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A full driving guide and a
detailed walkthrough inside

REVEALED!
ANTI-DREAMCAST?

Sega’s amazing RPG revealed in full. See one Are shops treating Sega’s
of the biggest games of next year. Here! First! machine fairly? p042
PLUS!

SEGA PILLOWS!

The crazy world of Japanese
merchandise p038

JANUARY 2001 £2.99

It’s deathmatch time again
Arm yourself wrth all the latest info
and screenshots of this brutal shooter!
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What's inside this month'’s issue of the best DC mag in the world
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Because it's not just about playing

6 Skies of Arcadia
Come aboard Sega’s jaw-dropping RPG
adventure. You won't have seen
anything as beautiful as this since Lisa

Snowdon did that photoshoot in
Maxim. Mmmmmmmm

38 You've Played the
Game Now Eat the Hero!

Find out how you can base your diet,
home furnishing, wardrobe and social
life around videogames!

42 Hidden Agenda? .

Dreamcast being properly supported by
high street shops or are they just
dumping it at the back as though it
were an unloved and scruffy kitten, fed
only on scraps of bread?

012 Unreal Tournament

DC-PREVIEW

Games to watch out for

12 Unreal Tourmament

You've seen Quake Il Arena now get a
load of it’s ultra-stylish competitor. Will
the FPS thrills never end?

014 Grandia Wl . .. other

tasty RPG cake arrives in the Dreamcast
bakery. We lick the icing off

016 Outtrigger
018 Cannon Spike
Vanishing Point
021 Guilty Gear X
022 Mars Matrix
023 aeSPIRIA
024 NBA 2KT
“ Sonic Shuffle
026 The Grinch, HOMM,
027 Champ Surfer, Ducati World
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078 Shenmue
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DC-EXPRESS

News, views. hype, happenings

28 Sequels frenzy! ;..4

all about the latest gaming follow-ups
In our exhaustive sequel-a-thon.
Includes Shenmue 2, Crazy Taxi 2 and
F355 Challenge 2! You'd better start
saving your cash now

030 Sega’s future plans

Are Sega teams going to develop for
rival consoles? What's next for
Dreamcast? Read all about the future in
our round-up of the company’s year
2001 plans

031 Samba De Amigo
' Virtua Striker 3

033 The Mummy, Rogue Spear
034 Sports JAM, Dave 2000
036 International news

1 050 Tony Hawk’s Pro Skater2
24 *‘ Just when you thought it was safe to stop skating...

DC-REVIEW

Reviews you can trust

050 Tony Hawk’s Pro
Skater 2 The king of the

skateboard is back and we're
determined to get through this entire
intro without having to rely on the lazy,
oh so hilarious, use of skate slang words
such as ‘rad’, ‘bitchin’ or ‘gnarly’... Oops

056 Dave Mirra
Freestyle BMX ;)\ .- to

the eighties what skateboarding was to
the seventies, and surfing was to the
sixties and mopeds were to the fifties.
Find out why in our review of this
bicycling simulation

a zombie hiding in this room, yet | must
enter and investigate further. Don'’t get
me, zombie, don't hurt me, my undead
friend. I'll just... AAAARRRGGHH!

060 4x4 Evolution Roads

are rubbish —they're full of traffic and
don't have mud all over them. It's time
to leave that tarmac behind and discover
the uninhibited thrills of naked offroad
racing! Apart from the naked part

085  MITV Sports Skateboarding

061 Record of Lodoss War

062 Kiss Psycho Circus

063 Worms World Party

; Kao the Kangaroo

065 Mr Driller

066 Review Listings and Glossary
Reader Reviews
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DC-TIPS

Your favourite games made easy

72 Metropolis Street
Racer |t o, re anything like half of
the DCUK team, you probably can'’t
drive for toffee. Luckily, Ged Talbot of
Bizarre Creations can and he’s going to
share his experience and ability with
you. So come along to our MSR driving
school. No sniggering at the back, there

78 Shenmue We've written a

complete guide to this mammoth
revenge drama, and here are the first
two chapters worth. If you're happy
hanging around in the arcade all day,
fine. If not, follow us as we take you on
the incredible journey that is Shenmue.
Don't forget to check out the news on
Shenmue 2 on page 028 as well!

Why are shops trying to dissuade people from buying Dreamcasts? |

What do they stand to gain? Find out in our paranoid exposé
IR AR

DC-INTERACTIVE

Get involved with DCUK!

84 Cha“enge Beat all our

other readers at your favourite games,
and you might win a joypad

86 D-Meil We sift through

your insane theories, pet hates and
witty anecdotes. Read them!

88 Q and AAreyuu

confused? We might be able to help. As
long as it involves Dreamcast

REGULARS

090 Internet News
094 Subscriptions
096 Next month
098 Team Diary

mm‘ TONY HAW
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ANTI-DREAMCAST

., | SEGA PRLOWS)

he problem is, there
are too many of
them. Astonishing
games, | mean. You're
still playing Virtua Tennis,
Ferrari 355 and Metropolis
Street Racer, you're getting to
grips with Jet Set Radio,
Quake lll and Shenmue, and
you're looking forward to
Half-Life, Phantasy Star Online and Daytona. But there’s
another potential classic on the horizon that you might
not even have got round to thinking about yet. It is called
Skies of Arcadia.

Designed by Sega’s Overworks team, this stunning
RPG is a Dreamcast original — unlike Grandia Il or Phantasy
Star Online. It has been infused with new ideas and
genuine enthusiasm (I know, I've met the team and they
talk about the project the way gooey couples talk about
‘trying for a baby’), it is going to be a great game. Just one
of the great games Sega has told us about, and no doubt
an accurate precursor of what is yet to be announced.

It's funny, then, that many gamers haven't even heard
of Skies of Arcadia. If this game were coming out for a
certain new, rival console it would have been embraced by
a £10,000,000 marketing campaign. We would see short
animated sequences featuring Viyse and his flying chums
before each and every Champions League game;
television programmes would be heralding it as the ‘next
generation of videogaming, far better than anything ever
made before, ever, ever, ever. It's funny how perspective
works. Reminds me of a corking goal Paul Dickov of Man
City scored against Bradford earlier this season, a volleyed
belter from the cusp of the area. If Di Canio or Owen had
put that in it would have been hailed as genius. But it was
just Paul Dickov of Man City, so, oh, it was okay | suppose.

So we're preparing you this month for what lies
ahead. While your gullible mates pick over the bones of
their new console’s skeletal launch line-up, you'll be ready
for rich gaming experiences such as Skies of Arcadia,
Grandia Il, Phantasy Star Online and many others. How’s
that for perspective? m

Keith Stuart
Editor

4
ON THE COVER

006 Skies of Arcadia
Up, up and away, in my beautiful RPG...

012 Unreal Tournament

Has Quake Il Arena totally fragged you out? Well
prepare yourself for this mean mutha

042 Hidden Agenda o\ hard can it be to

buy a Dreamcast? Harder than you think
according to this shocking report!

050 Tony Hawk’s Pro Skater 2

Can this game really be better than the first
one? Find out right here, skate fans!




The sky’s the Iimit for one of the most highly
anticipated role playing games ever made

IN A NUTSHELL

Publisher: Sega
Developer:  Overworks
Origin: Japan
Players: One
Release date.  January
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> Traditional
role playing fun
finally arrives
on Dreamcast
in the airborne
shape of Skies
of Arcadia.

With great
characters, an
absorbing story
and imaginative
battle action, this
deserves to be
very big indeed =

ith Grandia Il and
Phantasy Star Online
just around the New
Year corner, it might
be easy to overlook Sega’s
upcoming stunner, Skies of Arcadia
(formerly Eternal Arcadia). But ever
so quietly, the recently renamed
Overworks team has been
tweaking and reworking its
massive RPG in order to become
everything to Dreamcast that
Panzer Dragoon Saga was to
Saturn. Yes, it’s that ambitious.
Spread across two GD-Roms
and boasting an impressive
gameplay length of 50-plus hours

of pure roleplaying euphoria, Skies
of Arcadia tells the tale of a young
wannabe air pirate named Vyse,
who sails through the skies on his
father’s magnificent flying galleon.
The father-son duo are members of
the Blue Rogues, a group of pirates
dedicated to doing the right thing
(ie, giving to the poor, protecting
the innocent, etc) as opposed to
the more stereotypical pirate
things (in a nutshell, fighting,
pillaging and terrorising the
countryside). The starry-eyed Vyse
hopes to one day have a ship and
pirate gang to call his very own, but
he needs to prove himself before

i

_________

he can
earn his wings.
And prove himself
he will, as Viyse's bravery and
noble nature are tested to the
full in this epic adventure. A
slew of villians are constantly on
hand for turn-based battles:
including a vast selection of weird
sea creatures and notorious enemy
swashbucklers, the Black Pirates.
But, as with any RPG worth it's salt,
there’s the far more serious
problem of an ambiguous, all-
consuming, evil ready to bring war
and chaos to the land of Arcadia.
Naturally, it's down to Vyse and his

{Urala) '
Um... Captain, today,
your favorites...

(Former Bazaar Clothing Stall Girl) {Tavernkeep) % : ; :
You really should not pass this up, - Remember, it's "Gentum, = “Khale:. ande.Kabal!
People. say. my pressure-point massag B Please bring them to me as soon as you find them

_wonders. = G
s "~ =% = A favourite element of RPGs has always been heading for the shops to stock up on a range of new goodies. Skies of Arcadia certainly doesn’t disappoint in this department

e

['m going to cook all of

DC-UK January 2001
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ever-increasing gang of
adventurers to stop it.

Vyse’s company includes
two lovely ladies who just may
form the corners of a very
interesting love triangle: Aika, the
bouncy, perky fighter who grew up
with Vyse; and Fina, the wispy,
ethereal spell-caster who Vyse
saves at the beginning of the story
and who remains very much an
enigma throughout. Though
Overworks is keen to stress the
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friendship the two girls share and
the absence of any blatant love
interests between them and Vyse —
we have our suspicions otherwise.
What's an RPG without a little
romantic tension? And with the
night-and-day differences

separating Aika and Fina (tough girl

vs proper lady), we'd be
disappointed if the sparks weren't
flying by disc two.

Actually, it is Fina’s mysterious
nature and ambiguous past that

will propel much of the main >

e

g
m Treasure huntlng is a race to find the object before your rival, Ilomlngo

“\Whats an RPG
without a Iittle
romantic tension’?”’

Iron Star

A strange object said to
be launched by the ancient
civilization of the Red
[ts purpose has been
long forgotten, but
legends say that its Eye
could see the entire
world. Even now, sailors
- navigate by 1ts rhythmic
flashlng Ilght

THE DISCO\IERY GHANNEL

. L =TR

> Remember that you’re flying around in the Age of
Discovery? With this in mind, you’ll no doubt thrill at
the possibility of unearthing all kinds of treasures
throughout the adventure. These discoveries can be
made anywhere on the game map and pop up if

~ you’re in the right place by pressing the A button.

Your finds are logged in your Journal under
Discoveries (apt) and with over 40 entries to fill,
you’ll be desperately trying to get 'em all, Pannini
sticker-stylee.

Throwing a potential spanner in the works is the fact
that a fellow treasure hunter by the name of Domingo is
also on the lookout for new things to discover. If you beat

~ him to the loot you’ll be able to sell your Discovery

information for a pretty profit. But if the swine gets there
first you can expect mere pocket change. Better get that
old metal detector out of the shed =

fYafutuman Sh:p} . il
This fish called "Hamahai” is a really rare

A0 OLIRIAY LR I - . IRRi|

= A variety of battleships will be at your disposal as you play through the adventure

January 2001 DC-UK m
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» storyline in Skies of Arcadia.
Neither Aika, nor Vyse, know much
about her and as you progress and
uncover more of the plot, little
clues and random pieces of the
puzzle will begin to fall into place,
helping the player to uncover Fina’s
origin and her link to the troubles
that plague Arcadia.

While the idea of a bunch of
fresh faced adventurers confronted
by a nebulous evil while trying to
solve the riddle of one mysterious
girl's past, isn't exactly the most
original idea under the sun
(especially for veteran RPG fans),
the execution of the story concept
certainly is.

If you've been following the
twists and turns of Skies of
Arcadia’s development from the
early days like DC-UK has, you'll
already know that the game’s
journey takes place during a
decidedly different era from most
RPGs: a sort of futuristic, fantasy
Age of Discovery, replete with
emerging technologies and air
pirates travelling in search of new
lands and adventures. By taking
this intriguing premise and
spreading it across a massive
gaming world with a number of

' DC-UK January 2001
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®m Each character has their own spectacular selection of magic attacks which can be added to as you progress

“The games journey takes
place during a decidedly
different era from most RPGs”

countries to visit, Overworks has
created an RPG that is both
incredibly ambitious and very,
very exciting.

The world of Arcadia is

dotted with a number of islands

floating in seas of wind and clouds.

As you travel across the globe in

your air galleon you must stop at
these various countries and meet
the natives. Each island’s
population has its own style of
dress, language and culture and
this incredible level of detail also
spills over into the environmental
designs. All the countries have
different and distinctive landscapes

boasting some intelligent,
interactive features. For example, a
subtlety such as a waterfall
cascading down a dungeon wall
may well be calling the gamer’s
attention to the possibility of a
secret passage lurking below the
foamy depths of the pond at the
foot of the waterfall. -
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®m Ooh, get him with his sword and eye patch. Doesn’t he look masterful? ® Bridges helpfully connect the smaller islands for easy access

RANK AND FILE

> One of the coolest features in Skies of Arcadia undoubtedly has makes, right? Make sure to listen for a chime when you select an answer after you
to be Vyse’s upgradeable ranking. On the menu screen, you'll find are given multiple choices during a conversation. If you hear it, your ranking is
that Vyse has a title that changes from time to time. Whether you slowly going up — but if you hear something else entirely, prepare to be demoted.
go up or go down depends on how you handle yourself in battle Your rank will affect how merchants and some villagers will treat you throughout
and when making tough decisions during your journey. After all,  the game, plus who wants to be merely ‘Vyse the Swordsman’ when you can be
a man of honour and integrity is measured by the choices he ‘Vyse, the King of the Rogues’. See if you can get him an even higher ranking ®

parts Merchant) _
vyse! You are a legend! I would be so honored
. ¢fou wished to buy something from me... It

w. |d make me feel so... important. -

= As you move up through the ranks, members of the public become increasingly licky. Creeps

January 2001 DC-UK (818
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ARCADIA’S MOST WANTED

> Meet the crew of the good ship Skies of Arcadia. A hardy bunch of warriors and magicians (with hidden personal ‘issues’) led by the brave young air pirate, Vyse, who’s
determined to match his father’s legendary achievements as captain of the Blue Rogues. All six characters presented here can be added to your crew as the adventure
unfolds and although Vyse is the main hero whose role you play, the others also become playable as soon as they sign up for perilous Blue Rogue duty. Admittedly, they fall
into general RPG stereotypes (misunderstood hero, wispy sorceress, etc) but they’re so well-rounded and intelligently portrayed you can’t fail to become attached to them m

> Young, feisty and packing enough courage to save the world from doom, Vyse > Noisy, quick to the punch and moneyminded (to say the least), Aika does have
dreams of one day having a ship and crew to call his own. Always in the shadow a caring soul that may be hard to notice at first beneath her high energy

of his father’s accomplishments as a Blue Rogue, Vyse’s loyalty and bravery will wackiness. But you can always count on her to be fast on the draw and loyal to
nevertheless win him the undying loyalty of his friends = the end ®

~

-

-

DRACHMA

> Drachma hides a very deep wound that forces him to forever chase down

> The mysterious stranger with an even more mysterious mission, Fina is more
reserved than Aika, but deep down she hides a fierce spirit, despite her the dangerous arcwhale named Rhankam. The strong, brooding, silent type,
softspoken nature. Fina is extremely useful in battle as she’s the party’s most he’s a powerful ally and his ship, the Little Jack, is a great way for you to get
powerful magic user by far = around quickly
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> The free-spirited ladies’ man, Gilder cruises the open skies looking for the > One of the much feared Valuan Admirals, Belleza's strength lies in her cunning
good life, which roughly translates into: women, women, and er, more women. more than physical force. She uses tricks and schemes to get the upper hand in
Equipped with a pistol and some of the best lines in the game, Gilder’s aim is a fight, but she's not evil. Instead, she's loyal to the wrong master, but will she
ultimately true = realize this before it's too late? =

......

.;.-ﬂ
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» Andit’s this incredible sense of ‘ ‘ Pl z
a scale and invention which a erS VVI" trU‘y be
.\ promises to make Arcadia such y
. anoutstanding RPG. With the
wrnernins QOIS 1O O @aNywnere and
exploration and discovery,
players will truly be able to go

s | O @NythiNg they please”™

The turn-based battling  of conkers. technically ambitious, but also an
may be rather uninspired but Add to this list of delights the adventure aiming at something
the weapon and magic attacks ability to look at the environments ~ more memorable than a simple

at your crew’s disposal are truly in firstperson perspective for closer  dungeon 'n’hit point quest.
spectacular. You'll be able to stock inspection; the wall-dissolve From our time sailing through
up to four characters in your techniques when entering houses  the air with the greatest of ease,
immediate battle party, each with or buildings providing you with a we're confident that Skies of Arcadia
his or her own signature specials perfectly clear view of events; plus ~ will delight and amaze all those
and attacks. Even better is the an excellent cinematic soundtrack  long suffering RPG fans who have
ability to pit battleship against and absolutely stunning visuals been withering away next to their
battleship during mid-air raids. (the expressiveness of each Dreamcasts, waiting for a special
The ensuing cannon-ball carnage is  character’s face has to be seen to role playing game to arrive. We
superb and enough to make be believed), and you have could well be looking at the first
Waterloo seem like an effete game  something that is not only Dreamcast masterpiece of 2001 &

January 2001 DC-UK (84§



Don’t jump into the slime if you can help it

\

-

Dark and dingy environments feature

TOURNAMEN [

Typical - you wait ages for a decent
FPS, then two tum up at once

lN A NUTSHELL fter experiencing arather  Quake /Il being
brutal gibbing at the so tasty, we had
S w8 1 > The other half hands of last month’s our doubts as to
— _ of the epic PC Quake lll, we’ve been exactly how good the
@ shooter duo gets  wondering if our fragging action Dreamcast version of Unreal
the Dreamcast could get any better. A quick Tournament could be.
S———, glance at the list of upcoming Matching iD’s classic would be
e ko Dreamcast wares reads like a hard enough — bettering it
the world on fire . : .
with its luscious Who's Who of firstperson shooters:  virtually impossible. Pick a skin,
Publisher:  Infogrames  Oraphics, silky System Shock Il, Soldier of Fortune, dive into the first map, pop off
Developer. epic Smoothactionand  Outtrigger and Half-Life all have your first round — you'll wonder
(conversion by Sega) extra-violent  g|ightly different slants on the what you were worried about.
o USA ddy of Fluidity, texture quality, muzzle
Players: One to four  coming. Forget Ty bll.t th? granddaddy Y 5 Y
Release date. March  March We wantit  them allis Epic’s Unreal flare — all the hallmarks of the PC
RIGHT NOW! = Tournament. Hitting the PC just original are abundant and
weeks before Quake Ill, it was soon  although our preview code is
heralded as the best arena-based an early build, it's patently
FPS ever, mixing strategy with full-  obvious that this is going to
on ultra-violence. And now it’s be killer stuff.
coming for you. Despite basic similarities,

Of course, with the port of playing Unreal Tournament is

“All the hallmarks of the PC
onginal are abundant... [ nis
S going to e Killer stuft”

4, 4 DCUK January 2001
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a different

- Unlike iD - the Texan company responsible for Wolfenstein, Doom and Quake - Epic
Megagames does not boast a hefty back catalogue of first person shoot 'em ups. When
the company began work on the original Unreal in 1996, it’s only previous big hit was a
platformer starring unlikely floppy-eared hero, Jazz Jackrabbit.
After an incredibly protracted development period, Unreal finally emerged onto PC in 1998,
boasting never seen before coloured lighting effects which have since become staple elements
of any self-respecting 3D game. The sequel, Unreal Tournament was released a year later
receiving Game of the Year accolades from just about every PC publication. Check out more
about the game on www.unrealtournament.com o

You picked up a Health Vial

W Unreal Tournament: better, in everyway possible, than Jazz Jackrabbit

/

experience to Quake Il
feeling more tactical than
assault-based. In other words
you won't spend your whole game
running around like a psycho
version of Linford Christie with a
gun. Calmly and quietly picking off
unsuspecting opponents with
weapons such as the ASMD Shock
Rifle requires a steady hand, but is
incredibly satisfying if you pull it
off. Plus, levels-wise, there are
plenty of elevated points for
‘camping’, especially on the Keep
map, where enormous towers
allow a clear sniping view of any
potential targets on the ground.
Unreal Tournament is no
slouch in the artillery department,

0.

~ In Domination, different sectors become controlled by the opposing teams

27

SN

either, with rifles, machine guns,
bazookas and grenade launchers
featuring. Each weapon also has a
secondary fire function, so for
example the Plasma Rifle switches
from burst fire to a continuous
beam of destructive energy. As per
usual,ammo is scattered around
the levels and felling an opponent
will allow you to take the weapon
from their lifeless fingers.

In the finished version, all the
modes of the original will be
included. Domination, Capture the
Flag and Deathmatch are present
as are the online functions, where
four players will be able to frag
each other senseless. And of course
none of this would be any good if
you couldn’t use the keyboard and
mouse. Fortunately, Secret Level
(the team porting the game) will

- ’
* i

i

You have the lflag, return to base!

Baphlmﬂloﬂaglstypl;:alFPSshlﬂWIMtIIOmy,ﬂlen nick their bunting
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- Check those smoke trails out - spectacular lighting effects make all the difference

“We'll be 1oo busy
sticking It to the man
wWith our boom stick!™

implement this control set up for
the final release — as we were only
able to use the adequate default
pad settings in our copy.

From what we've seen, Unreal
Tournament is looking and playing
brilliantly. With the Quake Il
conversion already proving that PC

FPS classics can be replicated on a
console, it’s likely the same old
‘which is better?” argument is
going to rear its head early next
year. We won't care, though —we’'ll
be too busy sticking it to the man
with our boom stick! Now who
wants some? W
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Expect to meet a variety of monsters, from gohlms and snaltes to giant spiders and winged demons

Game Arts’ sprawiling RPG edges closer to its Euro release and
DC-UKedgesclmrtosword‘n’sorwryheaven

ack in issue 15 we

N A NUTSHELL unveiled the Japanese
version of Grandia Il with
a certain air of

Battle sequences are turn-based affairs, but are still very rapid

America, we decided to sneak a
look at the English language
version. Which is as good an excuse
as any to spend another week
playing such an anticipated game.

#—-ﬁ-u. *
.-+||--u.|.+

WAL

— e

= > The first of
BN the big three
“z RPGs for DC. excitement. And well we might,
AL given the game’s pedigree. Those
who missed that preview will be
unaware of the potential delights
of such a title, so let’s recap.

Game Arts original Grandia
debuted on the Saturn and created
an almighty splash in the world of
videogame adventuring.
Unfortunately, it never made it to
these shores, the storyline remaining
locked in its native Kanji. However,
this obstacle didn't stop Otaku
from importing it, a silly thing like
the language barrier proving
trifling in the grand scheme of
things. And a grand scheme it most
certainly was: many gamers
considered it to be the best RPG,
not just for Saturn, but for any
system, testament to which was
the PlayStation port some three
years later. So, with the sequel
already delighting Japan and

Get ready for
top-drawer
adventuring action,
courtesy of the
team behind
classics such as
Gun Griffon,
Silpheed and, of
course, Grandia.
Let the good
times roll! ®

Publisher:
Developer: Game Arts
Origin: Japan
Players: One
Helease date:  February

Ubi Soft

Anyone expecting major
changes to the PAL version will be
disappointed — but we're inclined
to think that’s a good thing. Aside
from not being able to understand
the dialogue, the Japanese cut of
Crandia Il excels in all areas. The
graphics, the sound, the movie
scenes and the story are all top-
quality ingredients, blending to
form the first perfect-looking RPG
for DC. Changing these elements
would be an unnecessary exercise.

Dive into the game itself and
everything soon falls into its
traditional RPG place: playing as
Ryudo, you'll be given the task of
protecting the singer Elena from
the forces of Valmar —a woken god
of evil. The Church of Granas has
sent Elena to take partin a
ceremony that will vanquish
Valmar forever, so as a bodyguard,

,_-L.Ilj-w-i
R ALY
' L Fres

Stunning lighting effects are core ingredients. Grandia Il looks as good as it plays

There are plenty of locations to explore, from towns to empty ruins

4, 1 DCUK January 2001
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> Back in early 1997, Game Arts unleashed its original Grandia for Saturn, landing a 14-
year old boy in the role of the hero. Charged with the task of discovering the truth behind
the secret of Anjel civilisation, there were ten huge cities to explore, each teeming with
activity, each in the throes of industrial revolution.

Grandia was also one of the first RPGs to use texture-mapped polygons for its
environments, as opposed top flat bitmaps, which added considerably to an already striking
visual appearance. Unfortunately, as well-received as it was, Grandia never made it to the
USA or the UK. Talk about a missed opportunity! =
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The camera in Grandia Il is always trained on the action in hand ’
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Magical spells are de rigeur in any decent RPGs and this is no exception | 2
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=eeeae 1 Mine cart action and aquatic set pieces helped diversify Grandia’s ten cities ' ' : ~ 4 £

The backgrounds move in full 3D, which makes things more convincing

“Many gamers

considered it to e
the best RPG”

you must see that she meets her the player to see how their heroes
rendezvous with destiny, or the stand, health-wise, thus aiding
world will suffer a terrible fate. decisions on whether to move, cast
Along the way, you'll be joined by a spell, heal or attack. Battles are
the obligatory strangers who wiill taut and swift affairs, with
serve as party members, each disastrous consequences should
contributing different skills and you fail to remain observant.
adding to the storyline, as it There’s much to recommend
unfolds to tell their tales. Grandia Il, with its beautiful visuals,
The battle element of Grandia  hackneyed-but-stylish plot and 70-
Il is spot-on, too, with the standard ~ plus hours of gameplay. Given the
turn-based combat augmented by  shortage of true RPGs for DC, Game
a time bar that depicts when each  Arts’ will be the first to set a new
character will be able to strike. An quality in the genre. Along with
emblem representing each party Phantasy Star Online and Eternal
member moves along the bar at Arcadia, adventure fans should find
different speeds, until it meetsthe  themselves spoiled for choice over
action marker, where the character ~ the next few months. And about
can perform their move. This allows  time, too

o S o e P ™
‘| © Ryudo and Elena stop for some much-needed rest after a hard day’s adventuring |
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"~ The Colosseum provides a beautiful setting for this fast and furious session

AMZ2 loads up, takes aim and joins the ever
ng Dreamcast deathmatch fray

> Frantic, messy
deathmatch

' action brought

> to life in

Publisher:
Jeveloper
Origin:
Players.
Release date:

Sega

AM2
Japan

One to four
02 2001

typically glossy
AM2 fashion.

Four players
battle it out in a
series of gorgeous
locations with
mad, big guns and
grenades. Come in
Quake Illl Arena,
your time Is
already up! &

ince Quake Il arrived at

DCUK towers, lunchtimes

have become blood-

soaked fragging sessions
in which the sound of a body being
violated by grenade shrapnel is
never far from our demented ears.
But the magazine’s lust for carnage
is growing and we need new
victims, new arenas and new
weapons. So now our gut-covered
heads are turning toward legendary
Sega team AM2 and it’s own entry
into the firstperson deathmatch
stakes. Ported from the fourplayer
arcade game and set to cleave a
dent in the skull of DC when it arrives
next year, this is Outtrigger.

Right, forget your real life —it’s
boring and no one is interested in it
except you. For the purposes of this
game, you are a part of Interforce, a
crack International Counter
Terrorism Force struggling to rid

- The multiplayer mode offers free-for-all and team battle options

* ] DCUK January 2001
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These terrorists are light on their toes - bag ’em quick

the world of, yes that’s it, terrorists.
All you have on your side are
tactical prowess and enough small
arms to destroy a large town.
There are four characters to

choose from before the fun begins:

Talon Grant, Alain Ciel, Jay Aragaki
and Lina Miyagi - plus, a character
edit mode will let you customise
them to your hearts content. Once
you've done this,don't think you
can just jump straight into the
terrorist bashing. New recruits first

have to hone their skills in the
training mode — a series of
iIncreasingly difficult tasks
against the clock. These range
from shooting-gallery style
stages (where you simply
gun down enemy troops that
run around in front of you), to
full-on arena battles. Just make
sure you pick up the time
bonuses found beside the
charred corpses of your foes.
“But where does one fight

“Brighter and

brasher than most

shoot 'em ups”™




SYMPHONY OF DESTRUGTION

Interforce’s weaponry is suitably extravagant for a futuristic anti-
terrorist squad. Here’s a small taster of what to expect

SUB-MACHINE GUN

Not particularly futuristic but it’s
rapid fire is a deadly addition to
the arsenal. A firm favourite

PROXIMITY MINE

Lob one of these little beauties on
the ground and wait for the
enemy to walk by. Kersplatt!

The grenades will cause plenty of
carnage if you chuck ’em in the
right place. Timing is everything

The deadly jets of fire that this
piece of kit throw out will toast
anyone that gets in the way

ROCKET LAUNCHER

This beast has a large splash
damage radius so be careful or
you’ll take yourself out too

Situations like this will invariably end in your demise

terrorists?” You're probably asking.
Well, there are loads of brilliantly
designed arenas including outdoor
settings such as ruined temples
and indoor areas like the
observatory, complete with giant
telescope. A huge arsenal of
weapons also awaits, with
plasma guns, sub-machine
guns, grenades, lasers and
flamethrowers available to
keep you entertained. Extra
items like thermal vision
goggles (which allow you to
see through walls) add to
your tactical armoury.
As youd expect from a
game that wasn't designed
by a bunch of morose
Texans fed only on pizza

o

and Slip Knot, Outtrigger appears
brighter and brasher than most US
shoot ‘'em ups. Blood red targets
show up your enemies, realistic
explosions paint the walls orange
and yellow, jets of fire from the
flamethrower turn the opposition
into sparkling human torches. It’s
the sort of visual gymnastics youd
expect from AM2, previously
responsible for the graphics
banquet that is Shenmue.

The control method is usually
where console shooters fall apart,

but everything seems in order here.

Outtrigger can be played from
either a first or thirdperson
perspective (in our demo version,
the former was much more
effective) and several control

il f,fu g
r.f‘
'r“"wmﬂﬁ$;m
PHOTON TORPEDO
Star Trek fans rejoice! If you can
guaranteed one-hit kill

configurations are available. While
currently lacking Quake IlI's fluidity,
the joypad holds up well and AM2
will hopefully also offer mouse/
keyboard support to mimic the
arcade version’s tracker ball.

The oneplayer mode seems

entertaining enough, giving specific

objectives to meet while fragging

the opposition. But it's the multiplayer

options we're looking forward to
and AM2 has included a split-
screen mode as well as the online

play that's promised. Quake. Unreal.
Outtrigger. Hunting season is open M

. Huge, spectamllar explosions fill the screen frequently
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BDC-PREVIEW

You can never have enough shooting action, we say! \
Capcom obliges with its Psikotic new blaster

ake a trip back to your old
primary school and you
may be surprised how
much you remember. Sure,
it’s had a new paint job, there’s an
up-to-date sports hall and you'll
probably find computers in the
library, but the basic layout won’t
have changed. Soon the sound of
screaming kids and dinner bells
comes rushing back, everything
falling into familiar space. Very
similar glassy-eyed memories of
the Old School (or ‘Old Skool’ if you
prefer) variety came over us when
we busted open our NTSC copy of
Cannon Spike recently.

It's good to know Capcom is
devoted to keeping the spirit of the
shoot 'em up alive, allowing the
slightly more mature members of
the DC-UK team (ie, Neil) to vent

Cool Boarders have nothing on this guy. Kill him quick

DC-UK January 2001

their frustrations in a safe and
hygienic manner. Office bloodbaths
are now a thing of the past.
Viewed from an isometric
angle, Cannon Spike retains much
of the feel of frantic overhead
blasters such as Smash TV, Loaded
and Elemental Master. Wave after
wave of enemies, devastating
weaponry and hulking end of level
bosses are the ingredients for any
shooter worth its bodycount and
fortunately, this violent ballet
scores highly in all three areas.
Jointly developed by Capcom
and Psikyo (of Strikers 1945 and
Gunbird fame) Cannon Spike makes
no bones about its aspirations. You
and a friend pick a character each
from Capcom’s history (see Old
Friends) and dive into the fray.
Shooting, more shooting and the

DETAILS

Publisher: Capcom
Developer: Capcom/

Psikyo
Origin: Japan

Players: One to two
Release date: Spring 2001

occasional screen-wide special
move is what ya get. Relentless, is
the best way to describe the
mechanics, a non-stop barrage of
firepower, a symphony of bullets.

“VWave after wave of enemies,
cevastating weaponry and hulking
00Sses are the Ingredients”

> Capcom goes
all the way
back to the
'80s again with
this old firm
isometric-style
blast ’em up.
Take control
of two anti-robot
cops, and... kill
robots.That,
ladies and
gentlemen, is
that. Blam! m

'Bm Mnnster Giant - BB,,

The first boss is surprisingly easy to destroy. Pummel it with Specials for a quick kill
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Yes, that’s the stuff. Check out the beautiful transparencies here

Because of this, control is
paramount. You don't want to be
thinking about which button to
press in the middle of a firefight
and luckily things are elementary
enough here to prevent such
occurrences. You either use your
guns to fire at distant enemies or, if
you prefer,engage in hand-to-hand
combat. Each attack has a standard
and heavy variant, the latter of
which is slower, but a lot more
powerful. And for those panic-
ridden moments when the screen
fills up with flak, or when you just
need to off a persistent guardian,
the special moves let rip with a
frenzied, concentrated attack.

There is a small worry that
Cannon Spike clocks in a bit short,
given that its nine levels are
incredibly compact. Two minutes is
the average time span for each
zone and while that sounds like a
stinking rip off, it's worth
considering that the game retails

for $30 (approx £20) in the States.
Capcom has included a Gallery of
unlockable art and two hidden
characters, but is basically
acknowledging the arcade length
of the game by issuing a low RRP.
opefully, it'll follow suit in Europe.
Forget longevity, though, and
just feel those visuals. Psikyo has
worked its graphical magic to the
nth degree with some of the most
spectacular explosions you'll ever
see. New levels of pyrotechnic
beauty are in store as even the
smallest mid-level bosses explode
into huge balls of plasma. Killing
the bigger enemies literally fills the
screen with fire, accompanied by
gorgeous rippling shockwaves.
With limited continues
ensuring no small challenge,
Cannon Spike looks like a potential
must-buy for shooting fans the
world over. For now, DC-UK is off
to improve its caffeine-addled
reflexes. There be killin"afoot m

“New levels of

Pyrotechnic beauty §
are In store”

Cammy’s special attack sees her whizz all over the screen in a bright blue ball of fire

LD FRIEND

> You can always
count on the
obsessively self-
referential Capcom to
fill it’s games with
classic characters
from days gone by.
They did it with
Marvel Vs Capcom
and Capcom Vs SNK,
now they’re doing it
with Cannon Spike.
See how many
recognisable faces
you can spot to prove
your hardcore gamer
mettle. Here are some
for starters m

Charlie, a member of the Street Fighter Zero series

i Arthur, star of Ghosts ‘n’ Goblins (left) Megaman, from erm, Megaman (right)

January 2001 DCUK
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26 Iicensad vehblos are a\rallablo ranglng from sports cars to ]eeps and vans |

B > Arcade

® racing returns

to DC in one of

§ the fastest

¥ driving games
** we’ve played

DETAILS for a long time.

Bomb around

Publisher: Acclaim twisty city streets

Developer:  Clockwork  ayoiding heavy
Games :

Oriain pk (raffic to try and

Players: One to two achieve the best

Release date:  February  lap times. Expect

plenty of vicious
pile-ups =

'5" DC-UK January 2001
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With the loose handling and the amuunt of traffic to crash into, you can expect plenty of skidding

Rush hour traffic isn’t such a problem when you’ve

ith the holy trinity of
MSR, F355 and Le Mans
24 Hour thrilling
Dreamcast
petrolheads everywhere, and even
understudies like Sega GT
overtaking the console opposition,

C’s garage seems to be pretty
well stocked up with red-hot
racers. Despite this embarrassment
of riches, if a driving games comes
along offering something a bit
different we’ll always be able to
find another parking space for it in
our motoring affections. That’s just
the kind of mag we are.

And wouldn't you know it, a
driving game with a few surprises
up its exhaust pipe may well be on
its way in the form of Vanishing
Point. Instead of merely

challenging a few other vehicles in
lapped races, here you'll be
speeding through road circuits
packed with up to 80 (!) other
vehicles —a few of which are
competing with you but most of
which are just everyday traffic,
cruising along oblivious to the
lunatic about to charge past them
at 180 mph.

Rather than aiming to
overtake rivals to get into first
place, your success/failure is,
unusually, based on the lap times
you've managed to achieve while
bombing around the courses. So, a
speedy, trouble-free lap can move
you straight up to first position but
it you follow that with a nightmare
circuit where you're repeatedly
hampered by traffic, you can slip
way back down the field.

We had our first glimpse of
Vanishing Point back in issue 14,
and now we've taken the updated
preview code for a much longer
spin we're encouraged by how well
the game’s progressing. The main
gripe with the early code was the

got a very fast car and license to dnve like a maniac

slidey handling that saw your
vehicle skidding all over the shop
like Bambi on ice, making it
absolutely impossible to right your
vehicle if you've oversteered even a
fraction. This has been altered to a
certain extent but the handling
remains quite floaty which will
divide gamers between those who
like their driving heavy and realistic
(Ferrari 355, Gran Turismo) and
those who enjoy exaggerated,
arcade performance.

One aspect of Vanishing Point
that no-one in their right mind will
moan about is its speed. Hurtling
along at 60 fps, it rivals Le Mans for
the title of Fastest Racing Game on
Dreamcast. With the dial creeping
up to two tons, Spider Sense is
required to predict the movements
of the idiots ahead so you can
weave between them without
naving to touch the brakes. Crashes
are inevitable but it’s this kind of
thrilling, edge of the seat stuff that
could well make Vanishing Point
worthy of your driving talents
when it’s released in February
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|\ A NUTSHELL

-- Expect to have your peepers scorched by huge layers of light and colour

Dec 14
(Jap)

> 'Mo
dimensional
one-on-one
fighting action

Yoy , steps up to the

next level.

Ultra hi-res
graphics, odd
characters and
some amazing
pOWer moves.
Looks like this
could be the true
King of Fighters.
Let’s Rock! m

= —=%
MILETA

;L'f h _
The background graphics are as pretty as the sprites. Arenas stand several screens high

GUILTY GEAR X

Stylishness is the order of the

day in Sammy’s new dueller

here are tons of reasons to
own a Dreamcast,
especially if racers and
beat 'em ups are your
thing. Fans of the latter, specifically
the 2D variety, have never had it so
good, with an entire army of top-
notch fighting games to choose
from. And while we all know the
names Street Fighter and King of
Fighters, Guilty Gear will be far less
famous to many people.

So a little history, then: the
original Guilty Gear appeared as a

Jehaly L = oLl oo (D ¥ o -,

rather lacklustre beat 'em up for
the PlayStation, but the
developers decided to upgrade
the arcade version significantly
and met with a tremendous
response from fighting
aficionados. From that point, it was
only matter of time before the
home port was confirmed. Could it
be the best is yet to come?

Judging from the Japanese
code of Guilty Gear X that we
played recently, the answer is
looking like a resounding YES.
Coded by Sammy, SNK's 1.5
developer, it is the first of its kind to
draw the sprites in the hi-res 640 X
480 mode, making for totally
smooth-looking fighters, unlike
Capcom’s more blocky
protagonists. But that’s not the
game’s strongest feature — the
graphic style is of comic book
quality, heavily stylish and replete
with gorgeous lighting effects, light
tracers and colour washes giving
the game an astonishing look.

And the gameplay? Equally
polished. There is a good range of
characters, each equipped with the
stock moves; punch, kick, block,
slash, high-slash and jump.The
power bar charges up for each
offensive move, but decreases

when you

defend. Additiorh\\ﬂ,

there are two functions,

DC-PF%E\/\EV\/I

labelled Respect and Memory, but
we've yet to surmise their purpose,
our Kanji being somewhat slack!
Projectile moves are particularly
brutal and the supers reminded us
very much of The King of Fighters
series. The only down point was
the slightly slow feel to each bout,
but hopefully there will be an
option to tweak this in the final cut.
Irrespective, Guilty Gear X is
looking and playing brilliantly. With
its hi-res graphics and slick, intuitive
controls, it’s almost a dead cert that
it'll sell by the bucketload in Japan
when it hits the stalls in December.
Quite whether it can topple Capcom
Vs SNK is unknown, but we're sure
gonna have fun finding out

“The supers reminaed
US very much of /he
King Of Fighters series”

January 2001 DCUK m
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Takumi gets brutal on yo ass with its new double- IN A NUTSHELL
hard 2D shooter. Raw thumbs and red eyes beckon ™ —
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_"‘;p: e > Finally a tough,
. ‘ | o JFLE old-skool 2D
he unfortunate thing Matrix revealed a galaxy of playing. Mars Matrix reminds us of EZS shooter hits DC
about Giga Wing and options for tweaking the display, loads of different shooters all at % B in an explosion
Gunbird 2 was that they difficulty, sound and controls. once: Layer Section (see Glossary), of rock-hard
could be finished inunder  There’s also a secret options menu  Super Star Soldier, Do Don Pachi and gameplay and
half an hour. Even shooting fans containing plenty of tweaks for ASO Il all spring to mind. Indeed, innovative
would agree that 30 minutes was ship speed and weapons level, plus ~ Takumi’s effort has a firing system b — Wm e
stingy, especially for a £40 game. a shop for purchasing extra lives as balanced as any of the above: Neveloper Takumi  refleyes and test
So how can the experience be and continues with gold blocks the A button controls rapid fire, Origir Japan o - hattiefield
lengthened? 50 stages, a la that are released from destroyed while the X button activates a tajers. QnetotWo o tics as you
. .. _ _ Release date: Out now
Bangai-o? Stripping the player of alien ships. short but deadly blast of plasma (Japan) Q1 2001 (UK) 3%9;11:: i?e{tj:dlge a
zillion bu

all power-ups when they take a
hit? No, the only way to sustain the
life of your arcade shooter is to
make it incredibly difficult. You
heard that, right? No more ‘press
start to continue’ nonsense, no
more breezing through the first six
levels without lifting your finger
from the fire button. Those days
are over.

Our pre-flight check of Mars

< 1T

V=i

With everything in place
options-wise, it’s time to see how
we fare in battle. There are two
different ships to fly, one with a
high speed and a powerful, but
narrow weapon; the other, a slower
craft with weaker, but wider-spread
fire. Dive into the fray and the first
thing you'll be assaulted by are the
stinky graphics. Talk about late
Saturn software: the sprites and
backgrounds in Mars Matrix are
both low-res and poorly animated.
A big step backwards after the likes
of Giga Wing 2.

Fortunately, things improve
tenfold the minute you start

requiring careful use, due to its
slow firing speed. Lastly, the B
button controls the Bullet Capture
Mosquito and the Gravity Hole
Bomb. Hold down the B button and
your ship sucks in all the onscreen
enemy flak for as long as a
depleting charge bar allows. Then
release the button to drop the
bomb, wiping out all the enemies
in the vicinity.

Learning to utilise these
different attacks is the key to the
game, but don’t expect this to be
easy: Mars Matrix is is harder than
Vinnie Jones after ten pints and
curry (it'’s not subtitled Hyper

Solid Shooting for nothing y’know).
Wave after wave of enemy fire fills
the screen creating patterns likely
to send you into convulsions. The
bosses are relentless in their
attacks and at the default settings,
you won't see the end of level two
for several days. But that'’s a good
thing. Given the unforgivable
dearth of true 2D shooters on the
Dreamcast, Mars Matrix looks like
it could be the refreshing
challenge that the genre so
desperately needs m

DC-UK January 2001
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The onscreen manifestation of a Mind Dive (left) An Event Point within the Sphere. Selecting this highlight will take you there (Right)

Total Recall’s telepathic alien Kuwoto has nothing on
deSPIRIA’s Alura. Prepare to open your mind

tlus has a knack of
making strange games.
Curious, peculiar, bizarre;
all of these adjectives
and more can be applied to the
likes of Maken X and the Persona
series on PlayStation. Both these
involved surreal storylines,
outlandish environments and
strange characters hijacking each
others’ brains. With the upcoming
deSPIRIA, it looks like the Japanese
developers have now redefined the
word ‘madness’ with one of the
most nightmarish games yet to
grace Dreamcast.

[t's 2092, 22 years after the

Psalms War that left Osaka, Japan,
in ruins. Two thirds of the Earth’s
people have perished and the infant
mortality rate is 90 per cent. Enter
The Church, a force that nurtures
the power of the mind. This
organisation takes control of the
populace, eliminating their enemies
through mental war, leaving the
world ripe for the taking. Alura is a
child of The Church, trained as an
assassin and sent to the New Tokyo
Commune to whack an executive of
the rebellious Heretics Group.
However, the train mysteriously
crashes en route, leaving Alura to
discover the truth behind the

“deSpina has an
NtnguiNg pitch and even

mMore INtMguINg gameplay ™

suspicious accident. Synopsis laid
down, the player takes over.

As is typical of Atlus, the game
world is slightly unusual, existing
within a restricted 3D frame. This
Sphere System, as it's known, allows
Alura to survey her surroundings
by using the analogue stick, which
displays a number of Event Points.
These appear as highlighted
ellipsoids, where pressing the A
button initiates an automated
sequence that shows Alura moving
between the two places.
Sometimes objects are revealed,
but more often than not, you will
encounter another character, which
is when things get disturbing.

As the story of deSPIRIA tells of
political turmoil and conspiratory
institutes, people are evasive and
secretive, making their intentions
difficult for Alura to gauge.
However, as she has incredibly
powerful mental skills, she can
perform a Mind Dive, which
enables her to delve into the psyche
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Joe Gibbs has bhusiness in Tokyo

IN A NUTSHELL

> The power of
the mind is your
primary concern
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