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The topics swirling around the industry: Sega’s
ambitious online strategy and ultimate ruin and the
looming arrival of the PS2 on U.S. shores has got
everyone’s panties in a bunch, so let’s have a look at
the issues from a gamer’s point of view and see what
gives. The video-game industry seems to have its own
economy. In any other big business, the arrival of new
competing technology rarely equates to reports of the
imminent demise of the current competition. I've read
all of the death-of-Sega jargon | can stomach,
ironically from many of the same sources that reported
on the console’s record-breaking launch. We sit here
at the beautiful lakeside offices of GR, day after day,
discussing all of the amazing Dreamcast games on the
horizon as well as games like MDK 2, DOA 2, Berserk,
and Super Magnetic Neo that we’re playing now, only
to turn around and read that, sorry, this is all going to
end soon. Sony is coming and that’s game over, dudes.

Will Sony be bigger? Yes, most likely, unless a
tsunami hits. Will it be better? Well, that remains to be
seen. The launch wasn’t exactly the end-all-do-all we
expected, but in the long run the hardware is superior
in many ways. Still, that’s for the developers to decide.
The point is that Sega and Nintendo and, er, Microsoft
will likely all go about their business and host a
diversity of good and bad games on their new video-
game consoles in the years ahead, until we all stop to
innovate once again. So it has always been, so it
will likely always be. As for Sega’s online strategy,
well, it will undoubtedly put butts in the seats, and
so on that level | think it’s a good move. Personally,
I think an all-out Dreamcast price reduction needs
to follow to seal the deal in terms of getting ready
to counter Sony. As one who has always preferred
the personal experience that gaming tenders
rather than the communal frag-for-all or strategy
session you get online, I'm not wild about online
gaming. But as long as Sega.com doesn’t sap
Sega’s off-line lineup, | won’t burn their houses
down. Plus, online gaming down the road may
offer more in terms of overall game design and
interactivity. As it becomes more lucrative, a larger
and more diverse cross section of designers and
programmers will surely provide the diversity and
innovations needed to insure its prolonged
popularity and hopefully, someday, profitability.
On a somber note, it's been reported that the
Dolphin and Game Boy Advance (the savior of 2D)
will not be at E3, so I'm not going.
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HANK [30D EVERYTHING'S NOT POWERED By VDOD0OO].
With the world’s first full-scene hardware anti-aliasing and our proprietary

T-buffer cinematic effects engine, the new Voodoos™is the most powerful 3D accelerator card
on the planet. Want proof? See for yourself @ www3dfxcom.

FULL-SCENE HARDWARE ANTI-ALIASING: T-BUFFER CINEMATIC EFFECTS ENGINE: UpP TO 1.5 GIGAPIXEL /SEC.
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Some would say that this year’s TGS was less than spectacular,
and while it may not have been the best ever, there’s no denying
that there were some great new games on hand. Check out Zone
of the Enders, Jet Set Radio, Silpheed, and the rest of this
year’s bounty, starting on page 22.
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Hoping to do for action and adventure what Myth and
Myth 2 did for strategy roleplaying, Bungie's Oni is
not only unique and engaging in every way, but PS2
bound as well. With its anime exterior and
intriguing blend of hand-to-hand combat and gun
play, here's a game worth reading about.




Bemtg., 0 - :
R S aEmpR 8
e U-RRMAR 100%

Night 12 victooida in high inlensilyg batltes

“Virtual On: Oratario Tangram is one of the most

visually impressive Dreamcast titles yet.”
— Next Generation :
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Animated Violence
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“The title hard-core gamers

have been waiting for!”
— GameFan

The wildly popular arcade game comes to your
Sega Dreamcast" in a perfect detail-by-detail sequel.

You won’t believe how exact, how frenetic and

U-ARMOR &
U-ARMOR 3

9908768 4 explosive it is... until you take on a 60-foot enemy

Mantaslic fulurishic weapons! with your extinction on Its mind.
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Virtual-On: Oratorio Tangram™ © Sega Enterprises, Ltd., 1998-2000 Cl © Sega ises, Ltd. Character Design: Katoki Hajime. Sega, Sega Dreamcast and Virtual-On:Oratorio Tangram are either registered trademarks or trademarks
of Sega Enterprises, Ltd. This game is licensed for use on the Sega Dreamcast System only, Published and distributed by Activision, Inc. Activision s a registered trademark of Activision, Inc. All rights reserved. Sega, Dreamcast and the Dreamcast logo are
either or of SEGA ises, Ltd. The ratings icon is a trademark of the Interactive Digital Software Association. All other trademarks and trade names are properties of their respective owners.
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frontlines news

WOULD YOU PAY...NOTHING FOR A DREAMCAST?

In a move looked upon by industry pundits as both desper-
ate and intelligent, in April, Sega announced the formation of
a new, independent company, Sega.com, with the intention
of becoming “the definitive online destination for gamers.”
The first video-game hardware manufacturer to roll out a
comprehensive online strategy, Sega, in an attempt to ensure
the success of the new venture, will (in essence) give free
Dreamcast systems to anyone who subscribes to a two-year
commitment to their new Internet gaming company’s ISP-
SegaNet. Those who purchase a Dreamcast and sign up for
SegaNet at retail outlets will receive a $200 rebate check and
a free keyboard on site; those who already own a Dreamcast,
will receive the $200 rebate and free keyboard once they’ve

registered.

The SegaNet service will launch in the U.S. on September 7,
2000, and will cost a flat rate of $21.95 per month. Sega plans on
having 10-12 online games ready for launch, including Quake IlI
Arena, NFL 2K1, NBA 2K1 and the highly anticipated Phantasy Star
Online. The company has allocated $100 million to Sega.com, with
half of the amount being spent on the launch of the venture alone.

The ISP connectivity will be provided by GTE Internetworking, as
they are creating a custom-made portal that will hopefully provide
the high-speed, low-latency connection needed for online gaming.
Sega has stated that the latency will be 200 milliseconds or less.

In addition to online games, Sega plans on providing an array of
other content—chat rooms, personal e-mail, tournaments, e-com-

DO YOU SUE YAHOO?

What do Nintendo, Sega and Electronic Arts have in common? If
you said they all are huge and powerful companies in the video-
game industry who create great games, you are correct. | would
also have accepted the answer that they all have joined forces in fil-
ing a lawsuit against Yahoo! in order to stop the sale of illegal and
counterfeit video-game products on the Internet giant’s auction and
retail areas.

The unprecedented joint suit is the first time members of the
video-game industry have taken an online retailer to court.
Although no particular products have been identified, the action
against Yahoo! calls for the immediate halt to auctions and sales of
counterfeit PC and console software and illegal devices “designed
to circumvent copyright protection.” In the suit, the companies are
seeking damages as compensation for the losses caused by the
illegal sales of their products.

The companies stated, “Yahoo! directly profits from the sale of
illegal goods on its site, is fully aware of the illegal activity, and has
the resources and technological means to prevent it. Under applic-
able law, Yahoo! is legally liable for the infringing activity it is facil-
itating.”

Additionally stating that Yahoo! is knowingly providing these ser-
vices for illegal activities and profiting from the revenue generated
by its auction and retail activities, the company is being charged
with copyright and trademark infringement, offering illegal devices
for sale to the public, and unfair competition.

“We have advised Yahoo! many times that easily identifiable
counterfeit, unpublished and illegal goods are being sold on its
site, and we have asked them to implement effective controls to

merce, entertainment, lifestyle areas—hoping to make Sega.com
the one-stop source for gamers. Sega’s got even bigger Internet
plans in the future. Eventually, SegaNet will be available for cable
modem users, and in the fourth quarter of this year, an Ethernet
card will be released for the Dreamcast. Sega is also planning
accessories, including an MP3 player (for Sega.com music down-
loads) that connects through the DC controller.

While giving away free hardware may seem like an extremely
risky business model to Sega’s competitors, if the tactic pays off
and Sega is able to address all of the connectivity and latency
issues that plague online gaming, the company may be able to sit
back and watch as Sony, Nintendo and even Microsoft scramble to
launch their own portals.

prevent the
posting of
illegal
goods,”
says Richard
Flamm, Gen-
eral Counsel
for Nintendo
of America
Inc. “Yet
while they
have the

=\
responsibili-

(Nintendo)
ty and capability, they have

efused to do this. Reg EYtably,

therefore, we feel that legal action is now our only remaining
recourse. The action we're taking today is not only designed to
clean up Yahoo!’s site, but to send a message to Internet software
pirates that there are no safe havens for those who steal the indus-
try’s creative products. If the great potential of the Internet for our
industry and our economy is to be fully realized, leading companies
like Yahoo! must accept their responsibility to prevent illegal activ-
ity in cyberspace.”

Ifyou think that the big three companies are just bullying little ol’
Yahoo! and don’t have anything to lose in the counterfeit-based
suit, just consider that in 1999 alone, American PC and console pub-
lishers lost an estimated $3.2 billion due to pirated software alone.
Do you....um....Yahoo!?

www.gamersrepublic.com



WD, PUPPET MASTERS!

Working Designs is known and loved for providing cool promo-
tions and goodies with their games, but their latest deal is the most
unique of all. Fans who pre-purchase Lunar 2: Eternal Blue at par-
ticipating stores will get a free boxing puppet of Ghaleon, the villain
of the original Lunar (who also returns for the sequel). Designed in
conjunction with Toshiyuki Kubooka, the character designer for the
Lunar series, the puppet comes in collectors’
packaging and is available exclusively through
this promotion. Additionally, Working Designs
has announced the pack-in bonuses with
Lunar 2: a full-size gold metallic version of
Lucia’s pendant (like the one she wears in the
game), four miniature character standees, the
previously announced music CD, making-of
CD, hardcover artbook/manual and map.
Lunar 2 is scheduled to ship this summer.

ese Coca-Cola slogan “TSU-NA-GA-RU!” is displayed on screen.

In other Final Fanta-
sy news, Square has
told a Japanese news-
paper that they plan to
begin beta testing
Final Fantasy X on
PlayStation 2 and PC
this fall, presumably to
perfect the game’s
online features.

www.gamersrepublic.com

Square recently announced that Final Fantasy IX will be released in Japan on July 19, 2000, but Final
Fantasy fans will get to experience the game’s world and characters early, thanks to a partnership with
Coca-Cola. The FFIX cast is appearing in an original, computer-generated, 30-second commercial on
Japanese television created by Square that features the characters in a colorful celebration as the Japan-

Though the actual CG is not from the game, it uses the same technology, as well as music that will be
in FFIX. Additionally, a boatload of Final Fantasy premiums will be given away as prizes in Coke’s latest
promotion. People who purchase 1-liter bottles of Coke will have a chance to win cards and figurines fea-
turing the characters from Final Fantasy VII, VIIl and IX, plus other non-FF prizes. A total of 72 figurines,
including both normal and super deformed versions of the characters, are in the figurine set.

frontlines news

PS2 BOMBS IN KOREA!

For those of you out there who just happen to have a Martin
Marietta AGM-142 Popeye, medium range, air-to-surface guided
missile lying around your backyard, unused because you have no
means to control it, your problems may be solved as the PlaySta-
tion 2 just happens to include components for missile guidance

systems. Talk about powerful hardware!

Japan’s Trade Ministry has determined that
the innards of the PS2 include components
that, properly combined with other weapon
guidance technology, can be used for missile
guidance systems or for military weapons data
decoding. Since the PS2 has the ability to
quickly process high-quality images, and mis-
sile guidance systems use missile-mounted
cameras that transmit images to a remote fir-
ing station, the harmless, little black box of
gaming goodness, if put in the wrong hands,
can be used as a weapon of destruction!
With this understanding, the
Trade Ministry officials stat-
ed that Sony may export
the gaming system
anywhere in the
world except

for Iran, lIraq,
Libya and North
Korea.

Let there be no doubt
when someone says, “PS2 is
da bomb.”

MODEM

Not willing to sit idle while
Sega readies its extensive
Internet strategy, Sony is
rumored to be turning up the
heat by having a modem of its
own ready at the PlayStation
2’s launch in the U.S. this fall.
According to a report by the
financial-oriented Bloomberg
news agency, Sony will
release not only the modem,
but a hard drive as well. As we
go to press, Sony is neither
confirming nor denying the
story. If true, could Sony end
up bundling a modem with
the PS2 system? Selling the
PS2 with a modem included
would push the price up, but
it would also let the system
compete more directly with
Sega’s Dreamcast. We figure
the hard drive will almost cer-
tainly be sold separately.
Sony will likely reveal the full
specs on the modem and
hard drive, along with the
other PS2 launch details, at
the E3 show in May.



frontlines news

<}

From March 31 to April 2, the WWF
held its fan festival, WWF Axxess, at the
Anaheim Convention Center in Califor-
nia, and GR was there to bring our own
brand of mayhem to the already wild
world of professional wrestling. Thou-
sands of fans from 38 states and 11
countries came to Axxess to meet their
favorite stars live, buy their merchan-
dise and, of course, play the WWF
video games. Aside from playing WWF
Wrestlemania 2000 on N64 and WWF
SmackDown! on PS, fans at the GR
booth also got to try out the PlaySta-
tion 2 with games like Ridge Racer V
and Street Fighter EX 3.

Gamers also got to lock up with the
GR staff in versus matches and enter a
drawing to win a free Dreamcast (which
went to Luis Martinez of Riverside, CA).
At the Jakks Pacific booth, the toy
maker showed off its upcoming line of
Real Scan action figures that lock more realistic than ever before, thanks to a new laser
scanning process that re-creates wrestlers’ faces almost flawlessly. But the better news
for gaming fans is that according to SensAble Technologies, one of the companies
behind the Real Scan technology, the same process can be used to put incredibly real-
istic facial and body textures on video-game characters. A SensAble employee said
they’ve already spoken to companies like Acclaim about using it in upcoming games.

Aside from game-related activities, the fans were able to give commentary on famous
matches, check out famous vehicles used on WWF TV (like Sgt. Slaughter’s Slaughter-
mobile Cadillac) and line up for autograph and photo sessions with every superstar
from Shawn Michaels to Tazz.

GAS TLEVANIA R.1.P.

In what looks like a death-dealing blow to Castlevania fans everywhere, Konami has indefinitely delayed
the release of Castlevania for Dreamcast. After a dismal showing on the Nintendo 64, we were ready for a
little vindication with what looked to be the first formidable Castlevania in 3D. But now, after nearly two
years of development, Konami has seemingly pulled the plug. Does this mean the franchise is now dead
and buried and that the game will never see the light of day on Dreamcast? Well, we certainly hope not.
The wise thing to do would be for Konami Japan to step up and craft a 2D version for either the DC or PS2,
a follow-up to the masterpiece Symphony of the Night. We're not holding our breath.

JNONTHLY C/AANNEG NEUS

During the Tokyo Game Show, the number one gam-
ing publication in Japan, Famitsu Magazine, interviewed
GAMERS’ REPUBLIC veterans Mike Hobbs and Jun Sakai
for their magazine and web site (www.famitsu.com). The
meeting was held for the Famitsu staff to learn about
how the foreign press reports on the TGS. The conversa-
tion was held at a private dinner at a high-class hotel in
Japan, and discussions centered around what Hobbs
and Sakai played at TGS, what their thoughts were on
the games they saw and the show in general, what they
felt about the
industry as a
whole, the U.S.
market, used
games, and a
variety of
game-related
topics.

GB PHONE HOME

The cell phone boom is creeping into the handheld
game market. Nintendo released some surprising and
exciting news in April with the announcement of com-
bined Game Boy and mobile phone capability in 2001.
The cell phone/GB compatibility is currently being
developed in accordance with the new cellular phone
data transfer technology that is to be implemented with-
in the next year.

As a matter of fact, the new GB Advance comes with
an adapter that connects to a cellular phone, enabling
users to download and communicate. Also, a previously
postponed cellular phone adapter for the GB Color will
be released this fall.

As of press time, Nintendo is unsure as to which sys-
tem the new cell phone technology will be incorporated
into. “We are planning to release the new portable game
machine in addition to Game Boy Advance and commu-
nication adapter,” says Nintendo of Japan. “However,
whether the machine will be Game Boy Color- or Game
Boy Advance-based has not been decided.”

X-BOX DEVELOPING

As the video-game industry grows, so does the game
development community and, in turn, new game com-
panies spring up. The tricky part for a new game design
company is getting that one big break, proving it has
what it takes to make it in the business. That’s what
makes Pipeworks Software’s story so unbelievable. The
software company is less than four months old, founded
in November 1999, but—with a press release announce-
ment—is already the number one third-party software
company associated with the X-Box.

At the Microsoft X-Box announcement at the Game
Developer’s Conference on Friday, March 10, Bill Gates
demonstrated some of the capabilities of his new
machine. Everyone thought that the three gorgeous
graphic demos were created by Microsoft’s in-house
teams. It turns out that Pipeworks was the company
behind the impressive displays.

“These demos were developed solely for the X-Box
platform,” said Dan Duncalf, president of Pipeworks
Software, Inc. “Our goal was to show the awesome
power of X-Box and the ingenuity, creativity, and techni-
cal expertise of Pipeworks.”

The company has yet to announce any official titles.

republic.com
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COLOR CODED FOR ACCURACY D @D

PLAYING TAG WITH NAMCO R&D

Namco‘held a press con-
ference for the press on
April 4, where the develop-
ment of Ridge Racer V and
Tekken Tag Tournament for
the PlayStation 2 was dis-
cussed. Namco also hosted
competitions for the mem-
bers of the press, as well as
interviews with the staffs of
the RRV and TTT R&D
teams.

Noting the differences in
TV standards between NTSC (U.S., Japan, etc.) and PAL (Europe),
Namco showed video footage of their forthcoming PAL titles such as
Ghoul Panic, Rescue Shot, Dragon Valor, Mr. Driller, Time Crisis: Pro-
ject Titan and, of course, Ridge Racer V and Tekken Tag Tournament.
Then, general topics about the development of RRV and TTT were dis-
cussed.

For instance, development for both RRV and TTT took about one
year each (simultaneously), with roughly 50 people involved in the
development of RRV, and around 60 for TTT. It was mentioned that
the concept of RRV was to go back to the original Ridge Racer, but to
add much more detail such as reflections, working headlights, and
detailed backgrounds. Of course, the most important factors were
enemy cars’ Al, the impression of speed, and overall smoothness
(60fps). On the Tekken side, Mr. Harada said that the goal was a per-
fect conversion of the arcade in playability with improved graphics.

After each game’s general introduction, we moved to an interview
room to hear about the development of these games from Namco
R&D staffs (see Q&A below). After the interviews, a Tekken Tag Tour-
nament Press Championship and Ridge Racer V Time Attack contest
were held. Although GR could unfortunately win only once in TTT,
and our time for RRV was the fastest until around the last four min-
utes of the competition, we got gifts from Namco, and will be giving
them away on GR Online.

Finally, we were given a tour of Namco’s R&D office. Unfortunately,
no pictures were permitted, but we could see 500GP being devel-
oped for PS2. And one European press guy said that he saw the
words “Soul Caliber 2” on a wall. Could it be on its way to PS2?

Members of the press fought for bragging
rights in Ridge Racer V and Tekken Tag
Tournament, the latter shown here.

RIDGE RACER V R&D TEAM
GR: WHAT WERE THE MOST COMPLEX THINGS IN THE DEVELOPMENT OF
RRV?

Jun Nakagawa (Lead Programmer): Everything was difficult since it
was the first time we had developed for PS2. At the time of develop-
ment, there were no tools, so we had to
make our own libraries from scratch.
GR: ARE YOU INTERESTED IN THE
MicrosorFr X-Box?

JN: As a programmer and, personally, |
am interested in X-Box. But what the
company is going to do with the X-Box
is undecided.

The RRV development team. Zoom!

new N64 system colors and Sega’s
upcoming Space Channel 5. Hope-
fully more video-game companies
will adopt this simple, collectible
keepsake, perhaps leading people
to adopt an ancient custom and
take the time to “write” a friend
rather than type a computer.

GR: IN RIDGE RACER V, ANTI-ALIASING WAS NOT USED. WHY IS THIS?
JN: | can’t answer this question easily. [Anti-aliasing] can be done,
but it robs CPU power, so that if | used it, I'd have to give up some-
thing else.

GR: WHY DID THE RACE QUEEN CHANGE FROM REIKO TO AI? HAS SHE
BEEN WELCOMED BY USERS?

Hideaki Nakamura (Lead Graphic Director): Since Ridge RacerV is the
first RR for PS2, | wanted to try something new. The user’s reaction is
as yet unknown.

GR: WHY DID YOU WORK WITH BOOM BOOM SATELLITE AND MIJK VAN
DIJK ON THE SOUNDTRACK?

HN: While | was listening to Boom Boom Satellite, | thought, | want
this in Ridge Racer. Then, we showed [the band] pictures of RRV and
asked to work with them. To increase the techno mood of the game,
Mijk van Dijk was the one who came into my mind.

TEKKEN TAG TOURNAMENT R&D TEAM
GR: WHY was DVD-ROM NoT USED FOR TTT?
Harada Katsuhiro (Pro-
ject Director): DVD is
suitable for long games
such as RPGs, strategy
titles, etc. Since a fight-
ing game like TTT is a
low-memory game, all
that we can do with DVD
is just add movies,
increase the number of
characters, etc. In fact, |
wanted to use DVD, but
we didn’t have enough
time since the mass pro-
duction of DVDs takes
much longer than nor-
mal CD-ROMs.

The TTT development team. Whoau-ta!

P52 2 2 MILLION

Sony recently announced that it had
shipped 2 million PlayStation 2s as of April 16,
surpassing the installed user base of Dream-
cast by nearly half a million units in Japan. This
installed base of PS2s puts the system firmly
in the number three spot, trailing the original
PS and N64, which has around five million
units, and Sony hopes to pass this mark with-
in the year. It will be interesting to see if Sega
of Japan makes a move similar to SOA’s recent
unveiling of the Sega.com strategy. Here
comes Sony...

GR: ARE YOU PLANNING
TO MAKE TTT2?

HK: Well, | don’t know. |
would say the next
Tekken will be Tekken 4,
rather than Tekken Tag
Tournament 2.

AN ANCIENT FORM OF COMMUNICATION ?

While out at the House of Blues on Sunset Blvd. here in Southern California, we stumbled upon some interesting
advertising. Housed inside a sort of postcard directory, we found postcards for Nintendo and Sega products. Appar-
ently people used to carve letters on these and then have uniformed agents
drive them to their domiciles. As you may or may not know, video-game post-
cards are common in Japan, where just about every game receives at least one
type of postcard, but we can’t remember the last U.S. video-game product that
heralded its own - besides Sega’s Dreamcast adverts that were passed out dur-
ing Sega-sponsored events late last year. The two we grabbed are for Nintendo’s
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SONY PS ORIGINS AND OTHER ODDITIES...

After the 2000 Spring Tokyo Game
Show was over, an exhibition called
Digital Dream: Concept Mockups by
Sony Design, hosted by Axis, Inc.,
was held at the Axis building in
Tokyo, between April 3 and April 9.
The exhibition focused on Sony’s
product designs and also offered a
sneak peek of sorts into possible
future products. The rather small
venue was packed with those who
carried the meticulous look of
design-related people, and over 50 ,
mock-ups, including prototype Walk- It took Manabu Sakamoto, the designer, two weeks to create
mans, audio machines, and cameras  tne fifty initial designs that you see here.
were placed in a very simple yet styl-
ish environment. Among the more intriguing displays were the concept mock-ups of the
original PlayStation. Not only that, the initial designs of controllers as well as PS logos could
be seen. The exhibition had the air of a once-in-a-lifetime affair because, according to Mr.
Nakaizum of Sony Design,
“This kind of exhibition can-
not often be held since vari-
ous legal issues have to be
taken into consideration.” In
regards to the question of
PS2 design mock-ups, he . o
replied, “It would take e
another two to three years
before a public display was
allowed.”

The exhibition was cer-
tainly a feast for our eyes
and must have been inspir-
ing to those who aspire to
become industrial designers.
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*RANKED ON UNITS SOLD MARCH 2000

1. WWF SMACKDOWN! THQ
2. SYPHON FILTER 2 989 stupios
3. GRAN TURISMO 2 SONY
4. T. HAWK PRO SKATER Acrivision
5. SPYRO THE DRAGON SONY

( } YOUR NUMBER ONE SOURCE FOR TOP SELLING CONSOLE AND COMPUTER GAME STATISTICS

6. TRIPLE PLAY 2001 EA
7. SYPHON FILTER 989 STUDIOS
8. DUKES OF HAZZARD = soutHpeak
9. FEAR EFFECT EIDOS
10. NAMCO MUSEUM VOL 3 namco
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*RANKED ON UNITS SOLD MARCH 2000

1. POKEMON STADIUM- * wintenpo - 6. NAMCO MUSEUM 64
2. MARIO PARTY 2 ninTENDO 7. SUPER SMASH BROS.
3. WWF WRESTLEMANIA 2000 1+q 8. MARIO KART 64

4. T. HAWK PRO SKATER acrivision 9. SUPER MARIO 64

5. DONKEY KONG 64 ninTenpo — 10. GOLDENEYE 007

NAMCO
NINTENDO
NINTENDO
NINTENDO
NINTENDO

| _GENGAR |
L87  OK
1 7 169

.
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*RANKED ON UNITS SOLD MARCH 2000
1. RES EVIL: Code Veronica carcom

2. DEAD OR ALIVE 2 TECMO
3. CRAZY TAXI SEGA
4. NHL 2K SEGA

5. NBA 2K SEGA

6. CARRIEH JALECO
7. SWORD of BERSERK EIDOS
8. NFL 2K SEGA

9. ECW: HARDCORE REV.  accLam
10. LEGACY OF KAIN: SR EIDOS

*RANKED ON UNITS SOLD MARCH 26-APRIL 1 2000

1. THE SIMS eA 6. RLR COASTER TYCOON
2. WHO WANTS..MILLION  pisney 7. LEGO ISLAND

5. STAR TREK: Armada

HASBRO
MINDSCAPE
3. SOLDIER OF FORTUNE Activision 8. THIEF 2: The Metal Age EIDOS
4. SW: Force Commander rucasarts 9. C&C: Tib.Sun Firestorm westwoop
Activsion  10. UNREAL TOURNAMENT 61 InT.

*RANKED ON UNITS SOLD MARCH 2000

1. POKEMON STADIUM-Nsa NINTENDO
2. WWF SMACKDOWN!-ps THQ
3. POKEMON YELLOW-Gsc niNTENDO
4. SYPHON FILTER 2-ps 989 stupios
5. POKEMON BLUE-s NINTENDO

| GOLDANCE |
100 ok |
i, by

""z0a 298!

6. POKEMON RED-c8 NINTENDO
7. MARIO PARTY 2-n64 NINTENDO
8. GRAN TURISMO 2-ps SONY
9. T HAWK PRO SKATER-n64 AcTivISION
10. RES EVIL:Code Ver.-oc capcom
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l world republic top ten games
i

4. DEAD OR ALIVE 2
5. PAWAFURU KUN
( POCKET 2

pSs2

GB

9. BASS LANDING 2 PS
10. POCKET MONSTER GOLD 68
* FROM APR 3 ~ APR 22000 5

\_

5. RESIDENT EVIL: Survivor ps
6. TOY STORY 2 cBc, N64, PS, PC

O
N
t:c:up Een vgpanese it es A ( Eop Eenuk EitLes
1. KIRBY STAR 64 n64 6. WARIOLAND 3: The 1. POKEMON STADIUM ~ n64 7. STAR WARS:
2. TEKKEN TAG Mysterious Magic Box 6B 2. F12000 pc, s Force Commander PC
TOURNAMENT ps2 7. KESSEN ps2 | | 3. POKEMON RED s 8. GRAN TURISMO 2 ps
3. RIDGE RACER V ps2 8. POCKET MONSTER SILVER cs | | 4. POKEMON BLUE 6 9. THE SIMS PC

10. SOLDIER OF FORTUNE  rc

* WEEK ENDING APR 8 2000

Eas

gamers” republic top ten games

@ cd naLverson

o3

* BASED ON GAMES PLAYED THROUGH APR 15 2000

&)

b sizcihter )

Novw, this is science!

q\

6) milee Inc::bl.:vs\

. TEKKEN TAG TOURN  rs2

E) = sl:ﬁat:?&@ﬂq

GIANTS: Citizen Kabuto rc

1. MDK 2 oc 1. PERFECT DARK N64 1 1.

2. EXCITEBIKE 64 N64 2. RIDGE RACER V Ps2 2. VAGRANT STORY ps 2. NFL 2K oc
3. PERFECT DARK N64 3. TEKKEN TAG TOURN  rs2 3. DEAD OR ALIVE2  ps2 3. STRIKER PRO DC
4. NTMR CREATURES 2 nc 4. FANTAVISION Ps2 4. MARVEL vs CAPCOM 2 oc 4. RIDGE RACER V Ps2
5. FURFIGHTERS nC 5. HOGS OF WAR PS 5. ETERNAL ARCADIA  oc 5. MDK 2 nc
6. SPR MAGNETIC NEO  pc 6. ASTAL SATURN 6. FANTAVISION ps2 6. GUITAR FREAKS Ps
7. ECCO DC 7. DEAD OR ALIVEZ  »s2 7. NGEN Ps 7. WAVERACE 64 N64
8. KOF EVOLUTION DC 8. SYMPHONY ot NIGHT ps 8. GRADIUS Ill & IV ps2 8. SILENT HILL PS
9. ETERNAL ARCADIA  pc 9. STRIDER 2 PS 9. KIRBY 64 N64 9. NBA 2K oc

\10. BERSERK DC 10. EXCITEBIKE 64 N64 k10. DRIVING EMO. TypeS PSZ) UU. LGD/MYST. NINJA SNEs)
AN J

0
.
|
QL
|
1l

.~ havusen

. TOMB RAIDER

Brad £
HP 101/ 120

. WILD ARMS 2 PS

C) c lnm,s,snnan

MAHVEL Vs CAPCOM 2 oc

1. RIDGE RACER V Ps2 1 GBC 1 1.

2. PERFECT DARK NG4 2. BUST-A-MOVE 2 Ps 2. PERFECT DARK NG4 2. TEKKEN TAG TOURN sz
3. TRIPLE PLAY 2001 Ps 3. WARIO 3 GBC 3. SPR CASTLEVANIA IV snes 3. LUNAR 2: Eternal Blue rs
4. FEAR EFFECT Ps 4. GRAN TURISMO 2 Ps 4. TEKKEN TAG TOURN rs2 4. LEGEND OF MANA Ps
5. T. HAWK PRO SKATER 64 5. T. HAWK PRO SKATER rs 5. VAGRANT STORY Ps 5. STRIDER 1 & 2 Ps
6. DEAD OR ALIVE 2 DC 6. SPYRO 2 Ps 6. TONDEMO CRISIS Ps 6. CODE: VERONICA nC
7. TEKKEN TAG TOURN. rs2 7. LOONEY TUNES: Coll. ssc 7. LEGEND OF DRAGOON »s 7. GRADIUS Ill & IV ps2
8. CRAZY TAXI nC 8. NFS PORSCHE Ps 8. LEGEND OF MANA Ps 8. VANGUARD BANDITS  rs
9. OW: Abe’s Exoddus Ps 9. DINOSAURS GBC 9. THREADS OF FATE PC 9. KOF '99 EVOLUTION  oc
10. OW: Abe’s Oddysee rs K10' SURVIVAL KIDS GBC 10. GOEMON’S GR. ADV. ne4 k1[7. SNATCHER SEGA CD
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A shadowy sci-fi and anime-inspired wornd

There is no way of knowing what our future truly holds. It is this fasci-
nating mystery that stirs the imagination, inspiring films like The
Matrix and Blade Runner and anime like Akira and Ghost in the Shell to
offer us their own intriguing answers.

Oni is not unlike those science fiction films, attempting to spark a
sense of wonder with its grim world forever caught in the shadows. With
the liberating power of the PlayStation 2, the Oni developers are able to
create a future world that closely resembles what they pictured in their
minds. Even though the game is only two months into its production,
there is already depth and sophistication to its visuals, underpinned by
absorbing architectural design. One of the more interesting areas begins
in the lobby of a 15-story office building, which is wrapped in towering
rows of glass and looming support beams. At the top of the building,
accessed through spacious lobbies and tiny cubicles, is a roof of glass,
revealing a marvelous view of the atrium far below. You are free to
explore every section of this sprawling building, even move outside to
do battle in the streets surrounded by a dense jungle of office towers.

As an elite operative named Konoko, you are part of the Technology
Crimes Task Force, a premier law enforcement agency attempting to
bring down a powerful group called the Syndicate. It is the year 2032, a
time when immense cities devour all life and supreme technology is the
foundation for survival. Crime is a cancer that threatens to choke what
little hope is left in society, and you must become the temporary cure.

Strapped with pistols, rocket launchers, and energy and projectile
weapons, Konoko is well prepared for pulse-pounding confrontations
with over 100 opponents, free to instantaneously switch between
weapons and hand-to-hand combat. A game of kinetic excitement, Oni
focuses on tactical challenges rather than platforming and typical but-
ton-pushing and find-the-key puzzles, and Bungie is concentrating on
ensuring that every task and move can be executed effortlessly. Even the
most complex throws, combos, and escapes can be performed with sim-
ple commands, often determined by your proximity to an enemy.

Oni is a game of big adventure and expansive story, but its source of
power is endlessly explosive action. The true intricacies of the game will

www.gamersrepublic.com
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only be revealed as it continues to evolve. Exact-

ly where Bungie hopes to take its ambitious Oni

project is revealed in the following interview with

company president Alex Seropian and Rockstar
president, Sam Houser.

GAMERS’ REPUBLIC: Does the gameplay take
place predominantly in one building or corpora-
tion, or does it move around?

Alex Seropian: Oh, it moves. There are 17 mas-
sive levels—mostly urban, but some more natural
settings. Most levels have both indoor and outdoor
environments, comprising not just one building but

? many.
% GR: Is the game set up in traditional levels with
\  guardians at the end of each?
AS: No. The term “bosses” is somewhat mis-
leading. Oni shouldn’t be thought of as a tradi-
tional action game with bosses at the end of
each level. There are special opponents that
are particularly challenging, and take par-
ticular skill to defeat, but they occur at var-
ious points in various levels, as consistent
with the progress of the story. The Iron
Demon counts as one of these, and the
player encounters it more than once, one
time in the middle of a level.
In some circumstances, it
may be possible to
avoid these opponents
rather than having to

destroy them, but players won’t be able to do that
all the time.

Sam Houser: | think the traditional end-of-level-boss
idea is very tired—like find-the-key puzzles. People
expect something a little more interesting and a lot
less contrived these days.

GR: What kind of enemies are you implementing?
AS: Most of the opponents in Oni are human, and
most of them working for the Syndicate, but Konoko
does fight a mechanical enemy or two, like the Iron
Demon, a 12-foot., 5-ton robotic killing machine.
That encounter is a good example of a level where
players won’t have the option of using hand-to-hand
combat: no matter how badass the player is, they
won’t be able to stop the Iron Demon with punches
or kicks. Fortunately, explosives and heavy weapon-
ry are as big a part of Konoka’s skillset as hand to
hand. Overall, the opponents cover a broad range,
from less-skilled dock workers and security guards
to the armored “strikers” of the Syndicate — acro-
batic and amazingly lethal ninja units. In the world
of Oni, even many mundane characters will display
fighting skills when provoked, from scientists to
construction workers.

GR: Will there be lots of cinematics?

AS: Oni has both in-engine cutscenes, which transi-
tion smoothly into the action gameplay of the level,
and 2D (anime) animation sequences at the begin-
ning and end of the game. The in-engine cutscenes

Eolobl

\

Some enemies avoid
you with such light-
ning-quick speed that
they leave a blur trail
(left). If you want to
survive, sometimes
running is the only
option (right).
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will occur before, sometimes dur-
ing, and after each level, depend-
ing on what happens in the level,
and the screen goes into letterbox
format to show that a cutscene is
running. The 2D anime is the prod-
uct of AIC (Anime International Cor-
poration), a studio involved in ani-
mating films such as Akira and Bub-
blegum Crisis.

So, one example of a cutscene
j transitioning into gameplay...

004"

008"

there’s a level where Konoko must
investigate a manufacturing plant which is a front
for the Syndicate. The level begins with Griffin
briefing Konoko and two other TCTF officers in-
engine. The scene cuts to Konoko and the other
officers walking into the plant’s main door, and
asking the receptionist a question. Beneath the
desk, the receptionist triggers a silent alarm, and
two Syndicate thugs appear from a back room. As
they run forward to attack Konoko and the officers,
the letterbox format lifts, and

the player has control of
Konoko, facing the
onrushing thugs.

SH: The power of the
new hardware systems,

both on consoles and PC, mean that pre-rendered
cutscenes are thankfully becoming|a thing of the
past. There’s no longer the need for some beauti-
fully rendered scene which shows! you what the
characters are actually supposed to look like,
because they look great in game. This has never
been possible before; | always found that the
beautifully rendered cutscenes could demean the
in-game experience, as it reminded you just how
duff it all looked.

GR: Are you using voice-overs for dialogue? And
will the use of story be important to the effect of

the game?

AS: Yes, we are using voices for dialogue. The story
is critical to the effect of the game. When a player
finishes the game, we want it to have the same
lasting effect on them as seeing a great anime like
Ghost in the Shell does.

GR: What’s it like developing for PS2?

SH: It is more challenging to develop good code on
the PS2 because of the system’s architecture. Not
only do you have to know how to program in a mul-
tiprocessor environment, but you have to know
how to write good code in low-level assembly lan-
guage as well. Without a lot of this knowledge, you
may be able to get something up and running, but
you will not be able to harness the power of the

; " &

Konoko’s been studying The Matrix (top). A cine-
matic cutscene warns of the chaos about to ensue.
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PS2. With the right kind of programming,
this machine is an absolute powerhouse.
When there is nothing between your code
and the hardware, you know you’re getting
peak performance out of the machine. The
main thing is that, although the system is
very new, meaning a general lack of tools
and experience, difficult coding is reward-
ed by absolutely stunning performance. |
think once people get used to developing
for the system, the overall quality of games

being produced on it is going to be incred-

ible. Graphically, it is better than anything
available and this gives designers and
artists the freedom to create an incredible
array of virtual worlds. A game like Oni
would be completely inconceivable on an
older console. Look at the range of vaguely
similar titles: there are some great games,
but nothing that is anywhere near as beau-
tiful as Oni, nor one that combines both
kinds of fighting so effectively.

GR: The Al has been described as quite

) 4 i R i/

revolutionary. Are there many ways to
complete each scenario? How many forms of attack does Konoko
have?

AS: There are about 100 different hand-to-hand attacks Konoko can per-
form, if you add up all the different kicks and punches she can do in dif-
ferent postures (jumping, running, crouching), and then add all of her
special moves into the mix. To describe a couple of these moves: her
signature move is a sort of leaping neck twist—imagine a clothesline
where she uses the opponents neck as a pivot to spin around; there’s
another one where she leaps into the air, does a somersault over her
opponent’s head, lands behind him, grabs him by the neck and throws
him over her head. Also, Konoko develops new fighting skills as the
game progresses. In early levels, hitting the “punch” key might yield a
simple jab that does moderate damage, perhaps making the opponent
take a step back. In later levels, as Konoko becomes more skilled and
also, consistent with the story, more vicious, the same key might
unleash a sledgehammer blow that could kill an opponent. And that’s
just the hand-to-hand — only 50 percent of the action. With about a

dozen weapons she can use as well, players will be getting a lot of
action in Oni. The Al for a game like this is tricky to code, since it has to
be challenging whether armed or unarmed, and has to be able to
choose which style of combat to use in any given situation. When
responding to something the player does, each Al will consider a wide
range of variables, such as the distance between them and their aggres-
sion level, and then specific units can have special-case responses
coded. The mix of these traits gives the Al opponents a lot of room for
individuality and personality.

GR: How do you plan to handle the music?
AS: We’re going with a techno outfit known as Power of 7, who did great
work on a couple of our Marathon games. They’ve got a sound that fits
very well with Oni’s near-future, urban, dystopian setting. People can
listen to some of the tracks by going to MP3.com and searching for
“Oni” or “Bungie.”

CONTINUED ON PAGE 122 >
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Expectations can be very dangerous,
in the way that my expectations for the
I\ Tokyo Game Show 2000 Spring almost
/) stopped me from enjoying it. Make no mistake,
% after perusing the show floor for the first time, |

was upset and disappointed. Why? My expectation

was that | would see a boatload of playable PS2

titles, and this was simply not the case. A quick tour

of Sony’s booth, where | expected to see all the games

from last year’s TGS in a more fully developed form, left

me deeply underwhelmed. Gran Turismo 2000 was not

there in any form, nor was The Bouncer at Square’s booth

(unless one counts a seconds-long bit of CG). But all was not

lost, however. Sega, true to form, put on an ambitious show,

with a big online push and truly standout titles like Eternal

Arcadia, Phantasy Star Online, and Jet Set Radio. And seeing

games like Konami’s Z.0.E. helped my mood, even if it was only
shown as a video demo.

Q,znlm nF THE ENDERS )
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| walked right past this title on the
first day of the show. Sandwiched
between dozens of other games on
Konami’s crowded demo reel, Zone
of the Enders, or Z.0.E., as most will
come to call it, is Hideo Kojima’s
first PS2 game. Though many were
expecting Metal Gear Solid 2 to be
the premier effort from the Kona-
mi design master, few were dis-
appointed after seeing the
Z.0.E. preview movie at this year’s TGS. At first
— look resembling a cross between Omega Boost
and Virtual On, this blazingly fast action game

_ boasted stunning environment and character
T, modeling, looking like nothing less than a liv-
ing anime. Metal Gear Solid alum Yohji
Arakawa will be providing his typically bril-
liant mechanical design to Z.0.E., joining
Gundam X designer Masayoshi Nishi-
maru, with scenario writer Takaaki Oka-
mura of Tokimeki Memorial rounding

out the all-star creative staff. And,

of course, overseeing everything is

. . Hideo Kojima, and judging by the T ;
highly attuned sensibility he demonstrated on the PS’ MGS, a potentially

magnificent PS2 game is coming soon. When? Konami wouldn’t say, but we
expect and hope to see Z.0.E. before the end of the year.

The line to get in to the TGS 2000 Spring
seemed little diminished from last year’s,
though official counts actually showed a
slight drop in overall attendance—not too
surprising considering that the last show
hosted the official
PS2 launch. With
less crowds, we
were actually able
to play games like
Samba de Amigo
(right).

www.gamersrepublic.com
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The star of Sega’s impres-
sive showing at this year’s TGS
had to be the playable version
of Jet Set Radio. Like Sony’s simi-
larly realized TVDJ, Jet Set Radio
used the power of the Dreamcast
(along with some very clever program-
ming and artists) to render polygonal char-
acters that look hand drawn, complete with
“ink” outlines and crisp, delineated shading.
As impressive as the characters were the game’s
environments, which were vast, recalling Crazy Taxi,
but with a very different, much more cartoony aesthetic.
Jet Set Radio’s gameplay proved to be its most interest-
ing aspect, however. Featuring a com-
bination of trick in-line skating, like rail
grinding, and the unique aspect of tagging .
_ (applying graffiti), players must avoid the grasp .
of rollerblading cops while marking different parts of .
the environment. The control was good, and considering
the game’s theme and look, JSR seemed tailor-made to
American tastes, and we should see a big push from Sega of
America later this year.
Games like Jet Set Radio elevated Sega’s booth well above Sony’s,
where there was very little new to see for the PS2.
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Tucked away almost out of sight next to the likes of
Metropolis Street Racer, Sega’s Napple Tale: Arsia in
Daydream kept the idea of “old fashioned” gaming
alive. Looking at first a little bit like Crystal Dynamics’
forgotten Pandemonium series, Sega’s so-called “Love-
ly Pop Action-RPG” featured mostly side-scrolling play
with limited 3D movement and plenty of platforming, all
in a bright, hyper-colorful and appealing polygonal
world. Though we couldn’t tell from our brief play what
RPG elements were there, expect more from NT than
straight action, platforming, and boss fighting.

The Japanese love to put on a cute
show, and TGS 2000 Spring was certain-
ly no exception. SNK chimed in with their
slightly twisted and lip-synced Cool Cool
Tune stage show celebrating their new
Dreamcast music/dancing game. And
once again, Crash showed up at the Sony
stage, joined by Spyro, there to promote
the Japanese release of Spyro 2 for
PlayStation. And is it just us, or has Ray-
man lost some weight in his trip across
the ocean?
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GameArts doesn’t release many games,
but when they do, the results are usually excep-
“ tional. The Lunar games, Silpheed, Gun Griffon
H and, of course, the original Grandia have all found

devoted followings. Unfortunately for most Ameri-

cans, the original Grandia never found its way to these
shores on Saturn, and many had to make do with the infe-
rior PS version. All that should change with Grandia Il, as it
will certainly get a U.S. release on Dreamcast.

Though it was not
playable at the show,
GameArts and Sega
were kind enough to dis-
tribute a video of the game
in action along with some
assorted production paint-
ings and behind-the-scenes
footage, and along with Eter-
nal Arcadia and Phantasy Star
Online, GlI looks as if it will
cement the Dreamcast’s repu-
tation as the system for quality
RPGs. With graphics that seem
to push the DC as far as the
original game pushed the Sat-
urn’s 3D capabilities, Grandia Il

was looking good.

* % % %
% e

One of the best playable games on the show floor was Capcom’s
Power Stone 2, the four-player sequel to the Dreamcast favorite.
Already available as a Naomi-powered arcade game, Capcom was
showing off the expectedly perfect DC port, and as much as we
hate this phrase, fans of the first are going to be in for a treat.
Due to the four-player dynamic of
Power Stone 2, the arenas have been
e greatly increased in size, featuring a
lot of vertical elements and an over-

all expansiveness missing from

the first game. How this affects

the play balance in the long

term remains to be seen.

Some of the new characters

are a little questionable in

* * design, but perhaps they
too will grow on us as
time goes on.

Companies know that to leave a good impression on the male-
dominated gaming press and game-playing public, it helps to
have attractive women. One will hear few complaints from us,
especially when taking in the precision of Sony’s caterpillar
leg-like bowing sequence at the end of the day.
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Bizarre Creations made quite a name
for themselves among the hardcore racing
contingent with their original Formula One
game on PlayStation, pushing the system to
new heights of track rendering and realism. Now
that they’ve turned their sights to the Dreamcast,
Bizarre Creations
has once again raised
the bar for reality-based
racing. Metropolis Street
Racer was looking incredibly
good at this year’s TGS, with a
one-track demo showing off an
amazingly rendered environment and
true-to life car models, like the accurate-
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ly reproduced Mitsubishi FTO
pictured at left. And in fact, the
game even looked a bit better overall

than Sega GT, with far more trackside

detail and a similarly stable frame rate hov-
ering around 30. Joining this solid visual pedi-
gree were licensed cars and what should prove to be
thrilling racing action throughout cities around the
world. And perhaps most importantly of all, the control
was very good, with a responsive feel and a great com-
promise between realism and arcade-like fun. Look for
MSR to do big business when it’s released Stateside later
this year.
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Next to JSR, Phantasy Star Online was Sega’s other pride and joy.
Designed to test the viability and market for online console gaming,
Sonic Team’s PSO wowed audiences with its remote cooperative play
and stunning graphics. During Sega’s demo, four separate viewpoints
were depicted, each showing different perspectives of the same
scene. Players communicated through speech bubbles, and the game

has been crafted to encourage cooperation and teamwork. Most
enticingly, both Japanese and English speech bubbles were shown,
giving validity to Sonic Team’s claim that the game will be truly glob-
al, with players from all over the world able to play together. The prac-
ticality of this obviously remains to be seen, but the notion is very
intriguing and we can’t wait to see how this pans out.

TOHY0O GRME SHOW 2000 SPRINGITIT1

A favorite attraction for the foreign press at the TGS has
to be the sight of the dozens of cosplay (short for costume
play) showgoers, Japanese gamers with a curious dedica-
tion to portraying their favorite video-game characters in

the flesh. Usually with a
heavy slant towards SNK
and Biohazard characters,
there was some welcome
variety at this year’s show,
_with Dead or Alive 2 and
Eternal Arcadia characters
making appearances.
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f The lone new PS2 title at Sony’s booth was TVDJ, a
music/timing game that was no substitute for Gran Turismo

2000 or Dark Cloud, both notably absent. Still, TVDJ was a fun and
interesting-looking game, with a visual style that is fast becoming
popular: polygons with a hand-
drawn look. The gameplay allows a lit-
i? tle more freedom than games like Beat-
mania, with players adding different num-

bers of beats together to achieve required
sums for each particular song section.
TVDJ’s cartoon-inspired look brought a lot to
the experience, and is a sort of a new wave
Parappa the Rapper.
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Koei surprised everyone with the first Sangoku Mussou,
known as Dynasty Warriors on these shores. The game’s
solid, weapons-based combat was second only to Soul
Edge on PS, as the graphics and gameplay were surpris-

ingly well developed, especially from a company not then

known for their 3D prowess. And with the popularity and
visual impact of Kessen on PS2, Koei has put them-
selves in a position where people now have some visu-
al expectations of them, and their Dynasty Warriors
sequel doesn’t see Koei asleep at the wheel.

A very different game from the original, Shin San-
PGS, goku Mussou, as it is currently labeled in Japan, is
no longer a one-on-one fighter. Rather, it’s a car-

nage-filled action game with a big cast of selec-

table characters, and if Koei stays true to form,
we should see some historical figures recast
as action heroes.

The demo on display allowed players to

fight either on horseback or on foot, and

the numbers of enemies on screen to
* * slice through was astonishing. Minor
slowdown will hopefully be correct-

ed before the game ships.

During the week leading up to the TGS, we had a
chance to visit Tokyo’s Akihabara electronics dis-
trict, where we had hoped to find more PSzs for the
office. Amazingly, we were greeted at every turn by
“Sold Out” signs, as
Sony’s machine remained
unattainable nearly three
weeks after launch. Acces-
sories such as stands and
component cables were
equally scarce, as were
memory cards.

www.gamersrepublic.com
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One of the few
playable PS2
games at the show
was From Software’s
Armored Core 2, and it
delivered pretty much
what everyone had expect-
ed: gameplay identical to the
previous ACs on PlayStation with
a big upgrade in visuals. Button
~ mapping and control response were
_both identical, as was the game’s mech ‘
construction aspect and combination of mis- |
sion-based and head-to-head play. ~ .

The biggest treat, how-
ever, was witnessing
Armored Core 2 being played .
through a PSz link-up mode using .
the system’s S4o0 (EEE1394), or i-Link, .
port on the front of the machine. Presum-
ably using a standard FireWire connector, the
true Armored Core experience came to life, and the
demo’s impressive two-player arena boded well for this
feature.
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Square unfortunately did not have playable versions of FFIX, FFX, Though it was supposed to be released during the days sur-
or The Bouncer, which left everyone a little disappointed, but their rounding the TGS,
Al Star Pro Wrestling on PS2 had plenty of Japanese laughing at the Square’s  Gekikuukan
' game’s antics and enjoying Baseball for PS2 suf-
themselves nonetheless. With fered an untimely delay.
its mixture of classic Japanese This is the best-looking
wrestlers and crisp PS2-driven game of baseball anyone
imagery, it proved to be popu- has ever seen, with eeri-
lar, and there is the outside pos- ly realistic motion cap-
sibility that we could see an ture showing a huge
American-ized version of this range of player anima-
game sometime this year. tion and behavior.
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American gamers would be amazed to stroll
the streets of Akihabara, where one can have a
go on a game like Tekken Tag Tournament or
Dead or Alive 2 right on the street in front of the
numerous game
shops, days before
the official release.
The culture seems to
dictate harmony, and
we never saw anyone
hogging the chance

for free play.
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Perhaps the most delayed and eagerly anticipated game at the show was Enix’ DragonQuest VIl for PS. For an
idea of how important this game to the Japanese, a giant like Square will re-arrange its release schedule around it,
moving FFIX to avoid overlap.

One of the first gaming phenomenons in
Japan, the DQ series has never had much of a
Stateside showing (where
* it was known as Dragon
Warrior), but DQVII could
change that. Polygonal back-
grounds combined with the
series’ stellar storylines should

make the game more palatable.
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Atlus has been showing good form lately with next genera-

tion games like Maken X, and their first PS2 effort certainly
looks interesting. I’'ve described Primal Image as Pokémon
Snap with breasts, and | still think that's an appropriate
description. Acting as a photographer, one gets to take enticing
shots of different virtual idols as they dance about on stage.
Zooming in on a subject, one is treated to the polygon-pushing
capabilities of the PS2, as the women get the system’s full atten-
tion, and there are enough face types to please just about any
male gamer. Could this game spawn the next Herb Ritts?
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As a shooter fan, the sight of
Silpheed running on PS2 was exciting,
even if it was shown on tape only,
alongside GameArts’ other PS2
game, Gun Griffon Blaze. Sticking to
the Sega CD original’s design brief,
Silpheed looked like pure, arcade
shooting bliss, still stuck on
rails.
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One of our favorite PS shooters had

a sequel on display at TGS for some

hands-on play. Taito’s Raystorm

sequel Raycrisis looked better in

* * every way than its predecessor,
making it one of the PS’ finest
overhead shooters.

Giant video-game billboards can be seen (”
everywhere. Right after exiting the Akihabara
train station, one is greeted by this massive
Code: Veronica ad, while exiting the Shibuya
station leads
right to this DoA
2 ad, complete
with some crack
about the game’s
more, shall we
say, gelatinous
appeal.

www.gamersrepublic.com
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As Namco’s highest-profile
show offering, Tekken Tag Tourna-
ment had already been released at
the time of the Spring TGS, we
thought we would take a look at their
second-highest-profile game, Tales of
Eternia. The third entry in the so-called Tales
series, Namco’s latest makes good use of 2D
sprites and subtle polygonal work in its visual
design, not straying too far from the aesthetic laid
down in Tales of Phantasia.

Jun Toyoda returns from Tales of Destiny to pen this
game’s story and script, a big part of the game’s draw to the
Japanese. This time
around, there are all new
characters, situations, and @
worlds to explore, along with better .

Al for the CPU allies. The game also .
boasts an amazing level of hand-drawn

animation in its opening sequence, with pro- .
duction work being handled by Studio IG, one of

the top animation houses in Japan.
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We love looking at the latest little
creations from the Japanese, and the
TGS 2000 Spring saw the final form of
Bandai’s programmable robot bug,
the WonderBorg. Now in a sleek, pro-
duction-ready form, the WonderBorg
can be programmed by either a PC or
a WonderSwan, and players can alter
behavior to fight with a friend’s 'Borg
or act as a simple virtual pet. Bandai also showed more advanced robot pets like the forthcom-
ing BN-1, a $500 cat to take on the much more expensive Sony Aibo. Sega showed off an MP3
player for Dreamcast shaped like a VMU, Atlus had their PocketStation virtual pet software, and
the UV Teddy was a Pocket Pikachu-like device designed to monitor UV levels when outdoors.

When in Japan, one must eat at a good
ramen (noodle) shop. One of the best
can be found in Akihabara in a little hole
in the wall that serves the most unbe-
lievable Kyushu-style ramen with savory
fatty pork and delectable soup. Remem-
ber, it’s the soup that animates the noo-
dles. We also got a kick out of this very
strange jacket being worn by a woman
purchasing her train ticket. And it’s
always fun to see actresses selling lap-
top computers.
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ODODYSEE

BY EDD FERAR

Status and power: Oddworld takes  lesson from the real world

ith E3 rapidly approaching, Oddworld Inhabitants are in a mad
Wrush to prepare themselves for the craziness that this show
entails. But president Lorne Lanning took a few moments from his
insanity to give us a few more glimpses into what we can expect from
their next title.

Just as Abe’s Exoddus was all about the emotional state of Abe’s fel-
low Mudokens, Munch’s Oddysee has a unifying concept as well: sta-
tus. Oddworld doesn’t intend to do away with the emotion system they
implemented in the previous game, just move focus away from it as an
integral gameplay element.

The shift to a status-based model was the outcome of scrutinizing
their past efforts and ensuring that they continue the evolution of the
games. “One of our goals is removing all menus and things like that, but
yet getting the user all the information that they need,” Lorne says.
“Another one of our goals is bringing everything to life and giving it per-

sonality. If something’s more powerful, it should look that way. If

BATONSLIG

something has more

shielding, it should imply

that. That’s just basic

design.” They shared their

basic designs of the sta-

tus/upgrade system for the

various species around

Oddworld, and you can

now see the steps of status

Sligs, Glukkons, Mudokens, and Vykkers may attain in order to climb
the ladder of success. And you, dear player, must learn how to help or
hinder them in order to help Abe and Munch through the game.

Lorne described an early possible stage that would house a low-level
Slig at the outset, guarding a voice-locked door that only a Slig may
open. This test is simple: possess the Slig, talk into
the lock, and advance. But beyond that door,




there may be five machines that must be operat-
ed simultaneously by this possessed character
and four other Sligs—but the other four Sligs in
the area are of a higher status, and no amount of
“Cmere” will get them to do your bidding. Lorne
describes it best: “We’ll have a billboard—all the
power-ups and the vending machines are being
promoted to you in this game—that says ‘Tired of
being dissed by fellow Sligs? You need the Big
Whammy! Instant status!” Now, Sligs can go up to
ATM machines; all industrial characters have
accounts, like Visa cards, right? | can take him up
to the ATM as I've got him possessed, and | can
g0, ‘l want to buy the Big Whammy kit!’ And, if he’s
got the moolah in his account, BOOM, the ATM
will transform your character into a Big Whammy
Slig, but he’s still the same guy. 'm controlling.
And now | go over to these other four guys, and |

the other characters around them,

 dealing with how the status level of each

character relates to the status of the oth-
ers around them is no easy feat, but must
be not only solved but implemented seam-
lessly in order to create a believable
sense of infiltration. Lorne weighs in: “If
we get enough RAM, we'll give fifteen
different words that all mean ‘Hello,’
but in a different social ranking. To guys
that are below me, my GameSpeak is
condescending: ‘Hey, idiot.” To guys that
are equal to me, my GameSpeak is pret-

ty much equal, socially: ‘Hey, how ya
doin?’; it’s pretty level. To guys that are
up above me in my social status, my
GameSpeak is subservient: ‘Uh, hello,
sir.” So as you walk around with any of
these possessed characters, if you’re
hitting your ‘greet’ button, your
character says different things
depending on who you’re talking to,

but it’s always in the same flavor; it
always has the same meaning, it just
has a whole different social connota-
tion to it.”

Just the raw concepts of this new
game has us itching to try it (“Us, too,”
says Lorne!), but we’ll patiently wait out
the release of the PS2 in America for the
release. And we’ll bring more info as
Oddworld gets their development
machine into high gear. GR

Visit our website to read the full transcription of

our meeting with Lorne, and to learn more

about the future of Lulu, the dorky-looking pud
Glukkon to the right. And we’ll bring more info
on him, Abe, Munch, and all the rest soon!
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’ve heard that the PlayStation 2 is 30 times

more powerful than Dreamcast. That it’s
the video game equivalent of the steam
engine. That it’s more powerful than the
workstations used in George Lucas’ Episode
One: The Phantom Menace. That it can actu-
ally divide by zero.

No wonder the system’s launch has
received such a hollow response by so many.
There was just no way to avoid being con-
sumed by the hype machine, left to take in
the games with unrealistic expectations. Just look at Tekken Tag Tourna-  grounds; some stages even
ment for the prime example. Arguably the most graphically complex  have movement underneath
video game ever, it still doesn’t escape an incited critical eye, and it’s  the arena. No matter where a
easy to start rattling off exactly where its striking exterior breaks down: ~ fight takes place, there is
the floors are conspicuously hinged to the backgrounds; the characters  always some breathtaking
just don’t animate like they should, retaining the same motion-capture  detail: the torches casting
routines as Tekken 3; objects show jagged edges. Indeed, these blem-  warm glows that consume the temple walls; the sun brilliantly flooding
ishes on an otherwise amazingly detailed visual canvas left me initially ~ the dojo; the blades of grass moving on the ground on the beach.
disappointed, but the more | play, the greater my appreciation becomes Like Ridge Racer V, some will receive Tekken Tag Tournament in frus-
for what Namco has accomplished. This game really must be seen. tration, wishing it played like a true sequel. True, Tekken Tag’s gameplay

Tekken Tag Tournament’s greatest visual strength is the unprecedent-  is essentially Tekken 3 with the added dimension of tag bouts. No mat-
ed detail of its character models: fingers move independently; muscles  ter. Like Ridge Racer V, | was simply grateful to be playing a game that
flex and exhibit sinew and points of striation; faces are illuminating in represented the very best of its genre, taking in a depth of imagery | had
their realism. Just as impressive are the figures busy in the back-  never seen before in a video game. GR
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GAMERS’ REPUBLIC: WHEN WE WERE IN JAPAN FOR ToKYO GAME
SHOW, WE WERE SHOCKED AT JUST HOW MANY PEOPLE LINED UP TO
BUY TEKKEN TAG TOURNAMENT. ARE YOU SURPRISED AT HOW

HUGE THE TEKKEN SERIES HAS BECOME?

Masahiro Kimoto: We are very much grateful to users. However, we
worked hard during its development in the hope of receiving [such
a great] reaction from users. So we might have fallen down with
shock if it hadn’t been selling well.

GR: WHAT DO YOU THINK OF PLAYSTATION 2? ARE YOU SATISFIED
WITH THE RESULTS YOU GOT FOR TEKKEN TAG?

MK: We game designers are never satisfied with hardware systems
in terms of performance, no matter how good we are. All game
designers in the world surely answer the same: we always want
more!

GR: IS THE SYSTEM DIFFICULT TO WORK WITH?

MK: | can’t say it’s easy to work with because the hardware and the
development environment were all new to us, but | don’t think it’s
difficult.

GR: IS THERE A PROBLEM WITH ANTI-ALIASING ON PS2? TEKKEN AND
THE OTHER GAMES WE'VE SEEN ARE SHOWING PROBLEMS WITH

JAGGED EDGES.

MK: Although | don’t know what impression you had from the prod-

~uct, edges must be sharper as a result of the improvement in reso-
~ |ution that come from the PS2’s power. | personally don’t like to use

anti-aliasing too much, which can cause images to look blurred.

GR: TEKKEN’S POPULARITY IS AS STRONG AS
EVER. DO YOU FEEL THE NEXT TEKKEN SHOULD
UNDERGO ANY MAJOR CHANGES TO THE GAME-
PLAY, PERHAPS ADDING MORE 3D ELEMENTS
TO THE FIGHTING?

MK: The high performance capability of
PS2 may realize many new things that
were impossible in PS Tekken games. Nat-
urally, in such a case | expect to see
some major changes in future
Tekken games.

GR: WHAT IS THE ONE AREA YOU
FEEL SEPARATES TEKKEN FROM
THE OTHER FIGHTERS ON THE
MARKET?
MK: Characters’ movements are

www.gamersrepublic.com
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Tekken Tag Tournament is so impressive, we just had to talk to the director who brought

not based strictly on reality of genuine martial arts but have been
modified for the sake of gameplay. They may be exaggerated to
extremes at times, but this is what makes the player excited. That’s
what makes Tekken different from other fighters.

GR: As AMAZING AS SouL CALIBUR IS ON DREAMCAST, WE’D LOVE TO
SEE A TEKKEN ON SEGA’S SYSTEM. WOULD YOU EVER CONSIDER PRO-
GRAMMING A TEKKEN GAME FOR SEGA?

MK: We have no such plan at this point, though it might be neces-
sary for the game to be adapted for multi-platforms for more play-
ers to enjoy the Tekken universe.

GR: THE DETAIL IN THE CHARACTER MODELS IS EXTRAORDINARY. DID
YOU FEEL YOU’D GET SUCH GREAT RESULTS WHEN YOU STARTED OUT?
MK: At the start of the development we expected to get them, and
took considerable time for their creation as well.

GR: WHAT CHANGES HAVE YOU MADE FROM THE ARCADE VERSION OF
TEKKEN TAG?

MK: As for basic gameplay, we have made no change. We aimed to
achieve full and perfect conversion. Otherwise, as you see, graph-
ics and sound have been improved, and game modes and some
functions added.

GR: YOU COMPLETED THE GAME PRETTY QUICKLY, RIGHT?

MK: We completed the game by no means quickly, but had nearly a
year for [its development]. | think that’s long, if anything, for the
development of a game taken from the arcades.

GR: DID YOU FEEL RUSHED? I’M SURE SONY WANTED THE GAME OUT
RIGHT AWAY, CONSIDERING HOW BIG AND IMPORTANT THE TEKKEN
NAME IS.

MK: We have been rushed ever since SCE announced PS2. We
hoped to release the game as soon as possible, for it was exhibit-
ed at the same time as the release of PS2. Although we missed this
deadline, we felt that the quality of our product had to come first.

GR: WHAT KIND OF SURPRISES CAN WE EXPECT FROM THE TEKKEN
SERIES IN THE FUTURE?

MK: The great thing about this process is that sometimes great
things happen during development that surprise even us. We just
enjoy creating games and can’t ourselves predict how games will
change in the future. However, | do believe that our games will con-
tinue to provide the type of gameplay that players want most. And
what will be there further ahead is a secret.

CREDIT O
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ran Turismo 2000 is a ways off yet, but Polyphony Digital needn’t
G worry about Square’s Driving Emotion Type-S stealing any pre-
release thunder away from their game. Far less ambitious and probably
much more frustrating, Square’s virgin PS2 effort is truly a mixed bag.
The most curious thing about Type-S is just how difficult the game is
to control initially, and the first hour or so of play is fraught with frus-
tration as one struggles to keep the cars pointed in the right direction.
There is simply no such thing as throwing a car into a corner here.
Instead, Type-S requires a ridiculously gentle touch, and one must
caress and guide the cars around the courses with precision and a
good deal of restraint. Given some time the control can be, if not mas-
tered, then at least understood and adapted to, and once this occurs,
victories begin to pile up, granting access to more cars and more cir-
cuits. However, the game never comes anywhere near the effortless joy
of Ridge Racer V, having to make do with a sort of abstracted driving
pleasure that seems to have little to do with real-world physics or rac-
ing-game convention.
And Type-S really needs Ridge Racer’s type of visceral addiction,
because there simply isn’t enough to the structure of the game to keep
one interested, with only an arcade race, time attack, and a two-player
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versus mode. And while there are some fantastic licensed cars to open
up, including Ferraris and BMWs, two makes glaringly absent from
Gran Turismo, there are none of the myriad race contests that help give
GT its longevity.

But this is a PS2 game, and at least one cannot complain too much
about the graphics. Though it has far less impact than Ridge Racer V,
Type-S sometimes looks very good, especially on courses like the
Urban Highway, as buildings and signage glow with an impressive,
milky sort of luminosity. Pop-up is nonexistent, and in the in-car view,
one is treated to working gauges and even a reflection of the dash-
board cast on the inside of the windshield. However, car models are
nothing special at all, and slow-down and glitching overlays in replay
mode give the game a rushed feeling. To make matters worse, the load
time before each race is interminable.

As | said, a mixed bag, though | won’t go so far as to call Driving
Emotion Type-S a bad game; it’s more that its pleasures are esoteric
and not immediately apparent. But without a doubt, the game will be
forgotten the instant Gran Turismo 2000 is released. Let’s hope some
dynamic changes are made to a possible American version, still under
consideration. GR
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OF TIHE ETIDERS

BY BRADY FIETCHER

hen Hideo Kojima, the creator of the extra-

ordinary Metal Gear series, announces he
is working on a new game and his production
studio teases us with screenshots like what you
see on this page, how can we not get excited?
Not even 20 percent into its production cycle,
Zone of the Enders has only been seen in video
form, but the robot designs and explosions are
already exhibiting astonishing detail and struc-
ture. “l am creating something that | could not
achieve in MGS in this game,” says Yoji
Shinkawa, who imagined the extraordinary

mechanical designs for Metal Gear Solid.

On the surface, the game looks to be a stan-
dard action/fighter, but producer Kojima would
have us believe differently: “Z.0.E. is not a
usual robot action game. Although
the game is for someone who
loves robots, animation and sci-fi,
it will be somewhat similar to
Zelda, in which players feel or
experience the world within by
becoming the main character, a
pilot of a giant robot.”

i
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he beauty of Tecmo’s amazing Dead or

Alive 2 is that the fighting is liberated
2 from the typically rigid, restricting arenas
J - that trap most 3D brawlers into a feeling of
- ~ being on a plane separated from the land-
scape surrounding it. Because you have
the freedom to move around

your opponent, forcing him
into walls, over ledges and
through barriers onto the
ground far below, the
game’s 3D world becomes

fully enveloping. No

fighting game contains
this convincing level of vir-
tual realism.

Borrowing its gameplay
style from the Virtua Fighter
archetype, Dead or Alive 2
moves at a dizzying pace,
supporting its rapid-fire
three-button combo system
with a powerful, graceful bal-
let of grabs, punches and
kicks. Easy to pick up but difficult
to master, the game most great-
ly shows its wealth of intrica-

cies when you begin to discov-
er the importance of the
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BY BRADY FIECHTER

reversal. Instead of simply dropping into a
metronomic exchange of block and attack,
you can react to an offensive by using the
Free button, which turns an opponent’s
attack right back around.

A few quick counterattacks can be dev-
astating, but only when you’ve linked cor-
rect timing with an awareness of whether
to counter high, medium or low can a true
mastery be reached; finding that perfect
rhythm will send any novice running away
scared.

In what seems to be the next big thing in
fighting games, a tag battle mode is also
here, allowing you to team up for team
combos, some of which are brutally effec-
tive when delivered by the right combina-
tion of fighters. Some teams bring exclu-
sive moves to the table, like the father-
daughter pairing of Bass and Tina, and
learning the huge range of combo possibil-
ities while properly managing the pace and
recovery period of your fighters becomes
yet another aspect of Dead or Alive 2 that
will keep you deeply involved.

Originally designed on Sega’s Naomi
arcade hardware, Dead or Alive 2 was
transplanted from Dreamcast code to

> CONTINUED ON PAGE 124
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It’'s Gundam Side Story 0079, Rise

from the Ashes with 3D battle
simulation, movie-quality sound
track and Gundam - quality mass
destruction. Electronic Gaming
Monthly™ called it, ... some of the

richest graphics yet on Dreamcast.
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ETERIMNAL

ARCAHADIA

fter having to make do with good but admittedly small-scale RPGs
Alike Time Stalkers and Evolution, Dreamcast owners will get their
first taste of a true RPG in Eternal Arcadia, and by all accounts, the wait
will have been well worth it. The game’s amazing look, both in its envi-
ronments and its fantastically emotive characters, coupled with innova-
tions in combat and world navigation will see to that. And Eternal Arca-
dia should prove to be an important part of Sega’s PS2 counterattack
this September, as we can be almost certain that there will be no RPG
this fully developed available for the PS2 for some time, for the same
reason that a game like Eternal Arcadia could not have launched with

Leaving the traditional RPG overworld travel
behind, Eternal Arcadia’s characters move
about the land in wind-powered airships, lend-
ing a wonderful sense of style and kinematics
to typically droll world navigation and explo-
ration. Moving about on all axes, one can
search high and low, far and wide in Eternal
Arcadia’s airships. But this is no free ride, for as
in most overworld movement, battles can occur
at anytime, and monsters can take to the deck
of your ship for a bit of action.

BY ITNIHE HOBBS

the Dreamcast; it’s simply too ambitious.

This look at Eternal Arcadia is based on a surprisingly generous demo
handed out at this year's Tokyo Game Show Spring. Split up into three
playable components, there is little doubt as to the extreme potential of
this game, brought to us by members of the Phantasy Star series devel-
opment staff. Highlighting combat, airship travel, and town realization,
this trial version proves that games developed specifically and ambi-
tiously for Dreamcast lose little face in the presence of the PS2. Eternal
Arcadia is going to be truly special. GR
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Combat Stjstem

Like any RPG worth its salt, Eternal Arcadia features a
clever and well-developed combat system that is both
easy to learn and sophisticated. Typically fighting in a
party of three led by the game’s hero, Vice, there is the
usual mixture of standard attacks, healing, item usage,
and offensive magic use. However, one can defer attack-
ing or defending in favor of performing a charge move,
which helps to fill up a meter (which also rises slowly

www.gamersrepublic.com

through normal combat activity), allowing for powerful
special attacks. This meter also helps to power certain
magical spells, and deciding when to forego a turn in
favor of charging this meter is a big part of combat, at
least in this demo. Also, characters can alter the proper-
ties of the their weapons in real time, greatly affecting

the damage incurred to an enemy.

One of the most impressive bits in this
Eternal Arcadia demo is the level of graph-
ics present in town. Played from a com-
fortable third-person perspective, the size
of the visible world is incredible while still
being fully detailed and marvelously tex-
tured. There is one part in the demo town
where Vice climbs this impossibly tall lad-
der up to an overhead island, and the
view from above is stunning, as the entire
lower level environment is visible. But
perhaps the most amazing element of

being in town is the way the game han-
dles walking into buildings. Instead of
going to a black screen and loading in a
new mini-environment, Eternal Arcadia
pauses for a moment as the front of the
structure simply dissolves away, allowing
you to see and move around inside. Once
one leaves or moves on to another part of
the structure, the departed area fills back
in. This is an incredibly elegant solution
that only looks good, but keeps the game
moving along nicely.




M y God, somebody stop the insanity! Or better yet, don’t. Marvel vs.
Capcom 2 is absolute 2D madness and | could not be happier. Believe
me, after playing MvC 2 you won’t want to stop until you pass out with
Dreamcast controller in hand, and your head will still be filled with bizarre
and wild images of Tron’s Kobun robots holding down Morrigan, of Thanos’
stone walls of vengeance closing in on an unfortunate Guile, of strange
green cactus creatures, of 100-hit projectile combos, and of aerial rave
craziness that send classic comic-book heroes into the stratosphere and
back down to earth. There are few fighting games as wild as Marvel vs. Cap-
com 2: New Age of Heroes and few fighting games as fun.

Capcom didn’t hold anything back in this phenomenal sequel. Almost
everything has been enhanced for maximum chaos.
How many other games have you regularly scoring
well into the billions? The two-character-plus-one-
helper system from the original Marvel vs. Capcom
has been scrapped in favor of three fully playable
characters per team. Yep, that means triple-team
mega combos and chains of projectiles that will dec-
imate an opponent like there’s no tomorrow. It also
gives you multiple assists, and you can select for
each character how the assist will function.

The character selection is absolutely staggering.

Gapeom proves they're still the masters of fighting as they bring complete madness back to

=

BY CHRIS HOFFITIA

A mind-blowing 56 characters are included in total, with 24 immediately
selectable, including favorite standbys like Ryu, Cyclops, Spiderman and
Zangief; characters never before seen in a fighter like Cable, Tron Bonne, Jill
Valentine (feel Tyrant unleashed!), Ruby Heart, and Son Son; and some
lesser-seen combatants like Psylocke and Anarakis. The other characters
are unlockable by trading in your score points and include the entire cast of
X-Men: Children of the Atom, Marvel Super Heroes, every previous Vs. title
and more, from M.Bison to Sentinel to Felicia to Juggernaut.

The game takes beautiful advantage of the Dreamcast’s graphical abilities
with gorgeously detailed backgrounds that combine 2D and 3D elements.
From still shots, the backgrounds look hand-drawn, but once the action

www.gamersrepublic.com
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j begins and you see the elements in flawless fluid motion,
you'll be sucked into the warped reality of a 3D work of art.
Everything here is incredibly smooth with lovely shading,
lifelike colors and tons of details like waving flags, spinning
cogs on a clock tower, and birds flying through a sky of
clouds. Some backgrounds rely less on 3D and more on
incredibly sharp 2D filled with parallax and a few polygon
objects, but either way, it’s a wonder to behold.

Capcom also had the Dreamcast in mind when they
designed Marvel vs. Capcom 2. The new four-button fight-
ing system works great on the Dreamcast pad, and it
makes playing the game much easier and more fun than it
would be to pull off combos with the L and R triggers.
Instead of medium-strength attacks, a double tap on the
weak buttons will create an instant chain attack, and mid-
level specials can be done with two buttons together.

Other changes to gameplay
include the ability to pull off a
“snapback” attack that tem-
porarily knocks an opposing
team member out of play, and
delayed super combos that let
you chain attacks for massive

devastation.
On the downside, the slightly pixilated characters con-

trast with the clean backgrounds, but it’s not a big prob-

lem. Considering all the onscreen mayhem, you’ll prob-

ably have little time to nitpick the visuals.

The music is curious, too—extreme-

ly nice high-quality sound filled

with vocals, but with a strange

jazz composition that often

seems out of place. Sound

effects are the usual top-notch

stuff, of course.
Capcom fans don’t need to

be told; they already know

that Marvel vs. Capcom 2 is

2D fighting bliss. For those

who haven’t fallen under the

spell of Capcom’s manic action, well, this

just might change their minds. The J ;

only thing more maddening _—" >

than the game’s pure fight- / 4

ing fun might be the wait /

for this game to come to

the US. GR
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It's addictive. It's frenetic. It's a total
blast! It's Mr. Driller, the pick-up-and-
play puzzle game that's a hole lot of
fun. Strap on your hard hat, fire up
your drill and tunnel into action. Mr. Driller
takes seconds to learn, yet provides years
of challenge and enjoyment. Be prepared:
once you start drillin’ there is no chillin’!

EVERYONE
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OF DRAGOOIN

BY ClHRIS IHOFFITIAN
Vears in the making, spanning four GO, labored on by over 100,

I t’s hard to be an RPG fan and not be excited about the Legend of Dra-
goon. Sony has poured a lot of love and attention into the making of
their latest RPG. Much like Hollywood summer blockbusters, Legend of
Dragoon is high on visual appeal and production values. But unlike your
average big-budget flick, the game has a lot of depth and substance to
back up its looks. This translates into another epic RPG for the PlaySta-
tion that follows squarely in the footsteps of the Final Fantasy series.
Dragoon’s legend begins when the main character, Dart, returns to his
hometown after a long journey. Finding the village in ruins and his not-
quite girlfriend Shana kidnapped, Dart embarks on a quest to rescue
her and gets caught up in a story of love, revenge and civil war, com-
bined with a tale of ancient legends and mythical conflicts between
humans and oppressive monsters called Winglies.
On his adventure, Dart teams up with eight
other characters and becomes blessed with
dragoon powers that let him combine his

spirit with that of a dragon
to obtain new special abilities.

Playing Legend of Dragoon without comparing it to the PlayStation
Final Fantasy games is pretty close to impossible. Visually, it’s difficult
to tell that the game is not part of Square’s number-one franchise, as
Legend of Dragoon combines detailed polygon characters with a beau-
tifully detailed prerendered world. More than 650 finely crafted, high-
detail scenes make up the bulk of Dragoon, each one bursting with intri-
cate details and animation effects like billowing smoke and rays of light.
The shimmering reflections the water casts along the side of a canal are
absolutely gorgeous: it's graphical splendor as good as anything yet
seen on more advanced systems.

Fighting is done in full polygonal 3D glory. Like in Final Fantasy, the
camera pans and zooms around the battlefield before combat begins,
and the presentation of the turn-based combat is strikingly similar, right
down to the victory poses where one character spins his weapon over

.
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his head. But Dragoon features a wealth of combat

innovations to keep it interesting and unique, such as the

Additional attack system. When characters attack, a blue box

spirals in on the enemy. A perfectly timed button press results in a

second attack, and in some cases can be chained repeatedly for up to

eight hits. It can be tricky to master the timing on additional attacks, but

once you’ve put in a bit of practice, it makes combat much more excit-

ing than in the typical run-of-the-mill RPG. Attack items also gain extra
power (and wild visuals) from manic button tapping.

Things get even more intriguing once the characters have gained their
dragoon powers. As characters attack, they gather spirit points, and
when enough have been collected, the character can morph into dra-
goon form amid spectacular graphic effects. Dragoon form only lasts a
few rounds but it lets players perform a physical combination attack or
use character-specific elemental dragoon magic. Traditional magic

www.gamersrepublic.com

doesn’t exist in

Legend of Dra- A

goon, so being

in dragoon form

is the only way to unleash spells.

Despite all its pluses, Dragoon has a couple flaws at this point. The
game’s overworld map can’t be explored; you can only travel from point
Ato B, giving the game a more linear feel than most RPGs. Also, inven-
tories are limited to only 32 items (not counting equipment), which is
annoying. But the biggest problem is the game’s writing. Characters are
fairly one-dimensional and the dialogue is questionable at best. Some
pretty heavy stuff happens on the first two discs of the adventure, but
the characters are so dull it’s hard to care. Fortunately, Sony has time
left to draft new text. If they do the game’s story justice, Legend of Dra-
goon should be as legendary as its name implies. GR




hat immediately pops out about Legend of Mana are the astound-
Wingly detailed hand-drawn environments. It almost feels like
you're playing a game inside a painting. It is such a visual treat that
each time you start the game up, you know your jaw will once again
drop at whatever breathtaking new scenery you’re about to unlock.
Square really knows how to take care of its customers.

Legend of Mana isn’t visually comparable to its American predeces-
sor, Secret of Mana on the Super NES, because while the latter’s graph-
ics were typically 16-bit cartoony, the former has taken a giant step in
the artistic direction. That aspect aside, gameplay remains fairly faith-
ful to the SNES version. You get to choose one of two cute-looking char-
acters, one male and one female, who you control throughout the
game. Unlike Secret, you don’t have the option of playing with two
other human players. Now you just control the one, and a friend can
play the second character, who will change depending on the quest

you’re on. There is also a com-
puter-controlled NPC who you
can have tag along, but this is

® publisher s(jnéfe ea

usually just a pet monster who
doesn’t do much for you.

The way the game unfolds is
unique, featuring the “Land
Make” system. In Legend,
there is no preset world to
explore. Instead, you get Arti-
facts in your travels, which
when used will create new
Lands. Each Land is a separate
entity; there are no roads con-
necting them. Quests will occasionally cross over from one to another,
but generally, missions are contained within the Land you receive them.
You place the Lands on the map yourself, so you essentially create your
own world. This is definitely a departure from typical RPG style, but is
perfect for breaking monotony, as each Land has a look quite distin-
guishable from the next.

Another appreciated innovation is the way that quests are handled.




When you receive one, the name of the quest appears on the
screen, and is recorded in your Diary. Upon completion, you
get a screen saying “The End,” so you know it is over. Not only
does this make it seem like you’re accomplishing more, but it
also helps keep track of what you have going on and still have
left to do. In your character’s home, there is an adorable little
cactus you tell about your travels, and it runs over to the wall
and writes them down, so you have a written recap of all your
adventures.

If you know Square, you know they like to think big. This is
certainly the case with Legend, as all the bosses are about five
times your character's size. There are also other really large
creatures such as a big rock man like the one from The Nev-
erending Story, and a big talking tree not unlike the kind you
can find at a McDonald’s play area. Also big is the number of

things you can “collect” on your journey to save the Mana
Tree. The game keeps track of all sorts of things, like the char-
acters you talk to, the items you find, and the abilities you

develop, recording them in books in your personal library with
detailed descriptions and beautifully drawn pictures.

In Legend, as in Secret, you are constantly upgrading your
character, be it with magic spells, leveled-up weapons, or new
abilities. Let’s say you have the Jump skill and the High Jump
skill equipped. If you fight enough battles, you learn the Dou-
ble Jump ability, which you can use for powerful combo
moves. These abilities can also give you special
magic attacks, and all of these skills can be
assigned to any buttons, creating a verita-
ble arsenal of attacks.

Featuring an array of stunning artistry
and an orchestral soundtrack on par with
Square’s greatest, this game is sure
to continue the company’s fine
pedigree of RPGs. R
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OF FATE

BY J.R. HAUGENMN

With this wonderfully colorful adventurs, Square

Il right, here’s a vote. Which is a bet-

ter name for this game: Dewprism, or
Threads of Fate? | have to go with the
first, the original Japanese title, but
apparently Square thought the second
one was more appropriate. Whatever the
title, this game is a lot of fun. You get to
play as either the mysterious boy Rue, or
the pig-tailed girl Mint. She is an espe-
cially amusing character who insults just
about everyone, always wants her way,
and whose ultimate goal is actually
world domination. The kids follow differ-
ent plots, or threads of fate, if you will,
which intertwine at various points, but
the overriding story is the search by sev-
eral people for a long-lost relic.

The action is contained mostly to 2D
planes, occasionally branching deeper
into the scenery as the level dictates,
but never truly attains 3D, which is good
considering how problematic that can
be. You can obtain eight types of magic
(the typical fire, water, lightning, wind
assortment), each of which has eight
different spells, all manipulated with
ease. Your weapons don’t change, with

Mint wielding magic rings, and Rue

swinging a big cudgel from start
~. to finish. Leveling up is

nonexistent, but your maximum hit
points go up the more you get hit, and
your total magic points go up the more
you use your spells. Money doesn’t
spew forth from enemies’ corpses
either, but instead the game tallies the
monsters you’ve killed, and you sell
these “bodies” for money.

Spyro the Dragon is the game that
comes to mind when describing the look
of Threads of Fate, as all the textures are
clean, bright, and colorful. The character
designs are also somewhat simple and
lighthearted, making the game seem
like it’s aimed at children. Play it,
though, and you’ll see this isn’t the
case. The cut scene animations also
bring a lot of humor to the game, adding
to the fun.

The game formerly known
as Dewprism isn’t quite
shaping up to be the
epic we've come
to expect from
Square but a
wondrous
adventure well
worth  experienc-
ing  nevertheless.
GR
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TONY HAWIH'S

PRO SIHATER 2

ottom line: Tony Hawk’s Pro Skater 2 is everything it should be.

Both Neversoft and the circle of skaters involved in this game and
the original have come up with so many new features, it makes me
wonder what more a third installment could offer.

The most innovative play mechanic is the manual, a basic trick
where the skater balances on the front or rear trucks while rolling
along. In the game, it serves as a bridge between rails or curbs so that
you can continue your combo. Girls and boys, this alone is the single
best addition Pro Skater could have included. The idea is simple. Start
a good multiple grind or rail slide then drop out of the grind and tap
up/down or down/up. This will result in a manual. Now a meter will
pop onscreen showing your balance. You need to finesse the con-
troller to keep relative balance until you reach another hot spot to con-
tinue your grind combo. Genius, pure genius!

All ten skaters have returned, dolled up in new apparel, and two new
faces are promised to make the list as well. What makes their return

BY TOIM STRATTOINM

more special is that specific moves are now assigned to each of them.
In the original Pro Skater, vert skaters and street skaters shared the
majority of moves, so no matter whom you chose to play as, pressing
up on the controller and tapping the Circle button would always result
in a Rocket Air. Now, each skater will perform a different trick. This
opens the replay factor tremendously, driving the player to truly learn
new skate styles and maneuvers.

Adding to the variety, players can even edit their skater, reassign
moves, alter their appearance, create skate parks, even manipulate
and reconfigure existing levels, which are now closely modeled after
real locations. Only two locations were available in the version left by
Activision—Marseilles, France and Skate Street, Ventura. | have yet to
visit France, so | can’t comment on the authenticity of the reproduc-
tion, but | have been to Skate Street and it looks just like the real park,
mural and all.

This, of course, has translated into picking out the exact line | use
when skating there. Only now, while | play, | can take
advantage of moves | am either too scared or too smart
to try. When the game drops this fall, many days at a
special spot in North Hollywood will house endless
tournaments much like the original did. GR
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TUROIH 3

BY IMicCiHREL PUCCIni

n a corner of Dave Dienstbier's office at Acclaim Stu-

dios Austin sit two medium-sized fish tanks, each

home to his exotic reptiles. One tank houses two

absolutely beautiful, elegant, yellow-and-blue-

colored, poison dart frogs appropriately

named Frog 1 and Frog 2. Resting in the

back corner of the other tank, near a huge

rock, is a majestic, green, foot-long lizard -

a prehensile-tailed skink, named Greedo del

Skinko. And as | stood there, alone, looking

at Greedo, mesmerized by its stoical appearance,

it seemed to be looking back at me, as if to say,

“What the f*** are you looking at?! Don't you know
who | am?! Where you are?!”

It had a point. After all, | was in the hallowed

JR  halls of Acclaim Studios Austin, formerly Igua-

{ na Entertainment, the studio responsible

for nearly single-handedly helping to

bring New York-based Acclaim Enter-

tainment out from financial difficulty

TR

back in 1997, with the mega-hit Turok: Dinosaur Hunter
for Nintendo 64. Although the game was knocked on
many fronts for its foggy backgrounds and jagged
graphics, it boasted many great feats, including being
the first first-person shooter on Nintendo’s newborn
console.

Dienstbier, lead designer for the original Turok game
and current creative director of Acclaim Studios Austin,
hosted a media tour in April for a behind-the-scenes
look at the company's newest effort, Turok 3: Shadow of
Oblivion. After my visit with Greedo and before he hand-
ed the crowd of reporters over to project manager Jeff
Everett, Dienstbier, sporting a demeanor much in the
same fashion as his prized reptile, touted some of the
more impressive advancements included in the new
Turok game engine.

“We're doing stuff with our real-time cinemas in this
game that I've not seen done before on the Né4,” he
said. “In that we’re doing lip-syncing, facial expression
—the entire intro cinema is almost seven minutes long.
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It’s fully lip-synced. It’s completely scored from start
to finish. It’s been storyboarded from day one. The
expressiveness on the characters’ faces in the
close-ups have never been done before. It’s very,
very convincing—pretty groundbreaking for real-
time stuff.”

Unlike Perfect Dark, the big FPS competitor to T3
this year, T3 is designed to run completely without
the use of the N64 RAM expansion pak, both in the
single- and multiplayer modes. Dienstbier assured
us that all of the game’s maps—2o0 single player
areas and 42 multiplayer arenas—will all run fast (a
constant 30 fps) with or without the added RAM,
correcting the frame-rate problems that plagued T2.

Due out in September, the new installment in the
Turok series takes place 50-75 years in the future
and continues the Fireseed family saga, with two
new playable characters, Danielle and Joseph Fire-
seed, the older sister and younger brother, respec-
tively, of the hero from the first two adventures,
Joshua Fireseed. The game is played differently
depending on which character is being used, as, for
instance, there are crawl spaces only Joseph can
enter, and only Danielle can grapple up to high ele-
vations.

Each character will have the use of the same eight
weapons collected throughout the game, but the
upgraded state of the weapons differs for each,
bringing the total number of firearms to 24. And, as
in the past, they are quite inventive. Three of the
weapons leaked to us during the tour were the
Cerebral Burst (like T2’s Cerebral Bore, except the
player controls when to explode the head), the
Cerebral Possessor (Cerebral Bore that puts the
player into the eyes of the enemy for added enjoy-
ment), and the Fireswarm Cannon (a very cool
napalm gun).

In addition to being more puzzle intensive than
the original offerings, T3 will include what the com-
pany is calling a “living environment.” Essentially,
events are happening in each of the environments,
in real time, whether you are there to witness them
or not. There are five worlds with four sprawling
levels contained within each world. T3 will also fea-
ture real-time shadows, lighting and weather
effects, as well as voice samples, including the char-
acters thinking out loud to help players complete an
objective (“Hmm...| wonder what that switch
does?”).

In addition to the frame-rate problems, T2 suf-

nintendo 64 preview ﬁ

fered from an extreme lack of save points. This
problem has been addressed in T3 with both auto-
save and save-anywhere features.

On the multiplayer front, although not as
deep and intricate as Perfect Dark, T3 does
have its share of replay value, with a wide
variety of customizable options, and eight
different gameplay modes, including one
called Monkey Tag. After all, it wouldn’t be
a Turok game without any monkey busi-
ness. (By the way, in regards to people who
claim that they have been able to shoot the
tree-climbing monkey in T1, Dienstbier told
me, “Let me state it for the record, you can-
not kill the monkey in Turok 1.”) ;

Although we were unable to actu-
ally play the game, the whirlwind _#
tour through the studio gave
us a glimpse of the progress of
each of the elements of T3 in
one form or another, from char-
acter and level designs to the
audio programming and real-time
cinema production—and from all
indications the game is coming
together masterfully.

Dienstbier's passion to not stray
from the promotion for T3 was evi-
dent (as was his sense of humor)
right up to the last minute. At the
close of the day, when | asked him,
during a Q&A session, what's
next for his team, he said,
“What’s next?! Turok 3 is the
greatest game that this
studio has ever worked
on. I'm sorry, you were
asking about T3 right?”

“No, | actually want-
ed to know what your
plans are after this
game?”

“Y’know, the great
thing about Turok 3 is that
there are two playable charac-
ters...” As everyone in the room
broke out into laughter (I guess
at my expense), | pictured Greedo
del Skinko in his corner office with
a wry smile on his face. GR
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With the appropriate attitude of one whose games have been multimillion sellers,
Dave Dienstbier and Greedo del Skinko oversee the progress of Turok 3 from a corner-
window office overlooking Austin. We couldn’t help but notice the eerie resemblance.
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ALIET RESURRECTION

d. halverson - day: argonaut summer 2000

NINTENDOS? !

Highly anticipated is an understatement in regards to Fox’ Alien Resurrection. The game
arrives almost three years after the movie, so | think it’s safe to assume that Fox has given
the developers ample time to make sure that the game delivers where many think the

movie did not. Personally, | consider Resurrection
the second best in the series, behind Cameron’s
Aliens, one of the greatest science fiction achieve-
ments of the last decade. Visually the film offered a
claustrophobic experience | haven’t felt since Preda-
tor, and it looks as though the game will follow suit.
Judging from these screens, I'd have to say that
Argonaut (Starfox, Buck Bumble) has attained per-
haps the highest visual quality possible for the PS, a
fitting swan song to the series on 32-bit. GR

GUN GRIFFON BLAZE

sm. hobbs » ¢

The original Gun Griffon and its sequel are regarded as near-clas-
sics on the Sega Saturn. Both games offered up unprecedented lev-
els of mission-based mech action, with a faster, more frenzied

approach than From Software's later Armored Core series. Now, GameArts is

planning to bring this intensity to the PlayStation 2 with Gun Griffon Blaze, and

based on the video shown at this year's Tokyo Game Show, we can expect
great  things
from this title.
With its sprawl-
ing  environ-
ments, amazing
special effects,
and classic Gun
Griffon action,
From's Armored
Core 2 will cer-
tainly have its
work cut out for
it. GR

SHIn SnnGDHU mussou

} Few expected a sequel to Sangoku Mussou (Dynasty Warriors),
7= Koei's surprisingly good weapons-based one-on-one fighter.
b1 Even fewer expected a sequel that would inhabit a completely dif-
ferent genre. Such is the case with Shin (New) Sangoku Mussou, a
straight-up action game with the classic Koei slant towards feudal Japan.
As these shots show, and as we were privy to at this year's TGS, this game
offers up an amazing level of enemy population as your character mows
down literal

swarms of

marauding

foes. Good old-

fashioned

action/vio-

lence  never

looked better.

Isn't that just

what the PS2 is

for? GR
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What can you get for under $107

THE CORPORATE-MEGAPLEX ARENA
IH ASSOCIATION WITH "ROT Y0 TEETH SODA"

213408 PRESENTS
"D CORM BISCUITS”
HMBOME NO G000 TIMES/ND FUN

UG FRI AUG 4 2088 338 PM

“A great new game for the PlayStation’game console...”



$ 999 3 $9.99

‘ GRUDGE WARRIDRS

THERE IS ND SUIZH THING AS FRIENDLY FIRE.
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) 23 mission battle arenas.
E 11 ruthless and unique gangs + the Final Boss to compete against in battle.
; Each level is loaded with secret areas, hidden power-ups and dozens

-
m
m
t

-

of non-gang opponents like attack droids and robotic gun turrets.
Head-to-head 2 player split screen combat.

Dozens of power-ups including invulnerability, invisibility, double

damage, guided missile jammers, nitro boosts...

An arsenal of destructive weaponry including shield-draining bombs,
energy mega-bolts, corrosive gas bombs and mini-thermonuclear warheads.

"
L

]
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i
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_April 2000

DARKSTONE
DEFEAT THE ULTIMATE EVIL IN THE ULTIMATE DUEST

~ The world is living under the dark shadow of a nefarious dragun. Villagers are turning to stone.

~ Armies. of skeletons, swarms of wasps, and lumbering ogres lurk Evergwhere. Evil is spreading

~ like a plague. And only you can stop it. Scattered across the klngdum are seven ancient magic

nl:rgstals that together invoke the power of the Orb. Without it. gou have no hnpe of defeating
your ﬂre-breathing nemesis. As a knight, monk, thief or sorcerer you will creep through dungeons | ‘

 and t:astles. explore wilderness and glades, and encounter trapS. curses, and puzzles on your

[;“'quast,t ] nearl:h the crystals. , ; o

Pl
e

[o]]]

32 levels of closed environments and huge open spaces —
dungeons, castles, caves, glades and villages.
More than 200 enemies and interactive characters.
More than 30 types of weapons and 32 different spells;
many with multiple variations.
Secret characters unigue to the PlayStation®

99 YOU GOT GAME 39 99
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$9.99 e $9.99

SPEC OPS: stealth Patrol

THE ENEMY IS EXPECTING YOU TOMORROW...YOU'RE ALREADY THERE!
WEN: 17

Choose stealth or all-out frontal assault as you lead your team of Rangers
into combat against ultra-powerful terrorist units.
Fight against time and huge enemy forces in global terrorist hotspots.
An arsenal to choose from including night-vision goggles, sniper
: o e rifles, machine guns, tripwire mines, grenades, shotguns, and more.
C'LFM TH ]’A'l R(“ Two player split-screen battle mode.

e L 4 Lead your team with guns blazing or silently under the cover of darkness

April 2000 across landscapes of thick jungle, barren desert, arctic tundra and dense forest.

PlayStation {[it]
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MARTIAN GOTHIC

EXPLORE THE DARKSIDE OF THE PLANET.

Year 2018. On Vita 1, a base constructed on the face of Mars, man searches for evidence of
bacterial life beneath the frozen surface. During the excavation, a giant sarcophagus opens
into a vast and ancient necropolis. Soon after, all communication with Mars ends.

Reason for breakdown of transmission: unknown.

Fate of Vita 1 base: unknown.

MARTIAN GOTHIC

f

|on._gl

Through the complex, layered plot follow three investigators
sent by Earth Control to assess the situation on Vita 1.

Dozens of treacherous subterranean city caverns to explore.
Non-linear puzzle structures challenge you at every turn.
Strange and violent creatures stalk you constantly as you
seek answers to the disappearance of Vita 1's staff and the
mystery of the ancient Martian necropolis.

PlayStat

i
i

* Suggested Retail Price=$9.99.

©2000 Take-Two Interactive. All rights reserved. Take-Two Interactive Software, Inc.

and the Take-Two logo are registered trademarks of Take 2 Interactive Software, Inc.
Spec Ops & Zombie are trademarks of Zombie Software Incorporated. Grudge Warriors
is a trademark of Take 2 Interactive Software and Telstar Electronic Studios Ltd. Martian
Gothic is a trademark of Creative Reality, Ltd. PlayStation and the PlayStation logos are
registered trademarks of Sony Computer Entertainment Inc. The ratings icons are
trademarks of the Interactive Digital Software Association.

$9.99 wwwe $9.99

WWW.TAKEZGAMES.COM
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praview By b. fiechter = dev: eurocom * mrh dlsney ° g

proview by b. fi * dev:

f In Hog World, Bntlsh, French, American, German, Japanese and Russian hogs have
‘g played nice long enough. These six belligerent nations are at war, hell bent on territorial

uk = pub: infogrames © avall: summer

i Disney’s
| Aladdin in

Nasira’s
Revenge is billed as a
game that’s—brace
yourself—“fun for the
entire family,” and this

L]
o
o
o
°
o
L]
o
and technological conquest. °
It’s not often you get to pit an army of hogs against each other in a battle to the death, but with :
the surprisingly fresh and entertaining e
Hogs of War, you just might wish you could  §
have done so a long time ago. This 3D turn- e

based military strategy game places you : action-platformer

on large battlefields where the central e looks to be visually

objective is to obliterate the opposing : impressive if little
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pigs. Either in vehicles or on foot, your else. Its colorful, lively
plump soldiers must deal with varying ter- world is inspired by
rain, master the trajectories of an assort- the Aladdin animated
ment of weapons, and make sure the clock series, with characters
doesn’t wind down before you find the popping up like Abu,
best position for attack. Surviving pigs can Jasmine, Lago and
be promoted with battle points, which Jafar,. BR

enhances such abilities as medic skills and
knowledge of heavy artillery. Bring a friend
into the battle, and | guarantee you’ll won-
der where the time went. GR

UEDERHOS,
21 Jc?

HERMAN

IMOTOR IMARAYIHEIT]

b. fiechter * cev/pub: infogrames « avall: fall

FUR FIGHTERS

preview by d. halverson = dav: bizarre creations *
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: Until recently my high
: @ praise for Fur Fighters
° was based on a very brief
H play test of an early version, the
o intel we gathered from last year’s
o ECTS, and, of course, the premise
e and character designs.

: But now having played a some-
e what buttoned-up version, I'm
o elated that the game seems it will
o actually exceed my lofty expecta-
: tions. FF takes over where DK 64
o left off and conveniently sports the
: same control scheme as MDK 2, so
e Acclaim’s timing
.
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> acclaim = z¥21l: june

P

! In 2166, beings across the galaxy love to
':'Ef head to Earth and race incredibly fast road
——— bikes that shoot high-powered weapons for
sport. Very cathartic. The winners get to go home
with their names engraved on the World Vehicle Com-
bat League trophy. GR

couldn’t be better.
Coming off of MDK 2,
this is your obvious
next destination on
the Dreamcast high-
way. The carefully
balanced gameplay
comprising shooting,
puzzle solving and
exploration, coupled
with the stunning
visuals and ultra-
diverse cast of char-
acters should equate
to one of the year’s
best Dreamcast
entries. GR

WWW. gamersrepubllc com
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DUCH DODGERS

w by j.r. haugen - dey: paradigm - pub: infogrames » avali: june

Duck Dodgers shows the good things you can do with a big-
name cartoon license, as opposed to something like, ahem, Dis-
ney’s Magical Racing Tour. The sound effects and visuals are
faithful, throwing you into the cartoony science fiction future of the 24th
and 1/2 century in Dodgers’ attempt to defeat Marvin the Martian, one of
the best cartoon villains of all time. Expect to see lots of familiar Looney
Toons elements, such as Acme gizmos and rockets. The control is a little
awkward and the camera needs some work, but aside from that, the game
is a lot of fun. Daffy also chimes in with his trademark phrases from time
to time to keep
you entertained.

Additionally, there
will be a bunch of
mini-games  to
unlock. Super
Mario 64 it isn’t,

AATE8 |84~
MILLENNIUM P

LICATIONS

all-format previews

EVOLUTION2

preview by m. hobbs - dev: sting = - ubi soft - : july

— | Ubi Soft was wise to recognize the quality of the original Evo-
lution from Japanese developers Sting, and it’s encouraging that
the sequel, a better and more ambitious game with massive dol-
lops of appeal, is benefiting from a quick turnaround schedule, and
should be hitting these shores in July.

Though stylistically very similar to the first game, a number of improve-
ments surround Mag Launch-
er and his returning cast of
comrades. Towns are now
more elaborate, for instance,
and one has the option of
shifting the camera to a lower,
more dramatic third-person
perspective, joining the origi-
nal’s tilted overhead cam.
This new view option is also

but Duck Dodgers
is a capable 3D
platform  game
that should satis-
fy even the non-
Warner Brothers
fanatic. GR

available in dungeons, which
also feature a number of fixed
layouts and greater lev-
els of interaction in
addition to the random-
ly generated areas
found in the first Evolu-
tion.

Evolution 2 should
be a perfect game to
while away the months
leading up to Eternal
Arcadia. We're looking
forward to getting our
hands on the complete
translated version.
GR

ECCO: DEFETNNER OF THE FUTURE

preview by d. halverson » dev: appaloosa = puf: segas avall: june
As soon as you begin to manipulate Ecco, Sega’s beloved Dolphin of 16-bit lore, you’ll instinctively jump, flip, swim, and glide through the glim-

@ mering sea, melting into the game’s intuitive control. But don’t fiddle around for too long; there’s an ecological disaster at hand and Ecco must bolt
into the past to save the future. The game scenario initially guides you through a host of

simplistic assignments, teaching you how to feed, speak with the other creatures, such as turtles,

whales, and other dolphins, and, most importantly, come to terms with the joy of controlling a dol-

phin. Making your way through the next situation, things get a little tougher as the fabric of the game

begins to unfurl. Shark duty is up first and then soon after you’ll be asked to complete simple tasks,

swimming between areas of a vast, clear water channels. Here Ecco must learn two new songs, one

to stun the sharks, making them easier prey, and another to lure schools of fish to follow Ecco, illu-

minating the way through the dark perilous underwater tunnels that link the coastal pools. It’s all

very serene, yet action-packed—a truly unique gameplay experience as beautiful as it is engaging

and fun. Segaphiles will take to this new chapter like a fish to water, but for those of you who haven’t

gone swimming with Sega’s other mascot, just imagine a vast underwater action/RPG, as rich in puz-

zle solving and action as any, yet serene and beautiful at the same time. While a final grade will have

to wait until next issue, one thing is for sure, Appaloosa has obviously put forth a concerted effort,

tendering some of the most breathtaking visuals ever seen in a video game. If the game is even close

to as good as the graphics, | may never eat tuna again. GR
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SpPvro: YeEAR OF THE PDRAGON
wewiew by b fiechter « dev: il iac « pul: universal interactive « avall: nov

It’s a bit of a disappointment that Spyro won’t be taking flight e
on PlayStation 2, but I'm more than looking forward to a third :
installment of this accomplished series on PlayStation. Spyro’s e
latest predicament finds him searching for stolen dragon eggs, which are ®
scattered across 30 entirely new lands. No longer flying solo, Spyro is
aided by four little
creatures who have
their own worlds to
explore. In addition to
driving a tank, riding a
speedboat, and pilot-
ing a submarine, Spyro
will be sharpshooting,
skateboarding and...
boxing. Brings back
bad memories of
Medievil 2. GR

Playstation

SILVER

proview by b. fiechter « dev: funcom « pulb: infogrames I: summer

draws its appeal from a rich vein of medieval designs and nat-
ural environmental sounds. You assume the role of David, a e
common man forced into battle as his wife and other village women are §
kidnapped by an archmage named Silver. On his journey, David will e
cross through hundreds of unique areas, exploring towns, caves, dun- :
geons, and castles. It’s a familiar RPG world, but instead of the typical e
turn-based o
battles, con- e

@ Transplanted from the PC to Dreamcast, this lovely RPG

flict in Sil-
ver’s uni- e
verse is por-
trayed in real e
time, and o
you can con- e
trol up to

three charac- e
ters as you g
wield your e
sword and o
cast powerful 0
magic. GR o

Empenan 's New GROOVE

hter = dew: arg t = pub: disney » avail: dec

Based on Disney’s Emperor’s New Groove, due in theaters in
December, this action-platformer of the same name takes place
in a cheerful Inca kingdom, where a sardonic emperor named
Kuzco is transformed into
a llama. Your goal is to
guide Kuzco back to his
palace to retrieve the
magic potion that will
restore him to his human
form. More than 30 levels
compose Emperor’s New
Groove, populated with
characters inspired by the
feature film. GR

IMORT TIHE CHICI{EN

preview By b. fiechter - pub: crave = avsli: fall

Playstation

Just last week many of the editors in the office were wondering
why a chicken has never been a protagonist in a video game - prefer-
ably one with a
comb that is longer than its
neck. | guess wishes really
do come true. Here is Mort
the Chicken, an action-plat-
former starring Mort the
chicken. Exactly what drives
a chicken to go on an adven-
ture and solve lots of puzzles
is not quite known. Maybe
Mort should have just stayed
in the slaughterhouse. GR

Playstation

LEGACY OF HFIIn S. R 2

preview by b. fiechter = dew: crystal dynamu:s o peily: eidos « avalf: fall

Legacy of Kain: Soul
Reaver was a magnifi-
cent game, but its one
crippling flaw was an obvious
state of incompleteness. Not a
single glyph was necessary to
finish the game, and the ending
felt abrupt and forced. But now
that the compelling foundation
has been formed, this sequel is
primed to move Raziel’s jour-
ney even deeper into the abyss
of darkness fans of this series
have come to love.

Little has changed in the des-
olate, gothic world of Nosgoth,
and once again you must guide
Raziel through both the spec-
tral and material planes of exis-
tence, impaling your foe and
devouring its soul.
Kain is still at the
center of the quest,
residing in Nos-
goth’s past, where
you must travel to
discover the source
of the vampire clans’
extinction. GR

Playstation




all-format previews

CRASIH BASH

preview by b. fiechter * dev: eurocom - pub: universal * avail: nov

Consider this a test: it’s the first game with the Crash
—_ Bandicoot theme not created by master developers
Naughty Dog. It’s also a pretty cool idea: stick Crash
and friends and foes in battle arenas for multiplayer competi-
tion. There’s an adventure
mode, which is a bit like the
classic Crash platformers,
and the battle mode, in
which you beat the crap out
of each other. There will
also be a few puzzle ele-
ments to deal with while
you beat the crap out of
each other. GR

ITIDJD RFILU:’

preview by c. hoffman = dev: climax * pub: rockstar games = avail: october

Rockstar’s first Austin
@ Powers game will be a
Dreamcast racer called
Mojo-Rally. Players will be able to
select from several movie charac-
ters like Austin, Dr. Evil, Vanessa
Kensington, Mini-Me, and Fat Bas-
tard, each with their own personal-
ized vehicles and weapons. The
game’s 15 courses are drawn from
locales in the films (like Dr. Evil's
moon base). Other features
include random weather effects
and multiplayer action. GR

FREESTYLE BITIX

preview by b. fiechter = dev: z-axis = pub: acclaim * avail: summer

Obviously inspired by Tony
Hawk’s Pro Skater, this freestyle
BMX game features freestyle
champ Dave Mirra, as well as nine other
well-known riders. Starting out with a
rusty bike in the back yard, you work
your way through the ranks, gaining
prestige and the lavish prizes that come
with it: clothing, new bikes, sponsors,
and equipment. Hundreds of different
tricks and combinations are available to
a skilled rider, allowing you to basically
come up with your own unique runs. You also choose your own lines, and when you
screw up, real-time crashes will display the painful damage. GR

Playstation

L. T.SPACE RACE

preview by b. fiechter « dev/pub: infogrames ° avaii: tha

TERIM BUDDIES

preview by j.r. haugen * tlev/pub psygnosls = avail: july

It's good Squeezing a bit more juice out of its Looney Tunes license, Info-
to see o grames is stepping into kart racing land with Looney tunes Space
=220 they're final- =] Race. You know
ly making games that @ the drill: drive
can appeal to ravers cute characters

through bright,
cheery levels and set
traps and shoot an
assortment of weapons
at your competitors. This
one takes place in outer
space, and, of course,
has the Acme Corpora-
tion flourishes. GR

VOLLEYBALL

preview by b. fiechter « dev/pub: infogrames = avail: fall

as well as everyone
else. The colorful
Team Buddies is a

- manic yet cuddly
killfest that combines
elements from all
sorts of games, most
noticeably Bomber-
man and Poy Poy.
Your Buddies look like lit-
tle inflatable Duplo char-
acters, and are placed into
a battlefield. By taking the
crates that are lying
around and building and
combining them in differ-
ent ways, you bust them
open to get all kinds of
things, from uzis and
bombs to new Buddies
with different skills, like
Ninja Buddy and Commando Buddy. The goal is usually to take out all
opposing Buddies, but there are other play modes, such as Capture the
Pig and the soccer-like BombBall. And of course there is a quad-screen
multiplayer mode spanning 20 levels, which is sure to be extremely chaot-
ic fun. Team Buddies is set to ship in July, with over 60 missions across
eight worlds. GR

Let’s just call this game Volleyball for now: its official title won’t
s be announced till E3. About the only thing we can say about this
officially
licensed take on the
sport is that it contains
all the moves youd
expect in a pro-beach
volleyball game: dig-
ging, spinning, setting,
blocking, etc. Props to
Infogrames for being
the first developer to
bring this sport to the
PlayStation. GR

wWww. gamersrepubllc com
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HING OF FIGIHTERS ’'99 EVOLUTION

preview by c. hoffman ¢ dev/puls; snk « avail: tha
I~ King of Fighters ’99 Evolution marks a return to greatness for
i SNK. Not to be confused with KOF 99 Dream Bout on Dreamcast
'''''' - (which was a conversion of the excellent KOF 98 coin-op), Evolu-
tion is superior in every way to the PlayStation version of KOF ’9g. It takes
SNK’s classic team fighting engine and kicks it up with flawless control,
new battle arenas, 3D backgrounds and the addition of a fourth “striker”
character on each team to add more to the battles than ever before.

This great conversion really plays up the Dreamcast’s strengths with the
enhanced backgrounds. Some backgrounds have fully animated scenery
that changes as the fight progresses, like a massive airplane and runway
taxi that fluidly move around as you battle. Other scenes, like the fair-
ground, explode with gorgeous color and special effects such as fireworks
and a spinning carousel. Even little things, like water dripping off a table,
add extra visual appeal.

On top of the graphics, the game has a massive character roster with a
whopping 33 playable characters, including newcomers like K’, Jhun and
Maxima, plus favorites from past years like Terry, Leona, Lori and Kyo
(actually, three versions of Kyo). The DC version even features more fight-

ers than the coin-
op, including sever-
al exclusive striker
characters and the
ability to play as
the last boss, Kriza-
lid, from the start.

The only prob-
lems with KOF '99
are that the charac-
ter graphics still
look 32-bit and,
despite the name,
KOF hasn’t evolved
much in terms of
gameplay, making
it seem awfully dated against newer, flashier fighters. It’s still a rock-solid
game for fighting purists and a winner from SNK. GR

INCREPIBLE CRISIS

preview by m. hobbs - dev: polygon magic * jvh: interplay *

i: tha

This is one of the most bizarre, twisted, and fun games we’ve
seen in some time. Thank Interplay for having the guts to release
Incredible Crisis, a collection of insane mini-games all linked
together by a story that’s as outlandish as it is funny.

One of the most subversive mini-games is the ferris wheel game. Here,
a man operates blindly, attempting to find the, uh, g-spot of a woman
he’s just met in the dark confines of a ferris wheel gondola. As you move
the PS pad about, the woman will intone, “A little higher,” or, “A little to
the left.” After some trial and error, she’ll let you know in no uncertain
terms that the spot’s been found,
whereupon the circle button must be
pressed in a feverish fashion until sat-
isfaction is attained. The other games
are more tame, and many are parodies
of popular American movies and other
games. There is a Dance Dance Revo-
lution-inspired event where you per-
form office calisthenics, and a game
inspired by Independence Day, where
a UFO must be protect-
ed from the onslaught of
battleships and attack-
ing fighter jets.

With dozens of such
inspired and really fun
little games, Incredible
Crisis will never leave
you bored. And hopeful-
ly, the game’s very
Japanese flavor will
make it intact through
the localization. GR
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PDESTRUCTION DERBY

preview by j.r. haugen « dev: studio 33 « pub: psygnosis « avail: august

It’s been quite some time since the last Destruction Derby hit the
PlayStation, but Psygnosis still has the series in mind, as DD Raw is
nearing completion. To one-up the standard demolition derby
theme, you can now use combination moves inspired by professional
wrestling, like the
Bone Cruncher and
the Undertaker (the
parallels to the WWF
are quite apparent).
Every part of your car
is destructible, and
cars can be upgraded
as well. Al balance
has been tweaked so
that it no longer
means the most pow-
erful car will win. The
physics have also
been improved,
as you are now
able to do flips
and spins, in
addition to hand-
brake maneuvers.
The game will fea-
ture a total of 24
cars and 25
tracks, including
three skyscraper
arenas, and you
can play it along
with three of your
friends. GR
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WIPECUT FUSION

preview by b. fiechter « dev: psygnasis = pub: seny = avail: fall

{ | Ifyou recognize the unmatched greatness of the Wipeout series as | do, please
FIE\ join me in looking at these screen shots and imagining what it will be like to play a
— new Wipeout game on PlayStation 2. Imagine dipping into that fog that settles over
the track, zipping past the towering trackside structures of concrete and steel at 60 fps.
Developed by Psygnosis’ Liverpool Studio, this latest in one of the best and most origi-
nal racing combat games is raw Wipeout, fleshed out with a number of progressive designs.
The ships are much more sophisticated, truly defying gravity as they now move into invert-
ed positions. The courses are wider and don’t necessarily limit the pilot to a direct path,
lending a greater level of freedom and interaction to the game. As Wipeout Fusion contin-
ues to expand its development cycle, there will certainly be countless touches added to fuel
our excitement: just imagine the lighting effects on the exhaust and weapons. GR

NGEnn RACING

preview by m. hobbs * dev: curly monsters = pub: infogrames  avail: summer

z‘g Aircraft racing has been tried before on the PlayStation. Some may remember
| Xing’s Bravo Air Race, a graphically underpowered air racing game featuring the
: likes of prop-powered Gee Bees. NGEN Racing takes a vastly different track, with
high-speed jets and a sleek, ambitious look—not too surprising when one is aware that
members of the Wipeout development staff worked on this game.

And like Wipeout, NGEN excels in subjective qualities, as our preview version demon-
strated a good understanding of what makes for a good racing/combat game. With its pro-
gressive learning curve, the dynamics of piloting jets through twisting, rising and falling
courses can be quickly grasped, and once learned, there are a variety of techniques to
help one go faster. Flying low to the ground increases speed, and not only does this intro-
duce a level of skill in following the topographically varied environments, but has the
added benefit of enhancing the game’s sensation of speed. There are also afterburner
power-ups that can be grabbed, and these are essential for victory, but in a way that is far
more engaging than the ubiquitous nitros in Midway’s Thunder games.

Weapons also play an integral role in NGEN’s gameplay, but developers Curly Monsters
have taken a satisfying
approach in that the planes
carry with them a fixed arse-
nal of cannons, rockets, mis-
siles, and chaff. There are no
power-ups to go after, allow-
ing one to concentrate more
fully on racing.

Along with an appropriately
modern electronic score, Curly
Monster’s NGEN Racing has
all the earmarks of a proper
next-generation racing/com-

bat title. Whether it lives up to :
Gnron ‘ the  Wipeout franchise ‘ / i
remains to be seen, but it i mph

could at the very least be a ’ A o et

great alternative. GR

Cannon
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FILDnE In THE DARH 4

Jjr haugen - darkworks * infogrames * I: summer

The Alone in the Dark games are the parents whose Resident
Evil children have been having a party while they were away.
— Well, Alone in the Dark is back, and ready to lay down the law. As
| opposed to the neo-technological terror in many survival horror
| games, AitD relies on the tried-and-true setting of the 1920s
based loosely on the work of H.P. Lovecraft, involving antedilu-
vian cosmic deities and bizarre unspeakable horrors, usually in
menacing old mansions. In the fourth installment (whose subtitle
is yet to be determined), you resume the role of the hapless
Edward Carnby, who sports a sleek new look, in search of a friend
B on the foreboding
Shadow Island. The preren-
dered backgrounds we’ve
seen are all beautifully and
elaborately detailed, and the
lighting effects are nothing
short of amazing, taking full
advantage of the system’s
hardware. The sound and
voice acting are sure to be on
the same level. With few
exceptions, games like this
have rarely created a sense of
dread, but AitD really plays
upon the psyche. The series’
sheer creepiness has always
had the potential to blow
Code Veronica out of the
water, and if done right, the
newest version could set the
standard for all survival horror
games to follow. GR
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FEFIR EFFEC T2

Iy b. fiechter » dev: kronos » pub: eidos « avail: fall

Visually intriguing, cinematically ambitious, the engrossing
and flawed Fear Effect is already nearing its second chapter
—— with Fear Effect: Retro Helix. Presented as a prequel, the
: game follows the early lives of the original three mercenaries Hana
e Tsu-Vachel, Royce Glass and Jakob Decourt. The solemn, adult-themed
® story introduces a new face, Rain Qin, a darkly enigmatic friend of
e Hana. Retaining the same gritty, anime and sci-fi-inspired imagery of
: the first game, Fear Effect: Retro Helix will take us through an alter-
e nate reality of Hong Kong and other locations like Hell’s Kitchen and
: the Walled City of Xi’an. Story elements will be just as important to the
e game’s effect, and emphasis is again being placed on cinematic ambi-
: ence, with
e over 120 min-
utes of com-
puter generat-
ed sequences
and 800 cam-
angles
the

STUNT GR

preview by jr haugen - dev: team 17 = pub: infe

b fiechter - #=v: crystal dynamics
| are divided LAP AL
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R0 the
- PlayStation version
' of Walt Disney

World Quest—Magi-
cal Racing Tour.
Some are turned off
by the suffocatingly
sweet, uninspired,
thrift-shop Disney
characters—where’s

’

L

1

=)

Mickey Mouse?
Pinocchio? Snow
White? —but

others enjoy rac-
ing through the
Disney  World
universe,
inspired by areas
like Pirates of
the Caribbean,
Space Mountain
and Epcot. Other
than the Disney
theme, this com-
bat racer is stan-
dard fare, with
weapons  like
acorn missiles and frog spells mirroring the orbiting shells and lightning
bolt in Mario Kart. Rarely are these games truly original, so | guess | can’t
criticize this game too much. At least not until the review. GR

1

| It’s been so long
| since the last racing

game for the
Dreamcast that the world
has pretty much concluded
o the category is dead. Info-
: grames is here to change all
e that with Stunt GP, which,
® judging by the screens,
o looks like it could be a pret-
+ ty good game. It looks a lot
o like Re-Volt, which is a good
o thing. Stunt GP is going to
e combine the best elements
: of racing games and circus
e games (which don’t exist),
o with high-flying stunts and
: high-speed driving maneu-
e Vvers. We'll see the game in
: more detail at E3, so expect
e to learn more in our next
® jissue. GR
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SUIMIMOrierR

preview by b fiechter = dev: volition * pub: thq » avail: fall

An ambitious and very welcome RPG from the creators
of Descent and FreeSpace, Summoner tells the mystical
story of Joseph, a beleaguered young man born with a
gift of summoning. As a child, Joseph called on the powers of a
demon to save his village from attackers, but his good inten-
tions turned tragic as the spirit decimated everything he held
dear.

Years later, Joseph is urged to uncover the rings of channeling
needed to invoke his ability once again, and he befriends three
travelers on his journey across the kingdom. Their quest takes
them into the wilderness, to ancient temples and ruins, to a
great stream flowing from Heaven itself.

The story has been inspired by literature, folklore, and mythol-
ogy, its complexity meant to underpin the adventure. Volition is
also focusing on cinematic aspects to pull you into Summoner’s
arcane world, with several in-game cinematics progressing the
story. In battle, an assortment of weapons and magic can be
deployed by your party, which includes up to five characters and
summoned monsters. GR

—_ =

PUZZLE BOBBLE 4q IMAG FORCE RACING

preview by b fiechter « dev: taito = pub: acclaim = avail: june preview by b fiechter = dev/pub: crave - avail: june

Think of Mag
Force as a mixture
of Wipeout,

Just when you thought this delightful puzzle
@ game couldn’t possibly recycle its look and game-
play yet again, it does just that. As before, colored

O}

orbs are shot from a little cannon in the bottom of the
screen, bouncing off the walls and ceiling or moving
straight up to stick to the collection of orbs hanging from
the ceiling. When three like colors are linked, the bunch
drops to the floor. The object is to take out as many sur-
rounding orbs as possible, making sure that different col-
ors are stuck below the group you are trying to dislodge.

e Extreme G, and an utter
+ dearth of appealing design.
e What is up with those
: ships, the lighting and the
e color scheme? Unfortu-
® nately, the game doesn’t
L] .
e play much better than it

This addictively simple mechanic has always remained o |ooks, hinged to a physics
at the core of Puzzle Bobble, with a few minor twists § model that makes the cars
added to keep gamers coming back. On Dreamcast, you e feq| [ike you're moving the ‘
get new characters, bright color§, and big chain reactions : paddle in Pong. GR L ORBE km/h
can now wipe out nearly the entire screen. It’s Puzzle Bob- . -
ble, folks. GR

\

ESPN X GAIMES SNowBOARDING

preview hy b fiechter * dev/pub:-kenami « avail: tha

It already looks good, but
== Konami insists that ESPN Winter
X Games Snowboarding is going
to look even better when it’s completed, a
PlayStation 2 showcase containing
incredibly natural texture and lighting
details. Other than an open-mountain
run, the game doesn’t deviate much from
what you would expect from a snow-
boarding title, offering four different
events—Big Air, Border Cross, Halfpipe,
and Slopestyle—ESPN commentary, and
recognizable boarders from the Olympics
and professional competition. GR
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In this case, “perfect” says it all. Those
wondering whether or not RARE would be
able to recapture the excitement of Golden-
eye can rest assured as they have sur-
passed it in every way imaginable.
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® developer core

f 4

-

s a big fan of the non-linear experience,

I'm the first guy in line when a good
adventure game comes along, especially when
it carries the Tomb Raider label. And while Core
has crossed the line with the exploration ele-
ments in Lara’s last revelation on the PlaySta-
tion—which has become the first on the oft-vic-
timized Dreamcast—I can’t help but keep a can-
dle burning for a series that has obviously
become too mainstream for its own good.

First of all, one must ask the question, how
many ports can one system sustain before its
users make signs and march on the company
headquarters? | really hate to see the Dream-
cast become a dumping ground for every
PlayStation game that generates a minor buzz,
a mere means for companies to squeeze more
dollars out of properties obviously designed for
lesser hardware.

That said, other than falling into the “port”
category, The Last Revelation is another fine,
albeit somewhat too familiar, game of Tomb
Raider—if you can get past the frustration factor
that weighs heavily on the game’s overall
design. The strategy-guide rights to this one are
worth their weight in lost booty, because if ever
there existed a game that seemed designed

e publisher eidos e available now

TOIMB RAINER

THE LAST REVELATION

B8Y DAVE HRAL VERSDI"I
, Not so much Tomb Raider for the Dreamcast as much as Tomb Raider on the Dreameast.

specifically around a hint book, this is it. With-
out a walk-through of some kind—and |
deplore using them—in the time you inevitably
burn finding your way and unearthing items,
you could fly to the UK and ask the developers
exactly what the hell they were thinking.

For a PlayStation game, the environments in
Last Revelation are some of the best looking of
the series, spanning both far and wide, emit-
ting a desolate Egyptian aura. On the Dream-
cast, however, cleaned up but not re-textured,
they come across as somewhat lackluster. The
models, too, even Lara, are dreadfully simplis-
tic. Backing Lara into a corner to examine her,
ahem, architecture, as all Tomb Raider fans
must, reveals the painfully nominal character
model—the one aspect of the game | was hop-
ing Core would attend to. | appreciate the
smoothed out lines, solidity, and effects the
Dreamcast version brings, but loathe the prim-
itive structural design, blurry textures, and
those archaic models. After eyeballing the
likes of Eternal Arcadia, Berserk, and other
such Dreamcast-exclusive software, Tomb
Raider’s port-infused characteristics stand out
like a freshly hammered thumb.

CONTINUED ON PAGE 122 >

w CLERNED UP PS VISURLS FALL SHORT
w ORERDFULLY COMPLEX LEVELS TOO LARGE FOR THEIR OWN 6000
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1" 10 MUSIC T0 SPERK OF
W /TS STILL TOM8 RAIDER. SO0 WHO CARES

1I'M HOLDING OUT FOR A TOMB RAIDER DESIGNED SPECIFICALLY FOR THE PS2 OR DREAM-
CAST BUT LARA’S DIE-HARD FANS WILL SURELY FLOCK TO HER LATEST ESCAPADE.




dreamcast review

e developer hioware

e publisher interplay

BY DAVE HRLVERSOIMN
One of the first thoroughbred Dreameast action games, Bioware’s

MDK 2 delivers one of the console’s Shiny-est moment

After an extensive stretch of perilous platforming, taking out the
alien intruders who've breached his ship, the Jim-Dandy, along the
way, Dr. Hawkins emerges through the hydraulic cargo bay doors. To
his right stands a large, very deadly alien. He could kill him, but this
particular breed takes a bit of time and ample dodging to put down,
especially since Dr. Hawkins’ only weapon is an atomic toaster. To his
left, a large toggle switch protrudes from the wall. Making his way to
the switch, using the crates between him and the alien for cover, the
good Doctor flips the switch, triggering a massive decompression
episode. The compartment’s oxygen supply is immediately exhausted
and everything that’s not nailed down begins to get sucked through the
air lock. The Doctor has succeeded in exterminating the alien and
escaping the ship’s hold, but now a new set of problems has arisen.
Namely, he can't walk or breathe due to the vacuum. What to do? As
the Doc gets sucked closer and closer to the abyss of space, he luckily
happens upon a magnet. Since you already have some duct tape in
inventory, you can craft him some handy magnetic slippers, but now
that the Doctor can walk, what about air? Ah-ha! That fish bowl you
found a few rooms ago makes a perfect space helmet. The Dr. can now

S

walk and breathe, but his plight is not over. He must survive the
lengthy space walk to the ship’s main chamber. Too bad there’s a men-
acing alien ship hovering about, spewing laser blasts that carry an
unfairly wide blast radius. As he lumbers at snail’s pace across the
ship’s gigantic hull, dodging in half speed, you’ll have only one thing on
your mind—the next checkpoint.

And so it goes in just one small piece of one scenario in MDK 2,
where three completely different types of characters lead to three
totally different types of gameplay converging to equal one of the
finest adventure games in recent memory.

Having lived my life vicariously between checkpoints for the latter
part of two days helping the Doctor, his dog Max, and his janitor, Kurt,
thwart the evil Schwang and his alien hordes, | have come to two pro-
found conclusions: BioWare has set a new benchmark for 3D adven-
ture gaming and...I can still play like the devil on no sleep! And play like
the devil you must because BioWare’s crowning achievement is hard,
diverse and, most of all, unique. They have painstakingly executed
each character’s every scenario, fine-tuning each segment with an
emphasis on skill, precision and strategy, proving what can be

JE—
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achieved when developers believe in themselves and have

the player in mind, not the front office. One begets the other,

but few developers these days seem to understand this, or,
ave the luxury to do so.

You hope that a sequel can live up to its predecessor,
especially if you’re a fan, but in this case MDK 2 far over-
shadows the first MDK. BioWare has emphasized everything
that worked, discarded what didn't and added the needed
components to bring to light all of Shiny’s best innovations
while improving dramatically on the original concept. The
end result is a melding of manic shooting, intriguing problem
solving, and extreme platforming, set among some of the
most awe-inspiring and well designed environments ever

humor and a blistering soundtrack, MDK 2 is a must-own
title for every Dreamcast owner with ten fingers and the will
to persevere (well, you could probably get by with fewer fin-
gers). As the Dreamcast enters its second year of develop-
ment, with teams like this tapping its most valuable
resources, something tells me that we really haven't seen
anything yet. GR

page 67 dreamcast review

(Pictured above, from the top left) Max’s second victim. Guess he messed with the wrong dog;
Max’s Trevor McFur-style mini-game assault; classic sniper mode and... well, have a look
through the big telescope during Max’s second mission and...

W EXCELLENT LEVEL DESIEN | PUMPING SCORE DRIVES THE ACTION
W 7ONS OF DIVERSITY - NEVER R DULL MOMENT B YOU'LL NEED SUPER SKILLS TO SEE IT THROUEH

www.gamersrepublic.com

MDK 2 1S A HARDCORE ACTION FAN’S DREAM COME TRUE. ONCE YOU COME TO TERMS WITH
THE CONTROLS AND EACH CHARACTER, A BLAST ALL THE WAY THROUGH.
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e developer/ publisher square

s Sony prepares to unleash the PS2 world-
Awide after a whirlwind of a launch in Japan,
that inevitable staleness is beginning to creep
into the aura of every new PlayStation release.
It becomes more and more difficult to sup-
press the urge to say, “Imagine how this game
would look on PS2.” This defeatist attitude
may not be fair, but it’s one that is thick in the
air of new hardware.

Which makes the impression left by
Vagrant Story that much more pro-
found. There’s no substitute for
artistry, whatever the technology, and
Square’s latest work from the Final
Fantasy Tactics team drives this point
home in no uncertain terms. There is
such a beautifully balanced relation-

adventure, and combat blended to perfection.

® available summer

BY IMIIHE IHOBBS

ship here between the PlayStation’s limitations
and the game’s visual design that unsavory
side effects like pixelation simply melt away
into the ether. What you see instead are the
artists’ intentions, not the fact the PS is only
displaying about 3000 polygons per screen.
Characters are given detail only where it
counts, leading to surprisingly emotive coun-
tenances. Environments, though small and
self-contained, are rich in atmosphere and
detailing, with a marvelous sense of shadow
and depth. The real-time cinemas, featuring
comic book-style speech bubbles, are as well-
directed as those found in Metal Gear Solid
and tell a rich, fantastical medieval story.
However, it belies the developer’s true tal-
ents to focus solely on the artistic achievement

www.gamersrepublic.com




f Vagrant Story. This, remember, i
‘born from the minds behind the Ogre B
 series and FF Tactics, and there is a depth and |
mtncacy to the gameplay that creates an
experience that is very sahsfymg and quite
original, if not in concept, then certainly in
execution. You see, for all of Vagrant Story’s
elaborate trappings, the bulk of this adven-
ture game focuses on the decimation of
beasts, knights, and the undead, but there is
undoubtedly high art at work in the combat.
system. Apart from being able to target ene-
mies’ individual body parts, you can unleash these great cham offensives, where timely
button presses allow attacks to be linked together. These extra hits can poison a foe, or
even suck magic and hit points away from them: it all depends on how you configure your
chain system. The same is true for defensive maneuvers, as you can halve damage or exe-

_ cute counterstrikes with the game’s precise timing system. But using these chains drives
up a risk meter, and the higher the risk, the less effective are attacks and the more dam-
aging are enemies’ blows, stopping one from chaining his way through every battle—very
clever. And the weapon system is no less interesting, as the game’s myriad arms can be
disassembled, with their constituent parts recombined into original wholes. While this

leads fo a very heavy use of the game’s menu system as one is constantly reconfiguring

’weapons to best attack each foe, it imparts a level of strategy to the combat that is high-
ly involving and very enjoyable. :

Vagrant Story is one of those rare, complete packages of graphics, sound, and game-

_ play that only master developers can seem to deliver. It is not to be missed, and proves
that in the right hands, there is some life left in the PS yet. GR :

R A

Now, THERE Is STILL TIME,
PRAY...PERIAPS HE WILL
FORGIVE,

HP 2064268 MP 42457
RISK ZERO

R.LEG HP 8/100%
TARGET: Single PCR/LIT/Dragon

RARM HP 0/73% | VAGRANT STORY REPRESENTS SQUARE WORKING AT THEIR HIGHEST LEVEL. THE FINAL FAN-
TARGET: Single PCR/PHY/Phantom i TASY TACTICS TEAM HAS DELIVERED ONE OF THE GREAT PS FANTASY ADVENTURES.
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rom within the confines of a dank
Fasylum, laden with half-eaten
human corpses—food for Dr. Crowley’s
malformed acolytes—you will lurch,
stopping only to mince the slobbering
ghouls that would devour you other-
wise. You are Herbert Wallace, a tor-
tured, tattered Englishman (and Marilyn
Manson look-alike circa Anti-Christ
Superstar), and member of The Circle,
the occult slayers that vowed to Kkill
Crowley...before you were captured. Fid-
dled with and tested on for years, Her-
bert finally escapes the confines of the
laboratory, only to be found wandering
aimlessly in the streets of London and
committed to the asylum where the
game begins. Since your escape, Crow-
ley’s demons have spread like a plague
throughout London, and now a much
larger-scale infestation is at hand. Her-
bert’s thirst for revenge, the fuel that

. déVe/dper*kalistu e publisher konami e available now

drives Nightmare Creatures Il, just
might end up saving the world.
The further you lumber into
the game’s depths, squinting
to see through the darkness,
hacking and slaying, drag-
ging Wallace’s withered car-
cass through London and Paris,
the more involved you become.
By the end of the game you want
nothing more than Crowley’s sev-
ered head on a platter.

The path you take to reach your
sanity is infested with a diversity
of human and animal-derived freaks
that provide much of the gameplay in
Creatures Il. Outside of a fair dose of
exploration and puzzle solving the brunt

PR

W JARK. TWISTED. VIOLENT—LOVE IT W CHRRACTER DESIGNS ONLY R CORPSE COULD LOVE

W GRITTY SOUNDTRACK FITS LIKE AN OLD DECAYING 6LOVE CONTROL'S R 8IT SPONEY - SLIGHT COLLISION HANG-UPS

A UNIQUE MIXTURE OF FIGHTING, ADVENTURE, AND EXPLORATION, KALISTO HAS ASSEM-
BLED AN ACTION THRILLER WITH CINEMATIC APPEAL AND ENGAGING GAMEPLAY.
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hen the element of strategy is mixed

with RPG-style gaming, the combina-
tion can be remarkably potent. Vanguard
Bandits may not be the best example the
genre has to offer, but it is a nice addition,
with an epic story that spans 56 missions,
some for which the game needs to be
replayed. On the Continent of Cretia, con-
flicts are resolved through the use of ATACs
(a nod to Human’s Turbo CD game Vasteel),
large robotic mech suits that are the only
remnants of an ancient civilization. You and
your father protect the Kingdom from the
evil empire, but as events unfold, you learn
that good and evil are not as clear-cut as
they seem. The story has three big branches
to go through, and it takes some skill to
diverge from the main one. That, of course,
is where the strategy element falls. In bat-
tle, you must meticulously plan your
attacks and counterattacks (of which there
are many types) to make sure the right peo-
ple get leveled up the right amount with the
right special attacks. When attacking an
enemy, the screen cuts to a 3D battle
between the two ATACs, but fortunately this
option can be turned off for the sake of

ANGUARD |
BRNOIT, "

Gigantic mech suits meet old-school medieval warare, but

BY J.R. HRAUGEINM

speed. Even with it turned off, combat will
take up the bulk of the time spent playing
the game. Battles range from massive army-
on-army encounters to one-on-one duels to
the death.

Graphically, Vanguard Bandits falls short.
The occasional anime scene is nice, but
most of the time the player is treated to
bland environments, open battlefields pop-
ulated with little else than a few buildings
and trees. The characters outside of their
ATACs are simply drawn and too close to 16-
bit style for comfort. This isn’t so much of a
drawback, however, as a game of this type
banks on its strategy and adventure ele-
ments, and in that respect, this game does
well.

Vanguard Bandits is a time-intensive
game that should keep you glued for a
while, especially since there’s more to see
after you beat it. There is even an ATAC
viewer in the main menu where you can
look in full detail at all the ATACs you’ve
seen in battle. While not on the level of Final
Fantasy Tactics or Vandal Hearts, Vanguard
Bandits is sure to win over the strategy/RPG
enthusiast. GR
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WILD ARIMS

2rNoIGriTIonn

BY J.R. HRAUGEI]

Here comes another amazing RPG courtesy of Sony.

o be truthful, | never really cottoned

to the concept of a role-playing game
with an “old West” theme, but it worked
well in Wild Arms and even better in this
greatly improved sequel. Wild Arms 2 is a
surprisingly entertaining RPG, standing
at the front of the crowded pack with a
generous number of interesting game-
play features.

The game takes place hundreds of
years after the first Wild Arms, but main-
tains the general western motif, con-
veyed through music and scenery. Much
like in a Final Fantasy game, though,
there is also the presence of high tech-
nology in the land of Filgaia to comple-
ment the sword and sorcery. The main
character is Ashley, a young military
recruit who soon discovers he embodies
both the demon and the holy spirit that
battled in the war of long ago. Joining
him are Lilka, the budding enchantress,
and Brad, the hard-nosed heavy
weapons expert. After getting through
their own intro quests, the characters
meet up to form an independent anti-
terrorist group, and from there the story

takes off, throwing in new characters
and plot twists at every interval.

Wild Arms 2 innovates in countless
ways. It’s totally customizable, from the
controls and interface settings to your
characters’ strengths and special abili-
ties. The most notable new feature is the
search system. In all RPGs, you go from
one town to another on the world map,
and you can see them, but in WA2, you
have to send out radar-like pulses to
make towns and dungeons appear
based on information you learn from
other people. Another original aspect is
the way you can avoid battles. An excla-
mation mark will sometimes appear over
your head before you're attacked, but
you can press Circle to cancel it. In bat-
tle, your magic (“force”) points are
gained by attacking and being attacked.
These can be used for spells, or for
“ARMSs,” which are special artillery.

2000 is going to be another huge year
for RPGs in America, and Wild Arms 2
makes a strong bid to put itself near the
front of the pack. GR
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THERE’S JUST TOO MANY RPGS ON THE MARKET THESE DAYS, BUT WILD ARMS 2 STANDS

ABOVE THE REST WITH PLENTY OF INTERESTING GAMEPLAY ELEMENTS.
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ITEBIIE 641

BY BRAMDY FIECIHTER

o call Excitebike 64 a sequel is a bit mis-
Tleading. The only thing this game really
shares with Nintendo’s 16-year-old classic is a
great name, one that will no doubt draw an
audience not normally interested in a
motocross racing game.

The spirit and feel of Excitebike is a distant
memory, made even more apparent as you
uncover the game as a hidden bonus and get
hooked, once again, on the ingeniously sim-
ple gameplay. But this in no way means Excite-
bike 64 is anything less than a finely crafted
motocross game. It’s huge fun, mixing a heavy
emphasis of sim elements with just enough
exaggerated play mechanics and physics to
give it an extra charge.

The racing takes place across 20 impressive
courses that span the globe, from the rain-
soaked outdoor countryside of Europe to the
winding indoor track in L.A. Moving up
through the ranks of bronze, silver, gold and
platinum classes, you'll need to rely on a num-
ber of strategies that are unique to Excitebike
64’s brand of racing. The key to winning is
mastering the powerstroke, a turbo system

that gives your bike an extra boost when prop-
erly executed at the apex of a jump. And like in
the first Excitebike, engines are always on the
verge of redlining, requiring a constant eye on
the temperature gauge.

While some racing games draw their appeal
from exhilarating speed and white-knuckle
confrontations, Excitebike 64 relies on a
demanding grasp of the racing line over the
many sequences of bumps and jumps. Having
to deal with the aggressive bikes—additional
bikes are randomly dumped into the competi-
tion from the sidelines to continually keep
opponents in your face—control the jumps,
and keep a consistent speed through the
course is a balancing act most motocross
games seem unable to manage, but here, final-
ly, is a motocross game that hits the gameplay
target dead center.

Also right on the mark is the look of the
game, aided by excellent rider animations and
detailed courses that can bare little complaints
when compared to the flimsy competition. In
fact, forget the competition entirely. Excitebike
64 is the only way to ride. GR

® /1ICE VARIETY OF INDOOR AND OUTOOOR TRACKS
® GRERT MULTIPLAYER EXTRAS. LIKE SOCCER MATCHES

® 6000 MIX OF RRCADE-STYLE PLAY AND MOTOCROSS SIM
B GRERT-LOOKING ENVIRONMENTS

WITH A TRACK EDITOR, MULTIPLAYER OPTIONS, A LARGE SELECTION OF TRACKS, IMPRES- L
SIVE GRAPHICS AND EXCITING RACING, EXCITEBIKE 64 IS THE COMPLETE PACKAGE.
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erfect Dark is better than GoldenEye. What else do you want to
know?

How about that it's one of the most ferociously intense first-person
shooters ever. Or that it’s a visual triumph on Né4, endlessly inspired
and remarkably structured. Or that it takes standard design ingredients
and weaves in layers of invention.

It may feel and play somewhat like GoldenEye, but this sequel to
Rare’s classic is in many ways a new, entirely different monster. This
time out, you assume the secret-agent role of neophyte Joanna Dark,
who is under the employ of the Carrington Institute, a private organiza-
tion whose current project is to thwart the unscrupulous dataDyne
Corporation and a belligerent race of aliens known as the Skeedar.
Dropping you into intriguing environments of early-21st century Earth,
the complex story entertainingly unspools through voiced cinemas that
tightly glue together the levels. Because Perfect Dark hinges on mis-
sion-based gameplay—sabotage hi-tech devices, plant explosives,
make escorts, infiltrate bases via disguise—its skilled use of story
becomes even more valuable, yet another powerful tool that buries you
in the game’s universe.

The true glory of this game'is in the enemy confrontations. The oppo-
sition displays a remarkable depth of intelligence and reaction, diving
away from a weapons lock, ducking and fleeing, alerting other guards,
stealing your weapons. When shot, an enemy won’t just fall to the
ground, he’ll crumple, stumble, grasp a wound, cry out with profanity
(the game is rated M for a reason). So convincing are the animation rou-
tines that the enemy seems to be truly alive and aware, not simply
dropped into the game as a mechanical line of defense. Even the littlest
touches like a sniper leaving a tower, running toward your position and
dropping to the ground to take a shot are crucial to the game’s effect.

The way the action is staged is at times brilliant. Take the cloaked sol-
diers who attack in packs. They sneak through the shadows, spraying
your position with gunfire upon decloaking, again disappearing to
move to another position. Tracking their movements, finding a safe
spot, and waiting for the right moment to return fire is a pulse-pound-
ing rush.

Equally exhilarating are the more surreptitious confrontations that
require calculated precision shots, like the opening to the incredible
villa stage, where you are required to protect a hostage negotiator by

www.gamersrepublic.com



www.gamersrepublic.com

{ nintendo 64 review 7

B AWESOME DERTH ANIMATIONS: ACTUALLY RODS TO THE GAMEPLAY
W RICH VISUALS. INSPIRED SETTINGS. 6REAT MUSIC

picking off the terrorists positioned far

"below your sniping perch. And then

there are the head shots. Especially sat-
isfying are the ones delivered through
glass ports in doors to unsuspecting
guards (miss and he’ll stumble to an
alarm, and you’re screwed), or from a
crawl space above.

Perfect Dark offers one great moment

. after another, but when the adrenaline
| drops on the one-player game, the next

hit comes from the multiplayer chaos.
GoldenEye’s multiplayer arena was a
place for awesome competition, but
Perfect Dark leaps far ahead of it with an
enormously ambitious list of options,
from tracking stats to 13 original arenas
to the ability to tackle the main stages of
the game with a friend playing as part-
ner or foe. In deathmatches, teams can
be formed to carry out an array of objec-

Bortom LINE: THIS IS
WHAT YOU WOULD EXPECT.

tives, and when it comes down to every
man for himself in a classic battle for
most kills, Perfect Dark is at its best:
When you first discover the combat
boost, an ingenious power-up that locks
everyone into slow motion, new mean-
ing is given to the word “intense.”

In what's been far too long in coming,
computer resistance is finally dumped
into the action, and here you will find
what Rare calls “simulants” doing battle
with the best of them. Up to eight of
these computer opponents can be
placed into the fray, and they have dif-
ferent sets of personalities: Revenge
targets its last killer with impunity; Dark
is a supremely skilled killing machine;
Vendetta picks a random player at the
beginning of the match and continually
shadows them. And you thought
GoldenEye was good. GR

| m LEVEL DESIGN AT TIMES BRILLIANT
700 8RO THE FRAME RATE ISN'T BETTER

E EXTRAS IN THE GAME ARE BEYOND
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STAR WARS ERPISONE ONeE: RACER

review by m. hobbs e dev/pub: lucasarts ° avall: now

The Dreamcast version of Episode One Racer suffers from what | like to call
@ B- “lowest common denominator syndrome.” This occurs when a game is designed
for multiple platforms, and instead of maxing out each particular hardware,
developers find a middle ground allowing for easy conversion. In the case of Racer, this middle
ground was the N64, and in terms of complexity, the PC, Mac, and now Dreamcast version all har-
bor visually identical polygon counts. One can’t chide developers too strongly for this, as it obvi-
ously makes good economical sense, but it is disappointing when the differences between the
N64 and DC versions are slight where they should be great. Even so, Racer remains one of the
more successful Episode One games, and low-end polygon count withstanding, the amazing
speed, perfect control, and well-implemented theme carry over intact to the Dreamcast version,
which also boasts the CG track intros from the Mac and PC and a great two-player split-screen.
A couple of dynamic flaws keep Racer out of the realm of something like Wipeout, however.
For starters, many of the courses are simply too long. Often, one can take first position on the
opening lap, and the remaining two laps can take up to seven minutes to complete—an absolute
eternity where there is little to do but steer and look at the scenery, nice though it may be.
LucasArts should have taken a cue from classics like Ridge Racer and Wipeout, both of which
keep laps short and intense. And
like other iterations of Racer, the
Pod upgrade system is clumsy and . 20, 1:04.77
not very intuitive. - 1 . 5 TIME
N64 owners expecting a vastly
upgraded translation will be disap-
pointed with Star Wars Episode One:
Racer, as there’s not much over an
increase in resolution to differenti-
ate the two versions. But for first
timers, the game should come
across fairly well, even if it could use
a little more focus in its course
design. GR

HIRBY G4

review by m. hobbs « dev: hal laboratory » pub: nintendo * avall: now

[rm—— After the long-departed Kirby’s Air Ride, we were beginning
B to wonder if the N64 would get a Kirby game. Well, it finally
has, and lo and behold, it’s cute, simple, and very easy.

Kirby 64 can be most easily compared to a game like Namco’s Klonoa, in that
it's a 2.5D action/platformer with slightly sluggish control. Unfortunately for
N64 owners, however, Klonoa is a far richer and better-looking game, as Kirby
makes do with very simple environments and unflatteringly blurry graphics.
But the game is certainly fun, at least for those who can get over playing as a
little pink ball with a face.

Those familiar with the Game Boy Kirby or Super Smash Brothers will
instantly feel at home here, as Kirby’s skill of sucking up enemies and acquir-
ing new attacks is on instant display. And by combining different enemies,
Kirby can learn a large number of moves, becoming a spiked ball of death or
even a raging fireball. Finding the best set of skills for each area is key,
though the game’s relative ease allows one to progress with just about any
iteration of Kirby.

With plenty of levels and all sorts of bosses to fight, Kirby 64 is a relaxing,
old-fashioned game that probably would have come across much better a cou-
ple of years ago. As is, it’s a refreshing page from the past for those looking for
a lightly taxing old-school action/platformer. GR
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q-WIHEEL THUNPDER

review by b. fiechter « dev: kalisto * pub: midway - avall: now

Curiously flawed and horribly mishandled, this once promising
@ D-l- arcade racing game is now a frustrating and sloppy addition to W O
Midway’s deflated Thunder series. To even call 4-Wheel Thunder 7 ‘ =
aracing game is a disservice to the genre it feebly tries to occupy. There is no rac- '
ing going on, but rather a search for shortcuts and boosts. The game’s greatest
misstep is placing you at the starting line while the other 11 trucks, buggies, quads
and jeeps start with as much as a half-lap lead, and when you gradually begin to
make a pass up to the front,
you’ll find that there is virtual-
ly no resistance by any com-
petitor, just as long as you
have a booster charge. If the
goal of the game were to
chase a single moving dot to
the finish line, its intensity

would remain the same. It’s i |
—_ i S

fast, looks great, and is simple o s =
to pick up, but 4-Wheel Thun- V. .
der’s vapid gameplay will send jo2™as : "nir27
you spiralling into mental AR

shutdown. GR

I-SPY: OPERATION ESPIONAGE

review by j.r. haugen e dev: ufo * pub: nec * avall: now

Originality can be a double-edged sword, because some- game’s amazing art, the graphics are hardly Dreamcast quality, with regret-
@ c times you get such originality as Parappa the Rapper, and tably lackluster environments. Only play this game if you're up for a serious
other times you get, well, I-Spy: Operation Espionage. It feels challenge, in more ways than one. GR
awkward to even call this a game, because most of the time
you’re just watching your agents go from point A to point B;
there’s not much action to speak of. The premise of the game is
that you are a Mission: Impossible-type spy organization that is
hired out to tamper with and steal things. You pick three to four
agents out of a pool of about seven, each with their own abilities,
and put their skills to the test. If one guy is good at locks, you
have him unlock the doors, and so on. Occasionally a guard will
get in your way, but other than that, the play is extremely monot-
onous. What it comes down to is getting your timing right with the
correct characters, which means each mission will need to be
replayed a few times to nail it down. Additionally, despite the
..........................0......l...................l..........................

NEED FOR SPEEN: PORSCHE UNLERASHED

review by e. fear = dev/pub: electronic arts * avall: now

This game could have been titled
c-|- NFS: Porsche Sunday Drive. Every
Porsche under the sun is waiting for
you to unlock and take for a spin, but you'll have to
under go hours of rigorous racing to do so.

Ultimately you’ll find a showroom full of
Porsches—from the 356 of the '50s, the 914 of the
early ’7os, and the 928 and 944 of the ’8os, to Bill
Gate’s own 959, along with every flavor of 911
(including GT3, GT2 and GT1 race variants). The per-
formance difference between the models is well-sim-
ulated: the 356 is a weekend cruiser and, on the
other extreme, the 917 shorttail racer is a nearly 116 man
unmanageable beast. Presenting the cars in three
eras—the '50s and early ’60s, late *60s through the
*80s, and the modern cars—not only helps the balance but serves as a history lesson of Porsche’s devel-
opment. And while there’s no upgrade system for the vehicles (as in High Stakes), there is a damage sys-
tem that keeps track of abuse and allows you to fix these things before each race or suffer the performance
and handling consequences.

So what’s wrong? First off, the speedo might say 100 mph, but it sure feels like about 45. For a game
based on some of the most lusted-after high-performance machines on the planet, this inhibits the believ-
ability of the power of the cars. And the Al isn’t really set to racing; most of the opponents are left in the
dust, with an occasional challenger in the later races.

If you’re a hardcore racing fan, or looking for something to supplant Gran Turismo 2, keep on looking.
But if you're looking for an excuse to cruise a Porsche, this is worth checking out. GR
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warloland 2 dev/pub: nintendo - avall: now reviewed by d. halverson
%% There’s nothing quite as refreshing as a first-party Nintendo game, especially when it’s in the
Mario universe. If you thought Wario Land was great, wait till you plug this puppy into your
Game Boy Color. Now made exclusively for the GB Color, Wario is ready for his swan song before he
makes the trip to the GB Advance, which could save 2D gaming as we know it, or in some cases, not.

Sheer 2D bliss in the Mario tradition, Wario Land 2 exhibits all of the intellectual 2D of the original,
and then some. Starting out, Wario can do little more than run and jump, but, moving about on the
huge overworld map that gradually opens up, as he progresses by by finding colored keys, opening the
corresponding chests and then heading for the corresponding exit, Wario is granted new techniques.
Like all of the great Nintendo side scrollers, you're constantly passing by things you can’t obtain and
levels you can’t reach. As Wario attains his new skills you'll re-visit each of the 24 areas (always ask
“The Hidden Figure” who hired you where to go next), which open up four-fold, making for a humon-
gous overall adventure. The gameplay, heavily laced with every 2D pay mechanic in the book, from
jumping to floating to swimming, is everything you've come to expect from Nintendo, and the mini-
games—2D golf as only the puckish Wario could dish out—are not only integral but a real hoot as well.
Graphically Wario Land 2 has a rich, sharp look to it (unless you're using some budget magnifier
instead of a Worm Light). | was a bit put off by the absence of parallax but otherwise this is certainly
one of the best-looking
games on the system.
The music, too, is of
good quality, in terms of
the beeps and bleeps the
GBC produces. While we
all wait for the imminent
arrival of the next Ninten-
do handheld, games like
Wario Land 2 help the
time pass ever so grace-
fully. A=

last blade: beyond the destiny dev/pub: snk - road to € dorado dev: planet Interactive - pub: ubl soft - avalk
avalk: spring reviewed by chris hoffman  (fthere’s OLoR| now reviewed by dave halverson  After Gold and Glory: The Road
one thing SNK is known for, it's solid 2D fighting games. __| to El Dorado’s weak showing at the box office (compared to Dreamwork’s
Last Blade: Beyond the Destiny carries on that tradition as a last animated epic, The Prince of Egypt), the games based on the movie should not be
weapons-based fighter that plays much like Samurai Shodown. Each judged accordingly, if for no other reason than the fact that they don’t stop dead in
of the game's nine immediately selectable characters uses some sort their tracks so that we can sit through some embarrassing music designed to stop 6
of weapon, be ita sword, bo staffz or (would you believe) a turtle with year olds from wiggling in their seats. The GB Color game is in the capable hands of
which they dl?Pat_Ch their enemies. Ubi Soft (via developer Planet Interactive), who have crafted an adventure that bor-
Though the action is a bit slower than rows from David Perry’s classic Aladdin for the
your average fighting game, each Ch?"' Genesis. After choosing either Tulio or Miguel,
acter has plenty of flashy special you’ll have at the streets of The Spanish Village
:n(:jvilsetzri]lidthﬁhgrzzgtlcsa?tret;;fjelr:e?: and from there follow the chronology of the
S numerods L lFi)ke ,story gtir,ne movie religiously in a classic 2D gameplay
: ; Sl environment. Each character wields a sword to
trials, survival, and two mini-games, d : : .
: £ eal with enemies, and besides the usual run-
plus a massive gallery of goodies to -
unlock. Last Blade has high replay and anc [eme form‘ula, L Eho, grab.onto
funfighting, B lec'iges and Pfoxs.t themselv.es up, adding a
Prince of Persia-like mechanic to the proceed-
ings. There’s also a nice bit of sprite scaling as
they make their way into doorways, openings
in the jungle, etc. Especially notable are the
character’s animation routines, which are sur-
prisingly fluid for a GBC game, the vastness of
the environments, and the music, which is
good considering the hardware. Things to tend
to get monotonous as the gameplay rarely
changes, and it is on the short side, but overall
El Dorado is one of the better side scrollers
available for the GB Color. Still no parallax,
though. C+
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The first collectible in Gamers” Republic’s

exclusive action-figure collection has

arrived! We're proud to offer this

Gamers’ Republic limited-edi-

tion Major Kusanagi action /0y

figure from Ghost in the Shell

while supplies last. You can’t get your hands on her any-
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It is far from being the game Crave first released shots of. You
remember them: player models that appeared to push two or three
thousand polys inside a level that looked to be a manipulated ver-
sion of Chicago’s Municipal Skate Park. But Pro Skater for the
Dreamcast still manages to impress.

The Dreamcast version of Pro Skater is exactly the same game
many of you intimately know on the PlayStation. Other than some
cosmetic touch-ups that I'll get into a bit later, Crave has done an
admirable job keeping the integrity of what Neversoft crafted.
There are no new levels, no reconfigured levels, not even an added
ramp or rail in that sweet spot you wished was one, but with the
original formula so potent, change just wasn’t necessary.

Player models and environments are in beautiful hi-res and have
gotten a noticeable allowance in extra polys. The skaters have bet-
ter definition, lending a more realistic look. Even the skateboards
have gone from being simple blocks to actual 3D reproductions. On
top of the extra polys, skaters will also run through a series of end-
ing animations when the clock expires. Skaters will wave, pose,
and even celebrate at the end of each run. Basically, Crave fleshed
out the existing animation routines.

As far as the levels go, they look great and, better yet, move at a
comfortable 30 frames—which is adequate, but by no means push-
es the Dreamcast hardware in any way. In fact, the levels are rather
small and should be able to be displayed without any draw-in,
especially if only running at 30 frames. Instead, Crave focused their
attention on rounding out the ramps and pools, adding some extra
polys to complement the new textures.

Extensive lighting effects have been tailored throughout the
indoor courses, while bushes and trees fill the once-empty planters
during the outdoor courses. Other little touches include more
defining transparencies in windows and, in some cases, the ability
to see through them: storefronts in the Minneapolis level showcase
multiple televisions that display the current video running on the
billboard screens. Some additions are so subtle, you might not
even notice while you whiz by scouting the next spot to hit.

Which now leads me to control. The game controls great with the
analog, but | have become accustomed to using and actually prefer
the digital pad; it helps me execute the exact move | want, espe-
cially since buttons perform the basic function, like an ollie trick,
grab or grind. The direction you hold while tapping one of these
buttons will result in a variety of moves you need to integrate into
your line, and it is here is that the inaccuracy of the analog con-
troller can lead to repeated and unwanted moves.

The word “port” has come to hold negative connotations—why |
am not sure. | see nothing wrong extending the likes of something

(
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special to different consoles. It only helps the market and reaches
people who otherwise might not be able to experience a particular
game. The success of Pro Skater will without a doubt stretch to the
Dreamcast, and for some, will be the reason to buy a Dreamcast-
even if the game is a port. The only thing missing from the review
copy Crave sent is the four-player mode. So | cannot comment on
the effectiveness, frame rate or fun factor that it may have. Even if
it is a horrific extra, there is enough to the existing game that it
wouldn’t change my opinion: Tony Hawk’s Pro Skater is a superb
achievement—on any system. GR
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TONY HAWK’S PRO SKKATER

developer: crave publisher: crave available: may
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Stilted for reasons
unknown, Striker Pro 2000
slips a few months from its
initial release list and yet
ultimately looks and plays
remarkably like the pre-
view code we had back in
December. This is, howev-
er, not a bad thing: Rage
has done a nice job keep-
ing the frame rate from
choking up and delivers
sharp images with natural-
looking animations. The
default camera seems to

have been pulled back a
bit, and the CPU has defi-
nitely been training during
the past few months: it will
run authentic play patterns
and defensive strategies
depending on score deficit
and time left during a
game. This results in multi-
ple passes not only to
move the ball down field,
but also to position nearby
teammates for a likely
goal. While playing it is a
bit harder to recognize
these patterns since you are focused on keeping up with the
action, but when watching a game play out it is interesting to see
the approach and intelligence the CPU displays.

| am not afraid to admit | know little about the current state of
soccer and which teams are rivals. If | did, though, this game
would be about be the best thing I could hope for in a soccer
experience. There are 70-plus teams to command, complete with
editing abilities—you set specific divisions, change uniform col-
ors and even the name of the team. On top of this, playing condi-
tions can be altered to best fit the situation you want to brave. Set
up nighttime games with rain, shuffle through a game played in
the snow; you can even tweak the penalties and rules to make the
game as hyper-
sensitive or for-
giving as you
like.

Play mechan-
ics are simplis-
tic and help
anyone  who
wants to enjoy
a game with lit-
tle confusipn or
frustration.
Separate but-

gamers’ republic sports

tons are mapped for passing, sprinting and shooting. Learning
how to keep up when on defense is tricky and will require the
most time adjusting when you pick the game up for the first go-
round. The CPU moves the ball efficiently and effectively, which it
should. But the game is scripted to highlight your closest man to
the ball. This causes quick bursts of control of a player before the
scripted routine regains control and alternates to another player.

Complemeriting the gorgeous visuals is equally impressive
commentary. Provided by a collection of three commentators,
Striker Pro 2000 has the genuine sound of an international sports
broadcast. The opinions and observations are triggered and often
a repeated sequence, but they’re still very energetic and fitting.

The game is tight. It has everything from the simple interface
and modification screens to the look and feel of a bona fide soc-
cer game. There isn’t anything different or innovative in play
mechanics, which ultimately and unintentionally make the game
handle like others already on the market. That said, it is hard to
state whether this is a bad or good thing. | guess it is bad because
one’s interest may die after only a short while, since the game
doesn’t push the player to learn new techniques. And good
because the simple commands keep the game moving.

Not since the days of the Genesis has a Sega system been able
to deliver highly playable replications of a sport. Striker Pro 2000
helps to solidify the growing library of first-generation games and
showcase the ability of the Dreamcast. GR

STRIKER PRO 2000

developer: rage publisher: infogrames available: may
P

o
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Probably the best elements of Kurt Warner’s Arena Football Unleashed that can’t be
found in any of Midway’s NFL Blitz games are the after-play shenanigans performed on a
downed player: repeatedly stomping on his body with both your feet, throwing him into
the wall, picking him up by the neck and shaking him around before throwing him to the
ground, and getting him in a headlock and repeatedly punching him in the face. The NFL
didn’t approve of those types of moves in its Blitz-licensed games.

This game is pretty much NFL Blitz with unique Arena Football specifics: a short, 50-yard
field; 85-feet wide; only a couple feet between the bleacher walls and the sidelines; punt-
ing is illegal; only six players per team; and there are two nets on both sides of the goal
posts and if the ball hits them and bounces back into play, it’s a live ball.

All of the AFL teams are included, four players can play and there is a cool option to play
a tournament mode with single, double and best-two-out-of-three elimination, making it a
good party game. There's a pretty good selection of offensive and defensive plays, and as
with the other Blitz titles, the game moves at a : i
pretty quick pace, probably quicker, satiating —i, I—I < 8
those quick gaming fixes. But the graphics here ,roxi?g'% e
aren’t very attractive—they looked rushed—and |
the sound is standard Blitz fare. In fact, this is
essentially a recycled game of Blitz. If you’re an
arena league fan, go ahead and pick it up, if not,
well then, don’t bother. GR

gamers’ republic sports

ARENA FOOTBALL UNLEASHED

ripublisher: midway available: spring
Py B

Being developed by Attention to Detail, the team responsible for the manic
techno racer, Rollcage, Sydney 2000 is set to release in August on several sys-
tems: Dreamcast, PC, PlayStation, N64, and GBC. Obviously these screens are
from the DC version, but Sydney 2000 is looking impressive on all the systems. As
for the gameplay, while we have yet to see or hear exactly what type of controls
are to be involved (hopefully none of the frantic button mashing or un-user-friend-
ly schemes so prevalent in past efforts), we do have the lowdown on what kinds
of games will be included.

Sydney 2000 will include play for four (N64, DC) to eight people (PC via LAN, PS)
in the following events: 100m Sprint, 110m Hurdles, Hammer Toss, Javelin Throw,
Triple Jump, High Jump, 100m Freestyle Swimming, Olympic Sprint Cycling, Skeet
Shooting, Super Heavyweight Weight Lifting, 1om Platform Diving and Kayak K1
Slalom.

There will be a variety of modes to chose from: single player, multiplayer,
arcade, head-to-head, coaching and Olympic. The authentic environments will
include six Sydney 2000 Olympic game locations and 18 pre-Olympic areas. Some
of the finer touches will include real-time facial expressions, variable breathing
rates, muscle bulging (let’s see that on the GBC) and a TV-style presentation with
more than 600 camera positions.

If the gameplay mechanics can come anywhere near to the quality of these
images, then we’re in for quite a treat. GR

gamers’ republic sports
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- Sports previews

The NFL GameDay
franchise is on its sixth
title, one for each year of
the PlayStation’s exis-
tence. Until GameDay
arrived, EA’s Madden
series was the top
pigskin game in town.
Then 989 (actually U.S.
Gold) came along and
the rest is history.

NFL GameDay 2001 may quite possibly be the last on the system,
as Sony has taken 989 Sports in-house and may move them all to
PS2 development. But until that time, GameDay 2001 looks to sat-
isfy. Due out in August, the game will feature improved player mod-
els (each scaled to the actual height, weight and body style of the
real players), photo-realistic stadium models, and new character
animations such as sideline tip-toe catches and upending tackles.
The game includes more than 200 new motion-captured moves.

The realism players have come to expect from the series will be
included, as the playbook was culled from 55 NFL players, and 17
pros helped design the CPU’s Al.

With Sega’s own NFL franchise creating new waves in the indus-
try, Sony’s got their work cut out for them. We'll soon see what
they answer with. GR

gamers’ republic sports

With the 1999-2000 NBA playoffs gearing up as of this writing, the
mere thought of the start of the next NBA season is out of the ques-
tion. But yet with the information and the couple of screens Sony
sent to us for NBA ShootOut 2001, look to the future we must.

As with the football genre, Dreamcast’s NBA2K has dented the
sturdy coat of armor that the PlayStation has worn so valiantly when
competing for the sports system title. But there’s a reason why
ShootOut is on its fifth release. The games have come to be one of
the premier franchises in video game hoops. Touting one of the best
five-on-five engines in the industry and with its eight-player option,
ShootOut is one of the ultimate console multiplayer experiences.

NBA ShootOut 2001 adds the ability for players to draft rookies
and build them into NBA superstars. Joining 989’s Touch Shooting
mechanism of last year is the Touch Dribbling system, to quicken
the pace of the game.
New player models
and superstar player
animations have also
been incorporated, as
has a new TV-style
format. But will it all
be good enough to
keep hoop fans on the
PS? GR

gamers’ republic sports

NFL GAMEDAY 2001

developer: 989 sports publisher: electronic arts available: aug .E
Pt

NBA SHOOTOUT 2001

developer: 989 sports publisher: sony available: november
erion

Like basketball, hockey starts at the end of one year and fin-
ishes in the beginning of the next year, so the 2001 moniker
again rears its head. (Which makes me wonder, why all the
recently released baseball games end with 2001?) And like
989’s football franchise, NHL Face-Off is hitting its sixth title
(989’s ShootOut missed release in 1998) with a somewhat rocky
history compared to EA’s NHL series. But last year’s effort was
an improvement over NHL 99, and included some of the best
audio in sports-game history.

Scheduled for a September release, NHL Face Off 2001 looks
to build upon the ice hockey franchise with the addition of an
enhanced line manager and the inclusion of four new play

modes: Tournament,
ShootOut, Practice and
Draft. The title will also
include the new teams
slated to join the NHL in
the 2000-2001 season:
the Minnesota Wild and
the Columbus Blue Jack-
ets.

We hope to get a look
at this and all of the 989
Sports titles at the E3
show in May. GR

gamers’ republic sports

Back  with
what appears
to be a new
strategy is NFL
Quarterback
Club 2001 from
Acclaim. Last
year, Acclaim
made the mis-
take of trying
to brand their
sports line on
the Dreamcast,
which ended
up only helping drive home how amazing Sega’s own sports
game are.

This year, Acclaim has taken the dignified move and will cre-
ate the Dreamcast version with specific attributes to take
advantage of the system. This will hopefully result in 60 frames,
extra and smoother animations, and better overall gameplay.

From the current look of the game, it still falls short in visuals
and complex player models. But according to the press docu-
ment the whole stadium including players will be highly
detailed and strung with ambient actions. GR

gamers’ republic sports

NHL FACE OFF 2001

developer: 989 sports publisher: sony available: september .E
ey

NFL QBC 2001

dev: acclaim austin/high voltage pub: acclaim available: august e
I da Rt
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Back in the 16-bit
era, which wasn’t so
long ago, we went by
an entirely different set
of rules pertaining to
the technology of
video games. Where
there’s now clipping,
we complained of flick-
er; stuttered frame
rates, slow down; and
chunky polygons,
small, poorly animated
sprites. We also had to
contend with some-
thing we barely think
about these days—the

repetitive porn music that many a cartridge game could dish out, the result of too little . BLAZE 131790 E TIME
- = 2 X
memory reserves after the graphics and effects gobbled it all up. There were those games, Eﬁ!

Syjpeime
though, that got it all right, and Streets of Rage was one of them. i :

The industry standard at the time was Capcom’s Final Fight, which appeared sans lus-
cious babes on the mighty SNES (a whole other story). It seemed no one would topple the
king, until Yuzo Koshiro and Sega of Japan got together and blew it out of the water with
Streets of Rage. Although the Genesis displayed far fewer colors than the SNES (64 as
opposed to 256), Rage looked better, and even though the SNES had a far superior sound
chip, Streets of Rage sounded better. Yuzo Koshiro worked magic with the Z-80 sound chip
and delivered the first techno soundtrack to 16-bit. It would mark the beginning of the 16-
bit music wars.

Streets had big, nicely animated sprites, clever use of parallax, diverse levels laden with
fresh obstacles, and a babe in tight red leather to go with the then- staple male duo, which
always included one faster and one stronger. Streets of Rage 2 took things a step further,

adding the first in-line skater to the beat-’em-up trade (D} Boy used conventional roller
skates) complete with a host of grabbing and combo moves previously unseen in the
genre, and some of the coolest backgrounds ever. The Streets of rage 2 soundtrack stands
as one of the Genesis’ best ever. The final Streets of Rage on 16-bit (we firmly believe the series will continue on Dreamcast),
Streets of Rage 3 added further to the roster and features with 6 characters and 6-button control. It also stirred up some con-
troversy here at home. The Japanese original (Streets was known as Bare Knuckle in Japan) featured a flaming homosexual as
the first boss. | mean, this guy was on fire. Of course, he never saw the light of day here in the States. An indelible part of beat-

’em-up lore, Streets of Rage is a true GRkive. -Mi=mLie HoL usrenm
‘“VEVS
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World Republic opens this month with an interview with Gust, developers of the PS2’s first futuristic racer, Hresvelgr.
We’ve also got what will certainly be the last review of a new Saturn game in Capcom’s Final Fight Revenge, and it’s a
stinker. And be sure to check out our take on KOF ‘99, Gradius Ill&lV, DrumMania, Fantavision, and more for PS2.

World Republic Interview - developer gust - publisher gust * available in japan may

— =]

Gust is known in Japan for their successful RPG Marie’s Atelier, a
quirky and rather simplistic game with a female following that out-
numbers males 5 to 1. Now their collective eye is focusing on the male-
dominated market with the future release of a PlayStation 2 racing
game called Hresvelgr. While in Japan for TGS, GR sat down with the
company for an exclusive interview.

GAMERS’ REPUBLIC: WHY DID YOU DECIDE TO CREATE A RACING GAME FOR
PS2?

Gust: Well, first of all, as you know we have been creating RPGs such as
Marie’s Atelier for PS, and | wanted to create something that would be
graphically intriguing, yet fun. Also, | wanted to achieve something dif-
ferent and challenging as well. It is somewhat easy to create RPGs—I|
mean, one like Marie’s Atelier for PS—and if | make a sequel to Marie’s
Atelier or Ellie’s Atelier, there is no point in creating the game for PS2
with its awesome graphic power. It would be sort of a waste to develop
our RPG titles for PS2; why spend the time creating something that can
be played on PS, don’t you think? The spec of PS is enough for what we
have done with our RPGs. Because | wanted to maximize or utilize the
power of PS2, a racing game came into my mind.

GR: WHEN DID YOU FINISH CONCEPTUALIZING AND PLANNING AND START
THE ACTUAL DEVELOPMENT OF THE GAME? HOW CLOSE TO COMPLETION IS
m?

Gust: | finished all the planning by summer last year and started devel-
oping the game in September. It has been quite a busy time. | have not
slept much these days [smiles]. | think about 90% of the game is done.
Currently, we are working on what to put on the CD-ROM, meaning music
and FMV.

hresvelgr © gust 2000.

Gust’s Shinichi Yoshiike, left, and Kae Matsubayashi, right.

GR: WHERE DID THE NAME HRESVELGR COME FROM?
Gust: It is based on a name from Northern European Mythology. It basi-
cally means Phoenix.

GR: WHAT IS THE MOST IMPORTANT PART OF THE GAMEPLAY?

Gust: Well, the most important part of the gameplay would be the race
tactics. You have to move up and down or side to side, trying to stay on
the power band, at the same time attacking your competitors with
weapons. There is a lot to think about during the race, but | hope this
gameplay entices those who long for different kinds of race games.

GR: THE GAME LOOKS A BIT LIKE F-ZERO OR WIPEOUT. WHAT IS THIS GAME
BASED ON AND DID YOU BORROW IDEAS FROM THOSE RACING GAMES?
Gust: [Smiles] Everyone who has glanced at the game images often says
that. However, | did not borrow ideas from those games nor the concept.
Personally, | like auto races, especially Formu-
la 1. | am really keen on F1,
and | like the F1 series =
from Psygnosis as MM

www.gamersrepublic.com




well as Ridge Racer. With the power of PS2, | thought, Now | can
create something that can be exciting. But also something differ-
ent from ordinary racing games where your vehicle just moves
left to right or right to left. In the case of Hresvelgr, you operate
vehicles in a 3D environment. There is yaw, roll, and pitch. Each
stage or course has a power band, a sort of energy supply strip
laid out along the course, and your planes fly by being right with-
in the energy field or power band. If you fly within the range of the
power band, your plane gets a supply of energy, so you can go
faster and utilize the functions of your particular craft. But once
you get out of range, you will lose speed and no optional features
that come with the plane can be utilized. By incorporating 3D
environments with the power band, it has become possible to
have gameplay in which you have to always consider the best
possible maneuvering line, which is the most important concept
in any racer.

GR: IS IT DIFFICULT TO MAKE PS2 GAMES?

Gust: To be honest, it is difficult. Since there are not many
libraries available for the games yet, each developer has to cre-
ate [libraries] from scratch. It has been a very time consuming
process for us.

GR: IT MUST HAVE BEEN CHALLENGING TO CREATE HRESVELGR.
WHAT WAS THE MOST DIFFICULT OBSTACLE YOU HAVE SO FAR
ENCOUNTERED IN THE DEVELOPMENT OF THE GAME?

Gust: Well, the most difficult part was how to allocate graphic and
sound data. We have struggled with how effectively we can con-
vey music and graphics in the game. Since Hresvelgr comes on
CD-ROM, we have restrictions in the amount of data that can be
contained on a single ROM, which led to difficulty in creating
music data. CD-ROMs, as you know, can contain only 640 MB.
Most of the time, there’s no problem, as code can be small, like
less than one fourth of the ROM capacity. However, music data
cannot be compressed because it loses quality, so it consequent-
ly becomes big. Each scene and music track had to be minutely
calculated to be included on the ROM. It was a backbreaking task
because we had to come up with the best possible way without
sacrificing the game concept we initially came up with.

GR: DIDN’T YOU THINK ABOUT PUTTING EVERYTHING ON DVD?
Gust: Well, we thought of that, but if we did it would have been a
waste of space on DVD. Everything has to be efficiently calculat-
ed, especially in the economical sense, you know [smiles]. Cur-
rently, to print on a single DVD costs about twice as much as
printing on two CD-ROMs.

GR: WHAT KIND OF GRAPHIC TOOLS WERE USED FOR THE GAME?
Gust: We used Light Wave.

GR: WHAT DO YOU THINK OF ANTI-ALIASING EFFECTS ON PS2? |
THOUGHT PS2 WOULD DISPLAY EDGES OF MODELS IN THE GAMES
MORE PERFECTLY THAN THAT OF DC. FOR EXAMPLE, RIDGE RACER V
SHOWS JAGGED EDGES ON CAR MODELS. WHAT IS YOUR COMMENT
AND HOW WILL HRESVELGR BE IN THIS RESPECT?

Gust: Well, when you have high resolution, you see things more
clearly and so there are the edges. | would say that it is a give and
take regarding how the images should be represented. It would
be nice to have anti-aliasing, but to do so takes up valuable ren-

www.gamersrepublic.com
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dering calculation and the entire image could be compromised.
GR: ARE YOU THINKING ABOUT RELEASING THE GAME IN THE U.S.?
Gust: Yes, we would love to. But it all depends on whether the
game becomes successful in Japan. If it does, then its prospects
improve, and SCE will most likely bring it to North America. I'll
just keep my fingers crossed [smiles].

GR: ARE YOU PLANNING TO DEVELOP GAMES FOR DC?
Gust: No, we are not planning anything for DC.

GR: Is THERE ANY GAME DEVELOPMENT GOING ON OTHER THAN
HRESVELGR?

Gust: No. Since we have a relatively small staff and are always on
a tight schedule, as you can guess, it is impossible to engage in
multiple game development like Konami or Square. We have to
finish Hresvelgr before we can tackle any future projects.

GR: Is THERE ANY MESSAGE FOR GAMERS OR PROSPECTIVE PLAY-

ERS OF THE GAME?

Gust: | hope everybody plays the game and experiences it. The
game is very unique and challenging compared to the other rac-
ing games. | hope that the game entices players who want to play
a different style of racing game. -J. SRAIXAI

—-—————-\

0000-000 - <




IMPORT GAME REVIEWS FOR |

ITHE NEW MILLENNIUM

|

world republic

page 88

World Republic Review - developer/publisher kenami - available in japan now ... ...
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Konami has fashioned an interesting repertoire of
games under the Bemani umbrella. And refreshingly
enough, each new incarnation has been able to feel
and play a bit closer to the real-life instrument. Their
most recent effort, DrumMania, hints at what will
without a doubt help lead to an entire four-member
virtual band.

For those who don’t know, the entire Bemani series
has used the same look and play mechanics. A series
of different colored cues drop in patterns that the user
must rhythmically tap on the provided instrument.

DrumMania has taken this play style and stretched
it to a wider variety of music types and even included

the feel of being a drummer in a band. Instead, you
play precisionist alongside a scripted drummer who
will automatically run through drum rolls and such. If
you want to brave the unforgiving nature of Session
mode, you can try your feeble hands at taking respon-
sibility for all of the drumming cues, but be warned
that it becomes frustratingly difficult to limber up and
memorize the complex patterns.

As Bemani games go, DrumMania stands as the
closest thing to re-creating the feel of playing the
actual instrument. That said, one would almost be
better off investing the time taking drum lessons,
because DrumMania will require the same amount of

remixes of songs found on GuitarFreaks, which can be effort to learn and master. -T. STRaTTON
accompanied by up to two other people using con-

trollers or, even better, the guitar
made for the game.

Standard mode really doesn’t lend

World Republic Review - developer/publisher & e soft * available in j
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To date, most compelling golf video games have been those that
involve genuine physics tied with simple play mechanics. No one
ever expects the graphic power of a golf game to overly impress, just
as long as the courses are varied and balanced. Enter the PS2 and
T&E Soft. Those who used to look and laugh, now sit and play.

The interface is fairly standard. A familiar swing meter gauges
power and accuracy. Still, the learning curve is a bit long, so expect

to play through around 36
holes before you truly begin to
understand the science of dri-
ving and putting.

Now the best asset Golf Par-
adise holds is the organic
graphics. Water hazards look
amazing, trees sway gently during a strong enough wind and a
free-roaming camera allows you to see all of the small details
strung along each hole.

There are many incentives to complete tournaments like secret
courses, extra characters and new clubs. The game is balanced
delicately between a serious sim and a lightweight take on the
sport. -T.STRaTTON

WORLD JXP 6234.056 B18104 648.318

Dreamcast Review

Twinkle Star Sprites, a conversion of
SNK’s Neo Geo coin-op, is a strange
hybrid of hardcore sprite-filled 2D
shooter action with a dose of versus
puzzle battling. Strange combination,
huh? The screen is divided in half verti-
cally and players are confined to their
side, where they take on wave upon
wave of happy colorful enemies. The
trick is that the more enemies you shoot
and the more you destroy in close-prox-
imity combos, the more enemies and
firepower unload on the other side of
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the screen where a CPU or human oppo-
nent is madly shooting away as well.
There are no bosses or set level
length—the goal is to make your oppo-
nent lose, like in Super Puzzle Fighter.
The graphics are lovely, and the twitch
action is great (especially against a
human opponent), but the lack of boss-
es and variety leaves the game without
long-term appeal. Twinkle Star Sprites
is better in the arcades where you can
just get your quick fix for a quarter.
-C.HOFFmMan C+

Fantavision is unique and surreal, brilliantly col-
orful and fantastically beautiful. On any other sys-
tem the game would be a casual distraction, but
on the PlayStation 2, it becomes an often mes-
merizing experience.

As much of a tech demo as a game, Fantavision
floods the screen with trails of different colored
fireworks, requiring you to link as many as possi-
ble before they fizzle out. At least three like
colors must
be linked for
an initial
explosion,
and multi-
colored
chains can

be formed when connected by glowing cores.
There is certainly a method to exploding every fire-
work onscreen, but the numbers can become so
overwhelming that sometimes the best strategy is
to stop calculating and simply pound on the con-
troller. Once you get into the flow of setting up
double-digit chains, the screen vibrates with a
stunning light display.

The fireworks aren’t the only stars of the show.
After starting from a beautiful bird’s eye view of an
intricately detailed cityscape, the game moves into
space, where the compelling ambience is height-
ened by backdrops of earth, a space station, plan-
etary colony and worm hole. This celestial tour
may be a short one, but its breathtaking sights are
worth the price of admission. -8. FiecHTer

drummania © konaml 2000. golf paradise © t & e soft 2000.
fantavision © sony 2000. twinkle star sprites © snk 2000.
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For all those itchy trigger fingers out there, relief has arrived. Konami has come to the rescue of shoot-

It's about time we have the tech- er fans everywhere by releasing Gradius 11l & 1V, a collection of two of the most intense blasters ever, in
nology to make the pool game we've ([ arcade-superior form. Both games feature some of the wildest pattern-based action ever found in a side-
?'l]lisbgsg]ewg;g:,gt anr\'lel,;" ffrfer:ﬁi: scrolling shooter, along with an incredible array of weaponry, legions of enemies, ingenious bosses and
ratio with the PS2. OK, so a pool more sprites onscreen than should ever be seen by sane human eyes. Gradius I (originally seen in
B game is a pool game, and you're not 1989) finally comes home in arcade-perfect form with all the original enemies and levels that never made

f;’i’;gbﬁﬁi:r“dys‘ﬁa“nﬂj;isgl‘jt‘"{lfij 2:;?6 it into the old SNES conversion (although the extras packed into the 16-bit version have been removed).

does make use of the PS2’s abilities. Gradius IV, which graced arcades last year, is simply stunning with its beautiful graphics and awesome
animation, highlighted by morphing bosses and fluid rivers of
lava. On top of the flawless arcade ports, this CD is full of
extras like an FMV intro, bonus games, a beginners mode, a
score-attack mode and a sound test that may be worth the
price alone. Even on PlayStation 2, 2D is alive and manic as
ever. -C. HOFFMan

The controls take advantage of the
analog buttons (even the D-pad), for
camera controls and stroke power,
the physics are accurate, and the
textures on the balls and the tables
are finely detailed. The back-
grounds, however, are nothing spe-
cial. The game starts you out with
lessons where you learn basic
maneuvers, such as the stop shot,
and works you up to more compli-
cated skills involving hitting the ball
at different vertical angles. You then
take on both game-created and real-
life opponents in a variety of games.
It feels about as close to the real
thing as you can get without actually
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PlayStation Review

in japan now

£ By SNK When | heard Final Fight was coming to Saturn, | was ecstatic. When | heard it was a 3D fighter, |
The King. of Fighters franchise || cringed. When | played it, | was in agony. What has Capcom done to my beloved Final Fight? It’s a leg-
ism't the standard bearer it once || €ndary series and the Saturn can run awesome games, but Final Fight Revenge, to put it kindly, is
was. Not only do KOF's visuals look garbage.

dated, but this conversion has mild- Maybe if it had come out five years ago, Final Fight
ly ?elaved Ctonffr?lf that“m?fke ISPE- Revenge would have been OK. The character models are
Clal moves tou 0 pull oft, alon, ” H

bl ot logadingptime 1 hai poorly.done. can E)ractlc.ally count the polys usc’ed on
always sunk this series on PlaySta- e.ach flghter..They re animated badly, they aren’t the
tion. KOF g9 has lots of nice fea- right proportions and they’re devoid of detail: you can
tures like 32 fighters (including sev- barely see Haggar’'s moustache. Backgrounds are like-
eral new characters and three ver- || wise dull. Simple arenas with three-color floors and
sions of Kyo), an art gallery, a char- || uninspired 2D backgrounds in the distance just don’t cut
acter color-edit mode, plus some || it any more. And if Capcom had wanted great music, all
cool visual tricks like haze effects, || yhey had to-do was remix the great tunes from the origi-

but all the extras really don’t help i ot I - i
FaKe. the gaiie Ay i fiin, The nal, but instead we get insipid audio that will make you

:W
: R
g
gn

new “striker” characters (much like reach for the mute button. At least the control is OK.
the helpers in Marvel vs. Capcom) In fairness, the programmers had some good ideas.
don’t add much either. Stick to the The character roster, consisting of Haggar, Cody, Guy,

older King of Fighter games instead. || Andore, Sodom, Rolento, Poison, Edi.E, El Gado and
-C.HOFFMan ¢

Damnd could have been cool, and the inclusion of
weapons lying about the arena is interesting. But the
lame special moves and laughable animation buried
these ideas in a heap of sad execution.

What could have been a beautiful sprite-based side-
scrolling brawler sending the Saturn out with a bang
instead wound up as a miserable mess that insults Final
Fight fans and Saturn owners every-
where. Capcom’s revenge is painful g i
indeed. -c.HOFFMaN e S

billiards master 2 © ask 2000. king of fighters '99 © snk 2000. www.gamersrepublic.com
gradius 111 & IV © konaml 2000. final fight revenge © capcom 2000.




IGOGEEE 0w KONG DD —— e pipl e /5 5,
GORGEQUS @) . = O A MAN CALLED o R
COLLECTION ©) R STORM RIDERS

HONG KONG DVD

wmmm:’\nr TITLES Avnunnu .
Z8

g

Tag Tournament

SRP 16.99 BAN 13 50

COME VISIT OUR STORE N WEST L; 2961 SEPULVEDA BLVD, WEST LA. CA o send i order requests, check /money orders fo:
‘/e d ﬂta | ls BANZAI aNiME 3010 WILSHIRE BLUD. P.0. #314 Lbs Gngeles, CO 90010

rwwnamﬁ]amme g LEL (310)] 231-6080 - AN [3]0] 231-6082




e

Coming in 2001, newly remastered,
with extras, and on DVD!

- Proneer

©1998 Triangle Staff/Pioneer LDC
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COMING MAY 2000

GOMIING T0 A STORE NEAR YOU

Nazca - Betrayal of Humanity V.3 DVD $29.98

Nazca - Betrayal of Huma,nity .3 VHS-Duh $24.98

- Betrayal of Humanity 3 VHS-Sub 52998

- Picture Perfect V.17 DUD $24.98

'Fﬂkéﬁlnn- Water Blast! V.18 DUD $24.98

j Sailor Moon - Hearts in Ice [S Movie) 2 DVD $29.98

k $29.98

Trigun - Lost Past V.2 VHS-Dub $24.98

Trigun - Lost Past V.2 VHS-Sub $29.98
EUMINEV JUNE 2000

gi - Summoning Seiryu V.14 VHS-Dub $24.98

Fushigi Yugi - Summoning Seiryu V.14 VHS-Sub $29.98

Miffy - Miffy at the Zoo V.2 VHS-Dub $12.98

"gi Yugi VHS Box Set (Vol. 1-8) VHS-Dub $99.98

HS Box Set (Vol. 1-8) VHS-Sub $99.98

$29.98

rs (El Hazard TV] Box Set (Vol. 1-7) UHS-Dub  $59.98

Wanderers (E| Hazard TV) Box Set [Vol. 1-7) VHS-Sub ~ $59.98

$29.98

MOTION PICTURE COMPANY
WE KNOW MOVIES
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MAZE VOL.1
& REVIEWED BY CHRISTINA ALEXANDER

+2000 CENTRAL PARK MEDI
60 MINUTES-ENGLlSH DUBBED

36 ACTION/COMEDY

Maze dumps the viewer into the middle of a
rather confusing storyline. The fairly horrific dub-
bing doesn’t help matters either. From what can be
gleaned from the mass confusion, Maze is a pretty,
young girl, who has been transported to another
world. Supposedly she has some sort of special
powers that allow her to control a giant techno/bio
suit of armor, but there is a big catch. As soon as
the last rays of sunlight fade from the sky, Maze is
transformed from a shy girl into a raging lecherous
young man. Her chosen traveling companions are
an argumentative band of warriors. Their rather
vague goal is to rescue a princess from a cult of war-
riors. In the first episode, Maze and her friends are
approached by a fairy that desperately needs their
help. After agreeing to help the beleaguered fairy,
the group finds itself in a town oppressed by a sin-
gle dictator. Upon arrival, Maze is then captured by
the dictator after being invited to the castle. Why? |
don’t know. But that’s the kind of storytelling that
runs rampant through this anime. The story starts in
a less than desirable position, then proceeds at
roughly the speed of sound with little to no expla-
nation.

The art and animation is uninspired and sub-TV
quality—think Slayers, but with much less imagina-
tion. Some anime can be forgiven for this as they
make up for it in other ways, but this is not the case
with Maze. Small elements of Slayers-style comedy
can be seen in Maze, but it just can’t seem to
achieve the same level of humor that is found in
Slayers. I'm sure that the humor factor could have
been increased had the voices been anything above
the absolutely unbearable mark—only an inhuman
will of reinforced steel kept my finger from the mute
button. Other than the scenes of the lecherous male
Maze hopping on anything that vaguely resembles a
female, there really wasn’t anything to laugh at.
Unimpressive character design and poor animation
also plague this anime: it was too easy to confuse
one character with another. Maze needs help in sev-
eral departments, but having decent voices would,
at the very least, boost it into the “marginally watch-
able” category.

JAPANESE

DEO

010101010107

FU=F1¥ib :1.818.995.3383 (FAXERES + 24RMRH)
-Amﬁnﬂﬂ%ﬁ‘*‘l*ﬂ(iﬁﬂ)&gplll'z‘(t-\-L‘h # 1 1 % F E E 5N OB DR OF NS OROEROEEENENNNOE O OE

ANIVIEeREPUBLIC I |

© GAMIERS' REPUBLIC ALL RIGHTS RESERVED 1999 - |




m@y Ui I‘."JI@WJBQ’/A mﬁ’rc{ I
r:)ﬂ tjﬂfﬁf@ of iz Ui

SARLIAA OIARIES 2

Get ready for sexy, steamy action - dive into the pages of Sakura Diaries! This
rawdy, racy romp through the lust-filled days and sex-charged nights of a group
of college students is just the kind of action to get your blood pumping and your
heart peunding, The steamy action continues in Chapter 2 as Touma'’s lie abo
getting im;%t colleg %%i’ves him a shot at the bedutiful Meiko.

Seny, racy, pulse-pounding action!

nstores )§/27/00  “" $19.98 °

M ot
Get ready for a totally new kind of adventure when the Sorcére Unf ]

embark on an epic saga of mayhem and destruction! Tasked with s%
peasants from the dreaded scourge of sorcery, they'll use any. met

fair or foul, to accomplish their goal. Find out what happens Lvhe
Carrot becomes the unwitting pawn of the evil Zaha Torte in Valu% ,\_Cj’/,;

Now the Hunters hecome the hunted!

mstores 0G/13/00 " $19.98

Jwailable at these and other fine stores:
suncoast samgoody  [UIER spapensg €A
WOTION PICTURE COMPANY ‘o, @ i : e 1
TEEARNS VI RIS 80 ese 3) [ masic better!

Martian Successor Nadesico © NEBEC / Project NADESICO « TU TOKYD  Lost Universe © TV Tokyo / Softx  Sakura Diaries © YUJIN / SHOGAKUKAN / Ki




COWBOY BEBOP \VOL.4,5
REVIEWED BY SHOLA AKINNUSO
+2000 BANDAI ENTERTAINMENT

50 MINUTES°ENGLISH DUBBED

60000 ACTION/DRAMA

God Bless Bandai and Sunrise Inc. for releasing a
show that has a supporting cast as strong as its lead.
Cowboy Bebop, episodes 6-10, plays no favorites,
and the next two volumes of this phenomenal series
do what any smart show with cult-like addictive qual-
ities should—focus on individual characters and let
the audience choose. In true form, the magnificent
Ganymede Ellegy (ep. 10) is Bebop purity. Full of the
style, wit, and irony that has gained Bebop well-
deserved international acclaim, the Shinichiro
Watanabe creative team crafts beautiful, introspec-
tive moments on the nature of human relationships,
the possibility of altruism to a fault, and remorse of
such magnitude, that can only be matched by the
best of Leiji Matsumoto. Even past this favorite,
episodes like the dramatic Waltz for Venus (ep. 8)
and Jamming with Edward—which introduces the
newest, and instantly likeable, Edward—show with
ease the team’s aptitude for juggling dark humor and
tragedy with as much skill as the best of Tarantino.

Get nine episodes deep and you start to realize
that the beauty of Bebop is in its simplicity. There
really hasn’t been a continuity between the earlier
episodes and these last five, except for the
growing cast of very simple, deceptively non-
cliche characters, that have become one
of the most endearing casts I've ever
met. Simplifying the pathos
into the singular, innately

-
ot

emotional
themes of lost
love, misplaced
honor, and soli-
tude, Cowboy
B e b o p
episodes 6-9,
like BubbleGum
Crisis, and some of the best U.S. episodic dramas
before it, follow the template of some of the medi-
um’s most powerful stories. Bebop, even now, is still
a pleasure to watch.

ANIVIEcREPUBLIC - [9] )
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SHAMANIC PRINCESS VOL.1
REVIEWED BY CHRISTINA ALEXANDER

E6 MINUTESSENELIER buBBED
6000 ACTION/DRAMA

| believe the last time I've seen character
design with this kind of shoujo/CLAMP-ish
flare was in Magic Knight Rayearth. This makes
a lot of sense because these two anime share
their character designer, the talented Atsuko
Ishida. All of the women in Shamanic Princess
score high on the unearthly beauty scale, plus
they get points for not doing the Cutey-Honey
magical clothes change that involves nudity.
Ishida’s designs manage to take what would
normally be an average anime and bring it up
from the depths of mediocrity. Can good art
and animation really save an anime? In this
case it doesn’t need to, but it certainly doesn’t
hurt.

Tiara is a guardian from another dimension,
whose magical strength and prowess in battle
is rivaled only by her anger management prob-
lems. She has been sent out by the Elder to
retrieve a stolen artifact called the Throne of
Yord. Her task is to enter the human world as
a human girl and track down Kagetsu, who is
the thief as well as her former lover. Tiara
immediately runs into opposition in the form of

$

another
guardian
who wants to help

her progress.

whoop-ass.

ture.

N\
Kagetsu by impeding “§

At first glance, Shamanic Princess (
appears to be your basic shoujo ‘&
anime, but this image is quickly dis-
pelled. But instead of informing her oppo-
nents that she fights for truth and justice, this
red-leather-sporting Sailor Scout will call out
her magical demons, and open up a can of

Epic magic battles are also a strong point for
Shamanic Princess. The use of magical crea-
tures by Tiara and her rivals look much like
the “stands” used in Jojo’s Bizarre Adven-

The excellent dubbing seals the
proverbial deal. U.S. Manga Corps
clearly spent money on these voices, and the
result is a very acceptable piece of work. For
once, | recommend that fans save them-
selves $10 and go buy the dub.

REVIEWED BY DAVE HALVERSON
+2000 MANGA VIDEO
109 MINUTES*ENGLISH DUBBED

0 0 6 0 1/2 ACTION/DRAMA

LUPIN THE 3RD - THE CASTLE OF CAGLIOSTRO

Castle Cagliostro is nothing new, having hit the streets in Japan back in
1980 and released a decade or so ago in dubbed form by Streamline. How-
ever, Manga has now given old Lupin the royal treatment and The Castle of
Cagliostro, one of the best Lupin saga’s ever, has been digitally re-mastered,
is newly dubbed, somewhat re-written (which | have mixed feelings about)
and, more importantly, is new to DVD. It’s also one of the best old-school
titles ever. Hell, it's one of the best, period. Before KiKi’s Delivery Service and
Princess Mononoke this is what famed director Hayao Miyazaki was up to.
Now a whole new generation of anime fans can discover Lupin for the first
time.

Lupin, master thief and all around smooth operator, together with his side-
kicks, the chain-smoking Jigen, and Goemon, the noble swordsman, have a
way of approaching potentially fatal situations that is simply unparalleled.

As Cagliostro opens in a classic Bond-style overture, we join Lupin and Jigen
making their getaway after the heist of a lifetime—the National Casino. As
they speed away slicing through traffic Eyewitness News style in Lupins
ultra-tricked-out (and seemingly indestructible) Fiat, the duo realizes that its
new fortune is entirely...counterfeit! Doh! Not to worry, though. In typical
style, changing a negative to a positive, Lupin resolves that this is now a
caper worthy of his amazing prowess, and decides to search out the root of
the operation and simply take it over. Inspector Zanigata of Interpol, Lupin’s
arch nemesis, soon takes chase, and we discover that Fujiko, Lupin’s com-
petition and ex-lover, is already on the case and...well, looks like it’s time
once again for some Miyazaki/Monkey Punch magic. If you haven’t seen The
Castle of Cagilostro, one of the best caper films ever, filmed or otherwise,
now is the time!

ANIVE*REPUBLIC - [
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The Idiot Menace
& ;Dubbed: $19.’99 i Subtitled: '$24’.99‘ H

" Blast mto
the past
~with g

AP
Y W

a|estic Journey
Dubbed & Subtitled: $19. 99

ICentral Park Media®

The First Name In Japanese Animation™

{ETUB OF AMERICA

[1-800-626- 4277

Iwww.software- sculptors com
{www.animeone.com L
j AOL Japanimation Station®  SOFTWARE™
keyword Japammahon SCULPTORS

Attention Anime fans!
~Play the UTENA TRIVIA CONTEST and win cool
stuff' Check out wwwcentralparkmedla .com-
; for all the fun! sun

CusMANGY

World Peoce Through Shored Populor Culrure

T nces reflect suggested retaxl pnce & may vary.in Canada. Promononal materials layout & copy ©2000 Central Park Media Corporanon Qriginal Japanese version ‘The Slayers Try* ©1 997 H KanzakaIR Aralzumx/Kadokawa/TV =
Tokyo/SOFTX Englisn verswn ©2000 Enoki Films USA, Inc. Central Park Media, U.S: Manga Corps, Japanimation Station, Mangamania and logos are: registered trademarks of Central Park Medla Corporatmn Software
o = Sculptors and fogo are trademarks of Software Sculptors Ltd. All other pmducts are trademarks of thelr respectwe owners AII rights reserved.
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BUBBLEGUM CRISIS 2040 VOL.3,4
REVIEWED BY SHDLA AKINNUSO

+2000 ADV FILM

50 MINUTES EA.~ENGLISH DUBBED

036 ACTION/DRAMA

BubbleGum Crisis 2040’s problem is a conceptual error. If the original
BubbleGum Crisis was an expression of rebellion, style, and identity
amongst the chaos of technological conformity, then how can a new cre-
ative team recapture for motivation those very personal feelings, those
expressions, into a series by younger creators who no longer have the
environment of Japan’s rigid structure and techno boom?

Simply put, you can’t. The end result is BubbleGum Crisis 2040, vol-
umes 3 and 4, continuing this new, much simpler crisis, with technical
advances in animation techniques (like the integration of computer col-
oring and cleaner cells), being the biggest draw. The pissy tradeoff is los-
ing all of the ’8os punk angst that made the first series so incredible to
begin with. The animators took what was familiar, what was cool, and
attempted to re-make them. This makes a look that is sleek and color-
ful, making the hardsuits absolutely vibrant under this new digital pal-
lete, but a series that seems a little denser in the process.

To their credit, there’s still Sylia and Priss who remain the team’s back-
bone. The writers have gone the extra mile of fleshing out Sylia’s charac-
ter, while taking the attention of the series away from Priss. The result
isn’t completely unsatisfying. Priss remains untouched, dark temper and
hardsuit-skill unsurpassed (but her band pales in comparison to the old),
while Sylia gets a silly backstory that makes her seem weaker than she
should.

Nene, Linna, and Mackie go through personality shifts, too. Each char-
acter’s role is more defined, each getting more spotlight, and often char-
acterization, in the process. Again, the price is that the personalities of
heroines are much simpler archetypes now, more anime-generic carica-
tures than any extension of what they were. Even the enemy is restruc-
tured. There are boomers here in the new, but now their design is some-
thing entirely different, more insectoid and ridiculous, than the piston-
driven beasts of design and ferocity that caused so much turmoil for the
hardsuits in the first run. The overall is considerably less cool, much
more kiddie-friendly.

QN /&

And it’s that nod to being
more accessible that hurts the
2040 BubbleGum cohesive.

Without the themes of the
original series, episodes like Look
at Yourself (the best of the series), “where a
dead man’s memory resurfaces in the body of a boomer and the resur-
rected horror goes on a rampage,” lack the emotional punch the series
so desperately wants to claim, but seem silly since the world is unbe-
lievable and the science and mechanics of the old series is dead and
buried.

In the end, it’s unbelievable seeing metal creatures turn into organic
monsters (as the new trend in anime seems to be forcing things to go),
and equally ridiculous watching these four women fight a cause that
makes little sense. It matters little, though. judging by the amount of
action this series has seen, they'd rather spend time talking romance
instead of finding themselves.

If you’re a Crisis purist, avoid at all cost. If you must buy it, however, the
Yoko Kanno theme song is a J-pop orgasm.

i
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where Fantasy, Becomes ﬁgal

N itomi Kanzaki is a typical high school girl, with typical u——(
high school problems. But when a vision of a young man ]
ttling a dragon becomes a reality, her life changes forever.
awn into a strange vortex with the swordsman, Van, Hitomi
(thrust into the strange world of Gaea. Entangled in a
iuggle over life and death, Van must learn to master the suit -

armor, Escaflowne. Chased by the Empire of Zaxbach Vau :
d Hitomi will encounter both allies and enemies in an effurt‘ ;
wunlock the secrets within Escaflowne. Hitomi's heart, stlrrqd :

“love and adventure, but at times aches with sorrow. But

1y was she sent to this world? Her journey as just begun. -

'scaflowne DVD 1 BVD
lingual DVD :
iapanese and English Audio
1glish Subtitled
Episodes - 100 min.

,|=||=- 52;.8@

|

'scaflowne VHS miB 1

inglish Language VHS
Episodes - 100 min.

A S 19.9

//’

SCAFL oM

Statue, Coming Soon!
www.bandai-ent.com

& Collectible Tarot Cards

A limited edition Escaflowne tarot card set will be made
available ONLY in Escaflowne VHS DUB and DVD releases.
Each volume will contain one card, collect them all!

Fecial 2&2
eatures fae - Bolt Crank is a mercenary. But he’s no
All 12 episodes ! ordinary man. The strong silent type-
n one 2-disc set! f&g N He doesn’t say much and prefers to let
Created by B ~ “ N @A A his actions speak for themselves. Bolt
Acclaimed Manga ' ] / ; S is gifted with the ability to eat metal
Artist Akihito . . / g ; objects and reproduce them from his
Yoshitomi 1 ! P ' right hand. Given Bolt’s lind of work,
Eat-Man comic & this comes in very handy. Saving the
serialized by Viz s lives, protecting kingdoms, and
Communications L, - destroying demons, is there anything
: ; this mysterious mercenary can’t do?

DIGITAL

The Vision of Escaflowne © 1997 Sunrise, Inc

Distributed by: Produced by:

TOWER

G (oo JANL
- . Bandai Entertainment
e PO Box 6054 Cypress, CA 90630

http:/www. bandai-ent.com or call 1-877-77-ANIME E-mail: support@bandai-ent.com



BRAIN POWERED VOL.1~4
REVIEWED BY SHOLA AKINNUSO
+1999 BANDAI E

6 0 ACTION/DRAMA

Naked women drift through blue surreality, over j-pop rock.
There’s no point, really. None of the women are from the actual
show, but the music, if nothing else, is an otaku type of “kewl.”
That’s your intro, though. An awkward mix of trippy images and
electric strings. Somewhere in the middle of the first episode,
right when the dialogue becomes so bad that you question the
quality of the dub, is when you realize the creative mess Brain
Powered is.

Directed by the legendary Yoshiyuki Tomino (original
Gundam), with music by Yoko Kanno (Bebop, Escaflowne), Brain
Powered has all the makings of something substantial. Coming
off 10 years, and perhaps 10 ideas, too late, Tomino’s ambition to

50 MINUTES EACH'SUBTITLED/ ENGLISH DUBBED

merge the better halves of Gundams bulky

tech and military feel, with Eva’s bio-mechan-

ical hipness, comes off as a blatantly inferior.
Watching Brain Powered’s aged writers dually
copy Eva concepts and sully Gundam’s themes, is
travesty. Brain Powered’s muddled attempt to merge
the Eva generation with Gundam results in confusion
and something unnaturally forced.

With a blonde-haired villain that looks remarkably like
Char Aznoble, and a heroic twin of Amuro Rei, Brain
Powered’s incomprehensible script is clumsy, off-
paced, and silly. What’s explained in Eva by off-the-
wall metaphysics, or in Gundam via goofy, albeit ' {
convincing, engineering pseudo-science, is tossed \Y’\"
in BP rapidly and matter-of-factly. Yoko Kanno’s
Escaflowne-ish score, while excellent, hides Tomino’s
poor monologues and long exposition. Writer Hajime Yadate
attempts his limited knowledge of suspense by acknowledging
how surprised the cast is when the hero manifests a new abili-
ty. The result is BP’s penchant for giving answers to enigmas
the audience had no clues existed. Too often, a villain screams,
“Your Brain Powered can ___?!” when the audience was nei-
ther given warning nor info saying the BP couldn’t. Worse, it’s
never explained what the war is about, how the Brain Powered
works, or exactly why there’s a love triangle between three of
the primary characters, when there’s been no evidence of love
to begin with.

Uninspired designs, overly dramatic characters, and bad dia-
logue - import or domestic - hurt the work beyond redemption.
Organic mecha is better handled on Eva, and social upheaval
makes better Gundam. With sub-par T.V.-level animation,
orchestrated music that overemphasizes flat characters, and
perhaps one the most confusing dubs from Anime Village
yet, Brain Powered is for modeling enthusiasts only. i~

BLUE SUBMARINE NO.6 HEARTS
REVIEWED BY CHRISTINA ALEXANDER

*1993 BANDAI E

100 MINUTES-ENGLISH DUBBED

Q Q 0 ACTION/DRAMA

Some series allow new viewers to hop in and enjoy
the story from any point. Blue Submarine 6 is not one of
those series. You must see it from the very beginning.
While still an excellent piece of work, Blue Sub contin-
‘;.(', ues down its spiral of confusion. Events are hard to com-
! e .~ prehend, and one can know what is going on without

BLue 0 . truly understanding what is going on.

SUBMARIN i Hayame is stranded at sea. Drifting with the currents,

L o g;' he remembers how he came to be in this position. Once

he is rescued by Myutu, one of the female cat-like crea-
. tures, he starts to come to some conclusions about the
. war. Maybe there was no need for war. Maybe they were
all just pawns. Would the world be better flooded by
. ocean and rid of all humans? Why can’t they reach some
. sort of common ground?
Although Blue Sub 6 puts a unique and often strange

twist on this story, it is still the simple story of survival
HEARTS

of the fittest between two groups of species. The idea
of genocide and a small population struggling to keep
their species alive is not all that new.

Blue Sub 6 also presents the viewer with some of the
best art, animation and computer graphics available in
the world of anime. My only question is: Why was it not
blended better? Whenever the incredible CGI takes the
screen, it is painfully obvious against the flat 2D images.
This makes for a rather stark and surreal world. But per-
haps this was the goal of the designers. The creature
and mecha designs that are found in Blue Submarine 6
are some of the most creative and inspired found in
anime today. The only drawback to Blue Sub is that you
only get 30 minutes a tape, so there isn’t much anime
for your money. Since the dubbing is quite acceptable,
fans should save themselves some money and buy the
dubbed version.
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Over 1500 Litles ts Choose Prom!

'YOUR SOURCE FOR JAPANESE ANIME VHS, DVD, TOYS, GAMES AND APPAREL

ALL DUD
£97%-307% OFF!

ALL UHS
£a7-507% OFF!
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SABER MARIONETTE J AGAIN!
REVIEWED BY CHRISTINA ALEXANDER

+1999 BANDAI ENT.

54 MINUTES°ENGLISH DUBBED

aaaa ACTION/ADVENTURE

Lime, Bloodberry, and Cherry
are back, and this time they
brought a friend. This OVA con-
tinues the saga of Otaru’s mari-
onettes, after their epic battle
with Faust, the dictator of
Gartlant. Normal life continues
in Japoness...well as normal as
life gets with three superhuman,
hyperactive marionettes living
within the city limits. Terra Il sci-
entists have used Lorelei’s cells
to start the cloning process of
introducing the human female into the
all-male population on Terra Il. Lime,
Bloodberry, and Cherry, Otaru’s mari-
7 onettes and the official saviors of
Terra Il have opened a restaurant and
fully integrated themselves into life in
the country of Japoness. So life is good.
But Otaru soon learns that he still has
much to accomplish in his young
life. The first of which is to teach Faust’s
marionettes, Tiger, Panther, and Luchs, how
to become slightly more domestic. With
peace settling across the planet, there is
very little use for marionettes that have
intimate knowledge of lethal weaponry
and explosive materials. After Lorelei’s
return, Faust realizes that he has three mari-
onettes that don’t know how to function in a
normal, peaceful society. So it’s up to Otaru,
Lime, Bloodberry, and Cherry to teach their
new students how to become upstanding cit-
izens. Otaru quickly accepts this new
challenge and agrees to help train the

tactless Saberdolls.

While dramatic upheaval is the
call of the day for Otaru’s personal
life, Terra Il seems to have its own

ideas about dramatic upheaval. The
normally calm weather patterns on
Terra Il are becoming increasingly
unstable, and no one can figure out
a way to stop the massive buildup
of plasma. Coinciding with the
impending crisis, Lime brings

© Satoru Akahori, Hiroshi Negishi, Tsukasa Kotobuki, Kadokawa Shoten, Bandai Visual, Sotsu Agency
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home a new

friend. A

new  mari-

onette?  Ah

well... One more

marionette added to the herd can’t
make life much harder than it already is. The
new marionette, Marine, is a shy, newly awakened mar-
jonette who comes from the sea. But why is Marine
just showing up now? Why did she sleep so long, and
where are the other two marionettes that should have
showed up with her?

SMJ Again keeps up the high-quality storytelling that
was started by its predecessor. The storylines manage
to stay heavy and dire, addressing serious issues,
while adding in a suitable amount of cheer and come-
dy to keep the mood from becoming overly depressed.
The marionettes were just so likeable from SM/, mak-
ing a second story involving them practically a must.
The added twist of having Otaru’s and Faust’s mari-
onettes attempting to occupy the same living space
makes for some great comedy situations. The domesti-
cation of the Saberdolls alone is enough to send any-
one with the meanest sense of humor into fits of laugh-
ter.

Combine the unique art of SM/, new digital color, and
fluid animation, and you get one giant, sweet lump
of eye candy. The digital color, while still notice-
able, in SMJ Again is blended exceptionally well.
It’s very hard to tell that the pictures have not been
colored by hand. The only two things that really give it
away are the less-than-spectacular super-digital spe-
cial effects, which come off looking very amateur-ish,
and the robotic-feeling trucks and pans.

As dubs go, this is one of the better ones. However,
as one biased and appreciative of anything where
Megumi Hayashibara makes a vocal appearance, get-
ting the subtitle is a must. But for those people who
aren’t nearly as picky, save yourself some money,
because the dub is still a great way to go.

There really haven’t been any changes made to
Saber Marionette, which is quite all right. Getting more
of what you love is perfectly acceptable.

ANIVIEeREPUBLIC [9)
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Season 2 Wave 1:

MKR2 Wake (Dubbed)
Street Date: 5/30/00
Pre-book: 4/18/00
Catalog #: MKRVD-0100
SRP: s24.95
100 minutesa Color

MKR2 Rise (Dubbed)
Street Date: 5/30/00
Pre-book: 4/18/00
Catalog #: MKRVD-0102
SRP: $24.95
100 minutesa Color

MKR2 Wake/Rise ComboPack

Magic Knight Rayearth

\%%%0%%6/% the return 0][ the mast mccmﬁd Anime

TV serier of 1999 - M%/c ﬂ(}%/a‘ R@ﬁzﬁ/u Searon 2!

Magic Knight Rayearth
Y Season 2 Wave 1:

MKR2 Wake (Subtitled)

/! Street Date: 5/30/00
" Pre-book: 4/16/00

Catalog #: MKRVS-0101

| SRP: $24.95

100 minutes. Color

MKR2 Rise (Subtitled)
Street Date: 5/30/00
Pre-book: 4/18/00
Catalog #: MKRVS-0103
SRP: $24.95

100 minutes. Color

MKR2 Wake/Rise ComboPack

(Dubbed) (Subtitled)
Street Date: 5/30/00 Street Date: 5/30/00
Pre-book: 4/18/00 Pre-book: 4/16/00
Catalog #: MKR2D-0120 Catalog #: MKR2S-0121
SRP: $39.95 RP: $39.95

200 minutes. Color 200 minutes. Color

The voicer o/ //(th acrors the nation have beex heard, wow anoNCig what o have all heex waiting far;
Muasic Knitht Rayearth
asic Kigght Ray
Memorial Collection 1 on DVD!

Pre-book: 4/18/00 P VIiDEO 3
Catalog #: AUDYD-0083

P SRP: $149.95
500 minutes. Color D
DOLBY
D1

Original Japanese Version © CLAMP / KODANSHA - DENTSU - YTV - TMS-H. All Rights Reservedl. English design and packaging by AnimeWorks under license 2000,

}v' SUGGESTED MKR Memorial 1(DVD)
THiN 13 Street Date: 5/23/00 DVD
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Now the latest Hong Kong Action film from Tokyo Shock - ﬂlihllll‘i)(!

They're .Sllﬂ as silk on the outside, but tough as titanium on the inside... Meet the women who are... Rohotrix!
Robotrix (Dubbed)

Deluxe Widescreen Edition

Street Date: 5/23/00

Pre-book: 4/16/00 SN i v
Catalog #: TSVD-0070  www.Media-Blasters.com
SRP: sch.95

99 minutesa Color
A release of Toyko Shock. Copyright ©1893 STAR TV Filmed Entertainment, Al ights Reserved. Licensed by Media Asia Distribution Limited.
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ew you'll not find any-
arately). Elsewhere

of these great foys, who needs
the game? Go out back and play in the
yard with Palisades Marketing’s Front
- Mission 3 figures, Hot mechs from
212, look for Drake,
szax. ~ Kya;un.‘v'

Join Jill Valentine and Nemesis togeth-
i _ :  erat last. Arid what a spectacular-looking
| 4 JEE 4 R 2 couple they make. These vinyl statues will
i e | A be available" his summer from Pafisades.
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CHECK OUT OUR WEBSITE AND TAKE
URBANVISION | 4 s7AB AT OUR MONTHLY CONTESTS!

"ﬁ’a

The terms of sale are non-
negotiable, and a breach of
contract can he deadly.

This way, please - there is
a variety of exotic
creatures to choose from;
and the perfect pet for
everyone waits here to be
brought home and
cherished. But be careful;
what you see is not
necessarily what you get.

rﬂ 19.95 5. p. vhs English ﬂuuneﬂ
kﬂg 95 s 1. vH5 English Sul@

Available at all

==SATURDAY MATINEE=

THE MOVIE STORE

and other retailers near you!

YOU LIKE THESE, YOU'LL LOVE PET SHOP OF HORRORS...

Twifight
DarkMaster
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'What do we have here... Fighting Force action figures?
And you thought only A ntles like Final Fantasy and Crash

will éad to a whole new life for the beat 'em up that was

- originally supposed to give Streets of Rage a run for
~ itsmoney. Ah, Streets—now there’s a game wor-

‘ ; thy of plastic! From BBi, check

'em out on the web at

www. blueboxtoys com

Also from BBi and based on one of 99s coolest shooters
on the PlayStation, Omega Boost (fiom the makers of
Gran Turismo), comes fully poseable 6-inch Herbarcher
and Beta Boost. | expect to see these two conversing in
the Toy Fare price guide! Very nice. )

ﬁ e oS"S‘

The folks over at Dragon have

released two new amazing 12" action

figures: Detective Chow (who bears

a striking resemblance to Chow

Yun-Fat) and $20 million-a-picture

mega-star Jackie Chan. Or for that

price do you only get Chris Tuck-

er? These guys feature highly

detailed sculpts, revolutionary artic-

ulation (Jackie has finger movement!),

and 1/6 scale accessories, including

Chan’s signature sunglasses and movie
clapboard.

GR SYNTIHETICS )

COLLECTIBLES*ACTION FIGURES*MODELS




ANIME "

THE ANIME SOURCE

]
FREE ANIME DOI\‘!AIN EMAIL

> WEB BASED > OVER FIFTY ANIME DOMAINS AVAILABLE
VHS/DVD

> ANIME > LIVE ACTION > CY?ERPUNK > ACTION > SCI-FI
CD/CD-ROM |

> ANIME > GAMES > MUSIC % ®
BOOKS §

> MAGAZINES > GRAPHIC NOgELS > IMPORT BOOKS
ADULT |

> CD-ROM > MANGA > ANIME; VHS/DVD

& MORE §

> POSTERS > T-SHIRTS > CEL%

20% OFF VHS > 15% OFF DVD

> ALL DOMESTIC VIDEO > ALL%THE TIME

j
g
§

1-888-MY-ANIME

KITE © Pioneer UN © Pioneer



SONY * www.sony.com or www.tivo.com « Rerai: 5400

DESIRABILITY:
After living with a Philips-branded TiVo for
the better part of a year, | am now sold on the delights of pausing live television
and having an archive of perfectly labeled TV shows stored on the system’s inter-
nal hard disk. For the TV junkie, TiVo is the best consumer electronics device
since DVD, and | almost never use VHS anymore. Recording shows requires just
a single button press, and TiVo will even record programs that it thinks | might
be interested in through some black-magic algorithm.

As a sign of greater confidence in the market for such products, Sony has
recently released their own TiVo-licensed machine, the SVR-2000. With its built-
in 30 Gb hard drive, up to 30 hours of roughly VHS quality recordings can be
stored on the lowest quality setting, and about nine hours at the highest MPEG-
2 encoding level, roughly equivalent to DVD quality. A monthly subscription to
the TiVo service currently costs $9.95, and this entitles the user to full program

SHARP = www.sharp-usa.com = RetaiL: $1200

Portable = DVD
players are becoming fairly common, with prices
creeping ever lower and sizes shrinking to the
absolute bare minimum. The Sharp DV-L70U is one
of the most compact we’ve seen, and it offers a
wealth of inputs and outputs (supporting S-Video for
both), allowing it to double not only as a home play-
er but also as a portable monitor. Its comparatively
large seven-inch 16:9 TFT LCD screen with an approx-
imate resolution of 340,000 pixels promises good
image clarity and its Lithium lon battery should pro-
vide about three hours of con-
tinuous use—not quite

listings and other special features.

SONY *» www.sony.com * RetaiL: $1500

DESIRABILITY: = @ 5 o

With the PlayStation 2’s DVD playback
capabilities and the potential for multi-chan-
nel game soundtracks, a proper six-speaker
setup is becoming a must for the dedicated
gamer. One of the best-looking and -sounding
we’ve encountered is Sony’s SAV-E7o05, a six-
speaker pack that includes five matched
speakers for front, center and rear channels,
along with a powered subwoofer. Not the
cheapest way to play back Dolby Digital or
DTS, but the speakers’ aluminum construc-
tion ensures reliability,
and their cutting-edge ¢
design recently won
them a European Imag-
ing and
Sound /
Association
award.
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SHARP » www.sharp.co.jp * Rerai: $350

DESIRABILITY: *

Using the MagicGate Memory Stick tech-
nology licensed from Sony, Sharp has just
released a self-contained solid-state music
player in Japan called the e-musée. This light
and comfortable device fits around the user’s
head Lobot-style and will play Atrac 3 files,
which can be encoded from MP3s or direct
from CDs using the included MG Jukebox PC
software. Up to one hour of music can be
stored on a 64 MB MagicGate Memory Stick
at the highest data rate of 132 kbps. While
Sharp has no plans to release the e-musée in
the States, with the popularity of other solid-
state music players, we are fairly confident
that we will see this or a very similar device
soon.

enough to survive a transat- g
lantic flight on one charge.

= 4
N s’ ) ‘A

www.pioneerelectronics.com « ReraiL: §270-330

DESIRABILITY:

We recently spied these cute little Pioneer
stereos while in Japan, and they’ve just
released them in the States. Available in a
multitude of colors and themes, the Pioneer
musiQubes also come in CD and MiniDisc
configurations, perfect for the bedroom.

www.gamersrepublic.com



- ton of ;tems and only one address'

Lollectibles from:

..,.__.
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S8

888-COMIC-BOOK

Final Fantasy
Resident Evil
Tekken

Crimmson

Mortal Kombat
Buffy the Vampire S5layer
House of the Dead
Rising Stars

Tellos

Front Mission 3
Fathom

Top Cow Universe
Chrono Cross
Chaos!

Soirl Lelibnir

and rmaore. .

For Ordering Information Contact:
info@palisadesmarketing.com

Palisades Logo is TM and ©2000.Palisades Marketing,LLC. All Rights Reserved.
All characters and their likenesses are © and TM of there respected owners. ARR




During a recent visit to Interplay we got to
spend more time with Gekido and for the first
time get a taste of what kind of music the game
would hold. From the beginning, the music
really interested us and, after some probing
questions and support from the producers of
the game, we were able to arrange a talk with
Biff, lead singer from Apartment26. You can
learn more about the group at www.holly-
woodrecords.com

GR: WE LIKE TO LISTEN TO MUSIC FROM EVERY

STRETCH OF THE INDUSTRY AND HAVEN'T HEARD

OF APARTMENT26 BEFORE. WHERE ARE YOU GUYS

BASED OUT OF?

Apt26: Well, we come from England, but are try-

ing to base our music here in the U.S. because we

feel there is more of an audience here for the type of music we are creating.
We’ve been in different bands making music for about four years, but formed
Apartment26 only about two years ago.

GR: Nice. WHAT LABEL DID YOU HOOK UP WITH?
Apt26: Hollywood Records. We recorded the music down in Los Angeles and
I'like to spend as much time as [ can there.

GR: 50 HOW DID THE OPPORTUNITY FOR LICENSING YOUR MUSIC FOR A VIDEO
GAME COME ABOUT?

Apt26: Most of it had to do with our label wanting us to get some exposure.
One day | got into a conversation with some of the people at Hollywood
Records about video games and how much a part of our—the band’s—lives
they are. So everyone involved thought that lending our music to a video
game would be fitting.

GR: THAT’S cooL. WHAT SYSTEM STARTED YOUR FASCINATION WITH VIDEO
GAMES?

Apt26: The NES system
o\ and that led to the Sega
Genesis, = PlayStation,
and now the Dreamcast.
[ mean, if we aren’t
recording or while we are
out on tour we will
always have a game sys-
tem with us. Our bassist,
Louis, even composed a
song on the PlayStation,
using a game called
Music,  which  was
released in Europe. It is
sort of a music sequencer and has a lot of
sounds that reminded us of video games
when we were younger, like Mario Bros.,
which we grew up with. Those beeps and

electronic sounds and patterns are probably one of our biggest musical
influences.

GR: REALLY! THAT MUST HAVE TAKEN SOME TIME TO IRON OUT, IS IT A SONG
THAT MADE IT TO YOUR ALBUM?

Apt26: Yes it is. | think it also made one of the tracks we used for the game
Gekido, but | am not sure. The name of the song is “Backwards.”

GR: HAS THIS OPPORTUNITY SPARKED MORE INTEREST IN CREATING MUSIC
SPECIFICALLY FOR A VIDEO GAME?

Apta6: Yes. Actually, when we were in first discussions about Gekido we real-
ized that our music or style of music is a perfect match for creating atmos-
phere in a video game, It’s funny because when we begin composing a new
song, it starts off sounding very video game-ish because of the heavy elec-
tronic influence, so we add more guitar- and rock-based sequences.

GR: DID YOU GET TO SEE THE GAME (GEKIDO) BEFORE ANY MUSIC WAS ADDED?
DID IT HELP YOU DECIDE WHICH TRACKS TO LEND TO THE GAME?

Apt26: Well, sort of. | didn’t get to play the game; | only saw a promotional
tape after our music was already in place. | think the collection of our songs
and FatBoy Slim is really fitting for the game. It was kinda' interesting
though. Because | didn’t know which game our music was going to be for,
only that the license went through. And one day while leafing through a mag-
azine | saw the advert for Gekido and thought that it looked pretty cool.
Shortly after | find out that, lo-and-behold, our songs were for that same
game. So it was pretty cool.

GR: WELL, | DON’T WANT TO EAT UP ANYMORE OF YOUR TIME. | REALLY APPRE-
CIATE YOU SPEAKING WITH US AND LOOK FORWARD TO SEEING YOU ONCE
YOU’RE IN L.A.

Apt26: It was my pleasure. To tell you the truth, if we didn’t make music we
would all be at home 24 hours a day playing new games. Now being a part
of them is really exciting for us.

Special thanks to Biff and Apt26, Mike Scharnikow and Wayne Teats at
Interplay.

fazners: reruplic aural review




Bilipgual DvD

125 minutes (Episodes 1 -5)
: e SRP:

indes 52498
DVYD

L VIDEO 4

English VHS
4 Shooting Stars

gpisode® |
100 minutes (Episodes 1 -4)
SRP:

%$14.98

The space colonies have grown tired of the
oppressive rule by Earth Government, a
corrupt organization ruled by people who
have no real interest in the colonists or
their well-heing. Their rule is unjust and
nfair, but not unopposed. L

created five special Mo o
like vehicles) called Gundams. Five young
 pilots have been selected to sneak these
Gundams down to Earth and begin a guer-
rilla campaign that will end the Earth gov-
ernment's rule forever. These pilots appear
little more than children, but they carry the
hopes and dreams of thousands of people

L/
/!

Gundam Wing © Solsu Agency « Sunrise « ANB
English ada produced by

Banda inment, Inc.

© 2000 Bandai Entertainment

Cowboy Bebop

ovOo session 1

samgOOdy“ Distributed by:

Meet Spike and Jet, a drifter and a retired cyborg cop who Produced by:
have formed a partnership in a bounty hunting enterprise.

In the converted fishing ship the Bebop, Spike and Jet search
the galaxy for criminals with bounties on their heads.

They meet a lot of unusual characters, including the unusually
intelligent dog, Ein, and the voluptuous and vexing femme TOUIER - A
fatale, Faye Valentine. See why Cowboy Bebop was Japan’s }\[l(l',ums Ba“dalpgggfgg?:nment

best-selling anime title in 1998. C
ypress, CA 90630

}&IOI)\II\OZ(P(I,\IRIIY/} E-mail: support@bandai-ent.com

Contains Episodes 1-5 ; ol 1-877-77-ANIME

Cowboy Bebop
© 1998 SUNRISE INC.

o For More Information:
nttp:swww. bandai-ent.com neep:ywww.gundamofficial.com



Feem—n - —————

music interviews page 114

— (L ()
N FE R UNL T

Yuzo Koshiro was gaming’s first rock star. Made famous by his amazing work on
the TurboGrafx CD, Genesis and Super NES in such games as Y’s, Revenge of Shi-
nobi, Streets of Rage 1, 2 and 3 and ActRaiser, he went on to form Ancient, where
he helped create Beyond Oasis for the Genesis and Legend of Oasis for the Sat-
urn. With his first U.S. soundtrack hitting stores soon, we thought we’'d catch up
with Yuzo to see what lies ahead.

GR: MR. KOSHIRO, FIRST | MUST COMMEND YOU FOR CREATING SOME OF THE MOST
LEGENDARY MUSIC OF THE 16 -BIT ERA IN GAMES SUCH AS ACTRAISER, REVENGE OF
SHINOBI, ADVENTURE ISLAND, Y’S, AND STREETS OF RAGE. SINCE THESE, FEW
ARTISTS HAVE BEEN ABLE TO CAPTURE THE SAME LEVEL OF DRAMA AND EXCITEMENT
WITHIN A GAME ENVIRONMENT. WHEN MIGHT WE RECEIVE YOUR NEXT FUTURE CLAS-
sic?

Yuzo: We have no plans for this year, but by the beginning of 2001, we will have a
few incredible titles ready for release.

GR: As THE FIRST ARTIST TO SUCCESSFULLY INTRODUCE TECHNO INTO A GAMING
ENVIRONMENT WITH THE ORIGINAL STREETS OF RAGE, TO WHAT DO YOU ATTRIBUTE
YOUR FORESIGHT?

Yuzo: One of the reasons why | used techno and house for Streets of Rage is
because I was clubbing a lot at the time and was influenced by this type of music.
Nobody else was using it in games, so | decided to.

GR: AFTER STREETS OF RAGE 1 & 2, YOU CHANGED YOUR STYLE DRAMATICALLY WITH
STREETS 3. HOW WAS THAT RECEIVED?

Yuzo: For Streets of Rage 3, | used a method called “Automatic Sound (Music)
Generation,” which was the newest techno method back then. | created the pro-
gram and decided to go with avant-garde rather than pop music.

GR: Now MANY YEARS LATER, THE WORK YOU DID IN THE LATE '80S AND EARLY '90S
IS STILL FRESH. DO YOU FEEL THAT THE CLIMATE IN VIDEO GAME MUSIC STILL LENDS
ITSELF TO PIONEERING NEW MUSICAL STYLES?

Yuzo: As long as you understand the music accurately, it is possible to create
music that will never be stale without including today’s trends. | just dor’t want to
stick to Japanese sensibilities. | want people in the whole entire world to have fun
listening to my music. I'm always keeping this in mind when I write music.

GR: WE HAVEN’T HEARD MUCH FROM YOU FOR SOME TIME. ARE YOU WORKING ON
OTHER PROJECTS, OR JUST GETTING YOUR SECOND WIND?

Yuzo: Currently, I'm
working as a producer
for a Dreamcast game
of which we are doing
the sound design and
music.

GR: WHAT 15
ANCIENT—YOUR GAM-
ING  COMPANY—UP
T0? ARE YOU STILL
PRODUCING GAMES?
AN OASIS SEQUEL ON
DREAMCAST CERTAIN-
LY WOULD BE WEL-
COmME!

Yuzo: At Ancient we do
basically everything
regarding game pro-
duction. There is no
plan for a sequel of
Beyond Oasis, but we
are currently develop-
ing a great title for the
Dreamcast.

GR: Wnat Do YoOU
THINK OF TODAY'S
MUSIC SCENE, BOTH IN k

JAPAN AND IN AMERI- ~

CA? WHAT ARE YOUR THOUGHTS ON HIP-HOP, RAP, AND THE RESURGENCE OF HARD
ROCK?

Yuzo: | don’t think today’s music scene is in good condition. | don’t feel any ener-
gy and it seems so ordinary.

GR: WHO ARE YOUR FAVORITE U.S. AND JAPANESE ARTISTS?
Yuzo: I'm not familiar with new pop artists, but I like Prince and Metallica.

GR: WHAT IS YOUR OPINION ON DREAMCAST? WHY DO YOU THINK SUCH A PROMIS-
ING MACHINE IS NOT DOING SO WELL IN JAPAN WHILE IT ENJOYS GREAT SUCCESS IN
AMERICA? WITH GAMES LIKE GRANDIA Il, ETERNAL ARCADIA, SAKURA WARS, AND
PHANTASY STAR ON THE WAY, ONE WOULD THINK THE DREAMCAST WOULD BE HUGE
IN JAPAN.

Yuzo: This is a pretty tough question. One reason is that it is difficult for the
Dreamcast to compete with blockbuster PlayStation titles like Dragon Quest and
Final Fantasy in Japan.

GR: WE'RE EXCITED THAT THE STREETS OF RAGE 2 SOUNDTRACK IS FINALLY BEING
INTRODUCED IN THE U.S. FROM MARS COLONY MUsIc. YOU SIGNED THE ORIGINAL
JAPANESE RELEASE FOR ME MANY YEARS AGO AND | STILL LISTEN TO IT OFTEN.
Yuzo: Thank you very much. | look forward to hopefully releasing more titles in the
U.S. in the years to come,
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Excited at the prospect of a company dedicated to bringing Japanese game
music to the States (finally), we sat down with our old friend Kei Kuboki to get
the lowdown on Mars Colony.

GR: WELL, KEI, IT’S ABOUT TIME SOMEBODY STARTED BRINGING OUT JAPANESE
GAME SOUNDTRACKS IN THE U.S. HOW DID YOU GET STARTED?

MC: P've always loved video game music since back in the day of the Genesis. My
favorite was Vapor Trail. That soundtrack made me bang my head against the wall
it was so great. My other favorites were Street Fighter 11, Contra, Y’s, Ninja War-
riors, and After Burner. You know, the classics. | used to cover a lot of gaming
events in Japan. One of those trips included the “Game Music Festival 1992,”
where | interviewed a bunch of gaming music artists. Participating bands were
SST Band (Sega), Gameadelick (Data East), Zuntata (Taito), Alpha Lyra (Capcom),
ADK (Falcom), and Kukeiha Club (Konami). It was fascinating for me to hear this
video game music being played live. It really struck a chord in me. Since then P've
been doing marketing research, plotting the perfect time for the launch of Mars
Colony Music and after years of arduous work, I've come to the conclusion that
the time is now!

GR: MANY OF THE BEST JAPANESE SOUNDTRACKS EMERGED THROUGHOUT THE LATE
’805 AND EARLY '90S. EVEN THOUGH THEY ARE SOMEWHAT DATED, THE MUSIC IS
STILL SOME OF THE BEST EVER PRODUCED. HOW WILL YOU GO ABOUT MARKETING
THIS MATERIAL TO GET THE NEW USER’S AWARENESS UP?

MC: A lot of those classics contain music that shares a kinship with current popu-
lar clubbing music. Couple that with peaple’s passion for archaic pop culture and
we have an instant audience. In fact, word of mouth is turning out to be an excel-
lent marketing tool, especially around some of the older titles that we're doing.
It’s amazing how these pieces of music stay ingrained in people’s memories. We're
constantly receiving queries about older soundtrack titles. It’s very encouraging.
It’s showing that gamers are hungry for this stuff and we want to be there to sup-
ply the demand.

GR: OF COURSE YOU’LL BE BRINGING OUT MODERN COLLECTIONS AS WELL. WHAT'S
IN THE PIPE THAT HAS BEEN RECORDED RECENTLY?

MC: Our first two titles were Resident Evil 3: Nemesis and Dino Crisis. Power
Stone, Street Fighter |1l Third Strike and Resident Evil Orchestra are on the way.
Brace yourselves. This is good stuff.

GR: WHAT IS THE CRITERIA YOU LOOK FOR IN DECIDING TO BRING A TITLE TO THE
us.?

MC: We want to concentrate on the most super-fun, happy-robotic titles out
there—titles that capture the excitement of the gaming world. There’s so much
great music out there—pop, techno, metal, jazz, orchestral and experimental, all
tastes are explored. It all just boils down to what makes us here at MCM bang our
heads!

GR: HOW CAN PEOPLE REACH YOU TO SUGGEST THEIR FAVORITES? DOES MARS
CoLoNy MUSIC HAVE A SITE YET?

MC: Yes, you can find us at www.marscolonymusic.com. We have a section for
people to send in their opinions about our soundtracks as well as suggestions.
Please send us E-mails, we enjoy passing them around the office and having a
good laugh.

§ O.Halverson % B. Fiechter
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GR: HAVE YOou BEEN SUC-
CESSFUL ATTRACTING ANY
MAJOR CHAINS YET TO CARRY
YOUR SOUNDTRACKS? How
ABOUT EB, BABBAGES, AND
SOFTWARE ETC. WILL THEY BE
CARRYING YOUR TITLES?

MC: Eventually MCM CDs will
be available at retailers all
over the country. But the
quickest way to get your
copies right now is to go to
the MCM store at www.mars-
colonymusic.com.

GR: HOW HAVE THE RECORD

COMPANIES IN JAPAN BEEN?

ARE THEY AND THE ARTISTS

RECEPTIVE TO U.S. DISTRIBU-

TION?

MC: The Japanese have been extremely receptive to the idea. They like seeing
their hard work being appreciated over here. The companies we're working with
have been absolutely helpful and for that we thank them.

GR: BECAUSE I’VE BEEN SO INTO IMPORT GAME MUSIC FOR SO LONG, I'M GOING TO
NAME SOME FAVORITES. TELL ME IF WE’LL SEE ANY OF THESE: Y'S PERFECT COLLEC-
TION, LANDSTALKER, GUARDIAN HEROES, MAGIC KNIGHT RAYEARTH, ACTRAISER,
SILPHEED, SONIC CD, PANZER DRAGOON, LUNAR OR ANYTHING FROM ZUNTATA?
MC: [laughs] I can’t go into details at the moment, but we are talking to a whole
slate of gaming companies. Perhaps you may just get your wish, we'll have more
announcements soon.

GR: YOU SEEM TO HAVE A SOLID RELATIONSHIP WITH CAPCOM. ANY NEWS OF A
STRIDER 2 SOUNDTRACK?
MC: Actually, Pve been too busy listening to the Resident Evil 3 soundtrack!

GR: WILL YOU OFFER DOWNLOADS IN THE FUTURE SO PEOPLE CAN SAMPLE ALL OF
THE CLASSICS AND THEN PAY-PER-PLAY?

MC: Samples will be available for download on the site. As far as a pay-per-play-
type deal, that may be coming along in the future as well.

GR: Is GAME MUSIC AS BIG IN JAPAN TODAY AS IT WAS IN THE 16-BIT ERA? Do ZUN-~
TATA AND ALPHA LYRA STILL HOLD CONCERTS?

MC: Gaming music is insanely huge over in Japan. It's not bizarre to see a video
game soundtrack sitting at the top of the charts over there. Taito has told me that
Zuntata is still holding live concerts a few times a year.

GR: HAVE YOU GIVEN ANY THOUGHT TO RELEASING ANIME SOUNDTRACKS?
MC: Absolutely! Keep checking back at our site for more information.

GR: OKAY, WE KNOW ABOUT THE SITE! WHAT IS THE CURRENT STATE OF CHINESE
BOOTLEGS COMING INTO THE COUNTRY? IS ANYONE CONTROLLING THE FLOW OF
THESE CHEAP IMITATIONS?
MC: U.S. customs isn’t allowing any more of these CDs into the country and
they’re being banned at conventions and comic book stores. We're pursuing them
further to make sure that they’re completely exterminated.
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didiophiles

. APOLLO FOUR FORTY
gettin high...

. PRINCESS MONONOKE

soundtrack

. HEAVY METAL 2000
soundtrack

. FIFTH ELEMENT
soundtrack

. MARILYN MANSON
mechanical animals

QR Haugen

1. VARIOUS ARTISTS
space channel 5 remix

1.
2.
3.
4.

VERTICAL HORIZON
running on ice
ARVO PART

alina

STROKE 9

album #4

THE CURE

blood flowers

. AMERICAN BEAUTY

soundtrack

€& C. Hoffman
/5

YASUNORI MITSUDA &
MILLENNIAL FAIR: creid

1. AIR
the virgin suicides
I/

2.
premiers symptomes
3. UTE LEMPER
punishing kiss
4. u-ZlQ
royal astronomy
5. HOOVERPHONIC
blue wonder power milk

@ e. Fear

1. ROMEO MUST DIE
soundtrack

2. SUPER CASTLEVANIA IV 2. KONAMI KuKeiHa CLUB 2. BLINK 182

soundtrack
3. DJ DEF
tofu mix

4. TRANSFORMERS movie

soundtrack
5. HAYSI FANTAYZEE

battle hymns for children sing

3
4,

snatcher >> policenauts
SARAH McLACHLAN
mirrorball

vz

the B sides

5. XENOGEARS

original soundtrack

dude ranch
3. CITY OF ANGELS
soundtrack
4. XTC
nonesuch
5. DUKE NUKEM
music to score by

1. NO DOUBT.
return of saturn
. DEL
both sides of the brain
. PRINCE PAUL
a prince among thieves
. VIDEODRONE
videodrone
. O’ DIRTY BASTARD
nigga please

L B elmquist

1. AGHORA
aghora

2. THREE DOORS DOWN
a better life

3. KITTIE

spit
. PANTERA
reinventing the steel
. NO DOUBT
return of saturn

. DR DRE

chronic 2001

. TUPAC

greatest hits

. DJ SHADOW

endtroducing

. BEASTIE BOYS

anthology

Y.
. H B MODELING SCHOOL|

&

s0 how's your girl?

G. Abraham

. SMITH & MIGHTY

big world small world

. DIESELBOY

system upgrade

. DOM & ROLAND

industry

. LARC-N-CIEL

tierra

. ROBOT CARNIVAL

original soundtrack




cinematrix

X-FILES SEASON ONE DVD SET TITAN A.E.
Fox Home ENTERTAINMENT (www.foxhome.com) Fox (www.fox.com)
Domestic ¢ DVD DomeEsTic ® THEATRICAL ReLEAsE JunE 2000

UNRATED Ratep PG
ReVIEWED BY EDD FEAR PREVIEWED BY EDD FEAR

Don Bluth’s upcoming animat-
ed sci-fi epic Titan A.E. looks to
be about as far a leap from his
previous films like All Dogs Go To
Heaven and Anastasia as you
can get. Boasting the vocal tal-
ents of such box office draws as
Matt Damon, Bill Pullman, Drew
Barrymore, and Nathan Lane,
Titan A.E. follows the story of a
young man, Cale (Matt Damon),
living in a drifting space colony
amongst the survivors of the
destruction of Earth. He endeav-
ors to find the Titan, a legendary
spacecraft from the days before
Earth was destroyed, which is
believed to hold the key to sav-
ing the lost colonists
and helping them find a
new planetary home.
Their alien enemies, the
Drej, also take a keen
interest in Cale’s quest,
and thus unfolds the
epic animated tale of the
summer.

So you’re a bona-fide X-Files fan:
you've bought all the VHS tapes,
the DVD of the movie, collected the
season guides and taped every
episode from Fox TV and FX. You
may have even sat outside a Mal-
ibu drugstore to see which car was
David Duchovny’s (for non-stalking
purposes, of course). Now Fox is
releasing season one as a DVD gift
pack, and you’ll not only pony up
the $150 for it, but you'll be happy
to do it. The seven-disk boxed set
includes all 24 episodes of the first
season, as well as a new 11-minute
documentary, The Truth About Sea-
son One. Also here: interviews with
creator Chris Carter on selected
episodes, added footage for two
episodes (“Pilot” and “Fallen
Angel”), eleven “Behind the Truth”
segments, two original TV spots
for each episode and a 60-second
spot for the pilot, and a DVD game
called Seeds of Deception. If the
truth is out there, it’s probably in
this set.

MAX STEEL BROADCAST

SoNY PICTURES (www.maxsteeltv.com /www.spe. sony.com)
Dowmestic e BRoapcasT TV (WARNER BRos)

UNRATED

ReviEWED BY EDD FEAR

Taking the CGI animation of Satur-
day morning kids’ shows to the next
level, Sony’s Max Steel is the first big
promotional blitz of 2000. It is, first and
foremost, a weekly series about Josh
McGrath, a nineteen-year-old extreme
sports nut who is accidentally infused
with cutting-edge nanotechnology, giv-
ing him superhuman strength and abil-
ities to become a superhero spy, but
without the training and calculated
mind that should go with it. Of course,
there’s a good- guy organization he’s a
part of, and a bad-guy organization
he’s sworn to thwart. The toys are at
your local toy store now. Can a game
and/or movie be far behind?

edltedbyeddfear www.gamersrepublic.com
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FREEZE FRAIME
HoLp THE B BUTTON, Y BUTTON, AND
RIGHT ON THE ANALOG CONTROL
STICK DURING A REPLAY. THE CAMERA
SHOULD SPIN AROUND THE FIGHTERS WHO
ARE STUCK IN MID-COMBAT.

ARIAL GARDEN
To GET THE FIREFLY LEVEL, GO TO OPTIONS
AND ACTIVATE THE VS. STAGE SELECTOR, THEN
USE THE RIGHT TRIGGER TO SELECT ARIAL
GARDEN IN VS. MODE.

THE SCREEN WILL SHAKE IF THE FOLLOWING
CODES ARE ENTERED CORRECTLY.

RAMNDOIM STARTING

— LOCATIONS IN FREE SHATE
TARAUNTS mope

TO PERFORM A TAUNT FOR A CHARACTER SIM- PAUSE THE GAME , THEN HOLD L AND PRESS
PLY PRESS FORWARD, BACK, FORWARD THEN C-LEFT, C-RIGHT, C-DOWN, Up, DOWN.
PUNCH, KICK AND FREE A : .
SOME CHARACTERS HAVE MORE THEN ONE
JUST REVERSE THE MOTION TO BACK, FOR-
WARD, BACK.

LESS FALLS

PAUSE THE GAME, THEN HOLD L AND PRESS
C-Up, C-RIGHT, LEFT, C-RIGHT, RIGHT, UP,
DOWN.

10X TRICH ITIULTIPLIER

PAUSE THE GAME, THEN HOLD L AND PRESS
DOWN, RIGHT, UP, RIGHT, Up, LEFT, C-LEFT.

BOUNCY ASSETS TRICIH
IN THE OPTIONS MENU, CHOOSE OTHER, GO TO
THE CHARACTER AGE OPTION, THE HIGHER THE
AGE THE BOUNCIER THEY GET.

SELECT CREDITS AT THE OPTIONS SCREEN,
THEN PRESS L1, TRIANGLE, Up, Dow

FRAST SPECIALS

‘ PAUSE THE GAME, THEN HOLD L AND PRESS
SoUARE. . ‘ C-Up, LerT, C-Down, C-Down, Up, DowN,
: RIGHT.

CRMERRA Z00Im

To ZOOM THE CAMERA IN DURING BATTLE
TAUNTS, JUST PRESS B BUTTON WHILE YOUR
CHARACTER 1S TAUNTING AFTER THE REPLAY.
(THIS DOESN’T WORK FOR TAG TEAM TAUNTS.)

| THEN PRESS L1, TRIANGLE, ) ALL TAPES
CIRCLE, CIRCLE, TRIANGLE,
- CIRCLE.

PAUSE THE GAME, THEN HOLD L AND PRESS C-
RIGHT, LEFT, UP, C-Up, C-UP, RIGKT, Down, Up.

CLERAR PRAUSE SCREEN

PRESS X+Y AFTER PAUSING THE GAME FOR A -

CLEAR PAUSE SCREEN. THIS ALSO WORKS BY  FULL Srmimumir o - =

SIMULTANEOUSLY PRESSING BOTH TRIGGERS.  SELECT CREDITS AT THE O ' g Ilﬂle".llWN oo R Bl
THEN PRESS L1, TRIANGLE,

CONTROL CAMERRA DURING ~ CIRCLE, CIRCLE, TRIANGLE, SQUARE,

VICTORY POSE Sl '

WHILE YOUR CHARACTER IS DOING THEIR

VICTORY POSE, PRESS AND HOLD THE X SELECT € ED1T5 AT fHE‘

BUTTON AND USE EITHER CONTROL PAD TO

THEN PRESS L1, TRIANGLE, U, DowN,
ROTATE THE CAMERA AROUND THEM. CIRCLE, CIRCLE, LEFT, LEFT,
) s F )

HIDDEN CUT-SCENE

To VIEW THE HIDDEN CUT-SCENE, YOU MUST
FIRST PLAY AS AYANE IN STORY MODE. WHEN
YOU GET TO THE BATTLE AGAINST KASUMI YOU
MUST K.O. HER IN THE ICE PIT, SHE MUST
LAND APPROXIMATELY 10FT AWAY FROM YOU.
IF DONE CORRECTLY, YOU WILL THEN SEE A
NEW CUT-SCENE.

. SCREEN,
THEN PRESS L1, TRIANGLE, UP, DOWN,
CIRCLE, CIRCLE, TRIANGLE, SQUARE, DOWN,

SLOW moTionn
PAUSE THE GAME, THEN HOLD L AND PRESS
Down, Down, C-Up, C-RIGHT, LEFT.

HIDREN WALLPAPER

Put THE DOA2 DISC INTO YOUR CD-ROM
DRIVE TO FIND WALLPAPER IMAGES IN
THE BONUS DIRECTORY.

TURBO IMOOE

PAUSE THE GAME, THEN HOLD L AND PRESS
RiGHT, UP, DowN, Down, Up, DOwN.

kil

' EXPEAT IMODE P VIELU SHATER'S SPECIAL
- SELECT CREDITS AT THE OPTIONS SCREEN, fHaves
THEN PRESS DOWN, DOWN, DOWN, TRIANGLE. | USE A SINGLE CHARACTER TO GET THE GOLD IN
A i / 5
Down, Down , DOWN, SQUARE, LEFT, RIGHT. ALL THREE COMPETITIONS. SELECT THE "TRICK
. A , y ) ) E
: TUTORIAL " OPTION ON THE EXTRAS MENU TO

RAPIO FIRE :
| SELECT CREDITS AT THE OPTIONS SCREEN,
THEN PRESS L1, TRIANGLE, Up, DOWN, i OFFICER OICH
- CIRCLE, CIRCLE, Up, Up, UP, DOWN.

VIEW THAT SKATER'S SPECIAL MOVES.

COLLECT ALL THIRTY TAPES IN CAREER MODE
TO UNLOCK OFFICER DICK AS A PLAYABLE
CHARACTER.

SELECT CREDITS AT THE OPTIONS SCREEN,
THEN PRESS L1, TRIANGLE, UP, DOWN,
CIrcLE, CIRCLE, DowN, Down, Down, Up.

www.gamersrepub



SIS E SIS T

FOR THE FOLLOWING CODES, SELECT GAME
OPTIONS, THEN SELECT ENTER CHEATS. You
CAN ENTER MORE THAN ONE CODE AT A TIME.

NOo GRAPHICS EXCEPT THE
BRALL AND PLAYERS

ENTER WTOTL.

IMAKE THE BATTERS/RUN-
NERS FLY AFTER OUTS ANGO
THE TERMFLY BACH TO

DUGDUT AFTER MINING
ENTER FLYAWAY.

P05 24T

% R %

MG BB R e g
mu 8y

No TEXTURES
ENTER MYEYES.

SIMOKE TRAILS BEHIND BRALL
ENTER WLDWLDWST.

GIGRANTIC BALL
ENTER BCHBLKTPTY.

TINY PLAYERS
ENTER TOMTHUMB.

TURM TEAIM INTO LIZARODS
SELECT MLB PLAY, THEN EXHIBITION. AFTER
CHOOSING TEAMS, SELECT KAUFFMAN STADI-
UM IN THE STADIUM SELECT OPTION. IF YOU
CAN HIT EITHER SIGN THAT READS “WIN A
LIZARD,” YOU WILL AUTOMATICALLY TURN
YOUR WHOLE TEAM INTO LIZARDS.

www.gamersrepublic.com

PRESS R AT THE DRIVER SELECT SCREEN, THEN
PRESS AND HOLD R AGAIN WHILE YOU SELECT YOUR
CRAZY CABBIE OF CHOICE. YOU WILL NOW SEE THE
WORDS “"ANOTHER DAY " APPEAR ON SCREEN, FOL-
LOWED BY A CAR HORN. THIS WILL CHANGE THE
GAME SLIGHTLY WITH NEW.FARE LOCATIONS AND
ALTERED STARTING POSITIONS.

EXPERT INMODE

To SWITCH OFF BOTH DESTINATION MARKERS
AND ARROWS, PRESS AND HOLD L+START AND
R+START RIGHT BEFORE THE DRIVER SELECT
SCREEN APPEARS.

No ARROLUIS

PRESS AND HOLD R+START BEFORE THE DRI-
VER SELECT SCREEN APPEARS. IF YOU DID IT
CORRECTLY, THE MESSAGE “NO ARROWS”
WILL APPEAR. THIS WILL SWITCH OFF THE
DIRECTIONAL ARROWS.

No DESTINATION IMEaH
PRESS AND HOLD L+START BEFORE THE DRI-
VER SELECT SCREEN COMES UP. IF YOU DID IT

' CORRECTLY, THE MESSAGE “NO DESTINATION

MARK” WILL APPEAR.

UNODERLWATER PASSENGER
HERE ARE THE DIRECTIONS TO PICK UP THE
SNORKELING FARE:

DRIVE STRAIGHT AND PICK UP THE FIRST
ORANGE PERSON RIGHT IN FRONT OF YOU.

AFTER YOU GET TO HER DESTINATION, TO THE
LEFT BY THE WALL THERE IS A YELLOW FARE,

. SHE WILL WANT TO GO SOMEWHERE BY THE

BEACH.

AFTER YOU GET HER TO HER DESTINATION,
YOU WILL BE RIGHT NEXT TO THE BEACH AND
YOU WILL SEE THE GREEN MARKER FOR SOME-
ONE UNDER THE WATER, DRIVE RIGHT IN AND
PICK HER UP

UNLDCH CRRS ANQO BIHES

AT THE CHARACTER SELECTION SCREEN, QUICK-
LY PRESS L, R, L, R, L, R. THEN, SELECT A
CHARACTER TO DRIVE A BIKE INSTEAD OF A
TAXI, ALTERNATIVELY, COMPLETE ALL SIXTEEN
CRAZY BOX LEVELS TO UNLOCK THE SPECIAL
TAXI FOR EACH CHARACTER, WHICH IS SELEC-
TABLE IN CRAZY BOX, ARCADE, OR ORIGINAL
MODES. TO SELECT THE BIKE IN CRAZY BOX
MODE, SCROLL TO THE RIGHT OF GUS AT THE
CHARACTER SELECTION SCREEN. TO SELECT THE
BIKE IN ARCADE OR ORIGINAL MODE, PRESS UP
AT THE CHARACTER SELECTION SCREEN.

page 118 | codes all fofmats

0 UNLOCK THE HIDDEN PODRACERS, JUST

i BEAT THE FOLLOWING RACES AND TIMES, OR
ELSE YOU'RE NOTHING BETTER THAN BANTHA

POODOO.

GALACTIC CIRCUIT
- RACE TIME: 06:20:012

BEEDO'S WILD RIDE - AMATEUR CIRCUIT .
LAP TIME: 01:02:986 - RACE TIME: 03:16:697

‘RHTTSTRE'AELL

SEMIPRG CIRcUIT
31:370 - RACE TIME: 04

_ ANDOBI MTN. RUN‘ - GALACTIC CIRCUIT
~ LaAP TimE: 01:39:309 - RACE TiME: 05.

1

" BAROO COAST - SEMIPRO CIRCUIT

LaP TimE: 01:38:300 - RACE TIME: 04:59:640
BEN QURDINRROS

 INFERNO - INVITATIONAL CIrcuUIT

£ 00:59:549 - RACE TIME: 03:04:160

Mon GAzzA SPEEDWAY - AMATEUR CIRCUIT

~ LAP TIME: 00:16:072 - RACE TIME: 00:52:081

/CE | - AMATEUR CIRCUIT ‘
AP TIME: 01:2! ‘470 RACE TIME: O: .30'8805

BOLES RODA

ZUGGA CHALLENGE - SEMIPRO CIRcUIT
LAP TimE: 02:01:261 - RACE TiME: 06:10:897

- EXECUTIONER - G ' cTic CIRCUIT
| LAP TIME: 00:31:540 - RACE TIME: O:




Dear GR,

My name is Paul Braddock. 'm an Aus-
tralian Videographic artist for broadcast TV. |
own a Dreamcast, and | buy your magazine
and enjoy your enlightening reviews and arti-
cles. If you've got a moment | would like to
run a few things by you...

I know you must be busy, so I'll try and be
brief. None of this really concerns you, but |
would value your opinion/thoughts.
Www.dreamcast.com.au is the official ozisoft
sponsored website for the Sega Dreamcast,
and if you ever go there for some reason and
check out the forum, you will no doubt be
stunned by all the upset Australian DC own-
ers and their fears and disillusionment. Don’t
get me wrong, all of them love Sega and the
Dreamcast, but are bitterly angry with the
Australian distributor “OZISOFT”; the com-
pany seems hell bent on undermining its own
product with lack of customer support
through a total lack of product support. |
hope the DC is doing well over there (Ameri-
ca), because over hear it seems sadly des-
tined to suffocate. Ozisoft initially screwed
the launch with no available internet access
for the DC (people are still waiting for brows-
er discs) and since then have done very little
to promote the machine. | myself have not
seen a single TV commercial; no one in this
country knows what a Dreamcast is!

You’re probably wondering what all this
has to do with you? I just wanted the views of
someone in the know. We have heard rumors
of Sega of Europe stepping in and giving
Ozisoft a few pointers. Have you heard any-
thing? | know this isn’t your territory, but this
you can answer, as someone who plays and
tests all manner of games and consoles: how
do you think the DC is going? In America at
least, is it getting support over there? Sorry
for ranting and not making much sense, it’s
about 3 a.m. right now, I'm falling asleep as |
am typing.

There are thousands of DC owners over
here desperately searching for a light at the
end of the tunnel for our $500 paper weight
(that’s what it’ll be unless Ozisoft pulls its
finger out) any chance of Sega of America giv-
ing Ozisoft a kick up the rear?

Thanks for hearing me out,

Great mag,

Sincerely,

Paul Braddock

[end rant.]

After reading this, SOA may indeed insert a

“ reaqlers

Should you wish to put pen to paper (or finger to keyboard), please write to
Fallout, Gamers’ Republic, 32123 Lindero Canyon Road, Suite 215,

Westlake Village, CA 91361 USA (editorial@gamersrepublic.com).

boot into Ozisoft’s backside. Sega can ill
afford any glitches that could potentially cost
them precious customers. Over here we've got
a great TV ad campaign going. First we had a
Matrix-meets-Akira-style Apocalypse spot that
was so polished you could see yourself in the
skin-tight leather the amazing asian star,
Agent S, was wearing. Soon after began the
current run of spots featuring a world of Sega
characters hanging out within the console
itself, under the orange triangle that illumi-
nates when you ignite the system. We’ve got
incredible third-party support as well. The PS2
launch seemed to egg developers on, contrary
to popular opinion (whatever that is outside of
GR) and now it seems everyone has a DC line-
up. I'm shocked that a market the size of Aus-
tralia would be treated with such disregard,
especially in terms of online support. Sega has
just proposed a free Dreamcast when you sign
them up as your ISP for two years and com-
mitted 100 million dollars to the new online
venture.We’ll certainly forward your concerns
to the proper personnel at Sega. Perhaps after
things get patched we’ll fly down for a look at
the Aussie gaming scene. It’s good to know
you’re getting your Gamers’ Republic!

Dear GR,

What is your opinion of Sega’s Sega.com
plan and offering free DCs and a keyboard? |
think it is brilliant. User base is what is
important for both software revenue and to
get online play off the ground. Plus, and this
is the most diabolical benefit, if people do
this deal they have essentially locked them-
selves into using their DCs for at least the
next two years. In other words, if 6 months
down the road they go, “Dang, | want a PS2,”
they will either have to own both or get rid of
their DC, but still be locked into the ISP deal.
Now | know that Sega.com also works for
PCs, but Sega has still increased their chance
that people will stick with the DC. Ingenious.
Plus, it’s obvious that when PS2 launches,
Sega will at least have a deal for people to
get the DC for free. Hmmmmm. Third parties |
hope will stand up and take notice, especial-
ly the point of them likely sticking with the
DC for two years. That’s two years of buying
for third parties.

John Gilbert

Certainly user base is important, but at what
cost?Look at it this way: to get the free Dream-

cast, one | Db
two years at a c
works out to over $526 50 much for the free
Dreamcast. And what if after a year you decide
you’ve had your fill of online DC gaming? What
then? Two years is a long time to be tied to
one service, and I'd like to caution gamers to
put a little thought into this deal before rush-
ing out for their “free” system.

I can’t wait to play Phantasy Star Online, but
the way | see it, one is better off simply buying
a Dreamcast and using a slightly cheaper ISP
that can be cancelled or at least switched at
any time. Remember, you get nothing for free
in this world. And if the point of this experi-
ment by Sega is to woo users who can’t afford
a Dreamcast, $21.95 per month isn’t exactly
chump change, and for cash-strapped fami-
lies, this is roughly the cost of basic cable, a
much more attractive offer to the average
household. -Mike Hobbs

And now here with a rebuttal : Dave Halver-
son...

I beg to differ. This is a win-win no matter
how you slice it and one of the coolest things |
have ever seen after 10 years in the industry.
For a family that can’t afford a Dreamcast, by
simply switching ISPs, they can now bless
their child with a shiny new console. Plus, now
Mom and Dad are hooked up on a cool ISP, not
some dreary iwon snoozefest or what have
you. Whether the kid plays online or dives into
any number of great DC titles, everyone wins.
For those of us already-proud DC owners we
get $200.00 back from Sega for simply switch-
ing to an ISP run by a video-game company.
Hell, I'd do that anyway. The current bevy of
ISPs are beyond boring to say the least. Boot-
ing up my computer to Sega everyday will be a
delight. Anyone who questions this strategy is
either jealous, or hasn’t thought it through.

If Sega can afford to keep it going, | see this
equating to massive support for a console off
to a great start.

(Our apologies for not responding to the
outpouring of concern we received regarding
Everquest and the seemingly torturous perils
that its patrons are facing. This issue demands
a certain amount of research before we throw
our hat into the er, realm, so we’ll chime in
next month.)

www.gamersrepublic.com




his 1500 p!nce Iimmad

and pre-assembled, and
 over 8” tall on a wooden |

base. Our manufacturer has
spared no expense flaw-
lessly replicating the detail
of the movie original. A fit-
ting companion to display
proudly beside Princess
Mononoke. Prehook now
"'uly' ‘

wu $159.95 |

5 is the crowning jewel
wait until they're

available June!

w2 §799.95 |

Princess
Mononoke

is 1500 piece limited-
ition status is fully paint-

d pre-assembled, and

8” tall on a wooden

‘ase. You won't believe the
ntegrity of the sculpting,
detail, and precision paint
-work. A collectible no anime

59.95

Ashitaka with Yakul Bty dotled PV
statuette 7 3/4” tall and 8” long, with design supervised by Mononoke
matur Hayao Miyazaki Tmly one of the most exquisite PVG figures ever!

“wi £49, 95

Pincess Manne withalf
; God Beautifully detailed PVC statuette 7 1/4” tall and 10”
long, with design supervised by Mononoke creator Hayao Miyazaki!

o0 549.95

EVA-1: Purgle
600-22
EVA-02: Red

; 600-23

" EVA-00: Orange  EVA-04: Black

600-20 B00-24

EVA-00 Kai: Blue  EVA-01 Berzerker
600-26

600-21

Evangelion Relive the magic of
Evangelion every day as you glimpse at your
own quiver of lovely Evas..

13.95
2 h




to be continued

> ONI, CONTINUED FROM PAGE 21

GR: Do you make a game for the highest common denominator and
dumb it down for the lesser hardware, or develop it for the lesser
hardware and easily port it on to the more sophisticated systems?
That seems easier but it kinda sucks for the guy with the best
system. Do you guys ponder such things or leave that to the
suits?

AS: See, that’s what’s great about making games at

Bungie, and being a company that both develops and

publishes, there aren’t any suits, and there is no wall

between development and publishing. We all have

one common goal, which is doing what’s best for

the game, and bringing the development team’s

vision to as many gamers as possible.

SH: | don’t think this question is really relevant any-
more. There simply isn’t duff hardware out there any
more. It’s all incredible. We regard ourselves as a cut-
ting-edge console publisher, although we do publish
the odd PC game. In the past, it was a major problem,
especially with the Grand Theft Auto franchise,
where our ambitions were so huge, and we sim-

ply didn’t have the hardware to support our
ambitions, but on all of the new systems,

from Dreamcast on, this simply isn’t the

> TomB RAIDER, CONTINUED FROM PAGE 65
The gameplay in Last Revelation is a return to the exploration roots
of the original Tomb Raider (sans the newness and discovery it offered
around every corner) with elements from the last two Raiders wedged
in, such as the use of vehicles and real-time integrated cinemas. The
vehicle portions are by no stretch of the imagination finely tuned
aspects of the game, but they do provide diversity, and integrate the
levels nicely. During the gameplay, however, | found the game’s music,
or inexcusable lack of it, to be the one fatal flaw, chiming in sporadi-
cally like the first game, but for even shorter durations. Just as each
somber melody begins to fill your soul, they abruptly and prema-
turely pull the plug, dropping you back into the silence that occupies
most of the proceedings. | resorted to the Fifth Element soundtrack
to counter the silence, but wasn’t too thrilled about having to do so.
| realize that silence is a staple in the series, but not to this extent,
and who cares anyway—it’s still a flawed concept. Even the slightest
ambient arrangements can add greatly to a game's atmosphere (see

Nightmare Creatures I1).

Now that I've lambasted one of my favorite series, let it be said
that Lara earned a spot in my heart when she first went careening

> NIGHTMARE CREATURES 2, CONTINUED FROM PAGE 70

of the gameplay is consumed learning how to defeat each monster
while suffering as little energy loss as possible. Life ampules and spe-
cial attack items are laced strategically throughout each vast area,
placed just where you should need them if you're performing well.
Curiously, however, when you die, if you don’t choose to use one of
your five continues and quit and restart instead, you’ll never lose a
life, giving you plenty of chances to dial in each segment. The simple
combo scheme allows Herbert to sever the limbs off of most of the
creatures, making the remaining chops much more satisfying,
because they can’t defend themselves. Still, there are those that take
ample skills to dispose of and so there is plenty of strategy to the
fighting. The really special aspects of the killing are the fatalities,
which differ for each enemy. A more graphic telling of blatant axe-
chopping, blood-spraying death you’ll not find (there’s a quote for the
nightly news).

Graphically, the game delivers in spades, easily one of the best-
looking PS games in recent memory. There’s a fair share of the usual
PS polygonal annoyances, such as warping, and collision that’s easy
to get hung up on, but not enough to affect the overall experience
adversely. Controlling Herbert takes a little getting used to as well. He
has no strafe except when locked in battle, nor a quick turn around at

PR

case. Every machine has its quirks and problems, but all are massive-
ly improved on anything previously, and can only be compared to the
best PC systems out there.

GR: So what truly makes Oni different?
AS: Well, first of all, making a third-person action game that
blends hand-to-hand combat with gunplay is a revolutionary
style of gameplay. But deeper than that, what’s really
unique is the animation system we’re using which
allows both of these types of action to coexist in the
same simple control scheme, and lets the player easi-
ly perform some very complex moves. Disarming is a
good example: an empty-handed player can enter a
room full of armed opponents, and can in one swift
move attack one of them, break their arm, steal
their gun and, if theyre fast enough, mow
down the rest. Disarming and stealing a
weapon is a move which is both hand-to-
hand and weapons combat, and it’s a
pretty straightforward move—even new
players can intentionally do this with just
a little practice. It’s the animation system
which makes this possible, which is revolu-
tionary. - BRADY FIECHTER

down that waterfall in the original Tomb Raider. | have thoroughly
enjoyed her escapades and | respect Core for helping pave the way in
the genre. | understand that Tomb Raider is no longer just a game but
a business, and like other ventures that hit the mainstream, this
means corners must be cut and deadlines tightened like a noose
around the developers necks to get product to market, resulting in a
lot of déja vu gameplay. Still, there are plenty of classic Tomb Raider
moments to be had in Last Revelation when | put all my critiquing
aside, and | was happy to be playing another Tomb Raider regardless
of its flaws. In the end, however, | can only recommend this game to
the hardest of the hardcore Tomb Raider fan. If you just can’t get
enough of that traditional Tomb Raider gameplay, then you’ll probably
love it. Because when you make a date with Lara, even though you
know you're going to have to put up with her start-and-stop gameplay,
clunky interface and simplistic architecture (complete with rock-solid
boobs that never move), you still can’t seem to have her home by mid-
night.

Me, I'm holding out for Core to innovate on the latest batch of con-
soles, like they once did on the Genesis and PlayStation. Chuck Rock
and Wonderdog are still waiting for their swan songs. GR

his disposal, but once you come to terms with the analog steering of
his decrepit body, you’ll find the control quite suitable. The one major
flaw that | did find in the game was Herbert’s voice. For a guy who's
been locked away, beaten, tested on, and hacks ghouls to death with
no remorse, he talks like a proper English gentleman throughout the
quest’s narration. Against the games gritty soundtrack and darkest of
dark themes, his speaking mannerisms seem way out of place. They
only exist to further the story between levels anyway, so it’s nothing to
lose any sleep over. | suppose the devilishly wicked intro accompa-
nied by a pounding performance by Rob Zombie more then makes up
for the voice. The cutscenes, too, are splendid and feature some of the
coolest rain effects | have ever seen.

Honestly, about four hours into the game | was beginning to tire of
Nightmare Creatures I, thinking it was getting somewhat redundant.
But my patience paid off, because the game really opened up soon
after. Nightmare Creatures Il is a slow burn, a game with its own
haunting rhythm that, as an overall package, is extremely effective at
dragging you into its gloom and doom. It isn’t a ghoulish Tomb Raider
clone, nor is it a beat-’em-up with a monster guise. It’s a little bit of
both: a deep psychological action thriller that builds to an excellent
climax. If you’re into the macabre side of gaming, or just horror in gen-
eral, it doesn’t get much better. GR

www.gamersrepublic.com

A\




i
i

DREAMCAST
MOD. CHIP
@ AVAILABLE NOW!!
PLEASE CALL
Dreamcast.|  gop perai, e sl g
3 IMPORT : MARVEL VS. CAPCOM 2 $55 - : PlaySlanon
FET FGHTER ALPHA3  POWER STONE 2 =

ACE CHANNEL 5 DANCE DANCE REVO. 2ND iy
ST A MOVE 4 REMIX oS A

TXAA 04

N W/ MICROPHONE _ SENTIMENTAL GRAPHITY 2 POCKET STATION $49.
REETFIGHTER 3D/ SORCERIAN fime | =
OTHEDOLPHIN INNOCENT TEARS SPACE CHANNEL 5 549 KING OF FIGHTERS 99 SHENMUESS) IMPORT

AUNTLET LEGENDS SAKURA WAR SPECIAL PACK EVOLUTION $55

TUAL TENNIS GUNBIRD 2

CHRONO TRIGGER
CHRONO CROSS MK SPECIAL FORCES

GHTMARE (REATURES 2 BUNGAIO VAGRANT STORY STREET FIGHTER EX 2
Y STORY 2 . SUPER RUNABOUT MOBILESUT GUNDAM  WILD ARM2
|  HENTAHERY SUPERROBOTTASEN ALPHA  MEDIBML2
SAMBA DE AMIGO M s % RAY CRISIS f SRDERZ
NUPRWREAS29  STREETFIGHTER3 D/1S59 | GIGA MASTER VAGRANT STORY
METAL SLUG X DRAGON VALOR
BIO HAZARD GUN SURVIVOR  COVERT 0PS
PARASITE EVE 2 ALIEN RESURRECTION
% CHASE THE EXPRESS XMEN - MUANTACADEMY 2
STREET FIGHTER EX 2PLUS  MIKE TYSON BOXING i . _—
| S=s VAMPIRE HUNTER D GRIND SESSION DAEDMCERESS - oo e 2560
VIRTUALON'S54  raee iHTER 2680 3529 **PLEASE CALL FOR ANY TITLES NOT LISTED ABOVE***>*
| = **NOW YOU CAN PLAY ANY IMPORT PSX GAMES ON U.S. PSX SYSTEM W/ PSX
BTREET FIGHTER RIDGE RACER 5 KESSEN ETERNAL RING : CONVERTER $19/WITH ANY GAME PURCHASE**
i il x i IMPORT GAMEBOY®GAMES

4 IN ONE ACTION REPLAY $29 FINAL FIGHT REVENGE 559

% : it i £
POCKETMONSTER  POCKETMONSTER  POCKEMON CARD
GOLD $39 SILVER $39 BATILES19

DRUMMANIA +  STEPPING SELECTION  TEKKENTAG  DEAD OR ALIVE 2
CONTROL $179 $60 $65 $65

NEOGEOPOCKET -
i COLOR- , s
PIKACHU EVANGELION CUSTOM ROBO  VIRTUAL PRO WRESTLING ! z
GENKIDECHU $59 §79 569 2559 \s NEO GEO PO &ET -
- "HOW YOU AN, IMPORT e THE NATCH OF MILENIUM
FANTAVISION DRIVING EMOTION BILLIARD MASTER 2 PLAY ANY System Only SNK VERSION CARD CLASH
IMPORT N64 PERFECT DARK SUPER ROBOT BIG WAR
Uit 40 0 cames oy EXCTEBKEG  SUMO NEO GEO CART bt b
KIRBY 64 VIRTUAL PRO WRESTLING 64 | METAL SLUG X 5249 METALSLUG
B EVERGRACE 1.Q. REMIX US N64 SYSTEM
xESBl?RLFLER CRUNE BATILE BILLIARD MASTER 2 WITH No4  STAR (RAFT 64 OGRE BATTLE m‘;gg‘iﬁé 33459299 Watlne £
RADIUS Il & SNOWBOARD SUPER GROSS ~ ATRAIN (6) CONVERTER St5+ DLUES AROTHED 00 STAEKIRIY 64 FAALFURY - ARKOFWOUES $269  BOMITR TR
DRIVING EMOTION TYPE'S LS - METALSLUG 3 SCALL ke
IMPORT WONDER SWAN MFOKT GA KING OF FIGHTER 99 $69 (NEO GEO (D) pyouymon
(00L BOARDERS
D GUNDAM EMOTIONAL JAH Music O Marihly Speil WEALSLUG ZNDMISON
IKRONOA OF THE WIND = — : AVAILABLE NOW!! LAST BLADE
EVANGELION . hef iy o e PLEASE CALL FOR PRICE
CRAZY CLIMBER : y FINAL FANTASY 8 GUARDIAN FORCE
MSVS MOBIL SUIT GUNDAM 4 ACTION FIGURES $ CALL FOR PRICE
ROCKMAN & FORTE CRONDTHGGRSI2 : :
CARD CAPTOR SAKURA 2 —
DIGIMON ADVENTURE b
MACROSS TRUE LOVE SONG s Q5=
LANGRISSIER MILLENNIUM ¢ 1 5, ey . Y : & Evongelon cin Fiuro $19/e
GHOULS & GHOST “SILENTHILLST2 FINAL FANTASY 8 (4 (D' $39 HRONO CROSS (3(D) $35 SHENMUE $12 . 3RD STRIKE (2 (0) $25 ‘ 3" Rockman Adion Figure $15/ea

SUPER ROBOT BIG WAR COMP 2 e o Please Call for Pokemon Merchandise.
PLEASE CALL FOR ANYTITLES NOT LISTED ABOVE DBZ Super Battle Collection Action Figures Volume, 1-42 Price from $13 or up .  Plase Cal for Final Fanlasy 8. Merchandise

SUPER BATTLE I:l]llEl:TlllN SlIFEII BATHE lillllEllTlIlN_é@/ -’

DAAR AR AR A RARS e R kRt et o hinTA R

LAt '“ 2] '“ BB BLTWLE WO BLE RN WL WO WLW RB RS WO RLE VL) v VL2 VOLZ2 VOL2D VRLZA VOLZS VELZS VLY VOL20 VAL29 voL 3o el fveLaz WLa) veLde WLy mu wa vum WL LAl viLs

{ORDER HOT LINE: 626-281-9282 " Dealer & Wholesalers Welcome!

www.japanvideogames.com

710-1 W. Las Tunas, San Gabriel, CA 91776  Fax: 626-458-6845




> DEAD OR ALIVE 2, CONTINUED FROM PAGE 36

PlayStation 2 in only a few short months, and the game is a visual pow-

erhouse that surpasses the already striking Dreamcast game. Three new
stages have been
added, some of the
levels have been
expanded with
additional tiers,
and there is a rich-
er, crisper, more
natural texture to
the game. If you
have the luxury of
choosing, the PS2
is the superior
game. GR

> MARS CoLONY MUSIC INTERVIEW, CONTINUED FROM PAGE 115

GR: ONE OF THE BEST THINGS (AS YOU WELL KNOW) ABOUT JAPANESE
music CDs IS THE PACKAGING AND SLEEVE DESIGN. WILL YOU MAINTAIN
THIS SPECIAL LOOK AND QUALITY WITH YOUR PACKAGING?

MC: Our art director, Jason Campos, does an amazing job at creating eye
popping artwork for the CD packaging. We're definitely capturing the fun
of the Japanese releases and intend to surpass them. Capcom has been
overwhelmingly pleased with the artwork for our first two releases.

GR: WHEN You BRING A CD OVER ARE YOU ABLE TO ADD ANY EXTRAS LIKE

PREVIOUSLY UNHEARD TRACKS OR REMIXES?

MC: We’ll be more than happy to add extras as we get them. We’re cur-
rently planning to do some remixes which will be really fun. We want to
get some of this stuff into clubs and other venues!

GR: ALTHOUGH THE U.S. GAMING AUDIENCE IS GROWING AT A FEVER PITCH,
DO YOU FIND THAT THE VAST MAJORITY SEEM TO BE CASUAL USERS? How
WILL YOU MARKET TO THESE PEOPLE OR, WILL YOU EVEN BOTHER? | suP-
POSE THE ENTHUSIAST IS WHO YOU’RE HERE TO SERVE. YOUR COMMENTS?
MC: Sure, our primary target is the hardcore, but the music has drasti-
cally changed throughout the past ten years. These soundtracks deserve
mainstream recognition and that’s what we’re going after. | think a Gram-
my would look really nice sitting on my desk.

GR: TELL US ABOUT YOUR NAME — MARS COLONY. YOU KNOW, THEY SAY
THAT SOMEDAY SOON WE MAY COLONIZE MARS AND, WITH THE INTRODUC-
TION OF NEW NANOTECHNOLOGIES, LIVE 200 YEARS OR MORE, WITH A LIT-
TLE HELP FROM THE MACHINES. YOU’LL HAVE THE HOTTEST NAME ON THE
PLANET!

MC: Thanks! The Mars Colony name represents a new beginning, a fresh
outlook. We're pioneering an outlet for these gaming soundtracks to be
heard at full volume!

GR: WELL, KEI, WE WISH YOU AND MARS COLONY MUSIC ALL THE SUCCESS
IN THE WORLD. IT’S A GREAT THING YOU’RE DOING. KEEP US POSTED IN THE
FUTURE ON THE COMPANY’S PROGRESS AND KEEP THE GOOD STUFF COM-
ING!
MC: Thanks, now let me get back to playing some Dance Dance Revolu-
tion.
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