
    
NEWS ¢ PREVIEWS ° REVIEWS/*“CODES gt i ECW 

Hardcore 

  

STHE SPY" WHOme — 
“LOVED sIVIE! 
ain Logan Us}Back 

‘OR YOUR — 
ree ON 

Amazing New. mages: OF. Tekk en 

Ui Presents lts;Award 

www. UN com 

$3.95 Canada $4.95 UK £2.50 : 

02> \ 

AHE,FOREWVER: 
Coane 

0 171486901864! 83 

. February 2000 ‘ 
lage foes 02 #82 BS 

jo CRAL\ y TAXI?    



= 2 = 2 w ~ 
fic} 
= 

 



        

LysQVanraC Kus 

4a 
UNIVERSAL 

wT 
UNIVERSAL 

INTERACTIVE STUDIOS 

    

He toasts his enemies one by one. And this 

time, he’s not taking any prisoners. Spyro is 

on arampage in the air, land and sea. This is 

one fire-breathing dragon ready to take on 

the world. Spyro 2: Ripto’s Rage! It’s fast. It’s 

fierce. It’s where second-degree burns are 

just part of the job. 
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Departments 

(4) Letter from the Editor 
Bad Boys, Bad Boys, Whatcha Gonnna 

Do? 

Dear Game Informer 
Gl readers shower us with love letters, 

incoherent ramblings, and the occasion- 

al bomb threat. 

Envelope Art 

You can’t win if you don’t enter Gl’s 

Monthly Envelope Art Contest. 

GI News 
Perfect Dark release date solidified; a 

breathtaking view of Onimusha for PS-2; 

and Sega Sports pulls a hat trick with 

NHL 2K. 

Photophile 
We love anything mini: Mini-donuts, 

mini-skirts, and especially our super 

mini-previews of the hottest upcoming 
games. This month features Ridge 

Racer V, WWF Smackdown, and The 
Legend of Dragoon. 

@ 
8
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Game Informer PC 
The newly-jiggy PC Jedi steps out of his 
platinum Bentley, backs his thang up, 

and dumps a load of reviews, including 
Ultima IX: Ascension, Unreal 
Tournament, and Nocturne. 

Arcade Brigade 
Filling in for the injured Arcade 
Assassin, Gl’s Original Gamer plays 

kiss-and-tell with Midway’s new arcade 

juggernaut, Offroad Thunder. 

Play To Perfection 
It's crazy. It’s a taxi. It’s Crazy Taxi. This 
controller-mangling monster title will 
take every gallon of gaming Zen you've 

got left. What's a gamer to do when his 
needle is on ‘E'? Pull on into to the GI 

Garage, and let us top off your tank, 

rotate your tires, and get you back on 

the road with our Crazy Taxi PTP. 
Includes strategy and how to unlock all 
of Crazy Taxi’s mini-games. 

  

3] Secret Access 
What's that pesky GI Droid up to? Find 

out, then peruse the hottest codes and 
tips from our readers. 

Classic GI 
Yesterday never dies when you've got 
Classic Gl! Game Informer looks at 
classic games on the Apple Il, 
PlayStation, 3D0 & Sega CD. 

etc 
Consumer goods for consumers in a 

consumer culture to consume. This 
month GI shows off Resident Evil toys, 

then opens up a can of Whoop Ass. 

Also, Reiner wears silly-looking glasses. 
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‘Games Reviewed & Previewed! 

Features 

2) 

6) 

   

  

   

    
   
   

     

       

  

Cover Story: Crazy Taxi 

Besides that Lebanese guy that gave us a lift at the last E3, Crazy Taxi is the 

wildest ride we’ve ever had. Crazy Taxi just might be the greatest thing to 

happen to the cab industry since Andy Kaufman and Tony Danza. This 

arcade-perfect port of Sega’s coin-op smash will warp your mind, and quite 

possibly spur the onset of carpal-tunnel syndrome. If you've hit a brick wall in 

Crazy Taxi, don’t spout crazy gibberish like Latka Gravas, just check out our 

high-octance Play To Perfection. 

   

              

   

            

    

Feature: The Eighth Annual Game Informer 

Video Game Awards 

Forget about overrated booby prizes like the Oscars 

and Emmys — the Game Informer Video Game Awards 

are the real deal. Find out the lucky winners of the 

prestigious Gl trophies, recently handed out at a 

glamorous awards ceremony hosted by Ronnie James 

Dio at Shakey’s in downtown Flint, Michigan. We sort 

through the rubble of the past year, and single out 

the games that exemplified excellence in 1999. 

ECW Hardcore Revolution 

Acclaim may have lost the WWF license, but its lauded WWF 

Attitude engine lives on as ECW Hardcore Revolution. This game 

takes wrestling to vicious new places that most developers fear to 

tread. If you've got the guts, check out our GI feature, and watch us 

expose all the bloody details of Hardcore Revolution, plus interviews 

with ECW superstars “Dastardly” Danny Doring and Tommy Dreamer. 

Pg 16 

Nintendo 64 

Mario Party 2, Ridge Racer 64, Tarzan 

PlayStation 

Colin McRae Rally, Dragon Valor, Fighting Force 2, 

Gran Turismo 2, NASCAR Rumble, Silhouette 

Mirage, Syphon Filter 2 

PlayStation2 
Tekken Tag Tournament 

Dreamcast 
Chu-Chu Rocket, Draconus: Cult of the Wyrm, 

Resident Evil: Code Veronica, Star Gladiator 2: 

Plasma Sword, Street Fighter Ill: Double Impact, 

Tech Romancer, Test Drive 6, Zombie Revenge 

Game Boy Color 

Pokemon Gold & Silver 
| \ 

At a Glance 

4) 

  

      

        

   

Pg 60 
Nintendo 64 

Nuclear Strike, Top Gear Hyper Bike, Rainbow 6, Ready 

2 Rumble Boxing 

PlayStation 

4O Winks, K-1 Grand Prix, March Madness 2000, 

Mission: Impossible, Rainbow 6, Ready 2 Rumble Boxing, 

South Park Chef’s Luv Shack, Tiger Woods PGA Tour 

2000, You Don’t Know Jack 

Dreamcast 
Armada, F1 World Grand Prix, NFL Quarterback Club 2000, 

Re-Volt, Shadowman, South Park Chef’s Luv Shack 

Neo Geo Pocket Color 

SNK Vs. Capcom: Card Fighters’ Clash, Sonic Pocket 

Adventure 

  

Game Boy Color 

Bass Masters Classic, Toy Story 2 
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THEY COULDN'T HANOLE 

BEING JOHN McCLANE. 

CAN You? 

JOHN McCLANE (s BACK. AND LAS VEGAS WILL NEVER BE THE SAME. FLEX YOUR SKILLS IN ONE 

OF THREE UNIQUE GAME MODES: FIRST PERSON SHOOTER, EXTREME DRIVING, AND ACTION MODE. 

OR Mix ALL THREE MODES INTO ONE INTENSE STORY-DRIVEW DIE NARD ADVENTURE. SO TRY 

To SAVE SIN CITy— WHILE TRY'NG TO SAVE YOUR OWN BVTT. 

a For mature audiences only. 

crricsemr Mller VIVA LAS VEGAS, BABY. 
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Andy, The Game Hombre 
andy@gameinformer.com 

“| find that these blurbs are slipping 
into a strange dimension where we 
just don't make any sense 
anymore. | mean come on, what is 
Jay talking about? It doesn’t even 
sound like him? And Reiner, 
working at Grocery store? Reiner 
couldn't lift a can of baked beans 
without pulling a muscle. | don't 
know what is going on around here 
but it must be the water or 
something cause things are getting 
worse and worse every month. | 
mean do any of these stupid blurbs 
make sense anymore? Now, you'll 
have to excuse while | go and work 
on my break-dancing.” 
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    As we enter this new gaming millennium 

_ in which the Internet will become more and 
more a part of our daily gaming life, | am 

finding that there is something inherently 

wrong with Internet gaming - the GM. 
A GM, or game master, is someone who 

plays the game and also works as a kind of 

virtual cop. While in many Internet games, 

such as Quake Ill or Age of Empires Il, the 

need for such a person is nonexistent 

since the rules of engagement control 
the environment, in massive multiplayer 

environments like an EverQuest or Ultima 

Online, these people are essential for 

   
   
   

  

   

  

   

  

   

      

   
   

        

   

  

    
     _ keeping the peace. 

Now for those of you who have yet to 

experience massive multiplayer gaming, it is 

actually a lot like real life - there are nice 

people, and there are buttheads. And just like 

in real life, the buttheads seem to ruin the 

   

    

   

      

   

          

game for everyone. 

This is where the GM comes into play. He 
works as a sort of judge and jury to get to the 

            

   

        

   

   

    

   

   

  

   

                

   

                          

   

Paul, The Game Professor 
paul@gameinformer.com 

“Gran Turismo 2 is sweet! | have put 
some serious time into it in the past 
weeks and haven't even scratched 
the surface. My car of choice is the 
Mitsubishi Lancer. Any model will 
do. Also, the purple Dodge Charger 
is another choice machine in my 
stable. Another game | plan on 
spending some quality time on is 
Hot Shots 2. From first appearance, 
it doesn’t seem as polished as the 
first. We'll see. This could be 
enough to satiate my gaming needs, 
but the coming of NHL 2K will make 
me drop the other two games in a 
second...hopefully” 

Teletub! gamers left to Eri 

heart of disagreements that happen in a 

game. But | have found that more often than 

not, these guys are afraid to take a hard 
line on anything, and essentially just let 

anarchy rule. In all my experiences where an 

arrogant player has come along and broken 

the rules of conduct, he or she has always 

been forgiven. 

Now | don’t know about you, but I have 
enough problems in my real life to deal with; 

| don’t need my gaming life invaded by 

morons as well. If Internet gaming is to 

go somewhere in the future, virtual 

communities are going to need full-time 

game masters who are actually prepared to 

keep the peace. When there’s trouble, | want 

to see them come in and bust some heads 
like on Fox’s COPS show, not follow the 

whims of any idiot with a computer. 

Otherwise I’m gonna forget this playing nice 

crap, and become the Jack the Ripper of 

Internet gaming. 

Jay, Ri 

rv aiternativeluniverse 
Mi thiats\veny{disturbing 

Reiner, The Raging Gamer 
reiner@gameinformer.com 

“After exchanging mean spirited 
cheap shots with Matt last month, 
the higher ups told me to play nice 
or find a new job. Without hesitation 
| packed my bags and hit the 
streets. For two weeks | bagged 
groceries at the local Rainbow 
Foods. It was like a dream come 
true. | was actually helping people, 
and for the first time ever, | was 
enjoying life. That is until an elderly 
woman complained that she 
requested paper and not plastic. | 
ended up beating her into 
submission with a head of lettuce 
and a bottle of Wisk. | was fired on 
the spot. Now, I’m back. Damn this 
cold cruel world!” 

Jay, The Gonzo Gamer 
Jay@gameinformer.com 

it “Heyl!” ..."Are you 
sure dark here 

“| know, Ineeda 
shower, too - the dude really needs to 
work on that earwax problem!” .."Hey 
Matt, let's check out Jay’s memory 
files!’ ‘Look, his favorite movie isn't 

2, it's How Stella Got Her 

lo, | can't 
"Thave four 

awrence Fan 

) 
is getting boring, let's jet. 

"Wait, this is cool; when | 
press this knobby thing, Jay has a 
seizure.” 

Bad Boys! Bad Boys! 
Whatcha Gonna Do? 
BY ANDREW McNAMARA 

Matt, The Original Gamer 
matt@gameinformer.com 

“The new millennium sucks! What a 
rip-off! After all the hype, nothing 
cool even happened. | was 
expecting alien invaders wearing 
flaming cowboy hats riding giant 
panda bears through Times Square, 
killing off the feeble human race. | 
wanted the Four Horsemen of the 
Apocalypse to behead Carson Daily 
on Total Request Live. | was ready. | 
had my underground fallout shelter 
stocked with enough Fresca and 
Funyons to last 25 years. | had a 
big-screen television, a VCR, and 
every episode of Family Matters 
on tape, plus my Suzanne Somers 
Thighmaster! All for a few power 
outages and flight delays. Weak. 

Age of Wonders ... 
All-Star Baseball 2001 

Armada... 2n.0s 
Bass Masters Classic . 

Battle Tanx: Global Assault 

Chu-Chu Rocket 

Colin McRae Rally. 

Crazy Taxi... 
Crystalis . . 
Die Hard Trilogy 2 .. 

Draconus: Cult of the Wyrm. . 
Dragon Valor ........- 
ECW Hardcore Revolution 

Elemental Gimmick Gear .... 

Evel Knievel ..... 

F1 World Grand Prix 

Fear Effect ....... 

Fighting Force 2 
Hard Hat Mack 
Hel ree 

K-1 Grand zi Bo 

Legacy of Kain: Soul Reaver . 

March Madness 2000 .... 

Mario Party 2 ..... 
Marvel Vs. Capcom 
Mission: Impossible 

NASCAR Rumble . 

NBA Shootout 2000 ... 

NFL Quarterback Club 2000 

NOCHE’. Win 2. en noo 

Nuclear Strike . . 

OffRoad Thunder .. 

PANE! sissies asinine 

Pokemon Gold & Silver ..... 

Pokemon Trading Card Game 
Rainbow 6 (N64) .........+ 

Rainbow 6 (PSX) 
Rayman... 

Ready-2 Rumble Boxing (Nt 

© Ready 2 Rumble Boxing (PSX) .. 
Resident Evil: Code Veronica 

Ridge Racer 64 .. 
Ridge Racer V... 

Romance of the Three Kingdoms VI 
Samurai Shodown: Warriors Rage 
Scooby Doo: Mystery 

Park Phantom .. 

Shadowman ... : 

Silhouette Mirage ......6..0000000e05 
SNK Vs. Capcom: Card Fighters’ Clash ..59 
Sonic Pocket Adventure ..............59 

South Park Chef's Luv Shack (DC) ......57 

South Park Chef's Luv Shack (PSX) ..... 55 

Star Gladiator 2: Plasma Sword......... 

Street Fighter Alpha3 ........- 
Street Fighter i!!: Double Impact .. . 

Street SkBer2... 

Superbike 2000 . . 
Syphon Filter 2. . 

Tekken Tag Tourn 
Test Drive 6.002... 8 
The Legend of Dragoon . 
The Misadventures of Tron Bonne 
Tiger Woods PGA Tour 2000 .... 
Top Gear Hyper Bike ...!. 
Toy Story 2 
Ultima IX: Ascension 
Unreal Tournament . 

Zombie Revenge ..... 

  

   

   

   
    

      

    

   

      

   

   
   

   

       
    
   
   

   

        

   

    
   

  

   

    

1e Fun 
    

  

   

    

   

   

  

   

   

Virtua Striker .... - 64 

WarHawk .... +. +004. 5 78 

Who Wants To Be a Millionaire - 66 

WWF Smackdown... ol 

You Don't Know Jack 

  
    

‘Erik, The PC Jedi 
erik@gameintormer.com 

‘I've been thinking of this linking 
violence to video games thing. 
Maybe these people are right. 
Perhaps games do desensitize 
people to hideous acts of violence. 
And yet, I've always managed to talk 
or walk my way out of fights. Come 
to think of it, how come no one has 
attempted to link aggressive driving 
to games like Crazy Taxi, bad 
sportsmanship on the ski slopes 
to Cool Boarders, or snowmobile 
accidents to Sled Storm. Heck, let's 
try and attribute eating disorders to 
Pac-Man. Or maybe, just maybe, it's 
time to accept the fact that just like 
novels, movies, and rock music, vids 
are here to stay.” 
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FuncoLand carries a complete line of Sega Dreamcast accessory items. 

Visit us @ www.funcoland.com 
Limit one per customer. Quantities are limited. Quantities and product selection vary by store. Prices and offers expire February 29, 2000. Manufacturer reserves the right to delay game title at their discretion. Dreamcast is a trademark of Sega. Sega is registered in the U.S. Patent and Trademark office. 

© 2000 Funco, Inc. FuncoLand is a registered trademark of Funco, Inc. All tights reserved.
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Game Informer Magazine 
Attn: Dear GI 
10120 W. 76th Street 

Email: 
deargi@gameinformer.com 

www 
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Defining a Decade 

After reading the 
new December issue 
of Game Informer, | 

came across the article 
called “Defining a 
Decade,” in which you 

| discussed the 15 games 
of the nineties that 

|were the most 
influential and 
revolutionary. Well, | 

saw that you came up 
| with EverQuest for 
| the online part. | have 
to disagree with this; 

| this game is obviously 
| a spin-off of Ultima Online. Sure, they 
| are both different enough from one 
another, but you just cannot rightfully 
give EQ the credit for the monthly- 
fee, online huge world RPGs. (Well 
you can, it’s your magazine, but | 
assume you understand what | 
mean.) Secondly, you say the game 
(UO) is “drop dead boring,” and 

“subscribers quickly discovered 
| [this] once the thrill of saying ‘nice 
| helmet’ to a stranger wore off.” Yes, 

| | can imagine if that’s all you do, the 
| “thrill” would wear rather thin. 

| However, that’s NOT all you do, you 
build your character up gradually (like 

in all RPGs) and explore the lands, 

ievrnee lac its 

Count the Editors    
How many editors has Gl had... 

20? 30? 10? 
Carson Billingsley 

via hotmail.com 

  

   

Another Happy Camper 

  

   
| have had subscriptions to every 

game/computer-related magazine 

there is and here’s the truth. Your 
staff does the best work. You guys 

have never sold out like those big 

| name gaming magazines. You always 

| have the best ratings and the best 

“rate-ers.” You guys are such die-hard 

| gamers you even talk about old 

| systems and systems that never really 

| made it.‘Cause let's face it, good games 

don’t die, they just can’t be used on 

new consoles.When | read Gl,! know 

lam on top of the gaming world. | 

know everything before everyone 

else (except for other Gl readers). 

| | am never disappointed when GI 

comes to my pad because “it’s aw 

goo!” As long as you guys have a 

magazine, I'll read it (forever). | think 

| you guys deserve a reward. Oh and 

if you could please put this in the 

Dear GI section — just a little 
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Time Will Benefit Rare’s 
Perfect Dark! 

What’s going on guys? | was just 
| sending this in response to the letter 
} you received from Tim Ross in 
your Dec.‘99 issue. He stated that 
he didn’t want Perfect Dark to be 
delayed because of the “worthless” 
Game Boy Camera option. He 

| needs to relax and realize that 
the game isn’t being delayed solely 
because of that one option. He should 
also take into account the quality 
of work that Rare puts into each and 
every game that it releases. Rare is 
one of the best video game creators 
out there because of the AMAZING 

| games that it releases. What if 
| there was no multiplayer in GoldenEye 
| 007, and it came out earlier than it 
did? Would this “crazy Tim” have been 
happier? The sad part — the answer 
is probably YES! Bottom line: Tim 
needs to let developers do their jobs. 

interacting with other players 
(whether it be by making friends and 

forming adventure 
Parties or even guilds, 7 
or settling a score with J 

the guy that wasted 
your friend last week), | 
slaying monsters, 
raiding dungeons, and | 
receiving quests. Much F 
of the same goes on | 
in EQ, but EQ is ap 
result of UO, and EQ & 

was NOT responsible | 
for the online RPG f 

genre, as your article | 
implies. Now, | am 

not saying that either 
of the two games is better. It just 
seems to me that you picked EQ over 
UO because you preferred it, and 
| believe UO better deserves being 
on the list. Please don’t take this 
message as a complaint of any 
sort; I’m simply voicing my strong} | 
opinion to you on the matter. That 
aside, keep up the good work with F- 
your magazine. | thoroughly enjoy | 
reading it. 

Don’t even attempt to push good 
companies into rushing a project just 
so it'll be released in time for the & 
holidays; you end up losing more than |F 
you gain. If tiny TIM doesn’t like it, | 
then he can get a JOB and pay for § 
his own friggin’ game instead of relying 
on mommy and daddy to buy it for 
him. I’m sure that is why he is so 
worried! Thanks for hearing me out. F- 

Keith Komarnicki 

Chicago, IL via etest.com 
We completely agree with you that 

Rare should not be rushed, especially 
on a project like Perfect Dark. 
Yet, these kind of delays are 
becoming pretty common with 
Rare and with its parent company, 
Nintendo. Still, you are being a 
little hard on Mr. Ross here, Keith. § 

We, as well as many other readers, | 
share his frustration. i 

Game Character 
Spreads Joy 

| | love Crash Bandicoot and I’m so 

happy. 

marsupial can extend so much fR- 
exuberance to mankind. Just think 9 
if the leaders of the world could come I 
together under one universal } 
bandicoot creed. It would not only 
bring a new world order, but hand- 
eye coordination would be drastically 
increased. 

Michael Rachal 
via yahoo.com 5 

We can’t disagree that EverQuest's 
success was a result of Ultima 

Online, and you are right, we 

prefer EQ. 

Jacob Hansen 

Castro Valley, CA 
In a world torn by strife and discord, 

it is good to see that a simple polygon 

Inside the Game Informer 
Jukebox 

What kind of music do you listen 

to when you play video games? 

Michael “sillygooses” Brazil 
via juno.com 

The music selection in the Gl offices 

is extremely broad and is flavored 

Hmm...that is an interesting 
question. If you are talking about just 
the position of editor, Game 

Informer has had only two. If you mix 

in all of the associate editors there | 
have been a total of 12. 

by our wide variety of tastes. Some 
of the current groups on the playlist § 

include: Slipknot, Filter, Dr. Dre, Built | 
To Spill, Cake, John Williams, 
Arcwelder, Burning Airlines, Beck, 
Mel C, Nine Inch Nails, The Dave 

Brubeck Quartet, ODB,The Special 

Goodness, and Beastie Boys. : 

     

  

   
     
       

  

          
  
   

   
   

     
          

corner — it would make my day, no | 
month, no year, no decade, no 

millennium. | like reading my name 

somewhere important. The name’s 

Defining Zelda 64 
December issue that you put Zelda: § 

Ocarina of Time on the “Close But 

Vel-Cro Man. | share your love # } Vm y\ | have been a Not Quite” list, got mad. Come on, 

for video games. loyal reader for you could have made room for it. 

Mack A West, Vel-Cro Man awhile now,and! t's a great game, and a lot of 
respect all of your 

opinions.Although 
| sometimes 

via juno.com 

These gushing letters filled with 

high praise and flattery will get 
you everywhere, but most of 

the time they will not get 
you into the pages of 
Dear Gl. However, 

Jacob. Hansen's 
euphoria (see right) ae 

has spread through a 

our offices, and we : 

have made this 

exception. Thanks for 
all your kind words. 
Rewards will be accepted 

at the address at the top of 

the page. Hurry, we are 
waiting. 

people agree with me that it is the 

best game ever. It set the standard 

; by which all games will be judged. 

disagree with  |¢ changed the way people look at 
you, | have video games. 

j, Dever WCIEEN Name and Address Withheld 
3 complaint As we stated in the article, our 

© \ letter to debate concerning the games were 

, you. But lengthy, and Zelda was obviously 

when | saw extremely close to making the list. 

In YOUr We don't disagree that it is a great, 
great game, but we believe Mario 64 

did more to change the way people 

look at video games. 

   
       
      
      
      
   

      

       

  

   

  

      
      
   

  

       
      
      

    

       
      

      
  

    
 



    

     

          
      

          

      

    
   

   

  

    

    

   

  

   

  

   
   
    

    
       
      

        
      
    
      

        

  

   

  

   
     

      

    
    
    
    
    

      
   

        

    

   
Who do you think would win ina fight, 
you guys or the PlayStation 
Magazine guys? 

Marty Rainer 
Flint, Texas via aol.com 

We would never think of fighting 
| any other magazine’s staff and have 

  

Brush With Greatness 

  

When | was ordering my mini corn 
dogs at the corn dog place in the Eden 
Prairie Center, | noticed someone 
odd, someone small, but dignified in 
appearance. That person was Reiner, 
The Raging Gamer.Who else do | see 
with him, but his little friend Paul, 

The Game Professor. They were both 
buying food. Reiner had food from 

| Taco Johns and Paul had something 
from the Sbarro restaurant...pizza. 
How good it was. | was the kid behind 
Reiner with the yellow long sleeve 

| shirt on. | was eating mini corn dogs. 
Try them with the honey mustard, 
they’re really tasty. 

Ross 
Eden Prairie, MN 

Pumping iron 

   How much can you guys 
bench? I’m serious here. 

Jared Arateriati 
via aol.com 

This question was posed to the staff 
| and, to tell you the truth, there were 
ja lot of blank stares. The only 
person who recalled a max bench 
press was Jay Fitzloff. He spoke up 
and said that in college he once put 
up about 200 Ibs. 

A New Twist on Classic 
Games 

We all know classic games are 
supposedly “hot” right now.Well, what 

| about “classic rock” games? Why don’t 
they make an RPG based on Rush’s 

| epic rock opera 2112? How ‘bout 
an action/adventure game based on 

| Charlie Daniel’s Wooly Swamp? 
| Even better, why not create a game 
just like Dragon Force, but title it 
The Battle of Evermore? Enough of 
this classic game trend. Bring on the 
“classic rock” games! 

Jon, The Greedy Angler 
Buffalo, NY 

  

the utmost respect for their work. 
If push came to shove, we could hold 
our own, but we doubt that it & 
ever would. We have known many & 

of the guys over there for years, and 
the thought of a brawl is pretty funny 
to us. Now if it was a video game fight, 
we think we’d win for sure. 

fast food shopping it offers, we 
probably wouldn’t go near it. Still, 
this mall has quite a history and is 
definitely worth visiting if you are [_ 
ever in our fair city. You see, the Eden 
Prairie Center was featured in 
Kevin Smith’s hilarious film, Mallrats. 

So the next time you see this film, 
think of the good ol’ Gl staff § 
lounging in the food court and 
nibbling on mini corn dogs. 
PS.You probably saw Erik, not Paul, 

at Sbarro. 

What have you been doing, reading ‘ 
fishing magazines all your life? 
Have you forgotten about Journey 
Escape? Or what about Criie Ball for 
the Sega Genesis? More recently, there 

was Revolution X featuring Aerosmith 
and the first-person shooter involving 
lron Maiden on PC.Where have you 
been? Now, there is news of 
Gathering of Developers’ new 
game based on Kiss’ Psycho Circus. 
How’s that for classic rock?   

Ahhh...the Eden Prairie Mall, one 
of the saddest malls we have ever | 
seen. If it weren’t for the one-stop — 

  

Grapham Lopinsky 
Bolingbrook, IL 

Who would have the thought 
that all the world would fall in 

love with a yellow rat! 

    
    

Vince Warner 
Philadelphia, PA 

Some Street 
Fighter with 
some street 

cred. 

   

  

Los Angeles, CA 

Lara Croftneeds | 
some new boots, like | 
maybe thigh-highs or |“ 

something. 

   
   

  

Santa Rosa, CA 

Your dirty mind 
can write its own 
caption for this 

wel 

HO%20 wast 76 sf, 
‘ier Penicie Nyt oceu 

Alex Herrera Jr. Pico Rivera, CA 

OK, why are they talking like that... 
make them stop.    

Game Informer * February 2000 @ 

    



   

     

        

    

CRAZY TAKI< 
"You Lookin» 

“Crazy Taxi is an instant arcade classic, and 
is the best Sega arcade to home conversion ANDY Trane se - 
yet. Yes, the number of levels is rather _THE GAME HOMBRE 52 ee ee ee 
limited, as are the extras and objectives, but Concept 
Crazy Taxi is all about old-school replay 8.75 
value. Basically, you have to play the levels — 
over and over to attain that gaming nirvana Graphics 
where you can really rack up the points. 9 
There are no missions, this game is all Sound 
about the illustrious score. Which is 8 
somewhat repetitive at first, but as you get. —___=___ 
more skilled with your Taxi each run Playability 
sulle more a ite rae au 8.75 
addicting. Sure, | would have liked to have —=>—> 
seen some more levels (and more bands — Entertainment 
if | hear Offspring again I’m gonna puke), but 8.5 
even with its limited options Crazy Taxi still 

  

   
    
    

  

     

  

    

    
    

    

  

     
     

   
     
    

    
    

    
    

    
   

      

packs a lot of play. If you own a Dreamcast, PWD razy Taxi is a shining example of what Sega does best, creating a kick- 

this game is definitely a no-brainer when it butt arcade game and then porting it near flawlessly to their current 

Somes OULUIS SPIE, console system. Popular in the arcades for its ease of play, beautiful 

“The concept behind this game is fairly graphics, and unending challenge factor, this game has breathed back 

simple, but mastering the game is PAUL some much-needed vitality into the racing/fighting/shooting choked    
extremely challenging. The essence of THE GAME PROFESSOR coin-op scene. 

Ses TSE Sees) Ua at an drift. “Concept Still early in its life here in the states, the Dreamcast only has a handful of 
ae Gta Genoa eka Howe! te __ 8.75 must-have titles and most of those are genre specific, fun for one type of gamer 

new special mini-games will aid in your Graphics but not necessarily another. Crazy Taxi crosses the spectrum by providing a raw 

knowledge of the vehicle and howto drive 9 arcade action game that almost anybody could get into. Whether you do well in 
Pee anor cial Eee lea Clady lays ey Cound the game or not, it’s still a blast to play. The amount of quarters the game 
ike your SS Teapatiods Al a he 8 sucked in arcades, despite having an excessively high learning curve, is proof 

alternate routes and insane shortcuts are Playability enough of that. ; : 
definitely tricky. Crazy Taxi looks nearly as On the surface, Crazy Taxi is an insane thrill ride in which the player blasts 

Bond ae salads ou pai and coMes) Entertainment through traffic, launches off of bridges and overpasses, executes power-slides    

     

  

   
     
    

    
    

    

  

bea fener: te 8.75 through intersections, and breaks every traffic rule possible in order to give the 

Dreamcast and may take you months to customer what they want- a speedy and vastly entertaining thrill ride through 

: the city. Underlying this seeming simple concept is a game that requires 

OVERALL sophisticated strategies and unbelievable driving skills. 

faying at the top of its game, Sega has coe 
pieced together another phenomenal REINER Ce? 
arcade port, delivering the look and THE RAGING GAMER > a 
intensity of the coin-op coupled with a ~~ Concept game tne 
handful of exciting new features. The 9.25 
detailed environments in this chaotic urban ———<~—_— 
racer show that the Dreamcast is a serious Graphics 
polygon powerhouse, and the gameplay is 9.5 
balanced to near perfection - pushing the TreSoundl a 
player to master his or her game to score 7.75 
the big fares. Crashing through a KFC drive- 7.15 
thru to drop off an angry old hag and _Playability 
bulldozing your way through parked cars is 9 
just as fun the hundredth time as it was the —~—————_— 
first. Crazy Taxi one of those games that Entertainment 
isn't necessarily deep, but the basics it 
dishes out never get old. The only thing I’d 
change is the removal of the Offspring from 
the soundtrack. Dreamcast owners 
shouldn't miss this one!” 

   

  

        



¢ Size: 1 GD-ROM 
¢ Style: 1-Player Action/Racing 
¢ Special Features: 4 Characters, Each With 

Their Own Vehicle; Unlockable Bicycle; New 
City Area; 9 Mini-Games Plus 7 Unlockable;     | those nasty speed-reducing telephone booths. Smashing into these often 

causes an explosion of chaos as nearby onlookers scream, yell, and 
scramble to avoid being hit by flying debris. 

The game is also populated by a wide variety of characters, each with 
unique ways of letting you know how they feel. Whether complimenting you 
on a perfect pickup or jumping out of your car as you cruise along at full 
speed shouting an obscenity as they go; each customer type has their own 

SLE way of saying it. 
Sega also went all out in securing popular musical scores for the game 

including three hits from the Offspring and four tunes from Bad Religion, 
with Offspring’s music dominating the gameplay. If you’re not an Offspring 
fan, relax. Some of us aren't either, but the gameplay far overshadows any 

a musical criticism. 

Killer Moves Including Crazy Drift, Crazy 

Dash, Crazy Reverse, & Crazy Reverse Drift 

¢ Replay Value: High 
¢ Created by: Sega 
¢ Available: February for Dreamcast 

Bottom line: 8 75 

     
lation before your personal timer or the customer's runs out. The faster and — 

“more recklessly you get them there, the more time and money bonuses are 
awarded. In order to keep on driving and making cash, the player must 
continuously rack up time bonuses rewarded for picking up new customers and a 
making a speedy delivery. 

Customers all have a colored circle radius they can be picked up in. The larger 
the circle, the easier the drive. Color determines the distance to the next area and 
consequently the amount of cash you stand to make off of them. Once a customer 
is picked up, the amount of money they will pay upon successful delivery appears 
on-screen. In order to boost this amount, the player must make reckless 
maneuvers and pull off tricky stunts. 

The more stunts you link together, the bigger the cash bonus becomes. 
However, when you run into a vehicle or hit an object head on, the combo meter 

resets back to zero. Essentially, the game is about gambling. Do you fly down the 
road against oncoming traffic in order to get the better tips, or do you play it safe 
on the right side in hopes of linking a longer combo together? 

To add to the dilemma factor, there are a series of moves that can be used to 
dramatically increase speed, pull a tight power-slide, or make a hasty reverse 
from that wall you just slammed into. Deciding when to use these moves and when 
to slow down is entirely a measure of your own skill and your appraisal of the 
situation. Pull a quadruple Crazy Dash through that crowded downtown area or 
just one so you'll have enough control to skim for more tips? For more details on 
the moves, check out the Crazy Taxi Play to Perfection on page 68. 

aero 

( Customers love those Crazy Drifts. )) eB  



BONUS GOODIES FOR 
THE ARCADE ENTHUSIAST 

add to the arcade e: perience, 
of new modes as well. The city settings can now be played whith a ten, five, or three 
minute time limits that can not be increased through time bonuses, making the 
game more accessible to beginning players and providing an intense challenge to 
more experienced players who would be hard pressed to achieve a Class S license 
in under three minutes. 

Not content to let it go at that, Sega also added 16 minigames, 7 of which 
must be unlocked. The mini-games are a cross between training levels and intense 
challenges that can only be met through near-perfect driving skills. Completing all 
of these games awards a bicycle and a drastic improvement in the mad skillz you'll 
need to one day earn that lofty Crazy License. When first beginning some of these 
mini-games, you'll never believe that it’s possible to complete them. 

Axel supposedly plays the 

role of “average Joe” in 

the game but his top 

speed falls only a little 

short of B.D. Joe’s while 

far surpassing that of 

Gena and Gus. His 

handling and traction are 

average, which is to say 

much better than B.D 

Joe’s. Axel’s car also 

seems to have a low rate 

of acceleration, but the 

Crazy Dash move renders 

that point moot. Axel is 

our car of choice for the 

arcade game. 

   
10 Game informer + February 

Gena’s excellent braking 

and traction allow her to 

pull off some tight turns, 

but she appears to be the 

slowest of the all the 

cabbies. This makes her 

ideal for beginners and 

certain mini-games that 

require the player to slide 

and stop on a dime. 

Overall, we found her too 

slow to pull off the winning 

times in the arcade 

modes.   
 



  
Tower Records 
14207. 

B.D. Joe trades in the 

worst traction of the 

cabbies for the top speed. 

While being able to 

execute a long slide can 

be an advantage as far as 

tips as concerned, B.D. 

Joe is a difficult driver to 

control in high traffic, tight | 

cornering situations. In & 
the hands of a truly skilled 

player B.D. Joe’s top 
speed might make him the 

cab driver of choice, but 

we found his propensity 
towards sliding to be most 
useful for certain mini- 

games. 

This is the experts’ cab. It’s top 

notch in terms of speed, handling, 

and traction, but lacks Gus’ rock 

solid stability. One mistake in 

heavy traffic area and you could be 

bouncing around for some time 

before you get a chance to recover. 
Once you achieve ultimate driving 

Zen by completing all the mini- 

games you are awarded with this 

hidden vehicle. Any character can 

drive it, but this won’t effect its 

performance. 

Gus is similar to Gena in 

that he trades off speed for 

decent handling, but his 

car’s true strength seems 

to be its ability to shrug off 

<1 potentially time con- 

suming accidents. He 

4 doesn’t get thrown quite 

as much as the rest when 

getting bounced around in 

traffic. Another car that’s 

decent for beginners, but 

less appealing to experts.  



  

      
     
    
       

    

    

      

  

    
    
     

  

  
ery Game Informer * February 2000 

    
LUC Ee es 

This was the toughest category to judge. Many of the year’s N64 

titles were good, but not great. After much deliberation we decided that N I NTE N DO 64 

Star Wars Episode One: Racer was the cream of the wilted crop. It was 

a given that the license alone was going to sell copies aplenty, but the Game of 

designers went the extra parsec by making the fastest console racer of the Year 

all time. After an hour of playing, it feels like you're using the force to 

guide you. 

Duke Nukem: Zero Hour 

Eurocom/GT Interactive 
WrestleMania 2000 

Asmik/Aki/THQ 

Super Smash Bros. 
Hal Labs/Nintendo 

It was no surprise that NFL 2K drew crowds at last 

DREAMC AST year’s E3. What was impressive was that much of the 

crowd consisted of game developers taking notes. Like it 

Game of or lump it, NFL 2K probably sold more Dreamcasts than 

the Year any other game, and future console football titles will 

most certainly rip off Visual Concepts’ design in one way 

or another. Most impressive of all is that NFL 2K is a 

first-generation software title. We can't wait to see NFL 

2Ke. 

       
    

    
     
     
    

      

  

    
    

     
   

Soul Calibur 
Namco 

Toy Commander 
No Cliché/Sega



    

Tony Hauwk’s 
Pro Skater 
Neversoft/ Activision 

Neversoft took a crappy game and made it tolerable 
when they reworked Apocalypse. They then defied all 
odds by taking its revamped Apocalypse engine and PLAYSTATION 

   
   

  

      

   

  

   
   

        

   

  

    

  

transforming it into the best skateboarding game of all . 
time. The list of accolades we could rattle off about this Game of 5) U p er M afro 
game are nearly endless, but at the top of the list are the Year 

  

      

  

Bros. DX 
Nintendo 

HANDHELD What's old is new again! 

Pro Skater’s addicting control, perfect camera, and var- 
ied environment. True gaming Zen. 

      

     
   

  

   
         

      

  

Honorable Mentions Game of Nintendo showcased the 
Syphon Filter | power of its portable by mak- 
ee = the Year ing a direct translation, 
Square Soft secret bugs and all, of the 

          

   
   
   

   

  

game that launched the 

NES. Bringing Super 

Mario Bros. to a new 

generation of gamers 

was accomplishment 

enough, but adding new 

4 minigames and options 

soa, | really put this one over 
peep / the edge. 

  

Honorable Mention 
» Bio Motor Unitron 
Yumekobo/SNK for Neo Geo Pocket Color      

       
Ferrari F355 Challenge 

     
sega 
| The new trend in arcade games is making immersing monstrosities that could never be properly trans- 

ARCADE lated to the home. Ferrari F355 Challenge exemplifies this course by placing token ploppers into a dark-      

  

G f ened pod with three screens creating the illusion of a full windshield. The sound and control are dead on, 
ame o making this a game 

the Year worth getting off the — 4 
| couch for. 

  

      

      

  

      

     
Honorable Mention 

_ + Crazy Taxi - Sega 

   EverQuest 
989 Studios 

It’s cost people their jobs, their friends, their relation- 

ships, and their social life in general. You would think a PC 
protest group would form. But since everyone with a PC 

_ is playing it, there is no dissenting voice. EverQuest has Game of 
proven that a network game done well rakes in the the Year 
green, and thus has led the gaming world in this direc- 
tion. EverQuest also gains notoriety for being both a 
game you most definitely should try and something you 
should avoid at all costs. 

         

  

      

        

    

     
    

      

Honorable Mentions 
» Homeworld 
Sierra 

  

    
    



Technical Excellence Awards 

Best Graphics in a Video 

Game 

Soul Calibur 
Namco for Dreamcast 
Simply flawless is the only 
way to describe Soul Calibur. 

It has perfect collision, beau- 
tiful environments, and fluid 
character motion. Gamers 
just haven't lived until 
they've seen their favorite 

fighter perform a martial arts 
demonstration in Exhibition 
mode. 

Honorable Mentions 
Final Fantasy VIII - Square 

Soft for PlayStation 

NFL 2K - Visual 
Concepts/Sega for 
Dreamcast 

Best Fighting Game of the Year 

Best Playability in a Video 

Game 
Tony Hawk’s Pro Skater 

Neversoft/Activision for 
PlayStation 
We don’t know how Neversoft 
did it, but somehow the con- 

trol of Tony Hawk implants 
itself into the left half of your 
brain. After a day with Pro 

Skater, you won't be able to 
stop using its control in any 

game with a board in it, 

Soul Calibur 
Namco for Dreamcast 

Best Action Game of the Year 

Tony Hawk’s Pro Skater 
Neversoft/ Activision for PlayStation 

SWITCH JAPAN Min + oviR IRE: miei > SECHEY RBM 
+ SO SQ SRIRD > 350 SHOUF IT +50 Sa Caine 

+ WMPOSSIBIE # SB SO GRIND, 

2207°K8 

Best Puzzle Game of the Year 

You Don’t Know Jack TD) Don't Eat the Snowe Where 
the “Baywatch™” Propie Co 

forevermore associating an 

ollie with X. 

Honorable Mention 
Crash Team Racing - 
Naughty Dog/Sony for 
PlayStation 

Best Sound in a Video Game 

Medal of Honor 
DreamWorks Interactive/EA 
for PlayStation 
All is quiet in the tunnels 

$3,000 

except for the faint echoes of 

music from a distant record 
player. Suddenly a dog starts 

barking and you can hear its 
yelping getting closer with 
heavy heeled boots following 
behind. No game has ever 
demanded to have the vol- 
ume cranked up louder than 
Medal of Honor. 

Honorable Mentions 
Um Jammer Lammy - Nana- 

Best Shooter Game of the Year 

House of the Dead 2 
Sega for Dreamcast 

Best Racing Game of the Year 

Gran Turismo 2 
SCEA for PlayStation 

Best Action/Platform Game of the Year 

Ape Escape 
SCEA for PlayStation 

Starsphere/Jellyvision/ Sierra/ Berkeley Systems for PlayStation ~ 
i the Gfeguards on “Baywatch"” 

reacted to a full moon the way that 
the southern Californian grunion fish 

does, what would we see on the 
next episode? 

A Carokec plumgmny her butt itn wet sand 
OMitch floating telly-op at night 
O Stephanie ging bith through her month 

Best Hero of the Year 

Raziel 
What makes Raziel so cool? 
It is his sexy smile or his 
fashion sense? Or is it that 
he’s a plane-shifting soul 

sucker with a penchant for 
impaling enemies on a pike 
while verbally spouting his 

inner turmoil? Yep, it’s defi- 

@ Game Informer ¢ February 2000 

nitely the clothes. Neutral 
colors aren’t just for autumn, 
kids. They can work a runway 

all year round. 

Best Villain of the Year 

Maven! 

There were many contenders 
for this prestigious title, but 

of all the baddies, only 
Mavenl from PlayStation’s 
Scrabble is a true spirit 
quasher. He’ll make a seven 

XCA potfing up ber chest 

“so   
letter word using Q and X on 
the triple word score space in 
his first turn, then just sit 
there and watch you cry your- 

self silly. 

Best New Character of the 

Year 

Gabriel Logan & Zan 
A fist fight almost broke out 
over this one, so we called it 

a tie. Gabriel Logan delivers 
action flick one-liners stiffer 

than Stallone, and Zan is 
just too much of an “Ultra 

Sexy Hero” to be denied. Zan 

had the best video game 
theme song of all time, but 
Logan gets the last laugh 

since he'll be starring in a 
sequel. 

  
Most Inspiring Performance 

by a Video Game Character 
Squall 

Anybody who can effectively 

use a weapon that is both a 
sword and a pistol is bound 
to be a pretty cool guy. 
Squall, however, has that 
moody aloofness of which 
teen angst superstars are 

made. Plus, he gets paid to 
kick ass, and he’s got hot



On-Sha/Sony for PlayStation 

Thrasher: Skate and Destroy 
- Z-Axis/Rockstar for 
PlayStation 

Best Developer of the Year 

Visual Concepts 
Two top-rate, first-generation 
sports software titles in one 

year? It was unheard of 

before, but Visual Concepts 
has redefined the video 

babes clawing at his pant 
legs, one of whom is his 
teacher! Ah, to be Squall for 
a day. 

Most Memorable Moment of 
the Year 

Dreamcast Launch 
Sega struck out with Saturn, 
but it rose from the ashes 
with Dreamcast. Many in the 
industry didn’t think Sega 
could pull it off, but the lines 

game versions of football and 
basketball with NFL 2K and 
NBA 2K. A tough act for any 
next-generation platform to 
follow. 

Honorable Mention 
Neversoft 

Best Action/Adventure Game of the Year 

Best Video Game Accessory 
of the Year 
VMU 
It's a memory card. It’s a 
portable game system. It’s a 

teeny screen in your game 
controller. It’s brilliant! Too 
bad most developers don’t 
do more with the VMU than 
write out the name of the 
game you're playing. 

Honorable Mention 
Mad Catz Dream Pad 

Resident Evil 3: Nemesis 
Capcom for PlayStation 

Best Strategy Game of the Year 

Monster Rancher 2 
Tecmo for PlayStation 

that formed outside stores in 
anticipation of 9.9.99 arriv- 
ing zipped the lips of all 
doubters. With current sales 
figures way ahead of sched- 
ule in North America, 
Europe, and Australia, Sega 
has proven that the Genesis 
was definitely not its last 
hurrah. 

Worst Game of the Year 

Superman 
Titus for Nintendo 64 

  

     

Feature 
Best Sports Game of the Year 

NFL 2k 
Visual Concepts/Sega for Dreamcast 

    
     

    

    

       

     

Best Role-Playing Game of the Year 

Final Fantasy VIII 
Square Soft for PlayStation 

Nat 
ae trvine 1095s



  

How ECW Powerbombed Its Way To The Big-Time 

or a business to expand from a local 
phenomenon to a national product 
in a little over five years is no small 
feat. In this short time, ECW has 
clawed its way to the top of the 

small promotion wreOstling heap, becoming 
a force powerful enough to challenge all 

_ comers. But before the video game, 
before the TNN show, before the action 

figures, before the magazine, before the 
pay-per-views, before even Extreme 
Championship Wrestling itself, there was 
a small northeast NWA (National 
Wrestling Alliance) regional promotion 

known as Eastern Championship 
Wrestling. 
Formed in 1992 by Tod Gordon and the 

late Eddie Gilbert, this predecessor to the ECW 
we now know wasn’t even allowed to have its 
own recognized world heavyweight title. Still, 
the promotion started off strong with none other 
than Jimmy “Superfly” Snuka winning the 
league's ‘higheat tls. the ECW Heavyweight 
Championship, on April 25, 1992. The title 
changed hands ten times over the next two 
years, but perhaps its most important bearer was 
its final holder, Shane Douglas. 

Having become a viable part of the struggling, 
yet still nationally re nized, NWA, Eastern 

Championship Wresttin s allowed to hold a 
tournament to determ a new NWA World 
Heavyweight Champion. On March 26, 1994, Shane 
Douglas defeated 2 Cold io and was crowned 
the new world champion. Shane held the title high 
and began speaking about the former wrestling 
greats associated with the belt. He then threw 
the belt to the ground ‘and said, “They can 
all. kiss my ass eee 

Picking up his ECW belt, Douglas stated, 
“1 declare myself, The Franchise, as 
the new ECW H&avyweight Champion 
of,the worldstW6é have set out to 
change the:face of professional 
wréstling: So tonight, let the 
new era in. The era of the sport 
of professional wrestling, the 
era of The Franchise, the era 

of ECW.” - 
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of both the ECW 
and NWA belts. 
ECW commissioner 
Tod Gordon responded ©. 
unrepentantly the 
following day by severing 
the league’s ties to NWA, dissolving Eastern 
Championship Wrestling, and immediately forming 
the new ECW, Extreme Championship Wrestling. 

The decision to break off relations with the NWA 
proved to be a wise one. Over the next three years 
ECW blossomed into the largest independent 
wrestling promotion in North America. Much of the 
success can be attributed to the new ECW president 
and head booker, Paul Heyman. Heyman had a deep 
history in the business since the age of 15, best known 
as WCW color commentator Paul E. Dangerously. 
Diligently working toward making ECW unlike 
anything that the “big two” had to offer, Heyman 
brought wrestling back to its bloody roots - 
something the public hadn’t seen since McMahon took 
the sport, toned it down, turned it into sports- 
entertainment, and marketed it nationally to kids. 

Heyman’s biggest coup was garnering himself a 
regular weekly time slot in local market television. 
With ECW gaining more and more exposure, a dedicated 
fan base began to form, as did a stable of hard-working, 
performance-driven wrestlers. Future stars who passed 
through ECW’s gates in those days include Steve Austin, 
Chris Benoit, Mankind, Bam Bam Bigelow, Farooq, 
Gangrel, Juventud Guerrera, Eddy Guerrero, Chris 
Jericho, Rey Mysterio Jr., Perry Saturn, Al Snow, and 
Sid Vicious. 

In February of 1997, Paul Heyman gathered all 
of ECW’s wrestlers in the ring and announced that 
the promotion was about to take a huge step 
forward. He declared that on April 13, in the now- 
infamous ECW Arena in South Philadelphia, ECW 
would hold its first pay-per-view, Barely Legal. 

Expansion, however, had its costs. 

  

    

    

  

Almost immediately 
after the airing of 

Barely Legal, ECW 
began to experience 

financial and staffing 
ES gs problems similar to those that 
—_ the WWF faced when it took 

its programming to the national level. 
Thankfully, ECW had by this time built a fiercely 

loyal fan base. Continuing with its tradition of amazing 
live shows and pay-per-views, and under new ownership 
by Heyman, the league eventually dug itself out of 
the hole. When it finalized a deal with TNN to have 
a weekly, nationally televised show, ECW was no longer 
the biggest independent wrestling promotion, but 
a member of the big leagues. 

For the unfamiliar, ECW isn’t about making a clever 
catch-phrase and selling it on a T-shirt. It’s about 
spectacular wrestling action. Where the WWF and 
WCW are more concerned with personalities, ECW 
delivers personally threatening stunts. 

Much of the innovations seen in the last few years 
in the WWF and WCW were most likely swiped from 
ECW. Wrestlers going through tables, scantily 
dressed women getting into cat fights, an emphasis 
on high-flying and high-risk maneuvers, stronger 
language, and much more blood - all thanks for these 
should go to ECW. With such features, it’s surprising 
it took so long for ECW to show up in video game 
form. 

Acclaim losing its WWF license turned out to be a 
blessing in disguise for wrestling game fans when 
the company finally announced that its next 
wrestling game would carry the tag, ECW: Hardcore 
Revolution. Many were skeptical of how well the 
promotion’s brand of mayhem could be translated 
to the polygon world, but Acclaim quelled fears when 
it announced that the game would most definitely 
carry an “M” rating. 

How’s the revolution coming along? Turn the page 
to meet the stars and see the game that is taking 
wrestling to another level.    
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Tommy Dreamer: 
Interview unth the Innovatwg 

     
y has a lot to sa 

: iage, Tommy Nh 
Acclaim/ECW Te uoaness: and his st 

Gl: How did you get your start in professional wrestling? 
Dreamer: I started in Brooklyn, New York for a guy named 

Johnny Rods, who wrestled for WWF for 30 years; he’s 
a WWF Hall of Famer. Terry Funk took me under his 
wing in ECW and helped out a lot. Paul E , Kevin 
Sullivan, Tony Atlas; all the veterans were really nice to 

me. 

Gl: You've been one the rare babyfaces in ECW. Has that 
been difficult because of the recent shift toward fans 
rooting for the bad guys? 

Dreamer: When | first came to ECW I got booed, because | 
had a good body and wasn’t bad looking, as some 
people would say. In the beginning of my career, 
everyone always said | had to be the prototype baby- 
face, going out and slapping hands, and that really 
wasn’t me. Terry Funk and Paul E. told me fo be myself. 
My ability to get my ass beaten all the time earned the 
people’s respect. They saw I’m not a character, I’m not 
a gimmick. 

Gi: Is it strange in ECW, with all the wild personalities, to 
be the man without a gimmick? 

Dreamer: It’s like that in every company. You have some 
gimmick guys, and you have some non-gimmick guys, 
but everybody in ECW can wrestle, from the girls to 
people who you never see doing it. Jazz can beat up 
most men in WWF. Big Sal, for a guy who's 600 
pounds, I’ve seen come off the 
top rope. We just don’t let him, 
because we’re afraid he’ll break 
the ring. We have probably the 
hardest working locker room in 
the business. For a guy to have 
a gimmick, it’s just another way 
for them to get over with the 
people. 

Gi: How does it feel to be the sta- 
ple in the ECW? 

Dreamer: I’m the last guy stand- 
ing in ECW, and for everyone 
who's left, | had the largest 
offer to leave. | stayed for a 
lot of reasons; personal hap- 
piness. I was also the one to | 
get this deal with Acclaim. | 
have a say in my career. 
Everyone makes their own | . 
decisions. With the Dudley’s, |- 
I’m watching them have 
great matches in WWF and 
I’m happy for them. This is 
where | want to be in my 
life. 1 don’t begrudge any- 
one for leaving. 

Game Informer * February 2000 
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     Gi: What other goals do you want to accomplish in 
your career? 

Dreamer: When I first started out, | wanted to be a 
wrestling doll. | am. | wanted to be in a video game. | 
am. Raven screwed me by making me win a title 
because | wanted to go down as never having a title, 

but I had to. | would love to say on my wrestling tomb- 
stone “Wrestled with ECW his entire career.” | set a 
bunch of different goals for myself. | want to act, I like 
to sing; there’s so many things | want to do. Because of 
the say that | have, | get more challenges, and | get to 
see if | can handle it. If it comes out cool, it comes out 

cool. If it comes out like crap it comes out like crap. 

Gl: You, along with Raven, do a portion of the booking for 
ECW. Is there any heat in the locker room because of 
that, like we hear in WCW with DDP and Nash book- 
ing some storylines, or is it a more tight-knit group? 

Dreamer: It’s definitely a more tight-knit group. I’ve never 
been in a locker room like it. To say me and Raven 
have a lot to say about the booking, we do. It’s never 
ever based upon what's good for Tommy Dreamer’s 
career or what's good for Raven's career. It’s about 
what's good for the Company, and what's good for the 
show that night. People don’t come to see Tommy 
Dreamer; they don’t come to see Raven; they don’t 
come to see Rob Van Dam; they come to see ECW. You 

can’t book on ego for that. 

Gi: People call you the Innovator of Violence. Has it been 
difficult to keep coming up with new ways to hurt peo- 
ple? 

Dreamer: | like watching WWF or WCW 
when they steal things I’ve done. 
It gets you more creative. You 
think of different moves. Nova 
comes up with so many cool 
moves and cool spots. | have a 
whole plethora of moves that I’m 
going to debut one at a time. If you 
do too many, it doesn’t have mean- 
ing. 

Gl: We haven't seen you get much 
ring-time as of late. What's your 
status? 

Dreamer: | have two herniated disks 
in my back. | was going to take 
some time off. | was going to 
have surgery but I’m_ not, 
because they’d give no 100% 
guarantee that I’d be back. I’d be 
out for 10 months if | had the 
surgery. I’ve been going to 

rehab. Even if | had the surgery 
and start bumping around again, 
1 could hurt it again, so why 
bother? I’m in a lot of pain, but it 
goes with the territory.



   

  

  

    

Danny Dorimg: 
Chattin Mo-Cap 

“Dastardly” Danny Doring isn’t a house peat a elk With two years of experience ae is belt, Danny and his “Danaconda” have plenty of time to gain recognition. Along with “Giant Killer” Spike Dudley, Danny is already hard at work on the motion capture for the sequel ft. Hardcore Revolution, : 
q executing every move to be featured in the game. Between frankensteiners, we had a chance to discuss the i i House of Hardcore graduate. oe 

   

    

Gi: In this motion capture session, 
you’re doing all the power moves. 
How does it feel to be the big guy 
in there? 

Doring: | always consider myself a big | 
guy anyway. I’ve been in the gym, 
drinking my milk. But seriously, 
it’s really cool to do all the stuff. A 
lot of it I’d like to try once | get in 
the ring. | got a few ideas for a 
few new moves. I'll see what I can 
do when | go to the old drawing | 
board. 

Gl: How do these sessions, where you’re taking bumps 
for hours on end, compare to wrestling an ECW 
match? 

Doring: The ring is reinforced. There’s mats and things. 
I’ve been here three days now, and after one or two 
matches in ECW I’m hurt for the rest of the week, so 
this doesn’t really compare to the real matches at all. 

Gl: How did you get to be one of the mo-cap guys for this 
project? 

Doring: Chris Chetti was in the last game and he’s hurt. 
Spike Dudley asked to work with me because we 
have some chemistry in the ring together, so | put him 
over for that one. 

GI: Are you putting the other guys to shame in the ses- 
sion? 

Doring: Absolutely. Anything | do that involves Chris 
Chetti, I’m better at. 

Gi: What's it like doing moves in the mo-cap suit? 

Doring: The suit’s cool. I’m about to take the suit home, 
wear the suit out, and possibly to the ring. It’s just like 
working with my regular out- 

     

  

   

      
      

Web editor Justin takes one for the team. 
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» fit. It was tight at first, but it 
q loosened up. It’s like a part of 
7 il me. 

. GI: Is it frustrating when you 
lose your balls? 

Doring: Any time you lose your 
balls, it’s got to be a frustrat- 
ing experience. After about 
the third or fourth time of los- 
ing your balls, you just kind 
of shake your head, you pick 
your balls up, you sew them 
or glue them back on, and 
you get in there and do it 
again. 

Gl: When you’re doing other 
wrestlers’ entrances and 
moves, is there pressure to 
accurately represent them? 

Doring: There is pressure. | want 
everybody to look good. You 
want the game to look good. 
You want the company to 
look good. No matter who 
they are, you try to do your 
best with them. 

Gi: Is it tough staying loose when you have to wait a 
few minutes between takes for moves? 

Doring: Yeah, it is. Especially when you’re doing power 
moves, and some of the other stuff, you have to 
stretch. When we do some off-the-top-rope stuff and 
springboards we'll really see, because that’s where | 
really need to be loose and stretched out. So, if | have 
to get warm and cold, I'll probably slip and fall. Other 
than that, it’s been tough, but it’s been okay. 

GI; What do you think of the ECW game? 
Doring: I can’t wait. It just blows me away that I’m going 

to be in a game. To know that I can go to a store, and 
pick a game with me in it. | think everybody here 
feels that way. They’re really taken by it. A lot of peo- 
ple don’t really express it, but everybody feels the 
same way. Personally, | can’t wait to take the game 
home and play with myself all night long. 
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The Whole F'n Engine 
Acclaim has honed their wrestling engine into a well-oiled machine. If you’ve played Attitude or ja 

War Zone, you know what to expect. With tweaks like faster gameplay and a higher framerate though, 
things have never been smoother. Unlike other wrestling titles, there’s no collisions problems and no 
clipping- just pure beating satisfaction. i 

Total moves number in the 400 range, all motion-captured by ECW’s savage superstars. Counters 
play a much bigger role in Hardcore Revolution than previous Acclaim titles, so you never know |? 

which maneuver is a sure thing, save for a 2x4 right between the eyes. 

ou Blood Bank 

# ECW wrestlers may have earned a ey 
@ bad rep for having foul mouths and 
& bad tempers, but most people fail to 

note all of their charitable contribu- 
tions. In fact, they give blood during |f 
nearly every match. Plasma oozes 
from every busted body part, includ- [iipsae 

4 ing wrists, backs, foreheads, and all . 
&) points in between. This hemophilia is 

nowhere more evident than in barbed 
wire matches. Whip a pansy poser 
into the wire, and he'll be leaking red 

stuff like a busted ketchup bottle 
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Ex Trevis: CHAMMISNEHIF 
eS EANNCS I ; Cast of Crazies 

("Sitect One) bal Hardcore Revolution features the most insane roster in sports enter- 

Y shirt bt\ tainment. Superstars Rob Van Dam, Raven, Tommy Dreamer, Sabu and 

| pon Mike Awesome all show off their unique brand of violence. Other wild ji 

wrestlers include angry Amish Roadkill, aptly-named loco luchadore igiias 
~ J) Super Crazy, Foley-esque freak Balls Mahoney, and the hyperactive giant jiuamunia TTT) 

killer Little Spike Dudley. Not only do regular workers step in the ring, but |e eee Te 4 - 

  

   

     

  

     nearly all ECW employees want a piece, adding up to 43 pissed-off roody 

10) > poo’s. You'll see managers, valets and even commentators wrapping 

SS : F . chairs around each other’s faces. 
Another unique group 

of bumpers in Hardcore 
What a jabroni. Revolution are the jobbers. 

Doomed to lose to established stars until their weak bodies crumble are 

11 punks like Mad Goat and Sound Guy. Every character in the game has jj, 
been photo captured for accurate modeling. 1 

Of course, no Acclaim wrestling title would be complete without the 
most detailed Create-A-Wrestler mode in video games. This time 
around the possibilities are nearly endless; with the ability to create 

unique masks, shirts and pants, and mix your own color scheme with a 
huge variety of logos and designs. Your custom-built crusher can also | 

come pre-bloodied, scarred, or bruised. Per usual, dozens of acces- 

sories, features, and prebuilt articles of clothing abound for your 
mixing and matching. 
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Can the ring take the strain? 

 



  

Game Informer 
Art of Noise Feature 

ECW events usually contain enough profanity to make Howard Stern wince, and Hardcore Revolutions 
certainly follows suit. All wrestlers were voice recorded with tons of taunts, screams and grunts. The infamous 

| ECW fans also represent with their infectious chants and shouts of scorn or approval; mostly scorn. Perform 
below par, and the audience will scream how much you suck, or let you know what a bastard you are. Listen 
closely, and you may even pick up on vocal jabs aimed other game publishers and former ECW stars. 

Theme music isn’t quite up to par with the big budget ballads of WWF and WCW, but it has its own 
charm, and once again is impressively digitized on the N64. A few bigtime themes are missing, but do 
you really want to hear Offspring’s Come Out and Play every time Raven hits the ring?     
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weapons than a backwoods militia. The foreign objects just jm 
't stop, and come in the forms of some of the wildest prod- 

ucts of pain 
imaginable. 
How about aii 

i) staplegun to the 

you’d rather behold Albers, Canada, 
the power of cheese...grater. The hits don’t stop as guitar 
cases, bedpans, sledgehammers, brooms, canes, hub- 
caps, wrenches, and countless other implements of dis- 
memberment get tossed ringside. 

It’s a Living 
As in the last Acclaim title, you can take the hardcore 

Turn a normal one-on-one bout into a Death Match, Cage 
Match, Last Man Standing contest, Street Fight, or the 
beloved new Barbed Wire Match. King of the Ring returns, 
allowing a myriad of marks to put up or shut up against one 
another. Then there’s always the Battle Royal, Lumberjack 
Match, Triangle Match, and countless other ways to snap 
necks in the ring. 

Career Mode is more intricate than ever, as you work 
your way to the top of the heap, starting at the absolute 
bottom, even below the jobbers. The calendar setup is 
quite similar to other sports games, and includes house 
shows, TV tapings and pay-per-views. It’s a tough way to 
earn a buck, but it sure beats a suit and tie, unless your 

gimmick entails wearing a suit and tie to the ring.   
Game Informer * February 2000
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Capcom's Onimusha To 
Slice PlayStation2 

Onimusha is one of many games in development for the 

PlayStation2 at Capcom’s Japanese studio. With a theme 

that both Square Soft and Koei have manipulated for the last 

decade, Onimusha sets players smack dab in the middle of a 

Japanese civil war. 

As of now, no gameplay details have been dispensed, but 

word from Japan is that Onimusha’s play will be in the same 

vein as Capcom’s survival horror series, Resident Evil. 

However, Onimusha will be slim on the horror and high on the 

survival. 

Capcom Japan expects to release Onimusha in Japan this 

summer. 

          
            
        
    
    

      

         
            
    
    
     

      

   Last year’s best game for the PlayStation is coming to Dreamcast. 

Crave Entertainment has confirmed that Tony Hawk’s Pro Skater is 

indeed coming to the Dreamcast in the second quarter of 2000 (April — 

June). 

Apparently containing all the kicks the unofficial, narcotic-laced 

PlayStation version included, the DC version is to include four-player 

splitscreen play. We contacted Crave, which was unable to offer any 

more comment on the game, but promised additional info for the next 

issue of Gl. 

© Game Informer * February 2000
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Faithful readers of G/ News read last month about the imminent release of 
NHL 2K, Dreamcast’s first hockey game. As promised, here is look at the 
game that some of us hockey loyalists in Minnesota are very excited about. 

Although we have yet to play the game, we did notice some interesting and 
impressive graphical features in the handful of screenshots we gathered from 
Sega. First, developer Black Box, with the help of Visual Concepts, has 
painstakingly recreated all the players’ faces. The development team also 
added little extras to the graphics such as on-ice reflections, as well as 
reflections off the Plexiglas. 

NHL 2K is scheduled to release for Dreamcast on February 8. 

   
    

Portable Survival 
Horror Delayed 

A Game Boy Color version of Resident Evil was originally slat- 
ed to release in mid-January, but Game Informer has learned that 
development of this game has been slowed. 

Resident Evil is under development in the United Kingdom by 
HotGen Studios, and the Brits are apparently having a tough time 
incorporating all the features that Capcom wants put into the 
game. 

Capcom has not determined the new release date for Resident 
Evil for Game Boy Color. 

            New Pokémon Film 
Launches This Summer 

Poké-maniacs who just got a full dose of Pokémon on the big 
screen will be in for another treat this summer. Warner Bros. plans 
to release another animated film on July 21. 

The film has already had its theatrical release in Japan and is 
currently being dubbed with English voices. 
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editor's top ten 

@ Crash Team Racing - PS-X 

© WWF WrestleMania 2000 - N64 

® Final Fantasy Vill - PS-X 

@ Sega NBA 2K - DC 

© Crazy Taxi - DC 

© Tomba 2: The Evil Swine 

Return - PS-X 

@ Medal of Honor - PS-X 

© Resident Evil 3: Nemesis - PS-X 

@ Tony Hawk's Pro Skater - PS-X 

@ Gran Turismo 2 - PS-X 

«+ TECH TALK + 

@ Crash Team Racing - PS-X 

© Tony Hawk’s Pro Skater - PS-X 

© Resident Evil 3: Nemesis - PS-X 

@ NBA Live 2000 - PS-X 

@ Super Mario Bros. DX - GBC 

© Pokémon Pinball - GBC 

@ Tomorrow Never Dies - PS-X 

© WWF WrestleMania 2000 - N64 

® Pokémon Yellow - GBC 

@ Donkey Kong 64 - N64 

top ten rejected names 
for james bond girls 

@ Wanda Wackett 

© Boffme Sahmore 

© Ticklia Tallywacker 

@ Sheeba Grabbenme 

© Easter Sundae 

© Slinky Brassiere 

@ Buffy Stuffette 

© Nadia Knippler 

@ Ribya Downe 

@ Vertica Smile 

  

Game Informer is looking for your 
Top Ten favorite games. Please send 

your Top Tens to: 
Game Informer Magazine 

Attn: Top Ten 
10120 West 76th Street 
Eden Prairie, MN 55344 

Everyone that enters every month will be 
entered in a drawing to win a Gl Secret 

Access T-Shirt! So get writing! 
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A Dreameast racer that has been in the works for quite some time 

is gearing up for a spring release. The game we speak of is Bizarre 

| Creations’ Metropolis Street Racer (MSR). 

MSR was originally set to release along with the European launch of 

the DC last fall, but at press time the game was only about 85% com- 

plete. However, Bizarre has been painstakingly recreating three 

cityscapes (London, Tokyo, and San Francisco) and will include three 

tracks for each city. 
Sega of America will pub- 

lish MSR in North America, 

and word is that the game will 

be priced at around $40, which 

is $10 less than most 
Dreamcast software. No defin- 

itive release date has been 

set, but we speculate it will 

arrive in April. 

Peter Parker and his alter-ego, Spider-Man, haven't exactly been 

tearing up the comic book scene of late, but it’s another story when it 

  

      

   

          

     

   

    

      

| some incredible new shots of its Spider-Man game for PlayStation. 

| These shots have definitely got our Spidey senses tingling, and 

we are extremely eager to put the game through its paces. 

| When will we see the game, you ask? We think it will appear 

at our door in the coming months, but it may not appear in 

stores until this summer. Activision is handling the publishing 

duties and has yet to set a definitive release date. 

  

Just as we were closing this issue, Electronic Arts sprung infor- 

mation on its new Need for Speed game for PlayStation (and PC). 

Tentatively titled Need for Speed: Porsche Unleashed, the game will 

obviously highlight one of the best sports cars ever made. Porsche will 

chronicle the history of the Porsche, starting with the 1948 356 

Roadster and finishing with the 2000 996 Turbo. Over 50 vehicles will 

be present. 

Developed by EA’s Canadian 

studio, the game is sched- 

uled to release sometime 

this spring. 
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Long-suffering Nintendo fans can take comfort in the | 
news that Rare’s long-delayed masterpiece Perfect Dark 
has finally been confirmed for an April 11th release date. The | 
perfectionists at Rare are almost done making sure that | 

Perfect Dark is, well, perfect; and Nintendo | 
promises no further delays. Stave off your | 

cravings with a look at these new screenshots. 
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This encyclopedic site is maintained by the 

| members of alt-tvsitpsons, and contains more 

| information than any rational human being 
| would ever need about the legendary Fox animat- 
| ed series, Features information on upcoming 
| 
| 

   

    

  

episodes, Simpsons merchandise, news, and 

detailed synopses of each for all 200+ Simpsons 
episodes; including quest stars, opening couch 

gags, movie references, and quotes. 

  

  

@ How many buttons were on the original 
Defender arcade unit? 

@ What was the first game that came 
packed-in with the Sega Genesis? 

© What was Sega’s codename for 
the Dreamcast? 

@ The Redfield family is associated with 
what successful video game series? 

  

  

» As reported last month, LucasArts is currently 
| developing an action game for PlayStation entitled, 

~~ EPISODE Le | Star Wars: Episode 1 Jedi Power Battles, and 
| now we have all but confirmed its release. 

EDI POWER BATTLE: In a cross-promotion with Fox’s release of the = eel 
® This war-themed Dark Horse comic, written Episode 1 home video, LucasArts plans to let Jedi by Doug Murray with cover art by Frank 

Power Battles fly:on Aprit 3, Miller, shares a title with a recent Electronic 
Art’s first person shooter. 

[Answers on the bottom of page 27] 

    
  

      

   

   

                  

   

  

  

Square’s first two Front Mission games were well- 
| received in Japan, but never wreaked destruction on American 
PlayStations. Thankfully, Square just announced that it is 

| bringing Front Mission 3, the third chapter in its mecha mag- 
| num opus, to the U.S. If giant robots make you salute the flag- 

pole, you might want to switch from briefs to boxers. Imagine 
| Final Fantasy Tactics with giant mechas, and you'll have a 
good idea of what this game is all about. 

Front Mission 3 gz 
will offer gamers 

| over 150 hours of 
gameplay, the abili- 
ty to choose from 
two opposing sce- 
narios, and a variety 
of mechas_ to 
upgrade and cus- 
tomize. Expect to 

| see Front Mission 3 
| in stores sometime 
| this spring. 
\ 
\ 

  

  

    HS, ThSl Com 
This game, inspired by the successful Carmen 

Sandiego series, was one of the only Mario titles 

not developed by Nintendo. It also hold the distinc- 

tion of being probably the most unsuccessful titles 
to feature the Big N’s voluptuous plumber. The kid- 

die-oriented gameplay sent players scouring the 

globe, gathering clues to help find the recently kid- 

napped Mario. 
[Answer on the bottom of page 27] 
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Data File: ~ 
FF Rumors have been cet 

ing-Concerning a game based 
on the Matrix. Word has it that 

Konami’s Metal Gear Solid 

creator, Hideo Kojima, is inter- 

ested in the project. 

TECH TALK + 

» Capcom’s classic Strider 

has been announced for the 

Japanese PlayStation. The 

game will include two discs; 

one will contain the original 

arcade smash, the other will 

contain the all new Strider 2. 

» Electronic Arts is said to be 

developing ten games for the 

PlayStation2, with four of them 

scheduled for the PS2’s 

September 2000 U.S. launch. 

» Sega of America announced 

that Excite@Home would be 

the exclusive provider of non- 

gaming content and web page 

personalization technology for 

Dreamcast Internet users. 

» Worldwide PlayStation ship- 

ments have reached 70 million, 

Sony Computer Entertainment 

announced in a recent press 

release. North American PlayStation 

shipments have reach nearly 

26 million units. 

» Sony has made a deal with 

Digital Intelligence to offer 

Picture IQ digital picture tech- 

nology, similar to that available 

on the Dreamcast, for the 

PlayStation2. This technology 

will enable people to e-mail, 

manipulate, and save digital 

pictures with the console. 

» Square’s Final Fantasy VIII 

has shifted more than a million 

copies in North America since 

its September 1999 release. 

Worldwide, the sales total has 

bumped up past six million 

units. 

» Activision is considering 

the possibilities of bringing id 

Software’s Quake III to the 

Dreamcast. 
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Medal of Honor Sequel in Development 

9 Dreamworks Interactive has already begun work on a sequel to the 

acclaimed first-person shooter, Medal of Honor. Early word from the devel- 

opment community puts the tentative release of the game as next fall. 

Additionally, rumors are being spread that Medal of Honor could possibly 

make its way to PlayStation2. 

In other Medal of Honor news, the game has been deemed equal to the 

task of living up to its title by the Congressional Medal of Honor Society. 

President of the CMOHS Paul Bucha said, “Through Medal of Honor, we 

have a new avenue to send our message to upcoming generations that the 

medal itself represents ordinary people doing extraordinary things for their 

country.” While not necessarily advocating getting killed in a war, Bucha 

lauded the PlayStation game for upholding the medal’s intent to praise sol- 

diers who risk their lives against an enemy force. 

In addition, Game Informer’s Reiner dug through his vast comic book col- 

lection to uncover the Medal of Honor comic book series. The Dark Horse 

comic which appeared in 1995 is only related to the game in name, but is 

worth noting because of cover art by the legendary Frank Miller. 

      
      
    
    
    
    
    
    
    
    
    

  

       

    

  

   

                                  

     

  
  
  
       
    
    
    
    
    
     
   

         
Duke Nukem Crash-Lands on 

Beautiful Booty Biosphere 
GT Interactive just revealed some juicy details regarding the 

next Duke Nukem game for the PlayStation. Provocatively titled 

Duke Nukem: Planet of the Babes, this sexy saga takes our hero 

to a faraway planet populated entirely by buxom bimbos. Duke has 

to save the vixens from an invasion of alien baddies. To aid him in 

his mission, there will be a 

new SOS sunglasses’ com- 

mand system, and a few 

new weapons of destruc- 

tion. The game runs on the 

Time to Kill engine, and fea- 

tures 23 levels, including 

underwater New York and a 

low-gravity alien space base. 

Here’s the best part - as a 

reward for saving the babes, 

Duke gets to stay and help 

them re-populate the planet. 

Any volunteers? 

   Activision has been putting in long hours developing a 3D 

game for both PlayStation and Nintendo 64 based on 

Wolverine and friends. 

Fourteen fighters all want a piece of Apocalypse. He's 

trying to destroy the world, after all. Beast, Storm, 

Gambit, and everyone else want the fame and notoriety of 

being the one to toss the big guy into a shallow grave. The 

characters’ timeline alter egos are also here, thanks to 

real-time morphing. 

Activision plans to satiate your Adamantium rage by 

releasing X-Men in late March.
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   Konami Steps Up to 
Dreamcast Plate 

Here are a few shots of Konami’s baseball title 
for the Dreamcast. Carrying the same ESPN 
moniker as Konami’s NBA game (see Photo Phile, 

Jan. ‘99), ESPN Baseball Tonight will feature 
over 1,000 different animations and the ESPN 
treatment from Chris Berman and company. 
Konami also said that Baseball Tonight will intro- 
duce what it calls Touch Sensitive Throwing. 

ESPN Baseball Tonight is scheduled to hit the 
DC this spring, likely around opening day. 

      

New Pocket Pikachu Links 

With Game Boy 
Nintendo Japan has introduced the new Pocket 

Pikachu Color. Similar to the yellow Pocket 
Pikachu that is already available in the U.S., Pocket 
Pikachu Color is a pedometer game where the 
player takes care of Pikachu. The interesting 
new feature with the color version is that the 
unit will link with the new Pokémon Silver & 
Gold games via an infrared sensor. This will 
enhance some of the monsters and items with- 
in the Game Boy games. 

A U.S. release is pending, but don’t be 
surprised if you see the Pocket Pikachu Color 
arriving sometime in the late summer. 

4 

ia 
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ie 
es 

Of these third-party game publishers, 

which do you consider the best? 

       
Konaml 5% Square 32% In a perfect world, 

there wouldn't be 

any need for 

j customer service, 

because we would all 

get what we wanted. But you 

can't always get what you want, and 

even worse, sometimes you can't get 

your Game Informers. If you are having 

subscription woes or your dog ate your 

favorite issue, contact our customer 

service department at the address to the 

right or, for even quicker service, give 

us a call. 

  

Others* 9% 

      

   

      
   

  

Acclaim 9% 

    

Electronic Arts 22% Capcom 23% 

   
“Activision, Eidos, Midway 

Source: gameinformer.com survey 

      

    

        

       

    
      

      

   

          

    

For Change of Address, New 

Subscriptions or Inquiries please 

send correspondence to: 

Game Informer Magazine 

Attn: Customer Service 

10120 West 76th Street 

Eden Prairie, MN 55344 

Customer service hours: 
Monday through Friday, 

9:00 am — 4:00 pm (Central Time). 

(612) 946-7266 
Outside Minnesota make sure to dial 

area code (this is a toll call). 

Or email us at: 

customerservice@gameinformer.com 
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Review 
* Size: 256 Megabit (With Internal Save) 
* Style: 1 to 4-Player Racing 

¢ Special Features: 8 Tracks Including 5 
Original & 3 New; 24 Cars; New Music 
& Announcer; Night Driving; 
Powerslides & Countersteering; 

Expansion Pak Compatible 
¢ Replay Value: Moderately High 
* Created by: Namco/Nintendo 

    onto eateo 
  

¢ Available: February 14 for Nintendo 64 ahh 
e have said it before and we 

Bottom Line: 7 25 will say it again. In our opinion, 
e — \ the Nintendo 64 has way too 

e many racing games. Yet, an influx of this 
genre continues to flood the system while 

other genres, namely RPGs, are brushed aside. 
The most recent trend in the N64 library of games is the inrush of old PlayStation 
racers. First there was WipeOut, now we have Ridge Racer. 

Granted, Ridge Racer is considered one of the finest racing games ever to hit a 
home console, and Nintendo did a fantastic job of recreating the control and feel of 
this Namco classic. The racing concepts in RR are far from a simulation, but the skill 
required to master the racing techniques are among the most challenging in any 
game. At the core of the racing control in this game is the powerslide and counter- 
steer. Unless you learn this technique, RR 64 is almost impossible to conquer. 

Nintendo has included two original circuits from Ridge Racer and Ridge Racer 
Revolution. Each of these circuits has six different track variations. Six track varia- 

tions are also added to the brand new RR circuit 
made for the N64 debut. Additionally, Nintendo 
has added a four-player mode ~ a first. 

Even with the overabundance of N64 racers, 
Ridge Racer 64 is one of the most challenging 
you'll find on the system. Are you up to the task? 
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ANDY 
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Concept 
15 

Graphics 
7.5 

Sound 
7 

Playability 
7.75 

Entertainment 

PAUL 
THE GAME PROFESSOR 

Concept 
6 

Graphics 
7.75 

Sound 
8 

Playability 
9 

Entertainment 
4 

OVERALL 

REINER 
THE RAGING GAMER 

Concept 
7 

Graphics 
8.25 

Sound 
7 

Playability 
8.5 

Entertainment 
7 

OVERALL   

“Rather tardily, but finally, Nintendo gets a 
Ridge Racer. | guess the old adage is true 
that it is better to be late than never to 
show up; but at this point (with Ridge Racer 
V for the PS-2 on the horizon), it is a little 
tough to get excited about a Ridge Racer 
conglomeration with a new track. One nice 
thing the N64 brings to Ridge Racer is that 
the textures are all much cleaner, though | 
don’t think the game moves out with quite 
the speed that the PlayStation versions 
delivered. However, if you have never 
played Ridge Racer, it is one of the best 
racing series of all time, and Ridge Racer 
64 is a good place to start. If only there 
had been a little bit more added to the 
game, | would have given it the old 
veteran thumbs up; but unfortunately, 
seasoned Ridge Racer fans may be a little 
disappointed with this offering.” 

“Without a doubt, Ridge Racer ranks as 
one of my favorite racing games. Having 
played the PS-X games extensively, | can’t 
say | was too excited to do it over again on 
the N64. However, | found my heart 
pumping and hands tightening on the 
controller as | progressed through the 
stages. Nintendo did an excellent job of 
translating the superb RR control to the 
N64. This game is extremely tough, and 
you will be playing for plenty of hours if you 
want to get all the cars. Even so, | strongly 
recommend that you rent this game. Sixty 
clams is an awful lot of money to plunk 
down on a game that has essentially 
been on PS-X for years. For 60 more, you 
could get a PS-X and the original.”   
“Namco’s popular racing property has 
finally expanded its roots to the Nintendo 
64. Joining what seems to be thousands 
and thousands of additional racing titles, 
Ridge Racer 64 is at the front of the pack, 
leading the way with its dynamic gameplay 
and beautiful graphics. Many of the lighting 
effects from Type 4 have been recreated in 
this installment. The ever-useful powerslide 
is also present and just as easy to 
manipulate. | was a little disappointed with 
the new Southwestern track for its 
lackluster difficulty and simplistic design, 
and | also found the limited vehicle choices 
to be mediocre at best. Ridge Racer 64’s 
saving grace is its superbly polished 
gameplay. I've already raced across most of 
these tracks, so |'ll pass on this release. 
However, if you haven’t experienced the 
Ridge Racer rush — take it for a spin.” 

 



EVERYONE 

¢ Size: 256 Megabit 
¢ Style: 1 to 4-Player Board 

¢ Special Features: 64 Minigames (44 New, 

20 Updated); 6 New Game Boards; Faster 

Gameplay; Minigame Stadium; Additional 

Items & Hazards; Same All-Star Nintendo 

Cast; Rumble Pak Compatible 

¢ Replay Value: Moderately High 

© Created by: Hudson Soft for Nintendo 

¢ Available: January 24 for Nintendo 64     According to the Game Informer review crew, the 

gameplay in the original Mario Party was so painful 5 
that it made root canals and gunshot wounds feel MM{'] 40") 11M 411 | 
pleasant by comparison. We loathe the first Mario 
Party almost as much as Titus’ Superman disaster. Not 
surprisingly, we ran like antelope caught in a sniper’s 
sights when we heard Nintendo was coming to town with 
a Mario Party sequel. Fearing the worst, we tried to sneak 

  

   

        

      
      

      

    
       
         

        
    
    
       

     

      
         

  

   

  

   

    

   
       

    

  

   
   
     

    

  

   

      

“With the first Mario Party, we attempted to 
play through a 50-round game. Halfway JAY 
through | had almost broken down in tears _THE GONZO GAMER _ 
at having to continue playing. With Mario Concept 
Party 2, we wisely opted for the 20-round 2 

  
game. | didn’t feel any tears welling up, but Graphics this issue out without covering the game, but the watchful 
eae an Pee Oe a one 75 eye of Nintendo made sure that we gave Mario Party a fair 

Sey ater die 7, Sound een at tedat wed a yout gel Ise we quick sequel to Make a QUICK DUCK OTT a ”, 

game that sold well. There are many new “Bia ability first, you'll like this one as well. On the other hand, if you 

minigames and features, but the fact still a y dislike the salty taste of the first, the same bad flavor 
remains that you're blindly playing aboard __._-* ——S_ 
game that relies more on dumb luck than Entertainment 
actual skill. With four people assembled, | 5 
could see a Mario Party 2 rental being 
entertaining for one, maybe two, games, EB 
but anyone who purchases this game is 
mentally deficient.” OVERALL 

oozes out of the sequel. Nintendo and developer Hudson 
Soft have worked out a few kinks and indeed made the 
game a more enjoyable experience. It features 64 
minigames - 44 of which are new and 20 of which are 
updated from the original. In addition to this, all the game 
boards are completely new. They include additional items, 
treacherous new hazards, and more vibrant designs. The 
same cast of characters have returned, but now each 

character sports new outfits that tie into the particular 
theme of the chosen board. If you play in Horror Land, 
every character wears a witch’s outfit. If you play in Pirate 
Land, they all wear pirate outfits. You get the idea. 

Mario Party 2 is faster in pace so you won’t need to 
wait five minutes for your turn this time. The minigames : : 2 
have also been intensified to be more challenging, and For each level theme, the charac- 
most importantly, more entertaining. Joining the crazy ters wear different costumes 
crane game and the slot cars, are a four-player split- nae 
screen tank shoot out, wacky log climbing, and a fun bob- 
sled event. 

If you itch like a monkey with fleas to play The Game of 
Life on a daily basis, Mario Party 2 is the game you've always 
dreamed of. It’s nothing short of pure board game bliss! 

Lookie! It’s four-player Pong! 

  

  

   

    

  
   

    

     
    

  

    

  

   
   

    
    

   
   
    

      

    

    

  

   

   
   

     

  

   
    
   

“Oh yeah! Mario is throwing another party PAUL 
and, again, he invited my grandma and the tye came pRoFEssoR 
rest of the folks who normally don’t play TiGoncept 
video games. A game that just about 7 el 
anyone could play isn’t a bad thing, but ——“*"“ __ 
considering the fact that | didn’t care for Graphics 
the first installment, | will keep my 8 
grandma from playing this one. Hudson Sound 
and Nintendo did do a great job of adding a 5 
lot more variety to the game. With all the __._ © 
new minigames, itis far less repetitive. The  Playability 
Minigame Land is also a welcome addition 5 
for those who would rather just skip the = >on oy 
board game. Mario Party 2 is a lot more of erent 
the same, but is still good for family fun. 
However, | recommend a long rental rather 
than an outright purchase.” 

OVERALL 

    

   
   
   

     
   

   

     

      

  

     

  

    

  

    

  

  

    
   
     

  

    
“Nintendo has hee a number of 
improvements to this second Mario Party | Bai th . ri ; ee Pe 
venture. The minigames are more harrowing R EIN ER j . ae ’ : * 
in design and are actually randomized [ose 2 & Rxa Yd ina. : 
better. The gameplay is also delivered at a oncep' : Gx ciGantic boardelbring the 
much quicker pace, keeping you on your 5 9g eho A ite 9 
toes and in the game. Even with these i | Shae 2 ‘ iy = 
enhancements, | couldn't find any pleasure Graphics : base ; TES 

    
    

    

   

   
   

   
    

    

      

      

    

     
   

     

    

     

in this offbeat board game. | absolutely hate 6.75 
the first game...and this release brings out Sound 
the devil in me as well. After my second 6 
game, | was so bored and fed up with the —————_——. 
play that | nearly took a sledge hammer to _Playability 
the cartridge and my head too for actually 5.5 

     playing a second game. But silly Reiner, “Ensartainment 
Mario Party is for kids! The tikes out there ees 
who love the first one like a puppy will get 
jiggy with this one as well. Adults will 
probably find Mario Party 2 just as exciting 
as sticking your head into an elephant’s 
rear, Playing it will leave you gimp!” OVERALL 

  

     

   

  

   

      
   A new addition are 

one-on-one duels. 

    

   
   

The 44 new minigames are sculpted © 
to be more challenging. 
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Start sleeping with your eyes 

open...evil's moving in, on N64°. 

The most intense survival game 

in history is here! 

Fear. Horror. Terror. And, of course, 

evil. It's everywhere. Enter the most 

terrifying game experience ever 

crafted. Fight through hordes of 

flesh-starved zombies, blood-thirsty 

beasts and other mutant creatures. 

  

Welcome to the nightmare... 

Resident Evil 2. 

‘If the suspense doesn’t kill you, 

something else will.     www.capcom.com 

© CAPCOM CO., LTD. 1999 © CAPCOM U.S.A., INC. 1989 ALL RIGHTS RESERVED. CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. RESIDENT EVIL 2 AND CAPCOM EDGE are trademarks of 

CAPCOM CO., LTD. Nintendo, Nintendo 84 and the "N" logo are trademarks of Nintendo of America Inc. © 1996 Nintendo of America Inc. Licensed by Nintendo. The ratings icon Is a trademark of the Interactive Digital Software Association.



    

  

       
      

    
      

     

    

     
    

  

‘Nintendo 64 

      

¢ Size: 128 Megabit 

© Style: 1-Player Action/Platform 
¢ Special Features: Play as Different Tarzan 

Characters; Unlock Stinkin’ Pictures From 

the Movie & Descriptive Text; Disintegrate 

Enemies With Fruit or a Knife; Mellow 

Music; Different Modes of Play; Odor Free 
¢ Created by: Disney Interactive & Eurocom 

for Activision 

¢ Available: February for Nintendo 64 

90% Complete     Agh! Ungowa somewhe 
Ne ea a ] Cre 

The rainbow is a nice touch. 
Pee     

    

          

   

5 
{ 

h, to be Tarzan. To make elephants move at your 

whim with the simple utterance, “Ungowa.” To 

impress Victorian women named Jane with your 

savage half-nekkidness and rapid-transit vine 

swinging through the jungle. How we all wish for 
nothing more than to be hangin’ out with our ape 

brothers and sisters, and becoming 

their lord. What better way to live 

than to throw away toothbrush 
and toothpaste, cell-phone and 

hernia, movies, cars, fast food, 

central air conditioning — all the 
false idols we cling to -— and 
carve out a special niche of our 

very own in a tropical ecosytem? 

Well now you can on two con- 

sole systems. In this surprisingly 

well-crafted action/platformer from 
Disney, you take on the role of the young 

Greystoke orphan and follow his adventures, 

as well as the experiences of several other 

characters from the animated Disney movie. 

Play as young and old Tarzan, Jane fleeing from 

baboons, and Bronx talkin’ ape sister, Terk. 

  

Makes you wish 
you were tubing. 

  
| Game informer © February 2000 

Pelt fruit at small woodland 
creatures to kill them. 

[t'Sinot a warthog or a snow 
beaver, but it’ll do,    

  

The vine slides are 
pretty challenging.    

While the bulk of the game consists of fairly stan- 

dard, albeit gorgeous 2D platforming action, there 

are a number of other modes of play. On some lev- 

els, you have to flee a herd of stampeding elephants 

or nasty baboons while attempting to acquire items 

and avoiding obstacles. It’s pretty much an exact 

replica of Crash’s boulder-fleeing levels from his 

first game. There are also levels where you are 

required to swim through hungry alligators or ride a 

creature through dangerous terrain. 

Smoothly animated in a backdrop of breathtaking 

environments, Tarzan’s chief asset is its beauty. 

While the platforming may be nothing new, it is 

solid and full of hidden locations, things to do, and 

often requires you to do a bit of thinking in order to 

get to that area that seems just out of reach. The 

only real difference between this version and its 

PlayStation predecessor is its lack of unlockable 

videos from the movie itself. This not-so-exciting 

reward has been replaced with still-frame pictures 

from the movie with text to teach the youngsters 

how to read. Unless something interesting happens, 

you can pretty much expect the same verdict from 

us when the game goes reviewable. 
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FuncoLand 
Bring Home The Fun’ 

—EPISODE 

    

  

     

  

Expected to be available 
February 18, 2000 

Rumble Pak Ji im 

STAR. WARS 
—EPISODE 

  

Game Boy Color NIC 
available 2 aC Limited Supply 

Your Choice     
Pokémon Red, 
Blue, Yellow 

NINTENDO‘ 

amy a * 

IN Visit us @ www.funcoland.com 
Limit one per customer. Quantities are limited. Quantities and product selection vary by store. Prices and offers expire February 29, 2000. 

Manufacturer reserves the right to delay game title at their discretion. Nintendo 64, “N” logo, Game Boy, Pokemon and Nintendo are registered trademarks of Nintendo of America. 
© 2000 Funco, Inc. FuncoLand is a registered trademark of Funco, Inc. Alll rights reserved. 

 



   

      

          

    

PlayStation 

Review 
* Size: 1 CD-ROM 

¢ Style: 1-Player Action 

* Special Features: Classic 2D Gameplay; 
Tons of Speech; Anime Cutscenes; 

Innovative Two-Tone Concepts; Explosive 

Effects; Re-Recorded Soundtrack; Item 

Shop; Dual Shock & Analog Compatible 

¢ Replay Value: Moderate 

© Created by: Treasure/ESP for Spaz Games 

¢ Available: Now for PlayStation 

Bottom Line: J 

EVERYONE 

  

       

  

  

   | You have foiled my effort to fulfill 
Hal's directive. cmmz, This is a most 
confusing circumstan Be Wes. 
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REINER 
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Graphics 
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Sound 
6.25 

1.15 

      

    

THE GAME HOMBRE 

Playability 

Entertainment 

THE GONZO GAMER 

Graphics 

‘Sound ~ innovation of having an hermaphroditic 

Playability 

Entertainment 
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“Not only is Silhouette Mirage insane, 
with completely surreal characters and 
story, it is one of the hardest action 
games l’ve played. In true Working 
Designs’ style, it has picked another gem 
from Japan (this one created by Treasure) 
and turned up the volume to deliver a 
game that will keep players busy for 
months. It features a rather unique 
playstyle, where the player must use the 
correct side of the character (either 
Silhouette or Mirage), to take down foes. 
This concept keeps the game challenging 
from beginning to end. The 2D graphics 
and art are great in this one, but the 
game does suffer from a rather chopped 
up adventure as the game loads quite 
often. In the end, SM is a fun game that 
will frustrate many and offer just the right 
mixture of pleasure and pain for others.” 

           

    

      

     

        
    
        
        

      

        

        

  

      
    
   

“Silhouette Mirage’s 2D structure at first 
seems to be a blast from the 16-bit 
past. A high-quality example of that 
past, to be sure, but something that 
still feels archaic. After some play, how- 
ever, you realize that the nature of the 
game requires it to be in 2D. The game 
is your basic shooter/platformer, but the 

character that has to decide between 
stealing spirit or doing damage adds 
more play to the game than you might 
think. The game’s biggest downfall is 
that when you finish it (not to imply that 
this is an easy task), there’s no need to 
spin this disc anymore. The addition of a 
multiplayer game would have been great. 
| recommend you at least check out 
Silhouette Mirage, but | know many will 
instantly be turned off by its look.” 

  

   
    
      
    
          
        
    

           

“This is a radically different game that 
breathes innovation into the endan- 
gered side-scrolling genre. The game 
starts off rather slowly with little action 
gracing the screen. As you progress fur- 
ther, the learning curve quickly escalates 
to a feverish pace, forcing the player to 
perform flawless actions within frantic 
scenarios loaded with hilarious anima- 
tions and fast-paced shooting action. 
Silhouette Mirage’s delivery of play and 
two-faced personalities are new to the 
gaming scene, and | think you'll agree 
they come together to create a fascinat- 
ing package. | found the difficult play to 
be quite addictive, yet the annoying 
voice-overs kept me from staying truly 
engrossed. Altogether, Silhouette Mirage 
is a stylish Japanese relic that fans of 
anime and platformers will truly enjoy.” 
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“Colin McRae Rally isn’t for pansies. 
Not only is the game brutally difficult 
from the opening race, but you must do 
well in 48 tracks to fully complete the 
rally. If you want to win, you're in for the 
long term. Every track is unique, each 
with many deadly turns and pitfalls that, 
if taken badly, will practically put you out 
of the race. Fortunately (or unfortunately, 
depending how you look at it), car dam- 
age is cosmetic only, hurting your pride 
but not your time. In this sense, McRae 
is somewhat arcade-like, but the brilliant 
physics keep it mostly grounded in reali- 
ty. If you're a racing fan at all or feel 
there's no challenge left in the racing 
genre, | recommend this game. | consid- 
er it better than its graphically superior 
counterpart, Sega Rally 2.” 

    

   

“Whoa! Rally games are coming out of 
the woodwork. I’d heard a lot about the 
Colin McCrae game. It has been incredi- 
bly successful among European racing 
fanatics, but it really isn’t that impres- 
sive. For one thing, wrecking has little or 
no impact on your success. Granted, | 
didn’t unlock the Expert mode. Second, 
the graphics are pretty dismal. There 
are some wide courses that will get you 
into trouble if you drive in the forest, but 
overall they are only slightly above aver- 
age. There are a couple things | did like. 
The control and countersteering are well 
done. Also, the Rally School is good for a 
few laughs. In the end, this is a good 
Rally game for the fanatic, but clearly not 
as nice as V-Rally 2. Skip this game.” 

“When | first sat down and played Colin 
McRae Rally | thought there was some- 
thing wrong with my PlayStation. The car 
looked like it was floating, and all of the 
texturing was so distorted that | could 
actually count the number of pixels on a 
tree. After one race, | turned off my 
PlayStation, checked its laser, and 
cleaned the game disc. Upon restart, | 
found that the same problems remained 
a nuisance. At this point | realized that 
the problems actually were imbedded in 
the game, and had not been fixed by the 
development team. Other than a some- 
what smooth physics engine and flashy 
water effects, | found Colin McRae not 
worth the time nor cash. The Rally Cross 
series squashes this butt ugly game with 
little effort.” 
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uch like soccer, rally racing earns nation- 

Ni Wide respect everywhere but in America. 

We snide Statesiders apparently aren’t 

impressed by cars powersliding around a narrow, 

snow-covered mountain pass at over 80 miles per 

hour. What's it going to take to impress us? How 

about a game with The Flying Scotsman himself, 
Colin McRae, the worldwide king of rally racing? 

Much like any other rally racing game, success in Colin 

McRae Rally requires strict adherence to the religion of the 

powerslide. Learning how to lean into a sharp turn without 

touching the brake unless absolutely necessary will spell the 

difference between appearing in the winners’ circle and 
appearing like a nobody who can’t win a race to save his 

life. To assist you in learning the tricks of the trade, 

Codemasters has included a Rally School mode where’ | 

McRae himself will share some of his tips with you, and scold 01.21.97 
you when you can’t perform them correctly. 

Once you've built up enough confidence in your skill, it’s 

time to take part in Championship mode: a grueling rally 

  

EVERYONE 

Review 
¢ Size: 1 CD-ROM 

¢ Style: 1 or 2-Player Racing 

¢ Special Features: 12 Adjustable Cars; 48 

Tracks in 8 Countries; 5 Viewpoints; Car 

Damage & Soiling; Championship, Rally, 

Time-Trial, & Rally School Mode; Dual Shock 

& Analog Compatible 

¢ Replay Value: Moderately High 

¢ Created by: Codemasters for SCEA 

¢ Available: February 15 for PlayStation 

Bottom Line: 
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consisting of 48 lengthy and varied tracks, with McRae’s pee 
real-life co-driver, Nicky Grist, providing the in-game naviga- 
tion assistance. Don’t expect to breeze through your first 
few legs of the rally. The game starts off tough right away, 
making it difficult even to place in the top three. 

To really shave the seconds, players will need to learn how 
to tweak their cars to best suit each track’s nuances. It’s a 
daunting task, considering the sheer number of environ- 

ments the game throws at you, but mastering what kind of 
tires, suspension, brakes, steering, and gear-ratio work best 
for each stage will give you an advantage over y: 
opponents. : 

Rally isn’t about bypassing opponents, it’s al 

for your place who's only a tenth of a second behind. 

t making 
the best time. Since there is usually only one car on the road 
at a time, Colin McRae Rally can really up the graphic 
touches. If you bump your back end against a tree, one of 

your rear lights will crack. As you spin out in mud, your car 
gets progressively dirtier. If you speed through a shallow 
river, water flies up all about you. Don’t get too caught up in 

the sights, though, because there’s always someone vying 

6 

    

  

(00708393 Fe 
Play against someone else in 

a standard rally or in Arcade mode. 
Ee



  

   
    
     

  

    
    

    

    

   

      

    

   
   

    

   
   

    

    

   

  

   
    

   
    
   
   

    

   
   

   
    

        

       

  

       
      

        

  

       
       

        

  

EVERYONE 

      Review 
¢ Size: 2 CD-ROMs 

¢ Style: 1 or 2-Player Racing 

¢ Special Features: 594 Cars; 45 Car 

Manufacturers; Rally, Muscle, Sports, 

Weight, Convertible, & Concept Cars; 4 

Courses; Rally, Tournament, Special, & 

Endurance Races; Variety of Upgrades 

¢ Replay Value: High 

¢ Created by: Polyphony Digital for SCEA 
¢ Available: Now for PlayStation 
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Bottom Line: Q 5 

i) 

f you played the*originalGran Turismo, you 

probably loved it. In“factmyourre=probably 

of everything and then.some. The sheer volume of vehi- 

cle types, variety of racing styles, and incredible num- 

ber of upgrading options could havea devoted fan 

playing the new game for years, or at least’ until the 

next sequel comes along. 

New to Gran Turismo 2 are Rally cars, muscle cars, 

a ton of new modes and special events, and most 

importantly a certain German sports car that was 

noticeably lacking in the previous installment. While 

the game’s creators still didn’t manage to finagle a 

Porsche license, they found a loophole in the German 

Porsche alteration company, Ruf. Ruf is well known 

among car upgrading enthusiasts for taking Porsches 

to a new level of speed-freak mayhem. Thus, GTe will 

have the Ruf-altered Porsches, but none of the original 

unaltered vehicles and no logos. We can live with that. 

GT2 is a good racer for anyone, no matter what 

your skill level, what style of racing you prefer, or even 

whether or not you like the racing genre. If you want a 

simple arcade game, an off-road rally experience, a 

high speed thrill ride, or a new experience in one of 

many special events, you'll find it in GT2. Chances are 

you'll eventually want to try everything the game has 

to offer and that could take years. 
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—Hail-to-the-New King,-Baby!- 

still playing it and have yet*tosrun*out Ofer . . 

interesting things to do. Gran=Turismow2e~ 

sticks to a winning formula but crams in-more 
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“Any way you look at it, Gran Turismo 2 is 
an amazing game. | don’t know what they 
are doing over there at Polyphony, but the 
cars in this game just feel right. A brake at 
the wrong point of a turn will send your car 
into a long slide, which gives the steering 
a rather squirrel-y feel. But with a couple 
of maneuvers, you can either pull it in or 
eat wall. In almost every race | took my 
car to the edge, and each time | slid onto 
the edge of my seat just trying to hold. 
This is what gaming is all about, and Gran 
Turismo 2 delivers it in spades. While | 
love Need for Speed: High Stakes (espe- 
cially racing against oncoming traffic), 
GT2 is easily the best pure racing game 
out there. From amateurs to pros, this 
game will keep you challenged and play- 
ing. If you haven't already, go out right 
now and buy this game. Superb!” 

    

       

        

        
      

      
          

           

“Nothing can touch this game. You 
won’t find a more comprehensive racer 
anywhere. There is just so much to do 
that you will be playing for months. | was 
glad to see that GT2 had lowered the dif- 
ficulty on the license tests, but now they 
are almost too easy. Luckily, there are a 
bunch and they really help improve your 
skills. The super-license tests are also 

amazingly fun to race. Once you get 
these accomplished, the Turismo mode 
and special races will have you quickly 
acquiring cars and then tweaking them 
into racing machines. | almost forgot 
about the new rally races. These destroy 
any rally games currently available. 
Without a doubt, racing fans should not 
miss this game.” 

    

   

      

“I've always heard that size doesn’t mat- 
ter. | beg to differ. When it comes to my 
racing games, | want girth. | want a 
parking lot so large it’s throbbing at the 
seams and ready to explode in my face. 
For the second time running, Gran 
Turismo fits this bill and comes to life as 
the largest, most awe-inspiring racer on 
the market. With nearly 600 cars, rally 
racing, and more tracks than you can 
shake a stick at, this GT sequel will keep 
you playing for a lifetime. The graphics 
are exceptionally good and the gameplay 
is once again superbly crafted. The new 
standard has been set, and | don’t think 
we’ll see another racer top this one for 
quite some time. Other than the absence 
of crashes and vehicular damage, GT2 
has been executed flawlessly. Don’t 
miss it!” 

  

 



  

      

“OK, the game is called Fighting Force 2, yet 
there is only one player. The main character, 
Hawk Manson, can kick open a safe, but he 
can’t jump off a five foot ledge without 
getting hurt. Confused? God, | know | am. 
And that’s just the beginning of this poorly 
done title. The inventory system makes 
absolutely no sense. Never, in all my years 
of reviewing product, have | seen such an 
asinine system. Then there are the 
missions, which seem like something 
interesting when you read the briefing, but 
which are merely a mindless stroll through 
tunnel after tunnel of enemies and computer 
banks. | felt like | spent more time kicking 
boxes to get items than completing 
missions or even fighting baddies. There 
might be someone out there interested in 
this title, but | don’t know who. Personally, | 
will avoid this one at all costs.” 

  

   

      

“The future is a mighty strange place. It 
seems no matter what you punch, kick, or 
shoot, it explodes - even office furniture. 
How do people get any work done knowing 
their chair’s a bomb? It boggles the mind, 
as does trying to figure out what kind of 
game Fighting Force 2 is exactly. There’s 
the illusion of mission-based, somewhat 
free-form play...but it’s just a brawler, isn’t 
it? Kind of. For the first few missions, you 
feel that you’re really up to something 
covert; but by the time you figure out that 
your kicks do as much damage as a hatchet 
and your sniper rifle can't do head shots, 
you'll just rush in and beat the tar out of 
everything that moves, then punch all the 
furniture until it explodes. Fighting Force 2 
has the graphical flair to pull you in, but not 
the gameplay to keep you going. Definitely 
rent before you buy.” 

  

   

“| didn’t care for the first game’s mindless 
punching and kicking, but after playing the 
second game | realize how good the 
original was. This game goes in a new 
direction, but fails to get anywhere. As an 
action game, it is dull and consists of 
kicking boxes and busting computers. 
Actual enemies are fairly sparse and 
extremely stupid. As an adventure game, it 
is equally drab and consists of basically 
picking up the same key over and over. On 
top of this, the inventory system is 
ridiculous and confusing. The highlight of 
Fighting Force 2 is trying to figure the 
Stupid thing out. The level designs are 
mindless, the graphics are dull, and the 
control is just average. Do yourself a favor 
and skip this game.” 
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The original Fighting Force allowed two players to 
select one of four characters and hit the streets, brawl- 
ing their way through level after level of bad guys beg- 
ging for a beating. It was what one might call a simple 
game. For the sequel, Core has tried to create a more 
complicated, in-depth experience. Gone is the two-play- 
er option and three of the playable characters, with only 
Hawk Manson remaining. It’s his job, as a cyborg 
working for the Si-Cops, to take down the gluttonous 
corporations of the future which have gone too far with 
their DNA experiments. 

Every mission starts out with Hawk armed with noth- 
ing but his trusty knife, which will eventually break from 
use. Hawk is pretty proficient at going mano-a-mano, but 
luckily, weapons are everywhere. If it isn’t a wall, floor, or 
ceiling, there’s a good chance a few kicks will make it 
explode, revealing a weapon or first aid kit. Weapons 
Hawk can find include, but aren’t limited to, a knife, pistol, 
Uzi, MAC 10, hatchet, sledge hammer, bazooka, sword, 
grenade, shotgun, sniper rifle, and lead pipe. The only 
thing keeping you from using everything at your disposal 
is Hawk’s limit of carrying two sidearms, two small items, 
and one thing slung across his back. Unfortunately, 
there’s no inventory system, so when you pick up some- 
thing that’s over the limit, Hawk will toss whatever he was 
holding to the ground. 

Core’s attempt to add mission-based play makes the 
game seem more complex on the surface, but a brief sam- 
pling of play reveals that Fighting Force 2 is a tried and 
true brawler at heart. Within each mission, Hawk will go 
through a series of rooms and areas. Each area contains 
a certain number of corporate flunkies to pop, one of 
whom will hold a key that allows passage into the next 
room or area where the process can be repeated. The 
game premise is once again simple; but with its plethora 
of weaponry and things waiting to be destroyed, no game 
has ever seen unadulterated carnage the likes of Fighting 
Force 2. 
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“Three flunkies against me and my 
hammer? It hardly seems fair!” 

       

   

  

   PlayStation 
Review 
¢ Size: 1 CD-ROM 

¢ Style: 1-Player Action 
¢ Special Features: Very Destructible 

  

      

Environments; Wide Array of Weaponry; 1st 

& 3rd-Person Perspectives; Limited 
Inventory; Everything Explodes; Dual Shock 

& Analog Compatible 

¢ Replay Value: Moderately Low 
¢ Created by: Core for Eidos Interactive 

¢ Available: Now for PlayStation 

Bottom Line: 5 5 
  

First-person allows you to blow up 
stuff all the better. 

  

  

  

Sniping is one of many ways 
to kill someone. 
  

  
Cross ladders hand-over-hand to 

avoid hot situations. 
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PlayStation 
Preview 
¢ Size: 1 CD-ROM 

¢ Style: 1 or 2-Player Racing 
¢ Special Features: 55 Vehicles With 3 

Power Levels; 21 Tracks; 10 Power-Ups; 

Single Track, Championship, Time Trial, & 
Showdown Modes; Race As Individual or 

Team; Dual Shock & Analog Compatible 

¢ Created by: EA Sports 

¢ Available: Late February for PlayStation 

70% Complete 

   

t 

wer 

NASCAR- either you love it or you think, “Big deal, they’re just cruising 
around in a circle,” every time you see it. Electronic Arts is taking stock 

cars out of the oval and putting them into wild, wide-open terrains in NASCAR 

Rumble. Now Jeff Gordon, Dale Earnhardt, the Petty boys, and their ilk 

== can strut their stuff on the open road and 
act like the tough guys they are. 

Rumble starts off much like any other racer, 

with players choosing either a car or a truck, 
a game mode, whether to race as an 
individual or as a team, and a racing 
locale. The various tracks are quite lengthy, 
with plenty of sharp turns, places to 
catch air, and shortcuts. Standard stuff. 

What throws Rumble into the Mario Kart 
realm are the power-ups sprinkled over every 
track. Driving through one of these glowing 
orbs, used as an equalizer to keep the 
competition tight, gives your car one of ten 
one-shot abilities. There are power-ups as 
simple as a speed boost, and as deadly as 
being able to shoot a tornado at everyone 
ahead of you. For those who find all this too 
unrealistic, the option to have power-ups 
available can be shut off for a race of pure 
skill. 

Championship mode has players race on 
three tracks in one area, scoring points for 
placement across the finish line. If 
championships are won, new tracks and cars 
become unlocked. Certain tracks also 
have hidden vehicle icons. Finding these can 

unlock such exotic rides as a golf 
cart, an RV, a chicken truck, and 

a jet car. Overall, there are a 

whopping 55 cars to drive and 
discover. ae 

There are plenty o 
choices on PlaySt 

mble 
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PACKIN? MORE HEAT THAN JAY-Z 

his March, 989 Studios is inviting gamers to blow a 
second hole in the head of terrorism as the world of 
underground reconnaissance ‘teturns to the 

PlayStation in Syphon Filter 2. Not wasting any creative 
juices on the title, 989 has focused heavily on improving the 
gameplay. Leading the way with a smoking shotgun in hand 
is the PlayStation’s newest action hero, Gabriel Logan. His 
quick thinking, bad Steven Segal accent, and high-flying 
acrobatics will once again be pushed to the limit as a new 
terrorist organization eyes global domination. 

__ Along with his partner Lian Xing, who is now playable 
: . eight challenging Stages, Gabe must work his way 

; though 20 gigantic stages loaded with snipers, nasty 
i bosses, and a slew of side missions. Gabe will even face off 
= - a TA against the world’s top commandos, aswell as U.S. 

= intelligence agents. Why is the U.S. involved? Sounds like the White House is suffering from more under-the-table 
_ dealings...and we're not talking about those juicy ones shared by Bill and Monica. As distressing as it may be, 

something is definitely up in ‘Washington...and it's not Billy’s willy either. We’re sure he’s standing strong and 
pointing an erect finger in the face of this mysterious terrorist group, telling them, “Get out of Washington, 
ya dopes!” ae = = 2 5 : = ss Ss iB 2 : 

5‘ To aid Gabe in his do-or-die journey into the heart of automatic weapons, 989 has pieced together an advanced 
_ communication device that houses Gabe's objectives, parameters, weapons, and options. You never know when 

Gabe will need to turn down the soundtrack to hear the footsteps of an enemy. 989 has also improved the targeting 
so that Gabe can keep a lock while kneeling, crouching, walking, rolling, climbing, jumping, strafing, throwing, and 
running. That's right, Gabe can now walk and jump! Gabe will also have to use different targeting means to take 
down baddies in regular clothing, flak jackets, and full body armor. Of course, this varies between weapons. Along 
with the gadgets and guns from the first game, you can now wrap your fingers around 10 new weapons. Bodies will 
fall as you summon the power of a flame thrower, explosive grenades, silenced pistols, tear gas, automatic 

_ shotguns, a night-vision rifle, a crossbow, and a combat k ife. Gabe can also throw on night-vision goggles and 

   
ne 

Bh 

a, 
look into the distance through binoculars. Oe = a? 

_*~ The new levels remain heavy on the mission objectives and NPC interactivity, but now the designs are more 
explosive. You'll actually ride moving trains and dodge enemy vehicles. All of the animation is brought to life 
through motion-capture, and now enemies can actually hunt and explore, rather than just walk on a track. To really 
get your blood pumping, an interactive MIDI sound engine has been implemented. When the action picks up, so will 
the music. Last but not least, two players can now unload limitless rounds in 15 different deathmatch arenas. 

Syphon Filter 2 is shaping up to be a worthy sequel to one of the PlayStation’s best action games, and the great 
thing is, itll be out in a few months! 5 ze a : 

      

aie) | 
The new advancements in targeting keep enemies locked 

no matter what action you perform. 

The environments are much larger now, making enemy }— 
snipers much harder to spot. 

    

Preview 
¢ Size: 2 CD-ROMs 

¢ Style: 1 or 2-Player Action 

¢ Special Features: 20 Levels; 10 New 

Weapons Including a Knife & Flame 

Thrower; Play as Lian Xing; 3 Targeting 

Modes; Interactive MIDI Sound Engine; 

Advanced Communication Device; 2-Player 
Split-Screen 

¢ Created by: Eidetic for 989 Studios 

¢ Available: March for PlayStation 

65% Complete 

With the night-vision goggles, Gabe can detect enemy heat 
trails while using any weapon he sees fit. 

os is 

A knife has been added as another close-range 
weapon. Remember, slit them cleanly!     
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HORROR GAME 

THAT WILL TOTALLY 

CONSUME YOU. 

ALL OF YOU. 

THIS NEW, ADRENALINE- 

SURVIVAL HORROR FROM THE 
Al RESIDENT Evi) Your CovEeRT MISSION T' 

INFILTRATE AN ISOLATED ISLAND COMPOUND HAS GONE 
Now, You FIND YOURSELF PURSUED BY A 

_ RELENTLESS PREHISTORIC TERROR... ; 
SUDDENLY, YOUR MISSION BEcomES © ‘ 
A DESPERATE FIGHT FOR SURVIVAL. | WWW.CAPCOM.CO 

are trademarks of CAPCOM GO. LTD. 1999 ALL RIGHTS RESERVED. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertai i ithe! jective owners.   is



¢ Size: 2 CD-ROMs 

¢ Style: 1-Player Action/RPG 
¢ Special Features: Family Tree Evolution 

System; Non-Linear Gameplay Formula; 

Real-Time Cutscenes; Overworld Map; 

Special Moves & Combos; Dual Shock & 

Analog Compatible 

¢ Created by: Namco 

¢ Available: March for PlayStation 

85% Complete       

    

              

   

            

   
   

Tne Longer the Sword tne Better 

Hollywood has attempted to brainwash humans into thinking 
that dragons are loving creatures that would go to any length to [RIgaamamI crates a TC 
ensure the safety of the flabby-skinned race. Do you really think 
that a dragon would be named Puff? Do you really think that a 
dragon would speak like Sean Connery? Helleth no! In reality, 

# dragons are heartless beasts that fancy the taste of man’s 
sweaty glands. Following the lead of its popular hack n’ slash 

Dozens of combat combos and special moves coin-op, Dragon Buster, Namco bringeth a new action/RPG to 

can be summoned to destroy adversaries. the PlayStation entitled Dragon Valor. The graphics won't floor 
= = you, but the adventure will most definitely send shivers up and 

A EMELN | ay) down your spine. The player is invited to cleanse the land of all ZORMNBCREN THAD. ERORGLI OY 1 AK 
Waker 7 Eee of its evil, and yes, from time to time you'll be asked to stick your eS eaten hep els 

& long hard one into the tender skin of a fire-breathing dragon. _ 
i} be _ From first gles ie low arate extn quality a blocky Re eens eae mae 
: 3 environments will make you think that this game is a first gen- ; i 

eration PlayStation title. When you actually get some hands Te Roma eune Pe Pe 
on, you'll see that Dragon Valor is an incredibly deep game 
that features a beautiful gameplay engine. As you hack n’ slash 
your way through the side-scrolling environments, you'll be 
asked to make crucial decisions that range from choosing one 
new destination over another to picking your future wife. All of 
these actions come together to create the Heir Lineage - the 
family tree. After reaching a certain point, the game will bring 
up the family tree and you’ll be forced to pass on your sword 
to your descendant. The more objectives you tackle, and the 
more items you find, the more the attributes will be increased 

on your next born. Hopefully by the end of the game, your 
bloodline will become so powerful that nothing, not even the i 
dragon ruler, can lay a finger on you. In a way, it’s somewhat Beside swinging a sword, you'll also need to 

‘disheartening to power-up a character only to see him tackle tricky platforming. 
(or her) die hours later. Yet at the same time, building , 
a family of dragon killers is quite the thrill. 

Dragon Valor’s gameplay appears to have drawn 
< inspiration from Demon’s Crest and the Wanderers 

From Ys series. Along with action that’s smoother than 
a baby’s buttocks, and more sorcery than David 

All of the exploration eae place Copperfield’s love life, Dragon Valor allows the player 

on icon-based maps. to summon a number of actions in combat. There are 
tons of sword combos to learn, new magic becomes avail- 

able through accumulating experience, and a hefty portion of tricky platforming awaits around each 
castle tower. 

With 2 CD-ROMs loaded to the hilt with family blood, spirit, and jewels, Dragon Valor will keep play- 
ers engrossed for hours (even days) on end. Adventure junkies who found Alundra and Secret of Mana 
invigorating should grip their swords tightly and check themselves in to the upcoming medieval may- 
hem of Dragon Valor. 

  
   

    
You'll need to be on your game when you battle the 

dragons. They have no sympathy for you whatsoever.



   

KNY QUESTIONS? 
Dust and dirt can damage your game system. The result? Poor picture quality, fuzzy sound and slow or 

“buggy” game play. Cleaning your system and games regularly will maintain high quality gaming and ensure 

a longer product life. Player's Edge cleaning kits will keep you and your system in the game.        ea 
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Game maintenance products available from Player’s Edge: 

Cleaning Kits for: NINTENDO® 64 * SUPER NINTENDO? ¢ NINTENDO? « SEGA” GENESIS™ 
Available at Funcol.and 

* GAME BOY® * GAME GEAR™ * MULTIMEDIA & GAME CDs - PLAYER'S 
© 1997 Player's Edge. Player's Edge is a trademark of InterAct Accessories, Inc. InterAct Accessories is a trademark of STD Manufacturing LTD. = aa) el 
Wipeout, Wipeout XL and Psygnosis are trademarks of Psygnosis. © 1996 Psygnosis Ltd. Nintendo 64, Super Nintendo, Nintendo and Game Boy = Je | 
are trademarks of Nintendo of America, Inc. Sega Genesis and Game Gear are trademarks of Sega Enterprises Ltd.



     
        

    
    

      

  

         ING. a ol ol Fist / / 
As you can see from 
Eddy’s reflective 
pants and Paul’s 
wrinkled leather 

jacket, the finest of 
details are shown 

through both lighting 
and shading. 
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   Other than the 

f 4 & fevanned graphics 

The background crowds | }==.- ey 4 and arena designs, 

are fully animated models| |} =" emmy, fs FW’ 5 see thie Danie pave ue 

with as much detail as the Meee a fe 

combatants. 
, 

  

| All of the character models have been revamped to look 
as realistic as possible. Are these from the FMV clips? 

Nope, these are real-time models. Amazing! 

   



Preview 
¢ Size: 1 CD-ROM 

¢ Style: 1 or 2-Player Fighting 
¢ Special Features: Over 30 Playable 

Characters; Revamped Character Models, 

Effects, Lighting, & Environment Designs; 

Animated Arena Crowds; Additional 
Teammate Tag Button 

* Created by: Namco 
¢ Available: March 4 for Japanese 

PlayStation2 (U.S. Release Pending) 

85% Complete 

      

  

   

   
   

      

       

      

        

    
   

                                      

amco’s successful fighting franchise is expected to be one of several games 

in attendance at Japan’s launch of the PlayStation2. Along with Gran Turismo 

2000, Eternal Ring, and Street Fighter EX2, Tekken Tag Tournament should be 

readily available to the public when Sony's powerful unit goes on sale on 

f March 4. Since it launched in arcades nearly a year ago, Tekken Tag Tournament is by no 

means a new product. To make it a highly 

craved property that every gamer wants a 

piece of, Namco has reworked the graphics to 

make use of the new-found PlayStation2 

power. Namco is also believed to be juicing up 

the gameplay with several new modes and 
} bonus features. Soul Calibur received the red 

                                            

} carpet treatment for the Dreamcast launch, so | =a Saas = No matter what move the combatant 
‘ ‘ rae “ = : makes, the character model remains 

it would only seem natural that a similar | == : ee smooth, showing neither texture tear 

development process be applied to Tekken = es ue : : nor any sign of polygonal blockiness. 

Tag Tournament. ee - —— 

As you can see from the images plastered across these pages, this fighter looks absolutely stunning. Its environments and arenas are 
composed of seamless texturing and fully rendered animated crowds - a graphical feat no console has accomplished thus far. Even the smallest 
details, like wind blowing individual blades of grass, are included in this revamped fighter. Tekken Tag Tournament also lights up the screen with 
an incredible show of effects and lighting. From the shading on the character models to the reflection of a car tail light in a city street puddle, the 
graphics in this game will surely leave you breathless. Even the complex character models have been touched up to feature seamless skins, flowing 
hair, and realistic clothing. 

The gameplay, for now, is the same as in the arcade 

counterpart. For those who haven’t played the arcade 

version, it’s the same ol’ Tekken formula, including the ability 

to call for help from a teammate by pressing the newly added 

tag button. As with the previous Tekken ports to PlayStation, 

the new modes will probably range from training to some 

kind of adventure. Namco has not yet commented whether 

Tekken Tag will make use of the analog buttons on the new 
PlayStation2 controller. Pressure-sensitive techniques 

would surely add a new dimension to this fighter. 

Unlike Oddworld: Munch’s Oddysee, this PlayStation2 

title is bound within the frame of a CD-ROM, not a 4.5 

Gigabyte DVD. 

  

Each little blade 
of grass moves 

in the wind. 

  

      

 



  

  

      

   

  

* Size: 1 GD-ROM 
¢ Style: 1 or 2-Player Racing 

Paintjobs; Vehicle Upgrades; Tourna 

VMU & Jump Pack Compatible 
¢ Replay Value: Moderately High 

  

      

    

    

   

            

    

       

                  

      

                    

        

   

for Infogrames 

¢ Available: Now for Dreamcast 

Bottom Line: 

SAP ae 8 FaME 
joo:us:iz0 
jposi rion 
1676 

Environments so clear, you can 
read the writing on the wall. 

“You call this a shortcut?” 

ARRESTS 
ors 

Catch all the perps before they 
cross the county line. 
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6 the frustration of New York 
traffic in first-person.    

¢ Special Features: 36 Cars; Adjustable 

Wagering; Cop Chase Mode; 2-Player Pink 

Slips; Multiple Track Paths; Gary Numania; 

¢ Created by: Pitbull Syndicate/Accolade 

ment 

: est Drive 6 on Dreamcast uses the same 
‘buying ‘and selling system as~ the 

enough cash to buy their first car and possibly an 
upgrade or two. To make a little money, players can 
try to win timed Challenges or pull off rubber burn- 

‘ers in Cop Chase. The real action, though, is in the . 
Tournament Race. With the proper class of car, a tournament. 
consisting of up to. 16 races is entered. Each heat is bet on, — 
with the human opponent selecting just how much all six 
contenders put into the pot. Half the money is given back to 
those that come in first, second, and: third. The rest is added 

to the kitty, which the overall leader for the tournament 

~ collects. All this is done in hopes of eventually buying Test 
Drive 6’s ultimate trophy car, the Toyota GT-1, which eas at 
a measly one million dollars. 

If two players have been working on their car eallection and 
are feeling a little sporty, they can try their hands at Pink Slips. 
Both plug in their VMUs and race their prized possessions 
against one another, with the loser forfeiting his or her car to. 

_ the winner, If that.action’s a bit too hot, there’s also the 
standard split-screen face off options, as well. as a two-player 
Cop Chase. 

In fact, the Dreamcast version's only new feature (if you can 
call it that) is the option of watching a video of a Fear Factory 
duet with Gary Numan on:his 80's classic, “Cars.” So, was 
porting this racer a waste of time? Hardly. After just a few 
minutes of playing, you realize that perhaps Pitbull Syndicate 
intended: Test Drive 6 to be a Dreamcast title adapted to 

~ PlayStation, not vice-versa. The environments and cars are 
crisper than ever, and the game moves blazingly. fast. with 

slowdown only noticeable when there are a large number of 
vehicles onscreen. Going 130 miles per hour on Dreamcast's 

= Test Drive feels faster and more intense than going 300 in 
anything the PlayStation has to offer. If that's not the mark of 
a good racer, what is? ? : 

  

Despite crashes like these, your car 
always comes away unscathed. 

PlayStation version. Players start with just- 

       

    
    

  

      

What a Difference 
Dreamcast Mak 

ANDY 
THE GAME HOMBRE 

Concept 
7.25 

Graphics 
8 

Sound 
8.5 

Playability 
8 

‘Entertainment 
7.5 

JAY 
THE GONZO GAMER 

Concept 
7.5 

Graphics 
8.75 

Sound 
7.75 

Playability 
8.5 

Entertainment 
8.5 

8.25 

REINER 

  
      THE RAGING GAMER 

Concept 
8.25 

Graphics 
8 

Sound 
8.25 

Playability 
7.25 

Entertainment 
7.25 

  

“Test Drive 6 is easily the deepest of the 
Dreamcast racers, but other than the 
improved graphics (and a music video), 
the differences here are minuscule. The 
bad horizon problems from the 
PlayStation version are easily fixed by the 
Dreamcast, and the environments are 
much more impressive as well with lots of 
landmarks to gawk at as you drive by at 
150 mph. However, it is painfully obvious 
that this is a port of a game that was orig- 
inally created for the PlayStation, then just 
made to work on the Dreamcast with bet- 
ter graphics. This isn’t necessarily a bad 
thing, but | would have liked to see a little 
bit more play elements in this version. In 
the end, however, | like Test Drive 6; but 
it does leave me wanting more, as there 
still isn’t a racer that truly exploits the 
power of Dreamcast.” 

“Test Drive 6 was adequate at best on 
PlayStation, but the Dreamcast version's 
increased graphical detailing and speed 
have transformed it from fair to fantas- 
tic. While careening through the narrow 
tunnels of Paris at 100 miles per hour 
with $40,000 on the line, | became 
more involved than | have with any 
other racing game in recent memory. 
Plus, believe it or not, the control feels 
better on the Dreamcast than it did with 
PlayStation. The game’s only problem, 
with its lack of crashes, car damage, and 
weather effects, is that it’s in a kind of 
limbo - neither a simulation, nor an 
arcade racer. Despite this, Test Drive 6 
has become my favorite racer on 
Dreamcast. If you're in need of a high 
speed experience, | highly recommend 
you check it out.” 

“Test Drive 6 finds itself on an open 
Dreamcast highway, delivering an exten- 
sive frontend and an enormous stock of 
cars. Without the competition of Gran 
Turismo, Infogrames speedster has 
found a new home for itself on Sega’s 
console. Feature wise, the Dreamcast 
version is essentially the same as the 
PlayStation game. Yet the speed, framer- 
ate, and graphical details are light-years 
better than they are in 32-bit. In addition 
to this, the texturing looks great and 
background pop is minimal. Test Drive 6 
has the look it needs to impress, but 
the gameplay once again turned me 
away. Its brainless CPU competitors and 
ridiculous low gravity crashes make the 
play more like pinball than a racer. Even 
though it may not play the greatest, Test 
Drive’s depth makes it worth the while.” 
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    CONTENT RATED BY ESRB        

¢ Size: 1 GD-ROM 

° Style: 1 or 2-Player Action 
¢ Special Features: Arcade, Original, 

Fighting, & Boss Modes; 3 Playable 
Characters; Multiple Weapons; VMU 

Minigame; Gory Zombie Death; VMU & 

Jump Pack Compatible 

¢ Replay Value: Moderate 
© Created by: ADX/Sega 

101 Easy Ways To |: August of 1986, on the outskirts of Salt Lake City, it [i —AnanannAlniaiahaaliaaea 

  

     

  

    
    
    
    

  

    
   
   

    

   

  

Filet Human Flesh was reported that a six-year-old child mutated into a 
zombie and ate the family cat, Meow Meow. Six 

months later, a similar outbreak occurred in Tokyo. 
Apparently, an 84 year old man, named Chu, transformed 
into a gigantic frog with six legs, and proceeded to eat twelve 
Canadian supermodels from South Dakota. According to our 
informants, both of these stories are 100% true. Sega’s gorefest, 
Zombie Revenge, is a realistic recreation of these ghastly real- 
world scenarios. If a zombie pops up in your neighborhood, the 
knowledge gained from Zombie Revenge should save lives and 
turn the dastardly walking dead into hamburger patties for a 
Fourth of July picnic. s, 

Combine the look of House of the Dead 2 with the gameplay Se i) 
of Dynamite Cop and Zombie Revenge is born. Through an iso- e. Gre 
metric view, either one or two players are invited to pull their hand- Eis FSiny sconaimnetinsnrvcaytars ait 
guns out of their pants and blow away the walking dead. Ifammo  asiewiecinniilenede-irwieuist cites 
becomes scarce, kung-fu moves and random items can be used F 
to slap zombies silly. You'll even pick up gigantic drills and a flame- 
thrower. Since this game originated in the arcades, it features an 
arcade gameplay mix that presents both limited continues and lim- 
ited time. If time expires, an evil demon appears and snatches up 
a continue. When continues run out, your game is over. 

As Sega has done with each arcade port, it has implemented 
a number of additional game modes and secrets to keep gamers 
playing for weeks on end. Joining the Arcade mode is an 
enhanced Original mode, a head-to-head Fighting mode, and the 
deadly Boss mode. Zombie Revenge also makes good use of the 
VMU with a frightening minigame that allows players to power-up 
and unlock new secrets. 

The zombies in this game are tough, and strangely enough, 
their undead ways include pulling automatic weapons on you. 
These crafty demons make Todd McFarlane’s undead army look 
like those cute little Fraggle Rock characters! Again, if you want to 
fight off the onslaught of zombies that will torment your town two 
weeks from next Wednesday, you may want to check out this 
game for some pointers on how to mutilate diseased human flesh. 

      

   
   

  

“As an arcade port, Zombie Revenge is 
right on; with a number of extras including ANDY 
an Original mode, Fighting mode, and a _ THE GAME HOMBRE 
VMU game. With music and bad voice Concept 
acting that screams House of the Dead 2, 6 
| felt this game was a cross between that ; 
and a classic brawler. When push came to Graphics 
shove on Zombie, | found that | was less 7.5 
than interested. Yes, | like killing stuff Sound 
with the drill, and | find the bad 7 
cutscenes to be quite funny; | just got — 
bored playing the same levels over and _Playability 
over again to master this rather slow- 7.5 
paced action game. If you want gun+oting “Entertainment 
Zombie action, buy House of the Dead 2; 6.5 
if you want a zombie adventure, buy 
Resident Evil: Code Veronica. Arcade fans 
may enjoy this port, but | was not inspired 
to play this one at all.” OVERALL 

   

  

   

  

   

      

    

  

   

    

   

    

    

    

   

  

   

  

   

              

   

   

    

             
        
      

        
          

        

       

  
     

      

“Sega's been laying out brawlers faster 
than cement lately. That doesn’t make any JAY 
sense, does it? Well, neither does using the _THE GONZO GAMER 
Dreamcast to make all these mindless Concept 
punch, kick, shoot, repeat games. Zombie 5 
Revenge is a nice-looking one, sure, but - 
asinine just the same. Dynamite Cop had Graphics 
relentless action, but was too short. 8 
Zombie Revenge is longer, but just plain Sound 
boring. The hand-to-hand combat grows dull 7.5 
once you've seen all three characters do all Plavabili 
their combos, and you soon end up relying ayability 
on your pistol to whittle away everything 1.75 
from a distance. | also can't get over the Entertainment 
fact that the zombies are able to use guns. 6 
This game could make an alright multiplayer 
rental, but buying it will bring you nothing 
but regret. This one should have stayed in 
the arcades where it belongs.” OVERALL 

  

        
          
          

                  

  

      
          

      

  

“Unloading limitless rounds into the hides of 
walking undead is nothing short of a bloody REINER 
good time. Just like in Dynamite Cop, this THE RAGING GAMER 
arcade port's brawler-esque play is limited, Concept 
and doesn’t deliver too much in terms of 6.25 
replay value. Zombie Revenge’s graphics ———“~___ 
are similar to House of the Dead, but the Graphics 
isometric view seems to hide more of the 7.25 
gory details than it shows. On a small 
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The gameplay is similar 6 Dynamite Cop 
only with ten times the gore. 

    

      
              
    

           
   

  

   

  

   

  

   

    

   

  

     

        
      

        

  

screen, the hilarious deaths really go to Sound 
waste. After playing a few games, which last ab 
approximately 20 minutes each, you'll — Playability 
probably lose the desire to play this game 7.5 

    

again. The terrible acting and story will ———————_— 
surely turn you away that much faster. For Entertainment 
those of you who love the Double Dragon- 6.75 
style games, Zombie is decent addition to 
this spastic genre. For those who seek 
more than mindless killing, | suggest you 
seek another title for undead bashing.” OVERALL 
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The enemies are tough, stretching to any r = SR EY ett S22) 
length to kill you. = = If your partner isn’t up to snuff, make hi 
a * pain in the Fighting mode. 

                  

    

      

 



Preview 
¢ Size: 2 GD-ROMs 

© Style: 1-Player Action/Adventure 
¢ Special Features: 2 Playable Characters; 

Story Branching; New Dual Targeting 

Weapons; Continuation of RE2 Plotline; 3 a 

New Enemies; Spectacular Cutscenes; 

VMU & Jump Pack Compatible 

* Created by: Sega/Capcom 
¢ Available: March for Dreamcast 

90% Complete 
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CODE: VERONICA 

   

     

                              

   

   
      

    
   

     

    
" As we reported in last month’s preview, Code Veronica’s star, 

\ Claire Redfield has been captured by Umbrella and sent to a remote fi 
island off the coast of Europe. This island, we found out, is used.as a prison 

camp where Umbrella wields its own justice against persons it feels are a threat 9 
to the corporation’s operations. Claire begins the adventure in a cell and soon 
discovers that something has gone terribly wrong in this prison. Of course, itis an 
outbreak of the T-Virus, and Claire is quickly attacked by zombies of all kinds. j= 

Soon after Claire's zombie encounter, she meets a young man who will later | 
become an ally and possibly more. Known only as Steve, this Leo DiCaprio 
look-alike, is another prisoner who is looking for a chance to escape. Steve 
becomes an integral part of the story and is also a playable character. We also | § 
hear that Steve and Claire may become romantically involved later in the game. 17 

A character that Claire will feel no love for is Alfred Ashford. Alfred is the }} 
commandant of the Umbrella prison, and his lineage stretches back to the }} me 
founders of Umbrella. He is definitely a ruthless and hateful enemy. [ ip mm THIS ORR | 

  

   

            

     

The standard pistol and knife are ever-present tools for zombie 
killin’ in all the RE games, and Code Veronica is no different. There are also 

other weapons that have been found in past games. For example, we acquired 
the cross bow (originally in RE2) and the grenade launcher (found in all RE games). 
However, the new weapons in Code Veronica come in pairs. These weapons are 
usually of the automatic variety, and are truly devastating as whoever wields them 
can target two enemies simultaneously. For instance, if Claire encounters two 

zombies closing in from both sides, she will spread her arms and aim at each. 

    

     

    

If you have played any of the other RE games, you will already be 
familiar with the control in Code Veronica. Other than the dual targeting 

system mentioned in the weapons section, Code Veronica's control offers 
nothing new to the genre. However, we have only explored a small section of the 
game, and there could be surprises later in the adventure.     

   

    
    

    

Judging from the opening movie, the quality of Code Veronica's cutscenes is unprecedented. The first movie 
chronicles Jill's capture and looks like it’s straight out of a John Wu action flick. Claire has definitely advanced her gun 

skills and is one tough mutha. The footage is nothing short of spectacular, and plenty more is waiting throughout 
the adventure. 

  

       
   

 



. amers across (Hetend have w long t i .. a) Giine 
1 Street Fighter series. Yes, Capcom has given us plenty "Of Alphas end EXSiaver 

A, the years, but not until this April will we finally get the real deal delivered to 

oun Dreamcasts in the form of Street Fighter Ill: Double Impacf. 

Double Impact is, in fact, two games in one, featuring the first arcade game, 

Street Fighter Ill: Next Generation, and the second, Street Fighter Ill: Second 

Impact. Noticeably missing is the third installment (now available at arcades 

everywhere), Street Fighter Ill: 3rd Strike. Besides this one fact, this ROM packs a 
serious punch (no pun intended). 

Next Generation features two returning 

Ohinhh....ook at the pretty colors: . characters, Ken and Ryu, and the debut 
i : ~ of nine new characters to the Street 

Fighter universe, namely Alex, Yun, 
Necro, Ibuki, Sean, Elena, Oro, Yang, and 

- Dudley. This motley crew of new faces is 
the biggest part of this installment as the 

+ new characters must be mastered, and the 
™ new boss Gill must be defeated. Everything 

else in the game is standard Street Fighter 
fare, with tons of combos, supers, and 
three different Super Arts 
(formally known as Super Combos) to 
choose from. 

Double Impact features the same cast 
as Next Generation, but with the addition 

of two more characters, Hugo and Urien, as well as Akuma and Gill hidden for 
extra fun. On the playcontrol front, Second Impact features a new blocking 

scheme that enables players to deflect or parry incoming attacks. This is done 
with a simple direction press at the moment of impact, but mastering this skill is 

difficult. Second Impact also lets the player press two kick or punch buttons at 
the same time to inflict more damage on an opponent. 

If you have played the arcade version of Street Fighter Ill, this port to home 

certainly won’t disappoint, as it moves at a smooth framerate with no slowdown 
and absolutely no load time (oh yeah, baby!). Dreamcast owners will want to 

watch for this one when it hits the Dreamcast this April. 

Hugo's 5 audition for sr Fash dance 

tumed ugly rather quickly. 

Preview 
¢ Size: 1 GD-ROM 
¢ Style: 1 or 2-Player Fighting 

¢ Special Features: 2 Games - Next 

Generation & Second Impact - on 1 Disc; 

14 Characters in Second Impact & 11 in 

Next Generation; 8 Difficulty Levels, 3 Slow- 

Mo & 7 Turbo Speed Settings; Training 

Mode; VMU Compatible 

¢ Created by: Capcom 

¢ Available: April for Dreamcast 

90% Complete 

igames are pack with this 

Las pork challenge. ; 

The r new end boss Gill is D I (ee: 
in Second Impact. inte 

OrkKS 
Inher spare time, Elena w 

~ forthe Cirque Du Solel.  



¢ Size: 1 GD-ROM 
¢ Style: 1 or 2-Player Fighting 

¢ Special Features: Destructible 

Environments; Power-Ups Revealed by 

Destroying Buildings & Other Objects; 8 
Mecha Plus More Hidden; Each Mecha 
Has Unique Attack Methods; Unlock 

Karaoke & Other Weird Stuff 

¢ Created by: Capcom 

* Available: Spring 2000 

90% Complete 

The Mecha of 

Fighting Games 

Some of us here at Game Informer have a 
special place in our hearts for mecha. There’s 

nothing quite so exciting as that dramatic 

anime freeze frame just before a vicious 
sword blow connects, or that feeling when 

leaping out of a fiery blast just in time to 

deliver a nasty counterattack. Capcom’s 

Tech Romancer has done an excellent job of 

capturing the action and splendor of mecha 

combat, and for good reason. The concept for 
Tech Romancer comes from the minds of 

Shoji Kawamori and Studio Nue, the people 

who created the anime saga Macross, whose 

first chapter was later translated to the first 

of three Robotech series in the States. 

The fighting in Tech Romancer is an unusu- 
al blend of Capcom’s Marvel Comics’ fighting 

games and Star Gladiators, allowing a wide 

variety of ranged attacks and melee moves 
with simple maneuvers and button combina- 

tions. Each mecha in the game possesses a 

unique style of fighting. One is actually a 
combination of two different mechas that can 

| also transform into flying vehicles. As you 
might imagine, it has some pretty interesting 
moves. 

Hopefully, the unusual fighting in this game 

will prove to be entertaining to the mecha 

fan and the fighter junkie alike. The game 
certainly moves quickly, and offers enough 
variety of cosmetic styles and moves to keep 

| us mecha nerds happy. 

4 Cynsacien, 
TAPROVEHENT 
RANK 

/ WATER 
oleaee 

¢ Size: 1 GD-ROM 
¢ Style: 1-Player Action/Adventure 

* Special Features: 2 Playable Characters; 

15 Levels; Indoor & Outdoor 
Environments; Character Advancement 

After Level Completion; Over 30 Items & 

Spells; VMU & Jump Pak Compatible 

* Created by: Treyarch for Crave 

Entertainment 

¢ Available: March 1 for Dreamcast 

80% Complete 

Every so often, pictures of this game would 

trickle out, but a playable copy never 

» surfaced. Then the game got delayed for 
three months without explanation. Now, many 

moons later, a previewable copy of Draconus 
has finally surfaced, and it looks like the 

extra time has been well spent. 
Playing as either a guy who’s better at 

fighting or a gal who’s better at magic, your 
goal in Draconus is to find the pieces of the 

Heart Stone so you can lay to rest a great evil 
that threatens the land. The third-person 

camera trails behind your character unless a 
fight breaks out, at which point it swerves to 

best capture the action. 
The battle interface isn’t exactly brain 

surgery. One button attacks, another blocks 
with the shield, another jumps. It’s the enemy 
Al that makes combat interesting. For exam- 

ple, the cowardly Krugen will strike and then 

tun. Sometimes when you corner them, they 

get so frightened they fling themselves over a 
precipice rather than face another blow. 

After every lushly detailed level, players 

use points collected during their adventures 
to power-up their character’s offense, 

defense, and magical ability. This gives 

Draconus an RPG feel, making it a Dreamcast 

owner’s Tolkien cream dream.  



¢ Size: 1 GD-ROM 
¢ Style: 1 or 2-Player Fighting 

¢ Special Features: 22 Characters; 
4 Alternate Color Choices; Plasma Meter 
Enables Plasma Combos, Plasma 

Counterattacks, & the Deadly Plasma Field 
Attack; Moves at 60 Frames Per Second; 

Still-Frame Picture Endings 

¢ Created by: Capcom 

¢ Available: February 

90% Complete 

vil = rr) (317 a! 
3 CRG IRS 

A lot of people weren’t too happy with our 
review of the original Star Gladiator for the 
PlayStation, and from what we’ve seen so far, 

they may not be too happy when we review 
the sequel. SG 2 hasn’t made any drastic 
changes from the original. There are now 22 
characters, but technically it appears as 

| though there are only 12, as 20 of the char- 
acters are actually just a set of pairs sharing 
the same moves, but a different look. 

There are now a series of special attacks, 
one of the more interesting of which is the 
Plasma Field. When activated near an enemy 
who fails to block, the Plasma Field absorbs 

enemies into an alternate dimension where 
x the attacking character has a powerful 

advantage. This usually takes the form of a 

powerful attack that can be activated at 
@ the push of a button. There are also the 

“= new and deadly Plasma Combo Attacks, 
which are essentially more powerful versions 

of standard moves and the Plasma Revenge 
counterattacks. 

Star Gladiator 2 follows the formula of its 
predecessor by sticking to moves and com- 

bos that are relatively easy to pull off. While 
more experienced fighting game fans may 
find the control a little too simplistic, the 
game could be enjoyable for those who don’t 

= take their video fun quite so seriously. 
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¢ Size: 1 GD-ROM 
¢ Style: 1 to 4-Player Puzzle 

¢ Special Features: Mice Needed for Rocket 

Takeoff; Nasty CPU Opponents; 4-Player 

Logic Game; 2-Player Cooperative; Level 

Editor; Over 250 Levels To Contend With; 

Internet Multiplayer 

¢ Created by: Sonic Team for Sega 

© Available: Now in Japan for Dreamcast 

(U.S. Release March) 

95% Complete 

Cohete No Gato 

  
In the infancy of the world’s space race, 

people sent dogs and monkeys up into the 

great blue yonder. Chu-Chu Rocket proves 

how stupid that was. Mice are the obvious 

choice for piloting spacecraft, just as long as 

those pesky cats can be kept out of the way. 

Sonic Team’s new puzzle game is a classic 

product of Japan: cute as all heck and mind- 

boggling as all get out. The goal is to lay 

down arrows that will lead the ever-emerging 

mice into your rocket. Simple, right? Well, 

there are a few other details you should be 

aware of. First, you’re only allowed to have 

three arrows on the board at a time. Second, 

cats will also pop up and follow the same trail 

you've created. If a cat gets into your rocket, 

it eats a portion of your mice. Third, there are 

three other players (or CPU opponents) trying 

to get mice and screw you over. 

If the competition gets too hot, Chu-Chu 

Rocket also has a two-player cooperative 

game where players have 30 seconds to get 

all the mice on board, and a one-player game 

where given arrows must be used to precise- 

ly navigate the rodents. If you somehow 

manage to weary of the mazes included with 

the game, then use the editing tool to create 

levels of your own. Who knew mice were so 

aerodynamically minded?
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Preview 
¢ Size: 8 Megabit 

Style: 1-Player Role-Playing Game 

¢ Special Features: Over 100 New 

Monsters; Male & Female Sexes for All 

Monsters; Breeding; Entirely New Quest; 

Poké-Eggs; Improved Graphics & Sound 

* Created by: Game Freak/Creatures for 

Nintendo 

¢ Available: September for Game Boy Color 

(Game Boy) 
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Yellow. Rather then cas) a do this again, Nintendo 

has fitted Gold and Silver to be compatible with 
your previously saved data, so all of your 
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Once again, Pokémon evolve after \ 

reaching a certain level. 
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exact, bears over six different forms. With all of this additional is loaded 

into the game, the player’s Pokédex has been updated and greatly — 

improved. It now includes a cellular phone which delivers hints and tips, 

and a new item database ‘that sorts into different categories goods like 

TMs, Pokéballs, and monster power-ups. 

: Nintendo has confirmed that Gold and Silver are coming Stateside in 
lot SAIC BU DUTHS. patos and we are cortaln it will take more than boards nailing shut 
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Study the bios of strange new species. : = ; You'll need to use your brain to solve | 
‘ perplexing puzzles. 
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Nintendo 64 
by Erik, The PC Jedi 

© Size: 128 Megabit 
Style: 1-Player Action 

© Special Features: Multiple Vehicles 
Including Helicopters, Planes, a 

Tank, & a Hovercraft; Use Winch To 
Pick Up Friends & Ammo; Allied 
Vehicles That Actually Work With You 
To Achieve Objectives; Excellent 

Translation 
¢ Replay Value: Moderate 
¢ Created by: Pacific Power & Light 

for THQ 
¢ Available: Now for Nintendo 64 

8.75 
9.25 
8.5 
8.25 
85 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

" by Jay, The Gonzo Gamer 

¢ Size: 96 Megabit 

¢ Style: 1 or 2-Player Racing 
¢ Special Features: Single Race, 
Time Attack, Trick Attack, & 

Championship Mode; Track 

Editor; 2-Player Championship; 
Bike & Rider Colorization; Hidden 

Shortcuts & Secrets; Rumble & 
Expansion Pak Compatible 

¢ Replay Value: Moderate 
¢ Created by: Snowblind Studios 

for Kemco 
¢ Available: Now for Nintendo 64 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 7 

Bottom Line: 7.2   
Nintendo 64 

( by Matt, The Original Gamer | 
¢ Size: 256 Megabit 

¢ Style: 1 or 2-Player Sports 

¢ Special Features: 16 Boxers; 

Exclusive Characters; Career & 
Arcade Mode; Training Exercises; 

Introductions by Michael Buffer; 

Power-Up Rumble Flurries 

¢ Replay Value: Moderate 

¢ Created by: Point of View 

for Midway 

¢ Available: Now for PlayStation 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

Bottom tine: 6.5   
© Game Informer * February 2000 

  

  

  

    

  

  

Nuclear Strike 

Despite the necessary exclusion of the original's 
cool FMV sequences, this stunning translation 
of Electronic Arts’ game of the same name on 
the PlayStation couldn't have been done better. 
In Nuclear Strike, as with previous games in the 
long running Strike series, players must 
complete a complicated set of objectives in 
order to advance through missions. The goals 
for each mission are diverse. Players will be 
required to perform escort missions, transport 
special agents to critical locations, participate in 
all-out offensive operations and search and | 
seizures, evacuate diplomats, and even fight off 
a North Korean invasion force. One of the 
trickiest parts of the game is managing your ® 
resources. Ammunition, fuel, and armor for 
critical repairs are spread out over every map, 
and you will often be forced to push what you 
have to the very limit before picking up these | 
reserves. There is nothing quite so rewarding as 
completing a lengthy objective and making it to 
a fuel cache just before you run out of gas. If 
you're tired of racing, this game is for you. 

lop Gear Fiyper | 
Inno way did | expect to enjoy this title, but Top 
Gear Hyper Bike really surprised me. You gotta 
give props to any game with a Track Editor that 
lets you make hills so monstrous your bike can’t 
climb them. The control is dead on, and right 
away the competition is fierce. My biggest 
complaint is the generous sprinkling of nitro 
boosts that allow you to win, rather than the 
judicious use of the nitro injector your bikes 
come with. Still, every track has hidden 
shortcuts and letters to find (discover enough 
letters, and a new track is opened), and a 
generous assortment of tricks. What Hyper 
Bike seriously lacks is any kind of cycle 
adjustment or tweaking option, so the motor 
minded may find it not to their liking. | was 
impressed that the game had a two-player 
Championship option, but unfortunately the | 
graphics get a bit foggy with a split-screen. This f 
game won't be for everyone, but those that dig 
bikes and don’t already have a huge library of 
racing titles for their N64 will probably like what 
Top Gear Hyper Bike has going on. 

Ready 2 Rumble Boxin 

Admirably, the developers crammed in all the 
voice-overs and taunts from the Dreamcast 
R2R into a N64 cartridge, ensuring that you 
won't be deprived of that handsome devil 
Michael Buffer bellowing his ubiquitous tag-line 
every five seconds. Other than a couple of 
exclusive characters, nothing's changed, 
except for the onset of slightly choppier control. 
Fans of the sweet science are advised to pass 
on Ready 2 Rumble in favor of the superior 
Knockout Kings 2000. 

time 0° 20°53 

Nintendo 64 
r by Andy, The Game Hombre 

¢ Size: 128 Megabit 
Style: 1 or 2-Player Action/Strategy 

* Special Features: Based on the 

Book by Tom Clancy; 12 Missions; 
12 Real-Life Weapons; 3 

Difficulties; Multiple Uniforms With 

Different Attributes; Mission 
Planning With Waypoints & Go 

Codes 
© Replay Value: Moderate 

© Created by: Saffire for Red 
Storm Entertainment 

¢ Available: Now for Nintendo 64 

Concept: 
Graphics: 
Sound: 
Playability: 

Entertainment: 

Bottom Line:   

  

Season. Complete! 
New Bikes Awarded 

Rainbow G) te 

| 

= 

This hybrid of the PC version features some 
interesting enhancements that make it a worthy 
game. Like the PC version, you must plan your 
attack by pathing your groups and even giving 
Go Codes to different groups to coordinate 
ambushes on the enemy. But what makes this 
game different is the addition of a GoldenEye- 
esque Sniper mode, as well as a partner that 
covers your back while you try to complete the 
mission (which is almost always a hostage 
rescue). Also, unlike the PlayStation version, 
this one features two-player.  



  
  

  

Chef's Luv Shack is an intelligent and 
challenging game that requires the utmost skill 
from every player. If your brain isn’t numbed 
from the difficult questions, it will be from the 
absolutely hilarious hijinks of these four South 
Park tots. Okay, okay, enough clowning. Here’s 
the real review. Same as the Dreamcast 
version, but with fuzzier graphics. | enjoy the 
show, but hate the game. 

4 
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PlayStation 
by Jay, The Gonzo Gamer 

* Size: 1 CD-ROM 

* Style: 1 to 4-Player Board/Action 

* Special Features: Same Dirty Jokes 

From Same Little Kids; Same South 
Park Voice-Overs; Same Questions; 
Same 20 Minigames; Same Bonus 
Rounds; More Bleeping 

¢ Replay Value: Moderately Low 

* Created by: Acclaim Studios Austin 

¢ Available: Now for PlayStation 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

Bottom Line: 5.25 

  

A As strange as it may seem to some fools in 
the office, | am hugely into golf and have 
played EA Sports’ golf games since the 
Genesis days. Needless to say, the golf 
games offered up by EAin the past few years 

have been bogged down by insane loading 
times and overall dull play. Tiger Woods 2000 
is far more enjoyable and fast-paced than 
past games and benefits from the analog 
swing control introduced in CyberTiger. In 
fact, this game is CyberTiger except with a 
handful of digitized golfers. The problem | 

# have with this particular title is that you are 
essentially forced to use the analog swing and 
the ludicrous Tiger Control which allows you 
to direct the ball in the air. Additionally, the 
game does not take into account the different 
skill sets of the golfers it includes and lacks a 
real sim experience. Hot Shots is more 
realistic than this game. 

Without a doubt this is the best college 
basketball game | have ever seen. March 

playcontrol, and options. This year’s version 
has better animation, a bunch of new moves, 
and even Dickey V. Granted, Mr. Vitale says 
the same things over and over; but the audio 
is, on the whole, fantastic. If | am hearing 
right, the crowd actually has a “You Suck” 
chant. The control is adequate, but more 
important are the innovative steals that will 
have players diving for loose balls and 
passing off their butts. The only aspect of the 
game that really needs work is the Al. The 
three-pointers are insanely easy, and it is 

e equally easy to get a defender to leave his 
feet. That adds up to your shooting guard 
getting 99 percent of the points. Even with 
those problems, itis a nice improvement over 

_, last year’s game and a must buy for college 
hoops fans. 

You Dom Know Jaelk 

Playing Footsies 
with Men in Armor —- 

ff King Arthur had»gathered his 
ights around the “pieoncumn Round 

Table,” what) might they hayelused 
to fight Mineiro enemies? 

X whipping cream and cutting boards 

112 
Just as it was on the PC, You Don’t Know Jack 
is the ultimate party game and one of the 
wackiest quiz shows you'll ever compete in. All 
of its questions are as off the wall as can be, 
and the sarcastic host gives it a unique twist. If 
you fancy Win Ben Stein’s Money, and can 
actually answer some of its difficult questi 
exercise your brain and test your knowledge on 
You Don't Know Jack. 

  

  

  

PlayStation 
by Paul, The Game Professor 

¢ Size: 1 CD-ROM 
* Style: 1 to 4-Player Sports 

¢ Special Features: 5 Authentic 

Courses; Golfers Include Woods, 

O'Meara, Leonard, Janzen, & 

Faxon; Traditional & Analog 

Swing; Tour Mode; 4 Shot Types; 

Dual Shock & Analog Compatible 

¢ Replay Value: Moderate 

© Created by: EA Sports 

¢ Available: January 18 for 

PlayStation 

      

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment 

Bottom Line: 7. 5 

PlayStation 
by Paul, The Game Professor 

¢ Size: 1 CD-ROM 

¢ Style: 1 to 8-Player Sports 

* Special Features: Over 150 

Division 1 Teams & 16 Women’s 

Teams; New Dribble & Fake Moves; 

Dynasty Mode; Color by Dick Vitale; 

Dual Shock & Analog Compatible 
¢ Replay Value: Moderately High 

© Created by: Black Ops for 

EA Sports 

¢ Available: Now for PlayStation 

Concept: 
Graphics: 
Sound: 
Playability: 

Entertainment 

Bottom Line: 8. 5 

PlayStation 
by Reiner, The Raging Gamer 

* Size: 2 CD-ROMs 
¢ Style: 1 to 3-Player Puzzle 
¢ Special Features: Over 1400 
Questions; 35 Hours of Verbal 
Nonsense; Jack Attack, DisOrDat, 
ThreeWay, & Impossible Questions; 
Screw Your Neighbor; Dual Shock & 
Multi-Tap Compatible 

¢ Replay Value: Moderate 
© Created by: 
Starsphere/Jellyvision/Sierra for 

Berkeley Systems 
¢ Available: Now for PlayStation 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

Bottom Line: 

Game Informer # February 2000 ©  



PlayStation 
’ by Matt, The Original Gamer 

¢ Size: 1 CD-ROM 
¢ Style: 1-Player Action 

¢ Special Features: 24 Missions 

Across 5 Scenarios; Multiple 

Mission Objectives; Numerous 

Gadgets & Weapons; New Voice- 

Overs & Realtime Cutscenes; 

Zoom Cam With Distance Targeting 
¢ Replay Value: Moderate 

¢ Created by: Infogrames 

¢ Available: Now for PlayStation 

  

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

PlayStation 
by Erik, The PC Jedi 

Size: 1 CD-ROM 
¢ Style: 1-Player Action/Platform 
¢ Special Features: 2 Playable 
Characters; All Characters Can Turn 
Into Their Own Unique Imaginary. 
Heroes; Special Minigames; Scream 
Attack Turns Into Special Attacks; 

Characters Are in Hero Form; Butt 
Stomp 

¢ Replay Value: Moderately Low 
¢ Created by: Eurocom for GT 

Interactive 
¢ Available: Now for PlayStation 

Concept: 

Graphics: 
Sound: 
Playability: 

Entertainment: 

Bottom Line:   
PlayStation 
by Erik, The PC Jedi 

¢ Size: 1 CD-ROM 

¢ Style: 1 or 2-Player Fighting 

¢ Special Features: Training, Versus, 

& Career Modes; Train a Fighter for 

Stamina, Damage, Mental Fortitude, 

& Moves in Challenge Mode; 15 
International Fighters; Karate, 

Boxing, & Kickboxing Styles 

¢ Replay Value: Moderate 

¢ Created by: Xing for Jaleco 

* Available: Now for PlayStation 

Concept: 
Graphics: 
Sound: 
Playability: 

Entertainment: 

Bottom tine: 5.5 

© Game Informer * February 2000 

This N64 blockbuster has made it to the 
PlayStation just in time for the beginning of the 
hype for Mission: Impossible 2, which hits 
theaters this summer. Although it’s a little late 
(Mission: Impossible is SO last millennium), this 
title still has a lot to offer PlayStation owners 
who haven't experienced life as Tom Cruise. 
(Sorry - dancing around in your underwear 
doesn't count.) The levels and missions are 
identical to the N64 version, but some key 
improvements have been made, the most 
noteworthy being the addition of voice-overs. All 
cutscenes feature voice acting, and you now 
receive audio updates through your 
communicator during gameplay. The visuals are 
sharper, eliminating some of the flaws its 
predecessor had, like blocky cutscenes and | 
fuzzy graphics. These factors combine to give 
the game a cinematic feel that the previous 
version failed to achieve. My one quibble is that 
the control remains a little buggy. Still, this 
should give cloak-and-dagger fans something |, 
to chew on while they wait for the sequels to == 
Metal Gear Solid and Syphon Filter. 

AO Winks 
In 40 Winks we return to dreamland, the same 
place you may have visited in such games as| 
Nights, any Nightmare on Elm Street game or 
movie, and Swagman. In fact, 40 Winks 
resembles Swagman a great deal. In both 
games, you take on the role of a kid saving the 
world from something amiss in the dreamscape. 
Using special dream powers and the ability to} 
transform into imaginary creatures and heroes, |= 
you must set things right once and for all. It never 
seems to fail. Games targeted at audiences of all 
ages almost always seem too slow for older folks 
and too awkward a playing experience for 
younger ones. 40 Winks suffers from the fact that 
its wretched camera makes even the simplest of 
jumps exceedingly difficult maneuvers to pull off. 
Imagine attempting to make a relatively simple 
jump and then having the camera whip around 
on you in mid-flight. Despite this, the game does 
have some excellent minigames, the nifty ability 
to become imaginary heroes by jumping into 
jack-in-the-boxes, and a solid look. 40 Winks is 
okay, but not great. 

4 
78 

PlayStation 
hy Matt, The Original Gamer 

Size: 1 CD-ROM 

¢ Style: 1 or 2-Player 

¢ Special Features: 16 Boxers; 

Exclusive Characters; Career & 

Arcade Mode; Training Exercises; 

Introductions by Michael Buffer; 

Power-Up Rumble Flurries 

¢ Replay Value: Moderate 

¢ Created by: Point of View 

for Midway 

¢ Available: Now for PlayStation 

Kea) Grand) Rinix 

REPLY 

Grand Prix, made the graphics worse than the 
previous K-1 game, and slowed the action 
down in a pretty big way. The Challenge mode, 
in which you get to train your fighter for specific 

strengths and abilities is cool, but the fighting 
is pretty unremarkable. If you're a huge fan of 

more realistic fighting, you might want to give 
this one a look, but for gaming’s sake, don’t 
buy it! 

Concept: 
Graphics: 

Sound: 
Playability: 
Entertainment: 

Bottom Line: 

The Dreamcast R2R was like a Porche replica 
built on a Neon chassis: nice to look at, but not 
much under the hood. So | guess this version is 
just a Neon. All the flaws that were present in 
this game's prettier days still mar what should 
have been a great gaming experience. Jab, jab, 
dodge - if you've played this on the Dreamcast 
you know the routine. Again, if you want to buy 
this strictly for two-player action you could do 
worse, but the Career mode remains as tedious 
as ever.  
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SOUTH PARK 

EAT THIS! 

RECA MLOKONYZ, (6) 

Based on the PC game of the same name, 
Rainbow Six puts you at the forefront of 
counter terrorism. This ultra realistic first- 
person shooter, lets you arm your men and 
hen switch between each of them as you try 
(0 complete missions ranging from hostage 
rescue to defusing bombs. While this game 
lacks the mission planning that is found on 
he N64 and PC, it still requires a certain 
amount of strategy as you uncover the best 
way to take the enemy compound. 
Unfortunately this port is rather chunky, and 
the player sticks to walls a lot and has trouble 
going through doors. Which in a tight spot, is 
extremely annoying as one bullet in this game 
will more than likely put you down for the 
count. | enjoyed playing this game, but it is 
definitely only for the patient as you basically 
must memorize the location of each enemy to 
be effective. 

| Fart. Did you just laugh uncontrollably after 
reading that word? If you did, then Chef's Luv 
Shack may be for you, but probably not. Each 
game allows as many as four players to 
compete in up to eight rounds, each of which 

consists of two buzz-in question and answer 
sessions and a minigame. The questions 
aren't exactly Jeopardy-level, but what 

' makes them even easier is the fact that if you 
buzz in early, you are still shown the entire 
question before you have to answer. The 

| minigames are the best part of this game, but 
even they get tiresome after a couple times. 
Thus, the winner of every Luv Shack game 
will be the one with the quickest buzzer finger, 
and whoever has played the minigames 
before. Pity that person. | cannot fathom why 
Acclaim bothered to bring this game to 

| Dreamcast other than to make a quick buck. 
_ But if you find it for $20, you're still getting 
tipped off. Luv Shack is so boring it almost 

| has me looking forward to the release of 
® Mario Party 2...almost. 

On the package, Armada is marketed as an 
| Action-RPG, but this game is a shooter to the 
core. Choose from six different races with 

= various craft attributes and head out into space 
& to take out the Armada hordes and eventually 

} unlock the secret behind this vile alien race. 
| The playcontrol is much like Sinistar, and your 
mission is to head out and take out baddies to 

| gain credits and experience points. The credits 
can be used to buy upgrades for your craft, and 
the experience, in time, will enhance your craft. 

ig Yes, the game offers different missions from 
| seek and destroy to delivery of goods to far-off 
space stations, but every mission will have you 
blasting or outrunning the hordes. This aspect 
is both what makes this game boring and 
somewhat therapeutic at the same time since 
blasting through the missions doesn't take 

f much thought and is fun as you try to do 
ea different things. Overall the game isn't terribly 
pu; deep, but it is kinda fun. Shooter fans will 
K| especially enjoy the multiplayer as you and 

= your friends can take on the masses together. 

PlayStation 
by Andy, The Game Hombre 

Size: 1 CD-ROM 
¢ Style: 1-Player Action 

¢ Special Features: Based on the 

Book by Tom Clancy; 14 Missions 

(2 Exclusive PlayStation Levels); 12 

Real-Life Weapons; 3 Difficulties; 

Multiple Uniforms With Different 

Attributes 

¢ Replay Value: Moderate 

© Created by: Rebellion for Red 

Storm Entertainment 

¢ Available: Now for PlayStation 

  

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

-Dreamcas 
by Jay, The Gonzo Gamer 

¢ Size: 1 GD-ROM 

¢ Style: 1 to 4-Player Board/Action 

¢ Special Features: Dirty Jokes From 

Little Kids; South Park Voice-Overs; | 
Questions; 20 Minigames; Bonus 

Rounds; Bleeping 
¢ Replay Value: Moderately Low 

¢ Created by: Acclaim Studios Austin 

¢ Available: Now for Dreamcast 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

Bottom tine: 5.5 

reamcas 
by Andy, The Game Hombre 

¢ Size: 1 GD-ROM 

¢ Style: 1 to 4-Player Shooter 

¢ Special Features: 6 Races With 

Different Ship Attributes; Gain 

Experience To Improve Ship & 

Skills; Over 100 Different 

Enemies; 7 Starbases With 
Different Upgrades 

¢ Replay Value: Moderately Low 

¢ Created by: Metro3D 

¢ Available: Now for Dreamcast 

  

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

Bottom Line: 6. 5 

Game Informer * February 2000 @  



_ Dreamcast 
by Andy, The Game Hombre 
¢ Size: 1 GD-ROM 

¢ Style: 1-Player Action/Adventure 

¢ Special Features: 20 Gigantic 

Environments; 2 Worlds (Living & 

Dead); Non-Linear Story 

Development; Multiple Weapons; 

Voodoo; VMU Compatible 

¢ Replay Value: Moderately Low 

¢ Created by: Iguana for Acclaim 

¢ Available: Now for Dreamcast 

  

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

Bottom Line: J, 75 

Dreamcast i 
by Matt, The Original Gamer 

¢ Size: 1 GD-ROM 

¢ Style: 1 or 2-Player Racing 

* Special Features: Single Race, 
Championship, Time Trial, & Match 

Race Modes; Accurate 1998 FIA 
Formula 1 Season Data, Cars, & 

Drivers; Acceleration & Braking 

Telemetry Readouts; Brake Assist; 

Replays 

¢ Replay Value: Moderate 

¢ Created by: Video System for Sega 

¢ Available: Now for Dreamcast 

  

Concept: 
Graphics: 
Sound: 
Playability: 

Entertainment: 

Dreamcast 
by Matt, The Original Gamer 

¢ Size: 1 GD-ROM 

¢ Style: 1 to 4-Player Racing 

¢ Special Features: Arcade, 

Championship, Time Trial, Track 

Editor, & Multiplayer Modes; New 
Tracks & Cars; 42 Different Cars; 
New Physics; Weapons; VMU & 

Jump Pack Compatible 

¢ Replay Value: Moderately Low 

¢ Created by: Acclaim Studios 

¢ Available: Now for Dreamcast 

  

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

Bottom Line: 

© Game Informer * February 2000 

"| In its short life span: 
game roster has already become as 

As far as adventures go, Shadowman is a xia 
and dreary one that will appeal to fans of the # 
macabre. This port from the PC features some 
interesting new graphic and sound touches, 
but overall is rather disappointing in that 
Acclaim did little to utilize the power of the DC 
to improve the game's inherent shortcomings. 
The voice acting is still pretty poor (though 
every once in a while Shadowman pulls off a 

good line), and the numerous cutscenes will 
keep you playing. The gameplay is a tad 
annoying at times since the controls are 

somewhat clumsy, but in the end it delivers a 
worthwhile adventure that offers a unique 
experience. If you are old enough to enjoy this 
game’s serious nature and over-the-top 
violence, then this just may be the game for 
you. You will find yourself annoyed by some of 
its less than impressive graphics, but the large 
environments and long quest will keep the 
gamer in you amused. the five ore here - 

the Dreamcast's racing 

overcrowded as the beer line at a Molly Hatchet ees eS 
concert. Despite the sport's relatively low profile, ee to 
this is the SECOND F1 racing title to be i 
released for the DC (Monaco Grand Prix being & 
the first). It's apparent that a lot of work went into 
making this game a realistic simulation of F1 
racing. There are a myriad of actual F1 courses, 
drivers, and cars. You can adjust your car setup 
in nine different areas, from tyres (that’s § 
European for “tires”!) to gear ratio to brake 

and runs smoothly, except i in the slightly choppy fe 
first-person mode. Mario Kart junkies beware - 
this game is a hardcore simulation. The high oe 
level of difficulty will frustrate many, so unless ji 
you're a true F1 fan you might want to avoid this 
title. The inclusion of real drivers and tracks 
gives F1 Grand Prix a slight edge over Monaco 
Grand Prix, although it lacks Monaco’s cool retro 
mode. Overall, a well-done racing title with a 
somewhat limited appeal. 

Dreamcas 
by Paul, The Game Professor 

the heralds of the Apocotypse. 

  
* Size: 1 GD-ROM 

© Style: 1 to 4-Player Sports 

© Special 

Season, 

Features: Exhibition, 
& Playoff Modes; Pin 

Point Passing; Commentary by 

Mike Patrick; Jump Pack & 

VMU Compatible 

¢ Replay Value: Low 
us See 

QUST MITE 
{2 

¢ Created by: Acclaim Sports 

hk LAL Ve ends : | | © Available: Now for Dreamcast 

B e previous versions of Re-Volt were ugly 
- like a one-eyed, twelve-toed chick with a 
mustache and a botched nose job. On the 
Dreamcast, this game actually looks pretty 
good. The high resolution graphics run 
smoothly, with no pop-up whatsoever. 
Unfortunately, beauty comes from within, and 
this game is still ugly on the inside. The control 
can be charitably termed horrible, and the 
tracks would be boring if they weren't so 
frustrating. Ick. 

Concept: 
Graphics: 
Sound: 
Playability: 

Entertainment 

Bottom Line: 

Chub 2000 
Co ee 

ify = were inhicky sigh to play the N64 

version, you'll see that all the quirks and 
horrible gameplay are still present in the DC 
version. From the start of a game, you will 

notice that the introduction commentary is 
broken, the computer continually muffs running 
plays, and the Al is almost non-existent. The 
development of this title was clearly rushed, 
and Acclaim should be embarrassed about its 
poor quality. This game is disgusting.  



  

After only seconds of gameplay, tears of 
nostalgia slid down my cheeks and a wide 
Joker-esque smile stretched across my 
hideously deformed face. | was loving it. 
Sega’s arrival on the Neo Geo handheld is a 
triumphant one that brings new life to this 
system and reunites gamers with one of the 
best side-scrollers ever made. From the 
digitized ‘Say-Gah’ voice in the introduction to 
the flawless gameplay mechanics, Sonic 
Pocket Adventure is a hedgehog fanatics 
dream come true. Sonic had a long run on 
Sega's Game Gear unit, but none of his pint- 
sized adventures have mimicked the Genesis 
versions as well as this one. Even the look of 
the game, while lacking in the extreme details, 
is right on the money. There's a little slowdown 

y at times, but | didn’t find it affected the play in 
any way. This is not just a port either. This is a 
brand new Sonic title with new challenges and 
plenty of new options. A classic in every regard, 
Sonic Pocket Adventure shouldn't be missed 
by those who enjoyed the 16-bit adventures. 

There are two versions of this game available: 
saad 02 8) SNK and Capcom. Both are essentially the 

CAPCOM 

  

same game, but with different starter decks. 
The goal is to wander from place to place, 
challenging people to card games to earn new 
cards, and winning coins that will allow you 
entry into the ultimate Card Clash Tournament. 
Gameplay mostly revolves around setting up a 
good selection of characters and attacking at 
the right times to lower your opponent's hit 
points. Certain characters have special abilities 
to use, and there are also Action Cards that 
can turn a lopsided game around. Card 
Fighters’ Clash is a touch simpler t 
the Pokémon Card Game, but addicting 
nonetheless. It takes a lot of trial-and-error 
learning to use your cards effectively since you 
can't check characters’ abilities while they're in 
your hand, but | guess this separates the 
experts from the novices. Card Fighters’ Clash 
can also be used in the upcoming SNK vs. 
Capcom: Match of the Millennium to unlock 
new moves. If you're sick of all the Pokémon 
card playing nerds, check this one (or two) out. 

Neo Geo Pocket Color 
by Reiner, The Raging Gamer 

¢ Size: 8 Megabit 

Style: 1-Player Action 

(2-Player Via Link) 

¢ Special Features: 12 Levels (6 

Zones); Play as Tails; Time Trial 

Mode; New Puzzle Piece Secrets; 

3D Scrolling Bonus Rounds; Super 

Sonic; 2-Player Racing 

¢ Replay Value: Moderately High 

* Created by: Sega 
* Available: Now for Neo Geo 

Pocket Color 

  

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

Neo Geo Pocket Color 
by Jay, The Gonzo Gamer 

¢ Size: 8 Megabit 
¢ Style: 1 or 2-Player Puzzle/RPG 
¢ Special Features: 300 Cards; 
Customize & Save 5 Decks; 
Overworld Exploration; Link Cable 
Allows Head-To-Head Matches & 
Trading; Compatible With 
Upcoming SNK Vs. Capcom Match 
of the Millennium 

¢ Replay Value: Moderately High 
* Created by: SNK/Capcom 
¢ Available: Now for Neo Geo 
Pocket Color 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 

  

Bottom Line: 

  

[EVERYONE [EVERYONE 

Game Boy Color ‘ 
by Matt, The Ai Gamer [el 

¢ Size: 1 CD-ROM 
* Style: 1-Player Action/Adventure 

¢ Special Features: Characters From 

Bass Masters Classic Game Boy Color 

by Jay, The Gonzo Gamer 

¢ Size: 4 Megabit 

¢ Style: 1-Player Sports 

¢ Special Features: Full Bass 

            

Growing up, my family never had the money to 
buy me toys. My favorite childhood playthings 
were the Mudball and Whiskers the Dead Cat. | 
guess that's why | resented the first Toy Story. 
Now | have proof that the developers of this game, 
like myself, must secretly hold a grudge against 
the Toy Story franchise. Strip away the Toy Story 
characters from this game and you will reveal 
nothing more than another subpar platformer. 
Graphics - okay. Control - frustrating. Originality - 
zilch. A game that puts the lack in lackluster. 

the Movies; Password Save; 11 
Levels Including 2 Bonus Stages; 
Items; Power-Ups; Jet Pack Flying: 
Collect Coins 

¢ Replay Value: Moderately High 

* Created by: Tiertex Design Studios 
for THQ & Disney Interactive 

¢ Available: Now for Game Boy Color 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 5 

Bottom tine: 5,2 

Bass Masters Classic is about as well done as 
a fishing game could be on Game Boy. There 
are plenty of lures and variable conditions to 
make finding the lunkers a thinking man’s 
game, but once you find that sweet spot, the 
fish practically jump into your boat. The fact that 
grabbing the fish once you reel it in is harder 
than catching them in the first place is the 
game's biggest turn-off. 

Masters Classic Tournament; 28 

Lures; 6 Fishers; Many 

Environments; Variable Weather 

Conditions; Strange Fish-Grabbing 

Gameplay 

© Replay Value: Moderate 

© Created by: Natsume for THQ 

¢ Available: Now for Game Boy Color 

Concept: 
Graphics: 
Sound: 
Playability: 
Entertainment: 7 

Bottom Line: J.D 
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ENTERTAINMENT 

    

: ACCLAI 
AVAILABLE: APRIL 

Last year, competition between All-Star Baseball 2000 and its rival, Ken Griffey Jr’s Slugfest, 
got as heated as a Pete Rose/Jim Gray interview. Like Charlie Hustle, Acclaim is betting a 
serious chunk of change that they can make ASB the dominant N64 baseball title. Take a 
glance at the last millennium of baseball by playing the new Hall of Fame Team, or urinate on 
the age-old tradition of the sport with a new and improved Arcade mode. 

bree eS 
4 iM ae #Y 

POS BAT NUM = 
Fos ot & 
AVG HR ROR so call 

PITCHER STAMINA, 
LOTT 

  

AVAILABLE: MARCH 4 IN JAPAN (U.S. RELEASE PENDING) 

Ridge Racer V will join Gran Turismo 2000 at the starting line for the PlayStation2 launch in 
Japan. Ridge Racer may be considered the underdog against Sony's GT, but as you can see 
from the screenshots, this game has the look it needs to compete. Let's see if the gameplay 

s==y and depth are up to par as well. 
| Graphical effects include shimmering 

heat waves, sparks flying off rubbing 
car bodies, smoke from hard turns, and 
the curvaceous figure of the new racing 
girl. Her name is Ai and she's filling the 
shoes of the PlayStation Ridge Racer 
beauty, Reiko Nagase. 
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CREATED BY: KOEI 
AVAILABLE: FEBRUARY Romance of the Three Kingdoms is a 

a ay game that sharply divides console gamers 
into two factions - those who will forgo 
food and sleep to save China, and those 
who could give a rat’s heinie. The sixth in 

the series still uses the heavily menu- 
driven, turn-based formula, but adds more 

| scenarios, more unit types, new tactics, 
and an easier “hands-off” battle interface 
option. If nothing else, many will want to 
rent it just to see the exclusive PS-2 

| Kessen preview footage that will be 
burned onto the disk. 
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SIVACKDOWN — 

CREATED BY: YUKE’S FOR THQ 
AVAILABLE: MARCH FOR PLAYSTATION 

THQ is already raking in the cash with 
WrestleMania 2000 for N64, and now it’s 
teamed with Yuke’s to repeat the magic on 
PS-X with Smackdown. The game will use 
the very fast and very well-liked Toukon 
Retsuden engine. With over 35 WWF | 
Superstars, match stipulations up the candy 
ass, a wrestler create, and pay-per-view edit, 
Smackdown is looking like the new |. 
heavyweight champ in the PlayStation ring. 

  

REMEDY SABO ATED BY: ies 
AVAILABLE: FEBRUARY 

Capcom's newest addition to the Mega 
Man legacy, The Misadventures of Tron 
Bonne, has players control Tron and her 
Gasellschaft mecha as they try to steal 
enough money to free her father and 
brother. Assisted by six cute-as-the-dickens 
Servbots, Tron wanders from town to town, 
stealing zenny and blasting opponents 

          

    

  

   
SS 
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_ down. It’s kind of like the movie Wisdom, 

ma io 

RAIS 
CREATED | BY: SNK 
AVAILABLE: FEBRUARY 

Traditionally playing second fiddle to the 
Street Fighter series, Samurai Shodown 
has always provided its fans with a bloodier 
version of traditional 2D fighting. Many of 
your favorite characters from past Samurai 

DB 
AVAILABLE: MARCH 

created by the first Street Sk8er, a 
festering duke of a dud that was left 
floating in the toilet bowl by EA. Perhaps 
inspired by the magicians at Neversoft, 
Micro Cabin is now trying to turn this 
wretched franchise around. There will be 
10 skaters, 30 skateboards (including the 
new Powell models), and two control 
difficulty levels. The Park-Create mode - 
a boarding game first — will allow you to 
design a skatepark of your very own. 

    

  

Be    

  

but with a giant robot instead of Emilio 
Estevez and little LEGO men instead of 
Demi Moore. ie 

        
      
     
     
      
     

      

        

   

                  

    
   

   
     
     
      
      
      
       
     
     

   

  

     

   

    

    
     

  

Shodowns are present and accounted 
for, but there are a few new fighters, 
including some raver kid with goggles and 
a big hammer. Battle, Vs., and an 
expanded Story mode should have fighting 
freaks committing Hari Kari if they can’t get 
their hands on a copy. ( 

  

With the success of Tony Hawk, the whole industry smells money in skateboarding games. 
Ironically, it was just a year ago that the only thing we were smelling was the horrible stench 

TIME Limi 

E GO.00.. 

Game Informer * February 2000



  

   
   
      

    

        CREATED BY: CAPCO! 
AVAILABLE: LATE JANUARY 

The Dreamcast version of Marvel Vs. 
Capcom is already taking over the 
multiverse faster than Galactus passes 
asteroids, and the PlayStation version looks 
to add fuel to the fire. All the characters and 

                

™ Fr Arey 
   

  

AVAILABLE: MARCH 
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modes are here, but due to the PS-X’s limited 
memory, players can’t tag in a third and 
fourth character unless both teams are the 
same. Naturally, the resolution is also a bit 
lower, and there is slowdown when facing 
bosses. Excelsior! 

Many games have attempted to be all things 
to all people, and have ended up being 
nothing to anybody (Tomorrow Never Dies 
comes to mind). Die Hard Trilogy 2 combines 
the separate games from its predecessor — 
driving, shooting, and action — into one 
machismo magnum opus. At this point, the 
driving sections pale in comparison to the 
excellent gat-poppin’ and third-person action 
levels. Hopefully these problems will be 
remedied by the final cut, resulting in another 
blockbuster hit. 

CREATED BY: KRONOS FOR EIDOS 
AVAILABLE: FEBRUARY 

for Hana Tsu-Vachel, the leading lady of Fear Effect. This huge title is 

      

    
   

        

Eidos has already turned a buxom babe named Lara and ajawless malcontent 

named Raziel into video game icons, now they are attempting to do the same 

reminiscent of the Resident Evil series, with similar 

control, inventory management, and pre-rendered 

background. Fear Effect manages to distinguish 

itself from the pack with a unique targeting 
system and an anime-influenced look.    

       | of 1") : i 

CREATED BY: MILESTONE FOR ELECTRONIC ARTS 
AVAILABLE: QUARTER 1 

Hell bent for leather? Then strap on your racing chaps and hop on that crotch rocket. 

Although we here at Gl have long been critical of motorcycle racing games, Superbike 2000 

might just be the game that makes us fall humbly to our knees and lick a red-hot tailpipe in 

penance. SB 2000 features new TV-style presentation, 13 circuits, updated 1999 Superbike 

season data, and 20 riders. The control has been tweaked to ensure that burnin’ rubber will 

be an easier experience. 
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CREATED BY: SONY COMPUTER ENTERTAINMENT INC. 
AVAILABLE: NOW IN JAPAN (U.S. RELEASE PENDING) 

Sony's much touted Legend of Dragoon seems like an awkward but promising date — the 
Situation is encouraging but the conversation is a little slow going. The thing is, you know 
there is something deep down in there somewhere, and you're hoping that that something 
is worth sticking around for. Covering four discs with its Final Fantasy-simulating play, 
Legend of Dragoon could be a bountiful bunch of goodies for RPGers, or it could be one 

- disc too many. Although no immediate U.S. release is known, everyone should take a 
gander at this sprawling RPG any way they can. Will going all the way with this game be 
worth waiting for the phone call? 

                    

    

  

   

  

   
   
    

  

    
   
   

    

  

CREATED BY: 989 STUDIOS 
AVAILABLE: TBA 

ShootOut, after turning up M.I.A last year, 
has been delayed again this season. This 
leaves us wondering if anyone will care if it 
comes out at all, given that the excellent 
Sega NBA 2K and NBA Live 2000 will 
have been out for a few months by the 
time ShootOut 2000 is released. 
Nonetheless, 989 has made some 
defensive Al improvements and included 
the new Touch Shooting meter that | 
debuted in Final Four 2000 to ensure that 
the patient will be rewarded. 

Beever BY: NE 3D0 COMPANY 
AVAILABLE: UNKNOWN 

If your fondest memories of tanks are from that wacky Richard Pryor movie, you are advised 
to check out the PlayStation version of Battle Tanx: Global Assault. Heavy metal-spelling of 
the word “tanks” aside, we can't argue with the simply explosive pleasures that this game 
provides. It may even erase the black eye given to PS-X tank games by Tiny Tank: Up Your 
Arsenal. There are Campaign and Deathmatch play modes, three playable tanks (with more 
to unlock), and seven different cities to lay waste to. 
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CREATED BY: CAPCOM CREATED BY: SEGA 
AVAILABLE: JANUARY AVAILABLE: SPRING 

Fighting fans have been foaming at the mouth waiting for this monster 2D fighter to be realized The Dreamcast is fast becoming the 
in all its glory on the Dreamcast. SFA3 actually manages to improve on the arcade version OO} { console of choice for sports fans, and 
with three-player support and an improved World Tour mode. Capcom hopes to release this BESS | f oan Sega hopes that Virtua Striker will 
game in January, but it will be delayed if Capcom cannot implement first-level Internet support, Vs BEN farses ; ; ‘| revitalize video soccer the way NFL 2K 
like downloadable characters and high-score posting, by the release date. k 86) and NBA 2K did their respective sports. To 

help achieve this, um, goal, the 
developers have included 32 international 
teams with authentic uniforms, six arenas, 
International Cup matches, and a unique 

  

  

  

  

| formation selection system. The game also 
runs in “Virtual Time,” which means that 24 
hours, from morning to night, can elapse in 
two real-time hours. 

ELEMENTAL GIMMICK GEAR - 
PDREAIVIGIA SSE ici sci ce ee Ee 
CREATED BY: HUDSON SOFT FOR VATICAL pag bi Venera | ee 
AVAILABLE: NOW LEGACY OF KAIN: SOUL REAVER - 
We weren't able to get our hands on this tf i >> Fi 
game in time for a review, which is too bad [gf “Sam AES eerie CRYSTAL DYNAMICS FOR EIDOS 
since it looks pretty danged interesting. EGG |e “16 Pi. AVAILABLE: LATE FEBRUARY 

ee aes nie er abe Offering a mix of Tomb Raider-esque gameplay, that crazy dialogue that made the first game 

fighting game combat engine. Similar famous, and grisly vampire-slaying action, Soul Reaver looked like it could have been in the 
amalgamations have fallen on their faces in running for the best game of the year. Unfortunately, the development team ran out of time 
the past, but there's something about EGG and space and left us with one of the lamest endings since Karnov. “To Be Continued” and 
that aes it look like someone finally got some pretty art work will make a lot of people feel ripped off, but overall the game is still a 
itright. blast to play. Soul Reaver will be getting an attractive facelift on the Dreamcast with a hefty 

i 60 fps framerate compared to the previous game's 25, but the action looks to be pretty 
much identical. 

HOLD 6: 10. FeED 
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POKEMON TRAQING CARD GAME - GAME 
CREATED BY: HUDSON —— ive EYSUICBIE LOTT 
AVAILABLE: FEBRUARY 7 ” 

Avideo version of the Wizards « - 
of the Coast trading card oy Co 
game that has taken America’s 
elementary schoolyards » 
Storm, Pokémon Trading Card will | 
have kiddies overdosing on | 
Pokéfun and parents overdrafting 
their checking accounts. The 
game is played exactly like the 
original card game, with a few GBC-exclusive 
cards (raising the total number of cards to 226) 
and eight different medals to win by defeating the 
Club Masters. The most interesting feature is Card 
Pop, which allows you to create a new card with 
your friend by connecting via the GBC’s infrared 
port. You can only mate with a friend's cartridge 
once, then it’s off to the next person to breed 
another card. 
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CREATED BY: UBI SOFT 
AVAILABLE: MARCH 

Rayman is a legend in his homeland of France, as revered as Charles De Gaulle, Jerry 
Lewis, and body odor. Perhaps this is why Ubi Soft's Rayman titles show a sense of pride 
and craftsmanship that its other titles can't match. Rayman for the Game Boy Color will be 
no exception. Excellent old-school 2D platforming, fluid animation, and a whimsical flair that 
could come only from that nation of green amphibians across the pond combine to make this 
one of the most promising GBC titles in recent memory. 

  

EREATED BY: sue FOR NINTENDO 
AVAILABLE: MARCH 

Revitalizing the classics on Game Boy 
Color has become the mod thing to do 
these days, and Nintendo continues to 
pull out some gems. While Crystalis may 
not have held the test of time as well as 
Zelda, it is still a good game; a solid, old 
school RPG from the days of NES. If you 
missed this one way back when, 
definitely get ready for an adventure with 
sword in hand and magic on your hip. 

CREATED BY: ROCK STAR GAMES 
AVAILABLE: NOW 

The back of the box promises a host of “death-defying feats that ordinary men only dream 
of.” Stealing the school bully’s Pokémon cards? Snapping a paparazzi picture of Sean Penn? 
Getting in a fender bender with Mike Tyson? Something tells us that it will likely involve 
jumping a motorcycle over school buses and through flaming hoops. Experience what it was 
like to be a living god in the seventies. 

Eo at ies suas Mee > 
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iy 
by Erik, The PC Jedi 
Patches? We Don’t Need No Stinkin’ Patches! ‘ 

t Ah yes, the patch. What a lovely little cost saver that is. Now that it’s assumed most people have 

Internet access, companies don’t even have to finish games before they put them out. No more 

missed Christmas deadlines, just give ‘em half the game and patch it later. We've decided to start 

doing that with Game Informer. If you experience any technical difficulties just... <Glitch Brzzzt> 

HERE ‘pos S&S WINDOWS COLLIDSL —- WHERE DOS & WINDOWS COLLIDe —      - PC 

  

   
i tionship 0 over the last few years. Some people got grumpy ‘about 
Ultima VII's awkward real-time combat engine. Many more were peev- 
ed by Ultima VII's lack of party members and incompatibility with | Who Wants To Be lel 
lower-end machines. Even more people were so mad at the bugs in g Millionaire? - (2 
Ultima Online that they actually attempted to sue Origin for not provid- Disney Interactive - agua Corn rr 

humuhumupakonukuspusa? ing the real deal. 
Because of this, a lot of the old school Ultima loyalists have been on : 

casting a wary eye at this latest and last installment of the series. At Jellyvision, the same js 
first glance, Ultima IX appears to have completely abandoned what people responsible for 
made the older games great. They made the game fully 3D, rather You Don’t Know Jack, | 
than sticking with the traditional bird's-eye view. There is no partysys- created this game, which they seem to have 
tem. You can't do random, inane things just for the heck of it since the crapped out as quickly as possible in order to get 

%) game tends to let you know when you've picked up something worth- hack to what they do best. Play Jack if you want a 
less by not allowing you to stash it in your backpack. fun trivia game 1 

    
Age of Wonders 
Gathering of 
Developers — 

| love mixing fantasy | 
with turn-based strate- 
gy, but | just wasn’t hav- 
ing that much fun with 

    To hear all of this, you’d think Lord British (A.K.A. Richard Garriot) had complete- 
ly abandoned his series and put it in the hands of someone who wanted to create 
another uninspired Tomb Raider cop out. This couldn’t be farther from the truth. If any- 
thing, Garriot has made his system of virtue an even bigger focus in this game than 
any of the more recent titles. After several hours of playing, | have yet to come across : 
a quest or side quest that was simply a matter of solving an amoral puzzle. : ; 

Instead, the game's focus is on playing a hero. When you're traveling by a farm iat this one. | just kept thinking of all the thie | Va 
house and hear a young boy screaming for help, a sense of urgency actually grips you. ed to be able to do rather than enjoy what was there. 
After saving him from a burning barn, he tells you that some bandits killed his father and stole away i his mother There} is noth: The level designer was probably my favorite feature 

ing to do but drop everything and go after the vile brigands. You almost get pissed. of the came 
This is also the first Ultima game that actually makes good on the real-time experi- ganne: 

ence. You will frequently be required to think and act quickly in order to save a fellow 
dungeon crawler in a trap or escape certain doom. By forcing the player into more real- Unreal Tournament 
istic situations, Ultima IX brings about a beiatinedise sense of urgency even in situations || — GT Interactive 
where you have all the time in the world. ‘ 

    

   

  

    

    

  

           

  

   

  

   

  

   

This game is beauti- 
| ful, armed to the teeth 

with righteously cool 
| weapons, and offers a 

ton of entertaining modes and multiplayer mayhem. 

Even the arena combat, single-player mode kicked 
butt. You may want more than just a 56K modem for 
online gaming, however. 

Ultima IX does suffer from a few prob- 
lems though, the biggest one being that 
Origin has once again bitten off more 
than the average user can chew. While 

Ultima IX will play on a relatively low-end machine, you will have to cut down on res- 
olution, viewing distance, and a great deal of the game’s attractive detail. | tried play- 
ing the game at lower settings but it was simply too crappy to bear. 

Even on a 450 MHz machine, we had to play the game slightly toned down and it 
was still a choppy experience. If you don't have the latest and greatest of machines with a recent graphics accelerator card, you Nocturne — 
may not be completely satisfied with how the game performs. Despite the occasional lags and skipped frames the world is still drop- Gathering of 
dead gorgeous and a pleasure to explore. Developers - 

| also ran into the occasional bug that should have been spotted by a playtester. In one case, | found myself being blamed for Hokey voice acting, 
slaying a mind-controlled friend when | had actually spared his life. As far as the game was concerned, however, he was dead, and lame sound effects 
there was nothing | could do about it. In a game that punishes you for lacking compassion, that’s an irritating bug to contend with. kward ‘rol d 
Guess we'll have to wait for that first patch. See Onell 

horrific use of camera ES 

a impressive. Characters can also be heard talking |) angles cut down what could have been a very ool 

amongst themselves, having arguments, or deliver- | Resident Cthulu style game. Despite all these flaws, 
ing speeches to a crowd without your input. And ; , 
yes, the Guardian continues to laugh in your mind's allied pula! Hie colleen but Taoim 
ear, and offer taunts and jibes throughout the quest. 

  

Combat isn’t anything to 
really rave about, but it 
serves its purpose. You can 
use a lot of cheap tricks on 
most enemies like strafing — 
away from their weapon 
hand and slashing at the 
same time, or just learning 
their patterns and hacking |% 
and backing up at the prop- © 

   
   

   

Scooby Doo: 

The entire world of Ultima IX is beautiful and | Mystery of the Fun 
chock full of detail. The game features a real-time || Park Phantom - South 
day/night cycle and changing weather patterns. | Peak Interactive - 

i Whether you're on or off the beaten path, exploring This “computer 

er moments. The only real danger from lesser enemies is get- a new town, or hacking through a well-balanced es should have 
ting outnumbered. What makes combat fun, however, is the Meal of puzzles, monsters, and hidden areas in one of the | 9 
wide variety of weapons and armor to be bought, found, and game's dungeons, you never feel like you've seen thatsame | been a board game. 

exploited. Spells also add a lot of flare to the experience, with Sackground one too many times. Even then, | still wouldn't like the random luck factor 
impressive lighting effects, and deadly results. } | of it. All you do is wander around the fun park look- 

! ing for items that are supposed to represent clues. 
There's no doubt about it. This is a real Ultima game, a | You can follow Shag and Scoob that way. | won't. 

game worthy of ending the series. If you can’t get over the fact 
that you can’t bake bread or take up a merchant's life just for 
the heck of it, you may find Ultima IX to be a little disappoint- 
ing. But as far as I'm concerned this is one of the best role- 
playing games to hit the PC this year. 

  

Every character in the game has a voice. Stock characters 
like guards and Joe Schmoe peasants will all answer with the 
same voice and stock lines when clicked on, but the immense 
number of people that you can actually talk to interactively is 
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By Matt, The Original Gamer 
| am forced to come off the bench in the fourth quarter, in a heroic effort to fill the open-toed, 

high-heeled shoes of my fallen compatriot, the Arcade Assassin. As many of you know, Beaux 

has a robotic titanium hand, much like the one that Luke Skywalker used, that grants him super- 

human powers of gaming. Sadly, he was recently mugged by a group of thugs who stole his 

hand to use its parts for their miniature radio-controlled lowriders. 
   

     

    

  

    

  

PREVIEW fF - : Sa : i Secaipiiie ‘a F Froad F aYela id Fr geno 

heb abs se ll = 
Architecture: N/A 
  

Style: 1-Player Racing 

Special Features: Multiple Vehicles & Tracks; Mirrored Track Mode; 

3 Gameplay Modes; 3-Speed Manual Transmission 

Created by: Midway 
4 Available: January 

  

  

  

ormally | despise 4X4 vehicles. | decry road-hogging SUV drivers who compensate for 
their tiny little crankshafts by buying gas-guzzlers with big engines and huge tires. 

However, in the case of Offroad Thunder, | have managed to overcome my prejudice 
against these mechanized behemoths. Fast action, crazy tracks; this hectic racer’s has all 

the hallmarks of a coin-op classic. Talk about mudflaps - this game’s got ‘em! 
Midway’s HydroThunder was one of the best arcade titles of the past few years. 

HydroThunder’s hyperspeed nitro action, coupled with the cabinet’s earsplitting sound 
system made the game a quarter-gobbling racing sensation. Now Midway is looking to dupli- 

cate the magic with Offroad Thunder, which takes its predecessor's over-the-top gameplay 

out of the swamp and sends it right up the dirt road. Offroad Thunder runs on an optimized 
version of the board that HydroThunder used, and will be a sit-down arcade unit. 

Offroad Thunder features eight tracks, many of which must be unlocked through 
gameplay. There are nine trucks to choose from, as well as secret trucks like the Wildcat 

and the Dust Devil, which are available to only the most accomplished rig jockeys. Like in 

HydroThunder, the tracks are littered with shortcuts, secret paths, and Nitro Shock 

power-ups, which you must use frequently if you want to win. Once you’ve mastered all the 
tracks, the Mirrored Tracks mode allows you to become a switch-hitter by reversing all the 

tracks for an added challenge. 
Offroad Thunder includes a few key additions that should ensure that it will be one of the 

hottest arcade units of the year. The transmission is now a three-speed manual, which 

allows skilled gear-jammers to get a jump on the pack with savvy shifting. Two new game 

modes have been included, supplementing the traditional Rally racing with Snag the 
Flag and Demolition modes. Given Midway's 

history, we wouldn’t be surprised to see this 
sure-fire hit make its way to a home console 
in the near future. 
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TIPS AND “POINTERS 
-ON THE ARCADE 
RULES GAME = 

With so many customers who choose 
different location and other ones that 
even change color on you, it’s 

impossible to suggest the perfect route 
for the game, but we did learn a thing 

or two in our quest to achieve the 
mighty Crazy license. 

THE LICENSES 
In order to see a character ending in 
arcade mode you will need to get a 
class S license which requires that you 
earn at least $5,000 before the gig is 
up. There are two more licenses 
beyond the class S. The Awesome 
license requires $10,000 and the 
incredible Crazy license requires you 
to earn $20,000. On a humble note, we 

have yet to have achieved the Crazy, 
but do believe that it unlocks 
something good. 

CUSTOMERS & 
PRIORITIES 

You can learn a lot by examining a 
customer's pick-up zone. If the circle is 
large, the route to the location they 
want you to take them to is relatively 
direct. The color of the circle 
determines the distance and how 

   

  

    

          

   

      

        

     

    

   
    
    

    

  

   

before you can do a Crazy Drift. It's 
best to time them carefully when } 
approaching intersections and other 
areas where you may need to make a 
sharp turn. F 

CRAZY DRIFT 
This is the powerslide maneuver of the 
game and it is an essential time saver 
and tip maker. To do a Crazy Drift, you 
must be moving at a reasonable pace 
and not be in the middle of a Crazy 
Dash. The official move is hitting ; 
Reverse (A), turning in the desired ; 
direction, and then hitting Forward (B). 
Our foolproof method is to simply turn 
and then slide a thumb across the (B) 
and (A) keys in that order. Crazy Drifts 4 
are great for taking sharp turns, 
especially if you follow up with a Crazy 
Dash once the car has stopped 
bouncing around. Be warned though, 
pulling too sharp a turn will cause your 
car to bounce its front wheels off the : 
ground making it difficult to control. 

REVERSE/ BRAKE 
This one isn’t too complicated. Simply 
hit the reverse button while braking to - 
stop more quickly. This move is crucial 4 
for not overshooting your customers or 
drop-off points with no barriers for you 4 
to conveniently slide into. 

  

    

   

    

    
   

    
   
    

  

    

    
   
   
   
    
     
    
   
    
   
   
    

  

   
   
    

   
    

    

  

   

     

   
   

  

    

    

   
   
    

    

   

  

   Since the bulk of this Play to Perfection. : 
deals with specific maneuvers, we'll 
start off with a description and some 
pointers on all of the moves in the 
game. Of the five, Crazy Dash, Crazy 
Drift, and the Reverse/Brake are the : 
most important. 

The Crazy Dash will give your vehicle 
a sudden burst of speed. To activate 
this move, you need to press and hold 
the Forward gear button (B), then ; 
follow up quickly with the accelerator. 
The two almost need to be pressed 
simultaneously. 

After you hit the first Crazy Dash, you 

can follow up with a series of three 
more to get some insane speed going 
by letting go of the accelerator, hitting 
the Reverse gear button (A) and then 
repeating the first step of hitting and 
holding (B) and then hitting accelerator 
button again. Let go of the accelerator 
again and repeat the process to get 
two more boosts. The timing on the | 
follow up boosts can be tricky and 
activating the second one too quickly 
can cause your car hop up into the air, 
slowing you down. Although if you do it 
quickly enough, you will actually get 3 
enough air to pull off a double combo 
Crazy Jump. Triple and quadruple 
Crazy Dashes are best reserved for 
long straight-aways like the hill you 
drive down shortly after the top Cable 
Car Stop. 

   

   
    

   
   
   

  

   

    

    

   
   
       

        

     

   

    

       

   

  

    
       
    
    
    
   
    
   
   
    

      

   
   

  

    

  

   

  

   
   

    

CRAZY DASH REVERSE 
This move is primarily useful for when 
you screw up and slam into a wall head 3 
first. Execute a single Crazy Dash and 
then quickly hit the Reverse button (B) 
while holding down the accelerator. 
The car will get a sudden but short 
boosted reverse. Generally, it's better 
to avoid screwing up and stick with 
braking Crazy Drifts than to have 
to resort to this move. “ 

CRAZY DRIFT REVERSE 
This move will allow you to do a 180 
degree Crazy Drift followed up by an 
immediate reverse drive. Just do the 
same thing you would do to pull off a 
Crazy Drift but hit the Forward gear 
first and then the Back gear while 
turning. We found this one to be the 
most dubious of the moves as it tends 
to need a lot of clearance and the 
camera angle changes to a side view 4 
for a brief moment, which is just long § 
enough for you to miss your mark. It 
might be useful for some of the mini- § 
games if you perfect it, but we found it 4 
to be too awkward. 

    
    
    
    
     

    

  

   
    

  

  

   

  

   
   
     

   
     

  

    

   
   

   

  

    
    

   
   

   
   

    
    

    

The Crazy Drift has a lot of different 
applications. If you're stopped and you + 
want to turn the car around quickly, jam. § 
the accelerator and then execute a : 
Crazy Drift. This standing Crazy Drift 
will allow you to turn on a dime without 
having to waste time doing a } 
three-point turn. 

By braking hard for a second and then 
hitting a Crazy Drift you can slide into 
walls and objects located within drop- j 
off and pick-up zones allowing you to 
stop quickly and be facing in the proper 
direction for your next destination. 

By letting off on the accelerator as you 
perform a Crazy Drift, you can get the 4 
car to slide laterally for a good long 
distance. This will earn you a ton of 
tips, particularly with B.D. Joe, 
provided you don’t bump into anything 
right away. 

  

   
   

    

    

   
   

  

   
   

     
   
   
   

  

   

    

      
   
    

  

    
    
    
    
    

    

    

    
      If you’ve recently executed a Crazy | 

Dash, you will have to wait a moment 

      

    



  

    
     
    
    
     
   

     
    
    
     
   

     
     
      
    
    
    
    
    

    

  

more cash for the number of seconds 
left on the customer’s timer so don't 
waste too much time trying to make tip 
money when you're pretty sure you 

can still score a Speedy rating. j 

EARNING THE TIP MONEY | 
Remember, if you're not crazy, you 
don't get the good tips. The shortcuts 3 

much money the initial fare is. In order ° 
of closest to farthest locations, the 

colors are Red, Orange, Yellow, 

Yellowish Green, and Green. 

In our experience, sometimes the best 

way to pick up some extra time is to | 
focus on customers who are yellow § 
and below. When you get really good, 
its possible to get the long-range 
customers to their locations without 
losing time, but for the less skilled 

player, a lot of mishaps can happen } 
along the way. To get our first S- 4 
license, we focused on yellow : 
customers when convenient and then 
tried tackling a couple greens after the 4 
post drop-off clock started dropping 
below 35. 

WATCHING THE 
CLOCK 

The only time that matters is how much 
you have left in your personal timer 4 
after you've dropped a customer off. If 
it starts to drop below 50, you'll want to * 
do everything you can to getit back up. 
Skilled players of the arcade version of 
the game have actually managed to 
pick up 400-500 seconds on the timer, 
but this takes a lot of practice. Don't 
expect to pull off an Awesome or 
Crazy license until you get 

   
     

         
   

  

good enough to actually build up your 
clock past 100 to 150 seconds. 

THE TIME BONUSES 
Making a speedy delivery is crucial to § 
staying in the game. Getting the 
Speedy rating will get you five more 
seconds, Normal gets you two, and ‘ 
slow nets you nothing but the cash you 
earned. Sometimes it's helpful to hit a 
series of shorter range customers just 
to build your time up, so you can pick 
up the yellow/green and green 
customers to make more cash later. ’ 

Don't knock the five second bonus. It's 
alot of time in this game. You also earn 

we listed in the S-S mini-game section 
below are great time savers but a lot of 
them keep you out of traffic. If you’re 
good enough to risk it and you have 
time to spare, stay on the road to make 
more tip money. 

Tips can be made by catching major 
air (the Crazy Jump), passing 
extremely close to cars (the Crazy 
Through), or making hard turns with 
the Crazy Drift. The more stunts you 
pull off without hitting cars or slamming 
into other objects or buildings head on, 
the more cash you get for each trick as 
the combo meter builds up. When you 
do hit something you get to keep the 
cash if you drop the customer off in 
time but the meter returns to zero and 
you're back to making pocket 
change again. 

You make more money off of a Crazy 
Through depending on how fast you're 
going when you pass a car and their 
relative speed compared to you. Thus, 

driving with traffic nets the least tips 
while driving close to a parked 
car will get you a little more, and 

: recklessly driving through head- 
4 yy on traffic earns you the most. 

Jumping over head-on traffic 

seems to make a difference in your 
Crazy Jump tips as well. 

To make the most of your Crazy 
2. Drifts, try sliding early into 
siti drop-off zones. The 

, longer you slide the 
wont, : 
yY 3 more combo points 

ah you get. It also pays 
ee >) to slide early into 

; .) sharp turns if you're 
== going fast enough. 

y Drifts can make you a lot of cash 
7 when you get the hang of them. 
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   P i to the left the car will turn a little bit 
Before tackling the daunting task of 

bs acquiring the class S or higher licenses 

znd in the arcade rules, we highly 4 
; recommend mastering the mini-games ! 

as they will force you to learn precision 4 

Dashes to get rolling towards that flag. 

4 fastest drift. 

Driver of Choice: Gena 

driving that you never thought | 
af possible. Besides, winning them all 4 

eeuty gets you the bicycle. 

1-1 GRAZY JUMP 
Driver of Choice: B.D. Joe 

      

   

   This is more of an educational mission j 

than anything else. All you have to do 4 
to pull this one off is simply execute a 
double Crazy Dash towards the end of 

3 the track. We like B.D. Joe for this one 3 
| because of he has the top speed. For 4 
Be a major overkill try hitting a double 

j Crazy Dash at the beginning of the | 
track and then finish a quadruple right 
before the end of it. 

Driver of Choice: B.D. Joe 

groups of three. Try to approach the 
clustered balloons so that you can pop 

  

the third balloon moving away from 

You start this mini-game off facing § 
away from the flag. Simply jam on the ; 
Accelerator and execute a Crazy Drift j 

to the left. This should turn you around 
in place for a little bit. You may find that 

the car will stop turning for a second. | 
Just keep on accelerating while turning 

more. Jam out a couple double Crazy 4 

We've finished it with plenty of time | 
using this method. B.D. Joe has the ; 

   
You shouldn’t have too much trouble 4 
on this one. Just try to line up multiple § 
balloons so you can take out several 3 
without having to search for them. Use 4 
the Crazy Drift to position yourself 4 
quickly, but don’t attempt to use it to | 
broadside balloons as this will merely 
knock them around and waste time. 

Some balloons are packed together in 4 

two at once with the front right and left j 
@ corners of your car. The pop will send 4 

  

you in a straight line. Chase it down, 4 
tag it and pull a Crazy Drift to get ; 
another group of balloons in your j 
sights. ; 

  

This is a pretty tough one. Gena works 
pretty well as she tends to stick to the 
road a lot better than the other cab 
drivers. Start off with a Crazy Dash, but 

§} don't double it as this will get your car 
2-1 CRAZY DRIFT 

Driver of Choice: B.D. Joe 

   
1 This mini-game has B.D. Joe written all ; 

over it. Kick off with a double Crazy 3 
Dash and start sliding. For maximum ; 
effect, try to keep the car sliding 3 
sideways as long as possible. This will 4 
get you a ton of combo points. Don't 4 
worry too much about hitting the walls 4 
head on as this will not interrupt 7 
the combo. 

2-2 CRAZY TURN 
Driver of Choice: Gena 

  

            

      

          

            

      

  

      
   

  

     

moving too fast to pull a tight turn. As 
you're about to pass the pylons jam the 
breaks for half a second and then let 
go to slow down a little, start turning, 

and pull the Crazy Drift. The real trick 
to this mini-game is finishing it properly. 
After your final U-turn you will start 
driving down a ramp. Get on the left 
side of it and make tight Crazy Drift 
turn to the right once you're clear of the 
fence about half-way down. The goal is 
to slide off of the ramp with your car 
facing in the direction you were just 
coming from. This will land you right in 
front of the finishing area. Crazy Dash 
towards the finishing area and then 
switch into reverse and brake in order 
to stop quickly. 

23 CRAZY BOUND 
Driver of Choice: Gena 

  

Just execute Crazy Drifts in the | 

directions that the arrows on the ramps" 
indicate to complete this level. You will 

 



want try and get your car turned 90 4 

  

degrees for each jump. Don’t use 
Crazy Dash except to start moving and j 
on the final ramp (it has a straight 4 
arrow). Simply hit reverse and brake 4 
when you start to get close to the | 
finishing zone. 

3-1 CRAZY RUSH 
Driver of Choice: Axel 

This level is pretty much a test of your 
skills up to this point. Our method was 4 

to start with a Crazy Dash and make a } 
quick beeline for the farthest of the five 4 
customers, pull a reverse and brake to 

stop right next to him. The second he 4 
hops in, Crazy Dash forward. Aim your 
cab towards the right of the drop-off 4 
area; hit the brakes as you approach, 3 
and pull a hard Crazy Drift while 
holding the brakes. If all goes well, you 

should pull something close to a 180 4 
and be sitting in the drop-off zone. 4 
Crazy Dash forward when the 4 

customer gets out and go for the 
customer on the far right. Keep on 4 
repeating the process. On the last 4 
customer, be ready to make a stand- 4 
still drift by hitting the accelerator and 4 
Crazy Drifting in the desired direction. 3 

  

Dd 

Be patient with this one. It took us a ¥ 
while to hang of it. ; 

32 CRAZY JAM 
Driver of Choice: Axel 

This level is a test of your driving 
finesse and your ability to pull a Crazy 4 
Drift and stopping on a dime next toa 4 
customer in such a way that you are | 
facing towards the next destination. 
Race towards the first destination with 
a double Crazy Drift, hit the brakes 4 
when you get close to the drop-off 4 
zone, and pull a Hard Crazy Driftto the 4 

right. If you pull it off correctly, you will 3 
slide right next to the next customer 4 
and be facing towards the right. Again, 
this takes practice. Crazy Dash your 4 
way forward and eventually you will 
see a drop-off zone to the left side of 
the road. You will need to cross 
through head-on traffic in order to get 
to this zone. If you made good time, 
don't worry about the drift. Just point ; 
yourself towards the next customer 
and use the reverse/brake to stop right 4 
next to him. Turn left a little bit and 
punch a double Crazy Dash to blast 3 
through two intersections (preferably 
without hitting anyone). Use the trusty 
old reverse/brake to come to a stop } 
inside the drop-off zone. j 

   

3-3 CRAZY POLE 
Driver of Choice: Axel 

You can actually beat this level by 4 
nailing the poles head on and, backing | 
up a little, and then doing a stand-still 4 
Crazy Drift to quickly get oriented 4 

@ toward the next pole. However, the 4 
@ more desirable method is to do a { 

    

braking Crazy Drift into each pole so 

  

@ that your are facing in the proper 
direction the second the next customer 
hops into the vehicle. Use a single 
Crazy Dash to pick up the pace 
between poles. The double Crazy 
Dash is a bad idea as it tends to 
bounce you off of the poles and out of 
the exit area.
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The ‘S' games are unlocked once you 
have completed a row of the original 
nine games, like 1-1, 1-2, and 1-3 or 1- 

1, 2-1, and 3-1. In order to get the final 

area, S-S, you must complete all of the 
other ‘S’ games. These games are the 

toughest to beat. Be patient, because 
once you've finally finished these, all 
the rest of the games will seem like a 

   

joke and you'll be a huge step closer to | 
getting an ‘S’ License in Arcade Mode. 

1-S CRAZY BOWLING 
Driver of Choice: B.D. Joe 

  

This level will take you a few tries, as 
you will need to get a strike on every 4 
set of pins without fail in order to 
complete it. Use the double Crazy 
Dash to get to the first and last sets of 
pins, but don’t use it for the others as it 

is impossible to spin while the car is still 
revving up, and you usually don’t have 

enough space. Just use a single Crazy 
Dash between each set of pins and try 
use Crazy Drift to fishtail the back of 
your into the first three pins. This will 
usually take them all down. 

2-S CRAZY ZIGZAG 
Driver of Choice: Gena 

  

This mini-game is really nasty. The first 
three turns aren't too bad as you won't 
even need to use the Crazy Drift. On 
the fourth turn, hit the brakes for a half 
asecond and let off the gas and start a 
Crazy Drift to the right. The second 
you're oriented properly, hit the ‘ 
accelerator again. On the next turn you 
will want to break a bit longer and 
repeat the previous process only 
turning to the left. The final turn is a hair ’ 
pin. Slow down a little bit right before 
you hit it. Start the turn and then 
execute a Crazy Drift. This is an 
intensely frustrating game and   

probably took us a couple hundred 
tries to pull it off. Timing is everything. 

Don't get too excited when you see the 
finishing zone. It's very narrow and 
right on the edge of the track. 

3S CRAZY ZIGZAG 2 
Driver of Choice: Gena 

  

This mini-game is even more insane 
than the previous one. It's the same 
track, but now you have to slide right 
up to the edge in order to drop one of 
the seven Grannies in your car. In 
order to pull this one off, you have to 
master the braking Crazy Drift to a 
state of perfection. Use the Crazy 
Dash and then lean on the brakes hard 
when you start to get close to a granny 
drop-off zone. The trick is to slow down 
first and then pull a Crazy Drift with the 
brakes on, orienting yourself towards 
the next drop-off zone. This mini-game 
requires patience and a god-like sense 
of timing. It’s tough. 

$1 CRAZY THROUGH 
Driver of Choice: Axel 

  

This is actually one of the easier ‘S’ 
Games, just get yourself on the left- 
most side of the road and drive on the 

curb. The passing head-on traffic 

should give you the 30 Combo you 
need in no time. All you have to do is 
stay on the curb. 

$-2 CRAZY PARKING 
Driver of Choice: Gus 

  

Gus is actually the best choice for this 
mini-game as you’re unlikely get 
through it without smashing into 
something and his car seems to 

handle collisions the best. In order to   

bust through this one we cut an 
angular path through all of the levels 
except for the top one where we took a 

right at the stairs and drove towards 
edge of the garage, making a right 
crazy drift and using the reverse/brake 
to stop. We have yet to finished this 
level with more than a second on the 

timer left, so don’t expect this one to | 
be easy. 

$3 CRAZY PARTY 
Driver of Choice: Axel 

The key to this level is following the . 
pattern. There are seven passengers 
to pick up. Spend some time exploring 
the level to figure out where they all are 
before attempting this strategy. 

1. You start off in front of a large ramp. 
Ignore it and head a little bit towards 
the left to find a guy at a set of | 
telephone booths. Try a braking Crazy 
Drift towards the left in order to orient 
yourself properly with the spiral : 
mountain behind and left of you. 
  

  

2. Now head to the spiral track that 

should be visible in front of you and go 
up it. Crazy Drifts are feasible, but we 
recommend slowing down once the 

track turns towards the right. At the top, 
you will find your second customer. 

top. There is a customer standing by 
some oil barrels on this platform to the 
right. 

  

5. Drive off of the mountain in the 
direction of the upper area that the 
ramp leads to and you should land 
near a customer sitting next to 
some boxes. 

  

6. After picking up the guy by the boxes 
its time to use that ramp to your left to 
jump to the upper level. Make sure you 
give yourself enough of an approach 
for it to pull off a double Crazy Dash. 
Right on the edges of the platform 
you're jumping on to are two 
customers standing by the right and 
left walls. Use the Crazy Drift to turn 

around quickly the second you land. 
Pick up one customer and then blast 
over to the other side to get the other 
customer, making use of the braking 
Crazy Drift to save time. 

  

3. Drive back towards the track but 
don’t attempt to follow it down. Just 
drive straight off of it and you will land 
near a group of parked cars. The third 
customer will be in the middle of these 
cars. Pick him up. 

  

4. There is another spiral track on the 
opposite side of the arena from the one 
you just jumped off of. Ride it up, 
making sure to slow down towards the 

7. Be sure and do a braking crazy drift 
in such a manner that you are facing 
away from the edge of this platform. 
Go straight and avoid biffing it on the 
pathway and you're home free. 

ii? Ov: a 

  

This mini-game requires you to make 
the best possible use of your skills in 
order to succeed. You'll need to 
practice a few times to beat it.



  

SS CRAZY ATTACK 
Driver of Choice: Axel 

This is the insanest of the insane. You 4 
are required to drive through the entire 
San Francisco arcade setting in four 
minutes. We made it with about 3 and 4 
a half seconds to spare. The game is 4 
kind enough to let you know at various § 
checkpoints how well you're doing. 
The second the text goes red, quit and } 
try it again. The following is a list of 4 
shortcuts we used and choices we } 
made to save time. You may notice 4 
that we took pictures from the Arcade’s 
Ten Minute Mode. You try and keep a 
finger on your screenshot grabber 4 
while blasting through the entire level.’ 
in four minutes! 

  

1. Small Park 
Right after the beachfront area and | 
yacht club, there is a park with aramp 4 
at it's border. Jump it and keep on 
cranking on the double Crazy Dashes 4 
to take the next ramp up and over the - 
road. This will send you careening : 
through the outdoor area of the 4 
cafeteria and back on to the road | 
again. Avoiding accidents at this point 4 
is tricky but worth a little time if you pull 3 
it off. 

2. Big Park 
Cut straight through the middle of this 4 
park and continue on the major road 3 

that bends to the right. Make sure you 
drive a little bit off of the center line 4 

~ you're cutting through the park in order 4 
to avoid smashing into parked cars 
that tend to be there.    

4] 5. The Church Area to the 

] @ and drive over the pedestrian area with § 
@ the crates in it. j 

  

route is technically the longest of the 
@ three you can choose, but it generally 

seems like less of a hassle despite the | 
@ fact that you are driving against traffic. } 

   

   

Helipad q 
Don't bother following the road once 3 

@ you get near the church. Just cut a ] 
4 swathe straight through the grass and 4 

up the hill. After crossing the road the 4 
# first time, try and get enough speed 4 

going to take advantage of the bump § 
near the hairpin to the left in order to 3 

@ jump the road and any cars that would 
have been in your way. 

6. Between the Helipad 
Baseball Stadium 

We generally try to stay on the right : 
side of the road until we get near the 

# downhill slope heading towards a 4 
nasty hairpin. Skip it. The second you § 
have an opening in the barrier to the 

@ left, use a Crazy Drift to the left to fling 
yourself off the side of the ramp and . 

@ into the Baseball Stadium Parking lot 4 
below facing the opposite direction of 
the one you were just driving. 4 
Sometimes parked buses get in your 
way here, but half the time there is a 

4% clear route along the right wall of the 4 
parking lot. Fly along this safeway and 

take aquick turn tothe rightthe second 
: @ the parking lot wall is clear. Your 
@ jump facing right up the first ramp. If 4 
@ you weren't going too fast, you'll be in J 
4 perfect position to hop out the leftmost! 

@ the turn. 

@ over the place. Once you exit the 4 

@ tunnel, hop the foot of the bridge 

on this next stretch of road is hideous. 
We had the best luck hugging the left 
side of the road and swerving in and 
out of oncoming traffic to avoid parked 
cars on the curb. The road will turn left 
cut across to take advantage of a brief 
moment of safety in the front lot of the 
fire department, before heading uphill. 

         
   

   

    
      

    
   

   

    

   

     

    

  

    

  

    
    

            

   

reflexes must be honed or you will 4 
slam into a palm tree. Keep on driving 
along the front area of the Baseball 
stadium. Follow the pavement and you 4 
will get to the highway leading } 
downtown. Crazy drift right to make : 

   

   

LL 10. The Uphill Battle 
7. The Highway. @ The final uphill stretch is deadly. In our 
We tried a lot of different methods for # best game, all of the checkpoints up to 
making the harrowing highway # here were green and we finished the 
experience easier, but when it comes @ game with only three seconds to spare 
down to it, you're just going to have to @ due to all of the accidents we racked 
bite the bullet and drive in between all @ up. Our best advice is to do your best 
of the vehicles here. to crank out the double Crazy Dashes 

right before hitting the edge of each 
plateau as this will sometimes cause 
you to jump cars you couldn't see. 

8. Downtown q 
We're not certain if this is the best route | 
through downtown, but it's the one we 
took to complete this mini-game. After 3 
getting off of the highway, take the first 4 
two rights and then follow road left. 4 
Take the next right, turn a little bit to the 
left and then instead of following the 3 
road left, jump off of it and into the mall 4 
entrance. Drive through the mall j 
staying on the left side. Take a hard 
right at the exit and then follow road 
left. Take next right under a bridge. 4 
Immediately after passing the bridge 4 
support, swerve left to get to the 4 
underground tunnel and slow down 4 
until you get out again as it swerves all 4 

11. The Last Stretch 
When you get to the top of the hill, the 
road will branch off in two directions. 
The one to the right is longer but 
follows traffic. The left one is shorter, 

but you will be forced to drive against 
the flow of traffic. We put our money on 
the left route every time. 

- eee 

support and you have just escaped the 4 
clutches of downtown. 

     
   

@ Once you finish this final mini-game, 
fi] @ you get an amazing sense of 

accomplishment and a new vehicle 
@ option for every character. Simply 

press up on the D-Pad at the arcade 
@ selection screen to ride the bicycle. If 

# you want to use it in the mini-games, 
keep on scrolling to the right when 

| '§ selecting characters. 

9. The Fountain to the Hill , 
There is a fountain area in the middle 4 
of the road. Go through it but avoid 4 
hitting the central fountain structure as 
this will sometimes stop you. The traffic 
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helpful hints 

  

Clone Teams - At the Team Selection 
screen press Up C (x7). Doing this will 
bring about the sound of a bouncing 
ball. Now, press Down C the indicated 
number of times to create a home team 
where every player is the same. For a 
cloned away team press Z before 
pressing Down C. 

Kobe Bryant - Down C (x3) 
Ken Griffey Jr. - Down C (x4) 
Random NBA Player — Down C (x5) 
Minoru Arakawa — Down C (x10) 
Tim Bechtel — Down C (x11) 
Steve Bolender - Down C (x12) 
John Brandwood — Down C (x13) 
David Bridgham - Down C (x14) 
Scott Bush - Down C (x15) 
Marc Doyal - Down C (x16) 
Mike Fukuda - Down C (x17) 
Jeff Godfrey - Down C (x18) 
Ken Griffey Jr. - Down C (x19)[GD1] 
Roger Harrison - Down C (x20) 
Chick Hearn - Down C (x21) 
Robert Hemphill - Down C (x22) 
Jim Holdeman - Down C (x23) 
Mike Knauer - Down C (x24) 
Kevin Kraus - Down C (x25) 
Chris Lamb - Down C (x26) 
Michael Lamp - Down C (x27) 
Stu Lantz - Down C (x28) 
Howard Lincoln - Down C (x29) 
Ken Lobb - Down C (x30) 
James Maxwell - Down C (x31) 
Umrao Mayer - Down C (x32) 
Arnie Myers - Down C (x33) 
Dan Owsen - Down C (x34) 
Colin Palmer — Down C (x35) 
Tom Prata —- Down C (x36) 
Ed Ridgeway - Down C (x37) 
Henry Sterchi - Down C (x38) 
Noah Stein - Down C (x39) 
Faran Thomason — Down C (x40) 
Gail Tilden - Down C (x41) 
Russell Truelove - Down C (x42) 
Erich Waas — Down C (x43) 
Phil Watts - Down C (x44) 
Armond Williams - Down C (x45) 

“The VidMan” 
Uptown, MN 

@ Game Informer * February 2000 

Enter these codes at the Main Menu. 

Debug - Right (x2), Left (x2), Right, 
Left, Right. A sound will indicate 
success, and then these codes become 
available for entry: 

Fight Against Gabrielle - Left C (x4) 
Play as Bunny Despair - Left C, Up C, 
Right C, Down C 

@ 
Stephanie McMahon - Select Test as 
your wrestler, then enter Road To 
Wrestlemania. After several bouts, 
Stephanie McMahon will enter with Test 
and become a playable character. 

Ted Masters 
San Jose, CA 

Paul Bearer - Select Undertaker as 
your wrestler, then enter Road To 
Wrestlemania. After several bouts, Paul 
Bearer will enter with Undertaker and 
become a playable character. 

Dude Love - Select any wrestler, then 
enter Road To Wrestlemania. Now, 

make it to Summer Slam undefeated. 
Doing this will give you a crack at the 
WWF title. Win and Dude Love will 

reveal himself as a new character. 

Cactus Jack - Select any wrestler, 
then enter Road To Wrestlemania. 
Now, win the Hard-Core Title and 

defend it a few times to make Cactus 
Jack appear. 

Jim Ross & Jerry Lawler - Select any 
wrestler, then enter Road To 
Wrestlemania. Make it to Wrestlemania 
and JR and JL will begin the fight and 
become selectable characters. 

Shawn Michaels - Select any wrestler, 

then enter Road To Wrestlemania. 
Make it to Wrestlemania and win or 
defend the WWF title to make Shawn 
challenge you. Victory will unlock this 
tough competitor. 

Lonnie Pastroli 
Oak City, NH 

  

First Person View - When Press Start 
appears, quickly tap Down, Up, Left 
Button, B, Z, Left, Up C, Right C, Left 
C, Z. 

“Daddy Fat Sax” 
Memphis, TN 

oo8'foo 

  

Camera - Use Tiny’s shrinking ability to 
enter the fairy-shaped building in the 
main area. Grab the Camera and start 
photographing the fairies in the game to 
unlock the Mystery Menu Options. 

DK Theater - Photo 2 Fairies. 

DK Bonus Stages - Photo 6 Fairies 
then find Rambi and Enguarde to unlock 
their bonus stages. 

Donkey Kong Arcade - First, head to 
Frantic Factory and use a Gorilla Grab 
to operate the lever. This will bring up 
the original DK arcade game. Beat all 
four stages, then complete it once more 
to collect a Nintendo Coin. From here, 
photo 6 fairies to make this awesome 
arcade game appear in the Mystery 
Menu. 

Jetpack - Collect 15 Banana Medals, 
then visit Cranky to play the Jetpack 
game. Score 5,000 points and you'll 
receive the Rareware Coin. Now, photo 
six fairies to unlock this game in the 
Mystery Menu. 

Boss Battle - Photo 10 fairies. 

Multiplayer Krusha - Photo 15 fairies. 

Cheat Mode - Photo all 20 fairies. 

Bonus Levels - Collect 40 Blueprints 
and bring them to Snide to unlock the 
eight bonus levels. 

Jeffrey Simms 
Toola, OR 

ea 

idy 2 Rumble Boxing 

Enter all these codes from the 
Championship mode New Game 
screen. These codes also unlock 
several characters in the Arcade mode. 

Bronze Class & Kemo Claw - BRONZE 
Silver Class & Bruce Blade - SILVER 
Gold Class & Nat Daddy - GOLD 
Champ Class & Damien Black - 
CHAMP 

Laura Wanker 
Los Angeles, CA 

  

  

Wayne Gretzky —Enter Wayne Gretzky 
as a create-player name, and the game 
will automatically assign his jersey 
number 99. 

Super Players - Enter Joe Sakic or 
Peter Forsberg as a create-player 
name. Answer Yes to use his ratings, 
then adjust them as desired. Now, 
return to the previous screen and 
change his name to your liking. 

Super Goalie - Enter Patrick Roy as a 
create-player name. Answer Yes to use 
his ratings, then adjust them as desired. 
Now, return to the previous screen and 
change his name to your liking. 

“Virtual Gap Boy 2001” 
Phoenix, AZ 

(mn 
Enter all these codes at the Enter Cheat 
Menu located in the Pause Menu. 

Invincibility - GODLY 
Level Select - SKIPPY 
All Weapons - LOADED 
Infinite Ammo - SORTED 
Pen & Ink Mode - SKETCHY 
Faster Running - SONIC 

  

Heir Starr 
Illoa, AZ 

pa 
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Box as Judge Mills Lane - Enter the 
Option menu and watch the Cyber 
Athlete video. Now, enter Exhibition 
mode and intentionally get disqualified. 
Doing this will unlock Mills Lane as a 
middle weight. 

Oy 

Enter all these codes at the Password 
screen. 

——_> 

“The Kramer Gamer” 
White Fish, MT 

  

Unlimited Special Weapons - A, L1, 

Down, A, Up 
CPU Only Attacks Player - Right, A, 
Right, A, L1 
Only Napalm - Right, Left, R1, Right, 
@ 
Only Remote Bombs - Up, Right, 
Down, L1, & 

No Health in Deathmatch - A, Down, 
A,@,A 

No Health in Tournament - Down, R1, 
Down, Start, @ 

Jimmy “The Tornado” Gornado 
Green Bay, WI 

(>> wu-tang: Sraoin style 
Enter this code at the Password screen. 

    

  

Parental Lock Code - A, @, %, %, 

g,A,0,8 
“Daddy Fat Sax” 

Memphis, TN 

Enter all these codes into the Enigma 
Machine (Code Entry screen). 

Invincibility - MOSTMEDALS 
Infinite Ammo —- BADCOPSHOW 
Rapid Fire - ICOSIDODEC 
Reflecting Shots - GOBLUE 
Wireframe Mode - TRACERON 
Pict of Lynn - COOLCHICK 
Pict of Adrian - AJRULES 
Pict of Dev Team - DWIMOHTEAM 
Gallery of Picts - DWIGALLERY 
American Movie Mode - SPRECHEN 
Special Power-Ups - DENNISMODE 
Bismark Dog - WOOFWOOF 
Col. Muller - BIGFATMAN 
Gunther - GUNTHER 
Noah - BEACHBALL 

.. Otto - HERRZOMBIE 

helpful hints - 

(_)).._ Tomorrow Never Dies 

Enter both these codes at the Main 
Menu. 

Unlock All Missions — Select (x2), 
@ (x2), L1 (x2), @, L1 (x2) 
View FMV - Select (x2), @ (x2), L1 

(x7) 

Enter all these codes from the Pause 
screen. 

Invincibility - Select (x2 
Select 
All Weapons & Fifty Med - Select 
(x2), @ (x2), L1 (x2), R1 (x2) 
Ethereal Mode — Select (x2), @ (x2), 
A (x4) 
Cheat Camera — Select (x2), @ (x2), 
R2 (x2) 
Flash Bond — Select (x2 

(x2), @ (x2) 
Freeze Objects - Select 
Select (x2), A (x2) 
Complete Current Mission - Select 
(x2), @ (x2), Select, @ 
Remove All Objects — Select (x2), @ 
(x2), Select, (x2), Ill (x2) 
Remove All Surfaces - Select (x2), 
@ (x2), Select (x2), @ (x2) 
Remove On-Screen Displays - 
Select (x2), @ (x2), Left, Right, Select 
Color Beams — Select (x2), @ (x2), 
A (x2), Il (x2) 
Debug Info - Select (x2), @ (x2), L2, 
R2 
Unknown 1 - Select (x2), @ (x2), ll, 
A, 
Unknown 2 - Select (x2), @ (x2), R1 

(x3) 
Unknown 3 - Select (x2), @ (x2), 
Select (x2), R1 (x2) 

, @ (x2), A, 

, @ (x2), a   X2), @ (x2), 

Roger Moore 
Pittsburgh, PA 

passwords - 

  

Werner Von Braun - ROCKETMAN 
William Shakespeare - PAYBACK 
Winston Churchill - FINESTHOUR 
Wolfgang - HOODUP 
Velociraptor - SSPIELBERG 
Making of Level 1 - INVASION 
Making of Level 2 - BIGGRETA 
Making of Level 3 - DASBOOT 
Making of Level 4 - STUKA 
Making of Level 5 - KOMET 

codes + strategies + helpful 

    

hints + passwords + 

  

Enter all these codes at the Course 
Selection Password screen. Note: 
Press @ to display the Password 
screen. 

Badlands Course - HARESO 
Canyons Course - NAMOPI 
Summerlin Course - PORASO 
Sawgrass Course - SECARE 
Bonus Clubs - Make an Eagle on 
any hole to get the Forged Irons. 
Make three Birdies in a row to get the 
Rubber Inserted Putter. 

George Lucas 
San Rafael, CA 

(2. Test Drive Off-Road 3 

Enter all these codes at the Name Entry 
screen. 

Cheat Mode - ZAKARY X 
All Divisions - SAD CLOWN 
All Tacks - LEAD TO ROME 
All Upgrades - MAD HOOKUP 
Stunt Mode - TURN TRICKS 
Sumo Mode - YOKOZUNA 

Mary Lou 
Iris, MI 

Making of Level 6 - TWOSIXTWO 
Making of Level 7 - MISSLEAGUE 
Making of Level 8 - VICTORYDAY 
Mission 1 Complete - RETTUNG 
Mission 2 Complete - ZERSTOREN 
Mission 3 Complete - BOOTSINKT 
Mission 4 Complete - SENFGAS 
Mission 5 Complete - SCHWERES 
Mission 6 Complete - SICHERUNG 
Mission 7 Complete - EINSICKERN 
Mission 8 Complete - GESAMTHEIT 
Captain Dye Mode - CAPTAINDYE 
(enter this code BEFORE starting a 
new game) 
Unknown 1 - JIMMY 
Unknown 2 - SMPSMDMILK 
Unknown 3 - ROBBIE 
Unknown 4 - ULF 
Unknown 5 - MANSON 
Unknown 6 - HELMUT 
Unknown 7 - HEINRICH 

Martin Fink 
St. Paul, MN ’ 

   

  

Enter all these codes from the 
Championship mode New Game 
screen. These codes also unlock 
several characters in the Arcade 
mode. 

Bronze Class & Kemo Claw - 
BRONZE 
Silver Class & Bruce Blade - 
SILVER 
Gold Class & Nat Daddy - GOLD 
Champ Class & Damien Black - 
CHAMP 

Level Select - At the Main Menu 
select either one or two-players, then 
press @ (instead of 9%) to begin a new 
game. Doing this will bring up a 
Selection screen featuring a Level 
Select. 

Laura Wanker 
Los Angeles, CA 

“Space invaders     

Classic Mode —- Enable the Level 
Select code, choose level 00, then 
complete it to bring up the ending, 
Classic mode, and credits. Press 
Right when selecting the number of 
players to access the classic game. 

Tony Danza 

Sarasota, FL 

ENTER TO WIN! 
Send in your codes and passwords, 
and if we choose your entry as 
Code of the Month you'll win a 
wonderful prize from the Game 
Informer Vault! All other entries 
printed within these hallowed pages 
will receive a Secret Access T-shirt. 

Send To: 
Secret Access 

Game Informer Magazine 
10120 W. 76th Street 

Eden Prairie, MN 55344 

E-Mail: 
secretaccess@gameinformer.com 
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Enter all these codes at the Name 
Entry screen. 

$6,000,000 - AKJGQ 
All Cars - DFGY 
All Tracks - ERDRTH 
Disable Checkpoints - FFOEMIT 
Stop the Bomber Mode - RFGTR 

“Mr. Monday Night” 
Fargo, ND 

  

Enter all these codes as names at the 
Make License screen. 

Rocket Car - FLYSKYHGH 
Turbo Mode - FSTFRWRD 
No Wheels - NWHLS 
No Chassis or Bricks - NCHSSS 

“The VidMan” 
Uptown, MN 

     
Habs He OF SHOU 

Enter both these codes at the 
Password screen. 

Cheat Mode - UTOPIA 
Level Select - PLINTH 

Arnold, The Fat Gaming Arse 

Plano, TX 

  

= 

helpful hints + 

Cheap Training - \n Championship 
mode select the Train Boxer option, and 
highlight Rumble Aerobis. At this point, 
tap Left followed by an immediate A. 
Enter this correctly and you can 
purchase the Vitamin Bottle for $500 
instead of $25,000. 

Lenny, The Game Loon 
Gotham, WI 

   

| Cheat Mode - During gameplay, 
| simultaneously press Left Button, Right 

Button, and B on controller two to 
| access invulnerability and infinite ammo. 

Toggle Enemy Al — During gameplay, 
simultaneously press Left Button, Right 
Button, and A on controller two to mess 
with the CPU adversaries. 

t Spuds McKenzie 
Rolling Rock, WI 

Enter all these codes at the Code Entry 
screen. 

   

    

     
| Bonus Teams - DEVDUDES 
| Big Heads - FATHEAD 

Large Players - MONSTER 
Small Players - LITTLEGUY 
Fat Players - DOUGHBOY 
2D Players - SQUISHY 

| Big Feet - BIGFOOT 
Big Basketball - BEACHBOYS 
Coaches in Pain - COACHOUCH 
Hidden Message - HIMOM 

        

    

  

Darth Vader 
Tatooine, Sector Z-1456 

   

   

  

   

    

    
Enter all these codes from the Zone 
Selection Pause screen. 

Unlock First Level - L1, R1, L1, R1 
Unlock Second Level - L2, R2, L2, 
R2 
Unlock Third Level, Classic Pong, 
& Power - Ups — Hold L1, Ri, L2, 
R2, then resume the game. 

Shasta McNasty 
Long Island, NY 

  

Enter both these codes at the 
Password screen. 

All Bikes - ALLBIKES 
Sheep Race - MUTTON 

Thomas Steering 
Shaka, MD 

@ Game Informer * February 2000 

      

  

   

    

Enter all these codes at the Password 
screen.     

   
    

   
    

   
   
    

   

      

   
   
   

  

Rapid Fire - RAPID_FIRE 
Super Missiles - BLAST_FIRE 
Faster Cars - MORE_SPEED 

| Heavier Cars -GO_RAMMING 
Faster Action - QUICK_PLAY 

| Enemy Magnet - UNDER_FIRE 
Slow-Mo Mode - GO_SLOW_MO 

| No Enemies (Arcade) - HOME_ALONE 
Low Gravity - NO_GRAVITY 
High Suspensions - JACK_IT_UP 
Huge Tires - GO_MONSTER 
No Wheel Attachment Icons - 
DRIVE_ONLY 
View Endings - LONG_MOVIE 
Clone Multiplayer Cars - MIXES_CARS 

Seymore Butts 
Anola, AK 
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passwords + ¢ 

Place Any Player on Any Team - At 
the PIN Entry screen, simply type the 
abbreviation of the team the player is 
on (HOU, MIN, CHI) as a Name 
followed by his jersey number (21, 33, 
32) as the PIN. 

Enter all these hidden character codes 
at the PIN Entry screen. 

Mascots 
Atlanta Hawks - HAWK 0322 
Charlotte Hornets - HORNET 1105 
Chicago Bulls - BENNY 0503 
Denver Nuggets - ROCKY 0201 
Houston Rockets - TURBO 1111 
Indiana Pacers - BOOMER 0604 
Minnesota Timberwolves - 
CRUNCH 0503 
New Jersey Nets - SLY 6765 
Phoenix Suns - GORILA 0314 
Seattle Sonics - SASQUA 7785 
Toronto Raptors - RAPTOR 1020 
Utah Jazz - BEAR 1228 

Universal Monsters 
Frankenstein - FRANK 1931 
Bride of Frankenstein - BRIDE 1935 
Creature From the Black Lagoon - 
CREATR 1954 
Mummy - MUMMY 1932 
Wolf Man - WOLFMN 1942 

Hidden Characters 
Kerri - KERRI 0220 
Kerri (Alternate Uniform) - 
KERRI 1111 
Lia - LIA 0712 
Lia (Alternate Uniform) - LIA 1111 
Small Alien - SMALLS 0856 
Large Alien - BIGGY 0958 
Pinto Horse — PINTO 1966 
White Horse - HORSE 1966 
Nikko Dog — NIKKO 6666 
Clown - CRISPY 2084 
Pumpkin - JACKO 1031 
Wizard - THEWIZ 1136 
Referee - THEREF 7777 
Retro Rob - RETRO 1970 
Old Man - OLDMAN 2001 
Shawn Liptak - LIPTAK 0114 
Isiah Thomas - THOMAS 1111 
Tim Kitzrow - TIMK 7785 
Willy Morris - WIL 0101 
Greg Cutler - CUTLER 1111 
Chad Edmunds - CHAD 0628 

Midway Dorks 
Mark Turmell - TURMEL 0322 
Rob Gatson - GATSON 1111 
Mark Guidarelli - GUIDO 6765 
Dan Thompson - DANIEL 0604 
Jeff Johnson - JAPPLE 6660 
Jason Skiles — JASON 3141 
Sal DiVita - SAL 0201 
Jennifer Hedrick - JENIFR 3333 
Jennifer Hedrick (Alternate 
Uniform) - JENIFR 1111 
Eugene Geer - E GEER 1105 
Matt Gilmore - MATT G 1006 
Tim Bryant - TIMMYB 3314 

    

   
     

    
     

    

       
      
    
  

   
   
    

        

        
      

        
      
      
        

      
  
  
  
        

      
     

      

     

  

        

      
      
        

     

dim Gentile - GENTIL 1228 
John Root - ROOT 6000 
Jon Hey - JONHEY 8823 
Andy Eloff - ELOFF 2181 
Mike Lynch - LYNCH 3333 
Paulo Garcia - PAULO 0517 
Brian LeBaron — GRINCH 0222 
Alex Gilliam - LEX 0014 
dim Tianis - DIMI 0619 
Dave Grossman - DAVE 1104 
Tim Moran - TIMCRP 6666 
Larry Wotman - STRAT 2112 
Chris Skrundz - CMSVID 0000 
Beth Smukowski - BETHAN 1111 
Paul Martin - STENTR 0269 

  

Hidden Courts 
Immediately after choosing your 
team and players, hold the button 
combination for the desired court until 
the game begins. 

Team 1 (Left) - Up + Turbo 
Team 2 (Right) — Down + Turbo 
Street Court - Left + Turbo 
Island Court - Right + Turbo 
Midway Court - Up + Shoot + Pass 
NBC Court - Down + Shoot + Pass 

Cheat Codes 
Enter all these codes at the Tonight's 
Match-Up screen. To change the first 
digit, press Turbo. To change the 
second, press Shoot. For the third, 
press Pass. After you set the digits to 
match the code, press the required 
direction. 

ABA Ball - 2-3-2 Right 
Show Shot % - 0-0-1 Down 
Tournament Mode - 1-1-1 Down 
Show Hotspot - 1-0-0 Down 
No Hotspots — 2-0-1 Up 
Fog On - 1-2-3 Up (DC Only) 
Thick Fog On -1-2-3 Down (DC Only) 
Swamp Fog On - 1-2-3 Right (DC 
Only) 
Night Fog On - 1-2-3 Left (DC Only) 
Snow On - 1-2-1 Left (DC Only) 
Blizzard On - 1-3-1 Left (DC Only) 
Rain On - 1-4-1 Left (DC Only) 
No Fouls — 2-2-2 Right (PS-X only) 
No Goaltending - 5-5-5 Left (DC 
and PS-X only) 
Infinite Turbo - 4-1-1 Up (N64 and 
PS-X only) 
No Player Arrows — 3-2-1 Left (N64 
and PS-X only) 
Big Head Mode - 2-0-0 Right 
Tiny Heads - 4-4-0 Left (N64 and 
PlayStation only) 
No Replays — 3-3-1 Left 
Team Uniform — 4-0-0 Right 
Tiny Players - 3-4-5 Left 
Midway Uniform — 4-0-1 Right 
Home Uniform —- 4-1-0 Right 
Away Uniform — 4-2-0 Right 
Alternate Uniform — 4-3-0 Right 
No Tip Off - 4-4-4 Up 

“Gl Pleasure Droid Model 2-2” 
(location known - still trapped 

under Matt's desk) 

 



       

    

    

    

   
Enter all these level codes at the 
Password screen. 

   
    
   
   

     

   
   

    

Level 2-BCCB 
Level 3 - DQGH 
Level 4 - HGGF 
Level 5 - NBFG 
Level 6 - KGBF 
Level 7 - QGJJ 
Level 8 - GQHG 
Level 9- FLDP 
Level 10 - KGQQ 
Level 11 - DLGQ 
Level 12 - CBHG 
Level 13 - JBJG 
Level 14 - PLDP 
Level 15 - LFGB 
Level 16 - DQLD 

Level 17 - CLPG 
Level 18 - DLHD 

Level 19 - LFQG 

    

   

   
    
    
     

    
   

Marlo Oslo 
Boston, MA 

Enter all these level codes at the 
Password screen. 

   
   

  

   
     

   

    

   

  

Level 2 - PBPP 
Level 3 - BUWJ 
Level 4 - PJBW 
Level 5 - WBPP 
Level 6 - JBPJ 
Level 7 - JJWW 
Level 8 - PBWJ 
Level 9 - BPWW. 

Hideo Clamus 
Washington, DC 

  

    

                

     
    
   

Enter all these codes at the Password 
screen. 

  

    

    
   

  

Snake River 
LASTSTAGE 
Grand Finale Mode - LEVELS 
Only Normal Levels - RESET 

Telly Tubey 
Salt Lake City, UT 

Canyon Level - 

    
     

        

   
    

  

> The codes below 

only work with Interact’s 

Uh eee enhancer attachment 

  

      
Max Health — om Geil - 
8109f706 000c 801cf3b0 ffff 

Infinite Health — Hero Max HP - 
8109f702 000c 801dd4e6 03e7 

Max Tinker Toys — Hero Infinite HP - 
810a599e 0064 801dd4e4 03e7 

Max Ticket Switches — Yuri Max HP - 
810a59a2 00c8 801dd5e6 03e7 

Have All Machine Parts — Yuri Infinite HP - 
810a5960 fff 801dd5e4 03e7 

' i Clive Max HP — (ig) WWE WrestleMania 2000 eee 
Enable Code — Clive Infinite HP - 
f10376e0 2400 801dd564 03e7 

P1 Max Special - Hero Max MP — 

801671f5 OOff 801dddee 03e7 
P1 No Special — Hero Infinite MP — 
a a 0000 801dddec 03e7 

2 Max Special — : 
Yuri Max MP - 

Ee aed cs 801dd5ee 03e7 

SOIT Cind Yuri Infinite MP — 
. 801dd5ec 03e7 

P3 Max Special — ; 
80167b1d OOff Les He MP — 

P3 No Special - Ge OSe7 
80167b1d 0000 Clive Infinite MP - 

P4 Max Special — 801dd56c 03e7 

80167fb1 OOff 

P4 No Special — . i 
80167fb1 0000 Qg lntaenarional tra 6 

Tee P1 Tons Of Points - 

800a699cf fff 

Player 1 No Score - 
800a699c 0000 

Player 2 Max Score - 
800a6b0c fiff 

Player 2 No Score - 
I Bi 3 800a6b0c 0000 

Final Fantasy VIII Player 3 Max Score — 
; ; 800a6c7c fff 

(To activate this code load any 
saved game, enter a town, Player 3 No Score - 
then simultaneously press L1 800a6c7c 0000 
+L2+R1+ R2 + Select. Note: Player 4 Max Score — 
This code may cause your 800a6dec ttf 
game to crash and may even 
erase saved data. Use at your Player 4 No Score — 

own risk!) 800a6dec 0000 

Debug Mode Code - Events Always Unlocked — 
d00705e8 010f 800a6df4 0000 
800704a8 0001 
d00705e8 010f 
800704aa 0049    

Armorines: Project S.W.A.R.M 
Cyber Tiger.......... 
Donkey Kong 64....... 
Duke Nukem: Zero Hou 
Evel Knievel ............ 

Final Fantasy VIII ..... 
G-Police: Weapons of Justice 
International Track & Field 2000.. 
Knockout Kings 2000 ... 
Lego Racers....... 
Medal of Honor... 
NBA Courtside 2: 
Featuring Kobe Bryant 
NBA Showtime: NBA on NBC. 
NHL 2000 . 

      

    

  

    

      
   

            

   

    

    

   

    
   

    

    

Ready 2 Rumble Boxing 
Rocket: Robot on Wheels.. 
Sega NBA 2K . 
Slave Zero ..... 
Space Invader: 
Supercross 2000 
Test Drive 6 ........ 
Test Drive Off-Road 3 
Tomorrow NeverDies 
Toy Story 2 ..... 
Twisted Metal 
Vandal Hearts 2 ... 
Vigilante 8: Second Offense 
Wu-Tang: Shaolin Style ..... 
WWF WrestleMania 2000... 
Xena: Talisman of Fate.......    
STILIASTUCK- AAAS Sy 

These lines may not have information for 
all titles. If you're under 18 be sure to get 
your parent's permission. All calls cost 
between $.95 and $1.25 per minute. 

Acclaim 

516-759-7800 

Activision 
1-900-680-HINT 

Capcom 

900-976-3343 

Eldos 
1-900-773-4367 
Electronic Arts 
900-288-4468 

GT Interactive 
900-225-5248 

Konaml 

900-896-4468 

LucasArts 
900-740-5334 

Midway 

903-874-5092 

Nintendo 
900-288-0707 (Game Counseling) 

425-885-7529 (Automated) 

Sega 
1-900-200-SEGA 

Sony 
900-933-7669 

Square Soft 
900-407-KLUE(5583) 

THQ 
900-370-4468 
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Availability: Uncommon 
Replay Value: Moderately Low 
Similar Games: Broken Sword | & II, Sherlock Holmes 

Created by: Tetragon/Take 2 for GameTek 
Access Tip: For a full walkthrough check 

www.gamefaqs.com/computer/doswin/ 
file/hell.txt 
Overall: 7.5 

usting off a copy of Game Informer 

D from July of 1995 will reveal our 
first review of this point-and-click 

adventure. Hell was one of the first 
attempts made to meld Hollywood and interactive entertainment. The game 
garnered a lot of attention because of its big name cast that includes Grace 
Jones, Stephanie Seymour, and Dennis Hopper. In addition, Hell’s story and 

dialogue is filled with profanity and adult themes which certainly garnered it 
attention at the time and would definitely garner it an “M” rating today. The 

graphics, which we recalled as fairly decent, definitely show how far we’ve 

come with CG. It is humorous to watch a character cycle though the same 
animation while he or she speaks. In hindsight, the graphics are really the 
only drawback of this game by today’s standards. The adventure is long and 
the story is quite good. 

    
   

  

      

    

     

     

    

Availability: Uncommon 
Replay Value: Moderately High 
Similar Games: Descent (PS-x), 
Air Combat Series (PS-X) 

Created by: SingleTrac for Sony 
Access Tip: To access unlimited weapons and 
invincibility, enter the password: @ @ @ 
_(space) % A ¥ % 

Overall: 9.5 

arHawk is only the second 
Wrest game to grace the 

Classic GI page (the other being 
Assault Rigs). While we received a little flack by including the previous PS-X 
title in these hallowed pages, the revelation that WarHawk is no longer in pro- 
duction makes it a perfect fit for a classic. It also received Gl’s award for best 
sound for 1995. WarHawk was constructed by SingleTrac, makers of the first 
two Twisted Metal games. The game is essentially a futuristic flight combat 
game where you pilot a craft that is not unlike a Harrier jet. Hovering, revers- 
ing thrust, and strafing are common moves for this craft, but these tactics 
mean nothing without a huge array of weapons. Luckily, you have a massive 
arsenal at your disposal. The only drawback we can find with WarHawk is the 
control. It takes plenty of getting used to. Yet, looking back at WarHawk more 
than four years later reveals that it still is one impressive game. 
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    Availability: Uncommon 
Replay Value: Low 
Similar Games: Myst (Multiple Systems) 
Created by: Data East 

| Access Tip: To access the Level Select, at the 
Title screen press Right, Right, Down, Up, Left, 

Right, Up, Up, Left, Down 

Overall: 3 
Satire 
" A ie know we reviewed this game} 
Vi \f) when it originally hit the Sega CD| 

| W in late 1994, but we can’t recall 
the score. Sure, we could dig in the archive ~ . 
and pull out the issue, but why bother? We remember how much of a stinker 
it was back then and how idiotic it was for Data East to bring it here from 

Japan. Booting up Panic! five years later did draw a crowd in the office. It 
was good for a few laughs, but then we realized why we panned this game 
so long ago. The play consists of mindlessly pressing buttons. There is 
some memorization involved, but the game is essentially trial and error. Hit 
the wrong button and a semi-comical event occurs. Hit the correct button 
and you are transferred to an equally mundane and unfunny scene. The real 
frustration occurs when you get shot back toward the beginning and have to 
do it all over again. 

   

    
   
   

  

   
   

  

     
    

  

“ene 

  

    

Availability: Uncommon 
Replay Value: Moderate 
Similar Games: Sammy Lightfoot (Apple II), Miner 
2049er (Apple Il), Donkey Kong (Apple I!) 

Created by: Michael Abbot for Electronic Arts 
Access Tip: Pay attention to the never-changing 
patterns of your enemies. 
Overall: 8 

      

    
     

    

     

  

       

   

lectronic Arts was not the world’s 
Fees game publisher when it intro- 

duced Hard Hat Mack to the gaming 
world in 1983. Indeed, EA was just in its 
infancy, and it could be argued that this action/platform game was one of the 
titles that sent it down the road to success. Borrowing heavily from Donkey 
Kong, the game stars a diligent worker named Mack. Through the game’s var- 
ious levels, Mack must work against the evil Vandal and his ever-present 
nemesis, OSHA. Using his speed and cunning, as well as a strong work ethic, 
Mack is presented with a specific task on each level. Some have him placing 
girders and riveting them in place, while others have him grabbing his com- 
rades lunch boxes so no worker will go hungry. Hard Hat Mack appeared on a 
number of early home computers, but he is best remembered on the Apple Il. 

In fact, GI’s Original Gamer, Matt Helgeson considers Hard Hat Mack to be 

one of his all-time favorites. 
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Manufacturer: Jones Soda Co. 

_ List Price: $1.99 

> drink Jay, 
© loves! 

Manufacturer: Moby Dick 

List Price: Undetermined 

The Resident Evil toy license has slipped away from 
Bandai, and is now in the possession of upstart Japanese 
manufacturer Moby Dick. Japanese toy lovers will soon be 
able to wrap their mangy paws around detailed replicas of 
Jill Valentine from Resident Evil 3: Nemesis, Chris and 
Claire from Resident Evil: Code Veronica, Regina from 
Dino Crisis, and possibly even Ada Wong and Rebecca 
Chambers. The figures are similar to the recently released 
Final Fantasy figures in that they are very detailed, 
but have little in the way of limb articulation. Most of 
the figures’ knees don’t bend, and many don’t have 
movable arms. 

The Resident Evil figures will be available in two- 
packs, which will pair one RE character with a hideous 
undead beast. There are four sets available for the initial 
Japanese release, with a total of ten sets scheduled for 
2000. The most interesting and diabolical feature of the 
RE toy line is the extra component that is included in 
each of the 10 packs. When combined, the extra parts 
form together to create an astonishing new monster (see 
diagram) that is over 60 cm long. Moby Dick has not aes : 
officially announced plans to bring these figures . Manufacturer: ELSA, Inc. 
Stateside, but we expect to see them wash up on our List Price: $149 - $289 
shores like a used syringe sometime in the near future. IRR pts ¢ 
Barry Burton fans take heart - even though the big man 
didn’t get his own toy in this line, the old beard and fuzzy- 
hair Gl Joes from the seventies make great stand-ins. 
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v adventure starring FINAL FANTASY:S 
hocobo and many other familiar characters. 

randomly change each time you enter them. 

Challenge dangerous monsters. 
_ Discover your companion’s secrets. 

© 1998, 2000 Square Co., Ltd. All rights reserved. FINAL FANTASY, SQUARE 

SOFT, and the SQUARESOFT logos are registered trademarks of Square Co., 

EVERYONE f Ltd. Chocobo's Dungeon is a trademark of Square Co., Ltd. U.S. Patent No. 

MILD ANIMATED VIOLENCE ; i 5390937, 5649862. PlayStation and the PlayStation logos are registered : 

F call 1-800-771-3772 ww.squa resoft -com trademarks of Sony Computer Entertainment Inc. The ratings icon is a 

Published by Square Electronic Arts L.L.C. trademark of the Interactive Digital Software Association. 
PlayStation 
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® 

‘Some secrets come 
    e 

  

‘back to haunt you. 
Just days after surviving the grisly disaster at the mansion Lab, 

Jill Valentine resigns from §.T.A.R.8. and attempts to escape & 

nightmarish city in ruins. Trapped in a town crawling with hordes of 
flesh-eating zombies, hideous mutants, and a relentless new nemes18, 
she must rely on cunning and brute force to stay alive. What she s00n 
discovers is that the evil created by Umbrella Corporation’s pio-tech 

terror is even more horrifying than she ever imagined...    

  

www.cape @m.com 
ESIS and CAPCOM EDGE Mi i 

: ssociation. are trademarks of CAPCOM CO., LTD. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digtal pottwen re 

i~ 
f 
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Release Title Publisher/ System 
Date Distributor 

JANUARY 
1/14/00 __ Rainbow 6 Majesco DC 
1/15/00___ Armada Metro 3D GBC 
1/15/00___ Polaris SnoCross 2000 Vatical GBC 
1/15/00 ___ Return of Ninja w/rumble Tommo GBC 
1/15/00 __Excitebike 64 Nintendo N64 
1/15/00 ___ NBA in the Zone 2000. Konami N64 
1/15/00__ Brunswick Bowling 2 THQ PS-X 
1/15/00___ NBA In the Zone 2000 Konami PS-X 
1/17/00 ___ Zombie Revenge Sega DC 
1/18/00 __ Resident Evil Capcom GBC : 1/18/00 ___ Worms Armageddon Infogrames GBC 
1/18/00 __ Road Rash Jailbreak Electronic Arts _ PS-X 
1/18/00__ Tiger Woods PGA Tour 2000. Electronic Arts _ PS-X 
1/18/00___ Tomba 2 Son PS-X 
1/24/00 __ Bionic Commando Nintendo GBC 
1/24/00 __ Mario Party 2 Nintendo N64 
1/25/00 ___ Battle Tanx 3DO GBC 
1/25/00 
1/25/00 
1/25/00 
1/25/00 

Eidos GBC 
Infogrames GBC 
Electronic Arts N64 
Acclaim N64 

Dragon Warrior Monsters 
Mission: Impossible 
CyberTiger 
McGrath Supercross 2000 ! 
  

  

  

  

  

  

  

  

  

  

  

  

  

1/25/00__ South Park Rally Acclaim N64 
1/25/00__ Vigilante 8 2nd Offense Activision N64 

1/25/00___World Rally Challenge 2000 South Peak N64 
1/25/00 ___Armorines: Project Swarm Acclaim PS-X 
1/25/00 ___ McGrath Supercross 2000 Acclaim PS-X 
1/25/00 ___ Superbike 2000 Electronic Arts PS-X 
1/26/00 __Die Hard Trilogy 2 Fox Interactive _ PS-X 
1/27/00__ Puchi Carat Tommo GBC 
1/28/00 ___ Muppets Take 2 GBC 
1/28/00 __ Railroad Tycoon 2 Take 2 PS-X 
1/31/00 ___ Carrier Jaleco DC 
1/31/00 ___K1_Grand Prix Jaleco PS-X 

FEBRUARY 

2/1/00 Crazy Taxi Sega DC 
2/1/00 40 Winks GT Interactive N64 
2/1/00 Wild Wild West South Peak PS-X 
2/5/00 Tarzan Activision N64 
2/8/00 NHL 2K Sega DC 
2/8/00 Street Fighter Alpha 3 Capcom DC 
2/8/00 Time Stalkers Sega DC 
2/8/00 NBA Showtime Midwa‘ GBC 
2/8/00 Street Fighter Alpha-C Capcom GBC 
2/8/00 Team Buddies Activision PS-X 
2/10/00 ___Wild Metal Take 2 DC 
2/10/00 ____ WWF Smackdown THQ PS-X 
2/14/00 __ Ridge Racer 64 Nintendo N64 
2/15/00__ Espionage Agent Tommo. DC 
2/15/00 ___ Legacy of Kain :Soul Reaver Eidos DC 
2/15/00 __ MDK2 Interplay DC 
2/15/00__Virtua Striker Sega DC 
2/15/00___ Cage Metro 3D GBC 
2/15/00 ___ NHL Blades of Steel 2000 Konami GBC 
2/15/00 __ Vegas Games 3DO0 GBC 
2/15/00 __ Fighter's Destiny 2 South Peak N64 
2/15/00 __ Super Bowling 64 Tommo N64 
2/15/00 __ Baldurs Gate Interplay PS-X 
2/15/00 __ Carmageddon Interpla PS-X 
2/15/00 __ Colin McRae Rall Son PS-X 
2/15/00 __ Earthworm Jim Interplay PS-X 
2/15/00 __ Jackie Chan Stunt Master Midway PS-X 
2/15/00 __Jeff Gordon Racin ASC PS-X 
2/15/00 __NHL Blades of Steel ‘00 Konami PS-X 
2/15/00 __ Saga Frontier 2 Square EA PS-X 
2/15/00 __ Misadventures of Tron Bonne. Capcom PS-X 
2/15/00 __ Vanguard Bandits Working Designs PS-X 
2/17/00 ___ ECW: Hardcore Revolution Acclaim DC 
2/17/00 ___ ECW: Hardcore Revolution Acclaim N64 
2/17/00 ___ ECW: Hardcore Revolution Acclaim PS-X 
2/22/00 __ Sim Theme Park Electronic Arts _ PS-X 
2/24/00 __ Fear Effect Eidos PS-X 
2/25/00 __Silent Bomber Bandai PS-X 
2/28/00 ___ Urban Chaos Eidos PS-X 
2/29/00 __ Gekido Interplay PS-X 
2/29/00 | NASCAR Rumble Electronic Arts PS-X 

All dates subject to change. 
Call your local retailer for 
more details. 

Release Title Publisher/ System 
Date Distributor 

MARCH 

3/1/00 Dark Angel: Vampire Apocalypse. Metro 3D DC 
3/1/00 Draconus: Cult of the Wyrm Crave DC 

3/1/00 Metropolis Street Racer Sega DC 
3/1/00 Dark Angel:Anna’s Quest Metro 3D GBC 

3/1/00 Super Shot Robot Golf Crave GBC 
3/1/00 Tomb Raider Eidos GBC 
3/1/00 BattleZone Crave N64 
3/1/00 Galerians Crave PS-X 
3/1/00 Reel Fishing 2 Crave PS-X 

3/6/00 Crystalis Nintendo GBC 

3/6/00 Pokemon Stadium Nintendo N64 
3/7/00 McGrath Supercross 2000 Acclaim GBC 
3/7/00 WCW Mayhem Electronic Arts _ GBC 
3/7/00 Hydrothunder Midway N64 
3/7/00 Tony Hawk's Pro Skater Activision N64 
3/7/00 World League Soccer 2000 South Peak N64 
3/7/00 Hot Shots Golf 2 Sony PS-X 
3/7/00 Hydrothunder Midway PS-X 
3/7/00 lron Soldier 3 Vatical PS-X 

3/9/00 Casper Interplay GBC 
3/14/00 D2 Sega DC 
3/14/00___ Resident Evil: Code Veronica Capcom DC 
3/14/00___ Toy Story 2 Activision DC 
3/14/00___ Formula 1 Championshi Electronic Arts _ PS-X 
3/14/00___ Motocross Madness Activision PS-X 
3/14/00__Rollcage Extreme Activision PS-X 
3/14/00 ___ Saboteur Eidos PS-X 
3/14/00 __ X Men Activision PS-X 
3/15/00 __ Monster Rancher Tommo DC 
3/15/00 __ Thrasher: Skate & Destroy Take 2 GBC 
3/15/00___ Lunar: Eternal Blue Working Designs PS-X 
3/15/00 ___ Major League Soccer Konami PS-X 
3/21/00___ Tony Hawk Pro Skater Activision GBC 
3/21/00___ Carnivale 64 Vatical N64 
3/21/00__ Gauntlet Legends Midway PS-X 
3/24/00___Ultimate Bass Challenge Electronic Arts _ PS-X 
3/25/00 __ NBA Live 2000 THQ GBC 
3/28/00 GTA 2 Take 2 DC 

3/28/00 ___ Hidden & Dangerous Take 2 DC 
3/28/00 __Alundra 2 Activision PS-X 
3/28/00 __ Flintstones Bowling South Peak PS-X 
3/29/00 __ X Men Activision N64 
3/30/00 Triple Play 2001 THQ GBC 

3/31/00 SeaMan Sega DC 

QUARTER ONE 

Qi Bugs Bunny 4 Vatical GBC 
Qi Carnivale Vatical GBC 
Qi Frisbee Golf Vatical GBC 
Qi Jack Nicklaus Golf Vatical GBC 
Qi Jimmy White's Cue Ball Vatical GBC 
Qi Carnivale Vatical PS-X 
Qi Roadsters Trophy Titus DC 
Qi Carmageddon Titus GBC 
Qi Magical Drop Classified GBC 
Qi Microsoft Entertainment Pack 1 Classified GBC 
Qi Carmageddon Titus N64 
Qi Worms Armageddon Infogrames N64 
Qi Elmo in Grouchland Mindscape PS-X 
Qi Roadsters Trophy Titus PS-X 
Qi Castlevania Ressurection Konami DC 
Qi Microsoft Combat Flight Sim Konami DC 
Qi Planet of the Apes Fox Interactive DC 
Qi 2000-1 Tunes Infogrames GBC 
Qi Golf King Crave GBC 

Qi Test Drive Cycles Infogrames. GBC 
Qi Looney Tunes: Duck Dodgers Infogrames N64 
Qi Muzzle Velocity Fox Interactive N64 
Qi Alien Resurrection Fox Interactive  PS-X 
Qi America’s Scariest Police Chases Fox Interactive PS-X 
Qi Buffy the Vampire Slayer Fox Interactive  PS-X 
Qi Deadly Pursuit Fox Interactive  PS-X 
Qi Eagle One Infogrames PS-X 
Qi LeMans Infogrames PS-X 
Qi MLB 2001 Fox Interactive — PS-X 
Qi Planet of the Apes Fox Interactive PS-X 
Qi Simpsons Bowling Fox Interactive  PS-X 
Qi Test Drive Cycles Infogrames PS-X



     

  

TITLE BL DATE 
  

  

PLAYSTATION 
5.75 Jun-99 

Jan-99 
Oct-98 
Sep-98 
Mar-99 

3Xtreme 
A Bug's Life 
Activision Classics 
Adidas Power Soccer ‘98 
Akuji the Heartless 
Alexi Lalas Int'l Soccer Jun-99 
Ape Escape dJul-99 
Apocalypse Jan-99 
Arcade Party Pak Dec-99 

: Project Phantasma 
: Air Attack 

    

Dec-99 

      

    

Dec-98 
Assault Rigs Feb-99 
Asteroids Jan-99 
BackStreet Billards Dec-98 
Ballistic 7 Jan-00 
Bass Landing 7 Oct-99 
Bass Rise 4 Nov-99 
Big Air 4 Jun-99 
Blast Radius 7 Mar-99 
Bloody Roar li 7 May-99 
Bomberman Fantasy Race 7.25 Mar-99 

Bomberman World 6.5 Oct-98 
Boombots 4.5 Jan-00 
Bottom of the 9th 99 8 Aug-98 
Brave Fencer Mushashi 7.75 Dec-98 
Brigandine 7 Dec-98 
Broken Sword || 6.75 Jan-00 
Brunswick Circuit 7.25 Nov-98 
Bugs Bunny Lost In Time. 5.25, Aug-99 
Bushido Blade 2 7.5 Nov-98 
Bust A Groove 6.5 Jan-99 
Bust-A-Move ‘99 8 Apr-99 
Bust-A-Move 4 9  Dec-98 
C: The Contra Adventure 6 Sep-98 
Castrol Honda Superbike Racing 6.25 Jun-99 
Centipede 7 ~~ Jul-99 
Championship Motocross 6.75 Oct-99 
Chocobo Racing 6.25 Aug-99 
Chocobo's Dungeon 6.75 Jan-00 
Civilization Il 7.75 Mar-99 
Clock Tower 2 6 Feb-99 
Colony Wars: Vengeance 8.5 Nov-98 
Contender 6.75 Feb-99 
Cool Boarders 3 7.75 Nov-98 
Cool Boarders 4 7.75 Dec-99 
Crash Bandicoot: Warped 9.25 Dec-98 
Crash Team Racing 9 Nov-99 
Crime Killers Sep-98 
Croc 2 . _Jul-99 
Cybertiger Dec-99 
Darkstalkers III Jan-99 
Dead in the Water Feb-99 
Destrega Mar-99 
Demolition Racer Dec-99 
Devil Dice Sep-98 
Dino Crisis 9 Sep-99 

Dragonseeds Dec-98 
Driver Sep-99 

    

  

Time To Kill_ Nov-98 

  

Echo Night 
Eggs of Steel 
Elemental Gearbolt 
Ehrgeiz 
Evil Zone 
FIFA 99 
FIFA 2000 

Fifth Element 
Fighter Maker 
Fisherman's Bait 2 
Final Fantasy Vill - 
Final Fantasy Anthology 8, 75 Oct-99 
Fisherman's Bait 6 May-99 
Formula One ‘99 7.75 Jan-00 
Forsaken 8 Aug-98 
Fox Sports Golf '99 45 Aug-98 
Fox Sports Soccer ‘99 7.25 Aug-98 
Freestyle Boardin’ ‘99 6 Mar-99 
Future Cop LAPD 8.5 Nov-98 
G Darius 8.25 Sep-98 
G Police: Weapons of Justice 4.75 Oct-99 

Gallop Racer 6 Nov-99 
Gex 3: Deep Cover Gecko 8 May-99 
Gran Turismo 9.5 Jun-98 

Grand Theft Auto 7.75 Sep-98 
Grand Theft Auto: London 1969 es) 
Grand Theft Auto 2 7.75 Dec-99 
Grandia 7.25 Nov-99 
Guardian's Crusade 8 Apr-99 
Guilty Gear 8.25 Dec-98 
Hardball 99 2 Jan-99 

Heart of Darkness 8.25 Aug-98 
Hello Kitty: Cube Frenzy 6.5 Jul-99 
High Heat Baseball 2000 3.5 Jun-99 
Hot Wheels Turbo Racing 6.25 Nov-99 
International Superstar Soccer ‘98 8.5 Aug-98 
International Track & Field 2000 7 Dec-99 
Interplay Sports Baseball 2000 5 Jun-99 
Invasion From Beyond 6.75, Apr-99 
Jade Cocoon 8  Aug-99 
Jeopardy 8 Jan-99 
det Moto 3 7 Oct-99 
Juggernaut 6.5 Nov-99 
K-1 Revenge 6.5 Apr-99 

Kagero: Deception II 7 Nov-98 
Kartia: The World of Fate 8.5 Aug-98 
Kensei: Sacred Fist 5.25 Jun-99 
Knockout Kings 6 
Knockout Kings 2000. 8 Dec 

Nov-98, 

    

   

    

  

  

  

  

    

  

TITLE BL DATE TITLE BL_ DATE TITLE 

Konami Arcade Classics 6.75 Aug-99 Syphon Filter 9 Mar-89 Lucky Luke 
Kula World 75 Sep-98  T'ai Fu 6.5 Apr-99 Madden NFL 99 

Legacy of Kain: Soul Reaver 85 Sep-99 TRAG. 7.5 May-99 — Magical Tetris Challange 
Legend of Legaia 8.25 Apr-99 Tail Concerto 7.75 Nov-99 Mario Golf 
Lemmings & Oh No! 7 Oct-98 Tales of Destiny 6.75 Oct-98 Mario Party 
Life 5 Jan-99 Tarzan 7.75 Sep-99 — Micro Machines 64 Turbo 
Lunar: The Silver Star Story Complete 7.75 Jul-99 Team Losi RC Racer 7 Oct-98 — Mike Piazza’s Strikezone 
Madden NFL 99 9.25 Oct-98 Ten Pin Alley 85 Jan-99 — Mission: Impossible 
Madden NFL 2000 8.75 Oct-99 Tenchu 8 Nov-98 — Monaco Gran Prix 2 
Marvel Super Heroes vs, X-Men 8 Jan-99 Test Drive 5 8.25 Jan-99 — Monster Truck Madness 
Masters of Monsters 3.5 Sep-98 Test Drive 6 7.5 Dec-99 Mortal Kombat 4 
MediEvil_ sucess Test Drive OffRoad2. _ 5 _Nameco Muset 
Mega Man ‘Legends : Test Drive Off-Road 3 8 Nov-99 NASCAR 99. 
Metal Gear Solid -98 Thousand Arms 7.75 Nov-99  NBACourtside 2 
Metal Gear Solid: VR Missions 3.75 Nov-99 Thrasher 8 Jan-00 — NBA\In the Zone 2000 
Medal of Honor 9.25 Dec-93 Thunder Force V 6.5 Sep-98 NBAJam 99 

MLB 2000 8.5 May-99 — Tiger Woods 99 2 Jan-99 — NBAJam 2000 
Monaco Gran Prix 2 5 Jun-99 — Timeshock! Pinball Nov-98  NBALive 99 
Monkey Hero 5.5 Feb-99 — Tiny Tank: Up Your Arsenal Jan-99 — NBALLive 2000 
Monkey Magic 5.25 Nov-99 Tiny Tank (Revised) Nov-99 NBA Showtime: NBA on NBC 
Monster Rancher 2 8.5 Oct-99 Tiny Toon Adventures Mar-99 ‘NFL Blitz 

Monster Seed 6__May-99 TOCA 2: Touring Car Challenge 8.5, Jan-00 NFL QB Club 99 
Mortal Kombat 4 7.75 Aug-98 ‘Tomb Raider il 9 Jan-$9 — NFL.QB Club 2000 

Moto Racer 2 6.75 Nov-98 — Tomb Raider: The Last Revelation 8 Jan-00 NHL99 
MotorHead 6.25 Nov-98  Tomba! 8.25 Jul-98 NHL Blades of Steel '99 
MTV Music Generator 7.26 Jan-00 — Tomba! 2 8.75 Jan-00 NFL Blitz 2000 
NASCAR 99 8.25 Nov-98 — Tomorrow Never Dies 7.25 Jan-00 NHL Breakaway 99 
NASCAR 2000 7 Nov-99 — Tony Hawk's Pro Skater 9.5 Nov-99 — Nightmare Creatures 
NBA In the Zone ‘99 6 May-99 Toy Story 2 8 Jan-00 Off Road Challange 
NBA in the Zone 2000 6.5 Jan-00 — Trick'N Snowboarders 4.25 Oct-99 — Paperboy 
NBA Live 99 7.75 Jan-99 Triple Play 2000 6.5 May-99 — Penny Racers 
NBA Live 2000 8.5. Jan-00 Turbo Prop Racing 8.5. Aug-98 __ PilotWings 64 
NBA Showtime 6.5 Jan-00 — Twisted Metal Ill 8.25 Jan-99 Pokemon Snap 
NCAA Final Four ‘99 5.5 Mar-99 Twisted Metal 4 9 Jan-00 Quake II 
NCAA Final Four 2000 7 Jan-00 Ultimate 8 Ball 6.5 Jul-99 Quest 64 
NCAA Football 7.75 Sep-98 | UmJammer Lammy 8.25 Sep-99 Rampage 2: Universal Tour 
NCAA Football 2000 8 Oct-99 — Unholy War, The 7.25 Nov-98 Rayman 2: The Great Escape 

NCAA GameBreaker 99 8 Jan-99 — V-Rally 2 7.25 Jan-00 — Resident Evil 2 

NCAA Gamebreaker 2000 7.5 Oct-99 Uprising X 4.75 Feb-99 — Re-Volt 
NCAA March Madness 99 5.75 Mar-99 Vandal Hearts I! 7.75 Dec-99 Road Rash 64 
Need For Speed: High Stakes 8,75 May-99 Vigilante 8 7.5 Jul-98 Roadsters Trophy 
Next Tetris, The 6 Julg9__ Vigilante 8: 2nd Offense 7.75 Jan-00 Rocket, 
NFL Blitz 8 Oct-98 VR'Baseball ‘99 7"ul'98 Rush 2: Extreme Racing USA 
NFL Blitz 2000 6.5 Sep-99 Wargames Defcon 1 7.25 Sep-98 SCARS 

NFL GameDay ‘99 7 Oct-98 Warpath: Jurassic Park 6.75 Dec-98 — Shadowgate 64 

NFL Game Day 2000 8.25 Oct-99 Warzone 2100 7.75 Jul89 Shadow Man 
NFL XTreme 6.5 Aug-98 | WCW/NWO Thunder 4.75 Feb-99 — Snowboard Kids 2 
NFL Xtreme 2 8.25 Sept-99 Wheel of Fortune 7 Jan-99 South Park 
NHL 99 9 Nov-98 Wild 9 6.25 Dec-98 — Space Station: Silicon Valley 
NHL 2000 85 Nov-99 — Wipeout 3 7.75 Nov-99 StarCraft 
NHL Blades of Stee! 2000 5.5 Dec-99 — Worms Armageddon 8 Dec-99 Star Wars: Episode | Racer 

NHL Championship 2000 _ -99_ Wu-Tang: Shaolin Stylo 6.25 Dec-99 Star Wars: Rogue Squadron_ 
NHL FaceOff 99 WF Atitoce 9Aug-83~ Starshot 
NHL Face Off 2000 WWF War Zone 8.5 Oct-98 — Supercross 2000 
Ninja :! x X-Files 3.75 Jan-00 Superman 

No Fear Downhill Mountain Biking 4.25 Jan-00 X-Games: Pro Boarder 6.5 Dec-98 Super Mario 64 
No One Can Stop Mr. Domino 7.75 Jan-99 X-Men Vs. Street Fighter 7.5 Jul-98 Super Smash Brothers 
Oddworld: Abe's Exoddus -! Xena: Warrior Princess 7.75 Nov-99 The New Tetris 
OoT Xenogears 3 Nov-98 Tonic Trouble 
Omega Boost Top Gear Overdrive 
Pac-Man World N IN ea ENDO 6 4 Top Gear Rally 2 
Parasite Eve . VU 5.5 Oct-99 To) Sone : 
Pocket Fighter at Saaeal oO ee ~~ Jurss tiple Play 2000 

Point Blank 2 All-Star Baseball 2000 May-99 Turok 2: Seeds of Evil 
Pool Hustler All Star Tennis ‘99 os Aug-99 Turok: Rage Wars 

Populous: The Beginning Armorines 7.25 Jan-00 Twisted Edge 

Pro 18 World Golf Army Men: Sarge's Heroes 7 Dec-99 Vigilante 8 

Psybadek BattleTanx 6.75 Feb-99 Vigilante 8: 2nd Offense 

Quake II BattleTanx II: Global Assault 7.25 Nov-99 — Virtual Chess 
Rally Cross Beetle Adventure Racing 8 Apr-99 VR Pool 64 
Rally Cross 2 Bio FREAKS zi : Jul-98 — Waialae Country Club 

_.Rampage 2: Universal Tour Blades of Stee! 2000 Jan-00 _ WaveRace 64 _. 

Rat Attack —— ” “Body Harvest ——F7-NgeE— WOHNORT 
RIC Stunt Copter Brunswick Circuit Pro Bowling 5.25 Jan-00  Wetrix 
RE2: Dual Shock z Buck Bumble 8 Oct-98 — WipeOut 64 

RE: Director's Cut - Dual Shock 7 Oct-98 Bug's Life, A 5.25 Jul-99 — Winback 
Resident Evil 3 9.25 Dec-99 Bust AMove 2 8 Aug-98 — World Driver Championship. 
Re-Volt 3.25 Nov-99  Bust-A-Move ‘99 9 Apr99 WCWNitro 
Ridge Racer Type 4 8.25 May-99 California Speed 2.25 Apr-99 WWF Attitude 

Rising Zan Sep-99 8 Sep-99 Castlevania 64 6.5 Mar-99 WCW Mayhem 
Rival Schools: United by Fate 7.75 Nov-98 Chameleon Twist 2 6.5 May-99 Wrestlemania 2000 

Road Rash 3D 7,75. Aug-98__ Charlie Blast’s Territory 3 May-99 — WWF War Zone 

Rogue Trip 3 “Oct-98 ~~ College Hoops 99° Fab Xena: Talismian of Fate 
Rollcage 7 Apr-g9 Command & Conquer 8 Sep-99 Zelda: Ocarina Of Time 
Rosco McQueen 3 Sep-98 —Cruis'n the World 6.5 Nov-98 

R-Type Delta 7.25 Aug. Deadly Arts 3 segs D R EAMCAS 
Rugrats 7 Jan-99 Destruction Derby 64 7.25 Dec-99 — AeroWings 
Running Wild 6 Nov-98 Donkey Kong 64 8.75 Dec99 Airforce Delta 
Rushdown 5 Apr-99 Duke Nukem: Zero Hour 8.75 Sep-99 Blue Stinger 
Saga Frontier 2 8 Jan-00 Earthworm Jim 3D. 5.75 Dec-99 Dynamite Cop 

SCARS 8B Nov-98 Extreme G2 8.25 Dec-98 Evolution 
Shadow Madness 6 Apr-99 F-Zero X 8 Sep-98 Expendable: Millennium 

‘Shadow Man 6.75 Nov-99 Fi World Gran Prix 7B Sep-98 Flag to Frag 

Shadow Tower 75 Nov-99  FIFA99 8.25 Jan-99 House of the Dead 2 
Silent Hill 7.25 Apr-99 Fighting Force 64 6.75 May-99 Hydro Thunder 
Sled Storm 8.75 Sep-99 Forsaken 64 8 Aug-98 King of Fighters Dream Match 1999 

‘Small Soldiers 7.25 Dec-98 Gauntlet Legends 7 Dec-99 Marvel Vs. Capcom 

Soul of the Samurai 4.25 Aug-99 © Gex 64 7.75 Nov-98 — Monaco Grand Prix 
Space Invaders 8 Dec-99  Gex 3: Deep Cover Gecko 7.75 Sep-99 — Mortal Kombat Gold 
Spice World 3 Oct-98  Goeman's Great Adventure 7.25 Sep-99 NBA2K — 
Sports Car GT 6 Jun-99 Hot Wheels Turbo Racing 7 Oct-99 NBA Showtime: NBA on NBC 
Spyro the Dragon 9.5 Sep-98 Hybrid Heaven 7 _Jun-99 _NFL Blitz 2000 
Spyro 2: Ripto's Rage 8.75 Dec-99 Iggy's Reckin’ Balls 8.75" Sep-08° Pari Peni Trilcelon 

Star Ocean 7.5 Jun-99 _ In-Fisherman’s Bass Hunter 64 7.75 Sep-99 Power Stone 
Star Wars: The Phantom Menace 7.25 Oct-99 International Superstar Soccer ‘98 9 Aug-98 — Psychic Force 2012 
Streak 8.25 Dec-98 Intemational Superstar Soccer 64 9  Jul-97 Ready 2 Rumble Boxing 

Street Fighter Alpha 3 8 Jun-99 det Force Gemini 7.75 Oct-99 Rippin’ Riders 
Street Fighter Col. 8 Oct-98 Ken Griffey Jr.'s Slugfest 85 Julgg9 Sega Bass Fishing 
Street Ftr. 2 Collection 7 Feb-99 Knife Edge 3 Nov-98 — Sega Rally Championship 

Street Sk8er 4.5 Apr-99 Knockout Kings 2000 8.25 Dec-99 Sega Sports NFL 2K 
Suikoden tl 8 Oct-99 Lego Racers 7.75 Jan-00 Slave Zero 

)_ SuperCross Circuit 3.5_Dec-99 _ Lode Runner 3-D 65. May-99 Sonic Adventure 

BL = Bottom Line 
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DATE __ TITLE BL DATE 

Nov-98 — Soul Calibur 9.25 Oct-99 

Oct-98 Soul Fighter 5.5 Jan-00 
Jan-99 Speed Devils 7.25 Oct-99 
‘Aug-98 Suzuki Alstare Extreme Racing 7 ~~ Dec-99 
Mar-99  TNN Hardcore Heat 5.75 Oct-99 
May-99 Tokyo Xtreme Racer 5.75 Oct-99 
Jul-98 —TrickStyle 7.75 Oct-99 
dul-98 — Toy Commander 8.75 Nov-99 
Jun-99 Virtua Fighter 3tb 7.75 Nov-99 
Sep-99 WWF Attitude 8.5 Jan-00 
Jul-98 

GAME BOY 
7 Jun-99 

Jan-00 A Bug's Life 5.75 Dec-98 
Jan-00 All-Star Baseball ‘99 7 Oct-98 
Feb-99 All-Star Baseball 2000 7.25 Jul-99 
Dec-99 All Star Tennis 
Dec-98 Battle Arena Toshinden 
Dec-99 — Beauty and the Beast 
Dec-99 —Bust-A-Move 4 

5 Billy Bob’s Huntin’ 'N Fishin’ 

Carrot Crazy 
Catwoman 

Ms Chase HQ: Secret Police 
Apr-99  Conker's Pocket Tales 
Sep-99 — Contra: The Alien Wars 
Feb-99 — Donkey Kong Land 2 
Jan-99 Deja ul & Il 
Sep-98 — Duke Nukem 
Dec-99 FIFA Soccer 97 
Feb-99 FIFA 2000 
Aug-96 Game & Watch Gallery 
Aug-99 GB Camera 
Jul-99 ex: Enter the Gecko 
Jul-98 — Griffey Jr. Pres. MLB 
Apr-99 — Ghosts N' Goblins 
Nov-99 — Harvest Moon 
Nov-99 — Hexcite 
Oct-93 Joust/Defender 
Oct-99 Ken Griffey Jr. Slugfest 
Jan-00 Kirby's Block Ball 

Nov-99.__ Klax._ — 
Dec-98 —Klustar 
Dec-98 — Kiwirk 

' Legend of the River King 
Logical 
Lucky Luke 
Madden NFL 97 
Madden NFL 2000 

  

Men In Black: The Series 
Mario Golf     

      

Millenium Winter Sports 1.25 Jan-00 
Missile Command 1.75 Jan-00 
Moon Patrol/Spy Hunter 6.75 Jul-99 
Mortal Kombat 4 5 Apr-99 
Motorcross Maniacs 8.5 Sep-99 
Ms, Pac-Man 7.75 Nov-99 
Mulan 4.75 Dec-98 
NBA In The Zone '99 4 — Jun-99 
NBA Jam 99 7.5 May-99 
NFL Blitz 6 Apr-99 

an-00___NHL Blades of Steel 75. Apr99 
99” Oddworld Adventure 7 Feb-99 

Pac-Man 7.75 Sep-99 
Pitfall: Beyond the Jungle 6.5 Mar-99 
Pokémon 9 Oct-98 

Pokémon Pinball 8 Sep-99 

Pokémon Yellow 6.5 Nov-99 
Prince of Persia 6 Jul-g9 
Quest for Camelot 5 Mar-99 
RType DX 75 Sep-99 

    

“Rugrats Movie i 
Skate of Die 2: Tour de Thrash 9 

  

  

  

Jul-98 Aug-97 

Dec-$8 — Small Soldiers 7.75 Dec-98 
Nov-89 — Smurf's Nightmare 6.5 Jan-99 
dJun-99 Spawn 6.25 Sep-99 
May-39 Spy Vs, Spy 7.5 Aug-99 
Aug-92 Super Black Bass 8  Jan-99 
Oct-89 Super Breakout/Battlezone 8.25 Oct-96 
Dec-9 Super Mario Bros. Dix 9.25 Aug-99 
Oct-98 Survival Kid nl $899 

~Jan-WU Tarzan 6.5 Aug-99~ 
Dec-98 Tetris Attack 85 Oct-96 

Tetris Blast 8.75 Mar-96 
Tetris DX 8.5 Dec-98 

Oct-99 The Legend of Zelda: Link’s Awakening 9.25 Mar-99 
Oct-88 Top Gear Pocket 6 May-99 
Oct-99 Twouble 6.5 Apr-99 
Nov-99 —V-Rally Ed, '99 5.5 Aug-99 
Dec-99 Vegas Stakes 8.25 Oct-97 

Oct-89 World Cup 98 3 Oct-98 
Ocrgg WWF Attitude ~~ 65 ureo™ 
Oct-99 — WWF Wrestlemania 2000 7.25 Dec-99 

Pa Yar's Revenge 6.25 Jan-00 
ct-99 

ooss NEO GEO POCKET COLOR 
Oct-99 Baseball Stars ‘Aug-99 

Oct-89 Beast Busters: Dark Arms a Dec-99 
Jan-00 Bio Motor Unitron 9 Oct-99 
Dec-99 —_Bust-A-Move Pocket 8.25 Sep-99 
Oct-98 Crush Roller 7.5 Aug-99 
“eta Fatal Fury: 1st Contact Ag 99 
Oct-89 King of Fighters 85 
Jan-00 Metal Slug: 1st Mission 8.5 Aug-99 
Oct-99 Neo Geo Cup ‘98 
Dec-99 Neo Turf Masters 
Sep-99 Pac-Man 
Jan-00 Pocket Tennis Color 

5 Puyo Pop 
Puzzle Link   


