
vide “snow stage music,” so |
went ahead and created

the soundtrack. Not having
seen the gameplay at all, I'd

envisioned snow falling quiet-

ly, and composed music for
that kind of ambience. But it
turned out that the actual
game was totally different,
with Mario moving around
extremely fast. A total mis-
match, so I needed to start
over from scratch and create
better-fitting music.

The Perfect Effects
My group isn’t only in charge
of music, but also the cre-
ation of the countless sound
effects that you hear in
Nintendo’s games. It's a
really important job that
we take really seriously—
though sometimes we find
ourselves in outlandish situa-
tions in the pursuit of just the
right sounds. One day, | had
to carry a hig steel pipe to
work, which wouldn’t have
been a big deal, if it weren't

that I had to take the train to
my office. Everyone on the
train stared at me in the most
curious way!

Outside of work, | don’t cre-
ate music in my personal
life—but I'm a voracious lis-
tener at home! Right now, I'm
listening to Jimmy Smith, a
musician who made his fame
bringing the Hammond organ
into the jazz world, and Joey
DeFrancesco, another
Hammond jazz virtuoso. |
also like the show-tune
soprano Sarah Brightman a
lot, since she brings classical
music, world music and mod-
ern music together so effort-
lessly. I had been dreaming
about using one of her gor-

heing used fora

|wonder what fans would
"princess ZeldaTheme™..--

geous songs for Twilight
Princess—but then I found out
that her music has already
recently been used in another
video game! But if we could
find a similar musician for the
next Zelda game, that would
be really interesting. | won-
der what fans would think of
such music being used for a
“Princess Zelda Theme” for
the upcoming game.

I've paid close attention to
what Zelda fans have said
about music in online forums,
and I've listened to the many
MIDI music files that people
have posted. It's all very
interesting. | feel like music
transcends language barriers
and crosses all nations’ bor-
ders. That will be a very
important consideration for
what we do with the music
for Twilight Princess. The
work ahead will be one of the
biggest challenges of my life,
and | can’t wait to explore the
directions that I'm sure
we’'ll be able to go once

the game is a little far-
ther along in develop-
ment. No doubt, I'll be

skipping summer vaca-
tion along with every-
one else to ensure that

Zelda will be the richest
experience possible. But |

won't mind one bit—I look
forward to helping millions
of Zelda players travel to
musical landscapes that
have never been heard
before!

think of such music
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In the age of ADD, focus takes a backseat to multitasking.
A crop of new GCN games, led by August release The
Incredible Hulk: Ultimate Destruction, contributes to

the diffusion by allowing players to go anywhere and

do anything with minimal direction and little conse-
quence. Is there such a thing as too much freedom?

By George Sinfield




"™ n the realm of open;ended games, the

Grand Theft Auto series has always hogged
} the headlines with its questionahle morali-
== ty,butseveraltitlesin recent years, suchas
2003’s True Crime: Streets of L.A. and last year’s
Spider-Man 2, have offered alternative takes on the
theme. Some call the trend “sandbox” hecause the
games have few rules and infinite possibilities.
Producer Vlad Ceraldi of Radical Entertainment
(which is developing VU Games's Ultimate De-
struction) prefers the term “playground.” Said
Ceraldi in a recent NP interview, “You have a
defined physical space with many apparatuses to
run around and play with at your leisure. Can’t
reach the monkey hars? Well, go and do something
else. Everyone’s preference is going to be different.
At no time while you are in the playground are you
stuck—there is always something fun to do and you
have freedom to do whatever you want.” Ultimate
Destruction, along with four upcoming Activision
titles—True Crime: New York City, Ultimate Spider-
Man, Tony Hawk’s American Wasteland and the
recently revealed Gun—perform a '/
balancing act between direction- Y
less roaming and strict story- 2
line. “We try not to hold the
player’s hand,” explained
Ceraldi, “but instead give
them a road map and let
them chart when and
how they are going to
go about getting to
the destination.”
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Let Freedom Ring

Few eras in American history better captured the
feeling of ultimate freedom than the 19th-Century
expansion into the West, the subject of Neversoft-
developed Gun. Project lead Chad Finley told us,
“Sandbox is totally what we were going for with the
gameplay; a real, living world. We wanted to make
sure that people would play this game for hours
and hours just having fun. And we do that at work.
You know, just spend an hour in Dodge City wreak-
ing havoc.”

Havoc is wreaked frequently in Ultimate
Destruction, as well. Said comic book writer and
author of UD’s storyline, Paul Jenkins, “Honestly,
most of my time in the game has been spent grab-
bing innocent bystanders and running around the
tops of buildings listening to them yell and scream.
I never get tired of that.” The game’s creators are
banking that players never get tired of the city-is-
your-playground concept either. Though Jenkins's
story is a compelling psychological tale with lots of
Hulk nuance, the meat and potatoes of the game is
free and open destruction.

Neversoft's Tony Hawk series began in the late
'90s with a similar simple idea—pure skating with a
light point-related structure. Although the series
delved into high-concept territory with the Tony
Hawk’s Underground games in recent years, THAW,
due out this fall, marks a return to its roots. Explains
Neversoft’s Kevin Mulhall, “American Wasteland is
less about crazy antics and more about the heart of
skating. That's one of the reasons why we based the
story around Los Angeles, the hirthplace of skate
culture.” The game’s customizable character wants
nothing more than to find the perfect grind and big
air, and he searches the width and breadth of the
City of Angels doing so. “I really get a kick out of
thrashing my way through Beverly Hills in front of all
the expensive shops and fancy malls. Shooting
through the Hollywood sign pumps some adrena-
line, as well,” says Mulhall.

It’s an old-school idea—start with fun gameplay
and activities that bear repeating. Add unobtrusive
forms of motivation, such as the destruction-point
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“Most of my
timein the
game has been
spent grabbing
innocent
bystanders
and running
around the

tops of build-

ings listening
to them yell
and scream.”

—Paul Jenkins

American Wasteland adds BMX biking to the Tony
Hawk franchise. The parts of the environment that
are created for skateboarding are bike-friendly, too.




As he did in Spider-Man 2, the wall crawler
explores every surface of Manhattan (and now
Queens) between bouts with known villains, such
as Rhino.

“American
EQEELLES

less about
crazy antics
and more
about the
heart of skat-
ing. That’s one
of the reasons
why we based
the story
around Los
Angeles, the
birthplace of
skate culture.”

—Kevin Mulhall

Marcus Reed means business asheroams the, ' .

streets of True Crime: New York City. His weapons
are not all police issue. He can-carry-two small ==
firearms at once, or one really bigone. __ .. — =

system in Ultimate Destruction and earnable cash in
THAW and True Crime: New York City, that allow the
player to purchase new abilities and items. Top it off
with selectable story and side missions, such as the
battles against Emil Blonsky in Ultimate Destruction,
the brushes with known wild west characters in Gun
and the mandatory switches between Spider-Man and
Venom in Ultimate Spider-Man, and you have balance
that is designed to appeal both to fans of open-ended
exploration and to gamers craving structure.

Morality Play

Everyone fantasizes about engaging in frowned-
upon activities—driving on the wrong side of the
road, running up the down escalator, leaving the
restroom without washing your hands. Bad behavior
is not only acceptable in sandbox games, it's encour-
aged. “Never before has a free-roaming game fea-
tured so much wanton destruction where you and
the world are the weapons,” said Ultimate
Destruction’s Ceraldi. Early in the design process,
the developers considered options other than allow-
ing the Hulk to harm civilians, but no alternatives fit
with the game’s sense of freedom. “We will never
reward you for harming pedestrians,” comments
Ceraldi. “But we still want you to decide how to deal
with this decision.”

When asked if destruction free of consequence
fits with his vision of the Hulk, writer Jenkins says,
“Frankly, being able to smash things up and get
away with it fits with my overall vision for just about
everything. The Hulk is about wish fulfillment—
that’s why he’s such an attractive character. There’s
something very seductive about being able to
explode with rage at the slightest problem. We don’t
really do it very often, but we want to. I, for
instance, would love to pound the guy up the road
who ran over my cat. It might still happen.”

“There are many incarnations of the Hulk,” adds
Ceraldi. “There is a lot of room on the moral scale to
play with. We did not want to force one particular
version of the Hulk on everyone. We wanted to
explore different aspects of the Hulk from the entire
history of the character and then we wanted to give
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the player the choice.”

TC: NYC's main character, Marcus Reed, is an ex-
law-breaker turned police officer, giving you the
license to choose either path. Notes developer
Luxoflux’s producer Brian Clark, “We’ve come to
realize that many people like to break the rules.”
The game’s rewards system takes the player’s

behavior into account. There are unsavory ways of “The re is

making money, such as selling contraband, if you
choose the bad-cop route, and more law-abiding a Iot of room
choices if you choose the good-cop routine. “If
you're a player who wants to challenge himself and h I
follow the straight and narrow of the good cop, it 0 n t e m Ora
may be more challenging to earn cash,” muses
Clark. “But there are some alternative rewards, such scale to p I ay
as higher police ranks, that the bad cop will have a = 4
much harder time attaining long term.” th W d d

Gun is largely about lawlessness, and Ultimate WI e e I
Spider-Man allows you to control two characters t t t
that have different takes on morality. And, even no Wan 0
though THAW doesn’t have Bam Margera barreling
down the street in a grocery cart, the game still fo rce o ne par-
allows you to live on society’s fringe. 5 A

The point that game developers seem to be mak- t I
ing is that we like to think about what it would be Icu a'r "e rs I o n
like to break the rules, and that it's even sweeter f th H l k
when we can decide how far to take the idea, when o e u On
it’s not part of a get-to-the-end-of-the-level goal. eve r o n e )

Y .

You Are Here

One of the most important factors of sandbox gam- .
ing is the sandbox itself. The environment has to be —Viad Ceraldi
interesting to sustain the player’s interest. Luxoflux
has gone the realistic route. In Streets of L.A., the
designers depicted urban sprawl. “Some people
were disappointed that there wasn't a lot of differ-
entiation in the neighborhoods.” explained Clark.
His team has corrected that by relocating to the
more-concentrated 23 square miles of Manhattan in
TC: NYC, and created it street by street with the use
of GPS satellite data. “[with a slightly smaller loca-
tion than L.A.] we've been able to spend the time to
add more detail, more flavor to the neighborhoods.
So as you drive around, you get a sense of moving

{ Press O to chep your maop

[
Prass O to change your digs

Purchasing the right gear plays a part in some of
THAW'’s missions. You have to look the part to
enter certain sections of the city.
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' DUifing Ultimate Destruction’s story missions, thi

Hulk faceslenemies that are just a tad more chal®

lenging to defedtthan random soldiers and

police officers. N

The good-cop route in TC: NYC involves writing tick-
ets, and other upstanding-police-officer activities.

from different location to different location.” Clark
promises interior locations, as well. “You can enter
virtually any building. We have subways now, too,
where you can go below the surface.”

Variety is big in THAW, as well. Rather than make
a spot-on re-creation of the city, however, the devel-
opers went with more of a caricature, making sure
that each connected area—Santa Monica, Holly-
wood, Downtown—has its own flavor, and that you
notice the differences as you transition through the
locales. “The idea that you can skate from one end
of Los Angeles to the other end is going to really
change the way the game is played and perceived by
the veterans of the Hawk franchise,” said Mulhall.

Players can disassemble pieces of THAW’s envi-
ronment, such as a broadcast antenna, and haul the
items off to a skate park of their own design. Tearing
apart the city is even more important in Ultimate
Destruction. When the Hulk crashes into a building
after a long jump, he claws into the side of it and
slides, creating a two-story-tall scar. He also pounds
buildings into dust and creates weapons from rub-
ble. The developers got the idea for what they call
“weaponization” from a Hulk/Pitt comic in which the
beast crushes a car and uses it as a bowling ball.
“We started with steel fists (turning cars into boxing
gloves) and the team began to think of even greater
ideas of how to really explore this idea,” explains
Ceraldi. “I love weaponizing the missile platforms!
It's a lot of fun ripping the armament off the back of
the MLRS vehicles, turning that into a shoulder-
mounted missile launcher and throwing missiles at
long-range enemies.” It’s little discoveries, like the
fact that you can use a telephone pole as a javelin in
Ultimate Destruction, or finding new places to grind
in THAW or searching for recognizable landmarks in
TC: NYC and Ultimate Spider-Man that add to the fun
of being in an open environment.

Do the Thing at the Place
with the Whatchamajiggy

Storyline plays a part in each of the upcoming
sandbox-style games. Since you have the freedom
to play in the environment for hours or days

between story missions, the danger is that you'll
lose interest in the story or forget story elements.
“Not only can players get sidetracked by putting
the game down for a while, but if they’re in the city
they might get distracted by visiting shops or fight-
ing random crimes,” says TC: NYC's Clark. “What
we try to do is remind people of characters and sit-
uations and why they are there.” If you're lost, you
can speak to an informant in the game who is
versed in the story’s progression. “Informants will
give you a task or mission that you have to fulfill
and then they will give you the next clue,” explains
Clark. “They give you that detective flavor and
alternate ways to complete the missions.”

The creators of Ultimate Destruction put story
progression wholly in the hands of the player. “We
purposely didn’t guard against the danger [of play-
ers forgetting the story], but instead made design
choices to ensure that the free-roaming experience
is as compelling as possible. It is the player’s
choice when to advance the story. There are no
barriers to stop you from advancing other than fin-
ishing the preceding story mission. We also put you
in the context of the story within the city. As you
advance the game, the free-roaming dialog, char-
acters, unlocked abhilities—everything is in lock-
step with the main storyline.”

Navigation elements in all of the games ensure
that you’'ll be able to find the next story mission
when you decide that it's time to advance.

All Things to All Gamers
The common element among all open-ended games
is that they are designed to give both players who
want ultimate freedom and those who want structure
something to sink their teeth into. “It’s difficult to
work on a game like this because you're almost mak-
ing two games in one,” says Clark. “But as long as
you deliver a strong storyline and fun gameplay,
players are pretty happy.”

The current group of games advances the sandbox
concept in several directions, each allowing you to
proceed at your own pace. And the future is wide
open. New challenges wait around every corner.
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aking you one step closer to gridiron greatness, EA’s ‘06 incarnation of

the Madden NFL franchise puts you under the helmet of the pro quar-

terback. You see what he sees in the form of an adjustable vision cone.
Does it make passing easier? No. But it's more realistic and satisfying when
you hit your guy on the numbers. We’ll show you how to do that.
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SEEING IS RECIEVING
OR HOW TO SCORE WITH AN OFFENSIVE LINE

By passing to receivers within your QB's vision, you'll increase your chance of making a comple-

tion. Every QB has a different vision-cone width, so you should start with the best: Peyton Manning EVERYONE
of the Colts. Manning usually has at least two receivers in his sight. Once you're comfortable with 9

passing mechanics, switch to a team that has a QB with narrower vision but a strong offensive line,

such as the Chiefs. Stay in the pocket and practice moving your looks from receiver to receiver.

victory-guaranteeing touchdown tips.

By George Sinfield

Madden NFL 06, we arm you with our

With EA Sports taking to the a

©2005 Electronic Arts Inc. All Rights Reserved.
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THE FOCUS FACTOR KEEPS
YOU ON TARGET

Your QB automatically looks at and follows the play’s primary receiver.
When you use the C Stick to move the vision cone, it hooks on to anoth-
er receiver and follows him. As soon as your focus is on the receiver
that you want to target, release the C Stick, let the automatic control
take over and wait for your man to get open.

PASS TO
- YOURSELF

Precision passing control
allows you to throw long,
short, left or right of the
intended receiver. If your pass
is slightly off the mark, press X
while the ball is in midair to
take control over the man,
then steer him to the ball.
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HIT ‘EM WHERE THEY AIN'T—
LOOK LEFT, TOSS RIGHT

CLEAR RECEPTION ON
A CROWDED FIELD

In addition to QB vision, another factor that contributes to pass completion is whether
your man is open. If you want options at the last moment, pick a play that has multiple
receivers within the vision cone, then throw a bullet to the man who's in the clear.

You may want to pass to the play’s primary
receiver, but that doesn’t mean you want to
telegraph the toss. At the line of scrim-
mage, select a new receiver. Then, as the
play unfolds, move the cone to the original
receiver and let it fly. If you didn’t have time
to line up the pass, use a lob. You'll be more
likely to catch a soft throw if it’s off the mark.

Don’t draw on your TV Screen.
Itll ,eave amark. H T T S T T A

EXTRA POINT

Once you catch the ball, press Z to tuck it in, then use the new Truck
RUN FAST’ Stick control (the C Stick) to plow through defenders. Often you have
THROW FAR to get past just one manfor a clear shot to the end zone.

On long passes, getting the ball away from

defenders is crucial. When dishing to a good

sprinting receiver, such as Randy Moss, press

Up on the Control Stick and tap the pass but-

ton to throw a lob past your target. He'll go

into high gear and get away from his cover-
age by the time the ball reaches him.
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BRUSHUPON
LINE TECHNIQUES

You'll have to be able to get Kirby up,
down and all around if you're going to
find every medal, and that means you
gotta be good with the pen.

Stay on the Path

Kirby will adhere to straight lines, making them very useful
when dodging enemies and fitting into tight spaces. But be
careful not to use straight lines excessively—they eat up a lot
more ink than the other techniques.

In the third area of Silent
Seabed, you'll need to
draw a long, steady line
to reach the medal. Lift
the stylus only long
enough to defeat ene-
mies along the way.

Reach for the Sky

To reach overhead levels, roll Kirby along a half-circle
line. As he rolls upward, draw another half-circle to
keep him snaking upward. You can climb fast and
use less ink than you would on a straight path.

You could use

the Needle ability

to crawl your way

to the second medal in
Dreamy Darkness, but it's
much easier to reach the
medal using the skyward
arc method.

It’s Launch Time
Combine Kirby's dashing ability with brief, upward strokes to
send him flying over open chasms. The technique is partic-
ularly useful in the Rainbow Run challenges—both

aspects are fast and you /

must use ink sparingly.

The second area of
Spectacle Space is enor-
mous—after you grab the
medal in the lower-right
corner, you'll have to stay
alive using short, upward |
strokes until you can find
a platform where you can
land and rejuvenate.

Reach for the Stars!
Use the short stroke to
gain huge distances on
the Dash Jump chal-
lenge. Power up Kirby
and launch him with a
short stroke just after
he falls off the ledge.
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Hold It Right There

Draw a circle around Kirby to keep him in place when navigating through an area
that requires timed movement, or to stay in one place while the floor is moving.
Use half-circles to pin Kirby against a wall or to hold him in place.

Use the circle technique
when going for the sec-
ond medal in Mag Mount.
Break the blocks and hold
your position until the
path is clear.

Dizzying Speed
Kirby will follow continuous lines in any direction, includ-
ing upside-down loops. If a loop is tight and round
enough, Kirby will gain a speed hoost strong enough for
him to knock out enemies and sail over long gaps.

In the upper-left corner of
the first area of Rift Ruin,
follow the path of coins
and loop-the-loop to the
medal. End the loop-the-
loop upward to maximize
3 the speed boost as you

! climb toward the medal.

Under Pressure

Draw a tight arc that starts just above Kirby and loops downward to
make Kirby dive deep and quickly underwater. This technique also works
well in very windy levels.

In Contrast Cave, snag the Crash
ability from the enemy above the
water, then use the downward
stroke to get to the second medal.
Once Crash Kirby is deep underwater,
detonate him to break open the rock
floor and claim the medal.

©2000-2005 Nintendo/HAL Laboratory, Inc.



It’s going to take a gold-medal effort to clean up the mess
Drawcia has made in Kirby: Canvas Curse for Nintendo DS.

We go in depth to bring you the best techniques for beating the
evil witch and collecting all of the shiny medals.

By Chris Shepperd

MEDALS, MEDALS
EVERYWHERE

Many of the medals are well off the
beaten path—you’ll have to explore
every corner to collect them all.

Hidden in Plain Sight

The medals are tucked away in remote areas, but they're
otherwise easily visible. Some reside just behind special
blocks, invisible doors or false walls. The map will give you
a basic idea of the medal’s location—use it to help confine
your search.

In the first part of
Canvas Canyon, look
for a hidden door
just above the sec-
ond spinning blade.
Stop the blade and
enter the door to
find a medal.

To reach the first
medal in Spectacle
Space you'll have to
bust through a wall
at the beginning of
the level, then navi-
gate a long, per-
ilous corridor.

Flip the Switch

Some of the medals are behind large doors. To open
these doors, you'll have to find a switch on a later
level. There's a total of three switches in the story
mode. Once you've hit a switch on a later level,
return to the earlier level to claim the medal.

N

until you see a door leading to the blue-switch room.

After you've hit the
orange switch, you'll

The Blue Switch: In Frozen Fantasy’s large static area, ride the lower
sticky platform. Hop off as it makes its second turn—the coins will
show you where to jump. Fall onto another platform and ride it

be able to get the
second medal in Tiny
Town. After being
fired out of the can-
non, head right to
grab the previously
unattainable medal.

The Orange Switch: In Rift Ruin, head to the long verti-
cal room with the spinning blades. Defeat the enemy
to attain the Stone ability. Then look for a secret door
just above and to the right of where the enemy was to
find the room with the orange switch. Use Stone Kirby
to pound the peg and hit the switch.

The Green Switch: Head past the upward fan in the

| second area of Cold Course. Break through a small wall

to the right of the fan and cross the gap to a secret
door. Inside the switch room, tap the glowing blocks to
clear a path so the cannons can fire you at the green

switch. e

post-modernist... Kirbvist?

Collect medals in both
the main game and
Rainbow Run, then
head to the Medal
Swap to cash them in.

SONG 1 3 Medals
SONG 2 3 Medals
SONG 3 3 Medals
ZEBRALINE 6 Medals
BEAD LINE 6 Medals
TROPICLINE 6 Medals
LIFE BOOST 7 Medals
STONE A COURSE 9 Medals
WHEEL A COURSE 9 Medals
MISSILE A COURSE 9 Medals

BALLOON A COURSE 9 Medals
STONE B COURSE
WHEEL B COURSE

10 Medals

10 Medals

MISSILE B COURSE 10 Medals
BALLOON B COURSE 10 Medals

LIFE BOOST 12 Medals
LIFE BOOST 14 Medals
DEDEDE BALL 20 Medals

META KNIGHT BALL 25 Medals

OLD-SCHOOL MUSIC 50 Medals \

\mpressionist, Cubist, /|



COPYCAT KIRBY

Kirby’s learned plenty of new ways
to get around, but he hasn’t forgot-
ten his old tricks. He can copy the
abilities of his enemies and use
them to get medals. Kirby can have
only one ability at a time, and will
lose it if he takes damage.

Balloon

The Balloon ability makes

Kirby expand like a piece
of bubble gum. Taphim &

Freeze

Use Freeze Kirby to scoot across dangerous ground without
taking damage, chilling enemies along the way. Freeze
Kirby can also break blocks that are otherwise impassible.

L S S o s

Snag the Freeze ability at the end of the first area of
Volatile Volcano. In the next area, break through the ice
blocks in the top-right corner to claim the second medal.

up to three times to
inflate him, giving him a
vertical boost eachtime. O
Draw lines to act as sur-
faces for Balloon Kirby to
bounce on.

Blast through hordes
of enemies as Beam
Kirby. The Beam ability
is also great for clear-
ing large areas of star
blocks ina hurry.

Missile

The Missile allows Kirby to cruise along at a relatively slow
speed, detonating and destroying anything he touches
upon impact. You can control the direction of the Missile's
flight easily using gentle ink lines to nudge its trajectory.

In the second area

| of Ravine Road,
4 defeat the enemy
=1 19 above the entrance,
then fly Missile
Kirby across the
stage and break the
blocks at the end to
grab the medal.

Burning
Kirby's Burning ability
7 burns through lines of foes

and really speeds Kirby
along. Although it lasts only
ashort time, it is useful
when you want to zip across a
narrow gap that may have ene-
mies waiting on the other side.
Burning Kirby can also cross small
gaps behind static screens.

Defeat a fiery
enemy on the first
part of Ghost
Grounds to become
Burning Kirby, then
break the blocks in
the top-right corner
of the level to grab
the medal.

Needle

Needle can be a lifesaver once
you get the hang of it (literally).
On levels with moving floors
and walls, use Needle to stick
Kirby into a safe area and wait
until the pathis clear.

Tornado

Soar to new heights as
Tornado Kirby. The more you
tap Kirby, the faster he'll spin
and the higher he’ll fly. Hold
onto this ahility on vertically
oriented levels to blast
through the stages. Tornado
Kirby can also coast behind
static screens, giving him
excellent movement range.

The last medal in Growth Grasses
lies behind a curtain of static—

Tornado Kirby can whirl up to the
medal even where you
can’t draw 3 path.

Spark
Spark is great for taking out enemies and star blocks above
you. Hold down the stylus to make Spark Kirby hover.

To get the second Ghost
Grounds medal, use Spark
Kirby to bust through the
blocks in the upper-right cor-
ner of the level. After grab-
bing the medal, head left to
find an alternate exit door.

Crash
The powerful Crash ability eliminates all onscreen ene-
mies, vaporizes blocks and hits switches behind walls.
However, Crash is a one-time attack—after you've used it,
it’s gone until you defeat the correct enemy again.

L_fi—__ L. justbefore reaching the goal
in Rift Ruin, unleash the Crash
ability to hit the switch and
break the blocks surrounding
the medal. Crash Kirby will
also knock out most of the
enemies in the room.

Stone

The Stone ability is most effective in water levels, allowing
you to sink quickly and eliminate any enemies who are
unfortunate enough to be in your path. Draw a line to keep
the stone rolling and do some rockin' damage.

Smash the peg to
break through the
floor in the first area
of Silver Submarine.
Sink to find the
medal underwater.

Wheel

The Wheel ability is the
fastest way to zip through
levels, but Kirby becomes
pretty difficult to control. Use
quick downward strokes to
put up walls in front of the
Kirby to control his pace. The
wheel will take out enemies
and blocks effectively, but
will rebound hard against
unbreakable obstacles.

In the second part of the
Dungeon Dome, use Wheel Kirby
to race across the level and reach
switches before the barriers can
descend and block your path.
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KEEP REACHING FOR
THE RAINBOW

You'll need to use every trick in the book
to get all the medals on Rainbow Run.
Practice all of the drawing techniques
over and over, particularly the short
stroke and the downward arc.

DRAWCIA’S DEMISE

To get to the witch, you’ll have to navigate a couple of
simple rooms. Watch out—damage you take in these
areas will carry over to the boss fight.

Right Back at Ya

When Drawcia trembles and fires a ball of
energy, be ready to draw a quick line and
reflect the ball back at her. This is your
chance to strike—if you're quick enough
you can get in three good hits before she
flees. After a few rounds, Drawcia will
shoot multiple fireballs—be ready to rico-
chet them all.

No Time to Wait

The casual drawing mistakes you might make in the main game
become disastrous errors in Time Trial. Every line must be straight
and smooth, and a run-in with even a single enemy can wreck your
| time. When descending, don’t let gravity do the work—draw
descending lines to send Kirby downward as fast as possible.

e o Drawcia isn't a terrible artist herself. The
~=_.- sketches she draws will manifest as ene-
« mies. Watch out for the spikes she
scrawls—it’s difficult to predict where
they’ll appear. Watch for small rocks

- spurting out of the ground—you’ll get a
jump on where the giant spikes will
appear.

Throughout Time Trial
levels, tap Kirby con-
stantly to boost his
speed. He won’t move
considerably faster
than he normally
would, butevery sec-
ond counts in this

The Soul Still Burns

Once you defeat Drawcia’s first form, her soul will remain. Her soul has more moves
than her physical counterpart, and it's harder to predict which attack she will unleash
next. Be ready to use strokes as defense against missile and laser attacks.

Between the Lines

Line Trial takes careful planning. Short strokes cover the most
ground with the least ink, but they can be difficult to control. Look
for copy abilities such as Balloon to help cover ground cheaply. Use
Kirby’s momentum to move forward through levels whenever possi-
ble—try not to block him or send him the wrong way by accident.

un

The Wheel ability gen-
erates enough speed
to clear small gaps
without your having
to draw a bridge.
However, when you
hit an obstacle, you
may reboundintoa
difficult situation.

During most of the battle, you'll want to stay as close to the ground as possible.
However, watch for the screen to turn red—Drawcia transforms into a comet and
flies across the bottom of the screen, wiping out anything in her path.

Tap Drawcia when she opens

her eyes. She’ll make a freaky
face—bounce into her to cause
serious damage.

Let the level’s features do the workas
much as possible. If a level has water cur-
rents or wind, try to use them to propel

yourself without expending preciousink.

Send Drawcig back to art.
school~for gooq
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Classified Info

7  Nobodylikesacheater. Except us.

Digable Planets

>METEQS

BOGGOB
'BRABBIT
CAVIOUS

"' DAWNDU
\;\’5  FLORIAS
7’3 :(

A

]

GLOBIN
RANNES'
GRAVITAS
' HEVENDOR

HOTTED

e %

- X9

1o
|

> #E DO +

o JELIEL -
&  LASTAR -
% 256
& LUNA=LUNA 1,500
’@'b\ =
A 1,024
© METEO! 5,000
2 STARRII -

THIRNOVA
. VuBBLE
WIRAL
wuup
YooJ

BT w0

Unlock planets by fusing together Meteos you’ve launched previously,
including those launched during the credits. Four of the planets—Geolyte,
Firim, Oleana and Anasaze—are unlocked at the beginning of the game.

Z00

2,000
2,500

*To unlock Meteo, you have to watch at least five different endings in Star Trip mode.
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Subtle Gesture
>PAC-PIX

Draw the following figures in the
Sketchbook and see what happens.

MAKING MUSIC

The treble clef can be hard to
draw—start in the middle and
practice, practice, practice.

JUMP AROUND

Sketch a slightly weird-shaped
letter P to create a pogo stick,
and watch it bounce around.

o

FRUIT FANCY

You can draw cherries three different
ways. Their animations change depend-
ing on how you draw them, as well.

HSSSSSS

Connect a capital W to
a capital M (or vice
versa) to make a
snake and watch it
slink off the screen.

FROM THE COCOON
Draw a sideways 8 to set a

% butterfly in motion.

STORMFRONT
When you look at this
cloud, you'll see the
shape of . .. a cloud.

Sonic Mega Level Selects
>SONIC MEGA COLLECTION

Classified has caught the Sonic bug. Check out
some classic codes from this awesome collection.

SONIC THE HEDGEHOG

On the title screen, press
°
Up, Down, Left, Right
on the Control Pad to hear a chime. Hold down the B Button and press Start
to bring up the level-select screen.

SONIC THE HEDGEHOG 2
On the title screen, press Down twice on the Control Pad to find the Options menu. In the Options menu,
use the Sound Test to play sounds in the following order:

19, 65, 09, 17 5

After playing the last sound, you will hear a chime. While highlighting the Sound Test option, press Start
to return to the title screen. To access the level-select screen, hold down B and press Start.

SONIC THE HEDGEHOG 3

After you hear the “Sega” chorus and the screen goes black, enter

Up, Up, Down, Down, Up, Up, Up, Up 0
before Sonic disappears. You will hear a ringing sound if you enter the code correctly. On the main menu,
press Up to access the Sound Test menu. Highlight the level you want to play, then hold down the B Button
and press Start. This code is VERY difficult to input—it may take quite a few tries to get it right.

SONIC & KNUCKLES

Begin a new game and play until you reach the first pulley machine. While hanging from either handle, press
Left, Left, Left, Right, Right, Right, Up, Up, Up
and listen for a chime. Pause the game and press B to return to the main menu. Hold down the B Button
again and press Start to access the level-select screen. Since you must be either Sonic or Knuckles to
play some levels, you won'’t he able to access all of the levels without switching characters.

SONIC 3D BLAST

On the title screen, press

A, B, Right, B, X, Up, Down, B

When you start a game, the level-select screen will come up automatically. Select the level you want to
play and press Start to jump to that stage.

SONIC! SPINBALL

On the Options menu, press
B, Down, A, Down, X, Down, B, A, Up, B, X, Up, -
AX,Up

When the chime rings, press Start to return to the main menu. Hold down B and press Start to begin on
level 2, hold down A and press Start for level 3, and hold down X and press Start to begin on level 4.
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THIS TIME YOLU WON'T
NEED ANY (LARTERS

I R e

Namco Museum™ & ©2001 2005 Namco Ltd. Pac-Man® &
©1980 2005 Namco Ltd. Ms. Pac-Man® & ©1980 1982 2005
Namco Ltd. Galaga® & ©1981 2005 Namco Ltd. Galaxian® &
©1979 2005 Namco Ltd. Dig-Dug® & ©1982 2005 Namco Ltd. |
Pole Position® & 1982 2005 Namco Ltd. Rolling Thunder™ & |
©1987 2005 Namco Ltd. Rally X& & ©1980 2005 Namco Ltd.
Bosconian™ & ©1981 2005 Namco Ltd. Dragon Spirit™ &
©1987 2005 Namco Ltd. Sky Kid® & ©1985 2005 Namco Ltd.
Xevious@ & ©1982 2005 Namco Ltd. Mappy® & ©1983 2005
Namco Ltd. Manufactured pursuant to license with Namco
Halding Corp. Pac-Pix™ & ©1980 2004 Namco Ltd. Pac'n Roll
& ©1980 2004 Namco Ltd. Pac-Man Pinball™ Advance &
©1980 2005 Namco Ltd. Pac-Man World™ 3 & ©1980 1999
2002 2005 Namco Ltd. Pac-Man ©1980 2002 Namco Ltd.
Manufactured pursuant to license with Namco Holding Corp.
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HIGH S350

PRODUCTS RANGE FROM
RATING PENDING 1o EVERYONE

-

CONTENT RATED BY

Visit www.esrb.org
=] for updated rating
| || information.

GRAND PRIZE

1 WINNER

Win Namco’s 25th-Anniversary
Arcade Cabinet, and Namco’s
full 2005 Pac-Man Imeup'

* Pac-Man
World 3 @ev

B ! * Pac-Man
Pinball
Advance (a)

& * Pac-Pix (os)
« Pac ‘n Roll s)

« Namco Museum 50th Anniversary
(GCN, GBA)

N SECOND PRIZE
25 WINNERS

Feed your Pac-Man fever with
all six games in the ‘05 roster!

THIRD PRIZE
- Bl 50 WINNERS

There are only a few months
& B left to win NP’s limited-edition
Triforce-emblazoned tee—enter now!

Pac-Man World 3

OFFICIAL SWEEPSTAKES RULES :

NO PURCHASE NECESSARY. PURCHASE WILL NOT IMPROVE ODDS OF WINNING. Only legal U.S. or
Canadian residents (excluding New York, Florida, Puerto Rico and Quebec) who are not employees
of Nintendo of America Inc. (“Sponsor”) or its affiliates (or theirimmediate families) are eligible to
enter. Void where prohibited. To enter, either fill out and mail in the Player’s Poll entry
form or print your name, address, telephone number and the words “Namco 25th

Anniversary” ona4"x 6" postcard, and mail the entry to this address:

NINTENDO POWER
PLAYER'S POLL VOL. 195

NINTENDO=— PO, BOX97062

REDMOND, WA 98073-9762

Oneentry per household. To be eligible to winaprize, entries must he complet-
ed and received by Sponsor by 9/1/05 (“Entry Deadline”). Sponsor is not respon-
sible for: (a) late, lost, illegible, or misdirected mail; (b) disruptions or damages due

to events heyond Sponsor’s control; or (c) printing or typographical errors. Entrants

consent to being placed on a mailing list for promotional materials. On or about 9/20/05,
winners will be randomly drawn from all eligible entries received by the Entry Deadline.

Canadian entrants may be required to correctly answer a timed skill testing question to claima
prize.Sponsor will attempt to notify winners by mail by 10/15/05. Prizes not claimed within 14 days

after notification or which are undeliverable will be forfeited and will not he awarded toanalter-

natewmner Unless prohibited by law, winners consent to Sponsor’s promotional use of their

names, likenesses and other personal information without further compensation. 0dds of

winning depend on total number of eligible entries received. Many will enter, a total of

76 will win. No transfer or substitution of prizes permitted, except that Sponsor may

substitute a prize of equal or greater value for any prize. For a copy of these rules,

or (after 10/15/05) a list of winners, send your request to the address above. V1

residents may omit return postage. Grand Prize: One (1) Grand Prize winner

will receive a 25th Anniversary Namco Arcade Cabinet (which includes the

= following games: Pac-Man, Ms. Pac-Man and Galaga) and one copy of

each of the following video games: Namco Museum 50th Anniversary

and Pac-Man World 3 for the Nintendo GameCube, Pac-Pixand Pac ‘n Roll

for the Nintendo DS, and Pac-Man Pinball Advance and Namco Museum 50th

Anniversary for the Game Boy Advance. Approximate Retail Value (ARV) of Grand

prize package is $5,020.00. Second Prizes: Twenty-five (25) winners will each receive

one copy of each of the following video games: Namco Museum 50th Anniversary and Pac-Man

World 3 for the Nintendo GameCube, Pac-Pix and Pac 'n Roll for the Nintendo DS, and Pac-Man

Pinball Advance and Namco Museum 50th Anniversary for the Game Boy Advance ARV: $220.00

each. Third Prizes: Fifty (50) Third Prize winners will each receive a Nintendo Power T-shirt, ARV:

$10.00 each. Prizes won by minors will be awarded to a parent/legal guardian on their behalf. All

prizes are awarded “AS 15" and WITHOUT WARRANTY OF ANY KIND. Winners (and if winner is a

minor his or her parent/legal guardian) may be required to execute an affidavit of eligibility and

release of liability as a condition of award. Affidavit not returned to Sponsor within 20 days after

notice, will result in prize forfeiture. By entering, you (and, if you are a minor, your parents or legal

guardians) release Sponsor, its parent, and their affiliates, directors, officers and employees (col-

lectively, “Released Parties”) from any liability for any claims, costs, injuries, losses or damages

incurred in connection with the Sweepstakes or any prize (including those related to personal

injury, death, damage to property, and rights of publicity or privacy). IF YOU ARE A MINOR, YOUR

PARENTS OR LEGAL GUARDIANS AGREE TO INDEMNIFY EACH OF THE RELEASED PARTIES FROM ANY

SUCH CLAIMS, COSTS, INJURIES, LOSSES OR DAMAGES SUFFERED BY YOU. Entrants agree to he

bound by these Rules and Sponsor’s decisions, which are final. Sponsor may change these Rules

andj/or suspend or cancel the Sweepstakes atany time if causes beyond Sponsor’s control affect the

administration of the Sweepstakes or Sponsor otherwise hecomes (in its sole discretion) incapable

of running the Sweepstakes as planned. Any provision of these Rules deemed unenforceable will be

enforced to the extent permissible, and the remainder of these Rules will remain in effect. The
Sweepstakes and all accompanying materials are Copyright © 2005 by Nintendo of America Inc.
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It has outsold all other
GCN titles to date, and it
isarguably the greatest

fighting game ever made.
Welcome to the world of
Super Smash Bros. Melee.

©2001 Nintendo/HAL Laboratory, Inc. Characters ©2001 Nintendo/HAL
Laboratory, Inc./Creatures Inc./GAME FREAK inc./Ape Inc.
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L et’s face it: Super Smash Bros. Melee is the
greatest fighting game ever. Satoru Iwata,
Masahiro Sakurai and the fine folks at HAL
Laboratory must be given props for creating a game
that has appeal and balance beyond comprehen-
sion. And this is not just

fans not only to show off their skills, but to see what
other players around the world were doing in the
game. During the early days of Smash tournaments in
the US, the competitions were conceived and organ-
ized unofficially, using the smashboards.com forums
to promote the events. Today, larger organizations
such as Major League Gaming have included Melee in
their offerings, and Smashers can now play for big
prize money all around the world. The competition
can be fierce, but those involved in the Smash com-
munity know that it's all in good fun. And it should be.
How seriously can you take yourself when you're
pooping Kirby off the edge of Mushroom Kingdom in a
Yoshi egg? Fun is the nature of the game, and the
affectionate fans know this well. “we’re Nintendo
fans,” exlpains Rice. “We love the characters in the
game and the individual gaming worlds that each of
them has come from. ... In comparison to other gam-
ing franchises and companies that are relative new-
bies, we're players who were raised on Nintendo char-
acters.”

Not to say that Smash players are softies—hardcore
Smashers are capable of

3 s
one man’s opinion. A whole 66We’re Nintendo fans. We feats in the Melee world
world of die-hard Smash love the characters in the that can blow the minds of
fsalsr:aa“;icfs (:;11; tlher:e—tt;e game and the individual ivzn‘ tttclle game’s creatr?rs.
aithful-have been . nd it doesn’t matter how
playing the game for years, gaming worlds that e”a‘:h of long you've been playing
and know its deepest them has come from. : Smash—there's always
secrets and darkest cor- —JasonRice something new to see.

ners. As Nintendo gets set to release a GCN set that
includes a free copy of SSBM, and with a new Smash
game on the horizon, we've taken a closer look at
the Smash world and its inhabitants.

The Smash Circuit

Though much can be said about the game’s bells and
whistles, Smash is what it is partly because of its rabid
fan base. Smash players comprise a passionate, com-
munity-oriented array of gamers that spans the
globe. They all have their own nicknames, rules and
strong opinions about how the game should be
played. And though Smashers are generally very com-
petitive, the community thrives because of the excite-
ment and good nature of its members. “Smashers
approach the game seriously but with a healthy
amount of humor and goodwill,” notes Jason Rice, a
Smash vet and tournament organizer for Major
League Gaming. “Because of SSBM and Smash
Boards, I've got friends all over the country that oth-
erwise | would have never met and I'm very grateful
to be a part of it.”

Most Smash players consider smashboards.com—an
unofficial website started in 1999 by a 13-year-old fan
named Ricky Tilton—the hub of the community. Today,
the site has almost 20,000 registered users and
receives millions of hits each month. “I still remember
the first person who tried advertising his tournament
on the forums a few years ago,” recalls Tilton (known
in the Smash community as Gideon). “I simply glanced
over his post thinking, ‘Yeah, right, people are going
to trust some random user on Smash Boards and fly
across the country to a video game tournament!”
Amazingly, however, it succeeded!”

Smash tournaments were born out of the desire of

“Playing in tournaments and being involved in a com-
munity that loves the game as much as | do keeps the
game fresh,” explains Rice. “There’s always someone
showing up to tournaments with a new trick to learn
or tactic to master.” SSBM continues to evolve as play-
ers explore its deepest secrets. As Tilton puts it:
“[SSBM] is never the same, no matter how many times
you play it. There are always new situations and vari-
ables to deal with each time you play.”

Aa

Some of the best Smash players in the world
practice before the MLG 2004 National
Championship in New York City.

Jason Rice (left) interviewing the man cur-
rently regarded as the best Melee player in
the world, Ken Hoang.

Major League Gaming’s 2004 LA tournament
brought in hordes of Smash players ready to
compete for the gold.

ES;

Wavedashing

Wavedashing is a tactic where players slide
across a board by jumping, blocking and
pressing a direction in quick succession—so
quick that the jump animation is actually
skipped. It is hands-down the most difficult
move, and it’s mind-boggling to see in
action. Luigi, Ice Climbers and Marth are
probably the best wavedashers.

In addition to the hundreds l;f well-known moves in the Melee world, there are
other, undocumented moves—some so difficult that only the best Smashers in the
world can pull them off consistently. We’ve highlighted two of these anomalies.

pPlaying with Fire

Both Bob-ombs and the Pokémon Voltorb can
be picked up and chucked by a player right
before they are about to explode. The window
of opportunity for this move is very small.




M elee tends to have an uncanny hold
on gamers. Even within the walls of
Nintendo of America, Melee’s allure can be seen
everywhere. The members of Nintendo’s local-
ization team are easily the most obsessive
Smash players in the building. “We play [Smash]
every day at lunch and after work—that’s every
day since before the game was even launched.
That’s a lot of Smash,” explains Tim O’Leary,
localization producer for Nintendo. Interestingly
enough, Tim's team wrote the English version of
the game, and spent many months working with
the development team and playing the game
exhaustively. They are the last people you'd think
would still be so absorbed by Melee, yet they
have department-wide minitournaments five
days a week to this day.

Balance Is Key

Part of SSBM's irresistible appeal comes from
how incredibly balanced the game is. “Melee
has entered into this video game realm where
few other games have gone,” says NP staff
member and former Treehouse associate Pete
Michaud. “It's such a balanced, reaction-based,
finger-twitching, kill-or-be-killed experience
that it gets into your blood. As long as you have
the right friends to play it with, I'm convinced
you could play it forever.” Treehouse member
Nate Bihldorff tells it like this: “[The characters]
are so divergent in their styles and the strength
of their attacks, that play balancing (which, in a
multiplayer game, is the end all be all—you

66Aslong as you have the
right friends to play with,
I’'m convinced you could
play [Smash] forever.”
—Pete “Capey” Michaud

have to have it) is what keeps people coming
back, and keeps people playing various charac-

ters.” Each of Melee’s playable characters is dif-

ferent, and yet with only one or two exceptions,
they are equally matched. The best Smash
players in the world can play well with all of the
game’s characters, and you rarely see the same
character win a tournament twice. And the
greatest thing about Melee: if you don't like it,
you can customize it out. Power to the people!

How does your memory card compare to the
Treehouse’s memory card, which has logged
over 1,330 hours of multiplayer matches?
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Chaos Theory

“There is a serious element of randomness that
Smash has which most other fighting games lack,”
explains Alan Averill (former NP writer and current
localization writer). “The number of items and the

66Thereis a serious element

of randomness that Smash

has which most other

fighting games lack.”

—Alan Averill

shifting nature of the environments mean that
matches differ wildly each time you play, whereas
things like a Soul Calibur Il (which I love, by the way)
or a Tekken are much more predictable.” The may-

hem of Melee cannot be fully explained in words,
but it is truly unique because there is so much order
in the midst of the chaos. And the more you play
Melee, the more the chaos becomes second nature.
This level of randomness is truly by design. Bihldorff
explains: “[Melee] sort of embodies what we've
heard Miyamoto, Aonuma and Sakurai-san all talk
about, which is this idea: They talk about a minia-
ture garden, where you just have a world that you
play with. If you create the world and the characters
well enough, then you can just set them loose in
there and always have fun with it, because you can
do whatever you want with it.” Even after years of
playing SSBM, something new awaits in every
match. The impossible is always right around the
corner—that's what keeps players coming back.

Like Star Trek, Smash warrants its own,
nerdy lexicon. Many of these terms were
coined at Nintendo throughout the
years, but a few are more widely known
on the tournament scene.

Billhole: Any safe corner of retreat that a cow-
ardly player can use to hide and counterattack.
The original Billhole is under the tailfin in the
rear of the Great Fox. Named after localization
producer Bill Trinen.

Caping: The generally frowned-upon practice of
using Mario’s cape or Dr. Mario’s sheet to turn some-
one around as he attempts to get back on the stage.
Highly dishonorable.

¢-stick Bandit: A player who secretly uses the C
Stick, despite the fact that it's generally considered
junior-varsity.

Death Plunge: Grabbing someone with Kirby and
leaping to your own death with the player in tow.
Dunking: Down-smashing someone to his death off
the bottom of the stage.

Family-Friendly: A derisive term for Time matches,
which some feel gives subpar players a better
chance at success.

| Nate |

When playing Super Smash Bros. Melee
with as many people as we do in the
Treehouse, playing a Stock match is imprac-
tical at best. Normally, we have at least two
people waiting to play. While we've had Stock
matches last over 15 minutes, a Time match
allows more people to play with our limited

time. Time match has the added bonus of

keeping everyone in the action, as
opposed to people hiding when they
have one life left in Stock match.
—ToM “SHIELDING” EBERSPECHER

I'll concede that, in the interest of time and
varying skill levels, Time matches are a fine
solution. However, they're useless for players
interested in playing at the highest skill level.
Time matches are spam free-for-alls, where a
select group of characters with good crowd-
clearing moves routinely win, and hunting
the weak is encouraged. In a Time match,
you can run from me and still win. In a
Stock match, you're going to have to face

me eventually ... and you'll lose.

—NATE “CoDE” BIHLDORFF




u nless you’ve been living under a rock, you
know that Mr. Iwata (producer of Melee and

current president of Nintendo) announced a Wi-Fi-
capable Smash Bros. game that will launch simulta-
neously with Nintendo’s next-gen hardware. Though

661 think having [a Wi-Fi]

Smash Bros. game has beena

dream of all Smash players.”

—Ricky Tilton

no other details have been made public yet, fans
around the world are already ecstatic. “I think hav-
ing a Wi-Fi Smash Bros. game has been a dream of
all Smash players, and it will allow for even more
tournament options,” says Tilton.

Smash fans have been waiting a long time for a
new game. Why haven’t we seen a GCN sequel? Nate
Bihldorff sums this up well: “You know, a game that's
as good as Smash Bros. comes out, and you know that
[Nintendo] could just churn out another sequel really
quick, with a couple more characters, and achieve
really high sales. And as a Smash Bros. player, of
course I'd love it . .. but the other part of me really
respects waiting until the next great idea takes hold,
and the next true evolution of it takes place. And |
think that, obviously with the Wi-Fi and with whatever
crazy announcement we make with the controller, it's
going to be a really amazing game.”

The Revolution Smash Bros. game will no doubt be
extraordinary. Since details on the game are shy, we
figured we'd entertain ourselves with some harm-

Fancy Falcon: Falcon in his pink outfit.
Fight Club: The underground area on the Hyrule

Temple stage. Named so because battles there tend

to produce disproportionately high damage totals.
Those who flee Fight Club midmatch are shamed.

Pwah/Poing/Pwang: Used as a verb for what
Jigglypuff does to you when it passes out on you.
Named after the noise it makes.

Scraah!: Link’s spin attack. Popular among

less speculation. In our interviews for this article, we
asked everyone what characters they want to see in
the next-gen Smash game. Boy, did we open up a
floodgate. Opinions on this subject are very strong,
and there are so many great Nintendo characters
that were not included in SSBM or have existed only
post-Melee. SSBM offers 25 playable characters in
the game (not including Sheik). But in such a highly
customizable game, we say the more the merrier!
Wario and Toad came out at the top of the most-
wanted list. Other characters our interviewees want
to see include Waluigi, the Hammer Bros., Captain
Olimar, Dark Samus, Diddy Kong, Grit from Advance
Wars, Fawful from Mario & Luigi: Superstar Saga,
Poo from EarthBound, Pit from Kid Icarus, Bald Bull
from Punch-Out!!, Ike from upcoming Fire Emblem:
Path of Radiance, anyone from the Paper Mario

661 want to see Wario,
definitely.”
—Nate Bihldorff

world and non-Nintendo characters such as Sonic.
There were very specific requests, too, such asa

Grabby McGrabberton: Any player who grabs and

throws players a lot.
Hug to Death: Captain Falcon’s Up+B move—he
grabs a player and explodes off of him.

Poach: To steal someone else’s KO. Poachers make

their living in Time matches.
Poop: Yoshi’s egg-laying move.

Publisher’s Clearinghouse: When one player KOs all

three of the other players with a single attack.

spammers. o / vacuum-wielding Luigi and Deku Scrub Link. And
shine: A term that signifies Fox’s Down+B while we're sure there will be many surprises in the
move. '

new Smash game, all we can do is cross our fingers
and wait.

Spamming/Stale Moves: Using the same
move over and over again.

Turtle!!!: A prayer sent up by those doomed to
land in the waters of Great Bay, hoping that the
turtle will rise to save them.

Wedding Marth: Marth in his white outfit.

“If ¢-Sticking is
wrong, | don't
wanna be right.”

So luse the CStick to put the smack down
during a melee; what's the problem? While
the self-titled “purists” whine that C Stick use
provides an unfair advantage, the complaints
only arise when they're losing a match. The
GameCube controller was designed to make
gameplay enjoyable for everybody, and |
don’'t know about you, but I have much
more fun when I'm winning. What good is
“artful” play if you're watching from the
sidelines during the next match?
—J.C. SMITH

AKA "THE C-STICK BANDIT”

1fully support use of the C Stick by first-
time players who either don’t understand
the controls for doing A moves, or are sim-
ply incapable of competing at the same
level as their opponents. That is what the C
Stick is there for, and that is why J.C. uses it.
Without it, he would never win a match.
The C Stick is simply an aid for inexperi-
enced players who need it. If you don't
need it, you should be ashamed of
using it.

—BiLL “Duck” TRINEN
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GET IT NOW!

THE OFFICIAL GUIDE FROM BOWER

COMPLETE STRATEGY and
maps for both Eirika’s and
Ephraim’s adventures

x STATISTICS forall characters
and classes in the game,
including one unlocked in
Creature Campaign

: COMPREHENSIVE DATA for all
2 e G e » characters, classes, weapons
‘ and items

JC DETAILED TIPS for the Tower
of Valni, Lagdou Ruins and all
monster skirmishes

i 248 PAGES!

COMPLETE WALK-THROUGH—Across all terrains and against every Trainer,
we show you the best strategy for every location.

DETAILED MAPS—Find your way around Hoenn’s cities and routes with maps
that call out secrets and special encounters.

EXHAUSTIVE POKEDEX—Look up information on every Pokémon you'll
encounter, including Evolutions and a complete moves list.

BATTLE TACTICS—The best strategy for every situation is at your finger-
tips, no matter what your opponent throws at you.
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signing with an agent and taking

an 1Q test. You then enter the draft

and begin your career. It's a prom-

ising concept with a couple of

problems. First, you have no con-

trol over which team drafts you.

That may be realistic, but die-hard

Vikings fans probably won’t be too

happy when they’re drafted by the

Cardinals. Second, the mode is

intended to appeal to casual

Madden players, but your super-

star typically begins on the bench.

He's not worthy of a starting spot

until the second or third season, /
and | wonder how many casual -

B A0 - 0
layers will have the pati i ision {
eyl neril e They just had to add precision ;

g after Randy got traded.

Madden vets like me, the paSSin
off-the-field stuff just

MADDEN
CRUISES

MADDEN NFL 06

PLATFORM: NINTENDO GAMECUBE
PUBLISHER: ELECTRONIC ARTS
DEVELOPER: EA TIBURON

ESRB: EVERYONE

Every time a new
Madden game comes
out, | wonder what EA
can possibly do to
make it better next
year. It always seems
like the franchise has gone as far
as it can and created the most
authentic NFL experience possible.
Yet each new game, almost with-
out fail, improves on the last in
some significant ways. Though it
stumbles in a couple of areas,
Madden NFL 06 is no exception. In
fact, it might be the most substan-
tial upgrade we've seen in quite
some time.

While last year's game focused
primarily on better defense, the 06
edition makes the biggest strides
in the passing game. As you throw
the ball, you can now tilt the
Control Stick to lead your receiver
in the corresponding direction. If a
defender is covering on the out-
side, for instance, you can throw
the ball inside where only your
receiver can get to it. The develop-
ers have also added smart routes;
before the snap, you can tell a
receiver to run his route to the
first-down marker. The most dras-
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tic modification, however, is
Quarterback Vision Control. A high-
lighted cone (which you can move
with the C Stick) represents your
quarterback’s field of vision, and if
you pass to a receiver outside the
cone, your throw will be less accu-
rate. Though EA tries to claim this
doesn’t make passing more diffi-
cult, it does by virtue of being more
realistic. As you drop back in the
pocket, you'll have to look to your
primary receiver, then quickly scan
the rest of the field for an open
man if the first guy is covered. And
since the defense can see where
your QB is looking, you're forced to
pay greater attention to your
routes so you can hit your receiver
when he makes his cut. Not only
does this new system represent the
real sport more accurately, it also
balances the ground and air
attacks a bit better.

The other hig addition, NFL
Superstar mode, isn't quite as suc-
cessful. In it, you live the life of an
NFL player both on and off the
field. You begin by randomly
selecting your parents (whose
attributes affect your stats), deter-
mining your player’s appearance,

The Madden
NFL series is
iconic. It's the
Chrysler build-
ing, the Golden
Gate Bridge of
[RATING: 8.0 ¢ports games,
and for years it's been a link
to the NFL for casual football
fans. We learn about the
sport—the teams, the play-
ers—and imagine ourselves
pros all in the comfort of our
homes while enjoying the

isn't compelling enough to draw
me away from Franchise mode
(which is as terrific as ever).

A couple of other nits to pick:
when you change players on
defense, the game still switches to
the player who's simply closest to
the ball carrier instead of the one
with the best angle to make the
tackle. Also, EA has plastered the
phrase “Exclusive NFL License”
everywhere (including on the title
screen), which just seems tacky
and unnecessary.

Engram

cold beverage of our choice. Madden
NFL 06's QB Vision Control tries to
make the passing game more
authentic, but it stands a chance of
shutting out armchair quarterbacks
to satisfy real ones. It seems to be
designed specifically for Donovan
McNabb or Peyton Manning. Who
else would have the composure and
scrambling skills to move the cone to
the open guy (an activity that takes
several seconds) and fire with line-
backers breathing down their necks?
No one. I've had success throwing to

Despite my curmudgeonly
grumblings, the good far out-
weighs the bad. In addition to the
vastly improved passing game,
there are tons of new player ani-
mations, the Al is smarter than
ever, and there are even more
ways to adjust each play before
the snap (including formation-spe-
cificaudibles). If you're ready for
some football, this may be the
only game in town, but it’s still
championship material. —STeve T.

the default receiver, but when I try
to move the cone, then pass, either |
get sacked or | throw an intercep-
tion. You need to have had a good
breakfast and studied game film to
take full advantage of this feature.
The rest of the game is as good as
it's ever been—fun and fairly easy to
play. You can’t fault the developers
for trying something new, but we're
dealing with an icon here, folks. You
don’t want to mess it up. —GEORGE S.




HARVEST MOON:
ANOTHER
WONDERFUL LIFE

PLATFORM: NINTENDO GAMECUBE
PUBLISHER: NATSUME

DEVELOPER: MARVELOUS INTERACTIVE INC.
ESRB: EVERYONE

As Harvest Moon grew up and
entered the realm of 3-D with last
year’s A Wonderful Life, it also became
more realistic and less mechanical.
I've always quite enjoyed the repeti-
tive nature of Harvest Moon games, so
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Video games. How we |
love ‘em. Even when
the weather’s warm
and the barbeque is
sizzling, NP’s review-
ers make time to play
games. So, what are
our reviewers playing
this summer and how
is summer gaming
different from playing
in other seasons? We
pondered. They
responded.

GEORGE SINFIELD |

amore natural world was hard for me
to embrace. At the same time, A
Wonderful Life had the most-interest-
ing characters of any HM game to
date. That aspect is carried over in
Another Wonderful Life, a remake of
the original GCN game but now with a
girl as the main character. Whether
you're male or female, you'll be both
fascinated and creeped out by Forget-
Me-Not Valley’s bizarre inhabitants. In
addition, the remake has some minor
improvements, including the ability to
continue playing from where the pre-
vious game ended. —ANDY M.

STEVEN GRIMM

My tower of console power sits in the
least airy room in Casa Grimm. Since
1 don’t like to game in my own stink,
portable games (Meteos for the DS

and the GBA's new Fire Emblem) will
be my whole life in hella hot August.

D
My apartment gets hot enough to
bake meatloaf in the summer, so I'm
usually outdoors with my GBA (or
DS, now). | then stock up on the best
fall releases for the rainy Seattle win-
ters when there’s nothing to do.

ANDY MYERS

Myrgarmng habits don't change dra-
matically from season to season, but

you might catch me playing a bit
more Tony Hawk than usual during
the summer. Playing Hawk at least

( lets me pretend I'm outside.

. Before | watch the Seattle Manners
play, I play the day’s game in an MVP
Baseball season. It allows me to
scout the players on the other team.

# And who knows? My victory might
be contagious for the home nine.

S'I'EVE THOMASON

| typ:cally don 't like to play games at
home until it’s dark outside (I know,
I'm weird), so the later sunsets dur-
ing the summer result in my staying
up alot later than I should. Stupid
ball of fire in the sky.

I ﬁhnumht
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FUSION
ENERGY

SIGMA STAR
SAGA

PLATFORM: GAME BoYy ADVANCE
PUBLISHER: NAMCO

DEVELOPER: WAYFORWARD
ESRB: EVERYONE 10+

Interspecies heat. Symbiotic
spacecraft. And more Cyclopean
eyeballs than you can shake a
stick at. With its deliriously imagi-
native world, Sigma Star Saga
takes on the oft-botched sci-fan-
tasy genre. Fortunately, the big
brains at WayForward are on the
job. Like Shantae (its genie GBC
game), SSS has great characters,
asmart story and good-humored
sensuality (but no belly dancing).
Yes, the RPG side of this game is
in great hands as it tells the crazy
story of Recker, an Earth pilot
who's jettisoned into space in the
hopes that the Krill—a warmon-
gering people at war with Earth—
will find and enslave him. From
there, his orders are to win Krill
trust by rising through the ranks
as a space jockey, all to pry loose
details of a superweapon. But as
the pilot gets to know his
captors, Recker learns that
the Krill are just cogs in a
corrupt machine—and that
Earth command might be
just as calculating. What
separates SSS from sci-fi
tripe is this shades-of-
gray plot. Well, that and
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the girl-on-girl jealousy that boils
over when the half-clad Krill,
Psyme, and a castaway Earth sci-
entist, Scarlet, become part of
SSS's bizarre love triangle.
Nothing like a catfight to keep a
war tale from getting too serious.
But SSS can stray off course dur-
ing battles. Like many RPGs, the
game has random battles, but it
goes where no RPG has gone
before—into space for shooter
levels. And very often! Before you
reach the next save spot, you'll
likely be beamed up 30 times.
The variety keeps the interrup-
tions from becoming unwelcome,
as does the Gun Data system. In
your travels, you'll collect data for
altering three aspects of your
firepower: cannon orientation (28
modes, from downward spray to
twin blast nodes that ride on your
sides); bullet type (20, such as tri-
blasts and bouncing energy); and
impact effect (28, including
napalm residual). The problem is
that, like the variety of foes and
flight paths, your craft is random.
If you get a speedy one, you'll be
fine. But if bad luck puts you in
“the tugboat” against fast ships,
you're screwed, no matter what
your Gun Data settings are. This
situation is rare, but battles occur
s0 often it can kill a half hour of
progress—a nagging flaw in one
of the most daring GBA experi-
ments out there. —STEVEN G.
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WHERE’S THE LOVE?

GOLDENEYE:
ROGUE AGENT

PLATFORM: NINTENDO DS
PUBLISHER: ELECTRONIC ARTS
DEVELOPER: EA TIBURON
ESRB: TEEN

With Metroid
Prime Hunters still
a few months out,

DS owners may be
‘ tempted to turn to
y GoldenEye: Rogue

Agent to satisfy their first-per-
son-shooter cravings. Rogue
Agent is a re-creation of the GCN
title, and uses the same story
and similar level structure.
Some of the unique gameplay
elements of the GCN GoldenEye
are in the DS version, including
the main character’s vision abili-
ties and the option to use ene-
mies as shields. These elements
do not, however, play a very big
arole in the gameplay. Basically,
you're left with a run-of-the mill
first-person shooter. And though
no standard has yet been set for
a full-length DS FPS, GoldenEye
misses the mark on many levels.
First off, the game is just too
short. Clearly a lot of effort has
gone in to the expansive multi-
player mode (including seven-
player single-card download
play), but it's no excuse for the
length of the single-player cam-
paign, which can be completed
in less than five hours. The game
also has some problems with hit
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detection and enemy Al, both of
which are killers to an FPS. But
GoldenEye’s most apparent fault
is its lack of creativity. The levels
couldn’t be more linear, and
every scenario is repeated
throughout, leaving no memo-
rable moments for gamers to
chew on. For instance, every
time you unlock a door, you're
thrown into a game of Simon
(not a game like Simon—it liter-
ally /s Simon) in which you have
to memorize a sequence ona
four-color pad and repeat it
using the touch screen. You're
forced to play the minigame
over and over, and with the
exception of adding one or two
steps to the sequence, it never
changes. Even the game’s final
task on the last level requires
completing the same minigame.
You'd think an evil genius would
protect his most powerful
weapon with something a little
more complicated than a quick
Simon session.

For all its faults, though,
GoldenEye does give us a
glimpse of the DS’s wondrous
capabilities. The graphics are
amazing, the load times are fair-
ly fast and the character control
is solid. EA offers four control
schemes (strangely enough, the
default option is the most awk-
ward), and lets you dramatically
adjust the sensitivity of the sty-
lus. With a little more depth and
developer love, this could have
been a top DS title. —ANDY M.

CHARLIE AND THE
CHOCOLATE
FACTORY

PLATFORM: NINTENDO GAMECUBE
PUBLISHER: GLOBAL STAR SOFTWARE
DEVELOPER: HIGH VOLTAGE SOFTWARE
ESRB: EVERYONE

What fascinates people ahout the
story Charlie and the Chocolate Factory
is its seemingly utopian locations, con-
trasted with the sinister events that
take place within. Somehow, the recent
Charlie and the Chocolate Factory GCN
game manages to switch these notions,
and the effect is disastrous. Instead of
a place where one might actually want
to go, the settings for the game are
dark and uninviting, and Willie Wonka
and the Oompa-Loompas have lost all
of their quirky, mysterious behavior,
making them annoyingly gleeful. The
last-generation graphics and physics,
as well as the difficult-to-control cam-
era only worsen the experience. The
prerendered cinema scenes and decent
musical score help to offset the other-
wise atrocious production quality, but
these elements aren’t enough to for-
give the damage done to such a popu-
lar franchise. —CHRis S.

CHARLIE AND THE
CHOCOLATE
FACTORY

[RATING: 3.5

PLATFORM: GAME BOY ADVANCE
PUBLISHER: GLOBAL STAR SOFTWARE
DEVELOPER: DIGITAL ECLIPSE

ESRB: EVERYONE

It’s sad to see Charlie and the
Chocolate Factory getting such
warmed-over treatment. At least the
title breaks away from the typical plat-
former model by adding puzzle ele-

ments involving the Oompa-Loompas.
But the game lacks any real challenge—
you can futz around with ordering the
Oompa-Loompas to do your hidding in
virtually any order, and you can't really
mess up. If the game was made harder
by having a time requirement or more
difficult enemies to negotiate, it could
be very solid. Better attention to the
source material and better presenta-
tion could have made this game more
palatable, as well. —CHRIs S.

HARVEST MOON:
MORE FRIENDS
FROM MINERAL
TOWN

PLATFORM: GAME BOY ADVANCE
PUBLISHER: NATSUME

DEVELOPER: MARVELOUS INTERACTIVE

ESRB: EVERYONE

Though I consider myself a fan of the
Harvest Moon series, it's hard to put a
finger on what makes its games so
likeable. You perform the same tasks
over and over again, just waiting for a
plant to sprout, an animal to give
birth, or a friend to gain affection for
you. More Friends of Mineral Town, a
remake of 2003's Friends of Mineral
Town that's geared toward girls, plays
out much like its predecessor, but with
a few improvements and new charac-
ters. It's an enjoyable experience even
if you've already played through the
original. There are so many things to
do, and your hand is never forced. You
work at your own pace, relishing the
great depth of the RPG-influenced sys-
tem while harvesting crops, wooing a
mate, raising animals and performing
about a million other tasks. Harvest
Moon games are not for everyone, nor
are they all good. But this one is, as
long as you have the patience to savor
the experience. —ANDY M.




JAMES POND GBA

DISNEY’S KIM
POSSIBLE lil:
TEAM POSSIBLE
[RaTiNG: 6.5

PLATFORM: GAME BoY ADVANCE
PUBLISHER: DISNEY INTERACTIVE
DEVELOPER: A2M

ESRB: EVERYONE

The same type of character-switch-
ing teamwork that played a big part in
Disney’s Lion King 1 1/2 and Brother
Bear works as the gameplay baseline
in Kim Possible’s third GBA outing.
Kim and her pal Ron Stoppable take
turns exploring three huge areas on
their way to thwarting the likes of
Monkey Fist and Sefior Senior. While
Kim can swing from poles, perform
wall jumps and grapple, Ron uses
rollerskates and rocket boots to tra-
verse the environment. The first area
is designed for fairly linear explo-
ration, with some character switching
and backtracking, but navigation
becomes quite a bit more complex as
the game progresses, and the charac-
ters take different routes through the
environments. Although Ron has a
supercharged attack, fighting is the
weakest part of the game, consisting
of single-move bouts against pre-
dictable enemies. —GEORGE S.

JAMES POND
CODENAME
ROBOCOD

PLATFORM: GAME BOY ADVANCE
PUBLISHER: VALCON GAMES
DEVELOPER: CREATURE LABS
ESRB: EVERYONE

When James Pond appeared on the
video game scene in the early ‘90s,
side-scrolling games with brightly
colored fantasy-themed environ-
ments were commonplace. But
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games have grown up in the last
decade, the Christmas-elf-saving fish
seems curiously out of place while
hopping on platforms shaped like
sporting goods and stuffed animals.
It's a nostalgic return to an era that
many players would rather forget
than relive. Also, despite the game’s
title, the 007 references are light at
best. Pond’s nemesis is Dr. Maybe (a
nod to James Bond’s Dr. No) and the
fishy agent uses items, such as wing
attachments and a stretching suit to
explore, but that seems more like
Inspector Gadget territory than the
realm of James Bond. Players new to
platformers will enjoy the game’s
simplicity, but advanced players are
better off with a Mario or Sonic title.
—GEORGE S.

SONIC GEMS
COLLECTION

PLATFORM: NINTENDO GAMECUBE
PUBLISHER: SEGA DEVELOPER: VARIOUS
ESRB: EVERYONE

At $30, Sonic Gems Collection is
worth the price of admission for Sonic
CD alone. If you're a fan of Sega’s speedy
hedgehog (or 2-D platformers in gener-
al) and have never played that particular
game, you're in for a real treat. It’s quite
possibly the pinnacle of the entire
series. For hard-core completists, this
compilation is a must-have because it’s
the only way to add Sonic the Fighters to
your collection without buying an
expensive arcade cabinet. Neither Sonic
R nor any of the six Game Gear titles
included on the disc is anything special,
but they round out the package nicely.
You can also unlock Vectorman and its
sequel (see page 40 to find out how),
which is a cool bonus. Why didn’t we get
Streets of Rage like the Japanese ver-
sion, though? —STEVE T.

STRAIGHT
SHOOTER

NANOSTRAY

PLATFORM: NINTENDO DS

PUBLISHER: MAJESCO

DEVELOPER: SHINEN

ESRB: EVERYONE

After you’re done being dazzled
by Nanostray’s extraordinarily
beautiful 3-D backgrounds and
sleek spaceships, the next thing
about the game that will hit you is
just how freakin’ hard it is. From
the start until your inevitable
demise, you're bombarded with
pulses, lasers, explosives and
stray enemies from all angles
with absolutely no breaks. Ever.
The enemies theoretically come
in waves, but since the waves
overlap, it’s a constant barrage.
There’s no time to zone out and
enjoy the scenery. No time to look
at the radar display on the lower
screen. No time to experiment
with your ship’s four main
weapons. You have to focus and
keep shooting.

The game’s eight levels are
short (about four minutes each),
giving you a breather after you've
defeated each boss. Even though
the main Adventure mode is brief,
the game has plenty of replay
value due to three difficulty levels
and 22 challenges that revisit
areas under new conditions.

The Valor bonus (one of sever-
al conditions that determine your
letter grade after each mission)
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rewards you for not using the
ship’s auto-fire feature and a
tractor beam that sucks in score-
and secondary-weapon-boosting
coins. So, even after you've com-
pleted each area, you have good
reasons to play again.

My beef with gameplay is the
absence of energy-reviving
items. Your ship can take a set-in-
stone number of hits (six in
Normal difficulty) before it
explodes—no chance for survival,
save for avoiding projectiles. The
lack of energy pickups takes
away energy-management
strategies that are commonplace
in space shooters. Also your ship
(the SHN-2K5) has alternate
weapons (and a superpowered
secondary weapon for each
alternate), but there’s no com-
pelling reason to fumble for the
touch controls that switch
weapons, because the default is
stronger and more versatile than
the others.

Overall, the game is a great
introduction to space shooting
for the DS and a worthy succes-
sor to Shin'en and Majesco’s
Iridion games for the GBA.
—GEORGE S.




TACLIN
LARG T (

THEDS

DELIVERS

for a lot of
da

The Nintendo DS was responsible

buzz at E3, and recent releases have cause

commotion, too. The two highest-rated

additions to the ar
Kirby: Canvas Curse (als0 9.0
and creative us
games worth a try.

THE ADVENTURES OF
JiMMY NEUTRON BOY GENIUS: THE

ATTACK OF THE TWONKIES 4.0 GIN THQ

ALIEN HoMINID 6.5 GC(N 0-3

AMAZING ISLAND 55 GCN  SEGA
ANIMANIACS: THE GREAT

EDGAR HUNT 3.0 GCN  IGNITION

BAD Boys: MiAMI TAKEDOWN 2.5  GCN  EMPIRE INTERACTIVE
BATEN KAITOS: ETERNAL

WINGS AND THE LoST OCEAN 9.0 GCN  Namco

BATMAN BEGINS 6.5 GCN  ELECTRONIC ARTS
CABELA's BIG GAME HUNTER

2005 ADVENTURES 4.5 GCN  ActivisioN

CALL OF Duty: FINEST HOUR 70 GCN  Activision
CATWOMAN 45 GCN  ELECTRONIC ARTS
DEF JAM: FIGHT FOR NY 75 GCN ELECTRONIC ARTS
DIGIMON RUMBLE ARENA 2 6.0 GCN  Banpal
Di1GIMON WORLD 4 7.0 GCN BANDAI

DONKEY KONG JUNGLE BEAT 9.0 GCN NINTENDO
DONKEY KONGA 85 GCN NINTENDO
DoNKEY KONGA 2 75 GCN NINTENDO
DRAGON BALL Z: BUDOKAI 2 50 GCN  ATARI

DRAGON BALL Z: SAGAS 55 GCN  ATARI
DREAMWORKS SHARK TALE 45 GCN  AcTivision

THE FAIRLY ODDPARENTS!:

SHADOW SHOWDOWN 45 GCN  THQ

FANTASTIC FOUR 6.0 GCN  AcTivisioN

FIFA Soccer 2005 85 GCN ELECTRONIC ARTS
FIFA STREET 6.0 GCN  ELECTRONIC ARTS
FIGHT NIGHT: ROUND 2 8.0 GCN  ELECTRONIC ARTS
GOLDENEYE: ROGUE AGENT 55 GCN ELECTRONIC ARTS
THE INCREDIBLES 70 G(N  THQ
INTELLIVISION LIVES! 3.0 GCN  CRave
INTERNATIONAL GOLF AND TENNIS 3.0 GCN  IGNITION

KiLLer 7 8.5 GCN Capcom

KING ARTHUR 4.5 GCN Konami
KNIGHTS OF THE TEMPLE 5.0 GCN  AsPYrR

LEMONY SNICKET'S A SERIES

OF UNFORTUNATE EVENTS 7.0  GCN  AcTIvisioN

THE LORD OF THE RINGS:

THE THIRD AGE 6.5 GCN  ELECTRONIC ARTS
LoTus CHALLENGE 1.5 GCN IaNITIoN
MADAGASCAR 6.0 GCN  ActivisioN
MADDEN NFL 2005 9.0 GCN ELECTRONIC ARTS
MARIO PARTY 6 7.5 GCN NINTENDO
MARIO POWER TENNIS 7.0 GCN  NINTENDO

MC GROOVZ: DANCECRAZE 5.0 GCN  Map Catz

MEDAL oF HONOR:

EUROPEAN AssAuLT 8.0 GCN  ELECTRONIC ARTS
MEGA MaN X:

COMMAND MissION 6.5 GCN  Capcom
METROID PRIME 2 ECHOES 9.5 GCN  NINTENDO
MIDWAY ARCADE TREASURES 2 7.5 GCN  Mipway
MoRTAL KOMBAT: DECEPTION 7.5 GCN  Mipway

MVP BASEBALL 2005 9.0 GCN  ELECTRONIC ARTS
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chives are Meteos (9.0) and
). Solid gameplay

e of the touch screen make both
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REVIEWER NOTES

The last of the THPS games
based on what Neversoft now
calls Classic mode is a great
skate with no overhead.
There’s no story, no searching
for missions, no Jackass-style
antics—just skating in some of
the best grinding locations
ever. Skater’s Island still tops
my list. —GEORGE S.

>BOMBERMAN
Eight-player matches with one

E
T game card? DS pownload Play
£ has never heen so sweet. The card
E owner can serve up 30 arenas and
M

choose lots of hattle options
{ (like mic-controlled detonation!).
T

—STEVEN G.
T
T
T
M
T
E

E10+

E
T
T
T
E %__
£ KIRBY: CANVAS CURSE
T
£ Though his DS gameplay has
E loads of visual cotton candy,
T which Kirby's new fans will
T eat up, Canvas Curse has so
1 much innovation that it’s like
: a steak dinner for old fans
i who've wanted Kirby to
T transform platformers all
M over again. And using only

the stylus to make the hero
5 do his classic moves puts
T him back at the top of his
E game. —STEVEN G.

E10+
E >BEYOND GOOD & EVIL
E Inthe cloud of endless sequels and
T tired genres, Beyond Good & Evil
: shines like a beacon. Game developers
T everywhere can see that
A’VA‘ originality and creativity can
E exist and be successful.
—CHRIS S.

NASCAR 2005:

CHASE FOR THE Cup 7.5 GCN  ELECTRONIC ARTS 185 E
NBA Live 2005 7.5 GCN  ELECTRONIC ARTS 186 E
NBA STREET V3 7.5 GCN  ELECTRONIC ARTS 190 E
NCAA FOOTBALL 2005 9.0 GCN ELECTRONIC ARTS 183 E
NEED FOR SPEED

UNDERGROUND 2 7.5 GCN  ELECTRONIC ARTS 188 E
NFL STREET 2 7.0 GCN  ELECTRONIC ARTS 189 E
NHL 2005 7.0 GCN  ELECTRONIC ARTS 186 E
PAPER MARIO: THE

THOUSAND-YEAR DOOR 9.0 GCN  NINTENDO 186 E
PHANTASY STAR ONLINE:

EpisonE | & Il PLus 55 GCN  SEGA 184 T
PIKMIN 2 9.5 GCN  NINTENDO 184 E
PINBALL HALL OF FAME 4.5 GCN CRAVE 189 E
THE POLAR EXPRESS 50 GCN  THQ 187 E
POWER RANGERS:

DiNo THUNDER 5.0 GIN THQ 186 E
PRINCE OF PERSIA:

WARRIOR WITHIN 9.0 GCN  UsisoFr 188 M
RAVE MASTER 5.0 GCN  Konami 192 T
RESIDENT EVIL 4 10.0 GCN  Capcom 189 M
RoBots 50 GCN VU GamEs 190 E
SCALER 6.5 GCN  GLOBAL STAR 188 E
SECOND SIGHT 9.5 GCN  CODEMASTERS 185 T
SPIDER-MAN 2 7.5 GCN  AcTivisioN 183 T
THE SPONGEBOB

SQUAREPANTS MoVIE 7.0 GCN THQ 186 E
SPYRO: A HERO'S TAIL 5.5 GCN VU GAMES 187 E
SRS: STREET RACING SYNDICATE 75 GCN NAmco 185 T
STAR Fox: AssAuLT 8.0 GCN  NINTENDO 189 T
STRIKE FORCE BOWLING 4.5 GCN  CRAVE 190 E
TAK 2: THE STAFF OF DREAMS 8.0 GCN THQ 186 E
TALES OF SYMPHONIA 9.5 GCN  Namco 183 T
TEENAGE MUTANT NINJA

TURTLES: MUTANT MELEE 3.0 GCN  Konami 192 T
TEENAGE MUTANT NINJA

TURTLES 2: BATTLE NEXUS 4.0 GCN  Konami 186 T
TERMINATOR 3: THE REDEMPTION 7.5  GCN  ATARI 185 T
TiGer WooDs PGA Tour 2005 8.5 GCN  ELECTRONIC ARTS 186 E
TIMESPLITTERS: FUTURE PERFECT 8.5  GCN  ELECTRONIC ARTS 191 M
Tom CLANCY's GHOST RECON 2 4.5 GCN UBISOFT 192 T
Tom CLANCY’S SPLINTER CELL:

CHAOS THEORY 8.0 GCN  UsisoFr 192 M
Tom CLANCY’S SPLINTER CELL:

PANDORA TOMORROW 8.0 GCN  UsisoFr 183 T
ToNY HAWK'S UNDERGROUND 2:

WORLD DESTRUCTION TOUR 7.5 GCN  AcTivision 186 i
TRIGGER MAN 1.0 GCN  CRAve 186 T
TY THE TASMANIAN TIGER 2:

BUSH REsCUE 5.0 GCN  ELECTRONIC ARTS 186 E
THE URBZ: SIMS IN THE CITY 7.0 GCN ELECTRONIC ARTS 187 i
VIEWTIFUL JOE 2 9.0 GCN CAPCOM 187 T,
VIRTUA QUEST 55 GCN  SeGa 189 T
WWE: DAY OF RECKONING 8.0 GCN THQ 185 T
X-MEN LEGENDS 8.0 GCN  ActivisioN 186 T
Z01Ds: BATTLE LEGENDS 3.5 GIN  ATARI 185 T
ASPHALT URBAN GT 6.5 DS UsisoFr 188 E
BOMBERMAN 70 DS UBisoft 194 E
FEEL THE MAGIC: XY /XX 9.0 DS  SEGA 188 T
KirBy: CANVAS CURSE 9.0 DS NINTENDO 194 E
MADAGASCAR 7.0 DS ACTIVISION 194 E
MAaDDEN NFL 2005 7.5 DS ELECTRONIC ARTS 188 E
MeTEOS 9.0 DS  NINTENDO 194 E
MR. DRILLER: DRILL SPIRITS 7.0 DS NAmco 188 E
NEED FOR SPEED UNDERGROUND 2 6.0 DS ELECTRONIC ARTS 193 E
PAC-Pix 8.0 DS NAamco 192 E
PING PALS 5.0 DS THQ 188 E
POKEMON DASH 5.0 DS NINTENDO 191 E
POLARIUM 7.5 DS NINTENDO 192 E
Puyo Pop FEVER 6.0 DS AtLus 193 E
RAYMAN DS 6.5 DS UsIsoFt 191 E
RETRO ATARI CLASSICS 5.0 DS ATARI 191 E
RIDGE RACER DS 7.0 Y NAamco 188 E
Rosorts 4.5 DS VU GAMES 190 E
SPIDER-MAN 2 6.5 DS AcTIvISION 188 E
SPLINTER CELL: CHAOS THEORY 8.0 Y UsisoFT 194 T
SPRUNG 75 DS UBISOFT 188 T
STAR WARS EP1sODE IlI:

REVENGE OF THE SITH 8.0 DS UsisoFt 193 Eto+
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THE MINISH CAP

SUPER MARIO 64 DS 85 DS NINTENDO 188 E
TIGER WooDs PGATour 2005 8.0 DS ELECTRONIC ARTS 188 E
THE URBZ: SIMS IN THE CITY 75 DS ELECTRONIC ARTS 188 E
WARIOWARE: TOUCHED! 9.0 DS NINTENDO 190 E
WORLD CHAMPIONSHIP POKER:

DELUXE SERIES 50 DS Crave 192 E
YosHi ToucH & Go 70 DS NINTENDO 191 E
200 KEeePER 45 DS IGNITION 189 E
Ace COMBAT ADVANCE 4.0 GBA  Namco 190 E
ADVANCE GUARDIAN HEROES 7.5 GBA  UsisoFr 185 E
THE ADVENTURES OF JIMMY

NEUTRON Boy GENIUS: THE

ATTACK OF THE TWONKIES 4.0 GBA THQ 185 E
ANIMANIACS: LIGHTS!

CAMERA! AcTION! 4.5 GBA  IGNITION 190 E
AROUND THE WORLD IN 80 DAYS 4.0  GBA  HIP INTERACTIVE 184 E
AsTRO Boy: OMEGA FACTOR 9.0 GBA  SkGa 184 E
BACKYARD BASKETBALL 4.5 GBA  ATARI 186 E
BaNjo PiLot 70 GBA THQ 189 E
BATMAN BEGINS 55 GBA  ELECTRONIC ARTS 194 T
BokTAl 2: SoLAR Boy DjaNGO 7.5 GBA  Konami 185 T
CABELA's BIG GAME HUNTER

2005 ADVENTURES 2.0 GBA  ActvisioN 188 T
CARTOON NETWORK BLOCK PARTY 3.0 GBA  MajEsco 185 E
CATWOMAN 5.5 GBA  ELECTRONIC ARTS 183 T
CLassic NES SERIES CASTLEVANIA 8.5  GBA  NINTENDO 186 E
Cuassic NES SERIES DR. MARIO 7.0 GBA  NINTENDO 186 E
CLassic NES SeriEs METROID 8.0 GBA  NINTENDO 186 E
CLAssic NES SERIES ZELDA II:

THE ADVENTURE OF LINK 7.0 GBA  NINTENDO 186 E
CoDENAME Kips NEXT DoorR—

OPERATION S.0.D.A. 4.5 GBA  GLOBAL STAR 187 E
CRUSHED BASEBALL 2.5 GBA  SUuMMITSOFT 186 E
DEAD T0 RIGHTS 5.0 GBA  DESTINATION 187 T
DIGIMON RACING 5.5 GBA  BaNDAI 184 E
DISNEY’s HERBIE: FULLY LOADED 5.5 GBA  DISNEY INTERACTIVE 194 E
DISNEY's MAGICAL QUEST 3

STARRING MICKEY & DONALD 55 GBA  (Capcom 194 E
DoNKEY KONG COUNTRY 2 6.5 GBA  NINTENDO 187 E
DRAGON BALL Z: Buu’s FurY 7.0 GBA  AtArl 185 E
DREAMWORKS' SHARK TALE 4.5 GBA  AcTivISION 185 E
DUEL MAsTERS: KAjuDO

SHOWDOWN 4.0 GBA  AraArl 187 E
ELF 2.0 GBA  (RAVE 187 E
F/A18F: SUPER HORNET 3.5 GBA  Majesco 188 E
F-ZERO—GP LEGEND 7.5 GBA  NINTENDO 185 E
THE FAIRLY ODDPARENTS!:

SHADOW SHOWDOWN 4.0 GBA THQ 186 E
FANTASTIC FOuR 6.5 GBA  ACTvVISION 194  E10+
FEAR FACTOR UNLEASHED 3.0 GBA  HIPINTERACTIVE 187 T
FIFA SoccEr 2005 7.0 GBA  ELECTRONIC ARTS 186 E
FINAL FANTASY | & II:

DAWN OF Souts 8.5 GBA  SQUARE ENIX 187 E
FINDING NEMo: THE

CONTINUING ADVENTURES 3.5 GBA THQ 186 E
FIRE EMBLEM: THE SACRED STONES 9.0 GBA  NINTENDO 193 E
GOLDEN NUGGET CASINO 20 GBA  Majsco 188 E
GRAND THEFT AUTO ADVANCE 7.5 GBA  ROCKSTAR 186 M
GUNDAM SEED: BATTLE ASSAULT 5.0 GBA  BANDAI 186 T
HAmMTARO: HAM HAM GAMES 7.0 GBA  NINTENDO 183 E
Hot WHEELS: STUNT

TRACK CHALLENGE 6.0 GBA THQ 188 E
Hugo: THE EviL MIRROR 3.0 GBA Namco 192 E
THE INCREDIBLES 6.0 GBA THQ 186 E
IT’s MR. PANTS 6.5 GBA THQ 187 E
KiLL.Switc 6.0 GBA  DESTINATION 185 1
KiLLER 3-D PooL 4.0 GBA  DESTINATION 192 E
Kim PoSSIBLE 2:

DRAKKEN'S DEMISE 5.0 GBA  DiIsSNEY 183 E
KINGDOM HEARTS: CHAIN

OF MEMORIES 7.5 GBA  SQUARE ENIX 188 E
KIRBY & THE AMAZING MIRROR 8.0 GBA  NINTENDO 186 E
KLONOA 2: DREAM CHAMP

TOURNAMENT 8.5 GBA Namco 190 E
THE LEGEND OF ZELDA:

THE MINISH CAP 9.5 GBA  NINTENDO 189 E
LEGO KNIGHTS” KINGDOM 5.0 GBA THQ 187 E
LEGO S7AR WARS 6.5 GBA  Einos 192 E
LEMONY SNICKET'S A SERIES

OF UNFORTUNATE EVENTS 6.0 GBA  AcTvVIsioN 186 E

For fans of The Legend of Zelda:
ALink to the Past, I cannot

recommend The Minish Cap more

highly. Like Capcom’s previous

Zelda efforts, this game provides
anostalgic yet entirely
new experience,
—ANDY M.

COMPILATIONS |

With the release of Sonic Gems

Collection now imminent, we

thought it would be a good

time to take a look at the best

compilations available for the

current platforms.

1. The Legend of Zelda:
Collector’s Edition (GCN)

2. Sonic Mega Collection
(GCN)

3. Mega Man Anniversary
Collection (GCN)

4, Midway Arcade
Treasures 2 (GCN)

5. Namco Museum (GBA)

—STEVET.

>STAR WARS
EPISODE lil:
REVENGE OF THE SITH

Sith’s multiplayer 3-D space-
shooter featureis the first of
its kind for the DS, and great even
in single-player skirmishes
versus hots —love the
cel-shaded explosions.
—GEORGE S.

A game’s greatness can often
be judged by how many hours
of your life it has consumed. |
started playing NHL Hitz 2003
for GCN (not to be confused
with the disappointing NHL
Hitz Pro or with the choppy
PS2 version) when it launched
in September of 2002, and I've
been playing it ever since,
almost every day. Itis the per-
fect sports game because it
never gets old, even when the
sport itself does. I'm sure I'll
still be enjoying this unsung
masterpiece years from now
on my backward-compatible
Revolution. —Anpy M.

LILO AND STITCH 2:
HAMSTERVIEL HAVOC

Lizzie McGUIRE 2

THE LORD OF THE RINGS:
THE THIRD AGE

MADAGASCAR

MADDEN NFL 2005
MARIO PARTY ADVANCE
MARIO PINBALL LAND

MEGA MAN BATTLE NETWORK 5:
TeAM COLONEL & TEAM PROTOMAN

MEGA MAN ZERO 3

METAL SLUG ADVANCE

MIGHTY BEANZ POCKET PuzzLES
MonopoLy

MONSTER TRUCKS

MR. DRILLER 2

Ms. PACMAN MAZE MADNESS
NEED FOR SPEED UNDERGROUND 2

NICKTOONS: FREEZE
FRAME FRENZY

PAC-MAN PINBALL ADVANCE
PAC-MAN WORLD
POKEMON EMERALD

PoKéMON FIRERED AND
POKEMON LEAFGREEN

THE POLAR EXPRESS

POPEYE: RUSH FOR SPINACH
POWER RANGERS: DINO THUNDER
RACING GEARS ADVANCE

RAPALA PRO FISHING

RAYMAN: HOODLUM'S REVENGE
RiVIERA: THE PROMISED LAND
RosoTs

RUGRATS: ALL GROWN UP!
—EXPRESS YOURSELF

SCRABBLE BLAST
SD GuNDAM FORCE

SHAMAN KING: LEGACY OF THE
SPIRITS—SOARING HAWK /
SPRINTING WoLF

SHAMAN KING: MASTER OF SPIRITS
SHREK 2: BEG FOR MERCY
SMASHING DRIVE

THE SPONGEBOB
SQUAREPANTS MovIE

STAR WARS EPISODE IlI:
REVENGE OF THE SITH

STAR WARS TRILOGY:
APPRENTICE OF THE FORCE

STRAWBERRY SHORTCAKE:
SUMMERTIME ADVENTURE

SUPER ARMY WAR

TEENAGE MUTANT NINJA
TURTLES 2: BATTLE NEXUS

TEN PIN ALLEY 2

Texas HoLp ‘EM POKER

THAT’S S0 RAVEN

THUNDER ALLEY
THUNDERBIRDS

TOKYO XTREME RACER ADVANCE

ToNy HAWK's UNDERGROUND 2:
WOoRLD DESTRUCTION TOUR

TRON 2.0: KILLER AP

Ty THE TASMANIAN TIGER 2:
BusH ResCUE

THE URBZ: SIMS IN THE CITY
WARIOWARE: TWisTED!
WORLD CHAMPIONSHIP POKER
WWE SURVIVOR SERIES

XS Moto

YosHi TopsI-TURVY

Yu-Gi-OH!: DESTINY BOARD
TRAVELER

Yu-GI-OH!: RESHEF OF
DESTRUCTION

Yu Yu HAKUSHO: TOURNAMENT
Tacrics

Zoips: LEGACY
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ELECTRONIC ARTS
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SNK

Majesco
DESTINATION
MAJesco
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DESTINATION
ELECTRONIC ARTS

THQ

Namco
DESTINATION
NINTENDO

NINTENDO

THQ

Namco

THQ

ORBITAL MEDIA
AcTIVISION
UBISOFT

ATLUS

VU GAmEs

THQ
DESTINATION
BANDAI

Konami
KoNami
AcTIvisioN
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Find Your
Inner Link

In most cases, style and gamers do not go
hand in hand. The average game fanatic
would be content staying on the couch in
his pajamas all day, taking breaks only to
use the bathroom or microwave a Hot Pocket.
“Cosplayers,” however, have an affinity for the
style that saturates so many games, especially
those in the Final Fantasy and Zelda series, and
are willing to sacrifice valuable gaming time to
create intricate costumes based on their

faves. Who are we to judge?

Cosplay, a term born from the words
costume and play, consists of dressing
up and acting like something or some-
one else, and not just on Halloween.
Cosplaying was popularized in Japan,
where superfans of anime, manga,
video games (and sometimes even
musical groups) often re-create the
look of the people they idolize. Like
many other unique aspects of
Japanese culture, cosplaying eventu-
ally made its way to North America,
and took on a life of its own. Cosplay
communities have spread far and
wide across the continent, with a mas-
sive Web presence and widespread
conventions. And the unique styles
exhibited in many of Nintendo'’s
games, have inspired strong Nintendo
love within the community.
Cosplayers range from casual to
insanely meticulous. Hard-core cos-
players have an incredible eye for
detail, not only mimicking the outfit of
adepicted character, but the attitude
as well. Pikmin Link (as he is called in
the cosplay community) will not don a
costume until every detail is painstak-
ingly checked against game art and
screenshots. He has created 14 ver-
sions of Link based on different Zelda
games—and he’s already created two

,,,,,,,,,,,,,,,

Twilight Princess Link, after &
the wind died down.

Twilight Princess costumes.

More-casual cosplayers
tend to have fun with their
costumes, creating unique vari-
ations of favorite characters. Doug
Dennis (the male Mario cosplayer on
the next page) is a social studies
teacher who started cosplaying at the
urging of his daughter, seen here in
her Mario and Chun Li costumes.

He started cosplaying because of his
natural resemblance to Mario and
Wario, and has since developed a
crossover character, Darth

Wario.

Cosplayers take game
devotion to a whole
new level. They notice
all the little details
that many gamers
take for granted.

And while dressing
up like a game ;
character may

seem weird to some,
the level of fanati-
cismis not terribly far
off from most of us. In a
way, we take on the person- 73 ‘
alities of our favorite game . ik
characters every time we play a
game. —AnNDY M.

,,,,,,,,,,,

Beverly Alliss from Colorado has been cosplaying since
1998. One of her favorite subjects, Final Fantasy,
inspired her to create costumes for Rydia and Terra.



Mario meets Rocky in Jade
Fang’s unique costume.

3 =
Carrie Wink cosplays as farm girl Celia Q: ;
from Harvest Moon: A Wonderful Life.




In Volume 193, we asked Pokémon
Trainers to send in their ideal teams
to compete against the winners from
the Pokémon Emerald Ultimate

~ Frontier Brain Battle, with the rule
that they weren’t allowed to use

" Legendary Pokémon. This month,
~ we analyze the best submissions.

/ Many thanks to all the Trainers who
sent in their top teams!

~ BrainyTrainers

\\\\\\

(DARK) (WATER-ELECTRIC) .(BUG-FIGHTING
ABILITY: Pressure ABILITY: Volt Absorb ABILITY: Swarm
MOVES: Faint Attack, MOVES: Surf, MOVES: Megahorn,

Aerial Ace, Ice Beam,
Toxic

Thunderbolt, Confuse

Earthquake, Focus
Ray, Thunder wWave

Punch, Double Team

Dillon points out that Absol is an ideal match against either Mike or Chris’s
Groudon—they can’t do double damage against Dark-types. Dillon’s inclusion of
Heracross gives him plenty of type advantages over his opponents, but the inherent
disadvantages of Bug- and Fighting-types against the likes of Groudon, Rayquaza
and Exeggutor pose a real risk to his success.

TheEndIsNear99’s Team (via the Internet)

A LA
Sy,

BRELOOM

i 3 et K.

(GRASS-FIGHTING)

~ ABILITY: Effect Spore
MOVES: Spore, Focus

~ Punch, Sludge Bomb,
- Giga Drain

(DARK-FIRE)

ABILITY: Flash Fire
MOVES: Crunch,
Flamethrower,
Solarbeam, Toxic

ABILITY: Pressure
MOVES: Ice Beam,
Crunch, Toxic, Double
Team

TheEndIsNear’s Glalie is the centerpiece of his team, and is a serious threat to

virtually every Pokémon that Mike and Chris used. Not only can Ice Beam damage
Rayquaza and Groudon heavily, its Crunch can really work Exeggutor and Mewtwo
because of the move’s strength versus Psychic-types. Mike's Blissey is the only
Pokémon that could take Glalie down, provided the Blissey can attack first and
endure a few hard rounds.

- though. Umbreon’s Mean Look/Faint Attack combo, combined with its

Josh R.’s Team (via the Internet)

i,
.»/// &4

sl

(FIRE-FIGHTING

(WATER-DRAGON) (SfEEl-GROUND)

ABILITY: Blaze ABILITY: Swift Swim ABILITY: Sturdy
MOVES: Sky Uppercut, ~ MOVES: Ice Beam, MOVES: Crunch,
Fire Punch, Slash, Dragon Dance, Body Double-Edge, Dragon
Overheat Slam, Hydro Pump Breath, Iron Tail

Josh’s dual-type Pokémon make him tough to figure out—Mike and Chris would
both have their hands full swapping out Pokémon to get the right type
matchups. Kingdra's Ice Beam will be effective against either Trainer’s Groudon,
but if Kingdra gets knocked out early, Josh doesn’t have much of a backup plan
for taking out the Ground-type.

Joe C.’s Team (via the Internet)

T (0ARK)

ABILITY: Synchronize
MOVES: Faint Attack,
Confuse Ray, Toxic,
Mean Look

(NORMAL)
ABILITY: Truant
MOVES: Brick Break,
Hyper Beam,
Earthquake, Shadow Ball

(WAYEk-DRAGON)
ABILITY: Swift Swim

- MOVES: Rain Dance,

- Hydro Pump, Ice Beam,
Twister

Joe continues the tradition of including a Pokémon with a strong Ice-type
attack. If Mike and Chris could have seen which Pokémon were going to be
brought into play, they might have included an Ice-type specialist as well.
Hindsight is 20/20, as they say. Joe’s other Pokémon selections are interesting,

Synchronize ability and the lack of quality matchups versus Dark-types makes it
an intriguing Pokémon. If it can hold its ground for a few rounds, it could be a
tough takedown for virtually any Pokémon.

Everyone knows that successful
Pokémon Trainers have to be creative
and original. This month, we want to
see how creative you can be—write a

@ short essay (under 200 words, please!)
answering this question: If you were a Pokémon, what
type would you be, and why? The best submissions will
be printed in a future issue of NP. Send the essays to
pokemon_community@nintendopower.com. Good luck!

<
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Not Your Typical
Cover Band

The Advantage is a cover band, but they’re not doing their rendition of
“Freebird” at the local pub. They're releasing albums and touring the - >
country, playing NES songs for fans who appreciate the intricacies of 8- The Advantage’s second full-length album, If .
bit music almost as much as they do. ftica; Will e outin Septomber

So what makes NES music special enough that a creating new ways of making music. You had to do

band devotes so much effort to preserving its what you could with these four funky little sound
integrity? “INES music] is that weird point between channels. Nowadays you can just license some
Atari bleeps and real recorded music,” says drum- band's song and put it in the background. Take Tony
mer Spencer Seim (Spencer also plays in the non- Hawk games, for instance. They're fun, but | can see
cover hand Hella). The NES is capable of outputting playing those games on mute and still having the
only four channels of sound, same gaming experience,

but the technology that

-, which is something | can't say
Nintendo used for its game 66 .NES n.‘uSlc is that for Mario 2 or Blaster Master.”
sountracks back in the ‘80s weird pomt between Whether it's nostalgia or some-
was unique—so much that Atari bleeps and real thing else that makes 8-bit-

electronic musicians stiAII recorded music.” game music' special, The

explore newways of usingNES = . Advantage is proof that the

and Game Boy hardware to —Spencer Seim NES will live forever, and its

create music (see our music will always be enjoyed.

Community article on this subject in Volume 193). There are other bands that cover NES songs (such as

But times have changed, and video game music the Minibosses and NESkimos), and more are sure to

Whether it's extending a part of a song or changinga  has evolved at a similar pace as the games them- come. If The Advantage has it their way, they’ll be
key, even the most devoted cover bands take certain selves. While many gamers love modern video game playing NES covers forever. They've committed to
liberties with the music they love. What's great soundtracks, The Advantage and others prefer to covering music from every NES game ever made—
about The Advantage (who derive their name from live in the past. “I think current video game music is that's a lot of games, especially if you include unli-
the NES joystick controller) is that they play NES ultra-boring,” says Moncrieff. “What was special censed releases. They’ve got a long way to go, but
songs almost exactly how they were written, simply about 8-bit music (not just NES) was the restraints, they’re in it for the long haul.—ANby M.

replacing the MIDI sounds with guitars and bass, and
adding drums into the mix for a sonic boost. And
they've been at it since 1998.

Transposing an NES song is no easy task. The
Advantage goes to great lengths to achieve perfect
accuracy with their covers. On their 26-song debut
album, they insert natural-sounding transitions
between songs to re-create the experience of fin-
ishing a game’s level and beginning the next. They
also speed up the tempo occasionally to simulate
that time is running out. Every tool in The
Advantage’s arsenal is meant to be an homage to
the material rather than to themselves as musi-
cians, and game fans appreciate the effort. In fact,
when fans of The Advantage approach them at
shows, they rarely want to talk about what kind of
guitar amps they use or how the drummer tunes his
snare. They want to talk about games. “It's fun to be
able to relate to fans on another level other than
them just liking your music,” explains Robhy
Moncrieff, one of two guitar players in The
Advantage. You can talk about secrets in games and
stuff . .. you know, nerd out pretty good.”

and the talented composers who were essentially



Look’s like the mess
hall at Camp Hyrule.

d Grand Prize Video

Nintendo.com’s Touching is Good contest has
~ picked its winners! With over 1,000 photos and

won the grand prize; he’ll receive $1,000 and a
Nintendo DS with four games. Eric Garrison and

shots and selected other photos and videos at
www.touchingisgood.com.

x —— &

~ ARTIST: ARTIST:
. DRAGONBLUSS DAAZIHOPPER
. SUBJECT: SUBJECT:
Harvest Moon Harvest Moon

Computer-Drawn Category Hand-Drawn Category

helping to manage NP’s fan art competitions! You can post your
entries at forums.nintendo.com.

_ Custom-Made Avatars

- tilt-sensitive games for the

videos submitted, creativity ruled the event. Steve
Barnes’s video “Touching is Good in Video Games”

Andrew Erickson’s photos took home the first and
second prizes, respectively. Check out their winning

~ “The only thing wrong with this

We'd like to give special thanks to longtime forum resident *HEN* for

By designer Rebekah Lane

Sage Reviews

So far, the vast majority of the game reviews have been
glowing. Don't be afraid to let us know when you think a
game sucks. Of course, you do have to explain your opini-
non-a good review tells the reader why to stay away.

Sage Review
of the Month

Yoshi Topsy-Turvy
reviewed by
ZELDAS_MAJIK_101

Following the current fad of

GBA, Yoshi Topsy-Turvy con-
tinues the trend. The ques-
tion is, does Topsy-Turvy
incorporate the tilt sensor into
fun, playable levels, or puta
damper on gameplay? After play-
ing the game, you'll realize quickly
that the tilt sensor isn’t quite as
advanced as the gyro sensor in WarioWare:

Twisted!, but the more rigid response in turning the playfield left
and right still gets the job done. But after the first few stages,
you'll get a hang of the game. The graphics are beautiful on the
GBA, giving a truly 3-D feel. But the storyline is questionable, and
the game, sorry to say, is oriented towards a much younger audi-
ence. That doesn’t mean that Topsy-Turvy is an easy game that can
be beaten in a day or two—it definitely incorporates strategy and
thought into collecting all the apples and coins scattered through-
out each of the cleverly designed levels.

- Excerpts from Other Sage Reviews

Resident Evil 4

“With almost complete voice-over
dialogue, the compelling story
always leaves you wondering what
will happen next.”

—REDBLA DE79

Bomberman DS

game is that if you've played a
Bomberman game before, then
you've played Bomberman DS.”
—DRYBONESZERO

Fire Emblem: The Sacred Stones
“The game is easy to learn and will
have you engrossed in the experi-
ence from the start.” 4
—FIREEMBLEM54

X-Men Legends

“The controls and overhead camera
- view give this title the feel of many

previous hack and slash games.”

—FAERIEPRINCESSCO

What’s a Sage?

Sages are members of the NSider online community that are put through the
wringer and hand-picked by Nintendo. They get tons of special privileges, including
opportunities to review games for Nintendo Power magazine.

Calling All Community Members

Have you been known to don the occasional M hat or strap on a shiny mirror
shield? We're always on the lookout for awesome Nintendo-related costumes—
send pics showing you have as much skill with needle and thread as you do with a
Control Stick and shoulder buttons. Also, if you're into video game music and have
worked up arrangements of your own, let us know—we may highlight your works in
an upcoming issue.

community@nintendopower.com

pokemon_community@nintendopower.com



rightfoainianaot of trouble, asihe ventures doW
the raiNOWAroGt

| EVERYONE
®

- sl ©2005 HAL LaboratQs
SR B Game and system soft

touching is good.

o break the curse on Dream Lan®

NINTENDBDSW

B and Game Boy Advance are trademarks of Nintendo. © 2005 Nintendo.
ykirbykirby.com



TRUE
BLUE

Wwe’ve turned this month’s quiz up a
notch with some Sonic brainbusters.
Our hedgehog friend has a deep history
dating all the way back to the Sega Master
System. Visit nintendopower.com/quiz
for the answers today, or wait for your
next issue.

1 Which Sega Master System game did Sonic
co-creator Yuji Naka program almost single-
handedly?

a. Phantasy Star

b. Great Baseball

¢. Sonic the Hedgehog

d. Alex Kidd in Miracle World

2 In which of these games did Metal Sonic
make an appearance?
A L 0 i g

= AW i
a. Sonic b. Sonic €. Sonic
Adventure Adventure 2 Heroes
Battle

3 When was the first Sonic the Hedgehog game
released for the Sega Genesis?

a. November 1992

b. June 1991

c. August 1989

d. May 1995

4 What is the name of the planet on which the
Sonic games take place?

a. Mobius

b. Algol

. Earth

d. Vermillion

Which of these was not a character in the
32X game Knuckles Chaotix?
a. Vector the Crocodile
b. Jitter the Aardvark
c. Charmy Bee
d. Mighty the Armadillo /

PIXEL PERFECT

NAME THAT
SCREENSHOT

What's blue, black and orange all over? A
giant screenshot, that's what! Can you
guess what game the overblown shot was
taken from? If so, you are the coolest per-
son ever. If not. .. well, you're still cool in
our book.

6 on which of these handhelds has Sonic never
appeared?

a. Atari Lynx

b. Sega Game Gear

. Neo Geo Pocket Color

d. Game.com

e. Sega Nomad

7 Dr. Rohotnik’s Mean Bean Machine was a
conversion of which popular puzzle franchise?
a. Tetris

b. Tetris Attack

c. Columns

d. Dr. Mario

e. Puyo Pop

8 what was the name of the canceled Sonic
platformer for the Sega Saturn?

a. Sonic Universe

b. Sonic 3-D Blast

€. Sonic X-treme

d. Sonic the Hedgehog 5

LAST MONTH’S FEATURE:
MARIO PINBALL LAND (GBA)

9 What did Sega dub the “technology” responsible
for Sonic’s blazing speed in Sonic the Hedgehog 2?
a. Overclocking

bh. Mega Drive

c. Blast Processing

d. EV.LL. Al

10 In which of these games did Sonic not havea
cameo?

a. ToeJam & Earl

b. Daytona USA

¢. Christmas NiGHTS

d. Shenmue

11 In which game did Amy Rose first appear?
a. Sonic the Hedgehog 2

b. SonicR

¢. Sonic Adventure

d. Sonic CD

12 What is Dr. Robotnik’s first name?
a. Eggman

b. Albert

c. lvor

d. Mikhail




NINTENDO POWER

BACK ISSUES & PLAYER’S GUIDES

Order online at store.nintendo.com or call 1-800-255-3700

NINTENDO POWER MAGAZINE

HAS BEGUN

AUGUST 2005, VOLUME 194

Mario Kart DS, I Love LA (E3 Wrap-Up),
Built to Last, Nintendo World, Historical
License, Make Your Move, Lunar: Dragon
Song, Meteos, Age of Empires: The Age of
Kings, DK: King of Swing, Zoo Tycoon, The
Incredible Hulk: Ultimate Destruction,
One Piece, Zatch Bell!, Pac ‘n Roll,
Madden NFL 06, Inside Zelda

JULY 2005, VOLUME 193
The Legend of Zelda: Twilight Princess,

Renaissance Mario, Not Lost in Translation,

Killer 7, Pokémon Emerald, Fire Emblem:
The Sacred Stones, Animal Crossing DS,
Nintendogs, Meteos, Trace Memory,
Ultimate Spider-Man, Fire Emblem: Path
of Radiance, Call of Duty 2: Big Red One,
Medal of Honor: European Assault,
Rebelstar: Tactical Command, Advance
Wars: Dual Strike, Kirby: Canvas Curse,
Shadow the Hedgehog, Snowboard Kids,
GoldenEye: Rogue Agent, Electroplankton,
Yoshi Topsy-Turvy, Nanostray, Spartan:
Total Warrior, X-Men Legends I1: Rise of
Apocalypse, Inside Zelda

OFFICIAL NINTENDO PLAYER’S GUIDES

JUNE 2005, VOLUME 192

Pokémon Emerald, Splinter Cell: Chaos
Theory, Polarium, Need for Speed
Underground 2, Geist, Inside Zelda
Special, Shadow the Hedgehog, Donkey
Konga 2, Super Year, Star Wars Episode
11I: Revenge of the Sith, Advance Wars
DS, Shogun Warrior, Fire Emblem: The
Sacred Stones

2ELDAS A&&w’ﬂ&?“!‘? SeagEnss

MAY 2005, VOLUME 191

Donkey Kong Jungle Beat, TimeSplitters:
Future Perfect, Mortal Kombat:
Deception, Rayman DS, Dragon Ball Z:
Sagas, Nintendo DS: The Future Comes
into View, Nintendo Power Awards
Results, Zelda GCN Poster

THE OFFICIAL GUIDE FROM BOWER

.IRE EI"I‘IBI.E“‘I a
§5 THESACRED STONES G g &

FIRE EMBLEM: THE SACRED STONES

THE OFFICIAL GUIDE FROM =

POKEMON EMERALD

NINTENDO GAMECUBE

THE OFFICIAL GUIDE FROM 2254808

STAR FOX: ASSAULT

THE OFFICIAL GUIDE FROM 25554

THE OFFICIAL

PIATINS GUIDE

THE LEGEND OF ZELDA:
THE MINISH CAP

GAME BOY ADVANCE

* METROID PRIME 2 ECHOES
* PAPER MARIO:

THE THOUSAND-YEAR DOOR
 PIKMIN 2

* POKEMON COLOSSEUM
« THE LEGEND OF ZELDA:
FOUR SWORDS ADVENTURES

* FINAL FANTASY: CRYSTAL CHRONICLES

* FINAL FANTASY 1 & II:

DAWN OF SOULS
* POKEMON FIRERED & LEAFGREEN
* METROID: ZERO MISSION

* SWORD OF MANA

* MARIO & LUIGI: SUPERSTAR SAGA
* FIRE EMBLEM

* FINAL FANTASY: TACTICS ADVANCE

Nintendo Power issues are available individually. Features in each issue are listed above. Use the Back Issue/Player’s Guide Order Form in this issue to order past Nintendo Power issues and Player’s
Guides, call 1-800-255-3700 to order by phone, or visit store.nintendo.com to order online with VISA or MasterCard. Offer valid while supplies last! Please allow up to 2 weeks for delivery. Prices include
shipping and handling. Prices subject to change without notice.



CONTACTS

GET ‘N TOUCH WITH NINTENDO

+ MY HIHTEHDO Sign Up Now

NINTENDO ONLINE
Your online source to everything Nintendo.
www.nintendo.com

GENERAL QUESTIONS
Visit www.nintendo.com
or e-mail us by visiting: www.nintendo.com/consumer/webform.jsp

If you are unable to find what you need at our website, contact us at:
1-800-255-3700

(1-800-422-4281 TDD)

Note: We are unable to answer game play questions on this line. 6 a.m. to 7 p.m. Pacific
Standard Time, every day. French- and Spanish-speaking representatives are available.

SYSTEM SETUP, TROUBLESHOOTING & REPAIR
Visit www.nintendo.com/consumer

POWER LINE

1-425-885-7529

Prerecorded Game Tips and Future Product Information

Get complete game walk-throughs on the most popular games for Nintendo systems.
This call may be long-distance, so be sure to get permission from whoever pays the
phone bill before you call. For a complete list of games available on the power line,
check out:

www.nintendo.com/consumer/gameplay/powerline.html

NINTENDO POWER SUBSCRIPTIONS, RENEWALS,
BACK ISSUES, PLAYER'S GUIDES AND MORE
Visit www.nintendo.com/consumer/magazine/index.jsp

CONTACT US
Nintendo Power

P.0. Box 97033
Redmond, WA 98073-9733

community@nintendopower.com

pokemon_community@nintendopower.com Mv "l“TE“nn MEMBEHS n"lv

pulse@nintendopower.com
E-mail sent to the above addresses will not receive a response.

¥
ESRB GAME RATING INFORMATION What's better than the all-new

To contact the ESRB or for more information, visit www.esrb.org. : 2 : :
The Entertainment Software Rating Board evaluates each game’s content and assigns Nintendo Power? Getti ng it for
free. Regist

one of the following ratings to reflect the appropriate age group for the game.

FALY GBS M
ESRB ESHS ESRB :
Early Childhood Everyone Everyone (10+) Teen (13+) L e ) Poweil We're

MATURE 17+

convinced you'll love Power's
new look and approach to
gaming. After the trial period,
nab a year's subscription of

ADVERTISING INQUIRIES the best information on

ADUS DMLY 1+ RATING PENDING
s !
ESHEB EShB

Mature (17+) Adult (18+) Rating Pending

Video game-related: Nintendo for only $12. That's
Jeff Bafus, Nintendo of America ; | ’
425-882-2040 $1 an issue! You can’t beat
NP.advertising@noa.nintendo.com that! If you're not a My
Non-video game-related: Nintendo member, go to
Peter Guenther, GMS :
847-985-0715 www.mynintendo.com to

pguenther@earthlink.net sign up.

For rate card, ad specs and other advertising information,
please send e-mail to: ads@nintendo.com

Canadian postage paid at Mississauga, Ontario. Canadian Publication
Agreement #40052563. Return undeliverable copies in Canada to:
Nintendo of Canada, 110-13480 Crestwood Place, Richmond, BC, V6V 2J9.
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the biggest games of the fall-NP rocks October.

TRIALS BY FIRE
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agons and Voldemor
Dealing with Death Eaters, drag y in Goblet of Fire.
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| THE MONKEY REVEALED

King Kong looms large with a behind-the-scenes
preview and a jaw-dropping poster.

BACK TO THE OLD SCHOOL

The Nintendo DS is leading a resurgence of
2-D gaming. Find out why the third
dimension is overrated.

| (%G

WAR OF THE WORLDS

A Battalion Wars preview and
Advance Wars: Dual Strike
strategy offer two takes on
Nintendo’s storied Wars franchise.

,, Bonus 20-Page
Nintendogs Mag
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ATTENTION ALL MASTER TRAINERS:

JurPoReme E'rul’dn‘dle Pak
0ffer/Co ‘_ageat!

Embrace thelPowerof,Emera

y

Take it from the pros at Nintendo Power"—Emerald is guaranteed

to be the most challenging Pokémon adventure to date. Every Trainer is

gonna need to sharpen those skills and hang on for one wild ride into ;

uncharted territory! So grab hold of this great offer while you can. N Ay =
' 240 W a®

Your Pokémon® Emerald Bundle Pak includes: DEFENSE  NORMAL  ATTACK  spEr

© Pokémon Emerald Game for Game Boy® Advance \

© Pokémon Emerald Official Player's Guide Bundle Up
© Pokémon Emerald Exclusive Deoxys T-Shirt (voutx onw) For Only
© One year, 12 battle-bustin’ issues, of Nintendo Power magazine $59.95° us.!

All for only $59.95* U.S. ($74.95* Cdn.) and 2-DAY AIR SHIPPING

IS INCLUDED - FREE (shipment will start after 5/1/05). Already got
the game? You can still get the Player's Guide, T-Shirt, and one year

of Nintendo Power for a super-low $29.95* U.S. ($3795* Cdn.)!

But it's for a limited time only so don't wait - order online now
at: www.nintendopower.com/emerald or pick up the phone v
and call us toll-free at 1-800-255-3700. Be the Trainer you know %5
you can be - get your Pokémon Emerald Bundle Pak NOW! 31}
3 [
Be Ready to Battle! Order Your
Pokémon Emerald Bundle Pak Online Now at:

Or call toll-free 1-800-255-3700, VISA and MasterCard accepted with online and phone orders.
You may also order by mail - just fill out the enclosed order form.

*Plus applicable sale tax. SHIPMENT WILL START AFTER 5/1/05. GAME, PLAYER'S GUIDE AND T-SHIRT WILL BE SHIPPED AFTER 6 DAYS FOR DELIVERY. Nintenda Paw .
may take 4 to 6 weeks in the U.S.A. and 6 to 10 weeks in Canada for delivery. Please be aware that you will see two charges from Nints 2 combined, the charges w

plus applicable sales tax. Offer good through 8/31/05 or while supplies last. Prices include shipping fees. All sales are final. © 2005 Poké
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BE THE FIRST TO
¥ CYBERNETIC REUOLUTION

/' on RUGUST & G 7 at the
/' SNERK PREUIELD EUENT

P

5 RIFFR ¢

‘on August 6th - 7th, be among the first duelists to plgy" ith the
. most powerful Yu-Gi-OH! TRADING,CARD, GAME set since Invasion

f Chaos: Cybernetic Revolution! Reprogram ‘t!ig‘ playing field
"o ‘6 ¢ with Machine Monsters of side with the Vehicroids.
17 e ;
To find out more ahout The Cybernetic Revoliition Event near you, visit
www.yugiohpreview.com

9
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G et ready for all the challenges and battles ahead by catching
our special, limited-time Pokémon® Emerald Bundle Pak offer!
Put together for aspiring master trainers like you by the pros at
Nintendo Power® - it really packs a punch!

Your Pokémon Emerald Bundle Pak includes:

@ Pokémon Emerald Game for Game Boy® Advance

© Pokémon Emerald Official Player's Guide

@ Poltémon Emerald Exclusive Deoxys T-Shirt (voutH x. onty)

@ One year, 12 battle-bustin’ issues, of Ninfendo Power magazine

You can get it all for only $59.95* U.S. ($74.95* Cdn.)! And as if that
weren't cool enough, we've indluded 2-DAY AIR SHIPPING FOR FREE
Every month you'll get a full blast of Pokémon news and all the other lat-
est tips and tricks, secret maps and moves, reviews and previews for
Nintendo DS™, Game Boy Advance and Nintendo GameCube™.

So, don't wait - get yours online now at:
www.nintendopower.com/emerald or pick up the phone and call us
toll-free at 1-800-255-3700.

Be Ready to Battie! Order Your
Pokémon Emerald Bundle Pak Online Now at:

Or call toll-free 1-800-255-3700. VISA and MasterCard accepted with online and phone orders.
You may also order by mail - just fill out the order form on the back.

*Plus applicable sale tax. SHIPMENT WILL START AFTER 5/1/05. GAME, PLAYER'S GUIDE AND T-SHIRT WILL BE SHIPPED AFTER 5/1/05 VIA 2-DAY 570 6 DAYS FOR DELIVERY. Nintend;
will be shipped via bulk mail and may take 4 to 6 weeks in the U.S.A. and 6 to 10 weeks in Canada for delivery. Please be aware that you will see two char our credit card statemes

charges will total $59.95 US/$29.95 US ($74.95 Cdn./$37.95 Cdn.) plus applicable sales tax. Offer good through 8/31/05 or while supplies last. Prices inclu ) 2005 |
Nintendo/Creatures Inc./GAME FREAK inc. ™ & ® are trademarks of Nintendo. ©2005 Nintendo. .
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fill out the order form below. *

K4 YES! Send Me a Pokémon Emerald Bundle Pak!

CHECK ONE:
1 Pokémon Emerald Bundle Pak with Game: $59.95 U.S.
1 Pokémon Emerald Bundle Pak with Game: $74.95 Cdn.

(Offer #4564)
(Offer #4566)

Pokémon Emerald Bundle Pak above includes: Game, official Player's Guide, exdusive
Deoxys T-Shirt, 1-year (12 issues) of Nintendo Power magazine and 2-Day Air Shipping*.

L

1 Pokémon" Emerald Bundle Pak without Game: $29.95 USS. ($37.95 Cdn.) (Offer #4565)

A: Pokémon Emerald Bundle Pak with Game $59.95 US: U.S. residents of the following states please add sales tax on $40.00 US,
{sales tax included in $19.95 Nintendo Power subscription): CA 7.25% ($2.90}, MA 5.00% ($2.00), M! 6.00% ($2.40), WA 8.80%
(83.52), 1L 6.25% (82.50), TX 6.25% ($2.50), NJ 6.00% (82.40). B: Pokémon Emerald Bundle Pak without Game $29.95 US: U.S. res

idents of the following states please add sales tax on $10.00 US, {sales tax included in $19.95 Nintendo Power subscription}: CA
7.25% (80.73), MA 5.00% ($0.50), M 6.00% (30.60), WA 8.80% ($0.88), IL 6.25% (80.63), TX 6.25% ($0.63), NJ 6.00% (S0.60).

C: Pokémon Emerald Bundle Pak with Game $74.95 Cdn: Canadian residents please add 7% GST on $47.00: 8328 Cdn. (GST
included in $27.95 Nintendo Power subscription). Residents of Newfoundland and Labrador, Nova Scotia and New Brunswick
please add 15% HST on $47.00: $7.05 Cdn. (HST included in $27.95 Nintendo Power subscription). D: Pokémon Emerald Bundle
Pak without Game $37.95 Cdn: Canadian residents please add 7% GST on $10.00: $0.70 Cdn. (GST included in $27.95 Nintendo
Power subscription). Residents of Newfoundland and Labrador, Nova Scotia and New Brunswick please add 15% HST on
$10.00: $1.50 Cdn. (HST included in $27.95 Nintendo Power subscription).

[ Give us your e-mail address and we'll send you an e-mail once your order has been processed and shipped.
E-mail

BOTH BUNDLE PAKS WILL BE SHIPPED VIA 2-DAY AIR AND MAY TAKE 5 TO 6 DAYS FOR DELIVERY. Nintendo Power
magazine will be shipped via bulk mail and may take 4 to 6 weeks in the U.S.A. and 6 to 10 weeks in Canada for delivery. Offer
good through 8/31/05 or while supplies last. Prices include shipping fees. All sales are final. Please fill out this order form and place
it with your payment or credit card information in an envelope with correct postage and mail to:
NINTENDO POWER, P.0. BOX 97084, REDMOND, WA 38073-9784

Canadian residents please remember to use an international postage stamp.

PLEASE PRINT LEGIBLY IN INK. THANK YOU.
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1 am paying for this subscription by (CHECK ONE):
71 Check or Money Order [ VISA [] MasterCard

(Check, Money Order or Credit Card only. Please don't send cash or staple your payment to the order form.)
CREDIT CARD NUMBER EXP. DATE
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CARDHOLDER'S FIRST NAME
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