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¥ Presents
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A - 01
A Bug'’s Life
Aero Dancing
Aerowings
Air Force Delta
Armada

B - 02
Blue Stinger
Buggy Heat
Bust a Move 4

C-03
Carrier
Chao Adventure
Choo-Choo Rocket
Climax Landers
Cool Boarders Burrn
Crazy Taxi
Cuebadll

D -04
Daytona USA 2
Dead or Alive 2
Deadly Skies
Dynamite Cop
Dynamite Deka

E-05
Ecco the Dolphin
ECW Hardcore Revolution
Elemental Gimmick Gear
Episode One: Racer
Evolution
Evolution 2
Expendable

F-06
Fighting Force 2

Flag to Flag
Four Wheel Thunder
Furfighters

G - 07
Gauntlet Legends
Generator
Get Bass
Giant Gram All Japan Wrest.
Giant G. All J. Pro Wrest.2
Giga Wing
Godzilla Generations
GTA 2
Gun Bird 2

H - 08
Half Life

Hardcore Heat

Hidden and Dangerous

House of the Dead 2

Hydro Thunder
1-09

In Nippon Budokan G. Gram

Incoming
J-10

Jet Set Radio

Jimmy White 2 Cuebadll

Jojo's Bizarre Adventure
K-11

King of the Fighters ‘99
L-12

Legacy of Kain - Soul Reaver
M-13

Magforce Racing

Marvel vs Capcom

Marvel vs Capcom 2

'I'OP WAI.K'I'HROUGH GUIDES PI.US

MDK 2

Magforce Racing
Metropolitan Highway Battle
Millenium Soldier

Monaco Grand Prix
Mortal Kombat Gold

N -14
NBA 2K
NBA Showtime
NFL 2K

NFL Blitz 2000
NFL Quarterback Club 2000
Nightmare Creatures 2
O0-15
Omikron
P-16
Pen Pen Triicelon
Plasma Sword
Pop ‘n’ Music
Power Stone 1 & 2
Psychic Force 2012

Puyo Puyo

Q-17
Quake 3

R-18
Rainbow 6
Rayman 2

Ready to Rumble Boxing 1&2
Redline Racer

Resident Evil 2

Resident Evil: Codename V.
Revolt

Rippin Riders

Roadsters

THE ABOVE LIST IS JUST A SELECTION OF WHAT’S ON OFFER

VIDEO GAMES NEWS, REVIEWS & RELEASE DATES + JREE MAGALZINE & FREE DOWNLOADS AT
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$-19 Street Fighter Alpha Urban Chaos
San Francisco Rush Super Speed Racing V-22
Sega Bass Fishing Suzuki Alstare Extreme Rac. Vigilante 8 - 2nd Offense
Sega Rally 2 Sword of the Berserk Virtua Fightr 3TB
¢ . Seventh Cross T-20 Virtua Striker 2
ki Shadowman Tech Romancer Virtua Tennis
. Shenmue Tee Off Golf Enter V-Rally 2
Shotuko Highway Battle Test Drive 6 W - 23
E Silver Time Stalkers Wacky Races
| Slave Zero TNN M’sports H'core Heat Wild Metal
' Sonic Adventure Tokyo Extreme Racer Worms:Armageddon
Soul Calibur Tomb Raider 4 WWEF Attittude
Soul Fighter Tony Hawk's WWf Royal Rumble ol
Soul Reaver Toukon Retsuden 4 Z-26 !
South Park Toy Commander Zombie Revenge g:
Space Channel 5 Toy Story 2
Speed Devil Trickstyle
Star Gladiator 2 U - 21
Street Fighter 3 UEFA Striker

j Street Fighter 3 W Impact  yjtimate Fighting Champ.
1
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& PERSONS AGED UNDER 16 MAY CALL THIS NUMBER

09066 098 086

Calls only cost 60p per minute to this number

| I; MOBILE PHONE ACCESS: |
! i

e 1 0700 5900 615

INTERNATIONAL ACCESS: +44 (0)700 5900 020 /‘

TO SAVE TIME DURING YOUR CALL YOU MAY PRESS
€3 TO RESTART SERVICE OR €]) TO MOVE BACK A STEP

[ i
NINTE&‘NDO“ & ‘
© COLOR s NS [PV ,

PlayStation Al logos are trademarks of their respective companies

This service should only be used with the agreement of the person responsible for paying the bill. Calls to the number for persons
aged under 16 years have a maximum cost of £3.00, the call will be terminated by forced release after 5 minutes. Calls to the )
number for persons aged 16 years and over have no maximum cost and call time restrictions. Ensure you are calling from a touch L
tone phone. Please put comments or queries in writing to Interactive Telcom Ltd., 8 Grants Walk, PL25 5AA or call our |

Customer Service: 08700 885 656
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Cheat News
Network

. All the latest

i::j 1 o Dreamcast cheats,

codes and passwords,
including Fur Fighters,
Looney Tunes Space Race,
Tony Hawk’s 2 and Jedi
Power Battles.

B = e = A R the malesrs of Desamcs

=t Mamazine

ey v, Race to glory
‘:.... " with this

detalled guide to the

Official Cup, Licences

and Carrozzeria.

-- «, Win every time with these ultimate
3.. «" survival tactics and sneaky tricks.
Plus a complete guide to all the levels and
the weapons, power-ups and characters.

li;::i R If you've got
S burning
Dreamcast-related
guestion you want to ask
then this is the place to
do it! Our experts have
the knowledge at their
fingertips. All you have
to do is ask!

44 ., Complete it with the final half of our marvellous mapped solutig
' Learn how to defeat your enemies, how to win the forklift tru
races, how to succeed at the QTEs, extra fighting moves, the secret of

Phoenix Mirror and much, much more...

Subscriptions
li-"’i-4- ., Save money

** with a
subscription to the best
Dreamcast tips

magazine in the universe,
and grab a top game at
the same time!

Datahurst

li""; Kol Every cheat
....' .- we've ever
uncovered in one handy
A-Z database. Perfect
for quickly finding an
invincibility mode or

the password to that
tricky level.

4 | Dreemcast Solutions LR

Counse view winh
LLNLEE

best Dreamcast
players’ guides
and walk-
throughs can be
found in
DREAMCAST
SOLUTIONS.




PAGE 10! Quake IIl Arena

L4 Top Tactics 1 Place 0f Many Deaths 23
Weapons & Power-Ups 14 TheForgottenPlace 2
Characters FEAT “The Camping Grounds u
Tier One . 18 Boss: Fatal Instinct Ve 20
' Introduction 18 Terfouwr IR oy
ArenaGate 18 Temple Of Retribution 2%
" House 0f Pain 19 LostWorld 26
~ Boss: Power Station 0218 19 Gaze Of The Abyss 2T
‘ Tier Two ; 20 Boss: The Proving Grounds 28
: ' & Arena Of Death " 20 TierFive 28
' y Biue Monday 20 Evil Playground 28
b ¥ Hidden Fortress 2 TheBouncyMap 20
/ ; ~ Boss: Dark Chapel 23 The Longest Yard 30
i Tier Three At 2203 Boss: Hell's Gate 30
B * " 'PAGE32 Sega GT
¢ . ExtraClass Cup 33 Factory Licences 40
_  Licence To Thrill 34 BClass Special Cup SR
¥ BClassCup ! 35  AClass Cup W
vy v, The step-by-step solution starts here. We guide Lara safely through the first ~ SEERETCEILIT cup 36 AClassSpecialCup 42
7o .' two chapters, collecting all the secrets and weapons along the way. 1 R 36 sn Class cup 42
O ) Class 38 SAClass Special Cup 3
SAClass iy
PAGE 44 Shenmue
Dobuita: Gatch The Bus 44  Sha Hua By Moonlight 56
Warehouse No.8 46 Here Kitty 56
Into The Warehouse 46  Translating The Scrolls 57
Another Warehouse No.8? 47 Liftit Bahy 58
Finding Mai 47  Lifting For A |.|vmg 59
L Metal Gear Ryo 48 Forkiift Racing 59
’ W' Searching For The Mirror 49 Work, Work, Wnrk 60
Secrets 0f The Dojo 50  Mad Angels 60
 Back To Master Chen 51 Phoenix Mirror Dream 61
¥ Chai Strikes 51  IvsChristmas 61
k ATicket To Ride 52 All Over Again X 62
K *, Learn to skate like a pro with our full guide to the main arenas. Find } Ryo's Dream 52  Mad Angels After Dark BT )
““' 1 *"out how to complete-all the goals, collect the items and unlock the f Pick Up The Ticket 53  SayCheese 4
se.cret areas. Plus we've got' a guide to all the skaters, including their unique i Reaming Of Sha Sha 53 The Chase = 65
tricks. So grab'some phat air and skate for it! I Fighting Chai E2 pare Wi = 66
3 Catch Jimmy 55 Dreaming Of The Enemy 66
Take It Easy 56 The Last Day At Wurk 67
Sha Hua By Moonlight 55 Master chen 67
Here Kitty 56 Meet Terry 68
Translating The Scrolls 57 Nozomi's In Trouhle 68
Lift It Bahy 58 Grease Lightning 68
Fighting Chai 5  Fired ¢ 69
Calch Jimmy 55 70 Man Battle 70
Take It Easy 56 Enndhiye, Farewell 7
PAGET2 Tomh Raider Chronicles
Andrea’s Story 76 Johy's Slnrv 84
Streets Of Rome 76 TheBase T
Trajan's Markets 79 The Submarine 86
The Colosseum [7) Sinking Submarine 88
. L] 1
PAGESD: Tony Hawk's Pro Skater 2 ;
The Hangar 91  The Graffiti Pits 97
School II 92 Skatestreet ]
Marseille e 93 Phillysile = 90
New York City 9%  The Bullring 101
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The one and only cheats guide worth reading is back supplying yet more must-
have tips and hints to help you get the most from your hard-played games...

/4 BABILY
G

» Roofus taking some time out of his hectic fighting
schedule to visit the Egyptian ‘Fur’ pyramids...

Unlock Thin Mode Boss Mini-yame
Complete the maze in the Claude Balloon Lift
Temple of Gloom to make all Esmerelda Bear Attack
the characters incredibly thin. ~ Gwynth Block Puzzle
Juanita Snake Classic
Access Hidden Artwork Viggo Bomber Bear
Put the game disc in a PC Winnie & Mai  Super Snake

compatible CD-ROM drive to

find artwork of the game’s Gwynth Auto Aim

stages and characters in the  Defeat the indicated boss a Juanita Health to 100%

‘Omake’ directory. second time to unlock the Viggo Invincibility
corresponding bonus: Winnie & Mai Bears 2x Tough

Access Mini-Games

Defeat the indicated boss to Boss Bonus FRer
unlock the corresponding Claude Ammo Boost -
mini-game: Esmerelda 3D Mode | [wxrwaa |
| | AUTHORBED
DUCKS s
9NLY

* ROOIS

Complete the indicated mini-game under the
listed goal to unlock the corresponding bonus:

Mini-game Goal Bonus

Balloon Lift 10,000 points Small character

Bear Attack 10,000 points Alternate voices
Block Puzzle Less than 60 seconds  Rotation camera
Bomber Bear 30,000 points Big head mode

Snake Classic 5,000 points Rocket camera

Super Snake 10,000 points Fish-eye lens
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. i you’re having problems a hoppin’ and a skippin’
through this down under adventure, try these cheats on
for size. Simply go to the Map screen and hold down

both trigger buttons before entering any of the codes

| for the desired effect:

I

Unlock All Levels > - X

Sl e

Ie 5 &-v,«, +,A

Iilﬂhecnmm T

MTV Skatehoarding s

> Yes, we know it’s quite a bit tougher than Tony Hawk’s Skateboarding - that’s why we’ve

hunted down the best cheat for you... J dl P B ul

When you're entering your name in Lifestyle mode, enter PASWRD instead and you'll instantly :
unlock all the boards, parks, costumes and skaters. M - Using the Force has never been so much fun - thankfully,
f- there’s even more to be gained from Jedi Power Battles

with these cheats from the Dark Side...

Unlock Ki-Adi-Mundi

R Complete all seven training levels and save the game to unlock
I Ki-Adi-Mundi.
Unlock Darth Maul

Complete the game with Qui-Gon Jinn. At the Character

§ Selection screen, highlight Qui-Gon Jinn and press Start. Darth
‘: Maul's picture will replace Qui-Gon Jinn.

R Unlock Queen Amidala

Complete the game with Obi-Wan Kenobi. At the Character
§ Selection screen, highlight Obi-Wan Kenobi and press Start.
[ Queen Amidala’s picture will replace Obi-Wan Kenobi.

¥

Unlock Captain Panaka

| Complete the game with Plo Koon. At the Character Selection

screen, highlight Plo Koon and press Start. Captain Panaka will
> replace Plo Koon.

* It’s only just coming out and we’ve already managed to <5

find out how to unlock the cheats in this amazing First- e < : Unlock Droidekas

erson blaster. Are we great or what? :
3 & Complete the game with Plo Koon.

Unlock Cheats them from the Cheats menu : $ e =
: @ Uniock Kaadu Race

Play through the game and on the Pause screen of the
complete it on any of the five game). You'll get a different
difficulties - as a reward, cheat depending on which e =
you'll receive a special VMU difficulty level you originally o ; " Unlock Survival Challenge

Maze game to play. Once you completed the game on so s RN - Complete the game with Mace Windu.
successfully complete this, to unlock them all, you'll i

you'll unlock one of the cheats  have to finish it on all five

in the game (you can access levels. Gulp!

I Complete the game with Adi Gallia.

v b c orttd rusct 3

S
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Ready 2 Rumble

Boxing:

* Midway'’s latest boxing
bonanza has got more
secret goodies in it than a
large box marked ‘Secret

bl cream-cast . meth

Hidden New Year's Costume
Set the date to January 1
to unlock a baby New
Year's costume for Joey T.

 Looney Tunes Space Race

Code
YAVARMINT
REDWAGON
MAROON
SCWEWBALL
DURNIDGIT
PALOOKA
HOGGRAVY
CHITLINS

Cheat
Unlock Porky
Unlock Marvin
Unlock ACME 2

IB Uniock Mars 2

18 Unlock OFf World 1
Unlock Off World 2

" Unlock Wild West 1

Unlock Wild West 2

* Okay, so it might be pretty easy anyway, but if you’re having trouble making your way
through this game, then these cheats should help you out.

Hidden St. Patrick’s Day
Costume

Set the date to March 17
to unlock a leprechaun
costume for the referee.

Goodies’. Here they are...

Fight As Fat Boxers
At the Character Selection

' Unlock Nebula
WUnlock Galactorama 1
Unlock Galactorama 2
Unlock All ACME Events

MRFUZZY
YOIKS
DODGPARRY
3LILBOPS
MOIDALIZE

screen, press = x2, 4, ¥,
=» R x2, L.

Fight As Skinny Boxers

At the Character Selection
screen, press = x2, ¢, ¥,
= R, L.

Fight As Zombie Boxers

At the Character Selection
screen, press «, 4, =, ¥,
R x2, L.

Fight With Giant-sized Gloves
At the Character Selection
screen, press «=, =, 4, ¥,
R, L.

Fight As Mr. President
Complete ‘Arcade’ mode
nine times in order to
unlock Bill Clinton.

Fight As The First Lady
Complete ‘Arcade’ mode
ten times in oreder to
unlock Hillary Clinton.
Unlock Champion Costumes
Complete ‘Championship’
mode to unlock the
champion costumes.

' M. PRESIDENY I
N '},
N
o

5 -

b

o‘_s

Hidden Valentine’s Day Costume
Set the date to February
14 to unlock a lover’s
costume for Lulu Valentine.
Hidden Easter Costume

Set the date to April 23,
2001 to unlock a bunny
costume for Mama Tua.
Hidden Independence

Day Costume

Set the date to 4 July to
unlock an Uncle Sam
costume for GC Thunder.
Hidden Halloween Costume
Set the date to 31 October
to unlock a skeleton
costume for JR Flurry.
Hidden Christmas Costume

Set the date to December
25 to unlock an elf
costume for Selene Strike
and a snowman costume
for RumbleMan. The canvas
of the ring will also have a
snowman design.

A
s. onens R
- vy

erm
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\ " Unlock All Challenges
i Unlock All Gallery Items
i Unlock Everything
¥ Unlimited Turbo?
+ Mirror Mode
No Gags

Hints & Tips

il Collect 5 turbo canisters for 1 charge
# activated on button B. You can use these on
" selected inclines to gain super speed and
jump over large sections of the track to gain
a higher placing!

MICHIGANJ
CHEESFISH
DUCKAMUCK
SAMRALPH
SUCCOTASH

ZI=~"Run over the crates in order to collect gags
*.and then use the A button to fire them off

* Watch out for falling Anvils or Safes when

you activate this gag — sometimes they fall
in front of you or on you and thus you end
up getting squished!

» Be careful with the bomb gag — hold on to

it for too long and you get blown up!

= Collect a turbo and hold on to it until the last

lap — use it to get away from your opponents

‘. .at your opponents.

> Can’t get past those damned house robots? Having
trouble making your way through all the prison
complexes? Then throw off those shackles and chains
and enter these superb cheats to become the king of
the prison.

at the last minute and win the race!

Unlock All Prisons

Hold down the left trigger and then enter the following
code at the Prison Select screen - A, B, A, X, A, Y, A, A, B,
A X X AY A

Unlock Bonus Prison
B Hold down the left trigger and then enter the following
i code at the Prison Select screen ~ A, A, A, B, A, X, X, X, B,
M A X XY

} Unlock Doctor
Hold down the left trigger and enter the following code at
the Single Player Character Select screen - A, A, B, Y, X, B,
YA X BB,k

Display Version Number
Hold down the left trigger and enter the following code at

B the Main Menu - A, A, A B, Y, A A A Y, X



Army Men: Sarge’s Heroes

> Having trouble blasting your way through the
battlefield and rescuing your men? Then check out
these codes to get some medals for your chest.

Level

Attack

Spy Blue
Bathroom

Riff Mission
Forest

Hoover Mission
Thick Mission
Snow Mission
Shrap Mission
Fort Plastro
Scorch Mission
Showdown
Sandbox
Kitchen

Living Room
The Way Home

ony

Password

LNLGRMM
TRGHTR
TDBWL
MSTRMN
TLLTRS
SCRDCT
STPDMN
BLZZRD
SRFPNK
GNRLMN
HTTTRT
ZBTSRL
HTKTTN
PTSPNS
HXMSTR
VRCLN

Hawl’s Pro Skater 2

* Although it’s not impossible, we’ll admit that Tony Hawk’s return to the
Dreamcast is one of the tougher games we’ve played... so here’s a little help!

Unlock All Cheats

Pause the game and then hold
Land pressAx3, X, Y, 4, ¥,
« ¢, XYAYBAYB.
Then select the ‘End Run’
option from the menu. All
cheats,levels, FMV sequences,
McSqueeb, Officer Dick, and
Spider-Man will be unlocked.

Maximum Special Meter

Pause the game and then hold
Land press A, Y, B x2, ¢, «,
Y, X to always have a full
Special Meter.

Get Full Stats

Pause the game and then hold

LandpressA, Y, B, X, Y, ¢, ¥
to raise all your skater’s
attributes to 10.

Unlock Turbo Mode

Pause the game and then hold
Land press ¥, X, Y, », 4, B,
¥, X, Y, =, 4, B. This will
increase the speed of the
game by 25%.

Unlock Big Head Mode

Pause the game and then hold
L and press X, B, 4, « x2, X,
> 4, -

Unlock Fat Skater
Pause the game and then hold

360 JUDO
2280

L and press A x4, <, A X4, <,
A x4, <« to make your skater
really fat.

Unlock Thin Skater

Pause the game and then hold
L and press A x4, X, A x4, X, A
x4, X to make your skater
skinny. If you enter the code
more than once you skater will
become even skinnier.

Unlock Kid Mode

Access ‘Kid’ mode by
completing all level objectives
in ‘Career’ mode three times.

Unlock Perfect Balance

Unlock Perfect Balance by
completing all level objectives
in ‘Career’ mode four times.

Access Wire Frame Mode

Unlock ‘Wire Frame’ mode by
completing all level objectives
in ‘Career’ mode eight times.

Access Slow-Motion Tricks

To be able to see your tricks in
slow motion, complete all level
objectives in ‘Career’ mode
nine times.

Access Smooth Mode
Complete all level objectives in
‘Career’ mode 12 times.

Unlock Skate Heaven

Complete all level objectives in
‘Career’ mode with all of the
original characters, Officer
Dick, Spider-Man, and a
custom skater.

Access Moon Physics

To get low gravity pull,
complete all level objectives in
‘Career’ mode 13 times.

Access Disco mode

To get ‘Disco’ mode, complete
all level objectives in ‘Career’
mode 14 times.

Unlock Neversoft Bails FMV Sequence
Earn a medal in every
competition with any character.

Unlock Flip level
Complete all level objectives in  Unlock Neversoft Makes FMV
‘Career’ mode 15 times. Sequence

Earn three gold medals with
Unlock Spider-Man Private Carrera.
To play as Spider-Man finish all
level objectives in ‘Career’

mode with a created skater.

Skater's FMV Sequence

Earn the gold in all three
competitions with a character
to unlock their FMV sequence.

Unlock Officer Dick

To play as everyone’s favourite
ball-busting cop

complete all
level
objectives
in ‘Career’
mode.

Unlock Private
Garrera

To play as Private Carrera get
all the gaps in each of the
regular levels in ‘Career’ mode.

Unlock McSqueeb

In order to play as McSqueeb,
you must complete all level
objectives in ‘Career’ mode
with Tony Hawk.

Unlock Chopper Drop

Earn three gold medals with
all characters.

lssuet9| Dfeg



out and buy
=4 this game!”

Fragged more times than you can count? Then you’ll be needing this guide to all secrets, ;
tactics and levels in the only shoot-’em-up on the Dreamcast worth caring about... 11

W

MYMX WAG RATLED BY SORLAG:
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Tactics

Before you even begin to battle in the arena, you might

need a few pointers about how to become the ultimate frag
warrior. That’s why we've put together this handy pile of
the ultimate tactics — read them, learn them and then get

out there and kick some ass!

Those Who Fight
And Run Away...

You might think that in a game
like Quake Il Arena, the only
real tactic is to grab what
weapons you can and then run
in with all guns blazing until
you snuff it... and then do it
all over again. Not surprisingly,
this is WRONG - true, you can
certainly rack up a fair few
frags this way but you'll also
lose a good number of points
as you go, so it's not exactly
going to guarantee you victory
every time. That's why you'll
need to learn the basic rules of
staying alive; they might sound
a little obvious at first but
when you get them down to a
tee, you'll be grateful for
them... trust us.

RULE ONE: e
Armour Is A Warrior's Begkbfiend ™

It can’t be stressed enough
how important the Armour
pick-ups are to people looking
to outlast their enemies — even
the smaller Armour Shards
that add only a small amount

AP . L

to your Armour Points (five
per piece, although they're
usually found in clusters) are
worth grabbing as you dash
by. You can carry a maximum
of 200 Armour Points -
however, like Health, the
points decrease slowly until
reaching a stable level of
100. When carrying them,
any damage you take will be
reduced by two-thirds —
you'll only receive a third of
the damage to your health,
while the remainder will be
absorbed by your Armour.
Try to judge how long it'll

'
&=

Bao~NES

XAKRD‘

XAammo

take from the time you
collect an Armour pick-up
for it to regenerate — use
that time to hunt your
opponent, then leg it back
and grab another one to
keep on top of the game.
This theory can also be
applied to ammunition, as
long as you know where the
crates that you need are.

Publisher | Activision
Developer | Id Software
Origin | US
Price | £39.99
Genre | Shoot-"em-up
Released | Out Now

Master these controls and
you'll be fragging

marvellous in no time!
race controller

Look Around

) Move Backwards
Strafe Right
Strafe Left

) Move Forwards

| Jump
Fire Weapon

Pause/Unpause

P 3 Save position
Item/Gesture {I

§ Mini-game

 Issue9 | Dreameast So

vibration pack

4 e 3 _»~ Logo during play Y




continued
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RULE TWO: S
'Em Pesled.. 3N cus
et g 7 een
You might not have realised it,
but the noises made by
warriors and weapons aren't
just there for show... oh no. If
you're really clever you can
listen hard and use the
explosions, footsteps and re-
spawning noises to work out
how close your opponents are.
Loud firing weapons like the
Rocket Launcher, Lightning
Gun and Plasma Gun are
especially noticeable, so
listening out for them is pretty
easy. Another hint is to listen
to the screams of your enemy
as you blast them... no, we're
not sick. It's because the more
your opponent cries out when
they're hit, the closer they are

D SOLS ENTERED
HOSSMAN ENTERED

,
ek
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to death — keep pummelling
them and they'll soon be
splattered all over the walls.
[No not sick at all - Ed].

The same applies in the
opposite direction, of course —
if there's no-one around, don't
go letting off your weapons

(to conserve ammo, obviously) «

or moving around too

haphazardly. By doing this, |

you'll be able to keep your
position slightly more
concealed from the enemy. If
you're feeling really sneaky,
you can even switch between
the Run and Walk modes in

order to reduce the amount of |

noise your footsteps make. By
doing that, you ensure that
they'll never hear you coming
until you shove a rocket down
their throats... nice.

YO *RASOED PaTAICT

Fom 1@T mLACK WI¥H 3

‘BrckERn ENTEAKD THE OGAMK

Lg

e S e e

&

SRR Spawn, Spawn And
BVAD BHT TEABTAN x-vxn-ra“f / spawn Agaln

Because of the reasonably
small size of many of the
levels, the number of points
around the arena where the
warriors will re-spawn when
they get fragged (that’s
reappear, for the uninitiated)
are quite limited — unless it’s
an exceptional level, the
number never normally rises
above six. This means that
learning where they all are is
a handy tip for the would-be
Quake expert. Once you've
managed to finish an

v




B Rt THReE: i
Stock Up On Supplies " e

he worst thing that can
pbossibly happen is to be
lose to victory and then
un out of ammunition -
fnot only does this mean
Bthat you can’t finish what

¥\ ou started but it also
leaves you entirely
'defenceless to a
counterattack that could
end the game in your
opponent’s favour. You
won't always be in the heat
of battle — there will often

: be times when you're either
%:" R (hasing around after the
fenemy or taking a quick
breather after scoring a
frag. Take this opportunity
, to check your ammo levels
.— if your weapon of choice
is running a little low on
shells, you'll want to switch
BN

\ 4

Rocket Jump is something
you'll only want to try if
you're really, REALLY
desperate to get somewhere [ ;

yourself a damn sight
harder to hit — a moving
target is one thing when it’s
only going left and right but

opponent off, there's a
chance that they’ll re-spawn
quite near you... minus all
those powerful weapons

and power-ups that they’ll if it starts going up and before anyone else. % % W
have managed to acquire down too, they won't have a  Obviously, you'll need a - " | L
along the way. Of course, chance in hell. However, Rocket Launcher before you .

you'll be fully stocked and don’t just jump around try it, so grab one and then y

ready to give chase again while running forwards. By stand beneath a ledge that .. b s,

for another swift frag. hitting the Strafe buttons at  you can’t reach normally £ o s
These frags are valuable if the same time as moving without taking a major ke R N
you want to get through the  forwards and jumping, you'll  detour (like the raised main RULE FOUR:

platform at the back of the
Blue Monday arena). The
technique sounds simple,
but it takes a fair bit of
practise before you get it
right — just point the Rocket
Launcher straight down at
your feet and pull the
trigger at precisely the same
moment that you hit the L
Button to jump. If you
manage to time it just right, |
you'll fly up much higher
than-usual and be able to
reach ‘those awkward.areas
without too much trouble.
Be warned though ~ you'll
take a fair amount of
damage from this method,
even with your Armour on.
Still, that’s the price you
pay for.being able to take
some serious shortcuts...

increase the speed at which
you're moving. Repeated
use of this can build up high
speeds and will have you
flying around like grease
lightning, making you nearly
impossible to score a hit on.
The only problem you'll
have is that you'll increase
the chances of your shots
missing as well. However,
once you manage to get the
hang of keeping the gun
sight level when jumping,
you-shouldn’t have too
much of a problem hitting
those targets in the same
way as you always have.

It's All About Contral 5 s

Once you've had a run
around each level a few
times, you'll soon get the
gist of where all the
weapons, ammo and power-
ups are located and learn the
ins and outs of all the parts
of each arena. This can be
important when attempting
to control the game - you'll
want to make sure that
you're the one carrying all
the major firepower and NOT
your opponent, so being the
first to pick them up is

level in first place, so don’t
worry about how picking
your opponent off like this
might seem evil... the aim is
to win, not show mercy!

Hop, Skip-.
AnH Jumnn

Hitting the L Button:makes
your character_jump in the
air... handy for getting“onto
those raised ledges; eh?
Well, there are plenty of
other'methods and, uses for
the jumping technique,than
just your plain old.eap...

The Flying Leap

By leaping around like crazy,
you'll get the distinct
advantage of making

Thé-Rocket Jump

Reserved only-for the
bravest of warriors, the

v - :"’@',
S i it N

to a backup while hunting
down those ever-so-useful
crates to restock. This way,
you'll never find yourself
short and run the risk of
running dry in the midst of
a fire fight.

S

essential. Just as essential
though, is making sure to
pick them up again once
they regenerate. This way,
they won't be there when
your enemy runs through to
try and grab them. The main
factors are Armour, weapons
and power-ups — Ammo isn't
quite as important because
it won't be much use
without the weapon to go
with it. Learn the quickest
route around the level to
reach all the main items and
you'll be able to run rings
around your opponents in
no time at all.




corbinued

What’s a serious shoot-’em-up without a massive selection
of weapons with which to blow your opponents’ limbs off?
Nothing, that’s what. Thankfully, Quake Ill Arena comes
stocked to the gills with weapons of mass destruction.

Coming in a wide Wariety of shapes and sizes, you'll need to

know which one to use in each situation. Here’s a look at
what’s on offer...

* IF you find yourself using the
Gauntlet, you're either very good
or something has gone seriously
wrong. Basically, this weapon is
your last line of defence - it only
works at incredibly close range
and even then, it's not exactly
effective. Still, it has an
everlasting supply of ammo so
at least you'll never be caught

short with it...

Basic Ammo - None
Maximum Ammo - None
Firing Speed - N/A
Damage Level - Medium

Machine Gun

¥ The basic weapon above the
Gauntlet. Whenever you get
fragged, you'll re-spawn with just
a Machine Gun for company. Don't
be fooled by the high amount of
ammo that it comes with to begin
with - the rapid firing rate means
that you'll go through it all faster
than you can imagine. Quickly get
your hands on something with a
bit more of a kick to it.

Basic Ammo — 100 Bullets
Maximum Ammo — 200 Bullets
Firing Speed - High
Damage Level - Low

\_

* Great for those up-close and
personal moments, the Shotgun is
one of the better all-purpose
weapons in the game. The shells it
fires can hit an opponent from any
distance - although obviously the
further away you get, the less
damage you'll do to them.
However, it always comes in

handy when you need to clean

up any flagging enemies.

Basic Ammo - 10 Shells

Maximum Ammo - 200 Shells

Firing Speed - Low

Damaye Level - Depends on distance from target

.
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Ooooh... Guns*ﬁuns Guns!  Rocket Launcher

WW‘

 Ahh, the wonderful Rocket Launcher. Nine times
out of ten, this is the weapon that everyone in the
level will be fighting for... if only because it looks so
darn nasty. A direct hit is liable to wipe out whatever
it connects with, but watch out when getting too
close to your target - the explosions it causes can
hurt you just as much as your enemy!

Basic Ammo - 10 Rockets
Maximum Ammo — 200 Rockets
Firing Speed - Medium
Damage Level - High

Plasma Gun

* It might not have the best damage-dealing abilities
out of all the weapons, but considering that it has a
firing rate second only to the Lightning Gun, it’s ideal
when chasing enemies through tight corridors. Watch
them run as you blast them in the backs with burning
balls of plasma - they'll panic and not know what to
do! Hahaha!

Basic Ammo - 50 Cells
Maximum Ammo - 200 Cells
Firing Speed - High
Damage Level - Low

Grenade Launcher

* You won't want to use the Grenade Launcher in a
head-to-head fight, but if it's laying low and
surprising your enemies that gets your juices flowing,
it’s ideal thanks to its bouncing projectiles.
Ultimately, it’s best fired from high ledges onto
unsuspecting opponents below — they won't know
what hit 'em!

Basic Ammo - 10 Grenades
Maximum Ammo - 200 Grenades
Firing Speed — Medium
Damage Level - High

Lightning Gun

* The only weapon with a constant rate of fire, the
Lightning Gun can really punish opponents that feel
it their duty to stand as still as possible, as well as
enemies that haven’t actually spotted you yet.
Unfortunately, it only has a limited range so you'll
need to get within shocking distance before you can
really lay into them.

Basic Ammo - 100 Shocks

Maximum Ammo - 200 Shocks

Firing Speed - Constant

Damage Level - Low
o
L



#

= Aside from the really slow reloading times between
shots, the Rail Gun is actually an incredibly good gun -
the speed of each projectile makes it absolutely
fantastic for long-range sniper combat, while it's also
splendidly effective in close-range battles. Just make
sure you've perfected your aiming techniques to the
utmost of your ability, or you just might be the one to

come off worse...

Basic Ammo — 10 Slugs
Maximum Ammo - 200 Slugs
Firing Speed - Low
Damage Level — High

| Have The P

a rundown of the goodies, in the order of how useful they are...

¥ As
you'd
expect,
getting {
hold of

the Quad M m
Damage cacsiticn’
can prove to be the
turning point in any |
battle - being able to
dish out instant death |
to anything that moves |
means that you're able
to notch up a whole I
heap of frags in less
than no time. Talk about i
making it easy. I

* Need an instant boost

of health? Then go

straight for the Mega |
Health power-up - as §
soon as you grab it, your
Health will fly straight up |
by 100 points. However, |
it'll immediately start to
fall again so don’t rely on |
it for too long or you'll |
end up being sorry.

* The second most useful
power-up to collect is the
Haste — not only does it n
double your running i
speed, but it also
increases the firing rate
of all your weapons.
You'll be like a blur
sprinting around the
level, so make the most
of it while it lasts!

v

* Collect the
Regeneration power-up
and watch your Health
sky-rocket... slowly. For
every second you hold it,
you’ll receive a small
amount of Health until it
peaks at the maximum
200 point mark. Very

handy for when you’re B
running on empty.

Aside from weapons and Armour, the other things you can find lying aro“e levels ak

power-ups. These can be used for all manner of things, depending on their purpose — here's

Invisibility

* A power-up for those
who favour stealth over
fire-power. You’ll turn
invisible once you pick it
up (with the exception of
a blurred outline, visible
at close range), making it
possible to sneak up on
your opponents without
them even realising
you're there.

* Usually only available
on levels with deep lava
or toxic waste, the Battle =
Suit protects you from all |
atmospheric conditions
that could otherwise
harm you. It also
prevents opponents from
damaging you with
anything other than
direct hits with weapons.

» THE gun. There’s no two ways
about it — if a level has got the

BFG-10K lying around it, you have
to get your hands on it. Of course,

being able to wipe out your

opponents with high-speed blasts
of pure radiation takes all the skill
out of it... but then, who said life
was fair, eh? Just get out there and

fry the buggers!

Basic Amme — 20 Blasts
Maximum Ammo — 200 Blasts
Firing Speed - High
Damage Level - High

Personal
Ielepnnet

Personal 25 1
Teleporter m
works in o

the same [ S5

manner as =&
regular teleporters, bu
with two exceptions. It
can only be used by the
person carrying it, and
rather than having a set
destination, the user is
warped to a random
location. Use it in times
of danger!

» Not as useful as the
Mega Health or
Regeneration, but still
handy in a crisis. Rather
than activating instantly,
you can use the Medkit at
any time to raise your
Health back to the full
100 points. Don’t wait till
the last minute though.




continuedd

Let’s Meet Our Fi

There are plenty of
Warriors (Ol" ‘SkinS’ lf Basic Variations: 3
you're picky) b
available for selection :
when you first enter
the arena. None of
them really has any
advantage over the
others - that’s left to
your ability rather
than your choice of
character. Check
them out!

Tank JR

Basic Variations: 3 Basic Variations: 3
Advanced Variations: Advanced Variations:

Basic Variations: 3 Basic Variations: 3

Advanced Variations: Advanced Variations:

None Cadarve,Hossman,
Slammer, Strggo
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Basic Variations: 3
Advanced Variations:

Basic Variations: 3
Advanced Variations:

Basic Variations: 3
Advanced Variations:

Basic Variations: 3
Advanced Variations:

Basic Variations: 4
Advanced Variations:
None



Basic Variations: 3

Advanced Variations:

Basic Variations: 3
Advanced Variations:
None

Basic Variations: 3
Advanced Variations:

Basic Variations: 3
Advanced Variations:
Phobos

Basic Variations: 3
Advanced Variations:

Basic Variations: 3
Advancei Variations:
None

Basic Variations: 3 Basic Variations: 3
Advanced Variations: S Advanced Variations:

Stripe

Basic Variations: 3 Basic Variations: 3

Advanced Variations: Advanced Variations:
Angel e Daemia

Basic Variations: 3 Basic Variations: 3
Advanced Variations: s Advanced Variations:
Wrack Patriot, ID

continued
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continued

Tier One

STAGE ONE: S
Introduction . g
Being the very first level of
the main tournament, it’s no
surprise to learn that
Introduction is easier than
falling off a log... unless
you’re rather good at
staying on logs, obviously.
When you warp into the
level, you'll be in an
enclosed area with a
Shotgun spawn point in
front of you. Grab it along
with anything else you
might need from this area
(such as the Armour Shards)
and then take a step
through the teleporter at
the end to reach the main
section of the level.

Once you're inside, Crash
will enter the level and the
battle will begin. There isn’t
really much chance of not
running into Crash
considering the size of the
level — it's nothing more
than a huge passageway
going to the left and right
of where you teleported in,
as well as a small chamber
through the doors just
ahead. The area with the
Plasma Gun lies to the right,

Stats

Crash

THE OOAME

Shotgun, Plasma Gun
None

None
\_
although you’ll probably find
it better to stick to using

the Shotgun as it packs a
much bigger punch than the }
easily avoided Plasma fire.

Try to keep Crash away from
it, though, because she'll

tear you to shreds with it.
Just use a couple of close-
range Shotgun blasts to get
rid of her and then wait
until she comes back
towards you before giving
chase again. You only need. ' STAGE TWO:
five frags to complete the  J} Arena Gate

level, so it should be a walk " @
in the park.

‘

there are only four re-spawn
points located around the
arena, so try to get in there
quick and score a second
frag before he has a chance
to respond.

same time. It’s probably a
better bet to keep tabs on
the Armour, only actually
heading out to grab more
rockets when you're
running a bit low.

As far as cover goes,
there isn’t really very much
of it. Unless you like playing
hide and seek by chasing
Ranger around the tunnels
in the middle area, you've
only got the two statuesiin
the outside section toghide
behind. You can try to
crouch down at the very»
back behind the Armour, but
against the computer«this
only makes you a.sitting
duck. Try'to make good use
of thefadvantage'you get
when you frag Ranger —

‘Again, the Arena Gate is quite
a simple level to get to grips
with the controls and just
# @ how annoying the computer
k .opponents really can be. Here
¥ -you'll be up against a Ranger
- he’s not exactly the
sharpest knife in the drawer
5o you shouldn’t have too
® much to worry about,
,' especially on the lower
-difficulty levels. The main
point to notice is that the
‘Rocket Launcher (the best
weapon on the level) and the
Red Armour are situated at
~I. opposite ends of the playing
;. field, so you won'’t be able to
guard both of them at the

[1] The Ranger isn't foo Smart 0
trapping him is easy. {21 6rab the Rocket
Launcher to be assured a guick win.

.

PR ANDIE M

A~

Shotgun, Plasma Gun,
Rocket Launcher

None

Red Armour x 1

10




STAGE THREE:

House Of
Now.things start to get just
the tiniest bit tricky... but
only a bit. Phobos is the first
realOpponent you're going to
face and, believets, they just
get more difficultfrom. here
on’in. For-startérs; this.is the
first level with multiple floors
— there's only one upper level
but it still means that
shooting down on the enemy
from the area above the
sewer where the Red Armour
is can be an easy way to score
a frag or two. Remember

~ though that you don't have to
drop down from above to
enter the sewer. Instead you
can run through the central
passage from the main
courtyard and then use:the
very narrow steps that are
near the Red Armour to reach

~ the upper level.

Grabbing the Rocket
Launcher here is a piece of
cake - it's situated in the
small*room on the far left

Phobos

Shotgun, Plasma Gun,
Rocket Launcher

Haste

Yellow Armour x 1, Red
Armour x 1

10

side of the arena. Guarding it

is even easier, considering that
the only way in or out of the
room is through the doors
opposite the weapon...
however, don’t be caught
camping or Phobos will catch
you out for sure. Also make .

certain that you use the Haste
power-up (found on the other

side of the level) to the best
of your abilities — having a
Rocket Launcher that fires at
double the pace can certainly
ease the pressure a bit.
Finally, you should try to get

your hands orf BOTH setsiof

bertotally unprotected which
gives you a.good chance of
wiping him out!

BOSS STAGE:

Power Station 0218

This is another level that is
considerably smaller than
most of the others. The

PowerStation consists of two

large chambers (one

~ containing the Shotgun and

Yellow Armour, the other
holding only the Rocket
Launcher) and a number of, *
bendy.passageways

_connecting them, with a

smaller charmber between
where the power-up Spawn
point hides: Because. it's only
you against Anarki here, the
space isn't quite so miich offa
worry - at least you should
be -abléto find each other

‘guité'easily. There aren't that

many re-spawn points around

 either soif you do manage to
- score a frag early.on, you

Armour,ghat. way, Phoboswill  Anarki as he teappears, and

co@qquite casfly keep'hitting

rack up somekills without™ *

“him even touching you.

" The mainsPoint of this

- area has to be the Rocket
“Launcher. If you can get your
‘harids on it early and then
“dominate the collection of

power-ups (which both
spawn from the same point

‘alternately), you'll walk away

with this level in the bag.
Althoughigetting hold of the
Yellow Armour is quite
handy, it’s only worth 50
points — hardly worth
putting yourself on the line
fogThe narrow passages, on
thetother hand, make
scoring hits with the Rocket

4 Launcher easier than
{_shooting fish in a barrel...

just take care not to blow
yourself up in the process by
hitting a nearby wall. If a
Quad Damage power-up
appears, it's vital that you
get hold of it as quickly as
possible — considering how

[1] Due to the sewer helow the bridge,
an attack could come from any direction.
Make sure you're prepared when it does!
[2] By staying away from the edge, you
can easily avoid a surprise atiack —
pius, you can dominate the power-ups!
[31 One fiberal spray with the Plasma
Gun and you should he able to put
Phohos down for goodl. . . really.

LGET

Shotgun, Rocket
Launcher

Regeneration, Quad
Damage

Yellow Armour x 1

10

small the level is, you really
should be able to get a very
speedy victory before the
Quad Damage runs out.

[4] The twin power-up point means you
never know what you're going o gef. ..
[5] Anarki is fast. Keep your eyes open!

continued
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STAGE ONE:
frena Of Death s S

Finally, you find yourself
going up against more than
one enemy at once. This is
not actually too bad a fight as
both Mynx and Orbb are
pretty basic warriors.
However, the problem here is
that if you spend too long
wandering around trying to
tool yourself up, one of your
enemies might actually end
up hitting the Frag Limit
without even killing you!
Make sure you stay on top of
your game for this stage (and
indeed any stage with more
than one opponent in it) and
keep yourself above everyone
else’s frag levels.

Not surprisingly, the Quad
Damage spawn point is
located right in the middle of
the level where everyone can
see it — if the power-up
appears, you stand a good

% -

e —

o ;
.

s

2 AWAL.\

s

BN SR
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STAGE TWO:
ol Blue Monday

; This is quite a small level
with only a few key
weapons to speak of, so you
shouldn’t have too much

- trouble controlling it. The
most important thing that
you might miss at first is the
teleporter hidden in the
alcove at the side of the
lower part of the arena - it

“will warp you back up to the
‘platform where the Plasma
Gun is. If you use it with
people chasing after you, be
sure that you turn around

+ immediately after stepping
through, so that you can
‘blast anyone that follows
you. Warp Kills are very
important in levels with

. teleporters, so try to get
used to using this tactic, as
it'could besthe difference
between winning and losing.

If 'you're.looking.to use
snipingitactics, there’s only
one feasible place you can

chance of being picked off if | 2
you make a run for it. If you
don’t though, someone else
will grab it and then you'll be
finished... such is life. The
best spot to see when it
appears is from the Red
Armour alcove on the upper
level - from here, you can
keep your Armour points up
AND drop down to collect the§
power-up. Again though, )
don’t stick around for too
long or you'll be blasted from
all sides. Keep grabbing the
Rocket Launcher as it re-
spawns at the back of the
level (the same area where
the Plasma Gun appears,
strangely enough) but don’t
bother with the Grenade
Launcher. Unless you've got
especially good at predicting
where it'll bounce, it's pretty
much useless in this arena.

Stats

Mynx, Orbb

1

Shotgun, Plasma Gun,
Rocket Launcher,
Grenade Launcher
Quad Damage

Red Armour x 1

15

small bounce pad on the

right of the arena) will mean
that you can always stay one
step ahead of your enemies.

stand — directly above the
pit on the upper level, to
either the left or right of
the staircase. From here
you’ve got a clear view of
both the pit below, the
staircase and the opening of
the passageway leading out
of the area. Of course, this
leaves you open to attacks
from the passages on the
upper floor and the
staircases behind you, so
make sure you don’t use this
method for any extended
period of time. In terms of
weapons, the Plasma Gun
actually comes in slightly
more useful here thanks to
the confined space. The
rapid fire rate means you
can score plenty of quick
hits, leading to an easy frag.
Try to control possession
of the single piece of
Armour as there’s no doubt
that your opponents will be
focusing on this location.
Clever use of the stairs and
upper floor-{as well as the

Doom, Wrack

Shotgun, Plasma Gun,
Rocket Launcher

None

Yellow Armour x 1
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STAGE THREE:
Hidden Forlress

This is probably the first
level where you'll find
yourself getting lost quite
often — not in terms of
where you are but certainly
in respects to keeping tabs
on your opponents. There’s
plenty of level to lose them
in, so there’s a good chance
that you might find yourself
falling behind in the frag
count without even being
involved inthe action. Try to
keep mewing and make
good-use of the two
warp gates
available to
transfer.you
from thedower
regions of the
level upgto the
upper area. But

that doesn’'t mean that you
can’'t explore for yourself...
For starters,.the Red
Armour is. located rather
conveniently in @ narrow
gully on-the lowestifloor. —
this means that while'youll
be able to grab it quite
easily, you cangalso use it as
a lure to bring ‘the other
warriors'into a trap for your
Rocket Launcher. The
Lightning Gun also proves
handy for wiping out
enemies in.a clinch. To get
your hands on it, you'll need
to jump right over the gully
with the Red Armour in it
and land on the platform on
the other side. Of course, it
being an incredibly tall level
means that those of you
who prefer to snipe down
using eitherthe Rail Gun or

[1] Haste is great if you're looking to
keep several steps ahead of the
enemy. . . literally! [2] Gotcha! Now
who's the daddy, eh? [3] Scoring
accurate hits with the Rail Gun is hard!

the Bouncing Grenade
Launcher will be in their
element here. Once you'get
hold. of themy you should be
able to rack up some frags
quite easily. Just don't fall
too far behind on the frag
count or you'll never make
it up in time!

Stats

Visor, Daemia, Keel
Shotgun, Rail Gun,
Grenade Launcher,
Lightning Gun
Mega Health

Red Armour x 1, Yellow
Armour x 2
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\Tier Three

STAGE ONE: s
BB, Place 01 Many Deaths _~%5

Pretty big level, eh? Well,
g don’t worry — you'll hardly
' have to go anywhere in the
Place Of Many Deaths (and
‘the only people doing the
dying will be your
opponents). There’s a central
staircase that goes all the way
up from the bottom level of
the arena to the very top, but
fwatch out when you're going
Jup it because there’s a
massive gap in the middle
that leads through to the
chamber beyond. When you
* reach the top, you'll be able
ito grab the Rocket Launcher
from the alcove at the end —
now just drop down to the
b floor below and you'll be in
Ithe chamber where the Quad
. Damage re-spawns. This is
"where you'll be spending the
‘rest of your time... unless
you get fragged of course.

ol

[1] Use this fioost pad and you'll be
thrown all-the way-across to the other
side of the arena. [2] The Rail Gun is
great here. .. just don’t hother with the
hounce pads on either side. [3] Alh, Red
Armour — getting it can be really tricky
though. .. [%] Don’t let him get too
close; just nail him with a rocket, quick!.

there’s only one opponent
here, you'll be better off
giving chase rather than
waiting. The best time to hit
him is when Kiesk triesto
use the bounce pad in the
middle of the arena(to reach
the Red Armour high above —
because of the set trajectory
that the bouncespad: offers;
you'll easily be“able to aim
and fire as he jumps up. You
should try to, get him before
hereaches the Armour — then
you'll finish him in ohe shog,
éspecially with the Rail Gun.
Otherwise you'll have to
resortto using either the
Lightning Gun @f.the Rocket
Launchersboth ‘of which can
beifound in the main chapel
at the rear of the arena.

BOSS STAGE:
Dark Chapel

Not exactly the most friendly
of environments — with only a
few weapons to speak of
(although all of them are
pretty powerful) and a single
piece of Armour placed in the
most obvious position
imaginable, you might have a
bit of a tough time dealing
with Klesk. It all depends on
the type of game you play.’An
aggressive strategy will prove
slightly more useful than a
defensive one simply because
of the few elements that the
level has. If Klesk manages to
get his hands on the best
items (namely the Red Armour
and the Rail Gun), you'll
probably find yourself as
nothing more than a bloody
stain on the floor.

The Rail Gun is found
beneath the small platform at
the front of the arena - there
are‘bounce pads on either side
of it, altHough they're rather
useless as they only send you
up' to the balcony overlooking
the arena floor. This'is.an ideal
sniping point but, considering

s
T

Klesk

Rail Gun, Rocket
Launcher, Lightning Gun

None

Red Armour x 1

15

Bitterman, Angel, Grunt

Rocket Launcher,
Shotgun. Plasma Gun

Quad Damage

Red Armour x 1
\

Restock your rockets with
the crate in the right-hand
corner and wait for the
enemies to come to you —
they’ll all come here in
search of the Quad Damage,
even if it hasn't appeared
yet. Take them out as the§
come through the various
corridors towards you (watch
out if one of them has the
Red Armour ~ it'll take more
than one rocket to finish
them off) and keep your eyes
open for the Quad Damage.
When it appears, grab it
immediately and then whip
out either your Machine Gun
or Shotgun. You should have
one because the fragged
enemies will have dropped
them. Save your Rockets for
when the Quad Damage
wears out. Just go on a
close-up blasting spree and
you’ll have that Frag Limit
very quickly!

s
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STAGE TWO:

It might seemlike a rather
complicated mixture of
winding staircases-and
nothing much else, but you
can actually get quite a good
strategy going once you know
the layout of the level. For
starters, this is a good place
to get the hang of the Rocket
Jump technique - it comes in
incredibly useful for getting
up to the platform with the
Red Armour on it without
having to run all the way
around the back of the level.
You probably won’t have to
go near the area where the
Shotgun is (by the bounce
pad) because, by
monopolising the upper
platform, you should be able
to keep the rather predictable
computer opponents under
control quite easily.

Ignore the Grenade
Launcher and stick to using
the Rocket Launcher (located
in the small alcove just
opposite where the Red
Armour ean be found). Pick
up the weapons dropped by
fragged enemies and you
should be able-to"have a

Hossman, Stripe

Rocket Launcher,
Shotgun.Plasma Gun,
Grenade Launcher,

None

Red Armour x 1. Yellow
Armour x 1

20

Shotgun as a backup when
your rockets run dry. Stay on
the top platform-and-run back
and.forth between the,spawn
points for the Red and Yellow
Armour, using your elevated
position to snipe down on the
opponents: If you see either
of them taking.the lead in‘the
frag stakes, leave your.
position and give chase
through the narrowscorridors.

Try not to stray too far
from the Armour; though, or
you might find yourself losing
your.advantage. There's only
two of them to deal with and
they're not very bright — it
shouldn’t be too tough to
come out on top.

PATRIOT ENTERED
‘g BIx®mm mNTEMRKD T

LN e S R

STAGE THREE:
The Camping Grounds

You might feel a bit
intimidated in this level - it's
not exactly the easiest level to
get to grips with. However, if
you know where all the best
stuff is, you should be able to
take control quite quickly. As
you-might be able to tell, the
key point for item collection
is the top floor above the
pillar staircase — you can

[1] The raised platform is the place to be if you're looking te'concentrate on Sniper
attacks here — the Red Armour is also on it o make sure you stay on topl [2] The
Rocket Launcher might be a tasty weapon but it’s in a dead end. . . go for it and you're
a sitting duck! [3] There’s only two enemies here so keeping on top of the level
shouldn't e too difficult. Just make sure you stick to them like glue!
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reach it by using the massive
bounce pad just around.the
corner from the base of the
stairs (where the giant
pentagram is drawn on the
floor). Grab the Rocket
Launcher as you dash past
and then reap the benefits of
picking up a stack of Ammo,".
the Red Armour, the Personal
Teleporter AND the Mega
Health power-up. When
you've got all of these, there
isn't a chance in hell of
stopping you.

However, the Rail Gun is a
pain in the neck to get -~ it's
sitting on a tiny platform
hiddenrright at the very top
of the level. IF you can get
yourhands' on'it, though,
you'll have the best weapon
for the level. Due to the
sprawling layout with .all the
different levels, you'll be able
to find yourself a good spot
and take out anyone that

dashes past. The only other
weapon worth getting hold ‘of
is the Plasma Gun= the
Rocket Launcher fires too
slowly to be'any good when
your opponents are dashing
past you at top speed:
Basically, staying high is the
name of theygamie in this
arena...-othérwise, you'll just
be"a sitting duck,

Stats

Ont
Biker, Patriot, Wrack

Rocket Launcher,
Shotgun.Plasma Gun, Rail
Gun

Power-Ups Avaitable
Personal Teleporter, Quad
Damage, Mega Health
Armour Availahle

Red Armour x 1. Yellow
Armour X 1

Frag Limit

20

BOSS STAGE:

Fatal Instinct

Given that this is pretty
much the halfway point in
the-game and you've got a
rather nasty-looking boss to
go up against, you'd have
thought that you might have
to put up more of a fight
than you do to get past
Uriel. He's pretty wimpy by
all accounts and the fact
that he has a thing about
walking in front of your
rockets, makes him even
stupider than he looks. The
only problem you might
have here is the fog — it
certainly hampers your
chances of scoring long-
range hits and can lead to
quite a bit of wasted ammo.
As you might have
guessed, the key here is to
get up onto the raised
narrow platform and grab
that 'Rocket Launcher before
Uriel can. That way, he
won’t have very much to

“throw at you in the way of

offense (with the exception
of that rather dodgy Plasma
Gun, that.is), while you'll be
able'to rain down on him

[ 1] Control this upper level of the arena
and you'll control the entire level. .. ha
ha ha ha! [2] There are plenty of
opportunities for chasing enemies down
corridors with your guns blazing here.
[3] The Personal Teleporter is oreat for
getting out of a tight situation. [4]
Another frap — keeping goiny like this
and you'll be the winner in no time!

Uriel :
R’ocket ’L‘;u‘nche‘r.
shotggn Plasmg Gun
bu;é !.):amvag‘e %
Vleyllov:l‘)\’rmour X1

20

with a volley of explosive
death. If you can grab hold
of the Quad Damage when
it appears, even better. Due
to the enclosed nature of
the level, you should be able
to chase him round between
all of the re-spawn points
and keep taking him out
before he gets a chance to
restock on his weaponry. IFf,
by some crazy luck, he
manages to get hold of the
Rocket Launcher, try to lure
him into firing at you before
dodging and letting loose

a shot of your own. Keep
doing this until he goes
down and then you have tQ
make sure that he doesn’t

get hold of it again!

e

continued:
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5
Tier Four

- |{ STAGE ONE:
d Temple 0f Retribution

P Oooh, nasty. This is a real
 bitch of a level, just because
it's so darn huge - it's quite
! easy to get lost at first and as
" for actually finding someone
to shoot as you roam around
taking in the scenery... well,
that’s an entirely different
kettle of frags. Spend the
time when you're not
scrapping, picking up useful
" weapons like the Rail Gun (on
the end of the walkway over opponent,toshoot. Also,
the lava) or the Shotgun (near don't forget about the Mega
the room with the massive Health hiding behind the-warp
., Staircase) — you'll be glad you gate beneath the walkway
¢ did. If you want the Red Lucy, Major, Keel over the lava - it's quite easy
* Armour, though, you'll have to to miss. Most of all though,
go hunting for it. Find the don't let oneof your
room with the massive opponents walk away with
staircase and grating in the Personal Teleporter, Quad the Frag Limit. Just because
floor, then head up to the Damage, Mega Health you can't find yourenemies
raised walikway. Run alqng it VeI AT ot X3 Red doesn’t mean you.have to let
and push into the glowing Armour x1 them win....does'it now?
square in the wall at the side. 7
Now dash over the grating 20 SBEEHS-

Shotgun, Plasma Gun,
Rocket Launcher, Rail Gun

that has just opened ahead Lost World

and drop through to find Could this level-be any more s

where the Red Armour is. Joy!  good for getting you out of annoying? Probably not —
ik, , The Personal Teleporter scrapes, out of the lava or after all, there‘are so many.

(located just next to the just as a tactic on the off- times whén you’ll be able to
switch that opens the secret chance that you warp to see ap'item you want and yet
area on the upper level) is somewhere where there's an not be able to reach it...

[1] Grab the'Rail Gun
and then use thie bounce

uail'to vet out of there!
[2] If youkeep your
distance, you'll he able to et
some good sniping hits on your
enemies. [3] Watch for groups of
opponents fighting amongst each other,
then capitalise on your advantage!

feomcast Solutions | Issue 9
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unless you're a master of the
Rocket Jump, of course. First
off is the Mega Health. Sitting
on a platform just too high to
jump up onto normally, you'll
need to hit the bounce pad
situated to the left and drop
down through the gap at the
side to fall straight on top of
it. Then there’s the Quad
Damage... it's so annoying it's
scary. If you try to reach it
from beneath, you'll just end
up falling inte the lava below
- and that (as‘you might have
guessed) is bad. If you can
make it up to the vefy highest
platform, though, you'll be
able to fall.down and get it
before ‘jumping back to the
platform behind you. By, that
time, however, someone else
will probably have grabbed it.
As for your opponents...
““well, you'll'probably have a
seriousgproblem keeping tabs
on thems This proves tough
for making good use of the
Quad Damage, as the 30
second time limit will
probably run out before you
can even track one person
down. Aside from the
Grenade Launcher (which can
be fired into blind corners on
the off-chance that you might
hit an unsuspecting enemy),
none of the weapons really
have an advantage over the

Visor, Cadavre, Hunter

Shotgun, Rocket
Launcher, Lightning Gun,
Grenade Launcher

Medkit, Quad Damage,
Mega Health

Yellow Armour x1, Red
Armour x1

20

others'so try to.grab as many
of them as possible‘in‘arder
to keep the field level. If you
can really.be bothered, you
can even go for the Medkit,
but it's certainly Hot a vital
item to coflect.

STAGE THREE:

Let’s face the truth - this
Dreamcast-specific arena is a
real pain in the backside. It's
basically one massive cylinder
with tons of spiral staircases
and platforms goingwip a
whole five floors..You'll
spend so much time chasing
your opponents up and dewn
without actually hitting them,
that you'll probably get tired
of doing it. Learn the
quickest routes to’all of the

. f >
| | T
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key items and you might
just have a*chance... and
you'll want’to be sneaky with
it as wellt

A primary item here has to
be the Invisibility power-up as
it'll mean you won’t have to
worry about chasing after the
enemies. Instead, you can
just stand still for the full 30
seconds and leg them €ome
to.you = getshold ofthe

J'RocketLauncher from the

back platform opposite the
power=up on the bottom level
and then get a clear shot on

- your opponents to finish

them in one shot. If you don’t
score the hit, they'll see the
muzzle flash and know
exactly where you are, so
beingready to makéwa break
for it is always a good idea.
The other important item
is obviously, the-Red Armour.
Located onithe very top level,

" the only way tofreach it is_to
) jump onto the bounce pad

opposite on'the floor below
and fly up. Getting down is a
slightly differént matter,
though, asiyou’lkneéd to look
where yotffe jumping unless

you want to fall a long way
and lose stacks of Health.
Don't neglect the central
bounce pad for easy access
to the fourth floor or to use
as a lure for hitting
opponents who try to use
it... you really can’t miss.

Stats

Slash, Razor, Gorre
Shotgun, Rocket
Launcher, Lightning Gun,
Grenade Launcher
Invisibility

Red Armour x1

20

[1] The Machine Gun always comes in
handy for cleaning up. .. don’t use it too
often though! [2] The Shotoun, on the
other hand, is great for up-close and
personal combat in narrow passages like
the'ones here. [3] Get the Lightning Gun
and toast your enemies {0 a crisp!

Y
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BUSS STAGE: T
The Proving Grounds -5 ~=»~

Going up against Tank JR isn't
as worrying a prospect as it
might sound — despite being
the size of a tank (well,
duh...), he’s no tougher than
any of the other warriors in
the tournament. However, the
layout of the Proving Grounds
could make things quite nasty
if you don’t keep your wits
about you. For instance, this
is one of the first stages
where the teleporters actually
link to one another. There's
one in the main chamber at
the top of the central pillar
and another at the bottom.
Using them in quick
succession can mean that
you'll be able to nab both
Yellow Armour pieces

AND still be able to remain

in the main chamber - this is
where Tank JR spends most
of his time, so you won't
have to wait too long for
him to show up.

As is usually the case, the
Rocket Launcher is the
primary weapon to go for
(unless you prefer more

rrsss e eRg,
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Tank JR

We

Shotgun.
Rocket Launcher,
Lightning Gun

close-up fighting, in which
case you may prefer the

Lightning Gun). Unfortunately,

going to collect it will leave
you in a rather vulnerable
position, so make sure the
coast is clear before heading

out to grab it. The best thing

to do is collect both sets of

Yellow Armour and all of the *

Armour shards lying around —
you should be able to build
up a safe level of Armour
points so that Tank JR won't
be able to do you any real
damage. Now you can loiter
around the upper main
chamber and keep him at bay
by simply watching for him to

enter. You shouldn’t have too .

much trouble reaching the
Frag Limit before him.

O oL WAS IN

Another Dreamcast-specific
level and guess what? Yep,
it’s another really annoying
level to score any frags on.
It’s not much more than'a
series of platforms with tons
of pillars in between,-and
with only two'bounce pads
available to leap from the
bottom to the middle and
the bottom to.the top, you'll
be using the stairs quite a
bit. To make things worse,
there’s no-real Armour pieces
to speak of — only a selection
of shards located at the base
of the biggest bounce pad
near the Rail Gun. Not
surprisingly, this is areally
good place-to control'as
you'll have the best weapon,

” jonents

Daemla, Patnot Angel

Wea

Shotgun,

Rocket Launcher,
Plasma Gun,
Rail Gun

all the Armour and an instant
escape route to the top level
if things get a little bit too
hairy downstairs.

The large number of pillars
means that there are plenty
of places from which to
spring surprise attacks - also,
the elevated platform in the
middle can prove ideal for
sniping if you've got the Rail
Gun. Muchof the time, the
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the pathway is narrow, so they .
won't:be able to move out of the *

threéopponents congregate
around the lowest level so

nothing inside), you'll need

hittinggthem shouldn’t be too
difficult. Remember though
that the high level of cover
means it could be easy to
lose track of where your
enemies are thus you could
wind up being bottom of the
kill board. Just stay calm and
stick to controlling your
chosen area of the level - it's
not exactly huge, so you'll
find people coming your way
pretty regularly. Keep the
Rocket Launcher as a backup
and then use that Rail Gun
like there’'s no tomorrow to
finish on top.

STAGE TWO:

The Beuncy Map

Remember how much you
absolutely hate bounce
pads... especially the ones
that throw you off at an angle
backwards? Well, there's
absolutely tons of them here
- that's why it's called The
Bouncy Map. If you find
yourself falling into one of
the large pits at either end of
the level (both with practically

to use thepads in order to
get out again. This'll leave
you as a sitting duck.because
of thé trajectory,.but if you
hold down eithér-of the
Strafe buttons as you jump,
you should be able to alter
your flight path enough to
stop enemies picking you off.
Of course, they don't know
how to do that.

Climb the stairs in the
middle of the level and you'll
find the only Rail Gun in the
whole arena — grab it quick
because it'll come in‘very
handy. For the rest of the
time that you're in‘this'arena,
you can actuaily stand up on
top of the central platform
and simply snipe any
opponents who try to use the
bounce pads® They'll always
fly up'in the'same direction
depending on which pad:they
use, so hitting them will be a
piece of cake. If they try to
comesat you from the stairs
on either side, even better

%,

way oftyour shots. The only. time

you'll need to move is when you
either need to grab the Red
Armour (easily reached by
walking alongsthe platform just
beneath the Rocket Launcher) or
restock on Ammo (in the very
bottom chamber). Other than
that, you'll have this level in the
palm.of your hand!

Stats

Sarge, Doom, Bones
Shotgun, Rocket
Launcher, Plasma Gun,
Rail Gun

None

Yellow Armour x1, Red
Armour x1

25
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STAGE THREE:

The Longest Yard

Without a doubt the nastiest
level in the whole of Quake Il
Arena - it was originally the
last level in the PC version,
but they've brought it
forwards on the Dreamcast
just for you. How nice.
Anyway, the reason it’s so
nasty is because everything is
so spaced out and open - no
matter where you are in the
level, someone’s bound to be
able to see you and land a
few shots. Also the weapons
and items are all so far apart,
it'll be virtually impossible for
you to keep control of even a
few of them. Concentrate on
keeping it simple — grab the
Yellow Armour by hitting the
angled bounce pad on the
upper platform and therts,
quickly dash round for the

W e
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Red Armour on the narrow
walkway as well. Then drop
down and hit the lower
bounce pad facing out into
space to reach the distant
platform with the Rail Gun on
it. This is a path that you'll
want to run around on a
regular basis, just so you keep
yourself stocked up on
Armour and weapons.

The cluster of bounce pads
in the middle of the arena is
an entirely different matter.
Looking at it as you face the
platform where the Rail Gun
is, there are only two pads
you'll actually need to hit to
get anywhere. The ones on
either side and the front will
simply send you back up onto
the higher platform with the
Red Armour — the others will
lead to more interesting
places. Jump on the very top

i &q‘ Drsamcait& Soltions ]y's’suve 94
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Xaero

Plasma Gun, Rocket
Launcher, Rail Gun

Battle Suit

Yellow Armour x1, Red
Armour x1

25

pad and you'll fly up towards
the Mega Health directly
above... however, hitting this
pad can be quite tricky. The
pad at the back will launch
you up to another pad,
leading to a tiny platform at
the top — this is where the
Quad Damage is. If you're
lucky enough to arrive when
it’s there, grab it and quickly
dive into the teleporter to
drop back down. Now make
the most of your time

“powerediup — you'll certainly

need,it here!

£ BOSS STAGE:
A Hell's Gate

Thefinal battle against the

‘ ) dltimate, warrior (no, not.the

crap wrestler... it's Xaero' the

~ killer monk!). ‘Beliéve us.when

we saysthat if there was an
award for being the most
annoying, bullet-dodging,
cragk-shot git of an opponent
in the whole of Quake I/
Arena, Xaero would win it
hands dowmn. Still, 'he IS the
last bgss. " sowhatdid you

expect? Needless to say,
Hell's Gate isn’t a particularly
nice level either — with a
rather nasty fog brewing
beneath the central walkway
(don't fall in) and the best
weapons and Armour placed
at different ends of the level,
you might just have a bit of a
problem here.

The choice is whigh
weapon you're better at
using - if you're a dab hand
with a Rail Gun head for the
upper level-at thefback. If
you prefer the,Rocket _
Launcher, just.go forthe
front'of the Jower section.
Ignore the'Battle Suit unless
you're'really desperate. st
won’'t do you much good
here unless . Xaero starts

"“throwing rockets around, but

hé seems to prefer the Rail
Gun. GET THE ARMOUR - we
can’t stress that enough
here. The Red Armour is

Major, Orbb, Sorlag

Shotgun, Rocket
Launcher, Rail Gun

Quad Damage, Mega
Health

Yellow Armour x1, Red
Armour x1

25

beneath the upper level,
while the Yellow lies in a
chamberjust to.the left —
grab both just to be sure.
Now just keep moving and
hope that Xaero.is.in-a good
mood. For some reason; it
seems that bullets just seem
to slide off him, so, unless
you're rather good, you
might want to keep your
fingers crossed too... @
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Dreamcast, PlayStation, N64, Gameboy and PC CD Rom
New and Pre-Owned Games for Sale and Exchange

Consoles, Games and Accessories
Mail Order Now Available

83-85 Holme Luﬁe, Hillshorough, Sheffield S6 4P Tel: 0114 2345002
Open Mon - Sat 10am - 5.30pm - All Major Credit Cards Accepted
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Change that Ringtone, Personalise Your Nokia Mobile!

NEW RINGTONES & GRAPHICS

SENT STRAIGHT TO

only

60,

per min

“Simply call the number

YOUR NOKIA MOBILE

select your tone

Press 9 and order it!"

ABug's Life

Aero Dancing
Aerowings

Air Force Delta
Armado

Blue Stinger
Buggy Heat

Bust a Move 4
Carrier

Chao Adventure
Choo-Chao Rocket
Climax Landers
Cool Boarders Burrn
Crozy Taxi
Cueball

Daytona USA 2
Dead or Alive 2
Deadly Skies

Dy Cop

Expendable

Fighting Force 2
Flag to Fla

Four Whee?Thunder
Furfighters

Gountlet Legends
Generator

Get Bass

Giant G. Wrest. 182
Giga Win

Godzilla Generations
GTA2

Gun Bird 2

Half Life

Hardcore Heat
Hidden & Dangerous
House of the Dead 2
t'lydro Thunder

Dynmmte Deka

Ecco the Dolphin
ECW Hardcore Revol.
Elemental Gim. Gear
Episode One: Racer
Evolution

Evolution 2
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Dreamcast .

NINTENDO“

GAME BOY

Alt fogos are trademarks of their respective companies

COLJR PlayStati ch

Jet Set Radio
Jimmy White 2
Jojo’s Bizarre Adv.
King of Fighters 99
Legacy of Kain
Magforce Racing

Marvel vs Caprom 182
THE ABOVE LIST IS JUST A SAMPLE OF WHAT'S ON OFFER
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There's 1000s to choose from!

Visit:

Magforce Racing
Metro. H'way Battle
Millenium Soldier
Monaco Grand Prix
Mortal Kombat Gold
NBA 2K

NBA Showtime
NFL 2K

NFL Blitz 2000
NFL 0B. Club 2000
Nightmare Creat. 2
Omikron

Pen Pen Triicelon
Plasma Sword

Pop ‘n’" Music
Power Stone 1 & 2
Psychic Force 2012
Puyo Puyo

Quake 3

Rainbow 6
Rayman 2

Ready 2 Rumble
Redline Racer
Resident Evil 2
Resident Evil: Code V.

Rippin Riders
Roadsters

San Frandisco Rush
Sega Bass Fishing
Sega Rally 2
Seventh Cross
Shadowman
Shenmue

Shotuko H'woy Battle
Silver

Slave Zero

Sonic Adventure
Sout Calibur

Soul Fighter

Soul Reaver

South Park

Space Channel 5
Speed Devil

Star Gladiator 2
Street Series

Super Speed Racing
Suzuki Alstare Ext.
Swaord of the Berserk
Tech Romancer

Tee Off Golf Enter

09065 899 977

www.lconaphone com

Test Drive 6

Time Stalkers

TNN M'sports H Heat
Tokyo Extreme Racer
Tomb Raider 4 & 5
Tony Howk's

Touﬁon Retsuden 4
Toy Commander

Toy Story 2
Trickstyle

UEFA Striker

Ult. Fighting Champ.
Urban Chaos
Vigilante 8 - 2nd Off
Virtua Fightr 3TB
Virtua Striker 2
Virtua Tennis
V-Rally 2

Wacky Races

Wild Metal
Worms:Armageddon
WWF Attittude

WWf Royal Rumble
Zombie Revenge

INTERNATIONAL ACCESS +44 (0)700 5900 020

TO SAVE TIME DURING YOUR CALL YOU MAY PRESS
€ TO RESTART SERVICE OR €1) TO MOVE BACK A STEP

WALKTHROUGHS FOR ALL MY TOP GAMES

Please ensure you have permission of the bill payer. Calls to the under 16 number have a
maximum cost of £3.00 and will be terminated by forced release after 5 minutes. No restrictions
apply to the over 16 number. Ensure you are calling from a touch tone phone. Please put
comments or queries in writing to Interactive Telcom Ltd., 8 Grants Walk, PL25 5AA or call our

Customer Service: 08700 885 656

WWW.CHEATSUNLIMITED.COM

PlayS(a'\on 9066 ﬂm

l COS \w‘»r‘d' u\\‘

Pc PfRSDNSAGEDUNDERMMY(ALLTHISHuMBER " MOBII.E PHGIIE Acc:ss ‘ \-‘
! 7 )

sl 3 0700 5900 615

R p«ayszan;hz INTERNATIONAL ACCESS. +44 (0)700 5900 020

TO SAVE TIME DURING YOUR CALL YOU MAY PRESS
€ TO RESTART SERVICE OR €2)TO MOVE BACK A STEP

WALKTHROUGHS FOR ALL MY TOP GAMES

Please ensure you have permission of the bill payer. Caolls to the under 16 number have a
maximum cost of £3.00 and will be terminated by forced release after 5 minutes. Na restrictions
apply to the over 16 number. Ensure you are calling from o touch tone phone. Please put
comments or queries in writing to Interactive Telcom Ltd., 8 Grants Watk, PL25 5AA or call our

Customer Service: 08700 885 656  WWW.CH NLIMITED.COM

NINTENDO™

r DS et
6] - o5
Dreamcast Ph»v‘n:l lon Q C

PlayStation.2

Dreamcast
PC CD Rom
Nintendo 64
PSone
Gameboy
PlayStation 2

1000s Of Games Always In Stock

We Guarantee To Get You
Any Game, Any Machine,
Any Country (Eurao, USA, Jap)
Delivered To Your Door
Free First Class Paost For All UK Customers
New Releases From £19.00

Platinums From £14. DD
Classics From £8.00

All Prices Include VAT

-~ All Hardware Available

Order With Confidence




bl o -:i“eam;cai'tv et

@é@gers guige

- Sega’s answer to Gran Turismo. finally hits==
the UK, -and.it’s a corker! Downforce? Ride
2 SpEAEiERIENErNGI what?! Don’t.

and with the "

eszential information:

Seqga T

It’s up to you but we
recommend these...

=i Steering
rART BUTTON

) Change Gear (Up)
Publisher | Sega
Developer | In-house

Origin | Japan o Gea
(Down
Price | £39.99 I i s e

Genre | Racing ) View Change

Handbrake

Release | 8 December ; +., Please remember that car dealer. You only have
B «* this guide only deals 10,000 credits, so you'll be POSITION LAP ‘ :m
2 with the Official Cup, the better off buying a good 5/ I
R Accclerate Licences and the Carrozzeria. ~ second-hand car. We 6 2 COURS
O » The Event Races will be recommend buying the AZ-1. TOTAL REEURD-:—-T :
. covered in the next issue. You should be left with 0254”331 —
S e B s h vy, The first and most enough dosh to upgrade to a FASTEST LAP o e
ah S o ( , important thing to do, is to  Street Muffler. Do this by 017267213
v buy a car. After all, you'll look taking your car to the Tuning
a bit stupid if you try to run area. Now you're ready for -
around the track! Visit the your first race!

POSITION LaP TOTAL TIME
5/ 1/ 00' 137645
f g 2 COURSE UIEW LAP TIME
{ TOTAL RECORD D0' 137645
: “Aﬂ“mnleﬂﬂlll:lv 02547991 ' B s
e posito v well-rounte FASTEST LAP
e e N < game that will 0126”413

Logo during play Y
Mini-Qame Y

keep car and

NEERT” X/

Find a job, train up your driver > @ ﬂ:lia“ng :;Igulst::m
and get ready for your very own 3 lllﬂ: time.” g,
pocket racing gamel... ong time.
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TOTAL RECORD,
02705607
FASTESTLAP
AT )

Exira Class Gup

» The only race that you are allowed to enter is the Extra Class
Cup. This cup consists of three tracks, each of two laps. Only E
Class cars are allowed to take part — E Class is the least powerful
class of car, so don’t expect to be

feeling the G-force on this one.

B SKY PEAKTRACK

The simplest track in the
game. All the corners are
gradual. Take them all on the
inside, and you’ll be in pole
position in no time at all.

Although shghtly more
difficult, this is still relatively
easy. Every corner, apart from
7, can be taken at full speed.
On corner 7, you will need to
tap the handbrake a couple of
times. Corners 4, 5 and 6
need to be cut into, so take
them early, and wide.

TOTAL RECORD

0205”607
FASTEST LAP
00°58"607

i POSION o ARy
<2
TOTRLRECORT

00587607

TOTAL TI

#0036 38

S

LAP-TIME
0o’ 38"3

-

CHEEKVBUR GarAGE

mnnr i KA/
‘ 0 MT

G AT

Prize: 15,000 credits

If you come fFirst on all
three tracks, you will
receive the Cappuccino
car. In order to continue
you will need to earn
yourself a B Licence.

©

et At —

right, you'll be ﬂne Although it outside barrier. You'll need to
might look like you're going to  use the handbrake to initiate a

I

H]

@A Time

00716438 hit the inside barrier of corner  slide through corner 6. Corner
uew LAP-TIME The only corners that require 3, take it early as your car will 7 requires a small handbrake
0o/ IE“SBR some skill are the slaloms. Take  slide out and carry you around ~turn at the start. The drop in "“‘":"% ! mepay e
——l= 9 é ) COURSE uiew P TIHE
IS . the first corner of a slalom it. If you take it any later, the speed should get you through '.,';‘;;“g“;{;i o
& W i | early and immediately counter  slide will carry you into the the rest of it. ety
s { the turn to make it through 5\ P
the next one. The tracks are P i

» 8 ELLrY
designed so that you can just % S ‘llAM
get round them. As long as < 3 P et

you get the feel of the turn b s
B e e iy TR g O homae  wm
lllllslllﬂl;ﬂll %‘?w 09 7! 852 Wﬂlll RECORD 5 né‘:l"’:‘z!

{)‘|S'7lis' m "3 dm(‘sl 12#'
7 »
’ ’ ‘ Ay ‘% Ly

\!’""L“/ o QELLFE
£ 1,4 ‘ = e
A Ty 10 ‘ i

AR 2V

"
T - comti e
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Licence To Thrill

» Head for the licences section. While you are here, you may as
well complete all the licences. Don’t worry, they aren’t really
that hard... (snigger).

Car Of Choice:  Ralliart: Toppo 4WD
Track: Night Section A
Time To Beat: ~ 1'53'642

This is really easy. As long as you get around the track without
losing too much speed, you'll smash this time!

course uiew (AP TIME AR TINE

— =GOURSE UIEW
00°037683 g ™

FASTEST LAP
0143782,

CUALIFY TINE
053 842

course wew 140 TR course uew
00'08" 068

PRSI

85337150

QUALIFY TN

01157268

R

Car Of Choice:  Ralliart: Lancer Vi

Track: Night Section A
Reverse

Time To Beat:  1'35'268

This is where the cars start €

getting a bit more powerful. Due to the pure grunt of
the cars, you'll have to be very wary of slamming your
foot on the accelerator. Putting that much power onto
the wheels will tend to make the car slide all over the
place. When coming out of a corner, gradually apply the
power over a second or so.

Rather than hand-braking the corners, it may be best
to ease off on the accelerator for a second. Don't
release it completely - just losing 10mph can help you
out significantly!

Handbrake it around corner 7. Slow down as you
approach corner 3 and cut into it. Just remember that
tearing around this course won't get you anywhere. Be
over-cautious and slow down on any corner that you're
not sure about.

course wew
) 180
68

LAP TIME
01077866

.
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HBLCENCE. =

Car Of Choice:  Ralliart: Mirage ZR
Track: Night Ground
Time To Beat:  0'44'327

Along with Sky Peak Track,
this is the easiest track in the
game. Take all the corners at
full speed. Cut into corner 3
in order to avoid hitting the
outside barrier.

course ulew 149 TINE

80 05°726

- COURSE View LAR TIME
- 00127087

FASTESTIAP

99°40°323
QUALIFY TIME
80°44°327

.o

COouRse Uiew LAP TIME
20°217388
TASTESTLAP
00 407323
QUALITY TINE
09°44°327

O
o’
'

LAP TIME
00°07°825

courSe uiew
FASTEST 1aP
0124”115
QUALIFY TIME
817277078

L L

S

[ SA LICENGE

Car Of Choice:  Renault sport: Clio V6
Track: Night Section B
Time To Beat: 127079

This is a tough one. You'll
have to be careful not to turn
too tightly — the car will just
do a donut spin on you. As
you turn into the slalom (2),
release the accelerator. Apply
it again as you go into the
second part of the slalom.
When you see the yellow
marks on corner 4, release
for half a second, then
gradually re-apply the power.
Completely release the
accelerator once you are
halfway through the right-
hander, which approaches
corner 5. Keep right, then use
the handbrake to get around
corner 5. This is a vital corner,

COuUuRrRse Uiew

FASTEST LAP
01°24" 115
(QUALIFY TIME
01°27"0738

and it will determine whether
you get the licence. It's OK to
hit the outside barrier on
corner 5 - in fact, it helps to
bounce off it. The important
thing is that you come out of
it at a decent speed, ie no
less than 65mph. The final
important corner is corner
10. This is the second part of
a slalom. You must release
the accelerator momentarily
for this corner. If you don’t,
the car will without a doubt
spin out on you.

LAP TIME
01107236

. CHECK POINT 4

COuURSE WEw LAP TIME

00147218
FASTEST (AP
81287 115
QUALIEY TiME
0277078

OURSE UIE UL iy ApHME™
I~

004167847

=

e couRse uiew LAP TINE

& i 00587512
2 & '

FASTESTLAP

UALIEY. TiME
oraTene

=

CHECK POINT 3
00°547245
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A/B I/? -é:'oﬂ';ﬁi'é Jieai LAP TIME

Lo Sedie
nm w o 00257208 TOTAL RECORD 0o'317a01
FASTEST 1AP
00°66 643 00°6E" 543

B Class Gup

» Now that you have a B
Licence, you will be able to
buy a B car. We recommend
buying the used MR2 G
Limited SUPER CHARGER
(AW11). Select it, and take it
to the Tuner. Upgrade it with a
Step-2 Super Charger, a

Cean setecT
P TOYOTA ‘Lo

You can take this in the
same way as you did in the
E Class race. There are two

Sports Muffler, and a Step-1 notable differences. Just after

Weight Reduction. You may have some money left over. corner 2 there is a small dip, which

Upgrade any other parts that you wish to — just remember leads into corner 3. As you approach this dip, go into vlz'“/umlll«" S Jouas e

that it isn’'t necessary. 5th gear. Don't worry if you're not quite high enough i RN, i3 152
You can only access this event once you have earned a B for it — the hill will get the revs up. Corner 7 can be

Licence. This cup consists of four tracks of varying difficulty. taken by releasing the accelerator. Gently re-apply it if

The power of the cars is more than double what it was you slow down too much, and tap the handbrake if

before, but they are heavier, so you still won’t be driving at you’re not going to make it. You should be able to come

really high speeds. out of this corner in a comfortable 4th gear, but drop

\i\rﬁto 3rd for the extra boost.

'YEEEEEREEEEEENENENR NN R N R NN N NN B B NN

] T T
| H ” b 7 % 00°21°945
& GREAT ROGK ROAD| .
‘:bx AT B e
This is a really simple track ! 3}
once you figure out how it
works. Corner 1 can be taken
at full speed, although you
should turn gradually to avoid
spinning out. You'll need to

i \ f . P posieN 1 Jou 1w
| l ‘ “ { 11} | 8/ 1/ courseuew 1P TIME
{_ | - L TD7AL RECORD 00°217285

01°41°031
sl

Corner 1 takes you into the
tunnel. Although the
entrance to the tunnel may
look like a sharp turn, it
isn’t, so don’t over
compensate, otherwise you'll

slow down a touch for corner start ricocheting off the slippery surface will send

2, and depending on how fast sides. 2 and 3 are full speed you flying if you try to turn
you are going, a tap on the corners — be careful on 3. too sharply. Cut into 4, and
handbrake as well. Lay off the The adverse camber and lay off the gas for corner 5.

gas completely for corner
4. Take it wide and stay
wide until you can see the
end of the corner. Corner 7 is
deceiving in that it becomes
sharper halfway through.

POSITION LAP.

2/s

TOTAL RECORD
01°417031
FASTEST.LAP
00 AG“787

PLAY
(S 3ad ITERNY

POSIION AP SI0TAL TINES
131”108
(3 7 course el ThBiTmE

10TAL RECORD 01637869
b1 437583 06°27"639
FASTEST AP
08 51316
Prize: 30,000 credits
I "] Come in first place on
CHECK POINT 1 g ~ouomisMPH all four tracks to receive
? PAGKS the Pulsar Series VZ-R
N1 Version Il (JN15).

00°307103

You can take this track in exactly the same way as for the SA =

: o i g SITION P
Licence race. In this instance it's even easier for your car to o ﬂ"f;'ﬁ'ﬂ
spin out on corner 5, so be careful. Corner 4 is slightly easier ST ns[cmm s unso e g LAPTIME

to take than normal. Just ease off the gas for a split second. ?nglﬂs"lltﬂng e
01127627

PUSITION. 1 AAP. 10781 11Nt PUSITION TOTAL TIME
00°60" 000 01°00°308
(] 2 140 TNt A counrse wew 14D TINE
10781 RECORD 00°007000 TOTAURECRD) * ¥ 017067308
02337133 123351337\
TASTEST LAP TASTESTLAP
B17762) )

0112762,

comtinuesd ¥
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Carrozzeria

In order to take part in the A
Class races, you will need to
complete the B Class Special
Cup. Only cars that you
yourself have built in the

Carrozzeria can enter this event. Upon visiting the Carrozzeria,
you will find that the computer will not let you create a B

Class car until you have created an E Class car.

These are the components that we have used in creating our
car; 1,000cc, In-Line 4, Turbo, Front, Rear, Razza.

E Class Sneclal cun

Use this car to take part in
the E Class Special Race. The
race will take place on the
Night Ground Reverse track.
This is a very simple track -
combine this with the fact
that the cars are no faster

than old bangers; and you're KTAR Y
in for an easy race. ik

017137792
FASTEST LAP
00°347 098

Prize: 5,000 credits, Mazda

MX-5 1.8iS
.

POSITION 1ap

] l ?
T0TAL RECORD
01°137752
MS"SIIM’
00°28”

COURSE VIEW

POSITION LAP

fi 1/
TOTAL MCOED
01'13”

FASTEST lAP
0034”099

COURSE \Iew

counsewew

10TAL TIME
00167556
LAP TiME

00167558

TOTAL TIME
00°307769

LAP TIME
00307735

2

I i mlnMpH
299
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Get The First Seat!

» Now it's time for something
a bit different. Did you notice
how none of the cars have
any logos on them? That’s
because you haven't taken
part in any Works races yet.
Head back to the Driver’s
Test screen. This is where you
will have earned your
Licences. There are two times
that you can go for — the

E Glass

Recommendation 1

Car: Ralliart
Track: Night Section A
Time To Beat:  1'43'624

If you need to refer to the
corners, see the relevant
maps printed earlier in the
guide. All of the corners,
apart from corner 7, can be
taken at full speed. Take the
inside path on all of the
slight bends. Take corner 6
wide and cut into it. The
back wheels will slide out a
little — use the reverse lock
method (tap in the opposite
direction) to control it. Take
corner 7 wide, and tap the
handbrake to initiate a smalil
slide. This will get you round

FASTEST LAP
01°437624
QUALIFY TIME
01537642

Qualifying Time and the Best
Time. Beating the Qualifying
Time will earn you the
relevant licence, but beating
the Best Time will earn you
the First Driver’s Seat. Once
you have earned this title,
you will be allowed to enter
the Works Cup. If you win
the Works Cup, you will be
able to keep the Works

the first part of the corner.
The rest of the corner can be
taken normally.

Winning the First Seat on
this track will allow you to
enter the Works Cup with the
Toppo BJR. This race will take

place on the Great Rock Road.

This car handles like a dream.
The first and second corners
can be taken at full speed.
Corner 1 should be taken on
the inside, whereas corner 2
should be cut into. Slow
down as you approach corner
4. You should be able to get

COURS€E \IEeWw

version of the car that you
have already raced with.

You may as well go through
as you did with the Licences,
and complete them all. Some
of the times are very hard to
beat. We've selected the two
easiest races from each class.
We recommend that you
choose one of them, as
opposed to any others.

©

around the corner without
sliding. Tap the handbrake if
you are starting to drift a bit
wide. Your prize for coming
first is the Works Toppo BJR.

CHECK YOUR GARAGE

LAP TIME
po'3370d4

084

-1o0or/min MPH

-5

ol =50
‘7

=

10
/I,'
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FASTEST LAP
017187144
QUALIFY TIME
0123”258

Recommendation 2

Car: Mazda Speed

Track: Solid Circuit

Time To Beat: ~ 1'18'144

This is a circuit that you
wouldn’t have come across
before, but it's not that hard.
Corner 1 is one long, easy left-
hander. Keep wide for corner 2
and take a straight line through
it. Be ready to hold left
straight after the corner — the
left-hand bend is deceptively
sharp. Keep wide for corner 3
—you can take it at full speed.
Cut into corner 4 and tap the
hand brake halfway through.
One tap should be enough to
get you round it. Stay wide for

V()LJ GO T

UJORHS
CAR

-~

CHECK VYOUR GARAGE

— ;’: eou'{c unéd]” ; =
R s S AP TN
2~ i, -

the final corner. Cut.
into to it and keep
holding left until
you're through it.

Winning the First Seat on
this track will allow you to
enter the Works Cup with the
AZ-1. Once again, the track is
the Great Rock Road. The AZ-
1 has got a bit more grunt
than the Toppo, as it has rear
wheel drive. This makes the
front end of the car dance
about a bit, so take care not to
over steer. Go easy on corners
2 and 4. It would be wise to
lay off the gas for them.

Your prize for coming first
is the Works AZ-1.

FASTEST LAP
01°18-144
QUALIEY TIME
01°23°258

o1 m

S QUALIEYTIMES

,ﬁaﬂﬂ

0021844

‘000' mmMpH
'wom MT
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POSITION

4/

TMA[ Bﬂlﬂkll

fnsusl uw
01°17”8

L

LAP

1/

=
A Glass

car. TRD
Track: Snowy Mountain
Time To Beat:  0'59'879

This is quite a simple time to
beat. The MR2 GT tends to
over steer, and the icy surface
won’t help matters. Once you
come out of the tunnel in
corner 3, slow down a bit,
otherwise the car is likely to
spin out. The same can be
said for corners 4 and 5. It’s
worth losing speed to get

COURSE UIeEWw

TOTAL TIME
00°09"157
LAP TIME
0003”167

s B

mnur min MPH

MT

&1
/:I K |

round these corners. As long
as you take it easy, you'll
comfortably beat the time.
Winning the first seat on
this track will allow you to
enter the Works Cup with the
MR2. This race will take place
on the Night Section A track,
over four laps. Your car is
power ful enough to outrun
any of the other cars, but it's

a bit of a nightmare to handle.

The sheer speed of this car
mixed in with its hardened
suspension, means that every
little bump is a potential
problem. You will need to be

paying attention for every
second of the race. Only ever
put your foot down when you
are on a straight, or around

corner 16. Take your finger off
the accelerator completely for

all the other corners. You
won't lose too much speed,

and you should be miles ahead

of the opposition anyway. If
you make more than one or
two bad mistakes, the second
place car will catch up with
you, so just take it easy.

Your prize for coming first
is the fantastic Works
Momocorse Apex MR2.

POSITION LAP

Lor ol /2
TOTAL RECORD

0524”507
FASTEST LAP
01°177866

DURSE UleWw

STES
0117 955

couRrse (n

~ 1 R T0TAL TIME
‘ 00’ 17,4349

LAP. TIME

-9 T JA ooc17” 3‘8

‘ 3 %
_0 .

SRy
Qs
5

=% 073
g 000 ninMPH
/ ? 10 MT
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TOTAL TIME
01027037
LAP TIME
017022037,

nsumn i

ﬁ/ﬁ eouRseed)

FASTEST LAP
01°16°708

ey (L TRICTE
00:06 - 050
(AP TINE
D0:05 060

Recommendation 2

Car: Mazda Speed
Track: Solid Circuit Reverse
Time To Beat: 1'10°281

The first corner that you'll
approach will be corner 5.
This starts off as a gradual
curve, but suddenly becomes
a sharp right-hander. The
trick is to take it fairly wide,
but don't cut into the corner
at it's first stage. Turn when
you see the second stage of
the corner. You should aim
to just miss the inside
barrier. The corner that lies
between 5 and 4 is not
normally a problem, but in
reverse it is. Take it wide and
keep pushing right in order
to position yourself for
corner 4. You won't have any
time to get ready for corner
4, you'll have to turn
straight into it. If you
manage to position yourself
wide enough, you'll be able
to make it round at full
speed, otherwise you'll have
to handbrake it. Hand-
braking will lose you valuable

tenths of a second, so you'd
better get the corner right.
Winning the first seat on
this course will allow you to
enter the Works Cup with
the MX-5. This will take
place on the Night Section A
track. There is a slalom area
on this course (1). Slow
down approximately 150
metres before you get to it
and let your car drift
through them. Gently apply
the gas as you leave it. The
' P(gl;lm[ w \, “n,
6

TOTAL RECORDI
&05°217576 4
FAms TLAP
01167789 o
-

ﬂ?uliﬂ j,'

e

. e

)

I /A \ .céupse iew

best way to take 3, 6 and 7 ?i%
is to slow down a touch, |
then press accelerate and o
handbrake together (only
hold the handbrake for a
split second). This will send
the car into a controllable
slide, making the corners a
much more simple affair.
Corners 4, 5, 8,9 and 10
can be taken at full speed.
Your prize for coming
first this time will be the
Works MX-5 C-spec.

1
sTOTAL TIME
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g

TOTAL TIME

6 course€uiew

TOTAL RECORD
04137271
FASTEST LAP
00°287061

A
SA Glass

car. STl
Track: Snowy Mountain Reverse
Time To Beat: 0'57'130
The only corners that will
cause a problem are 5 and 1.
Keep left as you approach 5
and cut into it as early as you
can. Clip the inside strip - you
should be able to take it at
full speed. Corner 1 comes
straight after the tunnel. Keep
left in the tunnel and hold
right to take the corner in one
go. Take the other corners
without skidding too much,
and you’ll get the time.
Winning first seat on this
track will allow you to enter
the Works Cup with the

POSITIONS

/i

TOTAL REL‘HRD}
041372715
FASTEST LAP™
00°487061

Impreza. The Works version
has got some serious power
under the bonnet. If you do
this correctly, you'll be miles
ahead of the competition
when you cross the finishing
line. This race will take place
on the same track as the
Driver’s Test. Firstly, and most
importantly, never go above
150mph (apart from the
home straight). If you're
going any faster, you won't be
able to take any of the
corners. When you get to this
speed, release the accelerator.
Release the accelerator
through all of the corners,
apart from the long bends
(corners 1 & 6). It may seem
like you're going really slowly
— just look at the
speedometer to convince
yourself otherwise.

CHECK POINT 2
00°227644

~ POSITION

ﬁ/s

ALRECORD

AP

1/5

ey aeee s | U TR
q | 00°00
counse“mem

00:00

v
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Your prize for coming first
will be the Works Impreza
22B-STi.

(¥R
VARATIME
0 0422448

At

N 7/
sppihilp
—8
e
5 3 < 1000r mmMpH

:IS

ROSITION

3/
TOTAL RECORD
0419271
FASTEST LAP.
00’ 487061

POSITION

6/s

TOTAL RECORD
04°137271
FASTEST LAP
007287051

LAP
/s

LAP

1/s

“00(

LAP TIME

“000

43 «1080r/min Mp'

71 0

COURSE Uiew

Recommendation 2

The STI trial is the only easy
trial. All the rest are very hard,
and not worth trying unless
you want to win that car.

TOTAL TIME

00°027630
LAP TIME

D¢ 02 E.’!D';
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* In order to open up the higher classes in the Carrozzeria mode, o B &
! e

you'll need to pass the Factory Licences. Here's how to do them: '
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& B CLASS LCENC

2 > O ana po O O e eep O e de 1o e
Go to your garage and select the Razza (you would have used = de for the bend. A orner. Let yourself d
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upgrade the Turbo, Muffler and Tyres to stage 3. All of the exa e same a a bend in one go ome out o Pull a sharp
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left at full speed until you're out s ¥ R corner and take it ea o ek, EEER R LAP. TIME
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. i o the left-ha de of the 00227011}
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3 3 FASTEST LAP
the main corner. You won't be iyl : L L
able to take this corner in one 4 - =
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are hugging it all the way. : et K i
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Make Some
New Cars!

» Now that you've passed all
the Factory tests, you will be
able to make all types of cars
in the Carrozzeria. First of all,
you should build a B Class car
so that you can take part in
the B class Special Cup. This
is the car that we used,
1600, In-Line 4, NA, Mid,
Rear, Lyell.

This car was then tuned up
to Stage 2 Engine, Muffler
and Tyres.

B Class
Special Gup

This is a very hard race. Corners
8 and 9 are hard to get around
without hitting the barriers.
You're better off using the
other cars to bounce off. Use
the accelerate + handbrake
technique to get around 6 and
7. You can get around 3 by
handbraking, but you are better
off turning normally and
bouncing off the barrier.

T01AL TIME
08'43°758

LAP TIME
B043° 766

This car likes to over-steer
at low speeds, so be very
careful when you are turning.
Prize: 10,000 credits, Silvia
spec-R AERO (S15).

YOU GOT
A
PREmMiUum
CAR

CHECK YOUR GARAGE

A Glass Gup

* Now it’s time to enter the A Class! Go to your garage and
select the Elnica. This cup consists of five tracks — you'll get
10,000 credits for each race that you win!

!A&H STLAL
Take corner 1 on the inside and S t
keep driving as fast as you can
until you reach the run-up to
corner 3. As soon as you start
turning, release the accelerator.
Take it wide and very early —
your momentum causes you to drift out a fair way. Use the
same technique for corner 4. In the second half of corner 4,
you will need to tap the handbrake
to get round. Take Corner 5 in the
same way as you took Corner 3.

POSITION U\P

6/s 1/

TOTAL RECORD

[0 2 i
FEASTESHaR e
00527380

P T
2358

ISKY PEAKTRAGK

This is a really simple race, but you may have to ease off
on the gas for corners 2 and 3. Taking them at full
speed will make your car spin out. Be very wary of the
two Imprezas. They drive very aggressively and will ram
you off the track at any opportunity.

T0TAL RECORD. .
016214152
{]ASHSHAP

TAL RECORD

o 71162
STEST LAP
27505

[DEEP ROCK ROAD

all. Corner 5 is
identical to corner 1.

This whole track can be taken at full speed. Corner 1
can be taken on the inside. Stay on the left for corner 2
and go wide for corner 3. Corner 4 is hardly a corner at

T

rREPLAY

IR RN VOIS

[ELSKY PEAKGHILL-

So you thought that it was all
getting a bit easy? That's
about to change. This track is
really hard unless you do it
the right way. The computer
will always beat you out of
corner 7, no matter how well
you take it. Therefore, you
need to be far enough ahead
to allow for this. The only
sure-fire way to win, is if you
get into pole position before
corner 7 on lap one. It is
possible to get into pole
position by corner 4. The key
is in taking corner 2 correctly.
On the first lap, keep cutting
into it - you may need to tap
the handbrake at the last
minute. Be ready to correct
yourself, as the car tends to

over-steer on the cobbles. You
will need to handbrake around
corners 4, 5 and 6. The
surface promotes extensive
drifting, and the handbrake
ensures that you are going in
the right direction. Corner 7
should be taken by steering
hard to the right, then hand-
braking at the last minute.
Drop into 3rd gear to pull
away at a decent rate.

B NIGHT GRQUND

Drive as fast as you can
around corners 1 and 2, and
hug the inside barrier. As you
approach corner 3, release the
accelerator and don't re-apply
it until you can see the start
of corner 4.

O

Prize Car

50,000 credits

Prize:
If you manage to come
first on all of the
tracks, you win the
MX-5 A-spec.

continued >
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ClaSS Special Gup

* This race takes place on
the Solid Circuit Reverse
track. Your car is very
powerful, so you won't have
any problems with winning.
It would be nice if you could
win in style though!
Approach corner 5 on the
left-hand side of the track, so
that you are just clipping the
grassy verge. Cut into it and
hold the handbrake down for
half a second. Go wide and
cut into corner 4. You'll need
to tap the handbrake to get ST
around corner 3. Corners 2
and 1 are simple, inside IR
barrier-hugging affairs. :

course dieds m,‘ |
00137120

Prize: 15,000 credits,
Fairlady Z Version S Twin
Turbo 2 Seater (CZ32).

SA Class Gup

* For this cup, we have chosen to use the Works Impreza 22B
STi. It cannot be upgraded, but it is already more than
powerful enough to take on any opponents. There are six
courses in this cup, and every one is extremely difficult. You will
receive 20,000 credits for winning each race.

POSTION. AP
) 5/ 14
: & it

Sometimes, as in this case, i
taking the corners as best you

can, isn't the best option. For
the slalom (1), it's best to get
into 6th gear, turn as much as
you can, and use the barriers
to ricochet the car in the right
direction. This will put you in
the top three straight away.
As you start bouncing, release
the accelerator. Don't re-apply
it until you are back in control.
Other corners should be taken
using the accelerate +
handbrake technique. Use this
before you get to the corner,
as the amount of drift that
this car has is unbelievable.
Unlike other cars, the Works
Impreza doesn't like scraping
walls. After a second of

107AL TIME

05°047262
COURSE UIEw 1AP TIME
08704282

TOTAL TIME
00" 14685

1AP TIME
007127685

scraping, it will slow to a halt.
Use the car’s weight to get
you to the front — once you're
there, take it easy and don't
take any risks.

©

POSITION. - LAP

2/5 I/J

TOTAL BECURD g
™ ARevany

TOTALTIME
01" 165096
LAP TIME
01107038

COURSE UIEU

08°517001
mu:lm
1187302

W,
SpINIY
!

v
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0 00 62

FASTEST LAP
00357764

There will be a few collisions
at the start of the race, so be
ready to steer round the
problem area. Getting stuck
in this ruckus can stuff up
your chances of winning.
Once you're ahead, you won’'t
have any problems. You can
take every corner at full

DEEP D by
¢ I I

this speed will mean game
over. The trick to this course
is staying in 5th gear. You'll
speed, but your car will be go faster and will retain more
right on the edge of losing its  control than in 6th gear.

grip. If you start going too ©

fast, ie above 150mph, slow
down a bit — spinning out at

TBTAL HM(

JiIMEY
ngﬁmmq

REPLAY
o (LTRSS
TTAL RECORD
0157848
FASTESTLAP
00357764

f NIGW POSITION LAP IBIAE Ilsmsl
L' < d/s '/:l COURSE WEW 1 ‘Ilms

LAP
As long as you don't get stuck in traffic at Pt »-Maui107i22

the start of the race, you shouldn’t have il
any problems with this course. Ease up on

the gas at the end of corner 1, otherwise
you'll find yourself in the gravel pit. Release
the accelerator around corner 3. Stay on
the inside barrier for the other corners. If
you find yourself in a situation where a car
is in your way, slow down, and wait for a
decent opportunity to overtake. If you hit -
the car in front, it may ruin your race.

POSITION LAP

85 1/ ;
8 3 COuRseulew \
TOTAL RECORD 00
01°317640 ==
FASTEST LAP mriNEE
00°267938

T B TIME
(157281

' TIME
7261

POSITION 18P
oAk
TOTAL RECORD
01°31°540
FASTEST LAP
80267938

T0TAL TINE
00°05°743
LAP TINE
00°067780

COURSE UIEW




w |

POSITION  LAP ; TOTAL TIME
5/ | | 00" 149765
v/4m LAP TIME
T0TAL RECORD 00’11:785
037 41743 s -~
FASTESTTAP | ™ & ~~" -~
01107127 " Sl
' I el
4.454': a0t %
E d P
1“0-
You already know that you have to be very o,
careful on this one. As well as the course, \\\39 101 l2/
1

you'll have to be wary of the opposition.

They tend to slow down quite suddenly — if

you go into the back of them at speed, .

you'll completely lose control. Take it easy

for the first lap. Once you’re ahead of the "

pack, you can show off a bit. b
Corner 1 can be taken at full speed, but

=B
2118
g oo o MPH

7 %1 BN

Prize Car

keep cutting into it. Remember that you will drift to the right-hand side ' {Z“F m Prize: 80,000 credits

of the track, so consider this when lining yourself up for the tunnel. = i e %7)52' Z‘::‘s’e’ V Turbo

Corner 3 is quite icy — slow down a touch. This will also give you a bit | Be very careful when you're If you %on.t’ i Gl the

more grip for corner 4. Release the accelerator for corner 5, and take it i around other cars on this races, you'll receive the

wide and early. course. It’s the final round and GTO Twin Turbo MR.
everybody wants a piece of

the action. Whereas before ® 5
you could go straight through

the slalom (2) and bounce off J
the barriers, doing that now

will send your car flying. Slow » »
down for this corner. In fact,
you'll need to slow down for &
all of the corners apart from

—— - 1,3,7and 8. P

(SA Class Snecial Cup

POSIIN

14
T01AL RECORD
2 457180

AP lﬂ!l; llr‘l7 PESITION AP |!””|"|1 “I:.h
0 t
3 1AP TIME i 2/1  coumseuew AP TN
00 187447 T0TAL RECORD 0827147
27257 100 08267313
FASTEST LAP
004261

COURSE UIew

0
FASTEST LAP
00 487751

\, CHECK POINT |
Y 00187613

e e St
e ST AP
il B

course el

The final race of the Official Cup is
full of awesome cars, and takes place
on Sky Peak Hill Reverse. You'll need
to get to the front of the pack by the
first corner, otherwise you may as
well start again. It's quite easy to do
this — just go straight through the
Corner 1 can be taken at full speed, middle of the pack. Slow down for

TOT0TAL TIME

OEMO
* but you'll have to be very careful. corner 7 and handbrake around the M%'}m ﬂ/ 00°07 7692
. : : 8 /3 LAP TIME
Keep tapping left as opposed to final part. Burn through the tunnel. ATCTANRECORD ; 00°077692

holding left, otherwise your car will ; When you see the end of the tunnel, V7 58 LS ———
begin to drift. Slow down as you 4] ; release the accelerator. Press 00577242
approach corner 3, and gently apply ¥ accelerate + handbrake to get around
the gas as you go through it. Release R ‘ the left-hand barrier. Keep the car in
the accelerator for corner 4. Take it early and AN Sth gear and gently use the
use the accelerator + handbrake technique to slide \ B handbrake to lie yourself up for the
round the second part. Use the same technique for R corners. Release the accelerator for
the final corner. e corner 2 and press accelerate +
handbrake as you reach the pinnacle
of the turn. &
> »
? ™ Prize: 20,000 credits
. \ Impreza 22B STi
T -4
e S gl

R L
———y TATAL RELORD
02°5

T
I
g’“ﬂm AP

$50.51.7000 7

 Don't forget to grab
the next issue of
DREAMCAST SOLUTIONS to
find out how to conquer
the Event Race section
of this top racer...

'aml T

Issue 9 | Dresmcast Solutions | 43



1: Yokosuka

The epic adventure continues. After last issue’s Disc
1 starter, we tuck into the remaining two and finish
off this feast of a game. Burp!

“In terms of
realism,
2 Shenmue
ERRMedLcE really delivers
Y the goods.”

P PO

o A

o N
v,;y'.(my, WAL

AN STARY BTN

® CRI 1999, 2000 |

one player vibration pack

v

arcade stick

) .1 Save position X Move your
Logo during play Y character
Mini-game ¥

Nozomi will meet you in
Sakuragaoka Park. Once
there, she tells you how she
feels about you. Being the
shy mummy’s boy that you
are, you don’t say much and
she runs off. Some sleep
will probably do you some
good about now.

Wake up and save. Head
for the Kiosk in Dobuita. On
your way, talk to Nozomi at
the Florists. Go to the Kiosk
and talk to the old lady.
She’s so old that she’s got
whiskers — don't let this put
you off as you have to talk
to her. Look at the
Telephone Directory and find
out which town area code
61 is used for. The code is

Publisher
Developer
Origin «, As always, the controls
Price “ are crucial. Forget these
at your peril..
Genre Y pe
Released
o Lets you look around.
© ..
B3 b |
Action button/select
py |

Deselect/return
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used for Amihama. Go and
talk to Tomu about
Amihama - he tells you that
the bus stop you need is by
the Kiosk. Walk past the
Kiosk and you'll be able to
walk up to the bus stop.
The buses come on the hour
and every half hour, so you
won'’t have to wait long.
Get on the bus, pay your
fare and, when the relevant
screen comes up, save
your game.

You'll need to load up
Disc 2 and choose the
Start File slot to get
to the next part of
the game.




Y- .0

PARK

CR1 CHINESE e i
RESTAURANT 1 ok

CR2 CHINESE SLOTS ARCADE
s Ui o I TOMATO MART

Bl  BARBER 1 VENDING MACHINE

B2 BARBER 2 MOTORCYCLE
F FLORIST SHOP

FLORIST 2 NG BAR

GAME YOU YOKOSUKA BAR
HAPPY BURGER
BAR
FORTUNE TELLER
TOM'S HOT DOG
STALL
WORLD TOUR
POTTERY
WATER DRAGON
JEANS

.*.
it 5 9
W

0468615647

Essentials

Nozomi: Listen to what Nozomi has to
say to you in the park.

Florists: Before you go to the Kiosk, talk
to Nozomi again at the Florists.

0ld Lady: Speak to the old lady at the Kiosk.

Telephone

Directory: Search the Kiosk’s
directory for the location of area
code 61.

Tomu: Ask Tomu about how to get to
Amihama.

Bus Stop: Get the bus from the bus stop just
past the Kiosk.

! i

continued >
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combinued

Now that you're off the bus,
turn left and walk past the
car parks. As you approach
the security guard, you'll go
into a cut-scene where Goro
and one of the thugs from
before are mugging a young
boy. It seems amazing that
the security guard behind
you is completely oblivious to
what's going on! Goro's
accomplice backs off as
soon as he sees you, and
Goro would be wise to listen
to his advice. Sadly it looks
like you'll have to show
them all over again. Hit the
right buttons and kick them
into touch. Goro will tell you
the whereabouts of
Warehouse No 8, by simply
pointing at it.

Head for Amihama Wharf,
but instead of going to

Essentials

Warehouse No 8, go to No
14. Here you will see a cut-
scene involving an old man
being thrown out of the
warehouse. He asks you for
a warm drink. You may not
have noticed before, but the
vending machines also sell
hot drinks. Underneath the
row of soft drinks are two
slots for Coffee. Buy the old
man a coffee and chat to
him. It’s good that you've
made friends with him - he
knows the ins and outs of
the harbour and will be
useful later on.

Okay, it’s time to get into
the notorious Warehouse No
8! When you try to go in
through the front entrance,
the guard will tell you to get
lost. Head round the back
and use the crate to get up
to the window. See the ‘Into
The Warehouse' box for
more information.

Goro: Fight Goro near the parking area and get
him to tell you where Warehouse No 8 is.

No 14:

Warehouse

Go to Warehouse No 14 and buy the old
man a coffee.

No 8: Try to get in through the front entrance.
Crate: Go to the back of the warehouse and use
the crate to get up to the window.
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Vending Machine
Tomu

Bus Stop

Tomato Mart
Hisaka-San's Stand
Phone Box

Office

Into The Warehouse

Nearly all the warehouses are guarded - there’s no way that you'll be able to get in by regular
means. Go round the back and push the small crate up against the large containers. Climb up
to the top and crawl in through the open window!




Another Warehouse
No 87

Have a wander around the
upper walkway of the
warehouse. Eventually you'll
hear two workers talking.
They mention that there is
another Warehouse No 8 in
the old warehouse section.
That'’s all the information
that you need from this
place. Jump out of the
window and make your way
to the ground.One person
who's always a good source
of information is Tomu.
Luckily for you, he has
moved his Hot Dog stand to
the harbour — he must like
the fresh air or something.
His stand can.be found just
around the corner from
Warehouse No 18. Have a
chat with him and he’ll tell
you that someone called
Hisaki-san may be able to
help. Turn right and walk

through the narrow gap
between the buildings. Try
to go through the gate - the
guard will stop you and Ryo
will suggest going back
when it's dark.

The old man from before
will be sat down by the side
of the Harbour Lounge.
Speak to him - he tells you
where the old section of the
harbour is. Now it’s time to
go and find that person
Tomu was talking about.
Hisaka-san’s stand is outside
Warehouse No 3. As you
approach the stand, you'll g0
into a cut-scene. Mai is
getting a bit on the mouthy
side — she’s been hanging
around with the wrong
people and Hisaka-san is
worried about her. Agree to
help her find Mai. See the
‘Finding Mai’ box for more
details on this.

After you've helped Mai,
report back to Hisaka just to

let her know that Mai is
alright. Hisaka will ask you
to help her deliver some
food to a warehouse. This
part isn't essential to the
game. Hisaka may have left
by the time you've returned
from finding Mai — don’t
worry about it as youscan go
straight on to_the next
section./As long as it is 7pm
or later, go to the Oid
Warehouse area. This is the
area that you visited earlier —
Ryo suggested coming back
later. The guard is reading in
his office and the gate is
open. Sneak in and crawl
under the window sill. When
the phone rings, Ryo will
jump and hit his head on the
sill, knocking the torch over.
In a very brief QTE, Ryo will
dive for the torch. If you
don't catch it, it'll make a
loud noise and the guard will
be alerted. This will lose you
an entire day!

Finding Mai

Essentials

Two Workers:

Listen in on the workers'
conversation in Warehouse
No 8.

Tomu:
Talk to Tomu at his Hot
Dog stand.

Going Back:

Go to the Old Warehouse
area and get turned away by
the guard.

Old Man:

The old man that you spoke
to earlier is sitting by the
Harbour Lounge. Talk to him.

Hisaka-san:

Help her find Mai. She’s
hanging around with some
wannabe thugs.

0ld Warehouse

area:

Go to the Old Warehouse
gate and get

past the guard.

Mai can be found standing outside Warehouse No 17 with the two trouble-makers. The girls
that she is with obviously want to be thugs — they're certainly rough enough for the part!
When you try to take Mai home, they’ll stand up and try to attack you. Now, you're not
supposed to hit women and, being traditional, Ryo won't attack them. Instead, as part of
QTE, he'll turn their moves against them and knock them to the floor. Mai will look quite
distressed at the end of it all, but she still hasn’t learnt her lesson. She seems to think that
her ‘friends’ will look after her, but the truth is that they will drop her in an instant.




Metal Gear Ryo!

If any of you have ever played
Metal Gear Solid, you’ll be
right at home here. The only
difference is that you can’t kill
the guards. The Old
Warehouse buildings are
heavily guarded. You need to
get to the far side of the area
without alerting the guards —
you can do this by using the A
button to hide behind walls,
crates and barrels. If a guard
sees you, it's not necessarily
all over. It is possible to outrun
a guard, but the chances of

i

you running straight into
another one are very high.
You start at point A. Wait
for Guard 1'to start walking
away from you, then quickly
run over to point B and crouch
down. Wait for Guard 2 to
head left, then run to point C.
You have to be very quick on
this last bit. From here you
need to go straight to the
doorway to Warehouse No.8.
However, Guard 2 will be
rounding the corner as Guard
3 goes out of sight. Just keep
running and make sure you
don’t overshoot the door!
Once you have familiarised
yourself with the patterns of
the guards, this should be a
breeze, but it may take you a
couple of goes. Each time
you get caught you'll
lose a whole day.

If you haven't succeeded after
a couple of days, the old man
will give you a map of the
area. Keep failing and he’'ll
eventually mark out the guard
patterns and the location of
Warehouse No.8 for youy If
you still can’t do it, he'll
probably kick you.

Once you're inside the
warehouse, search the shelves
for a white plate. When you
pick it up, someone will call
out. Ryo drops the plate in
shock and it smashes on the
floor. A man in a suit appears
and challenges you. Before
you can start fighting, Master
Chen appears at the top of the
stairway and introduces
himself. He explains that there
is in fact another Phoenix
Mirror and that it is in Ryo’s
house somewhere. He also
reveals the name of lwao-san’'s
murderer. Lan Di is the leader
of an organisation that goes
by the name of Chi You Men.

It’s getting late so go home

and get some rest.

< Doorway

1-10  Warehouse Number

A RHO Position
Reference

1,23 Guard Reference

[ 1] After a lot of sneaking about, you'll
eventually get to meet Master Chen.
[2] Ryoin“...is it 'coz lis black?”
shocker. [3] Isn't this a heautiful plate?
No? Well go ahead and smash
it then. 6o on, you know
you want to!



Essentials

Ine-san:

Fuk-san:

Temple:

Challenge:

Antigue Shop:
Fuk-san (2):

Prayer Room:
Hazuki Family Photo:

Key:

Search For
The Mirror

As soon as you wake up, go
and talk to Ine-san in the
kitchen. She tells you that
Fuk-san has been looking for
you:.Go to the Dojo — Fuk-san
is standing outside looking at
the tree. He'll go on at you
like he usually does. When
he’s finished, Ine-san comes
outside and tells you that
your father dropped
something inte the Antique
Shop before he died. You
know where to go.

As long as you have been
looking after the kitten
properly, you'll get a cut-scene
when you go to the Temple.
The kitten has grown and it
can now get out of the box on
its own. Nozomi appears
behind you and talks to you.
Yet again you’ll manage to

Talk to her in the kitchen.

Find him outside the Dojo.

The kitten has grown and Nozomi will
talk to you.

Kishou will challenge you to a Free
Battle while Chai silently watches.
Get the Hazuki Family Sword
Handguard from the old man.

Talk to Fuk-san while he is sweeping.
Ask Ine-san about the item.

Pick up the photo from Ine-san’s
room.

Grab the key from your father’s room.

muck it up! Make your way to
Sakuragaoka. Master Chen’s
son, Kishou, challenges you
again - this time the master is
not here, so you'll have to
fight him. It’s not possible to
win this Free Battle. Once he
is suitably impressed, the
battle will stop. He tends to
be weak against kicks. If you
throw him he'll simply fall feet
up, so don't try it. Kishou
decides that maybe you don't
need a bodyguard — he seems
to think you can look after
yourself. How ironic then that
the next thing you see is
something that really should
WOrry you: a strange creature
called Chai is watching you
from a rooftop. This is bad
news! He overheard the whole
conversation and now knows
that the stolen mirror is not
the real mirror. If he's working
for Lan Di, you're in trouble.

At the entrance to Dobuita
you see the wannabe thugs
that were leading Mai astray.
Have a word with them just
to make sure that they're
behaving themselves. Make
your way to the Antique
Shop and speak to the old
man. After much talking, he
gives you the Hazuki Family
Sword Handguard — and we
all thought that it was going
to be the mirror! Head back
to your house and talk to
Fuk-san. Go inside and talk
to Ine-san (she’s probably in
the Prayer Room). She looks
at the item and tells you
about the family crest that
can be found in the Dojo.
There are a couple of items
in the house that you
wouldn’t have needed yet;
you may as well pick them
up now. Ine-san’s drawer
holds a Hazuki Family Photo
and there’s a key in a grey
box in Iwao’s room. You have
to first open the drawer,
then examine the grey box
which is inside. The key
inside is old and rusted —
hopefully it still works. Now
it’s time to uncover the
secrets of the Dojo!

'11 Master Chen’s son isn't convinced abiout Ryo’s inner strength,
s0 he tests him every now and then. ;2 You'll find this key tucked
away in an old box somewhere. What could it be for? "] It's a
photo of Ryo’s family. It has no purpose, just sentimental value.

continuesd >
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Secrets Of The Dojo

First of all, there’s a special
item that you need to get.
There’s a banner in the room,
which is too high to reach. Go
over to the stool and use it to
reach the banner. Pull it off
the wall and take the item
from the ledge. It's a
Mysterious Scroll. Its use

will become apparent later

on in the game.

Use the key to open the
long, narrow box on the other
side of the room. Inside is a
Katana blade. Go over to the
banners on the wall. Upon
removing the right-hand one,
you’ll notice a hole that

appears to be the right shape
for a blade to fit into. Try
putting the blade into the
hole. It fits perfectly! Now
remove the second banner.
There’s a circular pattern
similar to the item that you
received from the Antique
Shop. Look at your inventory
and select the Handguard.
There will be a click sound as a
catch inside the wall unlocks.
Push the wall and a secret
doorway will open. You find
yourself in a dirty old room
with a hole in the middle.
Climb down the ladder into
the basement. You need to get
the torch out, otherwise Ryo

will simply climb back out
again. Follow the bending
corridor until you get to the
main room. Walk around the
room and use your matches
to light the candles. If any
candle-holders are empty,
put a candle in and light it.
Now you can switch off your
torch. There are a few items
to find in this room. As well
as the matches, candles and
photo of your father, there
is a Stab Armour scroll and a
White Leaf, which will fall
out of a book. Most of the
other drawers are full of
useless junk. You may be
able to pick them up and
look at them, but they are
of no use to you.

Examine the mirror in the
corner — you'll notice a
message on the blind side of
the shelves. Turn around and
read it. Look closely at the
base of the shelves. It
appears as if the shelves
have been moved at some
point, as there are scratch
marks leading away from
the feet. Get Ryo to drag
the shelves back. Where the
shelving was is a discoloured
piece of wall. Maybe you can
break through it? Grab the
axe from the other side of
the room and smash
through the wall. The
Handguard symbol is on a
latch behind the wall. Open
the latch to reveal a secret
compartment containing a
box. Open the box to find
none other than the original
Phoenix Mirror!

[1] The Phoenix Mirror! After all that hassle, it was right under your nose. [2] Ryo practises with a Katana blade. He’s pretty
skilled at that sort of thing. [3] To go down into the cellar you will need to have some matches. Light the candles in order to see
what you're doing. Remember to blow them out though. You don’t want to burn the place down!
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Essentials

Mysterious Scroll:
Katana Blade:
Hole:

Handguard:
Matches:
Candles:

Photo Of Your

Father:
Stah Armour:

Drag The Shelves:
Axe:

Phoenix Mirror:

Use the stool in the Dojo to reach
behind the banner.

Use the Mysterious Key to open
the box in the Dojo.

Place the Katana Blade in the hole
behind the banner.

Place the Handguard in the imprint
behind the banner.

Grab the matches.

Grab the candles.

Grab the photo.

This will fall out of one of

the books

that you open.

Move the shelves in the basement.
Break through the wall with

the axe.

Retrieve the Phoenix Mirror.




Back To Master Chen

You need to tell Master Chen
about your discovery, but it’s
probably far too late to go to
New Yokosuka, so go to bed.
When you wake up in the
morning, ring him on 0468
615647. He tells you to come
and see him. Make your way
through Yamanose and look
in on the kitten on the way.
Head for the bus stop in
Dobuita and ride the bus to
New Yokosuka Harbour. Pay a
fleeting visit to your friends
(the old man and Hisaka-san)
just in case they have
anything new to say. Then
head for the Old Warehouse
buildings and talk to.the
guard on the gate. He lets
you through — you're able to
walk openly to the warehouse
without worrying about the

Chai Strikes!

guards. When you get there,
Master Chen talks to you at
length about the mirror and
Lan Di. It turns out that the
master’s arch enemies, the
Mad Angels, are closely
connected to Lan Di's
organisation. Apparently,
Lan Di has already left

for Hong Kong.

Suddenly, in the middle of
the conversation, Chai dives
down from the rafters and
grabs the mirror — he must
have been watching you the
whole time! Chai is extremely
fast. Before you know it he's
back up at the top of the
warehouse. For a couple of

seconds, he hesitates and sits

smiling on a lift mechanism:
now is your chance to stop
him. As part of a QTE, dive
over to the lift control-panel

You already know that Chai is very good at keeping himself
out of sight. Now you’re about to find out just how fast he
is. He is so quick that his movements are all blurred. He can
also jump ridiculously high, enabling him to get out of tough
spots in the blink of an eye. God help you if you ever have

to fight against him!

and hit the switch. The lift
will jerk sideways, causing
Chai to lose his balance and
drop the mirror. Realising his
mistake, Chai leaps to a
nearby window and
disappears. Ryo recovers the
mirror and continues to talk
to Master Chen.

You'll automatically be
taken back to Ryo’s house
where you'll speak to Fuk-
san. The task has taken you
all day and it’s now time to
go to bed.

-«

Essentials

Ring Him:

Ride The Bus:
Talk To The Guard:

Master Chen:
Hit The Switch:
Fuk-san:

Ring Master Chen to arrange to
see him.

Catch the bus to NYH.

Let the guard at the Old
Warehouse buildings know

who you are.

Speak to Master Chen.

Hit the lift switch to stop Chai,
Speak to Fuk-san back at

the house.

continued >
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Pick Up
The Ticket

It'll be getting late now.
Head back to Sakuragaoka
and train in the park for a
while. You may be surprised
at how much your stats have
increased, but remember
that you have been in quite
a few fights recently. Head
home and talk to Fuk-san
before you go to bed. Ryo
will have another dream,
this time about the
mysterious Sha Hua.

In the morning the phone
will ring. Fuk-san picks it
up and passes it to you. It's
Jimmy from the Asia Travel
shop. He arranges to meet
you at midday in Game
You. Ah, Game You! Many
a good fight has been had
near there!

There are still a couple of
hours until the meeting, so
either train or try to win a
decent prize in the prize

Essentials

Fuk-san:

Midday In
Game You:

Chai:

draw. At midday, go to
Game You. Jimmy must have
told Chai that you'd be
there, as he jumps on you
from behind and steals your
ticket. He is an extremely
hard opponent and the
chances of you winning are
pretty slim. See the
‘Fighting Chai’ box for tips
to defeat him.

If you win the battle,
you'll be able to carry on as
normal. Chai will run away
and you can go straight to
the Asia Travel shop. If you
lose the battle, Fuk-san
appears at the door and
Chai runs away. Fuk-san
carries you back to your
room to let you recover. You
wake up the next morning
filled with rage. It’s time to
go and have a word with
your friend Jimmy. There's
no way that the Chai
incident was a coincidence.
Jimmy will pay for this!

Talk to Fuk-san before you go
to bed.

Speak to Jimmy on the phone
and arrange

to meet him.

Fight Chai in Game You.

>

Dreaming Of Sha Sha

There must be some sort of link between Ryo and Sha Hua. He has already dreamt about the eagle that flies with her. Now he is dreaming about her. It’s almost like
she is calling him to China. Whatever it is, it has worked. You must go to Hong Kong - how you are going to get there is another question. Sha Hua seems to be a
very important part of Shenmue, after all she is in the intro. What part she plays, and if you will ever meet her face-to-face, is a complete mystery. No-one has ever
mentioned her, but you kind of get the feeling that she will be the key to defeating Lan Di.

TR

continued?
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continued >

As you enter Game You,
you'll notice that the lights
are a bit dimmer than usual.
It's pretty obvious that
Jimmy isn’t here -
something’s up.

In the struggle, Chai
manages to steal the ticket.
He'll stand there smiling at
you with his decayed,
serrated teeth. It’s not over
yet though.

He then jumps onto one of
the machines and dances
about for a while. He
doesn’t seem to be at all
embarrassed about his
crappy dancing.

If you lose, Ryo will be
thrown to the ground. With
no energy left, it looks like
his mission is well and truly
over. Chai is bound to finish
him off completely.

You already know just how sneaky and fast Chai is. Now it's time to find out how deadly he is. Chai’s fighting stance makes him a very small target. He crouches

down and a lot of your punches will miss. Therefore, it's best to use kicks.
Out of all the punches, only the Big Wheel, Twin Blades and Rising Flash will hit him. OF the kicks, the Thunder Kick, Dark Moon, Shadow Reaper and Crawl Cyclone

are the most effective. Never stop attacking — even when he falls, keep kicking him. If you win this battle, you're either very lucky or very good!

Suddenly, something jumps
you from behind. The
scrawny, bandaged arms and
the sickening smell of rotten
fish can only mean one
thing. Yep, it's Chai.

For some reason the next
couple of seconds seem to
go on for ever. Chai just
stands there while you're
trying to figure out what
the hell to do.

In a movement so fast that
it blurs, Chai jumps over to
the other side of you. He'll
be right behind you before
you even get a chance to
turn around.

As if by magic (maybe Sha
Hua called him somehow),
Fuk-san will burst through
the doors at this point. He
sees Ryo on the floor and
still manages to smile.

As each of you struggles
to get a proper grip, you'll
both fall to the floor. But
don't let his size deceive
you - this guy is actually
really strong.

Chai will then provide you
with an in-depth,and
decidedly disturbing
insight into how his mind
works. He proceeds to
eat the ticket!

Despite his advantage, it
seems he wants to fight
properly. This comes as a
bit of a shock as he could
probably be gone in the
blink of an eye.

Chai decides not to
chance another fight, or
maybe he’s just bored.
Either way, he jumps over
Fuk-san’s head and
makes a run for it.
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Hesitate

~A\- Unavoidable Encounter 5
Collision

Asia Travel Encounter 1 =

Encounter 2
Encounter 3
Encounter 4

Encounter 6
Encounter 7
Encounter 8
Encounter 9
Encounter 10
Encounter 11
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Catch Jimmy

After all this commotion,
don’t let it slip your mind
that it was probably Jimmy
who caused all of it. He
owes you a ticket, an
apology, and a couple of
pints of blood would
probably help as well!

Don't tell anyone what
you're about to do - leave
the house and make your
way to Dobuita. The Asia
Travel shop is supposed to
open at 10am. However, it
won't open at all during the
day. Jimmy is obviously
filling his pants inside. His
informants must have told
him that you'd recovered.
Go up to the door and bang
hard on it. After a while
Jimmy will answer. When he
sees you he tries to run
back inside. Ryo grabs him —
Jimmy pushes you away and
makes a run for it. What
follows is a very long QTE -
so long, in fact, that it'll
need explaining. The QTE
consists of you chasing
Jimmy from the Asia Travel
shop, round the pubs area,

and down to Game You.
There are several people and
obstacles that’ll slow you
down. You can afford to
stuff up one or two of the
button presses, but any
more and Jimmy will
disappear out of sight.

The first obstacle comes
in the form of an old man.
Press Right to dodge him.
The second is on the corner
of the Chinese Restaurant. A
man on his bike is just about
to ride round the corner.
Press Right to avoid him.
The third obstacle is a
motorbike which has been
parked on the corner
outside the Motorbike shop.
Press Left to run around it.
There is a sign in the middle
of the street — press Right
to run round it. The next
two are very close together.
Press Left to avoid the thug,
then Right to sidestep the
chemist. Jimmy will pull over
a crate of fruit ahead of
you. Press A to jump over
them. You'll now be outside
the Tomato Mart, where you
hesitate for a second. Then

the chase begins again. The
next three are all very close
together. Press Left to avoid
the bike, Left again to avoid
the lady, and Right to avoid
the Water Dragon Jeans guy.
The next collision is

“unavoidable - you'll fall

straight into Kurita-san.
The last encounter is with
some boxes: press A to
jump over them.

After all this, Ryo is pretty
stressed out, and the
pounding that he gives
Jimmy is definitely called
for. That’s Disc 2 completed!

{11 There he goes... . after im hefore e gets away! [2] You'll have to be quick on the old button taps. If you miss one mm likely
to bump into someane. [3] As long as you're fast enough, Jimmy will stumblg ufer the pressire. [] Now that you've got him you
AN can make him pay for stitching you up. We're gonna get you, yonna gel you good! Wha ha fia ha hal
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Take It Easy

Disc 3 will continue straight
on from you catching Jimmy.
Ryo drags him back to Asia
Travel and starts threatening
him. Jimmy gives you a
replacement ticket, but he's
holding something back.
Shake him about a bit and
he'll tell you that Chai is part
of the Mad Angels. If you
remember correctly, Lan Di's
organisation works very
closely with them. That
confirms it then — Chai is
working for Lan Di, which
means that he knows about
the real mirror. Why hasn’'t he

Essentials

Nozomi:
Temple:
Fuk-san:
Megumi:
Nozomi (2):
Bus Stop:

just come along and
confronted you himself?

Jimmy then tells you that
the Mad Angels hang around
at the harbour. If you got a job
at the harbour, maybe you
could learn more. It’s too late
to make the journey to New
Yokosuka, so kill time until
8pm, then get some sleep.
You might want to talk to
Nozomi before you go home.
Pop in to the Temple on the
way home. The kitten has
returned after its wanderings
and seems to be fine.

When you get home, Fuk-
san has a chat with you.

Chat to Nozomi before you go home.
Check up on the kitten at the Temple.
Tell Fuk-san what has been going on.
Go to the Temple in the morning.
Have another chat with Nozomi.
Catch the bus to the harbour.
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During the night, Ryo has
another dream about Sha
Hua - this time she’s sat in
the moonlight.

In the morning, go to the
Dojo — Fuk-san will let you
train with him. You shouldn’t
have any problems in
defeating him now. Go to
the Temple for a cut-scene
with Megumi and Nozomi.
On your way through
Dobuita, have a chat with
Nozomi. She’s in a good
mood at the moment, so
take advantage of it. Head
for the bus stop and catch
the bus to the harbour.

Sha Hua By Moonlight

This is the third
dream that Ryo
has had about Sha
Hua. This time she
is sitting on a cliff
top under a huge
full moon. As she
watches the
moon, the eagle
flies past.

Here Kitty

If you have looked
after the kitten, she’ll
have grown up and
gone off for a wander.
Now she has returned
and has learnt how to
climb. Megumi is
worried that she might
hurt herself if she
falls, but everyone's
minds are put at rest
when she shows off
her competence by
jumping to the
ground with ease.
Nozomi will then
appear and say hello.
It’s probably a good
time to feed the kitten
as a reward if you like.




rﬁlsmg The

Get off the bus and head for
Warehouse No 18 —it’s the
first warehouse on the left.
Talk to the foreman outside
the gate about getting a job.
He won't be very helpful. If
only you could scare him into
giving you a job — it worked
with Jimmy! Make your way
round to Amihama Wharf.
Between 12.30 and 1pm,
Goro will turn up and you'll go
into a cut-scene. After your
last encounter, his attitude has
changed quite a bit and he'll
be very nice to you. He even
promises to get you a job. He
asks you to meet him at
midday tomorrow outside
Warehouse No 1. That leaves
you with a lot of time, but
there are other things that you
need to be doing so don't
relax just yet.

You'll have two scrolls in
your possession that you've
not been able to use. This is
because they are written in
Chinese. Go to the phone near
the entrance to the harbour
and give Master Chen a ring
on 0468 615647. Give the
passwords as usual. Kishou
answers the phone. Speak to
him for a while about the
scrolls. He tells you to go and
see him in the warehouse. Go
to the Old Warehouse gate
and let the guard know where
you are going. Go to
Warehouse No 8 and show

A

“,,w-.w

Kishou the Stab Armour scroll.
He translates it for you. Now
you'll be able to select it and
learn it. Go to the phone and Foreman:
ring Kishou again. Tell him Goro:
about the Mysterious Scroll. Master Chen:
Show it to him so that he can Stah e’m““'
read it. Apparently, only the ?ﬂvsutlt:.rious
Master who wrote it is able to Seroll:
teach you the move. Kishou E’:i:_
tells you to keep it just in case Al
you ever meet him. Catch the gmﬂradmg
6.30pm bus home. Mark:
Once you get to Dobuita,
go to the area outside Game
You. Nozomi’s friend Eri will
be there. She seems worried
about her friend and says that
Nozomi has been feeling
depressed recently. Go home
and get some sleep.
In the morning, train with
Fuk-san, then go to the
harbour. At about 12.10pm
Goro will turn up with Mai. He
has arranged a job for you.
You'll need to go and see the
big boss in the Alpha Trading
Centre office before 2pm. He
takes you out to meet Mark,
who teaches you how to use a
Forklift Truck. See the ‘Lift It
Baby!" box for more
information on using the
truck. By the time you have
completed your first task, it
will almost be time to finish
work. Work ends at S5pm,
when you should report to
the office to collect your
wages. Wow, 2,000 Yen for
moving one box! | could
definitely get used to this!

Essentials

Speak to the foreman outside Warehouse No.18.
Speak to Goro outside Warehouse No.12.
Ring Master Chen from the payphone.

Show Kishou the Stab Armour Scroll.

Show Kishou the Mysterious Scroll.
Talk to Eri near Game You.
Talk to Mai and Goro outside Warehouse No.1.

Go to the Alpha Trading Centre office.
Get Mark to teach you how to use the
Forklift Truck.

Issue 9 | Dresmcast Solutions | 57




S L . crean-cast. net

58| Dreomcast Solutions | Issue 9

"
Lift it Baby!
This is a really cool part of the
game. The first thing to do is
go and see the boss in the
Alpha Trading Centre office.
He'll agree to hire you — after
all, there are a lot of boxes
that need shifting. Here're the
controls for a Forklift Truck...

D-pad/Joystick
Turn rear wheels left and riht

Reverse
R Trigger
Accelerate

A

Raise/Lower Lift

You'll be introduced
to Mark, the guy

with the afro hair cut. The
first thing he does is to test
you. All you have to do is to
carry out the commands that
he gives you. They will come
in this order:

1) Left - Move the wheels as
if you were about to make a
turn left.

2) Right — Move the wheels
as if you were about to
make a turn right.

3) Accelerate - Press the
R button to move
forwards.

4) Reverse — Press the
L button to move
backwards.

5) Lift — Press the A button
to lift the fork.

Once you've passed the
test, Mark will demonstrate
how to move a crate into the
warehouse. He’'ll leave you to
it. How difficult can this be?
Firstly, make sure that your
lift is all the way down. Drive
forwards and slide the fork
under the crate. Keep
pressing the A button until
the crate is above you.
Carefully drive into the
warehouse and line yourself
up with the white marks.
Lower the crate half way —
this will enable you to see the
other crate a little. Do a final
repositioning and lower the
crate completely. Reverse out
and look at your handiwork.
Impressed with yourself? No,
we weren't either! This skill is
very important. The more
crates you shift, the more
you'll get paid. This job will
enable you to get into places
that were previously closed
off to you, and to listen in
on conversations.




Lifting For A Living

Make your way to the
Warehouse No.4 area at
about 7pm. The old man is
being attacked by two bikers.
Obviously you'll have to
intervene. The bikers
challenge you to a race on
their motorbikes in the form
of a QTE. The other biker
throws things at you. All you
have got to do is avoid them
by pressing the all of the
appropriate buttons.

At about 9pm, Goro will be
walking around by the bus
stop. Have a chat with him,
then make your way home.

It's straight back to work in
the morning. Seeing as you've
got a job, Ine-san has stopped
your allowance. Walk out of
the door and you'll be taken
straight to the harbour. Your
first task of the day is to
take part in the daily Forklift
race! Barrels with arrows on

have been placed accordingly
to form a circuit. This will be
extremely hard at first, but
you'll get used to it. See the
‘Forklift Racing’ box for
everything you need to know
about this.

Forkiift Racing

It seems that every working day is started off with a race. What a morale booster! Surely everyone would
do this for a living if they could have a race every morning? You race against four other opponents. The
steering takes a bit of getting used to — the best way around corners is to take them as wide as you can.
For example, on a right-hand turn, line up on the far left and cut into it. Even clipping a wall will bring
your vehicle to a complete halt, so watch the sides. When trying to overtake, don’t get too ambitious. Stay
behind until you get a decent chance to pass. If you try to overtake in a narrow passage, the chances are
that you'll clip something and lose a lot of time. Don’t chance it. There’s no way that you'll do very well on
your first attempt - don’t worry, there will be other chances. At the end of the race, Mark awards you with
a miniature Forklift toy. Printed on the side will be the position that you attained.
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Wlllﬂ, WIII‘K wm'k and start to hassle him. There

With the games over and done  are specific ways of dealing

with, it's time to get some with these guys. See the ‘Mad

work done. Mark gives you a Angels’ box for more details. They're all the same,

map of the work that needs At 2pm you'll return to walking around giving it all

. . this and all that - one kick
doing. A whole load of crates work. Carry on moving the and they're on their arses!

need moving from the crates. Remember, the more The Mad Angels aren’t any
entrance of the Old you move, the more you'll harder than the bikers in
Warehouses to Warehouse No  get paid. At some point Dobuita and there are less

. ) of them. Take into account
18. The crates are stacked up during the afternoon you'll the fact that your abilities

two-high. You can't lift two at be approached by three are far more advanced than
a time, so raise the fork members of the Mad Angels before and there is no
halfway and lift off the gang. It seems that word is competition. The first two

topmost crate. The space in getting around quite quickly. 'svligigAh'ﬁs:mrrz V?L"ey it

this section is very limited so It seems a bit pointless as prone to everything. If you
you may have to back up to you're bound to win, right? get in close they'll grab you,
get out. Warehouse No 18 is Use the same moves as you so keep your distance and

around the corner, opposite did earlier in the day — they g:dtl;:,?:, VSV\II;ra‘l:?)E\]I\I;kng?J:nA

the Tomato Mart. Keep won't last long. There’s also standard Crescent Kick does
working until lunchtime. a special way of killing them, absolute wonders.
You'll automatically stop which is mentioned in the The second lot of Mad

when it’s time to go. ‘Mad Angels’ box. Note that RAngels et Bs-doall Wb
the same way. However,

Mark is sat down by the there is no ‘Essentials’ box there is a very satisfying

pier with his lunch when two for this section as everything way of finishing them.

Mad Angels kick his food away  that happens is automatic. When the battle begins, let
one of them knock you over.
While you are recovering,
they’ll huddle in on you. As
soon as you get up, perform
a Cyclone Kick and you’ll
knock all three of them out
with one move. That's the
way to do it! Surely they
won’t come back again?

[1] Yet another day at the warehouse. All 1 do all day
long is move crates. There's got to ie something more to
life! [2] That is your guota for today. You'll need to move
the correct number of crates, otherwise you won't have
a joh in the morning. [3] You'll start to get paranoid
after a couple of days of working at the warehouse.
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After all the commotion, you
can carry on with your work. It
might seem sad, but you'll get
very good at using the Forklift.
The better you are, the richer
you'll be! Keep going until
5pm. You won't be interrupted
again until it’s time to go.
Collect your wages from the
office and go outside. Goro
runs up to you and chats for a
while. He hasn't really got

It’s that time of year when the decorations go up and fake Father Christ
the streets get covered in snow. It takes a while for the snow to settle,

anything interesting to say,
but he did get you the job so
it's best to humour him.

At about 6pm you're
intercepted by Kishou. He
tests your skills by surprising
you from behind. Ryo will
dodge the attack and so pass
the test. Kishou is so
impressed that he offers to
teach you a new move. Accept
his offer and watch him
perform the move — he'll only

do it once so watch closely.
The Swallow Dive is a very
effective close-range kick and
can be performed by pressing
Back + A. Keep practising this
move to gain more experience
with it. When you get bored,
quit out of the practice menu.
Kishou continues to talk to
you for a while longer. There's
nothing more thatyou can do
tonight, so you may as well
head for home.

Phoenix Mirror Dream

This is the fourth dream that Ryo has had in the game.
The view pans down past the tree in Ryo’s garden, only
this time the tree is alive and well. Endless blossoms rain
down from its branches while the Phoenix Mirror fades
into the picture.

mases line the streets. In Shenmue, they actually get snow, and lots of it. As the days go on,
but soon all the trees and cars will be covered in it. Someone dressed in a Father Christmas

outfit (or maybe he’s the real thing) is roaming about the streets of Dobuita. He doesn’t appear to be doing anything — maybe he’s just looking for naughty children.
There are Christmas banners on all the shops and the Tomato Mart even has holly hanging up outside. Let’s hope that the harbour doesn’t get clogged up. It would be
very disappointing to have the daily race cancelled. You wouldn’t want to miss the smile on their faces when you beat them all!

o Of
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All Over Again

You wake up and go
straight to work as usual.
You won'’t be able to save
your progress in the
morning so make sure that
you do it before you go to
sleep at night. When you
arrive at the harbour it’ll be
time for the daily race.
Despite your new-found
talent at moving crates, you
won’t be quite as good at
racing as you thought you
might be. The race is a
completely different kettle
of fish. Always remember
that the computer tends to
be biased towards its own
when it comes to collisions.
Collect your prize and
start work. Today you'll be
moving crates from outside
of the Tomato Mart to the
back of Warehouse No 3.
Work hard (what am |
saying?... this is great fun!)
until lunchtime. At midday,
you'll sit by the water’s
edge with your workmates
and have a free lunch. The
company has a free lunch
scheme, you see - yet
another morale lifter. This
job really is a pushover!
Mind you, driving a Forklift
truck in the freezing cold

might not be so nice. Seeing
as your new friends are all
lined up, you might as well
talk to them and find out
what makes them tick. None
of them knows much about
the Mad Angels, so you

may as well explore until
lunch is over.

Keep working throughout
the afternoon - | wonder if
Chai is watching me right
now? Yuk, what a horrible
thought! At about 3.30pm,
you'll be trapped in
Warehouse No 3 by the
bikers from Dobuita. Don’t
get excited, these guys
aren’t the Mad Angels, but
they’re still quite hard.
There are nine of them in
total. The first group has
five bikers in it. You'll
recognise them all — it
seems that they didn’t learn
their lesson the first time
around. You'll just have to
shout a bit louder this time.
The second group comprises
the remaining four bikers,
including the one that you
may have hit in the Jimmy
chase. Any moves will work
on these guys — just don't
launch into a three-kick
combo as it's bound to miss.
Ryo will grab one of them

Hey ook
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and demand to know where
he can find the Mad Angels.
The biker tells him to go to
the back of Warehouse No
17 after dark.

Back to work again |
suppose. Pick your wages up
at 5pm and go to the
Warehouse No 17 area. See
the ‘Mad Angels After Dark’
box for what happens next.
After this little incident, go
to the Harbour Lounge area.
If the old man is sat by the
wall, talk to him. He tells
you to come back at night.
Apparently, the bikers hang
around here after dark. Wait
around until about 6.30pm.

Walk from the Tomato Mart
towards the exit — the old
man will walk out to meet
you. After challenging you
to hit him, you'll oblige but
miss. In fact, every time you

try to hit him, he’ll dodge it.

He is using a move called
the Shadow Step. He says
that your father knew this
move. If he knew how to
evade punches, why was he
defeated so easily? The old
man offers to teach the
move. Accept his offer and
perform the move by
pressing Forward + Y + B.
Practise the move until
you're happy with it.

[11 Ryo gets pretty violent towards the
end of the game. Stay out of his way!
[2] Al | do, all day long, is move these
damned crates! £3] I'd rather he a
schoolboy than a fat old man with a
rubbish beard. [&] A kick to the chops
never did anyone any good. Not very
tiplomatic, is he?




‘n all rfght".
ib)en... Oohh!

4‘ ” /
. - & |
Umm... We won t fo?'g‘et thisl

lc Chi You Men

111 Even after a good arse-kicking, they still won't give up. Fools! [2] You're
surrounded. . . not a problem for wonderboy. {31 The camera occasionally pans to an
atmospheric view of Ryo's chin. [4] You cannot harm me! My wings are like a shield
of steel. Hey, stop it, that hurts!

After Dark

some information about them.
Mark thinks that he could be
dead now — that’s how serious
the Mad Angels are.
Apparently, they're negotiating
some sort of deal with Lan
Di's organisation. You're
getting closer and closer all
the time. A couple more fights
and you should be there. The
only problem is that Chai is in
the Mad Angels, and you
really don’t want to go up
against him in any hurry!

Mad Angels

damage. When you get down
to one opponent left, he'll get
very angry and be twice as
lethal as before. Don't
underestimate him.

After the battle, go over to
Mark and help him. He really
is in pain - you'll need to hold
him up and take him
somewhere safe. The two of
you sit down on the edge of
the dock and talk about
what’s going on. The Mad
Angels are attacking Mark
because his brother leaked

Earlier in the day the bikers
told you that the Mad Angels
tend to hang around the
Warehouse No.17 area at
night. It gets dark early at this
time of year, so as soon as you
have finished work, head for
the far corner of the harbour.
A gang of Mad Angels have
got Mark up against a crate
and are kicking the crap out of
him. Why do they always pick
on Mark? Obviously you'll
intervene. This will be a very
difficult fight. Despite what
you may have thought, the
Mad Angels definitely live up
to their name. This is a very
hard battle and only by using
certain tactics will you win.
Whatever you do, don’t let
them start getting combos
in — if they think that
you're getting weak
they'll really start to
hammer you. The more
hits they get in, the
more excited they'll
get. Don’'t even give
them the chance to
get warmed up.

Constantly keep
moving — dodge and
evade as much as you
can. Try to make them
commit themselves to
lunges, then grab them
from behind. A move
from behind will hurt
them far more than a
normal move would.
Try not to commit
yourself by launching
combos — if you miss,
they won't let you
forget it! Twin Swallow
Kicks and Mud Spiders
will work quite well as
will the Cyclone Kick
and Dark Moon.

Don’t get over-
confident. A lone fighter
can do as much, if not more

carti ruect
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Say Cheese!

Yup, you guessed it, it's
time to go home. Make sure
that you save before you go
to sleep, and in the morning
go straight to work. You
should be able to do really
well in the race today. If you
don’t come second or higher,
you should be very
disappointed! Take your
prize and get to work. Today
you'll be taking crates from
outside Warehouse No.11 to
Warehouse No.18. There
won't be any pointless
incidences during the day,
which is a real shame. You
could've done with getting
some more information.
Seeing as you won't be
interrupted, you can do
things like try to get faster
and faster crate delivery
times or delivering
backwards. It's amazing the
sense of achievement you
get from reverse spinning to
get out of a warehouse.

At lunchtime you'll sit and
eat with the guys as usual.
Nozomi and her friend run
up to you with a Polaroid

camera. Why the rush?
Nozomi wants a picture of
you both together, but Ryo,
being the idiot he is, pulls a
stern face. When Nozomi
sees the picture, she looks
upset for a second - then
she hides her emotions and

tries to put on a happy face.

She’ll let you choose which
photo you want to keep.
Pick one and she’ll take the
other. Then she drops the
bombshell: she has decided
to move to Canada. That's

why she wanted the photos.

Ryo will come out with
some stupid comment like
“If that’s what you want to
do, then do it.” He’'ll look
back and regret this
moment. As Nozomi leaves,
she keeps hesitating and
looking back. All in all she
has given you about ten
million opportunities to say
something, but you kind of
get the feeling that Ryo is
all brawn and no brain.
Eventually Nozomi
will leave. If she
was depressed
before, | dread to

think what sort of state her
mind is in now!

You should have over an
hour to spare until you have
to go back to work. The old
man mentioned that he used
Warehouse No.7 as a
training area. Maybe you
could go there. At 2pm,
carry on with your work as
usual. Collect your pay at
5pm. Goro will be hanging
around outside. Have a chat
with him and, when the
lights come on, go to the
Tomato Mart area.

TR o wnat Ylou'»vé:‘decldgd, .
it"s whatayou've decided.

Ohh man, so close.
You alsost had it

[1] She’s really going to go. ... she’s not jokiny you know. So Ryo comes out with a cheesy
Eighties response. [2] Nozomi tries to hide her emotions, but she’s not very good at lying.

[31 Why is it that girifriends’ best friends are always really annoying? [&] What a lovely, hapny
photo. Nozomi will treasure that for the rest of her life. No, really. . .

&

(s it. Here 90658
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[1] Ryo hackilips out of the way of an
oncoming motorcycle. [2] And they all
fall down. . . like flies in fact, such is
the might of Ryo. [3] Aha, my Eighties
look is now complete. No-one can defeat
me now. [&1 Only Charlie is left. You'd
have thought he would have run off after
witnessing that massacre.

The Chase

When it gets dark, the Mad
Angels come out to play. As
you approach the Tomato
Mart you're blinded by a
bright light. When your eyes
adapt to the light, you're
able to make out three
bikers. Two are wearing
tinted helmets; the other is
Charlie. He's wearing a Mad
Angels jacket. As if he didn't
learn his lesson last time! In
the first part of this QTE,
the three bikers charge at
you one after the other.
Press Right, then Left, then
A to evade them. Pressing
the A button will make Ryo
jump up and kick the last
guy off his bike. Ryo will
jump onto the bike and give
chase. Going along the
straight, the other biker will
attack you. Press Left twice

to dodge the attacks, then A
to kick him off his bike. Only
Charlie is left. You'll have to
press the D-pad in various
directions to get round the
corners but it's nothing
challenging. When you get
to the first junction, press
Left. At the next junction
press Right. This will bring
you up alongside Charlie. He
has been leading you on a
wild goose chase all along:
now you have to fight a
gang of Mad Angels.

They are a lot easier this
time round. This is probably
because they are far more
wary and so won'’t attack as
much. There’s also the fact
that your attacks are more
advanced than they were
last time. Remember to
dodge whenever you are not
attacking. Performing a

running Cyclone Kick is a
very effective way of taking
the group out.

Once they're defeated,
Charlie gets very angry. He
appears to have been
training every day since your
last encounter. Don’t get too
close to him — he’ll only
throw you against a crate.
Dark Moons, Cyclone Kicks,
Twin Blades and Tiger
Storms are the order of the
day. In fact any move which
involves moving forwards is
cool because it means that
you can perform it from a
few feet away, thus staying
out of his reach.

After falling on his arse
for the last time, Charlie
reluctantly tells you that
some Chinese hot-shot in a
silk robe has been throwing
orders around. Apparently
he's about to leave on one
of the cargo vessels. That
must be Lan Di. He’s still in
the country! You had
assumed that he had left.
Surely if he knew about the
Phoenix Mirror he wouldn’t
be leaving? Ever get the
feeling that you might be
walking into a trap?
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More Information

Catch the bus home and talk
to Eri outside Game You. She
tells you that Nozomi is upset
and is sitting in Sakuragaoka
Park. Go straight to the park
and sit down next to her. She
needs a shoulder to lean on,
so you need to be there for
her. Just after 11pm she goes
home and you do the same.
During the night you have a
dream about Lan Di. See the
‘Dreaming Of The Enemy’ box
for more information.

In the morning it’s work as
usual. Go for it in the race and
then get ready to start work.
Today you'll have to take
crates from outside Warehouse
No 15 to Warehouse No 18.
It's a long trek and you'll be
lucky to get more than ten
crates delivered before 5pm.
There won't be much to do at
lunchtime. Wander around
until 2pm, then start work
again. During the afternoon,
one of the thugs will walk up
to you in broad daylight. After
shouting and waving his arms
a bit, he runs off. Ryo gives
chase — you know what'’s
coming next. It was obviously
a trap but, as you well know,

Essentials

Ryo is not the sharpest tool in

the box! The battie that

follows is not a Free Battle — 1

guess the developers realised
that things were getting a bit
repetitive. Instead you're
treated to a QTE. Some of
the button presses in this
event are very close together.
The last three in particular all
appear as soon as you've
pressed the last one. They
must be getting fed up of
being beaten up by now.
Carry on working until 5pm
and collect your wages. You'll
automatically have a
conversation with Mark. He
tells you that a Long Zha deal

Eti: Speak to Eri outside Game You.

Sakuragaoka
Park:
QTE:

Go to the park and talk to Nozomi.
Chase the thug in the afternoon shift

and beat up his friends.

Long Zha:
Shadow Blade:

Talk to Mark to learn about the dodgy deal. L
Learn how to finish the Shadow Step from
the old man.
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is about to take place. He
doesn’t know when exactly,
only that it will be soon. Two
foreigners, Tony and Smith,
know more about it, but
nobody knows where they
are. When the conversation
ends, find him again and talk
to him for a while longer.
There is another move to

Dreaming Of The Enemy

Lan Di is very close - so close that Ryo can feel him in his
bones. He is right here in the harbout. Ryo could be ten feet
away from him and he wouldn’t know it. Lan Di must know
that Ryo is here — he’s been making enough noise! The
dream shows that Ryo is losing it a bit. He may put on a
strong front but inside he is raging.

be learnt before the day is up.
Go and see the old man
outside the Tomato Mart. He
teaches you how to finish the
Shadow Step. The complete
move is called the Shadow
Blade - it can be performed
by pressing Forward + Y + B,
A. Hang around until 8pm,
then go home and save.

A
1 heard then all whisgfina |~ /x
sonething aboutilona Zha: THERIT's soon. "

Once you're behind your opponent,
strike the back of the neck.




{11 Ryo induces a stutter in the hiker's speech. He must be one scary uy. [2] Goro
and Mai end up getting hitched! Just imagine what the kids will look like. [3] Mark
seems 1o be overjoyed at the triumphs Ryo has achieved. . . or is it just relief that it's
the end of the game?

3

The Last Day At Work

Wake up in the morning and
go straight to work. You
should be able to win the race
by now. As long as you take
some of the corners on the
inside and don’t get stuck
anywhere you'll be fine.
Today’s job is slightly:mere
complicated than usual. You'll
need_to take crates from
outside the Old Warehouses
gate to Warehouse No 8.
There are some red crates in
Warehouse No 8 that then
need to be taken to
Warehouse No 18. After
you've done the circuit once or
twice it won't seem that bad.
At lunchtime, Goro and Mai
pay you a visit. It seems
absurd, but they are actually
planning on getting married!
That beating you gave Goro
has woken him up a bit. After

Master Chen

speaking to them, go back to
your workmates and speak to
them. Mark tells you that the
Long Zha deal is going to
happen very soon. One of the
other guys tells you that the
two foreigners, Tony and
Smith, have been seen hanging
around the cafeteria. Don’t
bother checkingwout the
cafeteria area though — they
won't be there at the
moment. Wait until 2pm and
go back to work.

At about 4pm, you'll see
two of the bikers outside the
cafeteria. They must be the
two that you are looking for!
When you try to question
them they’ll run away. Ryo
gives chase. It's now that
you find out just how many
people the Mad Angels
control. On every corner,
someone will try to slow you

down. You'll have to avoid all
the obstacles in the way of
QTEs. They are all fairly
straightforward. The only
ones that may cause a
problem are the multiple-
choice arrows. At the parked
van press Right - pressing
Left will put you face to face
with an oncoming van. At
the second one press Right
so that you follow the guy in
the purple shirt. You can
afford to mess up two at the
most — any more and a truck
will overturn in front of you.
When you finally catch him
he'll reluctantly tell you that
the only person who knows
about the Long Zha is Terry,
the boss of the Mad Angels.
Unfortunately, no-one knows
where he is. After speaking
to Master Chen, go home
and get some sleep.

The QTE will have taken you to the end of the day. When you go to collect your wages, your boss
tells you that someone has left a letter for you. It is from Kishou. You'll automatically go to see
him. Master Chen tells you that he cannot say when the Long Zha deal will be taking place, only
that if you are patient you'll find out. He mentions (as an aside to Kishou) that he is bound by an
oath to Iwao to look after Ryo and guide him. It looks like you're just going to have to be patient.

uld not have waned you
life avay so sens@lessiy..

continued>
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Nozomi’s In Troubie!
MBE‘ Terrv e & : : X Ryo wakes up at 11.45pm. l.t

Not a very ominous name, and not a very ominous fellow, especially when he is stood next to his seems strange that he woke
“vouncers’. Terry tries to make a deal with Ryo. The deal is that Ryo must kill Kishou to ensure up — maybe he could feel
that Nozomi lives. It's a tough decision, but Ryo agrees to it, under the condition that Terry trouble in the air. Ine-san is
Fakes Ryoks S Bt still up. She tells you that
Aida-san rang to say that
Nozomi had not come home
yet. At that point the phone
rings. It’s Chai! He has
kidnapped Nozomi and is
holding her hostage at the
harbour. You have four hours
Uh, that's 0..I's tool.. to get there, otherwise...
By the time you leave the
house you'll have already lost
30 minutes. You now have
only three-and-a-half hours to
get there. Go to Dobuita via
the back entrance (Mr
Yamagishi's house). Upon

I‘f I Ie‘t you 90 Schooiboy‘ g arriving at the bus stop you'll

. realise that the night-time
it sets a bad example"‘ ¢ ) buses won't get you there in
; time. Go to the Motorbike

shop and knock on the door.
He has no working bikes
available, but he knows
someone who does. Go back
the way you came, all the way
to Sakuragaoka. There's a
bike parked up outside a
house. Knock on the door and
ask to borrow it. He's a friend
so he'll give you the keys. By

Haven't had enoush fun yet?..Hey!

Grease Lightning

Whatever you do, don’t use the brakes. On the sharp corners,

let go of the accelerator for an instant, then push it down

again. If you start braking, you won’'t make it in time. If you

hit the sides too hard you'll fall off and have to start again. ’ ”
On the S-bends, take the first corner early so that you %an R'TIME 00 22
take a straight line through the rest of it. The best way to

take corners is to go wide and then into it at full speed. If

it looks like you’re not going to make it, ease up on a

gas a little. As soon as you lose control, you know CTIME 011557 .

that you're home and dry... . -

R.TIME QO* 19" /
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the time you get to the open
road you'll have a minute-
and-a-half to get to the
harbour. R accelerates and L
brakes. Check out the ‘Grease
Lightning’ box for how to
succeed in this section.

If you get there in time,
you'll be welcomed by a gang
of Mad Angels. The new
moves that you have recently
learnt will be very useful in
this fight. As long as you can
get them in, the Mad Angels
won't have any defence
against moves like the
Shadow Blade. This move is
especially useful as it knocks
opponents cold for a second.
If you get stuck in a corner,
use a Cyclone Kick to clear
some space. After the first
group is down, Ryo will walk
into the now open Mad
Angels warehouse. Yet
another group of thugs are
waiting for you. They are
slightly more wound up than
the last group, but they still
shouldn’t cause any problems.
With all of the thugs gone,
you'll finally meet Terry.
That's it for today. Take
Nozomi home and get some
well earned rest.




Fired!

When you wake up in the
morning, go straight to the
Dojo. Ryo will pray in front of
the banner and have a short
vision of his father training
with a Katana blade. After
that, Ryo goes straight to the
harbour. Today is slightly
different. Ryo is in turmoil.
He doesn’t know how to get
around the fact that he's got
to kill Kishou (we know that's
not his name — it's an
affectionate term!) in order
to get to Lan Di. Tomu is
his usual happy self and so
he manages to cheer Ryo
up a little.

When you go into the

office, your boss will fire you.

It's a bit sudden but the
reasons are pretty obvious.
It's not his fault, he's just
looking after his own. This
doesn’t do much for Ryo's
state of mind so he goes
back to see Tomu. As he
approaches him, Tomu starts

dancing and performs a
spinning kick. Tomu offers to
teach it to Ryo. Politely
decline, but accept when he
asks you a second time. This
way, Tomu will teach you the
whole move as opposed to
part of it. The move that he
teaches you is called the
Tornado Kick. The first stage
of the move is performed by
pressing Forward, Forward +
A. To complete the move you
must press A again, straight
after the previous kick. (The
complete Tornado Kick is
Forward, Forward + A, A.)
This is a great move.
Remember how the Cyclone
Kick is slightly delayed and

~and second kic

can sometimes be cancelled
out by a quick opponent?
This is not the case with the
Tornado Kick. It has two
strikes that cover a fair bit
of ground, so you can always
start it a body length away
and still manage to floor
your opponent!

Thankfully you don’t have to
wait around all day for your
next confrontation. We can
only assume that you spent
the day taking Tomu to the
airport and seeing him off.
When you next gain
control, it will be dark.

Get ready for the
most action-packed
part of the game!

-
%

W
k.

§11 Tom can get his leg up quite high. Maybe that has something to do with the amount of female attention that he
gets. 12] Tom turns up everywhere, and his leg’s always above his head. [3] Ryo has a man-to-man chat with his
foss. It doesn't look good. [%] As his world falls apart, Ryo turns to the memory of his father to comfort him.

continued >
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70 Man Battle

Oh my God! This is hard.
Prepare yourself for a long,
long battle. First up, one of
Terry’s henchmen meets you
and tells you where to wait in
order to fight Kishou. When he
turns up, Ryo tries to make
out that he is fighting —in
actual fact he is trying to get
Kishou to fake it. Kishou
doesn’t get what is going on
and the two end up fighting
for real. Eventually, they both
fall to the ground after
some very impressive
moves. Terry sees his
chance to kill both of

[11 It's OK. At least you've
got a friend to help you battle
against 70 thugs. That’s only 35
each! [2] The final sub-boss is an
8-foot tall Village People reject. [3]
Hmmm, | wish | had a bright yellow
jacket like that. No, really!
[&] I'll just stand here and watch for a
while if that’s okay.

them and tries to crush Kishou
with a concrete block. A one-
button QTE follows — if

you're not victorious, Kishou
will be killed!

Terry runs off. This is where
things get very hard. You have
to make your way to Terry
through 70 members of the
Mad Angels gang. Most of
them can be taken out with:
one kick (as long as you have
been training), but around ten
of them can really take some
damage. To start off with, use
the Tornado Kick that Tomu
taught you. If you time it right
you can take out one guy and
then the one behind him with
the second part of the move.
If you miss for any reason,
hammer the B button to get a
standard kick out. When you
get a break, run around to
regain some of your energy.
But don't run too far — you'll
just get tired.

After defeating 25 men, the
first sub-boss comes at you.
He's not as easy to floor as
the other guys and he attacks
with more venom. Use
Crescent Kicks, Cyclone Kicks,
Tornado Kicks, Dark Moons,
Stab Armour and throws on
him. When he falls,
immediately start pounding
the next 25 men. The camera
angle starts to get a bit weird
and it's quite hard to see the
men until they are on top of
you. Run around to find a
decent position and stay there.
The second sub-boss is slightly
harder than the first. Use all
the same moves, but don't try
to throw him unless he

R
2 Erers ¥

overcompensates and leaves
himself open to you. If you try
to throw him any other way,
he'll hit you with his iron bar.
The next 19:men are slightly
more agitated. This is
understandable seeing as two
men have taken out 50 of
their mates! Still, they
shouldn't cause a problem —
two or three kicks as opposed
to one will suffice.

The 70th epponent is the
huge guy that was standing
next to Terry in the
warehouse. You'll need at least
half of your energy left when
you get to him. If you lose any
energy during the fight, run
around a bit to recharge
yourself. Unless you're
attacking, stay away. He has
got a massive reach and some
really powerful throws. Keep
evading at all times. And when
you get the chance, Shadow
Blade him. All the regular
moves will work, but the Dark
Moon is probably the best
because of its range. There's
nothing more that we can say
— just keep going.

With that monster gone,
you can finally take on Terry.
Kishou asks you to leave Terry
to him. This would be fine if
Terry was unarmed. When he
whips out an iron bar, you'll
need to grab it off him, so get
ready for the QTE.

Terry will tell you that Chai
has already taken Lan Di to the
boat. A cut-scene shows Lan
Di leaving for Hong Kong.
Damn! Too late. You may as
well go home unless you're a
very good swimmer.

2L

i

715 aprlucky dav! 1'11 get rid
of both of yvou at one tise!

| Py
.71 7%
Th‘at's Tow,« Terry! o
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In the morning, Ryo packs his
bags and leaves. Fuk-san gives
him some money and wishes
him luck while Ine-san
watches secretly from the
corner. The camera follows
Ryo through the villages and
onto the bus. He didn’t even
say goodbye to Nozomi!
Master Chen and Kishou meet
you at the harbour. Kishou
says that he's coming with
you and will teach you a new
move. The Swallow Flip is the
first counter move that you
have learnt and it is
performed by pressing
Forward + X, A.

Don't relax though — it’s not
all over yet! Chai is lurking on
a platform directly above you.
He'll kick down a huge metal
bar, which only just misses
you. It lands on its end and
falls over onto Kishou's leg.

While Master Chen looks after
him, Chai jumps down to the
ground and challenges you to
a final fight. It won’t be so
hard to beat him this time.
After your previous fight, a
fair number of your moves will
be on ‘Advanced’ and you'll
hurt him far more than
before. Use your newly
acquired Swallow Flip, the
Shadow Blade and any other
kicks that you can pull off. It
certainly won’t be an easy
fight, but you shouldn’t lose.
Like any final bad guy, Chai
will suddenly come back at
you, so be prepared for a

big old QTE.

With Chai plunged into the
depths of the ocean, you can
go back and check on Kishou.
There’s no way that he can
come with you right
now, but he assures
you that he’ll follow

you when he has recovered.
Master Chen gives you the
address of a good master
that he knows.

As Ryo climbs the
stairs to the ferry, he
recalls what he had
done that morning. So
he did:gay goodbye to
Nozomi. Good boy! The
ferry sails off into the night
and Ling Sha Hua smiles
down on him.

And thus, Ryo's destiny
unfolds...
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coffee maker and get

_‘ ome all-nighters - and
make Slife that you've got this
guide handy. Lara is back and she’s
hot on the trail of more secret
artefacts. Can you find them all? &

“The sight of
Ms Croft in a

is worth the
entrance fee!”

Publisher
Developer | Core Design

Origin | UK For more advanced

Price | £34.99 controls see the ‘f\crobat'
Genre | Arcade Adventure box. Here're the basics...
Released | Out Now

1) Run (default)

Grab/action

one player vibration pack Reverse roll

.
Jump

& Equip weapon
b’ﬂ Hold to look around

arcade stick

wn Crouch, or dash if running .

} Inventory
stanr

Save position G

_/ Logo during play Y
F Mini-Qame N

Walk ( default ) »
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> The action button (A) has many uses. It allows you to step
onto a raised platform, climb up ladders or pull yourself up
onto piatforms.

, Lara The
Acrohat!

There are a fair
number of moves
that Lara can pull
off and you're
going to have to
master all of
them to be able
to get through
the game. Check
these out!

 Lara can do an acrobatic pull-up. This can be performed in » When you are holding on to a ledge, you can travel along
the same way as a regular pull-up except you need to walk it by pressing < or =. You must hold down A all the time.
4 (on D-pad, default) instead of running. It doesn’t have any

purpose, but it sure looks good.

> If you see a series of bars above, you can normally swing > Lara can dive into a pool of water. This is especially useful

across them. Jump up and hold A. Lara will grab hold of when you have a long way to swim as the dive will carry you a

them. Push 4 or ¢ to swing on them. fair distance into the water. Either stand next to the water or ]
run towards the water. Then press X + walk ¢ (hold together). §

continued >
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Running Jump

> Press X while you are already running, to jump further.

» Use the D-pad (default - can be swapped with analog
pad) to make Lara walk. You cannot fall off the edges

when you are walking.

* Press § on analog stick (default - can be swapped with » This is vital if you are jumping over a chasm - you don'’t
D-pad) to perform a small hop backwards. This is very want to mistime it and fall off, do you? Walk up to the edge
useful when you need to put some room between of the platform. Hop backwards (analog stick, default) once.
yourself and an opponent. Now run forwards and, a split second later, press X. Lara will
v perform a running jump from the very edge of the platform.

» Simply press & + X (which is jump) to leap forwards » Sometimes the platform will be too far away to jump
onto, so you'll have to grab onto the edge and pull yourself

a short distance.
up. After you have jumped, press and hold A.



Sideways Vault

> Press X, then < or = a split second later. The two button
presses have to be done very close together. The move
doesn’t always work if you press both buttons together,

so practise and get the timing right.

Backwards Vault

As for a Sideways Vault, except you must press ¥ instead
of < or =.

* Press B (roll) as you are performing a Backwards Vau
This will make Lara face the other way when she lands.
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The shelves in this room can be pushed to reveal items.
Behind one of the shelves is a secret room containing the
very first secret... oohh!

i There are three doors in this section and all of them are
shut fast. The only object in the room is a big bell, which is
hanging high above you. Now that you have got your
Revolver souped up with a Laser Sight, you can aim
accurately enough to hit the bell. Shoot it once to open the
door on your left (see Secret 2). Remember for the future
if you see a bell, shoot it!

You'll start off outside the
door to the backstage area.
Go in and climb up the crate
next to the forklift truck. Jump
up to the next platform and
run to the end. Perform a
standing jump onto the next
platform. Run through the
doorway and follow the
corridor on into the next
room. There are two
scaffolding towers barring
your way. You'll have to jump
past them. Two diagonal
standing jumps will do the job.

Go into the next room and
perform a measured running
jump to the other side. You'll
have to grab onto the
platform to make it. If you fall
down, you can use the crate
to climb back up. Follow the
walkway and do a sideways
jump over to the exit. Walk to
the edge of the platform,
jump straight up and grab
hold of the bars. Monkey-
swing across the gap and
drop off on the other side.
Climb up the ladder.

At the top, climb around the
corner and drop down to the
floor. Crawl! under the gap and
keep going to the end of the
passageway. Flip down into
the room. Run to the end of
the walkway and pull the lever
to open the door. Foliow the
corridor into a large room.
Climb onto the crates at the
end and jump over to the pool
of water. Swim down into the
hole, follow the passageway

and swim up into the next
room. Walk along the corridor
until you get to the tightrope.
Walk along it and go into the
shelving room (see Secret 1).

Go through this area and
out the other side. You will
now be in an area that you
have already been in. There is
nothing more to this section,
so go back outside and take
the first right to go into the
fountain area.

Kill the dog. Turn right and
follow the passageway to the
mask on the wall. Pull the
lever and go back to the
fountain. The lever will have
raised the gate in the next
section. Go out of this area
and turn right. Don't step on
the darkened tiles. Go past the
greenery and pull the lever. A
load of bats will fly out of the
hole - run back into the light
to get rid of them. The
darkened tiles have risen to
form a raised platform. You
will now be able to get up to
the next level

Follow the ramps to the
chairs area and step up to the
ledge at the end. Drop down
into the corridor below. The
windows in this area can be
shot out to get at the items.
One of the windows leads to
another corridor. Don't go
down there now, but
remember it for later. Go
down the stairs and take out
the dog. Go through the
opening and pull the lever. This
will open up the grate, thus
making a short cut to the rest

of the level. Go back up to the
window and do a measured
running jump across the gap.
Turn left and follow the ramps
to the top where you'll find a
Gold Key. Pick it up and go
back down. Turn left and go
up the next set of ramps. You
will now be able to see down
to the fountain area. Jump
onto the canopy and pick up
the flares. There is a dog
below you - drop down and
kill it. Use the Gold Key to
open the locked door in the
fountain area.

Go to the end of the
corridor and turn to face the
left wall. There is a man with a
gun on the balcony at the end
of the next room. Get your
guns out. Do a sideways jump
into the room and keep
shooting. As soon as you land,
do another sideways jump
back into the corridor. Keep
doing this until the man runs
away. Go to the end of the
room and turn left. Go down
the ramp and climb up to the
Garden Key. Now take the
alternative route and go up
the ramp. You will now be
where the shooter was. He is
on the other side of the gap.
Shoot him until he runs away
again. You may want to heal
yourself about now! Step up
to the rope and walk across it.
Balance yourself by pressing
< and = when necessary.
Drop down to the corridor
and pull the lever. This will
open the final door to the
fountain area. Don't go in




there — go in the opposite
direction and, when you get to
the T-junction, turn right and
go to the end of the corridor.
Turn left and place the Garden
Key in one of the slots. Now
go to the other end of the
corridor and turn right. Take
the first left and grab the
Revolver Rounds. Go out of
the room, turn left, and run up
the stairs. There is a Revolver
at the top - finally you'll be
able to use that ammo that
you've been collecting!

Go up the stairs to the
double doors and push them
open. Lara will make a really
annoying groan — just put your
fingers in your ears so that
you don't hear it. Collect the
Laser Sight and attach it to
the Revolver. The second

Garden Key can be found
behind the gate in this
room. Equip the Revolver
and get the sights up. Aim
for the padlock and shoot it
off. As soon as you collect
the Garden Key, a group of
smelly rats will start to
nibble at your feet. Like the
bats, you can't really do
much about them - just run
away until they have
stopped chasing you.

Head back to the garden
and use the Garden Key. The
main gates will be opened

for you. There will now be a £

cut-scene where you get to
hear what the bad guys are
saying. Lara puts the
Mercury Stone in its slot and
the bad guys run off. There
is a room with a pool of

Lara takes a plunge into the unknown. How does she know that it yoes anywhere?
| Dogs will jump at you in this level. It's best i hiave your guns out at all times, just

water in it, coming off from
this room. It doesn’t hold
anything, but you can
practise swimming in there.
When you've finished with
your aquatic antics, find the
passageway behind the
three-heads building and go
up to the large Bell tower.
Pick up the Laser Sight and
the Revolver Rounds at the
top. of the stairs. Check out
the ‘Big Bell' box for what
to do next.

After shooting the bell,
climb up to the first
doorway — don’t run and
jump up to it or you'll
fali down a huge
drop on the other
side. Do a
measured running
jump over the

‘\u!qutni¥ i
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These biats are a real pain. Keep moving to avoid their razor-sharp teeth —

 Shooting the bell does
more than just open this
one doorway. If you go
back to the area where
you picked up the
Revolver, you'll find that
the door is open. Search
the shelves inside for the

SR e d
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gap. There are tons of bats in
this room and, seeing as
there’'s nowhere to run, you're
going to have to shoot them
to get rid of them. Keep
retreating and reverse-rolling
to evade their hideous
nibbling. With the bats gone,
pull the lever and go back to
the bell tower. The lever will
have opened the main door
at the top.

Don't go there just yet. It is
possible to get to the wall that
runs on the same side as the
first doorway that you
opened. Get up here via the
wall next to the stairs and
follow it round to the end.
You'll be able to see over to
the roof that the shooters
were on. Perform a measured

m-cast. et

running jump over to the roof.
Run along the roof and jump
over to the tower. Pick up the
Revolver Rounds and go all
the way back to the doorway
at the top of the bell tower.
You'll go into a room with a
huge bell knocker in the roof
and two statues of crows in
the centre. Follow the left
passageway and pull the lever.
The statue's outer layer will
crumble away to reveal a
dove. Go up to the dove and
twist it around. This will open
the doorway at the end of the
right-hand passageway. Go
through the doorway and up
the ramp. The only way to get
past the knocker is-to shimmy
under it using the ledge of the
platform that you are on.

Lower yourself onto the right-
hand ledge and shimmy all the
way around the ledge until you
can climb up. Pull the lever to
turn the second statue into a
dove. The easiest way to get
down is to lower yourself onto
the ledge and drop down to
the ground. Twist the statue
in order to open the final
doorway, which can be found
at the base of the bell tower.
Collect the Saturn Symbol
(see Secret 3):

Make your way back to the
garden. In a cut-scene, the
Doogie brothers will take the
Key Stone from you. Obviously
they don't know about the
dangers involved with using it,
as they're stupid! Don't say we
didn’t warn you.

* Now that you have solved the crow puzzle, go back to the |
first door that you opened (the one with the bats). There

will now be two small rooms that are accessible. Herein lies
the third secret!




NDREA'S STORY
Natkets

Go into the first room on the
left and use the Revolver to
break open the crate. Pick up
the Crowbar that was inside.
The crate on the other side of
the street has got a Laser
Sight in it. Use the Crowbar
to open the corrugated metal
doorway on the right. There
is a Medipack in the crate.
Climb up the scaffolding to
the platform above. Jump up
to the window ledge for
another Medipack. Jump
down to the scaffolding and
walk across the tightrope.

Run out into the open
towards the two Griffins. You
should be able to do a
measured running jump and
grab onto the scaffolding on
the far side. Do another long
jump and grab onto the ledge
in order to get to the
Shotgun Shells. Jump back
over to the scaffolding and
take a few steps forwards.
Drop down to the platform,
then down again into the
room. This is the room that
was blocked off previously, if
you Collect the Flares and the
Revolver Rounds. Jump back
up to the platform, then
jump over to the other side.
Drop down, and go into the
room with the big dial on
the wall. Remember where
it is for later.

Go back into the main area.
There is a stone ladder on the
back of one of the pillars.
Climb up it and slide down
the platform. Turn left and
perform a measured running
jump over to the next

archway. Jump over to the
adjacent platform and follow
the path into the room. Pull
the cord three times in order
to raise the cog to the correct
level (see Secret 1).

Make your way back to the
archway with the stone
ladder. Jump over to the next
archway, then turn 45° to
your right and jump to the
room containing the second
cord. Pull it once to start the
cogs rolling. This will, in turn,
move the large dial that was
blocking your way earlier.

Jump back over to the
archway and turn left. There
is a hole in the wall with an
item in it. Jump over and grab
the Uzi Ammo. Lower
yourself down to the ledge
and drop down into the dial
room. Before you go through
the doorway, light a Flare and
take a look around. There is
another path on the left.
Climb up and go into the
room with the flaming
Griffins. Use the Crowbar to
get the Golden Coin. A group
of rats will immediately attack
you - yo<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>