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game ever?
'Find out inside...
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DIVE m'ro THG A
PILOT YOUR FIGHTER

EXPANSIVE ENVIRONMENTS WITH INNOVATIVE SUB ENVIRONMENTS
AND MINI GAMES.

8 BOSSES TO DEFEAT.
= UP TO 50 Mlsszs AND SUB-MISSIONS.

> FMV CUT SCENES® FEATURING REAL ACTORS IN MISSION BRIEFINGS TO ILLUSTRATE
PLOT AND GAMEPLAY.

AMAZING GRAPHICS.
= LIVING AND BREATHING ENVIHONMENTS THAT REACT AND EVOLVE AROUND YOU.

» WIDESCREEN CUT SCENES SHOW KEY SEQUENCES FROM THE GAME.

Web address: http://deepfighter.csl.com/

o

. cO (]
g RenderWare. 7

0090



/4 channel s

Original, sexy, funky and chic.
But that's enough about Ulala...
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Space Channel 5 is here and
it's rewriting the rules for the
dance/music genre!
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GOO®D KNIGHT, SWEET DREAIMS...

®RGET ABOUT SLEEPING, AND SAY G®@®DBYE
T® YOUR SO®CIAL LIFE AS Y®U EMBARK &N
THE GREATEST ADVENTURE EVER T® GRACE
THE DREAMCAST. SILVER IS AN EXPLO®SIVE MIX ©F
ARCADE ACTI®N AND RO®LEPLAYING ADVENTURE:

X 27 QUESTS, 7 HUGE WORLDS AND HUNDREDS
OF LOCATIONS T® EXPLORE

X CONTROL UP T® 5 CHARACTERS
X REAL-TIME COMBAT SYSTEM

X 75 ENEmMY TYPES
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~weicome one
and all!

ello, how’s things? I'm good (thanks for asking). All the
better for seeing you, of course. Regular readers of
Dreamcast Monthly have probably spotted our rather
funky new look; I trust it meets your approval. It took
out top design guru, Richard, bloody ages, so I hope
you apreciate all the hard work he's done - someone’s got to!

What a monster month of Dreamcast shenanigans we've
got in store for you. There was so much to cram into the
mag we had to make it bigger. I'm not one for blowing
trumpets, but dcm is now the biggest Dreamcast mag
you can buy - not that I'm implying that size matters of
course, but I suppose it depends on what you're talking
about (I think I'll get my coat).

So what’s on offer from your rather swanky new-
look dem? Well, we've got so much new stuff going on I
just wouldn’t know where to start. All the news, previews
and reviews you expect every month are all still here, but
we've changed the format to better suit your needs. One
thing I have to mention is our great new solutions section
(see Page 95). If you've got a special request for a specific
solution, or you've got a problem and you've got nowhere to
turn, you can rely on dem’s SWAT team (Strategies,
Walththroughs and Tactics) to see you through. Don't call
the office, though (like there’s room for a SWAT team in
here). Instead simply drop us a line at the usual e-mail and
postal address you can find on this page.

Well, I'd love to sit around here chatting 'til I'm blue in the
face, but there’s games to be played and work to be done.
Well, that and the fact I want to copy Saul’s Ferrari F355 data
(see Page 38 now!) before he gets back from his fag break.
We'll see who's the daddy now...

subscriptions & back issues
The subscription rate for 13 issues is £26 (UK),
£35 (EU) & £65 (World) subs@quaynet.co.uk

distributed by
Seymour Distribution

Cover artwork supplied by
Sega

No part of this magazine may be reproduced
without the written permission of the publisher.
Dreamcast Monthly is a fully independent
publication and is in no way an officially-licensed
Sega Europe product. The views expressed herein
are not necessarily those of Sega Europe or its
third party software publishers or developer#.

Take care,

dem &
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Richard Grace Saul Trewern Ian Osborne . Simon Brew Derek de la Fuente Greg Howson

Group Art Editor
Our lean, mean designing
machine. Richard’s the man
to thank for our excellent
new look, though when it
comes to making tea, he’s a
little on the shy side.
Game of the month
Sydney 2000
Still playing Crazy Taxi
Last heard saying
“My car’s giving me jip again.”

Solutions Editor, Contributor
Renowned for his remarkable
drinking abilities, or was that
problem? Saul writes top
solutions, and he knows how
to enjoy a pint.

Game of the month

Virtua Tennis

Still playing Tony Hawk’s
Last heard saying

“Not a lot, just went and had
a few beers.”

The walking dictionary from
the North. Ian writes the odd
review, corrects a spelling
mistake here and there, and
sorts out something called

Game of the month
Space Channel 5

Still playing Solitaire
| Last heard saying
“Me Cornholio!”

Sub Editor, Contributor

‘punctuation’ - sounds painful.
| Game of the month
- Power Stone 2

Freelance Journo
Poor old Simon. The only

. way he could guarantee a

holiday on a far-flung shore
this year was to get
married... There's got to be a
better way.

Still playing The field

' Last heard saying
“I'm a married man now [sigh]”

Features Editor
When it comes to ‘dipping
fingers in pies’ Derek’s got
the dirtiest hands, but that's
why he's our man. There's
not a game in existence that
can evade his eagle eye.
Game of the month
Ferrari F355 Challenge
Still playing Innocent
Last heard saying
“Where’s my cheque?”

Oetober 2000 SHE-0N

Freelance Journo
Greg might be new to the
dem team, but it already feels
like he's part of the furniture.
He's really saved the day this
month, bless him.
Game of the month
Dead or Alive 2
Still playing Chu Chu Rocket
Last heard saying
“You need 10 pages? By
yesterday? No problem.”
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Dear DCM

I have got few questions to ask.
1:When will we know if Driver 2 is
coming to the Dreamcast?
dcm: When Infogrames tell us.
Seriously, nothing confirmed yet.

2: The PlayStation2 is a load of shit
and the Dreamcast will kick its arse.
dcm: This may come as a shock to
you, but that’s not a question.

3: What does Q4 mean on the
release dates?
dcm: Winter. Fourth quarter.

4: And finally,
when will the Bleemcast be available?
dcm: For those who don't know,
Bleemcast is a PSX emulator for
the DC. Sega are complaining
about it and it’s already missed
one release date, but when (or
maybe if) a new release date is
set, we'll let you know.

Andy Hutch, e-mail

CLASSIC CoununoRum

I'm a little angry. Not about games
being delayed or PS2 being released,
but about Namco. Granted they
made Soul Calibur, one of the world’s

L dcm October 2000
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GOT SOMETHING TO GET OFF YOUR CHEST? wAnt TO RANT AND RALE ABOUT
ALL THINGS DREAMCAST? YOU'UE TURMED TO THE RIGHT PAGE. LEND US YOUR MERRAY

MISSILES, AND IF YOU WIN THE OCM LETTER OF THE MONTH ALUARD, ¥OU'RE IN FOR A TREAT:
YOU GET A FREE GRAME COURTESY OF GAMEPLAY!
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best fighting games, but I have
heard, from a reliable source (the
great DCM), that they're sending us
Namco Museum! I know it has more

than one game, but it isn't a Code:

. Veronica beater is it?
T, Namco are now taking the
. P**S out of Dreamcast and
| possibly some other
companies as well. Midway has
already done this (a GD full of
classic games). I know it will suit
people who have Dreamcasts AND
like retro games, but not others.
Many people got their DC for its
graphics prowess and surplus
gameplay, with games such as Code:
Veronica, Crazy Taxi and various
others. These people won't like retro
compendiums. Don't blast me for
what I've said for it is my, and
possibly many other peoples’, opinion.

Anonymous, e-mail

STRESS RELIEF
Dear DCM,
Ever get stressed out as you
strive to produce the
greatest Dreamcast magazine
in existence every month?
Here's a few tips...

o Pray for the serenity to
accept the things you cannot
change, the courage to change
the things you cannot accept
and the wisdom to hide the
bodies of those you had to kill
‘cos they got on your nerves.
M Be careful of the toes you
step on today, ‘cos they
might be attached to the feet you have to kiss tomorrow.
® Always give 100% at work. 12% on Monday, 23% on Tuesday, 40%
on Wednesday, 20% on Thursday and 5% on Friday.
® When you're having a bad day, remember it takes 42 muscles to
frown and 28 to smile, but only four to extend your arm and smack
somebody in the mouth.

Arnold Wilkins, London
DCM: Ho ho ho!

\ y

dcm: You're certainly working up
a swear there, Anon - perhaps
you should check out the stress
relief tips from our Star Letter
writer. Our reply to your unkind
comments about
retro games is
simple - if you don't
like 'em, don’t buy
‘em. As you said,
they suit some
gamers. Let’s celebrate the
diversity of games on the DC
instead of complaining about
anything that’s not to our
personal tastes.

ADO-0N5

I've heard about the DVD add-
on, and I want to know when it
will come out. Also, are SEGA
gonna produce an add-
on for storing MP3s?
Patrick, e-mail

dcm: The DVD player is
still in development -
expect it late next year. There’s
no news of an MP3 player yet, but
if one is ever produced, it would
have to ride the coat-tails of the
DC Hard Drive. The PlayStation
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Some people still doubt the Dreamcast chances of
success, but I consider myself a hardcore
gamesplayer, and Sega has produced a console that’s
broadened into new areas that no other console has.

People view PlayStation2 as the direct threat to
Dreamcast, but I disagree because PlayStation2 offers
little in the way of quality games, as the first few
games show. Ridge Racer and Tekken Tag have both
disappointed, plus future titles are just going to be
endless sequels that have already appeared on the
original PlayStation. Dreamcast is offering gamers
something new and original in games now and for the
near future, with excellent titles as Half Life, Quake 3,
Shenmue & MSR to name just a few.

I feel it's Sony that see Dreamcast as a threat,
like the Dolphin & X-Box, because Sony has hyped
the PS2 to developers and gamesplayers to build
interest in a console they knew wouldn’t have the
same success as the original PSX.

What we have to look at is Sega taking the console
into new areas never seen before, not just in games
either, but with future add-
ons in Zip Drive, DVD
Drive, Digital Camera,
Internet Access and

MP3 player, which

offered no means of storing MP3s,
was about as useful as a
chocolate teapot.

PLAY IT
AGAIN, S5AM...

Dear DCM,

I would just like to say
well done and thank you on
producing such an awesome
Dreamcast magazine. As
Tina Turner would say, your
mag is SIMPLY THE BEST for
all the up-to-date info and
the best reviews on the DC.
Because of your great mag, I
have treated myself to Soul
Calibur, Crazy Taxi, Sonic
Adventure and some other
true classics available for DC.

Nuff said about your
mag now, the main
reason I am writing
this letter is to ask

you and

everybody out there why

are soooo many people planning on
buying a Playstation2? It hasn’t
impressed any true gamers in
Japan! Just look at the
launch line-up: Tekken 4,
Gran Turismo 2000, Ridge
Racer 5... Can you se a
pattern here? All of these
games are sequels! Where
the hell are Sony’s new
ideas? Sega will have two
brand-new games available
by the time PS2 arrives,
namely Metropolis Street
Racer and Sega GT! And as
for Tekken Tag Tournament,
ha ha ha - it's nowhere near
the quality of Soul Calibur
and that’s here now!

1 know what you PS fans
are thinking now; yeh
right, he’s just a Sega

many more additions. Dreamcast will take the
industry to the next level.

The bottom line is that Sony view Sega as a rival,
but Sega don't, they see companies like FreeServe,
Lineone and many other ISPs as there rivals. Hardcore
and casual gamers have to see that Dreamcast is
offering games that are quality, and all about gameplay
not graphics, as Sony has produced over the years.

Get a Dreamcast and you won't be disappointed.

PS: DCM, would you be kind enough to check out
my website and tell me what you think? It's
www.expage.com/dreamon2.

DieHarder, e-mail

dcm: We think Sega will have a tougher fight on its hands
when PS2 is released over here. Yes, the games so far
have been terrible and there are too many sequels in the
pipeline, but it still has the marketing muscle of Sony
behind it. Besides, look at the titles people take an interest
in on the Forum pages - many gamers like sequels.

Congratulations on the web site. Dreamcast online
addicts should probably check it out.

fan sticking up for his DC
when he hasn't even
played a PS2. Well you're
wrong! I own a Japanese
PS2 with the games I
mentioned (except GT
2000) and I'm now sick of
the sight of them! The only
game I now want is Metal Gear
Solid 2 - another sequel that
won't be here until about a year
after the release of the PS2!
1t seems Sony is doing
completely the opposite of Sega,
spending no money on games and
loads on advertising! OK, the PS2 is
more powerful, but what do we
really want, power or new, stunning,
original games? I choose games!
Also, it's really difficult to produce
games for the PS2 and really easy
for DC! Because of Sega’s Naomi
operating system, arcade and PC
games can be converted to DC in
weeks, where as it takes months to
do it for the PS2! So everybody see
sense and buy a DC with Code
Veronica! Anyway, keep up the good
work with the mag!
Ian Williams (age 23),
Wolverhampton, West Midlands

dcm: Some interesting ideas there,
Ian, but we couldn't help but
chuckle at the way you attack
sequels and unoriginality and then
round off by saying DC rules as it's
easy to convert PC and arcade

—— games to it. Still, you're right about

dcm: That'll teach you to
get her involved in
Dreamcast gaming!
Seriously, you didn't win
the Star Letter award, so
you'll have to share your
copy of Tony Hawk's.
Sega have one trick up
their sleeve ready for the
release of the PS2 for
sure - the price! By the
time PS2 dribbles onto
the streets,
Dreamcast will cost
only half as much

the PS2 being hard to program, a
factor that forces games companies
to play it safe. Because the games
take longer to produce, they're
more expensive to program, and
with more money at
stake, companies are
less inclined to take a
risk and do
something original.
The result? SEQUELS!

A GAME
OF YOUR

CHOICE

EUERY
MONTH

gameplay.com
v

.PLUS!

A SIK-MONTH
SUBSCRIPTION

T0 DC

ctober 2000
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e were already excited
about the fact that
Quake 3 was heading
for the Dreamcast. The
news that Unreal
Tournament is on the way too,
possibly reaching us within the
next six months, is further reason
to cheer as far as we're concerned.

Unreal Tournament, in some
ways the sequel to a first-person
actioner called Unreal (surprise), is
essentially a multiplayer delight in
its own right. Indeed, many
proclaim it to be the champion of
the genre, playing slightly slower
but more tactically than Quake 3.

You can play the game in several
ways. Deathmatch is a simple bash
to see who can get to the requisite
number of kills first. Capture the
Flag is a team-based game where
the idea is to, er, capture the
enemy’s flag and take it back to
your own base, whilst
simultaneously protecting your own

flag. Domination places three points
across the map, which start off
neutral but can be changed to your
team’s colour just be touching
them. Unfortunately, the opposition
can change them to their colour by
touching them too. And whilst these
points are in your colours, they’re

Epic Megagames

amassing points, with the first team
to reach a predetermined total
adjudged the winner. Finally, Assault
is effectively a mission, with you

needing to accomplish a set numbegig.

of goals in a set timetéimit, whilst
the opposition team tfy and stop
you. Once one round is finished, the
roles are reversed, with the aim
being to be the fastest team to
finish the mission.

The game is set to include
support for keyboard and mouse

First-Person Action

Early 2001

(and rightly so), and online
gaming, and online facilities should
be a definite, as the game is
robbed of lots of the fun should
this option be taken away. Early

. work has been done on this though

with a fair degree of success in
testing. There are likely to be some
compromises however, to get the

.game inside of a Dreamcast, with

n early casualty likely to be some
ol the detail in some of the levels.
To\what extent changes will be
madfe is unclear at this point.

at is clear though is that this
is ongyof the five best games of all
time for our money, and the balance
is spot-on between blazing action
and being a sneakylittle shit. We're
very good. at the latteryou'll be
unsurprised, to hear.\Qui best guess
for a releasq,is the firgt quarter of
next year, depending on how well
the conversiorywork goes...

e

T -7 TR N T S Ny O o



4 001

= USA
. ﬂ CANADA

il <acrio00:48 S

8 ot

\
18 (K3
‘.!I"j'

'\ ",“

Publisher: Sega M Developer: Silicon Dreams Ml Genre: Footy game |_J;{EEC0 December

& USA 0
o CANADA 0

SEGA WORLDWIDE
SOCCER cO0l

Thebest footy game in the world ever... Volume 3

e ain't going to labour
the point so much this
time, but one year on,
the classic Dreamcast
football game still isn’t
here. Silicon Dreams are preparing
their third attempt to win us over,
having notched up scores of Eight

and Seven with Sega Worldwide
Soccer 2000 and Sega Worldwide
Soccer Euro 2000 respectively. The
fact that the three games will
have arrived roughly within 12
months of one another is an
obstacle; we expectantly wait to
see if they can navigate it.

o

So, what's new? Well, all the
statistics and stuff for starters,
although that’s little surprise,
and then there’s the fact that the
graphics look nicer and generally it
seems as if a bit of decorating has
been done since we last met. You
can check that out just by looking
at the brand-new shots direct from
the nice folk at Silicon Dreams.

Gameplay-wise, though,
things are still unclear, although

MANCHESTER UNITED FC

we’ll be looking at the game in
more depth next issue. Certainly
there are some things we'd like
them to pick up on before
sending another version of the
game to the shops, not least the
fact that the previous two
releases essentially felt very
much the same. Perhaps Silicon

it seems a bit of decorating has been

done since we last met

can incorporate some of
the strong points of their
PlayStation hit UEFA
Champions League to give
us something more this
time. We know they

can do it.

Let’s not forget too that,
with UEFA 2001 no longer on
the cards, it's got a pretty
clear run at the Christmas
market unless Virgin’s rival
title turns out to be
something special. Anyway,
check out the shots, and
we'll bring you even more in
four weeks’ time.

October 2000 C3CM I
DREAMCAST MONTHLY
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nother month,
H another cool Sega

title revealed from up their
sleeves. This time, heading for a
format that’s already going to be
treated to Unreal Tournament,
Quake 3 and Half-Life over the next
few months, we have a blast of
action in the form of Outtrigger.

Outtrigger sees you taking a

leading role in a counter-terrorist
organisation, as you go along
fighting crime and generally doing

Free-For-all, blastin

flrst-m

-seuen-shades-of-

shit-style extrauaganaa

good. What this basically means is
that you get a mission-based single-
player game, and then a fantastic
free-for-all, blasting-seven-shades-
of-shit-style extravaganza when you
switch to multiplayer. That's if Sega
can ever get online gaming sorted
over here (although you can play a
split-screen version).

You can choose your camera
angle from either the traditional
first-person view or from behind
your character, and essentially the
game is an arcade action blaster,

12 dc_n;g October 2000

complete with the quality sound
and graphics we expect from this
sort of thing. Check out the screens
for proof of the latter. It's a game
some of you may have played in
arcades, of course, but there will be
extras in the Dreamcast version,
and we've even been promised
mouse support. All we need now is
for someone to release a mouse
and everything’s hunky-dory.

There’s no fixed release date for
Outtrigger yet, so look out for an
update in a future issue.

o, o
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A racmg game with a bit of a difference...

we've seen on the

Dreamcast have involved
traditional vehicles; cars,
bikes, karts, even remote
controlled cars at one point.
What we haven't had is a
whopping great truck; cue the
forthcoming Eighteen Wheeler
American Pro Trucker.

A bit of a hit in the
arcades, and as you can see
from the various screenshots, the
Dreamcast version is coming
along a treat (as those who read

o far, the racing games
5 , g9 m,f,zz

our recent full preview know).
In true arcade racer style,
you’re not just trying to avoid
other vehicles (although
ramming certain ones rewards
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STAGEZ ' y
Hsrpsrsnsnuna to omm $16,000

you with a bonus). There’s a big
fat clock ticking away to keep
the pressure on as you transport
your cargo across varying
stages of equally varying
difficulty en route from New
York to San Francisco. Don't
forget too that you're not the
only truck driver on the road, as
a rival will be trying to deliver
the cargo first and walk off with
the loot. And between the
stages, you also get to play
some manoeuvre-based
games just to test out your
driving skills.

It's due for release around
the end of the year, possibly the
start of next, and as usual with
the Sega arcade conversions,
will feature some unique bits
and bobs especially for us
Dreamcast folk. Aren't they
nice? To help with the wait,
check out the latest screens.
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@ Publisher: Sega M Developer: Sonic Team M Genre: Party game M Released: 8th December

SAMBA DE e

dmit it, when you heard
about Sega Bass Fishing
and the fishing rod add-on
for the Dreamcast, you
were a little taken aback.
Best sit down before we tell you this
one, then. The next strange add-on
for the DC will be a pair of maracas.
And yes, you did read that right.
Straight from the Sonic Team, the
game that uses these maracas is
none other than arcade smash
Samba De Amigo, which at heart is a
fairly simple-looking game, but in
practise is nothing short of
compulsive. The idea is that, by using

=
Y 00038000

rank «00000000NE

the maracas, you have to follow the
actions taking place on screen,
waving them at various heights and
at various rhythms. Get out of sync,
you lose the game; simple as that.
Packed with strange characters,

;2000
llllDDD’ RANK

Keep taking the tablets Sega...

D02
[TTT]

along with snappy tunes that you'll
be embarrassingly humming along
to in a matter of seconds (and then
pissing everyone else off by
humming nothing else all day), the
game is playable at three difficulty
levels, and you score by getting
your shakes in time with the screen.
Also, get moves right on the trot
and you build up combos which
again add to your score. Oh, and
you occasionally have to match the
pose of any figure that happens to
appear in the middle of the screen.
For the Dreamcast version, extra

NORI\;I‘\L

game, with the bright colours and
fun-looking visuals very much in the
style of the proceedings. We've rarely
seen quite so many bright colours on
the screen at the same time, and it
should make a nice contrast after a
long session of Code Veronica.

As you go through the game, you
can unlock more tunes, some of
which you'll recognise, others you
won't, and for those frightened of the
maracas, you can also use your basic
control pad if that's what you want.

The game is due for release on
the 8th of December in the UK,

it should make a nice contrast after a
long session of code ueronica

modes, challenges and minigames
have been thrown into the mix, with
Mole-Whacking and Bomb Squad but
two examples of what to expect.
Fortunately, there's a training mode
which helps you get used to things
too. The graphics, as you can see,
are one of the main assets of the

priced at the usual 40 notes. Sega
is handling publishing duties, and
they should have a major hit on
their hands unless something goes
badly wrong. Hell, even the creator
of the Mario Bros games has said
he thinks this is a fab. And he
should know.
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bringing you the latest news From around the world

REAOY 10
GET ERTREMIE

Check this out for a forthcoming
Sega Sports special...

' G eading our way

%B?mm i 2\'.} it H around November
s time is the latest
o action-packed Sega Sports
. game, taking a slightly
more dangerous approach
than usual. Extreme
Sports is basically a
compilation of games
based around the more
daring escapades of
humankind, including
Bungee Jumping (rope
included, you'll be thrilled
to hear), Quad Races,
Mountain Biking,
Snowboarding and Gliding.

To whet your appetite for
the forthcoming action,
check out the latest
screenshots, and whilst at
this stage we think this is a
game that can go either way,
it’s certainly got enough
potential to make us sit up

espite the fact that Blue Stinger didn't
set the world alight, Climax has still
been hard at work on their latest fright-

fest, and it looks like it may be onto

Now this looks scary... something more substantial this time around.

Illbleed sees you in charge of a variety
of characters taking part in a contest. All
they need to do to make themselves a
pot of cash is survive the night in a
theme park, whose sole reason for
existence is to kill you. Various weapons
are on hand to help you out, but it looks N !
like one of those games where you're anid etk it o, Gertalnty

the multiplayer game should

going to have to keep . . be well worth a go. Look out for a full
your eyes and ears The aim of the game is to review in the next couple of months.

wide open to succeed scare you witless, and we’ll soon
as the mayhem know how successful it's been,
continues around you. as you should be able to pick up

a Japanese import copy before
the end of the year. However,
the UK release isn't on the cards
(A T—*=EYESIGHT " 'HEARING SMELL SIXTH SENSE until into 2001, due presumably
‘ to the substantial translation
work that has to be done. More
news as we get it...

This wall really looks like it could use some sleep Now that’s what we call phat air!
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A PRINCE BY ANOTHER NAME swuerers

But he’s still from Persia

QUACHERS

Ubi Soft has added another game to
its roster over in the States, with a
UK release likely. It's called Donald’s
Quack Attack, and is another product
of their licence with Disney. Look out
for a game based on Dreamworks’
Road to Eldorado shortly too...

Kaito, there is a time and a place... DHEHmHHEnH BDDST

he platform game Prince Sega’s European Dreamarena DC
of Persia, still in the exclusive Internet home has seen

i 100,000 new registrations since mid
midst of devebpment for June, when Sega started sending out

an all-new I?reamcaSt copies of Chu Chu Rocket to all
adventure, is set to go under registered users, absolutely free of
a new name when it finally charge. The total number now stands

north of the 300,000 mark.

hits the shelves. No longer
shall it be known as Prince of
Persia 3D, as tonight,
Matthew, it's going to be...
Arabian Nights: Prince of Persia. Whoopee-do.

As for the game itself, it's shaping up to be
a platformer with potential, and should

hopefully surpass the so-so PC game that
Nemesis on the way... came out last year. Due for release before the
[ ompleted Code Veronica? Fed up with

end of the year, you're cast into the action in
Resident Evil 22 Thirsting for more the title role, on a mission to save the Princess
creepy antics? Then we deliver good

from an evil Sorcerer. In the true PoP style, the THE l|"EHH5 HULL []ﬂ
news; for in addition to the already- gameplay takes the form of a mixture of third-

announced Dino Crisis, Capcom is also : : Remember the old arcade shoot-'em-
converting Resident Evil 3: Nemesis over to person platform action and a variety of puzzles ups 1942 and 1943 from Capcom?
the Dreamcast, ideally to tax the brain, and save for some Okay, they are quite old, but anyone

for release before the  released earlier this year), the game is still unoriginality in the storyline, we admit the north of around 21 will probably be
end of the year. Whilst  better than most and should mean a good thing has potential. Mind you, it's a long :Lﬁsse;l ;:4h?:rc lt‘l::na; I:'e;:‘-.lel of

B i, - mhi iy RoreTem titne slhce we've had & really good PoP - development. Wonder what they 'l
(and the technical wim ek Il the hopefully this will put things back on track. call the next one?

limitations of the meantime the tatty-

PlayStation certainly looking screenshots are mHH DIT[HEU

didn't help when it was  from the PlayStation
version. Trust us, the |
DC version will look a
LOT better.

Take 2’s cool-looking PC game Max
Payne may now not be in line for
= conversion onto any games console,
1 as originally expected. If the situation
Sy 4 changes, you'll hear about it from us.

rfrew

\
e
A frisky dental nurse, yesterday...

SEGA BASH THE PIRATES

ollowing on from Sega’s anti-piracy statement that we reported last
month, Sega has joined forces with major Internet portals and shut down
around 60 web sites that were facilitating the download and sale of
pirated games. Also, they've targeted online auctions too, closing down illegal
auctions and declaring their intentions towards the whole piracy issue.

October 2000 CIC-M 15
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0ino CRIsIs? Sega’s price cut should be immenent... g -
errneors: I oo '=|F5/ s

by the end of the year, although early v M s selling

2001 is more likely. It'll be identical
to the PIayStationyversion too, save the Sega Dreamcast for just short of 150 notes, right? But that has
for better graphics and the VMU being nothing to do with Sega, who are still sticking by a recommended
:::ﬁ:se‘:ts::y VI SORRE AT retail price of £199. However, in advance of the launch of the

: PlayStation 2 at the end of November, Sega is now rumoured to

be about to announce the formal cut in the price of the
console, presumably not far off the £150 mark. Our question,
then, is will the same High Street stores then knock even
more off the price of the console? At worst, it's going to be
retailing for half the price of the PS2 this Christmas,

which should make it a very tantalising Christmas
present indeed. Especially if you bag yourself a copy of
Shenmue to go with it...

SHENMUE?

The translation work is nearly R
complete, and we’'re now expecting
this one to be hitting the shelves on '/

1st December.

SUPER SOCCER

= -
QUARKE Il ARENA: A new player struts onto the field
Anoth e we seem to have been

w:?tin:rf?a: f::ever it's now got an nd just when Sega Worldwide Soccer 2001 thought they
official release daté of 10th had the Christmas football market all to themselves
November. Phew... with UEFA 2001 no longer appearing on DC (although

you can read more about that elsewhere), Virgin is set to
have a go themselves when they release European Super
League in November.

Put together by Crimson, who, if memory serves, released the
not-too-good Viva Football on PC and PlayStation, the game - as
the title suggests - will have a European team focus, with the
main teams represented. We'll be honest and say we've no idea
how it plays, as we haven’t managed to have a go yet. But as
soon as we do, we'll report back our first impressions. Honest.

We really can't wait for B&W, but we’re gonna have to...

5
CROC 2

Bad news for those awaiting the
Dreamcast release of this
unspectacular platform game. It's
now officially been canned. Which in
our eyes is a lucky escape.

Black & White on their Dreamcasts could be in

for a much longer wait than anticipated, as it
now looks to have slipped beyond its
November/December release slot. Early reports
suggest that the game may not see the light of day
on DC until around May or June next year

BLHEH ANO WHITE 5LIPS

(although it could well be earlier),
which for us is a crushing
disappointment as it looks so
damned cool. Once we have the new
confirmed release date, we'll bring
you the news right here. Just to
remind you why we're disappointed,
we'll furnish you with some of the
latest shots from the game...

T hose hoping to play the awesome-looking

STAR WARS RACER?

It's out. Silly.

6 dr.wr"g October 2000
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RELEAGE DHTES

00 00 ©9
00000 00000 00000 00 00 00000 00 00 © O 00000 0000 000000 00000 Tentative as ever, here we bring you our guide to those
$ee $003°728 83 823803383 253 8 oeeess 33 33 S5 85 upcoming games and when to expect them..
00 00 000000 00 & o0 0 0 00 00 00 0o
00000 000000 00 00000 000000 00 SO0 000 000000 00 0O Virtua Athlete: 1st September
Virtua Tennis: 8th September
Power Stone 2: 15th September

Metropolis Street Racer: .....ocuvurssssnnsanins 22nd September
kg : Who Wants To Be A Millionaire?: ........... 29th September
x : e Deep Fighter: September
B : Space Channel 5: 6th October

| Time Stalkers: 13th October

T Sega Extreme Sports: 27th October
y . ¢ T WWF Royal Rumble: October

3 Alone in the Dark 4: October

Rainbow Six: October

ega s confirmed that they are A s e o e
working on a sequel to their hit music Jet Grind Radio: B Noverber
game (you can read more on the first San Francisco Rush 2049: ........commsssssnsssnsssens November
game elsewhere in this news section), Dinosaur: November
Samba De Amigo. As usual, it's just the ::;:thTc'ope: = gz\ézgg:;
arcade game they're talking about qt the Shetmie: Yol iamber
moment, with several new tunes being Samba de Amigo: 8th December
prepared for the game. A Dreamcast version Sega Worldwide Soccer 2001: .......couuuuseeee 8th December
is expected to follow, but at the earliest, e L o e ol
we're still around 12-18 months away from i |V S Q,4

release. And that’s best case scenario.

FI LUORLD i LIRTUA TENNIS 2
GRAND PRIA 11§75

ell under way, with release still due
| I I before the end of the year, this is the
follow-up to last year’s competent but
unspectacular Formula 1 game. It’s in for some
tough competition in the racing genre, though, the original has had such a reception, with

as the run-in to Christmas also sees the likes of - ¥ Z American retailers running short of the game
Sega GT and MSR. AESS s ARTIBUNOIN cicins) SRS ; within days of the game'’s release over there.

on a coin-op follow up to its awesome

tennis game. Virtua Tennis 2 promises that
usual sequel mix - the best bits of the old one
with new added goodies, and whilst there isn't
confirmation of the Dreamcast conversion, we
can’t imagine there not being one, especially as

T his could be good news too. Sega is working

excellent racing game Speed Devils,

with plans afoot to turn it into an online
extravaganza. Hopefully, the online side of
things will be in tact come a UK release.
Especially as the game is currently entitled
Speed Devils Online.

The idea is that up to five players at a time
can race, thanks to the joys of online gaming,
complete with betting options to help earn cash
to upgrade your car. The game is also set to have
a more futuristic feel than its predecessor, with
tracks getting you to drive through ice storms,
tornadoes and a good, old-fashioned Hollywood
disaster (Wild Wild West springs to mind). Don't
expect a release anytime soon though, but we will
update you in the near future.

u bi Soft is working on a sequel to their
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INFOGRAMES LAl
OREAMCAST TITLES

UEFA 2001 no longer coming to DC

ad news. Infogrames, whose thus far unswerving support of the
B Dreamcast has warmed our hearts, seem to have abandoned DC
versions of three of their upcoming games.

The major casualty is football game UEFA 2001. UEFA Striker was,
if you remember, one of the early titles on the Dreamcast, and whilst it
had its problems, it just about scraped an 8/10 off us. Much
information was seeping through about the 2001 edition, and so it's
something of a shock to learn that both the PC and Dreamcast versions
have been canned to leave the development team to concentrate on
the PlayStation and PlayStation 2 versions of the game.

Also on the chopping block is the awesome-looking Supreme
Snowboarder and Independence Wars, in a move which we hope is
nothing more than a blip from a company who have thus far brought
the likes of Wacky Races and Slave Zero to the Dreamcast. Whatever,

it's disappointing news. Humbug.

OH OEER

Too cute to kill?

he American buying public never
ceases to amaze us, especially

the PC owners who have made a
game based around deer hunting one
of the most popular titles over there.
It’s sold enough to convince them to
make a Dreamcast version too, and
whilst we're not sure if Deer
Avenger will see the light of day
over here, we're sure we'd manage
to survive without it.

JAPANESE TO
GET OMLINE

You cannot be serious!

s we busily await the release of
Virtua Tennis into stores over

here, news has reached DCM
Headquarters that once again the
Japanese are set to get one up on
us, as their version of Virtua Tennis
allows for online multiplayer games.
And we want it too, but we ain't
getting it. Which means we get to
stamp our feet a lot as once more -
sigh - we look for something other
than Chu Chu Rocket to play against
our European cousins...

|
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Kevin soon regretted moving behind the cricket ground...

URBAN CHAOS EI]l'IFIHmED

October release for Eidos game
T he Dreamcast conversion of Urban Chaos from Eidos is

definitely on, and as you can see from the release schedule,
it's currently set for an October release. The game, an
action adventure set across a sprawling city, has thus far
appeared on both PC and PlayStation, garnering impressive
reviews but failing to marry that to sales performance. If they
get the DC version right, maybe we can
redress the balance?

PRICE OROPPING

Can we have some please?

PlayStation games, sitting on the shelves for under

20 notes a-piece? Us neither, although we must
admit that a budget range of Dreamcast games is a
tantalising proposition. And it's happening. In the States.

Titles included on the Sega All-Stars label, which
retail for the equivalent of 15 quid, will include initially
Sonic Adventure, Sega Bass Fishing, NBA 2K and House
of the Dead 2, with Crazy Taxi joining the party in time for
Christmas. No word on a similar scheme in the UK, \
though, but Sega, take this as our subtle hint!

Ever looked in envy over at the Platinum range of
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PLAYSTATION 2 - LATE

Sony mess gamers around again

PlayStation2 into the UK has witnessed new chapters. Firstly,

the firm has now confirmed you won't have to preorder the console to get hold of one
this year (although if you really do want one, you're probably better off doing so), and
that the price will be £299 (you can get a separate Dreamcast and a DVD player for that).
Also, the release date of the console has now slipped until the end of November.

T he on-going saga of Sony’s attempts to launch the
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BiG SIM On Ocr

Hot off the rumour mill...
UI e're still several weeks away from the UK release of

the awesome Jet Grind Radio, and already developers

Smilebit have turned their attention to their next
Dreamcast title, which could well be the DC version of their
new Japanese arcade game, Hundred Sword. It's a real time
strategy game, not a million miles away from PC hit
Command & Conquer, with resource management and
strategy sitting side by side with big fights.
s Should the DC version be confirmed, and we suspect it
will, it will offer significant online gaming opportunities, but
once again we're left wondering if this bit will be chopped off
= 1 4 for the European release. As we're getting fed up with saying,

2 g much though we like Chu Chu Rocket, we really need a damn
£ sight more. Look out for more on Hundred Sword in a future

issue, as should the European release be confirmed, we're
looking at well into next year before we see it in Woolies.

S0NIC IS S(UARE

Coming to DC, but with a new name
| t was Sonic Shuffle, yet for the game. All very scary stuff,

the UK release you can we're sure you'll agree.

expect Sonic Square. Either
way, it's not the long-awaited
Sonic Adventure sequel, but a

Nobody’s going to argue that
this is cutting-edge gaming, as
we're guessing you'd worked

different game altogether, with  out from the screenshots, but it
the Sonic characters all does look like it could be a good

present and correct. laugh (especially if it follows

The game is effectively a some of the work done by the
Dreamcast boardgame, with PlayStation game Bishi Bashi
the characters all fighting it Special). Up to four players
out to see who can get to the can take part at a time, and
end first. To progress along over 50 little games are

the board, you have to included to fight over.
complete a variety of mini- Sonic Square isn't due for
games, with some peculiar release until next year (Sonic
challenges set to keep you Adventure is at the end of next
busy. There’s a plot to it too, year too), and when it arrives it
about some evil megalomaniac  should be a fun little title. But if
who won't be stopped from it makes it to our Games of
destroying some world or 2001 list come January 2002, :
other until someone completes  then we'll be very surprised. . ) 4

@Dﬂ@xﬁ@ @3 TIPS
SERVICEfIN
THEFWORLD.

TIME SAVING FUNCTIONS FOR USE DURING YOUR CALL - PRESSg TO RESTART SERVICE  PRESS 6} TO MOVE BACK A STEP

DC - GBC - N64 - PC - PSX - PSX2 - SATURN

INTERNATIONAL ACCESS: [ ; OVER MAY CALL TH "
+44 (o)7oos9ooo 090686 1

MOB“.E P“o“! ACC!SS PERSONS AGED UNDER 16 CALL THIS NUMBER ONLY
0700 5900 615 [ L o L-Y- o L 2: 3o} [-)

Calls to the above numbers cost 60p per minute

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

Customer Service: 08700 885 656

Check out our new website n<heatsunlimited com



an take on e rstiol Europe, head to head and in real tlme, through
your Dreamcast e ore you can do it for free with ChuChu Rocket!, Europe’s first ever 4
online console gam | iving it to anyone ‘who buys a new Dreamcast, and to all existing
Dreamcast owners whofgo on line through thelr conseles to Dreamarena, Dreamcast’s exdusive
website. And, once you've got your free ChuChu Rocket!, from June 9th you can enter the Eumpean :
ChuChu Challenge by visitmg Dre \arena. Don't, mlss out, it’s your chance to be the star of Europe.,
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SHOWCASE Publisher  SEGA | Developer  SEGA | Genre  DANCE IPeripheraIs ./ : y"-
Available  8THOCTOBER | Plavers 1 [ Price  £39.99 o 7

hat is it about music
and dance games? Love
‘em or loathe ‘em,

they're here to stay and Sega has
done well to jump on a
bandwagon previously ruled by
Konami’s music titles. Of course,
it's bigger than Tai Chi in Japan,
and Space Channel 5 had an
excellent reception there.
Westerners tend to be a little
more subdued as far as these
things are concerned, so does it
work, or is Sega trying to shove
Ulala into unwelcoming faces?
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“Starring Ulala, an indelible

dance diva and fledgling space-
age newscaster, Space Channel 5
challenges players to help her out-
dance alien funksters (aka
Morolians) in order to free their
human captives and save the
universe. Developed by Tetsuya
Mizuguchi, the creator of Sega Rally
Championship and many other hits,
Space Channel 5 heralds an all-new
style of console gaming. This hip
title is driven by an engaging
storyline, groovy techno tunes,
fashionably in-vogue characters, and
gameplay that players of all ages
and sexes will enjoy.”...and
who are we to argue?

0

HOW YOU DOIN’? |

This 23-year-old beauty is
Nazu Nahoko. She played
the role of Ulala at the
Tokyo Game Show this
year. That's about it
really, apart from the fact
she’s worked with Michael
Jackson a couple of times,
and she’s a robo-babe.

et in the 25th
Century, the
Morolian alien race
have attacked and
subdued innocent
humans with their dance-inflicting
ray guns. Fortunately for the
galaxy, Ulala, an up-and-coming
reporter working at Space Channel
5, has the moves and rhythmic
talent to free the captives from this
alien dance trance (oh dear). In shoulders, Ulala steps up to the
order to break the Morolians’ challenge - empowered and in style

IT FAILS TO OFFEND THE PALETTE OF
EVEN THE MOST CONSERVATIVE GAMER

hypnotic grasp, Ulala must mimic - to save the Universe.

the aliens’ exact dance You would be forgiven for
manouveurs by keeping the beat accusing Sega of being as mad as
with pauses, quick repeats and March hares in June with a plot-line
moves timed to perfection. like that, but it's set against the
However, the storyline has some backdrops of a clever ‘funky pop
additional twists and turns that culture’ future, and it's amazing how

don’t take place on the dance floor,
involving a ratings-driven producer
named Fuse, and Pudding, a
former teen idol turned reporter for
rival Channel 42. With plenty of
weight on the galactic diva’s

'!:
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Pudding’s the 19-year-old reporter from Channel 42. She’s had two nose jobs...

Ulala
Channel 5 Reporter
Age

Favourite Ice Cream
Cherry Vanilla
“A reporter on
Channel 5, she
has just been
assigned her
first big news
job, to report
the invasion by
the Morolians.”

Pudding
Channel 42 Reporter
Age

Favourite Colour
Taupe

“A former teen
idol, she now

22

19

has a waning
For fan club. She
e Top gameplay engine has had two

nose jobs since
her 16th birthday.”

¢ Excellent soundtrack
¢ Good replay value

Against Jaguar
e More variety required Pirate Reporter
¢ Small control issues Age 35
¢ We want more!!! Favourite scent
Gasoline
“A hunky space
pirate with a
mysterious

past, heis a
great advocator
of truth. He
commands the
broadcasting ship
Rogueship-A-Go-Go."”

Chief Blank
Channel 5 Chief

Favourite colour

“He is a man with a
purpose. Driven

solely by the thrill
which can only
be obtained by
high ratings,
this man is
a loon.”

it fails to offend the palette of even
the most conservative gamer. Finicky
issues like fashion, musical taste and
style are addressed head-on, which is
no easy task by any stretch of the
imagination, and Sega has managed
to carry it of with apparent ease.
Cheese-gratingly
corny sub-plots and
one-liners have
adoringly been
included (in a B-movie

Plaid

kinda way), with the grace Space
and finesse you'd expect from an ichael
average episode of Buffy the Vampire Jackson
Slayer, though when it comes to Super Star

“Legend has it
that he saved
the Earth
from a certain
demise by
using his
‘dance energy’.
This was when the
planet was attacked by
aliens 500 years ago.

some of the background characters
like Jaguar, light sprinklings of cheese
turn into massive wedges of brie, and
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SHOWCASE

THE BOSSES

Space Boss No. 1:

oco * Tapioca
“The first invading dancing
robot, it appears at the
Launch Pad in the first
report. The ring
beam it creates from
its horns, and the
line-dancing robots
it keeps inside its
body, are something
to be cautious of.”

gpace Boss No.

Morolina
“She was sent by the
Morolians to attack the
Luxury Spacecraft G.
A dirty-minded
robot, she uses her
arms and tongue as
weapons. Because
she’s hoarding space
children, you must
attack very carefully.”

Space Boss No. 3:
orolian Monroe!

“The strongest Dancing
Robot, it appears inside
the base in Report
Three. It emerges
from a TV monitor
and transforms in
three stages.

a sickly taste was left in my
mouth. Luckily, though I'm sure it
was probably a prerequisite, the
game doesn't take itself at all
seriously yet still manages to
maintain a certain degree of self
respect, even if Ulala does flash her
knickers within 30 seconds of the
game kicking off (bless her
cotton G-string).

the message of love and peace and
happiness into the game”, was his
most memorable quote. People
thought he was joking as well as
slightly mad, but it's not until you
actually complete the game for the
first time that you realise quite what
he meant, and he certainly wasn't
joking (though you know he's mad!).
Though a blatant cliché, Space

:r::::;:::, si;tmay Touching Channel 5 is quite unlike any game
be too tough to fight ‘For all the people who love music,  you might have seen before, not only

against by a single
person.”

Space Boss No. 4:

vila
“The Ultimate Reporter
Robot modelled after
Ulala, It's job is to
raise the
viewership. It
dominates the
Space Channel 5
Policebot, and
challenges Ulala. It is
quite a powerful enemy.”

dance and games.’ That's the line because it's the first music and dance
that greets you as the credits roll at game to reach our Western shores,

NORMALLY, ‘MUSIC’ GAMES NEVER
SEEM TO HAVE ANY DECENT MUSIC

the end of the game and, with a but because of its glorious attempt to
warm glow inside, you prepare to re-write the rules of the genre. I've
(¥ play again. Hopefully, undeterred  never really been a fan of dance and
| by the fact it only took about an music games, and the thought of

<8 hour to play it through from flinging maracas to a Samba beat in
/ beginning to end, you understand ~ Samba de Amigo makes my toes
y what’s meant by their choice curl, while Parrapa the Rappa was

Michael Jackson makes a brief appearance. He dances around and says ‘Woo!” a lot...

producer Tetsuya Mizguchi's
comments at the Game Developers'’

phrase. It stands to underpin
} G "Cool In every way
Space Boss No. 5: R - winile It lasts!”

iant Evila Conference this year. “ have poured

“A gigantic robot
controlled by Chief
Blank of Space
Channel 5. Blank is
keeping the space
relay station,
Astrobeat, hostage
with Fuse trapped
within. To effectively
attack, you must shoot
opposite to its prompted
directions.

Space Boss No. 6:
B

ank TV
A robot that broadcasts a
brainwashing program,
controlled by Chief
Blank. It appears to
reside within Giant
Evilia and can
send signals to the
ends of the galaxy,
as it uses the
frequency from
Space Channel 5.
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quickly re-titled ‘pile of shite’ thanks
to its aggravating control issues and
ridiculous lyrics. That said, however, I
am a big music fan, and like to think
that I know a thing or two about ‘pop
music’. I've never really thought I'd
encounter a game with a score better
than your average children’s TV
show, and at the end of the day, the
simple fact that ‘music’ games never
seem to have any decent music is
the biggest irony in videogames.

Choon!
Space Channel 5 breaks the mould in

this respect. I really must sing Sega'’s
praises for creating an incredibly well
rounded ‘album’ of tunes and ditties

(GRAPHICS

For

e Amazing animation
¢ Great legs

e Hip and stylie

Against
e Some grainy backgrounds
¢ NPC detail

e Ulala’s chest (sorry)



for the game. Anyone can pick out a
selection of tunes and put them in
order and call it an album, but it's
very hard to craft a rounded album
when it touches upon most musical
styles as it progresses. Of course, it's
infinitely harder still when it's the
backbone of a video game that uses
these styles to tell a story, and
includes visual aids and interaction.
I'm not going to bang on about it
(stop me if I'm boring you), but it
certainly deserves a mention and as
soon as you play it through, I'm sure
you'll see what I mean. Though the
music isn't timeless by any means, it
will certainly go down as the
beginning of a musical revolution, of
which we're already feeling the
rumblings from sound studios across
the country. It makes sense that the
videogame generation should be
treated to the kind of music quality

OPOLLO SMILE

Yes, her name might be quite ridiculous,
but it's this lovely lady that gives Ulala
the perfect finishing touch; a very
attractive voice. Opollo first started her
career as a singer and found a modicum
of success by making it onto the Days of
Thunder soundtrack, but these days
she’s the queen of dubbing for countless
Manga films and live action movies.
She’s currently working on a new album
and website, which you'll be able to see
at www.apollosmile.com. It wasn't up
and running when we wanted to
check it out, but this is probably for
the best - we never would've got the
mag finished!

ALTERNATIVELY...

For

e Those moves never tire
¢ Plenty to collect

e Great party game

Against

e Only four levels

e Two CDs next time...
e ...or else!

we've been spending billions of
pounds on in clubs and music stores
every year, but the cogs of this
industry tend to turn slowly. It's
about time the transformation
began, and it's kind of fitting that
Space Channel 5 has made a step in
the right direction.

Ohh baby!

It might be petite (simply because of
the size of the game), but Space
Channel 5's learning curve is
perfectly formed. At the beginning
the action is simple, and your first
dance-off with the alien invaders is
short and sweet, but as you progress
through the game, things get much
more complicated with the quick
switches between dance-offs and
shoot-outs becoming more frequent
and varied. Though the combinations
of button-presses become more
complex, faster and even off-beat,
there never seems to be much
variation. There's even a section
where you must do the opposite to
the prompted direction, which was

IT'S PETITE, BUT SC 5°S LEARNING
CURVE IS PERFECTLY FORMED

Simon Says ® ot reviewed
There aren't any other decent dance games yet

THE STORY IN SHORT

T " < £
1 H £ ‘( \(‘

Possibly the best thing about Space Channel 5 is the way the story works. Here's a

run-down of what happens in brief, so we don't spoil it too much for you. It's not
quite ‘girl meets boy and falls in love’, but here you go anyway...

Girl gets rescued from space as a child, girl turns into ace reporter ten years on.
Aliens attack and make people dance. Girl saves people and fights off aliens with funky
dance moves. Girl finds out aliens are under the control of higher power, and realises
aliens aren't all bad. Girl finds out where the trouble’s coming from, fights bad boss.
Finds out he’s a power-hungry ratings-addicted maniac, but not all bad. Kicks his arse
anyway, everybody lives happily ever after, The end. Brings a tear to your eye, doesn't it?

"Chic, sery and the most £un you can haue
LuIthout turning the lignts out”

fun, but it's too straightforward to tax
you as much as Parrapa the Rapper
say (even though Parappa’s pants in
comparison!). Somehow, however, it
manages to save itself from being
repetitive and boring by really
involving the player in the on-screen
action. You never actually feel like
you're repeating the same prompts
over and again, even though in many
cases you actually are, but that's the
beauty of the game - it can treat you
mean yet keep you keen. What a
loveable rogue! Arguably the best
thing about the game is rescuing all
the adorable earthlings being held
captive around each level. In total
there are 78 characters in the game,
including bosses and lead characters,
and each can be viewed in one of the
options screens with detailed profiles
and malleable 3D images. There's no
way you can save everybody in the
game the first time round, so the
game'’s real challenge
comes in trying to
complete it in as few

attempts as possible. When you
actually get round to the third and
forth attempts, you also notice new
sections appearing at different
intervals that take Ulala on an
excellent detour to find special
characters. Perhaps if the game came
on two CDs we might have seen
twice the action, but Sega has done
an excellent job creating a similar
effect with one. Maybe the sequel
with feature the best of both worlds;
here’s hoping...

Use the 'B’ button to save these two ‘Earthlings’...

Sem

Channel 5 is a must for all music and dance
fans (and horny schoolboys)!

Samba de Amigo Swap Ulala for a monkey

with maracus and you're half way there...
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gl of greasepaint, .
the roar of the crowd; enter
Michael Jagkson! Is this -
boxing as W

A%

e/

INTRODUCING
IN THE
LEFT VMU

The list of =
returning
boxers:

e Afro Thunder
e Angel Rivera
e 'Big’ Willy Johnson

e Boris Knokimov

e Butcher Brown

e Jet ‘Iron’ Chin

® JR Flurry D
® Lulu Valentine I
e Rocket Samchay

e Selene Strike !

n decd

A
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he original Ready 2
Rumble received critical
acclaim when first
released; some even said
it was one of the finest
boxing games on any console. The
only real problem the development
team has now is how do they
improve on a game that was fun,
great to play and had an arcade
presentation combined with an

90w IS

\ FIghting fit

underlying simulation feel? As
usual, we let loose our boxing
expert Derek ‘No Messing’ dela
Fuente to find out more...

With this sequel now really
coming together, and its launch
only a few months away, the team
were so busy we couldn’t get much
out of them - they were either
being darned secretive or really
were pushing the boundaries in

their efforts to make this a boxing
game everyone will be talking
about. They were happy to give
some soundbites on the game, also
on the many new features, but the
stock phrase ‘there are loads of
suprises in store’ was a regular. You
can view this two ways; either they
don’t want to reveal some new and
stunning innovations, or this is a
bog-standard rehash of their last
boxing game. The Dreamcast
version is being coded in tandem
with the PS2 game, and differences
between them will be minimal.
Going straight for the jugular, I
asked the question on all our lips -




Adrlaaan' Adriaaaan! I love you.

what's new and what added goodies
are on offer? Midway answered,
“Many people won't have played the
first game, so let's forget about
that. You name it, there’s more of it
on offer. R2R: R2 is bigger, better
and more refined, with its polished
graphics and thrilling sounds and
the boxers themselves.

Shut yer Face - Listen!
“In Ready 2 Rumble Boxing: Round
2, we added a ton of new features
that we were unable to implement for
the first game”, they continued.
“We've concentrated on

making a more competitive Al UJE HnUE chCEnTR
A MORE COMPETIT
WITH MORE DIUERSE

system, with more diverse
punching styles, new special
moves, more interactive
training games and brand-new
special effects.” The boxers have a
new ‘parry’ move as an advanced
defensive technique. You can parry
an opponent’s jab, opening them up
for a damaging combo. This new

series of animations is created to
increase gameplay depth and add
new gameplay features. You can feint
and grapple, and the rope interaction
animations add tremendous realism

and an unprecedented interaction
with the boxer and the ring. There
are also three different Rumble
Flurries, depending on how far you
build up your Rumble Meter.

l 4 . .

INTRODUCING"
IN THE
RIGHT VMU ¢

The new
contenders:

o Freak E Deke

e Freedom Brock

e GC Thunder

e Joey T

e Johnny Blood

e Mama Tua

e Robox

e Wild ‘Stubby’ Cooke
And the celebrity boxers:
e Shaquille O'Neal

e Michael Jackson

e

o

O”

The special 'Truffle Shuffle’ Move.

-

3.;.9 QINVER o

T A-RIVERA
)
< —

Just backtracking, you
must ask yourself what
makes a boxing game work?
It should be fast and furious,
and very responsive. There

TED 0N MAKING
E Al SYST
UNCHING ST LES

should be a full set of
punches, a variety of
boxing styles and quick
movement. These are
just a few of the
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According to Midway, “We have
been fortunate to produce both
these games on wonderfully
powerful platforms, at the launch
of both the PlayStation2 and the
Dreamcast. This has enabled us to
explore new graphical
improvements and provided us
with tremendous raw power to
push the game to unknown
heights. We always find
limitations, but we know platforms
in the future will give us the ability
to create better-looking and
better-playing games”.

parameters they have fulfilled as the
starting point. There are over 20
boxers, all having four very unique
taunts that are very funny, adding
another dimension to the game, with
each boxer having over 200 different
animations. Add to this Michael
Jackson and Shaquille O'Neal, the

A BivEREE

-

boxers in Ready 2
Rumble Boxing: Round
2, so making this the
best boxing game out
there is a whole lot
harder to do”.

And There IS
more - Face It!
You may feel Midway
has the verbal runs talking about the
many superlative additions, but, hey,
don't knock it! A new set of extreme
reactions and knockdowns has been
motion-captured, as have most of
the in-game moves. The team even
spent time with Michael Jackson
himself. Victory animations were also

In the case of boxing, it's the
physical look of the boxers that
really makes or breaks a game.
Most boxing games have had
boxers with angular faces and
bodies that look like Lego blocks,
and this is where R2R: R2 really
wins hands down. The attention to
detail in an endless list of textures,
primarily skin and muscle tones of
the boxers, aided by some clever
lighting and displayed via some
innovative camera views, will
endear it to arcade gamers.
Implemented are head and eye
tracking and facial animation using
tweening between recorded facial

expressions. You see facial swelling,
sweat using texture and particle
sprites and boxers losing teeth!

Let's Get Ready

to Rumbie

The fight begins with Michael Buffer
belting out his famous line to
announce the game. After that,
Mike announces each boxer, offering
his or her name, home town and
outfit colour scheme. Each boxer
performs an intro animation, which
provides an insight to his or her
flavourful personality.

The player can select one of five
different views. To the uninitiated,

)

WE ADDED A TON OF NEW FEATURES
THAT WE WERE UNABLE TO
IMPLEMENT IN THE FIRST GAME

READY 2 RUMBLE: ROUND 2

Key Features: e Much-improved effects, with

details including cloth and
hair movement.

two celebrity boxers, who have a full
array of combos and are extremely
competitive. According to Midway,
“The hardest thing to do is to make
every boxer balanced, with the large
number of animations associated
with each boxer. There's a lot more
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captured to further enhance
character development and create
‘personalities’, but they would not tell
us what Michael's footage entailed!
The improved collision detection
system, allowing the player to hit
while being hit, sounds cool too.

- iDL, -
- e

- M
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That's a bit below the belt...

Twelve new boxers, including
hidden celebrity boxers.

All 11 boxers return from
Ready 2 Rumble Boxing.

Ring girls!

New taunts, introductions
and victory dances.

New special moves combos
and added levels of

‘rumble flurries’.

New extreme reactions

and knockdowns.

All-new Practice Mode,
including sparring with
passive computer opponents.
Enhanced Championship Mode.
Exciting new

Tournament Mode.

Play mini-games on the
Visual Memory Unit.

v




default rounds last 60 seconds. In
Arcade Mode, the default is three
rounds, with a maximum of 12
rounds per match. In
Championship Mode, there are
three rounds per match. The user
can change all of these options.
Arcade Mode: The player can
choose to play the computer or
another player, or across the modem
(if available). In a two-player game,
the players fight a single three-
round bout. In a one-player game,
the player fights increasingly skilled
opponents until they lose or win the
championship belt. The player can

BOXER ATTRIBUTES

The boxer varies in the
following abilities:

e Strength: Determined by hitting
damage and blocking damage.

e Stamina: Determined by power
usage, power acceleration and
rumble time.

o Dexterity: Determined by
swaying, walking speed and
dizzy rate.

o Experience: Determined by
combos, specials and
rumble moves.

select from a set number of boxers.
A hidden boxer becomes available
after each of the three championship
belts are won.

Championship Mode: In
Championship Mode, the player starts
with enough money to buy some
training time on equipment in their
gym. The goal of the game is to take
all the boxers to championship level,

A.THOMDER

L. WALERTINE

and/or the repetition of a pattern.
A number of sub-games will be

implemented, including one where

the goal is to follow the trainer’s

actions as he jumps ropes. The game

gets progressively faster and more
difficult, with tricky crossovers and
leg switches. A front view shows the
boxer and the trainer both holding
jump ropes. When using the speed
bag, the objective is to get it to
swing and hit the ceiling. The first
meter displays the number of times
you hit the bag to the ceiling, and a
second meter displays the amount of
energy you have left to complete the
training. Weightlifting, sparring
sessions and stair climb for stamina

You CAN PARRY AN OPPONENT'S JAB,

OPENING THEM FOR A DAMAGING COMBO

and retire with the most amount of
money. Each boxer is initially signed
for 30 fights. The player must get the
boxer up the ranks to the next level
to get him or her to sign for another
20 fights. The player can choose to
fight a Title Fight to raise the boxer
to the next level, or Prize Fight to
earn money to train their boxer for
the next Title Fight.

Gym: The Gym is where you go
to improve your boxer’s skills.
Training on a piece of equipment is
a mini-game itself, requiring timing

A.THONDER

training are also catered for.
“At present there are eight
target locations on the body to
aim at. The game engine adjusts
the punches to compensate for
different player’s heights. The
game engine also adjusts the

elsinie
STATS

In the Championship Mode, you can
customise the stats on each boxer
by training them to compete for a
shot at the title. There are new
interactive training games that
increase certain attributes, directly
affecting your boxer’s stats.

punch to land on the target area
within a specified range at the start
of the punch to allow for player
movement”, Added Midway. On the
surface you see a colourful boxing
rendition, with familiar on-screen
menu bars, but R2R: R2 goes a few
levels beneath all of this, something
only discernible once you play it and
compare it to other games.

As it stands, if time, attention
and expertise equals a top game,
Midway is onto a winner. The
countdown to release has started,
and it looks like being a knockout
title! The team summed it up:
“We've implemented new camera
modes, it's a game that you can
pick and play instantly. We've
spent a lot of time getting the
learning curve just right, and
above all, working on such
powerful machines means we can
really break new ground”.

e o i —



Publisher:
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the dark proc

A title that’s billed as an
experience, not just a game:
bravado, or is this a Iittle‘corker?

INNER CONFLICT

Every character in the
game has their own
history, attitude and
habits, often heightened
by a kind of inner conflict,
which determines their
behaviour and actions.
This means there will be
no ‘black and white’ or
‘pure good’ and ‘pure
evil’ characters, just as
in real life.

‘*‘

Artcatera has made the transformation from paper RPG very well

i dcm October 2000

# Developer:
- M Genre:

erman developer Westka
Entertainment has been
active in the creation of
full-price computer games
for PC and consoles since
early 1998. Critically acclaimed for
gameplay, design and technology by
the international media, their games
have earned notable recognition as
top-of-the-line products, meeting the
expectations of computer game
freaks and casual gamers alike. Now

Basically, the game is a non-
linear adventure, set in the heroic-
fantasy world of Arcatera. It also
contains RPG elements such as
fighting, magic, party
personalisation, and progression (of
experience level, money, equipment,
etc.), but the core of the game is
the adventure itself and the
importance of the intrigues within it.
Your main mission is to understand
the plot, which unfolds in real-time,

It's that old chestnut of a sataniC gang
trying to ouerthrowl the prince and, In
the process, rampade ouer his subjects

you too will be able to sample some
of those delights, with the release of
their first Dreamcast title, Arcatera:

The Dark Brotherhood.

and to find a way to prevent chaos
from taking over the city. Yes, it’s
that old chestnut of a satanic gang
trying to overthrow the Prince and,
in the process, rampage over his
subjects. You can do whatever you
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want - go hunting, take up
squatter’s rights, become a
complete outlaw if you want to -
but there’s a catch: if you can't
fathom out what the hell is going on
within three weeks, you may very
well fail in your mission. Although
there are ten possible ways to
counter the evil deeds, depending
on your actions and attitude towards
others, only one or two will result in
a happy conclusion.

IC'S Aliue

What makes Arcatera different, apart
from its original mix of adventure and
RPG, is that it sets up a world that has
a life of its own, where each NPC
(Non-Playing Character) has its own
activities and its own schedule that you
can observe on screen. If you follow a
merchant, for instance, you will see
him go to the market, buy some food,
and then spend his afternoon working
in his shop. You can also join him in
the pub in the evening and see him
back home at night to sleep.

Al Interaction

The AI (Artificial Intelligence) of the
game was designed so that all NPCs
can interact with each other. This
principle was also applied in Half-Life
(where you can watch the soldiers
attack the monsters), but Westka has
taken the idea much further. "Once
you have this independent living
world, all you have to do is put the
player in and let him mess around
with the ingredients. He may or may
not find a solution, but that’s really up
to him!” so says Christophe Kabelitz,

HP. 10
DERTH

MD of the company and project
manager for Arcatera.

Arcatera was initially designed as a
classical paper RPG and as such
contains a huge world, with its own
history and culture, gods and religions,
devils, monsters and demons, towns

All of the characters go about their daily lives in real-time, but you can stop and interact with them

Baldur’s Gate. The plan is for
Arcatera: The Dark Brotherhood to
have more than 200 locations and
150 interactive characters (voiced in
six languages, by the way), with the
player taking control of a party of
up to four Playing Characters (PCs),

the team aims to Immerse the player
In @ fFantastiC and interesting worid

and their inhabitants, and many
unsolved quests. The characters in this
computer interpretation are all the
same as those in the early pen and
paper version, only with redesigned
roles. The team aim to immerse the
player into a fantastic and interesting,
but also logical and credible world,
hence the decision to give all of the in-
game personnel their own lives.

200 Locations
So far the result looks like a
marriage between Blade Runner and

each with different skills and
abilities, at the same time. With
these PCs he can perform many
interactions with the Non-Playing
Characters in the game. You're
given as much freedom of
movement and action as possible.
For example, you can talk to all
NPCs (and every one will have
spoken language output), give or
show them objects (or use objects
on them), try to steal or buy things
from them, cast spells on them or,
of course, attack and fight them!

‘BLACK
SUN

The opponents of the
player (the members
of the Black Sun) also
have a very complex
AI script and will
react in different ways
depending on your
actions. One of the
main missions of the
player, for instance, is
to bring back the
sceptre of the Prince
of the city of Senora,
thus saving the city
from the Black Sun'’s
reign of terror. If the
player starts looking
for the sceptre, the
Black Sun may take it
to different places in
the world, increase
the guards around it,
or send assassins to

kill them.
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CENTRE

Who Shall I Be?
Which career you
choose in SS2 is very
important. The Marine
is a rough, tough
character, whereas the
Naval Officer is a deep-
thinking, hacker type
who’s quick-witted and
certainly resourceful.
The Operation Systems
Analyst is methodical.
Each job has a number
of drawbacks; one
might not be too hot
with a weapon, whilst
another may be
slightly thick and fight
well but move into
places that are
dangerous without
thought. Don’t worry,
though. At the start of
the game you get a
good rundown on the
positions on offer!

S

: Publisher:
Released:

M Developer:

. M Genre:

Voted one of the best games of 1999 by PC

eeing this title listed for the
Dreamcast was (excuse the
pun) a bit of a shock to the
system. Coming from a
relatively-unknown source,
you quickly understand why this is.
The game was released by Electronic
Arts, who has kept the issue of games
for the Dreamcast at arms’ length,
preferring to go with the PS2. The
game was created by Looking Glass,
who are sadly no more, so Vatical
Entertainment probably found picking

You know what you gotta do...Blow him away!

ﬂ dcm October 2000

gamers, this deep-thinking action-cum-RPG
game is a real beauty!

up the licence relatively easy!
Vatical was tight-lipped about the
game, although they did say they
intend to give Dreamcast owners as
good a port-over as is physically
possible, and with a perfect PC game
already created, why change anything?
System Shock 2 (SS2) offers
gamers the four elements they love
most: a good plot, intelligent
gameplay, spooky atmosphere and

Internet play (though the online
arrangements have yet to be fully
finalised). It does seem strange that
there’s a batch of titles coming that
are sequels, but to be honest, you
don’t need to have played the
originals in most cases, certainly not
with SS2. System Shock 2 has
gorgeous cut scenes and compelling
dialogue that you must watch and
take in to understand the tasks ahead.
So before you get to the nitty-gritty,
the central focus of the game, which is
Section Two, you must go through a
series of Training Modes which are an

the ship IS deadly siient and strewn
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integral part of the experience that
makes this title so refreshing. You
have a choice of characters: Navy
Technician, Marine or Operation
Systems Analyst, and must move
through three years of intensive
training. Get through this and the
fourth year of duty is on the Von
Braun, the second phase of the game.
This is where SS2 comes into its own.

Let the Game commence
The background story and the next part
are totally captivating. SS2's main plot
takes place 42 years after the original
title, and after a major incident,
Trioptimum (the company that built
Citadel) is not doing so well. It's now
the year 2114 and you're on board a
ship called The Von Braun, which is

\

capable of flying faster than the speed
of light. You awake from suspended
animation with no idea who or where
you are. The ship, as you discover, is
deadly silent, strewn with blood and
severed limbs (Cool!). You're the only
survivor, and you must try to get a fix

Shodan, and the
security cameras of the ship.
Thankfully, a helping hand is on offer
from the mysterious Dr Janice Polito.

SS2 is a game that you must play to
understand its absorbing nature, one
where the plot unwinds as you play. As
you explore you gather information,
and the thread of the story is driven
along via e-mail messages from
survivors and logs found near dead
crewmen, which is aided further by
some great in-game hi-tech gadgets.

The intricate and engrossing plot and
endless and compelling 3D action comes
together in some rip-roaring settings,
which are all gelled together with familiar
RPG ingredients. There are plenty of
usable menus/interfaces that look
complicated, but are a doddle to use.
Plus, you have a long list of resources on
hand. Hand-to-hand weapons are a
must, but finding the ammo is a trial,
and mapping out the ship is a real

SS2 IS lIke alien Us predator, star trek
and wing commander; not a bad mis!

on things. OK, it does sound a little
familiar, but it gets better and this
turns into a real humdinger, with loads
of action and plenty of brain-teasing
puzzles. Your character is equipped

\ with cyber-implants that he can
* upgrade, and finding pick-ups is tense

task whilst avoiding the hybrid form,

memory tester because it's so bloody
huge! Searching around takes time, and
boy, are there neat items to find, with
hacking into the on-board security
system a must. All the right ingredients
for a top game! SS2 is like Alien Vs
Predator, Star Trek and maybe even
Wing Commander; not a bad mix!

=
-

Sights and
Sounds
System Shock 2 has
even more going for
it than its broad
band of game ideas,
superb interface and
lots to see and do.
Its eerie atmosphere
and action
complement each
other, giving a filmic
look and feel. As you
roam around the
ship, the sounds
grow louder or drop
as you move
towards or away
from objects. Hear
the dripping of a tap
build as you move
towards a sink. Look
up and see the neon
lights flicker, and
hear the low clicking
sound it emits whilst
it throws off ever-
changing shadows
as you move
towards a brighter
part of the corridor.
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It’s mooted by the team as
Gran Turismo on water, but is this
just big talk? We shall see!

acing games on water have
never set the world alight,
and the million-dollar
question is, can Hydro Sport
Racing buck the trend? The
developers always tell a good story,
and of course their game’s the best in
their eyes. A quick butchers at the
pretty screens shows they're
somewhat impressive, and they do
look very clean and polished. But
where are all the spray and water
droplets you would expect when

Racing in low tide makes the game much tougher as the tracks become thinner.
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Some of the landmarks
include London’s Big
Ben, Houses of
Parliament, The London
Eye, New York's Statue
of Liberty, Notre Dame
cathedral and the Eiffel
Tower. All are beautifully
modelled and textured,
and create a magnificent
atmosphere.

Obviously, this screenshot shows dem doing pretty crap

the ultimate in high-
speed racing, With a fine
-tuned learning curue

headlights. This lights up the buildings,
water and landmarks as you pass,
giving a great sensation of speed and
some amazing graphics. The tracks vary
dramatically. You need to race all tracks
in high tide, and this could be deemed
as racing the terrain at its easiest
because run-off areas are accessible
and allow room for error during racing.
Low tide is a different story altogether,
forcing you to stick to a good racing
line, whilst giving you a much greater
sense of speed. Night racing in its
various combinations unveils additional
challenges. There are plenty of varied

careering through the
waves? Fact is, having
seen the game and played it, I can let
you know it does have all the particle
effects, and all those little touches
that dirty up the screens to give it a
realistic look will be present in the
final version.

Water, Water!

Since we first saw this game four
months ago, the team has added new
menus and more boats. Hydro Sport
Racing is designed to be a pure racer,
and they’ve now added wakes behind
the boats, along with tidal tracks. Novel
ideas include night racing with




071:54:53

locations, like England, France,
Germany, New York, Venice, Holland,
Italy and Japan, all highly detailed with
some familiar landmarks. Each track
and location is unique, some having
twisty, sharp corners that demand on-
the-spot reflexes and cunning
manoeuvres, others with long, smooth
bends that allow you to assess the
correct racing line and take the corners
at mind-blowing speeds. The vehicles
are varied and can control anything
from fast mono-hulls through to ballistic

you should realise that when you're
travelling down a Dutch canal at
250kph whilst trying to execute a
successful overtaking manoeuvre with
wave bounce already taking a toll,
blurring vision was not an option”, they
said. “With all the particle effects, some
never-before-seen, the player finds this
a game that offers a lot. Just driving
and being in control of your vehicle is a
challenge that many find more than
enough to cope with. To add, the game
offers no stunts and tricks, however

each track and location Is unique

catamarans and outrageous bat-boats.
Each boat has totally different handling
abilities. They have different engines,
torque values, automatic gear ratios,
braking and drift, conveying discernible
differences in each to offer a
comprehensive experience.
Backtracking, I asked the
programming team if the special effects
would go as far as blurring visions; you
know, water splashing in your face etc?
“Once you play Hydro Sport Racing,

EH DR e

during tidal changes, as well as general
racing, certain areas are hit, launching
you into the air leaving you with the
hope that your landing will be on wet
terrain”, they continued.

EHtras Inciuded

Hydro Sport Racing offers well-loved
and obligatory crashes galore, as you
collide with lamp posts, trees, and
other obstacles around the track. The
views include above, chase, down close
to the back of the boat and cockpit
(Turismo style). According to the team,
“The courses aren't as long as
originally designed. Don't forget
we need a lot of polygons for
the interpretation of the
water. Had the game been
land-based, our tracks would
be much bigger”. The game
is all about winning, which
opens up new courses, and
you get points to buy better
vehicles. The boats, by the way, are
based on the real thing, having been
heavily researched. The controls are
easy and intuitive, and with all the on-
screen dials and information required.
The Al is sharp, and overall it appears
to be lacking nothing we can highlight!

That plane got a little too close to the water.
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”
PROMETHEAN
TALK-TALK

Their Own Fix!
Promethean Designs are
keen to wax lyrical about
their game. “It's the
ultimate high-speed
racing, with a fine-tuned
learning curve that
compels the player to
strive to do better, with
exciting tracks, superb
graphics and great racing
machines. We'd say it's
the best looking water
racer ever! The water
moves like no water has
done before, with
stunning visual effects.
Wave heights vary from
race to race, and as the
craft skip, bounce and
skim across it, the speed
and handling on corners
can change dramatically,
another feature which
adds to Hydro Sports’
realism. Every racing
machine has its own
characteristics, including
top speed and
manoeuvrability. From
the awesome powerslide
of mono-hulls to the
flesh-deforming G-force
of a catamaran slamming
round a 90-degree bend,
the experience is nothing
less than unique. Hydro
offers challenging,
intelligent opponents.
Intelligent drivers who
look ahead, choose race-
lines and make decisions
on when and where to
overtake, as well as
having an integrated
adaptive feature which
makes sure your
opponents are never far
away, so you're always in
for a highly competitive
race. Look out too for
four leagues, from Novice
to Champions League,
plus a lot, lot more. If it
isn't in ,then it's not
worth coding!”
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Buy a Ferrari F35 pw and save £105,400.
Bargain basement pr
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No pole position, so make it a good start.

streets anead

wonder if Enzo Ferrari realised  in performance.
what he was doing when he Like other games in this genre,
designed a car that would you can increase your performance.
evolve into a total babe Unlike others, however, you can
magnet? He certainly didn't only do this by tweaking rear
realise his cars would one day spoiler percentages, engine bore,
inspire what could turn out to be pedal travel and such like. In F355
the best racing game available for Challenge, you can only modify
the Dreamcast. Ever! what you're given at the outset, not

L | TR e T e
ALL BEEN CAREFULLY RECREATED | :winrssimies” SFE,EEFI.CAONS

e Height 46.1 inches

FOR THIS DREAMCAST UERSION « 375 BHP (Brake Horse Power)

e Top Speed 183 mph
LOOK at me! acquire bigger © 0-62 mph in 4.7 seconds
Many racing games ; engines, gearboxes, ® 0-1/4 mile in 13 seconds
give you an option to e ;T H RT boosters, etc. One © 0-1 mile in 31.8 seconds
drive a Ferrari, but o, @ aspect we've always © Fuel Tank 8.1 gallons
this one insists you ks had a problem with Fuel Consumption 16.7 mpg
get behind the wheel ™ o b X in racing games is
of an F355 - it's the y & s ~ that developers and
only make of car on ' 5 ‘, publishers unfairly sure it's as close to the truth as can  perfect 60fps graphics. Montegi,
the track. Why? : - | BE: claim their particular be. The only concession to Monza, Suzuka Short, Sugo, Suzuka
Because Ferrari is the Yu Suzuki may not be a game is realistic. programmer licence is the inclusion ~ and Long Beach are those tracks
biggest name in motor IR Rl ] Seems Acclaim and of a small box that shows your that have to be completed in order
sports, and they tend with, but to give you an Yu Suzuki (the rear-view mirror as a top-down to be crowned as the best. Only six
to be the first car idea of the potential for designer) have grid. There's also the obligatory tracks? That's not many is it? Well,
players choose to Ferrari F355 Challenge, anticipated this course map. luckily there are several bonus
drive. Another his legacy includes complaint. F355 gives tracks to unlock then. F355
possible factor (aside = °ftthe '“d“‘s)tr:’ - the player but a 375 HOI’SeS £FOr COUMS@S  challenge includes three modes of
from Acclaim securing A8 V;stugal:i‘;(:\st.er bl single camera view, The original arcade coin-op had six  play, alongside as many difficulty
the licence, of course) | EENNFRYNIIRF SRy that from behind the circuits to race, and they have all settings. The gameplay modes allow
is that with everyone all his babies. wheel. Other racing been carefully recreated for this you to train (voice and visuals aid
driving the same games may give a Dreamcast version, with near- you in braking and gear changing),
model, it obviously variety of viewing drive (cruise the circuit with
follows the best driver will win. In options, but none are ones that the
an F1 competition, a manufacturer actual driver can utilise. Yes, we
;uEh 3st::4inarﬁi algazs finishes realise it’ska gamel, but if

ehind the yellow badge, you're making a claim, T
irrespective of who's driving, then make
because the cars are so
vastly different
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Ferrari F355 is very much a The map comes in useful for beginners
simulator, complete with multiple

training modes. Simply jamming no other cars to hone your driving
your foot on the accelerator, while skills) and race (take partin a

more rewarding than in Gran race). Combined with those, three
Turismo, is not a recipe for success. difficulty settings of novice

The car handles realistically (at (automatic), intermediate (semi-

least as far as we can tell), and gets . o &imiulab |
a little twitchy as it hurtles through automatic) and simulator (manua

chicanes. But being Ferraris, every with six gears), you've nine
caress of the steering, brakes, divergent driving scenarios.
gears and accelerator results in an To enable even the most beginners to enjoy thrashing the setting you use. Stability Control
instant response. useless of guts out of a Ferrari, those nice controls the car position while
people at Sega and Acclaim have cornering, Traction Control helps
had the foresight to include four the powertrain in a wheelspin,
assist functions, which Anti-locking Brake System
differ depending on prevents your wheels from
what difficulty locking when braking and
x Intelligent Braking System brakes
~- for you before a bend (helpful for
concentrating on your driving).
Remember, though, real Ferraris
don't have this last function.
And there’s more.
Championship Mode finds
you racing all the circuits,
building points based on
finishing positions. Because
this conversion stays faithful
to its big brother, each race
has a time limit on it. Not
only is there a set number of
laps to negotiate, but to get

NOW WE MOUE ONTO THE F360, BUT
LET US TELL YOU THE F355 IS A
BEAST OF A CAR, AS IS THE GAME!

Please select COURSE. round, you have to reach each
checkpoint before the remaining
time counts down to nought. Whilst
the Dreamcast conversion can't
MQZ;ESQ.I boast three monitors and an

O
& accurate Ferrari clutch and gated
e — gear-changer, it has a two-player
’ J|  split-screen mode added. By the
@ STEER to select, GAS to accept ¥ way, to ensure those of you who
. & like such things feel at home, you
[ R — ____—can customise your car to a certain
< degree. Your race number can be

FERRARI - A RECENT GUIDE) Fsinis 5

The first car in the Ferrari Challenge series was the 1993

A speqal version of the 348 two-seat road car, called 348

Challenge. Factory-built by Ferrari, it was specifically
for race enthusiasts, and it included a number of
performance upgrades. Come 1995, the Challenge

series was expanded to include the F355, which was

" released in its original street-legal form the previous

. year. The F355 was faster than the 348, and it also

" handled turns with consummate ease. In 1998 came the

F1 355 model, with new and impressive ‘F1’ transmission

in all F355 models. Now we move onto the F360, but let

us tell you the F355 is a beast of a car, as is the game!
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Most courses can be played at different (random) times of the day. Check the Iighting

and your car can be any of seven
colours; red, yellow, blue, green,
black and two two-tone models.
However, our bold statement
that this title could be the best of
its ilk does need some
substantiating. Graphically, the six

time to change gear because that
same engine begins to scream and
the car starts shaking. Considering
other driving games have a
multitude of vehicles to choose
from, the small selection of Ferraris
(F355, F355 GTS Coupe and F355

THE ATTENTION TO DETAIL GOES AS
FAR AS TRACKSIDE HOARDINGS AND
FULL-TO-THE-RAFTERS GRANDSTANDS

tracks look as though they could
be the most realistic yet; the
attention to detail even goes as far
as the trackside advertising
hoardings and full-to-the-rafters
grandstands. The engine sound is
authentic, and you know when it’s

Spider) might disappoint car
freaks. And it has to be said it's a
shame the game won't offer
players the chance to race around
city streets, but in just about every
other regard, Ferrari looks like it
will easily become the one to beat.

DAMN THE NETWORK'S DOWN

Unfortunately Ferrari F355 Challenge won't

support Network play, but you will be able to go

online to post your scores and see how they

compare against other players’. The lack of this

particular feature is akin to a sleeping
policeman; annoying, but doesn't detract from
the fun of driving. One option that may be

implemented is a ‘cable versus’ mode,
where two players can race each other
using a serial cable (requires two monitors
and two Dreamcasts).

[
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Stability Control: This assist almost always activates itself
during cornering. It sends more power to the outside wheels
to zip the car around turns faster and to keep it from sliding.

Traction Control: Traction control engages during a
hard launch, and it prevents the rear tyres from spinning
and needlessly wasting torque. Traction control can shave
seconds off a hard acceleration.

Anti-lock Braking: This system rapidly pumps all four

of the F355's discs to prevent the car
from locking up its brakes during
hard deceleration.
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FEATURES TO
IMPRESS

JF

In the two-player game,
the unique Pair-Con
System allows both
main characters to be
controlled
simultaneously. At
times, the young couple
are together, supporting
and helping each other
through the many
obstacles in the story.
At other times, they are
forced apart, and can
only pray for the safety
of their partner while
trying frantically to stay
alive themselves.
Control is through the
use of a split screen.
Single players can enjoy
different storylines.

Publisher:
Released:

“ A

Adventure and actio iro
hcock classic..,

the yaults of a Hitc

oei is the Japanese/US
publisher which originated
in Japan on the back of
some of the most
minimalistic RPG games
you could imagine. With dots for
people and colours for locations, they
finally moved into the real world a
few years back catering for a
European and US audience with many
creative titles. Truth is, their games
for the Japanese market sold in the
millions. Over there, anything to do
with train simulation, Samurais or
RPGs sells in massive numbers.

AmMDBience

Seven Mansions is set in an old
creepy mansion with an ambient
story that brings fear and tension to
the surface. You're placed on a small
remote island in the South Seas,
abounding with crystal waters and
beautiful flora, but something strange
is going to happen. Set in the middle
of this island is a group of bizarre

dn ambient story that nrings

fear and tension to the surface

Perhaps a slight Res Evil influence?
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i Developer:

o Genre:
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Check out the cool green lighting. Spooky!

buildings, which are in sharp contrast
to the bright and beautiful
surroundings. These buildings house
a world of indescribable horror and
darkness. ‘This bone-chilling horror
story will strike terror in your souls’,
according to Koei.

Hazardous wiorid

A small introductory story is added
before the player starts what is a walk-
around, fight-and-be-surprised game.
Apparently, the hole in the ozone layer,
which is causing global warming, is
also transmitting killer viruses,
polluting DNA and weakening our
mental culture. Ours is an increasingly
hazardous world. Will humanity still be
around at the start of the new
century? Fate has sent two to save us.
Before them are seven mansions. They
are ignorant of so many things - the
many traps laid inside, a mysterious
Organisation, an insane and carefully
concealed plan, and much more. But
most of all, they don't realise that
they’re the only hope of a blighted

generation. OK, I know we have
heard all this before, but once you
move into the game itself, the solemn
scenario, a minefield of puzzles and
conformations unfolds in what seems
like a pretty interesting-looking game
with the usual quota of baddies and
cryptic sub-plots.

Heart pounding

Seven Mansions is 3D, graphically
stylish, and each scene has a different
look, adding quality and diversity to go
along with the cryptic tale. Delicate
music is intertwined with action, and
some rhythmic heart-pounding sound
effects if you get into trouble, or soft,
rhythmic music as you explore. The
essence of the game revolves around
two players, a couple who interact with
each other, and you can control either
one, with the other accompanying you.
The game offers an amazing cast based
on the character designs of Atsushi
Kamijou, who is as famous in his
homeland as the graphic designer,
Hiroshi Miyagawa.
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ased loosely around the
Warhammer 40K world
and the Gorkamorka
RPG board games,
Gorkamorka uses the
imagery, ethos and characters of
one of the world’s leading RPGs.
Players must assemble their
own Ork Mobz, arm their battle
vehicle and then take the driving
seat in a blood-thirsty battle for
power and glory against other
Orks. Players must race their car
around a variety of tracks, trying not to
get killed, whilst keeping in first place.
As Ripcord stated, “Actually this will be
one of the first combat racing games in
recent history to include a ‘racing’ mode
instead of just a free-for-all last-man-
standing type of thing”. Players will earn
money for destroying enemy vehicles
but winning the race is the primary
goal, earning players big cash rewards
and the chance to race on tougher
tracks for bigger financial incentives.

Race or Kiii?

Gorkamorka has two game modes,
Nob Hill and Arena. In Nob Hill the
player races his car against other
vehicles (either computer or human
controlled opponents). Ripcord
explained: “The goal is to be the first
to cross the finish line, but there are
other things the player can do during
the race. They can try to eliminate
some of the competition and earn

(ﬂﬁdmg raémg game'it
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comba experlence...

cash for salvage. The player can also
activate traps on the course to thin
the pack and there are hidden areas
on each track that contain special
weapons and/or power ups. As the
player wins races, they earn money to
spend on their vehicle and crew. The
greater the value of the player’s
vehicle, the greater rewards they can
get for racing but the enemy vehicles
will be stronger as well”.

The Arena mode offers a different
approach, as Ripcord explained: “In the
Arena mode the player is dumped into a
Demolition Derby, ‘Ork’ style. The Arena
levels are relatively small, generally
circular, where the only goal is not to
get destroyed. You win in Ar mode if
you are the last vehicle remain Kg

One of the most pleasing aspects
of the game is that the vehicles
definitely have their own physics
and each will offer a different ‘feel”
for added gameplay.”

§‘as~well as

{

@ Publisher: Ripcord Games M Developer: Realsports
Released: November M Genre: Racing

Racing, guns and big air. We like it...

Warhammer racing

Without giving away too much of the
story, the player’s goal is to survive
and win enough races to participate
in the final, ultimate Arena battle.
“We plan a few exciting surprises for
the aspiring Ork racer when they
reach this level of skill and power”,
added Ripcord. “The Warhammer 40K
setting is strong but let’s not lose
sight of the fact this is a game in its
own right, merely grabbing imagery
from the game world. Whilst
Gorkamorka uses a similar timeline
and some similar background
information for the Orks, it is not
100% affiliated with Warhammer
40K. Gorkamorka has its own game
world and there is plenty Orky
goodness to set it apart from the
rest of the Warhammer worlds”.

A GAME FOR

ALL AGES

Fun for the family

“We think the Dreamcast,
especially the multiplayer
mode, will be the perfect
platform for this game. It
has the power we need to
bring the game to life and
with the multiplayer
aspect, kids and adults
alike from across the
world can race against
each other, providing a
play experience unlike
most console games out
there.” - Ripcord.




AND THERE’S MORE

Asked to sum up what
they thought the game
offered over and above
what we have seen to
date, the team’s list was
endless. “Apart from the
gripping story, there’s the
game’s look, with the
character animation and
incredibly detailed
landscapes and
environmental effects.
One aspect that really
stands out is that the
combat against NPCs,
who have varied
attacking modes, which
work via very
sophisticated and highly
polished AI, will be
constantly adapting
pertaining to the
environments and
situations. The spells are
quite unusual so expect
one or two surprises”,
they added.

Publisher:
Released:

recent announcement by
Ripcord stated that two of
their forthcoming games,
Legend of the Blade Masters
(LOTBM) and the follow-up
title, Quest of the Blade Masters, were
to be merged into one title, retaining
the original name Legend of the Blade
Masters. Now that may slightly confuse,
but in effect all they're doing is placing
all the resources of the sequel, with its
strong focus on multiplay and online
features, into a rock-solid opening
game, giving double the value.

Ronin Entertainment has an
extravagant track record working on a
number of titles, notably Force
Commander, TIE Fighter, Indiana
Jones: Last Crusade and Star Wars,
all coming from LucasArts, one of the
world’s leading publishers, which
highlights this team’s expertise. Derek
dela Fuente got the opportunity to
chat with the team regarding their
next release.

Legend of the Blade Masters offers
players the chance to take control of a
young hero named Erik Valdemar, who
must strive to master magic,

LN dl'_mfmI:! October 2000

M Developer:
M Genre:

The combat is-real time.

mysticism and swordplay to become a
Blade Master and save his kingdom
from annihilation. It features a
dramatically-constructed single-player
Story Mode where up to three
characters work in combat situations,
utilising tactical positioning, defensive
and offensive stances, strategic spells,
and resource and attribute
management. Also included are special
multiplayer scenarios for co-operative
and deathmatch Internet play.

Ronin has been working on this
title now for over three years, and the
complex and highly-detailed game is
just about coming to the end of its
development cycle. The team believes

What's a nice girl like you doing...

legend of the
Diade mascer

A masterful, ground-breaking 3D
kag:t‘lo‘n’ RPG that will stun DC owners...

1998, 1999 RONIN ENTERTAINMENT

that LOTBM is taking the real-time 3D
action adventure RPG to the next level
with its unique gameplay and
combination of weapon combat, magic
casting and resource management.

Engine Power

“The inspiration for LOTBM came from
games such as Gauntlet and Dungeons
& Dragons, which had the right mix of
action, fast gameplay and RPG. LOTBM
has a similar mix, but with a much
stronger storyline, along with
astonishing visual content”, said the
team. Right from day one, with the
coding of a new game engine as
opposed to buying in an adjustable



THEIR WAY

Better Than the Rest?
Ronin’s own blueprint has been to take
out the tedious tasks found in most
action RPGs and substitute them for a
higher level of strategic gameplay.
The battles are far more intriguing
than your standard face-to-face,
beat-‘em-until-you-die modes of
fighting. The spells are very dynamic
and artistic, and the action won't
stop for them, so expect to battle
among some pretty intense
fireworks! The player characters are
intelligent enough to attack and
defend with their own primary
weapons, such as sword, spear,
hammer, etc. The bad guys, on the
other hand, use sophisticated combat
tactics, which the player has to
overcome with a combination of

one which would have saved time, the
emphasis was to create their own
unique game and engine. Building a
new engine may be fraught with many
problems, but it also allowed the team
to create interesting ideas as yet
unseen in a game. In effect, they've
torn up the entire rulebook and
produced an engine that combines the
best features seen in their
competitors’ games, as the team was
eager to announce. “Why be limited to
one engine, with all its constraints,
that would limit the flexibility, visual
effects, and performance advantages
we have gained with our own
proprietary engine? In effect, each
task the engine creates and produces
could be an engine in its own right, be
it for rendering, Al, collisions, special
effects or interface.” So, with the

attack positioning and spellcasting. The
magic is designed to be more strategic
than lethal. The strategic influence of the
game is based on which stats you bump
up, how you arm your characters, where
you place them in battle, who you set as
defensive, who as aggressive, and so on.

P
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distinctly unique
characters to play and
over 50 different monsters
make for a compelling
adventure RPG. At the beginning
of the game, you only control Erik
Valdemar. However, as you journey
the worlds, you meet additional heroes
who join the party. You might be in
the midst of saving them, or
sometimes they're saving you. You can
control up to three characters out of
five. Each character is different in their
attitude and choice of weapons. If it's
a living, breathing organic world
you're after, look no further. Splash
through swamps, but avoid the traps
littered around the vast world at all
costs. Go aboard a ship and travel to
newer locations, or just admire the
scenic beauty of the forest as animals

the team believe that legend of the
blade masters IS taking the real-time
action aduenture-rpg to the next level

technology issue wrapped, ensuring
you get a game that performs and
looks the part, the issue is placed on a
multitude of innovative elements that
individually may not seem impressive,
but collectively do.

The Game In Full Glory
The concept combines classic high
fantasy with a unique anime/Manga
angle to it. Beautifully rendered
landscapes, intimate detail, five

graze and go about their business.
The environments are alive with
background animations, windmills
turning, doors banging in the wind as
weather conditions such as rain, snow
and thunderstorms go through the
cycle of the seasons.

The views are quite resplendent
with a 3D-rotating camera and the
player can pull back and play from an
overview of the whole screen or zoom
in and get up close to see all the

© 1998, 1999 RONIN ENTERTAINMENT
. ——

As well as violent hand-to-hand combat, there’s plenty of magic to learn.

action. LOTBM is quicker and much
easier to learn than standard RPGs.
This is only to ensure you can get in
and play without too many problems,
but the game's action and events are
a complex mix of intriguing puzzles,
spellcasting and combat that pleases
all as the quest-based missions keep
the player focused and on track.

LOTBM offers a Herculean task:
find six swords where creatures/beasts
engulf a world full-to-bursting with
chaos. 1t is good vs bad, where the
guardian of these swords will stop at
nothing to hinder your progress. It's
interesting to take note that anyone
who has seen the game views it
differently. If it's action and fighting
that tops your list, or you prefer
spellcasting and resource
management, or merely like to explore
and interact, then it's all here in
abundance. Some have described the
game as an adventure with more
thought-provoking challenges and
added spells, whilst Ripcord, the
publisher, announced it as an RPG that
combines the best action elements of
Diablo with the real time combat of
Zelda, making for a great pick-up-and-
play game.’ This is one we shall be
reviewing very soon!
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LOG ON AD PLAY

LOTBM will be the first
multiplayer action RPG
for the Dreamcast.
Players can venture
forth with other
gamers from all over
the country, either
working together to
conquer the Guardians
or testing their mettle
in multiplayer
challenges like King of
the Hill, Hidden Key
and Last Man
Standing. Hidden Key
challenge is where the
first person to uncover
a hidden key
somewhere in the
level and survive long
enough to get out
through a magical lock
is the winner.
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Scariest
police chases

Game to wet your pants for - see

@ Publisher: Fox Interactive M Developer: Teeny Weeny Games
Released: November 2000 M Genre: Action/Racing
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those skid-marks in full technicolor! eeny Weeny Games ’

a "co.uk 1

(TWG) is one of the UK's <
leading independent
developers, and has
worked on many hit titles,
including the famous Discworld
series. At present they’re putting w
the final touches to their up-and- ,
coming Dreamcast title, World's
Scariest Police Chases (WSPC), for |
Fox Interactive. Based loosely
around the TV series of the same :
name, it offers lots of new ideas to 3
present the player with an
adrenaline-pumping race chase
game full of action, thrills and spills.
Up to 20 people are working on
the game, and the sheer SlEcigr -

3 police chases ﬂlmed
as they happened. With what TWG j

had presented, and what Fox were

looking for, this could well turn out ‘

to be a game that will captivate a

d g a pa - i Big air fans are in for a treat with WSPC...




COP THIS!

Play Away - Play Away!
WSPC is all about using the right
approach, using your wits. From an
ethical point of view, you should
dodge the pedestrians - you ARE a
cop after all - but you don’t have to!
If excessive force is used at
inappropriate times, the cops can be
demoted and this results in the player
not being able to progress. WSPC
offers a reward system with
performance-related commendations
and promotions, as well as seeing the
plot advance. Information on what
your task could be is done in game via
the radio, so the player is immersed in
the role of a cop as in the TV show.
Police and news helicopters are used
primarily for introducing missions, or
viewing replays. The player can
choose to play from this view if he so
wishes. Other items of importance are
the usual speedometer and so on, but
you also have an in-car PDA that gives
you a map and pertinent information.

massive audience on the
Dreamcast and be the perfect
showcase for the TV series.
Leon Walters,
Producer/Designer on the game,
was put on the spot to tell all!

Innouative

Leon quickly pointed out a few key
issues. “You can’t compare this
game to anything. It's not like
Grand Theft Auto because we're
simulating the whole
environments in full 3D. There are
no direct comparisons from a
content point of view either. Driver
is probably a closer cousin, but
we're aiming at a more subtle
game, with the city being much
more realistic and dynamic. The
gameplay isn't as basic either. The
city is just SO damn big; the man-
hours involved can’t be calculated!
We have over 100km of urban

el sl | 3
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streets, rich with action, events
and full interaction to please the
most discerning of players.”

lnsglratlon - stuie

and a Good Licehce

With such a strong influence and
focus from the TV series, Leon
explained what the TV programme
was about, and that TWG has a fair
amount of freedom on the design
side. “Fox dictated what can and
can’t be done within the ethical and
legal constraints of the licence”, he
said. “"Some events were perhaps a
little extreme, and were removed.
It must be pointed out that the
game stands out in its own right,

even though it has recreated the TV

programme impressively. Take
away the licence and you
have a fast-paced, well

crafted, detailed, action-

1022
pather CLEAR

packed chase game that appeals
to a large audience. A top game
always stands out, and that is
what WSPC is!”

The TV show is huge in the US,
gathering footage from around the
world and turning it into a rather
voyeuristic TV programme that
everyone watches but no one
admits it. The footage is edited

WSPC IS MORE THAN DRIUING. IT'S
BASED AROUND THE CULTURE OF
GANGS, DRUGS, MONEY AND WERPONS

down, and sound effects and very
dramatic radio and voice-overs are
added. “What you get is highly
dramatic and sometimes quite
shocking. This  G&

f 3

We'll get another car at the pound

LET'S GET PHYSICAL!
~F |

With a solid game idea and the
expertise, one area on which we
interrogated Jon Forshaw, the Lead
programmer, was how much
attention had been paid to realism
and the cars themselves? Had, for
instance, horrific crashes been
tapered down? “Firstly, AI and
Physics are really what these kind of
games are all about, so a lot of time
and effort is going into getting these
aspects right”, he said. “The crashes
are highly realistic. Gore isn't much
of an issue since most the action is
vehicular - there are some pretty
gruesome cut scenes, though. All
the cut scenes use real-time 3D and
are integrated into the game, much
like Half-Life did them. All animation
is done by hand and the city is
entirely fictitious, although lots of
research was obviously done at the
inception of the project.”
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The city, although fiction, looks real...

KILLER LOOKS

Gameplay to Die For!

All the usual effects plus a lot
more are there to be seen - multi-
layered texture mapping, particle
effects, you name it. They have a
cutting-edge engine that’s as good
as anything out there. As for the
menus, the team believe in
keeping front ends to a minimum.
Just nice presentation and a
simple interface designed to get
the player playing as quickly as

possible. There are multiple game
modes to choose from too - the
main story, Explore Mode and
multiplayer options. WSPC has a
lot going for it, not least the
maturity and subtlety of the
gameplay. It's not all about wanton
destruction; it's about skill, stealth,
patience and, when it’s needed,
aggression and full-on shoot-outs.
The game itself - attention to
detail, the interaction, and the
speed - has taken two years of
hard and focused development.

w7368
Speed 19mph

Chris Lord
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w7368

drama and action is what we're
simulating, making the players
themselves actually feel part of
the experience. The police are
followed by news crews in cars
and in helicopters, so many
replays and events are viewed
from this kind of perspective. The
core of the game remains a high-
speed pursuit game though - it's
how this is visually represented
that makes the difference.”

WSPC is a not a mere game of
race, chase and mayhem, but one
that also encompasses real-life
situations where thought and
understanding must be used by the

Speed 69mph
Chris Lord

the right side of the law - you
have power, but with that power
comes responsibility. The aim is to
stop the perpetrator/villain, not by
killing or maiming him or
numerous pedestrians on the way
- you just get into trouble and fail
- but by tailing him, having a level
of aggression that influences his
behaviour enough for him to give
up. Obviously, sometimes the
suspect is a real screwball and
simply won't pull over when he
hears police sirens. It is then that
extreme measures can be used,
causing collisions and shooting the
tyres or even the suspect. This is a

WSPC IS MORE THAN DRIUING. IT'S
BASED AROUND THE CULTURE OF
GANGS, DRUGS, MONEY AND WEAPONS

player. Understanding the city and
your job as a policeman, being
skilful at driving as well as being a
good marksman, are some of the
prerequisites required.

action - Get Ready

to BuUrn Rubper!

With background information
understood, Leon went on to
divulge some of the objectives and
ideas that will captivate the
gameplayer. "I guess the most
interesting way the gameplay
differs from other games of this
type is that, for once, you're on

big departure for this kind of
game. The gameplay is far more
involved than other games in the
genre. Plus, the sheer size of the
city means we can have VERY long
chases without repetitions,
alongside lots of diverse scenery
and unique locations.”

crash and Turn

Views on offer are from a first and
third-person, with an alternative
third from a helicopter, and static
cameras with day and night action.
Nearly everything you can see is
fully detectable, so you can crash




into anything - bins, fire hydrants,
phone booths and so on can all be
destroyed. You can even drive into
the shopping malls by smashing
through the windows. The dynamic
nature of the WSPC world, through
little added events aside from the
main objective, keeps the player
engrossed within the game. The
action isn't all car-based either. You
can go into buildings - not all of
them, just ones that it makes
sense to enter, like malls, railways
stations, airport terminals,
warehouses, etc.

on the level!

Leon continued, “First of all you
must appreciate the game works
on two levels. The core is the story
missions. These represent the
police as they go about solving a
series of related crimes, which I
won't go into, under the premise
that they’re appearing in the TV
show too. The presenter from the
TV show has been used, which
adds an extra spark to the game
[you could ask yourself if this is a
game or a TV show, as it looks so
real - Ed]. There are set missions

A TOP GAME WILL ALWAYS STAND
OUT, AND THAT'S WHAT WSPC IS!

in which the player must achieve a
successful outcome in order to
progress. Also, the player can
simply be on patrol and make their
own decisions about what they
should do. Every vehicle in the city
contains a potential lawbreaker.
Sometimes they speed, sometimes
the driver is drunk, and the cops
must get them off the streets.
These patrols are integrated in the
main story. There are two cops
within a car, one who drives and
the other who can use a wealth of
guns, from a radar gun right
through to a machine gun used in
some of the extreme missions”.

Digesting Things
World’s Scariest Police Chases not
only looks the part, but plays

perfectly and really does offer a fresh

and interesting approach to race and
chase games, which was partly
highlighted by Leon. “The
chases/missions can last for up to
ten minutes or more, depending on

Sod it, just ram him off the road.
the skill of the driver and SAME 90
perpetrator. The gameplay is
about resolving the chase, not
merely using ultra-violence to
end it. Of course, you CAN
use ultra-violence, but it's not
always a good idea.”
Now for all you expert
speed freaks who think it

WSPC is more that fast driving, for
this is based around the culture of
gangs, drugs, money and weapons,
which does give this game a
broader canvas than others. With
such a massive playing area, 75
missions of mayhem and so much
action going on, is there a chance
the player could lose the thread of
the game or that it could become
slightly boring?

This does not appear to be the
case, as the game is spread over
days, weeks and months, with
ever-increasing and complex
events all intertwining, which pulls
the player into an atmospheric and
interesting plot.

could all be over in the flash of an
eye if you're an ace driver, you
would have to be VERY good to
complete your task in a short
time; in fact, it's nigh-on
impossible. The missions rarely
start with you right behind the
suspect and not all missions are
pure chases. You have escort,
surveillance and evasions too.
WSPC offers a lot more than you
would readily expect, a lot more
than even we've mentioned, so be
prepared for a real blockbuster!

There's loads of different camera angles to view the action including TV news choppers.
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Swat3.co™

An example for one
scene of a simple door
entry using (in SWAT
terms) ‘point to
breach’ tactics. “In
Stealth Mode, you
command your team to
‘stack’ on a door. Your
team moves into
position at the doorway,
covering all threat areas
as they move. Once at
the door they stack up
correctly. You switch
them to Dynamic Mode
and command them to
‘breach and clear’. One
officer then pulls out a
flashbang and prepares
to throw into the entry
way, another officer
opens the door as the
other officers provide
cover. The door opens,
flashbang goes in three
feet inside entrance, a
bang goes off and lead
entry team members
lean around doorways
to clear and then make
entry. If they see a/
suspect they ask for
compliance; if the
officers see a weapon
pointed at them, they
engage. If they
neutralise the suspect,
they announce that the
suspect is down, and
then cover uncleared
threat areas. It's

really something to

see in person”.

Think you’re smaxr

ough and ready for action?

This game will prove it, one way or another...

e
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ith Sierra looking
towards the
Dreamcast as a
machine with
potential, news has
reached us that SWAT 3, based on
the PC version but with a high
probability it will also include the
machine’s recent add-on discs, is
coming out for your favourite
console. Here's a real corker of a
game that we just can't wait for. As
per usual, in search of further
information, we went straight to the
inspiration behind the game, the

you control the
element leader of
d flbe-man squad

ﬂ dcm October 2000

producer, to fill you all in. If you're into

games such as Spec Ops or Rainbow
Six, this is the mother of them all!

Hostage situation

SWAT 3: Close Quarter Battle can be
played in Mission Mode or Career
Mode. In Mission Mode, the player can
choose to play any mission in any
order, with each one being treated as
a stand-alone experience. However, in
Career Mode the story unfolds based
on the outcome of the previous
mission (did you arrest or

neutralise the suspects, was

the hostage rescued?). The
information you receive in the
pre-assault briefings weaves

the story together, and

there are two ’

final cut-scenes

THE DEAL

The game is set in Los Angeles, 2005,
and LAPD SWAT has become a more pro-
active anti-terrorist unit. There is a
principal group you face in the game, and
as your career progresses, it becomes
more apparent who you're dealing with.

to end Career Mode; one victorious,
the other disastrous.
There are various types of
missions, ranging from hostage
rescues to high-risk warrants to rapid
deployments. They take place
throughout Los Angeles. Some of the
). missions are only loosely based on
real Los Angeles locations, others
are very close to the actual
R structures, such as in the
LAX Control Tower
mission. The missions
happen at locations




The producer explained. “I call
this game a tactical simulation,
and I think that perfectly sums it

make this game as authentic as
possible. SWAT 3 simulates a real
close-quarter tactical battle
experience. One of the most
important aspects of working
rooms and shooting within close
confines is knowing your field of
fire, and where your bullets go if
you decide to fire. In SWAT 3, all
of the wall surfaces have unique
penetration values. Depending on
the material’s thickness and type
and the firearm you're using,
coupled with the ballistics of your
chosen ammunition, you can
penetrate walls. A good example

up. We've gone to great lengths to

is the Benelli shotgun. If you
decide to shoot through a door,
we track all nine buckshot pellets
out of the shotgun muzzle. We
calculate the penetration value of
the door, the distance to the door
(as a shotgun has a different
spread and pattern at various
distances), and then we place an
entry and exit mark on the door.
We continue to follow each
buckshot pellet until it encounters
another material or person, or
stops due to its innate ‘bullet
drop’. In the game you quickly
learn to locate and use hard cover
or you're likely to get hit. Suspects,
on the other hand, may shoot at
you through doors and walls if they
happen to sense you”.

such as the Convention Centre, City
Hall, a television studio, a construction
site, a Hollywood night-club, various
private residences, upscale hotels, a
bank in Westwood and more. The
producer added, “We photographed
many of our game textures at the

e haue gone to great lengths to
make sliat 3 as authentic as possible

the team brought in experts!
They have close contact with key
members of LAPD SWAT, as well as other
members of the tactical community.
The chief consultant on SWAT 3 is
Ken Thatcher, an Element Leader
and 26-year veteran of LAPD SWAT.
He's a real world operator who has
pretty-much seen and done it all. It

‘picture-in-a-picture’ viewpoint,
which can be cycled through the
various Element members.

Real-wiorid experience

To ensure the game really does
convey things as you would expect,

actual locations, so we could make it
look as realistic as possible”.

You control the Element Leader of
a five-man squad broken into Red
and Blue elements. You decide who
goes where, how they breach doors
and how aggressively they take down
suspects. Element members move in
two ways - Dynamic and the more

cautious Stealth - and the game’s
music reflects changes between
them. The Element Leader usually

stays back and follows an individual

member’s progress through a

would be very difficult to have the
level of detail and realism in SWAT
3 without his real-world
experiences. “To get as much first-
hand experience as we could, many

[0 1 =)

The set-up screens are very extensive

of my development team members also
attended advanced SWAT tactics and
firearms training. The
entire team also
participated in the
classroom, going over tactics
with LAPD SWAT team
members. The team have spent a
considerable amount of time attending
LAPD SWAT training sessions where they
asked a lot of questions and saw a lot of
action”. Here we have an action game
that almost borders on real-life sim; well,
in fact it is! What more could you ask for?
Hmmm, a very early release day!

October 2000 CICM 5l
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A niche sport? Certainly, but as a game it has all the
raw‘mgreghents to mval’(’e‘lt stand out from the crowd...

increasingly popular in certain parts
of the world and growing daily,
Derek dela Fuente spoke with the
US Producer, Jeff Barnhart, for an
insight into a sport that could

e readily assumed
that Ultimate Fighting
Championship was
either a boxing or
wrestling title. We've
since been told it's a mixture of
various martial arts, be it judo
or karate, coupled with boxing
- and wrestling moves

@ to give an almost unique
blend of many contact
" sports. Becoming

eclipse the popular wrestling titles
that offer the moves, the attitude
and looks everyone loves.

How! uiolent?

Explaining the rules is
the best place to start,

October 2000
MONTHLY

this wiil pe the first and
only real £ignting game

but take a shifty at the tasty
screenshots to fill in any little holes.
Although it looks like kickboxing with
some added moves, it has a lot more on
offer. Jeff Barnhart offered, “As long as
you don't maim your opponent, you're
OK. Certain American states have
different rules the athletic commissions
enforce (Iowa doesn't allow
kicking with shoes, for example),
but overall it's the basics; no
eye-gouging, no fish-hooking, no
biting, no spitting, no holding the fence,
no kicking a downed opponent, etc. To
win, you can either knock out your
opponent, or you can put him into a
move that will cause him to submit, and
tap out”. Now you may assume UFC is
deadly serious, certainly with none of



MADE IN JAPAN

N ¢ G B n

A tough Act
Anchor is a very experienced and
extremely talented developer that
specialises in hardcore fighting
games. Key members of the team
have worked on great titles in the
past such as Soul Edge (arcade),
Tekken (arcade), Fighting Vipers
(arcade), Toy Fighter (arcade) and
Tobal (PlayStation), and they are
currently in the final weeks of of the UFC concoction, along with Bruce
development of Ultimate Fighting Buffer (announcer) and John McCarthy

g‘r‘::::::::ts T:r:?;nﬂ:: 3;::::: iy (referee), both also renowned Stateside.

Fighting Championship was first

shown to the public at E3 2000 Pur‘e CGI

Computer Trade Fair, and is already When it comes to the development, the

getting critical acclaim with awards look and movement of the game, the

such as 'Best Fighting Game of E3.’ central factor that makes or breaks a
Jeff Barnhart said, “Tekken and Soul tjtle, Anchor - the Japanese team - has

Calibur are games that obviously have gone the route of pure CGI animation.

I G SR o BC WO This gives fluid moves, unlike motion-

Wrestling games are based on pro- ; ;
wrestiing, which is all make-believe as capture, which the team believed would

well. UFC, however, is the one fighting be too Iir_niting for the crazy moves the
sport that's actually real. This will be athletes in the UFC perform. You notice
the first and only real fighting game”. the fighters don't look polygonal, and
the muscles look really sumptuous. The
team commented on this. “A lot of time
the ranting and raving found in a was spent getting the bodies and faces
wrestling game, which in some cases is to match the photos we took of all the
the best bit. Not so. The team explained  fighters, extremely detailed high-
UFC has the fun of a fighting game, but resolution digital pictures that we have

keeps it all realistic, so you have the now just mapped onto the polygonal
best of both worlds. UFC contains 22 faces. These photos were the key to
real-life fighters, with a varied selection making things so realistic”. It doesn't
of fighting styles. Tito Ortiz, Frank end there. Each fighter has about 75
Shamrock, Kevin Randleman, Rizzo, moves specific to that fighter, plus a

£ighting styles such as greco-roman
wirestiing, Ju-Jitsu, boxing and
freestyle are all part of the ufC mig

Ruas, Rutten, Coleman, Maurice Smith, dozen or so common moves that are

Miletich and Hughes are some of the shared amongst all the fighters. These
names available. They may not be moves include kicks, knees, punches,
household names yet, but who knows take-downs, arm bars, chokes and
what may transpire if this takes off? slams. As for seeing a fighter roughed
Fighting styles such as Greco-Roman up, it transpires that facial damage was

Wrestling, Ju-Jitsu, Boxing, Kick Boxing, one of the features that ended up on the
Ruas Vale Tudo and Freestyle are all part  cutting-room floor to get the game out

Caption Caption Caption Caption Caption

on time. But don’t worry; this goes on
the list of things to do for the next
version. Fair enough. So is the game
easy to play, and do you feel you're
truly in control? The camera angles help
gel the game together, with their 45°
isometric view. It zooms in and out,
depending on how far the two fighters
get away from each other. Then, when a
player takes a foe to the ground, the
camera cuts to a close-up view of them
duking it out on the deck. “This camera
is usually a close-up that really shows *
off how great the models and animation Sadly, facial injuries have
look”, added the producer. had to be cut out

‘A NEW ONE

Remember This

There are plenty of acronyms gamers have become au fait with. FIFA,
WWF, WCW; now add SEG (the official body of the sport, but sorry folks,
we do not know what the letters stand for!). to that list because they're
the commission that started the Ultimate Fighting Championship.
Because UFC is theirs, they do have the final say on what goes in the
game. Jeff Barnhart added, “They have been a great group of people to
work with, and they've really given us a lot of freedom with the game.
Because they're such experts at the UFC, it's been a big advantage of
ours to keep them involved. They can usually give us facts about the
fighters or the fighting styles that we would have never known without
their help. They're also very excited to have a videogame built around
their sport. One thing that has made the experience so much fun is that
we both share the same vision. A fun and realistic depiction of the UFC
sport in a game has been our number one goal. With this in mind, they
are all for us adding little fun touches that we like to put into
videogames, such as hidden characters and hidden fighting styles”.

s e
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GIMME GIMME...

SAUE THE OPTIMUS

Ships that Pass
in the Night

The game features a host
of ships, all of which are
visually quite different
and stunning. The good
guys include Optimus,
Zircon, Subotai,
Prospector, Gyrus,
Jorvik-XL and Wolverine,
whilst the baddies have
the likes of Claw, Demon,
Ghost, Hive, Subotai,
Mammon and Solaris.

Publisher:
Released:

Space combat simulations

i Developer:
B Genre:

are plentiful on the PC, but the Dreamcast

isv an untapped ﬁeld of possibilities...

riginally titled Big Bang!
(until someone realised
what an awful title this
was), this space combat

in a real-time 3D universe. The
particle system and rendering
techniques also promise some

game contains 19 missions

flying style of the
player and adapts to
new fighting techniques. Five
different alien races and 30 minutes
of video sequences keep players
incredibly busy, and, if nothing else,
they can experience some
multiplayer space combat.

fighters zip through space leaving
piue and green neon trails

impressive visuals, while a high-
performance collision detection
system gives it some incredible
gameplay. The artificial intelligence
of the enemy fighters also keeps
players on their toes, as it learns the

L8 dl‘-m October 2000

Of course, players have a huge
arsenal of weapons to use, and
there’s their supply bonuses available
for you. The Ion Blaster is your
default weapon, which comes
equipped with an unlimited supply of

PAS OE CIBLE
SELECTIONNEE

R
™

ammunition. The other
weapons all have limited
firepower, although the
Flux Beam, which produces
great colourful effects, could
well turn out to be a favourite.
The awesome Plasma Cannon
isn’t available until the last
mission, so you don't get to play
with it for too long. To its credit,
Rayland Interactive has done a nice
job of making each of the weapons
distinctive in appearance, sound and
effect. The Magma Cannon, for
example, shoots an enormous blue
ball that creates a huge concussive
explosion, while Titan’s Hammer
locks onto targets and kills just
about anything it hits.



I'VE GOT TO GET A
MESSAGE TO YOU...

“Until now we've
managed to avoid a
large-scale conflict, but
we have learned that
the Sektar has recruited
the infamous Morgoths
and intend to wipe us
out forever, in order to
have free access to the
Kha. Whether we want
to or not, we have to
face this horrendous
threat. Once again we
have called on the skills
and courage of our
Allied Arikhans to
protect us. All Arikhan
military forces have
therefore been called to
weapons. I regret to
have to inform you we
are in a state of war”.
The Council.

Pow!

Most of the missions are
solo campaigns, where
players come face to
face with rather large
numbers of marauding
alien fighters. Though
you move through
sectors acquiring orders
to escort cargo caravans, intercept
vessels of espionage and cripple
cruiser-class gunships, the essence
of Bang! is a variation on the same
theme: see something, and then
shoot it. There are a couple of
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curve. Also, there is no gathering of
resources other than your bonuses
for shield regenerators, the life
packs you desperately need to
capture and weapon bonuses. It's
going to be a full-blown, chase-

the £IUX beam, which produces
great colourful effects, could well
turn out to be a fauourite

campaigns where wingmen chase
around, but players have no control
over them. Graphically, this looks
impressive - fighters zip through
space leaving blue and green neon
trails, enormous capital ships sport
throbbing orange engines and space
stations slowly rotate as they orbit
gigantic scarlet planets. Bang!
shows itself off best during these
moments, when waves of enemy
ships buzz through space as players
dogfight with powerful lasers around
star bases.

kerpiow!

Bang! Gunship Elite acts more like
an action arcade game than a space
combat simulation. You pilot only a
space fighter in the vast space
universe. There is no pilot learning

them-down, blow-them-to-
smithereens-type game.

The player is Xaha. He has his
own fighter sooner than was meant
because enormous losses in the first
encounters with the enemy have
made it necessary to replace
experienced pilots. The losses are so

“QAL ENNEMI EST ACTIF

big that Xaha often has to face the
enemy alone. Combat information
says the first mission of the enemy
is to destroy the Dagon bases, since
they’re considered the brains in the
Alliance. At a distance, you can
snipe away freely at the Sektar,
though enemies prefer to dance
around or hide behind asteroids
rather than face aces head-on when
they're close by. Whatever form of
resistance is encountered, just be
sure to collect the ammo, shields
and life-boosting power-ups that
dead ducks leave behind. If you
don't bother, you find yourself
blasted to bits or having to contend
with a crippled radar, life support
module, targeting system or if you're
really unlucky, all three.

THE
STORY

You’re a member of the
Ahrikan race. A trio of
civilisations, including
the Arikhan, banded
together to form the
Alliance (original name,
eh?) in order to protect
their territory and
ensure the survival of
each species. While
peacefully probing every
corner of the galaxy for
random junk, the
Alliance stumbles onto
an all-powerful source of
energy known as Kha. A
rogue group of traders
known as the Sektar,
jealous because they
were excluded from
invitation into the
Alliance, want to control
this resource. We'll have
to assume that
bitterness and greed pay
off in the long run, since
the Sektar have started
to get the upper hand in
this conflict, hence the
reason you're puiled out
of the training academy
and put into active duty.
Live fast, die young they
; always said!
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REAL APPEAL

Starlancer is a shoot-'em-up, so
how much does the appeal of the
visuals matter? “A lot. In this
genre, one of the things players
have been clamouring for is level
of detail and size of ships. On
this game, you get the feel of
size as you fly around an enemy
capital ship. Starlancer is also
telling a very immersive story
using the dynamic history of 20th
Century warfare.”

P 3 y

- v

tarlancer takes place a
mere 100 years hence,
with the Western Alliance
(USA, Germany, UK, etc. -
basically 20th Century
NATO) rapidly expanding into the
solar system. The Eastern Coalition,
an amalgamation of China, Russia
and some Middle East countries,
carry out a Pearl Harbour-style attack

Highly imaginative space vehicles.

on the Alliance around Mars.

This attack wipes out the

French and Italian fleets and
destroys the High Command.
Staggered by this act of aggression,
the Alliance regroups at Uranus, low
on arms and ships. A 45th Volunteer
Squadron, made up of commercial
aviators, retired pilots and rookies, is
put together to not only win the
struggle against the Coalition, but

AN ALAMALGAMATION OF
AND MIDDLE EAST COUN
OUT A PEARL HARBOUR-S

also to earn the respect of
other elite flyers. You're part
of this Volunteer Squadron...

Immerse Yourseif

To make the player feel like
he’s a pilot in a space ship,
-

What good would a space shoot-"em-up be without some cool laser effects.

BACKGROUND
CHECK

The work gone into the making of
Starlancer is about as
comprehensive as it could possibly
be. Chris Roberts, who with his
brother Erin created the Wing
Commander series on the PC, was
instrumental in the creation of
Starlancer. The development of the
game was shared on the PC by not
only his US team, but also Warthog
in the UK. The PC version was
released to much critical acclaim
about two months ago by the
mighty Microsoft. It's now the UK
team which is placing this
fantastic title on the Dreamcast for
Crave... Phew!

the development team has made the
capital ships and all the environments
interactive. All the halls have

INA, RUSSIA
S CARRY
E ATTACK

characters wandering around, and
they salute you if you've been
promoted, give a high five if you've
done well or laugh in your face if you
failed on something. The Bunk Room
is your private quarters where you
can practise missions, feed the fish,
listen to CDs and just hang out.
Being a space combat game,
Starlancer has 12 different ships to
select from, although to start with
you only have access to one or two
(the others become available later,
depending on your rank and what
missions there are). Each has its
own merits: speed, weapons,
shields, manoeuvrability, etc,

so which one you take out depends

on the type of mission. The ships are

. only able to carry a certain

. amount of weaponry, so careful
consideration is needed
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The mission structure of Starlancer
is dynamic in that each one has
variable ways in which it can end.
For example, during an escort
mission, if you allow an enemy craft
to destroy some of the convoy, your
future wingman could be killed, so
lumbering you with someone inferior
for later missions. A sub-objective of
another mission may be to take out
a radar installation: if you don't

manage it, the mission continues,
but if you do, it makes future
missions easier. Based on the Wing
Commander model, the missions of
Starlancer are linear in that you can
only select from the ones you have
already earned. The game is split
into six chapters, each with five
missions, giving the player 30
increasingly difficult missions to
contend with.

You get a real feel for the size of other ships.

the team enthused about; “When
you're in the cockpit, your arms
and head turn as you turn the ship.
You get reflections of this in the
glass of the cockpit. The same
team who worked on the digital
effects of the Wing Commander
film are doing the same for
Starlancer, which, incidentally, will
have over 25 minutes of
Hollywood-quality CGI cinematics”.
Games of this genre rely heavily
on how the opposition behaves: it's

before plumping for the nova no good piloting a space ship if your

v

Electric beam hits ship. Not good for pilot.
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cannons, pulse lasers, collapser guns,
the awesome jack hammer missiles
or any of 16 others, but again, some

enemies are too dumb to make a
fight of it. To this end, Warthog has
given each of the enemy ships their

STARLANCER OFFERS AN INTRIGUING
COMBINATION OF FIRST-PERSON
SPACE COMBAT WITH THE DRAMA OF
A CLASSIC COMBAT FILM

won't be available until later in the
game. The interface is a very simple
3D point-and-click affair - select
your ship, go to the missile room
and arm it. It's as easy as that.
The first thing you notice is
the level of detail, which
makes other Dreamcast
games look almost bland.
There are moving radar

dishes and lights coming

on inside the ships. Also,
particle lighting effects are
seen, when the player cuts a
hole in space to use as a jump
point to rendezvous with others.
These aren't the only outside effects

own unique profile so you can tell
whether you're up against one of
their ace pilots or, if you're lucky, a
rookie. There are certain Coalition
pilots you recognise simply by the
way they're flying.




starlancer

In his quest for ultimate knowledge,
Derek spoke with the Warthog team
about Starlancer, and its port from PC...

DCM Already out on
the PC, has the DC
version presented you
with any problems?
Has the machine any
limiting factors?

wiarthog There are a few
differences between the PC and DC
that we have to overcome. The PC
has the advantage of more memory,
a fast hard drive, mouse/keyboard
by default, etc. Although there are
limitations brought about from
designing the game for the PC,
we are able to work around most

- <

The highly detailed cockpit views place you right in the thick of the action.

of them by program/design
changes without affecting the look
and feel of the game.

DCM So it's basically the
same game?

warthog Yep, we are trying to
keep the game as similar as possible
to the PC version. It has the same
great graphics and missions.

x DCM Do you feel

¥  you're breaking new
7" ground with such a
t¢ game on the DC, and
: * do you feel it has
3 plenty of appeal, and
Xs might even grab a new
set of players?

warthog As far as I know, there
are currently no space shooters for
the DC, so yes we do feel we are
breaking new ground. Compared
with the PC, there have been very
few good games of this genre on
any console, so there are plenty of
people who haven't played this

type of game. We feel there's a
large untapped market out there.

THE GAME IS SPLIT INTO SiH
CHAPTERS, EACH WITH FIUE MISSIONS

DCM How have you transferred
controls to a pad?

warthog When you watch
somebody play Starlancer, you find
they use a small selection of keys
a lot, and the rest infrequently.
We've mapped the frequently-used
keys to the buttons for easy
access, and the rest of the keys
through an intuitive menu system.
Although we're still balancing it,
the initial response from our
testers is that it’s very easy to use.

DCM Is the multiplayer mode
still there?

wiarthog Yes, we are intending
to support both the co-op and
deathmatch multiplayer modes.

Starlancer presents a ‘living
universe’, and does not go along
the route that others have taken
with having just yourself and
enemy craft: empty space, if you
will. Starlancer has plenty of craft
going about their business. You
see ships mining asteroids or
building jump gates: it's much
more active than other space

combat games.

This is one aspect that sets
Starlancer apart from the other
space combat simulators, this
multiplayer option. Not only can
you play a deathmatch, but you're
able to play the entire mission
structure co-operatively. You can
create a squadron with some
friends and play together. If you
get more kills, your rank may
improve, allowing you to issue
commands to the other players.

DCM Will there be an option to
use the keyboard?

wlarthog There will be an option
to use the keyboard for sending
chat messages when playing in
multiplayer.

DCM Why a DC version?

warthog Wwe have spent a lot of
time and effort producing
Starlancer for the PC. We want to
maximise that effort to bring
Starlancer to as big an audience as
possible. The Dreamcast is the only
console currently available world-
wide with enough power to do this.

DCM Has the team brought in
new coders for this project and
are you impressed with the DC?

warthog We're using the same
coders for the Dreamcast version
as for the PC version. It's easier
to learn to program for the
Dreamcast than it is to learn the
Starlancer code base. We are
impressed with the Dreamcast
and always have been. We always
knew it is a well designed piece
of kit. When we got the basic
engine running and a few ships
flying around, people commented
on how much better the
Dreamcast version looked
compared to the PC!
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ot only is the
Dreamcast the most
powerful games
machine on Earth,
but its also the first
console to get you onto the
Internet. With Internet access, you
can surf the world-wide web, send
and receive e-mails and even play
multiplayer games online,
competing against Dreamcast
gamers from all over the world.
This month and every month,
Dreamcast Monthly will bring you
up to date on what's happening
in the world of online gaming, as
well as giving you the very best
the Internet has to offer the
Dreamcast gamer. Let's kick off

with a beginner’s guide to
getting online using the world’s
greatest console...

blot’s This

Interwen, Then?

So what is the Internet? In a
nutshell, it's a collection of
computers that are all linked
together. Using the Internet, you
can communicate with people all
over the world. Each Internet user
has an account with an Internet
Service Provider (ISP), which
allows him to use the telephone
lines to access his ISP's server (a
huge computer that can handle lots
of information at once), getting
him online. The user’s computer is

If you're with British Telecom,

the costs of a local rate call are

as follows:

Daytime (8am—6pm): 4p per minute
Evening (6pm to 8am):

1.5p per minute

Weekend (Midnight Friday - Midnight
Sunday): 1p per minute
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cost effFective?

What does it cost to get onto the Internet? Very little nowadays. All the equipment
you need to get on the net is packaged with the Dreamcast (though we do
recommend you buy a keyboard to go with it), and the Dreamcast Internet Service
Provider (ISP), Dreamarena, is free - gone are the days when all ISPs charged a
monthly fee for your Internet account. Now they
recoup their costs by getting a cut of the phone fees
from the telephone company and from advertising.
The only costs involved in accessing the
Internet via your Dreamcast are the costs of the
telephone calls. These are always charged at
local rates, but be warned - the Internet is
addictive. It's very easy to lose track of time
and spend several hours online without
realising how long you've been surfing.

%

getting online with your
Dreamcast, you can access the
world-wide web. Here you can
find web sites offering
information on almost every
subject, not just the Dreamcast.
You can look up the home page
of your favourite pop group,
check out what’s going on in the
world with a news site or see how
your local football team’s doing.
Needless to say, there are
thousands of sites dedicated to
Dreamcast gaming. You can catch

only ever in contact with his own
ISP - if he wants to connect to,
say, and American university web
site, it's his ISP that connects to
the university’s ISP. Thus, when
you're online, you can connect to
any other machine that’s also
online, whether it's in the next
town or on the other side of the
world, and only ever pay for a local
rate telephone call.

A computer transfers information
to and from other online machines
using a modem, a device which
converts information into a form
that can be transferred over the
telephone lines. Your Dreamcast
has a built-in modem.

What’s in it For Me?
So that's how the Internet
works - but what can it do
for you, the Dreamcast
owner? Well for a start, by

britner.com

home news/info media biography
in this issue
Britney kicked off her recent tour with an awesome show in Columbia, MD. Her tour runs throug
where she'll be performing all across the US and Canada too! Check back here for reviews, pic
Britney's tour. Click here to find out where and when she is performing.
#iBritney Spears’
new album

Dops?..J Did It
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up on the latest DC news or read
online previews and reviews of
forthcoming games and even watch
short movies of them in action.
Best of all, there’s the online tips
sites. Here you can get cheats,
hints or even full solutions to your
favourite Dreamcast games. You
need never be stuck again.

As well as the web, the Internet
also allows you to send e-mails,
which are electronic messages sent
from one machine to another.
These can be simple letters, or can
contain ‘attachments’. This is a
Dreamcast file that’s sent along
with an e-mail. Pretty-much
anything that can be stored on a
computer can be sent via e-mail,
but the most obvious use for the
Dreamcast owner is sending save-
game files. You can also access
newsgroups via the web site
deja.com; more on this later.

ORERMIN’

sega helphne

If you need technical advice in
getting online, or have forgotten
your password or e-mail address,
call Sega’s interactive helpline on
09066 544 544.

GETTING OH THE MET
Okay, you're convinced - you want
a piece of the Internet action. So
how do you get onto the Internet
with a Dreamcast?

Well, the first thing to note is
that you already have everything
you need to get on the net - the
modem is built into the Dreamcast
and the software to use is
supplied with the machine, as is
the line-splitter, a small plastic

by Dreamkey v1.0
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socket with the line-splitter. Now
you're ready to roll - keep a
pen and paper handy as you

get going.

Insert your Dreamkey CD
(supplied with the Dreamcast) into
the DC and switch it on. We've got
a few forms to fill in to set up our
Internet account - don't worry, it's
free. You have to go through this
process even if you have an
account with an Internet Service
Provder (ISP) already -
Dreamarena can only be accessed
through a Dreamcast account.

OREAMARENA CAN ONLY BE ACCESSEDO

THROUGH A DHEHmEHST IﬂTEHﬂET HEEDUHT

dongle that lets you connect
your DC’s model lead to a
telephone socket. We
strongly recommend you get
yourself a keyboard, though.
Typing out e-mail messages

using the mouse and the
screen is sheer hell.

Settinc Uo HYour
Internet Hocount.
First of all, set uo your
Dreamcast and plug in the
modem lead supplied,
connecting it to the phone

After pressing Start at the
prompt, you're offered the chance
to 'Go online’. Take it - press 'A’.
You're taken to a memory card
management screen. Check out
your cards if you wish, then select
Exit to proceed. From the next
screen, your modem dials
Dreamarena for the first time. If
you get an error message instead
of the account registration screen,
check the modem cable is
connected correctly, switch off your
machine and try again. If you still
have no joy, it could be the lines

are all busy - try again later.
Signing up is pretty easy.

Email. Account

L]

Disploy Seitings

Internet Connection

When asked to fill in a form, move
the cursor over the space you have
to fill and press ‘A’. This brings up
the virtual keyboard, a graphic of a
typewriter keyboard. You ‘type’ on
this using the cursor. When you've
finished, hit Return.

Next you have to read the
terms and conditions, and register
with Dreamarena. Again, just
follow the on-screen instructions.
This is where your pen and paper
come in handy, though - make a
note of your log-in name and
password and keep them safe. It's
not impossible to get them back if
you lose them, but it's a pain in
the posterior.

The bWlen Browser

The Dreamcast has a dedicated
web browser which isn't like those
found on a PC or a Mac. The main
access buttons are called up by
pressing either the left or right
trigger buttons, or, if you're using a
keyboard, S1 (left) and S2 (right).
The menus are as follows:

e Left Menu
The Left Trigger Menu offers
these options:

HOME: Return to the Dreamarena
basic menu, the first one you see
when you log on (or, in Internet
terms, the home page).
BOOKMARK: Offers a list of your
favourite web sites, which you
stored using the Right Trigger
Menu option Add Bookmark. It's an
easy way of getting to pages you
regularly use.

JUMP: If you know the URL
(Universal Resource Location) or
address of the web site you wish
to visit, choose this option and

Basic Info

Your Reol Nome [Full Name }

User Login [ nsemame ]
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type it in. Ideal for reaching
pages you read about in
Dreamcast Monthly.

MAIL: Access the Dreamcast’s e-
mail options, where you can send
and receive your mails.

CHAT: This is the Dreamarena’s chat
area. You can hold real-time
converations with other users. You
type what you want to say and then
send it; it appears straight away on
the screens of everyone in the chat
room you're currently in. If you use
this a lot, you MUST buy a keyboard.
OPTIONS: Sort out your set-ups
and preferences. These will be dealt
with in detail in a later column.
DISCONNECT: Quit. This
terminates the connection between
your Dreamcast and the Internet.
It's the equivilent of putting down
the reciever after a phone call.

o Right Trigger Menu
The Right Trigger Menu offers
these options:

BACK: Move back to the last web
page you visited. This option is not
available when you're on the first
page you accessed.

FORWARD: Move forward to the
previous web page you visited.
Only works if you've already

used the Back option, for
obvious reasons.

RELOAD: Reloads the current web
page. Useful if it changes
sporadically like a web cam, or the

ARENA!

ARSI,
win a car!

To celebrate the redesign of
Dreamarena and the arrival of the
Vortex zone, Dreamarena will be
giving away a fantastic sports car
as featured in the much anticipated
new racing game, Metropolis Street
Racer. A brand-new Vauxhall
VX220 can be won by answering
three questions a week,
accumulating points with correct
answers. Users get the chance to
answer ‘gamble’ questions once a
week, giving them an opportunity
to gain more points. At the close of
the competition, midday 2nd
January 2001, the winner will be
one of the first people in Europe to
drive off in a top-of-the-range,
ultra-cool roadster.

Dreamarena will also be
presenting the Vauxhall VX220
Speed Challenge, which will be
hosted within the Vortex and
incorporates four separate
competitions: The London
Challenge; The San Francisco
Challenge; The Tokyo Challenge
and The Three City Challenge. To
enter the challenges players select
the Internet function on the
Metropolis Street Racer game disc.
In each challenge players will have
to compete against each other,
driving a Vauxhall VX220 round a
particular city then round all three.
Overall scores are automatically
uploaded into European online
league tables so you can compare
your times with drivers from all
over Europe.

y

DREAMARENA IS AN ARER OF THE NET
SOLELY FOR DREAMCAST OWUNERS...

loading is just stuck.
CANCEL: When you're part way
through loading a web page, this
button stops it from loading.
ADD BOOKMARK: Stores the
address of the current web site as
a bookmark. You can then access it
again through the Bookmark option
on the Left Trigger Menu.
ZOOM: Get a close-up.

So now you know how to get
onto the net. This was a basic

guide, but individual aspects of
the browser and Dreamarena’s

services will be covered in more
depth in the coming months.

Oream On!

So what is the Dreamarena, and
what can it do for you? Basically,
the Dreamarena is an area of the
Internet solely for Dreamcast
owners. You can only access it
from a Dreamcast, and it covers

Select Modem/AT Set-up
Click on Delete Memory

Press Start.
Select Restore Me.

Ll ol Rl

log-in and password.

o

All done!
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‘the child-nrotection Filter

The Internet can be a dangerous place, and some sites contain pornographic or
offensive material that isn't suitable for children. For this reason, Sega has
implemented a filter to prevent access to dodgy web sites. It can be disabled to
allow adult users to explore the Internet without restriction, however.

To disable the Internet filter, do the following:

Press Left Trigger and go to the Options Screen.

Click Yes at the warning message.
Restart your machine, without removing the Dreamkey CD.

Follow the instructions offered on screen - you have to re-enter your

There's a box at the bottom of the screen enabling the filter. Unenable it.
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only Dreamcast-related subjects,
though spin-off areas are being
unveiled all the time. For
example, Dreamarena has joined
forces with Virgin Net, the world’s
Number One entertainment and
leisure service online, to provide
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a film channel free of charge to
Dreamcast users. The new
Dreamscreens channel provides a
full range of film-related content
including previews, details about
new releases, features, top ten
movie charts and a UK film
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finder. They also shot themselves
in the foot by offering a
Dreamcast as a compo prize -
not too clever when you couldn’t
possibly enter unless you'd

to allow users the choice of
sending attachments, creating
and deleting personalised folders
and downloading information onto
your Visual Memory.

THE NEW OREAMARENA LUORTER cONE
IS A PLAY ANO WIN AREA...

already got a Dreamcast.

The new-look Dreamarena
2000 went live on 10th August,
with the site rebuilt in flash, so
you can download games, e-mails
and the Internet in half the time
it took before. The e-mail
functionality has been developed
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The new Dreamarena Vortex
zone is a ‘play and win’ area
specifically dedicated to
Dreamcast competitions and
promotions. Puzzle games, spot
competitions and a special prize
game are available along with
Lite Games (Get-4, Sliding

20[ 1] 0

e

.\

Puzzle, Battleships, Pub Quiz,
Picture Puzzle, Concentration)
which are played online.

The Nerve Centre is the
existing community centre, a hub
of activity redesigned to include

.
suCCess!

Dreamarena continues to garner
impressive subscription figures.
Dreamarena currently has more
than 300,000 registered users and
receives over 3,000,000 hits per
month. Over 40,000 gamers (5% of
European Dreamcasters) have
played ChuChu Rocket online and
hundreds more are joining each
day to take part in the European

ChuChu Challenge.

P——

the ‘What’s New’ section which
allows gamers to ‘Edit Your ID" in
which users can develop their
own online personality. They will
also have access to an exclusive
area dedicated to the
Superdreamers, Dreamcast’s
loyal fan base.

Other highlights include
exclusive Metropolis Street Racer
extra tracks, only available
courtesy of Dreamarena. Each
week for up to 30 weeks,
Dreamarena will also give away
Swatch watches to the driver
who completes the extra tracks
in the fastest times.

Dreamarena will also be
hosting a special micro-site for
Sega Worldwide Soccer 2001.
The website, accessed through
the game and Dreamarena, will
include a development diary,
hints and tips, discussion boards
and interviews with the game
designers, Silicon Dreams. In
addition, Dreamarena will be
hosting promotions to support

Quake 3 Arena, Jet Set
Radio, Virtua Tennis, Space
Channel 5 and Sega
Extreme Sports, all games
set to hit Dreamcast
before Christmas.

¥ SURFINT

What About

the Web?

Of course, there's more to

the world-wide web than
just the Dreamarena. The
Internet’s far too large to
cover in a single issue, but
here’s some guidelines to get
you started.

What’s a Web Site?
Think of the Internet as a library,
and each web site as a book. A
search engine helps you find the

October 2000 dl'_ﬂ'l ﬁ
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and receive the

vehicle
vehicle.

in the shopping center, up against the left wall,

| Free Counter Click Here | @@ Leave Message

crLte

‘book’ you need, and usually
points you to the page too. When
you've read that particular page
(or decided it isn’t the one you
want), you need to turn to
another. On the web, this is
achieved by using links as
explained elsewhere. When
you've finished with the *book’
(ie. web site), you can turn to
another by pressing the Back
button on your browser to get
back to the search engine and
choose again, or use a link
offered by the current site which

K HERE TO WIN $100,

000

LYC( S
Your k
Personal

Internet
Guide

Electric, Offroad
Business

Personal Digital Assistant]

Games, School

pick the winners

Arts and Humanities

Architecture, Photography, Literature...

s conomy [Xeral]
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and Tnt

o it t [Yéwall

.
9

On Lycos Now
. CeBIT98 ~

Hannover

Kids

Sports

Finance, Tax

Football, Cricket - Free Email

LINHS TAKE YOU TO OTHER PAGES
WITHIN A SITE OR TO OTHER SITES..

takes you to another. Most sites
have a page of links to other
sites, so if you've found a site
which offers the subject you're
looking for but not the
information you want, you should
head for this.

Using Links
Links take you to other pages
within a site or on to another site

r’t'_n:n,n:n tins For ki
searching
sites

e Give the search engine as much
information as possible. If you're
looking for a solution to Acclaim'’s
D, for example, typing ‘D’ gives
every site containing that letter.
Instead, enter 'D Acclaim’.

o If you're getting too many
irrelevant hits, narrow your search
and try again. For example, if you
enter ‘Sydney 2000’, you'll
probably get a lot of sites offering
the sporting event rather than the
Dreamcast game. Try again,
entering ‘Sydney 2000 Dreamcast’
or ‘Sydney 2000 Eidos’.

o If you find a site you like, write
down its address or bookmark it.
You might want to come back to it
on another cybervisit.

e If you're looking for
comprehensive information on a
game, including tips and cheats,
look for its FAQ (Frequently Asked
Questions). These are generally
very useful.

S
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all together. There are two sorts of
links used on the internet. Text
links are underlined and usually a
different colour to the page’s main
text, and picture links either have
a heavy coloured border or specific
instructions to use the pic as a
link. Move the mouse pointer onto
either sort of link and it changes
from an arrow to a hand. Clicking
the mouse button takes you to
another page or site.

In the example here, the text
links take you to pages titled
Hints & Tips, All the Vehicles and
one from where you can send the

WIRED MEWE

9."@®

Search:
The Web

HOTWIRED

site creator an e-mail message.
The advert labelled ‘click here to
win $100,000’ is a link too - note
the blue border.

If you use a link then return to
the previous page with the Back
button, the link you followed has
changed colour - this just shows
you where you've been.

Now you're familiar with the
basic functions of the browsers,
let’s look at some search engines.

Search Cnoines

The Internet is vast. There’s
nothing more frustrating than
desperately searching for
something you're sure is there, but
turning up nothing but irrelevant
sites when searching. By following

WIRED MAG LIVEWIRED SUCK.COM

College Hoops M-W %you@

Yahoo! Mail

Xﬁ},:,?g,ﬁ?ﬂ free email address
[doom Search ] options
Yahoo! Pager - check for friends online and send instant messages

Yeﬂongxe_s-PegghSench-Mg_s-Chniﬁzds-Pmonﬂs-@-Fmﬂ
Shopping - My Yahoo! - News - Sports - Weather - Stock Quotes - more...

News and Media [Xtra!]
Current Events, Magazines, TV, Newspapers...

Recreation and Sports [Xtra!]
Sports, Games, Travel, Autos, Outdoors...

Reforence

these simple tips, you can greatly
increase your chances of finding
what you want.

To use a search engine, type
the information you want in the
area provided then click on the
Search button. There are
numerous search engines to be
found on the internet, the best one
to use depending on the task in
hand. When looking for pearls of
PlayStation information, the most
useful search engines are Yahoo!,
Hotbot and Lycos. Let's look at
them in turn.

Yahoo!: http://www.yahoo.com
The main advantage of Yahoo! is
that it groups sites according to
subject. For example, if you look
for Doom to check on the rumours
of a new Doom game in the
pipeline (hope they're true), it
offers seven categories including
ones for the Monks of Doom rock
band and the comic Doom Patrol as
well as the 3D computer game.
Each of these categories offers a
collection of individual sites. This
makes Yahoo! ideal for looking for
general information such as
Dreamcast cheats or fighting
games - half the work has been
done for you.

Having found the category of
your choice, you can narrow the
search if you wish. For example,

w
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tnp SEga SitES So where are the best sites for the Sega Dreamcast? These few should get you started...

Oreamcast
Game rAQs Game Saoces dreamcast OFFicial VMU Site  Prooramming
http://www.gamefaqgs.com/ http://sages.ign.com E.UI"'O[JE http://www.sega.com/sega/v http://marcus.mangakai.org/dc
One of the best tips sites on the  Another great tips site. This http://www.dreamcast- mu/vmu_main.jhtml One for the tech-heads. Here you
net, with FAQs and cheats for one'’s comprehensive and europe.com This is the one for all your can bone up on the internal
most videogames formats, detailed, with guides, This is Sega’s official site, anda VMU downloads. As well as architecture of the Dreamcast,
including, of course, the Sega walkthroughs and even a damned fine one it is too. It's downloading VMU files from along with the requirements of
Dreamcast. Offers reviews and chat area. Copy Copy Copy Copy fearsomely well presented, and  the site, you can also upload the machine in programming
message boards too, but it's the Copy Copy Copy Copy Copy covers games, peripherals, your own to share with terms. It's not easy to understand,

tips that reign supreme... Copy Copy Copy Copy Dreamcast Internet and more. other gamers. but that's to be expected.

E) o i Dreamcast Programming
s o dreamcast-¢
i

gﬁ'lﬁesages ![-’- < % > : ardware

The Cursortre Common Code™

i
O i e 3 st o 1 and k. o nd ey s o
iyt sy Tobepnour o, choosa rcel g et
Vioncetensacu bebt bk

W!NEWS@ Home - Yahoo! - My Yahoo! - News Ale}

Yaloo! Auctions for UK & Ireland
- local sellers, local buyers, quick and cheap delivery -

Home Top Stories Business Tech Polfics World Local |[TSITEIMNNEY Sports Science Health Full Coverage

Entertainment Full Coverage - updated Aug 17 7:23 PMEDT
i’Sega Dreamcast

Reviews News Stories
- Consols Domain - Sega sees sleepy sales for Dieamcast - CNET (Avg 17, 2000)
- Game Revolwtion - Dreamcast Seaman. Talk to Papa - Wired News (Avg 9, 2000)

- Sega tries to rouse Dreamcast sales from slumber - CNET (7l 17, 2000)

News Sources - Utopia hackers crack Dreamcast anti-piracy code - The Register (Jul 3, 2000)
- Yahoo! News Search - Hackers break Dreamcast safeguards, distribute games online - CNET (Jun 30, 2000) L .
- Console Domain - Dreamcast Gets Java Jolt - Wired News (Jun 8, 2000) ycos.
- Consoleguming.som. - Sega: Building on Dreamcast - Wired News (May 15, 2000) http://www.uk.
- Game Informer - Sony Emulator Plays on Sega - Wired News (Msy 12, 2000)
- GameCenter.com more chos'de/
- GameFa Related Web Sites Lycos isn't the best
- Gamesmania

- Sega - official site. Has a section on the new Dreamesst console that hosts previews, game descriptions,

Sinar mtects and mors

for people too. This
limits the number of

search engine for
Dreamcast data, but it's a

having found Doom and moved powerful and versatile. It's great irrelevant sites offered. For mean tool for finding pictures. Click
on to the category for the for finding specific information. By  example, look for PRIMAL RAGE on the ‘pictures & sounds’ file above
computer game, you can enter setting the search menu, you can and you might get a music site the text box and set the search to All

‘Dreamcast’ in the text box and

use 'search only in Doom’ before - HOTBOT OOESMN'T GROUP SITES, BUT IS INCREDIBLY POLWERFUL

searching again. This narrows the

search further. look for any or all of the words with the low-down on PRIMAL the Words, Any Word or Exact
Hotbot: http://www.hotbot.com  you type into the text box, or the Scream and RAGE Against the Phrase as needed. You can then
Hotbot doesn’t group sites like exact phrase requested. You can Machine. Set the search to ‘exact make a search for pictures and

Yahoo!, but it’s incredibly also search only for title pages or phrase’ and this is avoided. sounds instead of general sites.
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o STON

Oh, it’s you guys.
You’re back. And
what’s this? You
still want to kick
our heads in...?
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Power Stone 2 takes the revolutionary

gameplay and stunning graphics of the
first title and introduces several new elements.
The game features simultaneous four-player
combat, multi-tiered progressive levels, four
new characters and the ability to use vehicles to
inflict powerful attacks on opponents.

All new, and innovative Ievels

he original Power Stone, to this day
one of the underrated gems of the
Dreamcast’s first couple of months, is
a superb game. It took the basics of
the 2D fighting game, turned it 3D
and allowed you to pretty-much utilise any
object in the playing area to gain victory. Chair
in the way? Don't panic, just pick it up and
throw it at your opponent. Pole in your path?
Why not swing on it and plant a crafty one right
in your best mate’s mush?

So now we have Power Stone 2, a sequel that,
whilst keeping the key principles that underpinned
its predecessor, feels quite different. You notic

Block, on head = pain. Time to move s

this kicks arse

this when you get down to the action, with a far
more vigorous camera dashing round bigger
playing areas, which themselves keep changing
around you. For instance, on one level, you're
scrapping away, when all of a sudden the ground
gives and the action switches to the fighters
pegging it from a great big rock rolling towards
them. The fighting continues at the same, time of
course, but it's to the game’s credit that it keeps
you constantly on your toes. Another example?
You fight on top of two submarines, which have a
tendency to submerge without even courteously
asking you to remove your beach towel. Bastards.

DIFFERENT MODES

You can play Power Stone 2 in several different
ways. You can stage bouts between two to four
players (all of which can be Dreamcast or
human controlled), or you can work your way
through the Arcade and Original Modes if you
fancy a challenge and the chance to batter
some bosses. The ultimate single-player mode
is the Adventure, complete with the chance to

mix your own weapons!

3p

chair In the way?
don't panic, JUSt pPICK It
UpP and throwl It at
your opponent
The plot

The whole thing is set in the 19th Century, as a
mysterious floating castle suddenly appears out
of nowhere (like they do), overseen by the
hideously evil Dr Erode. The same Dr Erode has
also locked up all the Power Stone fighters, which
pretty much sets the scene for a big scrap.

The single-player versions of Power Stone - be
it in straight Arcade or Adventure Mode - cover
the quest to defeat the mad Doctor. Arcade Mode
involves three bouts with other Power Stone

; (<
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NEW cHAnAcTEnsﬁ f

As well as the crowd from the last game, there’s a
few new faces to welcome to the Power Stone
gang. So introducing Gourmand, the vicious chef,
gun-equipped Accel, Pete the titchy little git and
sweet old Julia, who likes to beat you with an
umbrella. We enjoy it, too.
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A gun emplacement, unfair advantage maybe?

fighters and two bosses. It's certainly enough
to keep you busy for a couple of hours, but

once you've covered all the levels and fought
all the characters, you may be thirsting for

more. Fortunately, there's the Adventure Mode,
which does prolong things, as you're constantly
searching for weapons, items and cards to mix

criticisms? not many

back at the shop. Check out the Mix and Match
boxout to see what we mean.

Also in one-player mode, you can opt
for Original, which simply allows you to
set up a scrap for one to four characters,
with any number controlled by the
Dreamcast. You can choose, as you'd
expect, from all five arenas and the
entire field of characters, and frankly,
this is fantastic fun.

It's even better when you add other
human players into the mix. Much as we
love Power Stone 2, if we had to pick one
area wh<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>