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Meet the world's most notorious drivers on the streets Choose from the latest perfarmance enhanced vehicles and compele The Midnight Club is now open to motorbikes. Talke advantage of the
of LA, Paris, and Tokyo. to make a name for yourself. speed and confrol - but waich out, a wrong move will send you flying.

“One of the hottest racers ever to find its way onto the PS2." Official Australian Playstation 2 Magazine
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The Future Of lllegal Street Racing

INIGHT CLUEB.

LOS ANGELES / PARIS / TOKYO

There are no rules - drive anywhere in the cily. Find the fastest The cops know you are out there - don't get caught. Use tricks fo gain an edge or just to show off.
route to win. Style is almost as important as winning.
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Vanessa Z. Schneider leaps |
around likr a woman possessed, s
butis PN.03 any good?

Here at games™ we've become accustomed to
stress. It's not that we expected anything other
than heart-weakening hassle when we started
doing the preliminary work on the magazine
over a year ago, but very few of us really took
into account the feasibility of putting it together.
“Oooh, just imagine... 132 pages with a
dedicated retro section every month; everyone's
going to love it,” we said. Somehow, we
convinced ourselves that we could do it...

We'd like to think that in spite of the many
challenges faced by the team we’ve somehow
managed to put together a magazine that offers
something suitably different to warrant your
attention. Thankfully, that view is shared by you,
the readers — we've been getting a fantastic
response and some great feedback from you all.
So if you've been buying the magazine or have
been supporting it by helping us to fill it, we'd
really like to thank you all.

Simon Phillips, Group Editor
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he Electronic Entertainment Expo |
I (E3) seems to arrive sooner every | INCOM I NG
year. Anyone with even the most  § 7 A
tenuous links to the games industry can | Some of the big games revealed at this year's E3
be seen fighting past the crowds of
eager journalists, all clamouring to get a
scoop on the greatest future releases.
This year though, all eyes were firmly
on the three key players — Microsoft,
Nintendo and Sony.

And none of the big three let us
down, with each company releasing a
barrage of new information and one or
two surprises to boot. Nintendo kicked
off its E3 with a number of statements
on just how well the GameCube was
selling (no doubt in a move to halt
recent criticism), it's strategy for the
=~ future as well as how the GBA will be
integral to the next generation of
GameCube titles. On the games front,
the company didn't disapppoint, with
playable versions of F-Zero and Mario
Kart: Double Dash, stealing the limelight.
Also on show in various forms were the
latest Kirby and Pikmin games as well
as Mario Golf, Wario World and a
number of GBA titles including an
updated version of Donkey Kong
Country, proving once again that the
company's strength is its games (see
page 12 for more).

Mot to be overshadowed, Microsoft
had its own fair share of big
announcements. However, rather than
concentrating on games per se, the
company highlighted the Xbox as being
the cornerstone of “digital
entertainment lifestyle”, with the
announcement of the Xbox Music
Mixer, Xbox Live and XSN Sports
software (see page 11 for more). That's
not to say that games weren't high on
the agenda as the highly anticipated
Halo 2 was given its first public outing,
understandably going down a storm.
Also on display were Doom I,
LucasArts’ Republic Commando,
Counter-Strike, Fable and the follow-up
to Project Gotham Racing.

However it was Sony who sent the
biggest shockwave through the crowd.
Not only did the company announce
that the PS2 would be getting an
upgrade, a new PS2 Online Pack and a
USB Camera, it also made the shock
announcement that it would be
releasing its very own handheld
platform, the Sony PSP. Not wanting the
hardware issues to overshadow the
software line-up, Sony also gave the
public their first taste of Gran Turismo 4,
which understandably went down
incredibly well. Online content was also
high on the agenda for Sony, with an
increasing number of games having
online features in the coming year. For
more information on E3 head over to
page 10. 5
E3 Photos: Mike Frey games™ 007

PLAYSTATIONZ2

GRAN TURISMO 4
We'd seen the screenshots and been impressed.
Now we've seen it in action and we can safely say
that Gran Turismo 4, is going to rock your socks
when it's released towards the end of the year. The
cars handle like a dream and the graphics are
simply incredible — photo realistic? Oh yes. And
with online play packed in to boot, we're sure that
it's going to make a lot of gamers very happy.

JAK IIl: RENEGADE
Naughty Dog’s sequel to its incredibly successful
Jak And Daxter is coming along very nicely and,
along with Gran Turismo 4, will be one of Sony’s
main titles this year. Taking place two years after
the original, the sequel sees Jak gaining many new
powers after being experimented on. Jak If:
Renegade will feature weapons, with the ability to
play as Daxter and an altogether darker theme
than the original as well. We can't wait.

XBOX

_HALO 2

A sequel to Microsoft's most well-known Xbox title
was always a foregone conclusion; nevertheless,
we're still extremely excited about the ongoing
adventures of Master Chief, even more so now that
we've finally seen it in action. With Bungie being
allowed to delay the hotly anticipated title until
next year, we're hoping that the end results will
surpass the original in every way.

|| KAMEO: ELEMENTS OF POWER

All eyes and ears were on Rare this year to make sure
that its first Xbox title more than justified the high
price Microsoft paid for Nintendo's former star
developer. With the original GameCube version last
shown at E3 way back in 2001, we were very keen to
see how far Rare's adventure title is progressing on
Microsoft’s hardware. Needless to say we were
typically impressed by what we saw, even if it was
only in video form.

GAMECUBE

_|MARIO KART: DOUBLE DASH

Marios latest kart outing looks fantastic -
eschewing the traditional ‘go it alone style’ of the
originals, Mario Kart: Double Dash allows two
characters on one kart (one driving, the other free
to fight). Featuring all our favourite characters and
a suspicious-looking Mario Sunshine engine,
Nintendo's racer proved to be extremely popular
with everyone who played it.

| ROGUE LEADER |ll: REBEL STRIKE
Rogue Leader Il was a massive success on the
GameCube (despite being rather shallow) and the
sequel looks every bit as gorgeous. Factor 5 has
totally rewritten the rulebook for Star Wars games
and instead of the normal missions (like blowing
up the Death Star or flying around the legs of
AT-ATs), you're now able to hop on Speeder
Bikes, race Land Speeders and even go for a jaunt
in an AT-ST.
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BITE-SIZED STORIES FROM ARCUND THE
WORLD OF GAMING

' ﬁ GIRLS ON FILM
| Tecmo is taking its Dead Or

Alive franchise to the movies.
No doubt inspired by the
success of Xtreme Beach
Volleyball, the plot is said to
involve four of the girls
venturing to an exotic island to
participate in the latest Dead Or
Alive world fighting
tournament. No cast or director
has been announced yet,
although the script is reportedly
being written by JF Lawton of
Pretty Woman and Under Siege
fame. lt's hoped that the film
will be released to coincide
with Dead Or Alive 4, but if it's
as bad as the recent Resident
Evil, we don’t mind waiting...

Madness on the GBA
might not set the world
alight, but it'll keep you
quiet for a while.

| WANT MY
MUMMY

With the recent confirmation of
Nintendo's RPG Mother 1&2 for
the GBA, it's been revealed that
Mother 3 has also gone into
development. Shigesato ltoi,
producer of the popular series,
will oversee production once
again. “When | had decided to
convert Mother 1&2 to the
Game Boy Advance, | realised
there would be pressure to
revive development on Mother 3
as well,” he said. “Due to
continued encouragement | can
finally say that Mother 3is
going to happen on the GBA.”

% Trainz might not be
everybody’s cup of tea,
but there’s no denying
that if you like your trains
then you'll be in heaven.
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You might be surprised to hear
that there were eight Australian
developers over at this year's E3
exhibition in LA displaying their
wares. Surprised because Australia
is a country more associated with
sun, sand and surf than the high
technology world of videogames.
Yes, folks, there's more to the
Australian videogames industry
than just bandicoots (Crash) and
echidnas (Knuckles). At the
exhibition were the cream of
Australia's development teams —
Ratbag Games, Auran Technologies,
Krome Studios, Bull Ant Studios,
Tantalus Interactive and Blue Tongue
Interactive. All had games on show
while Micro Forte was also on hand.
Krome Studios was showcasing
video footage for the sequel to last
year's well received platformer
Ty The Tasmanian Tiger and from
what we’ve seen it's shaping up
pretty well so far. With more lush
levels, more fun-packed mini-games
(cart-racing included), all new
abilities and an even greater
selection of booomerangs, the game
is looking to improve on the original
in every respect.

Also on display was Powerslide
Slipstream, the latest offering from
Ratbag. The original was last seen
on the PC in 1998 and we've been
waiting for a sequel ever since. Set
for release later this year on PC,
Xbox and PS2, it’s a futuristic racer
set in the year 2030 and based
around the devasted cities of
Sydney, London, LA and Berlin.
Apart from the obvious graphical
and Al enhancements, the game’s
main selling point is the
‘slipstreaming’ of cars to charge up
your turbo — well it is something a
little different.

Not to be outdone, Auran
Technologies had the next
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“WITH EIGHT
DEVELOPERS AT THIS
YEAR'S E3 THE
AUSTRALIAN
VIDEOGAMES INDUSTRY
IS VERY MUCH ALIVE
AND KICKING.”
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Gear Rally, Woody Woodpeckers
Crazy Castle 5 and Monster Truck
Madness - and the upcoming
Metal Shell (tentative) on PS2 and
Xbox, it was a busy time for the
company. Not looking too dis-
similar to Wild Metal on the
Dreamcast, Metal Shell is an online
arcade tank combat game where,
essentially, you have to blow
everyone else to smithereens in the
process of completing missions.

Elsewhere Blue Tongue had the
recently released Jurassic Park:
Operation Genesis on show at the
Vivendi stand and with news of an
all new PS2 game on the way,
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BITE-SIZED STORIES FROM AROUND

THE WORLD OF GAMING

ANY SPARE
CHANGE, GUV?

- Acclaim Entertainment’s co-
chairmen Gregory Fischbach
and James Scoroposki have
posted a US$2 million deposit
to secure the company's credit
line in exchange for company
shares. This desperate move is
very similar to chief executive
Trip Hawkin's personal loan to
keep his own company, 3D,
afloat and does not bode well
for the ailing firm. Acclaim is
now facing possible de-listing
from the Nasdaq Exchange,
due to its shares failing to
maintain the USS$1 share price
- they've dropped to a

worryingly low 44 cents each.

Not good...

CONNED AGAIN

. Thought you had the ultimate
Game Boy Advance thanks to
Nintendo’s SP? Think again. A
new battery pack is being
launched that will apparently
deliver 75 per cent more play
time for the handheld. The new
battery should be out in Japan
as you read this and will retail
for around ¥1,980 (just under
$25). The battery’s new capacity
enables lucky owners to get a
total of 17.5 hours of backlit
play time. We're not sure why
Nintendo couldn’t have
released this with the original
machine, unless, of course,
there's a GBA SP2 just around
the corner...

010 games"

Syphan Fitter: Omega
Strain is just another part of
Sony's online plans.

T A
SOCOM II: US Navy

SEALS will take you on an
all new online experience

ALL IN
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AN ALL NEW HANDHELD, ONLINE PLANS, A USB CAMERA AND
GT4. WHAT DIDNT SONY ANNOUNCE AT THIS YEAR'S E3?

t was inevitable really. Nintendo might

have had a stella games line up.
Microsoft might have re-defined the digital
entertainment revolution, but it was Sony
who made the biggest shockwaves of the
show with the announement of its own
handheld console to rival the GameBoy
Advance. The handheld, known as the Sony
PSP (PlayStation Portable), isn't set for launch
until the end of 2004, but it will feature a 4.5
inch, 480x272 pixel backlit screen and will use
the Universal Media Disc — a 60mm optical
disc housed in a cartridge, similar to that of a
Mini-Disc, and capable of holding 1.8GB.
Already the Sony PSP is being described as
“the walkman of the 21st century” by Sony
insiders, but whether it will be able to
compete with the installed user base of the
GameBoy Advance remains to be seen.
Regardless, the implications for the
videogame world are already there — just look
what happened when Sony burst into the
home console market.

But the PSP wasn't the only hardware
announcement from the company. Sony also
revealed that the PS2 would be receiving an
overhaul, with the new version featuring a
built-in Network Adaptor, a DVD-R compatible

progressive scan DVD player complete with
infrared remote sensor and a quieter fan. If
that wasn't enough, the company also
showcased the EyeToy, a USB camera
designed for video messaging and to help
encourage immersive solo gaming. Tied in
with this was the unveiling of the company's
online plans — in other words, a world
connected by the PS2.

As far as online gaming goes the
company will be making a massive push into
the area with many AAA titles being fully
online compatible. Central to these plans will
be the release of Gran Turismo 4, the latest in
Polyphony Digital’s award winning series,
which saw its first public outting at E3.
Described by Kazunori Yamauchi, President of
Polphony as helping gamers “re-experience
the history of cars, from the birth to the
present, in a way only possible with GT" the
game, which will be fully online compatible,
was undoubtedly one of the highlights of the
show and another feather in Sony's cap.
Details of the game are still relatively scarce,
but it is known that it will feature over 500
cars from the earliest days to the present day
as well as a host of new tracks. With
improved graphics (one course we saw was




photo-realistic), Al and physics it's no wonder that GT4 is one of
the most anticipated games of the year.

But the company’s online plans don't end there — a deal with
Electronic Arts gives it exlusive online rights to EA's Sports 2003-
2004 line-up - a total of nine games including FIFA 2004,
Madden 2004 and NHL 2004. Add to that list the heavyweight
Final Fantasy XI Online, Syphon Filter: Omega Strain, and
SOCOM Ii: U.S Navy SEALs, all of which will have a heavy
emphasis on online play, it would seem that Sony is well and
truly taking the fight to Microsoft.

It would seem then, that the next year will be an interesting
one regarding which company will come out on top, but on this
kind of performance it would look likely that Sony is in a strong
position to continue its dominance of the market.

-
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No.1 E.T. THE EXTRA TERRESTRIAL
He looks just like a toilet - and so did the game

GREAT BIG
SOFTIES

MICROSOFT AIM FOR DIGITAL
ENTERTAINMENT REVOLUTION

ot wanting to be left out of all the fun, Microsoft

had its fair share of big announcements to make
during the show, not least of which was of its
intentions to make the Xbox the cornerstone of “a
digital entertainment lifestyle”. By introducing the
Kbox Music Mixer Microsoft revealed its plans to
“connect Xbox to the digital lifestyle for more people,
more of the time"”, according to Ed Fries, Corporate
Vice President of Games Publishing. The package will
allow users to download MP3's and digital photos to
create their own music mixes along with personalised
video clips. The software even allows you to strip
original vocals from any songs and add your own,
taking the karacke phenomenon one step further.

As well as the news of further enhancements to the
Xbox's online capabilites, with Live Web and Live
Alerts, Microsoft also used E3 to launch its own sports
games branding, XSN Sports. Set to launch in August
all the games (including Amped 2 and NFL Fever 2004)
will be fully online compatible, whereby you'll be able
to compete in online leagues and tournaments as well
as with friends all over the world. And with over
350,000 gamers currently registered worldwide, that's
a lot of friends.

However, arguably the biggest showcasing from
Microsoft was the much pined for Halo 2. Needless to
say it looked sublime, leaving no one in doubt that the
first game wasn't a one-off fluke. With the Convenant
attacking earth, only Master Chief can stop them and
this time he has more weapons, more vehicles...and
more enemies. Not that Halo 2 was the only game
highlight for the Xbox, as also on show were Peter
Molyneux's Fable, Counter-Strike, the next instalment
of Project Gotham Racing and of course the much-
hyped Doom /il We could go on but there are too
many games to mention, but be in no doubt, Microsoft
and the Xbox are here to do business.
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BITE-SIZED STORIES FROM AROUND THE
WORLD OF GAMING

g METHING'
ISHY... AGAI

As sure as night follows day a
sequel will follow any
moderately successful game. So
it should come as no surprise
that Ubi Soft has announced a
sequel to the rather marvellous
Splinter Cell - not that we're
complaining. Pandora Tomorrow
is being touted for an early 2004
release and will be released on
all major formats, although any
storyline is being kept firmly
under wraps for now — however
you can expect more undercover
stealth based thrills. What we
do know is that the game

will definitely feature multi-
player online missions. Sweet.

SNAKES ALIVE

i As we all knew already, Konami

finally announced at this year’s
E3 that it is set to bring the
Metal Gear Solid series to the
GameCube. But those of you
hoping for a new title should be
ready for disappointment -
rather than a sequel or
standalone game, Silicon
Knights (of Eternal Darkness
fame) is remaking the original
PSone version with the graphics
engine from the sequel, under
the watchful eye of Hideo
Kojima and Shigeru Miyamoto.

Still, at least the original was a
good game so 'Cube owners
shouldn’t be too upset.

NEWS | GAMECUBE | HALF-LIFE

Viewtiful Joe looking very
beautiful for Nintendo
and Capcom.

WITH A
GAMES

LINE—UP LIKE

THIS
WOULD
YOU BE

WORRIED?

®

Two of Nintendo's hig
titles for the coming year
Pikmin 2 and Mario Golf.

But will they be big enough?

NINTENDO MAPS

OUT THE FUTURE

THINK THAT NINTENDO ARE DOWN AND OUT? IN
THAT CASE YOU'D BETTER THINK AGAIN...

ver the last six months Nintendo has

come under increasing criticism for
the relative failure of the GameCube, so
it's hardly surprising that the company
used E3 as an opportunity to prove that
the company was as strong as ever.

As well as citing strong recent sales figures
and how company plans to increase the
number of titles with link capabilities between
the GameCube and the GBA, Nintendo
President Satoru lwata also commented on
the company’s increasing number of third
party developers. Specific mention went to the
Triforce intiative co-developed with SEGA and
Namco as well as Square-Enix, Konami and
Electronic Arts, all of which are currently
developing games for the company.

However whereas Microsoft and Sony
concentrated more on hardware and online
developments, Nintendo left the games to do
the talking. And they didn't disappoint. If
playable versions of F-Zero and Mario Kart:
Double Dash weren't impressive enough then
chances are that the opportunity of playing
arguably one of the biggest games of the
show, Final Fantasy: Crystal Chronicles, would
be enough to convince you that Nintendo, if
not on the rise, is staying on a level. And then
there was always Rogue Squadron Ill: Rebel
Strike. Other highlights on the GameCube

release schedule included Pikmin 2, Pokémon
Colisseumn, Mario Golf: Toadstool Tour, Mario
Party 5, Viewtiful Joe and Giftpia. On top of all
that was a plethora of GameBoy Advance
titles, including the highly anticipated Advance
Wars 2, Super Mario Advance 4 and a remake
of the SNES classic Donkey Kong Country. A
company in trouble? We think not.

Also on the agenda was the unveiling of
the GameBoy Player, a system which will
allow players to enjoy GameBoy Advance
titles through their GameCube's high-speed
port. The system will launch in June in
Australia as per the rest of the world.

And in response to the news that Sony
would be launching it’s own handheld
console? Well, lwata had this to say on the
matter: “We are essentially in control of the
handheld market... there isn't anything we
need worry about.”




WORLD DOMINATION

espite rumours of a merger with

Namco still hanging over it, SEGA
revealed a whole host of new titles
and plans to make sure that the
attention was firmly on the games.
Undoubtedly the biggest news was
that a new Sonic title, Sonic Heroes,
would be headed to all three major
consoles, marking the first-ever
appearance of the speedy blue
hedgehog on the PS2 and Xbox. Two
GBA titles were also revealed, Sonic
Pinball Party and Sonic Battle, as well
as SonicN on Nokia's N-Gage to
complete what seems like Sonic’s
efforts at world domination. Speaking
of SEGA's assault, ShinobuToyoda,
executive vice president of content and

ctivision now has exclusive
worldwide publishing rights to all
future work created by PC developers
Valve. Day Of Defeat, a multiplayer
online game, will be powered by Valve's
Half-Life technology and is the first game
to benefit from the new partnership.
“Valve has a proven track record of
creating ground-breaking games with
waorldwide appeal,” said Larry
Goldberg, executive vice president of
Activision Worldwide Studios. “We are
locking forward to a strong and
successful partnership.”
The new deal shows just how much
Activision are willing to break into the
PC market. “It's an honour to enter this

SEGA GO SONIC

SONIC GOES FOR MULTI-PLATFORM AND

NEW LIFE
HALF-LIFE

THINGS WE
HATE ABOUT
VIDEOGAMES

NO.2: ADVERTISING SELLS, BABY

ot Actual Game Footage' - the phrase du

jour for advertising agencies intent on
peddiing their games to the gullible masses.
Whether it's stylised adverts showing anything but
images of gameplay, or computer-rendered
scenes that look like the game but aren't, adverts
for games hardly ever show the product they're
advertising — unlike virtually every other ad on TV.

But before you go on about how you'd never
be fished in by an ad for a game, we're not talking
about you; after all, they're made to capture the
attention of casual gamers and youngsters who
know little about games other than that they like
sport, violence, pretty graphics and anything that
looks ‘cool’.

And that's the whole point of advertising — to
make things look cool. Of course, with other
products, this usually entails showing someone
using, eating or otherwise displaying a product in
an interesting and no doubt sexy way. Not so
though with videogames - showing footage
would link the product with gaming, which we all
know is ‘uncool’. No, better to show some
random images and a quick flash of the box at the
end. Yes, it works — but it’s not right. If we tried not
showing screenshots, we'd be out of a job quicker
than you can say ‘actual content may differ’.

business development of SEGA
America stated that: “Bringing Sonic
The Hedgehog games to all next-
generation platforms provides SEGA
with unprecedented potential for the
franchise as the company builds to
become a leading independent content
publisher.” Who are we to argue?

" I;"

FOR

new partnership,” said Gabe Newell,
co-founder and managing director of
Valve. "Activision has never been more
influential than it is today.”
Although Activision must be
justifiably pleased with its
purchase, we wonder if 4 ¥ }
Valve will continue its - 4
slow process of /
development -
they've been working (§
on Half-Life 2 for five
years. It will also be
interesting to see how
Valve's relationships
with Vivendi and
Sierra will fare.

Rayman-one of the guilty parties when it

1 E comes to not showing ‘actual game footage’,

/i

—— - = —
Alengthy advert full of girls turning ugly, and
yet no game footage anywhere. Damn you, Sony.
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AMERICA

WITH YOUR FRIENDLY EX-PATRIOT, THE SHAPE

ou won't have seen Gamer’s Happy Hour. It's only on in
America, and not very much of America. A good

The chaming and measure of reasoning suggests it's possibly only on in
fragrant Ape Escape 2 my town. Nevertheless, every two weeks a wonderful new
Wik hiE U des focn episode airs. It matters not that the morsels of gameage are
few months yet. Aren't we p ) 9 9
slightly stale by the time they reach the tube; our host, Gabe,

the lucky ones, eh?

personifies the die-hard games player, and for that he's a treat to
watch. The show comes to us from Gabe's bedroom. He's
moderately unkempt, appears to be in his early twenties (it's
dark in there) and over his shoulder we can see the worn and
sagging couch that - as I've learned — he sleeps on.

All ‘production’ is handled on the fly during filming by the
presenter. One camera is pointed at Gabe in his comfy old chair;
he reaches offscreen — clunk — throws a switch, and we're
looking dead-on at his TV, through which his various consoles
are connected. You can see the volume bars go up when he
wants to show you something, as he narrates in a loose, non-
scripted style. Like you're his mate and you've gone round to
see his new games.

The programme’s often depressed and grimy host may not
have the Reader's Wives appeal of Emily Booth, but he can tell
you more about the background of Soul Reaver Zs characters
than you previously believed existed. This is guerrilla gaming,
raw and truthful, and as such 30 minutes of Gamer's Happy
Hour, rough as it is, can often be more valuable than two hours

LETTER FROM St

Ia'lli"l i
ih il llnf

o
sl Ae
Eihlu

_:f %ﬁll

T

7

“XBCONNECT BRINGS FUNCTIONAL ONLINE PLAY TO A NUMBER OF XBOX
GAMES THAT WERE NOT DESIGNED TO BE PLAYED OVER THE INTERNET"

spent reading one of the hopelessly corporate-compromised
games journals that are so popular here.

Granted, being on public access cable, it's book-ended by a
paranoid camcorder epic on the New World Order and a bitter
old episode of May To Decemberthat someone taped off the
BBC fifteen years ago, but Gabe makes the slot his own.

He's not the only one taking matters into his own hands; even
“amateur” programmers are making the gaming world a better
place. Bedroom coders over here are responsible for some
delightful developments of late. One such lad, who goes only by
the handle Hiryu, has released SNES-Station, a sturdy and
highly compatible Super Nintendo emulator for PlayStation2
that is entirely free. As a spin-off project, a gent named Nick Van
Veen up in Canada has achieved a similarly impressive feat with
PGEN, a Mega Drive/Genesis emulator, also for PS2. Getting
these programs correctly burned onto CD and then running on
your console is not the simplest of processes at the moment,
but they're absolutely brilliant products which shift ROM
gaming from the small screen and keyboard to the big screen,
sofa and joypad.

Additionally, a scattered group of talented fanatics collectively
known as Team-XBC has developed some wonderful and,
frankly, essential software in the form of XBConnect. In a
nutshell, XBConnect brings functional online play to a number
of Xbox games that were not designed to be played over the
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AND EVENTS FROM THE LAND
OF THE FREE

NPR

Or National Public Radio. You know that station in
GTA: Vice City that's very artsy and patronising? This
is the real one. Lots of right-on discussion and
baffling musical performances.

" LOVE ABOUT
{ AMERICA...

i o
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US MULTIFORMAT TOP TEN

Title Publisher Format
1 | Midnight Club Il Rockstar Multi
2 | Tom Clancy’s Splinter Cell Ubi Soft Multi
3 | Def Jam Vendetta EA Multi
4  GTA: Vice City Rockstar PS2
5 Yu-Gi-Oh! Duelists Of The Roses  Konami PS2
6 | All-Star Baseball 2004 Acclaim Multi
Finally, GTA: | < i i
' Vice City has been 7 | DragonBall Z: Budokai Atari PS2
/ knocked off the top 1 = - =
spotwith our US 8 | Conflict Desert Storm SCi Multi
cousins prefering =

Midnight Club Il 9 | The Legend Of Zelda:
The Wind Waker Nintendo GC
10 ' Red Faction Il THQ Mutti

{Updated 22/04/03)
Internet. They say it works by telling your Xbox that you are Midnight Club Il

merely playing against other gamers in the same room via an
ordinary link cable, when in fact they can be anywhere on Earth.
It doesn’t matter how it works! You're playing TimeSplitters 2 on
the Net!

If only it was all so rosy. The release date Nazis inform me
that | shall be waiting until at least July for a US version of Ape
Escape 2, a game that | firmly believe will be the best 3D
platformer since, well, Ape Escape. This, despite the fact that it
was 1) developed in Japan, so already exists in NTSC and 2)
released some time ago in your own frigid land, so has already

been translated into English. By God, why must they do this to Want to play TimeSpliters2
me? Who's in charge? Give me names. I'll go after them, then Il horeeios

go after their families.

Every day now on the radio there are commercials for Norad,
an anti-radiation drug: “In the wake of a nuclear attack on the
homeland, fallout could reach for hundreds of miles!” The
official terror threat level fluctuates only between ‘High’ and
‘Elevated’ (never "You'll Be Fine' or even ‘Sure, Go Shopping, It's
Probably Okay'). My point being that some gaming distraction
would be nice, and | just can't think of... ooh, look! Gabe’s on
channel 27. \

Cheers
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WITH JAPANESE CORRESPONDENT OLLIE BARDER
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“FOR A NATION THAT WAS ONCE ONE OF THE MOST ECONOMICALLY
WORLD, TO HAVE A SECOND-RATE ECONOMY REALLY FREAKS MANY

ne of the many parts of Japanese culture revolves mentality of trying to get along with everybody has paid huge
0 around enforced superficial harmony called ‘wa’. This dividends, at least when the going was good, that is. Yet since
/{ L] means that if you want to make a game and give the the economy has taken a nosedive, a sense of ubiquitous
4 r} punters what they want, it'll be very difficult. Confused? Allow pessimism has set in.
¢ me to explain. Literally the moment | arrived in Japan, | was ‘informed’ that
For example, each morning there is a meeting for items to be Japan's economy was in dire straits. For a nation that was
discussed for the day, yet nobody really mentions anything once one of the most economically powerful entities in the
constructive for fear of stepping on anyone else’s feet. This world, to be in possession of a second-rate economy really
means that you're forced to keep the harmony within the group. freaks many Nihonjin out. They're getting worried for a good
So even if you hate a certain aspect of the game that you're reason though and, unfortunately, it's affected the games
creating, you're not expected to express your opinion freely industry here too.
when the group thinks it's fantastic, as your expression of Fumito Ueda's lco and Tetsuya Mizuguchi's Rez are brilliant
disappointment would go against the group’s favour. As a result, games and critically acclaimed the world over. So, did they sell?
you have to look at your colleagues’ facial expressions in order Nope. What about Shigeru Miyamoto's latest creations, Super
to gauge their opinions and then carefully guess the limits of Mario Sunshine and The Wind Waker? No. Seeing a pattern
your comments. In Japan, when they make omelettes they don't here? It isn't as though they were released for some esoteric
break any eggs. black and green monstrosity either; these were PlayStation2 and
Anyone with an ounce of common sense should be able to Gamecube games. So what does this mean exactly? Has games
see that this state of affairs will cripple any modicum of journalism lost its touch with the punters (not an unreasonable
creativity. Actually though, it's more complicated than that. The assumption, especially if you knew how many ‘gamer lifestyle’
above example is of negative ‘wa’, so there is obviously a muppets there are in the business)? Or are Japanese
positive kind. developers not making games that gamers want to play?
As many of you will know, Japan has led the charge on You have to realise that Japanese culture is immaculately
games innovation and creativity for the past thirty years. The superficial and whilst that oppression used to force excessive
016 games™
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TEACH YOURSELF
JAPANESE

LESSON TWO: A VISIT TO THE BANK

Koza o kaiyakushiyo to omoimasu
Doyukotodesuka, watashino
okanewa issenmo nai to iunodesuka?
Meiwakunante kaketeimasenyo. ..
Chyotto! Teo hanashinasai!
Konnakoto surumonjya arimasen!

Oh... kuso

I'm looking to close my account
What do you mean, you haven't
got my money?

I'm not causing a disturbance. ..

Hey! Get your hands off me! You
can't do this!

Oh... shit

JAPANESE MULTIFORMAT

TOP TEN

Title Publisher ~ Format
1 .HackVol4 Bandai pPS2
2 | Dragon Quest Monsters Enix GBA
3 Nechu Pro Baseball 2003 Namco PS2
4 Naru?u Tomy GC

5 Made In Wario
6 2nd Super Robot Taisen Alpha

Nintendo GBA
Banpresto ps2

POWERFUL ENTITIES IN THE
NIHONJIN OUT”

bouts of innovation and creativity onto repressed geeky
game designers, it will no longer work now. This
produces a rather delicious conundrum.

If the main force of focus is removed, as in oppressive
social form, will Japanese game designers be able to
stay as creative and will the games remain
quintessentially Japanese? | know what you're thinking:
‘Don'’t be silly! Of course they will, they're Japanese'.
Really? Thing is, we really don't know how the faeces
will hit the fan, nor whether there will be any nuts
contained therein. The thing about cultural change (and
it is happening within Japan) is that you don't really
know what the outcome will be. Admittedly, there will be
many Nathan Barley wannabes spouting off predictive
nonsense, but the truth is that no-one knows how this
sucker will pan out. Not even me.

What | do know is that the resultant cultural carnage
will be pretty impressive —we have got over thirty years
of oppression to make up for, after all. But at least when
it comes to games, the consumer will always win.

Ollie

Barder

Kind regards

DOOM AND GLOOM

You can't turn the telly on here without
hearing some prediction that Japan is
‘doomed’, but what’s worse is that nobody

is doing anything about it. The negative
effects of ‘wa’ are a big deal when they hit the
higher echelons of Japanese rule. For
example, many of the Japanese banks {and
when | say many, | mean all) have given out
huge loans to their geezer mates (or the
closest Japanese equivalent), only to have
them remain unpaid. This means that the
government has had to subsidise these
wondrous acts of monetary folly.

Thankfully, Prime Minister Junichiro
Koizumi has said that enough is enough.
Naturally, we all thought that this would
mean that he would promptly get banks to
stop being so stupid and only lend money to
people that could realistically pay the money
back (and to watch out for anyone with
tattoos and snakeskin shoes).

Of course, that's what he probably thought
about doing, but since he took office he has
done precious little to correct matters. This
means that these huge loans will reach a
critical mass in a few years, enough to engulf
the entire Japanese economy in one big gulp.
Obviously, the ramifications of this are
terrifying, not only for the Japanese games
industry but for the whole world...

| hope you enjoyed that little lesson in (let’s
face it, utterly fascinating) economics - don't
come crying to me when you say | don't teach
ya nuffink, eh?

10 . Zelda: A Link To The Past Nintendo

(Dengeki Console Game Ranking Top 50, week ending 13/04/03)

. o
| i
Nechu Pro Baseball 2003

T —1

games™

o 7 | Final Fantasy X-2 Square PS2

venall |
their money away. Damn fools. | 8 | Taiko No Tetsujin: Doki! Namco PS2
) 9 | DoDenPachi Daiouiyo Akira PS2

GBA
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“WE HAVE WORKED HARD AT NINTENDO TO
MAKE SURE THAT WE ARE DELIVERING AS
MUCH FUN AS POSSIBLE TO THE PLAYER"

SATORU IWATA, NINTENDO JAFAN INC.

SATORU iWATA STORY BY STEVE POLACK

NINTENDO JAPAN

intendo are the perennial survivors in this ever
N turbulent industry, having successfully

developed more games platforms than any
other company. That said things haven't exactly gone
Nintendo's way in recent times with cashed up
competitors eating into Nintendo’s market share and
publishers and developers being lured away by better
royalty deals.

With this in mind a change in direction was needed
and it has happened faster than many would have
anticipated. Suddenly there is a bevy of great looking
games in the works, the GameCube's market share is
growing and the Nintendo behemoth seems to be
coming back to life in a big way.

Such significant changes can be very much
attributed to the reinvigorated leadership of the
company under new president Satoru lwata. lwata-san
has only been working at Nintendo for just over three
years, but was a key development head at HAL, a
company with a close relationship with Nintendo.
lwata-san also has a lot of experience developing
games, with his first project being Mario Golf for the
venerable NES console, so he intuitively understands
the way the company works.

At E3 Nintendo's young and ever enthusiastic new
President was in the sort of mood you'd expect from
someone who is heading a company which is all about
fun. However, he does acknowledge that some changes
were necessary as he recognises that it is essential
these days to rely on a diverse stable of titles rather just
pin all of your hopes on the eponymous plumber.
“Compared with the previous state of the gaming
industry you must not rely on single titles to move a
games system. This worked with Mario on the N64, but
that is more difficult to do as the market gets more
sophisticated. We wanted to have a diverse selection of
titles to hit a broader audience. We have received very
positive feedback on this.”

Indeed the reception the Nintendo line up received at
E3 was all positive as visitors began to realise that there
is a much wider line up of games in the pipeline. In this
regard lwata-san has brought Nintendo into line with
the other platform holder's publishing philosophies. But

Iwata-san doesn't merely follow trends. Indeed, when it
comes to some issues he would rather take a totally
different approach. Talk of following the other platform
holders online is met with a quick response: “We don't
think the online business model is viable yet for mass
market gaming. We know it will happen, but it is not
likely too soon and so we don’t want to waste our
resources developing games for this small segment of
the market.”

Indeed Iwata-san thinks that the pay to play model
for online access is inherently flawed and adds that,
“having kids of my own | understand why people want
to play online games, but | am also less than
enthusiastic about the idea of paying a monthly fee just
to keep playing. | think we will look to make online play
a part of our current business model, as a benefit to
those who buy our games, not an additional charge.”

This is the model which has worked with PC games,
and certainly pay to play options seem like they might
meet resistance from consumers who have grown up
with the concept that online play should be a no cost
option once you have paid your ISP for your
connection. 'Double whammy' charges are seen as
asking too much of the consumer, so Nintendo is
unlikely to go down that road.

lwata-san is keen to maintain control over Nintendo’s
future by ensuring that this sort of decision is his to
make. To do this, and guarantee Nintendo is in a
position to determine how it makes games and what
sorts of features Nintendo games have, he feels it is
critical that the company stays in the hardware
business. “It is essential to have control over the
development of the hardware platform your games are
being designed for. That way you can maximise the
skills of the games designers by making sure the
hardware best suits their needs. This makes it easier to
produce better games and it is the reason why we will
always make consoles at Nintendo.”

So the GameCube's successor is looking like a shoo-in.
lwata won't be lured into adding when, but smiling
wryly he hints that, “the system won't be
that far off and that | want to be President at 'S
that time too.” :



AT JUST 43 YEARS OLD,
SATORU IWATA IS THE
YOUNGEST PRESIDENT
THAT NINTENDO JAPAN
HAS EVER HAD. BUT IT'S
JUST THE SORT OF MOVE
NINTENDO HAD TO MAKE
TO SURVIVE THE HOSTILE |
GAMES MARKET, AND
WITH NEW IDEASAND
NEW POLICIES, IT WOULD ‘=.
SEEM THAT THE ~
COMPANY IS ALREADY
REAPING THE REWARDS.
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Starsky & Hutch aims
| 1o capture all the superfly

THE |

UK BASED
 DEVELOPER
REVEALS ALL
ABOUT
SEVENTIES CAR
CHASES,
PRESENT-DAY
PROJECTS AND
THE FUTURE OF
INTERACTIVE
TV GAMING

020 games™

nlvemon may already be remwned the
~ world over as home of the Royal Train (no,
really), yet this tiny settlement just outside

3 Milton Keynes in the UK is famous for vary
little else. But it's a status that could be about to change -
gaming circles at any rate - if forthcoming multiformat
release Starsky & Hutch has what it takes to put local
developer Minds Eye, and Wolverton, firmly on the map.

. While the studio’s portfolio of mostly family-oriented titles

have enjoyed a fair amount of success since the team’s
formation in 1995, the last couple of years have really seen

"Minds Eye progress towards the big time with both the

Starsky project and, more curiously, by spearheading the
evolution of interactive TV (iTV) gaming.

Not many games developers out there could genuinely
claim to be world leaders in their chosen field, but that's

COMMUNITY

EVERY ISSUE, games™ GOES BEHIND THE SCENES WITH A

DEVELOPER. THIS MONTH MINDS EYE OPENS ITS DOORS TO US

exactly what Minds Eye has achieved in terms of iTV

gaming. Yet it's a situation managing director Martin Batten
remains modest about: “It's almost by default that we've
become one of the key players in all this by being a major
supplier of games to Sky from quite early on,” he admits.

{ “Since Sky are not only leaders in the UK but actually have
‘ the largest user base of any satellite delivery company in
8 the world, we're pretty much leading the way for iTV

gaming worldwide.”

Gaming has proved to be a much more lucrative by-
product of iTV than Sky ever really imagined, whereas
other features like email and access to the Internet have
failed to enjoy similar success. Lead programmer Bennie
Affleck (steady ladies) explains the latest way in which Mr
3 Murdoch is getting us to part with our pennies: “Nowadays,
i Sky offers games on a pavfto'—play hasis, so you'll pay \}Dur )




B Minds Eye with th
very own pimp-mobile.
For research purposes.

& Starsky & Hutch sees you driving and shooting your way around the city to boost your ratings while picking up perps, narcs and crims.

money to play the game for as long as you want in one
sitting or you can pay to have access to the game for 24
hours.” Okay, so the games you'll find on iTV may be a little
primitive by today's technological standards, but things
have advanced a fair bit since gaming was first introduced
on digital TV. “Going back to the early days you had a lot of
very simple puzzle games and card games that were free to
play,” Batten recounts. “It was really Tetris that kicked off
the whole pay-to-play thing about two years ago and did
very, very well getting around 4 million plays. The second
phase saw us developing games based on a lot of old retro
licences that we could get to run on the limited power of the
set-top box, such as Space Invaders and classic Atari titles
like Pong, Asteroids and Centipede. Now we're at the third
phase where things have really opened up and it seems
pretty much anything goes.”

With its recent groundbreaking adaptation of the Tomb

Raider franchise and an influx of projects based on
popular TV shows such as Who Wants To Be A Millionaire?,
Minds Eye is keen to remain the driving force behind iTV
gaming as it really starts to take off. New concepts we could
see coming to our Sky remates in the near future may well
include one-on-one beat-'em-ups, titles that use scrolling
technology and even an iTV version of Dance Dance
Revolution. “Our guys have really raised the bar for

everyone else and pushed the whole thing forwards
technologically and graphically,” Batten says.
“Experimenting to achieve what no-one else has done
before on a set-top box is pretty exciting.” And considering
how Space Invaders managed to attract over 4.5 million
plays in its first 12 months, the potential for iTV gaming
should not be underestimated, as Batten reminds us: “One
of the benefits of selling games through Sky is the fact that
you've got something like 7 million househalds out there
with potential gaming machines sitting in their living room,
which is about as many as there were PSones at its height.”

While there are surely some interesting times ahead for
the iTV games development team, the company has
recently been focusing most of its resources on the massive

Starsky & Hutch project. Determined that the title should
enjoy a level of success that would firmly establish Minds
Eye as a major developer of PC and console games, a team
of around 25 people are currently completing the final
stages of a two-year slog. “Obviously, in times gone by you
could actually work on two or three games at once, but with
Starsky & Hutch we had to bring all the separate teams
within the company together because it's a much bigger
project,” Batten says. Minds Eye had previously
collaborated with publisher Empire on the refreshingly
original game Sheep, and Batten also believes the

Wolverton in Buckinghamshire UK, was once an

important part of the railway industry, but is now home to
more diverse businesses, such as Minds Eye Productions.

“TRYING TO
ACHIEVE WHAT
NO-ONE ELSE
HAS DONE
BEFORE ON A
SET-TOP BOX IS
PRETTY
EXCITING™

MARTIN BATTEN,
MANAGING DIRECTOR

.
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BEN EVERETT, Lead Designer { S&H)

NEWS | COMMUNITY | MINDS EYE Favourite game: Panzer Dragoon Saga
STUART MIDDLETON, Lead Programmer ( S&H)
Favourite game: Resident Evil: Code Veronica

JULIAN SCOTT, Lead Programmer (S&H)
Favourite game: 0ld-school arcade titles

DAVID PRICE, Lead Artist (S&H)
Favourite game: Halo, Bomberman (multiplayer)

NOBODY DOES
IT BETTER?

The Minds Eye portfolio of interactive TV (iTV)
games covers a range of genres, with some familiar
faces cropping up here and there...

TOMB RAIDER

| Episodic gaming is a feature enabled by the
medium of iTV, and this is the first of its kind

BIG BROTHER 3
_| Games are now an important part of many TV
shows' interactive content

[~ company’s strong track record with licensed games was key
~ tothem securing the opportunity to work on such a high-
profile title: “| think because we've had so much experience
waorking with licenses before, both as a company and

collectively, we were trusted with this particular project.”
SCORE<1> HI-SCORE SCORE<{2>

Gaoe 1387
s ST:E\RSKY & Lead programmers Stuart Middleton and Julian Scott
T P Y Y T N certainly have no shortage of experience between them
el o el et HUTCH WAS in that department, having worked with such prestigious

A o A A e i Rh Ak i A
RS TARTHRRTReEWw

ALWAYS GOING licences as Robocop, The Simpsons and The Addams
TO BE A POST-PUB Family. “The Starsky & Hutch licence has been a really easy

ORI OS
ENTERTAINMENT one to work with,” reflects Middleton. “There have been
very few licensing issues. I've worked on other games where
GAME AND WE it has been absolutely horrendous. We had Matt Groening
WANTED 1 0 calling us up complaining that the shade of yellow we were
s, ST s RECREATE THE using for the Simpsons wasn't the right shade.” Other stars
WHOLE ‘BUDDY can get tetchy too if they don't think the finished game will

SPACE INVADERS

COP' SCENARIO” be quite to their liking. “On Waterworld, Kevin Costner
o o Uit aro oAl e aatoe For BEN EVE . demanded t? hau{e his hair colotired in because we weren't
EONVarsion onto T\ LEAD DESIGNER allowed to give him a bald spot,” Scott recalls.
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B Minds Eye’s digital games cover a wide variety of genres from the classic Centipede and Pong to the more recent Banzai Pinball no, we're not sure either).

The lack of problems encountered by the team in

working with the Starsky & Hutch licence has been
largely due to how loosely Minds Eye’s light-hearted
creation actually ties in with the hit TV show, as lead
designer Ben Everett explains: “l think most people will
have the idea that Starsky & Hutch was all about driving
down alleyways and smashing through boxes, but if you
watch the show there isn't too much of that actually going
on. We wanted to give them their all-action version of
Starsky & Hutch, and leave out sorme of the show's darker
themes that wouldn't translate so well.” The game's
tongue-in-cheek homage to the over-the-top car chases
seen in TV cop shows of the Seventies and Eighties is
achieved through innovative features such as a viewer
rating score that rewards players for driving
‘entertainingly’, while the much-hyped combination of
lightgun and steering wheel control systems makes for
some thrilling arcade-style action. “It was always going to
be a post-pub entertainment game,” says Everett, “and we

» | HOTOFF ~
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" HISTORY
LESSONS

Starsky & Hutch may be the first of many top-selling titles
to come out of Walverton if Minds Eye's follow-up project

turns out to be as interesting as it sounds. Martin Batten hany oftl.'le s
told us about their new snap-"em-up: "."”"‘“"5 bl haya hies
“We've been working on the early concepts for a game arml:d atthe fai Y
called Paparazzi- you'll basically be playing a paparazzi mi iy A a:nl' lodd
photographer who'll be set tasks to photograph certain Pac-Man and Thomas 4
Al-controlled characters who might be politicians or The Tank Engine
celebrities. There'll be a number of publications you can :
choose to take jobs from, from The Timestype of paper SHEEP
right through to something like Razzle where you might PC, P-Sorl e (2000)
have to catch your target in compromising positions.”
“We'll use the same base engine as Starsky & Hutch,” MONOPOLY
reveals lead programmer Stuart Middleton, “but we're WORLD CUP
going to expand on it so you'll be able to get out of the PC (1998)
car and walk around. When we first came up with the
Paparazziidea, we did a quick test where we put some IE;CO(‘E[;!B?}AT CHESS

Paparazzi elements into the Starsky engine. Within a few
days we had already attached it to a person and could
walk that person around the city.”

Whether Paparazzi will have the humour found in
Starsky & Hutch or Sheep remains to be seen: “We could
go down quite a dark route with this one | suppose, or
keep it very tongue-in-cheek,” says Batten. “The jury’s out
on that at the moment, but the publisher who takes it on
will have an effect on which route we go down.”

f

EinsALL

wanted to go as far as possible to recreate the whole
‘buddy cop’ scenario.”

Batten is confident that his team of developers has

created a game that has all the ingredients to make it a
massive success: “It's associated with a big licence and it's a
good game in its own right. A Starsky & Hutch movie has
just gone into shooting, so we're hoping for another boost
of interest in the game when the film gets released next
year. So yeah, it will really put us on the map if this one
takes off and sells in big numbers.” With a potential hit title
just on the horizon, and more ideas for witty and original
gameplay concepts up their sleeve with the likes of
Paparazzi, the talented team at Minds Eye are facing the
prospect of some rather promising times ahead. And
though it may yet be unclear exactly how exciting the future
will be for iTV gaming, you can pretty much
guarantee that Minds Eye will be right there at the
forefront of its success.
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Amplitude P52
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MOST PLAYED

POKEMON
RUBY/SAPPHIRE

Format: Game Boy Advance
Developer: Nintendo

We just can't get enough of Nintendo's
lovable little critters. Both versions are
getting plenty of play, with multiplayer
link-up battles causing particular chaos. It
isn't possible to catch themn all at the
moment, but that doesn't stop us getting
excited thinking about how Nintendo will
introduce the remaining monsters.
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SOUL CALIBUR I

Format: P52, GameCube, Xbox
Developer: Namco

\We loved the Dreamcast version of the
original Soul Calibur and Namco's sequel
is every bit as good. The fighting’s fast
and furious and the game looks gorgeous
- plus we can finally reveal the answer to
a question that's plagued gamers for
years. Who would win out of a scrap
between Link and Astaroth?

S
BURNOUT 2
Format: PS2, GameCube, Xbox
Developer: Criterion

Acclaim’s fantastic racer has finally arrived
on GameCube and Xbox and we can't
stop playing the bugger. The extra tracks
are getting a serious workout and are
providing plenty of high-speed thrills and
spills. The ability to rip your own tracks to
the Xbox version and drive to Crosstown
Trafficis the icing on the cake.

024 games™

Get your rhythm
action fix on page 58

True Crime: Streets of LA P52, Xbay, GO
ivision: to GTAis p

on page 42

PLAYSTATION2
JUNE
13 June Evil Dead: A Fistful Of Boomstick THQ
13June Silent Hill 3 Atari
16 June Def Jam Vendetta EA Sports BIG
19 June Black & Bruised Vivendi
20 June FResident Evil: Dead Aim THQ
20 June World Championship Snooker Atari
26 June Dead To Rights Electronic Arts
26 June Starsky & Hutch Empire
26 June The Hulk Vivendi
27 June SOCOM SCEE
27 Juna Clock Tower 3 THQ
TBC Shaun Murray's Pro Wakeboarding  Activision
TBC Batman: Dark Tornorrow Wanadoo
TBC Tomb Raider: Angel Of Darkness Eidos
TBC Dark Chronicle SCEE
TBC Dungeons & Dragons: Heroes Atari
TBC Eyetoy SCEE
TBC Futurama Atari
T8BC Pillage Zed Two
TBC Indiana Jones And The
Emperor's Tomb LucasArts
TEC Yu-Gi-Oh: Duelists of the Roses Konami
TBC Xenosaga SCEE
JuLy
18 July Mace Griffin: Bounty Hunter Vivendi
TBC Gladius Lucashrts
TBC Dragon's Lair 3D THQ
TBC Everybody's Golf 3 SCEE
TBC Pac-Man Fever SCEE
AUGUST
TBC Alter Echa THO
TEC The Great Escape Atari
TBC Falcone: Into The Maelstrom Virgin
TBC Medal Of Honour: Fighter Command Electronic Ats
SEPTEMBER
TBC A Sound Of Thunder BAM! Entertainment
TBC ATV Off Road Fury 2 SCEE
TBC Conflict: Desert Storm Il Atari
TBC Driver 3 Atari
TBC Evolution Snoweross Konami
TBC True Crime: Streets Of LA Activision
TBC Zone OF The Enders: The 2nd Runner Konami  [TZied
TBC Soul Calibur 2 Namco
TBC Bulletproof Monk Empire
OCTOBER
TBC Pro Evolution Soccer 3 Kanami
NOVEMBER
TBC Ghost Master Empire
TBC Red Dead Revolver THQ
TBC Full Throttle Ii LucasArts
TBC Samurai Jack; The Amulet Of Time  BAM! Entertainment

Check out EAs latest

wrestler on page 86

GAMECUBE

JUNE

6June Splinter Cell

9June F1 Career Challenge

13 June Big Mutha Truckers

13 June The Hulk

13 June F1 Career Challenge

19 June Charlie’s Angels: Full Throttle

20 June Black & Bruised

20 June Mace Griffin: Bounty Hunter

23 June Dead To Rights

27 June V-Rally 3

TBC Futurama

TBC Wario World

TBC Br Muto

TBC Hitman 2: Silent Assassin
AUGUST

TBC Finding Nemo

TBC AFL Live 2004

SEPTEMBER

5September  Starsky & Hutch

12 September  Conan

26 September  The Habbit

TBC F-Zero

TBC Soul Calibur 2

TBC bl

TBC Gladiator

TBC True Crime: Streets Of LA

TBC Dragon’s Lair 30

TBC Disney’s Extreme Skate Adventure
OCTOBER

3 October Bulletproof Monk

TBC Harvest Moon: A Wonderful Life
TBC The Powerpuff Girls: Shock Of Ages
TBC Sphinx

NOVEMBER

TBC Samurai Jack: The Amulet Of Time
TBC Spy Hunter 2

XBOX

JUNE

6 June

13 June
20 June
20 June
27 June
27 June

Barbarian

Evil Dead: A Fistful Of Boomstick
Brute Force

Starsky & Hutch

Midtown Madness 3

World Championship Snooker

Ubi Soft
Electronic Arts
Empire
Vivendi
Electronic Arts
Ubi Soft
Vivendi
Vivendi
Electranic Arts
Atari
Atari
Nintendo
Midway

Atari

THQ
Acclaim

Empire
TOK.
Vivendi
Nintendo
MNamco
Ubi Soft
Acclaim
Activision
THQ
Activision

Empire

UbiSoft

BAM! Ertertainment
THQ

BAM! Ertertainment
Michway

Virgin
THQ
Microsoft
Empire
Microsoft
Atari



CALM YOUR FEVERISH ANTICIPATION WITH OUR COMPREHENSIVE LIST OF FORTHCOMING RELEASES

Midtown Madness 3 Xhox e (| 5 oF iy =2 = : B¢ PNMCC
" Race on overto page 41 and g e ' : ; j She's fit, she's a great shot |
| check out our preview : ! 4 . 1 g " and she'son page 76

R cabl
Castlevania: Aria of Sorrow GC B Postal 270
| The latest battle against B 1s tis the goriest game . 9 :\.,
.1 Dracula begins on page 78 " ever? Find outon page 90 LY . .’)ﬂ( r
TBC Backyard Wrestling Atari 20 June Indy Car Series Atari ON THE HORIZON
TBC Soldier Of Fortune 2 Activision 27 June World Championship Snooker Atari &
TBC F1 Career Challenge Electronic Arts TBC Commandos 3: Destination Berfin ~ Atari EIRN%TIEI‘.DETI-‘I}-‘{S(\)(NI CLES
TBC Brute Force Microsoft TBC Dragon's Lair 3D THQ Format: GameCube
TBC Shaun Murray's Pro Wakeboarder  Activision TEC Heaven And Hell cov Publishler: Square Enix
TBC Dragon's Lair 3D THQ TBC Newverwinter Nights: Shadows o We were teased with the {very) early
TBC The Hulk Vivendi Of Undrentide Atari Wanted 8| advert at Christmas, but now E3 has come
TBC Vultures cov TBC Omega DreamCatcher 8 and gone we've also seen one of the most
pise TBC Republic: The Revolution Atari anticipated Ga{meCuDe games in aclicm._
) TRC Starsky & Hutch e & Crystal Chronicles seems to have more in
4 July Futurama Atari - - commeon with the classic Legend Of Mana
TBC Kniights Of The Old Republic LucasArts TBC Tomb Raider: Angel of Darkness Atari than the recent Final Fantasy X, but only
AUGUST JuLy time will tell...
29 August NGT: Next Generation Tennis Wanadoo Ay Warcrat 3 The Fronen Throne VvRad)
TBC Mace Griffin: Bounty Hunter Vivendi TBG Broed Cov
TBC The Great Escape Atari JEE EhprmCh b Oxvoon
TBC Finding Nemo THQ AUGUST .
TRC XGRA A TBC The Great Escape Atari
TBC AFL Live 2004 Acclaim SEFIENEER . .
i g Confli MJD[::erTS I :‘3“_5"“'
5September  Tom Clancy’s Ghost Recon: AWl tom, far 8 3
Island Thundar UbiSoft iIBE 2T Wanadoo [T i
16 September  Outlaw Volleyball TOK NOVEMEER = ONIMUSHA 3
TBC Black And White Lionhead TBC Doom il AN Format: PlayStation2
Publisher: THQ

TBC Conflict: Desert Storm Il Atari — [
TBC True Crimes: Streets Of LA Activision Q/ Capeom's survival horror franchise gets
TBC Pitfall Harry Activision another sequel with Jean Reno playing a

; B French soldier up to his neck in demons.
TBC Judge Dredd Vivendi s i B Onimusha 3 also sees the return of the

TBC Dino Crisis 3 THQ @ stoic samurai Samanosuke from the

T1BC Painkiller DrearCatcher GBA - ) & original game. This title will be using real-
- 5 | Month T £ . Publis o time 3D backgrounds like in Code

TT:CC iﬁ:’en Shield b‘:’ 554:: JUNE Veronica and the upcoming Biohazard 4.
OCTOBER ’  Wanted | 6 June Tom Clancy’s Splinter Cell Ubi Soft
TBC Bulletoroof Monk Ermpire 13 June Iridion 3D 2 Vivendi
TBC Brokei Sword: The Sleeping Dragon THCF; == 1eddne iy ks Tha
i G = ERg~ed iy 20 June Donkey Kong Country Nintendo

- S L 26.June The Hulk Vivendi

TBC Wallace & Gromit BAM! Entertainment ¥ - -

g : 27 June Magical Quest Starring Mickey
TBC Gladiator: Sword Of Viengeance Acclaim & Minnie Mousa THQ
NOVEMBER . 27 June Megaman Battle Network THQ

TBC Doom Il Activision TBC Wario Warre Inc. Nintedo
TBC NBA Jam 2004 Acclaim TBC Wakeboarding Unleashed Activision
TBC Driver 3 Aari JuLy SEGA GT ONLINE
TBC Ninja Gaiden Microsoft 25 July Pokéman Ruby Nintendo [T ;":Fa“h XhS.E:SA
i RGO hvend 25U Fokémeon Sapphire [ifsele Iflllhelrse’:cr:;ne thing Xbox Live is missing
TBC Wrath LucasArts TBC Advance Wars 2 Nintendo it's a racing game featuring lush sports

AUGUST cars. Sure, we have Moto GP but we want
Microsoft TBC Road Rash: Jailbreak Zoo to be tearing around at 100mph in a Lotus
Atari TBC Finding Nemo THQ or a Ferrari, Although some may baulk

SEPTEMBER that the feature wasn't originally included

" in SEGA GT 2002, it will be nice to finally

9 September  Starsky & Hutch Empire B geton the online race track.

26 September  The Hobbit Vivendi

TBC Kirby: Nightrmare In Dream Land Nintendo

TBC Crouching Tiger Hidden Dragon Ubi Soft m i

TBC Disney’s Extreme Skate Adventure  Activision .

[ Month L Ay o TBC Super Mario Advance 4 Nintendo & @DUNLOP -
JUNE TBC Harvest Moon: Friends Of... Natsume N'OP ’ 71 ' I
13 June The Hulk Vivendi g
13 June World Of Warcraft Vivendi
20 June Colin McRae Rally 4 Atari
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EVOLUTIO
OF GAMING

REINVENTING A GENRE

IS IT AN RPG OR AN ADVENTURE? MAYBE IT'S A PLATFORM
GAME? THESE DAYS, IT'S OFTEN HARD TO TELL

HERE WAS ONCE A TIME when a consumer

knew exactly what they were buying; Sonic

was clearly a platform game, Fifa was

obviously a sports title and Street Fighter
needed no introduction at all. So what happened? When
did genres begin to merge to such an extent that they've
now become almost indistinguishable from one another?
And what has happened to previously popular genres
such as the scrolling beat-'em-up?

Well, categorizing games has always been something of
a tricky task. Take Pong, for example - was it a puzzle or a
sports game? Derivatives such as Breakout leaned more
heavily towards the puzzle side of things, but then tennis
games have also borrowed substantially from the formula
over the years. Of course, the fact that Pong was one of the
first ever videogames meant the genres hadn't really been
defined. It was only when the industry was a little more
established that the occasional game started to stand out
because it didn't quite fit in.

Back in the early days, titles would sometimes feature a
blend of different genres, and the ones that did were
usually identified as such. It was fairly common to see a
game labelled as Action/Adventure or Action/RPG, and
although a few titles were still listed as being one thing,
they actually offered a whole lot more. Konami's Goemon
{Legend Of The Mystical Ninja) was one of those games.
Although it was usually touted as an RPG, a large
percentage of what went on was actually standard side-
scrolling platforming. On top of that there were numerous
puzzle mini-games that could be played purely for fun or to
earn money that could be spent on all the usual RPG items.

The main difference between then and now though, is
that these days elements from different genres are
included in almost every title released, as opposed to just
the odd one or two. Even the good old football game is
being expanded to include strategy and RPG-like features.
Konami's Pro Evolution series, for instance, has gradually
evolved from a straightforward football game into a fairly
comprehensive footie management sim, complete with all
the stats that any football fan could wish for. Then there i
are games like Splinter Cell that feature a blend of many L~
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“THESE DAYS, ELEMENTS
FROM DIFFERENT
GENRES ARE INCLUDED
IN ALMOST EVERY TITLE
RELEASED”

D different genres; elements of shooting, strategy,
adventure and even platforming have been skilfully
bound together by Ubi Soft's Montreal studio,
resulting in something that, at a glance at least,
appears quite unlike anything else.

INTO THE THIRD DIMENSION
So when did this current trend for merging genres
begin? Well, the evolution of 3D graphics over the
past few years seems to have had a lot to do with
it. Back in 1999, Neversoft changed people’s
perception of sports games forever when it
released Tony Hawk's Pro Skater. It wasn't the first
extreme sports game to feature skateboarding of
course - California Games {amongst others) had
brought the sport to the world of videogames
many years previously. But, thanks to the

3D capabilities of the PSone, Neversoft
was able to bring the sport to life
much more successfully than ever
before. It did this by not only
including a comprehensive range
of skateboarding moves and
professional skateboarders, but
also by borrowing heavily from
the structure of Mario 64 (which
had been released three

years previously).

In fact, as the Tony Hawk
franchise has matured, more
and more platform-esque
elements have been
implemented. The latest game
in the series features many
tasks that require locating and
collecting items, much in the
same way that Mario collects
stars in Mario 64. And working
your way up to the roof of
Alcatraz prison isn't at all dissimilar
to scaling the mountain in Mario 64s
first level, Bobomb Battlefield. Of
course, Neversoft has cleverly

028 games"

stylised everything so that it still feels like
skateboarding, even though a lot of the content
could work just as well in a platform game.
Although the introduction of Tony Hawk’s Pro
Skater has taken the sports genre in new directions,
Mario 64 was one title that really did re-invent a
genre. When Nintendo was developing the game, it
discovered that creating worlds in 3D was
considerably more time-consuming than in 2D. The
designers needed to come up with a way of
increasing longevity without upping the number of
levels. By adding multiple objectives to the levels,
each one needed to be played through more than
once, thus increasing the game's lifespan without
the need for more production time. It was also one
of the first 3D adventure games to feature a highly
intuitive cantrol system. Compared to the decidedly
clunky feeling of Lara Croft on a digital D-pad,
controlling Mario with the N64's analogue stick
was like a dream come true. Unsurprisingly,
almost every subsequent platform game has
been influenced by Mario 64.
But while occasional
titles such as Mari> 64
. have completely
changed the direction of
their respective genres,
the evolution of other
genres has gone without
such cbvious
transformations. Racing
* games, for example,
" haven't really changed a
& great deal since their
" conception over 25 years ago.
" Even so, there have been a few
(“interesting additions to the genre along
* the way. Polyphany's Gran Turismo must
surely get most of the credit for setting
new standards for realism, as well as
offering the most comprehensive

& -



Until the arrival of Mario 64 in 1996, platform games were usually a
simple case of getting from A to B without falling down a hole - a
concept that doesn't work quite so well when shifted into 3D. Of course,
building 3D worlds is horribly time-consuming so, to reduce
development time, Nintendo introduced the idea of fewer levels with
multiple objectives in each. This feature has since been used time and
time again in almost every platform game.

Until 1993, Capcom and SNK pretty much ruled the beat-'em-up market.
Street Fighter had become huge worldwide thanks to success in the
arcades and on the SNES and, altthough SNK's titles generally weren't as
well-known, in Japan they were generating a healthy profit. Meanwhile,
the power of computer technology was increasing and, apparently out of
nowhere, SEGAs Virtua Fighter arrived. Although the game provoked
mixed responses, it changed the industry’s perception of the genre forever.

It'’s hard to compare the shoot-"em-ups of today to the scrolling variation
that was popular 15 years ago because the differences are so great. The
majority of current shoot-"em-ups tend to have a first-person point of
view and involve exploring expansive environments, occasionally using
stealth tactics. While Doorm wasn't the first FPS, it was the one that made
the industry sit up and take notice. Without it, monumental titles such as
GoldenEye, Halo and even Metroid Prime may never have existed.

RACING

While some genres have
seen the introduction of titles
that drastically change the
direction in which they're
heading, the racing and
driving genre has had a fairly
smooth evolution from
where it started to where we
are today. It's also one of the
few genres that has many
obvious sub-genres, from
rally driving to Formula 1 to
street racing and so on.

And that's before you've
taken into account the likes
of Super Mario Kart,
WipEout, Micro Machines
and all the other fantasy-
based titles that have been
introduced through the
years. Some gamers may not
be fond of certain types of
games, but the racing genre
is one so broad that it really
does include




h

“IT WILL BE INTERESTING
TO

SEE HOW CERTAIN
GENRES ARE

ADAPTED TO

WORK BETTER

IN AN ONLINE
MULTIPLAYER
ENVIRONMENT"

[> features though, the actual driving dynamics didn't
~ really offer a new experience to the player. Then, of
course, there was Nintendo's Super Mario Kart

which not only took racing games off on a tangent,
but also spawned a huge selection of copycat titles.

It doesn't take a genius to notice that sports,
adventure and racing games continue to go from
strength to strength, but enthusiasm for beat-"em-
ups (which were once just as popular) has been
dwindling recently. This probably has a lot to do
with the decline of the arcade industry, though the
lack of originality injected by developers over the
last couple of years is undoubtedly a contributing
factor. It's amazing to think that after the ingenuity
shown by Capcom with Power Stone (its largely
forgotten Dreamcast fighting game), no other
developer has tried anything near as
groundbreaking. Just look at Namco's market-
leading Tekken series — the upgrades to Tekken 4
were so slight that it's debatable whether it was
worth developing the game at all.

But the one-on-one fighting game is positively
thriving compared to the good old scrolling
beat-em-up. In the past, titles such as Final
Fight and Streets Of
Rage were key titles
for their
publishers,
though now
they're nowhere to .
be seen. Could it be that e
we've actually witnessed the death
of a genre? Well.... no, actually. You
see, not only does the occasional
scrolling beat-"em-up still come
along from time to time
(Shinobi), but there are many
other current titles that feature the
essence of the genre within
something a little more in-depth.
Take Buffy The Vampire Slayer— it
may be classed as an adventure
game, though more than 50 per

Y
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cent of the action is essentially a scrolling beat-'em-
up. Even online RPGs such as Phantasy Star Online
have parallels - especially to titles such as Golden
Axe.

MERGE INTO THE FUTURE
So, where will this amalgamation of genres lead
us? It's a good question and one that’s almost
impossible to answer right now. One thing that
looks certain to affect the direction of videogame
genres over the next few years is the introduction
of online gaming as a mainstream feature for each
of the three major consoles. It will be interesting to
see how certain genres are adapted to work better
in an online multiplayer environment. A few years
ago, Namco created a PSone football game called
Libero Grande in which the player took control of a
single footballer, with the rest of the team
controlled by the CPU. Sadly, the hardware
struggled to run such an advanced program and,
with a lack of decent Al, the title failed to live

up to expectations. But, as an online
football game, Libero Grande

would be ideal, as each footballer

could theoretically be controlled

by gamers from anywhere in the
I world. But why stop there? There's
" nothing to suggest that an online

eme park. Just imagine driving around
San Francisco in a crazy taxi
and seeing other players
fighting on the rooftops,
. enjoying a game of tennis
' or avoiding giant monkeys
SN plastic balls. It may sound
far-fetched now, but such a thing could be
the norm within a few years.
Then again, people said the same
 thing about virtual reality headsets,
and we all know what )
happened there... —

o




While the majority of Japanese RPGs haven't really evolved that much
as far as gameplay goes over the past few years, Nintendo’s Zelda: The
Ocarina Of Time proved (as Mario 64 did for platform games) that the

RPG genre could work just as well in a fully 3D environment. Since that
time, the rise in online gaming has given birth to a new type of RPG -

the Massively Multiplayer Online Role Playing Game, or MMORPG as it
is more commonly (and conveniently) known.

PUZZLE

Just like racing games, there
hasn't been any one particular
moment in time when the
puzzle genre drastically
changed direction - it too has
seen a fairly smooth evolution
to the present day. However,
while there haven't been any
obvious breakthrough titles
over the years, many other
types of games have included
puzzle elements. Not
surprising, perhaps, when you
consider that games (both
electronic and traditional) most
probably stemmed from
ancient puzzles and riddles.
But, while the basic puzzle
genre would seem a little less

The strategy genre is one that continually does well, despite the fact that mainstream than it once was,

it never generates the same level of hysteria as sports or racing games. titles such as Dance Dance

Classics such as Cannon Fodder were certainly popular in their day, Revolution and Mario Party
though it was the early 1990s when the genre really seemed to take off. (which aren‘t strictly puzzle

Back then, titles such as Command & Conquer were incredibly games, but certainly
successful, though in recent years more diverse offerings such as The have parallels L [ERT

Sims have attracted a brand new audience of their own. with the genre) ;]F'
are now o
extremely e
popular.

Apart from the inclusion of 3D visuals, FIFA 2003 doesn't really offer that
much more than FIFA ‘95 did on the Mega Drive. The same applies to
basketball, tennis and hockey games - it's been a smooth evolution to
where we are today. However, the introduction of Tony Hawk’s Pro Skater
in 1999 took the sports genre in an exciting new direction. Since then,
there have been many similar titles spanning a range of extreme sports
from skateboarding and rollerblading to surfing and wakeboarding.
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Time to put the pedal to the metal... Out Run Arcade [SEGA] 1986
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PREVIEW | R-TYPE FINAL | PLAYSTATION2

“WHEN | WORKED ON R-TYPE FINAL, |
AIMED FOR THE FIRST R-TYPE GAME. |
ADMIRE ITS IMPACT AND D IVENESS”

e I el B ; 14 KUJYO KAZUMA, PRODUCER,, R-TYPE FINAL
of the first stage. Fairly J !

solid it was too...

[IDEOGANES MATH
WIPING OUT THE EVIL BYDO EMPIRE...

o 1

M The bosses are
true to B-Type form,
if a litde icky.




HISTORY

B Zettai Zetsumei Toshi 2002 [PlayStation2]
H R-Type Delta 1997 [PSone]

B R-Type 1987 [Arcade]

' DEVELOPER PROFILE

| Really only for its R-Typef IREM's recent and innovative outing into the survival horror
genre (with Zettai Zettsumei Toshi) surprised many and got the company noticed again. It is also worth
mentioning that IREM now also creates many Pachinko (Japanese fruit machine) games for the PlayStation2.

*tem

THE ULTIMATE SWAN SONG FOR A LEGENDARY SHOOT-EM-UP?

FORMAT:
PlayStation2
ORIGIN: Japan
PUBLISHER: IREM
DEVELOPER: In-house
RELEASE: TBC
GENRE:
Shoot-"em-up
PLAYERS: 1

W IREM bring R-Type
back for one last
blast around the
block, but will this be
afitting end to a
mighty franchise?

.|| Back in the day, all that an R-9 pilot
had to do was ‘blast off and strike
the evil Bydo Empire’. Now things are far
more complicated. It's been sixteen years
since the original R-Type hit the Japanese
arcades and wowed punters. With
ingenious level design and an incredibly
versatile power-up system, the game was
the definitive shoot-"em-up. Yet this
extraordinary series’ days are numbered.
With the arcade game industry in a global
slump, it is hardly surprising that IREM
wishes to lay this exemplary title to rest.
R-Type Final has caused quite a stir

among gamers in the know, so to have
IREM turn around and say that this will be
the last game in the R-Type series has
raised a few eyebrows. With up to 60
available ships in the finished version, the
game is being aimed at long-time fans of
the series. It will also be interesting to see

USING THE FORCE...
The Force power-up system is probably the most iconic aspect
of the R-Type series. Each of the three ships in the trial version
had their own distinctive Force power-up. Ranging from the
Standard Force of the R-9A, which we all know and love, to the
more eclectic Shadow Force which was awfully reminiscent, in
terms of its limited homing capability, to that of the R-X's
Tentacle Force from R-Type Defta. That's not all, either. The
charged Wave Beam also varied from ship to ship, not only in
terms of power but also in terms of functionality. You can also
customise your ship’s colour now, along with its canopy, as
well as being able to select your missile and Bits load out.

“THE R-TYPE FINAL TEAM SHOULD NOTE THAT
THE LEVEL DESIGN IS WHAT MADE R-TYPE
FAMOUS AND NOT A HUGE ARRAY OF SHIPS”

how the R-Type Final team will cope with
balance within the game’s levels. After all,
what may work for the R-9A may not work
for the R-11B (the latter being from Armed
Police Unit Gallop, but you already knew
that). After all, the R-11B historically lacked
any Force power-up, limiting its defensive
protection. Not to mention that it's unclear
whether all these ships will be available
from the start or unlockable through
meeting in-game criteria (the latter being
the most likely, considering the history of
the franchise).

Regardless of this, the proposed scope
of the game is commendably epic and
suitably fitting for the final incarnation of
such a respected series. Development is in
its early stages and the version we saw had
only one playable level and just three
selectable ships (the R-9A Arrow-Head,
R-9D Shooting Star and R-9F Andromalius),
the R-9D being the best of the three, having
the most potent and visually impressive of
the charged Wave Beam animations. The
game is still very much unfinished, and the
intricate level design that made the series
so famous was noticeably absent. The only
playable level felt particularly barren and
not all that reminiscent of the older games.

After all, what would R-Type be without
Bydo scum swarming everywhere?

Thankfully, the title remains graphically
solid, as the numerous boss encounters
proved. However, the in-game design work
was a little bland, this being especially
noticeable after the vibrantly textured and
tangibly modelled R-Type Delta. The
emptiness of the only playable level merely
helped to accentuate this.

But it's early days yet and the code
played, while initially unimpressive, does
show promise. It is important to mention,
however, that the R-Type Final team would
be wise to note that the level design is
what made R-Type famous and not a huge
array of selectable ships. Admittedly
unavailable for play in the trial version, the
final game is expected to have an Al Versus
mode. How this will be implemented
remains to be seen, but the idea of going
head to head against another R-9 has
certainly whetted our appetites.

We're cautiously optimistic for what
may become of A-Type Final but IREM
has a good history of knocking out very
solid shooters, as R-Type Delta
recently proved. Let's hope that it £
can live up to that. —s

W Various types of Bits can

W Al Versus looks promising, but it =
: be selected for each ship.

was unplayable when we saw it Filor Mame GUEST
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PREVIEW | STARCRAFT: GHOST | PLAYSTATION2/MULTIFORMAT

& Nova has a wide range of weapons
but as stealth is the key, her sniper
rifle is likely to get the most use.

1 Naturally, Nova gets to wear the
most figure-hugging outfit available.
It's more ergonomic, or something.

THERE'S SOMETHING STRANGE IN THE STARCRAFT NEIGHBOURHOOD - WHO YA GONNA CALL?

.|| Mention the development company
Blizzard Entertainment to anyone

who knows their stuff about PC gaming
and you'llimmediately conjure up images
of legions of orcs, aliens and other
monstrosities marching across an
isometric landscape, intent on ripping
each other to shreds, thanks to the firm’s
previous successes with the Warcraft and
Starcraft RTS franchises. But it's a trend
that the California-based company is
attempting to break with the development
of Starcraft: Ghost - a title that takes all
the familiar traits of the Starcraft universe
(races, planets and all) and throws them
headlong into a hectic third-person
action adventure.

For all of you who are suddenly gasping
with outrage and preparing your
accusations of heresy though, it's not as
bad as you might think; in fact, Starcraft:
Ghost looks pretty smart, if anly for the fact
that it uses so many good ideas that have
been done before. Not surprisingly, these
ideas have been picked from some of the
better examples (or not, depending on
your opinion} of platform adventuring.

Tomb Raider? Check - with the lead
protagonist being a rather nimble lady by
the name of Nova, there’s no doubting that

“BY COMBINING
TRIED-AND-TESTED
GAMEPLAY WITH A

WELL-RESPECTED
FRANCHISE,
BLIZZARD CERTAINLY
HAS ITS HEAD
SCREWED ON RIGHT"

036 ==

her platform-jumping, gun-firing antics will
earn at least a few comparisons. MDK?
Check again - although Nova has more
than a few surprises up her sleeve, her
main weapon happens to be an extremely
high-powered sniper rifle with a telescopic
lens, just like everyone's favourite janitor,
Kurt Hectic. Hitman 22 Oh, hell yes, check -
with multiple pathways open in every level,
you'll be able to choose exactly how you
atternpt each mission (quiet and stealthy,
all guns blazing or overly acrobatic; the
choice, as they say, is yours), with the
harder routes offering better rewards.

In keeping with current trends, stealth is
the biggest feature here — after all, it’s not
called Ghost for nothing — which goes

I The bigger they are, the harder they fall -
although obviously, you don't want this one to fall
on top of you once you manage to take it out

some way to explaining Nova's cloaking

ability. Naturally, you can only activate it in

short bursts but used at the right time (in
conjunction with the Splinter Cell-esque
Visibility Meter — yes, another borrowed
idea), it can mean the difference between
an easy ride and an all-out firefight.
Having seen the current build of the
game in action, we can see why some
might believe that Starcraft: Ghost will
be a good first step for Blizzard into the
world of console-based gaming. Of
course, it remains to be seen whether the
slow-paced shackles of RTS gaming
can be left behind in a genre that
can easily become all too bland, all
too quickly... —

m

FORMAT: PS2/
Xbox/GameCube
ORIGIN: US
PUBLISHER:
Vivendi Universal
DEVELOPER:
Blizzard
Entertainment
RELEASE: 04 '03
GENRE:
Action/Adventure
PLAYERS: 1

B Forget its RTS
roots — the latest
Starcraft game goes
for a third-person
actionfadventure
angle in an effort to
bring something
new to the table(top).
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“MIDTOWN
MADNESS 3 HAS

FORMAT: Xbox
.33@ MORE TWISTS
g ON THE FRANTIC

Digital lllusions
RELEASE: Summer
‘03 (US: June '03)
GENRE: Driving
PLAYERS: 1-8

B Tear through Paris
and Washington
without any regard
for the Highway
Code or public safety.

INNER CITY
DRIVING THEME
THAN YOU CAN

SHAKE A GEAR
STICK AT”

I Things get particularly entertaining when you're forced to stray
from the road and into the superb selection of interactive scenery,

7 "
HHHERAH

MIDTOWN MADNESS 3

XBOX

VIADI\

B Al that free road and they choose to
drive on our bit? With the garbage truck
you can make your own rules of the road.

e o . i

INNER CITY DRIVING ISN'T ALL ABOUT GRIDLOCKS, YOU KNOW...

I = When it comes to stress relief and
“* the potential for black comedy,
few gaming concepts can match a
larger-than-life dose of madcap
motoring through crowded city streets.
Yet aside from the blood-soaked criminal
antics of classics such as the Grand Theft
Auto series, more light-hearted driving
romps like Crazy Taxitend to suffer from
limited longevity. However, Digital lllusions
seems determined to squeeze every last
drop of potential lifespan from the latest
Midtown Madness title by including more

twists on the frantic inner city driving
theme than you can shake a gear stick at.

Not only will players find themselves
driving taxi missions against the clock, but
all manner of other careers behind the
wheel await players in the game's
Undercover mode. From delivering pizzas
to working as a paramedic, the concept of
reaching a number of checkpoints in an
allotted time is stretched as far as it will go.
Together with an array of standard racing
modes, mouth-watering multiplayer
capabilities and the excitement of staging
all the action within real-world city maps,
this is a pretty complete package.

Paris and Washington DC may not have
been recreated with the accuracy of The
Getaway's London, but the streets are alive
with atmosphere and all the famous
landmarks can be visited freely. Paris in
particular is awash with character — its
quaint cafés clutter the narrow side streets
with furniture ready to be sent sprawling as
you hurtle through. Just about every piece
of scenery is interactive and can be brushed
aside like a film set, rather than bringing
your vehicle to a more realistic halt. In fact,
one of the game’s most gratifying elements
comes from ploughing into flimsy market
stalls or careering through litter bins.

Alas, a jack-of-all-trades usually ends up
being a master of none and we've already
seen most of the features in Midtown
Madness 3 done better elsewhere. That
said, we did have a huge amount of fun
playing the preview code and reckon its
variety of gameplay scenarios, attention to
detail, and online gaming potential
might just be enough to make this o
game very popular indeed.

B The cities are staggeringly huge and g
contain all the famous landmarks to g

explore at your leisure in Cruise mode.

L
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PREVIEW | TRUE CRIME: STREETS OF L.A. | PLAYSTATION2/MULTIFORMAT

TRUE CRIVIE:

= Shoot-out segments are typically full of
| Kang’s weapons have a limitless supply of ammo,
meaning you'll never find yourself short of a gun
e e

CAR STUNTS, CLOSE CALLS AND
~ ACTION THAT ARE SYNONYMOUS
WITH HONG KONG ACTION FILMS”

LARRY GOLDBERG, VICE: ENT, ACTIVISION

| The more fighting technigues you leam, the - % Thanks to the likes of GPS satellite photos,
~  better you'll be at dealing with a crowd of bogans. § o e streets of LA, in the game are as realistic
: 3 S nd lifelike as you could ever want them to be.



COMPANY PROFILE

TRUE CRIME: STREETS OF L.A.

PSZMULTIFORMAT

¥ True Crimeis a

change of di

ion for Luxoflux Corp, as all the games created in the company’s
relatively short life have focused on car-based carnage. Despite only Vigilante 8 being the most memorable of
them, it was enough to make Activision acquire the firm in October 2002,

HISTORY

EVERY CITY HAS A DARK SIDE — ESPECIALLY THE CITY OF ANGELS...

So, True Crime: Streets Of LA. is the
i game that’s going to knock Rockstar
off the perch that GTA built, is it?
Activision's PR people would have us
believe it, and anyone who only takes a
five second glimpse at these screenshots
will probably think this is a fairly faithful
GTA-esque romp. Thankfully though,
there's much more to True Crimethan just
a half-hearted rip-off of the GTA series. By
throwing in a good helping of The
Getaway and Dead To Rights in terms of
attention to detail, gunplay and hand-to-
hand combat, True Crime manages to
capture the best of everything. With its
massively detailed realistic environment (in
this case, a 300-square-mile section of LA
spanning from the northern reaches of
Hollywood and Compton in the east to the
southern tip of Santa Monica), impressive
third-person shooting and fighting sections
plus the ability to drive or run anywhere
you please, you can't help thinking that
True Crime is going to be rather good.
Seeing as how Activision has enlisted
the vocal talents of Gary Oldman, Michael
Madsen, Ron Perlman and Christopher
Walken (plus many more), the story is
paramount in True Crime. Taking control of
Nick Kang, an ex-LAPD officer who's
recruited to a secret task force after being
kicked off the force for violent conduct, it's
your job to bring down the up-and-coming
Triad and Russian Mafia crime outfits by

" % You won't be able to use any newly-learned
skills until you defeat the obligatory dojo master.

B STAR WARS: DEMOLITION 2000 [Multi]
¥ VIGILANTE 8: 2ND OFFENCE 1999 [Multi]
B VIGILANTE 8 1998 [Multi]

“FORGET THE SIMPLICITY OF GTA'S STORYLINE - TRUE
CRIME IS AS DEEP AND MEANINGFUL AS ANY EXCITING
HOLLYWOOD BLOCKBUSTER”

any means possible. This is done through a
large number of missions, sub-missions
and side-plots that offer a wide variety of
gameplay experiences; from chasing
criminals and infiltrating enemy hideouts to
learning new fighting techniques in your
brother’s dojo and even having a full-on
shoot-out in a nightclub, there's plenty to
be found here.

Of course, it's this distinctly mission-
based structure, whether it be one with
multiple pathways or not, that could be
True Crime's undoing. From what we've
seen, each set goal could mean that the
rest of the game only pays lip service to the
freedom of movement and ability to do
what you please that Activision has been
promising. Combine this with the fact that
you play a cop, not even a slightly shady
one (patting down people on the sidewalk
rather than caving their heads in with a
baseball bat), and the appeal is already
gone for those who prefer the shallowness
of GTA's pretext for violence.

Regardless of the possible negatives
though, Activision's trump card is one that
guarantees success no matter how good
the game ends up being - True Crime
already looks like the game of choice on

¥ Real-time car damage physics means you'll
be pinching new vehicles on a regular basis.

Xbox and GameCube for people hoping to
experience something similar to GTA3,
while also being a more than worthy
adversary to Rockstar's efforts on the PS2.
In fact, True Crime could end up kicking
Rockstar up the backside in readiness for
the next instalment of GTA. Vice City might
have been good, but the fact that it didn't
feel half as finished as the last one is
something that could be highlighted if True
Crime manages to show us all how it's
supposed to be done. It's just up to
Activision to keep its promises now -
having given Luxoflux an additional nine
months to make this really shine, we

just hope that the game turns out to i_j
be everything we're expecting.

FORMAT: PS2/Xbox/
GameCube
ORIGIN: US
PUBLISHER:
Activision
DEVELOPER:
Luxofiux
RELEASE:
September '03
GENRE:
Action/Adventure
PLAYERS: 1

B A dark, gritty
action game that uses
more than its fair
share of ideas from
GTA3and Dead To
Rights to come up
with something a

bit tasty.

PICK A FATE, ANY FATE

The unique thing about True Crime is the
myriad of continually branching possibilities
that emerge. Kill someone you're meant to
be tailing and you might never discover
where he was heading; don't kill someone
when you have the chance and they could
get you later on. It's not a case of failing a
mission and then simply starting again as if
it never happened (a la GTA); instead, the
story changes accordingly and carries
straight on. Oh, for a bit of hindsight...




LIFE AFTER CRASH DOESN'T SEEM TO BE GETTING THE NAUGHTY DOG CREW DOWN

___[| The platform game is a dying
breed. Looking at recent efforts, not

one has truly stood out. We're all too often
subjected to poor clones of Mario 64 or
overcomplicated adventures that only
scrape by as platformers on the grounds
that they have a jump button. Even Mario
himself doesn't sell in the same numbers
he's used to - a sign of a dying genre or is
the old plumber just not cutting it? But we
digress... The main thing to note is that
the traditional platform game seems to be
a thing of the past. These days, elements
of other genres are often mixed in to
create a new play experience — the danger
here is that the core gameplay is often
convoluted by the additional elements
rather than enhanced, Of course, this isn't
always the case...

Considering Jak /i Renegade is such an
important title for Sony, it'll come as no
shock to hear that a wealth of new features
have been thrown Jak's way to keep the
action as fresh as can be. For starters, part
of the game’s back-story sees Jak
imprisoned and used as a guinea pig for
an evil substance known as Dark Eco. As a
side effect, this bestows him with some
rather useful special abilities with which to
hunt down his captors and wreak some
explosive vengeance. On top of that, every
vehicle littered around the bustling towns
can be liberated for your own good. Yes,
the hero steals things - this should prove

040 games™

interesting, even if it does smack of Grand
Theft Auto (Vice City is one of the games
developer Jason Rubin admits to having
played at length recently). Furthermore,
several weapons can be found and used
on your lengthy quest and the heavy
emphasis on item collection from the first
game is gone. Those collectables will still
fill the landscapes but they're now totally
optional - definitely a turn for the better.

Nobody could accuse the first game of
slacking off visually but by upping polygon
counts across all the models and throwing
in countless new effects, those clever
people at Naughty Dog are making the PS2
work harder than ever. It's well known that
the team for the first game included artists
and animators from some of the world's
best animation studios, and this big-budget
sequel will undoubtedly have a team of
similar stature. Judging by what we've
seen, the same high artistic standards have
been applied here. It's plain to see that
we're dealing with a team that knows its
way around the PS2, a fact hammered
home by the rolling landscapes, detailed
characters and impressive lighting on
show in the version we played.

So far, we can see no grounds for
concern. Practically every criticism of the
first game has already been addressed at
this early stage, giving the development
team a fair bit of time to polish up the rest
of the game. Combining elements from

Jak and Daxter, Ratchet & Clank and even
the Grand Theft Auto series, Jak II:
Renegade is an ambitious title and no
mistake. A lot will depend not on how well
these varied features work individually but
how well they gel into a single experience.
Initial impressions are highly favourable -
given the reputation of the Naughty Dog
team, this is hardly surprising - but it won't
be until we're given free run on a finished
(or near-finished) game that we can draw a
proper conclusion. That's another o)
one to ask Santa for, then... =)

FORMAT: P52
ORIGIN: US
PUBLISHER: SCEE
DEVELOPER:
Naughty Dog
RELEASE: TBC
GENRE:
Platform/Adventure
PLAYERS: 1

B PS2 platform
games are rarer than
you think, so this
sequel to one of the
best should turmn a
few heads...

WHERE’'S DAXTER?

While the orange furry sidekick may have had
his name dropped from the title, he still plays a
major part in the game. Wisecracking and
insulting as ever, Daxter follows our hero
around and does his thing - okay, so his thing
is a stylish form of nothing, but you'd miss him
if he wasn't there. We've been told that later
parts of the game will see Daxter shift from
lovable sidekick to main playable character —
it'll be interesting to see how his sections play
out and whether he'll be able to make use of
the new elements such as vehicles or
weaponry. All will be revealed soon enough
and we can’t wait to see how the little guy
fares when the spotlight is turned on him...

“THE HEAVY EMPHASIS ON ITEM
COLLECTION FROM THE FIRST
GAME IS DEAD AND BURIED"

W Sporting this wi

nters model is Jak, SRS

showing you can look good while saving
the world. Nice shotgun, by the way...




B Jason Rubin has been a part of Naughty Dog since its humble beginnings when he and Andy Gavin both B CRASH BANDICOOT 1996 [PlayStation]
programmed Apple Il games under the name Jam Software in 1986. After several titles that failed to set the B WAY OF THE WARRIOR 1994 [3DO]
world alight, Crash Bandicoot was released. The series has now shipped over 25 million units worldwide. B SKI CRAZED 1986 [Apple 1I]

JAK I:RENEGADE &

 In & very interesting twist, you'll be
able to make use of any vehicles you
find on your travels. Grand Theftwho?

M Jak doesn't look too well. That Dark
Eco may have given him special powers
but it does nothing for his complexion.

B Outnumbered but never outgunned,
not now he's armed to the teeth, at least.




MAC E GRIFFIN

B Mace will find himself carrying out his dirty work in a wide variety

of locations, from this luxury space liner to an alien cate ranch.

PREVIEW | MIACE GRIFFIN BOUNTY HUNTER | XBOX/MULT!FORMAT

AFTER TEN YEARS INSIDE, THE TOUGHEST GUNSLINGER IN THE
GALAXY IS HUNGRY FOR THE SWEET TASTE OF REVENGE

<= There is a long history of titles that
“+¢ have tried to incorporate two or
more distinct gaming genres under one
roof, yet only rarely are we allowed to
seamlessly shift between these
elements without a break in play.
Switching effortlessly from an on-foot
combat sequence into a high-speed car
chase in such games as GTA: Vice Cityis a
liberating experience, and one that
Warthog is hoping to achieve on a grander
scale with the interstellar adventures of
Mace Griffin.

“The main focal point for the game has
always been the transition from space to
ground and vice versa,” explains Zuby
Ahmed, senior designer at Warthog.
“When we sat down at the end of "99 we
looked at the Starlancer engine and
thought the game itself was great, but
wouldn't it be cool if you could get out of
the spaceship, hunt someone down on the
ground, take off in your ship again and fly
to a new area to do the same thing. It was
then we started developing what is now
known as the Hulk engine.”

Blending massive-scale space combat
into a high quality ground-based shooter
within the one gaming environment is
quite a feat, as Ahmed reveals: “The game
takes place within a huge 3D sphere which
might include the whole space
environment and maybe a space-station,
then within that space-station you've got

each different room section. So there's a
vast amount of data that has to be dealt
with by the engine, coupled with issues like
Al, animation data and lighting effects.”
Throughout the game, players will view
the action through the eyes of Mace,
whether seeing his hands on the ship's
controls or clutching the impressively
detailed array of weaponry. The idea is to
completely immerse us in proceedings by
following Mace everywhere rather than
simply carrying out a string of detached
missions. “At the very start of the game
you're released from prison and, rather
than getting kitted out for the first mission
using a point and click interface, you
actually walk around the space-station,
interact with various NPCs to find out
where you're supposed to go, acquire a
ship, acquire some weapons, then go out
on your first job,” says Ahmed. "All of this
you perform yourself, instead of just
selecting from menus which takes the
whole immersion factor away from you.”
But merging on-foot and in-flight
elements visually was only part of the
challenge, as Ahmed explains: “One of the
main parts of the seamless transition is that
instead of learning a different control type
for each section you're using basically the
same control, which enables players to
blend ground and space-based sections
into one another without any problems”.
And since the game is predominantly an

“MIXING SPACE COMBAT AND GROUND-
BASED SHOOTING IN ONE ENVIRONMENT

IS QUITE A FEAT"

042 games™

FPS (around 75 per cent of the balance),
space combat controls were refined to
reflect a more FPS style of play, so as not
to deter the average shooter fan. “I think
they'll pick it up like a duck to water,” says
Ahmed. “They should get a real buzz out of
being able to battle their way through a
hangar, then quickly jump into the cockpit
and just take off without having to figure
out a new control set-up; just obviously
taking into account a more 360-degree
arena without the walls or ceilings.”
Whether or not this ambitious hybrid
gaming concept will deliver the
wholesome feel Warthog is hoping for is
likely to come down to how smoothly the
space and ground sequences are o)
fused. It's looking very promising... =!

CLEVER CANNON FODDER

FORMAT: Xbox, PS2,
GameCube, PC
ORIGIN: UK
PUBLISHER:
Vivendi Universal
DEVELOPER:
Warthog

RELEASE: July ‘03
GENRE: First-Person
Adventure/Shooter
PLAYERS: 1

W Follow Mace's
adventures in the
pilot’s seat, on the
ground and through
awesome set pieces.

The variety of adversaries we can expect to see on
Mace's ground-based travels, and the advanced Al
that has been attributed to each enemy type,
should raise a few impressed eyebrows according
to Warthog's Zuby Ahmed: “We've got Al profiles
for each of the characters and, depending on the
parameters we've set for that type of NPC, they'll
react completely differently to various situations.”
Based on an action-reaction system, the behaviour

of NPCs will depend on their programmed

intelligence, bravery, health status and even the

weaponry involved. “An NPC will judge the

weapon you're carrying against the weapon they
have and react in their best interests,” says Ahmed.



MACE GRIFFIN: BOUNTY HUNTER

XEBOX/MULTIFORMAT

COMPANY PROFILE

B A team of former Electronic Arts employees got together to found Warthog in 1997, and enjoyed
massive acclaim following the success of early project Starlancer. The studio is looking forward to an
exciting year in 2003 with the release of its latest multiformat title, Mace Griffin: Bounty Hunter.

| W As Mace can walk straight onto a ship and
& sit down in the cockpit, everything in the game
had to be desig

SMOOTHLY
BLENDED

B Textures in the game look great, and the

dynamic lighting can be seen reflecting off

your detailed weaponry as you walk along,
- —

iy

HISTORY

® MACE GRIFFIN: BOUNTY HUNTER 2003 [Multi]
M STAR TREK: INVASION 2000 [PSone]
B STARLANCER 2000 [PC, Dreamcast]

1 A Bounty Hunter should be able to handle
himself in a firefight whether it be on the
ground or behind the controls of a spacecraft

MACE GRIFFIN

Wi
i+

i

... “WE WANTED TO CREATE ONE
 SEAMLESS GAMING EXPERIENCE
- AND ARE HAPPY WITH WHAT

WE'VE ACHIEVED”

ZUBY: AHMED, SENIORDESIGNER, WARTHOG




PREVIEW | UNLIMITED SAGA | PLA}_(STATION'Z

B The hand-drawn artwork is
gloriously realised in-game, giving
the title a wonderfully unique style.

HP 325/612
LP 52/52

TABL DF :EPGS

FINAL FANTASY

M Similar to rolling a dice, this roulette wheel

decides what level of attack is performed. quests is a great way to pick up new

B Stopping off in town hetween
party members or stock up on items.
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DEVELOPER PROFILE

B With 18 years service at Square, Akitoshi Kawazu has quite a history. Starting with his involvement with the

_ very first Final Fantasy games, Kawazu-san earned his stripes working on much of Sq

catalogue and now heads up development of the SaGa games, Sq s

HISTORY

| RACING LAGOON 1999 [PlayStation]

ble | H FINAL FANTASY LEGEND 1989 [Game Boy]

d most

ful RPG series.

| ® FINAL FANTASY 1987 [NES]

AND WE THOUGHT DARK CLOUD 2 WAS COMPLICATED...

I’“ Considering it's Square’s second-

place performer at retail, the SaGa
series has never really caused a stir
outside Japan. The second SaGa Frontier
game was the only one to be granted a
PAL release and it wasn't great. Hampered
by a questionable translation and an utter
lack of recognition, SaGa Frontier 2 quickly
slipped into obscurity. The game was an
interesting choice for the PAL market,
especially when the likes of Threads Of
Fate, Chrono Cross and Final Fantasy
Tactics failed to reach these shores. But
now Unlimited SaGa looks set to make
amends for past misgivings. How? By
wying for the title of World's Most
Complicated RPG, that's how, and it
intends to look good doing it.

As with most epics to slip out of the
Square Enix stable, Unlimited SaGa is
absolutely beautiful. The only area that left
us a little cold was the animation; while far
from awful, the incredible sprites don't
move nearly as smoothly as it seems they
should. The artistic style is remarkable and
unique, with in-game two-dimensional
goodness giving way to cut-scenes that
have been rendered using Adobe’s brand
new Sketch Motion technology (it’s the
new cel-shading, trend chasers), giving the
game an incredibly vivid cartoon style.
Judging by the results of the maiden
voyage of this technique, we'd say it
certainly won't be the last - if it turns out to

slber . b o
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be as versatile as it is impressive then the
2D/3D style could spread like wildfire.

If you're tempted buy one of the other
half-decent RPGs the PS2 can offer right
now, you might want to think about saving
your cash for a while. With seven unique
playable characters leading to seven utterly
different stories and quests, Unlimited
SaGa would be a remarkably extensive title
even if each of these only lasted ten hours.
If only. Wave goodbye to your friends and
leave the phone off the hook for the next
six months because the developers talk of
40-plus hours of gameplay per scenario.
This may sound a little far-fetched but it's
thoroughly possible - the simplistic nature
of dungeons and towns means that these
can easily be made as enormous and
numerous as the game requires. Whatever
the outcome, you're looking at quite a
commitment if you want to see everything
SaGa holds, and it's not going to be easy.
Square Enix proclaims this to be one of the
most hard-core games it has developed.

It may not be greeted by the queues that
a new Final Fantasy gets, or be treated to
sales chart stardom, but then nobody
expects it to, least of all the game's
developers. As hard-core an RPG as
Square Enix has ever put out, Unlimited
SaGa will never win the vote of the
apathetic FIFA generation, but as long as
there are gamers out there who demand
more for their money it'll undoubtedly find
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its niche. The bad news is that the
localisation only stretches to text and voice
acting, meaning those evil black borders
will be present in the PAL version. Still, a
letterboxed game is preferable to no game
at all - Australia has been robbed of many
of Square and Enix’s finest titles for years
and we'll reluctantly befriend the imposing
black borders this time.

Come Final Fantasy X-2 and Dragon
Quest Vill, though, there's going to be a
world of whinging if we aren't
exploiting every inch of our o
unnecessarily large televisions... =

$

FORMAT: PS2
ORIGIN: Japan
PUBLISHER:
Atari
DEVELOPER:
Square Enix
RELEASE: TBC
{Japan: Out now)
GENRE: RPG
PLAYERS: 1

B The SaGa series
moves onwards and
upwards in what will
be Square Enix’s first
European release
since the merger

THE DUNGEON MASTER'S GUIDE
If you're looking for a parallel to draw with Unlimited
SaGa, think of tabletop RPGs rather than the digital
adventures that frequent our consoles. Dungeon
design and exploration are simplistic but the real
complexities arise from the character development
and battle systems, both of which look likely to cut
us off from the outside world indefinitely. The
roulette wheels in battle add an element of chance
that equates to the deciding dice rolls of many a
tabletop game and the level of freedom to do as you
wish in the quests is just as faithful. These
similarities may not be particularly new but in terms
of console games, this kind of thing is rare.

“SQUARE ENIX PROCLAIMS THIS
TO BE ONE OF THE MOST HARD-
CORE GAMES IT HAS DEVELOPED”

5 J
L - o8 - B W The battle system is as open-
! ended as it is ingenious, lending

-
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PREVIEW | CONFLICT: DESERT STORM 2 | XBOX/MULTIFORMAT

ONF

ICT:
1

IS PIVOTAL'S MILITARY SUCCESSOR READY FOR CONSOLE WAR?

== To anyone who hasn't been living
£+< under a rock for the past six
months, the concept of a squad-based
military title set in Iraq may seem in
slightly bad taste. But let us be the first to
leap to the defence of Conflict: Desert
Storm 2-not only is the game based on
the original Gulf War rather than the
rematch, but development on the title
started last year, long before hostilities
began and even before the first title had hit
the shelves. The developers themselves
realise the unfortunate nature of the
circumstances but are tackling the issue
with a respectable degree of sensitivity.
“We took out anything that could have
caused offence,” Pivotal's Alex MclLean
reassured us after explaining that the
game was too far into development to
make any changes once war broke out.
Graphically, this is already showing
marked improvements over the original
game. Most noticeably, the deep fogging
that plagued some areas of the first game
has been eliminated by calculating the
optimum draw distances and creating
levels with this in mind. Character models
are noticeably smoother too, boasting
bump mapping and improved texturing for

a more realistic appearance. This is true
both of your sguad and the enemies, who
are now a lot more varied than before in
terms of size and appearance. Also
impressive is the damage done by some of
the game's more heavy-duty firepower, as
air strikes and mortar fire can blow craters
in streets and destroy buildings to help or
hinder your progress through the missions.

Perhaps more impressive still is the
artificial intelligence of your enemies. Using
true line of sight technology, C:DS2 has
clever routines whereby enemy soldiers
will search your last known locations,
perform structured sweeps and aid their
comrades. It's smart stuff, but don’t worry
about it making the game unfair; the Al of
your comrades has been improved as well,
meaning they’ll lay down cover fire, use
grenades where appropriate and even
guard areas or people nearby.

A notable difference from the last game
comes by way of the troopers you'll use.
The foursome will be constant throughout
and if just one should die, there'll be a
Game Over screen with your name on it
{not literally, unless your name really is
Game Over, you poor sod). Thankfully,
death doesn't come quickly and when a

“PIVOTAL SEEMS TO BE ONE OF THE FEW
DEVELOPERS THAT GENUINELY LISTENS TO

man goes down, you'll have a limited time
to reach him and administer medical aid.
This constant quartet means the scripting
can develop stronger ties between the
soldiers, allowing the player to better
identify with their gun-toting heroes.
Promising real weapons and locations,
14 epic missions and a deep scripted
narrative, we're already impressed with
what little we've seen of Conflict 2.
Improving on its predecessor in every way,
the only question mark still hanging over
the title concerns online play (see ‘Four’s
Company’). Pivotal does seem to be one of
the few developers that listens to and acts
upon criticism of its titles and the results
speak for themselves — the company is
going from strength to strength. We can't
wait to be let loose with a more finished
build later in the year — Confiict:
Desert Storm 2 may just be the )
definitive console war game... =

FOUR'S COMPANY

One of the unique features of C:DS2is the

FORMAT: Xbox, GC,
PS2, PC

ORIGIN: UK
PUBLISHER: Atari
DEVELOPER:
Pivotal Games
RELEASE: 03 '03
GENRE:
Strategy/Action
PLAYERS: 1-4

B Having listened to
criticisms of the first
game, Pivotal have
stepped the Conflict
franchise up a gear
for this already
superior sequel.

co-operative play — the Xbox version allows for up to

four soldiers to team up and work together.

Unfortunately, this is trimmed down to a more
traditional two-player affair for the PS2 and absent
entirely from the PC game. Of course, this could be
included via online support but this is still the basis of
much debate at Pivotal. Their views on networking
are simple - do it brilliantly or don't do it at all. t's a
commendable view and no mistake, so we can't wait
for the Confiict franchise to get online at some point.

AND ACTS UPON CRITICISM OF ITS TITLES”

2

B Calling in the services of your
aithome comrades is often the best
| way to deal with a tricky situation.
i

® Setyour sniper up in the right
" position and he'll be able to pick off T 7 |
any wandering enemies, Very handy. 1 s | 30/5  drk

046 games™



CONFLICT: DESERT STORM 2

DIRECTOR PROFILE

= Jim Bambra has been at Pivotal since it was founded in 2000 on the back of the demise of Pumpkin Studios. % CONFLICT: DESERT STORM 2 2003 [Multi]
¥ Previously associated with the likes of MicroProse and Eidos, he now heads up the small British-based company THE GREAT ESCAPE 2003 [Multi]
that may currently only have one title to its name but is certainly one to watch CONFLICT: DESERT STORM 2002 [Multi]

~ B There are plenty of supplies around,
so don't be surprised when you stumble 4 S
across a spare grenade launcher. 3 o s lighti 3 =3 |

5k

. = Whose sule is Ihdt helmnpter
; nni‘ You can hang around and find
| out, or just hide in & nearby building.

_. "camc:sms LEVELLED
~ AT THE GAME BASED ON
~ THE EVENTS IN THE
. MIDDLE EAST ARE
INEvn;ABLﬁ, BUT WE'RE
NOT TRYING TO MAKE A
POLITICAL STATEMENT” _ .

ALEXMCLEAN, DIRECTOR OF * « {#
TECHNOLOGY, PIVOTAL GAMES:’
j

i ;.“— "‘mﬂ..
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PREVIEW | CASTLEVANIA | PLAYSTATION2

DEVIL MAY CRY VAGRANT STORY

W While the RPG elements may be dropping like
flies, purists will be glad to see the damage figures
still show just hows much hurt you dish out.
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DEVELOPER PROFILE

B Koji Igarashi is the director on this project, but his career with Konami hasn't always been so glamorous,
Starting with a part-time job, Igarashi-san moved up the ranks through edutainment and PC reference
| software before being moved onto the Castlevania team during production of Symphony Of The Night.

HISTORY

B CASTLEVANIA: SOTN 1997 [PSonel
| B TOKHVIEKI MEMORIAL 1995 [PSone]
| ® TWIN BEE 1992 [PC Engine]

KONAMI'S VAMPIRE REBIRTH HAS BEEN NOTHING BUT A RUMOUR... UNTIL NOW

__|I As shelves fill with countless new
attempts at franchises, it's getting

ever harder for a new series to be born.
This is why many of the more popular
gaming series tend to be those that
predate this, and often even the last,
generation of consoles. Games like Final
Fantasy, Zelda and, of course, Konami's
Castlevania titles. As one of the most
prestigious gaming franchises, there's
always an excited buzz around the
announcement of a new Castlevania title,
and with E3 just finished, we're still shaking
from having finally played this PS2 outing.
After an incredible feat of secrecy, we can
finally reveal the new look of the series
that's kept the Belmonts and Dracula in the
public eye for so long. Put past misgivings
behind you (yes, we mean the
disappointing N64 titles) and just look
forward to what will be...

Within seconds of looking at this page,
several major questions should already
have been answered. The biggest mystery
since this project first came to light has
been the graphical style - some sources
had claimed it would be sprite based,
others predicted a Contra-style 2.5D
viewpoint, but we can now confirm (thanks
to some help from Konami) that the game
will be fully 3D. Moving away from the
RPG-tinged Symphony Of The Night and
the GBA trio, Konami's Koji Igarashi
explained to us how the new instalment is

B Mmm, holy water. It's all
fun and games until
somebody loses an eye...

going back to its roots: “I'm putting more
emphasis on the action aspect,” he said.
“There will be no player level-up element.”
To expand on this, the character
development has not been entirely
shunned, rather shifted away from monster
slaying and earning experience to certain
events and items that enhance abilities.

This move may come as a shock to
some gamers, but lgarashi-san does a fine
job of defending the decision. “I am not
putting my focus on the core audience,” he
explains, telling us of the awkward
situation the series is in. “If we try to
appeal solely to regular players, the titles
would get more and more complicated.
Consequently, these games will be
appreciated only by the most hard-core
gamers.” While some might call this selling
out, in an age of high development costs
and overheads, it can only really be seen as
good business sense.

Despite a change in direction, the team
seems determined to maintain the gothic
style that watermarks every Castlevania title;
the art and music still uphold the feel of the
series and even smaller elements like
familiar sub-weapons should keep fans
happy. As if that weren't enough, there are
plenty of familiar faces among the cast of
enemies - all of which helps carry
Castlevania's unique style into what should
be the first must-have 3D game in the series.

It's not what a lot of people will expect,

nor is it what many have been longing for
(demand for a new 2D title is incredible) but

e : . FORMAT: PS2
it's too e&u’_l\,.r to write of_f this new ORIGIN: Japan
Castlevania adventure just yet. A brave PUBLISHER: Konami
departure from the recent flow of the series, DEVELOPER:
i 4 3 In-House
this adrenaline-pumping update should RELEASE: TRC
maintain enough old-school flavour to keep GENRE: Adventure
: : : PLAYERS: 1
retro fans happy while taking the ageing
M One of the world's

series in a new direction. We fear change as
much as the next Symphony Of The Night

fan, but we have every faith that

Konami can make this a great )
addition to the series. =

“THE TEAM SEEMS DETERMINED
TO MAINTAIN THE GOTHIC STYLE
THAT WATERMARKS EVERY
CASTLEVANIA TITLE”

ALUCARD MAY CRY

The latest Devil May Cry may have suffered from
style over substance, but in terms of the look of the
game and its predecessor, few were left cold by the
intense gothic architecture and locations. It was
often said that if Castlevaniawas to go all 3D on us,
the results would be very similar and, strangely, this
seems to be the case. From the style to the on-
screen combo figures and emphasis on action,
parallels with the Dante double bill are not just likely
but almost fair. That said, of course Castlevania will
have its own redeeming features - be it the
character development or just the style that has
helped make the series so popular. The main thing
is that Castlevania hasn't lost sight of its roots.

best loved series
on the world's most
popular console -
thathasto be a
recipe for success.

B Some enemies are familiar,
although you can bet they'll be
looking all spanky and new.

A

B
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PREVIEW | HIDDEN AND DANGERQUS 2 | PC

HIDDEN AND

| = Settings will vary drastically from
mission to mission - just don’t wear
your jungle camo in the desert, eh?

IT WONT REMAIN HIDDEN FOR MUCH LONGER NOW...

“==1 Cast your mind back to the glory
' = days of Syndicate and Cannon
Fodder when the world depended on the
actions of an elite few. As computers and
consoles progressed, developers felt the
need to exploit this additional processing
power by upping the character count.
Games like Command And Conquer
opened the eyes of gamers to the fact that
they could move on from telling one or
two men what to do and take control of an
entire army. Thus power-trip gaming was
born, but thanks to brave and dedicated
developers that keep seemingly dead
genres alive (Treasure and Irem, we salute
you), the days of personal warfare will
never die. In fact, with today’s resurgence
of stealthy squad combat, its time for one
of the pioneering highlights of the genre to
make a comeback. Ladies and gentlemen,
remove your night vision goggles, Hidden
And Dangerous 2 has emerged from the
shadows at last.

Having changed engine midway
through development, the game now runs
on the LS3D engine - an updated version
of the code behind lllusion’s gangster-'em-
up Mafia that will provide more features
and improved compatability, not to
mention make the game look very good
indeed. On top of the notable visual

enhancements that today’s fickle gaming
society demands (not that we're
complaining), game mechanics are being
overhauled to allow the player more
control and freedom in the way the 23
missions are tackled. For a start, there's no
longer a lead character, your squad instead
being hand-picked from a mob that makes
the SAS look like Dad's Army.

Heavy-handed players will be able to put
together powerful assault squads, sneakier
strategists will employ snipers and the like
while those more cautious will put together
a varied group to keep their strategic
options open. It won't just be down to
individual skills either — heavy machinery
and vehicles can also be assigned or
‘procured’ to make missions yet more
interesting. Tanks, jeeps and mounted
weapons all come as standard but, all
being well, you should also be able to take
to the air.

Squad-based shooters have come a
long way since the first Hidden And
Dangerous crept on to the PC in 1999. It
was later ported to the Dreamcast, where it
never really captured the hearts or
imaginations of console gamers. As the
sequel to one of the key games of its
genre, all eyes are on Hidden And
Dangerous 2to be another stunning title,

“HEAVY MACHINERY AND VEHICLES CAN BE
ASSIGNED OR ‘PROCURED’ AS REQUIRED TO
MAKE MISSIONS YET MORE INTERESTING”

050 games™

and although it's still a way off, the
makings are certainly there. Due to an
emphasis on planning complex strategies
rather than running in guns blazing, the
game is always going to leave some
people cold but the Commandos games,
among others, are proof that a game’s
difficulty can often add to the appeal.

It may have been in production for
years but a little time out of the spotlight
seems to have done Hidden And
Dangerous 2 a world of good. In its
absence, we've seen similar games
come and go but few have surpassed
the ageing original. Its influence has also
been felt elsewhere in gaming — now
that strategy-heavy titles are more
acceptable to the wider audience
the stage is set for karma to kick in
and make this a big success.

P
" A

¥

HOW NOT TO BE SEEN

m

FORMAT: PC
ORIGIN: US
PUBLISHER:
Take Two
DEVELOPER:
lllusion Softworks
RELEASE:
September ‘03
GENRE: Strategy
PLAYERS: 1-TBC

B Strategic warfare
on a more parsonal
basis — select and
develop your
stealthy squad from
dozens of recruits
and build a four-man
war machine.

As with many games of this ilk, a key factor in victory
is the element of surprise. So staying out of the way
of enemies or at least blending in with your
surroundings is a necessity. Obviously, this isn‘t Metal
Gear Solid so those expecting futuristic optical stealth
technology will be disappointed, but you will have
access to the best camouflage the military has got.
You'll also be able to pick your deadly quartet from a
slew of well-trained operatives, each with their own
skills and weapons that will depend on their
background and nationality. Furthermore, your
chosen soldiers will be built up as you use them,
acquiring skills and experience that will aid them in
the field — something that should add yet more depth

to the game.



HIDDEN AND DANGEROUS 2

] COMPANY PROFILE HISTORY
’" H llusion Softworks is a Czech development house founded in 1997 with an emphasis on PC titles. Despite this, B MAFIA 2002 [PC]
s, the firm has ported Hidden And Dangerous to several consoles and is not afraid to embrace new technology - its # FLYING HEROES 2000 [PC]
mobile gaming division is surely strong evidence of this. # HIDDEN AND DANGEROUS 1993 [PC]

T

B On top of your standard issue firepowver, there'll be
opportunities to sample the more destructive things in life...

5 ES [V H
ALWAYS WITH THE KHAKI...

%g B Sometimes stealth goes out of the window,
| as this close range firefight proves. Why can't
they just throw snowballs like nice young men?




PREVIEW | EVIL DEAD: A FISTFUL OF BOOMSTICK | XBOX/MULTIFORMAT f’

Time
1510

M Completing secondary objectives can help
to make your life a lot easier in later missions.

INTRODUCE THE UNDEAD TO THE BUSINESS END OF A BOOMSTICK

FORMAT: Xbox, PS2
ORIGIN: UK
PUBLISHER: THQ
DEVELOPER: VIS
RELEASE: June '03
GENRE: Action
PLAYERS: 1

B The Evil Dead
universe makes an
ideal home for the
State Of Emergency
mass combat
engine, producing a
fittingly theatrical
slaughter-fest.

== It's almost three years since fans of
<% the Evil Dead movies were left
somewhat disillusioned by an unsuccessful
attempt to transfer the magic of the cult
horror series onto home consoles. Despite
the best efforts of Evil Dead star Bruce
Camphbell to brighten things up with some
suitably cheesy one-liners, Evil Dead: Hail
To The King was found guilty of trying too
hard to imitate Resident Evil and subjecting
players to a dull gaming experience.

The title of THQ's second attempt at an
Evil Dead game — A Fistful Of Boomstick -

Score
0000

& ¥ It take some pretty
vigorous button tapping to see
off up to 50 enemies at once.

indicates a far more appropriately tongue-
incheek approach to capturing the
B-movie ambience. Realising the graphical
sophistication of the latest Resident Evif
titles just wouldn't be fitting for the Evil
Dead universe, the game instead uses the
State Of Emergency engine to deliver
some riotously over-the-top zombie-
slaying action.

From the outset, Boomstick makes its
intentions clear to never take itself
seriously, and the ludicrously exaggerated
violence of SOE paired with the Evil Dead

“FROM THE OUTSET,
BOOMSTICK MAKES
ITS INTENTIONS
CLEAR TO NEVER
TAKE ITSELF

TOO SERIOUSLY”

concept is the perfect match. As with VIS's
reasonably entertaining riot simulator, up to
50 enemies can be displayed on screen at
once making for some searingly fast-paced
butchery. Mercifully, Ash (Campbell's
character from the movies) is capable of
wielding two weapons at the same time,
and some of the game's most noteworthy
moments come from combining the melee
weapons with your trusty Boomstick in a
truly brutal onslaught.

Besides our favourite chainsaw/shotgun
combination our hero will enjoy the use of
a sword, gattling gun and flamethrower
(among others) as the game progresses, as
well as a range of magical spells. Along
with the copious amounts of relentless
combat, the main game also involves
minor puzzle-solving elements in the form
of simple tasks.

There are plenty of quirky in-jokes that
should keep fans amused, while Bruce
Campbell's droll dialogue keeps things
firmly in the Duke Nukem vein of flippancy.
But despite the suitability of its tone and
appearance, the substandard feel to
Boomstick is unlikely to get a warm
reception from the average gamer. Like the
Evil Dead movies this is a lot of fun,
but it was never meant to compete <,
with the mainstream. =

v

H The excellent target-locking feature

allows you to despatch those repulsive

i

blighters even when your back is tumed.

Time
1’543



MARIO KART: DOUBLE DASH

GAMECUBE

J) KAR L DO

VIAF

M Fancy a trip to Delphino Isle? It certainly looks
like it'll be one of the many familiar places Mario |
will be visiting during his karting adventures.

FORMAT: GameCube
ORIGIN: Japan
PUBLISHER:
Nintendo
DEVELOPER:
In-house

RELEASE: TBC
{Japan: Q4 '03)
GENRE: Racing
PLAYERS: 1-4

B We all know the
SNES version was
great and the N64
version wasn't. Can
Miyamoto-san bring
Mario's racing
adventures back on
track for the
GameCube?

NINTENDO INVITES YOU TO JOIN THE RACE ON A MARIO KART BUILT FOR TWO...

L.—J Considering Nintendo's fondness for
updating its franchises every time it
releases a new console, the seminal racing
exploits of Mario and friends had to appear

on the GameCube, despite Nintendo's
fervent denials. So now, after many vague
comments and even an admission from
Miyamoto-san himself that he was worried
about where the game should go, we've
got the first look at what may be a return to
form for everyone's favourite kart racer.

Of course, the key word there is look —
Nintendo has released a slew of screenshots
in time for E3 but very little information

“MARIO KART CERTAINLY LOOKS
IMPRESSIVE, BUT WHETHER IT'LL
IMPROVE ON PAST LETDOWNS IS
ANOTHER MATTER ALTOGETHER”

vy

JneQQ' 1283 2

M Apart from the pretty graphics, dual karts and other minor
tweaks, little seems to have changed. But is that good or bad?

about the game. Given the new moniker of
Double Dash though, it's clear that the most
obvious change is the leap from standard
racing karts to larger two-person chariot-
style affairs, with one character driving and
another riding shotgun. Although it's not
exactly an original idea (Circus Maximus did
it only recently, albeit slightly shoddily), this
certainly opens up plenty of gameplay
possibilities, especially if control of the
second character is mapped to the
GameCube pad's inimitable C-stick.

Not only will the rear-seated character be
responsible for dishing out punishment on
the opposition, but it’s also likely that you'll
be able to steal weapons from your
enemies by leaning to the side when you
get close enough. What's more, there are
some weapons that can only be used by
specific characters - to use them, you'll have

to switch your team around on the fly and
have the correct character in the rear seat.
This enhancement aside, it certainly
looks like business as usual for the Mario
Kart franchise - all the obligatory power-
ups, familiar (and overly-wide) tracks from
Nintendo's back catalogue of locations and
even a four-player split-screen mode seem
to have been carried over from the N64
version. That said, Nintendo’s confirmation
of the game having GameCube link-up
play via the broadband adapter has got
everyone excited about the joys of an
eight-player mode instead of online play.
While we have to admit we're surprised
that Nintendo has gone down this road, it's
typical of a firm that constantly innovates
with its stock titles — plus it could
certainly make Mario Kart GC a o)
winner in the multiplayer stakes. =

W Now this is odd - Luigi driving around in
Peach’s car? Stealing weapons is one thing, but I
pinching your opponent’s car is just plain rude. ..



PREVIEW | AMPLITUDE | PLAYSTATION2

I Songs tend to be broken downinto |
four sections —make it to a Checkpoint
and you'll recover a little energy.

"F&”usiie ON NOT ONLY
THE THRILL OF CREATING
AND MIXING MUSIC,
AMPLITUDE ALSO PROVIDES
A FAST-PACED, COMPETITIVE,
DYNAMIC ENVIRONMENT”

DEQOGAN MATH SONY PRESS RELEASE
HOW TO AMP UP A SEQUEL

M Duel mode is the uitimate testof 2
. BB skill, whereby one player lays down
YR - g G . — 4 o a pattem for the other to match,
ARTISTS ’ " T 1 2 y

: 106% B[
THE BALDWIN BROTHERS 47% I
WEEZ €R 1SUO B
DAVID BOWIE 655 K

BONUS LOCKE

BONUS UNLOCK ATI!S5300 ARENA SCORE: 4735
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e COMPANY PROFILE

{ W Given the quality of its recent music-based titles, it comes as no surprise to find Harmonix’ catalogue entirely
in the field. Before FreQuency, the company, which was founded in 1995, developed a curious mix ofuﬂes
B including PC music creation software and theme park attractions before finding popul

HISTORY

B CAMJAM 1999 [Arcade]

ity on the Play 2.

B THE AXE 1988 [PC]

COULD WE BE LOOKING AT SONY'S SECRET ONLINE WEAPON?

Think of some of the most difficult

games you'‘ve ever played. Ghouls
‘N Ghosts would probably pick up a few
votes, the Super Monkey Ball games have
a place in the Hall of Frustration and now
the Insanely Hard Club welcomes its
newest member, Amplitude. Don't worry -
it's not the kind of unjust trickiness we've
become accustomed to, but rather a taxing
test of coordination and dexterity. As a
result, you may end up toiling over a single
stage for hours, but when you finally clear
it the sense of satisfaction is as good as
any game can deliver. Showcasing four
skill settings to cater for all abilities,
Amplitude draws newcomers in as easily
as it holds the attention of veteran players
still trying to clear the Insane setting.
Clichéd though it may be, the phrase ‘easy
to pick-up, difficult to master’ may never
have been more apt.

Where FreQuency had a more subdued
sense of style, Amplitude is loud and
eccentric — neon colours adorn the futuristic
settings and although this palette may not
be to everyone's tastes it certainly helps
differentiate between tracks mid-game. As
the most important factor in the game, the
music will be the first aspect many people
look at here. Thankfully, it's easily as good
as anything offered in FreQuency, covering
a broader spectrum of artists and styles this
time around. There'll be more familiar
names too, as Sony seems keen to push

this title on the strengths of some of the
artists involved — names like David Bowie,
Garbage, Weezer and Run DMC give you
an idea of what to expect, but in our
experience the lesser-known artists and
internally composed tracks are just as good.

The theory behind the game isn't mind-
boggling — using buttons for left, middle
and right, the player must match the
oncoming patterns on a particular line
(each of which represents an instrument)
with rhythmic button presses. Once a track
has been activated by playing two bars
without error, it continues unassisted for a
longer period allowing you to reach and
activate other tracks, eventually creating a
wall of sound.

The single biggest gameplay change is
the shape of the tracks themselves. Gone is
FreQuency's tunnel layout in favour of a
sonic highway, and while the inability to
quickly jump to the next track may seem
like a drastic oversight on the part of
Harmonix, you soon realise this couldn’t be
further from the truth - forcing you to plan
ahead and make better use of power-ups,
this seemingly minor tweak makes the
game feel incredibly different.

Picking up exactly where its predecessor
left off, Amplitude stands to be one of the
most addictive titles available. We've yet to
sample the online side of the game but
given that it covers the same game modes
that impressed us in multiplayer, we're

expecting very good things. Remix mode
now enables you to develop custom
versions of game tracks - these can then
be edited further, uploaded for the world to
hear or even played as new levels. This
makes for a vast catalogue of new material
available online, with Harmonix promising
further involvement from the featured
artists, be it contributing their own mixes or
just picking out the best ones submitted.
Despite being a sequel, Amplitude
manages to be a unique experience
and one that will no doubteat up all -,
our time in the coming months. =

FREQS LIKE US

B FREQUENCY 2001 [PlayStation2]

FORMAT: PS2
ORIGIN: US
PUBLISHER: SCEE
DEVELOPER:
Harmonix
RELEASE: TEC
{US: Out now)
GENRE:

Rhythm Action
PLAYERS: 1-4

B FreQuency evolves
— bigger artists, more
innovations and
enhanced aspects
that made the
original such a joy
to play,

One of the key enhancements over
FreQuency is the attention that has been
paid to the multiplayer aspect of the game,
both online and off. Facing off against one
another on the regular stages or battling it
out in what can only be described as 21st
Century duelling banjos, the potential is
enormous. Throw online play into the
equation and you've got quite a potent
recipe. The online set-up in the US already
boasts leader boards for Versus play and
archives of user-made remixes which can be
downloaded and played as additional levels.

“CLICHED THOUGH IT MAY BE,
THE PHRASE ‘EASY TO PICK-UP,
DIFFICULT TO MASTER’ MAY
NEVER HAVE BEEN SO APT”

M Even this close to the end,
you can't get complacent - the
last stretch is often the hardest.

I"”

LARAN

Moo .
Yinlaw

D &

N T

M The Autoblaster tool is your best
friend — using it clears an entire
track for an extended period of time.
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PREVIEW | CHASER | PC

 Throughout the game, Chaser will find
himself being pursued by fearsome elite

1 Rather annoyingly, a large proportion of

forces cunningly disguised as Power Rangers.

the people you meet would like to see you
dead. So shoot first, ask questions later....

AN ACTION HERO WITH NO MEMORY OF HIS FORMER LIFE ON MARS, EH? SOUNDS FAMILIAR...

=== There are exciting times ahead for
I fans of PC first-person shooters.
From the glimpses we've seen of
forthcoming titles like Doom lll and Deus
Ex: Invisible War, our mouths were left
watering at the promise of gaming
experiences such as the world has never
seen before. However, the excitement
tends to be limited to those who've
invested in a top notch PC in the last few
months or are dedicated enough to splash
out for the upgrades necessary to actually
run these beasts. But the majority of us
whose home PCs can only boast a mere
Ge-Farce 2 video card, and are worried
that the only way to expand our FPS
collection is bound to involve the purchase
of some meaty new hardware, should stop
fretting as there are still some decent titles
on the way that don't feel the necessity to
break new technological ground to justify
their existence.

Chaser, for instance, may not be the
best looking shooter we've played all year,
nor can you expect any hugely interactive
environments or open-ended gameplay,
but most importantly you can bung it into
any reasonable gaming PC and start
enjoying the action at its fullest straight
away. That's not to say Chaser isn't an
ambitious project in itself, or that its
specially developed Cloak NT engine

“CHASER IS HEAVILY
STORY-DRIVEN AND
THE ADVENTURE
WILL COVER A
WEALTH OF NICELY
VARIED LOCATIONS”
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doesn't produce some rather impressive
textures and graphical effects either. Any
game that comes bundled on two discs is
waorthy of being considered a pretty epic
affair. Chaseris heavily story-driven and
the adventures of lead character John
Chaser will cover a wealth of varied
locations and situations.

Set in the year 2044, most of the action
will take place on Earth, yet our story
begins aboard a doomed space station and
concludes on the recently colonised planet
Mars. Chaser awakens in a medical bay
with no recollection of his past and spends
much of the game gradually piecing
together the mystery of his time on Mars

@ Asthe game is set in the near future,
you still get to use modem day weaponry
rather than laser guns and plasma rifles.

e
Adrenaline mode

through a disturbing series of flashbacks.
As the people he meets tend to either
worship him as a rebel hero or want him
dead at all costs, it soon becomes clear
that he is involved in some rather ugly
business. But Cauldron assure us that
similarities with a certain Arnie movie
end there.

After playing through a few levels, the
length of the cut-scenes tested our
patience at some stages but we found the
action to be entertaining enough. Providing
that the primitive feel to the game can
be ironed out before its release,

Chaser just might be worth keeping 7,
an eye out for.

FORMAT: PC
ORIGIN: Slovakia
PUBLISHER:
JoWood Productions
DEVELOPER:
Cauldron
RELEASE: Q2 '03
GENRE: FPS
PLAYERS:
Multiplayer Online
H A fairly basic
action shooter with
some good variety
threwn in, and an
epic storyline that
will intrigue the
heck out of you.




A MAN CAN'T FIGHT A
WAR ALONE. NO, REALLY,
HE CAN'T. WE'VE TRIED...

Pilfering someone else’s ideas is
g nothing new in the world of
videogames. But stealing an entire team
of developers from under a rival
publisher’s nose and then having them
create a game that, at a glance, looks

remarkably similar to their previous work is

just damn cheeky. Nevertheless, that's
exactly what Activision has done to
kickstart its new Call Of Duty brand of war-
based FPS games. Having snatched 22
members of the team behind Medal Of
Honor: Allied Assault out of EA's clutches
in the form of developer Infinity Ward, a
new MOH-style game is now on the way.

Cunningly called Call Of Duty lyes, the
same name as the brand itself), players
can take part in several interconnecting
World War Il campaigns and view the
action through the eyes of American,
British and Russian troops. As part of a
crack squad of heroes —the rest of which
lay down covering fire and wait for your
movements before advancing — your tasks
range from sabotage and all-out assault
to stealth, vehicle combat and even
rescue missions.

It's so proud of what its doing that
Infinity Ward has even gone so far as to
say that Call Of Duty "immerses you in the
most intense World War |l experience yet”.
Of course, these rather bold claims are all
very well, but saying that a game is totally
authentic is completely different from this

B Dbviously, avoiding enemy gunfire is something
you have to concentrate on, but remember to
¢ watch out for the landmines as well.

actually being the case. Thankfully though,
it looks like Activision might be not be
bragging as much as you might think -
from the experience we've had of Call Of
Duty so far, we're of the opinion that it
could even rival the gritty realism of the
beach landing stage from MOH: Allied
Assault. Take the stage of the game we
saw, with American soldiers moving in on
German gun placements; with deafening
explosions going off everywhere, enemy

CALL OF DUTY

soldiers diving for cover and bombing
raids continually flying overhead, it was a
pretty daunting experience.

Our only concern lies in how scripted
each mission will be - if the explosions and
enemies appear in the same place every
time, it could take some of the magic out of
it all. Nevertheless, Call Of Duty certainly
looks like it'll take the fight to Medal
Of Honor and hopefully we'll have a
hands-on preview next month.

“MEDAL OF HONOR SHOULD BE QUAKING
IN ITS ARMY BOOTS IF THIS ENDS UP AS
PLAYABLE AS IT PROMISES TO BE”

& You'll have to take out these immense German
cannons if your air troops want to have any
chance of getting back on the ground safely.

¥ Stealth is a very important part of any
assault; if the Germans catch you running
around, they'll fill you full of machine-gun lead.

5 = |
FORMAT: PC
ORIGIN: US
PUBLISHER:
Activision
DEVELOPER:
Infinity Ward
RELEASE: Q3 '03
GENRE: FPS
PLAYERS: 1-8

B What better way
to launch a new line
in war-based FPS
games than

creating your very
own Medal Of Honor
clone? Exactly.
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THINGS TO WATCH FOR ON THE GAMING HORIZON

ROGUE
SQUADRON Iit:
REBEL STRIKE

TALK ABOUT FORCING
THE ISSUE...

Format: GameCube

Origin: us

Publisher: LucasArts
Developer: Factor 5

Release:  Q4°'03 (US: Q3 '03)
Genre: Shoot-"em-up
Players: 1-2

Ly &, "y
Well, there's a shock —with Star
Wars: Rogue Leader proving to be
one of the most popular games
around when the GameCube
launched (until Smash Brothers
Melee appeared), it was only a
matter of time before LucasArts
produced a sequel. With a full
presentation of the game at E3,
what's been revealed so far is
enough to make even the most
hardened Star Wars cynic sit up
and take notice. With enhanced
graphics over Rogue Leader
{which is quite an achievement),
new stages including a speeder-
bike race across Endor and an AT-
ST section, as well as a two-player
mode, there could be life in the old
Bantha yet.
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ALIEN VS
PREDATOR:
EXTINCTION

IN AN RTS, NO-ONE CAN
HEAR YOU SCREAM

Format: PlayStation2/Xbox
Origin: us

Publisher: Electronic Arts
Developer: Zono Inc

Release: Q3°03

Genre: RTS

Players: 1

Face facts - real-time strategy
games and consoles don’t mix.
However, EA is hoping to change
all that with Alien Vs Predator:
Extinction, by drawing in console
gamers with the use of (yes, you
guessed it) popular movie
franchise links. With this being an
RTS though, you can forget about
the fast-paced action and frantic
blasting of PC FPS games —
instead, what you have is
remarkably similar to the Starcraft
series. Build up your troops (be
they Alien, Predator or Marine)
and send them to Planet LV742 to
slaughter the enemy, clearing
seven missions for each species to
claim supremacy. Sound good?
We'll wait until we've played it.

FIRE WARRIOR

OUT OF THE TABLETOPR,
INTO THE FIRE

Format: PlayStation2
Origin: us
Publisher: THQ
Developer: Kuju
Release; Q3'03
Genre: FPS

Players: 14

If you're into orcs, goblins and 22-
sided dice, you'll probably have
heard of Warhammer 40,000, one
of the world’s leading tabletop
wargames. There have been
several videogames based on the
Warhammer universe, but none
have appealed beyond the niche
market. Until now, that is.
Developed in conjunction with the
experts at Games Workshap, Fire
Warrior promises to offer all the
atmosphere of the Warhammer
40,000 series while featuring
decent first-person action as well.
With 17 massive levels to explore
and a four-player split-screen
made, it sounds quite interesting;
could this be the game that brings
tabletop warfare to the masses?

PIKMIN 2

GOING BACK TO
NINTENDO'S ROOTS

Format: GameCube

Origin: Japan

Publisher: Nintendo
Developer: In-house

Release: 04 '03 (Jap: Q3 '03)
Genre: Puzzle

Players: 1-2

Even though we usually trust
Miyamoto-san, the announcement
of the original Pikmin left us a little
unsure — mainly because it looked
a bit too weird, even for us.
Thankfully, the finished game was
great; which is why we're slightly
more welcoming when it comes to
the sequel that's on its way to the
GameCube. Set this time on
Captain Olimar's home planet, it's
your job to find valuables that can
help save the company you work
for. Luckily, you‘ve still got the
Pikmin to help you out (including
two totally new varieties) and even
an assistant who can venture off to
do his own thing, effectively
doubling your workload. Will it
work? We can only wait and see...




DELAYED - METAL SLUG 3 (PS2)
M Despite the fact that this highly-anticipated sequel in the Metal
SMQ”saries should ha\ﬁhaen

out by now, it’s been inexplicably and

P

VIRTUAL ON:
MARZ

ROBOTS IN DISGUISE?
YOU WISH

Format: PlayStation2
Origin: Japan

Publisher: SEGA

Developer: Hitmaker

Release: November ‘03
Genre: Mech shoot-"em-up
Players: 1-4

We've always had a bit of a soft
spot for the Virtual On series; the
fast-paced, arena-based blasting
action did it for us in a way we
just can't explain. Leap forwards
into the now and you'll find Virtual
On Marz - a game that, although
being the latest instalment in the
franchise, takes things in a totally
different direction, Yes, you still
control a huge robot intent on
destroying everything in its path
but now there's the addition of an
absorbing Story mode complete
with varied missions, tons of
characters and even two-on-two
mech battles. To be frank, we're
not sure if this is what we want,
but we're certainly prepared to
wait and find out.

l. Pamn you, Playmore...

i

RAILROAD
TYCOON 3

OH, TO BE THE FAT
CONTROLLER

Format: PC

Qrigin: us

Publisher: Take 2
Developer: PopTop Software
Release:  October ‘03
Genre: Simulation
Players: 1 (1-x Online)

If the thought of playing a train
industry simulator brings yawns
to the back of your throat, then
hold it right there — checking out
the upcoming Railroad Tycoon 3
ought to change your mind.
Certainly, it's very much a niche
title but having spent plenty of
time reworking the game so that
newcomers to the series won't
feel so daunted, Take 2 is hoping
for big things with this follow-up.
Now presented in full 3D and
featuring over 40 different trains
(ranging from the 1830s ta the
present day) and 1,000 unigue
maps in which to create your
empire, Railroad Tycoon 3 looks
like it’ll be the grand-daddy of
them all.

ICE NINE

YOU'LL CATCH YOUR DEATH
OUT THERE...

Format: PlayStation2

Origin: Australia

Publisher: Bam! Entertainment
Developer: Torus

Release: July '03

Genre: FPS

Players: 1

Ever fancied being in the CIA?
Well, now’s your chance - sort of.
Placing you in the role of Agent
Tom Carter and featuring enough

hard-core weaponry to make Arnie

blush, lce Nine is an espionage-
style first-person shoot-'em-up
with a difference; namely, the fact
that it uses the PS2 headset for a
purpose other than online play.
Although you don't absolutely
need the headset to play the
game, you can use it to receive
info about any problems you may
encounter on your mission and
even call for back-up if the going
gets too tough. Throw in some
advanced Rag Doll physics
technology and you've got the
makings of a fine FPS. Hopefully.

¥ DELAYED - F-ZERO (GC)
' M First it was delayed, then it wasn't - but after much um-ing and ah-

ing on its own release schedule, Nintendo has finally put F-Zero back to

25 July in Japan. But oh, how we want it so...

JEDI KNIGHT:
JEDI ACADEMY

CAN YOU EVER HAVE ENOUGH
STAR WARS GAMES?

Format: Xbox/PC

Origin: us

Publisher:  Activision
Developer: Raven Software
Release: Q3'03

Genre: Action/Adventure
Players: 1-4

If ever there was a Star Wars
game that pandered to the
intensely anal demands of its fans,
it's Jedi Knight: Jedi Academy.
Coming as the sequel to the
successful but rather disappointing
Jedi Outcast, LucasArts is
pramising that Jedi Academy will
feature everything that Star Wars
fans desire — namely, the ability to
design your own character and
even create a custom Lightsaber.
Aside from that though, along with
the option to pick your own path
through the numerous levels and a
handful of new multiplayer modes
it looks like business as usual for
the Jedi Knight series. Although
whether that's a good thing is a
matter of opinion.
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PREVIEW ROUND-UP |

el | DELAYED - TOMB RAIDER:

gl ANGEL OF DARKNESS (IVIULTI)

b B A Tomb Raider game delayed? Although you

: W4 might be stunned with shock by the announcement,

\ Lara’s latest outing has been put back again to
coincide with the movie release... in July. Bah.

EVEN MORE THINGS TO WATCH FOR ON THE GAMING HORIZON

XGRA

ACCLAIM FEELS THE NEED
FOR SPEED

Format: PS2/Xbox/GameCube
Origin: UK

Publisher:  Acclaim

Developer: Acclaim St Cheltenham
Release: August ‘03

Genre: Racing

Players: 1-4

Although we prefer the WipEout
way of thinking when it comes to
futuristic high-speed racing
games, there’s no denying that
Xtreme G 3 was fun to play and
damn fast to boot. With nothing
even resembling a fourth WipEout
title in sight though, we're inclined
to think that XGRA (the fourth
instalment of the Xtreme G series)
might be what we're looking for to
satisfy our need for speed.
Promising destructible scenery, a
new weapon system, six new race
types and even the choice
between slimline bikes or heavily-
armed bike and side-car comhos
(less speed, more firepower),
Acclaim could at last have another
good game on its hands.
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SEGA GT
ONLINE

PINK SLIPS AT THE READY,
GENTLEMEN

Format: Xbox

Origin: Japan

Publisher: SEGA

Developer: WOW Entertainment
Release: Q3'03

Genre: Driving

Players: 1-6

Right, who's waiting for Gran
Turismo 4 Quite a lot of you, no
doubt. Unfortunately, it's still a fair
way off so if you fancy a bit of
online simulated racing before it
comes out, you'll have to get your
hands on an Xbox and a copy of
SEGA GT Online. The thing is,
SEGA's new racer sounds like a
bizarre hybrid — you've got the
subtle simulation nuances of Gran
Turisme (being able to tweak over
160 cars until your fingers bleed)
and tons of different licence
challenges and races, while on the
other you've got high-octane
arcade racing that works in an
online environment. Of course
you'll have to wait until October to
find out just how well it plays...

SPACE COLONY

TO BOLDLY GO AND ALL
THAT JAZZ

Format: PC

Origin: UK

Publisher: Take 2

Developer: FireFly Studios
Release: September ‘03
Genre: Management sim
Players: 1

Those guys at Take 2 love their PC
management games — having
already brought us the likes of
Stronghold and Stronghold:
Crusader (both castle-based RTS
games), developer FireFly Studios
has now moved into outer space
for its next project. You'll get to
build a space colony from the
ground up, terraforming the
planet, mining minerals to make
cash and then looking after the
colonists through all manner of
micro-management. Of course, it's
not that easy — once you start
doing well, aliens will take notice
and try to take a piece of the pie
for themselves. We doubt it'll set
the world alight, but that doesn't
mean it won't be half-decent.

“ROLEPLAYING ON YOUR CONSOLE? IT MIGHT
WORK, AND COULD EVEN BRING TABLETOP
WARFARE TO THE MASSES...”

HEADHUNTER:
REDEMPTION

ONCE HUNTED,
TWICE SHY

Format: PlayStation2/Xbox
Origin: Sweden

Publisher: SEGA

Developer: Amuze

Release: Q403

Genre: Adventure
Players: 1

If there was a word that summed
up the original Dreamcast version
of Headhunter, it would be
‘unappreciated’. While most
people passed it off as a Metal
Gear Solid rip-off, those who took
the time to play it found an
absorbing adventure that did
SEGA proud. So we're pleased
that a sequel is already in the
pipeline, although the fact that it's
now set in a bizarre future world
rather than the Robocop-style
metropolis of the first game leaves
us slightly worried. Nevertheless,
as long as SEGA and Sweden-
based developer Amuze can give
us a healthy mix of the original's
gameplay and a whole lot more
besides, we'll be more than happy.




DELAYED - MALICE (MULTI)

[ B s ‘girl with a nical hammer’ game was
supposed to be out absolutely ages ago, but seems to have
disappeared off the radar completely. Not that we're that
bothered, of course, but we do like to be kept up to date.
| They never write, they never phone...

FULL THROTTLE:
HELL ON
WHEELS

RE-BORN TO BE WILD

SHADOW OF
THE SUN

FANGS FOR THE MEMORIES

Format: PlayStation2/Xbox/PC Format: PS2/Xbox/GameCube
Origin: us Origin: UK

Publisher: LucasArts Publisher: TBC

Developer: In-house Developer: HotHead Studios

Release: Q104 (US: Q4'03) Release:  TBC
Genre: Adventure Genre: FPS
Players: 1 Players: 1-4

What would you get if someone
came up with the idea of taking
the concept behind the Legacy Of
Kain series and mixing it with
various first-person shoot-'em-
ups? Probably something like
Shadow Of The Sun - a vampire-
based FPS from newly-formed
HotHead Studios. Promising a
compelling story encompassing
love and revenge, unigue vampire
abilities that add an extra
dimension to the gameplay and
numerous puzzles to solve,
Shadow Of The Sun sounds like
most of the Kain games, albeit
from a first-person perspective.
The multiplayer action and
downloadable content (for Xbox
Live users) may be an incentive...

If there's one thing LucasArts has
always been good at, it's point 'n’
click adventures - right from the
classic days of Maniac Mansion,
we've loved them all. So it's no
surprise to learn that the
announcement of Full Throttle:
Hell On Wheels has got us more
than a little excited. As the follow-
up to the original Full Throttle
(which was basically Monkey
Island on a motorbike), you still
play Ben, leader of the Polecats
gang and all-round tough-but-nice
guy. This time though, you're out
to save a town from destruction.
With dark humour, head-
scratching puzzles and bike battles
similar to the original, we're really
looking forward to this one.

SPEED KINGS

ON YER BIKE, MY SON

Format: PlayStation2
Origin: UK

Publisher: Acclaim
Developer: Climax Studios
Release:  July "03

Genre: Racing
Players: 1-2

Remember Road Rash - the bike-
racing game where reaching the
finish line wasn't quite as
important as wrapping a lead pipe
around your opponent’s helmet?
Well, Acclaim obviously do. By
taking the basic premise of EA's
racer and combining it with all the
speed of Burnout, it's come up
with Speed Kings; a motorbike
game with the emphasis on
danger. If you want to come top in
the Meets mode (basically a
souped-up championship), you'll

have to use all your racing skill and

a whole lot of death-defying stunts
to finish in first place. From what
we've played, it's not all that bad,
but will it have the stamina to
knock Burnout 2 off the top spot?

“WITH DARK HUMOUR, HEAD-SCRATCHING
PUZZLES AND BIKE BATTLES WE'RE REALLY
LOOKING FORWARD TO THIS ONE”

AMPED 2

PURER THAN THE
DRIVEN SNOW

Format: Xbox

Qrigin: us

Publisher: Microsoft
Developer: MS Game Studios
Release: Q403

Genre: Sports

Players: 1-4 (1-8 Online)

Although the first Amped did okay
when it came out, it wasn't as
well received as it could have been
—a shame, as it was actually quite
a good title. Thankfully, Microsoft
is looking to set the record straight
with Amped 2; a faster, more
intense sequel that gives even
more over what the original had.
Featuring 14 of the world's top
snowboarders and completely
realistic locations (such as Harris
Mountain in New Zealand and
Mount Buller in Australia) as well
as more tricks, a deeper Career
mode, an enhanced Snowpark and
Boarder Creation section and over
300 music tracks, this could be the
one that proves Microsoft knows
its stuff when it comes to games.
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For years, videogames have heen
blamed for illness, aggression
and even death, but can they
really he held reshoasihle? In
contrast, is there anything to
suggest that playing videogames
could actually he good for yoyr
health? games™ investigates. . .
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LOOKING GOOD

The many harmful physical effects of gaming have been
widely reported, but a new breed of game is helping people
stay fit while they play. For a complete body workout we
suggest the following titles:

UPPER BODY: SAMBA DE AMIGO

Rhythmic shaking of novelty maracas can help tone arm
and chest muscles, including biceps, triceps (to prevent
‘hingo wings’) and pectorals.

066 games"

“HABI'S

‘Nintendo killed my son!’, ‘Videogames
should carry health warnings’,
‘Videogames increase aggression’... In
today’s increasingly health-conscious
society, videogames have become an
easy target for the press, who are
looking to find new and interesting
scare stories. Politicians and parents
warn of the detrimental effects of
pixelated violence, the health risks and
the anti-social side-effects of too much
gaming. But what evidence is there to
prove that videogaming is an
unhealthy pastime? And what about
the growing belief that games might
be good for you?

Last year, a woman in Baton Rouge,
Louisiana, USA, sued Nintendo
claiming it was responsible for her 30-
year-old son'’s death. He collapsed and
hit his head on a table while playing on
his N64 — a console he used for eight
hours a day, six days a week. It was
suggested that he had developed a
form of epilepsy since buying the
console two years previously, and that
his collapse was due to a seizure. For
several years, videogames have carried
warnings that they may be unsuitable
for people with epilepsy or can even
trigger epilepsy in people who didn't
know they had it. But can games cause
the condition?

Barbara Pinder of Epilepsy Action
says that the form of epilepsy
commonly associated with videogames
is photosensitive epilepsy, which is
triggered by flashing lights or small,
‘busy’ patterns. “An estimated five per
cent of people with epilepsy have
photosensitive epilepsy,” she says. “It's

LOWER BODY: CYBERRIDER

Pedalling in order to progress gameplay uses leg
muscles such as the quadriceps, and can help
tone your gluteus maximus (anatomical ass).

CARDIO VASCULAR FITNESS: DANCING STAGE
Prolonged or fast use of dancing pad can
improve cardiovascular fitness, increase muscle
tone and can help weight loss (only as part of a
calorie controlled diet).

Before starting on a new course of exercise,
please consult your physician if you are in any
doubt about your health or general fitness.




a form most common in children between the ages of six and
12, and girls are more affected than boys. The flickering light
from a television screen is the most common photosensitive
cause of an epileptic seizure, but other natural as well as
artificial sources of light can also cause them.”

As to whether using a console can ‘give’ you epilepsy,
Epilepsy Action’s research suggests that this is not the case.
“Unless someone has photosensitive epilepsy, or is
susceptible to the condition, there is little or no risk of them
having a seizure when playing a videogame,” Pinder
explains. Of course, the risk of triggering latent epilepsy is
increased the more you play, and most game manuals
suggest taking a ten minute break every hour as well as
playing on a small screen in a well-lit room - which is
unfortunate seeing as how most gamers would agree that
the best way to play games is on a widescreen TV with the
sound up and the lights off.

Another rare side effect of too much gaming is a condition
known as hard-arm vibration syndrome. Last year, Gavin
Cleary, specialist registrar at Great Ormond Street Children’s
Hospital in the UK and Dr J Sills, a consultant paediatric
rheumatologist at Alder Hey Children’s Hospital in the UK,
reported in the British Medical Journal the case of a 15-year-
old boy who had sore, swollen hands more commonly
associated with the prolonged use of industrial machinery. It
turned out that the boy would play driving games witha
Rumble Pak for up to seven hours a day. “It was not possible
to prove that the computer game device was responsible,”
says Cleary, “but we reported it in the medical literature to
raise awareness.” As yet, there have been no further reported
cases of hand-arm vibration syndrome, although less severe
repetitive motion injuries are more widespread. These
injuries occur when fluid builds up around joints when
tendons are overused, rather like tennis elbow, and PC users
have been reported to suffer from ‘mouse elbow’ while
console gamers have been afflicted with ‘joypad thumb'.

Long periods of gaming could leave gamers vulnerable to
other conditions such as motion sickness or deep vein
thrombosis. The latter is caused by sitting in the same
position for hours on end, which can restrict blood flow and
cause potentially fatal clots to form. Another side effect of
long spells of inactivity is obesity, something that is
becoming increasingly prevalent among children. Gavin

FELLING FINE

Like a game of chess or a well-crafted mystery novel, some
videogames can sharpen your mental dexterity. Keeping your brain
fit is as important as maintaining a healthy body — mens sana in
corpore sano, and all that...

LOGIC AND LATERAL THINKING: TETRIS
The daddy of puzzle games encourages hand-eye co-ordination as
well as forward-planning, spatial awareness and quick thinking.

IMPROVED REACTIONS: VIRTUA FIGHTER 4 EVOLUTION

Any beat-"em-up requires quick responses if you're to avoid a hefty
shoeing. We recommend Virtua Fighter 4 Evolution (if you can get
hold of it) or any similarly fast title to get your brain in gear.

Cleary is worried by the amount of

games some children play. “l am
very concerned that young people
in the developed world are
increasingly sedentary, [due to] TV
and videogames in particular, and
that this is resulting in more
children developing obesity,” he
says. “The health problems that are
associated with this will have a
very significant impact in the
future. | would like to see more
public health messages warning
against excessive participation in all
sedentary activity in childhood.”
But perhaps these warnings may
not be necessary just yet, as some
arcade and videogames are not just
played standing up but may
actually benefit your health.

>

CO-ORDINATION: TIMESPLITTERS 2

Most FPSs need a fair bit of co-ordination if
you're going to get out alive. May we
suggest TimeSplitters 2 to help sir or madam
speed up the hand-eye connection?

Please note that a healthy mind also
requires a good dose of learning, life
experience and possibly cancelling
the cable TV subscription.
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A NEW HOPE

>

Dance Dance Revolution (or Dancing
Stage as it's officially called over here)
takes the concept of gaming right back
to basics in that there’s really very little
to it other than pressing four
directional buttons in time with a
music track. The clever part is that
rather than using your hands, this
Konami product uses your feet -
bringing something completely new to
the world of videogames whilst
attracting an enormous following of
gamers and non-gamers in the
process. In fact, the game has become
so popular that there are nationwide
competitions and even comprehensive
websites that are solely dedicated to
playing the game. One of these is
www.DDRFreak.com - a site that not
only includes detailed guides on how
and where to play, but also examines
the physical aspect of taking part.

Cynan De Leon, software engineer
and DDRFreak.com co-founder,
believes the game attracts casual and
‘hard-core’ gamers for a range of
reasons. “They might like the music,
or maybe it's a videogame that a guy
and his girlfriend can play together,
unlike others such as Street Fighter or
Silent Scope,” he suggests. Of course,
the game isn't just for entertainment
and Leon has noticed increasing
numbers of people using the machine
to get fit.

“Some players may tend to treat
long sessions of DDR as a form of
exercise,” he says. “People will work
up a sweat playing the game,
especially multiple sessions involving
some of the faster songs. Many people
who | have met through DDR have
noticed increases in fitness levels —
mostly weight loss and improved
cardiovascular activity.”

Could it be that this is a game that’s
good for you? Clearly, like any other
physical activity it carries its risks
(Leon says that sprained ankles and
bruises are not uncommon), but
playing the game is very similar to
an aerobic workout session.
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Gym supervisor Adrian Bonner isn't totally convinced of
the game’s merits, though he recognises the benefits that
the game could have for non-active gamers. “I can see how
this could generate an interest in physical fithess"”, he says.
“The younger generation is becoming increasingly
unhealthy — perhaps this could be a stepping stone to other
forms of exercise, such as dance.” He goes on to admit that,
although he doesn‘t have personal experience of the game,
he feels it's something that should perhaps be combined
with other kinds of exercise to maintain a healthy balance.

Those gamers reluctant to try ‘other forms’ of exercise
that aren’t game-related may be interested in the next big
thing in home fitness. Earlier this year an American
company called Cycle FX released a gaming peripheral called
the GameRider. Similar in design to a regular exercise bike,
the GameRider connects to a PSone or PS2 - the faster you
pedal, the faster the in-game action. The system is
potentially compatible with all kinds of games, though
racing and driving (particularly those featuring bikes) are
obviously the most suitable.

Not to be outdone by the GameRider, Reebok has just
released a similar product called the Reebok CyberRider in
the UK. This workout add-on is compatible with PSone, PS2
and PC and comes with a list of recommended games
including Burnout, Colin McRae Rally, Tony Hawk's and
Downhill Mountain Biking.

Amanda Giddens of the Reebok Fitness Academy
believes that part of the attraction of the product is that
people can exercise without even realising it. “Our trials
show that riders exercise for longer as they become
engrossed in the gameplay,” she said. “Riders have
commented that time flies whilst they train and they enjoy
the interactive nature of the bike.”

Away from the home, a number of gyms have already
taken stock of exercise bikes that chart your speed in the
form of a Space Invaders-style interface - the faster you
cycle, the more your ship shoots. Responses suggest that
the system is popular with gym-goers, though so far the
machine is not widespread. Of course, if the CyberRider
does catch on, this could be the beginning of something
much larger. There are so many exercise machines that
could be linked with videogames - just imagine a cross-
country skiing machine, or perhaps a special version of
Crash Bandicoot that can be linked to a treadmill. We've
already seen arcade machines that let you ride horses,
paddle canoes or kick footballs, but these new machines
would undoubtedly raise the fitness levels of those playing,
while being a great form of entertainment at the same time.

AND

YN yane

So videogames may be beneficial to your
physical health (assuming you don't
overdo it}, but could they also improve
your mental fitness? For years games have
been made the scapegoat for causing
violence and increased aggression in
children but are there really any firm
details backing up this side of the
argument? it may be true that people who
commit anti-social acts also regularly play
videogames, but the vast majority of
gamers don't turn to crime after a quick go
on The Getaway or GTA: Vice City.



From the early Nineties onwards, research has
been carried out into the effects of violent games,
but has yet to find any real proof that they can
drive people to commit crime or act violently.
Some findings suggested that children who
played violent games (or watched violent video
footage) demonstrated more aggression than
those who didn‘t, but it’s quite likely that the
aggression shown was mostly down to the body
releasing adrenaline during play, rather than any
direct effects on the mind. The body produces
adrenaline to give it a boost of energy when
stressed, under attack or when enduring any sort
of physical activity. Professor Talmadge Wright of
Loyola University, Chicago, has studied the social
aspects of online gaming, particularly FPSs such
as Counter Strike, and believes that the
temporary excitement of the game could be
misconstrued as aggression.

“Players made a clear distinction between real-
life violence and virtual violence,” he says. “The
only aggression one could point to is the
excitement generated by the game and the
teamwork involved — the same kind of excitement
one would expect between football players.”

Another effect of adrenaline is that it can numb
the senses when the body is in pain, and recent
investigations have been finding out whether
videogames could provide pain relief for hospital
patients ~ specifically children with chronic illnesses
or undergoing long courses of treatment. Tests
carried out at Jesuit University, West Virginia,
showed that children who played videogames
showed an increased level of tolerance towards pain,
but no significant increase in aggression or
competitiveness. Of course, the games also act as a
valuable distraction for ill youngsters — something
Gavin Cleary has witnessed first-hand. “1 believe
computer games have many positive attributes, and
are regularly played by children in the hospital | work
in,” he says. “Not just post-operatively but at many
other times to help distract the child from his or her
particular medical problem.” This theory is
supported by professor Mark Griffiths of Nottingham
Trent University psychology department. “This
method of pain relief is already being used with
burns victims, and particularly injured hands,” he
says. “Physiotherapy is never a nice thing, but
patients can play videogames to exercise their hands
without noticing the pain.”

o
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Far from the image of a
lone gamer skulking
behind a monitor in a
darkened room,
videogaming can help
promote vigorous social
intercourse. How?
Here's how:

MULTIPLAYER MODES:
ZELDA: FOUR SWORDS
Most games present the
option of playing with or
against friends on the
same console or via link-
up play. This can
encourage either healtthy
competition or close
co-operation.

DISCUSSION:
www.totalgames.net
[for instance...)

Talking about games is
almost as popular as
playing them, and many
gamers join forums and
chatrooms in order to
discuss videogames,
game culture or just
abourt anything you'd
cover in a ‘normal’
conversation.

ONLINE GAMING:
Online gaming lets you
play against friends who
don't live locally or even
meet people you didn't
know before. Team
games require trust and
many in-game
conversations show
humour and good-
natured banter.
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AGOOD THING?

Unfortunately, the adrenaline theory is also fuelling the
argument that videogames are addictive and therefore
bad for your health. It's possible to become hooked on the
effects that chemical messengers have on the senses,
rather like if you were to become addicted to recreational
drugs. Griffiths (whose specialist subject is gambling
addiction) points out that “addiction is caused by a
genetic disorder”. He goes on to say that “some people
have slight differences with their DRD2 gene and this can
cause them to become addicted to things that raise their
Dopamine levels.” Dopamine is a neurotransmitter (a
chemical messenger like adrenaline) that affects the brain
processes that control emotional response and the ability
to experience pleasure and pain. Dopamine levels are
increased after a pleasurable event (such as completing a
tricky level in a game, for instance), in turn making gamers
feel happier and thus becoming addicted. Unfortunately,
the research into the DRD2 gene and the effects that
Dopamine has on the body hasn't yet been tested with
videogames, though it’s suspected that it will show similar
results to tests on other potentially addictive pastimes.
Fears that gaming is addictive lead to accusations that
it's an anti-social pastime practised by people who'd rather
mooch around in Final Fantasy lands or the Mushroom
Kingdom than engage in ‘normal’ social activities. Yet the
research carried out so far into the social effects of gaming
seems to show that, far from being loners, gamers form
strong social networks. Professor Wright studied online
gaming on a college campus and found that it was a
useful tool for building friendships. “It provided a way to
make friends across integests and departments, with
gaming as the tie that binds,” he says. However, Wright's
findings also showed that people would
rather play against friends than il
strangers. “Friends getting togetherto |\ =

play with other friends in the same | ) -

room seems to be the preferred form,”

he says. “Many online players we have

observed often live near each other.

They may go online to communicate

and then get together later in the same neighbourhood.
On a public server where you don't know someone, trust
becomes a more immediate problem. However, even in
that case, over time you can get to know someone and
that can lead to outside email exchanges. Usually though,
most people refer to each other by their tag names gpe

e
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don't go any further.”

Wright says that these public
server groups consist of
acquaintances rather than
friendships, though it can be
hard to gauge if someone’s ‘real’
social life is suffering because of
their ‘virtual’ friends. “Most
[gamers] develop little methods
to make sure they balance their
gaming time with other needed
social activities,” he says. “This
may be harder for younger
players who have more free
time. For older players, other
interests and responsibilities
compete for their time and they
make adjustments accordingly.”
Finding the time to do
everything is clearly important,
although gaming may play a
crucial role in making sure the
pressures of the world don‘t
mount up. Wright says that
gaming allows players to “shut
off certain parts of their brains
and emphasise others” and
points out that the high degree
of stimulation provided by a
game is very attractive for
people who “think for a living”.
“I think it is no accident that the
people we interviewed were all
top in their class, highly
intellectual and very disciplined
in both playing and in their
school work,” he says. So is it
possible that there's a
correlation between intelligence
and gaming? Could games even

stimulate learning?

T00 GO0

For SCHOOL!

One of the reasons why videogames are given such
bad press and why parents often disapprove of
children playing them (and perhaps why adults who
play games are perceived as childish) is because they
appear to serve no useful function - a view with
which David Deutsch, an eminent physicist and keen
supporter of the Taking Children Seriously
organisation, does not agree. “Unfortunately, taking
too narrow a view of the nature of human learning
causes one to stigmatise almost anything that is
engaging but falls outside the largely accidental
category of ‘education’,” he says. “If music were
invented today, it would be deemed similarly
pointless and damaging because it is hard to express
the reasons for playing music in terms of values
independent of music.” The fact is, games are
increasingly recognised as being ‘useful’.

The puzzle-solving, strategic thinking and quick
reactions needed to play some videogames are now
being harnessed for use in the classroom and
elsewhere. Last year, Teachers Evaluating Educational
Multimedia (TEEM) - a UK based organisation that
assesses software and advises teachers on how it
can be used in schools - announced that games such
as The Sims, Sim City and Championship Manager
could be used as teaching aids. Its report said that
skills such as planning and strategic thinking as well
as numeracy, reading and spelling could be learnt by
playing these games at school. However, TEEM's
Communications Manager, Nick Austin, points out
that videogames should include content that can be
applied to real life for the game to be classed as
educational. “The underlying theories to the games
have to have consistency,” he says. “For example,
children won't learn about how a Formula 1 racing
car handles unless the computer version obeys the



laws of physics and is based on sound engineering.”
So it looks like Electronic Arts is out of luck then...

Even though the educational value of some games
is questionable, the response from teachers towards
videogames in education has been very positive. “I've
just been talking to a City Learning Centre manager
who is very keen to use games as part of a session
with parents and children,” says Austin. Despite
working in education though, Austin also suggests
that even games that could be classed as non-
educational aren't really bad for children, though he
feels that playing them is an activity that should be
done in moderation. “Excessive anything can be
harmful,” he says. “Good teachers and parents know
this and make sure that gaming is only part of the diet,
not all of it. I'd be equally concerned if a child did
nothing but play football all day or read the novels of
Charles Dickens 24/7.”

So it appears that games with fact-based content
may actually be suitable tools for learning, but it isn't
just ‘edutainment’ titles that have been argued as
being good for your metal and physical health. As a
counterpoint to the Nineties studies into whether
violent games were harmful, it was argued that
videogames were beneficial, particularly when it came
to improving hand-eye co-ordination. It's a theory that
makes sense too - Tetris, for example, is easily
comparable to shape sorter toys that are given to
toddlers, while any game that uses a keyboard is likely
to improve typing skills. There have even been claims
that people employed in jobs that require quick
reactions and good co-ordination, such as airline or
fighter pilots, perform better if they regularly play
videogames. However, Christopher Hodgkinson,
technical director at the Guild of Air Pilots and Air
Navigators (GAPAN) in the UK suggests that playing
videogames may not be that helpful. “Experienced
service pilots who take co-ordination tests usually
score highly as they have honed their psychomotor
skills over the years by virtue of the job they do,” he
says. “In theory, it may be thought possible for an
individual to achieve similar advantage by playing
computer games with high co-ordination content or by
practising with flight simulation software programs.

However, research conducted with some 5,000 RAF
candidates for aircrew selection indicated that there
appeared to be only an insignificant correlation in the
results of those who had significant computer
experience compared to those who did not.” It's hardly
concrete evidence that games can improve co-
ordination, but the fact that the RAF have researched
this area shows that it's being seriously considered.

P.f.!'.' af}llnj‘.inr FUN

Things have already come a long way from the
‘videogames rot your brain” view that most non-
gamers seemed to hold 15 years ago (and which many
still have). Their intellectual content has been proven to
help develop young minds (and keep older ones active)
while titles such as Samba De Amigo and Dancing
Stage offer a surprising alternative to fitness videos and
aerobics classes. And while the educational and fitness
benefits of playing such games are still open for
discussion, there’s currently very little to prove that
regular videogames are bad for you either. All activities
carry a certain amount of risk (in the year 2000, over
800 people in the UK were admitted to hospital after
accidents involving sponges or loofahs, for instance)
and there will always be scare stories.

If you enjoy playing games and you eat well and do
plenty of exercise, you're likely to be a healthier person
purely from the happiness that gaming brings -
especially if your friends enjoy the pastime too. There's
an old song that goes “a little of what you fancy does
you good”. How true — especially when it comes to
playing videogames.

Lia I-.cTs
Obesity - Auditory hallucinations »
Repetitive strain injury - Deep vein
thrombosis « Motion sickness -
Addiction « Calluses - Poor
eyesight - Triggering epilepsy *
Bruising - Sprains - Dehydration -
Cramps » Headaches - Tendonitis -
Back strains

RECOMMENDATIONS

@® Don't play for extended periods

® Take a 10-minute break every
hour you play

@ Play in a well-lit room and sit
back from the screen

® Change your sitting position
regularly

@ Avoid fatty or sugary gaming
snacks such as crisps, biscuits or
carbonated drinks

@ Stop playing immediately if you
feel dizzy, nauseous or develop
a headache

® Go and get a bit of exercise in
the fresh air — don't take your
GBA with you

® Call your parents, they'd love to
hear from you
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First it was Samus Aran,
now Vanessa Z. Schneider
has got suited and booted
to grace a space-age
adventure. But will
Capcom’s athletic heroine
be leaping on to your ‘Cube?
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THE AVERAGE

Despite representing an industry in which high scores mean everything,
games™ is not a magazine that marks with the majority. A lot of people
think that anything below 7 (7.0, 70%, whatever) is a bad

score - we don't. Going on a scale of one to ten, five is the average -
average being a game that does what it sets out to do without
attempting to do it better than anyone else. If a game gets five, you'll
get some enjoyment out of it but nothing more, simple as that. What's
more, we won't be swayed by PR people telling us what a game's like -
we only decide once we've played each game to death and, in the
majority of cases, to completion. If a game'’s bad, we'll make sure

you know; if it's great, we'll sing its praises. At the end of the day, we're
just here to help you decide what's worth your hard-earned cash.

After all, if it wasn't for you, we'd be out of a job.
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REVIEW | SILENT HILL 3 | PLAYSTATION2

SILENT HILL 3

FORMAT REVIEWED
PlayStation2

ORIGIN

Japan

PUBLISHER

Atari

DEVELOPER
In-house

PRICE

$99.95

RELEASE
Out now

PLAYERS
1

ALONE IN THE DARK 4

PROJECT ZERO

DARE YOU RETURN TO THE FREAKIEST

TOWN IN GAMING ONCE MORE?
or a horror game to succeed, it really
F needs to work on one of two levels -
shock or psychology. Resident Evil
d and Extermination are two examples
of the former, relying heavily on jumpy moments
to keep the player on the edge of their seat.
Psychological horror is rapidly becoming the new
stealth, though, as shelves fill with the likes of The
Thing, Project Zero and the previous Silent Hill
offerings that aim to creep the player out with
mind games. Arguably the most intense of the
run-behind-the-sofa titles, the Silent Hill series
consistently produces misshapen beasts, far-
fetched themes and storylines that are almost in
danger of making sense. They're not preying on
obvious fears (Resident Evifs giant snakes and
spiders are pretty cheap shots), but rather creating
new ones. A commendable feat indeed - after all,
when was the last time something scared you
even though you had no idea what the hell it was?

_ We've been stunned by Silent Hill 3s very
impressive visuals —we'd even go as faras to
say Heather and her supporting cast of non-freaks
are among the best rendered models we've seen.
While darkened areas and extensive fogging may
make impressive locales a little easier to produce,
the last thing we want to do is detract from the
great achievements of the development team; in

context of the game’s setting, the poor visibility
and darkness are excusable, especially considering
the incredible use of lighting and shadows. The
animation only strengthens this visual lustre
further - in fact, only the shaky camera (for effect,
presumably) comes close to disrupting the
appearance. Sound does an equally good job of
setting an evil tone and complements the
grotesque settings wonderfully. From random
noises as you explore to tortured screams echoing
down corridors, the effects and sporadic score are
perhaps more unsettling than the lumbering piles
of flesh that roam the streets and corridors.

Beneath the beautifully polished exterior,

| though, lies a familiar blend of darkness and
running away. As usual, you'll find a distinct lack of
ammunition for the few weapons you do get,
leaving you to either beat the freaks to death or run
for your life, but unlike many similar titles, control
here is a simple affair. Between the bouts of
monster evasion, you're asked to put your brain to
work with a simple relaxing puzzle. At the start of
the game, you select difficulty levels for action and
riddles but even on the normal settings, enemies
take a fair deal of punishment and your head is
equally mistreated by some of the brainteasers.
These riddles really are what sets this apart from
the rest of the pack, as the Silent Hill series has

Q. HOW LONG IS IT?
Although you could
finish it fairly quickly
once you know where
you're going, the ever-
changing (and tricky}
puzzles can stall you for
any length of time.

Q. MULTIPLE
ENDINGS?

It wouldn't be Silent Hill if
there weren't. There are
several endings
depending on your
actions en route.

Q. ALL BLACK?

Mot especially - you get
the torch soon enough
and there’s also a
surprising amount of
light in the game.

It's bread.

B I'm sorry, but that really isn't bread — it's blatantly cakes. Must be the
stress getting to her...

W Arefreshing change. Where many other games might turm you away

B You'll occasionally un into ane of the few people who are still in town, although if, like this one, they look like they want to show you some
from this obvious gap, this one lets you through.

puppies you might be better off running away (again).
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% Heather isn't even safe from hamm in
a public restroom. Is there no end to
the evil in Silent Hill?

B Proof, if it were needed, that a dog isn't just for Christmas — with any
luck there'll be enough left to go in sandwiches on Boxing Day.

anyway,

llut creep me oul.

always prided itself on its ability to screw with your
head before giving it a workout. You do have to
wonder, though, if some of the puzzles would be
easier if you weren't still thinking about misshapen
dog creatures and bloodstained bunny suits. ..

However good or bad the rest of the game is,

the level of frustration that accompanies the
action puts a massive damper on things. Killing
enemies gets frustrating, often involving endless
circling and stabbing or shoot-run-shoot strategies.
Finding the essential items is an annoyance too —
progress often involves searching every darkened
corner of every open room until you find a cryptic
itemn that somehow opens that locked door further
on. Even poking around the useful rooms is an
unenviable chore to the point that the phrase The
lock is broken’ will induce more fear than the
freakiest denizens of Silent Hill could ever hope to.
The biggest saving grace comes by way of the
aforementioned riddles, offering some truly
intelligent puzzling to break up the action. These
change every time you play (within a limited

& ENHANCED

N THE ORIGINAL
suals are easily go
Not of thig gsnerari;r]:

IMPROVING o
ey

POLIs,

Proved i
85t on the Mmaching, HVI

H: Presentation fo

o fres 1
= and voice acting hop im;r:snm together; layout

B Even the people are overly dramatic and scary. Just anather
normal day in Silent Hill. ..

It was the hand of God.

number of formations) so even when you come to
play through a second or third time, there'll be that
extra variety to keep your interest up on your way

to the different endings.

Despite the high frustration level, it's hard not

to be impressed with Silent Hill 3. Annoyances
aside, there's still a mysterious allure to the game
that keeps you playing. The plot is as confusing
as ever and asks three questions for every one it
answers, yet the infrequent interaction you get
between Heather and the few other people left in
town is enough to maintain interest between
puzzles and freaks. It may have its faults but
many of these are more through general survival
horror problems than unique flaws. That's not to
excuse this third outing from evolving around the
familiar genre pitfalls, but the way things are
headed we're going to need a revolutionary
survival horror title to come along and shake up
the genre pretty shortly. The last thing we
want is for these games to slip into the o
blackness and be lost forever... '

THE LOCK IS BROKEN
Ah, the classic survival horror excuses. Fans of
the series will have seen countless locksmith
nightmares in the two previous games, not to
mention some other choice moments of
stupidity. Our personal favourite came at the
beginning of the second game, where the
player isn't allowed to leave the first area
without searching a car that ‘might contain
something useful’. Genius. This third outing is
equally packed with annoying excuses to
hamper your progress - a few hundred broken
locks, several cardboard roadblocks and even
an obstructed key that could be easily reached
if Heather just put her bloody back into it.
These really cheapen the experience for us, and
even though we know Silent Hill is far from the
only culprit in this great gaming crime, it seems
to be the least ashamed of containing the
player via ridiculous means. Now if she could
just step over that pesky bunny suit...

1 No, we don't know what they are either, All we know is they waddle
around eerily and die when stabbed repeatedly.

I got a hanger.

& Thatll come in handy for, er. hanging up clothes? No doubt you'll find
some tenuous use for it

— veroieT B/10

FLAWED IN CRUCIAL AREAS, YET STRANGELY COMPELLING
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REVIEW | PN.03 | GAMECUBE

DON'T BELIEVE THE NUMBER - THIS IS AS
ORIGINAL AS CAPCOM MAKE ‘EM...

orget Lara Croft. Forget Dante. Forget
Max Payne. In fact, forget everything

- you know .to.be true of 3D action .
GameCube games. This isn't a forget those, this is
ORIGIN better’ moment, though - these seemingly obvious
Japan points of comparison simply couldn't be further
PUBLISHER from PN.03. This isn't what it looks like, and you'll
- : Capcom find Capcom’s new shooter takes its cues from old-
o« DEVELOPER school scrolling shoot-'em-ups far more than the 3D
Finish off plenty of foes 4 Ihouse action adventure stable. This grants it all the
Z;n:a?:m:;;m ; 2, ;:’;::mpo o benefits of a shooter‘(instanF playabi!‘rty, p|EI"It§/ of
RELEASE replay value and an immediate no-frills experience)
29 August ‘03 but at the same time opens the door to the
{Japan: Out now) ubiquitous drawbacks — a repetitive nature and a
PLAYERS short lifespan among others, Like all genres, these

L shooters have their ups and downs but in the end it
all comes down to execution. Can PN.03 really park
in the space marked ‘Reserved for R-Type'? Um,

there might be space down the road somewhere...

Unless you're allergic to white (which, as far as

we're aware, isn't medically possible), it’s hard
to find fault with PN.03s visuals. Animation is
hands-down the strongest aspect of Capcom'’s
|atest offering; Vanessa Z. Schneider spins, dances
and cartwheels with remarkable fluidity and the
lighting effects that ensue from her destructive
routines are simply superb. Perfectly
complemented by an intense, pounding score, the
non-stop action sounds every bit as good as it looks
with a huge Dolby Surround soundtrack. There is a

076 games"



little too much repetition of environments for such a
short game but when it's not attempting to confuse
you with maze-like corridors, PN.03's settings can be
downright awesome. A later rooftop stage proves
this beyond doubt, showing miles of scenery all
around - even when you venture inside, windows
look out over a bustling metropolis. If only the
whole game could have used more varied settings
rather than the monochrome rooms and corridors
that make up so much of this brief encounter,

The control issue is an interesting one —for a

game so heavily based around style and
rhythm, controlling Vanessa is a little on the
restrictive side. Her constant jiving really should
have been more flowing, but character-relative
controls with slow turn and retreat speeds can
make the fast-paced action seem like a slow dance
at times. Also curious is the synchronisation of her
antics to the excellent soundtrack - or rather the
lack of it. As the beats pound on, Vanessa keeps on
grooving to her own beat. We'd really like to have
seen some form of rhythm-action system
implemented to blend the two together - either in a
Rez style or through more traditional timed button
presses — which would make much more sense
than the existing system. Don't get us wrong, this is
one of the most stylish GameCube titles to date,
but through a little more integration of the music
this could have been something truly stunning.

At last we come to the real bugbear of the

| game = PN.03 can be finished in under two
hours. That's 120 minutes of practically solid action,
mind you, and while the end of the game does
creep up a little suddenly, it wouldn’t take much

AC:
Q. DOES IT ALL LOOK
THE SAME?
Mot really. While there is
a shocking amount of
white in the game, it also
has its complement of
outdoor stages.

Q. ONLY TWO
HOURS LONG?

‘Fraid so. But with more
skill settings and suits
available on repeat
plays, don't expect it

to be done with quite
that soon...

Q. EXTRAS?

Suits and modes galore
to keep your interest, as
well as a heroic new
Viewtiful Joe trailer.

@ Choosing your outfit is about
more than this season’s
hottest colour...

additional play time for the game to lose its appeal.
And since even Normal mode will trouble many
gamers, expect to replay sections of the game
several times in order to make progress — PN.03is
not an easy game by any standards. After a short
time in control, you'll be leaping out of trouble and
blasting with the best of them but however good
you get, anything above the simplest difficulty
should present some kind of challenge. Often it's
boss battles that present these problems and these
are particularly noteworthy - from fighting gigantic
fixed cannons to heavily armed Transformers, you
won't just breeze past these guys. Then there's the
fact that you'll have to fight many of them twice...

FN.03 is short, hard and frenetic but quite

_| frankly it wouldn't work any other way. ‘Could
have been’ is the one phrase we just can't get out
of our heads and while we appreciate and enjoy
what FN.03is doing, any dancing fool can see the
areas that let the package down. Be it repetition,
simplicity or simply the fact that the overall product
just doesn't feel as polished as it should, there are
plenty of little things holding it back. Yet for
all its faults PN.03 sill manages to be a e
curiously compelling title. =

A CULT CLASSIC IN THE MAKING

SUITED AND BOOTED

To match her impressive array of dancefloor-
influenced athletics, Vanessa has a suitably
extensive wardrobe of different Aegis Suits.
On top of the different colour schemes, each
of these can be upgraded to different
parameters and features its own unique
Energy Drive attacks for when the odds are
stacked against you. These must be
purchased and augmented through the
mid-stage portals and between missions
using points earned for showmanship,
meaning you'll not only have a reason to
show off, you'll actually need to in order to
stay alive. In addition to the buyable outfits,
there are several up for grabs by other
means. These are well worth obtaining and
you'll need to have your dancing shoes on to
come anywhere close.
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REVIEWY | CASTLEVANIA: ARIA OF SORROW | GAME BOY ADVANCE

FOMAT REVIEWED
Game Boy Advance
'ORIGIN

Japan

'PUBLISHER
Konami
DEVELOPER
In-House

PRICE

$69.99

RELEASE

Out Now

PLAYERS

1

M You'll meet all sorts of
extraprdinary creatures along
the way, each with their own
strengths and weaknesses..

licking through this month's Retro
section, it's not hard to see that
we're avid fans of Konami's
Castlevania series. Although just a

handful of these Dracula-inspired titles can be

labelled as classics, the fact that the series has
lasted for 17 years goes to show that even the
lower-quality releases display a certain level of
polish. Fortunately, at the moment the 2D
processing power of the Game Boy Advance is
giving Konami the opportunity to continue the
series in its original form, rather than switching to
3D once and for all. Even so, neither Circle Of The
Moon nor Harmony Of Dissonance (the previous
two GBA Castlevania games) have been able to
match the grandeur of Symphony Of The Night on
the PSone. Now with Aria Of Sorrow, however,
that could all be about to change...

Employing a typically Japanese storyline that

sees Soma Cruz (the main protagonist) and his
friend Mina Habuka whisked off into the centre of a
solar eclipse, the game immediately introduces the
sort of magic and mystery that you'd hope for
from a Castlevania title. The year is 2035, and it's
been 36 years since Dracula’s last appearance on

ANOTHER CLASSIC CASTLEVANIA, OR JUST A SHADOW OF ITS FORMER SELF?

CASTLEVANIA:
ARIA OF SORROW

Earth - predictably, the eclipse is significant in his
return. Sadly, while the theme works well, the
scripting is awful, particularly where the dialogue
between Soma and the other characters is
concerned. Thankfully, these scenes (which tend to
be incredibly lengthy and really rather pointless)
aren't that integral to progression and only crop
up occasionally.

Scripting aside, just about every other aspect

of AOS is realised to a high standard, with
exceptional visuals for a GBA title. It's clear that
Ayami Kojima (the Castlevania illustrator since
Symphony Of The Night} has influenced the
creative direction of the game — Soma's feminine
appearance makes him look almost angelic, and
the character portraits that appear during the cut-
scenes are rather special. The animation is also
surprisingly smooth, especially when compared to
the other GBA Castlevania games. Soma moves
elegantly as his flowing coat trails behind him, and
with myriad dynamic attack patterns he’s easily
comparable to Alucard in Symphony Of The Night
as far as design goes. As for the rest of the visuals,
sprite rotation, enlargement and distartion
techniques are used at every possible opportunity,

W Learning attack patterns is important if you're to avoid taking damage. A
big blade such as this can remove a fair portion of your health.

# These giant clocks tum smoothly thanks to sprite rotation, This sort of
imagery runs right through the Castlevania series.

A L)
Q. GOOD mMusic?
Although the tunes aren't
as good as in some
Castlevania games,
they're far better than
those featured in
Harmony Of Dissonance.

Q. GOOD
CHARACTERS?

Well, they certainly look
good. The problem is
that the cardboard
scripting means that they
never really get a chance
to develop.

Q. HOW LONG?

You can finish the game
in less than five hours,
though finding
everything takes a hell
of a lot longer.
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SELLING YOUR SOUL
One of the most inventive new elements
in Aria Of Sorrow is the introduction of
Soul Powers - these take the place of the
sub-weapons that previous games have
featured and can be activated by
pressing Up and B (providing you have
enough magic power). Magic is once
again collected in the form of Hearts that
are left behind when an enemy or piece
of scenery is destroyed and, although
keeping your gauge topped-up is fairly
easy most of the time, certain abilities
can quickly drain it — especially during
boss fights where Hearts are in short
supply. Not surprisingly, finding every
Soul in the game can take many hours of
exploration. However, if any of your
friends are also playing the game, you
can link two GBAs together and trade
abilities with each other, giving the game
a Pokémontlike flavour.

o A A A e S
B This being a Castlevania game, it's only fair to expect a few gothic
monsters such as zombies and tetchy skeletons up for a scrap.
enhancing the characters and scenery while
creating a fusion of art and CG effects that would
be impressive on any format, let alone the GBA.
When you take the resolution and screen
limitations into consideration, the overall effect that
Konami has achieved is nothing short of amazing.

Of course, the most important factor of any

game is the gameplay and, once again, AOS
delivers the goods. Like Symphony Of The Night,
progression is an organic process, with new
sections of the castle becoming available as new
power-ups are located. While Soma is initially
limited to walking, jumping and slashing, items
that enable walking on water, double jumping and
gliding across wide gaps are awarded early on,
with many other abilities becoming available later.
But what makes AOS unique are the new Soul
Powers — magical moves based on enemy attacks.
There are 112 different enemies featured in the
game, each with attacks that can be added to
Soma's repertoire simply by destroying enough of
them and possessing their souls. You can then use
these against other enemies once they're activated,
though their effectiveness varies depending on the
strengths and weaknesses of each creature you
face. The game also features a range of hidden
weapons, costumes and accessories, each affecting
your strength, constitution, intelligence and luck

B Some of the enemies are huge. Big Golems are particularly impressive
as each limb is animated separately, resulting in very smooth action.

B Boss fights are some of the most difficult sections of the game, though
most have weaknesses if you can figure out their attack pattems.

levels once found. Certain areas can actually be
made far easier if you equip yourself with the right
attire — a process that comes down to your
experience with different enemies and areas.

Like Nintendao's Metroid games, progression

through Aria Of Sorrowis a time-consuming
affair that requires stamina if you're to reach the
end. It's not that it's a particularly difficult game to
complete, but the steady pacing and constant RPG-
style levelling up, combined with a maze of tricky-
to-navigate castle corridors makes for a
compelling, but at times daunting, experience. If
you played through Castlevania: Symphony Of The
Night, or are the sort of gamer who enjoys building
up stats and organising equipment, A0S will give
you a few hours of quality handheld fun. If,
however, you're expecting a straightforward
platform adventure game along the lines of SNES
Castlevania IV, you may find the whole experience
a little confusing. Either way, this is easily the
second greatest game in the Castlevania series,
only trailing just behind Symphony Of The
Nightin terms of scale, depth and o)
innovative design. =

" THE SECOND BEST GAME IN THE CASTLEVANIA SERIES

BRING]
PLATFOm-,I\: RG GENRES TOGETHER

While th

Ci E Con R

J?Jifni?’.' 218 platform game, A0g i a6

and magic lﬁ eally a case of sclecting 483 RPG
916 then jumping over s of g::am e

® We're fairly sure Bram Stoker didn't have anything like this in mind, but
Aria 0f Sorrow creates an authentically creepy atmosphere.

B Ancient gamers who remember the flying Medusa heads from the
original NES Castlevania may find these foes familiar.

CASTLEVANIA: HOD
v

- e
CASTLEVANIA: SOTN
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REVIEW | CLOCK TOWER 3 | PLAYSTATION2

hile the concept of survival horror
is nothing new to gamers in the
West, the Clock Tower series has
never really done that well over
here. Maybe it was the disappointing graphics,
muddled control method or all-round lack of
gameplay — whatever, it bombed. So Capcom is

FORMAT REVIEWED

PlayStation2 looking to change that with the release of Clock
ORIGIN Tower 3. Sure, it might carry on the tradition of
Japan ‘schoolgirl in uniform, tortured by evil souls’ from
PUBLISHER the last two games, but Capcom has tried to take
THQ a different angle with the latest instalment...
DEVELOPER

In-house Lying somewhere between the ‘leap out of
PRICE your chair' frights of Resident Evil and the
e : unsettling air of Project Zera, you'll always be on
ms edge as you guide lead character Alyssa through
{Japan/US: Out now) Clock Tower 3— mainly because there's almost
PLAYERS always someone right behind you trying to slice

1 you in two, melt you with acid or smash your
skull with a giant mallet. Defeating these demonic
killers is the ultimate aim, although you'll have to
solve plenty of puzzles first - usually of the rather
obvious ‘find item here, use item there’ variety.
Then there's another catch. As well as only having
a hottle of Holy Water to fend off foes, Alyssa is

i The serial killers you'll meet are all rather nasty - and some, like the
Comoder, are actually based on real-life murderers. Charmed, I'm sure.

® Sending the ghosts that block your way into the netherworld is much
more appealing than having one wrapped around your head...

I's a drinking fountain,

* shaped like a'lion.

WHO SAID THE JAPANESE WERE A WEIRD, TWISTED BUNCH OF PEOPLE, EH?

CLOCK TOWER 3 §

prone to panic attacks; if

she gets scared enough to

fill up her Panic Meter, =
she'll turn into a flailing

idiot and run the risk of getting
slaughtered. It's a good idea and one that certainly
adds value to the game’s atmosphere.

Sadly, the gameplay suffers from some duff

execution in places. Although the change
from point ‘'n’ click controls to a more Devil May
Cry-style system is welcome, controlling Alyssa
isn't that easy thanks to the over-eager camera
that flicks between set angles. The simplistic
nature of the puzzles doesn't help either, as it
turns the game into a case of running to and fro
as fast as you can rather than anything requiring
proper skill. It's a shame really, as even with all
these problems Clock Tower 3is far superior to its
predecessors in every way. We just doubt
that anyone but the most hard-core
survival horror fan will notice...

FLAWED, BUT NOT WITHOUT TS MOMENTS

M We're notcl to be rocket

THIS GA

ME U
MNIQUE

ILLBLEED

or ing, but mest of the

puzzles in the game take about two minutes to work out
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8§ PC
ORIGIN
Germany

PUBLISHER
JoWood

DEVELOPER
In-House

PRICE
§ $79.95

RELEASE
Out Now

| PLAYERS
1
MINIMUM SPEC

! 166 MHz Pentium

B processor, BAMB

| RAM, 130MB free hard
disc space, 4x CD-ROM
drive, 16MB DirectX
B-compatible
graphics card

ver played Secret Of Monkey Island,
Day Of The Tentacle or Sam And
Max Hit The Road? Then you'll love
Neighbours From Hell. Really, you
W|II Okay, so it's not exactly a sprawling
adventure game in the same vein as the
LucasArts classics, but it's the closest you're going
to get until George’s firm bothers to release the
sequels it's been promising for so long. Set over
14 different ‘episodes’, NFH places you as Woody,
the star of a new TV show called (funnily enough)

FINGERPRINT :

imagine Funniest Home
WHAT MAKES

Videos meets Home Alone,
but with more sadism. By
There have been tr
ot one that W“ meant

using various items hidden
TRAP < around the house, the idea
e Atonly 59935
—youdon't even ne

tanefu :
paﬁecifnrcml
aqm PC~

is to lay traps and hurt

gamers Woody’s neighbour in as

8 Some of the tricks are typical !‘.‘aﬂy On comedy. .. but they're 51|II damn funny all the same.

MAKING SOMEONE ANGRY HAS NEVER BEEN SO MUCH FUN..

REVIEW | NEIGHBOURS FROM HELL | PC

NEIGHBOURS
~..Z2 FROM HELL

W Sneaking is particularly
important when trying

to get past dozing

animals or even

snoozing neighbours.

many ways as possible, making him furious and
boosting your viewing figures.

However, working out where you have to use
each item to set a trap is just the tip of the
iceberg. Seeing as you have to set the traps ahead

of the neighbour, you'll have to keep out of his
way while you do it - he'll have a different routine
in each episode, with the dream bubble in the
bottom of the screen telling you what he’s up to if
you can't actually see. Obviously, crossing paths
with him will result in him beating you up (a big
no-nol, but you'll also have to use Woody's
special ‘sneak’ move to get past the neighbour’s
pets and prevent them raising the alarm. What's
more, the trick isn't just to play pranks but to
string them together to keep the neighbour
angry; start filling his Anger Meter and the bonus
points will roll in.

Unfortunately, there's a catch — while figuring

out what to do, laying traps and then
watching your neighbour get hurt in so many
ways (including being bumnt, electrocuted, tied in
knots and even covered in bees) is a great laugh,
there just isn't enough of it. Admittedly, the
budget price goes some way to alleviating this but
the 14 episodes are still over too quickly,
especially if you're good at puzzle games.
However, it's a minor gripe when you think how
much fun you'll have while you're playing, which
is the whole point of gaming in the first
place. We just hope JoWood developsan 7+
add-on disc some time soon... =

LEISURE SUIT HARRY

VERDICT 7 /10

T0O EHORT BUT WHAT'S THERE IS COMEDY GOLD
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REVIEW | ARMORED CORE 3 | PLAYSTATION2

f you can remember way back when
the PlayStation2 was first released,
you may recall the dearth of games
that came with it - and some who
like to torture themselves may even remember
Armored Core 2. In short, it was a travesty of
mecha gaming; terribly slow, with a disgustingly

PlayStation2 imbalanced parts system. Admittedly, some of
ORI these issues were tweaked in Armored Core 2

Japan Another Age but the fundamental structure was

PUBLISHER still fatally flawed. To anyone who had actually
Metro3D played the original PlayStation games (probably
DEVELOPER very few of you) the PlayStation2 ‘sequels’ would
From Software have made you weep big man tears. Thankfully,
PRICE none of this matters now.

$99.95

RELEASE

Appearing as a standalone title from previous

c:;now PlayStation2 incarnations, Armored Core 3is
Tl XEs very much a regression, in terms of gameplay, to

the halcyon days of the series. Set in a dystopian
future, the player controls an armored core (or AC
for short) — a fully customisable mechanical avatar.
Playing as a mercenary called a Raven, you
basically accept missions from whoever will pay
you; after all, the underground city of Layered is by
no means a tranquil place. The main focus of the
series has always been on progressing through the
missions and arenas and then buying parts with
the cash you eamn. It's power gaming in its purest
form. However, as many will know, power gaming
is rife with difficulties. In the case of Armored Core,

IR P—

# Upgrading your mecha's abilities is paramount to your success as you plough through the missions — changing weaponry, amour and even body parts is
the only way to ensure that your mecha will be able to deal with the ordeals ahead. That, and giving it a good wax polish every now and again.

SUIT UP, BOY —IT'S TIME TO GET THAT MECHA A-RUNNIN'...

ARMORED CORE 3

some parts have to be more powerful than others
so that a real sense of progression can be noticed
by the player; this can lead (as it has in the past) to
the unbalancing of parts in the Versus aspect of the
game. This time though, the designers have been
particularly shrewd and created a parts list with
very little redundancy.

~ Gone are the joke energy weapons, such as the
| Karasawa Mk2 - the Karasawa is still present,
but thankfully balanced. Instead of merely having
more powerful parts that eclipse others, the set-up
now consists of parts that, on their own, cannot
achieve a sufficient kill. Admittedly the machine
guns are very powerful, but they require skill to
keep the shots on target, and even then they're still
unable to take out most heavily armed foes alone.
Instead, they require the tandem use of other
weapons in order to bring your opponent down.
It's also worth mentioning the new Exceed Orbit
cores. Activated in the same way as Armored
Core Zs Overboost (which is still present), these
drones automatically target enemies and even
regenerate ammunition, but at the downside of
sapping your generator capacity. This overall
offensive management adds a diversity and
vibrancy to the already very solid combat.

Another interesting and tactical feature that has
been added to the series is that of being able to
drop and pick up weapons mid-game, to the extent

LASER BLADE
ND LIMIT

MACHINE GUN

S R S——

® A big mecha with an even bigger gun. Although melee weapons are
handy, a powerdul firearm can be your best friend in a clinch,

Q. CAN | USE MY
ARMORED CORE 2'S
SAVE DATA?

No, you can't. But then
this is a good thing

{no Karasawa Mk2,
thank God).

Q. CAN | PLAY
ONLINE?

That depends. Are you in
Japan? Then yes.
Otherwise, you're pretty
much stuffed.

Q. CAN | PLAY AS
OPTIMUS PRIME?

Sadly not. But you could
probably build your own
if you wanted.

kg’_’t;

VIRTUAL ON (ARCADE)

® The automatic lock-on only works when you're facing your enemy, so
don't expect any easy kills as you try to run away in a blind panic.

p s
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COMMISSION

Ke'd like you to executs an attack on
Kisaragi has played a leading
role In the aln: 5 unzr: lon and just recently

that it's possible to drop a heavy weapon only to
have your opponent pick it up and, consequently,
slow him down. Superb. In lieu of this reduced
firepower though, the player can now take
Consorts on some of the missions. Varying from
other ranking AC's to fighter jets, they add welcome
support in many situations. This is also
supplemented by the addition of the increased
Versus capacity. Armored Core 3is now four-player.
Set over two game types — Team Battle and Battle
Royale - the Versus aspect of the game is
particularly hectic. In Team Battle, the main goal is
to destroy the opposing team’s leader (a system
not that dissimilar to Hitmaker's somewhat flawed
Virtual On Force), and produces a surprising
resolve in teamwork. As for Battle Royale... well,
it's just a plain excess of carnage.

The series has been improved on the graphical

side too. The draw distance that plagued the
earlier PlayStation2 games has gone, so has the
abysmal slowdown. Instead, we now have a high-
speed action game with panoramic clarity. Along
with suitably gritty design work from mecha

% Mmm, homing missiles.
Why bother aiming when
you can use these rather
powerful little beauties?

designer extraordinaire, Kawamari Shouii,
Armored Core 3is an aesthetically accomplished
title. Armored Core 3 also uses Dolby Pro Logic Il
Surround particularly well, and gives a nice sense
of aural immersion that the games have always
needed. Unfortunately, the sad fact is that Armored
Core has never really received the recognition it
deserves in the West. Whether it's the brutal
learning curve of each game (including this one),
the controls that require perseverance to master or
just a lack of appreciation for mecha gaming, it's a
situation that should be rectified with this release.
Armored Core 3 may be a sequel, and hence
derivative, but it's still a very well-crafted D
game. Let's hope it's appreciated as such. =

!

THE GRAN TURISMIO OF MECHA GAMES

& ENHANCED

IMPROVING ON TH OHIGJNAL
new

EXCEED g
recharge, BITS:
DROP ‘Ep:

the loag, Parts ca D it to lighten

Up mid-game,

@ FELECT g

BIT PART PLAYER

In the original games, there were two sets of
in-game cheats the player could utilise; one
offered contextual improvements to your AC’s
performance (firing back-mounted cannons
while moving, for instance) and the other
allowed you to disregard the strict weight
limitations. To acquire these attributes you had
to get into debt and then undergo a mission -
basically, you would fail and get rewarded. In
Armored Core 3, however, all this has been
changed. Upon completion of the missions you
will be given an option part called Op-Intensify.
This part uses all your option slots and has to
be trained so you can use its attributes — you
have to earn the reward this time round. The
weight limit is still present too, but you can
now overload your AC to the detriment of
moving speed. In short, Armored Core 3 forces
the player to appreciate the brilliance of its
intricate parts system.

B Some of the earlier enemies can be avoided by simply hiding behind

the scenery and pratemimg that you're not there. No, only joking.

B Multiplayer action is where it's at—unfortunately, the online play has
been taken out of the PAL release. Damn their eyes.
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REVIEW | MOTO GP 2 | XBOX/MULTIFORMAT

® C'mon, that's just showing off. Saying that, Stunt mode rewards you with extra points for this kind
of showboating so you can justify those hours spent practising your wheelies.

e

ithin the constraints of two-
wheeled vehicles speeding
around designated circuits, there
really isn't all that much room for
artistic licence. Throw in real people and locations
and the leeway becomes marginal at best. Such is
the problem faced by the Moto GFP games. Like

Microsoft Formula 1, team line-ups and visited courses rarely
DEVELOPER change, meaning regular updates can feel
Climax frustratingly similar. Short of decreasing the
PRICE frequency of these titles (developers wouldn't like
$30.95 that) or being creative with the events and modes,
RELEASE there’s not a lot more we can expect. But while it
Qut now < b 2 .

may seem like we've seen it all before (mainly
PLAYERS

1.4 (2-20 on Live) because we prettyj much have), as a standalone
game Moto GF 2is a very respectable effort.
Tracks, riders, unlockables — everything in the

MOTO GP (PS2|
; game feels horribly familiar from the off. Short

® Aggressive riding at its best. Don't try this at home, kids. ..

MOTO GP 2

ONLINE RACING REVVING UP IN ANTICIPATION OF GOING LIVE

® Rider reactions to your high speed antics are often rather amusing,
like with this dissatisfied customer.

of a few additional challenges, many of the modes
and even the cheats are straight out of the first
game. On closer inspection, there are actually six
new tracks in addition to those we raced last
season and a few different riders. Nothing huge,
sure, but enough to make for a little more variety
in single and multiplayer modes. As you'd
imagine, every track, bike and set of leathers is
modelled faithfully on their real-life counterparts
and they don't disappoint when it comes to
mimicking the motor sport as closely as we've
ever seen on a console.

With the Xbox's wonderful ability to use
custom soundtracks, there's always the danger
of developers getting complacent with the tunes

e

they provide. It's unclear whether this is the case or Q. GAME MODES?
. . s Quick Race, Career,
whether Climax thought a mediocre dirge-rock Stunt and Time Trial.

Qutside online play,
Career is the only mode
with more than a couple
of hoursto it.

soundtrack would genuinely complement the

Q. SPLIT SCREEN?

Up to four players can go
at it on a single Xbax and
the quality and speed is
great - it’s like Live never
happened. Sort of.

Q. WORTH
UPGRADING?

It may sound harsh but
probably not, This
sequel is a great starting
point for newcomers
but may cause a little

1 Fans of the sport will love the realism of tracks and riders. déja vu elsewhere.
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— Dur rider shows the world
just why helmets are a good
idea. Happy landing, fella...

H Replays are once again impressive, offering a slew of angles from
which to enjoy your success.

R

game - either way, this isn't the game’s strongest
area and lets down the other decent audio
elements. Once you've muted the sound or ripped
your own playlist, you'll be better able to appreciate
the finer things in the game. The visuals and sense
of speed are particularly impressive — wet courses
shimmer beautifully, heated tyres send up plumes
of smoke and weather effects like heat hazes and
rain showers make concentration suitably difficult.

Unsurprisingly, gameplay is as good as ever.
The ‘if it ain't broke” attitude can usually be
dismissed as laziness, but in this case why change

a good system? The precision control you have
over the bike feels solid and responsive and the
various challenges and modes will lead you from
rookie status to podium glory in a relatively
straightforward fashion. There's also the small
matter of the Sim level - a slider can be set to
whatever percentage you choose and reflects how
realistic (read: unforgiving) the game is. A
wonderful idea in theory, but the change in
handling isn't all that dramatic — the main change
seems to be an increasing inability to stay on the
bike as you slide the bar towards full Simulation.
This makes for an excellent challenge and although
it’s not really what we'd call simulation, it's a lot
closer than much of the competition can boast.

M Arcade mode throws the mandatory checkpoint time limit into the
equation to make it that little bit tougher.

Of course, one of the game's main selling

points is its full Xbox Live support, fully in place
for when it launches in October. And we can tell
you that it's going to be as good as you'd hope for.
Unfortunately there isn't more to it than just course
racing, though - as good as it may be after a few
races, the novelty can wear somewhat thin (not to
mention being sworn at by the cocky 12-year-old in
the lead). That said, it's apparent that Climax knows
its way around Live, offering Moto GP 2 players
everything associated with the online community
making it an exciting prospect come October.

Ultimately, a lot depends on whether you own

the first Moto GP. With so few major changes,
we can't recommend shelling out a second time for
what is effectively more of the same - perhaps
Moto GP 1.5 would have been a more accurate title.
A sequel should take the strengths of the original
product and refine them into a superior game, not
take the strengths of the original product and put
them in a different box. After the feature-filled Moto
GP 3from Namco, we were hoping for a suitably
packed reply from Climax, but rather than impress
with the sheer amount on offer, Moto GP 2
impresses through pure solidity. This may be fine for
now, but we just hope Live support doesn’t 3

become a substitute for standalone longevity.

¥

Credits gained: 1
Cradits to distribute; O

V4

LOOK MA, I'M FAIVIOUS

Career mode may not be as deep or as
comprehensive as those seen in many
more niche racers but it certainly fulfils its
purpose with aplomb while remaining
accessible. Starting with your own
created rider on a bike of your choice,
you'll be required to work your way up
through Grands Prix and challenges to
eam championship points and experience
to improve your skills. This is the only
mode outside of Live play with any
substantial lifespan and just winning a
season will be hard enough, let alone
maxing out your rider or unlocking all the
extra features hidden within. Start
playing with skill settings and Sim levels
and the potential is greater still...

B Completed challenges yield bonus points to tum your created rider
into a superstar of the circuit.

I Thanks to the Xbox hard drive, you can save as many replays as you
choose with which to bore your friends at a later date,

'VERDICT / /10

OVEFIFAMILIARITV MARS AN ACCOMPLISHED TITLE
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REVIEW | DEF JAM VENDETTA | PLAYSTATION2/MULTIFORMAT

.. - 136400
_CAPONE 75

W You can do even more damage outside the ring; especially if you dive over the top rope onto your opponents.

restling may be a a dubious sport
but that doesn’t mean all
wrestling games are rubbish.

W Indeed, WWF Wrestlemania 2000

and WWF No Mercy on the N64, or the recent

FORMAT: REVIEWED Kinniku Man Il on the GameCube were all great
Hlayatiana fun to play, even if they did have too much lycra
gamm :g:::m-rs in them. But then, maybe this is where wrestling
ORIGIH games have been going wrong - trying to relate
Canada the games to ‘real’ wrestling is usually what turns
PUBLISHER people off. That's why we're impressed to see that
EA Sports BIG Def Jam Vendetta does what no other wrestling-
DEVELOPER based game has done before and makes the art of
Aki Corp/EA Sports grappling appeal to a more mainstream audience.
PRICE
$99.95 You can kiss goodbye to the elaborate
RELEASE entrances and ridiculous costumes, but the
aus Now bone-crunching action and over-the-top finishing
::A\‘Eﬁs moves remain intact, albeit with a distinctly
‘street’ flavour. Set in the underground locales
where you'd normally expect to find illegal fight
clubs, EA Sports BIG has done a good job of
capturing the atmosphere that you'd expect from
W There are over 45 fighters to

this type of location thanks to its previous

choose from, including five ! & ;
experience with the NBA Street series. Each of the

ladies and 12 rap stars.

DEF JAM VENDETTA

IT'S A WRESTLING GAME FOR PEOPLE WHO HATE WRESTLING

8 FUSED

B
W'I?ENGIN(SBT FSENRES TOGETHER
toes owe 4 few o e g
iy STREE:?.?I:S R!)\.l gm world of wn‘:stiing=i
- {3 X :
= Vendettahas 5 streetwise i{:jr::{i flnﬁﬁfam

. Wi HEAD HEALTH:
ZMOVE COMBO . g ,
- ATTEMPTED MURDER
f23500 . 10750
_ MANNY 735
115
TiME (

® Some of the move names are a little disturbing — attempted murder, anyone? We'll pass on that one, thanks.

WU-TANG: TTP

45-plus characters in the game has their own look,
personality and ‘in-your-face’ taunts which, when
combined with the licensed soundtrack from Def
Jam artists such as DMX and Ludacris and the
numerous locations in the game, really help
create the attitude that a game like this needs.

The gameplay is also top-notch, mainly thanks

to the tried-and-tested fighting engine
provided by Aki Corp. This helps create a game
that's superior to anything THQ has produced
since dropping Aki in favour of Yukes; it's fast
without being too arcadey and has enough
variety of moves to keep each match interesting.
Even better, Def Jam Vendetta is a challenging
game with enough unlockable goodies to keep
you coming back for a long time - and that's
hefore you even think about playing against your
friends. This title is well worth a look, even
if you've never been a fan of grown men
fondling each other in the ring.

= 4
KINNIKU MAN It

' The GameCube version of Def
Tebil, Jam Vendetta is practically
identical to the PlayStation2
one. This is both a good thing
(because the game is lots of
fun and the gameplay didn't
need tweaking) and a bad
thing {as it could have looked
a bit better). Oh well...

WRESTLING WITHOUT THE LYCRA - AND IT'S FUN TOO

SMOKED 4
} 7250,




DEVASTATION

CLEANING UP THIS TOWN IS GOING TO BE ONE HELL OF A JOB

X
FORMAT REVIEWED
PC

ORIGIN

us

PUBLISHER
MNovalogic
DEVELOPER
Digitalo

PRICE

$79.95

RELEASE

Out now

PLAYERS

1-16

MINIMUM SPECS

700MHz processaor,
256MB RAM, 1Gb
HDD space, 32Mb
3D graphics card

i

B8 The scenery is cluttered with bottles and lengths of 2x4 that can be
used as weapons, but its much more advisable to stick to your guns.

B Stealthily sneaking up on your adversaries takes a great deal of care,
as clumsily disturbing a piece of garbage will alert the razor-sharp Al.

f there's anything more in fashion

with games developers at the

moment than cel-shading it has to

be the inclusion of a realistic physics
engine, and Devastation seems to go out of its
way to emphasise that it certainly isn't without
this season’s must-have accessory. Since the
devastated world in which the game's events
unfold clearly hasn't seen a garbage collection
day for a good few years, environments are
literally littered with an obscene number of
interactive objects to fully parade the capabilities
of the MathEngine Karma physics system. The
combination of object physics and rag-doll death
animations makes for some moments of
cinematic brilliance as your slain enemies are sent
sprawling into the scenery, but the surprising
regularity of glitches with the engine sadly
frustrates as often as it impresses.

While the much-hyped physics system is way

too flawed to succeed in setting Devastation
apart from the crowd, as a run-of-the-mill FPS the
game proves itself to be a pretty solid all-rounder,
capable of holding its own against some of the
better examples in the genre. Everything you
could want from an action-packed shooter is here,
from the varied collection of over 30 weapons to a
lite’ squad-based element that enables you to
issue one of four basic commands to your small

-< Eesssenel

headshot makes it all worthwhile.

et I i i ﬁ-
Tocan 3 4

1 The physics engine can become annaying at times, but watching your enemy crash into his chair after the perfect

REVIEW | DEVASTATION | PC

® GLoBaL

TAKING

band of followers. All of this is
made wonderfully accessible to even the most
novice gamer, and offers more experienced
players a game they can pick up for a quick blast
without having to invest too much thought.

Perhaps most notable is the undeniable
beauty of the surroundings in which all of this
takes place. The backdrops of a bleak Earth in the
not too distant future are graphically stunning,
and the incessant mounds of trash are as
attractive as a pile of rubbish has ever been.
Even the beefier PCs will tend to groan under
the weight of such graphical detail and complex
object physics when the action really starts to
kick off. The appealing setting and standard
gameplay features also provide strong
foundations for the online multiplayer experience,
which again doesn't break any new ground
but is without doubt a vastly entertaining affair.
Although there's certainly nothing special here,
Devastation does enough to stand out above
the more average contenders in its class. Those
wanting to add a decent action shooter
to their collection could do a heck of
a lot worse.

(L1

~ VERDICT //10

ABOVE AVERAGE SHOOTER WITH IMPRESSIVE VISUALS

DIE HARD: VENDETTA
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W Sometimes a heavy handed
approach is the only way— these

guys won't refuse us access to
their boat next time. ..

REVIEW | SOCOM: US NAVY SEALS | PLAYSTATION2

BARGE SECURED

OBJECTIVE COMPLETED:

Al
Q. HOW MANY
PLAYERS?
Up to 16 online. It's
enough for decent-sized
teams without risking the
massive slowdown of a
larger scale battle.

Q. IS THE HEADSET
ESSENTIAL?

In theory, no, but in
practice there will be
times when you need to
be moving, shooting and
issuing orders at the
same time.

Q. SINGLE OR
MULTIPLAYER?

The game benefits from
both, but we'd say
multiplayer just takes it
by being more diverse
and enjoyable.

onsidering the genuinely scary
following Counter-Strike has forged
amongst PC gamers, it's a small
miracle that no squad-based title has
had a similar impact on the console market. Most
of the blame for this can be attributed to consoles
lacking online support {until recently, of course),

:gr::;‘:?'m with the epic conflicts of network gaming

SRIGIN impaossible to faithfully recreate through either split-
us screen or Al. Today, at the birth of the console
PUBLISHER online revolution (the Dreamcast’s sluggish 33k
Sony modem was obsolete even at launch) we now have
DEVELOPER a level playing field on which the networked
In-house duellists can compete. This PS2 pioneer has one of
PRICE the big guns of PC online gaming in its sights but
$139.05 Wil heacset who'll score the first {and only) headshot?

RELEASE

2&;‘;5 ; SOCOM drops you into the boots of an elite

1 (2-16 online) __! soldier armed to the teeth, and while you only

Prews the «_button o slect a priviary weapon for youncf.

WAHUNA PRIMARY

R
FIRE MODES  SINGLEBURST-AUTO

RLLCT

| ABLE FLEMENT

BACK TO ARNOUAY

control a single operative, you'll have three others
at your disposal through voice commands and
orders. Before undergoing one of the game’s
missions, you're able to pick your supplies and
firearms from an impressive array of real weaponry
to ensure your squad is prepared for the worst. The
assignments themselves cover a suitably varied
selection of locales — expect to use night vision
goggles, thermal suits and high explosives over the
course of the dozen missions on offer. The controls
feel fairly responsive but do almost seem ported
from a PC game — there are so many commands to
get your head around that it can feel a little

W As you progress through the game, you'll be able to equip your
SEAL with more and more potent firepower.

W If it weren't for your trusty night vision goggles, you could have
tripped over that dead person and really embarrassed yourself.

overcomplicated at times.

088 games™
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Makes the most
s &t the same
St multiplayer action

NAVY SEALS

NOT JUST ANYONE CAN JOIN THE U.S. SPECIAL FORCES...

The nature of this genre lends itself wonderfully
|| to large-scale multiplayer shoot-outs so it'll
come as no surprise to hear that this is where the
crux of the game lies. The game modes cover well-
trodden ground - bomb disposal, hostage rescue
and so on - and do so fairly well, albeit in a slightly
more dumbed-down manner than we'd like. Tactics
and strategies can be used but doing so isn't
rewarded as well as it could be —even the more
complex modes can be won by eight one-man
armies. Even so, there’s a lot of fun to be had with
SOCOMs online potential and if you do just want
to go on a killing spree, there's even a mode to
allow this. Headset use in multiplayer is also a lot
more amusing; you'll hear less: “Bravo, run to
Charlie,” and more: “Give back my gun, you dirty
thief!” - just the kind of thing the game needs to
keep it from getting too heavy-going.

_ For a game so heavily based in multiplayer
functionality, SOCOM's one-man show is

surprisingly enjoyable. The integration of the
headset into the one-player game is a superb
achievement both technically and practically —
while its use may be limited, it fulfils its purpose
perfectly. Missions tend to be a little linear, with
many secondary missions and sub-objectives often
leading you in a specific direction. This isn't
necessarily a bad thing but there's easily room for a
little more freedom here before the tasks become
too daunting or confusing. The fact that there are

only 12 missions is a little grating, although in their
defence these are given fair replay value by the
varied equipment you can choose and the optional
secondary objectives in the field.

It may not be the most opulent jewel in Sony's

| crown but striking a perfect balance between
good looks and running smoothly online is never
easy —we'd gladly sacrifice the former for the
latter. Unfortunately, it's not quite that clear-cut and
beneath the fairly average exterior lurk a few
minor lag issues. Nothing worse than the odd
judder and nothing that detracts from the
gameplay but their presence tarnishes the surface
somewhat. Sound is passable but this seems
almost excusable, especially in multiplayer when
the headset is buzzing with orders and abuse.

The best way to grade this is by its competition
| and we can safely say that on the PS2, there
isn't really any to speak of. On other consoles only

Ghost Recon on Xbox and Conflict: Desert Storm

for GameCube currently match or surpass
SOCOMs accomplishments. Sure, the PC has
several titles that could humble this game, but
short of shelling out for a gaming standard PC,
this is as close to becoming a special forces <7

operative as many of us will get. Kind of. =

PLAYABLE AND ENJOYABLE BOTH ONLINE AND OFF

TALK TO ME

The bundled headset incorporates a
microphone and earpiece, making
communication a breeze. At the touch of a
button, you can issue orders to team-mates in
single and multiplayer modes as well as
listening in on their ideas and replies. In one-
player mode this is particularly useful, giving
the lone agent the opportunity to plan attacks
and spring traps. As with all such ventures,
giving the nation a voice has its drawbacks
and in this case one such pitfall is idiots. Be it
loud-mouthed brats with a feeble grasp of
anything aside from profanity, or those who
take the whole thing way too seriously (much
as we enjoyed [nwo]DeAtHbRiNgAG66's
company), the overly vocal minority tread a
fine line between creating a unique experience
and triggering an involuntary lunge for the
Reset button. Thankfully, as with Xbox Live,
these people are rarities and, for the most
part, the headset is an asset to the game.

® Long range neutralisation, sniper style, Great fun,

= Come on, that's not very professional now is it?

RAINBOW SIX (CONSOLE)

games™ 089



REVIEW | POSTAL | PC

M Decapitations are the order of the day throughout the game, and the
heads of your victims make great footballs.

i The physics engine is one of Postal Zs few qualities, making for some
impressive ragdoll deaths and object interactions.

" FORMAT REVIEWED
PC
ORIGIN
us

| PUBLISHER
Whiptail Interactive
DEVELOPER

I Running With

i Scissors
PRICE
$89.95
RELEASE

8 Out now

| PLAYERS

N1

| MINIMUM SPECS
733MHz processaor,

| 128MB RAM, 1.2GB
HDD space, 32MB

® video card

9 ix years have passed since the
infamous Postal was released
| amidst a blaze of controversy over
S its shameless portrayal of
gratuitous violence and political incorrectness,
the likes of which had never been seen before in
a videogame. Needless to say, when developer
Running With Scissors announced the sequel
would parade an all-new first-person perspective
(with Unreal engine and Karma physics
technology to boot), eyebrows were raised by
censors and wannabe psychopaths alike.

Whilst Postal Z's distinctively dark brand of

humour may not be everyone's cup of tea, we
believe that originality is originality — no matter
how depraved — and were particularly intrigued by
the game’s promised level of non-linearity. When
Postal Dude leaves his trailer-park home with a list
of everyday errands, such as buying milk or
returning a library book, his destiny is placed
entirely in your hands. While you could choose to
make his journey to the shops an uneventful one,
crossing a town crammed with tempting
opportunities for any budding serial killer makes
this a very unlikely prospect indeed. Similarly, the
tasks themselves can be approached in a number
of ways. On reaching the shop you could simply
wait in line with everyone else, decide instead to
urinate all over your fellow citizens to persuade

B The game is filled with self-parody, and includes the Running With Scissors
offices complete with bad-boy CED Vince Desi himself.

POSTAL 2

A FUNNY THING HAPPENED ON THE WAY TO THE SHOPS, DARLING...

re il
in awe as gun-toting yicare 1ot
fundamgnm-m?ﬁ"g vicars take

them to leave the queue, or resort to dousing the
whole lot of them in petrol and flinging a match
their way. And then urinate on them.

Sadly, this superb potential for freeform

gameplay is completely lost in the
disappointing quality of its delivery. The game
features some of the most abysmal combat we've
seen in an FPS for some time, with baffling
inconsistencies to the damage your shots inflict
and some laughably flawed Al. Likewise, interiors
are terribly primitive and come sparsely furnished
with objects made from the crudest geometric
shapes. By far our biggest gripe about the game,
however, has to be the frustrating regularity of
load points, each involving an unwelcome break in
play of around 45 seconds. These points are
helpfully signposted, but each zone is relatively
small and you may be forced to cross several of
these en route to your destination. The
accumulation of these faults ultimately
undermines any desire to explore for long, and
makes for an altogether less entertaining affair
than the wanton killing sprees GTA3 allows
players to perform between missions as a
mere a supplement to the main game itself.

VERDICT -3/10

GREAT POTENTIAL RUINED BY AWFUL EXECUTION

DUKE NUKEM 3D
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& Grappling moves provide the most entertainment, as opponents can
be pummelled into the fioor, walls or any nearby piece of scenery.

ny new contender stepping into the
Xbox one-on-one beat-'em-up arena
had better have something special
up its sleeve, because it's going to
come up against some pretty tough competition.
With the likes of Dead Or Alive 3 and Mortal
Kombat: Deadly Alliance doing the rounds at the

expect from any console-based fighter with its
Story, Versus, Survival and Team Battle variations
on the punch-up theme. The game’s 12
combatants are a well varied bunch, featuring
your typical wizened Chinese master, surly man-
mountain and scantily clad female types. But,
quite frankly, the only aspect of any beat-"em-up
we really give a hoot about is what goes on when
these guys get down to business in the arena of
conflict. Sadly, the allimportant gameplay within
Tao Feng simply isn't up to scratch. While we do

CAN TAO FENG HOLD ITS OWN AGAINST THE BEAT-EM-UP BIG BOYS?

TAO FENG: fsT OF THE LOTUS

tend to prefer a good old-fashioned bare-knuckle
affair over games where fighters rely more on
their supernatural powers, the combo-based
action in Tao Feng lacks the quality to attract
seasoned campaigners and just isn't enough fun
to keep the casual gamer interested for long.

:g::"” HEVIEIVEL mament, and the mighty Soul Calibur Il on the Although no amount of amusing features can
o way, how many of us are going to cough up a compensate for core gameplay, we were

us hundred bucks for anything but the genre's one or impressed by a couple of notable elements.
PUBLISHER two top titles? But expectations were high when There's plenty of satisfaction to be had from
Microsoft John Tobias, co-creator of the legendary Mortal pummelling opponents through the interactive
DEVELOPER Kombat series, sent his latest brainchild, Tao Feng: scenery, and the progressive depiction of a

Studio Gigante Fist Of The Lotus, into the fray. Could the game character's wounds as they take a beating is
PRICE actually possess the, er, calibre to take on Sou/ excellent. Another sweet touch is your ability to
$99.95 Calibur I and friends, or was it all likely to end in affect the effectiveness of an adversary’s punches
RELEASE tears? or kicks by damaging their relevant limbs.

Out Now

:AYE“S Tao Feng has the standard set-up you'd Unfortunately though, rather than being the

title contender many were hoping for, Tao
Feng would far more likely qualify to be Frank
Bruno's next opponent. Although it's by no means
the worst beat-'em-up we've ever played, it's hard
to see what TF:FOTL was supposed to offer that
would compete with the many superior (
titles already on the market.

(Ty=}

_vERDpIcT 4/10

BELOW PAR GAMEPLAY, BUT A FEW NICE IDEAS

REVIEW | TAO FENG: FIST OF THE LOTUS | XBOX

FINGERPRINT
m:m;gims GAVE UNIQUE
Blfwg‘utpunm;ng mﬂw S‘DDlheem |

I Besides an array of combos, each character has a couple of special moves that =
can be pulled off when their Chi meter is full.

B Ch and envit are f

ic to look at, but the novelty
doesn't keep some seriously flawed gameplay hidden for long.




REVIEW | BURNOUT 2 | XBOX/MULTIFORMAT

W There are plenty of special bonus cars to unlock such as a Hot Rod,
Fifties mobster wagon, Daytona racer and even an American cop car.

t's a sad fact these days that some

really good games don't get the

appreciation they deserve — even if
they look great, feature interesting

concepts and receive rave reviews from the
specialist press. Don't believe us? Then just look at
Ico, Rocky and the original Jet Set Radio; all great
games that failed to make any kind of mark against
the likes of EA's licences, Rockstar's violence and
GameCube, PS2 KKonami’s ball skills. The strange thing is that even
ORIGIN though it featured two of the things that people

UK like in games these days (namely cool cars and
PUBLISHER high velocity), this is exactly what happened to
Acclaim Burnout 2 on the PlayStation2 as well.

DEVELOPER
Criterion Games

PRICE
$99.95
RELEASE
Out now
PLAYERS
1-4

FORMAT REVIEWED
Xbox

OTHER FORMATS

Although it certainly sold well enough when it
appeared in October 2002, a combination of

W Burnout 2 being based on speed, the key to winning is to use the
Bumout as often as possible. Oh, and not to erash, That's impartant too.

;e L

M Although they get better as you progress, even the computer cars crash
out loads — but make sure you don't get caught up in the mess.

BURNOUT 2;

FINALLY, ACCLAIM FEELS THE NEED FOR SPEED ALL OVER AGAIN

POINT OF IMPACT

factors - including getting lost in the run-up to
Christmas and the fact that a lot of people didn't
really get that it was more than a basic racer -
meant the game never reached the heights
Acclaim might have hoped for. Despite all this
though, Acclaim has thankfully decided to give the
series another turn of the wheel (so to speak) and
has brought Burnout 2to the Xbox and
GameCube. However, this isn't just another lazy
port done with the intent of raking in a little more
profit - instead, Criterion Games has worked hard
to make these newer versions of the game take
advantage of the more powerful hardware, as well
as throwing in a few bonuses for good measure.
The biggest problem that the Burnout series faced
when it was first conceived was that a lot of people
didn't get what it was trying to do. If you're sitting
MIDNIGHT CLUB I

il o Shrotnas - N
1 Don't forget, there are no rules here - if winning means having to shove
your opponents into the walls, don't think about holding back...
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Careless driving costs lives — hut considering how fast Bumowt 2 can
go, you'll be crashing quite a bit until you get really good at it

SCORE
113,241

POS 1[4

there thinking that it's just another arcade racer 4 la
Project Gotham Racing and SEGA GT 2002, stop
right there because you're wrong. What Burnout 2
offers over regular arcade racers is an emphasis on
speed and danger rather than overly-complicated
courses, impossibly-skilled computer opponents
and a ton of other gimmicks that risk muddying
the waters of fun.

As with all the best ideas, it's a fairly simple

concept to grasp. As you race along each
course, the Burnout Meter at the bottom of the
screen gradually fills up — the more dangerous your
actions (such as driving on the wrong side of the
road, having near misses with other cars and
powersliding around corners), the faster it fills.
When it's completely full, you can hold down the
Burnout button and start really flying round at
some insane speeds. But there's a catch - although
reaching top speed isn't all that tough, stopping
your car from smashing into obstacles and any of
the other cars on the road is something else. It's
this combination of trying to keep ahead of the
opposition, going as fast as you can, racking up
Burnout combos (by using boosts in a continuous
chain) and all the while avoiding anything that gets
in your way that gives the game its thrills. It's not
fancy or packed with excessive frills; it's just fun.

Of course, this is exactly the same thing that the

first Burnout offered, so why should you cough
up for the sequel? Probably because pretty much
everything that was wrong with the original has
been ironed out in some shape or form, that's why.
Criticised for being far too harsh with its crash
physics and damn near impossible against some of
the later opponents, the original suffered a little for
concentrating a bit too much on the ‘look at our

4:631,666

(o 21;3

Alls

MANY STAGES?
Pretty much — there are
15 challenges in
Championship mode
(some set over multiple
races), with a further
eight unlocked once you
complete those. These
are damn tough, mind.

Q. MONOTONOUS
GAMEPLAY?

Mot really, considering
the placement of cars
every time you play is
random = you can play
the same track over and
over without having the
same actual race twice.
Plus, there are the
different styles of race...

HEAR'MISS ! <2

o ﬁ

M Filling your Burnout Meter can be
gT%.ES? ENT done in several ways, but the best is
to drive on the wrong side of the road
into the oncoming traffic.

ENanGe

IMPF\‘QVING ON THE ORIGINAL

You've got Grand Prix
challenges (lap-based
tournaments over several
races), Pursuit challenges
(chase the enermny car
and ram it off the road)
and straight runs from A
to B, as well as the Crash
Junetion section.

bullet-time crash effects” and not enough on the
actual game. In particular, the focus on collisions
{where even brushing past another car at high-
speed resulted in some painful-to-watch smashes)
was certainly detrimental to the game, which is why
Burnout 2 tones things down a bit. Obviously,
there's still plenty of scope for turning your car into
a burning wreck if you slam headlong into anything,
but now you'll be able to get away with nudging
past cars and scraping against walls if a corner gets
too tight. The difficulty curve has also been levelled
out, making later races less frustrating; although
that's not to say the game's a pushover...

CRASH AND BURN
Although it's only a small sub-section of the
game, there's a lot of sweet racing
satisfaction to be had in the Crash Junction
part of Burnout 2. Of course, ‘racing’ is
probably the wrong word to describe it
seeing as how the majority of the time you'll
be slamming into as many other vehicles as
you can at high-speed. Each stage features a
short section of run-up track followed by a
strip packed with cars; starting with a full
Burnout Meter, the idea is to go as fast as
you can before slamming into the traffic jam
and causing as much carnage as possible. It's
a simple concept, but then the most basic
ideas are usually the most fun...

Admittedly, Burnout 2 isn’t anything drastically

new considering it's been out for a while on the
PS2 and is simply an evolution of the original
game. However, that doesn't stop it from being any
good - in fact, quite the opposite. Against the bog-
standard racing action of SEGA GT 2002 or Project
Gotham and Midnight Club Ifs demand for
amazing feats of memory to make it round every
course in first place, Burnout 2 streaks past
everyone by having the essential ingredients that
every arcade racer needs — loads of speed, plenty
of tracks and, most importantly, the most
frenetic racing action around. It doesn't take
a genius to see what's more important...

GAMECUBE

$99.95

OUT NOW

For once, the 'Cube
doesn't suffer in the
= control department -
§ the pad works
perfectly. In fact, aside
from a few lighting
effects, this is pretty
much the same as
the Xbox version,

(v

$99.95 OUT NOW
Not surprisingly, the
P52 version looks a
bit ropey when
compared to the
Xbox and GameCube
but that doesn't stop
it being great fun. A
definite bargain if
you can get it cheap.

VERDICT 8/10

ARCADE RACING AT TS VERY FINEST [AND FASTEST)

games™ 093



REVIEW | X2: WOLVERINE’S REVENGE | XBOX/MULTIFORMAT

FORMAT REVIEWED
Xbox

GC, PSZ, PC, GBA
ORIGIN

UK
PUBLISHER
Activision
DEVELOPER
GeneFPool
PRICE
$99.95
RELEASE
Out now

PLAYERS
1

STAR WARS:
BOUNTY HUNTER

INDIANA JONES AND
THE EMPEROR'S TOMB

#

WOLVERINE HAS ANOTHER STAB AT VIDEOGAME STARDOM

X2: WOLVERINE'S
REVENGE

hen we first heard that two of the

biggest stars in sci-fi — Mark
i *Skywalker’ Hamill and Patrick

‘Picard’ Stewart — would be
teaming up to provide the voices behind the latest
X-Men game, we were intrigued. X2: Wolverine’s
Revenge sees Stewart reprising his role as
Professor Xavier, while Hamill is perhaps less
predictably cast in the title role as the vengeful
mutant himself. Although scheduled to coincide
with the release of the second X-Men movie, the
game is clearly rooted in the comic book version
of the saga both in terms of style and storyline.

With a plot by Wolverine comic veteran Larry

Hama, fans should find the lone wolf's exploits
in the game consistent with his previous Marvel
adventures. Not only will our hero encounter old
adversaries Magneto, Juggernaut and fearsome
arch-nemesis Sabretooth, but players will have the
complete selection of Wolverine's special abilities
at their disposal to ensure the good guys win the
day. A tap of the white button will extend or retract
those famous claws, activating Wolverine's special
healing abilities between inter-mutant scraps,
whilst holding the left trigger engages his
heightened senses. One of the most welcome
variations to gameplay is the element of stealthy

; mrswﬂhl’fﬁw

Wars legend

ALL STAR CAST. S0 CCr oatick

movement that allows players to sneak up on
unsuspecting foes. Sadly, these scenarios are
mostly scripted and little opportunity is provided to
integrate this feature into more general play.
Equally entertaining yet overly linear is the string
of set-pieces players must complete during the
course of most levels, culminating in some
exhilarating boss battles.

Diverse as some of these features and

scenarios may be, gameplay never really
expands far beyond putting together single-button
combos or executing special strikes by simply
pressing the B button when prompted. The
resulting action is visually rewarding but severely
lacking any sense of achievement and offers very
little replay value over the game's relatively short
duration. The uninspiring environments and
overall graphical mediocrity don't add much
appeal either, but despite its faults this game could
easily have turned out a lot worse. With its
refreshing variety of gameplay features, X2 enjoys
some success in setting itself apart from the
most basic slash 'em-up affairs, and the set- "
piece action is reasonably fun while it lasts, "=’

~ verbict 4110

" SPECIAL MOVES CAN'T SAVE AN UNSATISFYING TITLE

1 Wolverine’s special attacks and combos help to make up for the
lacklustre environments, But not much.

PS2, GC, PC

The game's relatively
primitive look means very
little variation in appearance
across all the next-gen
platforms, with the advanced
capabilities of Xbox and PC
not being fully harnessed.

$69.95

B R T

The 30 action found on other
consoles is traded for a
standard 2D scrolling platform
engine on the GBA, yet
‘Wolvering's many special
abilities still manage to
feature in the gameplay.




REVIEW | WARIO WARE, INC.: MEGA MICROGAMES | GAME BOY ADVANCE

FINGERPRINT

WHAT
i FMAKES THIS GAME UNIQUE

: Five secg, £
ba enough for Emml:}c‘:ls of gaming at time may not

T?: Some of the
» games are i
mple, others Wworryingly conﬁ.rsixg,bﬂlww

B Look familiar? Many tributes are paid during the game to Metroid,
Excitebike and even Punchout Good stuff,

4 '"”“‘]
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B You really do have to wonder what, if anything, goes on in the heads
of the peaple who created this. ..

B During this unfeasibly short challenge you have to keep the kitten dry, or else. Nintendo's concem for animal welfare is admirable, but we do have to
wonder if Wario Ware might just be a bit, well, bitty for some people.

IN THE TIME IT TAKES TO READ THIS, YOU'D HAVE LOST THREE GAMES...

WARIO WARE, INC.:
MEGA MICROGAMES

FORMAT REVIEWED
Game Boy Advance
ORIGIN very now and then, a game comes are parts that attempt to replicate yesterday's
Japan along that causes us to reconsider gaming moments. The bleeps and blocks do
PUBLISHER the very way we look at games. A this with aplomb but could they be deemed
Nintendo game that bucks convention and has acceptable in a modern game? Somehow, we
DEVELOPER brave new ideas. Introductions aside, Wario Ware doubt it...
In-housa is one such game. It's hard to get excited about a
S:;‘g: game that's just a collection of mini-games, but Can we rate it on its standalone appeal?

3 the plot thickens. You see, these games are short. Almost. With so many brief bursts of gaming
g About five seconds short and unthinkably fast. going on, different people will surely react very
PLAYERS What little semblance of narrative exists can be differently to Wario Ware. Replay value is a tough

14 immediately dismissed as unnecessary, but how
are we to rate such a collection?

Can we judge it on the strength of individual

games? Not fairly. Not only are they far too
numerous but the quality is also unbelievably
varied. With the entire game using just the A
button and D-pad, the events include button
mashing, timed presses, quizzes and, for the
Nintendo purist, five-second versions of classics
like F-Zero and Zelda. Some of these do require
genuine skill whereas others rely heavily on luck
to pass, but how can you fairly judge a game
that's over in a single button press? Can we rate it
on its aesthetics? Hardly. While some areas of the
game glow with a cartoon radiance, others stem
from the monochrome Game And Watch family
and are therefore slightly less impressive. Audio is
a similar situation, by which we mean while
certain tunes and samples are truly superb, there

aspect to call, simply because it'll come down to
which games you enjoy and how much you
actually like them - Practice mode does just test
your skills at a single game, getting faster and
harder until you can't take the heat. Since

breaking it down is an impossibility, the only thing Fgg;“ﬁ%o PARTY
we can do is to consider the entire package as a . TASE s sl
whole. Nintendo has certainly come up with a oo B o

bold idea and has executed it as well as can be
expected. But while the end result is a thoroughly
enjoyable experience while it lasts, the fun was
over a little too quickly for our liking. Even the
addition of full games to unlock, like Dr. Wario
(see what they've done there?), seems a little
contrived, detracting from the three words

that make Wario Ware such an interesting

title: Short. But. Sweet. =

verbicT 6710

SHORT BURSTS OF FUN BUT LITTLE LASTING APPEAL

games™ 095
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Publisher:

Developer:

Price:

Players:
Release:

Fighters:
Stages:
Weapons:

2\
W, B ﬂi:\

EA/Nintendo
Namco
$150
(Import)

1-2

UK: Q4, US:
Q3, Japan:
Out now

Format:
Save:
Exclusive:
Weapon:

Xbox

8 Blocks
Spawn
Battle Axe

Format:
Save:
Exclusive:
Weapon:

ome conversions of arcade
games are a real mixed bag. For
every gem like Crazy Taxior Time
Crisis 2, there's always a Vampire
Night or a Daytona poised to disappoint us.
Given Namco's history for bringing arcade
games home with style, we've been expecting
good things of Soul Calibur Il on our consoles.

Picking up where the Dreamcast title left off,
Soul Calibur I continues the legend of soul
and sword in typical style. New characters
Talim and Raphael impress with their stylish
takes on extreme violence (using twin batons
and a rapier respectively), though other
newcomer Necrid with his jigsaw puzzle move
set doesn't have the same impact.

A wealth of modes has been made
available for the home version with Time
Attacks, Survival and the other usual suspects
all here, capped by the wonderful Weapon
Master mode. Travelling the world performing
tasks to earn money and experience, the odds
are against you as you must win countless
fights with various stipulations - short time
limits, only certain attacks do damage... you'll
need a firm grasp both of the game and your
chosen character.

But while the gameplay, modes and physics
are shared between the three home versions,
there are areas where they differ. Sometimes
these are just minor tweaks, others are much
more noticeable, so we played all three
versions to death with a view to finding out
which one is the definitive home conversion.

Ty

GameCube Format: PlayStation2
4 Blocks Save: 139 KB

Link Exclusive: Heihachi
Sword/Shield Bracers/Fists
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WILL NEVER DIE

AS WE FINALLY GET HOLD OF ONE OF THE YEAR'S MOST ANTICIPATED BEAT-EM-UPS,
HERE’S THE LOWDOWN ON ALL THREE HOME VERSIONS OF SOUL CALIBUR I

A

- ] A

IT'S LIKE A VIOLENT BEAUTY PAGEANT, WITH HUGE WEAPONS...

Xbox

If it weren't for the gorgeous high-definition
potential, we'd have placed this version on a par
with the GameCube game. When it comes to the
competition, Soul Calibur Il may not quite hit the
splendour of Dead Or Alive 3 in terms of character
models and environments, but connection is much
more solid and the inter-character glitching that
dogs Tecmo'’s brawler is extremely rare here. There
can be a little non-detrimental juddering at times
(albeit very occasionally) in all three versions, even
this, the (technically) supreme version. However,
this was also present in the arcade version — are we
getting to the point when being arcade perfect can
be a bad thing?

GameCube

The colourful little box always has a way of
surprising us with flashy visuals and Soul Calibur I!
is no exception - it's absolutely beautiful. There isn‘t
much basis for comparison on the GameCube in
terms of beat-"em-ups but from a purely cosmetic
standpoint, this is in the top tier of software. Taking
the PS2-standard code and improving on it, the
GameCube version occupies the middle ground
between the PSZ version and the Xbox version’s
high definition output. It also sports some
impressive effects and filtering over the PS2 game.
In all honesty there’s very little in it, but a little goes
a long way and the end result is a marked
improvement in favour of the Nintendo console.

SOUL CALIBUR Il | GROUP TEST
b e e e e e e T T 2 S

PlayStation2

Considering it's supposed to be the runt of the
litter, the PS2 version holds its own rather well. i
faced with all three versions running at once, this is
probably the only one you'd be able to pick out -
but while it may be noticeably inferior to the Xbox
and ‘Cube games, nothing else on the PS2 comes
close. Outshining Virtua Fighter 4 Evolution and
Tekken 4, character models and environments are
superb, as is connection between fighters and
backgrounds. Some minor juddering still exists (as
we said, this is straight out of the arcade) but
taking into account the weaker hardware, the
results are astonishing. A beautiful title in its own
right, but put in its place by souped-up rivals.

games™ 097



GROUP TEST | SOUL CALIBUR II
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THREE EXCLUSIVE FACES, BUT WHO COMES OUT ON TOP?

IS SLICING AND
DISEMBOWELLING AS
SIMPLE AS IT SHOULD BE?

Xbox

This controller’s similarities with the Dreamcast pad
certainly don‘t do the game any harm here - the
Xbox version is as instantly playable as can be. The
White and Black buttons serve as handy shortcut
buttons and configuring these as throws or hard-to-
reach combinations (X and B, for instance) will
certainly make your gladiatorial life simpler. Both
versions of the controller are equally functional for
this bout but we preferred the Controller S simply
for the improved face button layout. Whatever your
preference, you'll find the game as immediate and
easy to play with the Xbox controllers as with any
other peripheral.

GameCube

Considering how much fire the GameCube's
bulbous controller has been coming under
(particularly for beat-'em-ups), we were stunned at
just how well it works for the game. If it weren't for
the fact that control familiarity has had the better of
us since the Dreamcast version, we'd almost be
tempted to say that this button layout (the only
configuration to alter the standard layout), works
best. Buttons aren’t everything, though, and a lot of
your preference for this pad lies in movement
controls — while D-pad players will probably want
to invest in an arcade stick or third-party peripheral,
analogue users should be more or less at home.
Not perfect by any means, but in terms of what we
were expecting (and fearing), this is truly excellent.

PlayStation2

The universal controller strikes again with yet
another horribly user-friendly set-up. The same face
button layout as both the Dreamcast and Xbox
controllers makes for yet another ‘pick up and play’
experience, and whatever your style of play the
Dual Shock 2 can accommeodate it. The four
configurable shoulder buttons make the catalogue
of moves even simpler to perform and both D-pad
and analog stick provide ample control. Use of the
stick can make the fighting feel slightly loose -
more so than in the other two versions, strangely -
but given the generic nature of the controller, the
level of precision is as high as you can expect.

I 0"'28°98

 PLAYSTATIONZ | s

PlayStation2

For a weapon-based fighter to take an
unarmed character under its wing is
undoubtedly an odd decision, but once
again we're quite pleasantly surprised.
Heihachi's certainly the weakest of the three
exclusives but at the same time he's the one
that seems to best belong (from a style
standpoint, at least).

Once he starts throwing punches, it's a one-
way trip to Tekken Central with ten-hit combos
and flashy juggles galore - just the kind of
thing this series has done so well to avoid. His
lack of weaponry alone just keeps reminding
you that he shouldn't really be here, and every
mammoth swing from Astaroth’s huge axe
failing to hack off a limh only serves to further
this argument. In the end, he actually plays
quite well but we can't ignore the feeling that
he just doesn't belong here.

Xbox

Without an obvious character or mascot to
join the cast of heroes, Namco had to look
elsewhere for their Xbox exclusive character.
Luckily, with Necrid creator Todd McFarlane

| PRASS STARY
W—-—

i Spawn certainly looks the part but when he starts throwing his fists
and feet around he doesn't guite fit in. Poor lad.

on board there wasn't far to look and so Spawn
was added to the game. Spawn plays fairly well
but suffers from a similar problem to Heihachi in
that he fits in with the rest of the fighters until he
starts actually fighting. At that point, Matrix-esque
floating moves and projectiles shatter the illusion
that Spawn has a place on the Stage of History.
His high-flying antics are by far the worst part -
no other character attacks in this manner (at least,
not with such devastating regularity) and most
fighters find themselves ill-equipped to defend
themselves. But we'd still take Spawn over Necrid.

“ALL THREE VERSIONS DO THEIR SYSTEMS
PROUD AS FINE EXAMPLES OF THE GENRE AND,
AS SUCH, COME HIGHLY RECOMMENDED"”

098 games™



SOUL CALIBUR Il | GROUP TEST

“NINTENDO’S ELFIN HERO SHOULD FIT IN PERFECTLY BUTA | games™
CLASH OF STYLES REARS ITS UGLY HEAD” RECOMMENDS

= GAMECUBE

GameCube

Putting Zeldia hero Link in Soul
Calibur lfworks on many levels - as
an established character his move set
was almost predetermined and, on
merit of his inclusion alone, countless
Zelda fanatics will feel the need to
own this. Bizarrely, Link fights as if he
were a part of the series from the

STAGE 3

e
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start, and while he does have several
ranged attacks these have been
made particularly easy to avoid.

It could be argued that many of
his attacks are overly powerful or that
he can ring out opponents too easily,
but neither is strictly true. As with
most characters, heavy attacks have

WEAPON MASTER

tell-tale warning signs and while he
may have some dangerous moves,
these often leave him open to attack
if avoided. In theory, Nintendo's elfin
hero should fit perfectly onto the
Stage of History but a clash of styles
once again rears its ugly head. He
looks so wrong but feels so right...

FEED YOUR THIRST FOR BLOOD
WITH THREE OF THE BEST

CAPCOM VS SNK 2

Arguably the best 2D fighter of recent
years, the plethora of modes and
characters make this a must-have.
Lately, GameCube and Xbox

versions have disappointed by
mistaking unbalanced nonsense for
‘innovative control” (thank you,
EQ-ism) but the core game is
wonderful nonetheless.

VIRTUA FIGHTER 4

The pinnacle of the series just got

even better with VF4 Evolution, but
either way it’s still one of the best 3D
fighters money can buy. Forget fireballs
and dragon punches - this is the real
deal in all its high kicking, bone-
crunching glory.

SOUL BLADE/CALIBUR

Despite their age, the two previous
instalments in the tale of soul and
sword still stand up remarkably well
today, on top of which both should be

HOW DO THE THREE VERSIONS COMPARE?

Multiple console owners take note - whichever
version of Soul Calibur Il you choose, you won't
have made a bad choice. Although we'd have to
recommend the Xbox or GameCube conversions
over the marginally less dazzling PS2 game (for
high-end eye candy and the best exclusive
character respectively), all three versions do their
systems proud as fine examples of the genre and,
as such, come highly recommended.

After the first Soul Blade, its sequel, Calibur,
managed to capture the magic but dropped
some of the spontaneity and originality as is
practically unavoidable with a sequel. The same
is true again of this instalment - looking, playing
and even feeling like part of the same series, the
only reason Soul Calibur lfisn't more jaw-

dropping in 2003 is familiarity. Technology has
only come so far, meaning that where visuals
don't utterly shame its Dreamcast predecessor it
doesn't exactly feel as new or impressive as it
probably should.

Taking a step back, Soul Calibur llis not
without its flaws. It's easy to dismiss the minor
slowdown and clipping problems since they were
in the arcade original, but hasn’t the home version
been in development long enough to alleviate
these petty problems? The fact that four
characters remain curiously locked even after full
completion is something of a mystery as well;
three of these are actually used during the course
of Weapon Master mode so why they would be
left out is anyone’s guess.

available fairly cheaply. Did we
mention that Soul Blade has the best
videogame intro ever?

For all this, the combination of wonderful
gameplay mechanics, incredible longevity for a
fighter and sublimely addictive multiplayer
swashbuckling make for one of the best fighters
of this generation. Critics will be quick to slam it
as a rehash or an inferior product to its
predecessors, and we'll concede that for a little
while we feared that this might be the case. But
upon further inspection, we found a deeper and
more fluid game than ever before. Revolutionary it
may not be but exceptional it most certainly is.

RATING 8/10

EVERY BIT AS GOOD AS ITS ARCADE COUNTERPART

STAGE 6.2 365006

=

B PLAYSTATIONZ &
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REVIEW | DERBY OWNERS CLUB: WORLD EDITION | ARCADE

IT'S JUST LIKE HAVING YOUR OWN HORSE - BUT WITHOUT THE MESS

DERBY OWNERS CLUB:

:?c:::m RENTEOER ; Ithough the concept of an arcade
e A horse racing game sounds good, in
Jah practice it ends up being an
PUBLISHER example of humiliation. Why?
SEGA Because by falling into the Dancing Stage
DEVELOPER category of arcade machines (requiring a large
Hitmaker amount of physical effort to succeed), traditional
PRICE racing games make you look like a loon, lurching
$2 per race back and forth on the back of a plastic horse. As
RELEASE well as being incredibly tiring, this isn't actually
::I)i::i:‘:;:ocations:l much fun; after gll, horse racing's about sitting '
BLAVERE cI10wn and stucfymg the form rather than sweating
18 like an overweight mare.

Thankfully, SEGA is on hand to bring us Derby

Owners Club; a ‘proper’ racing game, focusing
more on training your horse into a race winner
than flailing about like someone having a fit. With
up to eight people playing at once (one per small
podium unit in front of the giant main screen), the
whole point of the game is to raise a foal from
birth and give it the right food, encouragement
and training to go from average nag to triple
crown-winning veteran. This might not sound like
the most stimulating experience imaginable but
then appearances can be deceptive.

Once you've put your two dollars in and sired
your horse (by picking its parents and giving it
a name), you'll find the game is split into training
and racing. You need to make the right choices
during the training session to
improve your horse's chances
of winning the upcoming
event; not surprisingly, failure
means you'll hamper its future
performance. Then it's onto
the race where the attention
switches to the large screen
and you'll see all the action as

&1 When the race actually starts, the large screen at the front of the machine displays the horses daing
their thing while your personal screen shows race data and a map of how your horse is doing.

WORLD EDITION

you would on the television. However, your
input doesn't stop there - you still have to urge
your horse on with some good-natured
whipping that can spell the difference between
success and defeat.

As the game can theoretically go on forever

(after twenty races, your horse retires and you
can use it to breed a new one), it's no surprise that
Derby Owners Club uses SEGA's Card Reader
System to let players save their progress. This is
obviously a good thing, as it's not the kind of
game you'd want to play for ages at a time -
particularly as it costs 52 a race, regardless of
whether you win or lose. As a quick blast with
your mates every so often though, Derby Owners
Club is great fun. Though naturally, it's a
slippery slope from here to losing your
wages down the bookies...

B Training is important, but you

should spread your efforts

over several types of exercise

_ VERDICT 8/10 ‘i
VIRTUAL HORSEPLAY AT ITS VERY BEST the ones you're good at

Press the button at center of gage.
Your horse will drown if you make 3 mistakes.

| POIER

Hold buttion Whip butten

to
CREDIT(S) O

"""DERBY OWNERS CLUB
“ L FEUALE  BLADK
8 RACES™ 0 MO

T!_!Hl Eamings-

175,000

This- s z fasty southlend banana.

RELAT IONSHI P . REE

B Earning your horse’s trust is all about treating it right and giving it food
that it likes - otherwise, you're likely to get a hoof in the face.
Bananas are a big yes, burgers probably a big no.

100 games™
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hile some of our readers

are hardcore gamers, out
to find that elusive title to
complete their retro collections,
others simply want to revisit the
games they grew up with,
usually by getting hold of
second-hand systems and carts
or tapes. Of course, nothing is
worse than whacking Pole
Position into your C64 and
watching those rainbow-
coloured lines for ten minutes,
only to think: “Jesus, what a
load of cack’ once the game has
actually loaded. Obviously
we're not having a go at
Namco's racer specifically, but
rather at being disappointed in
general by some of the games
we used to love.

The question is, what other
way can retro games be
enjoyed without tarnishing our
treasured memories? Well,
aside from reading Retro™,
where you can reminisce about
all your favourite titles without
actually playing them, many
older games get re-released or
updated with prettier visuals
and occasionally improved
gameplay too. Just look at
Castlevania Chronicles on the
PSone - based on the Sharp
X6800 version of Akumajo
Dracula, the game blends the
traditional gameplay with
Konami's lovely new art style.

As well as remakes and
updates, many new fitles
released today take references
from older games - you just
have to know what to look for.
At Retro™, we spend so much
time looking to the past that we
often overlook the way that
older titles are shaping the
present. With updates of Contra,
Rygar and Ninja Gaiden coming
out this year, and the final
instalment in the R-Type series
on the way, there's more to retro
gaming than out-of-date games.

¢ NeE:W-S-

FID OUT WHAT'S GOING
O IN THE HERE AND OW
OF RETRO GAMING. . .

DO YOU THINK THEY WERE LISTENING?

Geoff Crammond announces a remake of Stunt Car Racer

e've been wondering for a
hile now why a remake of
Stunt Car Racer never

happened. Well, it appears that
creator Geoff Crammond heard our

thoughts, as he has confirmed that an

update is indeed now on the way.

P The original was great, can you imagine how good a
remake could be? We're palpitating at the thought. ..

=
L
A e T T R

|AVIEWFORAGB |

t's been revealed that

upcoming games developer
In-Cubus is putting the final
touches to a Game Boy
Advance port of Sammy’s Neo-
Geo hit Viewpoint.

Despite its near complete
state, the game (which is a
carbon-copy of the of the six-
level-long arcade classic)
currently doesn't have a
publisher, though judging by
the screenshots alone, we don't
expect it will be long before
SOMenne snaps it up.

Seeing as how Viewpoint
was never released on the Neo-
Geo Pocket Colour, it's great to
see this unigue title coming to a
handheld format for the first
time. Hasn't it done well?

At the time of writing it isn't clear
which system or systems the game is
in development for, though you can
assume that the sort of wild track
layouts seen in the original will
benefit hugely from the 3D
processing power on offer today.
What is looking fairly definite, though,
is that the game will feature some

e
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he end of March saw the fourth

PhillyClassic show take place in
Philadelphia, USA. The event,
which celebrates just about every
aspect of retro gaming, not only
saw many rare classics making an
appearance, but was also the place
where a selection of new,
reproduction and homebrew titles
were previewed for the first time.

Among the most vivid new titles
on offer were four Atari 2600
games, including Rubik’s Cube— an
unreleased 3D puzzle game that
was originally dropped in favour of
a 2D version - and Revenge Of The
Apes, which until now had only
existed in prototype form. Both
titles will come on reproduction
cartridges complete with lovely
glossy labels and with
professionally printed manuals and
cardboard boxes.
Other announcements included

Entity— a brand new Atari 2600
game developed by classic game

0))),

Retro remakes announced for classic consoles

sort of online connectivity, which we
have to admit is an exciting prospect.
Just imagine switching on your
games system, linking to a network
and challenging a friend to a quick
race around a circuit - perhaps even
one you've designed yourself.

Since the recent closure of
MicroProse, along with the
cancellation of GP4 on the Xbox,
many wondered what Geoff
Crammond would do next.
Apparently he'll be overseeing the
creation of this new project, though
right now it's unclear who is even
developing it. Watch out for more
NEews soon.

ReE-T:

author Mark Klein — and Space
Invaders Collection (which includes
three arcade versions of Space
Invaders: monochrome, colour and
Space Invaders Part ll). Both games
will be officially released to the
public at the Classic Gaming Expo
in Las Vegas on 9-10 August.

Rubik’s Cube and
Revenge Of The
Apeswill be coming
o an Atari 2600 near

you soon. You can
stick your PS2....
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GAMES THAT TIME FORGOT...
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PREHISTORIC ISLE IN 1930

lanet-destroying
motherships, aggressive
alien scum and battle-scarred

fighter planes are just a few of the
antagonists that gamers have
obliterated since the shoot-"em-up
first appeared. Looking for something
new to throw against the trigger-
happy gamer, some bright spark at
SNK came up with the neat idea of
using prehistoric reptiles, with pretty
impressive results...

While Prehistoric Isle’s plot was
complete tripe (biplanes investigate
strange occurrences in the Bermuda
Triangle) the idea of using dinosaurs
was sheer genius — gamers would
spend many an hour blasting
reptilian foes into oblivion. Once your
credits were safely registered, you
were immediately taken back to a
time when parallax scrolling ruled the
earth and the shoot-"'em-up was king
of whatever musty hovel you called
your local arcade.

Hige
TR

PLTAST Pifsi

Prehistoric Isle wasn't a game for
the faint hearted - the relentless
onslaught of enemies tested the
mettle of even the most hardened
gamer. Pterodactyls would swarm
towards you in uniform waves, intent
on stopping your dangerous journey
before it had even begun. Meanwhile,
vicious carnivores ruled the lower half
of the screen, leaping skywards in an
attempt to catch out any player
whose concentration had slipped for
even a fraction of a second. Not
content with cutting a swathe of

29 BUTTON

A Deeply unpleasant dinosaur types would attack you from the air and the ground. Hardly fair, is it?

GOING FOR A SPIN

rehistoric Isle featured a

unique pod system with which
to battle the increasing hordes of
reptilian foes. Holding down the

[5p RUTION

second fire button would allow you
to rotate the pod attached to your
biplane in one of eight directions.
Once positioned, your plane was
able to belch out fireballs, bombs
and (best of all) a destructive wall
of flame that would incinerate
anything that came near it.

- Collecting additional power-up
icons enhanced each of your
weapons to ridiculous extremes -
perfect for frying those tough
bosses, The pod system was so
popular that it was retained for the |
sequel and improved for Capcom’s
planet-friendly Eco Fighters.
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destruction through the highly
detailed landscapes, later levels saw
you transforming into a submarine
in order to continue your hectic
battle underwater.

As frantic as Prehistoric Isle may
have been, the game's real highlight
were the many bosses on each stage.
From the plane-munching
Brachiosaurus of the first level to the
final encounter with the colossal
Tyrannosaurus Rex, every beast was
lovingly realised. Each boss was
constructed using a series of separate
sprites that made up their various
arms, legs and other appendages —
the end result was some extremely
well-animated adversaries.

Unsurprisingly, with so many
behemoths to bring down, weaponry
was important to the intrepid dinosaur
hunter. Shoot a floating egg and you'd
uncover various icons - capturing a
letter P would result in a pod attaching
itself to your ship and immediately
releasing a barrage of assorted
firepower (see ‘Going For A Spin’).

Perhaps one of the strangest
aspects of SNK's superb shooter was
that it never got a home conversion.
Unless you're lucky enough to own
the original PCB board, MAME is
your only other option — a crying
shame as many gamers will have
missed out on a very tasty slice of
shoot-'em-up history.
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A Your reptilian enemies were wonderully animated
and would playfully rip the wings off your biplane.

EXTINCTION'S

TOO GOOD...

TR rephoal the susdoss

 of the original, Yumekobo's
follow-up was a major departure
from the first Prehistoric Isle and
disappointed many fans of the

orlgma! Although it mtroducad

-snglasho‘ls,asweﬂ as the ability
to rescue stranded civilians, 4 la
chapﬁﬂemtladtedmedmm
and finesse of the first game.
Even the many bosses failed to
capture the jaw-dropping
moments of the original - the
end result was a damp squib.
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THIS MIONTH'S
FAVOURITES

These are just a few of the retro fitles
that have been stealing precious
hours from our ridiculously busy
schedule this month. ..

ALADDIN

Capcom recently announced a GBA
translation of this SNES title, so we

" thought we'd refresh our memories of
how it plays. It's still very enjoyable,
but far too short.
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GOLDEN AXE: THE :
REVENGE OF DEATH ADDER
The often-overlooked arcade sequel

to Golden Axe has been keeping us
busy. Five glorious levels of pure bliss,
and it's four-player simultaneously.

THE NEED FOR SPEED

The Panasonic 300 may have lacked
decent software, but EA's The Need
For Speed still plays well, even today.
Now dated visually, the A-B tracks are
top notch.

Dne of the most famous videogames
ever, Tetrisis the definitive puzzler —
easy to pick up, hard to put down. Still
unbelievably playable after all these
years, it remains feverishly addictive.

An unassuming little platform game or

simply ostentatious cutesiness aimed at

present-buying grandparents?

ROLO TO THE RESCUE

t the moment, platform game
fans have very little choice
when finding a decent title in

their favourite genre. Aside from the
obvious ones such as Mario, Jak And
Daxter or the wonderful Ico, it really is
quite a poor show these days.

Of course, it hasn't always been like
this. In the early Nineties it seemed as
if every other game revolved around
running through side-scrolling levels
and jumping over holes that came
along, usually as a small rodent of
some sort. In fact, the genre was so
overpopulated that, by the end of the
16-bit era, companies were churning

n0nnsanne

» Isn'the just adorable? Couldn't you just wrap him up and
take him home? Well, no, not really.

Lo B

A
out all sorts of thoughtless crap. EA
even had the audacity to do so on
Mega Drive cartridges it manufactured
itself (you remember, those awful
square ones with the pointless yellow
bit on the left-hand side).

Among the most uninspired of
these platform game offerings were
Sunsoft's Aero The Acrobat, Ocean's
Mr Nutz (which, underneath its
sickeningly cutesy facade, wasn't
actually a bad game) and, of course,
EA's Rolo To The Rescue, which
came on one of those offending
square cartridges.

The yucky cartridge wasn't nearly
as horrid as the game itself - from the
badly planned and often confusing
level design to a selection of
predictable forest animals (led by an
glephant that looked like a Duplo
building block), this truly was a
travesty of a travesty. The game was
also painfully huge, featuring level
after level of the same Early Learning
Centre-inspired colour schemes and

irritating circus music, all linked
together on a jigsaw puzzle map.

However, while you may think that
picking out the single worst element
of such a flawed game would be
difficult, you'd be wrong. You see, we
could put up with the awful level
designs and infuriating sounditrack,
we could even put up with the bland
colours and sickly sweet characters,
but we simply couldn't get our heads
around the speed and twitchiness of
the controls.

Quite how you were expected to
land on platforms that were smaller
than your character when it felt like
you were wearing tap shoes on an ice
rink is beyand us. Elephants are slow
creatures that take a while to do
anything. They most certainly aren't
squirrel-sized Duplo blocks that climb
trees at Mach 4. Never mind, though,
most gamers have forgotten all about
it now.

[t may have been funny in Meet The Parents, but it was no laughing matter when Fokker
was removed from the Western release of Power Stone

POWER STONE

orn in Indonesia in 1890, Anton
B Fokker was famous for building

the Spin lll, as well as other
aircraft used by the Germans in the
First World War. It perhaps wasn't that
surprising then, that Capcom should
choose to use the name Fokker for one
of the characters, a pilot, in its
Dreamcast beat-'em-up, Power Stone.
But when the game was translated into
English, the character was
mysteriously renamed Falcon. Why
on earth...?

Well, our initial thoughts were that

Capcom simply wanted to avoid using

that name in the West because of its
history, despite the fact that few
gamers would know, or even care, that
Anton Fokker ever existed. More likely
is that the company's American
division thought the name to be far
too close to something rather rude,
and removed it to be on the safe side
(like we're immature, or something).
Strange really when you consider
that fights in Tekken could feature Wan
Vs King, while Peach Fox Mario was
an interesting team in Super Smash
Brothers Melee. See, we're not
immature in the slightest, are we?

» Ever concemed for our moral well-being, Capcom
kindly decided to remove the name Fokker in case any
unsuspecting gamer mistook it for a ude word. Like fu



ig money, big prizes and we

loved it - Smash TV, that is.

Sure, everyone loves a good
‘gameshow but watching people win
virtual money and prizes isn't
exactly the most riveting concept on
the planet. Of course, if you took
those expensive four-slice toasters,
luxury holidays and brand new cars
and tossed them into a high-tech
arena, then threw in a hefty dose of
cyborg slaughter and explosive
weaponry... well, you'd have the
best darn gameshow on earth. And
that's before you even think about
asking Tony Barber to present it.

Having obviously overdosed on
late-night screenings of Arnold
Schwarzenegger’s The Running
Man, the bright sparks in the arcade
division of Midway — or Bally
Midway, as it was known back then
—came up with Smash TV. Basically
a tongue-in-cheek affair that
encapsulated everything Arnie’s
movie had (over-the-top violence in
a game show environment) and
everything it didn't (pointless prizes
and far too much firepower for its
own good), the game managed to
provide simple-yet-effective cantrols,
highly addictive ‘just one more go’
gameplay, and possibly the most
memorable and annoying
soundbites on the planet.

You see, being an arcade game
meant that Smash TV had to have
enough presence to capture the
imagination of anyone walking by.
And what do all the best game
shows have that stand out above all
other TV programmes? Why,
obnoxious hosts of course. It wasn't
easy to ignore the wild-eyed man in
the shiny red jacket shouting
slogans that wouldn't seem out of
place in Robocop (“I'd buy that for a
dollar!"} at the top of his voice -
phrases like “Total carnage - | love
it!" and “Good luck - you'll need it!"
still ring bells in our head today. Of
course, this was just a precursor to
the action and even once you were

S‘M-ASH TV |

WHAT BETTER THAN A GAME SHOW
WHERE YOU CAN SLAUGHTER
THUGS AND WIN A TOASTER AT
THE SAME TIME? THAT'S EXACTLY
WHAT WE THOUGHT...

Format(s): Arcade (first), NES, Master System, SNES,

Mega Drive, Amiga, Atari ST

Publisher: Williams (Arcade), Acclaim (Console),

Ocean (Computer)
Developer: Midway
Price: $Varies

Release date: 1990 (arcade), 1991 (home formats)

knee-deep in the remains of Mr
Shrapnel, you had keep your eyes
open for those elusive keys that
would grant you access to the
Pleasure Dome near the end of
the game.

Ah, yes, the Pleasure Dome.
Despite being slightly disappointing
once you actually made it inside
(because it was just anather small
room, albeit one packed with loads of
prizes and 'beautiful’ women), the
‘getting inside’ bit was more than a
little difficuft and ultimately became
the aim of any hardened Smash TV
player. Collecting only ten keys across
what amounts to over 40 screens
doesn't sound that difficult but
depending on how the machine you
were playing was set up, it could
range from being incredibly simple to
damn near impossible. Grabbing
keys when they appeared was one of
the most frantic tasks of the game,
since reaching them usually meant

having to plough through a horde of
enemies and running the risk of
death. Still, that was nothing
compared to fighting your way
through every room, defeating all
three end-of-show bosses and
reaching the chamber outside the
Pleasure Dome (pumping countless
credits into the machine in the
process), only to discover you've
collected just nine keys.

Could this be one of the most
frustrating moments in gaming
history? It certainly comes close. ..

SEQUEL-TASTIC
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p Ah, the Mutoid Man — at the time, one of the more
memorable boss characters around. But he wasn't a patch
on the very last enemy of the game.

Surprisingly, Smash TV not only had a sequel but has also inspired another recent
Midway game. The official sequel was Total Carnage - named after the phrase
from the first game, released in arcades in 1992 and then on home systems in 1993
~ which removed all the gameshow elements and instead placed you on the front
line of an assault against evil dictator General Ahkboob. In 2001 though, Midway
released The Grid, a mulftiplayer gameshow-based shoot-"em-up that, thanks to
the 3D aspect, combined elements from Quake Ill Arena and Smash TV. Now if
only it came out for the home machines... Online play, anyone?




Just how did Nintendo make the console
flight sim a mass market genre?

lthough it doesn’t get

remembered as often as

most of Nintendo's other
games, Pilotwings was one of those
rare titles that appealed to a
surprisingly broad audience. Using
the Super Nintendo’s much talked
about Mode 7 graphics technique, a
pseudo 3D world was created by
Nintendo's in-house Entertainment,
Analysis and Development team led
by Shigeru Miyamoto —a world in
which all sorts of odd yet enjoyable
events took place.

If you're amongst the unfortunate
minority of gamers who haven't
sampled the delights of this
wonderful little game, the chances
are you'll be asking the question: how
can a console flight sim be fun? Well,
with a selection of real-life events,

Title: Pilotwings
Released: 1991

Publisher: Nintendo
Developer: Nintendo EAD
Format: Super Nintendo

such as skydiving or landing a
biplane on a runway, mixed with
more abstract events such as
jetpacking, Nintendo somehow
managed to pull it off.

Amazingly, the game didn't even
feature the sort of cutesy characters
people normally associate with
Nintendo - everything was portrayed
through the eyes of a trainee pilot
and his flight instructor. Even so,
FPilotwings wasn't without humour.
While some of the demeaning
comments the instructors made were
maderately amusing, erash-landing a
jetpack would result in a frazzled
trainee with only their eyes visible
against a sooty human silhouette,
which was hilarious at the time.

Some gamers will recall that a
follow-up was released to coincide
with the launch of the Nintendo 64.
Predictably entitled Pilotwings 64, the
game was coded by Paradigm

Title: Pilotwings 64

Released: 1997

Publisher: Nintendo

Developer: Paradigm Simulation
Format: Nintendo 64

Simulation - a company well known
for creating military flight simulators.
Strangely, despite this looking a
whole lot more realistic than its
predecessor, Pilotwings 64 featured a
cast of comedy characters designed
by Nintendo itself. And, once again,
the game consisted of realistic and
abstract sub-games, including our
favourite of all, Cannonball. In this
bizarre event, the player had to fire
their character into a target situated
many miles away, taking wind
resistance into account.

So why hasn't Nintendo
resurrected Pilotwings on either the
GameCube or Game Boy Advance?
Well, rumour has it that work has

Complete 2 objectives -
Score 120 or nore to pass

»- Falling out of a plane? How difficult can that be?
Harder than you thought, apparently.

already begun on a brand new
GameCube game, though at the time
of writing nothing has been
confirmed. And what about a port of
the SNES game making its way to
GBA? So far there aren’t even
rumours of such a thing, though it
would almost certainly be a painless
development process and would
clearly bring something a little
different to the system if Nintendo did
decide to do it. So come on Nintendo,
it's up to you...

LAST MONTH’S SNES SCREENSHOTS REVEALED

SIHTHROW | EIGHTH RO

Clayfighters Dear Boys
Cliffhanger Dino City
Contra Spirits Donkey Kong
Darius Twin Country
David Crane's Double Dragon
Amazing Tennis Dragon's Lair
Perfect Eleven Prince Of Persia
Soccer Puyo Puyo
Pilotwings Ranma 1/2: Hard
Pocky & Rocky 2 Battle
Pop ‘N Twinbee Rock ‘N Roll
Power Moves Racing

Rockman Soccer

Wracked with doubt? Plagued by indecision? Let us help — here's the list of last month’s NES screenshots....
THIRD ROW FOURTH ROW

Actraiser Beavis And Butthead  Super Metroid Bubsy the Bobcat Dragon's Quest V F_aceball 2000
Aero The Acrobat Assault Suits Valken  Biker Mice From Cameltry Drakkhen Fighters History
Aladdin Axelay Mars Castlevania: Earthworm Jim 2 Final Fantasy VI
Alien® Bastard! Boxing Legends Of Vampire's Kiss Exhaust Heat Final Fight 3

Area 88 Battletoads Vs The Ring Chaos Engine Extra Innings Ganbare Goeman
Front Mission 2: Gun  Double Dragon BS F-Zero Chrono Trigger Ru_n Saber Super Mario Kart

Hazard King Arthur's World ~ BS Mario Excite Bike  Mario Lefters Sailormoon Super Mario World
Golden Fighter Krusty’s Super Live A Live Mickey Mania Side Pocket Super Tennis

Hook Funhouse Lost Vikings Mickey’s Magical Sonic Blastman The Addams Family
Joe & Mac 3 Last Action Hero Love Quest Quest Street Racer Top Gear

Joe & Mac Caveman Legend Of The Mario & Wario Mortal Kombat

Ninja Mystical Ninja Mario Paint Mr Nutz

Zelda: ALTTP
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1978 - 22 July to be exact. The

arcade industry was about to
spring into life and development
houses producing early videogames
were cropping up all over Japan.
SNK (or Shin Nihon Kikaku as it
was known back then) was one
such developer. It was 1979 when
the company released its first two

I t all started in the summer of

EHERGY 12248

arcade games - a Space Invaders
copycat title called Ozma Wars and a
top-down racer called Safari Rally.
Hardly innovative in concept and
simple in execution, these two titles
marked the start of SNK’s 23-year
stint in the games industry.

SNK continued to produce arcade
games throughout the first half of the
Eighties, though few managed to

)
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SNIK

(1978 - 2001)

BEST KNOWN FOR

MANUFACTURING THE PRICEY

' NEO-GEO CONSOLE AND MANY
OF ITS GAMES, SNK WENT FROM
BEING ONE OF THE MOST
PROLIFIC DEVELOPERS AROUND
TO BANKRUPTCY IN JUST A FEW
YEARS. SO WHAT WENT WRONG?

attract the sort of attention that rival
developers’ games received. Despite
this quiet period though, one or two
SNK games emerged that a few
arcade-goers remember today, the
most vivid being Lasso. Released in
1982, this brightly-coloured top-down
action game revolved around
catching animals with a lasso, much
like SEGA's 1999 arcade release,
Jambo! Safari. Of course, this
unspectacular period for SNK
probably had more to do with the
state of the games industry at that
time, rather than the creative ability
of the company. The games industry
crash of 1983/84 meant games
developers were being cautious

about their next moves. By 1985,
however, the industry was on the
way to recovery due to the popularity
of the Nintendo Entertainment
System. SNK latched onto the
console in 1986 when it signed up as
a third-party developer.

In fact, 1986 would be something
of a renaissance period for SNK; the
company changed its name from
Shin Nihon Kikaku to SNK Electronics
Corporation, and opened offices in
California to handle its NES ftitles in
America and Europe. This was also
the year that SNK released its two
most successful arcade titles so far,
Ikari Warriors and Victory Road - two
incredibly similar top-down shooters,

Shin Nihon Kikaku is
founded by former
Japanese bantam weight
boxing champion, Eikichi
Kawasaki. A small company
with little in the way of
capital, it manufactures
early arcade games and
Pachinko tables, though it's
a year before its first
products are launched.

108 games"

The company releases its
first two arcade games —
top-down racer Safari Rally
and Space Invaders clone
Ozma Wars. Neither title is
particularly original or
impressive, though they get
the job done. Although very
much overlooked, these
two titles mark the true
beginning of SNK.

Shin Nihon Kikaku officially
renames itself SNK
Electronics Corporation and
releases Victory Road and
Ikari Warriors, two titles
which prove extremely
popular with gamers. It also
opens offices in America,
and signs a deal to convert
its arcade games to
Nintendo’s NES.

SNK releases its arcade
Neo-Geo Multiple Video
System (MVS) and its
powerful 16-bit architecture
allows for some impressive
visuals to be produced. The
system also features a
memory card slot, allowing
users to save their high
scores and their position in
the games.

SNK releases the home
equivalent of its Neo-Geo
MVS arcade board, the Neo-
Geo Arcade Entertainment
System (AES). MVS
memory cards allow data
transfer between the arcade
and the home. Sadly, the
vast amount of memory in
each cart means they cost
an arm and a leg.




A kari Warriors (Arcade, 1386] SNICs popular two-
- player top-down shoater even allowed you to drive
tanks. The game was also released on the NES.

both with a Rambo-esque flavour.
After this jump-start, the company
started to receive the sort of
acclaim it had always deserved,
and over the next few years it
released a handful of classic titles.
Encouraged by its successes and
now in a more comfortable position
financially, SNK's next move was
more risky, though theimpact it

Manufacturers Association). Unlike
rival systems, the Neo-Geo MVS
featured multiple cartridge slots
allowing arcade owners to house
more than one game in each of their
cabinets. It was with its Neo-Geo
technology that SNK went on to
develop such classic games as Fatal
Fury, King Of Fighters, Metal Slug and
Samurai Shodown.

Content with its share of the
arcade market and aware of the
enormous profits Nintendo was
making with the NES, SNK decided
to release its Neo-Geo technology
into the home. In 1990, the Neo-Geo
AES (Arcade Entertainment System),
went on sale at US$400. And with
games at half that price, the console
only found a small audience. Four
years later, the company tried to
increase support for its system by
releasing a new model that
incorporated CD-Rom technology.
With CD games much cheaper, the
system was more appealing to the
average gamer, though the lateness
of its arrival (don't forget this was the

had would win the company a same year that the PSone launched
place in the history books. Now in Japan) and the fact that loading
very knowledgeable about arcade times were unbearably slow because
technology, the company began of the single-speed CD-Rom drive
manufacturing its own arcade held the machine back.

graphics kit, entitled Neo-Geo Multi With its finances dwindling, the
Video System (Neo-Geo MVS). next few years would see SNK
Released in 1989, this powerful 16- producing a string of niche-market
bit hardware used cartridge-based arcade hits (including the King Of
games, just like a home console, Fighters and Metal Slug series) as
and could be connected to any well as unsuccessfully marketing a
JAMMA-compatible arcade cabinet | double-speed CD-Rom version of its
(JAMMA being the Japanese home console, the Neo-Geo CDZ. In
Amusement Machinery 1997 it fruitlessly attempted to break
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A Mad Crasher (Arcade, 1984) An impressive futuristic
motorhike racing game in which you had to shoot
other vehicles and jump gaps in the road.

A Crystalis (NES, 1990) Easily comparable to Nintendo's
Legend Of Zelda, this was one of the few SNK games
that didn't originate in the arcade.

into the world of 3D with the release instalments in the King Of Fighters
of its Hyper Neo-Geo 64 arcade and Metal Slug series. Amazingly,
board, then in 1999 it foolishly went these new titles are not only making
up against Nintendo in the handheld it to PS2, Dreamcast (in Japan) and
console market, with the beautifully GBA, but also to SNK's 13-year-old

designed but under-supported Neo-
Geo Pocket. With the debts building
up at an alarming rate, parts of the
business were hurriedly closed down
(including the entire American
sector), before the remainder of the
company was bought out by
Japanese Pachinko manufacturer
Aruze in 2000.

For two years the company
struggled on, but the many failed
hardware attempts had taken their
toll and, combined with internal
arguments between SNK's
management and its new parent
company, they resulted in SNK going
bankrupt by the end of October 2001.
Despite this sad end to the SNK
story, all the company’s intellectual
property was subsequently bought
by Playmore, a new Japanese
amusement company which
continues to release further

il

Neo-Geo AES home console. There's
life in the old dog yet...

A Joyful Road|Arcade, 1983) The driving equivalent
of Paperbay— collect fuel and food, avoid traffic
and throw rubbish in the bins.

This year sees the release of
SNK's Neo-Geo CDZ. The
console has the same
graphics capabilities as the
Neo-Geo AES, though the
CD-Rom improves sound
quality and provides
cheaper games. A later
double-speed version perks
things up but can't compete
with Sony’s PlayStation.

1997 sees SNK try to latch This year sees SNK release In a financial hole after its After a tricky year plagued
on to the new 3D trend with its Neo-Geo Pocket. Despite many failed hardware with internal

the Japanese release of the being a robust piece of kit, attempts, SNK is bought disagreements, SNK finally
Hyper Neo-Geo 64 arcade the monochrome screen out by Japanese Pachinko files for bankruptcy.
board. But the technology is looks a little out-of-date. A manufacturer, Aruze. Thankfully, all the
underpowered and SNK's colour version is later Although under new company’s intellectual
programmers seem to have released, but with virtually ownership, the property is picked up by
difficulty applying their skills no third-party support, the management remains the Playmore, and further

in 3D. Not many games are system is quickly eclipsed same and continues to instalments in some of
released and the system by the popularity of make the same mistakes SNK’s most popular series
only survives a few months. Nintendo’s Game Boy Color. time and time again. continue to be released.
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CPU (Central Processing Unit): 16-hit Motorola
CPU Speed: 12MHz
Microprocessor: §-hit Zilog-80A
Microprocessor Speed: 4MHz
Memory: Main RAM (Random Access Memory): 64KB
Video RAM: 68KB
Z80 RAM: 2KB
Resolution: 320 x 224
Sprites: Maximum Number Of Sprites On-Screen: 380
Maximum Sprite Size: 16 x 512 pixels
Minimum Sprite Size: 1x 2 pixels
Maximum Amount Of Game Planes: 3
Colour: Colours Available: 65536
Maximum Colours Displayed At Once: 4,096
Sound: Four Frequency Modulator (FM) Synthesis Channels,
seven Digital Internal Channels, three Programmable Sound
Generator (PSG) Channels and one Noise Channel
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FOR MANY GAMERS THE 16-BIT ERA OFFERED SOME OF
THE GREATEST GAMING EXPERIENCES TO DATE. FROM
SUPER MARIO KART TO STREET FIGHTER Il TURBO, SONIC
THE HEDGEHOG TO FIFA 95, THE BATTLE BETWEEN
NINTENDO AND SEGA WAS AN EPIC ONE THAT
SPAWNED DOZENS OF CLASSIC TITLES. HOWEVER,
THERE WAS A THIRD CONSOLE IN THIS RACE, AND

IT WAS BY FAR THE MOST POWERFUL OF THE THREE.

uring the early Nineties,

while gamers argued over

a blue hedgehog and an
Italian plumber, the hardest of the
hard-core game fans were having
their own argument —was Terry or
Andy Bogard the stronger of the
two brothers? If you have no idea
what we're talking about (which is
likely if you're younger than 20 or
older than 30), then the chances are
you're not familiar with SNK's Fatal
Fury {yep, that's SNK as in SIVK Vs
Capcom). Similar in style to Street
Fighter ll, the game was a one-on-
one beat-'em-up featuring a cast of
just three selectable characters -

110 games™

not a lot next to the likes of Tekken
or Virtua Fighter, but still a healthy
number in those days.

It's also fairly likely that if you ever
got round to playing Fatal Fury, it
was one the conversions that
appeared later — the SNES, Mega
Drive and even the Sharp X68000 all
received competent, though severely
cut-down, versions of the game. On
the other hand, you may be finding
us incredibly patronising, in which
case you were probably one of the
aforementioned ‘hardest hard-core’
gamers that didn't really give a toss if
Mario or Sonic was the best. If so,
you probably either owned a Neo-

» Do higger cartridges mean
better games? In the case of
Samurai Shodown, yes.

Geo, or are at least aware of the
console’s existence.

SNK’s Neo-Geo Arcade
Entertainment System (AES) was
released on a rental-only basis in
1990, before becoming available to
buy later that year. Based on the
company’s powerful 16-bit Neo-Geo
Multi Video System (MVS) that had
been released in the arcades a year
earlier, the console was initially
packaged with two four-button
arcade joysticks and branded as Neo-

Geo Gold. With a choice of either NAM-
1975 or Baseball Stars Pro included in
the pack, the Neo-Geo Gold launched at
a recommended retail price of US$699 ~
vastly expensive, though actually quite
a bargain considering that this was a
cutting-edge arcade machine in a tidy
plastic box.

However, while the machine itself
was just about affordable for avid
arcade players with a disposable
income, the games were another story.
Because of the enormous sprites and



complex level of animation the
hardware was capable of handling,
the amount of memory required to
store such imagery on cartridge
was astronomical. Ranging from
46Megs up to over 700 in some of
the later titles (compared to 16Megs
for SNES Street Fighter ), the costs
involved with manufacturing such
monstrous carts meant that Neo-
Geo games cost upwards of
US$200 each.

As you'd expect, these sorts of
prices meant that the Neo-Geo was
only ever embraced by a small {and

usually very rich) sector of the
games industry, even in Europe
where the system was officially
released, though poorly distributed
by SNK Europe Ltd.

As few stores stocked the
machine (even specialist retailers
struggled to find suppliers), the
Neo-Geo AES was predictably
downtrodden by the SNES and
Mega Drive in terms of sales. Even
so, the machine has gone on to be
one of the longest supported home
consoles in history - even now at 13
years old, new instalments of the

most popular franchises continue to
be released for the virtually antique
system. On top of that, many of the
rarer games have become highly
collectable, with some titles
fetching over $2,000. Start saving. ..

LET THERE BE LIGHT

The games that led the way

s | BASEBALL STARS
PROFESSIONAL

TS

£ 45

MAGICIAN

LORD

Publisher: SNK
Developer: Alpha Denshi

Although this was essentially a run and
jump platformer, Magician Lord ably

Publisher: SNK

Developer: In-House

Following on from Baseball Stars, the

SNK-developed sports title that had

been released on the NES and in the

arcades in 1989, Baseball Stars

Professional introduced a vivid cartoon-

style look to the series. This was one of ' Similar in style to Red Corporation’s Cabl many
the first three titles to appear on both gamers consider NAM-1975to be the superior title.
the arcade MVS and home AES Neo-

Geo platforms, and although it was NAM-1975

hardly a must-have purchase, the Publisher; SNK

demonstrated the graphical abilities of piece of kit.
SNK's new technology. The game T
featured a wizard named Elta who was 2

faced with the tricky task of recovering

eight books of wisdom from the

clutches of Az Atorse, the god of

destruction. Of course, being a wizard,

Elta had the ability to change form

(providing he collected the correct

power-ups), but even so, the game was

impossibly hard.

visuals alone were enough to convince Developer: In-House
people that SNK's console was a tidy Considered to be a classic, NAM-1975

initially disappointed some gamers
because of its decidedly average visuals.
However, those who stuck with the game
soon discovered a solid, highly playable
shoot-"'em-up, featuring a terrific
soundtrack and decent atmosphere. Like
many of SNK's releases, NAM-1975

S wasn't the easiest game in the world,

4GABRIEL though the somewhat simplistic visuals

(B0 HO meant that at least most of what went on

was clear and concise.




THANKS FOR THE MEMORIES

SNK INTRODUCES THE MEMORY
CARD, AHEAD OF SONY

0 ne of the many underrated
and often overlooked
features of the Neo-Geo is the
memory card slot on the front
right-hand side of the machine.
Just like with the PlayStation
(and every other console since
Sony’s ingenious invention [sicl),

arcades, much like SEGA's
Dreamcast/Naomi Visual
Memory Units (VMU), meaning
that data could easily be
transferred between the

two formats.

memory cards were used for
saving gameplay data (mostly
high scores in those days)
without the need for battery
backed-up cartridges.

On top of that, the cards
were also compatible with Neo-
Geo MVS cabinets in the

COMPACT DISC

CUT-PRICE GAMES, ADDED LOADING TIMES

I n 1994, SNK managed to reduce
the price of its Neo-Geo games by
releasing a new version of its AES
console that featured a single-speed
CD drive, rather than a cartridge slot.
Simply called the Neo-Geo CD, the
system launched with a front-
loading disc tray, though problems
with reliability and high manufacture
costs forced the company to amend
the design a few months later. The
new look Neo-Geo CD was a simple
top-loader, and while this simplified
version fixed the problems of the
original design, it still had one major
drawback - loading times.

This was partly to do with the fact
that the single-speed CD-Rom drive
simply wasn't up to the job, but also
because of the memory-intensive
nature of the sprite-based games. In
order to load the massive amounts of
data required for games such as
Metal Slug, the system included a
massive 7MB of on-board Dynamic
Random Access Memory (DRAM) for
the data to be loaded into (the
original PlayStation had just 2.5MB,
to give you some idea of how much
we're talking about). Of course,

ADDITIONAL
SPECIFICATIONS

Sound Processor: Yamaha 2610
Sound Channels: 13

Memory: 7MB DRAM (Dynamic
Random Access Memory)

ST ABWB T M
Y KO

» Only ever released in Japan, SNKs Samurai Spirits RPG didn‘t make it to the cartridge system.

reading 7MB of information with a
single-speed drive was a time-
consuming process, and games
would regularly take well over a
minute to load each chunk. The
wait was eased a little with a simple
animated jugaling monkey, but
even we got sick of the sight of

him eventually.

Again, SNK was forced to change
the design of its CD system, and this
time almost got it right with the
double-speed Neo-Geo CDZ.
Unfortunately, the machine was
virtually overlooked next to the likes
of the PlayStation, and only a
handful were ever sold. As a final
kick in the teeth for SNK (which was
now beginning to struggle
financially), it would soon be
discovered that the new system was
prone to breaking down. On top of
that, some of the later games
featured cut-down animation in
order to fit into the hardware's 7MB

of DRAM, while others simply wouldn't
be ported in the first place.

Despite these issues, both the Neo-
Geo CD and the Neo-Geo CDZ did
have a couple of things going in their
favour, the most obvious being the
price of the games. At just US$50 a
pop, gamers wishing to play SNK's
highly-acclaimed arcade titles could
now pick them up for roughly a quarter
of the price of the standard cartridge
versions. Thanks to the CD-Rom
technology, the games had improved
sound quality and the machine could
play regular music CDs.




TOP NEO-GEO TITLES

THE LAST 13 YEARS HAVE SEEN MANY SUPERB GAMES COMING
OUT OF THE SNK (AND NOW PLAYMORE) OFFICES. TAKE A LOOK

AT THESE BEAUTIES...

FATAL FURY

L aunched in 1991 (the same year
as Street Fighter Il), SNK's Fatal
Fury was, for many, the first reason to
buy a Neo-Geo console. Featuring
three selectable characters - Terry,
Andy and Joe — the game boasted a
range of special attacks and, though
much of what was on offer seemed
more basic than Street Fighter I, both
games found their place side by side
in the arcades.

One unique feature that this title
had was two planes of battle -
characters could jump into and out of

the backgrounds, making play that
little bit more strategic. Sadly, this
wasn't overly popular with players
and was removed from later
instalments in the series.

Of course, no one could have
predicted that 13 years later such
abilities would be commonplace in
beat-'em-ups, thanks to the
introduction of polygons. Funnily
enough, the feature still isn't
overly popular with some gamers,
but then neither are 3D fighting
games in general.

A Street Fighter ifmay have been the prettier of the two
titles, but Fatal Fury was arguably more styfish.

A As well as two planes to fight on, bouts also took
place at different times of the day.

SAMURAI SHODOWN

A Spurting blood was popular with Japanese gamers,
though it was removed in the American version.

f you're unfamiliar with Samurai

Shodown then the game may well
look much like any other 2D beat-
‘em-up. However, its importance in
the grand scheme of things is far
more relevant than you might
imagine. if the game had not existed,
we may never have seen the likes
of Soul Blade or Soul Calibur. You
see, this weapon-based fighter was
realised with such aplomb that it's
gone on to influence just about
every other similar title since its
release in 1993,

A While many of Samurai Shodowrfs characters were
Japanese, Wester influences were also included.

Featuring 13 diverse and vividly
designed fighters (12 selectable plus
one boss), the game managed to
achieve a level of beauty and
elegance beyond pretty much every
other fighting game that had gone
before it. Thanks to the scaling
abilities of the Neo-Geo hardware,
the entire screen would zoom in and
out depending on how far apart the
fighters were, creating a dynamic and
highly absorbing experience. Three
sequels and many conversions have
subsequently been released.

THE KING OF FIGHTERS

ringing together the characters

from Fatal Fury and Art Of
Fighting, The King Of Fighters series
proved that SNK was, and indeed still
is, the, er, king of fighters. First
introduced in 1994, the games took
the best elements from all of SNK's
other beat-'em-ups (along with a few
of Capcom’s) and fused them
together in a gritty brawler with a
slightly more realistic edge to it. Each
level was presented with an artsy cut-
scene, usually utilising at least one of
the Neo-Geo's many graphical

El@;, 2

abilities, giving the game an
unprecedented level of polish and
front-end presentation.

Best of all, each player chose not
one but three fighters that were
used in succession (once one was
knocked out, the next would take
their place in the following round),
which made the game quite unlike
anything else. Other titles have
borrowed this system since, of
course, though few have done it as
stylishly as SNK did nine years ago,
and continues to do today.
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 Taking all the best elements from SNICs previous
games, KOFwas an instant hit with the fans.

A Although still not as well known as Chun-Li or Guile,
SNK's characters are popular with gamers.

Bsitman, i sl
2 3 "

A Typically difficult, Metal Slug was certainly a money-
spinner for SNK, which was struggling at the time,

ow one of the better-known

Neo-Geo series, Metal Slug has
been translated to numerous
consoles over the years, including the
Saturn and PlayStation (though the
latter suffered from hideous loading
times at various points during the
levels). In fact, Metal Slug 3 was
supposed to launch on the PS2 this
year, though the game was pushed
back indefinitely at the last minute.

In case you're not familiar with the

series, Metal Slug was a scrolling

A The enonmous amounts of memory used by Metal
Siug allowed for same stunning animation.

arcade action game that mixed
platform and shoot-"em-up elements
in a frenzy of bullets, missiles and
flying debris.

Featuring some of the most
impressive animation ever likely in a
2D game (the Metal Siug 3 cartridge
weighed in at a massive 708Megs to
accommodate all the frames), along
with a decent two-player
simultaneous mode, Metal Slug is
undoubtedly one of the finest series
to come from SNK.

games™ 113
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16-BIT
GRAPHICAL EFFECTS
The 16-bit era saw some rudimentary

3D action, mostly on the SNES thanks
to its revolutionary chipset

PARALLAX SCROLLING
Parallax scrolling involved separating
2D backgrounds into two or more
layers so the scenery could be
scrolled at different speeds to create a
greater impression of depth.

A

SPRITE ROTATION

By using this technique, developers
could smoothly rotate characters
through 360 degrees without drawing
separate frames of animation, which
saved a huge amount of memory.

SPRITE
ENLARGEMENT/REDUCTION
Sprite enlargement and reduction
saved memory space by allowing the
developers to draw a single object
and increase or decrease its size. A
gimmick that was often over-used.

A The rotating tunnel was a bit clunky, but

still ewesome for its time.

hen gamers received the

fourth instalment of the

Castlevania franchise in 1991,

many were initially
disappointed. After the atmospheric
menu screens the game itself was
rather garish and sported some of
the worst sprite animation on the
SNES. However, this was Castlevania
and no matter how hilarious Simon
Belmont looked as he moonwalked
up stairs, the game demanded to be
played to within an inch of its life.
Spurred on by its majestic
orchestral score, later levels saw
improvements to the game's visuals
and some of the most imaginative
use of Mode 7 yet seen on the
console. The magic began as
Belmont entered an empty room...
Finding no available exit and wary

Even monsters received a healthy
dose of Mode 7 magic, with the Rock
Golem being the most memorable
example. The more Simon hit it the
smaller it got — its eventual demise
saw the critter fill the screen then
rapidly diminish into oblivion.

The standout moment, however,
was your perilous journey across the
top of the massive chandeliers. From
the second you first set eyes on the
moving lights to the moment you
were safely back on firm ground, the
effect was superb.

Super Castlevania |V's reputation
was intact and, along with
Symphony Of The Night, still
represents the best the series has
offered budding vampire hunters.

¥ Land on those and you won't see the chandelier. ..

of the spikes protruding from the
walls, it seemed inevitable that our
intrepid hero would have to retreat.
Suddenly and without warning the
whole room started to rotate. Quickly =
ensnaring a convenient grapple point ' s
with his whip, Belmont swung crazily e
like a pendulum. The room

eventually came to a halt leaving just
enough time to whip a few Medusa
heads (like you do) before rotating
one final time.

The next stage consisted of a
cylindrical tunnel that spun round as
Belmont fought through it. Okay, so
there may have been slowdown but
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MODE 7 LANDSCAPING
Mode 7 was a method of processing
20 images on a 3D grid. Titles such as
F-Zero and Super Mario Kart looked
great even though the vehicles were
merely 2D sprites.

f{ 4 / f'g" &
it didn’t matter, the effect looked il £ | F

simply amazing and was a great

f{{f . 
showpiece for the SNES. k. i




KEEPING IT

IN THE FAMILY

GAMES™ LOOKS AT THE HEROES OF CASTLEVANIA

The Belmonts and their friends have been whip-cracking away for years.
Our guide to their exploits, including Japanese and American versions, is
the ultimate Castlevania Who's Who...

Alucard

APPEARED IN: Castlevania Legends,
Castlevania ll: Dracula’s Curse,
Castlevania: Symphony of the Night
FORMATS: GB, NES, PSone, Saturn
WEAPON OF CHOICE: Dracula’s Curse:
Fireball, Symphony of the Night: fists
BIO: Alucard is Dracula’s son and shares
many of his powers, but he retains the
goodness of his mother, Lisa.

Christopher Belmont
APPEARED IN: Castlevania Adventure,
Castlevania lI: Belmont's Revenge
FORMATS: Game Boy

WEAPON OF CHOICE: Whip

BIO: Christopher has fought Dracula
twice. His second quest involved
finding his missing son.

Juste Belmont

APPEARED IN: Castlevania: Harmony
Of Dissonance

FORMAT: Game Boy Advance
WEAPON OF CHOICE: Morning Star
BIO: The possible great grandson of
Simon Belmont, Juste was able to
imbue weapons with Spell Fusion.

Richter Belmont

APPEARED IN: Dracula X: Circle of
Blood, Castlevania: Vampire’s Kiss,
Castlevania: Symphony of the Night
FORMAT: Turbo-Duo PC Engine, SNES,
PlayStation, Saturn

WEAPON OF CHOICE: Whip

BIO: Richter was enticed to evil by the
priest Shaft in Symphony Of The Night

Simon Belmont

APPEARED IN: Vampire Killer,
Castlevania, Haunted Castle,
Castlevania If: Simon's Quest, Super
Castlevania IV, Castlevania Chronicles,
Harmony Of Dissonance

FORMATS: MSX2, NES, Arcade, SNES,
Sharp X68000, PlayStation, GBA
WEAPON OF CHOICE: Whip

BIO: Simon is the most prolific
Belmont, appearing in seven games.

Sonia Belmont

APPEARED IN: Castlevania Legends
FORMAT: Game Boy

WEAPON OF CHOICE: Whip

BIO: According to family history, but not
game order, Sonia was the first Belmont
to appear in the Castlevania legend.

Trevor Belmont

APPEARED IN: Castlevania ll:

Dracula’s Curse

FORMAT: NES

WEAPON OF CHOICE: Whip

BIO: Trevor is rumoured to be the son of
Sonia Belmont and Alucard. He later
married Sypha Belnades.

Sypha Belnades

APPEARED IN: Castlevania Ili:

Dracula’s Curse

FORMAT: NES

WEAPON OF CHOICE: Warakiya Staff
BIO: Sypha was rescued from a Cyclops
by Trevor Belmont. They later married.

Maxim Kischine

APPEARED IN: Castlevania: Harmony
Of Dissonance

FORMAT: Game Boy Advance
WEAPON OF CHOICE: Stellar Sword
BIO: Maxim became jealous of Juste
when he was chosen to defeat Dracula.
After training, however, Maxim was
possessed by Dracula.

Cornell

APPEARED IN: Castlevania: Legacy

Of Darkness

FORMAT: N&4

WEAPON OF CHOICE: Energy Scythe
BIO: Cornell could turn into a werewolf,
but sacrificed his ability to save his sister.

Grant Danasty

APPEARED IN: Castlevania Ili:
Dracula’s Curse

FORMAT: NES

WEAPON OF CHOICE: Dagger

BIO: Grant was cursed by Dracula and
had to guard a clocktower in Warakiya.
The curse was broken when Trevor
defeated him.

Carrie Fernandez
APPEARED IN: Castlevania 64,
Castlevania: Legacy of Darkness
FORMAT: N&4

WEAPON OF CHOICE: Homing Ball
BIO: A direct descendant of Sypha
Belnades, Carrie has magical powers.

Nathan Graves

APPEARED IN: Castlevania: Circle Of
The Moon

FORMAT: Game Boy Advance
WEAPON OF CHOICE: Whip

BIO: Despite his surname, MNathan is a
Belmont. He defeated his possessed
friend before destroying Dracula.

Eric LeCarde

APPEARED IN: Castlevania: Bloodlines
FORMAT: Mega Drive

WEAPON OF CHOICE: Alcarde Spear
BIO: Eric was good friends with John
Morris and later scoured the world

hunting for Dracula’s true place of rising.

John Morris

APPEARED IN: Castlevania: Bloodlines
FORMAT: Mega Drive

WEAPON OF CHOICE: Whip

BIO: John was a bay when he saw his
father, Quiney, kill Dracula. John
followed in his father's footsteps.

Henry Oldrey

APPEARED IN: Castlevania: Legacy

Of Darkness

FORMAT: N&4

WEAPON OF CHOICE: Six-Shot Pistol
BIO: After watching his father turn into a
vampire, Henry entered Dracula's castle
to free many enslaved children.

Maria Renard

APPEARED IN: Dracula X: Circle of
Blood, Castlevania: Vampire's Kiss,
Castlevania: Symphony Of The Night
FORMAT: Turbo-Duo PC Engine, SNES,
PlayStation, Saturn

WEAPON OF CHOICE: Doves

BIO: Maria was Richter's sister-in-lawv.
Although able to use powerful magic,
she was kidnapped twice by Dracula.

Reinhardt Schneider
APPEARED IN: Castlevania 64,
Castlevania: Legacy of Darkness
FORMAT: N64

WEAPON OF CHOICE: Whip

BIO: Reinhardt fell in love with the
vampire Rosa. Defeating Dracula allowed
Rosa'’s spirit to return to her body.

DRACUILA: THE
ETERNAL NEMESIS

The infernal Prince of Darkness has
haunted the Belmont family for
the last 17 years. Although he first
appeared in Konami's Haunted
Castle, he didn't get properly
acquainted with gamers until
Castlevania on the NES. Being
undead he made the perfect

boss, as there was always
someone foolish enough to
resurrect him again.

As the series progressed,
Dracula’s powers became more
impressive - he could morph into
various demons, and the
incarnation found in Symphony Of
The Night tested even the most
hard-core of Castlevania fans.
What he'll look like in the new PS2
game is anyone’s guess, but you
can be sure of one thing - it won't
be the last time we’'ll see him...

B Frankly, with a cape like that you've not got much
option but to go around terrorising virging and the like.




hen wve first played Castlevania on

the NES all those years ago, no-one
stopped to consider that we might still
be enjoying the game two decades
down the line, but here we, although our
gothically windswept hair is fast
receding. During that time, videogames
have seen all sorts of developments and,
while the Castlevania series has been
affected by this evolution (the two

games released on N64 were 3D, for
instance), the current style remains much
unchanged since its conception. As far as

platform adventures go, the Castlevania
series continues to be among the most
balanced and well-structured examples
available, combining solid, compelling
gameplay with striking art and
beautifully realised classical/rock music
compositions. So let's take a look at the
history of one of the few non-Nintendo
or SEGA classic series to make it through
four hardware generations.

EVANIA

FAMILY TREE

The Belmont family has a long and distinguished history of |-/ampire
hunting, with almost every generation cracking their whips in order to
destroy Dracula. But you know what? He just won't die....

118 games™
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DEADLY
NINJAS,
CRITICALLY
ACCLAIVIED
BEAT-EM-UPS
AND EVEN
SICKLY SWEET
PLATFORMERS
- SYSTEM 3
HAD IT ALL.
GAMES™ GOT
IN TOUCH TO
FIND OUT
JUST HOW
EASY IT WAS
BEING ONE OF
THE MOST
REVERED
8-BIT
DEVELOPERS
OF ALL TIME

s not often that a software

developer can consistently deliver

highly original and innovative
games to both public and critical
acclaim. When you're System 3,
however, such accolades seemingly
go hand-in-hand. Formed in 1984,
System 3 burst onto the scene with
the Star Wars-inspired Death Star
Interceptor. International Karate
(known as World Championship
Karate in the US) quickly followed
and became the first European
developed game to achieve the
number one spot on America's
Billboard chart.

People soon realised that System 3
was a company to keep an eye on,
and in 1987 gamers were rewarded
with the groundbreaking The Last
Ninja. Sequels to both The Last Ninja
and International Karate quickly
followed and before long the name
System 3 became synonymous with
Commadore 64.

Never afraid to try something new,
later releases saw the creation of
Grecian platformers (Myth), vertical
shoot-"em-ups (Dominator) and
Chase HQ-styled racers (Turbo
Charge) - all original in their own

MYTH: HISTORY IN THE MAKING

Set in ancient Greece, Myth was
one of the only System 3
games to really divide critics'
opinions, despite receiving over 22
awards worldwide. Taking the role
of a purple-haired warrior you had
to fight your way through
increasingly tough levels and face
some of the hardest guardians in
gaming history. :

- Despite a few niggling
gameplay elements (to defeat
some bosses you had to have
some knowledge of Greek

120 games™

mythology) the game was yet
another superbly executed
product. On the NES the game
was licensed to Mindscape in
America, where it was relaunched
under the Conan licence.

qDon't know your Agamemnon from your

Achilles heel? You might have come unstuck in

AADUNDS-

FOLIER -

-HEAFONKY -

A Stealth, swords, cunning and a clean pair of black pyjamas — all that a fearsome ninja needs to survive in the

waorld of The Last Ninja, Careful now...
ways and all adored by critics and
gamers. Things went slightly awry
with the arrival of the 16-bit
computers as anticipated games like
The Last Ninja franchise were
incredibly sloppy ports, taking little
advantage of the superior technology
that the new machines possessed.

System 3 is still creating games
today (under the new moniker
Studio 3) and is finally ready to
release a follow up to the critically
acclaimed The Last Ninja 3. We
managed to track down Mark Cale,
who worked on the original Last
Ninja titles before founding Studio 3,
to get his opinion on the 8-bit era,
being an industry trendsetter and, of
course, ninjas...

Q: WHAT MADE YOU CHOOSE THE
ORIGINAL NAME SYSTEM 3, AND
WHY THE LATER CHANGE TO
STUDIO 37

A: There were three of us and
‘system’ was a trendy word during
the formative years of our industry.
Why change? Well, it was felt that as
the company matured and its
operations embraced all the activities
in our industry — developing,
publishing and marketing — and

we were doing more and more
third-party development, that

Studio 3 better encapsulated what
we are doing.

Q: YOU'RE WIDELY REGARDED AS
SOME OF THE BEST CODERS FOR
THE COMMODORE 64. WHAT WAS
YOUR MAIN ATTRACTION TO THE
MACHINE OVER ITS PEERS?

A: One of the problems with many of
the other machines was their design
to a fixed cost. The biggest culprit of
this was the Spectrum — it was lang
suspected that Sir Clive Sinclair
designed a great machine and simply
kept removing features and
components till it could be made at a
particular price. Commodore and
Atari, on the other hand, crafted
machines that were a delight to play
and fun to programme.

When you look back at the early
days and remember things like the
Oric, Tangerine, Acorn rack system
(the origin of the BBC machine), the
BBC machine, Dragon, Elan and
many others, they really didn't hold a
candle to the Commodore 64 or Atari
400/800 for gaming. If only
Commodore had stopped trying to
make it into a business machine - or
worse, a ‘personal productivity tool’ -
then it would have and possibly still
might control the games industry.

Q: CONSISTENTLY PRODUCING
SUCH ACCLAIMED AND
INNOVATIVE HITS AS THE LAST
NINJA, IK+ AND MYTH MUST HAVE
BEEN VERY TAXING. WHAT WAS
SYSTEM 3'S WORK ETHOS?

A: It's easy to say that in those days
the greatest games were created by
the most maverick developers (a
description we've never been shy of)
and all that was required to create a
game was lots of beer, pub games,
pizza and Pro-Plus for the morning
after. I'm not saying we didn't have
that going on - our parties and press



T

trips were the stuff that industry
legends were forged from. System
had, and retains to this day,
something else,

It's very difficult to pin down our
‘factor X' but it includes elements of
being able to put the right teams
together, finding the best people for
the job and remembering that
developing the games has to be fun,
otherwise what's the point?

Q: DEATH STAR INTERCEPTOR WAS
YOUR FIRST GAME. WERE THERE
ANY PRESSURES WORKING ON
SUCH A WELL LOVED LICENCE?

A: No, it was a lot easier then.

Q: WHAT PROJECTS DID YOU
WORK ON BEFORE SYSTEM 3

WAS FOUNDED?

A: None. | set up System 3 at the age

of 17, 21 years ago.

Q: BESIDES SYSTEM 3'S GAMES,
WHAT OTHER PROJECTS DO YOU
WISH YOU HAD WORKED ON?

A: Easy really, Space Invaders,

Asteroids, Defender, the Super Mario
series of games, the Street Fighter
series, Metal Gear Solid and Daytona
(still the best racing coin-op).

Q: HOW DID YOU FIND WORKING
WITH ARCHER MCLEAN ON THE
INTERNATIONAL KARATE SERIES,
AND DO YOU STILL KEEP IN
TOUCH WITH HIM?

his is where it all started - if ever

there was a franchise that got
C64 owners quivering with delight it
was The Last Ninja trilogy. Appearing
in 1987, The Last Ninja saw you take
on the role of Armakuni, the last
surviving member of the
Brotherhood of the Ninjas. Vowing
revenge on the evil warlord Kunitoki,
you battled your way through (and
under) Lin Fen Island.

More combat-based than the later
puzzle-heavy sequels, The Last Ninja
was the ultimate proof that no one
knew the Commodore 64 hardware
like System 3. Animation and visuals
were second to none and a moving
score completed an extremely
impressive package. System 3's 3D

A: Archer is a great coder and good
fun to work with. He worked on
converting the original /K from the
Spectrum and Amstrad onto the C64
and Atari 8-bit machines. He also
converted the game to the Amiga
from our Atari ST version which we
had developed in Hungary.

| see very little of Archer now as he
is focused more on snooker games
as opposed to arcade action games.
Shame really. He should have stuck
to the mass market as opposed to
niche product.

Q: WERE GAMES BETTER IN THE
OLD DAYS?

A: Yep, no doubt about it. When did
you last read a review that spent
more time detailing the gameplay
than the graphics or sound? There
are still very few great titles. Getting
the balance between gameplay and
visuals is very difficult - making
people understand that long-term
challenge in a game is worth a lot

A The Last Ninja 3was the final instalment in the
soon-to-be-inaccurately-named trilogy.
more than a moment of glitzy effects.
If you look at the structure of big
teams now with virtual regiments of
artists, stylists, level designers,
environment artists, visual content
directors (and their assistants) and so
on, somewhere down the list come
the programmers.

Q: THELAST NINJA FRANCHISE IS
BY FAR YOUR MOST POPULAR
WORK. WHAT ORIGINALLY
INSPIRED YOU TO MAKE THE
FIRST GAME?

A: | had, and still have, a great
fondness for all things Japanese and
exciting Hong Kong martial arts
movies. | love Japanese history as it
has so many parallels with our own,
in particular, how far back it goes.
Regarding the fascination with ninjas,
well, they're like all the good bits
from a broad range of Boy's Own-
style stories or movies all rolled into
one. There's action, stealth, intrigue
and so on. They're just great
characters from history.

FOLIEFR -

isometric adventure became the best
selling C64 title of all time and shifted

aver 2 million units worldwide.
Armakuni's adventure had begun
and the sequels just got better and
better every time.

-HEAFONERY -

INTERCEPTOR

egardless of whether you

felt it was inspired by, or
simply ripped off, the Star
Wars trilogy, there was no
denying that System 3's first
game was a great little shoot-
‘em-up. Get past the initially
frustrating first level (aim
your X-Wing through a series
of consecutive rings) and
you quickly got onto the
good stuff.

The second stage saw you
blasting away at the Imperial
forces; TIE Fighters attacked in
droves and would scale in size
as they headed towards you.
Such was the frantic on-screen
action, you very nearly missed
the approaching Death Star
that slowly appeared in the
left-hand corner of the screen.

The final assault recreated
the famous trench run - there
were more than enough
enemies to shoot down and
the final stretch would see you
having to avoid multiple laser
beams. Make your way
through all that and it was
time to drop a Photon
Torpedo down the exhaust
and start the whole thing all
over again. Great stuff.

niun ouoow

L wuuvy

b~ |

A Star Wars rip-off? Does it matter? Death Star
Interceptor was a cracking shoot-'em-up
with some neat graphical touches,
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F aced with the daunting
prospect of making a sequel
that superseded the original game
(over 1.5 million units sold in the
US alone), Archer McLean proved
more than ready for the seemingly
impossible task. A third fighter,
copious amounts of trouser
dropping and a great bonus game
all came together to create a
fantastic follow-up that is still
appearing on consoles like the
GBA a full 16 years after its
original release.

122 games"

Combat throughout was
extremely fluid with a grand total
of 14 different moves being
available (not bad for a joystick
with only one fire button).
MeclLean's attention to detail wasn't
just used on the fighters — the
background was full of detail; fish
leaped from the water, birds flew
overhead and caterpillars inched
their way across the screen.

Affectionately known as IK+, the
crowning jewel in the game was a
scintillating score by Commodore
64 maestro, Rob Hubbard. As with
many of System 3's titles, the
game was critically lauded and
remains a classic to this day.

A Fimbos Quest was an accomplished, but rather
difficult, platformer from System 3.

0: WHY DID YOU FEEL THE NEED
TO MAKE LAST NINJA REMIX AND
NOT ADD ANY ADDITIONAL
CONTENT FOR AMIGA OWNERS?
A:To extend the shelf life we needed
to reintroduce the title at the retailers’
request in a new package. Hence the
name Ninja Remix.

Q: SETTING THE LAST NINJA 2 IN
INEW YORK WAS A FAR CRY FROM
THE IDYLLIC LIN FEN ISLAND OF
THE ORIGINAL, WAS IT A
CONSCIOUS MOVE TO APPEAL
MORE TO THE AMERICAN MARKET?

A: Not really. | decided that it would
be fun to put a traditional warrior in a
modern urban environment and not
give him a gun. Plus it's damned
hard to get a helicopter into 16th
Century Japan.

Q: THE LAST NINJA 3 TOOK THE
SERIES AS FAR AS EXISTING
TECHNOLOGY COULD. IS THIS THE
MAIN REASON WHY A SEQUEL HAS
TAKEN SO LONG TO EMERGE?
A: One of the great defining qualities
of Studio 3 is the close collaboration
of the development talent and how
everyone is given a hearing as to
new ideas and directions for
development to follow. At the time
there were only a couple of the
senior people, myself included, that
wanted to continue with the Ninja
theme whereas the vast majority of
people wanted to look at new areas
that might be more in keeping with
the market.

However, now that we have

reached a time in the company’s life
where we can afford to indulge
ourselves and do projects that we
really want to do, I've managed to
put back in place the original key
members of the team that made the
old Ninja games so exciting,
hopefully to repeat the success.

 ALL THE LAST NINJA GAMES
HAD WONDERFULLY ATMOSPHERIC
MUSIC AND POSSESSED MANY
CINEMATIC QUALITIES. WERE
THERE ANY FILMS IN PARTICULAR
THAT INSPIRED THE CREATION OF
THE MUSIC?

A: | personally didn't have much to
do with the direction of the music
except to let people know when it
was exactly right for the game. So |
can't really tell you what the original
inspirations were.

Q: WILL THE NEW VERSION OF THE
LAST NINJA FEEL FAMILIAR TO
ANYONE WHO HAS PLAYED

THE ORIGINAL GAMES, ORISIT A
COMPLETELY STANDALONE TITLE?

A: Yes, it is a standalone project but it
has all the gualities that were present
in the originals - the almost slavish
mentality of getting things right, even
the smallest details.

If  told you the number of
revisions |'ve had done just to the
running animations you'd think that
I'd probably be able to do another
complete game within the same
workflow - and you'd probably be
right. But that's the way it always has
been with Last Ninja, and more than
likely always will be.



Q: MANY GAMES BASED ON
PREVIOUS TITLES SOMETIMES
CONTAIN VERSIONS OF THE
ORIGINAL GAME. ANY CHANCE OF
FINDING A C64 VERSION OF THE
LAST NINJA TUCKED AWAY IN
THE NEW GAMIE?

A: Nice idea, you never know...

Q: MANY OF YOUR GAMES WERE
PRIMARILY FOR THE HOME
COMPUTERS, SO HOW DID YOU
FIND THE EVENTUAL TRANSITION
TO THE CONSOLE MARKET?

A:Tough. | think you'd find that a lot
of people that made the transition, if
they answered honestly, would say it
can be very hard going. It's not really
one thing in particular but coming
from a free-for-all environment like a
computer to the more structured,
disciplined environment and ethos of
getting a console game on the shelf
then things can get difficult and
frustrating. But you manage it in the
end because that’s where our game
players are so we have to be loyal to
the fans.

ot to be confused with the

bizarre Fimbles that have
currently invaded children’s
television, Flimbos Quest was
System 3's second stab at the
platform genre. Bundled with the ill-
fated C64 GS console and appearing
on several other formats, the game
saw you trying to rescue your
beloved girlfriend from a suitably
nefarious villain.

Production throughout the game
was of a very high standard and
contained suitably colourful visuals
along with some fantastic bouncy

FLIMBO'S QUEST
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A The Last Ninja marked the beginning of a series
that would go from strength to strength,

Q: VENDETTA SEEMED TO INSPIRE
THE GRAND THEFT AUTO SERIES.
ANY CHANCE OF A SEQUEL?

A: There's always a chance of a
sequel from Studio 3. You know what
they say about old great games -
they’re never get totally forgotten,
they just get converted.

Q: WHAT WERE THE REASONS
BEHIND DROPPING THE PROPOSED
VERSION OF THE LAST NINJA ON
THE SPECTRUM?

A:Who said that? It's a lie, | tell you.
Bloody PR people, telling the truth
when you least want them to...

Q: WHAT'S BEEN YOUR FAVOURITE
GAME THAT THE COMPANY MADE?

A:| have divided loyalty to two
products. One is the Last Ninja trilogy
which, for a long time, | never
thought would be bettered. Then
along came Mob Rule/StreetWars - a
thing that | love dearly. Although the
current Ninja could tip the balance,

een by many as the best ever C64 game, System 3 pulled out all the
S stops with The Last Ninja 3- everything that had made the series so
popular with gamers was increased tenfold.

Originally designed as a cartridge release, poor sales for the ailing C64
GS convinced System 3 to stick with the tape and disc format. Starting off
with a stunning intro (remember, this was made in 1991 on a humble C&4)
the presentation was faultless. Highly detailed visuals, some marvellous
music (by Reyn Ouwehand) and some great puzzles all came together
perfectly. Even a small bug (some versions lacked the bellows you needed
to complete level 4) did little to diminish the game's credibility. Armakuni's
last C64 outing became the first game to score 100% in a review.

tunes (by Reyn Ouwehand again).
Flimbo himself was well-animated
and, along with the standard
platform moves, could leap down
from platforms - he was also rather
nifty with his sword (a good job too
as this was a tough game).

Despite not showing as much
originality as System 3's previous
titles, Flimbo’s Quest still proved to
be extremely popular with critics
and fans alike. It received numerous
high scores in the mid-Nineties and
became yet ancther feather in
System 3's overcrowded cap.

SCORE
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TO MANY GAMES, NOT ENOUGH MONEY. THANKFULLY THOUGH, NOT ALL OF

THEM ARE WORTH SPENDING YOUR HARD-EARNED CASH ON. IF YOU WANT TO
TASTE THE CREAM OF THE CROP, YOU'VE COME TO THE RIGHT PLACE...

PLAYSTATION2

MANUFACTURER
Sony

LAUNCH DATE

24 November 2000
MEDIA

4.78-inch DVD Disc
CURRENT PRICE
$399

No. Title

The oldest of the next-generation
consoles, having had well over a
year's head start over both the
GameCube and Xbox. With support
across the board from third-party
developers, a built-in DVD player
and backward compatibility with
older PSone games, it's the most
popular videogame console
available today.

Publisher

Developer

1 lco

SGEE In-House

2 Grand Theft Auto: Vice City

Rockstar Games  Rockstar North

VIEWPOINT

DEVIL MAY CRY 2

It may lack the style and grace of
its predecessor, but we still can't
help going back for a bit of
showboating action now and
again. DMC2 is no classic but in
terms of sheer blasting fun, you
won't find many more action-
packed titles around.

VIEWPOINT

BURNOUT 2

A fast, furious and fun racer which
is worth buying for the Crash
Junction mode alone - the more
carnage you cause, the higher
your score. Burnout 2: Point Of
Impact has been significantly
tarted up for Xbox and GameCube
but this version is still great fun.

3 TimeSplitters2 Eidos Free Radical
4 Tony Hawk's Pro Skater 4 Activision Neversoft
5 Pro Evolution Soccer 2 Konami In-House
6 Burnout 2: Point Of Impact Acclaim Criterion
7 Dark Cloud Il Sony In-House
8 Devil May Cry Capcom In-House
9 Rez SEGA UGA
10 Suikoden Il Konami In-House
11 NBA Street 2 Electronic Arts  EA Sports BIG
12 Kingdom Hearts SCEE Sguaresoft
13 Colin McRae Rally 3 Codemasters In-House
14 Wild Arms 3 Ubi Soft Media Vision
15 Ape Escape 2 Sony In-House
16 Hitman 2 Silent Assassin Eidos lo Interactive
17 ProjectZero \Wanadoo Tecmo
18 Capcom VS SNK 2 Capcom In-House
19 Virtua Fighter 4 Evolution SEGA AM2
20 Metal Gear Solid 2 Substance Konami In-House

VIEVWPOINT

APE ESCAPE 2

Catching monkeys — such an
obvious basis for a game, it's a
wonder it hasn't been done
before. Wait, it has. Nevertheless,
Ape Escape 2is one of the most
enjoyable platformers on the PS2,
but will Joe Public enjoy simian
retrieval as much as us?

VIEWPOINT

FREQUENCY

With the ample beats of
Amplitude belting out mere
metres away, we're reminded just
how damn fine its forerunner
really is. Rhythm action doesn’t
come much better than this - it's
just a shame they don't make
patches to cure your addiction...
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GAMECUBE

Nintendo

LAUNCH DATE
17 May 2002

MEDIA

3-inch Optical Disc
CURRENT PRICE
$289

P TWENTY IV HA

No. Title Publisher Developer

Although it's the cheapest machine
on the market, Nintendo’s newest
console shouldn't be under-
estimated. The firm's long-
established experience in games
means that the GameCube can
expect to see many quality first- and
third-party games in the future.
Primarily a games machine, the
GameCube has no DVD function.

1 Metroid Prime Nintendo In-House
2 The Legend Of Zelda: The Wind Waker  Nintendo In-House
3 Winning Eleven 6: Final Evolution Konami In-House
4 Super Monkey Ball 2 SEGA Amusement Vision
5 TimeSplitters2 Eidos Free Radical
6 Burnout2 PointOf Impact Acclaim In-house
7 Tony Hawk's Pro Skater 4 Activision Neversoft
8 lkaruga Treasure In-House
9 Super Mario Sunshine Nintendo In-House
10 Animal Crossing Nintendo In-House
11 Eternal Darkness Nintendo Silicon Knights
112 Soul Calibur |1 Nameo In-House
13 Resident Evil Capcom In-House
14 Resident Evil Zero Capcom In-House
15 Mario Party 4 Nintendo Hudson
16 Mr Driller: Drill Land Namco In-House
17 Skies Of Arcadia Legends (I SEGA Overworks
18 Star Wars: Rogue Leader Activision Factor 5
19 Sonic Mega Collection SEGA Sonic Team
20 Aggressive Inline Acclaim Z-Axis

VIEWPOQINT

THE LEGEND OF ZELDA:
THE WIND WAKER

Having enjoyed adventures with
Mario, Luigi and Samus we can
now finally add an appearance by
Link to the list of GameCube
greats. We might have had to wait
an age for it but it's Nintendo
daoing what it does best.

VIEWPOINT

CONFLICT:

DESERT STORM

The recent activity in the Gulf has
raised the profile of this game
somewhat, much to the delight of
SCi, no doubt. Thankfully,
GameCube owners should find
this stealth-based adventure very
much to their liking.

Rage finally looked to have a
surefire hit on its hands with this
brilliant boxing game.
Unfortunately, Rage couldn't go
the distance but this game
remains a fitting tribute to a fine
developer. Best of all, you can
probably find it for fifty bucks.

SUPER MIONKEY BALL 2
The original managed to keep us
going for nearly a year, but now
the sequel is keeping us knee-deep
in monkeys all over again. More
levels and more bonus games
means that this is one GameCube
exclusive that you can't afford to
be without.
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ESSENTIALS

TOO MANY GAMES, NOT ENOUGH MONEY. THANKFULLY THOUGH, NOT ALL OF
THEM ARE WORTH SPENDING YOUR HARD-EARNED CASH ON. IF YOU WANT TO
TASTE THE CREAM OF THE CROP, YOU'VE COME TO THE RIGHT PLACE...

Despite a slow start, the Xbox is
swiftly becoming one of the major
players in today’s console market.

Wicrosoft Suggestions that the machine is
LAUNCH DATE only ‘a PC in a box' are founded
14 March 2002 upon the built-in hard drive,
MEDIA broadband support and DVD player.
4.75-inch DVD Disc However, the Xbox is far more
CURRENT PRICE accessible to the casual gamer than
$399 most PCs.
AV VIEWPOINT VIEWPOINT
No. Titl Publish Devel TIGER WOODS 2003 MOTO GP
il i Wpioner Be Oper Updates of sports games have a Largely overlooked upon release,
@ n tendency to be disappointing but now is definitely the right time to
1 Hao Microsoft Bungie Tiger Woods 2003 is different. Lost get in the saddle with this
pr in the Christmas deluge, this is impressive racer. If the superlative
2 Panzer Dragoon Orta SEGA Smilebit one sports title that offers gamers gameplay isn't reason enough to
; o more than enough gaming warrant your interest, the budget
3 JetSet Radio Future SEGA Smilebit pleasure to ensure its place in price should certainly get your
collection. engines rewving.
4 TimeSplitters2 Eidos Free Radical b v 9
5 Splinter Cell Ubi Soft In-House
6 Project Gotham Racing Microsoft ~ Bizarre Creations
7 Tony Hawk's Pro Skater 4 Activision Neversoft
8 ProjectZero Microsoft Tecmo
9 Bumout 2: Point Of Impact Acclaim Criterion Studios
10 Aggressive Inline Acclaim Z-Axis
VIEWPOINT VIEWPOINT
11 Ghost Recon Ubi Soft Red Storm JURASSIC PARK: SHENMUE Il
OPERATION GENESIS Since finding a home on the Xbox,
12 Dead Or Alive 3 Microsoft Tecmo Playing god with dinosaurs is as Shenmue doesn't quite seem like
fun as it sounds. Simply take the revolutionary game series that
13 Soul Calibur Il Namco In-House your drugged Spinosaurus, add it did on the Dreamcast. That said,
him to a packed cafeteria and Ryu’s quest still manages to
14 Moto GP THQ Climax wait for him to wake up. The end engage. It might not have reversed
result is one mad dino and plenty the Dreamcast’s fortunes but it's
15 Hitman 2: Silent Assassin Eidos lo Interactive of dead visitors. Superb stuff. still a damn fine game.
16 Quantum Redshift Microsoft Curly Monsters O vl
17 Colin McRae Rally 3 CodeMasters In-House
18 Tiger Woods 2003 EA In-House
19 Buffy The Vampire Slayer EA In-House
20 Unreal Championship Infogrames Epic Games
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Nintendo
LAUNCH DATE
22 June 2001
MEDIA

Flash Cartridge
CURRENT PRICE
$199.95

Ideal for gaming on the move, the
GBA is a cheap and effective way of
getting games to those who don't
have time to sit down and play. The
leaps in handheld technology mean
that GBA games are now more
accomplished and can even be
compared favourably to their
console-based cousins. The lovely
new SP model is available now.

No. Title Publisher Developer
1 Advance Wars Nintenda In-House
2 Zelda: A Link To The Past/Four Swords Nintendo In-House
3 Super Mario Advance 3: Yoshi's Island Nintendo In-House
4 Golden Sun Nintendo Camelot
5 Metroid Fusion Nintendo In-House
6  Street Fighter Alpha 3 Ubi Soft Crawfish
7 Castlevania: Harmony Of Dissonance Konami In-House
8  Pokémon Ruby & Sapphire Nintendo In-House
9 Sonic Advance 2 SEGA Sonic Team
10 Speedball 2 Brutal Deluxe Wanadoo Crawfish

4.75-inch CD/DVD Disc

CURRENT PRICE
$variable

[El\
No.Title

While primarily bought as a work
platform, the PC has swiftly become
the haven of the more ‘mature’
gamer. With its natural ability for
online and LAN play, it is perfectly
tailored for the FPS, strategy and
MMORPG genres. However, it can
cost a fortune to keep a PC up to
date and running fast enough to
support flashy graphics.

Publisher

Developer

1 Grand Theft Auto: Vice City

Rockstar Games Rockstar North

VIEWPOINT

KLONOA

With a look and feel similar to a
Nintendo in-house product,
Namco's Klonoa features some of
the most creative puzzles you'll
find in a platformer.

VIEWPOINT

CASTLEVANIA: HARMONY
OF DISSONANCE

Two castles, plenty of creepy
bosses and a little magic ensure
that the second Castlevania title is
well worth picking up.

2 Unreal Tournament 2003 Infogrames Digital Extremes
3 Championship Manager 4 Eidos Sports Interactive
4 Operation: Flashpoint Codemasters In-House
5 Freelancer Microsoft Digital Anvil
6 Half-Life Vivendi Valve Software
7 The Sims EA Masis
8  Age 0f Mythology Microsoft Ensemble Studios
9 Fallout2 Virgin Interactive Interplay
10 Sam And Max Hit The Road Activision LucasArts

VIEWPOINT VIEWPOINT

TROPICO 2 STRIKE FIGHTERS:

PROJECT 1

Live the debauched life of a pirate
king in the sequel to the award-
winning strategy game. With the
emphasis on fun and humour, this
is a must for all RTS fans.

Jet fighters in the Sixties were
great - and bloody dangerous too.
If you fancy flying one, you could
do worse than this absorbing sim.
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