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Fight evil forces in The Elder Scrolls Travels: Shadowkey.
Try it on your N-Gage™ game deck with special features.
Immerse yourself in the action-packed RPG gameplay. Play the classic
Elder Scrolls nine character classes and eight character races.

Shadowkey features over 25 magic spells, more than 60 NPCs, over 100
weapons and items, and an N-Gage exclusive Bluetooth connection.
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N-Gage Mobile Fan Packs combine the
sights and sounds of the most popular
N-Gage games, which gamers can then
use to personalize their N-Gage game
deck. Each Mobile Fan Pack includes
items such as ring tones, message alert
tones, multimedia message (MMS)
animations, N-Gage Arena launcher
skins as well as background images to
display on your N-Gage idle screen. For
example, now fans can have a sergeant
from Pathway to Glory yelling ‘Fire in
the hole!" as a ring tone.

N-Gage Mobile Fan Packs are downloa-
dable for free for all registered N-Gage
Arena users with an appropriate carrier
data plan. Gamers can download their
favorite Mobile Fan Pack either via the
N-Gage Arena launcher application

on their game deck or via the N-Gage
Arena website.
(http://arena.n-gage.com)

Currently, Mobile Fan Packs are av-
ailable that feature Pathway to Glory,
Ashen, Crash Nitro Kart and The Sims
Bustin' Out. More Mobile Fan Packs
will be added soon, featuring upco-
ming the latest N-Gage games. €

It's official: the N-Gage is a roaring
success. Over one million N-Gages
have been sold worldwide — and it took
the N-Gage less than a year to reach
that impressive milestone.

At London's EGN Show in September
2004, lIkka Raiskinen, Senior Vice
President, Games Business Unit at
Nokia, proudly pointed out that GSM
mobile phones had been on sale for
22 months before they passed the
million-sales mark, and that it took
Apple’s iPod 17 months to break the
same barrier. Yet the millionth N-Gage
was sold a mere ten months after
launch.

With 150,000 N-Gage users now
registered on the N-Gage Arena, it is
clear that the N-Gage platform is now
a major force in the portable gaming
world. And with a stunning collection
of new games in development, the
N-Gage community can only expand.
Roll on the next million! €
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Nokia has developed a portfolio of exciting and innovative accesso-
ries to complement the N-Gage platform. Ranging in price from $10 to
$50, they vary from simple community-building objgcts to technically
complex Bluetooth devices, and are designed to give consumers an
even more immersive experience of the N-Gage brand.

The initial accessory range includes N-Gage-branded bags, straps,
carrying cases, stickers and screen cleaners, but will be expanded
to include audio and Bluetooth products that expand the N-Gage
gaming functionality. )
Nokia is also making available a connectivity accessory designed
to improve game deck connectivity with personal computers:This
USB “dongle”, which can be attached to PCs to facilitate Biuetooth
communications with N-Gages, is called the BToes USB Bluetooth
Dongle, and is manufactured by Micro-Star International (MSI).

The accessory range guarantees retail margins comparable to game
title sales, and will give retailers more opportunities to build retail
presence for the N-Gage experience. Although the technically more
complicated items will not be available until 2005, an N-Gage acces-
sory catalogue will become available at the end of 2004. Depending
on the country, it will be possible to order the accessories from Nokia
or from leading accessory distributors. €
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Prospective US and Canadian N-Gage
purchasers will be tempted by a very
attractive bundle which will be in retail in
time for Christmas 2004. For US$199
they will be able to buy an N-Gage QD
with Tony Hawk'’s Pro Skater and The
Sims: Bustin’ Out, plus a bonus CD

As Christmas approaches, N-Gage retai-
lers in all global regions will be able to
boost sales thanks to a number of exciting
new bundles featuring N-Gage QD and
some hot new games. These keenly priced
added-value bundles are hound to prove
very attractive to consumers and drive N-
Gage retail sales to new heights.

In the EMEA region, three new bund-
les will be introduced. From the end of
October, it will be possible to buy an N-
Gage QD bundled with Crash Nitro Kart!
and SonicN (for €229-239). From the
beginning of November, a bundle com-
prising an N-Gage QD and FIFA Football
2005 (priced at €219-229) will arrive
in the shops. And from the beginning of
December, the N-Gage QD will also be
bundled with Pathway to Glory
(€239-249).

N-GAGE INSIDER #2



¢Para que sirve
¢l USB Bluetooth™”

providing previews of games including
Pathway to Glory, Fan Packs for The
Sims: Bustin' Out and Ashen, plus
trailers for forthcoming games. Also
Included in the pack will be a col-
lectible screen cleaner and a mobile
charger adaptor.

In the Asia-Pacific region, there will
be N-Gage QD bundles in the shops
in Christmas 2004, but due to the
diversity of the region, they will vary
from country to country, so retailers
and distributors should remain in
Close touch with their local Nokia
representatives. €
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The Christmas N-Gage line-up is covered
in the main section of N-Gage Insider, but
a stunning 2005 line-up beckons N-Gage
gamers, bringing a strong portfolio of
pedigree games franchises and innova-
tive new forms of mobile gameplay to the
N-Gage platform.

The N-Gage game deck will enjoy its
most exciting line-up of new games yet,
including X-Men Legends, WWE Afters-
hock, The Roots: Gates Of Chaos, Xanadu
Next, ONE, Leisure Suit Larry: Pocket
Party, Glimmerati, Civilisation, Rifts: Pro-
mise of Power, Catan and Tom Clancy’s
Splinter Cell: Chaos Theory.

WWE Aftershock, Civilization, X-Men Le-
gends, Tom Clancy’s Splinter Cell: Chaos
Theory and Leisure Suit Larry need little
introduction, as they are among the most
successful and best-loved games ever.
Until now, though, none have appeared
on a mobile games device as versatile
and feature-packed as the N-Gage.

THQ@’s WWE Wrestling is the officially
licensed, hugely successful wrestling
simulator, and WWE Aftershock for the
N-Gage features 3D graphical represen-
tations of WWE superstars plus a variety
of single and multiplayer modes.

Civilization is the first God game for
the N-Gage — arguably, it was the game
which invented the God genre.
Ubisoft’s Splinter Cell defined stealth
gaming and the all new Chaos Theory,
which features absorbing co-operative
multiplay, will take the genre to new
heights. The software is already looking
truly stunning and it's set to redefine
what a mobile games platform can do.

Emphasising that N-Gage games can ap-
peal as much to adults as to youngsters,
Leisure Suit Larry: Pocket Party casts
N-Gage users as the hapless, socially
unskilled Larry Lovage, who will do
anything to become the boyfriend of Ro-
sie Palmer, head cheerleader at Larry’s
college.

Activision’s X-Men Legends will also
break new ground, as it mixes up beat-
em-up gameplay with RPG elements,
supports four-player missions via Blue-
tooth and promises a meaty 40 hours of
gameplay.

The Roots: Gates 0f Chaos, is the fantasy
action role playing game prequel to the
PC release in 2005 that takes place in a
huge 3D world, and supports co-opera-
tive multiplay.
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No fewer than five games exclusive to
the N-Gage platform are in development:
Xanadu Next, ONE, Glimmerati, Rifts:
Promise of Power and Catan.

Rifts: Promise of Power is based on the
cult pen-and-paper RPG. Featuring a
storyline in which rifts of energy pull
creatures including wizards and robots
into a post-apocalyptic world, Rifts: Pro-
mise of Power is shaping up to be one of
the biggest mobile games of the year.
Catan, the first N-Gage game published
by Capcom, is a brain-sport strategy
game based on a board game, sup-
porting four-person multiplay, in which
gamers compete to build roads, settle-
ments and cities on new land.

Glimmerati, developed by Nokia, is a new
original driving game with an intriguing
plot and stunning graphics

ONE is set to innovate the 3D fighting
genre in 2005. With real urban environ-
ments and an innovative online ranking
system, it promises to generate a brand
new gameplay experience.

And reinforcing the impression that the
next wave of N-Gage games will appeal to
hardcore gamers as much as casual ones,
Xanadu Next is a gorgeous-looking 3D
RPG, mixing action and puzzle-solving.

When these games arrive, the N-Gage
platform’s games portfolio will cater for
all types of gamers, no matter what their
personal tastes. €
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N-Gage QD

The newest addition to the N-Gage family 4,096 colours. A different battery to the
— the N-Gage QD - is now available around original N-Gage gives up to five hours’

nity with the minimum of button presses.
Like the original N-Gage, the N-Gage QD
supports GPRS class B data communica-

the world. Although designed to com- talk time, up to 10 hours' gameplay and _ sl comminics
plement rather than replace the original up to 11 days standby. tion and B'U?tOOth 1'1 oea N-G th 5
N-Gage, the N-Gage QD boasts a number tion. But unlike the trgbagd hc;neagv?/ith &
of improvements over it's predecessor. A built-in N-Gage Arena launcher makes ~ N-Gage QD Is a dual-band phone, y

it very easy for N-Gage QD owners to two variants (one for the Amgéf(lcas an
Most obviously, the N-Gage QD has a access the N-Gage Arena online commu-  one for Europe and Asia Pacific). €

different shape to the original N-Gage:
although slightly thicker, it has a smal-
ler surface area. Underneath a rubber
strip running around the middle of the
N-Gage QD is a so-called hot-swap MMC
card slot, which allows gamers to change
game cards without opening the machine
up. When a new game card is put into
the slot, that game will launch automa-
tically.

The N-Gage QD's phone speaker and mi-
crophone are built into its front surface,
so when using it as a phone, you speak
into the front rather than the side. The
uprated active matrix colour display mea-
sures 176x208 pixels, and can display
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Wireless multiplayer gaming & community
in the N-Gage Arena

Want to take your gaming buddies with

you, wherever you go? Want to check on
your high scores, no matter where you are?
How about challenging your best friend to a
quick game of Pathway to Glory, even if he's
half a world away?

That's the power that the N-Gage Arena
brings to the mobile gaming world.

Unique in the mobile games market, the
N-Gage Arena adds a slew of fantastic
network features to N-Gage titles that will
attract your customers. Depending on

the game, these can range from bonus
downloads and high score rankings for solo
games, to a full-fledged, massively multi-
player world in a title like Pocket Kingdom.
The N-Gage Arena offers all this - and
more - to you and your customers. Best of
all there’s no extra charge.

Gamers have three ways to access the
N-Gage Arena'’s rich content offerings:
through in-game menus, through the
website (http://arena.n-gage.com), or
through the N-Gage Arena launcher. The
launcher is a standalone application that
comes pre-installed on N-Gage QD game
decks (and it’s a free and easy download
for the original N-Gage device).

Online Gaming

Multiplayer wireless gaming enters a new
age with N-Gage Arena-enabled titles like
Pathway to Glory and Worms World Party.
No longer do gamers have to play solo on

Communicate

Select

their portable gaming devices, or hope
somebody is nearby with a Bluetooth con-
nection or a cumbersome set of cables and
wires. By simply logging into the N-Gage
Arena via a GPRS connection, they can
find someone to compete against, no mat-
ter where they are in the world.

Rankings & Tournaments

Sometimes it's not enough just to play

- gamers play to win. The N-Gage Arena
features a robust series of leader boards
that display live game rankings, giving ga-
mers up to the minute scores that let them
know who's on top. In addition, periodic
tournaments offer additional opportunities
for community-wide bragging rights.

Friends & Opponents
Speaking of community, the N-Gage Arena

Bid on items
being sold by
___ otherployers

Lobby WWP, 1 user

[elly: Hell o
candyland 4
candylan

jelly: Hey!

jelly: Ok )

*

Options ¢

N-GAGE ARENA €

-

has all the features a gamer could ask for,
conveniently packed into a mobile device.
Chat, Message Boards, a Friends List and
Player Profile Pages keep gamers in touch
with each other, and let them know who
they’re playing against.

Exclusive Content

And that’s only the surface. Using the
N-Gage Arena, members have access to
exclusive game content, tips and tricks,
free downloads like fan packs and new
ringtones, as well as up to the minute news
alerts that keep them informed and excited
about the N-Gage community.

There you have it: without the N-Gage
Arena, you're just not getting the most out
of your game deck. It's the place to be for
the serious N-Gage fan. €

ih Scores 0

Chapter 3
1. UnZeen 0123750
2 starkid 0117225
3. Time2die 0114375
4, uga_dex 0112350
5. neptunes 0109500
6. tayjoey 0108750
7. Phog 00398475
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The N-Gage Arena launcher: your
gateway to online community.

N-GAGE INSIDER #2

Gamers from around the globe
battle it out in Pathway to Glory.

Pocket Kingdom lets players
auction items to each other.

Pre-game chat in a Worms World
Party lobby.

Ashen’s leader board is upd
around the clock.



llkka Raiskinen Executive View

It's all about the games, says llkka Raiskinen, Senior Vice President;

Games Business Unit at Nokia, with a stunning portfolio of games
including Pathway to Glory and Pocket Kingdom: Own The World'in-
place for the crucial forthcoming Christmas season.

“Now that the N-Gage is established in
retail channels throughout the world and
we have set up the necessary partner-
ships, we are highlighting innovations
from the content side. Everyone knows
that when you really start innovating, in
terms of gameplay ideas and content,
it takes time. Now, with this Christmas’
line-up, we are coming out with inno-
vative titles such as Pathway to Glory
and Pocket Kingdom, containing lots of
new ideas with which we can enrich the
gaming experience, things like chat and
voice communication inside the gameplay
all of which come in a package which is
so small that it's always with you.

It's all about creating new types of
gaming experiences, and it will be really
exciting to see what the consumers'’ reac-
tion will be. We feel we are approaching
a very critical period, because very many
of the ingredients of the N-Gage vision
are already actually out there. So the vi-
sion is slowly becoming a reality and the
next few months will be very important.

When you are trying to navigate chal-
lenges, you need to be light on your feet
and quick to react. You need to have a
vision and you need feedback on that vi-
sion. The introduction of the N-Gage QD
shows that we are listening to the public
and our consumers. Everybody believes
that mobile gaming will be big — Electro-
nic Arts, for example, recently asserted
the importance of this emerging market
- and Nokia is committed to mobile ga-
ming, we've made our mark in it and now
we are trying to be really aware of our
customers’ wants and needs.

We are very proud that we have sold
more than one million N-Gages - when
digital technologies originally came to
mobile phones, it took longer to sell the
first million than it took for the N-Gage.
But the market is extremely dynamic, so
the Nokia approach is not about quanti-
fying our expectations and getting into
hard figures, but about how fast we can
learn and react to market change.

We are happy with the feedback we are
getting from the N-Gage Arena — that,
for us, is really key. We know that we
can make devices. But can we provide
something that is meaningful in terms of
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the end-user experience?

If you are out there somewhere and want
to play with somebody, first you need to
find an opponent, then to set up a game,
find out how good they are and com-
municate with them. That is what the N-
Gage Arena brings. It is a framework for
playing games with your friends, and @t
is up to the games developers to use it's
features. We are especially encouraging
them to use the communications featu-
res. And now that more than 150,000
users worldwide are registered on the
N-Gage Arena, it has already become a
significant gaming community.

The forthcoming holiday season is very
important for us. The games industry is
all about the Christmas market, when
everybody comes out with their best
titles. It's where you really see where
you are. It is important for us, because
it is the first Christmas where we have a
good, solid portfolio of new titles, so
we want to see how people are buy-
ing, where people are buying and
what kind of people they are.

Pathway to Glory is a big title for

us, because it was developed,
managed and designed by Nokia

and features a lot of new tech-

nology for the N-Gage platform,
including voice communications

and in-game messaging, and sup-
port for a lot of players challenging
each other. It's a kind of bridge to the
mobile online gameplay of the future.
Eventually, technologies like 3G and
Wi-Fi will come to the mobile arena,
and it will be interesting to see
how such technologies can
enhance gameplay.

This Christmas will also
see some very attrac-

tive bundles featuring the
N-Gage QD and various
games. Bundles are crucial
because the N-Gage is still

llkka Raiskinen {.

Senior Vice President,
Games Business Unit at Nokia !

a phone, so you have complexities such
as SIM cards, subscriptions and data
services, and then you have to get the
games and put everything together. So
bundling this way, so that consumers can
have everything needed in one conve-
nient form, makes it much easier to sell,
buy and use the N-Gage.

It is still very early days. We have to
remember that some games companies
have been around since the 19th cen-
tury and we have been out there in the
games industry for less than one year.
But we are happy with developments so
far. Make sure that, this Christmas, you
check the titles, see why we are different
and what the benefit is for consumers.
The key message right now is: “Check
the games”. €




In the diverse Asia-Pacific region, the N-Gage
is taking off despite only recently being intro-
duced to many countries, says Rick Gawdat,
head of Games for Nokia in Asia. Country-
specific bundles and locally developed games
will make it even more of a success, he adds.

“N-Gage and the whole concept of wireless
multiplayer gaming is working quite well in
this region. It is tending to be adopted quite
strongly by what we call emerging markets,
like India, Indonesia, Malaysia, Thailand,
the Philippines and Vietnam. This is a very
diverse area - none of those markets have
much in comman apart from one thing:
content piracy.

In terms of infrastructure, culture and retail
setup, it's very diverse, which creates a bit of
a challenge for us. And then we have Austra-
lia-in the middle of APAC, which is different
because it is a developed market, Bear in
mind that India and Indonesia are very new
to us - we only started selling there in May,
so we're still developing those markets, We
only started selling in the Philippines last
month, and we're just developing Vietnam
right now.

When it comes to wireless gaming, in a
market like Indonesia, for example, with

a developing economy, affordability is an
issue. But Indonesia has great GPRS mobile
coverage, so it has adopted mobile gaming

very quickly, because of the ease of getting
online. India has less extensive GPRS co-
verage, so we have to come up with different
ways of servicing that market. But again, we
are getting some early successes there. In
Thailand, piracy is big problem - you can
pick up all sorts of games. So we've got a
content challenge there.

The Christmas period is key as, traditionally,

Rick Gawdat
Head of Games,
Asia Pacific

that is when most game brands release their
key titles and we're part of a global games
business. This Christmas, we will launch a
lot of rich titles, which will give us successes
in some markets.

At the same time, we've introduced a new
low-priced tier of titles into this region - for
example, some of the original launch games.

NOKIA VISION €

That is a big thing over here because we've
brought it down to a position where you can
buy the pirated version of some titles but, for
a few dollars more, you can actually get the
real version — and with the pirated versions,
you can't get onto the N-Gage Arena to play
games.,

We're also looking at introducing a number
of value-added applications for the different
markets. They will reflect how each market
wants something different. Singapore and
Australia want strong content. Thailand
wants a strong retail offer. The Philippines
want a good operator message; Indonesia
must be price-driven. India has to be tour-
nament or competition-driven. So what we're
coming up with are value-added content,
application or promotional offers for each
individual market.

Pathway to Glory will be successful over
here, but Pocket Kingdom will probably be
even more so. Here, everyone loves play-
ing role-playing games in which you build
avatars and communities. We need to be
careful that we support more region-specific
content in Asia-Pacific. We're taking games
like Ragnarok and working with developers
and publishers in this region to come up
with specific great games titles that can

be played using the N-Gage QD any time,
over the air, anywhere. It's mobile massively
multiplayer online gaming.” €

Burgeoning partnerships with and support
from both traditional games retail channels
and mobile phone carriers plus hot games
mean that the N-Gage platform is fully geared
up for a hot Christmas in North and South
America, says Nada Usina, Nokia's General
Manager, Games Business, for

the Americas.

“We have really focused on educating the
customer and all of the people pushing our
product in retail and carrier channels. All
the major GSM carriers are on board at this
time. We've got really solid support from
each of them: Cingular, AT&T Wireless and
T-Mobile are all carrying the N-Gage direct,
and they are starting to show up in indirect
stores throughout the nation, with some
really great promotions for consumers. The
current bundle of the N-Gage QD plus Tony
Hawk's Pro Skater is giving us starting price
of $199 for the bundle, without a subsidy
or activation. Also we are seeing $149,

$99, $49 and for the holidays there is a big
push of FREE net net to the customers with
activation.

We're seeing Cingular, as an example, really
getting behind the product - they have
gone on national television with campaigns
showcasing the N-Gage QD and several
titles. And we're seeing all the carriers take
several of the titles that we have this year,
which is really good news: we're starting

to see two industries - games and mabile
phones - beginning to talk to each other.

N-GAGE INSIDER #2

The carriers are working very closely with

us to really provide the optimal consumer
experience, allowing access to all the rich
features that the N-Gage QD provides. So
for example, T-Maobile has an “all you can
eat” data plan for $9.99 per month that
includes sending messages, accessing the
N-Gage Arena, accessing GPRS, MMS, SMS
etc. So that's really a positive message for
consumers.

We're also seeing the traditional games
retailers embracing some of the models that

General Maha
of Games Business, N&
for North and South A

are traditional for the carrier industry. For
example, Electronics Boutique throughout
the US is now testing as a T-Mobile dealer
agent. So consumers who walk in can get
T-Mobile activation on the spot. Also, for the
first time in the US market we will have an
N-Gage QD prepaid offer through Cingular

so that customers can grab a QD and go
with no long term plan needed. This is really
great for people looking to purchase a gift
for the holidays or for anyone who is credit
challenged and can't get credit card approval
for a traditional carrier plan. This pre-paid
offer will be available this holiday season at
select retailers nationwide in the US.

| would say overall, we have got a really
good reaction to N-Gage games, not only
from the industry but from consumers.
We are certainly very excited about our
original titles like Pathway to Glory, but also
some of the unique things that are coming
— for example the first mobile massively
multiplayer online game, Pocket Kingdom.
At the same time, we have a lot of really
solid franchises that are coming up this
holiday season: for example FIFA Football
2005 and Call of Duty.

We're very excited about the holiday season.
We have a great device and a great line-up
of titles, the world's only massively mobile
community and, overall, we are working with
all of our partners to educate the consumer
base.

This holiday season, mobile phones will
be the hottest gift, and gamers want the
best gaming experience. No other device
combines both those things. There should
be three things you don't leave home
without: your keys, your wallet and your
N-Gage QD. €
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\ > FIFAFOOTBALL 2005

Publisher: ELECTRONIC ARTS™
Genre: SPORTS

Bluetooth: 2 PLAYERS

Street date: OCTOBER 2004
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The hotly anticipated FIFA Football 2005
for for the N-Gage game deck is simply the
most sophisticated and comprehensive
football game yet to appear on a handheld
machine.

With it’s astonishing combination of 2D
and 3D graphics, official licence from
world football's governing body, FIFA, and
representations of over 10,000 professio-
nal players taken from 50 football leagues
across the world, it will let N-Gage users
take charge of their favourite football

teams, no matter what country they come
from.

FIFA Football 2005, which is the first
sequel game for the N-Gage platform,
following 2003'’s FIFA Football 2004, in-
cludes all the core functionality found in
the enormously popular console and PC
versions of the game. The FIFA Football
franchise, published by Electronic Arts,
the world’s biggest publisher, is thought
to be the world’s most popular sports
game franchise. Since the first FIFA
game went on sale in 1994, the franchise

N-GAGE INSIDER #2



"This year’s version, which will
feature improved graphics and
run speed, as well as branching
into N-Gage Arena functionality,

looks like it will be everything it’s

predecessor was — and more.”
ameSpot

TOP TITLES €

has sold over 23 million units worldwide.
That reinforces football’s status as the
world's most popular sport, as well as
emphasising the quality of FIFA Football
videogames.

GAMEPLAY

Ori*the N-Gage platform, FIFA Football
2005 features four play modes: Friend-
lies, Challenges, Career and Multiplay.
Friendly mode allows you to find your
favourite team swiftly and play a one-off
match against opposition of your choice.

Challenges are new to the FIFA franchise.

As the name suggests, they set you a
variety of footballing challenges, derived
from real-life footballing results from the
last three years. There are two types of
Challenges: Route and Comeback. Route
Challenges involve stringing together a
string of results across a number of mat-
ches, whereas Comebacks throw players
into tricky match situations (in which,

for example, players may be trailing op-
position), in order to test their playing
skills to the full. There are 10 Route and
10 Comeback Challenges, of which four
(two Route and two Comeback) must be
unlocked through completing the other
challenges Career mode allows players to

N-GAGE INSIDER #2

forge a footballing career, by picking vir-
tual representations of the league or cup
competitions which most appeal to them.
Multiplay, meanwhile, is as diverse and
flexible as any N-Gage sports game ever
made. Up to four players are supported
via Bluetooth, in various possible ways.
Two players can take each other on head-
to-head or play co-operatively against the
computer Al. Three players can play co-
operatively against the Al or two players
can co-operatively play against one other
player. Four players can play co-operati-
vely against the Al or take each other on
three versus one or two versus two.

Among the impressive features in FIFA
Football 2005, which reinforce the
message that FIFA Football 2005 lacks
nothing significant in comparison with
the console versions of the game, are
ordinary and chipped passing, an intuitive
shooting engine and player speed-up; fine
control over free-kicks and goalkeepers;
normal and slide tackling; and selectable
players. FIFA Football 2005's artificial
intelligence, which controls the computer
players, has been rewritten since FIFA
Football 04, making the Al players move
and act much more realistically. New
player animations and a rewritten 3D

graphics engine mean that FIFA Football
2005 is surely the most impressive N-
Gage sports game yet, as far as graphics
are concerned. Simply, handheld football
videogames do not get more realistic,
sophisticated or absorbing.

KEY N-GAGE FEATURES

FIFA Football 2005 supports a number of
N-Gage Arena features which are guaran-
teed to enhance players’ enjoymeént of the
game — and provide the best players with
plenty of chances to parade their skills
and abilities. You can upload replays sho-
wing highlights of your best goals to the
N-Gage Arena, and download highlights
of your friends’ best goals. Players will

be able to vote on which of the uploaded
highlights are the most impressive — offe-
ring a chance to be perceived as the top
FIFA Football 2005 player in the world.
And players can upload “prestige” poin:
earned as they progress through Caree
Competitions.

Key point: The most complete and
sually impressive football gaming ex?
rience available on a handheld, featur
the world’s best players and head-to-he
plus co-operative play via Bluetooth



T —

Edge is the registered trade mark of EDGE Interactive Media Inc. Used

L4 s )
unges rliceo‘\g:é. & s

—

Pathway to Glory, when it goes on sale in

November 2004, will redefine our percep-

tion of mobile games. The world’s first ever
true mobile online game, it defines a new
form of gameplay in which N-Gage users
will'be able to play against each other, no
matter where they are based in the world.

A World War Il action-strategy game, it
can be played online, via GPRS and the
N-Gage Arena, locally by up to six play-

ers via Bluetooth, and solo on a single
N-Gage.

In gameplay terms, each of Pathway to
Glory's missions puts players in charge of
a squad of soldiers, fighting on battle-
grounds that have been modelled from
real World War |1 locations that range
from Utah Beach in Normandy to Sicily.
The game is a hybrid of real-time and
turn-based; clever innovations mean that
it flows like a real-time game, even when
opposing players are taking their turns.

"Demandmg, erx:bIe and Iawsh
Pathway to Glory’s multiplayer

potential is still huge”
EDGE

- "A true triple-A title for N-Gage.” Ui

(=
& gamespy
RN
=

Best N-Gage game

- GameSpot

> 12

Pathway to Glory players @re aljoca
certain amount of Action’ Points be

each turn, which'they can use to n'fove 4
their squad members and assign ord fz,
Squad members can take control of *
vehicles such as tanks and jeeps; heaks
their wounds, swap weapons and chang
stance when, for example, dug in for -
ambushes. The battlegrounds sustam

realistic damage as missions'’ progress, 5 it

and there are 14 single-player missions
with varied objectives, such as “search
and destroy” strategic targets.
One key aspect of Pathway to Gloryis
it's “interrupt” mechanism, which allows
players to make defensive manoeuv-
res while their opponents are making
their moves. This ability highlights the
importance of the global battlefield map,
accessible via a single button-press,
which gives a top-down view of the entire
battlefield, as opposed to the standard
isometric view of a part of the battlefield.
Up to four people can play the solo mis-
sions co-operatively, and depending on
skill, it will take between 14 and 30
hours to complete the solo missions.
There is also a hot-seat option,
which allows N-Gage users to play
Pathway to Glory either co-ope-
ratively or competitively on a
single N-Gage, taking turns
to make moves.

PRIOR TO RELEASE :

Tens of thousands of N-G
already experienced a tast
Glory's delights, thanks to
loadable demo with a sampls
makes the game so great,
distributed on 9 August 20(
experienced the game’s flui
gameplay and stunning graphii
will now be desperate for th
rience. Pathway to Glory is
award-winning game: it won |
Spot Best In Show — Best N-G
Award at the E3 Show in Lo
May 2004.

MULTIPLAYER

Pathway to Glory really comes
own when played in one of two
player modes: Global Battlegrou
Local Battleground. Global Batt

N-GAGE INSIDER #.



width mobile network and the N-Gage
Arena, and it allows large amounts of
N-Gage users, possibly based in different
countries, to connect, cooperate, com-
municate and compete.

In the Global Battleground, there are

a number of options for setting up and
playing games: users can create a game,
search for friends from N-Gage Arena
buddy list, communicate using the revo-
lutionary Field Radio feature, and even
climb up the Global Military Ranking sys-
tem. Each game can use three missions
from the ‘pool of 12 multiplayer mis-
sions, and depending on whether players
decide to be part of the Axis or Allied
forces, they may have to return to attack
or defend bases from previous missions,
which will still bear the scars, and dead
soldiers from previous battles. Bomb
craters, for example, will affect the way
in which soldiers and vehicles can move,
so gameplay alters accordingly. Thus,
the online Pathway to Glory worlds are
persistent — just like in the most sophis-
ticated, non-mobile multiplayer online
games.

A revolutionary Field Radio system allows
Pathway to Glory players on the same
team to send voice messages to each
other'during the course of a game, which
are played back as if they had been
received on a radio in the field.

T

‘ﬂ-}mﬁmsmgm T W

This is a world first for a mobile game.
Players can also send predefined text
messages to each other in order to, for
example, call in air-strikes.

'

In the Local Battleground, up to six

players can compete with or against each

other, in the same manner as and using
the same maps as the Global Battle-
ground — except via Bluetooth rather
than GPRS. R

KEY N-GAGE FEATURES  *

Pathway to Glory makes more ‘extensive
use of the N-Gage game deck’s unigue
features than any previous game. it's

most exciting aspect is the Global Batt-

leground, which, for the first time in his-
tory, enables PC quality online strategy.
gaming on a mobile platform.

A host of downloads, tactics and discus-
sion will generate a thriving Pathway to
Glory community on the N-Gage Arena.
Pathway to Glory provides a compelling
blueprint for the future of gaming on the
Nokia N-Gage game deck.

POINT-OF-SALE BATTLEFIELD
Standing out from the crowd
Pathway to Glory has an
extensive range

TOP TITLES €

KEY POINT =

The world’s first mob

layer strategy game,

rich turn-based World War I
gameplay for,N-Ga'gé!m_ r 'ﬁn
physical locations via GPRS, :
local multiplay and a Cdmpaill_ :
player exmiﬂ(- 5 %

s -
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9 PATHWAY TO GLORY
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Publisher: NOKIA

Genre: STRATEGY

Bluetooth: 6 PLAYERS

Street date: NOVEMBER 2004
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it's simple when you think about it, First,
no motorsport is more dramatic than
rallying: howling cars, flying stones, wild
swooping drifts inches from immovable
pleces of planet. Second, no rally driver
is more recognisable than Scotland’s
colin McRae, the ex-world champion with
unblinking dedication and a string of
top-selling games behind him. What bet-
ter way to go racing on N-Gage? Simple,
when you think about it,

colin McRae 2005 on N-Gage s taking
advantage of it's birthright in many
different ways. Firstly, the man himself
has considerable input into the game
franchise, which has proved invaluable
as the series has progressed. “An awful
lot of effort's gone into the game,"
says McRae, “a lot of the guys
came on events, they came in the
car with me to gather as much
understanding as possible.”

It's one of the reasons McRae
became the dominant name
in rally gaming in the first

place — originator Code-
masters was standing on

SUBARU TECNICA
INTERNATIONAL
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the shoulders of giants, gaining valuable
insight. “The guys at Codemasters are
very well experienced in rallying now,”
McRae confirms, “but in the beginning
I influenced them a lot more, trying to
educate everyone about how a rally car
works, Nicky Grist (McRae's erstwhile
co-driver) and myself have had quite a
lot of input from the beginning.”

Of course, this accumulated knowledge
would be useless if the translation to
N-Gage was handled badly. What

safer hands to take control, then, than
Ideaworks3D, the team behind this year’s
BAFTA award winning Tony Hawk’s Pro
Skater? And we didn’t use the word
‘birthright’ lightly: Ideaworks3D has
combined the advances of the past four
games with a freshly modified version of
the original, classic game engine. Yes,
what just a short time ago required a
bulky home console or PC is now running
sweetly on N-Gage. Impressed?

Don'’t think it's just a wham, bam, sorry-
about-the-tree effort, either. There's
some serious content here. The Champi-
onship brandishes impressive numbers

— eight countries, 16 cars, 64 stages

— but there’s much more to it than that.
Cars suffer visual and mechanical da-
mage, meaning strategies in the service
area are as important as those out on
the stages. It's not possible to fix the car
between every single stage and you can
only fix the car for 60 minutes — each
repair has an allotted duration, with hea-
vier damage taking longer. Driving with
damage has obvious disadvantages of it's
own, of course. It's comprehensive: the
gearbox, turbo, suspension, differential,
brakes, steering, electrics, exhaust, drive
shafts, axles and bodywork can all be
bent like Uri Gellar's spoons, and each
condition brings unique problems. Pre-
race tuning is also important, covering
aspects such as tyres, gears and brake
balance. Without all this it would become
a pure sprint at the expense of enduran-
ce, and that's not what rallying is about.

v

| "The king of rallies

he first time

TOP TITLES €

So how should it be, ideally? McRae is
unequivocal: “A rally car at the moment
is far more technical than an F1 car... |
really think we should go back the other
way because that's what rallying’s all
about.” Say hello, then, to an impres-
sively wide car collection, including some
true icons. A 1967 Mini Cooper S and
MGC Sebring Special provide classic
shapes, while Peugeot’s 205 T16 and
the absurd MG Metro 6R4 add fearsome
Group B performance. McRae actually
owns one of the latter: “I enjoy driving
the older cars, the classic cars, so for me
the opportunity to do that in the game is
great.” Other highlights include the Sub-
aru Impreza 22B and the Toyota Celica
GT-Four — from Colin’s favoured era of
the mid-90s — and a host of 2WD cars,
such as the VW Golf, Renault Clio and Ci-
troen Saxo. Naturally though, four-wheel
drive remains key, and the Impreza WRX,
Citroen Xsara and Mitsubishi Lancer Evo
VIII will prove a considerable draw. A
very special Volkswagen Golf R32 and
Audi A3 Quattro round out the 4WD
class, plus the Peugeot 206 to complete
the N-Gage rally experience. €

2 COLIN McRAE RALLY 2005

her CODEMASTERS
Genre: RACING

Bluetooth: 2 PLAYERS

Street date: NOVEMBER 2004
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When asked by GameSpot recently th;
the primary influences of the ga‘r‘r:_'e v;is,
producer Scott Foe res(p.onded, erS

of Might and Magic, Military Madnl:eso,rt
Warsong, and Advance Wars are fl S

of ancestors of Pocket Kingdom, he ex-
plained. “The great strategy communities
that fans have built over thelyears a'lre Iour
greatest inspiration though.” There's ais@

Designed and published in conjunction with
Sega Mobile, Pocket Kingdom is the first
global mobile massively multiplayer game,
and the only game of it's nature for a hand-
held gaming system. Previous N-Gage titles
have grazed the surface of what is possible
with N-Gage Arena functionality, but Pocket
Kingdom is the first to really stretch the
boundaries of what's possible.

these help fuel both th

of the game, as well as

the world as players sel

each other. 5
“Here’s a question for you,” F
“Are you Gosu? Gosu is Korear
for high-handed. A Gosu is bas
cream of the crop; he's a ga

-

By integrating a tailored version of
version of the N-Gage Arena launcher
application, an auction system for in-
game items (where players can sell stuff
to make “loot” the official in-game cur-
rency), a global ranking system (which in-
corporates the “Looterboard”, the game's
equivalent of the Forbes list),

a news service with tips and

hints, message boards, instant
messaging, and buddy list ma-
nagement are all features that

can accessed by the player

from within the game world.

This makes Pocket Kingdom

one of the most robust online

gaming experiences on any

platform, let alone opa hand-

held system. e

- the game
blew us away

?. @ g

. { Jiomy 572 SW.
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l‘ /' CERRENIS> ONUNE FEATURLS AVAILABLE

Publisher: SEGA
Genre: MASSIVELY MULTIPLAYER

a distinct flavor of Pokémon in Pocket !
Kingdom's recipe too, as players coII.ect
hundreds of different characters to figh

with while also gathering items from the #®

game world, which can be developed
into useful items if you have the neces=
sary alchemic or scientific technology.
According to Foe, more than 50,000

short-list of must-own .
N-Gage titles” !

(IGN)

T i e
v Bugtion !t 3 other players Y.

16

plays like a god. Our game will ane
that question. Noob and G ;

ranks in PK and the |

all tracked in one wo
regiona’ﬁervers. Every t

you'll actually know:
world! In fact, you'
you've ‘owned’ the w

ONLINE MOBIEL GAME
a Street date: NOVEMBER 2004

"~ eatshild | “A gem of a title ,f},

| [Pocket Kingdom], the A 43

game s set for release % § .

this Fall and is on our! : j ‘3 3
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"One of the best examples
of RPG in first person,
comes to show it remains
faithful to it's style, even
though now we can

enjoy it anywhere.”

- Antonio Carrasco: Meristation

TOP TITLES €

Shadowkey is an N-Gage exclusive episode in Bethesda Softworks' award-
winning Elder Scrolls series, which celebrates it's 10-year anniversary this year.

It's also a series that is currently in the news for being one of the first established | o

franchises to be delivered on the next generation console platforms in 2006.

N-Gage owners will be able to enjoy a unique experience specifically
tailored for them much sooner than that though, and they will also see a
number of features unique to the platform, notably multiplayer support

for up to four players to work together cooperatively using the Bluetooth
features of the system.

The gameplay and tone of Shadowkey is in keeping with the legacy of the
franchise. Like the console Elder Scrolls games, Shadowkey will let players
explore a sprawling 3D fantasy world in which they set out to find Several
ancient artifacts known as shadowkeys. As their quest progresses, they will
have to fight over 50 different enemies in various locales, including ancient
temples, bandit lairs, and monster-infested caverns. The game has players

exploring an enormous game world that consists of 20 huge areas that Span’ -

about 18 different environmental themes from caves and mountainsides ;
to frozen wastelands, all viewed using a slick first person perspective that™
any shooter fan will be comfortable with. The development team at Vir2L .
Studios has been very careful in the way that it has brought the Elder ScrollS™s
experience to the N-Gage, eschewing the complex interfaces and lengthy |
narration of it's forebears and instead delivering a mare visceral combination™
of combat and exploration. -
According to producer Shane Neville, the game will provide an “average i
gamer” with about 80 hours of play, this can be experienced using one of ».:
72 possible characters thanks to the inclusion of eight different races a "
nine different job classes, all of which should be familiar to fans of the

Scrolls universe. The various character classes all carry different abilil

bonuses, meaning that most players will enjoy a unique experience

their choices.

“Fans of the Elder Scrolls series are going to be thrilled with

level of detail that has gone into producing Shadowkey for th

Pasi Pdlonen, Director of Game Publishing, Games B

great to work with such a dedicated team to bring an

storyline that really takes advantage of the power ¢

N-GAGE INSIDER #2

9 THE ELDER SCROLLS TRAVELS SHADOWKEY
N EAGE ZEES

Publisher: VIR2L AND BETHESDA
Genre: FIRST PERSON RPG
Bluetooth: 2 PLAYERS

Street date: NOVEMBER 2004

<HRenn>>

(= i : »
A 750N e 1 * '
-A L sl A




9 TOP TITLES

~ Bluetooth: 4 PLAYERS

“The game is our effort to bring
Activision’s award-winning WWII-themed
first person shooter to the N-Gage,” Call
of Duty producer, John Stroppa tells Insi-
der. “We focused on bringing the real Call
of Duty experience to our platform, which
means great missions in an immersive
WWII setting that give the player a chal-
lenging gameplay experience no matter
where they are.”

With the original squad based shooter
being so loved by PC gamers, the chal-
lenge to bring it to a handheld platform
requires specific tailoring, something
that Stroppa is confident the develop-
ment team has achieved. “We have-real-

* Street date: OCTOBER 2004

HRENRD
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ly tried to play to the strengths of the N-
Gage,” he explains. “We have one of the
most powerful 3D engines ever put on a
handheld device and we added authen-
tic music and stunning effects which
come through really well on the handset.
Then we made sure the missions were
well designed and thought-out so that
they have good overall continuity and
pacing. It's important that each mission
is fun to play in shorter sittings so we
made sure that each 'gameplay moment’
in each mission is fun in and of itself.
It's important to keep in mind the ways
that gamers play a mobile game,” he
explains. “Sometimes there will be long,
uninterrupted stretches like on a bus

ride to a ski resort, and other times there

will be 90 seconds to play while waiting

in line at the bank, so it's important that
the action arcs be short enough to be
enjoyed in short bursts while being part
of a broader story arc long enough to
support a meaningful experience. On top
of that, we also took advantage of the
Bluetooth features of the N-Gage so we
could include exciting multiplayer action
for up to four players.”

The multiplayer modes and Arena
support for Call of Duty is unpreceden-
ted for a handheld game; there are 4
distinct maps for Bluetooth Multiplayer
which features both deathmatch and
team deathmateh modes. It also featu-
res weapons and power-ups download-
able via N-Gage Arena that gamers can
use in multiplayer sessions. €

Looklng like
~ best FPS on:
/ N-Gage so far”

- gamespy.com

INSIDER #2



Ily fast driving

ybu'd expect, is to win

ap your car, then slam it through
streets crowded with traffic, rivals
gops out to get you. Controls are

9 ASPHALT: URBAN GT

Publisher: GAMELOFT
Genre: RACING

Bluetooth: 4 PLAYERS
Street date: OCTOBER 2004
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hips to earn money and cars,

mobile-friendly simple — tap steering,
accelerator, nitro boost and brake. But
frankly, you can forget that last one.
Asphalt’s all about acceleration. You
don't brake for buses, cops or lamp
posts, which like other bits of the envi-
ronment, you can smash through.
Asphalt is all about speed. The feel

of hitting 200mph on a straight, nitro
firing. And it amply delivers that feel
on a small screen. There's plenty of
visual cues in the superbly detailed 3D
graphics to give you that sense of going
far too fast. But there's also the nitro
and ramp trucks scattered through the
levels to give you tactical and fun ways
of burning past the competition.
Competition that can include your
friends. Wireless multiplayer supports
up to four players in real-time races. You
€an race against your buddies in head-

TOP TITLES €

to-heads and multi-stage championships
or turn cop and chase them down. When
you're not skidding past the Champs
Elysees, you can be racing over 20 real
cars like the Aston Martin DB9, Lotus
Exige or Lamborghini Diablo through
nine real world locations ranging from
New York and Hong Kong to the slightly
more exotic environs of the Chernoby!
dead zone.

Like any great street racer, when you're
not racing, there's one more trick up the
game's sleeve. Tinkering in the garage.
Ten different areas can be modified,
from tuning exhaust and air intake,
tricking out the suspension to styling the
paint job in appropriately lurid colours.
Asphalt matches up to the fastest and
the most furious of the console street
racers, yet it's the only one you can play
in the passenger seat of a car. €

D . ﬁ,x al

" to be one of th ost ..-
refreshingly play ble st

mobile games toidate,
and a terrific;exercise
in reflex-driven action.”

— GameSpot ’
—
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If there’s one style of game that’s ah-

solutely perfect for the N-Gage, it's the

isometric action RPG. Fortunately, deve-

lopment studio Digital Red has spotted a huge virtual world for
this opportunity and has put together an then provide them with 1
exclusive title for the system that takes

pié
inspiration from classic games in the Bluetooth and play through the game

genre like Diablo and Baldur’s Gate. cooperatively if they wish to, or even
battle against each other in a special
All of the necessary components of a versus mode.”
game like this are featured, from slick Requiem of Hell casts players in one of
visuals and beautiful cut-scenes, to two different roles, with each leaning
randomly generated levels, which ensure toward a specific style of play. First
that the experience will be unique every there's hack ‘n’ slash action boy Troy, a
time the game is played. “Requiem of hero who returns from an epic quest to
extinguish the fires of hell, only discover
that his handiwork has caused enor-
mous problems for just about everyone.
Alternatively, players can chose magic-
user Linda, a sorceress who had coin-
cidentally been using those same fires
to imprison Dalu, the most evil fiend in
existence. Dalu, it would appear, is now b '
free thanks to Troy’s heroic over-achie-
ving, and has awakened the mythical
Dragon Tree, which is reported to
be the very power source of hell.
This means that the two charac-
ters are now charged with elimi-
nating the evil-one by any means

g ;‘;enre ACTIONIRPG possible; mostly hacking and

i . slashing with a broad selection
” Bluetooth: 2 PLAYERS of sturdy weapons, and zapping « &
7 Street date: NOVEMBER 2004 stuff with an |mpressuve ar- ‘
prav) ray of spells. €

;A e
om 00 | 7 ¢
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"With its distinctive
visual style, very similar
to the great Action RPG
of all times, Requiem of

—

,'f:- ] S
'_"" QD//N T mq) co// ‘:**i"m

. B -m,m Bl - Hell offers you a world of
N %, | N magic, spells and battles
B raasy ) that you will be able to
31 S | }‘ N enjoy in cooperation with

any of your friends.”

- Antonio Carrasco: Meristation
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5o war is hell? Not necessarily. Worm

World Party may well stretch players’ tac-
tical skills to the limit, but it's armed with

a crazy humour.

Based on Team 17's long running Worms
series — and developed by Two Tribes and

rgenix for the N-Gage — Worms is

f those ‘easy to learn, hard to mas-

RMS WORLD PARTY

T

 Genre: ACTION/STRATEGY
Bluetooth: 2 PLAYERS
Street date: NOVEMBER 2004
<<HRENR

g

f your time. It will also, more than likely,
rip out a chuckle or two along the way.

The turn-based format means it's forgi-
ving for beginners while giving experts
plenty of time for plotting their dastardly
battle plans: a neat trick. It also defeats
the GPRS lag issues associated with
other games, meaning multiplayer battles
feel every bit as solid as lone events. And
as you'd expect, or even demand of a
quality strategy game, there are plenty of
multiplayer options. Worms World Party
supports two-player fights via Bluetooth
and up to four players on a single N-
Gage, hotseat-style, but most impressive
are the four-player clashes over GPRS.
These are fought through N-Gage Arena,
where players either choose a quick ‘n’
dirty Freestyle match or go head-to-head
in a Ranked battle, fighting for more
serious spoils of war — highest billing on
N-Gage Arena global rankings boards.

Of course, there’'s much to do in single-
player too. A powerful random map

TOP TITLES €
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when you realise these include snow,
forest, space, fruit and... well, a world of
cheese, you'll start to understand why
war needn't be hell after all. And then
there’s your armoury! Banana bombs,
exploding old ladies, concrete donkeys

— more than 40 weapons of mad destruc-
tion await, and they're a lot easier to find
than you might think.

Why? Well, of a hefty 44 single-player
missions, 19 are dedicated to training
you in both the basics and finer points
of worm warfare. And if any of it doesn’t
suit, there are exceptional levels of cus-
tomization: you're free to create your own
team, name it, personalise the individu-
als, select a flag, choose a special team
weapon, set the victory parameters for
your own custom games — you're totally in
control. As you might expect from some-
body wielding a concrete donkey... €



There’s snowhoarding games, and then
there’s SSX. The multi-million selling fran-
chise that took other snowboarding games
outside by the scruff of the neck for a good
pasting now makes it onto the N-Gage.

And for fans of the series eager for some
more sick tricks, gravity-defying leaps
and long, aggressive runs, the N-Gage is
the only place to get a snow-filled fix this
Christmas. The Out Of Bounds 3D Game
Engine is being built from the hard-
packed permafrost up specifically just for
the N-Gage.

So what makes SSX special? it's unique
approach to snowboarding. While other
snowboarding games have focussed on
delivering realistic board-handling and
licensed pro riders, SSX has concentrated
on making snowboarding more fun, more
extreme and delivering better gameplay.
And that's meant ditching the realism

— no bad thing at all. SSX is all extreme
thrills and spills. It makes other snowboar-
ding games look like a wet weekend in
Widnes.

Instead of posing for photographers and
spending hours practising your goofy
stalefish to perfection, then sending you
down some beginner’s run, SSX straight
out the box sends you headlong down
some of the most dangerous, exciting and
unusual courses ever designed to ride.

You'll be tackling snowbound cities
and boulder-strewn mountain sides
while railsliding tree-roots over chasms.
When you're not tackling other riders,
that is. On the way down the mountain,
body-slamming and punching the opposi-
tion knocks 'em out of your way and can
help fill your Boost bar. As well as making
the riders you KO mad enought gi
racing and start just trying to 4,
That Boost, speed-boost-deli
also topped up by any sick tric
form. The more varied and cra
the quicker it fills. And that -
wtal for keepmg you ah

when you've filled it to the top, it's there
to take you to the next level of trickery
— "Uber” tricks that take big jumps,
seconds falls and lots of skill to complete,
but keep your Boost meter maxed out.
What's amazing is every major feature

of the SSX series, including those Uber
tricks, has been brought across to the
play anywhere world of the N-Gage. The
searing sense of speed that SSX fans cra-
ve is delivered amply, with a clear, sharp,
fully 3D engine that keeps the icy downhill
acceleration of SSX intact and unrelenting
(as it should be) while you wait for the
bus. The trick system will also be instantly

N-GAGE INSIDER #2



recognisable to series gamers.

There are a whopping 28 total stunts in

the game, including grinds, railslides,

grabs and tweaks all while you queue for

a cinema ticket. All the grabs and tweaks

are modifiable by turboing, or flipping

when your Boost meter’s full into an

"Uber”, or if you're crazy enough a "Super

Uber”. Considering the console versions

of SSX used nearly ever key on a joypad,

you'd think that meant playing finger

spaghetti junction. Not so. The 7 key is

held and released for your jump, while the

surrounding keys add trick modifiers and

direction keys spin.

The courses too make it over with all

the important details. There are 11, that
range from a waiting-for-your-coffee-to-

- cool blast of only three minutes up to a

in-conquering, make-it-a-frappe-

: ead mayhem of ten minute non-stop
“downhill runs. Each course is filled with

secret shortcuts, off-piste action and
death-defying leaps that lead to new

- areas if you make them. And to a serious

ipeout if you don't.

lhichever way you land though, you're

GE INSIDER #2

sure to do it in style. Out Of Bounds
also manages to transfer the great music
of the SSX series, which means even

if you're crashing headlong into a tree,
it's bound to look and sound great. 22
licensed tracks include house, hip-hop
and rock bangers from artists including
N*E*R*D, Queens Of The Stone Age and
Dilated Peoples. An entirely exclusive
track to Out Of Bounds comes correct
courtesy of underground Vancouver rap
legends Swollen Members.

If all the major details, from music to
courses and tricks are in place from the
console series, SSX: Out Of Bounds also
brings a few touches especially for the
N-Gage. Like wireless multiplayer
wherever you are.

That's right, Out Of Bounds features

2 player head-on races via Bluetooth.

The downhill mayhem features the full
courses, with all shortcuts, plus the tricks,
speed boosts and bruising battles on
boards of the single-player. You can opt
for anything from a quick race to a full-on

TOP TITLES €

championship. And all the courses you've
unlocked in single-player are there to own.
One of the highlights of SSX for the fans
is the intense, aggressive downhill grudge
matches of multiplayer. But only with Out
Of Bounds on the N-Gage will these hap-
pen wirelessly down the park on a sunny
day or over lunch in the canteen.
Bluetooth multiplayer isn't the only
N-Gage trick up Out Of Bounds’ parka
sleeves either. When you haven't got
friends to fight, you'll be able to race

the best in the world to hone your skil

by downloading their "shadows”. Yo |
see them on the course and thrill as

pass them, to upload your world-bez:
time. There'll also be exclusive dowi
content for the game including outfi: .
new boards. And you'll be able to up'o:
video highlights of your sickest momerts
comparing your stunts to others.

SSX: Out Of Bounds is all the snowy
insanity of SSX mixed with all the world-
roaming, multiplayer nastiness of the
N-Gage. We say: bring on the winter. €

23 €



9 TOP TITLES

Since 1994, Japanese publisher SNK’s and take on rivals as the story unfolds, is
King Of Fighters has been one of the the focus of the game, whereas Practice
world’s best-loved beat-em-up games Mode lets you hone your special-move
—for years, it has fought Capcom’s Street  skills with each character. In Story Mode,
fighter series for the title of “best fighting  players must fight a succession of rivals

game in the world”. by punching, kicking and launching
chains of moves. King Of Fighters

The nine games in the series have sold introduced the concept of team play to

a staggering combined six million copies  fighting games: in which when one player

worldwide and enthralled millions of is eliminated by an opponent, another

players in arcades around the world, and one enters the fight. it's two-dimensional

in-game characters like Terry Bogard graphics and music were revolutionary

and Kyo Kusanagi have become legends when it was released and translate im-

in the games industry. Now, The King pressively to the N-Gage platform.

Of Fighters EXTREME is set to become Following a hiatus, after publisher e

the first fighting game available for the SNK experienced financial difficulties

N-Gage platform. in 2000, King Of Fighters is :

The King Of Fighters EXTREME featu-

poised to make a -
res Story Mode, Two-Player Mode and ‘

i

Practice Mode. Story Mode, in 2 —
which you choose a character s E

s

9 THE KING OF FIGHTERS EXTREME

Publisher: NOKIA

Genre: FIGHTING
Bluetooth: 2 PLAYERS
Street date: JANUARY 2005
RRENRD

Lk '; s

"...one of the most illustrious franchises in the genre,
and its N-Gage iteration is refined in ways most
portable gamers have dared not imagine.”

- Gamespy.com

> 24
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othing short of stunning, even in a nascent stage of development. [edit]
isive level of graphical detail and character modeling - there is I:tgle :
kiness in the characters, and the backgrounds feature advanced lighting
through warehouse windows - ONE constitutes nothing short of a
Gage, graphically speaking.”

Copyright © 2004 Nokia. All rights reserved. Nokia and N-Gage are TM/ ® of Nokia Corporation. RIFTS ® isa iste =
trademark owned and licensed by Palladium Books, Inc. Copyright © 2004 Palladium Books. tnc. All Rights 2
Copyright 2004 Backbone Entertainment. All other trademarks are the properties of theiwr respective owners.
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9 FIFA FOOTBALL 2005

/) CGERRTRICS> OMUNE IEATURLS AVAILABLE

Publisher: SEGA
Genre: ACTION

9 CALL OF DUTY

I FLATURES AVAILABLE

Publisher: ACTIVISION
Genre: ACTION

> 26

> PATHWAY T0 GLORY

Publisher: NOKIA PUBLISHING
Genre: STRATEGY

9 COLIN MCRAE RALLY 2005
GAG=

! w
" colin mcrae rally

CEARCNIZD ONUINE FEATURES AVAILABLE

Publisher: CODEMASTERS
Genre: RACING

> WORMS WORLD PARTY
NG =

-4 plavers

cY v

%‘ﬁ .
\'5

Publisher: THQ WIRELESS
Genre: ACTION

Publisher: GAMELOFT
Genre: RACING

Publisher: VIR2L STUDIOS
Genre: STRATEGY

9 REQUIEM OF HELL

NOKIA

Publisher: DIGITAL RED
Genre: RPG

N-GAGE INSIDER #2



9 SSX: OUT OF BOUNDS

Publisher: ELECTRONIC ARTS
Genre: SPORTS

9 THE SIMS BUSTIN’ OUT

d~2 ruavies

Publisher: ELECTRONIC ARTS
Genre: STRATEGY

9 BOMBERMAN

Publisher: HUDSBN
Genre: ACTION

9 TOMB RAIDER
g GAG=
i

S

_aDOMB_ N

Starring Lara Croft N

Publisher: EIDOS
ACTION

N-GAGE INSIDER #2

> WWE AFTERSHOCK

Publisher: THQ WIRELESS
Genre: FIGHTING

9 CRASH NITRO KART

Publisher: NOKIA PUBLISHING
Genre: ACTION

2 TONY HAWK’S PRO SKATER

BUANQUIST
CAmPaELL

Publisher: ACTIVISION
Genre: ACTION

CATALOGUE €

> ASHEN

Publisher: NOKIA PUBLISHING
Genre: FPS

9 TIGER WOODS PGA TOUR 2004

Publisher: ELECTRONIC ARTS
Genre: SPORTS

9 TOM CLANCY’S GHOST RECON. ..

p .“ N\ 3 7
SN
Publisher: GAMELOFT
Genre: ACTION

Publisher: SEGA
Genre: ACTION




9 PLAYER PROFILES

Player

: -’q?;,,‘ Username: Rioku
84 Real Name: Abel
®® Location: England
'V‘ Sex: Male
Age: 15

Favorite N-Gage game(s):

My favorite N-Gage game would have to
be Tomb Raider (only because I'm good
at it in the N-Gage Arena), or else Tom
Clancy's Ghost Recon.

Why did you get a N-Gage game deck?
| got the N-Gage because when | read
about it, it seemed unimaginable. The
graphics for each game look amazing.

Mostly, | bought it for it's game play, but

| do like to use it as a mobile phone too.

What N-Gage Arena game are you looking

forward to the most?

Well, I'm sure everyone already knows
this, but it has to be Pocket Kingdom
because being able to play thousands of

other people online from a mobile phone

in live time has to be amazing.

Any final words:
Well done to Nokia for making such a
superb gaming device.

Profiles e

B

Username: Mulder .amm
Real Name: Brandon Name: Abe
Location: Las Vegas, Nevada ocation: Singa
Sex: Male Sex: Male

Age: 17

Age: 18

Favorite N-Gage game(s):
FIFA 2004. | just can't get my
this game. | play it on the bu:
trains, everywhere | go. | have 2
who has this game too, so we pla

on Bluetooth, ’,,

Favorite N-Gage game:

My favorite N-Gage games are NCAA
Football 2004 and FIFA Soccer 2004,
both from EA Sports. They have thq '
best graphics and are the most realistic
games, in my opinion.

Why did you get an N-Gage ¢
| got my N-Gage QD becaus
play portable games on the
use my mobile phone a
package seemed very entici
There is a whole ba
exciting games corr
end of this year, an

What N-Gage game are you looking
forward to the most?

The game | have waited for the longest
is Tom Clancy’s Ghost Recon: Jungle
Storm. Ever since | played it on the Xbox
I've been hooked. | really can’t wait to
play a wireless Bluetooth version with my
friends.

Any final words:

The N-Gage is a great piece of
hardware and it's handy. It three main
entertainment features —it can play
movies, MP3s, and games.

User Name: Ballistic
Name: Mr. Chukpong
Phobsuk

Location: Bangkapi
Sex: Male

Age: 18

Occupation: Student

Favorite N-Gage Games:
SonicN, Tiger Woods PGA Tour 2004

Favorite Games are you playing now:
Tiger Woods PGA Tour 2004

What game are you playing now:
Tiger Woods PGA Tour 2004

Why did you get N-Gage Game deck:
| love it.

What game would you like to see on the
N-Gage Game deck:
Final Fantasy & Resident Evil

When you are not on N-Gage Game deck
what are you doing:

Sports, Volley Ball

Any Final words:

Play it hard but don’t forget our duty to
learn, use one time wisely.

Score SonicN: 51200

> 28

User Name: Kayoo
Name: Mr. Chirayus
Tharechart
Location:

Muang Pratumthani
Sex: Male

Age: 22
Occupation: Student

Any final words: ‘
Thanks Nokia for comi
N-Gages, and happy

Favorite N-Gage Games:
SonicN

Favorite Games are you playing now:
King of Fighter

What game are you playing now:
Tony Hawk

Why did you get N-Gage Game deck:
So cool

What game would you like to see on the
N-Gage Game deck:
Street Fighter

When you are not on N-Gage Game deck
what are you doing:
Play Guitar

Any Final words:
I'm so excited but try to be cool.

Score SonicN: 60600
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Events Around the World

@me Stﬂgﬂrs_l.lve |.0|1d0|1 N-Gage TGR Madness Film Tour
o~

W
LN
"""".?\ 4

Coming To A City Near You

N-GAGE TGR MADNESS offers a journey of explo-
rative madness with the line-up for each night
including; this year’s feature film 'Soul Purpose’,
the N-Gage Game-0ff, the very best DJs and VJs,
and prizes from N-Gage, and a chance to meet
professional team riders.

Check out dates and venues on
http://tetongravityeurope.com/filmtour

Nokia Snowhoard
FIS World Cup Tour

This year’s Nokia Snowboard FIS World Cup Tour
has expanded to include N-Gage branding and N-
Gage Tour trucks. Starting in December 2004, all
Snowhoard Cross runs will be branded with the
N-Gage logo for the remainder of the Tour. In addi-
tion, N-Gage Tour trucks will be present at World
Cup events to give participants and visitors alike
the chance to have a hands-on experience with
the new N-Gage QD game deck, the latest N-Gage
games and to chill out with fellow gamers.

NOKIA SNOWBOARD FIS WORLD CUP CALENDAR
2004/05 can be found on www.nokia.com/snowboard

N-GAGE INSIDER #2 €



9 RETAIL MARKETING 2

Retail Marketing

FIFA Foothall 2005 Asphalt: Urban GT SSX: Out of Bounds
Wing Wing Wing

Wobbler Poster Poster

Header Header Header

Dummy box Wobbler Countercard

Wireless
multiplayer
gaming

Wireless multiplayer gaming Wireless multiplayer gaming Wireless multiplayer gaming

N-E?:m A where N-GAGE "ffwhere GRAGE "™Wwhere

NOKIA

<t ]
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es Revillon

F.,éameloﬂ are one of the leading mobile
~ games companies in the world. Charles

~ Révillon, Marketing Manager of Gameloft,
on the N-Gage and the future of handheld
gaming.

"We were very pleased when Nokia an-
nounced the N-Gage. From the beginning
we felt it was a good concept. And we
believed that despite the original handset.
"The original was not perfect,but Nokia
listened to everyone'’s feedback, and
then acted quickly. In less than a year it
launched the N-Gage QD. It was easier to
change the card, cost less and was cooler
— obviously that’s very important for the
target market!
"By then the games were also in place.
Now, you can get any type of game you
want, at a very high level of quality, from
football to a shooter like Tom Clancy's
Ghost Recon: Jungle Storm.
"We're really proud of Ghost Recon. We've
really successfully carried the spirit of the
game across from the home consoles.
Asphalt: Urban GT is going to be huge for
us too. A great street-racing game where
we've pushed ourselves to deliver the best
in graphics, gameplay, and realistic, but
fun racing on an N-Gage for up to four
players over Bluetooth.
"The N-Gage's wireless multiplayer fea-
tures are absolutely wicked. But we have
to educate gamers. We have to educate
the mass-market. Sure, it's a bit compli-
cated at first. But once you've got past
that, it improves the experience. Games
are much better when competing against
friends.
"Wireless gaming is what the N-Gage
is about. In the future we'd like to see
more games downloaded to the N-Gage
wirelessly Java games should be available
at a lowe price. That would reinforce the
N-Gage . reless position.
"We've ; . strong ideas about where we
want N- . ;ge to go. We're very confident
of the cortinuing evolution of the N-Gage.
The DS and the PSP won't affect it. There
may be a fight at the start, but ultimately
they offer different gaming experiences.
The N-Gage QD is the handheld console
you'll carry every day in your pocket. It's
a phone and a console all in one. The
others you'll need to decide to carry.
We'd like to see Nokia incorporating Wi-Fi i
into the next N-Gage. It's obviously more foe8ss SL5
i;‘litable for online multiplayer gr?minﬁ 7 s !

an GPRS. I'm sure it's something Nokia » -
o o a e e The DS and the PSP won’t affect the N-Gage. It is

\ i r pho- y =
Overhe next five years, regular o the handheld console you'll carry every day in your
gaming devices. The N-Gage is at the

B g aeacy € pocket. It’s a phone and a console all in one.”
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colin mcrae rally 8
2005

Put your foot to the floor in Colin McRae Rally 2005.
Try it on your N-Gage™ game deck with special features.

Compete head to head in worldwide rally championships with real cars
and real tracks. Play with up to 2 via Bluetooth connection or enter
the N-Gage Arena for shadow racing or uploading video clips of player's

best race performances. l=_—| E anyone

Wireless multiplayer gaming on the pocket-sized N-Gage game decks. NOKIA anywhere

n-gage.com
Copyright © 2004 Nokia. All rights reserved. Nokia, N-Gage and N-Gage QD are trademarks or registered trademarks of Nokia Corporation. © 2004
The Codemasters Softy C Limited (“Cod s"). All rights reserved. “Codemasters"& is a registered trademark owned by
Codemasters. “Colin McRae Rally 2005"(tm) and "GENIUS AT PLAY"(tm) are trademarks of Codemasters. “Colin McRae"(tm) and the Colin McRac
’ GaG= i device are reg d trademarks of Colin McRae. “Colin McRae"(tm) and copyrights, trademarks, designs and images of car manufacturers
Codemasters /ﬂy REN H.)> and /or on car liveries are being used by Codemasters under license. All other copyrights or trademarks are the property of their respective owners

and are being used under license. Bl h is a tradi k of Bl

h SIG, Inc. Some features and services may be network dependent.





