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Its not the size of your battalion,
it's what you do with it that counts.
Advance Wars 2 page 76
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LARA CROFT TOVIB RAIDER: THE
ANGEL OF DARKNESS

After years in the wilderness, Eidos finally resurrects its most famous gaming
icon — but can Lara still titillate after all these years?

It's not possible to avoid the over-used cliché regarding the winter drought
of videogames. Some mags will look to the months ahead for solace,
others will champion a specific preview — essentially, these are thinly veiled
attempts at trying to avoid saying that if you like videogames then the
winter is as dry as the outback. It's a simple fact, but if you've been reading
games™ for a while you should know that that we genuinely try to
champion gaming, whether it's the games themselves or the people behind
them. But right now, slap in the middle of ‘the drought’, there’s very little to
get excited about.

Thankfully, there is hope, and if you're prepared to risk being unloved by
Nintendo we'd like to recommend a little something on import, namely
Advance Wars 2 for the GBA. It might be another sequel but it's also a game
that deserves a moment of everyone’s time. Best of all, with the long winter
nights, it's the perfect time of year to get thoroughly engrossed in a game.
And then before you know it, summer will be here...

My

Simon Phillips, Group Editor
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Needless to say, this will
be a good-looking machine.
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He's the man behind Prince Of
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The PSX will be
‘extraordinary’, apparently.
[
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he X" in PSX refers to the

crossover of games and

electronics,” explained
Ken Kutaragi at the unveiling of

Sony’s PSX, “but it also 3

for ‘extraordinary’.” ”

Of course, this is hvp«boﬁtaksn :
to the extreme - after all, ﬂﬂsblhe %
same man started thatusinga
PlayStation2 would be like :

“plugging lrno'lhe Matrix”.
However, rt‘salso something that

change of direction for Sony, but will
also give its competitors some
serious food for thought.

Sony’s PSX will be available in
Japan before the end of the year and
should launch in Australia, Europe
and North America during 2004; it's
yet to be revealed if it will receive a
simultaneous release with the PSP.

As we reported last issue, Sony’s
PSX will include a TV tuner, DVD
recorder, 120GB hard drive and
Internet access (broadband only), as
mﬁmmﬂiﬂgyouwuuldm
to find in a normal PlayStation2.

Loohngmmonmelysllckmrts

not only marks a potentially massive

of Sony’s new machine looks like one
of its top-end DVD players. Sony’s
memory sticks will make the need for
memory cards redundant, and the
end result is a highly desirable-
looking machine that Sony hopes will
fulfil the same sort of role as a
Microsoft PC. “The PSX will be more
than just PS2 compatible,” claims
Kutaragi-san. “I think it has the
power to change the way you see all
digital appliances.”

Another purpose of the PSX will
be to inject some much-needed
interest back into Sony’s consumer
electronic division. Sony's videogame
division completely outstrips the
rest of its consumer section and it
comes as no surprise that the PSX
has been announced following the
largest drop in profits in the last
eight years for the rest of Sony's
consumer division.

No prices have so far been
announced for the new system,
although Kutaragi-san has made it
clear that because Sony is producing
most of its semi-conductors used in
the PSX for PS2, the end price will be
comparably cheaper than similar set-
top boxes and will still turn a profit.
Sony’s pushing of the PSX and PSP
may lead some to believe that this
could mark the possible end for the
PS2, but as far as we're concerned
the two machines will appeal to
vastly different audiences (especially
as the PSX is more than likely to be
marketed towards a more mature
user with a higher income).

Time will tell, however, and in the
meantime, we'll be earnestly waiting
for more details on Sony’s exciting
new piece of hardware.

4
A

Nintendo is unlikely to be
fazed by the PSX.

Microsoft may have
designs on the same market.

Broadcastcom doesn't
have the clout of Microsoft

>> NEWS | REAL TIME WORLDS | NINTENDO ONLINE

IT'S YOUR
MOVE

Now that Sony has revealed all about its
latest hardware plans, it's time to see
how the PSX will affect its competitors...

NINTENDO

Sony’s PSX shouldn’t affect Nintendo’s future
plans in the slightest. Nintendo has always made
games machines first and foremost, and atthough
Matsushita’s Q offered the inclusion of DVD
playback (and an extremely high price to match),
we feel that it's unlikely that Nintendo will follow
the same route as its peers. Like its stance on
online gaming, Nintendo always seems content
to sit back and watch from the sidelines, rather
than throw its money away on an unproven
product. While some would say that after the
GameCube’s poor performance it may be
beneficial for Nintendo to throw caution to the
wind, we feel confident that it will concentrate
on its next console and continue to build upon
its solid fan base.

MICROSOFT

~ You've got to laugh at the irony of the situation
Microsoft now finds itself in - after fears that its
hotly rumoured HomeStation would be
dismissed as nothing more than a blatant
attempt to get PCs into the living room, Microsoft
cancels its project, only to find that Sony has
produced a near identical machine. We feel it's
highly unlikely that Microsoft will take this latest
announcement sitting down, and considering
that the PSX is extremely similar to its own
HomeStation idea, we think it's highly probable
that Microsoft will resurrect the once-shelved
project. Of course, if the HomeStation (or
something similar) does appear, Microsoft will
have to close the gap that Sony will be
attempting to create as quickly as possible - they
certainly won't want another situation like the
Xbox and PlayStation2. After all, in this sort of
competition there’s no prize for second place...

BROADCAST.COM

~ The PSX’s first rival will come courtesy of
Broadcast.com’s set-top PC which is rumoured to
hit the shelves as early as December. Although
the machine has yet to be given an official name,
it is said to include a 600MHz processor, 27GB
hard disk, ethernet card, a high-definition
television decoder TV tuner card, video in and
out ports and a DVD-ROM drive. Basic models
will start at $1,899 with Broadcast.com’s
chairman, Mark Cuban, stating that this is the
way forward. “The war for broadband will be
fought in your living room,” he explains. “What
we are trying to do is get people to change their
attitude about what a PC is.” Despite Cuban’s
claims, we can‘t help but feel that only Microsoft
will have the drive (and the practically limitless
funds) to go up against the PSX. Broadcast.com’s
high price tag could also prove to be a problem
for its new machine. Although Sony has yet to
commit to a price for the PSX, we find it hard to
believe that it will be in the same bracket as
Cuban's machine.
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After the incredible success of

Atari's woeful Enter The Matrix,
it's been revealed that Shiny
will be developing two games
based on the franchise that will
be released at Christmas 2004
and 2006. Atari has denied that
a new game will be released to
coincide with November’s
Matrix Revolutions - current
rumours hint at a possible
special edition re-release of
Enter The Matrix instead. We're
hoping this shocking rumour
will be just that, but with ETM
hogging the top of the charts
for the first four weeks of its
release, anything’s possible.

GOOD NEWS FOR
SHENMUE FANS?
Yu Suzuki, president of SEGA-
AM2, recently hosted a
question and answer session
on the company’s website.
When asked if Shenmue Ilfwas

ith the industry going through a
difficult period that’s already

in the works, Suzuki-san
revealed that he was not
content with stopping at

claimed the likes of Crawfish and Rage,
it's refreshing to see a triumvirate of

gaming’s biggest names creating a

Shenmue Il. Of course, this isn't
a firm confirmation, but it's
clear that Suzuki-san doesn't
want his beloved series to die
just yet. He also revealed that
the fans’ opinions weighed very
heavily on any decisions to
develop certain games.

brand new company. Real Time Worlds

has been formed by David Jones

(Lemmings, Grand Theft Auto), lan

Hetherington (founder of Psygnosis

and former managing director of

Sony Computer Entertainment

[ Europe) and Tony Harmen (former
director of development and acquisition

at Nintendo of America), and promises
to put Scotland on the gaming map.

{ “Real Time Worlds was initially formed
when some people who had worked together
at DMA Design for many years decided to

make a smaller studio,” explains Jones.

“This studio was to have a long-term plan

on the kind of game it would make,

and only recruit talented staff

» with strong experience in

' making games.

Can the success of
Lemmings be replicated?

“Bringing lan and Tony on board follows
my philosophy of only working with the
best,” continues Jones. “My goal is to create
unique global franchises and maximise the
revenue potential from those titles. We have
put together a hand-picked team of 28
developers with a tremendous portfolio of
hit games behind them, and now we have a
similar pedigree in our management team.”

With the creator of Grand Theft Auto at
the reins you'd expect a similar project to be
up and running, and judging by the sound of
it gamers shouldn't be too disappointed.
“We are not yet talking specifically about our
two titles under development, but | will hint
that fans of GTA and next-generation racing
games will not be disappointed,” explains
Hetherington. “Having seen literally
thousands of games in the past, | was
amazed at the unique and groundbreaking
ideas that are being brought to life at Real
Time Worlds.”

One of the biggest projects with which
Real Time Worlds is involved is online
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David Jones’ Lemmings . .
was an incredible success | hile the number of games on show at this

BN B that still plays well today. | year’s E3 might have been enough to allay
e — e Sppep xacto s any fears that there wasn't going to be anything
1 = i ~ guide your Lemmingsto | s e
an exit whilst avoiding the | for you to play at Christmas, that isn't to say that
level's g\aﬂ‘f haZﬂrf:S = ";3 the future will be all rosy. Go a little further and
incredible design of each | 2 S iank . .- ,
o be | actually look gt what ?ou ve got to look f?nvard
glued to your TV or | to and you might notice that over two-thirds of
"_‘]“("“"m:m' what seemed | everything that was showcased or announced
IKe an etermity. | £ e
b was a sequel of some description — a game that
takes a concept that has already done well and
then builds upon it.
Obviously, this makes perfect sense from a
business perspective, as creating a follow-up to a
previously successful title ensures that there's
Grand Theft Auto already an established market for it; therefore,
Even if youl tagk away profit is virtually guaranteed. However, this kind
the gore, violence and ¥
bad language, you'd still | of approach is the very reason why the games
be left with an amazingly | industry is so stagnant at the moment - with so
solid game. The free- o j&willing totake the fisk ahd comes
S ew people .‘u ing to take the |s < anl come up
huge, sprawling city i with something completely original, it's hard to
meant that the original | find a truly groundbreaking title to get all excited

| Grand Theft Autowas just |
' asmuchadlessicasits | about these days.
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T = 8 later 3D incamations. | As hard-core games fans, we like to think
el B 2 ._;»‘;z%‘ﬁ@ T - there’s always something to look forward to. If
110 & 07 & 4-1¢ . v A o 5 { — even our enthusiasm is beginning to wane, it

- _::_'I L] . 1 y A surely means there's something terribly wrong.
S - O E TR 2l 2 :

B The massive multiformat success of Lemmings bodes well for future Real Time Worlds titles. i - 1 Too many sequels, not enough change - FIFA may
SRR be popular, but how much further can the series go?
gaming. “We're very interested in the that have similar design principles, but Psygnosis

- - A a i
online console market,” reveals Jones.  with a different focus. We have to i ‘f';::: ;":s:i::;::‘fﬁ;m
“All of our work has a strong online think about where we will be in five | little did he realise what

component, and this is an area we are years, what we want to play, and how was in store for the
excited about and believe has massive  we will be playing. It’s like the b‘;’;’;’;ﬂ'}fﬁfm =
scope for innovative new ways to play.  evolution of GTAT to GTA3, but | games like Shadow Of
It's very much a new world, one which  the online space makes for very g ;T;’ 31?::::;1 hgg:“”“"”
we believe will offer a fresh injection of  different possibilities.” | success of Lemmings,
originality into gaming. Our main aim Regardless of what direction Real Psygnosis was eventually §
is to create some waves in online Time Worlds takes, it's quite obvious f\,f,ﬁ'ff{?msfié”;r:ﬁ'ikes
gaming, and keep looking to be fresh that it intends to make a bold mark on of Wipeout and G FPolice,
in the games we produce.” the games industry. David Jones was
At games™, we've always felt that unwilling to reveal any details about
taking the GTA series online would be the two games apart from that they
the next logical step (are you listening, were “very different, and online is a
Rockstar?) and it seems that David big part of them”. However it has
Jones could be planning a similar been revealed that the games’
project. “GTA is an established publishers will shortly be announced.
franchise now,” he explains. “It has Whatever happens, let’s just hope that
core values and a solid design that can Real Time Worlds makes good on its
be embellished down the line. Our promises and delivers new and

plans are for a couple of new games exciting gaming experiences.
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¥ Considering that Nokia doesn't
consider itself in competition
with Nintendo, that hasn't
stopped its head of
entertainment, llkka Raiskinen,
having a go at the GBA. “Game
Boy is for 10-year olds,” he
revealed in a recent Dow Jones
business report. “If you're 20 or
25 years old, it's probably not a
good idea to draw a Game Boy
out of your pocket on a Friday
night in a public place.”
Nintendo has always stated
that it's “unthreatened” by

Nokia's N-Gage, but it will be

interesting to see how it

reacts to Raiskinen’s

THE

GETTING
: READY TO
GO ONLINE
TH EAM ALTHOUGH
@ |S CE)\?E‘R f—r\rs NO ith the launch of Xbox Live and
Sony’s online services in the next
::::dtu hay the;SEGA - THANKS TO few months, it now looks as if GameCube
Do ;a oL - NINTENDO) owners will also be able to get connected
;F'Eréi':s' i s 'owmo:ed too. GameSpy has revealed it's working on
with t: gl T:ﬂ;:a Sta middleware tools that will allow developers
Onli o Sy 1ﬂ‘ S to take GameCube games online.
m?':as:scgu ;sv s ed GameSpy's president, Jon Epstein, already
ﬁ:}";:“ b:s s abi’:g;"’mgh has high hopes. “We feel that multiplayer
P R B online gaming adds a considerable new

dimension in gameplay for any
platform,” he said. “We think it's very
important for all next-generation
systems to offer these capabilities. If
there's proven demand from gamers for
multiplayer gaming on the GameCube,
more publishers will react and provide
them with those games.”

With the likes of Activision already using
GameSpy’s tools for the Tony Hawk series,
it will be interesting to see just how much
==, use the new middleware will
receive. “We'll offer a set of

S middleware tools which
/| h allow developers and
;&' publishers to easily
enable the functions
needed to have an
online game,” says
Epstein. “Different
developers might
implement various parts of

June. SEGA left this statement
on the server: “We hope you
enjoyed our online gaming
services that were extended six
months beyond the original
shutdown date. Thank
you for supporting
Dreamcast online
gaming.” Thank you.

»

w

AECB
ONLINE SHOCK

= @"

our offering, or all of it, and there's
flexibility in how they design it.”

Surprisingly, Gamespy is not the only
company to produce online middleware for
Nintendo developers; Access Corp Ltd is
also planning to make its NetFront Internet
software available. Access is already being
used as the middleware provider for
SEGA's Phantasy Star Online Episode 3:
Card Battle and Konami's Power Pro
Stadium 10 (a Japanese baseball game) so
it will be interesting to see if any
competition arises between the two
companies.

Even with the interest in online gaming
increasing at the moment, Epstein does not
feel that Nintendo made the wrong choice
by not going online yet. “Nintendo
customers are different from those of the
Sony and Microsoft platforms,” he says. “I
think it's way too early to tell who is on the
right or the best path.”

As exciting as all this sounds, it's
important to remember that if Nintendo
isn't interested in the middieware tools
we're not going to get the opportunity to
play the likes of Mario Kart: Double Dash!!
or Pikmin 2 online any time soon. With
GameSpy hoping to have its software
ready within a few months and Access'’s
tools also imminent, let's hope the results
will make Nintendo change its mind.
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LUCKY
FOR SOME

AUSSIE COMEDIANS PLAY CAMEOS
IN UBI SOFT'S UPCOMING XiIlI

fter a recent visit to Ubi Soft’s Sydney office we

discovered that Aussie comedians, Nova 96.9
radio presenters and all round good guys, Merrick &
Rosso will be starring in the upcoming XTI Well, when
we say starring, what we actually mean is cameo.

According to Ubi Soft's press department, each of the

territories where the game is being released has a featured
celebrity’s face mapped onto one of the NPCs somewhere in
the game. In the game the duo will take the role of
submarine mechanics... is there no end to their talent? X/ is
released on 23 October.

eames”
READER’'S SURVEY

WE NEED YOUR VIEWS

Iready we're on to issue three of
", meaning it's time for

us to get your views,thoughts
and opinions on the
magazine, so we can make _ j
it even better for you. -
All you need to do, is 5
email us your answers to : s——— ; AUSTRALIA
the questionnaire below | 148 i B - y e
and send them to the <" e J)r F B CHANGE
accompanying email F -
address. As an added /
incentive, we've
teamed up with Ubi
Soft, who have offered |
up 10 copies (PC or Xbox) of the cult
arcade classic, Dragon’s Lair, to the
winners of the survey.

Email your all your answers to
gamestm@paragonpublishing.com.au
and answer the following Dragon's Lair
skill testing question, to stand the chance
of winning a copy of the game.

Who manufactured
the original
Dragon's Lair

o = e ——
arcade machine in Ubi Soft
19837

01. How would you rate games™ (10 you love, it 1 you hate it)?

02. How old are you ?
a.Below 14 b. 14-17 ¢.18-22 d. 23-27 e.27-31 £.31-3¢ g. Above 35

03. When you're not playing games, which of the following activities do you do?
(List all that apply)
a. Watch DVD.'s b. Watch TV ¢. Go to the Cinema d. Play Sports
e. Go to the Pub

04. Which of the following products do you intend to buy over the next 8 months?
(List all that apply)
a. Mobile Phone b. PDA c¢. MP3 Player d. Digital Camera e. PC Upgrade
f. PC SystemiHard Drive / Memory / LCD Monitor)

05. What's your favourite style of game?
a. First person shooter b. Strategy (RTS) e¢. Retro d. Survival Horror
e. Fighting f. Driving

06. Which gaming magazines do you read on a monthly (or regular) basis?
(List all that apply)
a. Nintendo Cube b. XBM c. Official Playstation 2 d. Official Xbox
e. Hyper f. PC Powerplay g. PSW

07. Which gaming machine(s) do you own?
(List all that apply)
a.PS2 b. Xbox ¢. GameCube d.GBA e.PC

08. What is your favourite game of all time?
09. What game are you the most excited about in 2003 ?

10. In 10 words or less... what do you think of games™?

games" 011
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WITH A THIRD OF THE MARKET ALREADY UNDER ITS SPELL AND PLENTY
OF GREAT GAMES, THINGS ARE GOING WELL FOR XBOX AND MICROSOFT

IN AUSTRALIA. BUT WHAT CAN WE EXPECT TO SEE NEXT?

: he nay-sayers were out in full force when
I the Xbox was announced and finally
launched. But in less than 18 months the
Xbox has come from nowhere to grab a third of the
Australian market, overtaking Nintendo and setting up
a showdown with Sony.

The facts tell the story: since its launch in March
2002, the Xbox has sold over 270,000 units in
Australia, which translates to around 600 per day.
On the software side, there are over 200 titles
available and the millionth game was sold
sometime in June/July. In fact, when it comes to
market share, Australia is the Xbox's best territory
anywhere in the world.

World-wide, the Xbox has muscled its way to a solid
market share (between one-fifth and one quarter of the
market) and a series of canny investments has seen the
console become the exclusive home of some highly
desirable software franchises. Bungie's Halo — without

HALO 2

It's the game that sold the Xbox, but will
the sequel have the same impact? Richard
Hirst, Markteting Manager for Xbox, has

the answer to that.

GAMES™: Halo 2 is coming, but its release
has been delayed. Delays can either mean a
game is being given time to be fine-tuned or
it's in development hell. Any comment?
RH: Halo 2... it's going to be bloody amazing,
it's Live-enabled. The release date is first
quarter next year. At the end of the day
delays are about making the best games with
the best game play experience and the best
graphics for gamers to enjoy and we're very
committed to doing that. The goal is to make
it the best video game ever made; Halo 2 will
bring to gaming things never before thought
possible, so it's going to be worth the wait. -
Have you seen the video?

GAMES™; We saw it. It looked very
impressive. (It's all over the web, but you
might like to try
http://halo.bungie.org/misc/e32003trailer
mirrors.html if you want to download it)

RH: Apart from a few cuts, it’s all in-game
play, taken from E3. So in Halo 2 you’ll be
able to use 2 SMGs, club a Brute to death
with a melee combag, jump onto a Ghost and
toss its driver out... it's all in the game.

doubt the best game to date and the launch title that
kick-started the Xbox's march into our living rooms - is
an Xbox (and now PC) exclusive and Halo 2 looks set to
maintain the high standards of the first instalment. And
the acquisition of UK developer Rare has ensured that
their signature franchises (including Perfect Dark and
Conker) will be available only on Xbox.

Looking to the future, expectations are high for the
launch of Xbox Live in Australia. Already a massive
success in the USA and Europe, we're eager to explore
for ourselves the possibilities not just of Live's
matchmaking service and online play, but also its
league ladders and international rankings. Not only
that but the exclusive content downloads (which have
already included new vehicles for Mech Assault and a
new scenario for Splinter Cell), is another reason to get
excited about Xbox all over again this October. Maybe
that hard drive and broadband adaptor weren't such
bad ideas after all...

“AUSTRALIANS
REALISED

THE POWER

OF THE XBOX
EARLY ON,
SOALOT

OF PEOPLE
GRABBEDIIT...
WE'RE GADGET
MAD"

RICHARD HIRST,
XBOX, AUSTRALIA
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RICHARD HURST

THE XBOX: PAST
PRESENT

To find out just what's going to be happening in the
world of Xbox in the next few months, we caught
up with Richard Hirst, Marketing Manager for the
Xbox in Australia.

GAMES™:; Let's start at the beginning: why the
Xbox? Why take a risk on a very tough, very
crowded market?

Richard Hirst: Because it's such a booming market.
Video games are now bigger than the movie
industry. It's a huge market, we're always looking for
opportunities to innovate and video gaming is one
of those exploding categories. We saw that there
was room, even though there were established
players. The numbers speak for themselves: in
Australia we've got over 30% share; GameCube is
less than 10% week-on-week; the world wide share
is more around 20-25%. It's a fantastic result for us.
We're really happy with where we're at at the
moment. We've got a great market share, we have a
fantastic games line-up, and we've got the launch of
Live coming.

GAMES™ The Xbox has come a long way in a short
time and in fact Australia is the Xbox's strongest
territory. Why do you think that is?

RH: Australians are fast adopters of technology...
we're gadget mad. | think a lot of Australians
realised the power of the Xbox, its technical
capabilities, early on so a lot of people have
grabbed it.

We also had a very strong launch in Australia.
When | tell people | work at Xbox lots of them
remember the launch campaign. We called it a ‘wait’
campaign, starting about six months before we
launched the Xbox. So, rather than try to launch this
big brand in March we actually started six months
earlier. We had a big campaign with a lot of people
seeing the green Xs everywhere — we had tennis
sponsorships, we had bus advertising and train
advertising. Everyone was saying ‘What is this big
green X?'. We've been tracking our campaigns and

now we're at about 98% brand awareness, which is
incredibly high. Even when we launched, people
were aware that Xbox was coming. A lot of people
didn’t know what Xbox was, but that was part of it.
We just wanted to tell people it was coming and
now a lot of people have jumped on board.

GAMES™: The launch itself gathered a lot of media
attention. | guess it was pretty successful for you.
RH: It was big. We had tennis sponsorship (for the
Australian Open), with Xs on all the umpires’ chairs,
which was great. We had the trial program where we
had Xbox trucks driving everywhere showing people
the Xbox. It was all about showing people and letting
them experience the sound, the graphics and the
power of the Xbox. We have some new trailers, big
oversized Xboxes that we take around. They have
plasma screens and big sound systems and they're
easy to get in and out of different locations.

We also had a big program where we went to
about 30 of the key universities nationally, and then
further broadened our programs with our strong
partnerships with Australian suppliers such as the
NRL. This year we sponsored the black dot over the
goal post. No one has been offered that spot before.
We also sponsored Hazem el Masri (winger and
goalkicker for the Bulldogs), to wear the green boot
on his kicking foot. Now Mark Riddel (hooker and
goal kicker for the Dragons) is wearing it. Plus we've
got our games being played on the big screen as
half-time entertainment and a growing relationship
with The Footy Show. So it's really getting mass
market now and we're getting our brand out there.

In addition to NRL we also sponsor Mark Skaife in
the V8 super cars and the Holden Racing Team and
last year we sponsored the wrestling tour to support
the WWE title from THQ. Another reason we have
been successful is that we've been in the retail
business for a long time on the PC side of things. So
we already had strong relationships with retailers
and we had a relationship with Australia Post, which
does our distribution.

Setto use Xbox Live to its full potential,
Countsr-Strike will have online play and plerty
of upgrades to download.
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TEAM PROFILES

® POSITION: General Manager,
Xbox Asia Pacific
M RESPONSIBILITIES: Head up the
Xbox division across the Asia
Pacific Region
B FAVOURITE XBOX GAME: Dead Or Alive:

Xtreme Beach Volleyball

B FAVOURITE NON XBOX GAME: Space
Invaders and Asteroids [Atari 2600]

W QUOTE: "A real leader faces the music, even
when he doesn't like the tune.” -Anon

m POSITION: Regional Xbox Manager

B RESPONSIBILITIES: Managing
Australia/New Zealand sales,
marketing and operations

® FAVOURITE XBOX GAME: Halo

B FAVOURITE NON XBOX GAME: Conker’s
Bad Fur Day [N64]

B QUOTE: “Our lives begin to end the day we
become silent about things that matter” —
Martin Luther King

B POSITION: Marketing Manager
Australia

B RESPONSIBILITIES: Market the
Xbox brand across all marketing
disciplines; Marketing, PR,
Promotions, Sponsorship, Trade
Marketing and Packaging

H FAVOURITE XBOX GAME: Splinter Cell

B FAVOURITE NON XBOX GAME:
Counter Strike [PC]

B QUOTE: “Take calculated risks. That is quite
different from being rash”
— Gen. George S. Patton

B POSITION: National Sales Manager Xbox
Australia

H RESPONSIBILITIES: Manage and drive the
sales division across sales, merchandise and
retail coverage

H FAVOURITE XBOX GAME: Tao Feng

B FAVOURITE NON XBOX GAME: Crimson
Skies [PC]

B QUOTE: “A positive attitude may not solve all
your problems, but it will annoy enough people
to make it worth the effort” — Herm Albright

m POSITION: Retail Account Manager

®m RESPONSIBILITIES: Manage the relationship
between Xbox and key accounts to maximise
the Xbox brand and revenue opportunities

within the account.

H FAVOURITE XBOX GAME: Blinx

B FAVOURITE NON XBOX GAME: Super
Mario World [Game Boy]

M QUOTE: “If at first you don‘t succeed try, try
again” — Anon

XBOX LIVE

GAMES™: We all know Xbox Live is coming and it's

been a big success in the States. What can you tell

us about your plans to get Live up and running in

Australia? Will you need broadband? Will there be

local servers? And will we be getting the same

service and features that other territories are
getting?

% RH: We're very much on-track to launch in

October — everything'’s full steam ahead. Qur
consumer beta testing program has already begun,
which is allowing us to do a lot of interoperability
testing with the ISPs to make sure there are no
hiccups with access.

Live is a broadband-only solution. Broadband
numbers are still relatively low in Australia, but we
believe Live is one of those things that will really fuel
broadband uptake. Currently there are servers in
locations all around the world. There won't be any
servers initially in Australia but that's because
they're absolutely not required. The data centres we
connect to are blazingly fast and have capacities far
above their current workloads. The data centres’
main tasks are authentication and matchmaking,
which are mostly statistics-based - they're not data-
intensive — so any lag users incur isnt ever noticed.

GAMES™:; What about content? There are some Live-
enabled games already out, but one of the big
announcements regarding third-party support was
that EA won't be offering their games to Live
subscribers. Do you see that as a potential problem?
RH: Electronic Arts is the number-one publisher of
Xbox games and a great partner for us. We're
discussing Xbox Live-enabled games with them on
an ongoing basis. But overall Live has already
established strong support — there are over 20 Live-
enabled games already on shelf and plenty more
scheduled to launch this year. Plus there are more
than 60 publishers working on Live-enabled games,
that's a hell of a lot of support.

GAMES™: So do you think we may one day see
Xbox Live-enabled games from EA?

RH: Electronic Arts is a great partner for Xbox and we
will continue to speak to them regarding Xbox Live.

XBOX NEXT?

GAMES™ Nintendo have already said that they won't
let their rivals beat them to the punch with the next
generation of hardware and are looking to beat Xbox
2 and PlayStation 3 to market with their next
console. Sony has begun leaking information about
Playstation 3; can we expect to hear any news about
the Xbox's successor anytime soon?

RH: No, there's no announcement. Our focus is on
games which can actually tap into and utilise the
complete power of the machine. If you look at it Halo
for example, it's a mind-blowing game. But when you
think about it, the developers were working on it even



before the Xbox was finished. Now
with Halo 2 and some of the other games we showed
at E3, you're seeing graphics and gameplay that have
never been done before. So the games are just going
to keep getting better and better as programmers
learn how to tap into the power of the Xbox. | mean,
the largest cities in Project Gotham had four hundred
thousand polygons; the smallest in Projext Gotham 2
has a million.

GAMES™: What about using the Xbox as a computer
or media centre? One of your Japanese colleagues
recently said using the Xbox as a Web browser
would just be a matter of releasing a disc with
Qutlook and Explorer on it.

RH: We're using the power of the Xbox to offer new
social experiences. You've seen Music Mixer (the
new karaoke/picture

viewer/media player

>> AMERICAN LETTER | KONGETSU

application)? It
shows how Xbox
can grow the
audience by
providing innovative
new ways to connect
to favourite activities
like karacke, photo
viewing and music
storage.

GAMES™: At the end of the day, the
most powerful console in the world is just a
paperweight if you don’t have good games to run
on it. Triple-A titles are hard to come by on any
platform and they usually don’t depend just on how
much grunt the hardware has - design, balance and
inspiration are all important factors. Does that
neutralise the Xbox's horsepower advantage?
RH: Not at all. There's no doubt that the Xbox is the
most powerful games console out in the market
today and its built-in features, like the hard drive and
the broadband adaptor, mean programmers can do
things on it that they just can’t do on other hardware.
We think that game developers are like artists.
The Xbox, because it's so far ahead of the other
consoles technically, gives them the biggest palette
to work with. So they can do things on the Xbox
that are impossible on other machines and it's
easier for them to translate their ideas and
inspiration into great games. And we have the great
games to support this: Halo, Splinter Cell, Project
Gotham Racing, Fable and Counter Strike just to
name a few.

HOW RARE

It cost Microsoft US$375 miillions,
but will Rare deliver the goods for

the Xbox?

ke
¥ .2 f,
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GAMES™: One of the big Xbox stories ~
last year was the acquisition of Rare.
There was a lot of speculation about
whether Rare were actually worth the money;

¥ Conker: Live & Uncut

Nintendo didn’t seem too unhappy to let them go
and there was a feeling that they hadn’t produced
anything really great since GoldenEye 007 on the N64.
RH:: We're very excited by our relationship with Rare.
We acquired them because we think they've got a
track record of producing great games and because
they were interested in working on the Xbox. They
were excited by the prospect of working closely

g %

with us and we wanted to show our
commitment to them and to the industry.

We showed the first three Rare titles at E3
this year — Kameo, Ghoulies and Conker's—
and they generated heaps of enthusiasm

and anticipation. Ghoulies and Kameo are

1 y classic Rare games, with big worlds to

(/ explore, great puzzles, lots of challenges

and innovative combat systems. And
Conkeris getting a full graphical % = ==

.

update from the N64 version - Live

‘\ play is incredibly funny.

e ———— A | PR B E

# Kameo: Elements of Power

One of the Xbax's big upcoming itles is the
much talked about Fabie, althougth details are
still very much on the thin side.

“THE GAMES
ARE JUST
GOING TO

KEEP
GETTING
BETTER AS
DEVELOPERS
LEARN HOW
TO TAP INTO
THE POWER
OF THE
XBOX”

RICHARD HIRST,
XBOX, AUSTRALIA
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ANMERICA

back. A mother and her kids were exiting the store after

me, and the largest of the round children was screaming
“I hate you! | hate you! | hate you!" at the mom. Now, I've seen
this type of kid before. Estimating age is difficult because of the
fat (maybe around 13) but everything about them suggests they
are determined to achieve type-2 diabetes before completing
puberty. Rather than blood, Coca-Cola courses through their
veins, and they all look the same - like demolition balls loosely
covered in giant discount store t-shirts. Vile creatures. But
what had ruffled this one so? “You wouldn't even get me
that one game!” he yelled accusingly, now in faux tears,

as his poor mother silently loaded the rest of her

gumball brood into the minivan.

This is disgusting behaviour. Personally, I'd have
driven out to the country and left him for the wolves as
retaliation for the public embarrassment alone. But |

find myself envious of his desire - there are no
videogames that I'm terribly excited by at this
moment, and it's not because | managed to
score valium off the Internet. It's the summer
heat; it brings with it not only a drought of H20,
but also of worthwhile software. It's as though the
sun's penetrating rays parch the game store shelves
like bare soil, rendering them infertile and non-

I eaving a local GameStop, there was a terrible din at my

Fat kids need
something to do in the
summer too, yknow.

018 games™

LETTER FRO

WITH YOUR FRIENDLY EX-PATRIOT, THE SHAPE

“IF THERE'S ONE DEDUCTION YOU CAN MAKE ABOUT MANY AMERICAN
THEM, IT'S THAT THEY AREN'T SPENDING A LOT OF TIME PLAYING

conducive to sprouting new hits. It's something experienced
gamers have come to accept — | certainly have — but | wasn't
prepared for this seasonal symptom to be as pronounced in the
United States as it always was in the UK. After all, the American
populace is the gluttonous creature whose appetite for
entertainment is insatiable, right? Biggest ever this, 24-hour that.

Being a pasty, unsociable ghoul, | can think of no better time
of year to overwhelm the gamesplayer with choice. I'd prefer by
far to pay for two or three Adlist titles than begin torching my
white flesh outdoors, so riddle me this: just why does the games
industry seem to undergo this reverse hibernation, retreating
quietly to its mirror-windowed business parks during the hottest
months? | can buy that some gamers - that awful ‘casual’ breed
you keep hearing about - are easily distracted, breezing in and
out of engrossment as the name suggests, and suddenly they
become more concerned with dancing in the spray of burst fire
hydrants or tearing about on rollerblades.

Sure, there's sun to ‘enjoy’, but to the consumer the summer
games drought makes no sense. School-age kids, the biggest
market for entertainment software whether you like it or not,
have oodles more free time since school's out. If there's one
deduction you can make about many American children from
simply looking at them, it's that they aren't spending a lot of free
time playing strenuous outdoor sports. There are a few kids
shooting hoops on the corner, but what about the fatties, the



>3 KONGETSU | UBI SOFT | FIREFLY

il AIVIERIKAAN
PRODUCTS, PLACES, SERVICES

AND EVENTS FROM THE LAND
OF THE FREE

JIFFY LUBE

Stop that, you're just being childish. Not a product
used on the sex parts but a chain of garages where
they change the oil in your car and spray nice things
under the ‘hood".

Vegemite

LOVE ABOUT
AMERICA...

Cheerleader Practice

US MULTIFORMAT TOP TEN

Title Publisher Format
I_ZIE;ﬁCIancv’s Splinieri’:ell UbiSoft  Muti
2 PokémonRuby  Nintendo GBA
3 DefJamVendetta Actiision  Mutti
4  Pokémon Sapphire " Nimendo  GBA
5 NBASweetVol2  FEABIG Mutt
6 MidnightClbll  Rocksar  Mul
7 The Legend Of Zelda: T T

The Wind Waker Nintendo GC
8  Yu-Gi-Oh! Worldwide Ediion  Konami GBA
9 Golden Sun: The Lost Age Nintendo _GEQ

CHILDREN FROM SIMPLY LOOKING AT —— :
STRENUOUS OUTDOOR SPORT i 10 | Grand Theft Auto: Vice City Rockstar PS2

(Updated 20/06/03)
slackers, the geeks and the stoners? What have they got but Splinter Cell
seven more glorious unassigned hours with which to indulge in
the temptations of gaming each day? Yet here we are, without
two must-have titles to rub together, when surely there should
be a push similar to what we see at Christmas. High profile
games are few and far between. Brute Force was supposed to
be ‘the shit’ but it turns out to be just plain shit. The same fate
surely awaits the currently appealing Mace Griffin, lest (heaven
forbid) there be something great to play this season. Nintendo is
at least doing something, offering in hardware what it lacks in
software by giving away free GBAs (the old kind) with
GameCubes; commendable indeed.

It is, however, not enough. All this free time drives the kids
mad. It's true what they say about idle hands too - last summer,
a bunch of teens excavated several graves near here, dressed
the decaying corpses in Star Wars costumes (one gent was
even given a Darth Vader helmet) and arranged them for the
authorities to find. Perhaps if Halo 2 had come out in July, the
youth wouldn't be dreaming up such ghastly diversions.

Or maybe they'd just be more interested in how far a body
would fly when struck with a grenade.

creers THE g SRITTL
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Matrix? Not nght
now, thanks.
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WITH JAPANESE CORRESPONDENT OLLIE BARDER

“AS YOU'LL PROBABLY HAVE REALISED BY NOW, JAPAN HAS A LONG
EXCELLENCE THAT HASN'T REALLY BEEN MATCHED ANYWHERE ELSE

o here | am, in a queue. Sure, so | have popcorn but I'm afro. Yes, there are swathes of animé tie-in games, but for a
S still in a goddamn queue. Thankfully, a rather pretty foreign film to have a game released in Japan is pretty rare. lt's

Japanese chick is chatting me up, but this does not also worth noting that most foreign games either never make it
negate the issue of queueness. Why am | queuing? Because I'm to these shores or bomb utterly if they do. Therefore, ETM is

waiting to see The Matrix Reloaded, which has only just opened inadvertently setting a precedent for how foreign games will be
in Japan. The Matrix is practically a religion here so I'm mightily perceived by the Japanese.
interested to see how these furtive nihonjin will react to the Naturally, my buttocks are set to Clench mode for all this. As
Wachowskis' latest instalment in their magnum opus. Eventually, we all know, ETM is not indicative of what Western designers
| enter the theatre, find my seat and watch. Closely. However, are capable of. However, the Japanese will see this and think
I'm not only watching the film, but also the way the we're utterly clueless about the subtle mores of game design.
b Japanese react to the ads for Enter The Matrix. This isn't such a big deal — most Japanese think foreigners are
As you probably know, Japan has a tradition of bumbling fools anyway - but we don't need to add more fuel to
gaming excellence that this already blazing fire. While | do like Japanese games to an
. hasn't really been almost obsessive degree, | am honest enough to realise that we
" matched anywhere else too can kick out some pretty impressive titles once in a while. |
" in the world. Moreover, just wish that we could do it more often.
’ It's much like a situation from your kindergarten days. You
“Matrix. So what will happen arrive to hold philosophical debates with your colleagues, only
when these two forces meet to lose it when that pretty little lady comes over and asks for
some finger paint. Instead of proclaiming your undying love,
' is a big pile of festering crap? you deliver multiple dead frogs to the desk of this goddess,
¥ Trying to find a film tie-in game in following the logic that your hunting skills will help you earn the
Japan is much like trying to find a affection of this freckled beauty. Yes, it's a contrived comparison,
unicorn sporting flares and a bouncy but it works. Shiny should have made ETM good, instead they



TRADITION OF GAMING
IN THE WORLD”

delivered the gaming equivalent of eleven dead frogs to
the home of some pretty Japanese girl. It's not going to
work, is it?

To be frank, games should just be games; merely
apeing a film is a short-term attempt to gain prestige —
kudos shouldn't really be important, only the integrity of
game design. ETM is a particularly pertinent example;
the licence killed the game and now the game will kill
the Japanese perception of Western game design. But is
this so bad? After all, most of the top-selling titles of last
year weren't made in Japan, ETM has sold in truly mind-
boggling quantities and the industry is doing better than
ever, yet all this isn't indicative of the wider issue. You
see, games aren’t merely an industry — they're a
medium. I'm not clawing for games to be termed as ‘art’,
but games should be the product of a foundation of
solid game design, and not just some fattened cash cow.

But all this doesn't really bother me that much now.
Reloaded was bad, but at least mildly entertaining — plus
I'm still sitting next to that affectionate Japanese chick,
and she’s very good with her hands...

Ollie

Barder

Kind regards

Oh, kuso

ANIMATRIX,
SHMANIMATRIX

While the foreign response to The Animatrix has
been full of gushing praise, the majority of these
critics are painfully and obviously ignorant when it
comes to the medium of animation and the
Japanese branch of anime. Yes, the Wachowskis
hired some of the best directors in the business, but
they still wrote the plot and oversaw the
production. In short, The Animatrix looks like animé
but is lacking in any contextual worth - and the
Japanese think so too.

Animé and manga have been the staple medium
of expression and entertainment in Japan for the
past 50 years, so naturally the Japanese have
standards on not only the aesthetic prowess of
animé but also its didactic content. Spiritual

| education is at the forefront of most good animé

and The Animatrix is woefully lacking on this front.

B Advittaily, thers i a phiosophical slement to The

Matrix as a whole, but it's painfully simplistic (as
well as being a little glossy). The films get by this by

| having excessive action scenes that defy belief, In

animation, cheap thrills don't come that easy.
Animé has garnered a level of sub-culture kudos,

| and the Wachowskis want to cash in on this. it's a

shrewd business tactic, but it will only be a matter

of time before the remarkably intelligent human

race realises what a pile of idiotic crap The Matrix
and its multiple spin-offs really are.

So what are we left with? An animé cash-in that
shows what a banal and vapid piece of nonsense
The Matrix really is. This will be an interesting
episode in fan/faeces physical mechanics... But it'’s
still rather annoying though - the Wachowskis can
happily sully the medium of film for all | care, but
why couldn’t they leave games and animé alone?

Kippu o nimai itadakemasuka?

Hai, kanojyowa watashito issyodesu
Kanojyowa hanngakude iindesuka?
Cyotto fukoheijya naidesuka?

¥ Want to see proper animé?
Ignore The Animatrix. then...

JAPANESE

LESSON THREE: GOING TO THE CINEMA

Can | have two tickets please?
Yes, she’s with me

So she gets in for half price?
Isn't that a bit unfair?

Oh, shit

JAPANESE MULTIFORMAT
TOP TEN

Title Publisher Format
1 Pokémon Box: Ruby and Sapphire Nintendo GBA
2 Virtual On Marz  SEGA PS2
3 Tottoko Hamtaro 4 Nittendo  GBA
4 .Wlnning Post 5 Maximum 2003 Koei pS2
5 MadelnWaric Nintendo GBA
6 SimsPeople EA PS2
?_Flre Emblem: Blazing Sword % _Nim:a}lc-iu_ GBA
8  Famista 2003 N GC
9 Nechu Professional Baseball 2003 Nemco PS2
10 She, The Ultimate Weapon Konami PS2

(Dengeki Console Game Ranking Top 50, week ending 01/06/03)

Tottoko Hamtaro 4 §

el e T 3 .' -
ORd OLA&z53
O RSB IV Z EE Fhd

games™ 021




NEWS | THE PLAYERS | UBI SOFT

022 games™

“] THINK SANDS OF TIME WILL BE A HARD ACT TO
FOLLOW - | CAME AWAY FEELING VERY EXCITED
ABOUT THE POTENTIAL OF WHAT THIS TEAM

WANTED TO DO..."

JORDAN MECHNER, PRINCE OF PERSIA CREATOR

JORDAN MECHNER

UBI SOFT

alk about shooting yourself in the foot; just two
I games into your career and already you've created a

title that not only earns the admiration of everyone
who plays it, but also goes on to sell nearly two million
copies worldwide - pretty good, considering this is 1989
we're talking about. So how do you follow up something
like that? The answer, quite simply, is that you don't. Since
creating both Prince Of Persia and the sequel, The Shadow
And The Flame, Jordan Mechner has managed to avoid
tarnishing his reputation by doing, well, nothing (in the
videogames industry, at least). Considering his incredibly
high standards though, it's no surprise he hasn't tried to
surpass his own creation up until now.

"My goal is always to create one of the one or two games
a year that will excite me and draw me in enough to finish
them,” says Mechner. “For me, the world and storyline are
essential — | want to be captivated by an overall artistic
experience, not just a commercial product. | want to feel that
the game creators have something to express and that by
playing through to the end, | will discover their personal
vision. | look for elegance, attention to detail, unity of story
and game design as key values, and if | don't find them |
tend to lose interest quickly.”

Good lord - could we finally have found a game designer
who genuinely admits to sharing exactly the same views as
us? Still, if it's true that Mechner goes about creating all his
games with such high standards, then the task of coming up
with a new title that could better the success of the original
Prince Of Persia must have taken a fair bit of planning.

“My biggest concern was that if there was to be a new
Prince Of Persia game, it had to be something special and
not just mapping the Prince character and universe onto a
kind of game that had been done already,” insists Mechner.
“The first time | visited Ubi Soft's Montreal studio in 2001, |
was blown away by what they had done. It gave me the
same little shiver of excitement that | had had 15 years earlier
when | first got the Prince up and running on my Apple Il -
back then, just running, jumping and climbing was a big
deal. Since then, so many games have built and improved
upon the basic Prince Of Persia gameplay that in order to
recapture the same feeling of excitement and magic, the
team knew they would have to take it to another level. It was
great that they did this test at such an early stage, because it

gave everyone confidence that this was going to be unlike
any other game out there.”

And it looks like the team'’s confidence could be well
founded - having played the game, we can see why some
people are saying that Sands Of Time is the game Tomb Raider
wishes it was. Lara Croft's numerous cookie-cutter adventures
may have entertained countless gamers, but when it comes to
gymnastic ability, no-one can do it quite like the Prince.

“One quality that | think was important to the success of
the original Prince Of Persia is the sheer exhilaration of
movement,” says Mechner. “You had the feeling that you are
one with the animated character on the screen, that you are
not just going through mechanical motions to complete the
level, but that you're flying — a feeling of joy in your own
acrobatic grace. This is much harder to achieve today in 3D
for a number of reasons, but it's one of the key values that |
hope will excite people when they see Sands Of Time.”

Of course, that the control of the Prince is (from what
we've played so far) pretty much spot on means you'll never
feel like he's doing anything you don't want him to. Combine
this with the fact that the young Prince is more sprightly than
a gymnast on speed and Sands Of Time suddenly becomes
all the more playable. As a rule, almost anything's possible; if
you can see a ledge to grab or pole to swing on, chances are
you'll be able to reach it. It's this apparent sense of complete
freedom, the ability for exploration and the fact that it looks
so darn lovely that makes the whole thing hang together so
well - although it's also exactly what makes the future of the
Prince Of Persia series so hard to predict.

“| think Sands Of Time will be a hard act to follow,” admits
Mechner. “This has been one of those rare experiences
where a great team and a great idea come together and
create something that is more than the sum of its parts. It's
impossible to predict how gamers will embrace any title but
whatever happens with this one, | know the people involved
have put their heart and soul into it, and will look back fondly
on the experience.” No doubt they will, atthough should
Sands Of Time go on to sell as well as the original, we
reckon the experience will probably be the last thing i
on their minds... —

Prince Of Persia: The Sands Of Time is due out for PlayStation2, PC and GBA
in Novemnber, and is previewed on page 38.



HE DESIGNED ITON A
SHOESTRING BUDGET,
HAD HIS DAD CREATE
THE MUSIC AND USED
HIS BROTHER AS THE
MOTION-CAPTURE
ARTIST — BUT JORDAN
MECHNER'S PRINCE OF
PERSIA IS ONE OF THE
MOST CRITICALLY
ACCLAIMED

GAMES EVER
CREATED. AND

NOW HE'S BACK

FOR MORE. ..




. FIREFLY STUDIOS
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EVERY ISSUE, games™ VISITS A DIFFERENT DEVELOPMENT
- STUDIO. THIS MONTH, FIREFLY LAYS OUT THE WELCOME MAT

SOMETIMES, THE BEST THING
TO DO IS TO SWIM AGAINST
THE TIDE RATHER THAN GO
WITH IT. GAMES™ HEADS FOR
BATTERSEA, LONDON, TO TALK
WITH ONE DEVELOPER WHO
KNOWS ALL ABOUT RESISTING
PRESSURE FROM ITS PEERS...

FIREFLY
STUDIOS

t a time when cross-platform releases for
games are becoming the norm, it's getting
. harder to find developers who remain
#5 =" dedicated to developing on just one format.
Obviously, one of the main reasons for this is pure business

2, e sense. If a developer can prove itself competent on several

“‘f formats then there's more chance of it being hired by one of

Py the big publishers and it won't go under — something that's
; : becoming more of a worry among many of the smaller

developers today. Of course, there's always an exception to

the rule; a developer that sticks to one format out of choice,
purely because it knows where its strengths lie. Take Firefly
Studios, for instance; having already placed itself firmly on
the map as a PC-only developer (and with its two founders



Founded in 1998, Firefly started with a small staff list and
an even smaller office that wasn't even big enough to
“swing a small kitten in” according to Eric Quellette.

Obviously, thesa blokes are
supposed to be working, rather than
posing for the camera. Honest.

both having countless experience in the PC games
industry), the Battersea-based studio is showing no sign
of defecting to the console scene just yet.

“We wouldn't rule out moving into console

development,” says Eric Ouellette, executive
producer at Firefly Studios, “but we've succeeded by
adapting and evolving the things that we know we're
good at, so right now we'd like to stick to that
philosophy. As the industry grows older and consoles
become more high-spec and versatile, it's likely that the
two markets [console and PC] will become more
interwoven. Our new title, Space Colony, is certainly
moving in that direction and would suit a console
audience more than some of our previous titles; it's less
niche and has huge mass-market appeal. Although it
incorporates some defensive-based combat elements
that will keep core gamers happy, the entire game is set
out in an easily accessible, friendly and funny format that
anyone with a sense of humour will enjoy.”

Sticking to what you're good at is certainly one way
of ensuring that you get to work on projects that
keep the company productive, but it's not necessarily the
smartest business move — as you probably know, things

aren't too rosy at the more independent end of
the games development industry. The only
way to guarantee success these days as a
single-format developer is to storm onto the
scene and make your first few titles really count
— just like Firefly managed to in 2001 with its

first game, Stronghold. “As one of our first

titles, we knew that there was a market for a

title like Stronghold,” says Quellette, "but we
just weren't quite sure how big it was going to
be. We really put our heart and soul into the
games that we make and this was particularly
the case with Stronghold, simply because it

was the first title Simon and | had worked on
together since leaving Impressions Games. We
reworked the concept and prototype time and
time again before taking it to a publisher, but this
obviously paid off. Take 2 signed the game soon
after we showed it to them and our close
relationship with them continues to this day.”

"When it came to Stronghold, we were

confident that people wanted it and that we
could deliver it,” adds Simon Bradbury, lead
programmer. “Saying that though, the whole
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MOVERS & SHAKERS

MICHAEL BEST (arT pirecTor)
_ Mike's background is in fine art, photography, film

and video production. After graduating from the
Emily Carr Institute of Art and Design in Vancouver,
Canada, he taught 3D animation and multimedia.
Since arriving in London in 1999 he has put his
artistic skills to work in the computer games
industry. Past projects include Caesar lf and
Ultimate Soccer Manager 2000.

ROB THORNELY (GrapHic ArTIST)

" Rob studied graphic design and illustration at
Leeds University. After a successful escape from
an accidental career in secondary school
teaching, Rob went on to work for Impressions
Games in London - there, he was part of the
team that put together Ultimate Soccer Manager
2000. Rob is a keen comics fan and has a special
interest in character design. Since joining FireFly, he
has contributed to Stronghold as well as developing
ideas for Space Colony.

DARREN WHITE (crapHic arTiST)
Darren studied industrial design at Loughborough
University, where he gained an appreciation for
computer graphics. He then went on to work for the
Vega Group, where he produced graphics and
animations for the Royal Air Force and Ministry of
Defence. Following that, he worked as part of the
Impressions Games team producing Ultimate
Soccer Manager 2000. His particular interest is in
character modelling and animation, although he
often gets lumbered with modelfing the trecs. £ Germany thing was a very happy surprise...” Ah, yes, the

: - Germany thing. Much as it sounds like something sordid, it's

ROB EUVINO sounp pesiGNER) ; uﬁs::es:i?: gah;:p?:;e: & actually a reference to one of Firefly’s crowning moments -

A freelance composer and sound designer with over — " suitably stereotypical. after all, not many developers can claim that its first game

11 years of professional experience in his field, was not only the second best-selling game of the year, but

Flobert has produced musical scores, designed also outsold the PC version of Grand Theft Auto 3.

ms_nmdffects, tan‘ ecnpmtdedmmsmnua “":ﬁ;dmd Nevertheless, that's exactly what happened with Stronghold,
over 3 - = = A

including Caesar /il a real-time strategy game based in medieval times that

proved massively popular in Germany and did surprisingly
well around the rest of the world as well. Not bad for a game
initially developed by a team of just three people when
Firefly was founded in 1999, although the pedigree of those
people should have gone some way to explaining it.

“| used to freelance for Impressions Games,” recalls
Simon, “co-designing and programming titles like the
first three Caesar games and Lords Of The Realm. It was
during that time that | met Eric, who was working in Boston
as a producer. When some major changes were made at
SOMETH’NG Impressions in 1998, we decided that the smart (if somewhat
risky) move for us was to set up our own company and do

THAT WE’VE for ourselves what we'd been doing for someone else for the

BEEN SHORT OF past eight years.” “We'd both worked on some great games

together,” chips in Ouellette, “although we always seemed to

r
=7 IT S ACTUALLY have differing views about which aspects of a game should

“IDEAS ARE
NEVER

REALISING take priority | prefer the realtime strategy side, while Simon
THEM THAT:S favours the management side of things. Between the two of
us though, we came up with some games that proved to be
. THE HARD : very popular among PC gamers. As you can imagine, starting
d "% PART : o out on your own is always daunting but we were confident
ERIC OUELLETTE, that our combined explenf.ance and ;.::asslron”for quality games
FIREFLY STUDIOS would prove to be a winning combination.

026 games:




It's clear from the history of Firefly’s staff and the list of
games already under its belt that there’s a predilection
for the PC. However, with consale specs moving ever closer
to the power of today’s PCs (and firms like Sony and
Microsoft pushing towards convergence technology), is
there the possibility that the days of the gaming PC could be
numbered? “There will always be a place for the PC as a
gaming platform,” reckons Ouellette. “PC technology
advances at a greater rate and more frequently than console
hardware. Also, PC gamers are by their nature obsessive
about technology and the gaming options it affords them,
which makes them a niche. What's more, really hard-core
gamers will always want to play on the latest technology,
whether they choose to dabble with consoles or not. For the
foreseeable future, | reckon the situation will stay pretty
much as itis.” Bradbury believes that the biggest change in
gaming at the moment is broadband, particularly its
growing availability. “I think console manufacturers have
sensibly waited for the right technology,” he says. “It's going
to be really interesting to see how online console games
become more popular as developers push the envelope of
online play with their software.”

Of course, it's no secret that the two genres that work

best on the PC are FPS and RTS games. With so many
games of that ilk around at the moment, will Space Colony
(previewed on page 45) have what it takes to capture the
imagination of those who aren't familiar with Firefly’s past
successes? The developers themselves don't see this being
much of a problem. “ Space Colony offers the gaming
public something they’ve never really had before,
combining two great gaming genres — a classic ‘builder’ like

RELEASE SCHEDULE | FEATURE

% Teking more than a few cues

time to have two from The Sims, Space Colony has your {
children during his colonists going about their own ‘business’,
occasional days off. as it were. Even if it is decidedly rude.

Unfortunately,
running a space
colony comes with
risks — like attacks
from alien bees.

Sim City and a people simulator,” says Bradbury. “It's
something completely fresh and opens up what are
often considered to be niche genres to the mass
market. | think the market is becoming even less diverse
as time goes on and Space Colony really swims against
that tide.” “Space Colony sees us applying many of the
same skills we've used in our previous games,” agrees
Quellette, “but in a completely new package and
environment. We've focused a lot more on
personalities than we've done before, which has created a
whole new world of gameplay, not to mention technical
challenges, for us. It's definitely been one of the most light-
hearted projects that we've worked on and the whole team
has been able to incorporate all sorts of off-the-wall ideas
into it. lIt's been fun so far and we're confident that gamers
will be able to see this in the end result.”

No doubt Space Colony is almost certainly guaranteed

to find success when it gets a release later this year -
whether it's just with the Germans (who, it would appear,
seem to have a particular passion for RTS games) or with
gamers around the world — simply because of the
reputation of Stronghold and Stronghold: Crusader.
Obviously though, actually getting the product completed
and out of the door is only a small piece of the Firefly
puzzle. “What's really exciting to us is that we're about to
expand,” says Bradbury. “After three years as a UK-only
developer, we're about to open a new US office with a
second team. They'll continue to get direction from us, but
work on a totally separate title - although genre-wise, we
won't be straying too far from the areas we o
know so well...”

-

2

Space Colony
isn't just about
looking after your,
er, space colony —
you have to care
for the charming
people inside too.
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Eariy impressions suggest that Dante’s got
SOme serious competition.
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MOST PLAYED

YU-GI-OH!:

WORLDWIDE EDITION
Format: Game Boy Advance
Developer: Konami

It's not very often that we can tear
ourselves away from Advance Wars or
Pokémon Sapphire, but somehow
Konami's Yu-Gi-Oh! has ensnared us. It
may be the fact that there's over a
thousand different cards to trade and
collect, or it could be the fantastic link-up
mode, nevertheless Yu-Gi-Oh! is superb.

FINAL EVOLUTION

Format: GameCube

Developer: Konami

It's been on import for some time but a
lunch break wouldn't be complete without
a quick round of the beautiful game. Like
previous incamations, WES is the game
that just keeps giving - extended play
reveals even more depth and shows why
the series can't be touched.

RISE OF NATIONS

Format: PC

Developer: Big Huge Games

When we're not hitting deadlines or
arduously playing the latest games,
there's nothing we like better than
controlling huge armies and marching
them to their doom. Rise Of Nations is
one of the best RTS games of recent
maonths and with 18 empires to conguer
it's going to keep you busy for ages.
e = B

The Hulk Muti L] to pick up snd wield obiects

" Hulk smash.

PLAYSTATION2
AUGUST
1 August Formula One 2003
8 August The Great Escape
14 August AFL Live 2004
15 August ATV: Offroad Fury 2
15 August Finding Nemo
15 August Gladius
21 August Mace Griffin: Bounty Hunter
TBC XGRA
TBC Medal Of Honour: Fighter Command
SEPTEMBER
1September  Frogger Beyond
4 September  Racing Simulation 3
4 September  Reel Fishing 3
5September  Dark Chronicle
12 September  The halian Job
12 September  Breath Of Fire
12 Septernber  Splashdown: Ridas Gone Wild
19 September  Dog's Life
19 September  Unlimited Saga
18 September  Hunter The Reckoning: Wayward
18 September  Judge Dredd
19 September  Alter Echa
19 September  Warhammer 40,000 Fire Warrior
25 Septemnber  Buffy The Vampire Hunter 2
TBC ATV Off Road Fury 2
TBC Freedom Fighters
TBC Zone Of The Enders 2
TBC Amplitude
TBC Fresstyla MX
TBC Virtual On Marz
TBC Soul Calibur
TBC Tiger Woods PGA Tour 2004
TBC Backyard Wrestling
OCTOBER
TBC Conflict Desert Storm 2
9 October Alias
9 October Crouching Tiger, Hidden Dragon
9 October Gladiator: Sword Of lengeance
10 October Risk Global Domination
23 October X
31 October Asterix 8 Obelix XXL
TBC Battlestar Galactica
TBC The Hobbit
TBC Time Crisis 3
X-Files: Resist Or Serve
NOVEMBER
7 November Mission Impossible 2
13November  NBA Jam 2004
13 November  Prince Of Persia: Sands Of Time
14 November  Terminator 3 Rise Of The Machines
20 November  Batman: Rise Of Sin Tzu
TBC James Bond: Everything Or Nothing
20 November  Beyond Good & Evil
TBC Spy Hunter 2
TBC Teenage Mutant Ninja Turtles
TBC Medal Of Honor: Rising Sun
TBC Whiptash
TBC Roadkill

Acclaim

THQ

Electronic Arts

Vivendi
Acclaim

Electronic Arts

Ubi Soft
Ubi Soft

Atari
Acclaim
Ubi Sft
Atari
Ubi Soft

Electronic Arts

Ubi Soft

Aari

Electronic Arts

Atari
Acclaim

GAMECUBE

AUGUST

16 August Finding Nemo THQ

15 August Gladius Elactronic Arts

28 August XGRA Acclaim

29 August PGS THQ Wt
SEPTEMBER

4 September  Super Bust A Move All-Stars Ui Soft

12 September  The Itatian Job Atari

18 September  Mace Griffin: Bounty Hunter Vivendi

22 Septernber  Hamry Potter & The Philosophers StoneElectronic Arts

25 September  Urban Freestyle Soccer Acclaim

29 September  Disney Party Acclaim

TBC F-Zaro GX Nintendo [
TBC Soul Calibur 2 Nintendo

TBC WWE Wrestiemania X3 THQ

OCTOBER

2 October The Hobbit Vivendi

16 October ~ Buffy The Vampire Slayer 2 Vivend

24 October Dragon Ball Z: Budokai Atari

30 October Bevond Good & Evil Ubi Soft
30 October Harvest Moon A Wonderful Life Ubi Soft

30 October The Simpsons: Hit & Run Vivendi

31 October Asterix & Obelix XXL Atari

TBC Dinctopia The Sunstone Odyssey  TDK Mediactive
TBC Kirby Air Ride Nintendo J
TBC Pikmin 2 Nintendo
TBC Sphirx And The Shadow Of Set THQ

NOVEMBER

20 November  Batman: Rise Of Sin Tzu Ubi Soft

TBC 1080° Avalanche Nintendo' [
TBC Haunted Mansion TOK Mediactive
TBC Maric Kart Double Dash Nintendo [0
TBC NHL Hitz Pro Acclaim

TBC Roadikill Acciaim

TBC Scobby Doo 3 THQ

T8C Spy Hunter 2 Acclaim

XBOX

AUGUST
14 August
14 August
15 August

21 August

28 August

29 August
29 August
TBC
SEPTEMBER
5 September
5 September
5 September
8 September

AFL Live 2004

Dragon's Lair 3D

Gladius

Mace Griffin: Bounty Hunter
XGRA

Knights Of The Old Republic
The Great Escape

Finding Nemo

Group S Challenge

WAWE Raw 2: Ruthless Aggression
Voodoo Vince

Madden NFL 2004

Acclaim

Ubi Soft

Electronic Arts
Vivendi

Acclaim

Electronic Arts [l
Atari

THQ

THQ

THQ
Microsoft
Electronic Arts



CALM YOUR FEVERISH ANTICIPATION WITH OUR COMPREHENSIVE LIST OF FORTHCOMING RELEASES

Ampiitude PS2

is the sequelto FreCuency IS

and it's online. Perfect

12 September
15 September
18 September
18 September
19 September
22 Septemnber
25 September
25 September
26 Septernber
26 September
29 September
30 September
30 September
30 September
30 Septernber
TBC

TBC
OCTOBER

9 October

9 October

17 October

23 October

24 October

31 October
TEC

TBC

TBC

TBC

TBC
NOVEMBER
7 November
7 November
7 November
7 November
12 November
13 November
14 November
14 Novernber
14 Novemnber
17 Novemnber
20 November
27 November
TBC

TBC

Kameo: Elements Of Power Xbox
Rare's most promising-looking title
finally makes an appearance.

The halian Job Atari

INHL 2004 Electronic Arts
Judge Dredd Vivendi

Ghost Recon Ubisot  [EE3
INFL Fever 2004 Microsoft

Freedom: Soldiers For Liberty lsland  Electronic Arts

Buffy The Vampire Slayer 2 Vivendi

Urban Freestyle Soccer Acclaim

Crimson Skies Microsoft

Pro Cast THQ

Soul Calibur 2 Electronic Arts
Qutlaw Volleyball Red Ant

Freestyle MX Acclaim

Backyard Wrestling Atari

Alter Echo THQ
Battlestar Galactica Vivendi

Futurama Vivendi

Alias Acclaim

Gladiator: Sword Of Vengeance Acclaim

Sudeki Microsoft

A Ubi Soft

NBA Inside Drive 2004 Microsoft
Dungeons & Dragons Heroes Atari

The Hobbit Vivendi

Confiict Desert Storm 2 Atari
The Simpsons: Hit & Run Vivendi

Hunter The Reckoning 2: Redeemer  Vivendi

X-Files: Resist Or Serve Vivendi

Mission Impossible 2 Atari

Top Spin Microsoft
Deadman's Hand Atari

D&D Magic The Gathering Atari

Grabbed By The Ghoulies Microsoft

NBA Jam 2004 Acclaim

Project Gotham Racing 2 Microsoft [l
Counter-Strike Microsoft
Terminator 3: Rise Of The Machines  Atari

Amped 2 Microsoft [
Beyond Good & Evil Ubi Soft

Crouching Tiger, Hidden Dragon Ubi Soft

Spy Hunter 2 Acclaim

Operation Flaspoint Elite Atari

Road Kill Acclaim

Thief 3 Atari

__ Publisher

Pirates Of The Caribbean Ubi Soft
Lionheart: Legacy Of The Crusader  Vivendi
Breed cov
Rainbow Six 3: Athena Sword Uhbi Soft
Turok Evolution Acclaim
Temple Of Elernental Evil Atari
Urban Freestyle Soccer Acclaim
Homeworid 2 Vivendi
Judge Dredd Vivendi
Lords Of The Realm 3 Vivendi

NOVEMBER
14 Novemnber
14 Novemnber
20 November
21 Novemnber
27 November
TBC

B8C

AUGUST

1 August

15 August

15 August
TBC
SEFTEMBER
12 September
12 September
12 September
12 September
26 September
26 September
26 September

NOVEMBER
13 November
14 November
14 November
21 Novernber

Virtual On Marz PS2
SEGA's popular series

Commandos 3
The Great Escape
Chrome

Halo

Lock On

Horizons: Empire Of Istaria
Gladiator: Sword Of Vengeance
Sinbad: Legend Of The 7 Seas
X

Civilisation 3: Gold

Conflict Desert Storm 2

The Hobbit

Hidden & Dangerous 2
Warcraft 3: Battlechest

Terminator 3: Rise Of The Machines  Atari

Neverwinter Nights Gold Atari

Beyond Good & Evil Ubi Soft

Magic The Gathering —Battleground  Atari

Far Cry Ubi Soft
Celebrity Deathmatch Take 2

Railroad Tycoon 3 Take 2

Teenage Mutant Ninja Turtles Atan

Thief 3 Atari

Max Payne 2 Take 2 Warted

Rugrats Go Wild

Magical Quest

Finding Nemo

Kirby Nightmare In Dreamiand

Mr Nutz

Jet Set Radio

Space Channel 5

Digimon Battle Spirit

Star Wars: Flight Of The Falcon
Monster Truck Madness
Piglet's Big Game

Mortal Kombat: Toumament
Corvette

Mario Advance 4

The Hobbit

Crouching Tiger, Hidden Dragon
Harvest Moon

Spyro 3: Attack Of The Rhynocs
Final Fantasy Tactics Advance

Prince Of Persia: Sands Of Time
Zoids Legacy

Terminator 3

Mission Impossible

Crash Nitro Kart

Mario & Luigi RPG

Justice League

Static Shock

Haunted Mansion

Scooby Doo! Mystery Madness

o

Nintendo

THQ

Acclaim
TDK Mediactive
Nintendo Vianted

Vivendi
Ubi Soft
Ubi Soft
Vivendi

Nintendo  [IE)

Ubi Soft
Atari
Atari
Atari
Vivendi
Nintendo
Midway
Acclaim
TDK Mediactive
THQ

Templar: Knights Of The Sword Muki
hought history was boring? Think again.

gcames™

ON THE HORIZON

GALLEON: ISLANDS

OF MYSTERY

Format: Multiformat

Publisher: TBA

Still without a publisher, Galleon: Islands
Of Mystery is so far on the horizon that
we can hardly see it. Whether it will ever
actually appear remains to be seen;
however, if it's half as good as Toby Gard
says, then we'll be in for a right treat. it
would be a shame if this pirate-'em-up
gets sunk before it's released.

KIRBY AIR RIDE
Format: PlayStation2, Xbox

Publisher: Nintendo

Despite feeling slightly cheated with the
recent NES remake on the Game Boy
Advance, Nintendo is promising an
original new game for the pink one's
GameCube outing. Featuring some
gorgeous-looking tracks to race around
and a plethora of mini-games, Kirby could
be just the sort of surprise hit that
Nintendo needs.

) ; = i =
FINAL FANTASY X-2
Format PS2

Publisher Square Enix

Already a massive success in Japan,
Square’s first true sequel to its Final
Fantasy franchise is just what avid RPG
gamers are waiting for. Everyone's
favourite summoner, Yuna, returns with a
selection of new friends and numerous
improvements to the game's battle
system, we can't wait.
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fact, other similar handhelds) have become the
last bastion for 2D gaming. Now, though, this
has been thrown into doubt by Sony's
announcement that next year will see the
release of its portable powerhouse, the PSP
Hardware limitations that previously restricted
the power of handheld consoles are
becoming a thing of the past and as the price
of technology continues to fall, it looks
as though mobile gaming will soon be
flooded with 3D games. As well as
things like GBA Doom and the
GP32 paving the way for the influx
of extra-dimensional titles, even
mobile phones like Nokia's
N-Gage will soon be able to boast
true 3D games, and by
then it may be past the
point of no return for
sprites. In fact,
some have gone
as far as to say
Sony will be
killing off 2D for a
second time...
But did the
PlayStation really kill
2D? Well, yes and no
- the console itself is
undoubtedly responsible for introducing
gaming to a new audience, many of
whom are oblivious to (or just unaware
of) the merits of sprites, but it was far
from the first games machine to push
polygons. Even before polygons,
games had been trying to create 3D
environments for years. The isometric
viewpoint was introduced in early 8-bit
games for this very reason and was
later taken to the next level by a wave
of titles like Doom and Duke Nukem
30D that sported into-the-screen
gameplay but were still heavily reliant
on sprites. Before the PlayStation was
even launched, just about every
console in the previous generation
had at least one title that claimed to
be 3D, so if anything, Sony was
simply an easy scapegoat for a
generation of gamers who refused
to let go of the past.
Of course, this isn't strictly true,
but the console that turned gaming
into an acceptable pastime seems

to have done so at a price, and two-dimensional
gaming has been an unfortunate victim. After a
very 3D-oriented launch consisting mainly of titles
to show what the hardware could do, developers
became wise to the fact that polygons sell and, it
would appear, have yet to look back. In today’s
market, it takes & brave firm to put out a new 2D
game and sales figures often reflect this. Recent
remakes of classics like Mega Man and Contra -
which would most likely have been huge sellers
not so long ago — have failed to capture the hearts
of an audience more interested in bump-mapping
and depth of field effects. Let's not forget these are
established franchises too, so it's plain to see why
original side-on titles are seldom released today.
“We were offered four times more money to do 3D
stuff,” explains Jon Hare, formerly of Sensible
Software, speaking of the firm’s transition from
Amiga to PC games “In a nutshell, 2D has waned
because the majority of people make their
money in the computer games industry from
producing contemporary technological products,
not creative masterpieces.”

The crazy thing is that many of the gamers who
refuse to acknowledge the importance of 2D
wouldn't be playing today’s games if it weren't for
a flat link somewhere in the evolutionary chain.

“THE MARKET DICTATES CONTENT SO
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best-selling
titles rely heavily on
two-dimensional
principles, many of
which fail to be so impressive when an
extra axis becomes involved. Once again,
Hare is quick to validate this. “The control
that a 2D game environment gives you means that
| will always find it preferable, even if the graphics
are all totally 3D,” he claims, and we're inclined to
agree. But, as the man behind Sensible Soccerand
Cannon Fodder is quick to point out: “The market
dictates content so much that true artists are not
allowed to express themselves. It's like sitting John
Lennon down and saying, ‘Look, | know you and
George are dying to mess around with that sitar
but if you don't get it together soon and produce
another | Wanna Hold Your Hand then we're
gonna pull your f**king contract’.” Quite. Even so,
games that appear fully 3D are not always so far
removed from past creations...

Exhibit A: Grand Theft Auto. The third instalment
in the series was heralded as a revelation on its PS2
release in 2001 but upon closer inspection, the three-
dimensional presentation offered little extra in terms
of gameplay over the top-down crime romps that
had laid its foundations. It wasn't until Vice City that
the true potential was realised, allowing the playerto
take to the skies and finally put the third dimension
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extra d"TlEnsion is notab

ng?gh‘z:' dimensional title must
appea; @VE movement on no
more than two axes. By
that token, Micro
Machines, Fatal Fury and even Golden Axe are,
strictly speaking, three-dimensional to some extent
due to one or more elements involved. Similarly, it
works the other way round and in a technique that
seems to be becoming more popular, polygon-
rendered games can have strictly 2D gameplay.
Mixing modern graphics with a more simplistic (and
therefore easier to program well) structure is an
obvious recipe for success but recent sales of titles
like Contra: Shattered Soldier hardly reflects this.
An interesting comparison to make is that of 3D
gaming with DVD. Sales of VHS video had been
slowing for some time before DVD was
introduced, encouraging punters to part with extra
cash for effectively the same product with a few
enhancements. It worked. The situation is
obviously a little different but the principle is the
same — could 3D be seen as a fad in much the
same way? Given the hype that surrounded the
non-event that was Virtual Reality we'd say it was
a definite possibility, but with developers now

than i may first

having to make games 3D in order for them to be
profitable, a turnaround is unlikely until such a
time as graphical quality between any two titles is

indistinguishable. Conversely, true three-
dimensional gaming is still relatively young, and
seeing as how sprites ruled supreme since the
dawn of home videogames to the end of the 16-bit
era, we'd predict a good few years of polygonal
rule before any major shake-ups.

It's not all about the visuals, though. Sound has
advanced alongside every other aspect of the
industry and the advent of Dolby Digital and Pro
Logic Il has shown that well-implemented audio
can bring an extra level of immersion to almost
any 3D game. This is something that is unusable
in a two-dimensional environment and as such is
of great benefit to modern developers in
distinguishing their new products from the games
of yesteryear. That's not to write off 2D at all, but
when another product can actually put you in the
action, there's a lot to contend with. Clearly not
everyone has the necessary equipment to take
advantage of these advances but then again,
several years ago DVD was seen as just another
gimmick set to go the way of Betamax.

Control is a similar issue — very few games have
managed to match their scope and scale with the
level of tight control synonymous with the cream of
the 2D crop. We're fully aware that the job of
programming within this extra dimension is much

MUCH THAT TRUE ARTISTS AREN'T ALLOWED TO EXPRESS THEMSELVES”




more difficult but this rates as a
notable bonus in favour of the
sprites once again. Similarly,

cameras in fully rendered

games are often horribly

flawed and we've yet to

see a fully 3D game
with what could be
called a perfect
camera (excluding
first-person
viewpoints,
naturally).
Granted,
several have
come close but
with so many
easy ways out such
as fixed and
manual cameras, the
impetus is often shifted
away from this area in favour
of another. Such are the difficulties of
working in a fully three-dimensional
environment though. These are not excuses, nor
should they be used as such, but these areas that
are often somewhat lacking just make a good game
that much sweeter when done well. It does still raise
the question of aptitude, though - even with 3D
having a firm grip on the market, it's amazing
that more genres like platform games, which by
their natures simply work better in 2D,
aren't appropriately represented.

Of course, some genres are still
managing to keep sprites alive. Most
notably, beat-'em-ups continue to fly in

the face of adversity and time
certainly isnt being as cruel to
them as the dominance of 3D
would suggest. The likes of Soul
Calibur and Virtua Fighter have
now fully embraced their third
dimensions but there are still those that
refuse to ‘grow up’ -

Sammy's Guilty Gear

series, for example, may not be the most
incredible fighters the world has ever known but
they certainly show that it isnt technical matters
that have forced 2D games into hiding. The most
recent title sported gorgeous hi-res character
sprites which, coupled with animation of the high
standard many Dreamcast beat-'em-ups reached,
just make the fact that many developers go for 3D
without even considering the options that much
more saddening. This isn't just the wvoice of
bitterness and stubbornness either - the fact that
2D is being killed off is a crying shame for much
more than just sentimental reasons.

Switch on your television and you'll probably
see more examples of the 3D revolution at work.
Even in movies and animation, there’s a growing
tendency to use CG in the place of sets or hand-
drawn characters and it certainly isn't doing these
other media much good either. One of the main
criticisms levelled at box office smash The Matrix
Reloaded was that the reliance on special effects
made it that much less believable and more like a
cartoon, losing the impact that made the original
so special. The same is evident elsewhere - hand-
drawn characters or settings often have a certain
charm that is nigh-on impossible to capture
digitally. As is the case with the extra difficulty in
programming a 3D game, rendered characters or
locations need that extra effort (and therefore cost)
to stop them looking cheap or lazy, especially
given the quality of visuals we've already seen
from this generation of consoles. “What the public
probably do not realise is how much games
designers are compromised,” Hare says of current
gaming hardware. “You only have to look at the
huge gaps in most games between their intro
videos and their in-game action to understand
this.” Either way, Joe Public doesn't take too kindly
to rendered visuals that could be shown up simply
by switching on an Xbox.

Feel free to draw your own conclusions, but as
far as we can tell, there are very obvious gaps in
the market that only 2D titles could ever fill. Very
few people can claim not to be disappointed with
the news that the next Castlevania game is to be

‘A RETURN TO 2D FORMER GLORY



pON’T TRY THIS

AT HOME

SOME THINGS SIMPLY CAN'T BE DONE
WITHOUT THAT THIRD DIMENSION
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shattered by clipping problems, 44,2t whether a game is two- or
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elements. But with the rate at

which technology renders itself obsolete, it won't be

too long before the naked eye isn't able to

differentiate between two multi-million-polygon

concoctions, and what then? Will gamers come

crawling back to sprites for a break from tireless

photo-realism or will it be time for something

entirely new to take over, sending polygons the way

they sent 2D? It's an interesting notion but it's hard

the fact that

successfully r -
the all-important third

same can be said f

could not
SR
there was Very little z-axis

1), It just goes 10 show

to imagine anything
overthrowing the polygon soon - having seen
VR disappear as quickly as it was proclaimed the future of
gaming, we're sceptical of anything similar coming out of
nowhere to rule supreme. No, with the continuing
advances in 2D technology showcased over the past few
years (hi-res sprites, stunning animation and even 2.5D,
heralded by Hare as “the best hope for 2D-style game
design”), we'd say a retun to former glory is a definite
possibility when 3D inevitably consumes itself. Until such
an opportunity presents itself, however, we're predicting
at least a few more tough years for all things sprite-based.
We can only hope the art form is kept alive until the world
can fully appreciate it once more.

IS A DEFINITE POSSIBILITY WHEN 3D INEVITABLY CONSUMES ITSELF”
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PREVIEW | PRINCE OF PERSIA: THE SANDS OF TIME | PLAYSTATION2/PC/GBA

PRINCE OF PERSIA:

CAN THE PRINCE OF THE 2D PLATFORMER BECOME KING OF THE 3D REALM?

__.|| The original Prince Of Persia took
the gaming world by storm back in

1989 and cemented its place among the
defining titles of its era. At the heart of the
game’s timeless charm was some truly
innovative gameplay, decorated with never-
before-seen attention to detail in character
animation. The success of the licence
continued into the Nineties, spawning
countless ports and the inevitable sequel,
before time took its toll on the Prince and a
miserable attempt to translate his
adventures into 3D seemingly put the saga
to rest. But now Ubi Soft is mounting a
more ambitious attempt to resurrect his
fortunes. And from what we've seen so far,
The Sands Of Time could see the franchise
returning to the top of its genre.

The gameplay experts behind Splinter
Cell have clearly gone back to the roots of
POPs original success and tried to achieve
a similar level of inventiveness as we saw
14 years ago. Of course, these days the
technological stakes are much higher and
the 3D game a far more difficult beast to
conquer, but the gameplay Ubi has
managed to create so far is little short of
remarkable. The Prince’s mesmerising
array of acrobatic abilities carries echoes of
Sam Fisher, but along a far more Matrix-
esque theme of gravity defiance. Controls
are amazingly intuitive and performing a
string of incredible feats with grace and
fluidity had us feeling like instant experts.

038 games"

In addition to a strong gymnastic
repertoire, our hero also benefits from the
mysterious power of the Sands of Time.
Further inspired by the Matrix universe, a
limited supply of sand grants players the
rather nifty ability to influence the passage
of time. The Power of Delay, for instance,
activates an ancient equivalent of bullet-
time that gives the Prince a better chance of
using his skills to evade moving traps or
enemy attacks. The Power of Haste is also
surprisingly useful for accelerating time; the
Power of Destiny foresees your treacherous
path ahead, while The Power of Restraint
will suspend an adversary in time leaving
them at the mercy of your blade.

Perhaps the most welcome property of
the magical grains, however, has to be The
Power of Revival which allows players to
rewind time several seconds - ideally to
the point before the Prince went
plummeting to his death. This combines
with some forgiving gameplay dynamics to
remove the frustration factor you'd
generally associate with the platform
genre. Whilst players should still find their
skills pushed to the limit, accidentally
stumble off a ledge and the Prince will
instinctively grab onto it for dear life.

Once again the animation lends
proceedings a ‘wow’ factor that sets the
game apart from anything we've seen
before. The trademark attention to detail
seen in the Prince’s first outing again

B Al the visual effects we've

outshines today’s standards with a realism
and flow that makes his every movement
ooze sheer class. Fittingly accompanied by
lifelike sound effects, some exceptionally
rich textures and environmental touches
like the kicking up of dust bring the action
to life with unrivalled thoroughness.
Although there are one or two minor
issues with the camera to be ironed out
before the scheduled release, rarely have
we seen such an early version of a game
look so polished. From the exquisite
gameplay and sublime presentation
already in place, this is one title we're / -,
getting very, very excited about. =7

THE ART OF WAR

m

FORMAT: PS2, PC,
GBA

ORIGIN: Canada
PUBLISHER: Ubi Soft
DEVELOPER:

Ubi Soft Montreal
RELEASE:
Nowvemnber '03
GENRE:
Action/Platform
PLAYERS: 1

M it's all about
gameplay and
dazzling visuals as
the Prince looks set
to revolutionise
platform gaming all
over again.

The Prince’s instantly accessible repertoire of moves
makes him a slippery customer for enemies to deal
with. The fluent dodging and weaving moves
combined with devastating strikes make
satisfyingly light work of the armies of mutants
cursed by the Sands of Time. Backed into a corner
by a gang of multiple foes you may choose to run
up the wall, backflip over your assailants and regain
control of the situation. Activating The Power of
Delay allows you to admire the entertaining
spectacle in all the glory of slow motion, which
adds greater drama to the Prince’s exploits.

“THE GAMEPLAY UBI SOFT HAS
MANAGED TO CREATE IS LITTLE

seen 5o far have been really
quite remarkable.

SHORT OF REMARKABLE"




PRINCE OF PERSIA: THE SANDS OF TIME

PLAYSTATIONZ/PC/GBA

-5 ( B While studying at Yale University, Jordan Mechner designed his first hit game, Karateka, in 1984. it went on to sell B PRINCE OF PERSIA 3D 1399 [PC]
g o half a million copies worldwide, but was eclipsed in 1989 by gaming phenomenon Prince Of Persia. Mechner most B PRINCE OF PERSIA 2 1993 [Multi]
recently consulted on The Sands Of Time, as well as penning the storyline. B PRINCE OF PERSIA 1989 [Multi]

= = Finishing moves are important,
= orfloored enemies will just keep
& coming back to bother you. ..

DECOG ALY VIALH
THE SECRET OF EASTERN PROMISE

L
._ R
. 9" || = ThePrince will have to look

1 ,ﬁ out for all sorts of enemies now,

£ L # notjust Hamryhausen skeletons.
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PREVIEW | HALO 2 | XBOX

WILL THIS SIMPLY BE MORE OF THE SAME? MAYBE. BUT WHO'S COMPLAINING?

I'- == When you think about it, Halo was
= one of the most impressive
console launch games ever. Cynics might
point out that some of the later levels were
a little weak and that it all became rather
samey towards the end, but few could
deny that the Al, intricate graphical
routines and sheer scope of the epic
battles were far more advanced than any
similar console title. Predictably, the game
was hugely successful — without it the
Xbox probably wouldn't have fared half as
well as it has. Even now, Halo continues to
sell, and with around 75 per cent of Xbox
gamers owning a copy it was inevitable
that a sequel would be developed. In fact,
Microsoft confirmed that the follow-up was
in the works just months after the original
game was released, though details were
sketchy until recently. At this year’s E3,
however, Bungie gave the first public
demonstration of what will undoubtedly
be one of the biggest games of 2004.
Improving on the original was always
going to be a difficult task, though judging
by our first look at Halo 2 the developers
have somehow managed to pull it off. The
sheer number of visual effects on display
in the early playable demo is astonishing -
from the multiple light sources to the
spectacular highlights that glint off the
Master Chief's excessively bump-mapped
armour, everything displays a new level of
sophistication. Lead graphical engineer
Chris Butcher says that a lot of hard wark

has already gone into the visuals. “Halo 2
is powered by a completely new graphics
engine designed specifically for the Xbox
hardware,” he explains. “We're doing
dynamic lighting and shadows, per-pixel
everything, as well as rendering gigantic,
lush environments. The graphical features
we're using are so advanced we don't even
have buzzwords for them yet.”

This time set on Earth, the battle
between the humans and the Covenant
continues in the futuristic city streets.
Although there are still many new
gameplay elements to be unveiled, a few
exciting new features are already up and
running. “Halo 2 expands the Master
Chief's already substantial arsenal with
powerful new weapons,” says Jason
Jones, head of Bungie Studios. “The
sequel also increases Halo's number of
driveable vehicles, giving players many
more ways to speed into battle or explore
the game's vast landscapes.” And on the
subject of vehicles - it's now possible to
intercept enemy craft on foot by leaping on
board and knocking the driver out. It's not
clear how this will work — it appears to be
rather staged for presentation purposes,
though it should make for some exciting
moments in the finished game.

Sadly, Halo 2won't be available until
2004, and judging by the amount of
features that Bungie is cramming in, it looks
unlikely to hit the shelves until the end of
the year (although Microsoft insists it will

launch during the first quarter). Whenever it
does arrive though, you can be sure that
the wait will have been worth it. They say
that the sky is the limit, but Halo has already
gone way beyond that - with the whole
universe to explore, it seems that the only
limitation is the imagination of the creative
team at Bungie. Judging by the unequalled
quality of the first game, and by what we've
already seen of the sequel, the games
industry will very soon be witnessing the
launch of one of the most amazing o
titles ever developed. =’

FORMAT: Xbox
ORIGIN: US
PUBLISHER:
Microsoft
DEVELOPER:
Bungie
RELEASE:

Spring 2004
GENRE: FPS
PLAYERS: 1-16 TEC

B Think Halo, only
bigger, better and
even more
exciting. Much
more exciting.

HALO 2: LIVE ENABLED

Predictably, Halo 2 will use the Xbox Live network
gaming service, though at the moment details are
sketchy. It's highly probable that the game will
support 16-player battles (much as the original
game did via system link) though new modes and
gameplay objectives have yet to be confirmed. You
can also be fairly certain that additional features -
such as new weapons, mission objectives and

perhaps even entirely new levels - will be available
for download as well, though it's unlikely that these
will be discussed until much nearer to the launch.
We'd particularly like to see online co-operative play,
though the massive amounts of data that would
need to be transferred from console to console
during the epic battle scenes may make such a thing
impossible to achieve.

“IMPROVING ON HALO WAS
GOING TO BE TOUGH, BUT IT
LOOKS LIKE IT'S BEEN DONE”

M The quality and quantity of the
bump mapping is already a sizeable |
achievement on Bungie's part

040 games™



COMPANY PROFILE

HISTORY

Bljm E 8 Founded in 1991 by Alexander Seropian, Bungie published a string of successful titles, including Marathon and B ONI 2001 [Multil
I Myth: The Fallen Lords, before Take 2 bought a 19.9 per cent stake in the company in 1399, However, a year later B MYTH: THE FALLEN LORD 1997 [Multi]
Bungie was bought outright by Microsoft, and its next project, Halo, became an Xbox launch title. B MARATHON 1994 [Apple Macintosh]

M Although many of the creatures will be
familiar to Halo fans, additional animation
makes them less predictable than before.

B Although the reqular Warthog returns, a
range of new vehicles will be included,
including quad bikes and snowmobiles.

“IT"S HALO ON FIRE, GOING 130 MILES PER
HOUR THROUGH A HOSPITAL ZONE, BEING
CHASED BY HELICOPTERS AND NINJAS...

AND THE NINJAS ARE ALL ON FIRE TOO”

o o r
130 MPH SPECIAL EFFECTS HALO?
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PREVIEW | BLACK & WHITE 2| PC

WARFARE BLACK & WHITE2

e

M Good luck trying to bring down that b Black& White 2gives you more power
Creature with a few flimsy arrows. Looks o than ever over shaping your Creature and
like you're gonna need a bigger ammy... ¥ £ 8 training it into a mighty instrument of war.
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¢+ — DEVELOPER PROFILE

= Peter Moly s Bullfrog

debuted with the hugely

ful god sim Popul

in 1889, and

continued to impress throughout the Nineties with the likes of Theme Park and Dungeon Keeper. In 1997
Molyneux founded Lionhead studios and had us all playing god again with the incredible Black & White.

BLACK & WHITE P2c

HISTORY

o BLACK & WHITE 2001 [PC]
B THEME PARK 1934 [PC, Mukti
B POPULOUS 1989 [Amiga, Mutti]

EVERYBODY WANTS TO RULE THE WORLD, BUT SOME PEOPLE ARE OBSESSED WITH THE IDEA...

7 He may have come in for a bit of

- stick from certain esteemed
industry experts for the rather recurrent
subject matter of his creations, but
those same gaming gurus would be the
first to hail Peter Molyneux as master of
his chosen field. No doubt ripe for some
interesting Freudian analysis, our Pete was
not only responsible for pioneering the
whole god gaming concept with inventive
masterpiece Populous, but persists to this
day in his quest to devise the ultimate deity
simulation. Although his efforts can be
pigeonholed easily, few game designers
possess the wit or wisdom to pull off such
ambitious feats of gameplay and you'd be
hard pressed to find anyone more capable
of taking the genre to new heights.

Black & White 2 attempts to do just that,
and unsurprisingly sees the god of all god
games inviting players to take the role of
an all-powerful entity once again. Building
on the phenomenal success of its
predecessor - that's Black & White, not
Populous - this outing looks set to provide
power-hungry mortals with their most
fulfilling taste of supremacy yet. As with
the original, the objective will be to
increase the size of your following, thus
expanding the realm of your almighty
influence. How you get the populous, sorry
- populace - to worship you and respect
your power is entirely at your discretion.
Performing wondrous miracles and

building villages with a high quality of
living will usually be the path of the
righteous deity, but never underestimate
the power of the dark side. The tempting
ability to convert villagers by terrorising
themn into submission with evil acts is less
moral, but nevertheless effective.

One of the major new additions to
B&W?2is the much greater focus on
warfare between your followers and those
of competing gods. Adding further
diversity to the strategies of good and evil
rulers, those with darker inclinations may
spread their influence by amassing an
army to take neighbouring civilisations by
force whilst the more honourable deity will
inspire their flock to build rather than
destroy. Many new buildings, including
taverns and schools, can be constructed by
those whose masterplan involves winning
the population’s hearts. Create a city that's
the envy of your neighbours and they're
likely to defect to your religion, placing
more believers under your control. Of
course, hefty fortifications must also be
erected if your citizens are to remain safe
from the minions of hostile gods.

Whether in the role of aggressor or
defender, players are sure to witness plenty
of the game’s battle dynamics. In an effort
to achieve a far more epic feel to the game,
thousands of soldiers can now fall under
your command. The giant Creature you
train to perform your bidding in the mortal

realm will obviously play a key part in the
war effort, and can be taught various battle
strategies to lead your troops in the fray.
The graphical engine has been completely
overhauled to achieve the visual flair
enjoyed by the original — terrain and
weather effects are outstanding, while
character animations and scrupulous
attention to detail clearly show the game's
intentions to become another classic.

By evolving the already definitive god
sim in every way, B&W2 looks sure
to keep Molyneux at the head of the 7+,

genre he created. =

FORMAT: PC
ORIGIN: UK
PUBLISHER: EA
DEVELOPER:
Lionhead Studios
RELEASE: TBA '04
GENRE: God Sim
PLAYERS: 1
(Multiplayer online)

® Amass a following
of worshippers by
righteously earning
their prayers or
conquering their
lands with an army
of evil minions.

WHITER SHADE OF PALE
Black & White 2 brings a much more visual depiction
of your chosen path to proceedings, making the
route you are choosing to tread strikingly obvious to
see. Everything a squeaky-clean deity touches will
blossom with flowers and generally emit pure
beauty, whereas the land of an evil ruler will be a
blackened, twisted place shrouded in foul mists.
Your monstrous pet Creature will perhaps be the
most obvious embodiment of your inclination
towards the light or dark side, with their appearance,
movement and facial expressions progressively
illustrating your actions with incredible detail.

“THIS OUTING SHOULD PROVIDE
POWER-HUNGRY MORTALS WITH
THEIR MOST FULFILLING TASTE

OF SUPREMACY YET”

e e SEER O, LS i

B Wannabe gods should get a suitably epic feeling of
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PREVIEW | BEYOND GOOD & EVIL | PLAYSTATION2/PC

ONL

JUD &

| B The free-roaming concept allows players
1o wander from the story-driven track and
mingle with the strange selection of locals.

UBI SOFT PROVES THAT ORIGINALITY ISN'T DEAD

FORMAT: PS2, PC
ORIGIN: France
PUBLISHER:

Ubi Soft
DEVELOPER:
In-House
RELEASE: Q4 '03
GENRE: Adventure
PLAYERS: 1

B Explore every
nook and cranny of
the bizarre world of
Hyllis by land, air
and sea.

B oo

044 games"

“BG&E SPORTS A
DIVERSE RANGE OF
GAMEPLAY THAT
MANAGES TO DEFY
CATEGORISATION”

M From what we've seen so far, the water-covered
world of Hyllis is home to some of the most

It seems like almost every must-

"l see title paraded at this year’s E3
was either a sequel or the latest
instalment in a successful franchise.
While the likes of Halo 2, Metal Gear Solid 3
and Half-Life 2 are more than worthy of the
attention they received — and between
them feature enough groundbreaking
ideas to keep gamers happy — the distinct
lack of fresh new titles, let alone novel
gaming concepts, did leave us worried that
originality was becoming a forgotten art.

But it's refreshing to know there are still

=

developers willing to create games that
don't have a best-selling forerunner to
guarantee that the money will roll in. One
of this year's champions of originality is
Michel Ancel, creator of the Rayman series
and mastermind behind Beyond Good &
Evil. Ancel's team have been letting their
imaginations run wild for the last three
years, and our first look at the fruit of their
hard work left us very impressed.

BG&E is a third-person adventure
sporting a diverse range of gameplay that
manages to defy categorisation. The story
follows the investigative exploits of Jade - a
particularly determined resident of the
planet Hyllis - as she attempts to unravel
the truth behind a suspected alien
conspiracy. Exploration will be at the heart
of the gaming experience as players are
encouraged to roam free around the surreal
gamewaorld, which has been stunningly
recreated. Jade initially travels on foot or by
hovercraft, but later a jet plane attachment
will allow her access to even more of Hyllis”
weird and wonderful delights.

Jade's major objective in all of this will
be to photograph some of the more
elusive creatures that inhabit the furthest
flung corners of the planet. To assist her in
this often perilous task are a number of
bizarre-looking sidekicks, whose unigue
abilities can be employed by players to
tackle those situations that prove beyond
Jade's abilities.

With some intelligent depth to the
puzzles, boundless potential for exploration
by land, sea or air, and inspiring visuals
bringing Hyllis to life magnificently,
we've already got BG&E pencilled
in on our Christmas list.

)

" W Withso many hostile creatures keen fo make
Jade's life difficult, her trusty Aikido Staff and array
of magical spells come in very handy indeed.

B 3 =




FORMAT: PC
ORIGIN: UK
PUBLISHER:
Take 2
DEVELOPER:
Firefly Studios
RELEASE:
September 03
GENRE: Strategy
PLAYERS: 1

B Turning a lifeless
rock into a cash cow
isn't easy with the
most dysfunctional
crew in the galaxy.

l 1 Following the success of the
== Stronghold series, Take 2 has again
teamed up with developer Firefly to bring
us a rather different strategy game. In a
total departure from the bastion-based
shenanigans of their comprehensive siege
simulator, Firefly is replacing the medieval
battlefields with deep space outposts, the
armies of gallant knights with a crew of
imbeciles, and the rigours of war with a
hearty dose of humour.

Combining the familiar art of city
building with a heavy focus on people

8 Building an interstellar hotel, zero-gravity
golf course and extra-terestrial freak show will
bring you all the joys and nuisances of tourism.

STRATEGY GAMING TRAVELS TO A GALAXY FAR, FAR AWAY...

PREVIEW | SPACE COLONY | PC

0\

B Your colony’s inhabitants are an extremely
varied bunch, but the wide selection of facilities
you can build means all tastes can be catered for.

management, Space Colony tasks players
with putting together a thriving outer-
space settlement whilst keeping its
temperamental crew of misfits content. A
variety of barely habitable planets await
the resourceful intergalactic entrepreneur,
ripe to be transformed into profitable
colonies. Starting by kitting the place out to
support human life, each mission has
specific objectives for turning the outpost
into a booming business. Resources will
need gathering to power your growing
community, oxygen has to be generated

B An efficient mining operation could rake ina
small fortune for the precious alien ore, providing
¢ %= you can maintain a motivated workforce.

“ENSURING YOUR
CREW’S NEEDS ARE
CATERED FOR WILL BE
PARAMOUNT TO THE
COLONY’S SUCCESS”

and defensive measures must be taken to
keep your investment safe from the grubby
tentacles of your hostile alien neighbours.

While most planets sport harsh
landscapes, valuable ores may be lurking
deeper within the rock for the business-
minded pioneer to exploit. Other worlds
may enjoy an abundance of odd wildlife
just waiting to be caught and shown to
tourists in your very own alien zoo. Turning
the settlement into a successful tourist trap
will obviously demand a rather different
strategy from other business
developments, and the 24 scenarios on
offer promise a good amount of variety on
the colonisation theme.

Whatever the nature of your venture,
your staff will ultimately make or break the
business. A happy worker is a productive
worker, so ensuring their every need is
catered for will be paramount to your
colony’s success. Sadly, the prospect of
working on a desolate rock in a far corner
of the galaxy doesn't seem to attract the
highest calibre of employee. Each crew
member displays a unique personality and
will require a diverse range of measures to
keep them from going insane. It may not be
the greatest concept in the universe, but the
intriguing character personas and a
strong vein of humour might just v
make Space Colony worth a look. =7




PREVIEW | KAMEO: ELEMENTS OF POWER | XBOX

KAMEO:

VIE]

@ 2OV
= Don't be fooled by the cuteness of
your enemies, they pack quite a punch.

SHAPE SHIFTING, CREATURE RUSTLING AND RAISING MONSTERS - RARE’'S NEW HEROINE IS BUSY

I Now that everyone’s got over the

shock that Microsoft has whisked
Rare away from Nintendo, it's time to
see if all the money it spent (a rumoured
USS375 million) was actually worth it...
While Kameo: Elements Of Power is no
longer going to be Rare's debut Xbox title
(that credit will now go to Grabbed By The
Ghoulies), it's still the most well-known of
Rare's first trio of games, an honour it’s
held since being shown at Microsoft's X02
in Seville last year. This year's E3, however,
revealed that not only does Kameo look
every bit the typical Rare title, it's also
shaping up to be one of the Xbox's most
anticipated games of next year.

After escaping exile, the evil Troll King,
Thorn, has started to leave a trail of
destruction through young Kameo's world.
Obviously perturbed by recent events
(especially as her brothers and sisters
sacrificed themselves in stone to imprison
Thorn), Kameo takes it upon herself to
defeat the Troll King and find out the fate
of her siblings. What follows is a
wonderful sprawling adventure that sees
Kameo using her unigue ability to morph
into other creatures and eventually restore
order to her ravaged land.

Rare is no stranger to adventure titles
and first impressions of Kameo are very
strong — think of it as a level-based Zelda.
Controls are incredibly intuitive as the face
buttons are mapped out to the various
creatures that Kameo is able to morph
into. When playing as Kameo, the left

046 games"

trigger allows her to hover, whilst the right
enables her dragon helper, Meepo, to
capture creatures; when morphed, both
triggers activate a range of special moves
depending on which creature is selected.

Mo adventure would be complete
without plenty of puzzles to solve or new
routes to find and Kameo is no exception.
Unsurprisingly, the keys to many of the
puzzles and blocked paths can be found
courtesy of the many creatures that you'll
see on your travels. Other puzzles use a
similar approach to Phantasy Star Online
and simply require you to rid an area of
monsters before you can proceed any
further. Fortunately, Kameo's combat
system is a very solid affair and makes for
a refreshing diversion from the collecting
theme of the main game.

Rare has always been renowned for
getting the most out of whatever platfiorm
it's working on and after witnessing the
beautiful visuals of the original GameCube
version of Kameo, it's pleasing to see that
Rare is quickly finding its way around
Microsoft’s console - this is already looking
like a high-end Xbox title. One of the most
impressive aspects of the visuals is the
lushness of Kameo's world. Trees, rocks
and plants feature incredibly detailed
texturing and, along with the rest of the
environment, create a very realistic
atmosphere that has been greatly
improved since its first showing in Seville.

Lighting is of a much higher standard
too, and is most apparent when Kameo is

making her way through the game’s many
forests. Rare's loving touch also extends to

the creatures found throughout the game, mm’;m"
all of which possess the typical quirky PUBLISHER:
charm that has made the likes of Banjo Microsoft

Kazooie and StarFox Adventures so
popular in the past.

Kamed's delay (it was originally
expected in November) should allow
Rare to give it that extra bit of palish. Even
the disappointment of Grabbed By The
Ghoulies and Conker can't dampen

our spirits.

DEVELOPER: Rare
RELEASE: Q104
GENRE: Adventure
PLAYERS: 1

B Originally touted
as a GameCube title
but now on the
Xbox, this looks set
to inject some much
needed life into the
-~ Xbox's catalogue of
— adventure games.

GOTTA CATCH 'EM ALL

The crux of Elements Of Power is Kameo's ability to
collect and raise various creatures. Once fully grown,
these monsters can be used to help solve puzzles and
enable Kameo to transform into a similar creature to
do battle. Each monster is based on one of six
elements ~ Plant, Water, Rock, Ice, Wind or Fire - and
all are equipped with their own special attacks. A
particular favourite is a golem-like creature that's
basically a pile of rocks with eyes; it rolls around
hurling boulders (getting smaller as it does so) and
can also be used to knock down out-of-reach objects.
Rare hasn't said how many monsters will be in the
final code, but we know there are at least 18, all able
to evolve into other forms. Where's that Pokéball...?

“KAMEO IS SHAPING UP TO BE
YET ANOTHER FEATHER IN
RARE’'S OVERCROWDED CAP”



KAMEO: ELEMENTS OF POWER

XBOX

COMPANY PROFILE HISTORY

B Rare first appeared as Ultimate: Play The Game in 1383 and developed a string of successful games. After E GOLDENEYE 1997 [N64]
renaming itself RareWare, it started to develop for the NES and then Nintendo's later consoles. In 2002, after much B DONKEY KONG COUNTRY 1995 [SNES]
rumour-mongeting, Microsoft bought Rare, which had become Nintendo’s most prolific first-party developer. B JET PAC 1983 [Spectrum]

H She may look sweet but underneath
this pleasant fagade lies a whole
personality of different creatures.

“KAME REMAINS
ONE @F RARE'S KEY
GAMES FOR ITS
INITIAL FORAY INTO
THE XBOX MARKET =,

DON'T LE‘I' NEN"I"ENDO FIND our

: “ m

RARE NINTENDO POKEMON KAMEQ: ELEMENTS
OF POWER

o
":»} ?i
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B Kameofeatures some stunning
looking visuals with the texturing on
these trees looking very realistic.




“WE CONSIDER THE WHOLE THING TO HAVE
DIFFERENT SYSTEMS TO ONIMUSHA 1 AND 2.
WE WANT MORE OF A FOCUS ON ACTION” ii6e BV

: ‘I V ‘ - i
gl . DEVIL MAY CRY 2 JEAN REND

M Although there's a heavier emphasis
on action, Onimusha fans should feel
right at home with the third game.

= =
W Actor Tal is returning
to play the role of Samanosuke after
being absent from the second game.

048 games"




~ DEVELOPER PROFILE

. W Having been at Capcom since the days of the Nintendo Entertainment System, Keiji Inafune is now the head
of Production Studio 2. Now famous for developing the Onimusha series, he's been involved with many older

__ = Capecom projects over the years, and was

IS CAPCOM'S ONIMUSHA SERIES TURNING INTO ANOTHER DEVIL MAY CRY 2 CLONE?

.| Over in Japan, Capcom’s Onimusha
series has been a favourite with
gamers since 2001 when the first game
was released. The original was, in fact, the
first PS2 game to sell more than a million
copies there, and now the series has
eclipsed Resident Evilin terms of
popularity. The samurai theme has no
doubt helped its success, but in the rest of
the world Onimusha has never performed
quite as well, despite receiving critical
acclaim. This time, however, Capcom is
going all-out to ensure that Onimusha 3is
just as popular in Europe as it is in Japan.
Set in two very different locations — the
romantic city of Paris and feudal Japan -
Onimusha 3takes place in the years 1582
and 2004. Akechi Samanosuke, the hero
from the original game, makes a
comeback, and thanks to a magical
storyline involving time travel, the 14th
Century samurai warrior gets to set foot in
modern-day France. Actor Jean Reno
(from the uber-cool Leon) has been fully
digitised and will be a second playable
character, Jacques Blanc, who'll be armed
with guns rather than blades, bringing a
little variation to the standard hack and
slash Onimusha formula. However, instead
of doing things the Devil May Cry 2 way
and having a separate adventure for each
character, both will come into play at
various stages of a single adventure that
spans geography and time.

M The two playable characters meet in Paris,
~ @ but just how did Samanosuke travel from 16th
Century Japan to modem-day France?

y the ct on Mega Man.

Unfortunately, while progression looks
set to be similar to the previous two games,
it's looking more likely that this will have a
greater emphasis on action and combat
than story, just like Devil May Cry 2. In fact,
Keiji Inafune, the general manager of
Capcom'’s Production Studio 2, has gone
on record saying: “We consider the whale
thing to have different systems to
Onimusha 1and 2, without the
conversation. We want more of a focus on
action.” Whether or not that's what the fans
want is another question, and we're hoping
that the whole experience doesn't turn out
to be as uninspired as Devil May Cry 2.

Another change for this instalment
comes in the form of a fully 3D graphics
engine. In the previous two games, all the
backgrounds were flat pre-renders that
looked very nice, but didn't offer very much
freedom for camera control or cinematic
movement. Now, however, as Capcom has
continued to learn how to work with the
complexities of the PS2 architecture, just as
many polygons are being used on the
character models, with enough power left
to draw, texture and light completely 3D
scenery. Because of the change, the game
will now make use of the twin analog sticks
and will handle more like Devif May Cry
than Resident Evil.

Interestingly, Inafune insists that this will
be the last instalment in the Onimusha
series. “l have no intention to create

HISTORY

B ONIMUSHA 2001 [PS2]
B DUCK TALES 1990 [NES]

B MEGA MAN SERIES Various [Multi]

Onimusha 4," he's said. “A story must
have an ending.” Of course, if the third
game sells well, you can hardly expect
Capcom to sit back when additional profits
could be coming in. For the moment
though, Onimusha 3 looks set to offer
plenty to do. It may end up being as linear
as Devil May Cry 2 - with talk of cut-scenes
being reduced and action making up a
large percentage of the game, there's
certainly a chance that we may end up
disappointed. However, if Capcom

gets it right, Onimusha 3could turn /7
out to be the highlight of the series. '

ALL-STAR CAST

w

FORMAT:
PlayStation2
ORIGIN: Japan
PUBLISHER: THQ
DEVELOPER:
Capcom

RELEASE: 2004 TBC
GENRE: Adventure
PLAYERS: 1

W Although the
presence of Jean
Reno hints that this
will be gquite movie-
like, apparently it will
rely more on action
than cut-scenes.

Continuing the trend for featuring the voices of actors
in videogames, Onimusha 3 takes things a step further
and not only features the voice of French thesp Jean
Reno, but also includes a fully polygonal representation
of the man himself. Famous for films such as Leon and
La Femme Nikita, Reno should suit the style of the
game perfectly. This isn't the first time real actors have
appeared in the Onimusha series — the second game
brought to life the late Yusaku Matsuda, best known
here for starring alongside Michael Douglas in Black
Rain, and the first game featured Takeshi Kaneshiro as
Samanosuke, who reappears in this instalment.

“THIS WILL HAVE A GREATER
EMPHASIS ON ACTION AND
COMBAT THAN STORY, JUST

LIKE DEVIL MAY CRY 2

B Judging by the early screenshots it
would a appear that a range of

will be included
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PREVIEW | HALF-LIFE 2 | PC

AFTER FIVE YEARS IN THE MAKING, JUST HOW MUCH BETTER HAS THE BEST BECOME?

It seems virtually impossible these War have been teasing us with mouth- character appearance, movement and,
m l days for a first-person shoot-'em- watering titbits of artwork and information above all, facial expressions similarly takes
FORMAT: PC up to come anywhere close to making for ages, Valve has been beavering away in the experience of playing Half-Life 2to
mnsﬂg the kind of lasting mark on the genre left total secrecy on the Half-Life 2 project pretty groundbreaking cinematic heights.
Vivendi Universal by such classics as Doom, Half-Life or much since the first game hit the shelves in With possibly the greatest FPS ever
Sjtf'm Deus Ex. However, that looks almost '98. Only recently did the developer emerge devised to build upon, lessons learned
RELEASE: 30 certain to change later this year when from its top-secret facility, heavily bearded from the original project, and the
g‘éum;g'ﬁ;ém some of the most earth-shattering games and squinting at the first sight of sunlight in confidence to invest any number of
PLAYERS: 1 in PC history are set to be unveiled - years, to announce that the project we had resources to ensure the game would be in
(TBA Online) ironically in the form of sequels to these all been speculating about was indeed a a different league to anything else out
b;ci“:zgofglr;xrg;f aforementioned masterpieces. And to be reality — and would be reaching fruition very there — safe in the knowledge a Half-Life
of alien invaders in honest, we can't think of anyone better soon. So soon in fact, that we'll be seeing it sequel was guaranteed to fly off the
g:‘zi“;;‘fj‘u?ﬂ“ha” qualified to surpass the accomplishments in the shops as early as September. This all shelves like the hottest of cake-based
groundbreaking new of the ‘Big Three' than the brilliant minds seems rather sudden when compared with products - the stage is surely set for
levals of raalism. behind the original concepts themselves. the long courtship we've had to endure Valve to deliver everything we ever )
It can be easy to criticise big-name with the other big sequels over the past dreamt an FPS could be. =

sequels for lacking the genius that enabled months, and we're still not sure when we'll

the original to redefine a genre, but forcing actually get to consummate the relationship

even the most ardent traditionalist to admit with a definite release date. A MIND OF ITS OWN...

these sequels really do outshine their Along with the enhancements to every One ofthe ON inped element:%

: A contributing to the sense of realism that
predecessor in every way is a target each area of play the last five years of is set to powerfully engross players in the
developer seems determined to achieve, development have obviously evolved, the Half-Life 2 universe will be the completely
The result? The greatest influx of ‘must- particular weapon Half-Life 2 brings to the unscripted Al This system quite literally
have' titles ever seen in a single genre battle of the FPS giants will once again be gives your enemies a mind of their own
that's sure to send sales of high-spec PCs its unbeatable atmosphere. The aim is to and adds to the horrifying intensity, as
and upgrades through the roof. completely immerse players in another you're never quite sure of the approach

But while Doom Il and Deus Ex: Invisible world to an extent never experienced your deadly foes will take. NPCs will react

instinctively to whatever objects and
5 combination of innovative features. Much ?harweg :::‘“:_“:‘:;Yh r;'g';::::‘
IF ALL GOES WELL; THE STAGE emphasis has been placed on the physics completely differently each time. And

lS SET FOR VALVE TO DELIVER ?ngine w’hit?h was carefully r.mned to . S B il iy of conaterron 10
EVERYTHING WE EVER DREAMT naturally” simulate the physical properties navigate everything in the environment,

of everything in the game with don’t go thinking a flight of stairs or
AN FPS COULD BE ¢ unparalleled realism. The depth of detail in bolted door will save you this time...

before in a videogame through a

= mmmmm
been finely honed thanks to a
more realistic physics engine.




HALF-LIFE 2
PC

COMPANY PROFILE HISTORY

¥ Based in Kirkland, Washington, Valve Software was founded back in 1996 by Gabe Newell and Mike = DAY OF DEFEAT 2003 [PC]
Harrington. Following its release at the end of 1998, debut title Half-Life quickly snapped up more than 50 Game 8 HALF-LIFE: COUNTER STRIKE 2000 [PC]
of the Year awards and is now widely hailed as one of the greatest PC games of all time. 8 HALF-LIFE 1998 [PC]

= H I —
i B The eerie atmosphere is enhanced & & Enemy Al has been improved and

by the astonishingly detailed graphics B all your foes will react intalligenty to
~time to dust off that high-spec PC... §  situations and other cheracters.

“IF IT LOOKS LIKE
WOOD, THEN IT
SOUNDS LIKE WOOD
AND IF YOU SHOOT
IT, IT'LL FRAGMENT
LIKE WOOD"

GABE NEWELL, MANAGING DIRECTOR,
VALVE SOFTWARE

& B The number of online players who
can take part has yet to be confirmed,

EAL-WOR \UTONOM ALF-LIFE2 Srapap
REALWORLD  AUTONOMOUSA!  HALF-UIFE B ook o o nead planey s s




" PREVIEW | GRAN TURISMO 4| PLAYSTATION2

M There may only be six
cars on track but it shouldn't
detract from the gameplay.

GRAN TURISMO3  ONLINE RACING

“ AMI BLAIRE, DIRECTOR OF s
PRODUCT MARKETING, SONY
e

#
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COMPANY PROFILE

B Originally called Polys Entertainment, the amazing
developer much greater freedom for its next project and a brand new name was adopted. Since then,
Polyphony Digital has constantly pushed the boundaries of videogame racing.

HISTORY

B GRAN TURISMO 3: A-SPEC 2001 [PlayStation2]
B OMEGA BOOST 1999 [PlayStation]
B GRAN TURISMO 1398 [PlayStation]

of Gran Turi saw Sony ing the

HIGH SPEED THRILLS, BUT REGRETTABLY WITHOUT THE SPILLS

.|| Call us adrenaline junkies, but
nothing gets our pulses racing and

hearts pounding like some good old-
fashioned high-speed racing. There's
nothing we like more than screeching
away from a packed start line and
watching fellow drivers choke on our dust.
PlayStation2 owners already have a
massive choice of racers to choose from
and it could even be said that with the
genre so saturated on the systemn, there's
not really a need for anything else. But
when a game like Gran Turismo 4 comes
along, it becomes clear that there's an
exception to every rule...

With three classic racers already under
its belt and a mouth-watering array of
features for the upcoming fourth
instalment, it’s little wonder that the |atest
Gran Turismo outing was Sony's most
high-profile title at E3. Polyphony Digital's
racing series has garnered so much praise
from critics and gamers alike that even
some poor-looking scans on the Internet
were enough to throw many a PS2 owner
into rapturous fits of ecstasy.

Gran Turismo 4 promises to be faster,
bigger and, yes, even better than the
critically acclaimed GT: A-Spec - with
nearly one hundred tracks to race round
and over five hundred authentic cars, it's
certainly sounding like a mouth-watering
prospect. And then, of course, there’s the
much-touted online mode as well. But

there’s so much more to this racer than just
plenty of tracks and fancy cars.

For starters, the game looks sublime
with highly detailed modelled cars and
some authentic-looking racecourses. Some
clever graphical trickery also enables the
PS2 to blend 3D polygons to photo-fixad
backgrounds, thus allowing gamers to
experience stunningly realised locations
such as the Grand Canyon and New York
City. Although this technology has been
around for ages (Panzer Dragoon Orta
being a recent example), it's been used to
particularly good effect here. Contrast in
Gran Turismo 4 is especially easy on the
eye with rich, vibrant colours that easily
surpass the sometimes muted visuals of
A-Spec. A solid 60 frames per second
finishes the package off nicely.

It's not just the graphics that have
received an overhaul either; Polyphony
Digital has also returned to the physics
engine and ensured it has received the
necessary tweaks to please even the most
critical of fans. An updated engine takes
into account speed, weight, friction and
even wind, helping it to create the most
realistic Gran Turismo yet. Unfortunately,
it's not all good news on the physics front.
Despite the rumours, one significant thing
is missing — Gran Turismo 4 will not feature
real-time car damage. While this is
understandable, we can't help but think
that gamers will feel a little cheated after

witnessing the likes of Project Gotham
Racing and Colin McRae Rally 3.

Even with Gran Turismo's new online
racing taken into account, there’s more than
enough offline entertainment to make sure
that prospective buyers will be spending
just as long with the this instalment as they
did with the previous games. The Arcade
and Simulation modes reappear, and with
all the extra cars available you'll be retuning
and selling to your heart's content.

Quite frankly, December can't come /77
soon enough... e

TURISMO GOES LIVE

FORMAT: PS2
ORIGIN: Japan
PUBLISHER: Sany
DEVELOPER:
Polyphony Digital Inc
December
GENRE: Racing
PLAYERS: 1-2
(1-6 online)
B With more cars
and tracks, better
graphics and online
play, this could be
the the real king of
the racers.

With all the fuss about Xbox Live, it's easy to
forget that Sony’'s own online strategy will soon
be here, bringing online GT4 with it. Six players
will be able to race on a choice of tracks and,
although it's not confirmed, we're expecting to be
able to trade cars with other players (though the
lack of a hard drive over here will probably mean
that the ability to download additional tracks and
cars is unlikely to be available outside Japan). The
cars have a lower polygon rate than the previous
Gran Turismo, which we expect is to enable as
much lag-free gameplay as possible.

“GRAN TURISMO 4 LOOKS TO
TAKE EVERYTHING THAT MADE
A-SPEC SO GREAT AND CLIMB TO

HIGHER LEVELS OF PERFECTION”

B Once again, players will get a choice of race
options, with the rallying looking particularly good.

———




PREVIEW | FAR CRY | PC/MULTIFORMAT

SANDY BEACHES, CLEAR SEAS AND A HIRED MILITIA THAT DOESN'T TAKE KINDLY TO TOURISTS...

I As the most hotly contested genre
at this year’s E3, most first-person
shooter projects were drowned out
amidst the hype surrounding Halo 2,
Half-Life 2 and Deus Ex: Invisible War.
One game that did manage to hold its own

- DETAILLS
FORMAT: PC, Xbox
ORIGIN: Germany
PUBLISHER: Ubi Soft
DEVELOPER: Crytek
RELEASE: PC: Nov

‘03, Xbox: TBA 3 !

GENRE: FPS against these giants was the spectacular
PLAYERS: Far Cry. Parading some of the most

1- Multiplayer

advanced 3D graphics ever achieved,
Crytek has put the dazzling capabilities of
its CryENGINE to a rather refreshing use.
Unlike the majority of FPS titles where
photo-realistic visuals have been
channelled into depicting some post-
apocalyptic hellhole, Crytek has used the

B Advanced Al
mercenaries hunt
down players in
some of the most
stunning locations
ever created.

HUNTER BECOMES THE HUNTED

If you could pick anyone to be stranded on a desert
island with, chances are a gang of bloodthirsty
mercenaries wouldn't be first choice. And Ubi Soft
promises even the most ardent FPS experts could be
caught out by the outstanding intelligence of enemies
who'll generally defy any behaviour patterns you'd
bargained for. Totally unscripted and armed with the
nearest thing to free will that has ever been achieved
with Al, it won't be easy with these fellas hunting you
down. Highly trained in co-ordinated squad tactics
they’ll use every trick in the book, from flanking your
position to deploying decoys. Start running...

“FAR FROM BEING JUST A PRETTY
FACE, THE GAMEPLAY MATCHES

THE STANDARD OF THE VISUALS”

technology to create a thing of real beauty.
Staged around a tropical island paradise
and featuring some of the most
breathtaking scenery ever to grace a
videogame, the spectacle is a ‘far cry’
(sorry) from the usual grim wastelands.

The project actually started life as a
demo Crytek put together for NVIDIA to
exhibit the capabilities of its GeForce 3
graphics card. So many eyebrows were
raised by the awe-inspiring visuals that
popular demand decreed this visual
extravaganza simply had to be turned into
a fully-fledged game. Ironically, the
software that was originally created to
promote GeForce technology is now one
of the biggest reasons for gamers to invest
in NVIDIA's latest hardware.

The dynamic lighting system helps to
give the visuals their cutting edge, with
individual materials and even the particles
in smoke or steam having specific light
maps. Polybump technology also uses
intricate lighting to greatly amplify the
apparent number of polygons. Textures
enjoy equally advanced levels of detail and
those most relevant to the largely outdoor
settings are particularly stunning, with
water that looks good enough to drink.

The staggering panoramic views that
will really set the gaming world alight are
made possible by the immense draw
distance the CryENGINE is capable of
rendering. Up to two kilometres of luscious

B The immense draw distance and ridiculously
powerful sniper scope allows players to pick off
enemies that cant even be seen with the naked eye.

tropical landscape can be clearly made out,
with every inch being part of the active
game environment and not merely a static
backdrop. Each blade of grass and
quivering leaf is part of a complex physics
system that sports destructible terrain and
enables convincing rag-doll deaths without
the exaggerated limb bending.

While we'd be happy lazily strolling
along the beaches and taking in the sights,
the heavy weaponry in our character’s
hands reminds us there's work to be done.
Far from being just a pretty face, the
CryENGINE has developed since its
modelling days to ensure the gameplay in
Far Cry does justice to the standard of its
visuals. The army of mercenaries you'll
find pursuing your character around the
expanses of paradise, and through some
nicely contrasting indoor sections, come
equipped with some of the most
sophisticated Al ever programmed.

Thankfully, players are granted
impressive freedom of movement to try to
outwit the enemy’s unscripted ability to
also use the entire map. From the scope
we've seen this freedom lends to a
scenario, the Al's constant goalpost moving
appears to mock those who want to plan
their route through a level. Combining such
an impressive amount of brains with its
exceptional beauty, Far Cry looks
like the perfect partner for those cold 7+
winter evenings. =
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FAR CRY

PC/MMIULTIFORMAT

.= COMPANY PROFILE HISTORY
88 ® Crytek was originally formed in 1999 and now boasts a team comprising 16 different nationalities. The %= Far Cryis the first
German-based developer impressed the gaming world with its highly advanced CryENGINE technology, and Far title to be developed

L Cry is the first game to utilise its revolutionary visual and gameplay capabilities. by Crytek.

W Once a tool for illustrating the power of the GeForce
& graphics card, these achingly good visuals now come
fully fumished with some equally ambitious gameplay.

¥ . z . o
o N iR
e s = T £ 3 i I Its refreshing to see photo-realistic graphics
~ VIDEOGANES MATHS e ; i i LB 8 putto good use for a change, transporting
CAST AWAY THE REST - 8 players to a place of sublime natural beauty.

ROBINSON
CRUSOE

“BATTLES NEVER BECOME REPETITIVE
WHEN YOU FACE FAR CRY’S
UNPREDICTABLE Al, TRAINED IN
ADVANCED ADAPTIVE GROUP TACTICS”

UBFSOFRT PRESS RE| £



PREVIEW | FALLOUT: BROTHERHOOD OF STEEL | XBOX/MULTIFORMAT

FALLOUT

M The war-torn scenery isn't
reserved for outside — even interiors
could do with a lick of paint

~ “YOU MEAN | GET TO
- HIT A RADSCORPION

- WITH A SUPER

- SLEDGEHAMMER,

~ HEAR THE CRACK OF
ITS SHELL AND SEE
THE GUTS GO FLYING? k FALLOL \TRZT?F."- BALDURSGATE  HUNTER: THE FALLOUT BOS
IN REAL TIME? I'M IN” B oo iy

§ B While fuel may be a commodity,
®  the sick pleasure of watching foes
8 writhe in agony is worth the usage.



FALLOUT: BROTHERHOOD OF STEEL |

XBOX/MULTIFORMAT

COMPANY PROFILE

B Interplay is one of the oldest software companies still producing high-quality games twenty years after its
foundation in 1983. it has supported many, if not most, hardware formats in that time and between its several
divisions has developed some truly genre-defining titles such as the acclaimed Baldurs Gate series.

HISTORY

B MESSIAH 2000 [PC]
B DESCENT 1996 [PSone]
W BATTLE CHESS 1988 [Amiga)

ANOTHER CULT SERIES, ANOTHER MAKE-OR-BREAK CONSOLE DEBUT

-= Depending on who you ask, the

" term ‘RPG’ can mean very different
things. Console gamers are used to story-
led, character-heavy epics while PC players
tend to see the genre as a more open-ended
and free-roaming affair. The odd crossover
is inevitable, if a little out of place — games
like Morrowind on Xbox and the Final
Fantasy PC titles received less than ecstatic
receptions. The popular post-apocalyptic
RPG series Fallout has served up some
archetypal PC role play, but when it comes
to translating the series to appeal to a
console audience, get ready for a change of
direction. As a console RPG, the lack of
spiky hair and cute talking creatures would
most likely confuse or annoy the Squaresoft
generation, so what's the answer? Make it
into an action game, of course...

First off, forget Hunter The Reckoning
ever happened. Conceptually excellent yet
horribly flawed, the four player bore-'em-
up bears more than a few similarities to
Brotherhood Of Steel but even at this early
stage, the latter already feels far superior.
Thanks to a targeting system and a much
more extensive array of death-dealing
machinery, combat is far more intuitive
than in last year's Gauntlet wannabe.
Throw into the mix a greatly augmented
version of the Baldurs Gate: Dark Alliance
engine (no slouch visually) and you've got
the makings of a solid gaming experience.

While RPG elements have been

streamlined, character evolution still plays a
very important role in your progress.
Unfortunately, creation options have gone,
being replaced with an initial cast of three
basic characters, though these are all
sufficiently different and custormisable
enough to make them your own as the
game goes on. There'll also be plenty of
levelling up and stat distribution - although
it may seem a little limited in theory,
Interplay has stressed the need for a fixed
set of characters in an action game.

What's perhaps most impressive at the
moment is the integration of the Fallout
universe into a totally new experience.
From the heavy emphasis on action to the
two-player co-operative play that's set to
become one of the highlights of the game,
Brotherhood Of Steel manages to combine
traditional action elements with the core
ingredients that have made the series a cult
success. Already the backlash has begun,
though - the game isn't even finished but
people are panning it on principle. This is
to be pretty much expected with a series
with such a following — imagine the uproar
if the next Final Fantasy title turned out fo
be a lightgun shooter...

It's with a tear in our eye that we watch
the free-roaming RPG elements slip away
from Fallout, but it would be fully fledged
hysteria if we thought they were gone for
good. Thankfully, we have faith in
Interplay and while it has yet to be

officially announced, we're confident that
the next PC Fallout will be a return to
explorative and stat-heavy glory. In the
meantime, we're happy to embrace what
it's becoming. Like the recent update of
Shinobi, and Prince Of Persia's new look,
the heritage is apparent even if the game
itself is a departure from what the familiar
title may imply. Yes, it’s a bit different. No,
it's not Fallout 3. But whatever the name
on the box, this could be quite the
sleeper surprise when it launches -,
later this this year. =

WAIT YOUR TURN

FORMAT: Xbox, PS2
ORIGIN: US
PUBLISHER: Vivendi
DEVELOPER:

Interplay
RELEASE: Q4 '03
GENRE: Action
PLAYERS: 1-2

B The popular post-
apocalyptic PC RPG
series gets the
arcade treatment for
its first appearance
on... well, anything
that isn'ta PC.

Fans of the original Fallout and its excellent sequel
will be used to the turn-based nature of the combat
system, but all this is being changed. The last title,
Fallout Tactics, featured an option to play in real-
time - indeed, it was the default setting but was
ignored by many in favour of the slower, more
familiar system. Now that option doesn't exist and
since Brotherhood Of Steelis a pure action game
it's real-time fighting all the way. Of course, you'll
need to be much more alert to stay alive -
browsing menus and robbing graves in the heat of
battle is a definite no-no and having to reload or
patch yourself up at a critical point could be fatal.

“PERHAPS MOST IMPRESSIVE IS
THE INTEGRATION OF THE
FALLOUT UNIVERSE INTO A
TOTALLY NEW EXPERIENCE”

B The camera moves a lot to give you the
best view of the action, but the targeting
system also lets you reposition it at will.

®
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PREVIEW | AMIPED 2 | XBOX

LOOK, JUST MAKE YOUR OWN PUN ABOUT IT BEING ‘COOL, OKAY?

The extreme sports genre may be
I a crowded one but nobody can
accuse it of being boring. From the
larger than life free-for-alls like Tony
Hawk's and SSXto near-simulations like
Microsoft's own Amped, pretty much all
aspects of the genre are covered by one
title or another. It's amazing that the more
realistic games retain their popularity in
the wake of these over-the-top affairs; once
you've done a grind along a telephone
wire or launched into a triple backflip from
a 20-foot ramp, anything less can seem a
little underwhelming. It's the attention to
detail that keeps gamers from getting
bored of realism, though, and as the
sequel to one of the most impressive
snowboarding titles we've seen to date,
Amped 2 has that by the truck load.

Rather than drop you into the shoes of a
seasoned pro and expect the world of you,
Amped follows in the footsteps of its
predecessor and focuses on your
unknown boarder and their rise to glory.
As you improve, more sponsors and pros
will take notice until you're eventually the
undisputed king of the piste. This is far
more in-depth than it was first time around
while still retaining the excellent structure.
Another thing that is still present (although
it's perhaps not quite so major) is the
difficulty level. Anyone who played the first
game will know that it was anything but
simple. Although we've yet to really put
the hours into this snowy sequel, we're
assured that the game will offer players of

all abilities a good challenge — Amped's
learning curve was arguably a little steep.

If anybody knows what Xbox Live is
capable of, it's Microsoft, and the online
features that will be offered by Amped 2
prove just that. The online play will form
the fundamental part of the networked
experience, allowing up to eight players to
compete in single or team events that
range from simple trick runs to modes like
HORSE (beat the previous player’s score or
get a letter towards a word - finish the
word and you're out).

As is so often the case now, players’
stats will be logged and charted in global
and localised rankings for quick reference,
and in further use of online integration
replay trades and content downloads are
already planned. We're not talking the odd
board or jacket here and there either;
Microsoft has already stated that extras will
range from the little elements like
garments through music tracks and
equipment all the way up to new
mountains to conquer. The best use of Live
proposed so far? It's certainly up there.

With Mr Hawk's online shenanigans
being confined to the PlayStation2,
Amped 2 looks set to be the first extreme
sports game to offer network support. If
this isn't enough to distinguish it from its
predecessor for you, the many
enhancements to the trick system (more
versatility thanks to a greater number of
overall moves and the ability to link them
more freely with manuals), a deeper and

M She wants to be careful
on all that slippery snow. Oh,
wait, that’s the idea. Silly us.

more involving Career mode and a wider
variety of locations and runs should place it
streets ahead. While your average punter
may get more enjoyment from the neon
excitement of SSX, there’s something to be
said for the more down to earth approach
whereby even landing a simple grab or jib
results in a feeling of accomplishment that
no 1080° Tweaked Stalefish Frontflip can
ever rival.

It might be just another snowboarding
game, but from what we've seen so far it's

W

FORMAT: Xbox
ORIGIN: US
PUBLISHER:
Microsoft
DEVELOPER:
In-House
RELEASE: Q4 '03
GENRE: Sports
PLAYERS: 1-8

B Microsoft is pulling
out all the stops to
make this sequel to
one of last years
most underrated

also one of the best extreme sports .

sports games a
real improvement.

—

games we've seen in a long time. =

RHYTHM IS A DANCER

One of the best aspects of the original game
was its excellent soundtrack and music
options, featuring over 200 diverse indie tracks
on the game disc as well as offering the use of
hard drive soundtracks. Beat freaks will no
doubt be delighted to hear that not only will
the same customisation options be present
second time around but the default playlist
has also grown in size, serving up over 300
helpings of sonic joy in all shapes and sizes.
The tunes may not have the big name impact
of those elsewhere in sporting extremity but
that doesn't mean to say the quality is any
lower - if nothing else, the sheer number of
tracks will mean there are bound to be a few
that please the eardrum.

“THE BEST USE OF LIVE PROPOSED
SO FAR? QUITE POSSIBLY...”
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COMPANY PROFILE HISTORY

B As a division of one of the largest software companies in the world, Microsoft Game Studios tends to publish B CRIMSON SKIES 2003 [Xbox]
gemexGEudios  more software than it develops. With the rise of the Xbox, though, this is starting to change and we're seeing a ® NFL FEVER 2003 [Xbox]
much greater number of first-party titles from the house that Bill built. B AMPED 2002 [Xbox]

B Don’t come crying to us when
that board snaps clean in two...

S e

M Plants are a new addition =
===  to the trick book, making for
: even better combo potential.

7 S

(IDEQGANMES MATH . % . I The detailis as impressive 2 we hoped
JIBBING AHEAD OF THE PACK ol but will you stay on-piste or go exploring? =

o =

( : “GAMERS CAN EXPLORE
VAST AREAS OF WIDE-
OPEN, SPECTACULARLY

* RENDERED MOUNTAINS
PACKED WITH

TERRAIN PARKS”
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PREVIEW | COLIN MCRAE RALLY 04 | XBOX/MULTIFORMAT

"\WE OWE THE SERIES’ FANS HUGE THA b pre—
KEEPING MCRAE THE DOMINA ANT ‘Q N I o |
GENRE, AND WE INTEND TO REINFORC gor BT R

= e .
COLIN MCRAE THEWORLD FRIENDS COLIN MCRAE 04

M Snow will still offer the ultimate
rally challenge — damaging your
car will be all too easy.
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noys COMPANY PROFILE

"q" I Historically, Codemasters has been one of the most prolific and respected of all the UK

lopers. Having imp

dwelop such high-calibre games as Operation Flashpoint, Toca and the Colin McRae rally games.

d in the 8-bit days with Dizzy, the Codies have since gone on to

COLIN MCRAE RALLY 04

XBOXMULTIFORMAT

HISTORY

B DIZZY - THE ULTIMATE CARTOON ADVENTURE 1987 [Muhti]

B MICRO MACHINES 1991 [Mega Drive]

SECOND NEXT-GEN OUTING FOR THE CELEBRATED RALLY SERIES

l_ = When Colin McRae was first

% released on the PSone, few games
at the time could hope to match what
was on offer. Though many rally titles
followed none managed to come close to
the seemingly realistic handling and lush
graphics that have become trademarks of
the series. Times change though, and if the
original Colin McRae Rally was the rallying
yin to Gran Turismo's yang, its next-
generation iteration was unfairly perceived
as a game that offered little more than
gloss without really delivering anything
new in terms of gameplay and next-gen
spin. Though Colin McRae 3 delivered a
superlative rallying experience, those
familiar with the series couldn't help but
bemoan the lack of original features to set
it apart from the other rallying franchises,
many of which now boast title-threatening
official track licences and similarly
convincing handling.

It would appear that, like Colin McRae's
current rally season, the series faces an
uphill struggle if it is to attain the kind of
success it deserves. However, Codemasters
has clearly realised the need for an
evolution of the series and Colin McRae 04
is already looking very promising indeed.
Amid all the expected fripperies and
tweaks there will be some genuinely new
additions to the game that should set it
apart from its peers.

Emphasis this time has been placed

B Current rally cars will be on offer at
first, but classic vehicles will become
unlocked as you progress.

upon giving the player more control of the
rallying experience. Instead of being limited
to entering the championships as the
Flying Scot himself, players will be able to
choose any car or team to race the eight
world stages, and considering Colin McRae
now drives the slightly less than desirable
Citroen Saxo, it's probably for the best -
especially as racing in anything other than
the Subaru Impreza still doesn't feel like
you're playing a proper Colin McRae game.

This minor but important tweak is only
the start of what looks to be an important
stage in the development of the series.
Elsewhere, players will now be able to test
specific parts of the car - be it tyres,
suspension or the engine - throughout the
season. Drivers will have to earn new parts
in Test Challenges that are set around the
world. Completing these will mean that
vital new components will become
available for use during races and
acquiring these will be crucial in your quest
to become a Rally Champion.

Also tantalising is the promised four-
player split-screen action that's coming
exclusively to the Xbox, presumably
because the PS2 can only manage a two-
player split-screen mode (along with a
higher polygon count, it's already looking
like the Xbox version could be the one to
watch). No matter what your preferred
format, Codemasters has added more than
enough multiplayer options to keep

everyone happy. Our favourite has to be the
Co-operative mode, where you and a friend
race as one teamn either in split-screen or
taking it in turns to try to ensure that your
team is the dominant force in rallying.
Again, it's not a massive departure but a
welcome addition and, along with the other
little changes, should ensure that the series
remains the choice for fans of the genre.
After a competent but disappointing first
next-gen outing, Colin McRae 04 is already
shaping up to be the rally game that
fans of this series hoped for the first /7,
time around. =

SLIPPERY BUGGERS

B COLIN MCRAE RALLY 2.0 2000 [PSone, PC]

FORMAT: Xbox, PS2
ORIGIN: UK
PUBLISHER:
Atarimasters
DEVELOPER:
Codemasters
RELEASE: 04 ‘03
GENRE: Driving
PLAYERS: 1-4

B Another addition to
the McRae dynasty —
it still lacks the official
licence and Caolin’s in
a Saxo but this time
it seems the Codies
mean business.

Colin McRae 04 will let players slide around eight
countries in a choice of 20 cars. Naturally, you'll have
the chance to race all the current 2WD and 4WD rally
cars that have been lovingly re-created. So far,
Codemasters has confirmed that the Citroen Xsara,
Ford Puma, Fiat Punto and, of course, the Subaru
Impreza will be available to damage at will. There'll
also be plenty of unlockable classic cars to throw
around the hairpins. Unfortunately, the tracks that
will feature in the games are inspired by, rather than
actual re-creations of, real rally stages. Thankfully, the
series’ strength remains the physics engine and that’s

what really matters to gamers.

“EMPHASIS THIS TIME HAS BEEN
PLACED UPON THE GIVING THE
PLAYER MORE CONTROL OF THE
RALLYING EXPERIENCE”

I mmmym.salm

g with its

ing visuals.
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PREVIEW | GIFTPIA | GAMECUBE

W The clock in the comer shows
how much time you've got left—
run out and you'll be in trouble.

B Some areas of the island are
blocked off to begin with, but open
up as you complete certain tasks.

[IDEOGAN] VIALH
LOOKING A GIFTPIA IN THE MOUTH

# 3 %
ANIMAL

KENICHI NISHI, DIRECTOR, SKIP LTD CLEHG:
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COMPANY PROFILE

W Based in the heart of the Tokyo's Shibuya district, Skip Ltd may not be the most renowned of
developers but it has great talent hidden within it. Comprising several key ex-Square members (including
Kenichi Nishi of Chrono Trigger fame), the firm is currently working on a number of unique games.

=% [EST
—

HISTORY

B CHIBIROBO 2003 [PS2]
W GIFTPIA 2003 [GameCube]

SELL CRAZY SOMEPLACE ELSE - WE'RE ALL STOCKED UP HERE

L..l At games™, we like to think that

because we've been playing RPGs
for so bloody long, we're completely au
fait with how most of them work. As
such, we never seem to have any
problems plugging through even the most
text-heavy Japanese adventure, despite the
fact our knowledge of the language
amounts to the words for ‘save’, ‘load’ and
‘gquit’. However, that was until the Japanese
version of GiFTPiA landed on our desks.
We've spent ages attempting to explore its
depths with a combination of logic,
experimentation and a Japanese dictionary
but we've drawn a bit of a blank; probably
because for a game that bases itself on
real-life principles, it's utterly bizarre.

Set on the tropical paradise of Nanashi
Island, you control Pockle - a lad on the
cusp of becoming a man. However, Pockle's
a bit of a delinquent and spends much of
his time in bed; so much time, in fact, that
he oversleeps and misses his own coming-
of-age ceremony. Sounds harmless, but
missing the ceremony is a big no-no and
you're thrown in jail. Luckily, you're dating
the mayor's daughter and she manages to
get you out - but in return for your freedom
it's up to you to raise enough cash for
another ceremony (a piffling 500,000 gold
coins) so that everyone can consider you a
man. So far, so weird... and that's where
the game begins.

Given that GiFTPiA features lots of

cutesy graphics (all wrapped up in cel-
shading, no less), plenty of do-gooding and
an ultimate goal of collecting as much cash
as possible, you'd be forgiven for thinking
that it's just another Animal Crossing. To be
fair, GIFTPIA does feature certain aspects of
Nintendo’s addictive communication title
but ultimately manages to go much further
than Animal Crossing's ‘take this here, do
this there’ gameplay. For starters, being a
minor means that you've got a curfew, so
you can only be out for certain hours of the
day. Stay out too long and you'll be caught
by the dreaded Sleep Ghosts (no, really),
causing you to pass out and have all your
useful items stolen. As you progress, your
curfew will be extended.

There's also another way of completing
the game that totally avoids the need for
collecting cash, discovered once you've
found a way of meeting what appears to
be some kind of mystical mushroom-
induced god (drugs? In a videogame?
Never). Thanks to this decidedly trippy sub-
plot —and numerous subtle references that
pop up from time to time — GiFTPIA
maintains a suitably mature atmosphere
that'll keep gamers interested, despite the
childish appearance.

Preconceptions aside, it's difficult not to
be even a tiny bit intrigued by what
GIFTPIA is attempting to do with the RPG
genre. The only questions that remain right
now concern the game'’s longevity
(Nintendo's US press site says there are
‘dozens’ of things to do, which doesn't
sound like a lot to us) and whether
Nintendo will be able to pull off a
translation that manages to capture the
unique tongue-in-cheek style the game
already appears to possess. After all, it's
likely that GiFTPiA will be largely ignored
by most Western gamers, and if the
charm is lost, not even the fans will -,

have a reason to buy it... =

GIFTPIA

GAMECUBE

FORMAT: GameCube
ORIGIN: Japan
PUBLISHER:
Nintendo
DEVELOPER:

Skip Ltd

RELEASE: TBC
(Japan: Out Now,
US: Q4 '03)

GENRE: RPG
PLAYERS: 1

H The trend for RPGs
that are like real life
(only not) continues
with the ‘next big
thing' for the Cube.
But will such
Japanese craziness
work in the West?

HEALTH AND EFFICIENCY
It's not just the clock that you're up against in GiFTPid -
there's also your own well-being. In true RPG style, you
have an energy bar in the form of hearts that float in the
corner of the screen, but you won't find any enemies or
weapons that can hurt you. Instead, you're up against
fatigue. As you perform tasks, carry items or just move
around, you'll notice that your health slowly diminishes.
To combat this, you can pick up and eat fruit to top up
your energy, meaning any long trips should be done
with plenty of food in your bag. However, fruit that's
held for too long will go bad and make you ill if you eat
it, so keep tabs on those ‘best before’ dates...

“WITH TWO TOTALLY DIFFERENT ENDINGS PROMISED
DEPENDING ON HOW YOU APPROACH IT, GIFTPIA LOOKS
TO BE A GAME THAT DEMANDS REPEATED PLAY"

M Picking fruit is important, as you'll
need itto keep hunger at bay. And we
thought onfy Weethix did that.

I That Police Robot follows
you everywhere at the start,
justto keep you in check.




PREVIEW ROUND-UP |

MORE THINGS TO WATCH FOR ON THE GAMING HORIZON

METAL GEAR
SOLID: THE
TWIN SNAKES

SAME GAME,
DIFFERENT GRAPHICS

Format: GameCube
Origin: Japan
Publisher: Atari
Developer: Silicon Knights
Release: November ‘03
Genre: Adventure
Players: 1

So, the first GameCube instalment
of Metal Gear Solid is just a
graphically improved conversion of
the PSone original. Disappointed?
Perhaps. While we're certainly
miffed that a new title isn't in the
works, the fact that the original is a
proven classic at least gives us
some hope that it won't be as
lacklustre as Sons Of Liberty. Our
only concerns right now are with
the GameCube pad — having tried
to play the game with it, we've got
some serious doubts as to how
well it will work. Still, with both
Kojima-san and Miyamoto-san at
the helm, Snake’s first GameCube
appearance is guaranteed to sell
regardless of any quibbles we

may have.

064 sames™
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SSX3

LESS TRICKY,
MORE FREEDOM

Format: PS2/Xbox/GameCube
Origin: us

Publisher: EA Sports BIG
Developer: EA Canada

Release: Q303

Genre: Sports

Players: 1-2

EA’s preference for sequels over
innovation is a pet hate for some
gamers, but when it comes to EA's
Sports BIG games like the SSX
series, we're not complaining.
Surprisingly for an arcade-styled
Sports BIG game, SSX 3seems to
take a more realistic approach to
snowboarding than the previous
games. While the huge range of
tricks and over-the-top boarding
action is still present, there’s much
more of a Tony Hawk feel about
the game than there once was.
Customisable characters, over a
hundred challenges and a fully
licensed soundtrack are just some
of the improvements. So it looks
as if EA is looking to move in on
Activision's territory.

UNREAL
TOURNAMENT
2004

SO REAL, IT"S UNREAL

Format: PC

Origin: us

Publisher: Atari

Developer: Digital Extremes
Release: Q3°03

Genre: Shoot-"em-up
Players: TBC

Ever seen something that was
really good and wished you'd
thought of it? Obviously, the people
at Digital Extremes have - that’s
why they’'ve pinched all the decent
ideas from games like Tribes 2and
Halo, then slapped them straight
into Unreal Tournament 2004. From
the vehicles like jeeps and
skimmers, character models that
look like Master Chief, various
assault scenarios and familiar-styled
weapons, it's a bit too similar to be
a coincidence, Still, since Halo used
all the best ideas from other FPSs,
it's only fair that this title does the
same. Having enjoyed the previous
Unreal Tournament games, we
hope all these new additions don't
spoil the gameplay.

BUFFY: CHAOS
BLEEDS

SHE'S BUFF AND SHE'S
THE STUFF, YEAH

Format: PS2/Xbox/GameCube
Origin: us

Publisher: Vivendi Universal
Developer: Eurocom

Release: Q303

Genre: Beat-'em-up

Players: 1

Buffy’s TV show might be dead
and buried, but her spirit lives on
in the videogame world, mainly
thanks to the fact that the last
game did reasonably well and
Vivendi has realised that it's onto
a winner. Despite having a
different developer, Chaos Bleeds
is pretty much business as usual
for Ms Summers; explore the
expansive 3D environments, solve
puzzles and beat the living-dead
daylights out of any demons that
get in your way. With the addition
of five new characters to play as
alongside Buffy, including Spike,
Xander and the lovely Willow, and
a deep storyline like the show
itself, it certainly could prove to be
a game to get your teeth into...




CANNED - mauce (mun)

; B We hate to say we told you so but, well, we told you so. With
Vivendi attempting to streamline its portfolio, Argonaut’s Malice
- has been canned completely. Not that it matters, of course.

DELAYED - sTAR WARS GALAXIES (MULTI)
B Recognising that this is one game that needs to be pulled off with
perfection, LucasArts has placed the console versions of Star Wars Galaxies
on indefinite hold until the PC version is finished.

SNIPER ELITE

WHITES OF THEIR
EYES AND ALL THAT

Format: PS2/Xbox/GameCube
Origin: UK

Publisher: Wanadoo

Developer: Rebellion

Release: Q1°'04

Genre: Shoot-"em-up
Players: 1-2 (Online TBC)

Most FPS games these days offer
the player a wide variety of
weapons with which to carve a
path of destruction, each more
powerful than the last. But what if
you were stuck with just one?
Such is the premise of Sniper Elite,
a game giving you the task of
taking out enemies using your
unique stealth and sharp-shooting
skills. While other weapons will be
available, their use will be limited
due to your specialist abilities —
total success will depend on
players using their sniping talents
to the fullest. Having played it, we
can say it's shaping up to be
something pretty special, even if
we do have to wait until next year
to get the finished article.

TIGER WOODS
PGA TOUR 2004

IT'S THE EYE OF THE TIGER

Format: PS2/Xbox/GC/PC/GBA
Origin: us

Publisher: EA Sports

Developer: EA Redwood Shores
Release: October 03

Genre: Sports

Players: 14

Despite calling itself ‘the most
comprehensive and competitive
golf game available’, it’s fair to say
that EA's latest Tiger Woods title
looks remarkably like the last one.
Of course, it's the little things
behind the scenes that matter with
a sports game like this; rather than
changing the basics (which were
good enough to begin with),
everything else has been
enhanced instead. With seven new
courses, a clutch of added play
modes, more PGA Tour pros, an
enhanced Season mode, a new
World Tour mode and even online
play for the PS2 version, it's
certainly got everything you'd
want from a top golf sim. But will
it be worth the upgrade?

EMPIRE OF
MAGIC

LINE OF SIGHT:
VIETNAM

OH, OH, OH - IT'S MAGIC IN THE JUNGLE, THE
MIGHTY JUNGLE

Format: PC Format: PC

Origin: Slovak Republic Origin: us

Publisher: Nobilis Publisher: Atari

Developer: Mayhem Studios Developer: n-Fusion

Release:  August ‘03 Release: 1 August

Genre: RPG Genre: Shoot-"em-up

Players: 12 Players: 1 (Online TBC)

A game that places you in the role
of a crack sniper, intent on
eliminating the enemy without
being seen - sound familiar? It
should do, especially if you've just
read about Sniper Elite (over on
the left. See it?). Indeed, aside from
the change in location (the heart of
Vietnam rather than war-riddled
Germany), there’s not much
difference between the two
games. Of course, the fact is that
we've played Shiper Elite— a game
not due until early next year —and
it’s already rather good.
Considering Line Of Fire is due out
in less than a month and Atari has
yet to demonstrate it to us, the
alarm bells in our heads are
already starting to ring...

Hey, you - the guy with the
handful of twenty-sided dice. Like
your turn-based RPGs, do you?
Then Nobilis has got something
that'll be right up your PC gaming
alley. Declaring it to be the best
thing since the last helping of
Heroes Of Might And Magic,
Empire Of Magic is intended to not
only please the fans, but also open
up the genre to a wider audience.
Yes, it's got a suitably complex
storyline full of people with names
like Artemian, loads of quests,
characters, weapons and spells,
plus all the things that make this
kind of game great. But can it
really make such a niche genre
appeal to non-fans? To be honest,
we're not so sure...
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desperate—soundlng pleas toﬂnrd parties to

Pao—Man bemg unveiled at this year’s E3.

points out: “Sony is certainly going to be
e ' along a similar line but there will be many more
'éqnnectivityopﬁonsw'rmtheUSB so the PS2 (or
AN 'PSSJPSX PC, maybe even your USB Broadband
vt modem can be connected to the PSP”

meaml’ﬁmendo hasgotNoha’sN—Gagemobﬁe

wasrbsahhtytnhnkupmﬂimeGBA,mm -
. Nintendo making a number of increasingly -

i “von. By the time these games actually come out-
Vol \-,tluwgh the PSP will be a closer reality — as Mike

phoneloonsole hybrid to contend with and many are
wondermg whether it wi]l manam even ﬂ‘lat hurdle.
That there can be so little faith in the
Game Bov% abiltvtn maintain its
stranglehold gwessmne |ndiwt|un of
how wrong many mdmm; experts think
Nintendo is getting it. Perhaps Nokiaand
Sony will learn from Nintendo’s mistakes,
but Iithe'v do,the loss of Nintendo's cash
cow will have grave conseguences for *
everyone —if Nintendo cannot survive .
without the Game Boy, can the industry
survjve without Nintendo?’
", In'the early Nineties; Nintendo was doing |
» everything ngl"lt and reaping the financial
rewards The Game Boy's broad appeal helped it
to becbme the most successful console in
garhm hlslbry seilng over 142 million units.
Nmtendo ensured the console was supported with
qualrty extensions of franchises such as Mario and
Zelda, innovative new games like the multiplayer F-7
Race and Kirby’s Dreamland, and the classic Tetris. All
of which culminated in the Japanese release of
Pokémon in 1996, a franchise which recently seems to
have become the Game Boy’s meal ticket.
/+,/Of course, the Game Boy was not without its
Qhallengers such as SEGA's Game Gear, Atari's Lynx or
hven'l“ger’sGameuom Aithough all had a few good
games, all had the same flaw: their battery lives were
far shorter than the Game Boy’s, usually because of
their colour screens. In addition, when you consider
the two-year head start Nintendo had and the
hundreds of games developed for the Game Boy in
this time, it's clear why handheld rivals never had a
chance. As Simon Byron, a director at Barrington
Harvey PR, points out: “Fighting the kind of installed
user-base of Game Boy requires a vast war-chest. No-
one, yet, has tried to enter the market with a

* significant marketing fund. Therefore, Sony will prove
,to be Game Boy’s strongest competition to date.”
" Bizarrely, each failed rival repeated the same

- . mistakes, thereby handing Nintendo the keys to the

whole portable market. Will Sory buck the trend?
Pokémon wasn't released in the West until 1999

', and since the number of new Game Boy products
" created by Nintendo's first- and second-party

developers had started to dry up it needed something
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[> finally realised that the addition of a colour
screen was not much o show for twelve years'

R&D, it released the Game Boy Advance in 2001. At
first, it seemed that Nintendo was doing everything

right —the GBA was more powerful than a SNES
and although it didn't really have any 3D
capabilities, the promise of a return to the golden
age of 2D graphics and back-to-basics gameplay
appealed to many.

Consumers were expecting a true evolutionary
leap from the older models, yet the screen was all
put invisible unless it was in direct light. Problem

number two was the games. Vet again Nintendo,
famed for its original titles, released nothing but
remakes (although subsequent second-party
titles like the superb Advance Wars and
WarioWare, Inc. have proved to be the exception
+o the rule of SNES ports and unambitious
sequels to Pokemon and Metroid). With these
rehashed games, it seems entirely possible that
Sony could beat the GBA the way it beat
Nintendo with the PSone — by getting the
: developers on its side. Nintendo licensing for
4 the Game Boy is famously expensive and it's
likely Sony will try to woo developers with
cheaper deals. “Licensing costs {on the GBAI
for publishers have come down recently but
still not enough in my opinion,” says
Merren. “The cartridge format makes it SO
hard for people to make money that this takes
many publishers out of the GBA market.”

The often lacklustre games haven't stopped
the GBA selling well in the US and Japan,
where it often manages 10 outsell the PS2. In

Europe though, the GBA usually trails behind
the home consoles. This is due in part to
what Cat Channon, PR manager at Take 2,
calls the “Japanese penchant for all things
pocket-sized”, which the Americans are
quick to copy, but mostly because of the
vastly increased game prices that we have
to pay. Despite poor European sales, the
Game Boy still suffers from an almost total
absence of any new original product.
Combined with the GameCube’s
increasingly weak position this seems the
perfect time for other manufacturers to
strike. “| think that the market has been
stagnant over the last nine months, but

L

this year,” says Merren. “New format
announcements start a groundmen of

and | think the excitement will grow
through the year as development
systems are made available.”

will be Nokia's N-Gage in October.
Althought a price has yet to be
announced, this mixture of mabile

things are going 1o start to move forward

interest from publishers and developers

The first new Game Boy competitor

phone, games console, MP3 player and radio will the most
expensive handheld around. But as far as Mark Squires,
director of Nokia's corporate communications, i concerned,
this jumble of features is the console’s trump card, not its
Achilles heel. "1 actually think people like convergence,” he
says. “Atthe end of the day we're doing great 3D games -
for the first time you've got real 3D gaming in your hand.
We've got all these other features because we can do them.
People are going to love the social aspect of playing over a
local or wide area network.”

Merren isn't SO sure: “The problem the N-Gage is going 10
have is that it may fall between two stalls,” he says. "I ita
games machine being a phone or a phone being a games
machine? Itis so obviously a phone, and the clunkiness of
inserting game sims is going to put people off. It's going to
be too expensive unless the phone companies subsidise it
and there is a danger that the technology is going to be out
of date in six months time."

Although the N-Gage is likely to do better than some
previous Game Boy rivals, most industry observers think it's
justthe opening gambit of the real portable console war. Due
out in Japan in late 2004, virtually nothing is known about
Sony’s PSP save that Sony has made some characteristically
over-the-top claims about its technical prowess. What cannot
be overestimated though, is the danger it poses 10 Nintendo.
Without the Game Boy, Nintendo loses the safety net that
ensures any failures in the home console market can be
absorbed. Failure in both markets and it could well be game
over for the big N.

As for the PSP, Merren is enthusiastic. “If it can do what it
says on the tin, then we're in for some fun times,” he says. “If
the MPEG 4 compression is true and you can get two-hour
movies to DVD quality and be able to play music, then we are
looking at a machine that will be the boy's 10y of choice and
will be a big seller. The problem for the games industry is if
people buy the machine and don't intend to play games.”

If just half of the PSP hype is true it seems that even the
GBA SP has little chance against it, certainly not if Nintendo's

answer is a couple more choices of colour for the console

and Super Mario Advance 5: Another Excuse Not To Make A

New Game. If the GBA's new EX chip —which will give some

games improved 30 capabilities — seems like yet another

quick fix Nintendo is certainly not making any mention of a

GBA3 just yet. «\ndoubtedly there will be a number of

companies who try to enter the handheld gaming market, as

there have been before,” says Friend, “put only time will tell
if they are still around in two years’ time.” This may seem
arrogant, but Nintendo does at least have history, and the
grave of many a Game Boy wannabe, on its side.

An industry without Nintendo is a worrying thought, but
when so many of its problems are brought on by
complacency it becomes more difficult to find excuses forit.
As Simon Byron says: “The next year or O will see
Nintendo having to be more aggressive if it is 1O prevent a
migration of Game Boy owners to the PSP It's going to be
very interesting and, ultimately, good news for

videogames players.”

If the Game Boy’s fall from grace puts an end to

the concept of the single format and revitalises the ')

portable market, that could be Nintendo's final legacy- —
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It's been a while, but Lara’s
found her way back to our
consoles. Was it worth
waiting for her to turn up?
Or should we have nicked
off down the pub and just
left a note on the front door?
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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 | ADVANCE WARS 2 | GAME BOY ADVANCE

B Those Neotanks are a force to be reckoned with, and in about three
seconds that APC and its contents will be vaporised. Quch.

® Cute little maps they may be, but go up close and those dinky soldiers
are dealing out the worst sort of death.

—

ENHANCED s

{MPROVING ON THE ORIGINAL e oesiohs:

: joined in your war-mongering

ral new units have 10 I
Sevel e more variety. can be dum? in the
g Mode puts you in the air and at sea if that’s
rals this time- what you fancy.
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the offensive, addin Abuasi
R.STUDDED: Lam|
g;s of a wider selection of gene:

076 games*



- A

AT
= &Infnn{rg 1000
1| G Mech 3000

& Recon 4000

Tank 7000
Md Tank 16000

&Neoiunk 22000

APC__ 5000

t's pretty fair to say that console
strategy games rarely compare with
their PC rivals. Obviously, there is the
odd exception but on the whole a
computer is simply better suited to the genre - the
freedom and ease of the mouse/keyboard combo
lends itself far better to keeping control of a large
number of units. Of all the consoles, then, surely
the least likely to make a go of a strategy

title is the Game Boy Advance with its tiny screen
and distinct lack of buttons. Despite this logical
deduction, one of last year’s finest brainteasers
came courtesy of the handheld platform and did
well enough both critically and commercially to
spawn a sequel. That sequel, as you have no
doubt already gathered, is Advance Wars 2.

Before the game even begins, your attention is

drawn to the underlying nature of the subject
matter and, moreover, the way in which it has been
tackled. This is war. Explosions, armies and actual
death certainly aren’t your regular staple
ingredients in a Nintendo game, but all the carnage
and mayhem is strangely counterbalanced by the
cute and colourful presentation — only Nintendo
could make tanks lovable. Everything from the
: : design of the vehicles and the colours used thereon

THE WORLD'S SMALLEST ARMIES DO BATTLE ONCE MORE

ADVANCE WARS 2:
BLACK HOLE RISING

to the in-game dialogue (young Andy constantly
chirps about how much fun he's having) just makes
the otherwise horrible subject that much easier to
swallow. It'll even get to the point where you're not
even thinking about the fact that your chunky tanks
are massacring swarms of men - something of an
achievement and no mistake.

If you missed out on the original (shame on

you), let us recap the basic premise. Advance
Wars 2is a turn-based strategy game that operates
on fairly basic ‘rock-paper-scissors’-type mechanics
— certain units are effective against another while
weak to the attacks of others. If this weren't so rigid
and well balanced the whole game wouild fall into
disarray, but as you've probably guessed from our
positivity thus far, this is far from the case. There is
a small element of chance in the final damage
calculations but this is welcome - since every
Commanding Officer is treated the same, you're
never at a disadvantage. On the other side of the
coin, COs do now differ greatly and, what's more,
it'’s been made easier to see just how, On top of the
screens that summarise their abilities and powers,
an entire grid is included with how every unit fares
under each CO. Max, for instance, excels with
direct units such as tanks but lacks proficiency with

I~

>

Game Boy Advance
ORIGIN
us

PUBLISHER
Nintendo

DEVELOPER
In-House

PRICE
$69.95
RELEASE
Out Now

PLAYERS
1-4
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REVIEW | ADVANCE WARS 2 | GAME BOY ADVANCE

THE BEST BITS IN THE GAME AND WHEN YOU
CAN EXPECT TO SEE THEM...

: Even after a whole
§ day with Advance
A Wars 2, you'll have
o) barely scratched the
i surface. A few
| missions down in

3 Campaign Moda,
o faniry vt s 101 radmes o il still b

i B Caphure rumber by 100 1 trny giving the tutorial...

,&fﬁ’?'?ﬁ RS—

Chances are
you've made good
progress through the
huge campaign now.
With lots of missions
E available you're
spoilt for choice,

i but they don't get
I any easier.

You really will still
be going after a
month. Be it going
through Campaign
® again to improve
your rank, battling in
the War Room or
Versus play, there's
still plenty left.

PAK ATTACK

In all the multiplayer modes we've seen
in our Game Boy adventures, Advance
Wars 2 has what must be the finest
selection of modes and options ever
crammed onto a cartridge. Want to play
a round with four players on one GBA?
You got it. Fancy teaming up with a pal
and taking on a vicious Al opponent? Go
for it. The game allows for both single-
pak and multi-pak link play, as well as a
welcome option to do battle on a single
handheld just by passing it around. All
of this was admittedly also present last
time around but with the extended
selection of maps, COs and units in this
sequel, its hard not to be impressed
even by the familiar. Either way, the
prospect of subjecting your nearest and
dearest to a Neotank-based pounding is
certainly not to be sniffed at...

> ranged units, while Sami's proficiency lies with

infantry units that perform far better under her
than under any other CO. Since you'll have
access to more Commanders as the game goes
on, you'll be able to develop strategies around
your own style a lot more easily than before, and
the variety in battles also increases accordingly.

One of the key enhancements in this

ambitious sequel is the range of the missions
in Campaign Mode. Since this now covers four
separate player-controlled armies, you'll already
be using cosmetically and statistically different
troops for many missions before we even come
to the subject matter. This is where it really
comes into its own, however - if you're expecting
to just annihilate enemies and capture bases,
you've got another thing coming. Timed victory
or survival, simple A-to-B missions and new
event structures (usable missile silos, giant turrets
and impenetrable factories all make appearances)
just go to make the main game mode that much
more engrossing and replayable.

Addictiveness is a curious thing; games that

have it tend to be the pick-up-and-play
arcadey kind like Super Monkey Ball or Crazy
Taxi. It's very rare for a title (or, in fact, a genre)
that involves making a commitment to command
the player’s full attention, but on rare occasions
such as this, it does. Somehow, both the original
Advance Wars and now its impressive sequel
possess a certain je ne sais quoi that makes them
impaossible to put down. When battles are taking

“IF YOU EVER MANAGE TO FINISH THE MAIN
CAMPAIGN MODE, YOU’'LL BE AMAZED BY HOW
MUCH YOU STILL HAVEN'T TOUCHED UPON"

upwards of an hour at a time, this shouldn't even
be possible but we shan’t complain - thanks to
this little beauty, our bus journeys, awkward
waits and even theme park queues have simply
flown by. Even the toughest missions with the
odds stacked against you are a joy to play and
we've kept going back to the huge War Room
maps only to send out countless troops like
lambs to the slaughter and emerge defeated time
after time. The fact that even losing a two-hour
brawl can be enjoyable is fitting testament to the
game’s overall quality and really makes you
wonder where so many other games go wrong.

If you ever even manage to finish the main

Campaign Mode, you'll be amazed with the
amount of the game you still haven't touched
upon. Cash you earn from mission grades can be
spent on new COs and battle maps, and to
simply play every map through once would take
weeks. If you ever somehow tire of the well-
designed maps served up by the game, you can
try your hand at making your own. The editor is
as near perfect as the rest of the game - you're
able to place practically every unit and terrain
seen in the game for use in Versus play.

Admit it; you've already looked at the score

and are wondering what robs Advance
Wars 2 of gaming perfection —in all fairness, very
little. The only real criticisms we've had are with
the Al and the sheer difficulty of some of the later
missions, particularly if you're brave (or perhaps
stupid) enough to attempt the game on its
hardest difficulty setting. The latter really only
channels you into a certain route to victory and
hints at this are often given after losing the battle,
but the artificial intelligence issue is the only one
with which we could claim to be disappointed to

078 games™



B Those little gquys may have the temritorial advantage but they still
don't stand a chance here. Sorry guys...

any extent. Usually, the CPU players will play
effectively and tactically but very occasionally you'll
be left wondering why they attacked a certain unit
or moved to a strange location. We managed to
bottleneck eight units into a standstill simply by
placing a tank in front of a foot soldier leading an
enemy brigade, since the infantrymen are reluctant
to attack a solid metal box on wheels and the units
behind are reluctant to retreat. As we've mentioned
though, such situations are rare and brief to the
extent that you could probably clear a Campaign
without really ever calling the Al into question.

The big question on the tip of many tongues

will undoubtedly be ‘Is this worth getting if |
own the original?’ and there’s a simple answer to
that — yes. Even without the wealth of new material
on offer, Advance Wars 2 would still be a valid
purchase on the grounds that it would be more of
the same great gameplay we enjoyed so much first
time around. Once you add the benefits of new
units, maps, options, buildings and possibilities,
we're sure you'll agree that while familiar, the
whole package is enough to warrant a second
conscription. Believe the hype (if there even
is any) - Advance Wars 2 is the best GBA )
game so far this year.

_ verDieT 90

PORTABLE STRATEGY DOESN'T GET MUCH BETTER

8 Rather than a separate Field Training mode, tuition is done in-game which, while great for new
recruits, may frustrate veterans.

B Leam to fear the glowing units - they've been augmented by a CO ability, so steer well clear. Super Powers are
even scarier, unless they're on your side, of course.

POWER TO THE PEOPLE

A slight annoyance for many with the original Advance
Wars was a noticeable unbalance in the CO abilities.
Thankfully, this has been rectified in quite a clever way.
This time around, each Officer has two abilities available
- a regular CO Power and an all-conquering Super
Power. This balances the battles out a lot better, adding
even more strategy — do you save up for a Super or use
many lesser powers? A lot of this will depend on who
you use; Colin, for example, has a CO Power that boosts
his cash flow and a Super that boosts attack power
based on his bank balance - it doesn't take a genius to
realise that this is a horribly potent combination.
Furthermore, this increased variety within the cast
makes all the modes that much more interesting and
customisable — however you like to play, chances are
you'll be able to find a CO with powers and abilities that
perfectly complement your style.

Mowve it with the + Control Pad.
Here, try giving orders to a unit. o

Around 30 in the main
Campaign (plus hidden
ones) before you even
get started on the
Versus maps and the
Map Editor...

Q. HOW LONG?

To do everything, you're
looking at in excess of a
hundred hours.
Muitiplayer potential
increases this further still,

Q. MORE OF

THE SAME?

Of course, but there

are more than enough
tweaks and refinements
1o keep the game
feeling fresh.

A competent Orange
Star CO. Attended

military school with
Grit and Max.
Hit: Willful students

Mis s Dounlime
t—|

B Air hostess lookalike Nell will guide you through the game’s basam

H You'll want to stop those rocket launchers before you're spotted...
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REVIEW | LARA CROFT TOMB RAIDER: THE ANGEL OF DARKNESS | PS2/MULTIFORMAT

FORMAT REVIEWED
PlayStation2
OTHER FORMATS
PC

ORIGIN

UK

PUBLISHER

Atari

DEVELOPER

Core Design
PRICE

$99.95

RELEASE

Out Now

PLAYERS
1

B That's right - it's Lara Croft, Nightclub Raider. Of course, there’s no
dancing to be done, but plenty of climbing on boxes. Really.

Pross duck to tuck my légs up.

8 Lara gives hints at the start to help leam the way, but even once you've
mastered the controls, she'll continue to state the bleedin’ obvious.

M Lara’s still a fine figure of a woman, with nerves o‘IsteeI an iron will
and, if this picture’s anything to go by,

WE'VE WAITED AN EXTRA SIX MONTHS... FOR THIS?

LARA CROFT TONVIB
RAIDER:THE ANGEL

OF DARKNESS

o0 here's the thing: it's now 10:43am
and we've been sat indoors playing
Tomb Raider: The Angel Of Darkness
for pretty much five days solid now.
We've laughed at the oh-so-subtle bouncing
animations of Lara's ample bosom, argued about
which way to go next and cursed loudly having
watched Lara get shot, stabbed, crushed, sliced,
burnt, blown up, drowned and sent plummeting to
her doom for the millionth time. Despite all this
though, the one thing we just can't help but
wonder is why the game isn't, well, better. Now,
that’s not to say that TR:AOD is a bad game - it'’s
just that having waited nigh-on three years for
Lara's first PS2 outing, we were hoping for (though
not necessarily expecting) something a bit more
revolutionary. Rather than being the all-new Lara

B Rooms like this, where you have no idea how you're going to get up there, are too few and far between.

that we all wanted though, what we've actually got
is the same old Lara doing pretty much what she's
been doing for the last seven years; albeit with new
clumsy analogue controls, a handful of adjusted
abilities and a bit of a graphical facelift.

On the gameplay front, it's at least a good thing

that Core has clearly tried to go back to
basics... sometimes. Occasionally, you'll encounter
areas that bring back memories of the first Tomb
Raider and contain much of the gameplay that
earned Lara so many fans in the first place -
mainly the sections where it's just Lara on her own,
solving puzzles and pushing blocks. Unfortunately,
these stages are fairly rare; much of the time, you'll
be plodding through uninspiring passageways and
around dingy exterior areas, fighting faceless

B Oh, look— it's one of the four obligatory ‘rooms based on the elements’. So this would be, e, fire?
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et items, ara's made up of more

Watch the meter at the top
of the screen — if it runs out,
you'll be flatter than a pancake.

adversaries — henchmen, guards, whatever — with a
combination of standard gunfire and all-new (not
to mention god-awful) hand-to-hand combat.

__ Of course, while TR:AOD has proven that you
can't teach an old dog new tricks, Core Design
has at least made those tricks more difficult to pull
off in an effort to spice things up a little. For
example, Lara’s new Last Chance grab certainly
makes something as simple as grasping a ledge all
the more demanding/challenging/downright
frustrating: rather than holding the Action button to
grab the ledge ahead or below, you now have to
hit it just as the ledge comes within reach. Clever,
eh? In principle, yes - but once you miss what
appears to be a relatively simple jump or grip
change for the tenth time in succession because of
it (and die as a result of the drop that follows), we
doubt that will be the word that springs to mind.

It's not just these ‘improved’ moves that'll have

you screaming blue murder, though; the new
analogue controls leave a lot to be desired too.
According to the press release, “the previous ‘grid-
based’ control system has been replaced with a
much more intuitive system.” Really? We could
have sworn that taking away the ability to judge
jumping and falling distances easily makes
controlling Lara with any modicum of confidence
rather difficult indeed. Also, the switch to analogue
control means that making Lara do what you want
can, at times, prove more trouble than it's worth.
Thanks to the constant flicking between free-
roaming and fixed camera angles (plus the fact that
Lara often takes ages just to get up to a plodding
jog), you'll find yourself dying over and over just
because you ventured a little too close to the edge.
That's the biggest problem here — for a game that
encourages players to explore, there are too many
instances where curiosity will mangle, impale,

U
My Legs feel stronger.

drown or otherwise flatten the cat. The twitchy
controls mean that instant death is just a flick of the
analog stick away, and we can guarantee you'll die
many, many times just trying to either work out
where you've got to go or nab yourself a handful of
bonus items. It might seem logical to move Lara’s
world forward in this way but if it’s detrimental to
the gameplay, you can hardly call it progress.

And that's pretty much Lara’s latest adventure
_ summed up in a nutshell - a logical step

forward, but with two steps taken back when it
comes to the enjoyment. The sparks of hope you
may have when first entering areas like the Hall Of
Seasons or the Bio-Research Facility (both of which
create the ‘How the hell do | get around here?’
feeling the first game had) are pretty much doused
by the dodgy controls and all the trudging through
boring areas you'll face elsewhere. True, it's not the
worst Tomb Raider game ever - but if you sliced it
in two, you'd most certainly find the words
‘frustratingly average’ written right through
the middle.

NOT THAT BAD, BUT NOT THAT GOOD ETHER

B Some of the puzzles are pretty basic - for instance, this x-ray machine lets
you scan the floor until you find a hidden clue. Talk about obvious. ..

polygons and has more
frames of animation, but
to be honest it doesn't
look as good as half the
games around today.
And why has she got
square fingers, eh?

Q. HOW'S THE
COMBAT?

Varied. Lara’s lost her
magical pistols (which
had infinite ammunition),
so gunplay has to be
interspersed with bouts
of fisticuffs. Sadly, she
fights like a wuss; a wuss
soaked in treacle.

Q. WHO'S KURTIS
TRENT?

The man you take control
of when Lara’s taking a
breather — but Krul-
esque throwing star
(which he never uses)
aside, he's not much

cop compared to his
female counterpart.

I'VE GOT THE POWER

Maybe it's old age setting in, but poor old Lara
appears to be have lost her touch; her ability to
leap massive gaps and shimmy along ledges
indefinitely has left her. Thankfully, the good
news is that you can help her improve her skills
by ‘collecting’ various upper and lower body
strength upgrades. By completing key tasks
such as moving crates, clambering along wires
or breaking locks off doors with your crowbar,
Lara will tell you that she ‘feels stronger’ - this
will, in tumn, usually allow you to complete a
nearby task that was previously beyond you.
Sadly, having certain tasks to increase your
skills can be a bit of a pain, especially when, for
example, moving a crate in one direction yields
an upgrade and yet pushing it anywhere else
draws a blank. Bad game design? You tell us...

£2999 OUT

Sharper graphics
aside, PC AOD is no
different from its PS2
cousin. And of
course the game gets
even harder if you
havent gota
dedicated controlier
to play with...
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REVIEW | MEGA MAN NETWORK TRANSMISSION | GAMECUBE

Attacks one
enemy and
replenishes HPs

Jack in to the Net
from Mayl's PC ?
Yes

you'll be able to jack in from most of these locations.

M This is the extent of your freedom in AC/DC Town. As you progress,

FORMAT REVIEWED
GameCube

ORIGIN
Japan

¥ Mega Man's 25D, cel-shaded look isn't going to appeal to everyone, but
see it in action and you'll be much more impressed.

ALl
Q. HOW LONG IS IT?
Around ten hours to
reach the end (not
including all the times
you'll inevitably die) plus
whatever extra time you
put in finding all the
Chips and upgrades.

Q. DIFFICULT?

Very much so. The first
hour or so will have you
tearing your hair out but
it does get easier.
Perseverance is the key...

Q. REPLAY VALUE?
In a Pokémon kind of
way, yes. Although the
game itself isn't exactly
epic, getting all the
Chips will take you a
good while.

f you're the kind of person who likes
an easy ride in terms of gaming, turn
the page now. If you get frustrated
easily while playing videogames, turn
the page now. If you just plain don't like Mega Man,
we once again advise you to turn the page — any of
these factors will hamper, if not destroy, your
enjoyment of Network Transmission. Not that we
expected it to be anything else, but this is one tricky
game. Within the first ten minutes, you're thrown
up against a surprisingly tough boss character and
itisn't long after that before you'll face another
worthy (read: horribly difficult) opponent.

The concept behind Network Transmission is a

simple one; mix the collectable card aspect of
the Battle Network series on Game Boy Advance
with the classic platform action synonymous with
the name Mega Man. lt's certainly an interesting
fusion and while we'd never have thought it would
work, we're happy to be wrong for once. Linearity
is one of the game’s letdowns - you don't even
get to control Lan (Mega Man's owner, if you will)
between areas as all exploration is done through a
simple map. This isn't so much a criticism as an
observation - given the similarities to, and
influence of, the GBA games, we were expecting
slightly more freedom than just the ability to return
to old areas.

__ The difficulty level is both a curse and a
blessing here — far be it from us to complain
about a game being hard but there are times when

Network Transmission is just downright unfair.
Enemies respawn relentlessly pretty much as soon
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CAPCOM'S HERO CELEBRATES HIS FIFTEENTH BIRTHDAY IN STYLE...

as you get a screen’s length away and in certain
places combinations of foes positioned together
make it very hard to make progress without the
right sub-weapons. For the most part though, the
action is frustrating in its difficulty but does at least
give you a chance. Bosses are another matter
entirely, presenting us with some of the most
challenging encounters in recent memory.
Thankfully, the level playing field is retained for the
majority of these and they do a grand job of ending
each area in a suitably climactic manner.

The reason for the game's staggeringly tough

opening is obvious enough - it can be pinned
squarely on the Chips (collectable attack cards)
system that governs your special weapons. Not
only do you start out with a less than impressive
deck but the cards you get to choose from are just
a random selection, meaning it's easy to be caught
short when there are only a few really useful tools
on hand. As the game progresses and your pack
fills with rare and powerful Chips, you'll notice the
initial difficulty barrier crumble before you. In
addition, upgrades also help your cause and
provide a greater amount of health, more lives
(these are replenished every time you jack out of
the network) and upgrades to Mega Man's armour
and basic armaments to help you on your way.

The unique graphical style will serve only to

hammer Network Transmission further into its
niche. Combining two technigues that have split the
gaming community (namely cel-shading and the

2.5D viewpoint) certainly won't help it achieve
universal recognition. What they will do, however, is
give the game a distinct look that has to be seen in
motion to be truly appreciated. Mega Man moves
as smoothly as ever and controlling him through
hours of inch-perfect jumps and rapid blasting is
every bit as precise and intuitive as it should be.
Environments are suitably varied if a little simplistic
but it would be all too easy for the playing field to
become cluttered, making an already tricky game
harder still. Sonically less spectacular, there'll be
nothing pumping forth from your speakers that will
change your life but on the other hand, you
shouldn't be needing that mute button...

Above all, Mega Man Network Transmission

impresses most because it attempts something
new and actually carries it off. It does find itself in a
rather paradoxical situation, though. Fans of the
traditional Mega Man games may find this too far
removed from the usual reaction tests while those
who prefer the GBA RPGs may find this side of the
game a little shallower than usual. Seen for what it
is, Network Transmission is a fine example of how
genres can be spliced to good effect. While it
certainly isn't flawless, it must be commended for
bringing fresh ideas to a fairly predictable series. If
you're a fan of Little Boy Blue, chances are you'll be
in a better position to get maximum enjoyment out
of this, but either way, Network Transmission is a
good solid title that has little to no
competition on the GameCube or in this (v
generation full stop. =

B Network Transmission is the perfect blend of Mega Man genres - a bit
of RPG, a bit of leaping all over the place. Just what we like.

HOOK ME UP

Somewhat bizarrely, Network
Transmission doesn't feature any
kind of GBA-GC connectivity with
existing Mega Man titles or
forthcoming ones. On paper, this is
the ultimate playground for said
linkage - trading Chips and
switching to GBA control when you
‘jack in” would be the most feasible
options, although the potential is far
greater. Strangely, though, there's
nothing of the sort even though
much less-suited titles offer link-up
as little more than a throwaway
extra. The only connectivity going
on is between the two versions of
Battle Network 3. Taking its cues
from Japan's finest Pocket Monsters
games, the two versions each
feature Chips unavailable in the
other. For now though, put away
that GBA-GC link cable.

M Current Chips are displayed in the bottom left of the screen and you'll
get a fresh set every few minutes.

VERDICT 7 /10

AN ACCOMPLISHED AND ORIGINAL NICHE TITLE
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REVIEW | RTX RED ROCK | PLAYSTATION2

he excessively long opening
sequence at the beginning of RTX
Red Rock suggests that the game

Featuring Wheeler (a biomechanically enhanced
soldier), his curvy cyborg sidekick IRIS and a
tongue-in-cheek script, the game fools you into

FORMAT REVIEWED = :
PlayStation2 believing that what you are about to play will be
ORIGIN reminiscent of a classic LucasArts adventure title.
us Sadly, that couldn't be further from the truth.
PUBLISHER

Activision ___ From the start there are numerous problems.
DEVELOPER The camera is frustratingly close behind the
LucasArts

character, and although it can be adjusted, it's
PRICE nigh-on impossible to find a position that doesn't

$99.95 restrict the gameplay. The first level is incredibly
RELEASE claustrophobic and consists of a number of tiny
Out Now -

rooms linked together by even smaller tunnels.
12 Progression here is astonishingly linear but it's

made unnecessarily difficult thanks to poor
design, questionable collision detection and that
duff camera. With virtually no indication of what
to do, the gameplay consists mostly of searching
for interactive elements by pressing the Action
button, which is hardly engrossing.

= While the exterior levels tend to be action-based, rigid puzzles result

IS LUCASARTS' LATEST A CASE OF ROCK ON OR SWITCH OFF?

RTX RED ROCK *

itself is quirky and highly enjoyable.

B The enormous rocky landscapes of Mars can't hide the fact that the
istic as Crash Bandit

Tty 51t houshyou car' i g o
Unfortunately, while the levels open out later
on, many of the imperfections continue to

cause problems. Much of the game revolves

around leaping from platform to platform, and
because of the choppy frame rate and general
unresponsiveness of the controls, even the most
straightforward jumps can take several attempts.

Worse still, cycling through each of Wheeler's

special abilities is a needlessly time-consuming

process that can't hide the fact that progression is

barely more in-depth than skimming through a

level of Crash Bandicoot.

~ On top of all the gameplay issues, it's also
__| worth noting just how uninspired RTX Red
Rock looks. An atmospheric layer of smeary lens
softening can't hide a selection of simplistic
polygon models, bland textures and a garish
colour palette. Frankly, we're amazed that a
company as prolific as LucasArts continues
to release such sub-par products.

A FEW DECENT IDEAS, BUT SOME DIRE EXECUTION

B Wheeler only wears his space suit outside, though jumping feels

in the interior ones being far too linear. level

is virtually as sit

weightless with or without it




t's not often that you'll find us

cmfum referring to a new game published
ORIGIN by Nintendo as ‘distinctly average’.
Japan In fact; while some recent titles
PUBLISHER haven't exactly been the be-all and end-all of
Nintendo greatness — such as StarFox Adventures or Super
DEVELOPER Mario Sunshine - the last title that we can
Treasure remember thinking was ‘distinctly average’ was
PRICE Yoshi’s Story on the N64, some five years ago. But
R now that Wario fans have finally got their wish of
5‘:‘:? seeing their favourite Nintendo character on the
PUAVERS big screen, it looks like we can wipe the slate

1 clean and start counting the days all over again.

You see, Wario World is pretty much a one-

trick pony - or a four-trick pony if you want to
actually do some counting. Mirroring the basic
“find the hidden treasure’ gameplay offered by the
previous GBA incarnation, the game covers four
simple concepts on each level, all involving
finding hidden items either in the main area or
tucked away inside retro-style platform stages like
the ones in Super Mario Sunshine. Combine this
with a constant stream of re-spawning enemies to
bash and you've got all the ingredients for a game
that could get oh-so-repetitive, oh-so-quickly. And
guess what? It does.

Despite being created by a third-party though

(in this case, Treasure, the firm behind
lkaruga), there's no denying that Wario World
manages to capture some of that elusive
Nintendo magic that all its first-party games have.
This, not surprisingly, is a
good thing; overly-repetitive
action aside, the game has
a certain something that
makes you want to keep

EPLAY
AM playing and see everything

-, A=
ing all the items ant
o Iunho«-.b'. a pillar In
to download trial

our GBA.

REVIEW | WARIO WORLD | GAMECUBE

WARIO WORLD

BAD LUCK, WARIO - YOU AINT A-GONNA WIN THIS ONE

it has to offer. Unfortunately though, that won't
take you very long at all - not just because you're
doing the same thing level after level, but because
the game itself is so damn small. With only four
worlds to explore (each consisting of two main
levels and a boss stage - yes, it really is that tiny)
even someone with just a small amount of ability
will be watching the credits roll after only a couple
of days’ worth of play.

It's a shame, because for all its simplicity
. Wario World does have its merits. However,
given that you'll either get fed up of doing the
same tasks over and over or finish the whole
thing not long before that happens, there's
not enough here to prove anything more (v
than a minor distraction. =

COMPELLING, BUT FAR TOO REPETITIVE AND SHORT

# Some of the bosses are good,
but it's just too damn easy.

We completed the whole

game (including finding
everything) in a day.

B Could these old-school mini-
games be any more like the
ones in Mario Sunshine?
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REVIEW | RISE OF NATIONS | PC

us

Microsoft

DEVELOPER

Big Huge Games
PRICE

$94.95

RELEASE
Out Now

PLAYERS

1-8

MINIMUM SPEC
B00MHz processor,
128MB RAM, 800MB
HDD space, 16MB 3D
graphics card

Each historical period has
its own style, and your
tactical approach to battle
must evolve with the
technology available.

STICKS AND STONES MAY BREAK THEIR BONES,

BUT TANKS AND BOMBS BREAK NATIONS...

s you might expect from a developer
called Big Huge Games, Rise Of
Nations is no lightweight. In fact, as
gaming concepts go, they don't come
much more epic than this, The latest brainchild of
Civilization Il designer Brian Reynolds, RON fuses
the sizeable enough task of conguering the world
with a sprawling journey of societal development
through the ages. Primarily a real-time strategy
affair, it adds a whole new level of depth to the tried
and tested Age Of Empires formula by allowing
players to build a powerful nation as well advance
their civilisation through the entirety of history.

While the Single Battle mode allows for

progression from ancient times through to the
information age within one epic RTS scenario, the
crux of the game comes from undertaking a much
more gradual trek through the eras in the massive
Conquer The World campaign. Players choose to

D EmBrIel Vi scucnn inca ) ¥
o iankin | ©

control any of the 18 empires on offer and begin
the game from their appropriate home nation. The
subsequent quest for world domination follows a
turn-based system reminiscent of the classic board
game Risk, yet the battles resulting from each
move are actually played out in an RTS scenario.
For instance, the Roman empire is based in Italy
and will initially have the option to move into the
adjacent unclaimed territory of the Alps or Balkans
by land, venture south to the shores of Africa and
claim the Sahara province, or, least advisably,
invade Greece to the east.

As with the Civilization series, your allies must

be chosen wisely, and striking up a friendship
with the Greeks early on could provide some much
needed support for the Roman empire in conflicts
with Europe’s many other aspiring empires.
Invading unclaimed territory will usually cause a
stir with the locals, and the resulting RTS scenario

B Each nation will have a

range of unigue units at their
disposal as the ages progress,
such as this devastating
British fleet of Lancaster
Bombers. Chocks away. ..

ot o vt Susbmannes

086
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may have you defending your newly founded
settlement against rebellious attacks. The battle
sections take place on appropriate terrain for the
geographical location - if you were to attempt an
invasion of Britain, for example, you'd find the
English Channel standing between your mainland
Europe position and old Blighty on the RTS map.

The campaign begins with all nations in the

ancient age of civilisation and, whatever the
objectives of the specific scenario, will typically give
you a capital city surrounded by a couple of farms
and a woodcutting operation in order to provide
the food and wood you'll need to start building
your nation. Unlike most RTS games, however,
stockpiling resources and researching new
capabilities in RON isn't simply a means of putting
together your military force. Other key areas at the
heart of your society’s development are
advancements in commercial, scientific and civic
knowledge. Of course, a powerful army is crucial
to defend your expanding cities, but only by
creating a productive society and running the
technological race faster than the enemy will your
empire be ready to face the more demanding
hostile situations.

When it does come down to fisticuffs, the

combat dynamics and Al strategies are among
the best we've seen in the genre. Most notable is
how the art of war changes so dramatically as you
advance through the ages. RON excels in depicting
the mass battlefield confrontations of the dark ages,

ALL THE SMALL THINGS

Okay, so the traditional isometric viewpoint Rise Of
Nations uses to depict the action may lack the 3D
perspective of certain other games in the genre,
but that certainly doesn't mean the game isn'ta
looker. Animation of the beautifully rendered
characters and unit models particularly livens up
the screen, and the attention to detail is often quite
remarkable. Along with the more obvious changes
to architectural style and combat units as you
advance through the ages, even the most intricate
elements of your civilisation will accordingly
progress. In fact, you'd do well to even notice how
the logging techniques of your woodcutters
gradually become more mechanised over history,
and the construction methods your citizens use to
build new structures will similarly evolve.

Each culture has unique
units, like Germany's
ancient Barbarians and
modern Tiger Tanks.

Q. PEACEFUL
SOLUTIONS?
Increasing the power
of your nation and
broadening its borders
needn't always involve
armed conflict.

Q. KEEP YOUR
FRIENDS CLOSE?
In Conquer The World
mode, your allies will
join you in battle if
they're in the area.

the seafaring invasions of new lands, and eventually
today's distanced dependency on air raids and
missiles. The variety of strategy involved in battles
across the eight epochs of civilisation is superb, and
experiencing the replacement of arrows with
gunpowder or the transition from horseback to
mechanical vehicles makes for a truly epic voyage.
When you're nuking bordering nations from the
comfort of your own capital, it can be pretty
rewarding to think back a few hours to when you
were just a small farming community defended by
a bunch of simpletons with slingshots...

Even in the single battles, the underlying

Civilization-esque context makes RON by far
one of the most wholesome RTS titles we've ever
played. Those who want to fully immerse
themselves in everything this game has to offer
will find an endless complement of things to do
and strategic directions to explore. However, the
fully customisable scenarios also allow the less
patient strategist to defer their more complex
responsibilities and enjoy RON simply as a top-
notch battle sim. Even better, since the action can
be staged during any historical period, or over a
specified range of eras, this game really can be
anything you want it to be. Whether you're after
the engrossing depth of Civilization in real-time, or
simply want an RTS title that offers ancient,
Napoleonic and WW2 warfare in the one
package, Rise Of Nations will grant the
wishes of rookies and seasoned o)
campaigners alike. =

B Make the establishment of a thriving y the priority and your
nation will produce enough resources to quickly amass a great army.

¥ Everybody wants to rule the world, and empires beginning their bid for
conquests in Europe will find fierce competition from all directions.

~ veroiet 9110

TOP OF THE RTS PILE FOR VARIETY AND DEPTH
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REVIEW | CHAOS LEGION | PLAYSTATION2

FORMAT REVIEWED
PlayStation2

ORIGIN

Japan

PUBLISHER
Capcom
DEVELOPER
In-House

PRICE

¥6,800 ($80 approx)
RELEASE

TBC (Japan: Out Now,
US: August '03)
PLAYERS

1

B Use the right Legion at the
right time — these long-
distance ones allow you to
attack without getting hurt.

B You'll often be fighting over ten enemies at once. How can you survive
this? By hitting the Square button over and over again. Yawn.

® The bosses are pretty big, but

as much as humanly possible, our
standards, that’s exactly what we are. Take our

PLENTY OF CHAQS, BUT NOT M
hile we always attempt to
W champion the cause of gameplay
views don't often match those of
die-hard enthusiasts — even though by our own
review of PN.03 in issue two, for example; those
who read just the 6/10 score (rather than the

whole review) said we obviously just didn't ‘get it'.

Fair enough - but if that's the case then we clearly
don't ‘get’ Chaos Legion either. Why? Because
we're sure that Chaos Legion is to free-roaming
beat-'em-ups what PN.03 was to free-roaming
shoot-'em-ups - furiously frantic, but ultimately
disappointing and repetitive.

From a purely visual perspective, the game

_ oozes the gothic flair for which Devil May Cry
is famous, but the gameplay is rather similar as
well (albeit in a cut-down form). Think of Dante’s
original sword-slashing adventure with the
essence drained, then replaced with an army of
freaky monsters and a single neat touch that can't
stop the action becoming deathly mundane after

away repeatedly without a care... well, it hardly seems worth it

i a2

- = - ———
when defeating them just means slashing

UCH ELSE...

LEGION

a short period of time; that's
Chaos Legion in a demon-
encrusted nutshell.

However, it's the

_| aforementioned ‘neat
touch’ that makes Chaos
Legion comparable with
PN.03. While PN.03s Vanessa
Schneider had her Aegis Suits that had their own
special moves and could be powered up by
garning experience, so Sieg Wahrheit (Chaos
Legion's rather Dante-esque protagonist) has his
Legions — monsters that can be summoned to
fight alongside him who have their own special
moves and can be powered up by earning
experience. Coincidence? Perhaps. Of course, the
fact that Sieg will often find himself greatly
outnumbered means you'll be relying quite heavily
on the Legions. However, as they're more useful
when they’re sent off fighting for you elsewhere,
you probably won't even know they're there.

_ And that's the problem. With the game's one
big trick failing to provide anything more than

a mild distraction at best, the gameplay comes
down to simply wading through endless waves of
enemies by stabbing away at the Attack button...
and that’s it. What's more, the levels and the
enemies all look the same. This, combined with
the inanely repetitive gameplay, makes the whole
experience feel utterly lifeless and flat. Even
though we persevered through it, just a few short
hours of play saw us wanting to never play the
game again. In a title that demands repeated play
to unlock all its secrets, that's just not on.
Did we ‘not get it? Maybe, but we'll leave /(2
that for our critics to decide. =

FAR TOO DISAPPOINTING FOR WORDS

B When your Legions aren't fighting by your side you forget they're there,
which kind of detracts from the game’s ‘novelty’ value.

- T : ﬂﬂmﬁ.‘
Experience po,lms?:z"? Kiling Enemies earng

Proving your Legions

STATE OF EMERGENCY
I . —
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B While some characters won't bat an eyelid at an unfamiliar delivery
boy, let the kitchen staff get too close a look and you'll be in hot water.

B With some of the most effective Al to date, the chameleonic assassin
must tread with care to avoid arousing NPC suspicions.

HITIVIAN 2:
SILENT ASSASSIN

A REAL PROFESSIONAL'S WEAPON OF CHOICE IS SILENCE, NOT VIOLENCE

FORMAT REVIEWED
GameCube
ORIGIN

us
PUBLISHER
Atari
DEVELOPER
10 Interactive
PRICE
$99.95
RELEASE
Out Now

PLAYERS
1

REVIEW | HITMAN 2: SILENT ASSASSIN | GAMECUBE

INVITATION

f you can't beat ‘'em, join ‘'em’is a
mantra that might give Nintendo a
much needed boost. A distinct lack
of quality mature titles to sit
alongside the Cube’s famously niche brand of
gaming has limited its ability to reach those
lucrative segments of the market that have given
its next-gen rivals the most success. But with ports
such as Splinter Cell and Hitman 2 finally making
their way onto the Cube, do mature gamers still
have an excuse not to buy Nintendo’s machine?

In the latest stealth-'em-up to hit the console,

players must take reluctant assassin Agent 47
out of retirement to undertake contract killings
around the globe. Though you'll come across a
comprehensive collection of weaponry, the
accomplished hitman should be able to achieve
his goal with only one bullet - or less. In fact, each
mission can be completed without spilling the
blood of anyone but your target, and skilfully
avoiding conflict proves infinitely more rewarding
than causing carnage. That said, players are sure
to get their fair share of the fantastically smooth
combat dynamics before developing the cunning
and patience to navigate scenarios undetected.

® Should your stealthy approach go pear-shaped, a formidable selection of
heavy weapanry always provides you with a trusty back-up plan.

Certainly the biggest draw of the game is the

| freeform approach you can take. The levels are
designed to provide a host of opportunities and
possible routes for the resourceful assassin to use.
For instance, you're presented with a multitude of
ways to infiltrate the home of your first target.
Should you chloroform the postman, steal his
uniform and try your luck at the front gate? Whack
the delivery boy unloading round the back? Or
would the guard relieving himself by the side
entrance provide you with a better disguise?

_ The scope of this open-ended gameplay has

_| never really been matched and gives the game
endless replay value. The GameCube edition is a
straight port of the original versions we're still
playing nine months down the line, albeit with
amendments to the content that caused offence to
the Sikh community. Those willing to invest
enough patience in the game are sure to
be rewarded with one of the most fuffilling 7+
stealth experiences ever devised. =

A WELCOME NEW STRING TO THE CUBE'S BOW

Y: With
= each mission you'il oﬁe o S0 many ways to completa
come back to them,

HITMAN: CODENAME 47
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REVIEW | SOLDIER OF FORTUNE II: DOUBLE HELIX | XBOX

Sure, he'll die ina
glistening pool of blood but
come hack to this room and
he'll have mysteriously

B There's some variation in context along the way — such as teaming up with this squad of US Marines.
- . vanished. Ooh, spooky.

13 7 B R

FORMAT REVIEWED
Xbox

ORIGIN

us

PUBLISHER
Activision
DEVELOPER
Gratuitous Games
PRICE

$99.95

RELEASE

20 June

PLAYERS
1 (Up to 10 Live)

Oh my god, we killed Kenny. .. Actually
ifs just the cagouled assassins you'll have
to dispose of in the first Prague mission.

Lt e e

© GLOBAL

z mly genera
NEV GROUND: Use '3"‘1?%(“1 the stand

i _arses who've
outwit smart-a B i
: BLEED: Localise! d 5
ns]:voﬁsee your mates suffer in full detat
meal

FAL)S
Q. TIPTOES ALL
THE WAY?

Raising the alarm in the
poorly designed stealth
sections won't mean
instant failure as it did
on the PC,

Q. TOOLS OF

THE TRADE?

Add a silencer to your
SOCOM, or kit yourself
out with an M4 machine
gun for a more Rambo-
esgue approach.

Q. GORE FACTOR?

There's nothing we like better than a good
zoom on our sniper scope, and in SOFI
you can really see the mess you make.

Limbs are torn apart by
your bullets, and pieces
of brain can be splattered
all over the walls




t seems that any FPS wanting to be

taken seriously these days must

incorporate some kind of ragdoll

technology, or face ridicule as we
watch our slain enemies fall in a laughably
unconvincing heap thanks to the limitations of
pre-scripted death animations. But when Soldier
Of Fortune Il was released on the PC a year ago,
such brutal realism had yet to become the norm
and by depicting the consequences of our violent
acts in full graphic detail, the title had a shocking
but strangely captivating selling point.

At the heart of the game lies the GHOUL 2

localised damage system developed by Raven
for the original PC version, which provokes a
realistic response from the body parts your bullets
actually hit. Along with these accurate physical
reactions to every shot, the flesh torn apart by your
gunshots is illustrated to a similar - if slightly
exaggerated — degree of stomach-wrenching
clarity, giving the game its rather twisted ‘wow/’
factor, Of course, developers behind such graphic
realism tend to emphasise the technology’s
intentions are to make us think twice about taking
a human life, but something tells us Gratuitous
Games would admit, along with the rest of us, to
the immense satisfaction a good splashing of
claret adds to proceedings.

polish doesn't even begin to describe the
ridiculously primitive visuals that make a mockery
of the Xbox's true graphical capabilities.

While much effort has obviously gone into

ensuring wounds are depicted in their full gory
glory, the rest of the screen is awash with some of
the most poorly rendered and generally bland
backdrops we've seen since the pre-GoldenEye era.
Even the flagship localised damage system is
sorely hampered by the embarrassingly unfinished
collision detection, which sees just about every
fallen bad guy getting his polygons absurdly
tangled with the environment. Here, the crucial
inferiority to today’s ragdoll technology becomes
fatally apparent — you'll spend more time cursing
the tendency for dead bodies to have their limbs
disappear through a wall than marvelling at the
occasional flashes of realism. And with such
detailed anatomical mapping of character models
for the purpose of damage animation, how hard
would it have been to get their lips to move when
they talk or make them walk convincingly along the
ground rather than floating above it?

We aren't usually too concerned about the way

a game looks unless it adds something quite
special to the gaming experience, but SOFIl's sub-
standard appearance completely overshadows

THE NEVER-ENDING STORY...

Once you've trawled through the 55 single-
player missions, there’s no need to hang up your
AK74. With an infinite number of randomly
generated missions on offer, a mercenary’s work
is never done. Maps can be automatically
generated and filled with randomly placed bad
guys, allowing players to enjoy yet more blood-
soaked outings amidst some horribly dull
backdrops. Furthermore, plugging into Xbox
Live lets up to 10 combatants battle it out in a
variety of multiplayer modes. Although we
didn't get to sample the delights of the Live
experience due to the fact that the servers arent
up yet, the graphic depiction of violence might
just liven up the online manhunts a good deal
more than it could the single-player game.

OF FORTUNE lI: bouBLE HELIX

OR ‘HOW TO EXPOSE A TERRORISM RACKET, ALONG WITH THE
INNARDS OF ANYONE WHO GETS IN YOUR WAY*

The impact of these realistic fatalities is
complemented by the real-world context in
which the game takes place. Rather than diluting the

effect of the violence by having you blasting the
limbs off some alien with your plasma rifle, you'll be
mutilating your fellow man using actual weapons in
a series of familiar global locations. Players step into
the boots of real-life mercenary and former Green
Beret John Mullins, who consulted on the project
with detailed accounts of his experience in the field.
The story follows Mullins’ work for secret anti-
terrorist organisation The Shop’, as he's sent
behind enemy lines to investigate a particularly
nasty chemical weapons threat.

Of course, all this amounts to is a fairly basic

shooter that sees our gun-toting maverick going
from A to B riddling a variety of unsavoury types
with bullets along the way. The ultra-violent slant to
this standard FPS model may sound like a pretty
solid premise for some entertaining action, but don't
rush out to your local games store just yet. You see,
despite all its appetising potential, in reality SOFIf
serves up thoroughly disappointing fayre. A lack of

some otherwise bearable gameplay. Controlling
Mullins is intuitive and responsive, and you'll soon
be aiming for specific body parts to achieve the
most dramatic effects from your onslaught. Al is
pretty commendable too, with enemies readily
taking cover and making particularly good use of
grenades to flush you out of safe positions. Other
seemingly irrelevant elements - such as user-
friendly ladders that won't see you plummeting to
your death should you fail to align your descent
with pinpoint accuracy — combine to lay the
foundations of an altogether playable shooter.

But despite these reasonably solid basics and a
generous helping of explicit violence to help
spice things up, SOFllis a severely lacking
title that falls well short of the spectacle it (va
could have been. =

_ vERDICT 4/10

PRIMITIVE AND DULL, BUT PLAYABLE IN SMALL DOSES

¥ Being a gun-for-hire can be a

messy job at times, but then
you knew that when you
signed up, didn't you, soldier?
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REVIEW | DYNASTY WARRIORS 4 | PLAYSTATION2

DYNASTY WARRIORS 4

he long-running Romance Of The
Three Kingdoms saga has to be one

YOU SAY DYNASTY WARRIORS, WE SAY DIE NASTY WARRIORS
of the biggest sequel-spawning

l machines of all time. With the ninth

instalment of the historical strategy yarn on the

P'Iam';t“a:;n’f VIEWED way, melee action spin-off Dynasty Warriors is

1]

Y also making another return to our consoles after
e selling over a million copies during its first month

PUBLISHER on rele.ase in Japc'.m. For those szilll unfgmiliar \.:vith
THQ the series, the action takes place in ancient China
DEVELOPER at the fall of the Han Dynasty. You take the role of
Omega Force an officer from any of the three divided kingdoms
PRICE and are thrust into the epicentre of a massive

$99.95 battle scenario. The result is some of the best
RELEASE mass combat around, with literally hundreds of
Out Now warriors clashing on the vast battlefields.
PLAYERS

1-2

_ Perhaps the greatest draw of the DWW series
__ has to be your character’s involvement in
something so much bigger than the usual ‘one
hero versus the world’ scenario. There's quite an
element of strategy in freely roaming the
battlefield, selecting how best to play a part in
achieving your army’s objective. Along with
accommodating more on-screen soldiers than in

ENHANCED

has been refined to
'IMF‘ROVING ON THE ORlGlNAL

enhance the skills and
enerny Generals to 8

strategies of your
OWN: Challenge Y pos
O:g{?r:?nfléhéuel while the battie r?g: g?:f]f: e:‘ ;
TRESH : 5 Gan now a diffe
SH FACES: PlayersCan iz
E:;acier into battle for each missio

Pt s

regiment of enemy soldiers.

= You can pretty much choose your own leaming curve on the battlefield by proceeding with caution or diving straight into a

enemies. Your character will still be able to carve
their way through regular infantry like warm
butter, but becoming outnumbered or facing off
against an enemy General tends to require a little
more skill. Visually the fourth episode has been
nicely polished, with some of the glitches of earlier
versions being smoothed out. Backgrounds
remain as lacklustre as ever though, and a limited
draw distance still manages to plague the engine.

___ But apart from a beefed-up character count
. and a few minor gameplay additions, DW4
has changed little in overall quality since the last
chapter. The entire gameplay concept has always
revolved around slashing and hacking your way
through the ancient Chinese theatre of war, and
once again Koei serves up more of the same with
just a little more panache. Yet although the
constant repetition of a fairly narrow gameplay
idea may restrict DW4 to a limited audience,
there's more reason here than ever for intrigued
newcomers to become engrossed in the saga.
However, with an Xtreme upgrade due for

an October release in the US, the wise oA
warrior might just hold off a while... =

MORE OF THE SAME WITH A DOSE OF POUSH

B Players can opt to change character between missions, adding some
variety to the fracas with their diverse weaponry and special moves.

 The advanced Al allows you to sit back and watch your troops take
care of the small fry while you hunt down the bigger fish.
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REVIEW | LE TOUR DE FRANCE: CENTENARY EDITION | PLAYSTATION2

8 ENHANCED
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M Energy drinks will give your rider a boost when they need it most, and
teammates may be called upon to replenish your supplies.
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B Winning a cycle race is all about balancing your bursts of speed with time spent restoring stamina in the slipstream of other riders.

M Fall during Career Mode and you'll need to rest or risk further injury.

TRIUMPH IN THE WORLD'S MOST GRUELLING CYCLE RACE WITHOUT BREAKING A SWEAT

LE TOUR DE FRANCE:
CENTENARY EDITION

m;:?m don't work on consoles. So while cementing its this does add an extra element of strategy to the
ORIGIN position as yellow jersey-wearer of the cycling sim racing, in practice it all makes for a rather dull and
Eunape pack with this year’s Centenary Edition, how far quickly tiresome gaming concept.

PUBLISHER could Konami push the boundaries of the genre?

Atari The comprehensive Career mode is a
DEVELOPER ___ Once again the Centenary Edition is officially commendable effort to combat the tedium of LE TOUR DE FRANCE
Konami | endorsed and features recognised teams and single races. Players start out as a young, poorly
PRICE riders from the competition, along with tracks skilled rider and are faced with a long but

$99.95 based on actual sections of the 2003 tour. absorbing journey through the ranks. Investing
RELEASE Thankfully, the circuits have been compressed to your prize money in equipment and training

i capture the character of each section — races are programmes, your goal is to attain a respectable
:"“m long enough to employ tactics without the position in the gruelling Tour at the end of each

o coincide with the pinnacle of last
year’s cycling calendar, Konami tried
to bring all the joys of the Tour de
France to the PS2, with limited
success. Although the cycling simulator was an
impressive effort to translate the sport into an
entertaining videogame, some concepts simply

gruelling monatony of a marathon trek. The chess
match of energy conservation involved in
professional cycling is handled in such a way that
newcomers shouldn't find too daunting, whilst
giving hard-core fans a fairly complete simulation.

Pacing your rider during the race revolves
| around management of his Stamina Meter,

which depletes the harder you push him. Energy
drinks will instantly reinvigorate your cyclist, but
since these are limited it's better to take advantage
of the slipstreams created around your fellow
riders. These air pockets are clearly shown and
give your character a much-needed breather
before putting in another burst of effort. Whilst

season. Konami deserves the utmost credit for
trying to inject variety and strategy into the
game, but overall the action is simply far (o
too lifeless to amuse for long. —

GREAT TRIMMINGS CANT RESCUE A DULL CONCEPT

MOTO GP 3
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FORMAT REVIEWED
PlayStation2

ORIGIN

Japan

PUBLISHER
Playmore
DEVELOPER
In-House

PRICE

¥6,800 ($85 approx)
RELEASE

TBC (Japan: Qut Now,
US: TBA)

PLAYERS

1-2

REVIEW | METAL SLUG 3 | PLAYSTATION2

SNK'S ARCADE CLASSIC FINALLY COMES TO A NEXT-GEN CONSOLE

METAL SLUG 3

hen SNK launched the first Metal

Slug game back in 1996, the

company had no idea just how

successful the series would turn
out to be - which wasn't really surprising
considering that the core gameplay consisted of
nothing more than walking and shooting. But
thanks to its unique visuals, sublime animation and
army combat theme, the game was an instant hit -
so much so, in fact, that the limited number of
Neo-Geo AES cartridges released soon sold out
and have since become highly collectable. These
days the game sells for over $2,000, and copies
rarely become available even at that price.

___ The game was translated to both PSone and
SEGA Saturn, and although neither version
was perfect, both were affordable at less than $100.

Of course, so far only Neo-Geo AES owners and
those lucky enough to live near specialist arcades
have been able to enjoy the third instalment in the
series as Metal Slug 3 has never appeared on non-
SNK hardware. Now, however, thanks to
Playmore’s recent acquisition of SNK's game

B Every level is jam-packed with action. Enemies attack thick and fast, even in the most unlikely places.

licences, the title has arrived with numerous
enhancements and additional gameplay modes
on PlayStation2.

Although it's never going to be mass-market,
__| the Metal Slug series and, more specifically, the
PS2 translation of the third game, actually appeals
to a far wider audience than the retro-style visuals
might suggest. Resurrecting the quality and values
of a title from yesteryear, the game features a cast
of four colourful characters, each with a gun and a
limited number of grenades. Fighting against angry
wild animals and opposing human forces, the idea
is simply to travel from A to B destroying foes,
jumping gaps and avoiding literally thousands of
bullets that fill the screen. Like many other SNK
games (and other similar titles from rival
developers, for that matter) Metal Slug 3is
infuriatingly difficult. With so much going on, it's
often all too easy to find yourself trapped in a
corner, surrounded by bullets and with nowhere to
go. Annoying as it is though, the game has that
remarkable secret ingredient that keeps you
coming back for more no matter how frustrating it

37330 ArMs BOMB
| B B A0
uP=2

Just five, but they're
fairly long and there's
plenty of variation

Q. HOW MANY
CHARACTERS?

Four different characters
are included, though
there's really very little
to distinguish one

fram another

Q. WHEN'S IT

OUT HERE?

Now that SNK is up and
running again we should
hear something very
soon. At the moment
though, nothing has
been confirmed.

B I you're unlucky enough to get turned into a zombie, any bombs you have are converted into death-dealing vomit.
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sometimes gets. Besides, those who play the game
regularly will soon become aware of the most
problematic places and prepare themselves
accordingly. Of course, things are made easier on
the PS2 due to the fact that infinite continues are
available from the outset.

Aside from its addictive core gameplay, Metal

Slug 3 also deserves praise for its level of
interaction with the scenery. Fans of the series will
be aware of the huge number of ‘vehicles’ that can
be driven in every one of the Metal Slug games,
and this one is no different; from submarines to
armed elephants, mech combat suits to camels,
progression is certainly never boring. There's even
a sci-fi level in which you're transformed into a
zombie upon taking a hit, causing you to shuffle
slowly along, vomiting blood whenever the
secondary weapon button is pushed. This is
brought to life with an astonishing number of
animation frames - the characters even smoothly
swap which hand they're holding the gun in each
time you change direction. Even though Metal
Slug 3was first released in arcades three years
ago, the quality and amount of animation remains
unmatched even now.

But the best thing about Metal Slug 3is that
__ two players can enjoy the game
simultaneously. Unlike most modern multiplayer
games, both participants must work together in
Metal Slug 3 rather than fighting against one
another. While some sections are all-out blast fests,
others work well if both players plan their moves —

B SNK's impressive artistic design is way beyond the quality of most similar developers’ work.

one player may want to hold off incoming
attacks, for example, while the other focuses all
their attention on the main problem at hand.
Although this is hardly a new feature, it's done
particularly well here and helps to substantially
increase the longevity.

It's fair to say that Metal Slug 3 doesn't bring
__ anything new to the world of videogames,
though it does bring something back. With so
many of today’s releases offering more in the way
of style than substance, it's refreshing to play a title
that resurrects an era when the balance was
perhaps as good as it's ever been. It isn't without its
problems, of course — at times the game can be
more than just a little unfair, while the inclusion of
unlimited continues may well upset the hard-core
fans. Even so, Metal Slug 3 still manages to be one
of the most entertaining PS2 games of the year. If
you want a taste of the best of what retro gaming
has to offer, or simply want an enjoyable two-

player action game that you can enjoy with o

friends, you can't go far wrong with this.

A SUPERBE TRANSLATION OF A NICHE GAME

BRINGING IT HOME
Authenticity to the original is a major factor
in a translation such as this and we're happy
to report that PS2 Metal Slug 3 has
everything and more. It's arcade perfect in
every respect - even loading times, which are
often a problematic area with the Sony
console, are next to non-existent. Sprite
quality and the all-important animation are
every bit as good as their Neo-Geo
predecessors too. But the best surprises are
the new game modes that have been added
for this conversion - Fat Island and UFO
being particularly hard to find fault with. The
former sees you rampaging around a single
screen, killing enemies and devouring the
food they leave in order to reach a
designated weight (an absolute riot in
multiplayer) while the latter puts you in
control of one of three enemy soldiers in a
bid to escape from an alien mothership using
a single life. We may not be fans of ports in
general, but when they're this well executed
it's hard not to be impressed.

GUNSTAR HEROES

[[RAMS EoHE |
= s el il

PRESS START
=

W

@ These ugly blokes all need to be destroyed before the real boss appears.
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FORMAT REVIEWED
PlayStation2
OTHER FORMATS
Xbox, GC, GBA, PC
ORIGIN

UK

PUBLISHER
Vivendi
DEVELOPER
Minds Eye

PRICE

$£99.95

RELEASE

PC), Sept (GC, GBA)

PLAYERS
12

Out Now (PS2, Xbox,

® Popping caps in asses is really rather fun in two-player mode, but
try doing it by yourself and the magic is lost

STARSKY & HUTCH

TIME TO PULL ON THAT CHUNKY-KNIT SWEATER AND BUST SOME PUNK ASS

erely mentioning the golden era of
TV action shows of the early
Eighties is enough to create a warm
glow of nostalgia as we recall the
distinct odour of stilton that adorned everything
from BA's catchphrases to Michael Knight's perm.
So imagine our disappointment at the completely
hashed attempts to capture the spirit of such
priceless licences as Knight Rider and The Dukes Of
Hazzard in recent videogames, raising doubts that
any of our cult heroes would ever ride again on
mainstream TV. But now British developer Minds
Eye has delved even further back into the TV
archives to try to resurrect the fortunes of Seventies
cop series Starsky & Hutch, determined the well-
loved duo weren't to suffer a similarly
embarrassing fate.

Rather than simply putting players behind the
__ wheel of the famous Ford Gran Torino and
relying wholly on the strength of the licence to do
the rest, Starsky & Hutch actually endeavours to
bring some interesting gameplay innovations to
the basic chase-'em-up concept, which is certainly
a laudable idea. In fact, although the car and
characters might attract a reasonable fanbase to
the title, the game itself is a much mare general
homage to the typically overthe-top car chases of
the era rather than a faithful recreation of the TV
series. In a further twist to help give proceedings a
deliberately tongue-incheek flavour, the crime
fighting duo have been transformed into retro-style
cartoon characters akin to so many of their fellow
Seventies icons such as the Jackson Five and the
Harlem Globetrotters.

Your viewers will quickly
turn off if they see you
shooting or running over
innocent passers by.

Q. HOW MUCH FOR
THE GUN?

For the ultimate S&H
experience, Sony’s
G-Con 2 will set you
back around $50.

Q. TOO YOUNG

TO REMEMBER?

Don't worry if the licence
doesn't ring too many
bells. You know how a
car chase works, right?
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# When a Special Event kicks off you just sit back and watch, which
can get a bit dull after a while.

___ The colourful cel-shaded cut-scenes link

__ together a linear string of chase scenarios that
typically have our heroes tearing through the
streets of Bay City in hot pursuit of various villains.
In an attempt to keep the action from deteriorating
into just another repetitive high-speed driving
romp, the novel Viewer Ratings score ensures
players put as much effort into driving
‘entertainingly’ as they do into catching crooks.
Your all-important viewers have tuned in to watch
the Gran Torino smashing through all manner of
conveniently stacked cardboard boxes and fruit
carts, so failing to perform a spectacular stunt for
long will have them switching over to watch
Neighbours. End up with no viewers at all and the
mission is over, effectively forcing players to keep
the entertainment levels up for everyone’s benefit.

__Having Hutch lean out of the passenger side

___ window and blast holes in your target’s vehicle
is the most obvious way to keep your audience
glued to their screens, but Bay City is littered with
other opportunities to boost ratings by jumping,
skidding and generally causing motoring mayhem.
Sadly, the most impressive stunts are performed by
simply shooting or driving through a floating icon
that triggers a Special Event for players to sit back

and watch. This all feels far too scripted, and the
lack of player involvement takes away any sense of
achievement from pulling off these feats. Similarly
scripted is your target's pre-determined route
through the city, and the pressure of maintaining
viewer ratings largely prevents players from doing
anything but remaining firmly on their tail. The
linearity of both the mission schedule and chase
routes gives the feeling you're just been led by the
hand through a series of rather lame set-pieces.
While a separate free-roaming mode allows players
to explore the city at their leisure, this could
perhaps have been incorporated between missions
4 la GTAto give Bay City a more wholesome feel.

___ The much-hyped option to combine both

__ steering wheel and lightgun controllers and re-
enact the whole buddy cop scenario with a willing
sidekick is another of S&H's more inventive
concepts. The otherwise uninspiring gameplay is
given a welcome boost — particularly if you're in
charge of firearm duties — and actually makes for a
decent arcade-style experience. Take the gun away,
however, and the game is crippled by an awful
auto-targeting system it clearly wasn't designed to
support. Single players will soon discover the icons
they wish to shoot aren't necessarily in the

FINE LINE TO TREAD

The mighty GTA: Vice City emphatically
restored our faith that the tongue-in-cheek
essence of the Eighties could indeed be
recreated in a videogame, and gave us
high hopes that the humour-driven
approach being taken on the Starsky &
Hutch project would achieve a similarly
atmospheric flavour of the Seventies.
While not taking itself too seriously was
the ideal strategy for this title, the fine line
between a light-hearted style and plain old
poor quality has been unsuccessfully
trodden by S&H. The ultimate look and feel
of the game falls well short of the mark
with some horribly naive execution that
pales in comparison to so many other
titles, and generally sets the standard for
the lacklustre gameplay it depicts.

B The cut-scenes might look
superfly but the action in
between is, er, wack?

KNIGHT RIDER

THE GETAWAY

direction they want to steer, leading to some
ludicrous control conflicts. Effectively rendering the
shooting aspect of the game pointless, as you can
do little but fire continuously in the direction the
car faces and let auto-target do all the work, the
muitiplayer ability to pick off icons and enemies
anywhere on the screen is all but lost.

___Such heavy reliance on the need for a steering
| wheel, a G-Con 2 and an enthusiastic mate just
to get some excitement going proves to be the
unravelling of Starksy’s woolly cardigan. Unless
you're lucky enough to have all three to hand

all of the time, this will start gathering dust " /+»
on the shelf almost immediately. =

VE

STARSKY IS NOTHING WITHOUT HUTCH AT HIS SIDE
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REVIEW | SEGA ARCADE GALLERY | GAME BOY ADVANCE

FORMAT REVIEWED
Game Boy Advance
ORIGIN

Japan

PUBLISHER

Arari

DEVELOPER

Bits Studios

PRICE

$69.95

RELEASE
Out Now
(US: Now)
PLAYERS
1

= Space Harriermight be lacking a few graphical details in the bonus
stages, but what did you expect, ¢h? Moon on a stick and all that...

i

P, e

i

EVER WANTED TO PLAY OUT RUN ON THE TOILET?

h joy of joys, four of Yu Suzuki's

finest arcade classics from

yesteryear have been crammed into
: one amazing GBA cart. But have
Out Run, After Burner, Space Harrier and Super
Hang On managed to survive in a handheld world
of little red tanks and the unassailable Mario?

For those unable to pump coin after coin into

the original machines, allow us to bring you
up to speed — Out Run saw you behind the wheel
of a gleaming Testarossa and was the first racer to
give you multiple routes; Space Harrier was a
frantic shooter; After Burner allowed you to take
to the skies in a Top Gur-inspired jet while Super
Hang On had you speeding through checkpoints
on a high-powered motorcycle.

With all four games being graphical tours de

force when they were first released, we were
more than a little interested to see how they'd fare
on our favourite handheld, Rest assured, Bits
Studios has done an incredible job; each game
runs at an impressively silky 60 frames per second
and, bar a few graphical liberties (After Burner is
now missing the canyons from its bonus stage,
for example), the visuals are simply amazing.
Audio is also a treat thanks to some extremely
faithful renditions of all our favourite tunes (ah,
Magical Sound Shower) and a decent array of
spot effects that'll have you in retro heaven.

As striking as Arcade Gallery may look and

sound, it's definitely lacking that all-important
SEGA magic. Whilst the controls for Out Run,
After Burner and Space Harrier are of a very high
standard, Super Hang On's are less so. Hit top
speed and a simple press of the D-pad sees your
bike slide uncontrollably across the road, meaning
that getting around corners without crashing
becomes a practically impossible task. After
Burner and Space Harrier suffer slightly from the
GBA's small screen, resulting in several quick
deaths after failing to spot a bullet, but otherwise
they all play exactly as you'd expect.

Our main concern was the ease with which

these games can be completed. We raced
through Out Run on our first turn and after
ignoring the nigh-on unplayable Super Hang On,
the remaining duo also fell within hours. Bits
Studios’ biggest oversight, however, was
forgetting to include an all-important battery save
(so racking up high scores becomes pointless)
and leaving out a choice of difficulty levels.
By all means rent it, but just don't expectto -,
be playing this in a month's time. =

—

VE

LOOKS AMAZING BUT LACKS DEPTH AND DIFFICULTY

098 games™




FORMAT REVIEWED
PlayStation2

OTHER FORMATS
Xbox, GC, PC
ORIGIN

us

PUBLISHER

Vivendi Universal
DEVELOPER

Radical Entertainment
PRICE

$99.95

RELEASE

Out Now

PLAYERS

1

The game's basic controls
mean there's little to choose
between platforms, and even
playing the game with a PC
keyboard works fine. The
comic-book visuals are
noticeably crisper on the Xbox
and high resolution PCs,
casting a more stylish aura
over proceedings.

REVIEW | THE HULK | PLAYSTATION2/MULTIFORMAT

THE HULK

THE NOT-SO-JOLLY GREEN GIANT PROVES ANYTHING
CAN BE A WEAPON IN THE RIGHT HANDS

ith the Hulk movie already one of
the winter season’s action
blockbusters, a multiformat game
to accompany the adventures of
everyone's favourite green behemoth was always
going to be on the cards. But despite having such
dubious origins as an obligatory movie tie-in,
could the Hulk surpass his fellow Marvel stars and
break the mould of gaming mediocrity?

Whilst Hulk actor Eric Bana provides the voice
__ for his videogame counterpart, as with X2:
Wolverine’s Revenge the action is based on the
comic-book exploits of our superhero rather than
his live-action outing. Visually the game achieves
a balance somewhere between cel-shading and
reality that manages to give a sophisticated feel to
the cartoon action. Animation of the Hulk and his
hordes of adversaries is smoothly captured, and
players are relieved of camera control duties by
some impressive automatic panning that never
left us fighting out of a blind corner.

Qur hero has a simple but effective repertoire
| of moves for dealing with the constant
onslaught of enemies. Gameplay perfectly
captures the Hulk’s devastating power, almost
causing your TV to shudder with each earth-
shattering blow. Certainly the most satisfying

aspect of the game comes from the interactive
scenery that is reduced to rubble as the Hulk
releases his aggression. A shocking amount of the
environment can be totally destroyed, with even
the sturdiest sections of wall or floor becoming
damaged. Giant stone pillars crumble in the Hulk's
wake, leaving huge chunks of masonry to be
hurled at enemies. In fact, everything from forklift
trucks to the hostile soldiers themselves can be
used as projectiles.

Entertaining though this may be, moving

from one basic combat scenario to the next
soon becomes repetitive. In a miserably failed
attempt to address this, the action is intercut with
the occasional non-violent stealth mission. As
Hulk alter ego Bruce Banner, players must avoid
detection in a crude and frustrating version of the
first Metal Gear Solid. Something extra was
needed to make the impressive carnage into a
wholesome game, but this definitely wasn't it. The
novelty of bulldozing through the scenery with
sheer brute force may wear off quickly, but
more of the same would have been
welcomed over such weak stealth content.

Y
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SATISFYING CARNAGE, BUT VERY LIMITED LIFESPAN

B The game simply takes you from one dull environment to the next,
filling each with slightty more challenging bad guys than before.

FINGERPRINT

WHAT MAKE:
Press © to pick up end wield obiece HUMAN S THISG%ME UN'QUE
enem BALL:
ha e hem nto tei s et
B The Hulk puts a limited amay of strikes and combos at your disposal, B The most entertaining aspect of the game is the amount of devastation the Physics as wmmm%mm realistic
but the ‘grab and hur” has satisfacti d Hulk is capable of causing; not least when he's got a car in his hands. .. | barrels roll,




REVIEW | BRUTE FORCE | XBOX

@ Although you begin the game alone, completed rescue missions will help add to the size of your team.

BRUTE FORC

ARENT EXCLUSIVE TITLES SUPPOSED TO BE GOOD?

ontinuing Microsoft's recent
predilection for picking games that
aren't very good to be exclusive to
the Xbox (Tao Feng? Kung Fu
Chaos?), Brute Force promised so much and ends
up delivering very little. Admittedly, putting you in
control of a four-strong squad of elite soldiers -
each with their own unique abilities — and then
beaming them onto planets packed with aliens to
waste sounds okay on paper. In practice though,
Brute Force turns out to be a demonstration of

Microsoft how repetitive and bland a game can be - all in

DEVELOPER less than an hour’s worth of play.

Digital Anvil

PRICE Even in the first mission, the horribly repetitive

$99.95 nature of Brute Force's gameplay is apparent —

RELEASE head for the yellow dot on your radar, moving

Out Now ; : 2 . i
through the incredibly linear terrain and shooting

PLAYERS

anything that gets in your way, then repeat once
you reach the yellow dot and another appears
further ahead. The dullness gets worse in combat;
fighting enemies requires little more than strafing
from side to side while placing the gun sight over
your target and firing repeatedly, because anyone
firing at you stands perfectly still and becomes a
sitting duck. Of course, this stupidity isn't just
reserved for the enemy; your team-mates (once
you have them) happily run into dangerous
situations without thinking and have no qualms
about getting stuck behind the landscape.

1-4 (1-8 System Link)

Unfortunately, replacing your stupid allies

doesn't make things better. In fact, the four-
player co-op Campaign mode only makes things
more difficult because of the reduction in visibility
for each player. However, the Deathmatch and
Squad Deathmatch modes are the nail in the

coffin. Why? Because they
prove beyond a shadow of
a doubt that competitive multiplayer shoot-
‘em-ups just don't work from a third-person
viewpoint; although we already knew that from
games like Quake /Il Arena on the Dreamcast or
Jet Force Gemini on the N64.

Yes, it looks as though Microsoft has signed a

dud once again. Does Brute Force have the
quality to make it a memorable classic? No. Is it
likely to shift by the bucketload anyway? Not a
chance. Will you see it in the second-hand bin of
your local game shop for less than $50 in a
couple of months? Definitely. After all, o
that's where our copy’s going... —

_verbicT 4/10

" TOTALLY BLAND, EVEN WHEN PLAYED WITH FRIENDS

B Some missions are meant to
require stealth rather than
aggression; however, they

usually end up turning into a
complete bicodbath.
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as we climb the Survival Horror
game family tree

CONSOLE
OF THE
MONTH
E Join Retro for an adventure
One of the PlayStation’s
most original launch
titles remembered!

s Sensible World Of Soccer gets our

u vote for a re-make this month

take a look back in time to see
where the saga all began

The greatest
karting game ever made!

Great Game Bosses!



t might seem strange
that the SEGA Saturn
continues to be more
popular with collectors
than the PSone. Of
course, when you think
of the number of decent
Saturn games launched
in Japan that were never
released anywhere else
and subsequently
became extremely rare,
it's easy to see how
anyone into picking
up obscure trinkets
could be attracted.
The question now is
which of the current
consoles will have the
most collectable games
in the future. In the past,
the most sought-after
titles have often been
those on systems that do
well in Japan, yet with
regard to the current
generation, Capcom’s
impressive Xbox package
Steel Battalion has been
the most money-
spinning title so far,
selling for inflated prices
on eBay from day one.
But with more obscure
titles on offer than either
of its competitors, it's the
PlayStation2 that
currently has the most
potential collectors’
items. Maybe we'll see a
PS2 in the Retro section
in years to come

e

Keith Edwards, Retro Editor
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INTELLIVISION DIRECT TO TV

RE‘T°R

CLASSIC GAMES FOR A BUDGET PRICE

T echno Source Ltd. has
revealed its plans to release
two Intellivision Direct To TV
packs around the world, including
Australia, starting with key European
territories this summer. Each unit
comes in the form of a joypad that

SNK'S LIST OF CHARACTERS
JUST KEEPS GETTING
LONGER AND LONGER...

is month we bring you the

news that SNK is working
on a brand new one-on-one beat-
‘em-up called SNK Vs. Capcom
Chaos. Since the initial unveiling
SNK has continued to announce
further characters, taking the total
up to 24. And if the word on the
street is anything to go by you can
expect at least a further six to be
included in the finished game,
though whether these will be
selectable from the outset or are
secret characters that are unlocked
later has yet to be confirmed.

plugs directly into the composite
ports on the front of your TV, and
requires four A4 batteries to run.
Similar to DC Studios’ Atari TV
Game, which featured ten classic
Atari 2600 games and launched back
in February, the two Intellivision
packs will come complete with the
games built-in, so all you have to do
is plug and play. Well, once you've
bought some batteries, that is.

The only downside is that some
games have been adjusted slightly
in order for them to work properly,

INTELLIVISION 10 GAMES
Sharl! Shark!
Skiing

Snafu
Space Amada
Star Strike

-,

=
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OF RETRD GAMING. ..

SNK Characters Confirmed
Kyo Kusanagi  Shiki

lori Yagami Choi Bounge

Mai Shiranui Mr. Karate
Earthquake Kasumi Todoh
Terry Bogard  Kim

Ryo Sakazaki ~ Genjyuro Kibagami
Capcom Characters Confirmed
Ryu Akuma

Ken Dhalsim

Chun-Li Vega

Hugo Balrog

Guile Sagat

Tessa M. Bison

FIND OUT WHAT'S GOING
O I THE HERE AND NOW

4 0ld games, new joypad - the perfect combination?
Now you can find out for yourself,
though the developer has assured
us that its programmers have been
waorking with the original source
code to ensure that things are as
authentic as they possibly can be.
Although no prices have been
confirmed, it's expected that the two
units — one which comes with 10
games and the other with 25 - will
be priced at a paltry US$14.99 and
US$24.99 respectively when
launched in the US.

This summer a
new hattie
begins in Arcades!

| SNK Characters Rumoured

Geese Howardi
Bosou lori
Shin Mr. Karate

Capcom Characters
Rumoured
Demitri

Orochi Ken
Shin Akuma

S
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DR. ROBOTNIK

(Beooo=)22))

favourite game boss of all time,
the chances are you'll start
reminiscing about the visually
impressive ones, or the ones that
used diverse or perplexing attack
patterns. It's easy to forget that
sometimes game bosses can be great
purely on the strength of their
character design and the crushingly
inept evil-doing they get up to.
Just look at Wile E. Coyote from
the Road Runner cartoons - he's a
typical baddy, but memorable for his
bizarre contraptions with which he
attempts to catch the Road Runner -
contraptions that usually backfire and
result in him being squashed by
boulders, frazzled by lightning or
falling hundreds of metres off a cliff,
| only to leave a coyote-shaped hole in
_the rock below.
. Dr. Ivo Robotnik is probably one of
the most infamous game bosses, and
- one who, like Wile E. Coyote, is
~ remembered purely because of his

I f you try to remember your

SONIC TEAM

§ AND EGGS

" While looking at Sonic Adventure
and Sonic Team's other games, it

+  occurred to us that much of the

~ team’s work revolves around the

. egg. Sonic featured Eggman and
Chaos eggs, the Nightopians in
NiGHTS hatched from eggs, and
now of course there's Billy
Hatcher And The Giant Egg. But
where did this fixation come

{ from, and what does it mean?

Answers on a postcard please...

Virtua

vivid design and ingenious yet
fruitless evil plans. In the very first
Sonic The Hedgehog game it was
written of how this mad scientist was
snatching innocent animals and
turning them into evil robots -
something that he has continued to
do throughout the entire Sonic series.

But you have to ask why. Was it
going to make him more powerful
somehow?

And how does he fund his evil
empire anyway? He must have a vast
stash of readies to afford all that high-
tech equipment. And just what sort of
a doctor is he? An evil one, that's for
sure, but does he specialise?

Of course, as a fictional cartoon
character, such questions need never
be asked. Muppet-man Jim Henson
once pointed out that the great thing
about fictional characters is that they
can be 100 per cent evil if their creator

A Dr Robotnik attended the same Evil Medical
School as Dr Evil, Dr No and Dr Crippen. FACT.
wishes them to be, and that certainly

seems to be the case with Dr.
Robotnik. With his huge, bloated
body, spaghetti legs and bushy
moustache, he's definitely the sort of
person your mother used to warn
you about.

W The wrecking ball was great for destroying hedgehogs but it made the spaceship a bugger to park.

SCORE 26900
TIME 1:297%
RINGS 27

L

*& Fighter 3

Sometimes, despite weeks of bug testing, small

problems with program code manage to slip

through the net. Many games contain these errors,

though most hitches are too small to ever be = %’
noticed by the consumer. Occasionally though, the / LR

mistakes are so blatant that it makes you wonder
how they were never picked up during the beta
tests. Such was the case with the Japanese version

- of Virtua Fighter 3 on the Dreamcast...

DONT GO
CHANGING

DR.
ROBOTNIK

e may be called Dr. Robotnik

round here, but in Japan Sonic’s
arch-enemy has always been known
as Eggman because of his portly
figure. This didn't cause a problem in
the Mega Drive games - neither
name was ever really featured, other
than in the manual. However, when
SEGA finally moved the series into
3D on the Dreamcast, each level was
broken up with story-telling cut-
scenes that regularly referred to
Eggman and his spaceship, the Egg
the arduous task of recreating all the
egg-related names and fonts, Sonic
Team had a cunning plan...

Sonic and Tails first meet Dr.
Robotnik in Mystic Ruins where he
proceeds to inform them of his evil
plan to take over Station Square with
the help of his latest creation, Chaos.
As he confronts the two heroes,
Sonic comments on how Robotnik
looks like a giant egg, and continues
to mock him by calling him Eggman.
For the rest of the game, all the
characters refer to him as Eggman
rather than Dr. Robotnik, meaning
that none of the text or egg designs
needed to be changed for the
Western release.

Look!

e 3 giant talking epgt

» Robotnik’s habitual salad dodging led to
cruel taumnts. ..

R*E-T°R°C

Fighting on the rafts in the Shun stage
worked fine to start with — each raft
moved independently and some clever
programming meant that the players’
feet always touched the ground.

But stand both fighters on the boat and
something strange would happen. The
boat would tip further and further until
it totally capsized, leaving the fighters

hovering above the water.

games™ 103



THIS MONTH'S
FAVOURITES

These are just a few of the retro titles

that have been stealing countless
hours from our high-fiying, high-
powered schedules. ..

POWER STONE 2
This was one of our most played
games when it launched on the
Dreamcast in 2000. The single-player
game wasn't grea nuitiplayer
Power Stone 2is unsurpassed.

PSYCHO FOX

Few played this on its release, but it
remains popular with its fans.
Released on the Master System,
SEGA later updated it for the Mega
Drive in the form of DecapAttack.

X-MEN VS. STREET FIGHTER
Being the first in Capcom’s Vs. series,
you'd expect X-Men Vs. Street Fighter
to be showing its age six years after
its arcade release. On the contrary, it

remains as fresh and vibrant as ever.

THE SECRET OF MONKEY
ISLAND

It nge to think that this was a
LucasArts game — especially when
you look at the lacklustre titles the
company has released recently.

104

Being a rabhit, Robbit loved to jump. As a
robotic rabbit, he could jump even higher.

GAMES THAT TIME FORGOT...

et ] ]

onsidering Sony’s PSone

platformer Jumping Flash!

was released just eight years
ago, it's strange that most gamers
have forgotten it already. Similar in
structure to Nintendo's Metroid
Prime, the game smoothly blended
platform elements with first-person
shooting, resulting in a bizarre fusion
that was quite unlike anything else.

The game starred a giant robotic
rabbit called Robbit, and while such a
strange creature may seem a little
uninspired, his humorous HUD
display, cockpit and jetpacks made
for a rather charming central
character. Of course, being fitted with
jetpacks Robbit was able to leap high
into the air, and this allowed
developers to create worlds that were
as high as they were wide. Aside
from the odd corridor-based level,
each location was staged on an
enormous floating island, featuring
myriad platforms hovering above
and around it. The objective was
simply to locate three Jetpods
(otherwise known as carrots) that
were placed in obscure and difficult
places, then get to the exit within the
time limit without being killed.
Thankfully, Jumping Flash! was an

absolute joy to play, despite Robbit
being potentially difficult to control.
Jumping was broken down into three
separate movements which made it
easy to negotiate different-sized gaps.
Pressing X once would resultin a
small hop that could only really be
used to stomp on the heads of foes

or to go up steps, but by pressing the
button again whilst in the air, Robbit
would boost roughly the same
distance again then tip forward so
that his shadow could be used as a
guide for a pixel-perfect landing.
Pressing X a third time would result
in a final boost, making even the
most distant platforms reachable.
Released on the same day as
Rapid Reload (another of Sony's ill-
fated first-generation PSone titles),
this game was one of the few truly
innovative titles available for the
machine — even now it remains
unique in its concept and realisation.
Well, we say unique, but there were
two sequels - Jumping Flash! 2 and
the Japanese-only release, Robbit
Mon Dieu, which was developed by

Sugar & Rockets, rather than Exact,
which had been responsible for the
first two games. In a slight change of
direction, Robbit Mon Dieu was
broken down into missions, meaning
that each area could be used multiple
times to increase the longevity.

So what happened to Jumping
Flash! and why haven't other
developers released similar titles?
Well, apparently a brand new Robbit
game was supposed to be in the
works for PS2 prior to the machine’s
release, but as we still haven't seen it,
it's probably been cancelled. Oh well,
we'll always have the memories...

Presentation
Graphics

Playability
Longevity
OVERALL

A Vertigo sufferers may prefer to give Jumping Flash! a wide berth — some levels were as high as they were wide.



MARIO KART 64 MAY HAVE

BEEN ON A MORE POWERFUL
SYSTEM THAN THE ORIGINAL,
BUT WAS IT A BETTER GAME?

WE DON'T THINK SO...

hat on earth was Nintendo

thinking when it didn't include

the Feather in Mario Kart: Super
Circuit on the GBA and Mario Kart 647
You're probably thinking, what's the
big deal? It was no great loss — there
were plenty of other, more powerful,
weapons on offer. However, the fact of
the matter is that when Mario Kart lost
the Feather, much of the strategy and
balance that had made the SNES
game so great was lost with it.

You see, aside from Invincibility
Stars (and Turtle Shells in some
circumstances), the Feather was the
only power-up that allowed players to
evade attacks at the last minute.
Nothing was more satisfying than
fooling your opponent into setting off
their prized Red Turtle Shell, only to
frivolously skip over it just before the
moment of impact. On top of that, it
could also be used to jump over walls
and gaps, giving the player the
opportunity to cut comers and gain
access to secret roads.

Mario Kart was great in many
other ways too. The sheer simplicity
of design, the uncomplicated track
layouts and the upbeat soundtrack all
helped to make it a stand-out title —
even among the myriad quality
releases on Nintendo’s 16-bit system.
Using Mode 7 landscaping, Nintendo
was able to create a selection of
pseudo-3D environments based on

levels from the Super Mario Bros.
series, including the Doughnut Plains,
Choco Islands and even Bowser's
Castle. Despite the huge departure
from Mario’s usual platform antics,
the vibrant atmosphere and colourful
imagery managed to capture the
spirit of the series perfectly.

Despite the many commendable
elements though, one part of Super
Mario Kart still stands out as being
especially ingenious - the two-player
versus game, Battle mode. Featuring
four unique arenas filled with power-
ups, Battle mode simply involved
popping your opponent’s three
balloons without your own three
being burst in the meantime. This

Format(s): Super Nintendo
Publisher: Nintendo

Price: $100

Release date: 1992

was achieved by using seven power-
ups in the form of Mushrooms,
Bananas, Red and Green Turtle Shells,
Ghosts, Stars and, of course, the
trusty Feather (there were also
Lightning Bolts, though they were
only available in the normal race
mode). Probably the most memorable
of these were the Turtle Shells - Red
ones acted as homing missiles and
Greens could be bounced off walls
and into your rival’s path (if you were
clever enough to work out the
trajectory, that is). These power-ups,

s

@19g2 Mintendo

M

combined with surprisingly
responsive car handling and rapid
pacing, created one of the most
enjoyable videogames of all time.

It's almost impossible to put
across in words just how wonderful
Super Mario Kart was. Totally
original in concept and near
flawlessly realised, other developers
have released copycat titles, though
none have managed to match the
quality of this SNES classic.

LAST MIONTH’'S SNK SCREENSHOTS REVEALED

Now you can pretend to your mates that you knew all last month’s screenshots. Just don't let them see this list...
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Soccer Brawl
Riding Hero
Neo Driftout: New
Technology
League Bowling
Double Dragon
Kizuna Encounter
Street Hoop
Savage Reign
Real Bout 2: The
Newcomers
The King Of
Fighters ‘98

Violtage Fighter
Samurai Shodown
Burning Fight
Art Of Fighting 3
King Of The
Monsters
Thrash Rally
Viewpoint
Zintrick
The King Of
Fighters '96
Neo Turf Masters

NAM1975

Goal Goal Goal
Ninja Combat
Diggerman
Waku Waku 7

3 Count Bout
Kabuki Clash
Last Blade
Super Sidekicks
Magical Drop 3

The King Of
Fighters '99
World Heroes

Sengoku
Pulstar
Magician Lord
Windjammers
Fatal Fury
Galaxy Fight
Fatal Fury 2
King Of The
Monsters 2

Ninja Masters
Crossed Swords
Football Frenzy
The King Of
Fighters 2000
Last Blade 2
Fatal Fury Special
Top Hunter
Breakers
Art Of Fighting 2
The King Of
Fighters '97

Metal Siug 3
Metal Slug X
Metal Slug 2
Art Of Fighting
Real Bout Fatal
Fury Special
Zed Blade
2020 Super Baseball
Blue’s Journey
Aggressors Of
Dark Kombat
The King Of
Fighters 2002

EIGHTH ROLW

The King Of
Fighters '95

Real Bout fatal Fury

Metal Slug

Metal Slug 4

Baseball Stars 2

Samurai Shodown 2

Andro Dunos

Last Resort

Top Players Golf

Blazing Star

Samurai Shodown 4
Robo Army
Samurai Shodown 3
Bust-A-Move
The King Of
Fighters 2001
Aero Fighters 2
Ghost Pilots
Fatal Fury 2
Twinklestar Sprites
Garou: Mark Of
The Wolves




Released: 1995

Format: Amiga, PC

Publisher: Renegade Software
Developer: Sensible Software

ootball games these days can

be divided firmly into two

categories, namely arcade and
management. Occasionally one will
try its hand at the other — arcade
games featuring leagues and
customisation options, or sim games
allowing players to take control on the
pitch. The problem here is that the
adventurous elements often feel either
poorly executed or insubstantial.

But what if one game could
successfully straddle both variants,
offering a highly playable soccer
game with as much freedom and
depth as any management title? Such
a game does exist and it's not
something we're looking forward to,
rather something we're rediscovering.
Al rise for the king of sports games,
Sensible World Of Soccer.

Featuring an obscene amount of
teams and players (in the region of
1,500 and 30,000 respectively), SWOS
was — and, to some, still is — the
quintessential sports simulation.
Serving up both short-term thrills and

KISPEST-HONVED

longevity to die for (how many other
games can boast twenty years’ worth
of management?), the simplistic
front-end and style hid a level of
playability that is arguably yet to be
beaten. The frequent mistake with
footie games is that simplicity is an
art form and while modern soccer
titles strive for realism, learning to
play them is often much more
complicated than it needs to be.

Perhaps even better than the game
itself is the variety of ways in which a
remake could be handled. At the
simplest end of the spectrum, the
Game Boy Advance lends itself
perfectly to the game, and with
updates to rosters and leagues could
be one of the most concise footy
games in years. Better still, the series
could be moved to a new home on
one of the big three consoles -
retaining the same viewpoint but with
3D characters would be a distinct
possibility, and provided the same
tight control could be implemented,
we'd be looking at a winner.

= With over 30,000 players and 1,500 teams, Sensible
World 01 Soccerwas a comprehensive football
management title. And damn good fun, to boot.

Throw in some of the crowning
glories of this most recent generation
of consoles and the appeal grows
even further still - imagine team line-
ups and values being constantly
updated online. Imagine buying,
selling and trading players over the
Net. Imagine playing in leagues or
tournaments where every club is
controlled by another player
somewhere else in the world. All very
real possibilities, but will we ever see
them take form? We seriously hope
so, although for the sake of our social
lives, we're sort of hoping not...

» Sensible World Of Soccer

106 games™

the best

of football gaming - plenty of stats, a plethora of management
options and complete freedom to do what you liked with your team. .

» ... butthera was also plenty of your actual ball-on-pitch action. Will we ever see such a perfect combination again?
Well, if anyone wants to remake SWOSwe'd be interested. ..
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| FROM TINY ACORNS

was the overly familiar plot that saw

the evil Akuma (no, not the Street

the  Fighterboss, but an evil spirit].
Jordan Mechner was thrust into Considering it only used two
gruiing RO buttons, Karateka's combat system

was surprisingly complex - you were
able to control the height of your kicks

riskly rubbing your recently
chained wrists and ankles,
ou gingerly step from your
mouldy cell. Realising that the way
ahead is clear, you race across the
cold stone floor in an effort to escape
imprisonment and save your princess
from the clutches of an evil Vizier. So
begins Prince Of Persia, arguably one
of the greatest platformers of the late
Eighties and still a classic 14 years on.
Like many early games, the

majority of Prince Of Persia was

J155"'ONE OF THE WORLD'’S MOST POPULAR
AND ENDURING VIDEOGAMES, SO WHAT'S
THE SECRET OF THE PRINCE OF PERSIA?

mostly down to the efforts of one
man, 25-year-old Jordan Mechner.
Sure, his father composed the
original music and his brother was
the motion capture actor for the
Prince, but this was Mechner’s labour
of love and after four long years
Prince Of Persia was finally finished.
After the success of Karateka,
Mechner headed to California to start
work on his next title. Having used
feudal Japan for his first game’s
setting he decided on something just

emyzaoay
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A Once the Vizier set the timer going you only had an
hour to save the Princess. Against the clock!

A As you got nearer to the Princess, the guards you
faced got harder to beat
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A STAR JS BORN

ven today, Prince Of Persiais an
amazingly playable game -
superb animation, fiendish puzzles
and pixel-perfect jumps all combine
to create a wonderful gaming
experience. Thanks to the wonders
of rotoscoping, the animation
throughout the game was superb —
even the Spectrum and Game Boy
ived wonderful conversions.
Escaping from the Vizier's

e

Although the combat did not
share the intricacy of Karateka's, it
was still of a very high standard and
very enjoyable - trading blows with
your opponents got quite hair-
raising and created some tense
moments. Being a platformer, Prince
Of Persia had a fair share of precision
jumping, but any frustration was
immediately dissolved when the
Prince gracefully leapt over a
particularly tricky section.

With only an hour to complete
the game (although it has been

finished by two gamers in 17
minutes and 45 seconds), Prince Of
Persia was not for the faint-hearted.
But those that did persevere would
discover a timeless classic that still
influences games to this day.

EEEFEEEE ek EECEEEEEE e

A The swordfights with the Vizier's guards were some
of the most nerve-wracking sections of the game.
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AK ics were more detailed,

but the Princes animation was superior
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A The Prince has appeared on the SNES. ..
as exotic; being a huge fan of the
Arabian Nights, Persia became the
perfect choice. When Mechner's new
game was released in 1989 it earned
instant acclaim from critics and
public alike and received numerous
awards (including the Generation 4/
Canal+ Game of the Decade award in
1997). Although it first appeared on
the Apple i, it was eventually
converted to a whole slew of
consoles and computers including
the Amiga, Mega Drive, PC Engine,
SAM Coupé and many, many more.
Prince Of Persia's other claim to
fame is the number of
groundbreaking features it contains
that revolutionised the gaming scene,
including the incredibly realistic use of
rotoscoping, a solid story to drive the
game forward and the introduction of
the all-important health bar. In fact, if
it wasn't for Prince Of Persia, it's
highly likely that Tomb Raider and
other arcade adventures would never

B !

making computer-based (or animated)
G‘lamsmveasredistiullyaspml
Tum_me amazingly agile Prince, Jordan
Mechner initially used a video camera to fiim
hE-mﬂ!ﬁ' running, rolling and performing
various leaps and slides. Once everything had

A ...and the PC, among many other formats.

With the massive success of Prince
Of Persia, it was inevitable that there
would be a sequel. Prince Of Persia 2:
The Shadow And The Flame
appeared in 1993 and greatly
expanded upon the Prince’s initial
adventure — instead of being confined
to the dank dungeon of the original,
you were now able to explore ships,
rooftops and all manner of far-flung
locations. Although it was once again
critically acclaimed, it never achieved
the same success as the original
game. However, the only truly dark
cloud over the Prince Of Persia legacy
is the horrendous 3D version that
appeared in 1999. The transition into
the third dimension totally destroyed
the precision gaming that made the
original such a joy to play.

Fortunately, however, Ubi Soft’s
Prince Of Persia: The Sands Of Time
is coming along nicely (see page 38
for more details) and once more
gives us hope for one of the greatest
games of all time.

Meﬁnawasauetommm
revolutionary animation ever seen in a game.
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~/ CD-ROM TECHNOLOGY
" The Satum featured a double-speed CD drive, just

like the PSone. However, SEGA's machine was the
more versatile of the two formats, even allowing

: users to play karaoke CD-Gs.

GREAT FOR FIGHTERS

Although the Saturn control pad wasn't anywhere near as neatly
designed as Sony’s, many hard-core gamers found the six-button
layout perfect for playing Capcom'’s one-on-one beat-"em-ups.
Thankfully there were plenty of great arcade translations available.

NIGHTS IN WHITE SATURNJ®

Prior to the Japanese launch of the Saturn, SEGA
released images of a stylish gold-coloured machine,
though this was changed to a rather more drab
grey by the time of release. In Australia this was
replaced completely with black.

SEGA SATURN

SEGA SATURN?

s the 16-bit eradrew to a
close, SEGA seemed to
lose sight of where the

games industry was going and
attempted to remain at the cutting
edge by releasing numerous pieces
of ill-fated hardware. First came the
Mega CD, which offered very little
over the standard Mega Drive other
than improved sound quality and

Next up was the 32X, which
bizarrely reverted to cartridges as a

110 games"

horribly pixellated full motion video.

storage medium, while barely being
more technologically advanced than
the SEGA Virtua Processor (SVP)
which had been used to boost the
Mega Drive conversion of Virtua
Racing. Plus there were hardware
combinations such as the MultiMega,
which included both Mega Drive and
Mega CD technology.

Of course, this was a difficult
period for the entire games industry -
Panasonic’s 3D0 Interactive

Multiplayer and Atari's Jaguar were

ALTHOUGH SEGA HAS NEVER REALLY SHARED THE SAME
LEVEL OF SUCCESS AS NINTENDO, ITS MEGA DRIVE DID
WELL AROUND THE WORLD. WITH THE LIKES OF FIFA
SOCCER, JOHN MADDEN FOOTBALL AND DESERT STRIKE IT
APPEALED TO THE SLIGHTLY OLDER GAMER. EVEN THE
DESIGN AND COLOUR OF THE MACHINE SEEMED TO
INDICATE THAT SEGA WAS CLUED-UP AS TO WHERE THE
INDUSTRY WAS HEADING. SO WHAT WENT WRONG FOR THE

already failing to excite gamers, while
Nintendo was merely treading water
with the SNES. It was during this time
that the transition from 2D sprites to
3D polygons was taking place.

It seems strange, then, that when
SEGA started working on the Saturn
technology (which was reportedly
during 1992), it was initially designing
a piece of kit capable of producing the
most advanced 2D graphics ever.
However, in 1993 Sony announced
that it would be entering the console

hardware market a year later, and
upon seeing the PlayStation’s
impressive polygon-pushing
capabilities, SEGA was forced to
rethink its plans. Over the next year,
SEGA would hurriedly add a
multitude of extra chips to bring the
Saturn’s 3D specification up to
scratch. Well, almost.

The Saturn eventually launched in
Japan on 24 November 1994 for
¥44,800, and thanks to a conversion of
SEGA's popular Virtua Fighter arcade
game the entire first batch of 250,000
units was sold in just two days. Of
course, Saturn Virtua Fighter was
infamously awful, with far fewer
polygons than the original version and
some of the worst clipping in the
history of 3D videogames. Even so,
Japanese gamers didn't seem to care,
and for the first few months of its life
the Saturn continued to outsell the
PlayStation, which launched with
fighting game Toh Shin Den and a



IS IT A CONSOLE? A KARAOKE MACHINE? A VIDEO
CD PLAYER? ALL OF THE ABOVE, ACTUALLY...

hile many great Saturn

games are now fading into
the mists of time, the special
features the console itself had are
all but forgotten already. As well as
being compatible with Karaoke

CD-Gs (a feature that was
undoubtedly popular in Japan), a
photo-CD operating system which
allowed you to view digitally saved
images and manipulate them with
a selection of tools was also
available. On top of that, SEGA
released an official MPEG Card that
enabled video CD playback, though
as you'd expect it was never
particularly popular.

However, the most interesting
Saturn peripheral came in the form
of a Net Link adapter which
plugged directly into the cartridge
slot and gave Japanese and
American gamers the opportunity
to browse the Web, send and
receive email and even play
certain games online. Featuring
only a 28.8Kbps modem, the
system was limited to say the
least, but would be the foundation
on which Dreamcast and its
DreamArena online network would
later be built.

- The Photo CD system let Satum owners tinker with
digital images on their console. Clever, that.

SEEA secasatuan @
Model.No. - MK-B0200A-58 ¥, 2
Power Source : 220 240V - 50/60Hz 20W

Mads in Indonesia

s LA Enterprisdr—itd

SPECIFICATIONS

CPU (Central Processing Unit): 2 x Hitachi SH2 32-bit RISC (Reduced
Instruction Set Computing) processors
CPU Speed: 286MHz
Additional CPU: Hitachi SH1 32-bit RISC processor
Additional CPU Speed: 20MHz
Memory: Main RAM (Random Access Memory): ZMB

VRAM (Video Random Access Memory): 1.54MB

Audio RAM: 540KB

CD-ROM Cache: 540KB

Resolution: 320x224, 640x224 or 704x480

Virtually Unlimited Number Of Sprites
Sprite Scaling Effects (Enlargement, Rotation etc.)
Additional GPU: VDP2 (32-hit)

VDP2 Capabilities  Five Simultaneous Scrolling
Two Simultaneous Rotating Playfields

Matorola 6BEC00 Sound Processor (11.3MHz)

Sound:

CD-ROM (2x)
Optional Video CD, Photo CD, EBook and Digital Karaoke
Optional 512KB Memory Cartridge For Game Saves

Internal 32-hit Expansion Port
Internal Multi AV Port
Composite Video/Stereo
NTSC RF

S-Video

HDTV

“"WHY | LOVE THE
SEGA SATURN”

s an alternative to Sony's

monster, the Saturn didn't
seem to offer much, but those
willing to delve a little deeper
found a huge library of overlooked
classics that appealed to those
looking for something different.
When everybody else was fighting
for a copy of Tomb Raider Il,
Saturn gamers were tackling the
last boss of some frantic shooter
or plugging in a 4MB cartridge
and playing Street Fighter Zero 2
in near-perfect form. Although in
its twilight years the Saturn
became little more than a vehicle
for hentai games, its delicious
line-up of shooters, 2D fighters,
hardware innovations and Sonic
Team-developed classics keeps it
up there with the Super Famicom.

Gary Adams
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superb translation of Namco's
Ridge Racer just over a week after
the Saturn.

Sadly, things didn't go quite so
well around the rest of the world.
Priced at US$398 - US$100 more

than the PlayStation — the Saturn was
supposed to launch in America on 2
September 1995 — a day that SEGA
humorously dubbed ‘Saturnday’.
However, a few lucky gamers were
able to buy the machine four months

| MEMORY D(PANS!ON,

hen the Saturn was first

unveiled, many assumed
that the cartridge slot on top of
the machine would allow
backwards compatibility with
Mega Drive games - a factor
which may have been
significant in the battle against
PlayStation if only there had
been any truth in it.

In fact, this was merely an

expansion port used to connect
various upgrades, such as the

HELLINK Laime Yotk |

official SEGA Memory
Cartridge. The console did have
battery back-up for saving
games, but the cartridge had
room for many more game
saves. However, it would soon
be used for a different kind of
memory upgrade.

While the Saturn was the
undisputed king of 2D, the
limited amount of internal
memory meant that Capcom
and SNK were having to
remove animation frames from
the latest one-on-one beat-'em-
ups in order for them to load.
Unhappy with the issue, both
companies later developed and
released additional RAM
cartridges (first 1MB and later
4MB) that slotted straight into
the top of the machine,
allowing every frame to be
included and loaded in a
fraction of the time. Because of
these RAM cartridges, games
such as X-Men Vs. Street
Fighter and Vampire Savior
were possible.
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were available. The problemiiwas
that while Virtua Fighterwas =
massive in Japaﬂ wasn’f overly

“Th ngs did get better as
; deva]opefs learned how to harness
| the Satum’s power, though. The
i e was notoriously difficult to
“program for, but after plenty of hard
k SEGA and a few of its third-
party developers found that it was

: : pgésnble to combine 2D and 3D

| visuals by using the twin processor

» Some Saturn titles, such as
Panzer Dragoon, have lived
on through the Dreameast to
appear on today's consoles.

early at E3, though just three games.

set-up. Using this process, games

.smhasb’frtuaﬁghtarmookedfar ;

_more impressive than their

4 -'PiavSlahunequwalermdesp!te
:usmgfewer ‘polygons. :

Unfortunately for SEGA, Smw it
gradually managedto build up its

“range of quality PlayStation titles

until there was really no contest
between the two formats. Even so,
the Saturn continued to thrive in
Japan until 1999, and for those
gamers with consoles capable of
playing imported games, some of
the greatest 2D shoot-em-ups and
one-on-one beat-em-ups ever
created were up for grabs.
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The Saturn was graced with some
superh games — here are a choice few

SEGA RALLY
CHAMPIONSHIP
Publisher: SEGA

Year: 1995

Although Codemasters claims
that Colin McRae was the

first rally game, it almost certainly
wouldn't have been anywhere near
as good as it was without the
influences it took from SEGA Rally

Championship, which was released
in the arcades in 1995 and on the
Saturn in 1996. With just four

tracks it wasn't the longest game in

the world, but its unique handling
and superb graphics made this one
of the Saturn’s highlights,
especially after the disastrous
home conversion of Daytona USA.

NIGHTS INTO
DREAMS
Publisher: SEGA
Year: 1996
s EGA fans were desperate for
a new Sonic game, yet
despite being constantly assured
that one was in development —a
3D platformer in the vein of Super
Mario 64— it never appeared.
Instead Sonic Team released
NIGHTS - a unique action game
that revolved around collecting 20
Chips (blue orbs) and using them
to destroy the ldeya Capture
within the time limit. Through
clever use of the Saturn’s limited
3D capabilities, the developers
were able to create a bizarre and
colourful world with an
atmosphere all of its own.

PANZER

X-MEN VS.
STREET FIGHTER

Publisher: Capcom
Year: 1997

Although Capcom once
snubbed the Saturn in favour

of the PSone, after insisting that
Resident Evil wasn't possible on
SEGA's hardware (though RE did

appear on the Saturn later), the
company discovered that the
format was perfect for converting
its latest CPSIl arcade games. Being
the first Saturn game to make use
of Capcom’s 4MB RAM cartridge,
X-Men Vs. Street Fighter impressed
with its huge sprites and fast-paced
two-on-two beat-'em-up action.

RADIANT
" SILVERGUN

Publisher: Treasure
Year: 1998
Wile decent third-party
products were few and far
between when it came to PAL
games, in Japan the Saturn had
some of the greatest games
around. Developed by Treasure,
the quirky company behind
Gunstar Heroes, Radiant Silvergun
was one third-party title that really
made the most of the Saturn’s
twin-processor set-up. Originally
released as a coin-op on the STV
arcade board, this classy up-screen
shoot-"em-up featured a blend of
2D and 3D visuals that still looks
great today.

DRAGOON
Publisher: SEGA
Year: 1995
ritics might argue that Panzer
Dragoon was merely an
update of the SEGA arcade classic
Space Harrier (with prettier
graphics, of course). The truth of

| the matter is that they wouldn't be
i too far off the mark — with

gameplay consisting of very little
more than moving a cursor and
shooting, the core structure of the
game was certainly very simple.
However, through clever use of art

and design, and with some of the
most tuneful orchestral

compositions ever created for a

= videogame, Panzer Dragoon was

quite unlike anything else.

VIRTUA FIGHTER 2
Publisher: SEGA
Year: 1995
Despile performing well in
Japan, the Saturn conversion
of the original Virtua Fighter was a
disaster from a technical point of
view. Even so, SEGA was sure its
32-bit console was capable of far
more and, after much research
and development, discovered that
the twin-processor architecture
would allow for the limited
number of polygons on offer to be
integrated with scaling 2D
backgrounds. Using this
technique, AM2 was able to mimic
the arcade version of Virtua
Fighter 2, while processing just a
fraction of the polygons.
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THEY SAY TWO HEADS ARE BETTER THAN ONE, AND WHEN JON

RITMAN AND BERNIE DRUMMOND WORKED TOGETHER ON
GAMES LIKE HEAD OVER HEELS AND MATCH DAY li, GAMERS
WERE TREATED TO SOMETHING SPECIAL. WE CAUGHT UP WITH
JON AND BERNIE TO FIND THE SECRET OF THEIR SUCCESS...

n 1981 Jon Ritman decided to buy himself a
ZX81 and learn to program. After a week of
extremely late nights and plentiful cups of

coffee, Ritman thought he was ready for a

new challenge and bought himself a RAMpack

and a book on machine code. Six months later,
he completed his first game — Namtir Raiders
was sold in two days and published by Artic

Computing Limited. It was a clone of Space

Invaders with the option to move your base

up and down as well as left and right. “| had

seen an arcade game in a pub,” reveals

Ritman. “I simply tried to copy the rough

memory | had of the early levels — | could only

do the early levels though, because | had never
been good enough to get any further.”

The likes of Cosmic Debris (an Asteroids
clone) and Bear Bovver (a very well-received
platformer) soon followed and Ritman quit

the day job to program full time. Bear Bovver
also marked Ritman’s departure from Artic
and before long he would be competing
against them with the release of Match Day.
Bat Man was Ritman's next release and
found him pairing up with Bernie Drummond
after hearing that Drummond was good at
drawing. A partnership was quickly formed,
with the duo going on to make the likes of the
superb Head Over Heels, Match Day Il and the
isometric adventure Monster Max for Rare.
Despite enjoying success in the Eighties,
things later took a turn for the worse.
Cranberry Source was formed in 1995 and
saw Ritman and his team working on the
much-hyped QAD (Quintessential Art Of

Destruction). When QAD eventually appeared,

it was a competent but lacklustre title that did
little to convince the industry that Cranberry

MATCH DAY

hen Match Day first appeared on the
Spectrum it was heralded as the

greatest soccer game of its generation (it was
basically the retro equivalent of Konami's Pro
Evolution Soccer]. There was a plethora of
options that gave you the ability to change
your playing times, choose from three skill
levels and even change the game’s borders.
Match Day'seal clincher though, was that it
was simply amazing to play; players reacted
incredibly well to each other, the side-on view
meant it was always easy to see what was
going on and corners, goal kicks and centres
came with three different kicking strengths.

Match Day initially came about thanks to
the CB4's International Soccer (the industry
felt that the Spectrum needed a really good
football game of its own). Ritman started
designing the characters - which were
basically a human variation of the Bear from
Bear Bovver - and eventually discussed his

Source would be a development
team worth watching. Argonaut eventually
bought Cranberry Source’s key assets in 1998.
We caught up with arguably two of the

greatest minds in 8-bit history to ask them
about working for Rare, designing characters
and to find out exactly what happened to the
fabled Match Day arcade machine...

p Match Day's vast {for its time} range of options gave the game
much more depth than its rivals.
idea with Ocean’s David Ward while watching
a new soccer release by Artic. “1 made a wild
claim that my football game would be a
thousand times better than Artic’s,” he
recalls. “As 1 was in the last few weeks of
finishing, he [Ward] rang me and asked mie Iif
I'd ever made 'that football game’. | told him
that it was nearly finished and on the spot
he offered me more money than I'd ever
heard of.”




When did you first get into programming?
Jon: 1981. | was a TV engineer and
thought my company (Radio Rentals)
would need a computer engineer as they
were thinking of renting Atari 800's

How did your partnership with each other
come about?

Jon: Bernie was a friend of a friend and |
knew he drew cartoons, so one day as |
was starting my first isometric adventure,
that went on to become Bat Man, | asked
him over to give it a try.

Bernie: | met Jon through mutual

friends and at the time | was playing
drums in a group that just happened to be
friends with Jon. Because he was always
up late at night we'd constantly be going
around his house at around 11.30 with a
new demo tape asking “Hi, Jon, what

do you think of this?” Poor Jon had to
put up with a lot of shoddy practice tapes
before we eventually got talking properly.

What was it like working with each other
and do you still regularly keep in touch?
Jon: Bernie is the maddest, most random,
most un-technical artist you could ever
meet, he is also the most creative. Yeah,
we do try and stay in contact but see each
other far too rarely.

Bernie: It was very, very easy working
with Jon, he’s got the biblical patience of
Job and was a very good teacher. We
eventually grew apart but are now back in
touch with each other.

What was your ethos for creating

games, and was there anybody you
wanted to emulate?

Jon: Not emulate as such but there is
little doubt that my biggest inspirations
were the Stamper brothers [Chris, Tim and
Stephen Stamper who formed Ultimate
and then Rare].

How does it feel creating some of the most
loved 8-bit games ever made?

Jon: Damn good - it's great that many
years after | made my 8-bit games they
still create enough interest that | still

get at least one mail a week either asking
me about them or just writing to thank
me for the amount of fun they generated.
When you consider that we are talking
about 15 odd years ago | find it just
amazing that anyone even remembers
what they were playing, let alone feels
strongly enough to write to me.

BAT MIAN

fter being astounded by Rare's Knight

Lore, Ritman was determined to write
his own isometric adventure — Bat Man was
the finished product and was a smash hit.
The basic crux of Bat Man saw Robin being
captured. Unfortunately, the Boy Wonder
had been working on the Batmobile at the
time and Batman had to track down the
seven missing pieces of the car before he
could spring into action.

Although his powers were initially limited,

there were several devices Batman could
find that afforded him new powers, be it
Batboots for jumping, or the Batbag that
allowed him to pick up and put down
objects. Batpills also made a frequent
appearance and would fall from the roof of
the Batcave - the pills offered you random
abilities ranging from super jumps to

What's the best 3D isometric game ever
made then and why?

Jon: Monster Max. it would be odd if |
didn't think my games were the best - if

I'd thought | couldn‘t do a better job of it
than any others out there | simply wouldn't
have bothered. Max is the most recent of
my isometric games and of course was
built on my collected knowledge of the first
two — it had bigger and far more complex
locations and over twice as many as Head
Over Heels.

How did you go about designing

your characters?

Bernie: They're composites — they're a bit
of a smile from somewhere and a bit of an
eye from somewhere else. They developed
a cartoony style and if anyone was ever
critical of us it was because of that. We
decided to make our characters exira
chunky so that you could always see if
they would be touching something
dangerous, rather than make Batman
realistic, we based him on Felix the Cat so
that his head was as wide as his shoulders
which were as wide as his legs, so that
effectively he took up an oblong shape
and you collided with an object properly.
Otherwise my inspirations were Disney,
Salvador Dali and Charlie Brown.

invulnerability. There was also a neutralising
pill that would take away any current ability,
and seeing that all the pills looked the same,
it made for some very frustrating moments.

Bat Man's visuals were very impressive
and marked Ritman'’s first collaboration with
Bernie Drummond. “He went from crazy
doodler to craftsman instantly,” says Ritman
of Drummond’s first experience of creating
visuals after an initially slow start. “He
sculpted a matching eye and then an entire
character - it was without doubt one of the
best bits of game art | had ever seen.”

Where did the idea for Head Over Heels
come from?

Bernie: The symbiotic nature of the
characters where they used each other
was entirely Jon's idea - he had read or
watched something about it and the idea
simply intrigued him.

And was there any truth to the rumour
that it was earmarked for the N64?
Jon: None at all.

In its day, Match Day was deemed the god
of football games. Have you had a chance
to play its present day equivalent, Pro
Evolution Soccer?

Jon: Not yet.

Were the old days of gaming better?
Jon: It was much nicer to work in tiny
teams, the output per person was
much higher and you could take much
bigger chances.

And who were your 8- and 16-bit heroes?
Jon: The Stamper brothers were always
ahead of the pack, changing the face of
the industry — I'm sure I'm not the only
one who can remember the first time
they saw Knight Lore (and the way their
jaw hit the floor). And to think they had
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A Bear Bovversaw you helping Ted the bear collect batteries to power his car, while aveiding those pesky Bower Bears. Addictive stufi.

finished it a year earlier and had held it
back in case it damaged sales of their
2D games!

How easy was it setting up Cranberry
Source?

Jon: Far too easy. If it had been harder |
would have made a better job of it.

And how did you come up with the name?
Jon: A random comment when | said

we needed something crazy like

Cranberry Sauce. My business partner,
John Cook, thought of the re-spelling and
the name stuck.

What were your intentions behind
Cranberry Source and do you think that

future success?

Jon: The main problems at Cranberry
Source were the changes in the market
and the pressure it put on the company

How did working for Rare come about?
Bernie: When Rare first advertised for work
we heard a rumour that they were
Ultimate. So Jon phoned them hoping that
if they were Ultimate they would
understand who we were. He phoned them
up and said: “l hear you're looking for
programmers”. The reply was: “Ah, Jon
Ritman, you're the first name on our list”.
They encouraged us to come down and do
what we liked - they gave us freedom, time
and plenty of space to create something.

Jon: To play, Super Match Soccer- bloody
good soccer game that relies on the skill of
the players and not on computer aid — it
makes a two-player game very
challenging. Otherwise, Monster Max - it
took the isometric game one stage further.
Bernie: Head Over Heels was like making
a dress out of silk, it didn't matter if the
dress was rubbish as you were using that
silk. We'd already had a dry run with Bat
Man and soon had everybody trying to
reproduce it (we later learned that
UHtimate was really impressed with it), so
Bat Man felt like luxury. The experience
was like having already won the FA cup
rather than struggling to do something

seen by many as Jon and Bemnie's greatest
achievement. “When we started on Head
Over Heels, we knew we weren't fighting for a
new niche in the market and that we could
simply concentrate on making it plush,”
Bernie recalls. And very plush it was too. it
was twice the size of Bat Man, had more
refined visuals and had the genius addition of
two characters who not only had their own
abilities (Head could fly, Heels was fast and
could jump), but could also join togetherto
solve puzzles. “It's strange how the use of two
characters was hailed as a creative
masterstroke,” says Ritman. “At the time |
just thought of it as a way to give slightly
more complex puzzles”.

Starting in separate prison cells, your first
task was to join Head and Heels together. After
that it was simply a case of escaping the prison
of planet Blacktooth and going on to save four

the release of QAD harmed the company’s Which of your games is your favourite? we'd never achieved before.
riginally known as the rural-sounding imprisoned worlds. Egyptus, Book World,
Foot And Mouth, Head Over Heels is Safari and Penitentiary were all huge locations

world's crown. Head Over Heels' best aspect,
however, was its overall surrealism; rabbits fell
from the sky to grant extra lives and other

> Mh’u“lhmhhﬂ
Drummond, and one of their best-looking itles.




MATCH DAY i

fter the success of Match Day, it was

inevitable that there would be a sequel
— Match Day ll was the result and improved
on the original in every way. The first thing
you noticed was the game’s improved
visuals. “Bernie made a much better job of
the graphics than | had in the earlier
version,” recalls Ritman, Players were a lot
more compact and had a similar chunky
style to both Bat Man and Head Over Heels
- “but effectively they were like that
because we had watched football games
where the ball would bounce of the edge of
a [sprite] box, before it got anywhere near
the actual drawing,” explains Drummond.

ADMEGATAI0AE — 7 ADERORAOAT

How do you feel about the current
videogames industry?

Jon: Hamstrung by the cost of producing
each game it dare not take chances and
has to make nearly every game
multiplatform, therefore working to the
lowest common denominator - look how
the N64 and Cube games are much better
due to the single platform.

Bernie: It must be like getting picked
for your club at 17 and playing for
Manchester United, whereas when me
and Jon made games it was like trying
to get into the World Cup when you
were Maori, it was that hard trying to
make a Spectrum look like an arcade
machine. If you can work for a company
now that’s got almost unlimited funds
you could pretty much do anything;

I'm sure that if Jon and myself worked
for the people who made Tomb Raider,
it would be four times as good, but
unfortunately we don’t.

What are you working on at the moment?
Jon: Doing some planning and thinking
about small platforms such as the GBA.
We were working on a cool 3D engine,
but that's currently on hold and I'm now
looking at texture mapping and lit poly
engines. It’s still in very early stages so

2

The resized visuals allowed for even
greater realism than before and were
lapped up by an adoring public. Ritman had
also gone back to the core of the game to
offer even more of the football experience
that fans of the original craved. Controllable
kicks, an important back pass feature and
the ability for two players to team up
against the computer ensured that Match
Day's sequel was a more than worthy
follow-up to its illustrious predecessor.

One problem with the original Match Day
was the conversions it had received - “the
versions for the BBC, C64 and Amstrad CPC

some test sites where, by chance, another
arcade soccer game was being tested - they
wiped the floor with us. On reflection |
would say that | made some great home
soccer games but the reason they worked
so well was because of their depth and

the length of the learning curve - there

was always another trick to master. An
arcade game needs to be easy to learn and
for a player to be brilliant at on the very first
play atherwise the player won't put another
coin in the slot.

Bernie: Rare put out a half-finished
version on display in an arcade in

were programmed by others who didn't
even talk to me about it - | thought the
versions were dire,” laments Ritman. The
sequel received rather better treatment. “|
can remember spending over a day on the
phone with me single stepping [a
debugging term] through the Z80 code
while the 6502 programmer did the same at
his end with the C64 translation,” says
Ritman. As a result, even more gamers got
to experience the genius of Match Day I,

America and it was up against a FIFA-like
game where you only had to knock

the ball into the back of the net. it wasn't
as good but ended up taking more
money than ours.

Surely a GBA version of Head Over Heels
would be a great idea?

Jon: Head Over Heels' copyright is held
by others and | don‘t want to be held back
by them.

'w Not only would those batieries power your car, but you could
drop them onto Bowver Bears and foil their furry plans.
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there isn't a lot more | can tell you.

What happened to the arcade version of w5 R TRy e I irtasiteitanci 2

Match Day you had planned for Rare? EE20D & \

Jon: We finished the game and put it out in R~ |—
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ESSENTIALS

TOO MANY GAMES, NOT ENOUGH MONEY. THANKFULLY, 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...

PLAYSTATIONZ2

Sony

LAUNCH DATE
24 November 2000
MEDIA

4.75-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.

LI\
Publisher

Developer

1 lco

SCEE In-House

2 Grand Theft Auto: Vice City

Rockstar Games  Rockstar North

JIE INT

WINNING ELEVEN 6: FE
With Winning Eleven 7 just around
the corner (complete with the oh-
so-attractive promise of online
play), it’s only natural that we've
spent our spare time sharpening
up our ball skills in readiness for
the inevitable trouncing we'll get
once the Japanese take us on...

NEWPOIN
ARMORED CORE 3

Mecha fans rejoice - while you
might be shunned by the rest of
society, you can at least be safe in
the knowledge that Armored
Core 3is the Gran Turismo of
mecha games. If only Metro3D
hadn't ripped out the iLink mode,
everyone would be happy.

3 TimeSplitters 2 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 Chronicle Sony In-House
8 Rez SEGA UGA
9 Amplitude Sany Harmonix
10 Devil May Cry Capcom In-House
11 Suikoden I [ETH Konami In-House

12 NBA Street2 Electronic Arts ~ EA Sports BIG
13 Kingdom Hearts SCEE Squaresoft
14 Colin McRae Rally 3 Codemasters In-House
15 Wild Arms 3 Ubi Soft Media Vision
16 Ape Escape 2 Sony In-House
17 Hitman 2: Silent Assassin Eidos lo Interactive
18 Project Zero Wanadoo Tecmo
19 Capcom VS SNK 2 Capcom In-House
20 Virtua Fighter 4 Evolution SEGA AM2

| VIRTUA FIGHTER 4:

EVOLUTION

Sure, you might be a bit miffed at
the idea of having to buy a game
that's virtually identical to the one
that was out last year, but you'll
have to if you want the definitive
version of SEGA's realistic beat-
‘em-up. Never mind, eh?

EYETOY: PLAY

Cheap but cheerful - that's
probably the best way to describe
the selection of games that come
with Sony’s latest gadget, the
EyeToy. Grab some mates for
some window-washing, ninja-
punching, ball-juggling fun and
you'll be unable to stop yourself...

122 games




GAMECUBE

Nintendo
LAUNCH DATE
17 May 2002

MEDIA
3-inch Optical Disc

Though the GameCube seems
destined to struggle, Nintendo's box
of delights is still worth a look.
Admittedly, third-party support is
rapidly dwindling, but you only have
to look at the first-party releases to
appreciate the quality gaming on
offer - Nintendo still makes some of
the finest games you'll ever play and
missing out on them isn't an option.

AV

Publisher Developer

1 Metroid Prime Nintendo In-House
2 The Legend Of Zelda: The Wind Waker  Nintendo In-House
'3 Winning Eleven 6: Final Evolution [EIE Konami In-House
4 Super Monkey Ball 2 SEGA Amusement Vision
5 TimeSplitters 2 Eidos Free Radical
6 BumoutZ Point Of Impact Acclaim In-House
7 Tony Hawk's Pro Skater 4 Activision Neversoft
8 lkaruga Treasure In-House
9 Super Mario Sunshine Nintendao In-House
10 Animal Crossing [EEH Nintendo In-House
11 Eternal Darkness Nintendao Silicon Knights
12 Soul Calibur Il [EEE Namco 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 a0 Namco In-House
17 Skies Of Arcadia Legends IMPORT ST ET2Y Overworks
18 Splinter Cell Ubi Soft In-House
19 Star Wars: Rogue Leader Activision Factor 5
20 Sonic Mega Collection SEGA Sonic Team

DEF JAM VENDETTA

Put your beliefs about wrestling to
one side for a minute and ask
yourself this — if there was a really
playable beat-'em-up packed with
moves, characters and the chance
to play with up to three friends,
wouldn't you buy it? Exactly. So
what are you waiting for?

ANIMAL CROSSING

Damn you, Nintendo - it's been
nearly a year now and we're still
religiously plugging away at
making our towns the best places
to live on the planet. Why won't
you just leave us in peace, rather
than releasing more of those
must-buy e-Cards? Why?

Rothing!
_ 1've gol nothing!
& Nada! Zerol Zip! Zilcht

SPLINTER CELL

It's taken absolutely ages for it to
arrive, but finally you can now
experience Sam Fisher’s exciting
adventures on your trusty
GameCube. It’s just as good as
before — plus you can link up your
GBA and get the advantage over
your enemies. Good solid fun.

SOUL CALIBUR Il

Still? Well, yes — despite having
attempted to move on to greater
things, there's still nothing we
enjoy more than a quick blast of
the frantic button-mashing action
that Soul Calibur Il has to offer.
And to think - it’s still not out over
here for another five months...
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ESSENTIALS

TOO MANY GAMES, NOT ENOUGH MONEY. THANKFULLY, 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...

Microsoft
LAUNCH DATE
14 March 2002

4.75-

inch DVD Disc

Despite a slow start, the Xbox is
swiftly becoming one of the major
players in today’s console market.
Suggestions that the machine is
only ‘a PC in a box' are founded
upon the built-in hard drive,
broadband support and DVD player.
However, the Xbox is far more
accessible to the casual gamer than
most PCs.

Vi

Publisher Developer
1 Halo Microsoft Bungie
2 Panzer Dragoon Orta SEGA Smilebit
3 Jet Set Radio Future SEGA Smilebit
4 TimeSplitters 2 Eidos Free Radical
5 Splinter Cell Ubi Soft In-House
6 Project Gotham Racing Microsoft  Bizarre Creations
7 Tony Hawk's Pro Skater 4 Activision Neversoft
8 Project Zero Microsoft Tecmo
9 Burnout 2: Point 0f Impact Acclaim Criterion Studios
10 Dead Or Alive 3 Microsoft Tecmo
11 Soul Calibur Il I Namco In-House
12 Wakeboarding Unleashed Activision Shaba Games
13 Moto GP THQ Climax
14 Hitman 2 Silent Assassin Eidos lo Interactive
15 Aggressive Inline Acclaim Z-Axis
16 Quantum Redshift Microsoft Curly Monsters
17 Colin McRae Rally 3 CodeMasters In-House
18 Tiger Woods 2003 EA In-House
19 Buffy The Vampire Slayer EA In-House
20 Return To Castle Wolfenstein: Tides Of War  Activision id Software

VIEWPOINT
WAKEBOARDING
UNLEASHED

Good lord, could we have found a
decent extreme sports game that
doesn't feature Tony Hawk? It
certainly looks that way. Shaba's
cracking attempt at turning
wakeboarding into a videogame is
definitely worth your attention.

PHANTASY STAR
ONLINE EP 1&lI

While we stick by our argument
that the lacklustre gameplay is
disappointing, the fact that you'll
be able to talk with the people on
your team through the Xbox
communicator makes this a good
game for when Live launches.

RETURN TO CASTLE
WOLFENSTEIN: TOW
While shooting Nazis at point-
blank range might not seem like
fun, take it online (when Live is
up) and it's an entirely different
kettle of Nazi fish. One guestion
though: why does everyone only
want to play as the Allies?

VIEWPOQINT

HALO

Even though we thought such a
thing didn't exist, we managed to
find a small handful of people that
(shock horror) didn't like Halo. So
back to the game we went, in an
effort to teach them why it's such
fun to play in Co-Op mode - and

now they won't let us on it. Damn.

124 games"




Nintendo
LAUNCH DATE
22 June 2001

MEDIA
Flash Cartridge

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.

Publisher Developer

N/A
MEDIA
4.75-inch CD/DVD Disc

CURRENT PRICE
Svariable

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 Advance Wars Nintendo In-House 1 Grand Theft Auto: Vice City Rockstar Games Rockstar North
2 Zelda: A Link To The Past/Four Swords Nintendo In-House 2 Unreal Tournament 2003 Infogrames Digital Extremes
3 Super Mario Advance 3: Yoshi's Island Nintendo In-House 3 Championship Manager 4 Eidos Sports Interactive
4 Golden Sun: The Lost Age [IETH Nintendo Camelot 4  Qperation: Aashpoint Codemasters In-House
5 Metroid Fusion Nintendo In-House 5 Rise Of Nations Microsoft Big Huge Games
6  Street Fighter Alpha 3 Ui Soft Crawfish 6 Freelancer Microsoft Digital Anvil
7 Castievania: Aria Of Sorrow Konami In-House 7 Half-Life Vivendi Valve Software
8  Pokémon Ruby & Sapphire Nintendo In-House 8 TheSims EA Maxis
9 Splinter Cell Ubi Soft In-House 9 Age Of Mythology Microsoft Ensemble Studios
10 Speedball 2: Brutal Deluxe Wanadoo Crawfish 10 Sam And Max Hit The Road Activision LucasArts
VIEWPOINT VIEWPQIN VIEWPOINT VIEWPOINT
ADVANCE WARS GOLDEN SUN: FREELANCER I: FRONTLINE
THE LOST AGE COMMAND

With the number one games™
office rule now being ‘own
Advance Wars or you're fired', it's
obligatory for at least one of us to
be playing it at any given time...

A must-have game, whether
you've played the first game or
not. Of course, if you haven't then
it's a perfect reason to do so...

Go anywhere, do anything —that's
the Freelancer way. We've been
playing it solidly and still keep
finding new and exciting things to
steal from unsuspecting players...

War simulations are ten-a-penny
these days, but they really don't
come much better than the
Bitmap Brothers' latest effort.
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CONTACT | YOUR LETTERS |

CONTACT

ILLUMINATING THE WORLD OF SailesS

THIS MONTH’S THOUGHTS ON THE
MAGAZINE, ON RETRO GAMING AND
(SURPRISE, SURPRISE) NINTENDO...

There are certain things that we're looking for when we select letters to be included in this section. Praising the
mag is always nice, but we're not that shallow. We're really looking to coax some debate out of you all, but if you
just want to make some insightful comment about videogames, then that’s fine by us.

ALL NEW | aureatias sarsomar oo s = o b

_! There are many wonderful ways to get in touch
with games™; the traditional postal method is
perfectly acceptable using the address below:

games™

Paragon Publishing Ltd
Level 5

162 Goulburn Street
Darlinghurst

NSW 2010

0 However, there are quicker ways to reach us
thanks to the technological marvel that is the
Internet. Email us at this address:
gamestm@paragonpublishing.com.au

O You can also fax us youe letters to the
following fax number: 02 9265 1864
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] UP UNTIL THE next generation consoles
were launched, | was always against the idea
of a single format console. However, now that
Nintendo is lagging far behind the others in
terms of sales of its GameCube, I'm not so
sure. | don't believe enough people get to play
games like Wind Waker, Metroid and Mario
Sunshine because they are not prepared to
buy a GameCube for the privilege to do so.
Therefore, many people are missing out on
the great games Nintendo has to offer. These
games deserve to be played by the masses
rather than rubbish like Enter The Matrix.

It therefore seems a good idea to have one
console on which to play all games from Halo
to Mario, Zelda, Grand Theft Auto, Sonic and
so on. A single console could also offer a
great range of retro games including old
SNES and Mega Drive classics which are
currently helping to sell the Game Boy
Advance.

It would be great to see all three big players
team up and offer the ultimate console, with
Nintendo offering the innovation, Sony
providing the marketing and mass audience
and Microsoft supplying the cash. Well, | can
dream | guess.

Graham Tarrant

elopers have to push tha
to innovate and ¢ i

me a little dull..

U1 noticed your launch magazine today as

| perused the gaming magazine section of my
local news agency and decided to purchase a
copy. Firstly I'd like to commend you on what is
probably best described as the Australian answer
to Edge magazine, which in itself is no small feat.
It's definitely great to see a multi platform
magazine printed on high quality paper and with a
high quality cover, as opposed to those flimsy
farces we've become accustomed to, definitely a
collector’s magazine. There is one point I'd like to
mention however, which comes from your Retro
article on The Bitmap Brothers. The first point
which is most likely the outcome of a typo was
that Xenon 2 was in fact released August 1989 as
opposed to 1999 in the article (small gripe). The
other is the fact that only one image was used of
Xenon 2 Megablast, the rest of the images are in
fact screen shots from a small coding tutorial that
was released in PC Format magazine on how to
develop a shoot 'em up. The shoot 'em up shown
never got released as a commercial title and was
simply dubbed Xenon 2000 for the coding tutorial.
Shannon Miles, via email

A e send i 1909
Was reieased in 19339,

_1 SO, ONCE AGAIN another publisher has
jumped the Nintendo ship. This time it's
Acclaim that has dropped its support for the
little purple dynamo after the current batch of
games in the pipeline have been released. All in
all, this seems a little cynical to me.

After very poor financial results, Acclaim
seems to be using Nintendo as its scapegoat



“HAVING MORE THAN ONE FORMAT ENSURES THAT THE

FIRST PARTY DEVELOPERS HAVE TO PUSH THAT LITTLE
BIT HARDER TO INNOVATE AND DO THEIR RIVALS”

instead of looking at its output of decidedly
lacklustre games, like the Legends Of Wrestling
and Turok franchises. Wouldn't it be more
prudent for Acclaim and also the consumer to
admit that a lot of its recent releases have been
below par, with an aim to improving their
output, instead of heaping more doubt on the
increasingly troubled Nintendo?

Mark Heery

[ Firstly | must say although | only got issue #2,
congratulations to all you guys (and gals) on
bringing out a mag of such high quality regarding
your articles and info. | am a die-hard gamer and
have been for 21 years or so (I'm 24) and it is good
to see a mag which can cater to this audience
while also teaching the newer gamers a few
history lessons (a big thumbs up to the Neo Geo
article by the way).

Although | love the little interesting company
and director profiles, is it possible to do a one
page (or a spread) article on a gaming team
each month or something and maybe even a
"cool games from Japan we'll never see" (not
stupid games, cool games) just so gamers who
aren't too up to date with that type of news
(like myself) can get better info on what's out
there that we're not getting here for some
reason.

The only downer | guess is that | hope your
mag isn't too hardcore for the average joe,
making your sales lower than what they
deserve to be but, if that is the case, | guess
they can go to the other Aussie mags for that
(which | deem very bad quality and which seem
to cater to the casual "eat up anything” crowd
and that's not just Aussie mags but UK ones |
also cringe at).

Again, great job with the mag and may it go
for many, many issues at this quality. | have
recommended it to all my other die hard gamer
buddies and | can assure you that it is as top
notch as the other leading game mag I've been
buying since 1989. Anyway, that's it! Keep up
the great work people!

Jason Kwan, via email

: Thanks for tt iback Jason and to the

Paragon Publishing Ltd,
Level 5,

162 Goulburn Sreet,
Darlinghurst, NSW 2010

Tel: (02) 9265 7679
Fax: 1 9265 7650
Web site www.paragonpublishing.com.au

CUSTOMER SERVICES

If you have a query re i subscription
ple contact the on hotline on
(02) 9660 1864

or email

subs@paragonpubhshmg com.au

For all other qu ase contact our
Customer Senuceu Department at

PO Box1564. Sydney, NSW 2001.

MAGAZINE TEAM
Alex Warren
alexwarren@paragonpublishing.com.au

Group Editor Simon Phillips
Managing Editor Nick Roberts
Group Art Editor Nick Trent
‘-lenlor Art Editor Lisa Johnson
Assistant Designer lan Holland
Picture Editor Janine Kay

Deputy Editor Martin Mathers
Sub Editor Charlotte Martyn
Retro Editor Keith Edwards
News Editor Darran Jones
Senior Staff Writer Luke Albiges
Staff Writer Dave Beaurnont

Contributors Graeme Nicholson, Oliver Barder,
Tristan Donowvan, Yukiko Ohno, Paul Rebec

ADVERTISING

Group AdvertisingManager

Chris Davey

(02) 9265 7679
chrisdavey@paragonpublishing.com.au

INTERNATIONAL LICENSING
games™ is available for i
For details, please contact.
Mike Frey
(02) 9265 6979
mikefrey@paragonpublishing.com.au

DIRECTORS
Editorial Director Damian Butt
Production Director Jane Hawkins

ng Director Peter Cleall

Art Director Mark Kendrick
Finance Director Steven Boyd
Managing Director Mark Simpson

PRINTED BY
PMP Print, 27-29 Brown's Road,
Clayton, Vic 3168

DISTRIBUTED BY

Gordon & Gotch, Level 2,
9 Rodborough Road,
Frenchs Forest, NSW 2086.

games™ recognises all copyrights in this i
Where appropriate, all have been nowle
If games™ has failed to acknowledge the ropwlght
holder, please contact us and we will g



SUBSCRIBE TO
GAMES™ AND GET

M FREE delivery direct to
your door - you'll never
miss an issue

W A $20 SAVING-on the
_newsagent price .

= Mo’ﬁev BACK GUARANTEE - *

q%ge your mind and

Il refund you for all
unmailed issues

it
i



AND SAVE $20 ON THE NEV\%AGENT PRICE

YES, | WOULD LIKE TO SUBSCRIBE TO GAMES™

[ Austraiia $99’.95 {incl. gst and postage)
: NeW ZealaNd $12995 (incl. postage)

PERSONAL DETAILS
Name

Address

Post code

Phone number

SUBSCRIPTION AS A GIFT

Name

Address

Post code Email

Phone number Date of Birth

METHOD OF PAYMENT

T Cheqgue/Money order (Please make payable to Paragon Publishing Ltd)

Credit card (tick as necessary) J Bank card [0 Mastercard
Card number
Expiry Date

Name on Card

Please return this order form or a photocopy of it together with your
cheque/PO (if applicable) to the following address:

games TM, Paragon Publishing Ltd,
= PO Box 137, Westgate NSW 2048
PARAGOAN  Orfaxthe completed form to
PUBLISHING (02) 9660 2150

s From time to time you may be sent information about exciting new products and opportunities from Paragon
‘ Publishing Ltd and other selected companies. If you do not wish to receive this information, please tick here

Call'the 's:ubscription line:
= (02) 9660 1864

During business hours (9.00 am to 6.00 pm AEST)

| — . oremail;
F o+ —subs@paragoenpublishing.com.au







o g g Gy T?'i;%%é.‘-{ =




Labu!
g ailjited v

T
-
S
E|
3
&
2
)

Flght ynur‘bway thrnugh a umuarse of huge t:nrpurahuns
e_stranga religious sects and futuristic gun-slingers. \
- Travel seamlessly from ground to space tracking prey,

FMNTENDO. Matosoh. Xoar and tha Xbix loges 16 e2ner rgaiorad ingarmarke of ndamarks of Microte# Coparmtion i the L8, and'or ather couniries

dng. Al ighis iesarved, Macé Ol Mace Gettin Baunty Hunter, Vivenes Universal Bames, Ihe Viverdi Univarsal Game

MEDIUM LEVEL
ANIMATED VIDLENCE

£ 3



	08091301
	08091302
	08091303
	08091304
	08091305
	08091306
	08091307
	08091308
	08091309
	08091310
	08091311
	08091312
	08091313
	08091314
	08091315
	08091316
	08091317
	08091318
	08091319
	08091320
	08091321
	08091322
	08091323
	08091324
	08091325
	08091326
	08091327
	08091328
	08091329
	08091330
	08091331
	08091332
	08091333
	08091334
	08091335
	08091336
	08091337
	08091338
	08091339
	08091340
	08091341
	08091342
	08091343
	08091344
	08091345
	08091346
	08091347
	08091348
	08091349
	08091350
	08091351
	08091352
	08091353
	08091354
	08091355
	08091356
	08091357
	08091358
	08091359
	08091360
	08091361
	08091362
	08091363
	08091364
	08091365
	08091366
	08091367
	08091368
	08091369
	08091370
	08091371
	08091372
	08091373
	08091374
	Binder1.pdf
	08091301
	08091302
	08091303
	08091304
	08091305
	08091306
	08091307
	08091308
	08091309
	08091310
	08091311
	08091312
	08091313
	08091314
	08091315
	08091316
	08091317
	08091318
	08091319
	08091320
	08091321
	08091322
	08091323
	08091324
	08091325
	08091326
	08091327
	08091328
	08091329
	08091330
	08091331
	08091332
	08091333
	08091334
	08091335
	08091336
	08091337
	08091338

	Binder1.pdf
	08091301
	08091302
	08091303
	08091304
	08091305
	08091306
	08091307
	08091308
	08091309
	08091310
	08091311
	08091312
	08091313
	08091314
	08091315
	08091316
	08091317
	08091318
	08091319
	08091320


