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THE BAD NEWS, SOLDIER, IS

4" | OVERPOWERED, AND OUTNUMBERED.

. THE GOOD NEWS IS,

' ' | WELL, THERE ISN’'T ANY GOOD NEWS.
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This is no place for subtlety. This is no place for pity. This is a place where aliens want to turn

humans into a bad memory. This is a place where strategy matters indoors and out, where your

weapons and vehicles are both human and alien. This is a place for carnage. This is HALO™

microsoft.com/games/halo
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RATING PENDING

Visit www.esrb.org

or call 1-800-771-3772
for more info.
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AUTHENTIC SUPERSTAR ENTRANCES
WITH TITANTRON VIDEQ

WAGE WAR WITH TOP

ASSAULT OPPONENTS ON
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THOUSANDS OF MOVES INCLUDING

BONE-SHATTERING FINISHING MOVES
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10 First Look 60 Previews

Every month, Official Xbox Magazine will bring These aren't just previews, they're little magnum

you exclusive first looks (hence the clever name) opuses, mini-features with maxi-info
of the hottest Xbox projects in the pipeline. That
means glorious high-res images and information =< BLOOD WAKE
so new, it's been cultured from the stem cells of This is what the Xbox was made for.
other games. ‘ 0Bl WAN
The force is strong with this one.
10 JSRF: JET SET RADIO FUTURE >4 SHREK
;T::L:‘;;ﬁgl Eglzshﬂdey please stand up/ =4 Making the P52 green with envy.
14 THE THING 1 UNREAL CHAMPIONSHIP
The killer-app for Xbox online play?
20 years later, it lives on,
Welcome to your backstage pass to the world Well, we don’t have any reviews yet, Hell, the
of Xbox. Get a behind-the-scenes look at the Xbox 1sn't even out yet. Until then, we tell you
wheelings and dealings in the world of Xbox how we'll review games when we do... uhh
software development. Talk to the movers and review games

shakers, take a sneak peek at new games in
production, and scour the pages for tantalizing
gossip and rumor

36 Feature 86 Extended & | ,
Play | STUNNING: P

Hardcore Robot Monkey Porn. That's what's

What, only 70 reasons why you absolutely, not in Extended Play, and it was easier to start FEATU HE

positively T‘iﬂ'l-..l'l‘:" to own an ;gnx? We can 1'&tfh:lnk with that, since pmctl':mﬂlly everything else /s 70 REAso"s _

of literally gajllions. Official Xbox Magazine Extended Play is where you'll find in-depth s the Xbox I'igl’ll for };‘DLI? Read this
condenses that list for your enjoyment and gives game strategies, bite-sized game cheats, reader and find out for sure. Page 36
you /0 solid gaming, technical, and aesthetic input, editor output, and impossibly exciting ) !
reasons to choose the almost hideously powerful news about next month's debut Xbox disc

| {l
new console over Its puerie competitors 85 STRATEGY WA-TERR'FIG

How to get an Xbox for next-to-nothing

52 Launch ©= READER INTERACTION BLOOD

G You're a reader... this is where you interacl

anes 94 CONTEST WAKE .

CAUTION - SPOILER AHEAD: If you're Skate away with an Xbox! Oh yeah Splish-splash
wondering what the number-one reason to buy 95 NEXT MONTH P piaery;
an Xbox is, then don't read this paragraph. But This page will feature secret NASA documents Ri | this game IS
you've probably guessed already - the games regarding the existence of alien life in Earth's * :ﬁ gonna make
We've played and tested every launch game and oceans. And, failing that, a list of goodies you can & some cash.
made our predictions for their success... or failure expect to see In the next issue of Official Xbox Page 64
Read on and see for yourself what's hot and what Magazine, but wait, you haven't even started -
needs some work this 1ssue yet

Ad Index November, 2001

Advertiser Product Page #
Bethesda Softworks The Elder Scrolls 11l: Morrowind 56
Big Sesh Studios Big Sesh Studios 93
Crave Entertainment UFC: Tapout 27.,29,31
Crave Entertainment Kabuki Warriors IBC
Eidos Interactive Mad Dash OBC
Electronic Arts Cel Damage 6-7
Electronic Arts The Simpsons Road Rage 68-69
Electronics Boutique Electronics Boutique 62-63
Electronics Boutique EBgames.com 25 .
Guillemot Thrustmaster 70 A M LS
Infogrames TransWorld Surf 76-77 Rt ot BOoM -
Infogrames lest Drive Wide Open 34-35 e - e -
Interact Accessories Interact lineup 41 .
LucasArts Star Wars Starfighter Special Edition 82-83 MADDEN 200
Microsoft Halo IFC-1 ‘Boom. It's on Xbox!" Page 58
Microsoft NFL Fever 42-43
Microsoft Oddworld: Munch's Oddysee Y
Microsoft Taco Bell promotion 51
Midway NHL Hitz 33 GB'"D rr' ®—
Midway Arctic Thunder 61 - ' ! T Y
Sega of America Anthem 16-21
Take 2/Gathering of Developers 4x4 Evolution 2 55 Hg K 2!
Tecmo Dead or Alive 3 12-13 |
THQ Dark Summit Q0 MOost CD[‘I’]D|E[E
THQ WWF: Raw is War 2-3 Jony Hawk
THQ New Legends 47 ever made.
PE'IQE =7
Publisher’s statement: Official Xbox Magazine (ISSN 1534-7850) is published monthly by Imagine Media, Inc., 150 :
MNorth Hill Drive, Brisbane, CA 94005. Application to mail at Periodicals Postage Rates is pending at Brisbane CA and wall ride - walie « kissed the ra/l W8l
additional mailing offices. Newsstand distribution is handled by the Curtis Circulation Company. Subscriptions: One kissed Ihe rail « (550 - (5 talstidosd ST
year basic rate (12 issues + 12 game discs): US: $39.95; Canada 549.95; Foreign: $69.95. Canadian and foreign orders d84d) X7 J
must be pre-paid, US funds only. Canadian price includes postage and GST (GS5T# R128220688). POSTMASTER: ~ — i
Send address changes to Official Xbox Magazine, P.O. Box 5156, Harlan, IA 51593-0656. Printed in the United 5States.
04 Official Magazine [November 2001 B SECRET STUFF: We have it on good authority that the Xbox contains at least one cool little secret “Easter egg” that is related

to how long you have your Xbox - and, no, it doesn't explode,
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GOTHAM RACING * L N— I‘ H

The fastest, slickest, most-racing-est

racing game we've seen this year. | A complete At loast the ' The future of
Page 55 Xbox-msude'llalmQuldulmagazinehn’tszm football is here |

Air Force Delta Storm Fuzion Frenzy Oddworid: Munch’s Oddysee
Amped: Freestyle Snowboarding Halo Project Ego

Azurik: Rise of Perathia Hunter: The Reckoning Project Gotham Racing
Blood Wake JSRF: Jet Set Radio Future Ridge Racer

Buffy the Vampire Slayer Mad Dash Racing Shrek

Cel Damage Madden 2002 Soul Calibur 2

Dark Summit Malice Star Wars: Starfighter
Dave Mirra Freestyle BMX 2 Max Payne The Simpsons Road Rage
Dead or Alive 3 Metal Gear Solid X The Thing

Dead To Rights NASCAR Heat Tony Hawk’s Pro Skater 2x
Devil May Cry NFL Fever 2002 TransWorld Surf

Double S.T.E.A.L. NFL 2K2 UFC Tapout

Dreadnoughts NHL Hitz Unreal Championship
Enclave Obi Wan WWF: Raw is War

B WHAT'S NOT INSIDE THIS ISSUE: Any smashing of brothers, the word “vertiginous, a tnbute to master magician Lance MNovember 2001 Official mEgEZfﬂE B
Burton, a guide to the absolute best in DVD porn (there’s always next issue), and, surprisingly, not one mention of J Lo
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W Editors Letter

He gets one per issue - sorry

Bias, my-ass!

® biras: An inclination of temperament or outlook; especially: a personal and sometimes unreasoned judgment

o . ——

Ufficial Xbox ITlagazine

Special Preview Issue B MNov. 2001

I'll pretty much accept any insult. Dumb. Poseur. Backstreet Boy wanna-be. | don't really give a rat’s
lower torso. However, what | won't take is anyone suggesting that this magazine is brased.

Yes, we are huge fans of the Xbox (Why else would we work on an Xbox-only magazine?) — and
no, we definitely aren't bought and paid for. The bottom line is that we love games and we have

WORDS AND PICTURES
Mike Salmon B Chief Editor
Frank O'Connor Executive Editor
Sarah Ellerman # Managing Editor

high hopes for the Xbox. At the same time, each of us owns a PS2, and we'll get a GameCube as Dan Egger Features Editor
. Why? we're gamers, and we love playin mes no matter wh m they are on. However, it is our Francesca Reyes M Senior Editor
well. Why? Because we're gamers, and we love playing games no matte at system they are o owever, It IS ou sy o Bk

collective — and, frankly, educated — opinion that the world of Xbox is where we'll be spending most of our time and money.

Throughout the magazine, we will celebrate the strengths of Xbox (check out 70 Reasons Why You Absolutely, Positively
Have to Own an Xbox, page 36) and bitch about the weaknesses (once we find them) — after all, our lofty goal is to produce
the best magazine for the best console ever made. We'll also have some fun “taking the piss”' out of the competition (see
page 96). We don'’t do this to show bias or because we're pathetically stupid (though this may be true, regardless) — were
jJust having a bit of fun at other giant corporations” expense.

We aren’t a multi-platform magazine, and we won't waste pages singing the praises of games on other systems, but at the
same time we aren't going to act like the Xbox is the only console in the world. If Metal Gear Solid 2 is an amazing game on
the PS2, then we won't be afraid to say it — we'll just be thinking of how much better it could be on the Xbox.

Our only inclination 1s that we want to play the most realistic, entertaining, and immersive games on the planet. Does that

sound biased to you? {,

Mike Wilmoth
Juliann Brown

B Art Director
Associate Art Director

Editorial Contributors: Oh, please. We did this one ourselves.
Except we had a hittle help from Jim Preston. We'll use more
freelancers next ssue if they behave.

Contributing Art & Photography: Big Sesh Studios. Corbis, Alan
Daniels, Paul Morse, Terry Taylor

TAKING CARE OF BUSINESS
Karen Quilantang ¥ Publisher
415-656-8472 karen@imaginemedia.com

David Barrow
425-895-7299

Stacy Bremmer
562-983-8078
Anika Cunningham
415-656-8798

Megan Fischer
415-656-8422

Global Brand Manager
dbarrow@imaginemedia.com

® National Sales Manager
sbremmer@imaginemedia.com

Marketing Manager
acunningham@imaginemedia.com

PS: GameCube sucks! ¥ Operations Coordinator

mfischer@imaginemedia.com

PRODUCTION

Richie Lesovoy
Jose Urrutia

Production Director
B Production Coordinator

Trust us with your games — not your daughters.
Except Dan. You can trust him with your daughter.

_Meet the

R ————— B : e CIRCULATION
A Kate Bailey B Group Circulation Director
Salmon Connor ot
Mike g m':k o’ - Mimi Hall Newsstand Marketing Manager
editor-in-chie ecicon Peggy Mores ® Fulfillment Manager

Mary Nicklin Direct Marketing Specialist

Known for: Pulling a Frank
(the uncanny ability to
disappear from a bar without

Known as: Chaos magnet
geek princess
Overheard on the phone saying:

Known for: Drunken reign
over the dearly departed PC
Accelerator

INTERNATIONAL LICENSING
Simon Wear

associate art director

Overheard on the phone saying: |
don't care if Bill Gates himself has to
show me the games. | need to see the damn games.”
Most notable bias: | won't read any book that belongs
to the Oprah Book Club.’

Sadly, you may remember him from: Ultra Game Players,
where he sported a mullet and said things like “rulez.
Now playing (no Xbox yet): Red Alert 2 (PC), Gran
Turismo 3 (PS2), Rugby (P52)

Known for: My God, what isn't
he known for.

Overheard on the phone saying:
"Oh my goodness, are you still
there?” (Said to person on phone
who he forgot about while talking to the rest of the us)
Most notable bias: "Pro-Pepsi: I'd rather drink hot Pepsi
than cold Coke.”

Sadly, you may remember him from: His P52 will rule
the world™ rants on Daily Radar.

Now playing (no Xbox yet): Red Alert 2 (PC), Madden
2002 (P52), Metal Gear Sohd 2 demo (PS2),

Known for: Being the
inspiration for the main
character in Malice.

Overheard on the phone saying:

a trace).
Overheard on the phone saying: |
didn’t go into this pool-of-blood thing half-cocked

Most notable bias: | am dead, dead, dead set against
any and all RPG plots.

Sadly, you may remember him from: U/nmate Gamer - a
game magazine put out by Hustler publisher Larry Flynt
Now playing (no Xbox yet): Day of Defear (PC),
Castlevania (Game Boy Advance), Gran Tunsmo 3 (PS2)

Known as: That girl who loves
games and gets stalked by
creepy readers

Overheard on the phone saying:
We haven't caught her yet because
she uses softo voce all of the tme. Not fair

Most notable bias: Anti-Microsoft - that s, until now
Sadly, you may remember her from: Offical Dreamcast
Magazine - let's hope this console (and magazine) last a
bit longer than her previous gig

Now playing (no Xbox yet): /co (PS2), Tales of Destiny 2
(PSOne), Silent Hill 2 (P52)

Known as: Spider-Man - from
his near-death encounter with a
nasty arachnid

Overheard on the phone saying:

Oh my God. It's not even four-

thurty and they're already playing
Red Alert. Look, I'm going to have to call you back
Most notable blas: | will not see mowvies from the
olden days, back before people knew to do quick edits
Anything pre-1982 s olden

Sadly, you may remember her from: Some ancent
funny hittle text” in Nexr Generation

Now playing: with a pencl, drawing robot monkeys

Known for: Being a real
loudmouth = you can never
shut the guy up

Overheard on the phone saying:

“I'll get them, I'll get them all

Most notable bias: Small letters | think everything
should be capitalized because it looks better

Sadly, you may remember him from: That one day n
band camp

Now playing (no Xbox yet): Gameday 97 (PSOnel He
likes the classics

Known for: Mid-sentence naps
and that crazy turquoise
polyester get-up

Overheard on the phone saying:

int| Licensing Manager
simon.wear@futurenet.co.uk

CONTACT INFORMATION
For customer service, please call 1-888-318-8368.
For ad sales, please call 415-656-8472 or 562-983-8078.

The editors like mail. You can write to them collectively at
xboxmagazine @imaginemedia.com. Your letter might even
wind up in the magazine. But please refrain from stalking.

IMAGINE MEDIA, INC.
150 North Hill Drive
Brisbane, CA 94005

Imagine Media 1s a part of
THE FUTURE NETWORK PLC

Greg Ingham B Worldwide CEO

Jonathan Simpson-Bint President
Matt Firme B VP/Editonal Director
Tom Valentino VP/CFO

B VP/Circulation
VP/Human Resources
B General Counsel

Holly Klingel
Steve Leibman
Charles Schug

THE FUTURE NETWORK
30 Monmouth Street

Bath, BA1 2BW, United Kingdom
+ 44 1225 442244
www.thefuturenetwork plc.uk

The Future Network plc serves the information needs of groups of
people who share a passion. We aim to sansfy their passion by

creating magazines and websites that offer superb value for money,
trustworthy informabon, mulitiple ways to save bme and money, and
are a pleasure 1o read or visit. Thes ssmple strategy has helped create

“Yeah, like that'll happen.”
Most notable bias: | hate everything.”

‘But | thought you said we could
certify that game on time.

They're bulging and pamnful”
Most notable blas: Matlock: that Andy Gnrffifth s a real

Sadly, you may remember her from: Her non-speaking Maost notable blas: “Jalepenos = no matter what form | silver fox. one of the -‘ea:ﬁ?-g'c-.-.-=r!_g ’-".:cua companes in the world. we publish
role as a tough, yet tender, cop on the wildly popular eat them in, they come out the same painful way’ Sadly, you may remember her from: 1540s burlesque Tc’t';enth&'_ Eﬂir 1;9‘3‘;'”“5 E*r . '-'-E':itﬂ. and 3 ””"{”ber of
series Silk Stalkings. Sadly, you may remember him from: The PC Gamer CD shows . o) O 0 ST CRRNIRS S I S TIOT Y. 855

hcenses 42 magazines in 30 countnes. The Future Network is a public
company quoted on the London Stock Exchange (symbol: FINET)

MEDIA WITH PASSION
S5an Francisco, London, Bath, Milan, Paris

Now playing (no Xbox yet): Amencan McGee's Alice
(Mac), Diablo 2 (Mac).

where he played guitar in the band Buddha Jones
Now playing (no Xbox yet): Red Alert 2 (PC). Red Faction
(PS2), Gran Tursmo 3 (PS2).

Her special message of the month: K.ds, cont even
look at that micro-doodle thingy while it's running, it'l
give ya cancer in the head.”

ITOWN ¥ Talzlaalzlal

® ' TAKING THE PISS: A clever British phrase used to describe the
act of putting someone down for the fun (or just the hell) of it
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ABSOLUTE EXCLUSIVE

Smilebit is intent on
a more “stylish” ride
for JSRF tricksters.

Expect plenty of big
air moments.

If Smilebit
had a dime...

... for every game that
utilized the cel-shading
technique that it had
pioneered for something
the team labels a “manga-
like” look in Jet Set Radio
Future, they would be
very rich men, indeed.
From Infogrames’ Wacky
Races to Tecmo's
Monster Rancher 3 to
Sega’s own WOW-
developed arcade racer
Wild Riders, the cartoony
look of cel-shading has
been referred to by
veteran industry insiders
as the new millennium’s
“lens flare” in gaming.

If you were a street punk with jet- As evidenced by the above screen, Beat's
powered skates, you’'d tag walls too. back to his old tricks... har, har.

10  Official Magazine [MNovember 2001 B TAGG-ARIFFIC: The students at Sci
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DEVELOPER: Smilebit

PUBLISHER: Sega RELEASE DATE: Spring 2002 s R F el
J Ed

et Set

Radio Future
Back to the Future

\

based on Tokyo, not a replication of it. Unless Tokyo is cel-shaded, he’s right.

Objects in the environment
will respond to players more
naturally, like these pedestrians

fleeing for their lives. That's
pretty natural, we think.

B DON'T CALL IT JET SET: Due to some radio station owning the trademark to the words “jet set radio,” Sega is forced to
call the game JSRF: Jet Set Radio Future — just makes it harder to write about

Stay tuned for our next issue, which will include an exclusive, tear-inducing trailer of the game in action.
You'll start stockpiling tissues now if you're smart.

MNovember 2001 Official

First Look

Jet SE.'t Radio Future

hen Microsoft announced that Sega was

joining its lineup of developers on Xbox,

the list of games that accompanied the

announcement gave top billing to the
sequel to the Dreamcast's futuristic cel-shaded graffiti
skater Jet Grind Radio Uet Set Radio in Japan). It was a
bit surprising since the original was a marginal seller
but those who doubt the push behind the upcoming Jet
Set Radio Future clearly haven't played the original

Clever and almost too hip for its own good, Jet Grind
Radio featured a playable set of street skaters, called the
Shibuya GGs, looking to defend their turf in an alternate
reality of Tokyo teeming with Gestapo-style anti-graffiti
police and cyberpunk thugs. While the skating, tricking,
and tagging gameplay was tightly designed and utterly
addictive, it was the high-concept look and sound of the
game that turned heads. Jet Grind Radio was arquably
the best use of the then-new graphical technique of cel
shading and sparked a trend In
videogame visuals that hasn't let
up since (see Ce/ Damage).
“Graphics went from 2D to

3D, then the number of polygons
Increased and polygonal
animation came next. This has

Clever

and
almost
too hip

for its
own
good

been the evolutionary cycle in
videogames,” claims Takayuki
Kawagoe, /SRF's producer. “|
think Jet Set Radio has been able
to resume the videogame
evolution. This has been the
main reason of its impact on the
industry and our biggest reward.”

Smilebit, the in-house Sega team responsible for the
original, has bold plans to make this a bigger, more
detailed, multuplayer affair with around 20 areas to
explore within a Tokyo-inspired metropolis. But will it
have any ties to the original in terms of theme or story?
WIill the GGs still be fighting the good — but messy —
spray-paint fight against the evil Goji? Unfortunately,
no. While many of the characters from the original will
be returning In sleeker, hipper forms, there is no
connection between the two beyond this, according
to Smilebit.

Unlike its predecessor, JSRF will emphasize more
exploration and more complex stunts within larger
environments. You'll even be able to grind up
streetlights. “It's like a theme park, actually,” says Game
Director Masayoshi Kikuchi. And now, lucky Xbox
owners will be the happy recipients of Jet Set Radio
Future when it releases this coming spring.

Magazine 11
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Movie magic

While the characters and storyline will be slightly
different than those in the movie version of John
Carpenter’s The Thing, the same can’t be said for
the game’s environments and monsters. The player’s
adventures will weave in and out of an Antarctic
research station lifted almost directly from the one
found in the film. And you’'ll have to learn every
nook and cranny of the station as the shape-shifting
“thing” you're chasing will also be chasing you on
numerous occasions.

e o

s »
| . “Now where did | put that J&B?"

|
R e R e R
|

——— e W e T

14 OFfficial Magazine [MNovember 2001

FIRST THINGS FIRST: The

o= wremm sm

CLUSIVE

If you’ve seen
the movie, you
know what’s
going on in this
picture. If you
haven’t, then
you’re in for a
surprise.

............




First Look

The Thing

e e ————

DEVELOPER: Computer Artworks
UBLISHER: Universal RELEASE DATE: Q1 2002

veryone loves a good scare. tspecially
gamers, who hastily gobble up all things

virtual horror across every platform, dating

back to the text adventure days (think
Lurking Horror from Infocom). The survival horror genre
has embraced gamers’ love of all things that go bump,
bleed, and squoosh in the night — starting with games
such as the B-movie-alike Resident Evil series to the

genuinely creepy Silent Hill

So, when a game promises to include gore, thrills,
and preternatural hijinks in association with an
accomplished sci-fi horror-film license, the potential is
sky-high. And this is exactly what Universal Studios 1s
aiming for with the upcoming release of The Thing,
based on the ultra-creepy 1982 John Carpenter movie
of the same generic name

Taking off where the movie left off, players assume
the quise of a military squad captain who i1s sent on
assignment to Antarctica to

sniff out clues in @ multiple Ki“da Iike
murder mystery. Who (oi

@
what) killed all the men on a VIIatual

the previous US expedition

to the same snowcapped FreUd

location? Are the men on

L
your crew safe from WIthOUt
whatever caused the ll h
massacre? Can you trust a t at

them? And this is exactly

what will propel much of creepy
the events in-game: trust. Oedipus

British developei
Computer Artworks has Sthf
created and designed what
IS being labeled as a
‘revolutionary gameplay mechanic’ that will monitor the
psychological states of all the characters in the game -
kinda like a virtual Freud without all that creepy Oedipus
stuff. This feature will allow you to determine whether or
not one of your non-playable team members is willing
to cooperate with you or whether he has succumbed to
suspicion... or even worse. But, while the “advanced
trust/fear interface” will play a major role in the game,
Universal also plans on focusing quite a bit on puzzle
solving and straightforward murderizing.

With plenty of horrific beasts to battle, as well as
highly detailed 3D environments, we have high hopes
that The Thing will be the game to dispel any belief in
the movie-licensed videogame curse proven Dy subpar
predecessors

COmingG soaorl...

Universal is preparing a killer game trailer for this that'll rival those made in Hollywood. It’s set to land on
our disc next issue along with a full preview with hands-on impressions as the game nears release next year.

B “IT'S CLOBBERIN’ TIME": Thankfully this game isn't based on the Marvel superhero The Thing. MNovember 2001 OFfficial mEQEEIHE 15
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Microsoft readies

the Xbox for takeoff...
wili the world be ready?

he Xbox launches

on November 8. In
approximately one
month (depending

on when you're reading this) the

world s most powerful videogame

Electronic Arts:

There'll be SSX Tricky,
Madden 2002, Cel Damage,
and The Simpsons Road Rage
at or soon after launch. Rumors
that EA gets preferential
treatment from Microsoft are
surely exaggerated... surely.

Uppers
and
Downers

How this
month’s news

affects the world
of videogames.

Activision:

Tony Hawk 2x kicks butt
and delivers even more than
it promised, 13 other Xbox
games are in development, and
the company has Return to
Wolfenstein waiting in the
wings — Xbox version, please!

Microsoft:

A controller we love to
hate, a huge investment, and
lots of work yet to do - but
there's no denying the console
has extreme potential.

Sega:

Bruised and battered from
the Dreamcast nightmare, Sega
staggers back to its corner and
prepares to rake in a fortune as
a third party.

Nuon

Continues to dominate
gaming, only in total secrecy.

Japanese Games:
Support from Japanese
developers has been a bit slow
for Xbox, but with the recent
announcements from Namco,

Capcom, and possibly even
Square, things could definitely
turn around for Xbox in Japan.

Nintendo, Sony:
No DVD capability,
no launch variety, and another
delay for the GameCube -
and no bump-mapping, no
real-time pixel shading, nor
progressive scan for PS2. Eat it!

22 UOfficial
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console will be available in stores
And that's going to be a busy
week. The oft-delayed Nintendo
GameCube will now launch two
weeks later — with considerably

fewer games and (of course) no
DVD capability

Microsoft has promised to spend
$500 million marketing this system
to a public that still needs some
convincing. This kind of budget will
go a long way toward doing that,
but like any game system launch in
nistory, it's all about the games.

Sony’'s PS2 launch a year
ago was tragic at best with a weak
lineup and an epic shortage in
hardware, but it rode on the simple
promise of better games in the
pipeline, and true to form, the

B HAPPY BIRTHDAY, XBOX!: November 8 is the day Xbox will be born. It is also the day that former teen idol Leif
Garrett, American Pie hottie Tara Reid, and over-the-hill blues artist Bonnie Raitt were born. Not sure if this is 3 good sign



company delivered, with titles like
Gran Turismo 3 currently available
and Metal Gear Solid 2 in the
works. Nintendo seems doomed to
repeat history, launching with a tiny
selection of games, and only one (so
far) revealed killer app - curiously,
from a third party, in the shape of
LucasArts Rogue Leader. Luigi's
Mansion looks cute, but it's no
Mario 64. And Nintendo has made
hardware mistakes in the past -
Virtual Boy, anyone?

Mistakes by competitors aside,
Microsoft still has a lot to do, but
an mnitial launch selection of
approximately 14 games, including
Halo, Dead or Alive 3, and Madden
2002 should, at the very least,
provide variety. The system’s
iInclusion of DVD capabilities, an
incredibly flexible hard-drive, and
most importantly — broadband
capability out of the box cannot be
underestimated. Come November,
these juggernauts will be fighting
tooth and nail for your attention and
their market share.

We know that Nintendo’s
GameCube will be priced at a
competitive $199 against Xbox's
$299, and rumors are already
circulating that PlayStation2 will see
a price drop shortly before either of
these new systems launches. And
then Sony has the tricky proposition
of launching a broadband adapter
and hard-drive combo to a
somewhat bemused public (console
hardware upgrades have historically
bombed: 32X, 64DD, Sega CD, et
al). Could it be that Sony is more
worried than it's letting on? We'll

find out soon enough.

All Access

Liar, liar, pants on fire

Will the Xbox come out on time?

Launch Rater

The five keys to a successful

Xbox is absolutely
on track for our Nov
8 release date here
Iin North America,
Just as we an INCH
it Els Lronit

Entertainment Exp

David Hufford, Group PR
Manager, Xbox

Official Xbox
magazine

will

analusis final. The GameCube

Rumors of a possible Xbox delay
seem to have been greatly
exaggerated. In fact, the only delay
that has happened so far is to
Nintendo's “the GameCube will

definitely launch on schedule”
GameCube. Only a month after his
bragging quote in Famitsu, Peter
Main and Nintendo announced a two-
week delay. The question is no longer
whether the Xbox will be delayed,
but whether the GameCube will be
delayed yet again. This time they
promise it will be out on November
18 - of course they “promised” last
time, too.

console launch

1. THE GAMES

The Xbox will launch with a surprisingly strong lineup of games.
More importantly, the lineup is spread out through most of the
important game genres, including racing, sports, fighting,

adventure, and action.

Xbox

Microsoft has
announced Novembei
oth as their launch date,
but | don't think that's

Peter Main,

Executive Vice President,
Nintendo (excerpt from Famitsu
Magazine interview)

2. THE RETAIL PRESENCE

Thanks to previous retail experience
with a little software program you
might know as Windows, Microsoft
has the know-how and relationships
to make a launch work. No console
nas ever spent more money on retail
presence than Microsoft.

VA

3. THE POTENTIAL

Xbox: Powered
by Namco

been waiting for. Namco will

Xbox, including (yoinks!) Sou/
Calibur 2, a new Ridge Racer

fourth game is at this point

Tekken 4 or Mr Driller X....

Just as we went to press on this
issue, we got the word we’d all

produce at least four games for

title, and the hotly anticipated
action title Dead to Rights. The

unknown, but we expect either

B WHERE'S VOLDO: Soul/ Calibur 2 1s coming to Xbox, so nex

t 1ssue we get to start a thnilling game of

Each issue we’'ll hide the freakish character somewhere that you'd least expect him - find him and you cou

No one disputes that the Xbox is the
most powerful console in creation,
which bodes well for the future.
Many developers feel that in the
coming years, the Xbox will begin to
distinguish itself more and more from
the GameCube and the PS2 in terms
of graphics. On the down side, some
third-party developers are taking a
wait-and-see approach toward the
Xbox and will only start on second-
generation titles for the system if their
early titles sell strongly.

? S

VR

MNovember 2001

Official

A quick, and mostly unbiased, look at the Xbox
launch versus other console launches.

4. THE TIMING

In some ways, now is both a good
and bad time for a launch. On the
good side, the videogame industry is
picking up steam after a dismal year
for everyone. On the bad side,
GameCube is launching just 10 days
after the Xbox.

SN

5. THE PRICE

In 1993, 3DO tried to launch a mass-
market videogame console for $699.
Needless to say, that didn't go over
so well. Nintendo has launched
several successful consoles at $199 -
and Sony has proven that gamers are
more than willing to fork out $299
for a console that they really want.
Microsoft hopes to build a similar
demand for its $299 console with a
massive Xbox advertising blitz and an
impressive combination of processing
power and exclusive games.

Magazine 23



. All Access Robot/Monkey

 The mmr\keqs are coming ‘poca’ypse "acker

A hit of the old
this and that

If it’s important to the Xbox, we’ve got it here:

Beginning in this, the Preview issue of Official
Xbox Magazine, we'll be tracking the
obvious signs of the impending
Robot/Monkey Apocalypse. News agencies
are reporting more and more instances of

death, horror, and suffering instigated by
robots and/or monkeys. Only the truly
blinkered can afford to ignore stonies like...

Monkeyman
panic continues in India

‘Large colomes in New Delln were gnpped by fear ol attacks
after dozens ol people reported they were bitten or clawed by
the nocturnal ‘monkey man.” At least three people panicked and
tell to thewr deaths from buildings durnng the two-week saga
because they were convinced the attacker — descnibed varyingly
as a monkey-hke creature with metallic claws and a cat with

tawny, glowing eyes — was pursuing them.” —= CNNMN.com
Max Payne for the Xbox Devil May Cry for Xhux"  Monkey count: 1 1 Robot count: 1 1 Death/injuries: 3+ 22
The news: Take Two Interactive has announced that it s moving ThE ngs n the recent is
ts popular third-person shooter to the Xbox. The game wowed lext Generation. Devil A .T;., Cry's ApOCB"’pEE Factor: S5 ""; '!':; ""ﬁ 4 h*
critics on the PC with its cinematic gameplay and stylistic slo Hideki Kamiva commented about .
motion shootouts. The Xbox version will be in stores this fall Capcom’s upcoming PS2 title and
Why It's Important: Max Payne seems more at home on a ts chances on the Xbox or HMK ca“el'
console than it does on the PC. Plus, no console on earth GameCube While we've heard was cheeky chimp
can render it prettier than the Xbox rumors about Dewvil May Cn ‘For two consecutive nights, three employees of the Blau
Officlal Xbox Mag's take on It: This is just another head-to-head opportunity for the coming to the Xb ) Drummond Safari Park in Slmhntj. Scotland, received dozens of
Xbox to show that it's the most powerful console on earth to the project has yet to confirm calls from an anonymous caller between 6 p.m. and 4 am. They
invthing. Here's Kamiya's response heard nothing but heavy breathing and the occasional sniff. *
when asked if the title is in the ABCNews.com
ey 1 works for the Xbox or GameCube B Monkey count: 1 M Robot count: 0 W Death/injuries: 0
Malice finds a home Nvidia stock soars - % B A
The news: One of the first games ever thanks t[] Xbﬂx | haven't been able to studv othe Apocalypse Factor: 3 &\ & &)
shown for the Xbox has finally found a The news: Nvidia's stock price ha hardware. so | can't say specifically
publisher. Malice, a platform game soared thanks in great part to its Il | would say the game would look nﬂhot tﬂﬂh“ﬂlﬂgy
starring a girl and her trusty mallet, is relationship with the Microsoft. Nvidia | prethier on Xbox. As for GameluDe
being developed by Argonaut — and has produces the proprietary graphics nave a reenng it isnt ine ngnt kind moves fomard
been in hmbo without a publisher since processing unit for the Xbox, and the of game lor [his piatiorm “U.S. government agencies began funding humanoid robol
the console was first announced to the company 15 scheduled to pull in as researchers like Mataric, whose robot Adonis i1s learning to dance
press. Vivendi Universal snagged the much as $80 for every console sold Why it is impnrtant The Xbo the Macarena.” — Reuters
game and plans to have it on the Xbox The company is forecasting revenue needs support from Japanese B Monkey count: 0 W Robot count: 1 B I]nathﬂnjnrins-
by 2002 and then follow it up with P52 to Increase more than 50 percent + :*.e;--.-_'-.:,__:;'-" and it seems that Ry - -
and GameCube versions later on this year developers are finally starting to Apocalypse Factor: 2 &l &6\ &)
Why it is important: Malice showcases Why it is important: The financial types recognize the capabilities of
many of the best Xbox special features are starting to believe in the Xbox Microsoft's console “onke,
8. such as bump-mapping, realtime Official Xbox Mag's take on it: \We II]"I'III::IEII lhﬂ: Hag s take on it:
shadows, and high-resolution don't care about stocks and share Once Japanese developers realize bmn'l mm's mbot
. textures. The game will even prices, we |ust care about games that their games will look best on “It was an amazing sight to see the robot in my lab move,
use the Xbox Communicator but it's still good to know that the Xbox, it won't be long before more knowing that it was being driven by signals from a monkey brain
headset and voice suits are excited too games follow at Duke,” said Mandayam Srinivasan of the Massachusetts
recognition tools Institute of Techr]ulc}gy_ ‘It was as if the monkey had a 600-mile-
Official Xbox Mag's take on . long virtual arm.” - Reuters
It: We've been waiting for AN . B Monkey count: 1 M Robot count: 1 M Death/injuries: None yet
> gAme SInce 1IN MadCatz peripheral shocker! | Apocalypse Factor: 4 # & &\ &\
appeareg; lLs-aooult The news: This new peripheral for the Xbox actuall Ll : ?
time they got the iy '_l E',. _D i e _“L"'ﬁ"_' i " | :
ddal caaled zaps players with .E;HI e r.-‘.t:L_tr r._rs:.._-u?k.rca ~ s-.:r"l.r
- strong enough to make gamers actually drop the
4 “&; * controller
B - 4 Why it Is important: There hasn't been much in
Xyl controller design since the advent of force feedback
f Official Xbox Mag's take on it: C'mon, admit it You w:
try this thing too

Enclave g4 The Simpsons Road Rage

Projected release: 2002 \ | e b | Projected release: 2002

The good stuff: Enclave 1s a hard- | The good stuff: Road Rage plunges
boiled Team Fortress-style action game 4 the quick-fix gameplay of Crazy Taxi
set in a beautiful fantasy world. You S B1 into a fully realized 3D Simpsons
choose between a number of character A A - environment. Unlike previous

classes and then update your minions S i _ < Simpsons games, this one actually
throughout the game with new armor, .. Sl . ' captures the feel, humor, and attention
weapons, and powers. The graphics are =1 Sl AN - to detail that makes the series an all-
some of the best we’'ve seen. Y o S ST time geek favorite.

The scary stuff: When you see one of NS Y The scary stuff: Previous Simpsons
Enclave’s ogres in full battle armor -\ games have ranged in quality from
ready to fight... you'll know scary. VAN s ' craptacular to horrific.

—f e [[Nlovember 20001 B WE ARE NOT I{IDDIHG The Robot/Monkey Apocalypse is no joke. Every day we hear of more accounts of robot- and/oi
24 Official IMlags

monkey-reiated violence you See a monkey, a4 robot, or a ropol-Mmonkey proceed with extreme caution
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Under
the Radar

The best Xbox games you've
never heard of

L o R

OO2400 ﬂﬂ?ﬁﬁﬂ

New game, you say? So what’s ® " -
it called? v T 35001
Dreadnoughts. fgagind l | | 1

Who's making it?
A small development house out of
Portland, Oregon, called Xenopi Studios.

What’s the game about?

Like Halo, Dreadnoughts is a squad
oriented first-person shooter. The action 1s
focused around cooperative teamplay that
blends together the best elements of
games such as Unreal, Tnbes, and Team
Fortress. It is planned to support online
play and Game Commander as well

Why should we care? |
Like other teamplay shooters, the L

gameplay follows modified Capture the J -\

Flag rules, but in this case, the flags are E -

rml-],-,wf-, heavily armed capital "ihl?]‘.’: that g
must be destroyed by the other team. S . , |

Learning how to protect these ships while T 5 ra— 5 . If you're familiar at all with the
harnessing their awesome weaponry is the - —— world of arcade emulation, then

key to the game. k- you already know about

Why haven't we heard of it yet? B SCM seeks RPP: Enjoys M.A.M.E. (Multiple Arcade

Aenopi is still looking for a publisher for teamplay, massive caM,_ Machine Emulator). If you aren't
D;-mdnuugf‘rrs. ‘Iu;fh_en the u:-mpmjy SECUres Sl‘lip'."., and Inng walks on familiar with emulation, all you
;Ellﬂe::i:unll definitely hear more about o ST need _tu kl*l_uw s tHaat this
amazing piece of software can
'''''' - ' — emulate the arcade hardware for
more than 1,500 classic arcade
games from the '70s, ‘80s, and
'90s. It has a strong following on
the PC - and may someday have
a similar following on the Xbox.
Volumetric grass A programmer has
e | successfully ported the arcade
As seen in: Tﬂn' Hawk's Pro Skater R..'J'-:.“ AT 1 emulator over to an Xbox
The old wavy: Xhae. i _ development kit and has the
One of the worst things about console graphics in the : ‘s " | oy program up and running for
past is that the grass never looked like... well... grass T TS L almost all of the games
Football players competed on big green slabs of : . = : ' ljuppﬂr[ed by the PC version of
concrete, role-playing ¢ I"mnala:tera EH:'I-::F:E{j across L‘.Ih:]'-.".‘” & ' M.A.M.E. This version will
new worlds carpeted with Astroturf, and even the stuft -l :
support both analog sticks and

that snowboarding game characters smoke doesn't - " i .
look real (until after you've smoked it — we hear) | ' even uses the Xbox’s four

R
& . e AN, N B The ) { T controller ports to facilitate
] Wl s e S S Using PIXEL SHADERS (a technology that can add | ”61""'“:’33'9" games such as
_ . A\ o Ty ¥ Vdrat T ; visual effects such as shading, coloring, and lighting - auntret. : _
4 SRP a RN Yok RE ; & i iy / ' on more than two million pixels simultaneously at 60 Ul‘_lfﬂl'let‘IﬂlEl}f, Microsoft will
W R o +4 \.,1' y Lty * g frames per second), the Xbox can render insane Y 000 most likely never let anyone
' R S ..'\l 17 AL W A amounts of data... including a held full of individually ; b distribute the Xbox version of
; nﬂ tnmﬂlv kltk"lp : nn‘iﬂhm [Iual R rendered blades of qrass £5 | M.AM.E. because of massive
i¥ | | \ g 2 Where elsq . oo e legal i1ssues. Of course that
{4 4 h’-, 417 )( 3 a_. :" $3 ep your eyes peeled, this stuff will pop up LR ) won't stop us from trying to get
3 N RS BN SLL \ \ E""E'r'?"""'“"” next yea R o | a pre-release version for the
| il : . . i

office... for research.

Gam ewa tCh Other games on the way: Fallo wshlp of the Rings (Sierra) -

Star Wars Episode I:
Starfighter Special Edition

Projected release: November 2001
The good stuff: Starfighter Special
Edition i1s a massive update both tech-
nologically and in terms of gameplay -

Fuzion Frenzy
Projected release: November 2001
The good stuff: Fuzion Frenzy has all
the great four-player party-game fun
that you want on a console without
the embarrassment that comes along

with special attention lavished on two- with those ultra-geeky Mario Party
player modes. Five new bonus missions titles. Plus, these mini-games are a
have been bolted on, and tons of little more challen_'igtng for those of us
. - secret goodies, including Darth Maul's over the age of six.
Infiltrator craft, make the Xbox version ;hﬁ' ISL'HI’F ElIUff! Vﬂ;hy'l'-'iﬁ 93“':1 :

77 e WNLTN = ' evelopers always feel the need to

/; = . the best-looking yet. : :

Kﬁt e ;} L.P . ww”| The scary stuff: Smells like a port. A : _ - | rep!acg? the letter s with a z in game
good one, but still a port. P TR i names:

(=] ] ‘ " m CAPTION EXPLAINER: Rather than write a caption that could be easily understood at first lance, we chose to confuse
e  Ufficial Magazine [lovember 2001 p y g

you with unknown acronyms like SCM (Single Cyborg Male) and RPP (Rich Publishing Partner) — we apologize profusely




"THE HUNTINGTON
BEACH BAD BOY"
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GAMER

BE=y=3 ou can't have a discussion about
£ console sports without talking

P
H

B about football. Ever since the glory
r:iaya of Madden on the Sega Genesis,
football has led the charge for console
sports. On the Xbox, this is no different
I'he built-in hard-drive will enable
football developers to offer more
detailed stat tracking, storage for replays
(including post-game highlight shows), and even a place to
hold roster updates. And let’'s not :{JIQE[ the built-in online

e T T S e T i

i :lr
support and the graphical goodies that you'll only get on the - 1
Xbox, including bump-mapping, high-resolution textures, and ™ w /
pixel shaders that help render cool details such as volumetric Y

grass (see opposite page).
The battle for supremacy on the Xbox starts now, and here are the main competitors: §

MADDEN 2002 | NFL2K2 NFL FEV f:ﬁ‘ 2002

Developer: Tiburon | Developer: Visual Concepts Develnper: Microsoft

Is
Publisher: Electronic Arts Publisher: Seqga Publisher: Microsoft ;,
What's good: This is currently | What'’s good: Visual Concepts What's good: Microsoft wants a §
the world’s premier football | proved in the last few years that piece of the football pie, and 5
franchise, and all the goodies EA could be challenged and it s willing to do whatever it H
that made the PS$2 version of | even beaten at its own game takes to break in. So far, the [1
Madden 2002 so phenomenal and now the developer isn't held ury 15 still out on this game :’
have made it over to the Xbox back by an underpowered but one thing 1s for sure... up i
What’s bad: We wish that the machine. close, no football game looks 8
Xbox version didn't have to What’s bad: It won't be in stores better |
follow in the footsteps of the until the football season is more What’s bad: Football games
less-powerful PS2 version than half-finished aren't played up close E
Secret weapon: Madden 2002 Secret weapon: Visual Concepts secret weapon: Microsoft is i
has more depth than any s already familiar with online developing this title exclusively §
football game in recent or even play trom its Dreamcast days for the Xbox, so it will be f
extended memory. and Abox online gaming 15 |usl optimized tor that platform iy
NFL equivalent: Baltimore around the cornei NFL equivalent: Washington :-
Ravens — a proven winner with NFL equivalent: Minnesota Redskins — meddlesome _
a troubled past, they are the Vikings - always the bridesmaid owner s fat checkbook has :
champions until someone steps never the bride. Seemingly made plenty ol players rich, bul I
up and takes it away destined to be one stupidly nas yet to make any of them i
called play away from the big winners (just whiners) g

prize (thanks Dennis Green)

Sega GT (Sega) - 4x4 Evolution (Take Two Interactive)
S\ TransWorld Surf

Projected release: Endless Summer
The good stuff: Ridiculously detailed
water is an Xbox specialty, and this
game pulls you in for a closer look.
With 13 real-world surfers, a unique
Karma system, and a shark’s mouth
full of special moves, this might just
be the first decent surfing game ever.
The scary stuff: A mag license for a
game? Apparently the world is fresh
out of crap movie licenses. Oh joy.

IITIVIATE FIPUTING CHARDIDNEHD
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The fads in pads

X-Wing
Controller

Manufacturer: Pelican

The difference: Most akin to the

MadCatz Pro Pad, Pelican’s entry

into the Xbox controller race features
rubberized hand grips as well as eight
programmable buttons. Set to be available
in black/gray and translucent green/black,
the X-Wing Controller is stylish and light.
What we think: Its standard shape and size
make the X-Wing worth a second look merely
for its added features, which include what
Pelican calls “quick response joysticks.”

PowerPad

Manufacturer: Interact
The difference: People like
to add a little color to their
consoles. PowerPad adds
two extra colors to the Xbox
all-black palette with blue
and green translucent.

What we think: As far as
offering a simple alternative
to the standard controller,
the PowerPad seems right
on the mark, but for extra
features, look elsewhere.

e T,

Advanced

Gontrol

Pad Pro

Manufacturer: MadCatz

The difference: The Advanced Control
Pad Pro appears to be solid, rugged, and
versatile with fully programmable buttons
(for one-touch combos and all the other

usual features), side grips, and various
translucent shells in black or green

What we think: Rugged and durable-
feeling, the Pad Pro should be a good
choice for those who don't quibble over
the size of the standard controller, but
simply want more features. This may suit
some people very well.

| U's no secret that there've been some rumblings among
& the development community and gaming fans
& regarding the Microsoft Xbox controller. With its
plenitude of features, including the dual analog sticks, a
digital D-pad, and six face buttons, there’s a whole lot to house on
the face of it — and this has led to complaints about the controller
being too large, poorly laid out, and downright unwieldy.
Lucky for those unhappy with the size and feel of the
standard Xbox Controller, quite a few third-party
peripheral manufacturers have stepped up to the
plate to deliver a wide range of choices
for how gamers will be able to
control their games right at launch.

\.. |
e
."' J"—-__

o

T

Vortex
Controller

Manufacturer: Gamester
The difference: Let's
face it — the Xbox is
not a toy, and
according to
Gamester, the Xbox

"pad controller shouldn't

Manufacturer: Thrustmaster be a toy, either. The
The difference: Thrustmaster has Vortex Controller
stepped up to the plate to deliver a puts a classy spin on the usual plastic
strange but promising gamepad peripherals for Xbox by replacing
alternative. Shaped like a “U” and them with sleek, shiny steel on the
slightly shifting the placement of the controller’s face. Add to this a
buttons and sticks, the Upad is aimed dimpled D-pad to replace the curved
directly at those who can't get used to one found on the competition.

the standard controller. What we think: Vive la différence!
What we think: As weird as it looks, it's The Vortex Controller looks sleek,
basically the same thing as the standard sophisticated, and HEAVY! Of
controller without the massive, freaky course, since we haven't had a

Xbox jewel in the center. It might chance to test it yet, we don’t know
benefit from being lighter and easier to how much it will weigh overall, but it
maneuver because of this. sure looks nice.

méqazfns MNovember 2001

NASCAR Heat

Projected release: November 2001
The good stuff: The future of Xbox
gaming is definitely online, and
NASCAR Heat is one of the first steps
in that direction. Although the game
only supports LAN (Local Area
Network) multiplayer, you can link
between 2 and 16 players in a single
networked race.

The scary stuff: Play this too often and

you might wear out your Xbox pad
unevenly. Would it hurt NASCAR to
throw in a right turn once in a while?

) - Soul Reaver 2 (Eidos) - COPS (Fox) -

Project Ego
Projected release: Sometime after the
apocalypse

The good stuff: Most easily labeled
an RPG, Project Ego is much more like
a simulation of life. Characters learn,
get old, and you can see all of this
visually in the game. An epic that will
define a generation of games to come.
The scary stuff: Peter Molyneux is
notoriously late with games and will
likely just tease us with morsels of
information until he finally finishes the
game in 2004.

B GREATEST OLD-SCHOOL GAMEPADS: 3) The Genesis six-button controller (best fighting game controller ever).

2) The ASCII SNES pad (slo-mo button lets you fly in Super Metroid). 1) Atari 2600 joystick (it's chewable).
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10 Ridiculously
A, Tough Questions

-”

This month, we put Lorne Lanning, the creator of the
Oddworld series and the Xbox launch title Munch’s
Oddysee, to the test. And no, we don’t grade on a curve.

#

1) True or False: The Xbox can do things ) Best way to beat a videogame bad guy Is:
the PS2 simply can't. A, Jump on its head
It can save to an onboard hard-disk and it can B. “:.I]lrl attack

store a lot more texture maps in RAM, (Okay, so I'm = Othes
playing it safe :-) ) Munch wanted to answer this one. I like to Free
a bunch ol caged ruzzles with my basic headpon
zap L hen | aamespe mmand them (‘getem!’) |
|

chew on some big meanies groin area. As he's

screaming and triving o ngnt o my zzie inenga
UCK dOwiI me ZAP from a nearby vendo and the
hock him senseless till he knocks back into a
<) True or False: Munch’s Oddysee will landmine
ship at launch.

Then we check ourse ves 1Into rehab

| i

8 ) True or False: In videogames, story
doesn’'t matter.
3) The concept behind the 3D gameplay in Even Asteroids had a story, “You're a spaceshil
Munch's Oddysee was In development since:; and there are hundreds of space rocks coming at you
A. Right after Abe’s Oddysee Survive!” Simple but necessary
B. Dunng the creation of Abe’s Exoddus -
C. After Abe’s Exoddus (
Three publishers, three platforms, two medical -
operations, and one nervous breakdown late
— . v 0 Thal The idea ) In its first full year of launch, the Xbox
4 (i,-) -"'f';j-"'- "r‘ ”*I Abe u ralllin will sell how many units:
e L The, Xboxd KOONNALOR i3 ' A, Less than one million
| e, ARV - - B. Between one and five million
C. More than five million
4) True or False: You pay the guy who does -
the voices for Abe too much money. -
Actually, that poor bastard 1s drastically underpaid

i I il ||
i I i
anpina U

i
¥

vwe were hoping you might take up a fundraiser to
help compensate his measly salary! 10) Essay: In 25 words or fewer, why should
" | we be excited about Munch’s Oddysee?
ns gquaranieed (o make youngq lachies O .j:;lq'
themselves senseless. Buy this game and vou ll

hinally get laid!
S) True or False: San Luis Obispo is the

perfect home for a development studio.
It s tougher on the talent search -

- ‘ . v e L A
C Conns- 4 N Nob 10 290
i '} _."'".".. Ij' |. i # {1 JLL. L
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© ) What is the best thing about the Xbox for a
developer, answered in exactly five words:

It Doesn’t Drive You Insane! A, alhend,
ALY

I"l"‘.l / I:-I { .'-'j :._JI" .
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Lotus Challenge (Kuju) - The Matrix (Interplay) -

Hunter: The Reckoning
Projected release: March 2002

The good stuff: A unique and
impressive world fraught with horror,
blood, and nonstop action. Stunning
graphics bring this Dawn of the Dead-
type world to life in awe-inspiring
fashion.

The scary stuff: There is a giant
mutated teddy bear planned as an
enemy. Giant teddy bears are scary.

BN W
e

&
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INTIIATE FoUTING epAnem:
Y e T

Coming soon: A deeper look at the ‘ AVE -0
game and some scary screenshots. fntunnn as m

MNovember 2001 Official [Magazine 29




N All Access

g

‘ 0% ¢ We've alreadv marked our calendars for One of the biggest
[ ]
M the Xbox launch on November 8 but in questions about the
ase vou haven vwe included thi
pe CASEe vOou havent we v cluded this Xbox ic: How much

T " F S ; g= A o LAY 1.# " &
W V Y q‘%\ W simple appointment calendar that you can | 5
Y _ § ﬁa o ik I L does it weigh? After all,
4 % ~ | 4 N CUl Outl and Stics 10 your reimageratorn,. You :
y 4 QW A ) 7 N we've heard reports

) wild even enter it into vour Palm . %
% ys from “Internet sources

ot o W e a reall ad .
thk|l |.H|IL : t i that the XDUK {(Juld
mnch 13 . 1
CHVICIL \_ flLJSh 5[115“ C I|d|"E'F'I

The truth 1s that

Thursday, To do: Invite your friends over for a PS2 farewell party. the Xbox weighs
November 1 considerably less
than rumored, but
Friday, J:00 PM  Play GT73 Microsoft won't give
November 2 9:00 PM  Play Metal Gear Sold 2 any hard numbers

7:00 PM Play 55X
9:00 PM  Play Madden
11:00 PM Realize there's nothing good left to play on the P52

However, our inside
sources were able to
narrow down the

12:00 AM Watch cooking shows until you fall asleep
-J 3’ sncanweswnos - POUNM for pound, the
Saturday, To do: Trade in PS2 and collection of disappointing games for store giving a final answer b t ’ d'
November 3 credit on an Xbox preorder Here are the results: es conso e aroun ™

Sunda
Huum:[;ar 4 11:00 AM Sell blood for Xbox game money THE XBOX IS HEAVIER THAN BUT NOT AS HEAVY AS
1:00 PM  Sell more blood
2:00 PM  Sell remaining blood
7:00 PM  Visit ER, and let your insurance buy back your blood saoo in one-dollar bills m in q“amm
Monday, To do: Rent a GameCube from Blockbuster
November 5 To do: Play entire GameCube launch lineup The PS2 plus The PS2 plus
To do: After you play all three games, watch movie all the PS2 games all the P
with high-res textures ~ #" games with jaggies
Tuesday, To do: Return GameCube P
To do: While you're at EB (or Babbage's, or wherever) buy next :
— Issue c:}; Official Xbox Magaiine ' GameCube F GameCube and
To do: Oh hell, buy two. Who knows when you'll need a spare and its entire R Nintendo’s tarﬂﬂt GameCube
To do: Mark calendar for next year. (Two more GameCube launch lineup [ i owner, ﬂg&d 8
games should be ready by then) y e
Wednesday, To do: Read Official Xbox Magazine cover-to-cover — subscribe Calista ~ . Callisto, Jupiter's
November 7 To do: Say goodbye to loved ones, have conjugal visits, water Flockhart = - - ? outermost moon
plants, and change underwear (not necessarily in that order) _ 8
Thursda 6:00 AM Get in line for Xbox _ . —
HHHEI'I'III:II' 8 7:00 AM Scuffle with line-cutters As;;?i?ngjs Aarsee Tori spﬁ'l“llﬂ's p'ﬂSﬂc
8:00 AM Remember that you left your credit card at home brain NN surgery bills
8:30 AM Return to line, scuffle with anti-line-cutters .
9:00 AM Enter store, get Xbox and games
9:30 AM  Return home to play games
The current Vegas
Friday, Todo:  Call in sick with rickets or hysterical pregnancy Downey Jr’s over/under for ow
November 9 To do: Play Xbox nonstop until you notice a strange odor Emmy | much cocaine he’ll get
...and rest of To do: Play Xbox nonstop until you no longer notice the odor caught with next
month To do: At this point stop, shower and start again

Ga m ewa tCh Silent Hill 2 (Konami) - New Legends {TH) - Nightcaster (Microsoft)

| UFC Tapout 1 7 Dark Summit

Projected release: November 2002 Projected release: November 2002
The good stuff: An impossibly brutal S I The good stuff: Dark Summit’s cool

rendition of an inappropriately violent , TR 3 eT mix of plot and snowboarding stunt
martial-arts spectacle. UFC Tapout is a ' 1 action is both innovative and
graphically splendid fighting game, with £ B v, engrossing. The graphics, complete
realistic musculature and convincing e with Xbox-specific features like
motion capture from Dream Factory, »F bump-mapping and pixel-shader
the people who brought you Tobal and : _ effects, make it look every bit as
The Bouncer. __ good as the growing batch of snow
The scary stuff: “Realistic” models even sports on Xbox.

include bulges. A little too real if you _ The scary stuff: Snowboarding

ask us. b % doesnt need a plot.

B WEIGHTY ISSUES: You could buy an Xbox and five games with one full pound of US $1 bills. In case you were wondering,
490 51 bills weigh exactly one pound
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Capture every detail of the fight frem battle Master a huge arsenal of strikes, counters Customize your own fighter with true UFC styles

scars to beads of sweat with over 10, 000 polygon and combes before they are used against you. including boxing, wrestling. jiu-jitsu, submission,
3D photo-mapped flghters. and kickhoxing.

PICK A PLAYER, PICK A STYLE AND GET READY TO PICK A FIGHY

| - THE COMPETITION IS TOUGH AND THE FIGHTS ARE REAI
x U'ISIIW.ESTDDrg [HE COMPETITION IS5 TOUGH AND THE FlaR TS ARE RERL c
or call 1-800-771-3772 IF YOU ENTER THESE AUTHENTIC UFC BOUTS '

1 | 5 . .
X80OX for more info. | B D . ENTERTAINMENT]
' YOU'RE GOING TO HAVE TO LEARN TU FIGHT YOUR WRY UUI

WWW. CRAVEGAMES . COM

- ., ) . A = L = 18 & = ] FiarMTE = i e S " - = = | & ™ . = e -1 - - = " - - § -, i 4w - = e —_ e o - T, s Tl = S P —_ - = "
= :::II'I- I- I."'-'I-. —'r'*--:" 'I-—-l -I I ilt 17 F r:“ F! l*- lI.'-|-I'|-;--"-|: W -|-I|- rh-l-r '_l"_ :I :.: '-‘.?'-.. E |fr'-- -.;1: I-: : ‘. |r‘_. -t d.- :l-'— .I'--- - -: 1_-|T --dl —_——— - "‘-Ir-\I :3.'_ FI.:I'} ..r-l{.‘ = = | p' = | _Ir - - = t T - = ! |
ot Zuta, LLC in the US and otker countries, and are used under hicense. Crave Entertainment and the Crave Sntertainment logo are erther tracemark regis pe yo ve [ ynd o :
All olher radermark A HRALS g 1Ne IroLarlty o their respeact ee hrlilers Wirreendl. Xbhox a57 [ne X0 Fe are rarier | I 1 = 1 | re
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It's KiNnda

MaSter af disg"ise hope they leave Mr. Bones in the closet for good
All—kn

Mole here. | plan
on being your
monthly source for
the dirtiest secrets
in the Xbox biz.
The keys to this gig
are simple - never
reveal your sources,
and never, ever, let
your true identity
be known. l've
been hanging
around the
Microsoft campus
for the past year,
enjoying delicious
cafeteria food and
gathering some
tasty rumors. If it
happens in the
world of Xbox, then
you can bet | know
about it first.

AR M D TR
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Each month we take a look at the cutting-edge trends inside
Xbox games. For better or worse, these are the undercurrents
that define the cultural state of the Xbox

' -.f"..‘ltﬁ;j...-'-
In an inordinate number ol launch and near-launch
titles, we've noticed a disturbing number of shaved,
Ya ain’t seen nothing yet hairless chests. Historically, videogame chests have

. been rendered hairless out of necessity, but as we all
Many developers didn't get hinal Xbox hardware until know, the Xbox is very capable of It‘l‘lﬂt‘r!r‘rfj believable
late August (a good three months late), but they still chest hair at a near-Tom-Selleck level KH{)V'-.;'.IH‘}] this, we
managed to put out an impressive launch line-up. Ive must conclude that the only reason that Xbox game
been hearing many developer types l:t]r]'t[ﬂq"l.lf'llr"lﬂ aboul characters have smooth. Im.lllt;";‘s chests is because
the short development time and bragging about the they. .. like it that way. And no, we're not buying the
next crop of games. Apparently the early stuft 1s barely ETDI-.\J dhat it makae [I‘:.Er'l*l more aerodynamic either
even scratching the surface. A certain Japanese ‘ '

development house went as far as to say, When our

game comes out, it'll make the first generation of Xbox WWF:
games look like absolute crap.” Of course, that was | aw 5 WI"'

supposed to be off the record
B Because chicks in
trailer parks love

Br iﬂg out your dead _ smooth chests

: and mullets
Word has it that Sega 1s ready to unleash some
thought-to-be-dead classics on the Xbox as early as
next summer. The list might include: Streets of Rage

Qutrun 2, Shenmue 2 and Skies of Arcadia. Let's |Zxai UFC'
Tapout ¢

B So do chicks
in Reno, Nevada

Online on the way

Many industry pundits believe that the Xbox won't be
doing much in the way of online games until late next
year — as usual, they are dead wrong. Mole has seen
some diagrams, charts, and dates around the M5
campus that suggest you'll be able to take your Xbox
online as early as Q1. The only thing missing is the killer
app - but there are several candidates "squared up for
this one

Red-headed step-child

A little bird told me that the Xbox 1V ads had a
prominent placement of the Microsoft logo, but after
lawyer types got a peek at the Xbox 'tude they wanted
to keep the big MS a little farther away from the project
No worries, though, J'“u-"m:'f_t:-agft s still putting all of its of Perathia
corporate power to work for Xbox
B Nothing says “hero”
(or is that “tool”)

EA 1, Rest of industry 0 like a blue, hairless body

Several third-party publishers have been griping about
the unfair treatment given to software giant EA. | even

heard that NFL2K2 (from Sega) was going to be ready D ~ o :I or
at launch until the big EA allegedly laid down the law 7 I e 3

Rumor has it that Sega isn't allowed to release their
football game on Xbox until EA has had enough time 1o B Any volunteers
win the battle again. Who says it ain't easy being bDig. for the next

shaving?

o

Ga m e wa tCh NBAZ2K2 (Sega) - Ghost Recon (lnfogrames) - Bruce Lee (Microsoft)

Buffy the Vampire Slayer Tl - Double S.T.E.A.L.

Projected release: Sometime in 2002 . 3 Projected release: November 2001
The good stuff: Videogame Buffy | ' : The good stuff: It looks like the most
looks almost exactly like the real ? e : incredible driving/vandalism game
Buffy, and that’s a good thing. If the _ : _ ever conceived. The early graphic
game can also transfer the show's e . . | demos are replete with particle effects,
quirky humor and dark storylines, it'll " s : convincing car physics, and simply

will pull in a lot of people who aren't : amazing backdrops. Watch a monster

your typical hardcore gamer. = B truck smash its way through a mall to

The scary stuff: The game may look . _ & avoid police and you'll be hooked. A

great, but we're still unsure of how it 7 B | graphical tour de force.

will play. Kicking the undead can only . of s 1 The scary stuff: We simply don't

be satisfying for so long. | ' | F et B know much about the gameplay, or
Bunkasha, the game’s developer.

B HAIRY DEVELOPMENTS: With the use of pixel shaders it is completely possible — for the first ime ever — to realistically create
a completely naked and furry Robin Willams. Let's just hope it doesnt come to that
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WE KNOW HITZ.

Heads Up. The first adrenaline-style hockey game is here. Only NHL Hitz 20-02
delivers intense action from the NHl's experts of impact Feel the crushing
checks and super-sonic slapshots as eye-popping next-generation graphics
bring teams. super-charged players and fantasy arenas to unparalled
brilliance. With hits this hard. you won't need a ref to get ejected from the ice.

| | ' 3 . / Violence

PlayStation.c

NHL 1tz ™ &) Midway Home Entersnment Inc. Al rights reserved. HITZ is a rademark of Midway Home Entertanment Inc. MIDWAY and the Midway logos are rademarks of Micway Amusement Games, LLC. Used by permiss:on. NHL, the NHL Sheeld and Stankey Cup are regesiened lademarks Of the Nabonal
1|:."._h.1 “', . |"|.:|||H.“1' ﬂ“ Hl Il I'."";.I".'I': '“--H! ”‘I-]'h"\- 1“-“1 h M L"‘.h""- | l'..i |-|u|"'"h-|:\-. ll-l'l."ll.'[l‘ﬂ m\-“'-l” e I!I.I- I_\r.‘u‘_m;Tr l."l “H." MI .it lll‘l* l'l"h rl‘f;i‘l‘\.ﬂ"ﬁ'l" 1{11-“-":1 ‘““i |-|I|.;.-|..- m-.! 11,"- r“‘l‘rih‘lﬂ'[\\j “llh['l.ul “'1.1- l_"llp"‘l-l W |n|_"|'| -El:-ll:-.-l;""[ﬂ l\.""' HHL l‘_."lh'"frl'"_‘:q'.'-_'\-'\. 1 F.:' L] J |:.1u‘ HZHL .’\” rlﬂhlﬂ rﬂ'::l_"'\'l_"-.,’ W N! ”. I“I‘t ['Hh:hﬂly ‘ I-L':{"‘:"-.ll,"‘l..'! F‘r .."-..!.,.,"., q,“ ".,!"l' h+1| F.'A
NHLPA, National Hockey League Players' Association and the NHLPA logo are trademarks of the NHLPA and are used under icense by Midway Home Entertamment. Inc. NINTENDO GAMECUBE s a trademark of Nntendo. &3 2001 Nmtendo. “PlayStabon™ and the “PS™ Family logo are regsierad radenurks of Som



o i
3

A Ain

sn g, -Ls 0l s
R .n"'r.' '”ﬁ:%%_ i) I
] i <

.-:I'.‘r. _— = L
’ |_':H!' - -
» 1;.#‘1.}:- _ S -
b, W . "ﬁé";. y e
T
» . A
e e N LT .
. # ; Y
L g i =k J-" [ L -
-‘..1.""-:-"'_:'.", W, o b4 3 - '.“"_I-n.'-'.

- Paa = Fl
i . 5 LER | L il .
e ———————— e 0Y r wd l":;l

e

T

e -

AT

MILD LYRICS

gy

The 1** drive anywhere, smash anyth

racer for the PlayStation-2 and Xhox-

Test Drive Off-Road Wide Open © 2001. Infogrames, Inc. All rights reserved. Developed by Angel Studios. Infogrames and the Infogrames logo are trademarks of Infogrames Entertainment S.A. Manufactured and

marketed by Infogrames, Inc. 417 Fifth Avenue, New York, New York 10016. Test Drive, Test Drive Off-Road and Wide O x ion” ‘ '
| . . : j pen are trademarks of Infogrames, Inc. “PlayStat “PS"
trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. ' y - SAESRTS) T 00 I gy
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Hummer, Hummer emblems(s) and Hummer are trademarks of General Motors Company and are used under license by Infogrames, Inc. Ford F-150 Trademark(s) used under license from Ford Motor Company.
All other trademarks and tradenames are the property of their respective owners. Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or

other countries and are used under license from Microsoft.




ONLINE

The future of console gaming
Is online. Even the Xbox's
competitors know that. But
while they promise online
support via costly add-ons,
this console’s got it built in.

PAGE: 46

The Xbox is built for today,
but also for tomorrow. It
supports all important video
and audio outputs, and has
room to expand for the
technologies of the future.

PAGE: 40

THE THE

LAUNCH XBOX
GAMES CONTROLLER

Aren’t launch games supposed While some may complain about
to be lousy? So how do you the Xbox gamepad’s size, it's got

explain the amazing lineup features and advantages the other
scheduled for the Xbox launch? guys never dreamt of

|

PAGE: 52 PAGE: 38

36 Official Magazine MNovember 2001 B INSIDE THE XBOX: Although they could not be captured on film for this article, the inside of the Xbox is actually filled with
small “pixel gnomes.” These cuddly little creatures are responsible for sanding down pixels until they are fully anti-aliased.




THE
HARD-DRIVE

M. | The Xbox has it and no one else
B does. This not-so secret weapon
= will make Xbox games look and
play unlike any others. It's just a
matter of time.

Witness the You know, $299 is a lot of money. It's enough cold hard cash to buy 7,176

Oreo cookies, 199 sticks of Brut Deodorant, 129.5 Fruit of the Loom cotton

many and briefs, or almost any combination of the three. It's also enough to purchase

one of the three next-generation game consoles — the Sony PlayStation2, the

wond rous Nintendo GameCube, or Microsoft’'s own Xbox.

Here at the Official Xbox Magazine, we understand the value of your

powers Of hard-earned money — especially the kind of money that can buy that much

THE Xbox Brut. That's why we wouldn’t champion our own favorite console if it wasn't
GRAPHICAL worth the cash.

CAPABILITIES 5o, we put our heads together to think up 20 good reasons to buy an
Put simply, the Xbox has more Xbox. Within minutes it grew to 30, then 50, then 70. And if we hadn’t run

graphics power than any other
console in this galaxy. We can't
guarantee the rest of the universe.

out of pages, we could have came up with a matching reason for each pair
of Fruit of the Looms briefs that you'd have to sacrifice to buy an Xbox. But
as It stands, we think you'll discover in the next 16 pages that the Xbox is
the one next-generation console worth going commando for

November 2001 Official Magazine 37



70 Reasons

| 70 IT'S EASY TO SPELL

o e R ’ i gt 1 1 iy M - i e " e Pl S =
pids : : . ryiie, ey :

69 Rock-Solid Controller

Why it's important: The first thing that you'll notice when you pick up the Xbox Game Controller is
that it has a solid, heavy feel — of course, some may call it "bulky
Define bulky: Some detractors have commented that using the Xbox Game Controller is like playing

games with two potatoes. We haven't thought of a snappy comeback yet
AND WHITE

O s

Why it's important: If you are using the Game Commander, the black and
white buttons will have the same uses in almost every game. Push one and
you |l be able to talk directly to your team. Push the other and you can
broadcast to everyone in the game

Tossed out in design: Taupe, mauve, and chartreuse buttons

BLACK

¥

1 _{L r 5 ! ..-i vl .. I :l_.. -|

Why it's important: The TV never seems close enough to the sofa... especially
when you're trying to play a videogame. With the Xbox - and its 9.5-foot-long
cord — that won't be a problem

Grandma loves the Xbox: Now she doesn't have to warn you about the super
deadly effects of sitting too close to the TV

66 BREAKAWAY CONTROLLER

Why it’s important: That little pod near the end of the Xbox cord isn't a tumor
or even a fuse box for particularly electrifying games — it's a breakaway node that
will protect both you and your Xbox when your little brother or drunken
roommate stumbles through the living room
The competition: The PlayStation2 seems kinda dangerous because Sony
actually encourages users to set their console on its edge. One false step could
equal disaster. And there's nothing to protect GameCube owners from ugly,
purple, falling cubes
Life without breakaway controllers:

Guy on the street: “Hey, how'd you break your spine, man?

You: "An Xbox fell on it

Everyone: "Ha ha

er Buttons

Why it’'s important: The Game Commander
one of the coolest standard penipherals around

Why it’s important: Theyre
analog, they feel solid, and

they've got |ust the right _ B ] ‘ Fh] 5} q Internet strategy. The idea is that almost every onlir
amount Df_ play-_We cant wait to | L ] . | ' game would include support for the Game Commai
use them in racing games, | :

sports titles, and every other
game that needs them.

S — ey

wants this add-on to be a maior part of its

J

i ]

N . : s0 that players can communicate as if they're

PEpSEI |

5sdMe room. It you ve ever piayed on a netwol
others within earshot, you ll know how cool this Is
The competition: Nintendo will most likely introduce 3 g

- j neadset... for talking to Pikachu m
'. v, a The coolest thing ever: Microsoft is seriously considering o

o K - - . - . - - o - = r ¥ ] = T 5 i i 1 - r
supporting voice modulation that would enable you to cnange your voice in
O

realime. With some clever programming, you could taunt your enemies with the

63
Memory
- Card o per controtier

e S PEeS i

menacing tone of Darth Vader or the high-pitched shouts of Screech

?

61 VERBAL COMMANDS

Why it's important: Now that voice-recognition software has advanced to the

Why it’s important: Three things really stand out when you talk about the Xbox PRI A #1 pe used ¥y games, con't.be Supreed ¥ You fnd: yoursell shodiing
memory cards. 1) It's cool that the console supports them even though it already has | at 3 future Xbox title — only to have it obey your command

a hard-drive. 2) Two memory cards can fit in each controller, which facilitates easy file | Best use for this technology: Imagine what it would be like to command you
swapping. 3) The memory cards can be safely stowed in the controller so they're not | teammates in games like Rainbow Six or Halo by simply talking. Rather than sort
easlly misplaced. | through complex menus under enemy fire, you'd only need shout “cover me” or

flank right” and your minions would do your biddin

38 Official Magazine [MNovember 2001 I WHAT IS ANALOG: Digital buttons register only two states: off and on. An analog button, on the other hand. actually

R c rrEaE . P —— B ¥ o= M P wl
nedsures NoOW 1ar you ve pushed it it s rar more mnuitive



60 The )(-Dash Look

Why it’s important: Its green, it's lightning-fast, and it's flat-out cooler tha user interface on 3. Track 3

a console. In times past, a console’s user interface was not all that in 1portant r‘L-- d5 Consoies begin 1o 4. Track 4
offer more uses, the interface becomes a much more crucial feature i1 5. Track 5
Blue screen of death: Relax folks this isn't Windows. You'll never see this \ |

A Fatal Exception OE Has Occurred at 0028:CO2A0201 gelamielsigpelept . 6. Track 6

7. Track 7
8. Track B

59 MUSIC MANAGER T —
tor different styles r“:‘ u:a"nﬁ-z ‘r”m could listen to one h. wonder lom Cochrane s Lift ] s N e : m

Highway while playing a racing game or Carl Douglas Ki

3 s | & ¥ L L 3 o i h : -..
# - v " - i Ty - ._%r.'
.._-E.‘_E':":ji_ :.”‘_.-_!r ':|-1= .\__.ll:' . l-._-|_r-—_-"'" . J . ¥ i |
Because we have lawyers: Microsoft has made sure that the Xbox will not be enabled in any i g
Yyl y LWL I_.II AT L | dis alidd 11 i 1l KSLITL=Wy 3 11y Y Ll b M5 BA T e

B Rip CDs and create your own soundtrack.

PARENTAL CONTROL - NO
REALLY, IT'S A GOOD THI

NG

5/ HARD-DRIVE INTERFACE

TOTAL 50000+ AVAILABLE. 50000~
XBOX HARFD DISK

ﬁ\ .I " :. i -..'_ ) """'Hﬁ‘
T i g, S "-"‘---—-'-"I-ﬁf-.“..r .

'l

\--FTIrm

mEMEHQHL

— SN

THE SUPER-CREEPY
SATANIC RUMBLINGS

| 56

w
B Never stare directly into the jewel.

OUR LAWYERS SAY: "Lethal gamma rays? | tot ense. Come on, you guy November 2001 Official Magsazine 39



70 Reasons

HDTV

MAX
a8

RESOLUTION

54 EROCRESSIVE
SCAN DVD

I e Lyl N
R R

N T
P i RN IR Ty

A A L o . i
- L Ty F ooy A B

Why it's important: Little details make all the difference. For instance, although the
| em o e co n ro Xbox comes with a standard RCA AV cable, just look at the elegant simplicity of the

Xbox AV Packs. Each of these little black boxes comes with about six inches of free
cable that ends in a cluster of connection ports that will satisfy even the techiest of

Y, " & ' -
Why it's important: Although some will complain about the need to purchase a remote tech-heads while being simple enough for those of us with small brains

control to play DVD movies on the Xbox, this may actually be the best possible
arrangement.

The “date factor”: It's your choice, but if you invite a date over to watch a romantic
DVD, would you rather have an actual remote at your disposal or a PS2 pad? “Ooh, that
was a killer scene, let's see it again... um, |

press square, then circle, then triangle
while holding L2... no, that's L1.
Uh, did | mention |
was captain of the
backgammon club?”

Why it's important: This costs less than a dollar more per console and it makes the
same signal sent from PS2, GameCube, and Xbox look better on the Xbox

KEEP IT

ouT SIMPLE,
OPTIONS STUPID'

Why it's important: As TV technology Why it's important: Another

progresses, a console will need to simple yet elegant design element
support a wide variety of video and on the Xbox is the fact that there are
audio outputs. Thankfully, this console only three ports on the back of the
already does support a wide variety of box: the power input, the network
outputs, including RFU, S-Video, RCA, port, and the AV port. Everything
component video, and even optical else is handled using the AV packs.
digital audio It's designed the way a console

The main point: If your TV can accept should be
a type of video or audio input, 1t’s all
but certain that the Xbox will support it.
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,1 Thls tS your day You get up, you go to work, sorneone .makes fun of your momma, you tear an ACL,
__y;)u hear trac:le rumors, you go home. This isn’t playlng the NFL-—-—thIS is playing in the NFL. The
-_graphlcs the camera angles, the mtensnty, the tmphy {:ase Have a good night, Mr. Manning.
“See you tomorrow
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70 Reasons

_ . 46 IiI"S GOT A BUILT-IN
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Why it’s important: There is no mass-market graphics processor on the
face of this planet that's more powerful than Nvidia’'s NVZA GPU. In terms of
pure polygon power, special effects, and ease of use, nothing comes close in
the console world.

The ¢p;mﬁﬁitian: The P52 does have an impressive graphics-processing
architecture, but even it doesn’t match up with the NV2A, The GameCube's
“ Flippqlr"*"i.!)__!_w‘e_t_'_'lags behind as well.

The l;pmbari:

Xbox GPU speed:
233 MHz

GameCube
PS2 GPU Speed: GPUESPEEd.'

147.456 MHz

IT FEELS LIKE $300
WORTH OF GOOD STUFF

| 43 733 MHZ PROCESSOR @

papal Official mal;FEZfFTE [Tovember 2001 THE TRUTH: While the Xbox jewel makes for a perfect drink holder Microsoft disc purages its use. The company feels that

- . 1 - - i .-\.-..: 5 = TLd s i = s, S =i B - — . " [ S P ,- % F - < - | = - e i = |
spiils may lead to broken units. Also, the cups tend to block the secret marketing spy cameras hidden inside the jewel
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» 42 THE JEWEL

‘Why it's i laugh: every console has its distinguishing characteristic, and as far
uMnMMMWMtMﬂﬂmMMwmﬂtrﬂﬁmhn

emarkable fashion, but it’s impossible to miss and you'll never forget what console you're
playing when it's nearby.

The competition: The P52’s blue LED is mesmerizing, but it's old news,
and let’s not even talk about the GameCube’s Barney purse-handle.

original plan: In early Xbox designs, the jewel would
hypnotically glow with green light.

‘| THE HARD-DRIVE

S Why it's important: For the first time in videogame

- , history, a major console will ship with a built-in hard-drive,
which, as time will tell, should become the most valuable
asset in the Xbox arsenal. It's something no other console
of this generation can offer. Already the hard-drive is being
used to create huge gaming worlds not possible on other
systems - and with no load times. As time goes on, there
will be a variety of uses for the hard-drive that will really
take gaming to the next level.

The competition: The only option for the PS2 is an
expensive add-on hard-drive that developers won't fully
support (even the most popular peripherals are lucky to
| reach more than 10 percent of the market). Nintendo got
W burned on the 64DD and doesn’t look too eager to support
a GameCube hard-drive.

More info: For more on the multi-faceted hard-drive,
take a gander at page 46.

e N & T

.
/ ¢ 4() FOUR CONTROLLER SLOTS

PW it's important: The heart of console competition is head-to-head play. It's hard to beat
ﬂumﬂ-wdmm“-mmwummm

; ed fistfights. That's why it's so important that the Xbox has four controller ports
of that, developers will be far more likely to support four players in their games.

& petition: Sony still expects you to pay $35 for a multitap if you want to play against
Mﬁnﬁmm and while Nintendo offers four-player action, it inevitably involves one
- player getting stuck with a fluffy pink character.

Right off the bat, Microsoft is supporting four-player Xbox action.

Split-screen mayhem:
Games like Fuzion Frenzy, Halo, Cel Damage, Tony Hawk 2X, and Mad Dash all take advantage
oltlnmpuu Mlluy'uhﬂﬂuhm
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SOUND 38 DOLBY DIGITAL 5.1 IN-GAME

| Why it's important: In a console first, the Xbox supports complete Dolby Digital 5.1 sound in gameplay. This means that developers can
CARD | create games that have sounds that can be pinpointed in real 3D space. So, for instance, you might be playing Unreal Championship and
hear someone sneaking up behind you to the left long before you ever see them
The competition: The PS2 proudly trumpets the fact that it supports Dolby Digital 5.1 sound, but what it doesn’t say is that it only supports
it during DVD movies and FMV sequences — not during gameplay. Nor does the GameCube support Dolby Digital 5.1 in gameplay

e

Why it's lmpurtant Ft S often
overlooked because of the other
impressive technological components of

the Xbox, but don't forget that th Y 1l IS © BT . - . -
eadbas i Lt soril iein ohary y/ SURROUND SOUND WITH JUST TWO SPEAKERS
console in history. The Xbox sound | Why it’s important: The Xbox development tools help developers make games that can "fake” surround sound using only two

card features 256 voices as compared speakers. This enables those of us without the huge home-theater sound-system to experience 3D game sounds

to 48 for the PlayStation2 and 64 for | Is this as good as Dolby Digital 5.1: In short, no. But if a full home-theater system is too costly, it will do nicely
the GameCube.

How many voices can you hear: If

oure sy s g e ve e |36 DYNAMIC MUSIC AND SOUNDS

s greater than 64, you either have an s
Xbox or you need to get back on your Why it’s important: Thanks to the Direct Sound tools, Xbox dev PIHDH s are able to easily insert dynamic music and sound into games

medication ' When dynamic sound matters: When a game increases the intensity of its soundtrack to match the most dramatic moments of
gameplay, the player is fiercely drawn into the game expernence

B DOLBY DEFINITION: Dolby Digital 5.1 means that the Xbox supports the Dolby Labs sound standards, that the sound s MNovember 2001 Official Magazine 45

sent through a digital signal, and that the system supports a five-speaker output with one bass speakei



720 Reasons

34 HARD-DRIVE SPACE

Why it’s important: The big ol' hard-drive means we won't be
forced to worry about erasing old game files whenever we want to
save some new ones.

33 SHORT LOADING TIMES

Why it’s important: Because developers know that every single
Xbox comes fully equipped with a 10 GB hard-drive, they know
that they can use this tool to shorten (and in many cases almost
eliminate) load times. Information can be sent from the game disc
to the hard-drive before it is needed and then sent to the screen
without long waits for data to download and process.

Hard=Drive Bullt-ln

Why it’s important: It may be impossible to properly appreciate the benefits of /
having a hard-drive built into a console from day one. Because of this, developers _
can program every single game with an eye toward the hard-drive. That means B -5'
shorter load times, more detailed persistent worlds, and unbelievably massive | &
levels that spool off the hard-drive.

The competition: Who's going to program games to support an expensive add-
on that will be extremely lucky to reach a tiny percentage of console owners?

32 MASSIVE STREAMING WORLDS

Why it’s important: Typically, the size of a game level is determined by

two things — game design and memory space. It takes time to spool level 2 9 LEVEL EDITORS

iInformation off a disc - in fact, games are often broken down into levels

to allow for loading times. Because information spools off the hard-drive Why it’s important: One of the greatest things about PC games is that
more quickly, developers will be able to create Xbox games with worlds many are shipped with level editors. These handy development tools

that are much larger than anything we've ever seen before enable you to create levels out of your own imagination using the same
Amped: The possibilities: Imagine a racing game with a track the same size and programs that the game makers use:cl. Without the hard-drive, lhere would
streaming mountains scale as the state of New Jersey, EverQuest without load zones, or a be severe limits to what the level editors could do. With the hard-drive, the
platformer the size of Super Mario 64 without any load times at all possibilities are virtually limitless.

Get a job: Many of the level designers in the videogame industry got

31 PERSISTENT, DYNAMIC WORLDS iher start making ther own lvesand distrbuting then on th Iterne

Why it’s important: Essentially this is when worlds change according to
your actions - in some cases, they are changed by the actions of others !
For instance, if you were to chop down a small tree when you are a young : BROADBAND ADA PTER

character in a game, you would be able to return to the forest years later

(in game time) to find that the tree’s fellow saplings have grown into a o hi Ny Why it’s important: By adopting a broadband strategy, Microsoft has
forest but all that's left of your sapling is a stump " s freed up developers to focus on the best-performing multiplayer action
The competition: Forget about it. You've got to have a hard-drive to possible without having to reverse-engineer their games to work on dial-up
store all the information needed to make a persistent world feel real modems that are already too slow for hardcore action gaming.

The standard bearer: Peter Molyneux's Project Ego promises to break The competition: Both Sony and Nintendo are supporting broadband and
this concept wide open. This RPG follows a character from childhood into narrowband modems. Look for developers to program for the lowest
old age, and everything that happens in the present affects the future ¥ Project Ego common denominator, and be preparef:l for high ping.

The strategy of synergy: Because Microsoft is supporting broadband

connections only, developers can freely support the Game Commander
350 MMORPGS headset. Therell be plenty of bandwidth left over for a little bit of taunting,

Why it’s important: If you've ever played the hopelessly addictive EverQuest, then you know how much
fun Massively Multiplayer Online RPGs have to offer. And because the Xbox is the only console that comes

with both a hard-drive and a network connection, it's the first console that's perfect for this burgeoning
game genre.

27/ ...AND IT'S BUILT-IN
The Big One: At this stage, the ultimate MMORPG - Star Wars Galaxies — seems destined to hit the PC

but we're hopeful that an Xbox version will follow closely behind Why it's important: Tryis means that developers knn?u that every single
Xbox comes standard with a broadband adapter, and it also means that

they’ll be much more likely to include support for it in their games.

26 NO HORIZONTAL STAND NECESSARY The compatton: Sce deveapers know ht e st majry ofgamer

Build it and they will come: Until DSL, cable, or better services reach small-
Our PS2 keeps tipping over unless we use its horizontal stand. Umm, we town America, broadband-supported games will be few and far between.

mean our “friend’s” PS2. We certainly wouldn’t own a PS2 — would we?

SRSV 2D X-LINK

Why it's hpntt.mt: The }Ct}ox 5 bmadband adapter can also be used to
create a LAN (local area network) set-up. This means that if you have an

Xbox and a TV in one room, you can simply extend a long LAN cable to

Upgrades/ -
Additional /

content i — another room with an Xbox set-up. Imagine what college dorms could look
XBOX GAME DISC  "wwon. B ot i e like in just a few years.

e .

1 { " i _. The competition: Except for Sony’s widely ignored iLink connection, you'll

———

Why it's important: Now, before you get all
worried, let's make this perfectly clear — we're not
talking about patches because console games

should be completely finished when they launch. H EXAMPLE DISC ONLY
What we are saying, however, is that developers _

will now be able to Iupgrade their games af_ter t_he " ' 2 3 INTERNET DOWN LOADS

release. Whether this means new levels, episodic 1 4 ! df
*‘f Fr- Vﬂwk‘:hmm@fcuuriemlsmawhileoﬁ but as soon

have to go online to play the guy in the next room. The GameCube connects
to Game Boy Advance handhelds, but that's not even the same thing.

| content, or up-to-date sports rosters, the Xbox hard-

drive can store all the goodies you'd ever want. 2 sigp | as there is a solid, working infrastructure for broadband Internet,
Where can you get this stuff: Check out the Y . A | our Xbox units will be ready to plug in and download stuff off
Official Xbox Magazine Game Disc once it is available. | "h* . e 5 - the Internet such as roster updates, new levels, and even

You won't find more Xbox game goodies anywhere in o, . demos. Without the hard-drive, the size and usefulness of
creation. > Youyg e Internet downloads would be greatly diminished.

a46 Official ITlagazine [MNovember 2001 B PERIPHERALS JUST DONT SELL: We may sound harsh when we talk about add-ons, 'Dut hlamw has proven that they
Jlust don't sell and as a result are meagerly supported by game makers. Forward-thinking design takes care of this problem.
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70 Reasons

Most Powerful Console
x Graphics Chip in Existence

e —— e s e . . pem e = mmomE ® e e e —— e o = —— =T

Why it's important: Well, this one is simple. Even though the competition
will point to certain games or certain graphics tricks, absolutely no one will
argue that their graphics processor is more powerful than the Xbox NV2A
GPU. If you want to own “the most powerful console on earth,” then the
choice I1s easy.

The competition: They know the score.

Where you'll see it: When you notice that your Xbox game looks much
better than all the other console versions.

27 IT BURNS CALORIES

Moving the Xbox from the bedroom to the
den consumes approximately 3,600 calories.

20 PIXEL SHADERS ©-

Why it's important: A pixel shader is a graphics function that
calculates visual effects on a surface one pixel at a time. This means that
the graphics processor must render, light, shade, and color millions of
pixels for each frame, at 60 frames per second. For most graphics
processors this is too much of a load, but it's not too much for the
Xbox. Pixel shaders are important because they help developers turn
the typical, tlat surfaces we're familiar with in videogames into textured,
organic, and realistically bumpy-looking surfaces.

The competition: Remember how we mentioned how pixel shaders
were too complex for “most graphics processors? Well, the PS2 and
GameCube can officially be considered part of that group.

Where you'll see it: When you see characters with stubble on their
faces, you'll know you're seeing pixel shaders in action.

19 VERTEX SHADERS O

Why it's important: Vertex-shading effects were once so complex that
they could only be handled by advanced graphics workstations. What
they do is warp, shade, and otherwise deform full surfaces, and the
Xbox can do this in realtime. Vertex shaders make it simple to create
moving, rippling water surfaces; to fashion character skin that moves
realistically; and render fabrics, fogs, and other cool effects in real time.
Where you'll see it: The Xbox will have the prettiest videogame water
on earth.

18 HIGH-RESOLUTION ANTI-ALIASING

Why it’s important: One of the distinguishing flaws of 3D gaming is stair-step jaggies
The best possible way to get rid of these is using a technique called anti-aliasing, which
blends the color of the pixels closest to the stair steps so that they are less noticeable

The Xbox uses a technique known as multisampling that creates the blended pixels inside
the GPU without slowing down the graphics processing.

The competition: The PlayStation2 is known for its jaggies, and any anti-aliasing solutions
must come from the game makers, which steals development time and often hurts the
framerate.

Where you'll see it: Look for fences and other objects that are created out of many

straight lines. If those lines look smooth (especially diagonal lines) you're seeing quality
anti-aliasing in action.

A vertex shader
could be used to real-
~ istically render cloth
(above) that folds,
wrinkles, and is even
stain-resistant.

cnunls al'entlmpmtanla.. w&muld,tﬂn ifmr console was 0 oL
_ Wlura you'll mlt: Luakat
 the game. The more polygons a console can push, the

m PS2:
It's jaggeriffic

48 Official [ ?aqazfne lNovember 2001 B WHEN WILL WE SEE ALL THIS STUFF? By early 2002, we will start seeing games that truly take advantage of the Xbox
graphics chip. When that happens, Xbox games will begin to look significantly better than PS2 or GameCube games.



20 Reasons

16 SHADOWS e ( 15 BUMP-MAPPING

Why it's important: When done correctly, shadows are an absolutely
essential part of a realistic-looking videogame. That's why it's so exciting
to see how easily the Xbox GPU can render shadows on the fly
Where you'll see it: In games like Shrek, you'll see realtime shadows
everywhere and you'll begin to understand how much depth and
realism they add to videogame environments.

13 TEXTURE COMPRESSION ©

Why it's lmpurtant: Texture compression is another massive
advantage that the Xbox has over the PS2. If you haven't noticed by
now, the textures in PS2 games sometimes look as grainy and drab as
the textures in PSOne games. The Xbox, on the other hand, uses a
form of texture compression that shrinks the size of textures in memory
down to as little as one-sixth of their original size. This allows game
makers to create massively high-quality textures in their games that look
realistic even up close.

Where you'll see it: In awesome ground textures, in signs in the
game that can be clearly read, and in highly detailed background
textures. Better textures just make the game look better overall, and
they can also reduce the need for high-polygon models, saving them
for other uses in the game.

11 REFLECTION MAPPING

Why it's important: Another cool effect that you'll see more often on
the Xbox than the competition is reflection mapping. In fact, the Xbox
can easily merge reflected textures with bump-mapped textures to
create unbelievably realistic visuals..

Where you'll see it: Everywhere. Developers have embraced reflection
mapping for their Xbox titles. EA, for instance, shows off much better
reflection mapping in the Xbox version of NHL 2002 than it does In
the PS2 version.

e e ———

e == =

W CANT THE Il'.I'ITHER GU"II'S Dﬂ THlS STLIFF'-' Developers can mimic some r.:n‘ thE Kt:c:-; S effects on the PSE and rhe
GameCube, but they must create the effects on their own. This steals time, effort, and resources from the rest of the game.

Why it’s important: Until now, there has been no real mass-market area for bump-mapping to be fully

utilized. The technique gives the appearance of depth and texture grain to otherwise flat surfaces by

| playing with shadows. When used properly, it can add a sense of reality to a game environment that's
beyond anything you'll see anywhere.

Where you'll see it: When you zoom in on a bump-mapped character, you may see the fine texturing
on their clothing. It's amazing, and it could become one of the defining visual effects of the Xbox

‘ o
-ui-
-

o ‘l 4 APPEALS TO PEOPLE WHO
LIKE THE COLOR GREEN

SIMULTANEOUS TEXTURES

Why it’s important: The Xbox can run a rendering path over the same texture up to four times
each frame on the screen. This means that it can first render a texture, then light it, then add a
bump-mapping effect, and still have time to run another colored lighting pass. And this happens
every single frame, up to 60 frames a second.

Where you'll see it: When your character runs through an area with different colored lighting,
you'll see that lighting affect your character, even on top of bump-mapped textures. It makes you
feel like the characters are truly inside a living, breathing game world.

. «.ANnd It's |
Why it’s important: That means that developers can program new effects onto the GPU as they are
created. So, if Nvidia develops a way to render see-through, light-emitting, reflective, bump-mapped
textures that animate in a pre-determined fashion, developers can add that program onto their GPU
and use it in their games. In other words, the chip will basically evolve as time progresses.

Where you'll see it: As Nvidia develops cool new graphics techniques, you'll see them quickly hand
off the new ideas to developers, and they’ll show up in games right away.

MNovember 2001 Official Magazine 49



20 Reasons

O THE SOUNDS OF SILENCE

Why it’s important: One of the first things you'll notice about the Xbox - or should we
say one of the first things you won't notice about the Xbox - is the machine’s quiet sound.
In comparison to previous consoles (most notably the Dreamcast) that were so loud they

overshadowed the game sounds at times, the Xbox is as quiet as a giraffe at a prison rodeo.

The explanation: Giraffes have no vocal cords to speak of, and prison rodeos... well,
they're just scary.

7 EASY TO DEVELOP FOR

Why it’s important: The Xbox i1s a console that was originally designed by game
developers for game developers. And because of that, it has been created from the

ground up to help developers make great games. It's got a ton of tested development

tools, it's familiar for those used to developing on the PC platform, and it doesn’t require
developers to reinvent the wheel every time they want to include a cool new feature.
The history: Seamus Blackley, the Xbox Technology Director, was himself a
developer who felt frustrated with needlessly complex videogame consoles.

5> DEVELOPER SUPPORT

Why it’s important: Developers in the US and Europe have embraced the Xbox,
and at this time, we know of more than 200 titles in development. This is an amazing
feat, especially when you realize that Microsoft just stepped into the console market
No other new console manufacturer (including Sony when it introduced the
PlayStation) has been so warmly welcomed throughout the world.

4 YOU'LL BE ABLE TO GET ONE

Why it's important: Sony promised the world - and then failed to deliver enough units
when it introduced the PlayStation2. Many gamers had to wait on a list for up to five
months |ust to get one. Microsoft has definitely learned from Sony’s mistakes and is already
making sure that it will have enough units in stores to meet demand come launch time,
Nothing’s guaranteed: Although Microsoft has a solid battle plan for launch that seems
on schedule, anything can happen. It's not our fault if something bad happens, however
We're just the magazine — we only take credit for the good stuff that happens.

') BOOSTER SEAT FOR GRANDMA

A r T
_________
-

MICROSOFT AIN'T GOING
AWAY ANYTIME SOON

Why it's important: When we first heard financial projections that Microsoft could possibly
lose as much as $2 billion in the first two years of launch, we were understandably nervous.
But then we remembered that the company has billions — in cash — in the bank ~ and more
on the way each second. In fact, another analyst estimated that the company’s cash holdings
grow about $1 billion each month.

Bottom line: Microsoft isn't going to follow in Sega’s footsteps.

6 MASSIVE MARKETING BUDGET

Why it's important: Let's face it, part of the fun of

buying a console is having friends who do the same
50 you can share games and experiences. Microsoft

is spending half a hillion
SRR
| - :
O =

dollars to make sure that
you'll have plenty of friends
with their own Xbox in the
near future,

Other ideas: With $500

million dollars in marketing
-t cash, Microsoft could buy an NFL
franchise and name it after the
Xbox, give away 2 million units for
free, or fund five huge summer
blockbuster movies about the Xbox.

3 THE FUTURE

Why it's important: The best days of the Xbox are certainly ahead of us. The first wave
of Xbox games will only give us a glimpse of what's on the way, and developers are |ust
now starting to grasp the amazing power of this system. In a couple of years, the games
that hit the Xbox will absolutely blow away the titles we're so excited about now.

The ideal situation: If Xbox games continue to show improvement from one
generation to the next, they could begin to look far better than the competition's games.

In recent scientific tests, researchers discovered that the Xbox has many uses beyond playing
videogamhﬂﬂsm,meydiscwemdﬂmtﬂwnmmhdp solve one of the most
dangerous traffic problems in the world ~ old ladies who can’t see over the steering wheel.

B CONCLUSION: When your grandma needs a little help getting her slumping old body high enough to see over the steering wheel, nothing but the world’s most
powerful videogame console will do. Plus nothing feels better on grandma-butt than the cold, smooth plastic casing of the Xbox.

The Games!

Dead or Alive 3 ----eevmrmammceann “ee---- page 52 ¥ Note:

As of press
time, these are
the 14 titles
scheduled for

Let’s face it, despite the Xbox’'s many strengths, if it didn’'t have the games, it
wouldn’t be worth your time. Thankfully, developers have embraced the Xbox, and
it has one of the strongest and most diverse launches in console history.

It's too early to review the launch games (many are still unfinished as this is
being written), but as the Official Xbox Magazine, we had the opportunity to play
them all and here is our hands-on report of each of the launch games and what to

expect from them.

o e o o e ——

e | M Qfﬁcraf xS

launch. Things
may change

before the
Xbox actually
hits stores, but
most likely
these will be
the games
that you see.

B ON THE OTHER HAND: While it has been scientifically proven that the Xbox can clear up jaggies, shade millions of pix.ela,

and boost grandma over her steering wheel, it still isn't powerful enough to shut off her blinkers after she makes a right turn.
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@ The launch games®

Not to brag, but we've been
playing Xbox games... and boy are
you in for a treat. Here's a quick
glimpse of what you can expect.
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Dead or Alive 3

Developer: Team Ninja  Publisher: Tecmo

The hands-on experience: The graphics in motion:

Dead or Alive 3 1s fast becoming the system-seller for DoA3 is quite simply the best-looking fighting game ever
the Xbox. It not only challenges other 3D fighters, like made, and that’s an objective measure, not an opinion.
Tekken and Virtua Fighter, but in the graphics The game has higher poly counts, more special effects,
S department, it punches their heads off and steals their and more convincing backdrops than any other beat
: girlfriends. It is a work of videogame art. ‘'em-up. When you watch a character fall face-first into a
s | From a dreamy Vermont forest, to a cataclysmically puddle from a slope, and see the limp body follow the
interactive ice cavern, the background graphics amaze curves of the terrain perfectly, you'll understand what we
Sl and stun. And Tecmo didn’t rest on its abundantly mean. And when you see the autumn forest level, you'll
ik successful laurels - since then, the gameplay has been redefine your expectations of how games should look.
¥ o i | tuned, improved, and tweaked, and a host of new
:::”"' ) :/ characters have been added to sweeten the pot. The multiplayer aspects:
A The gameplay is the same mixture of fast action The single-player game will feature the usual Arcade,
Vol combos and careful, defensive movement that DoA has Story, and Battle modes, and Tecmo promises a ton of
' always featured, but the new characters are more fluid, options for two-player games as well.
more responsive, and certainly have more moves at
their disposal. And best news of all? This game really | What we liked best:
shows off the Xbox controller, which as it turns out, After about an hour of gawking slack-jawed at the
seems perfectly suited to fighting games. Simply put, Incredible graphics, we realized that not only was this a

this is the kind of experience that will define the Xbox. fun game In its own right, but a brilliant update of the

already-slick DoA fighting system.

The potential pitfalis:

Unless they cut it off at the three playable characters In
the build we last played, this is destined for greatness.
The fighting system, the system-selling graphics, and the
approachable nature of the gameplay make it the safest
bet on the roster.
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52 | E‘fh‘ﬁai N Magazine MNovember 2001 B WE'LL EAT OUR SHORTS: If Dead or Alive 3 isn't the best-looking, best-playing fighting game ever made, then we will eat
our shorts, our hats, and anything else we wouldn’t normally eat.
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As of press time, this is our best guess of launch games. Due to various reasons beyond our

limited control, this list could change radically. If it does, then it's not our fault. Thank you.

Racing

i
-

The hands-on experience:
Although Mad Dash is
being marketed as a kart
style racing game, it
actually plays more like an
old-fashioned platform
game. While not quite as
fast as Sonic Adventure,
Mad Dash plays much
faster than it looks, and
unlike Sega’s push
forward-and-go
plattormer, you re actually
in control. The characters
are broken down Into
bashers, dashers, and
ghders. Each track
includes short cuts for
each class. So far, the
short cuts have been easy
to find, but we're willing
to bet that there are some
cool ones hidden

The graphics in motion:
Unlike similar games on
competing platforms
(*coff* PS2) the framerate
stays crispy even during
split-screen multiplayer
matches and you can see
forever in this game’s
huge, colorful worlds.

B SMARTEST OF THE SMART: When we finally get a ch

see which one of us 1s the smartest -

Mad Dash

Developer: Crystal Dynamics  Publisher: Eidos

The multiplayer aspects:
e two- and four-playei
split-screen gameplay 1s
quite fun. These kinds of
games are made to be
played while sitting
around a TV with friends
We would have liked a
little more player
interaction, howeveil

The cool innovation:
The three unique styles of
racers ﬁdd a twist to the

typical kart-racing
gameplay

What we liked best:
Since the advent of 3D
gaming, It almost seems
ke game makers have
forgotten about bright
vivid colors. Mad Dash 1s
one of the most vibrantly
colored games we ve
played in quite a while

The potential pitfalls:
Kart-racing fans are
familiar with kart-racing
physics — animals running
may feel a little weird

then we'll fire that person imn

ance to review the launch games, we Il compare our wild guesses and

- Amped: Freestyle
Snowboarding

Developer: Microsoft  Publisher: Microsoft

The hands-on experience:

As with every snowboarding game, and especially in
Amped, gameplay and mastering the slopes is all about
pertorming tricks. The coolest thing about Amped at
this point In its development i1s that Microsoft has
gone out of its way to make this an accessible

romp through the snowboarding trick list — with

one analog stick to control movement and the other to
dictate which trick you perform. No messy, overly
complicated button mashing in this snowboarder
While graphically, Amped still needs a little work, and
the framerate leaves something to be desired, these
problems will hopefully be ironed out by launch. But
with a load of mountains, courses, and quirks already
in place, Microsoft certainly has most of this snowy
mountain covered

The staff
takes some

wild guesses

NOTE: THESE ARE NOT SCORES OF GAMES. T

Air Force Delta Storm 7.5 6.7
WWF: Raw is War 7.2 6.4
Mad Dash 79 6.1
Cel Damage 76 7.3
Dave Mirra Freestyle BMX 2 6.9 5.1
Halo 8.7 9.1
Tony Hawk's Pro Skater 2X 8.2 8.1
Oddworld: Munch’'s Oddysee 8.3 6.4
NFL Fever 5.0 6.3
Madden 2002 7.6 89
Dead or Alive 3 9.9 11.0
NHL Hitz 6.8 5.4
Amped: Freestyle Snowboarding 60 8.9

Project Gotham 8.9 4

AVERAGE

The graphics in motion:

At imes breathtaking, at other times stuttering and
weirdly smacking of PSOne, Amped i1s a wild card, but
hopetully will make up for it in gameplay

The multiplayer aspects:
We haven't seen them yet

The cool innovation:

Bi1g slopes and an emphasis on freestyling provide a
breath of fresh air to a genre that's already getting a little
crowded on consoles

What we liked best:
The sheer freedom of boarding all over a wide-open
mountain slope 1S a sensation that cannot be beaten by

n strict snowboard
Add to this the Hiuid controls and this m.gh: he

nqgid, stick-to-the-course tracks found
nq racers

d Qood nde

The potential pitfalls:

Going head-to-head against 55X is not going to be easy
especially iIf Amped can't get up to speed in the

graphics department

Here at the Official Xbox Magazine, we like to think of
ourselves as skilled prognosticators. So when we saw the list
of Xbox launch titles, we decided to have a try at guessing
each game’s final scores. Granted, we haven't played any of
the games long enough for an actual review, but that can’t
stop us from making a few stabs in the dark.

AVERAGE

8.0 7.0 6.5 7.1

6.5 6.0 8.5 6.9
6.5 7.0 6.0 6.7
7 8.1 8.3 [ 4
3.5 6.8 /4 6.3
8.5 10.0 9.7 9.2
8.0 9.1 8.5 8.4
8.9 8.5 ¥.5 8.3
747 6.8 /] 6.5
9.0 8.1 9.8 8.7
10.0 9.5 9.7 10.1
6.8 3. 6.5 6.2
FAL 8.3 8.6 7.8
9.0 9.5 9.8 9.3

diately so as not to look stoopid
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NHL Hitz

Developer: Midway

Publisher: Midway
T ey T )
f e e ey TR T - - '! ‘

: 'm ,;‘ &

The hands-on experience:
NHL Hitz played exactly

like you'd expect a |
Midway arcade sports
game to play. It was fast,
over-the-top, and a guy
was yelling in the
background the whole
time. It's a simple strateqy
that delivers exciting,
playable fun for those of

| us who don't need our |

Sports to be as serious as
a Star Trek fan trying to |
explain why Kirk is |
a sexier space captain Traditional hockey games
| than Scott Bakula. | have limited fighting
f - because the NHL wants
| The graphics in motion: | to portray a happy, non-
Although you'll have to | violent image to parents.
look carefully, the Xbox | However, in this game, |
| version of NHL Hitz does | the gloves are off &
| look better than the PS2 - 8
% version. The graphics can
best be described as
* cleaner or maybe even
| sharper than the PS2
counterpart, but most |
. importantly the character |-
| models look smooth, the |
| special effects are cool, |
and the game moves |
along nicely. |

The multiplayer aspects:
This game was built for
multiplayer gaming

Not that intense, serious
head-to-head multiplayer
gaming, but rather the
“lump off your couch,
point at your opponent,
do a little victory dance,
then throw your
gamepad” kind of
gameplay that started
with NBA Jam

The cool innovation:

What we liked best:
It's exactly what you d
expect from Midway

arcade sports, but it's
almost guaranteed fun.

e e e il

The potential pitfalls:
Haven't we played this
game before? Like in
1993 and every year after

Developer: Bungie Software

Publisher: Microsoft

The hands-on experience:

Admittedly, the control scheme takes a bit of getting
used to (especially for PC first-person shooter vets), but
once you get the hang of using the dual analog sticks i
really becomes intuitive. What really impressed us about
our time with Halo was how alive, different, and packed

the worlds are. You really aren't alone, as a band of

Marines intelligently support you without the pain of

having to micromanage them. In other words, you do
your thing and they just follow along doing what any
good Marine partner would do - taking bullets for you
The alien horde and their intelligent fighting is
astounding. There are several moments in the game

where you really feel like you are in the middie of a
massive battle. Quite honestly, this game looks to have

everything in place to be the best console first-person
shooter since GoldenEye

B THE DEVIL IS IN THE DETAILS: The biggest question about the NHL i1s why the hell isn't Miroslav Satan on the New Jersey
Devils? Just seems to make sense in a biblical sort of way

The graphics in motion:

Mind-boggling. The graphics in Halo are a visual tribute
o the supreme power of the Xbox. Every pixel onscreen
1S bump-mapped, reflection-mapped, and lit in realtime
Ihe end result 1s a world so beautiful and so real that
it's almost a shame you have to run through it and mess
it with alien blood

The muitiplayer aspects:

Four-player split-screen — and up to 16 players with four
different set-ups linked — makes Halo a great party
game. The split-screen really minimizes the graphic
detail, and we haven't seen the killer multiplayer game
yet, but it certainly has potential

The cool innovation:

Al partners and vehicular combat working together in
one game has never been done right — when it's
working perfectly, it's amazing

What we liked best:
There isn't much we didn’t ike about Halo. The
gameplay, the graphics, and even the story.

The potential pitfalls:

The Al partners seem pretty on the ball, but we worry
that the odds of them being annoying or stupid at some
point are pretty high. We're also a little concerned about
the balance between frantic action and a compelling
game experience. Just shooting everything in sight
doesn't equal fun. Hopefully these areas will be
addressed and Halo can actually live up to the hype.




Winner of IGN's Best of
2000 Reader's VVote Award!

EVOLUTION ONLY WORKS IN THE WILD.

RATING PENBING

CONTENT RATED BY

) XB80X T

The 4x4 Evo logo, 4x4 Evolution, Terminal Reality, and the Terminal Reality logo are trademarks of Terminal Reality, Inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks
of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsort. Godgames, the Godgames logo, and Gathering of Developers are trademarks of Gathering of Developers,
Inc. All other trademarks and trade names are properties of their respective owners. ©2001 Gathering of Developers.
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The launch games

BMX 2

Developer: Z-Axis

- B Dave M
R e B "'%t

The hands-on experience:
In most games, especially
those based In sport,

art imitates life
however, on some
very rare occasions, life
actually imitates art. The
first Dave Mirra BMX for
the PSOne did |ust that.
The unique create-your-
own-trick functionality
of the game led to some
amazing moves that many
BMX purists actually
complained “weren't
realistic.” But once the
BMX community
got ahold of the game
they started attempting -
and pulling off — the
moves. With this unique
accomplishment under
their belts, the developers
at Z-Axis are ready to up
the ante once more.
The game will release
first on the PS2, but
the Xbox version will
feature two completely
new parks, new items
for the park creator,
and vastly improved
graphics.

B SPLEENLESS: In 1995, while foolishly performing a trick 20 feet in the air, Dave "Miracle Boy™ Mirra got his shirt tangled in

h':':";? ‘q:ﬁ'l'ﬁﬁ ""‘ﬁ’ﬂa“?r .,""i;,‘;:'l'l}'ii -1'”1-' & '.nr-';'" w -r
r%#q e Jr-?"i..“""h"' i ..ﬂrﬂ-‘}.f r*;_.- Jfﬁygi%}_ﬁ "ﬁ_“h‘t‘ f %'“T&"'.f""ﬁa. '-'l?i ﬂr

Dave Mirra

Publisher: Acclaim
it L M L 77 2
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The graphics in motion:
The animations and
realtime tricks are smooth,
but the graphics in Dave
Mirra aren’t there yet.

The multiplayer aspects:
The real fun starts with a
game of BMX Horse.

The cool innovation:
While it 1s commonplace
for PC games to let you
create your own levels,
it 1s a real rarity on a
console. The simple-to
use and fun-to-play-with
function really 1s what
makes Mirra 2 stand out

What we liked best:
Playability. The game
doesn’t look great, but the
depth i1s exceptional.

The potential pitfalils:
The graphics are sub-par,
the sound (while not
done) 1s |ust annoying,
and there is plenty of
competition coming from
the same folks who make
Tony Hawk.

..'1’1 i o
o F

Tony Hawk's

Developer: Treyarch/Neversoft  Publisher: Activision
SCORE -8

" RS RS F

' Pro Skater 2X

SPECIAL e

o —

The hands-on experience:

Clearly one of the best games available at launch for the
Xbox, and quite simply the premier version of Tony
Hawk, period. The gameplay is the classic /ony Hawk
style — not too much in the way of realism - and why
should there be, when there’s so much fun to be had?
Tony floats, leaps, and spins on Xbox exactly as he did on
PlayStation and more recently Dreamcast — only with
more moves, options, levels, and tricks. The gameplay 1S
well suited to the Xbox's responsive controller, and the
addition of new areas in old levels makes everything feel
fresh and new. Like clean undies

The graphics in motion:

If you're expecting a simple rehash of the PlayStation
assets, youre in for a pleasant surprise. fony Hawk on
Xbox i1s a quantum leap in performance from character
design to backdrops to textures. Everything has been
redesigned to take advantage of the Xbox

———
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his handlebars and crashed to the ground, leaving him without his spleen. We wonder if he misses his spleen?

MNovember 2001
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The multiplayer aspects:
Split-screen for the reqular folks, and LAN support for the
plutocrats. Every type of Xbox gamer is catered to here

The cool innovation:
The inclusion of LAN support for head-to-head gaming
makes for some stunningly addictive gameplay

What we liked best:

The bundling ot Jony Hawk 1 and Z 1s a dream come
true — and the addition of new moves, tunes, skaters, and
levels 1s @ bonus beyond compare

The potential pitfalls:
The fact that JTony Hawk 3 i1s on the horizon may cast a
small shadow over this otherwise perfect picnic
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Oddworlid:

Munch's Oddysee

Developer: Oddworld Inhabitants Publisher: Microsoft

-

e,
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|
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The hands-on experience:
It was a superb 2D
experience on PSOne and
PC - now the Oddworld
series I1s bringing its
patented brand of strange
humor to the 3D realm,
with promising results.
Fast-paced and detailed,
the adventure moves from
the dreary confines of
Glukkon factories to the
lush outdoors populated
by free Mudokens. You'll
be able to switch between
the machine-controlling
Munch and the spirit
possessing Abe with one
button while navigating
puzzles that force you to
use your action skills and
your brain.

Environments are

huge affairs which push
the exploration envelope
more than any previous
Oddworld adventure. The
game 1s fast-paced, while
the control scheme Is
Incredibly accessible with
one-button commands
emphasized.

S-E'. Officisl

The graphics in motion:
Smooth, detailed but still
a little flat, Munch’s
combines the best aspects
of 3D gaming with the
power that next-
generation consoles
afford.

The multiplayer aspects:
Just one-player here

The cool innovation:

The multiple outcomes of
your journey, as well as
how much your actions
influence the ecology of
Munch'’s (odd) world
really have great
gameplay impact.

What we liked best:
There's so much to see.
do, and conquer, it's
instantly intoxicating.

The potential pitfalls:
The series 1s all about
detalls, and with the game
In 3D, will it lose some of
Iits charm?

Magazine Movember 2001

Madden 2002

Developer: Tiburon  Publisher: Electronic Arts

The hands-on experience:

Madaen 2002 1s nothing short of the deepest football
game we ve ever played. In addition to the series’ own
Madden Cards and uber-deep Franchise mode that ]
together give countless hours of gameplay, this latest e e
addition to Madden has been bolstered with a brilliant Two
Minute Drill and an awesome training mode

The Two Minute Dnill tests your skills during crunch

time. You're graded after every play on how well you
execute and how well you manage the clock. In the short
time we played, we were already starting to pick up the
Joe Montana Zen-like state of perfection.

tven though we're hardcore football fans, we still

learned new pointers from the training mode as it showed
us how to run every single play and then graded us

7 o - - S M = L] ¥ [ L —gmr i
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The graphics in motion:

Madden for the Xbox looks phenomenal, but not that
different from the PS2 version. The working build that we
played looked a little less rounded than its PS2 brother,
but we were told that by the time it shipped they would
De almost indistinguishable - and the Xbox version may
actually look a little better.

The multiplayer aspects:

Plans for online play have been shelved until Microsoft
goes forward with its Xbox online strateqy. However, the
game does support four-player action; and because it's
the Xbox, you won't need a multitap to play with friends.
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What we liked best:

It's easy to overlook the simple gameplay at the base of
this game because there are so many bells and whistles
attached to this series. However, If the gameplay wasn't
there, none of the cool additions would even matter.

The potential pitfalls:

Let's hope that EA doesn’t continue to treat the Xbox like
a port machine. After all, the console is powerful enough

to render the most beautiful Madden ever imagined. All it
needs is a little time and attention

B FEAR OF FLYING: John Madden's well-known fear of planes stems from his college days when his team plane left without
nim, and it crashed, kKilling many of his teammates. Not so funny now s it?




Air Force
Delta Storm

Developer: Konami  Publisher: Konami

The hands-on

experience:

Thanks to years of
negative conditioning
from bland PC flight
simulators, our first
thoughts about most
flight combat games
begin with a slow lazy
brain yawn. Luckily, that's
why we play the games
Owing far more to arcade
action games than banal
flight sims, Air Force Delta
2 makes darn sure that
no one’s yawning... inside
their brain or not

The action and

control 1s simple and the
gameplay Is as straightfor
ward as one might hope
It something shows up on
your targeting computer
— blast it into atomic dust.

The graphics in motion:
The planes look
absolutely stunning. The
lighting on each

individual aircraft is so
good, you start to think
you're looking at a model.
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The multiplayer aspects:
Sadly, we were not able
to get a hands-on test of
the multiplayer aspects in
this game

Cool innovation:

When you see the
lighting effects on the
planes in this game
(including awesome self
shadowing effects) you'll
start to understand why
you should be excited
about the Xbox.

What we liked best:

We loved how the flaps,
thrusters, and other
objects on the aircraft
actually responded to
commands. The replay
mode Is a great arcade
like addition to the genre
as well.

The potential pitfalls:
The "heavy metal” Muzak
soundtrack became
annoying quickly. (We
figure there's always the
mute button.)

' Project
. Gotham Racing

Developer: Bizarre Creations  Publisher: Microso

L]
-

LaPS
REMARITVNG

The hands-on experience:

In short, awesome. Anyone who played the Dreamcast
classic MSR will be well aware that the guys at Bizarre
Creations know how to make a racing game compelling
Forget the tight handling and incredible physics — what
really makes Gotham special in the gameplay
department 15 the structure of the "missions the game
15 split Into. You can play this as a straight-up racer, or
enter a far more compelling single-player game with
rewards for both winning races (and more importantly,
doing It In style), thanks to the innovative "kudos” rating
system. Add to that a four-player split-screen mode and
you can add racing games to the list of Xbox strengths

The graphics in motion:

You've all seen how the amazing reflective car surfaces
look in the dozens of night-time shots already revealed,
but the good news 1s that both cars and backdrops look
even more spectacular in the light of day. And yes, that
does mean better than Gran Turismo. More impressive
yet is the use of cool particle and pixel-shading effects,
like the (probably volumetric) steam rising from the
subway grates that billows convincingly around
speeding vehicles.

The multiplayer aspects:

Project Gotham is at this point for one to four players
only (no online racing!), but as with most racing games,
that's more than enough

The launch games

v

What we liked best:

We were amazed by the graphics, and stunned by the
deforming car models, but what really drew our gasps of
awe and wonder were the manifold missions and
gameplay options. This isn't deep in the way that certain
other repetitive simulations are, but rather dense with
features and gameplay. We were also excited to find that
there are four massive cities to race in, each with a variety
of possible routes (more than 300 possible routes in total)

The potential pitfalils:

Too few cars. There's no finished car list, but these days
players expect an absurd, sprawling selection of vehicles
to race. This title’s relative paucity (20+) of auto choices
may hamstring it in the view of hardcore race fanatics
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B FLY BOYS: We shit you not, there is an entire website (www.topgunisgay.freehomepage.com) devoted to the theory that /op
Gun 1s really a story about one man’s struggle to understand his sexuality. Not that there is anything wrong with that
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Cel
Damage

Developer: Pseudo Interactive Publisher: EA

WWF:
Raw Is War

Developer: Anchor Publisher: THQ

i'i ’ -

The hands-on experience:
loon-shaded games
have evolved quickly

in the last few years, and
Cel Damage is already
one of the best. Merging
the cutthroat world of car
combat with the out-and-
out wackiness of cartoon
physics, the game forgoes
realism for good old-
fashioned fun.

Two major things

stood out as we played
the game. The first is how
fast the game plays in
every respect. The
framerate 1s exceptionally
fast, the control is very
responsive, and the speed

of the overall game can
best be described as
hyper-frenetic. Weapons
such as spinning saw
blades, boxing gloves on
a stick, shrink rays, freeze
rays, and other wacky
items kept the action
interesting from start

to finish.

60 Ufficial

The graphics in motion:
These were by far the
cleanest toon-shaded
graphics we've ever
encountered. At times it
would have been easy to
believe that this was a
real, animated cartoon

The multiplayer aspects:
This game was exactly
the kind of multiplayer
experience we love. It was
fast, well defined, exciting,
and it included plenty of
‘wow” moments to share
with your opponents.

The cool innovation:
Even Jet Grind Radio

didn't look this clean on
the Dreamcast.

What we liked best:

The character design was
hilarious. Our favorite was
an angry red cow with a
desire for vengeance.

The potential pitfalls:
Could have used an
official cartoon license

Magazine [MNovember 2001

The hands-on experience:
The first ime that you see
WWHF: Raw is War on the
Xbox, you'll wonder if
you re watching a real
wrestling match, but once
you grab the controller
you Il realize you re only
playing a game... a
gorgeous and highly
playable game. This game

plays like the N64
Wrestlemania games with
their complex but intuitive
grapple system. After just
a few minutes, we were
breaking spines with the
best of them and pulling
out the biggest moves In
our character's arsenal

The graphics in motion:
The character models are
S0 good, they're spooky,
and better yet, they move
almost exactly hke their
real-life counterparts do
[he movements are so
believable that you could
easily recognize The Rock
even If he was wearing a
crazy wrestling mask

The multiplayer aspects:
Whether it's straight-up
one-on-one matches, tag
team duels, or other
showdowns, these kinds
of games are always
better against a friend

The cool innovation:
It features an enhanced

Create-a-Wrestler mode
that lets you customize a
wrestler any way you like

What we liked best:

The blood. THQ will likely
tone this down some,

but when we saw Iit, the
blood was rendered as
thousands of individual
particles that flew through
the air and stained the
wrestling mat. It was over
the top, but it made us
wince every time.

The potential pitfalls:
The clipping wasn't fully
worked out when we saw
it, which made the game
look like... well, a game
from time to time

The hands-on experience:
Rather than worrying
about the limitations of
the various systems, the
developers really focused
on exploiting the power of
the Xbox. Unfortunately,
when we played the game
it was still missing much
of the Al and playability
What we were able to
play was a decent football
game with the potential to
be great. The blocking
and tackling has moments
where it amazes and
others where it just
doesn’'t work. One of the
big problems with the
version of NFL Fever we
played was the control
On offense everything
seemed to be in order,
but on defense it left us
with a feeling that we
were |ust watching the
game, not playing it
There weren't any
problems with Fever that
couldn't be solved by the

time 1t 1S ready to go.

The graphics in motion:
It nothing else, NFL Fevei
s easily one of the best-
looking football games

The multiplayer aspects:
If the developers can
manage to give more
control over the lovely
animations, then it will
definitely be a game that
gets plenty of play

The cool innovation:

The dynamic player
system allows you to take
a player and improve his
skills on the field

What we liked best:
The realistic blocking
animations really opened

up holes for the running
game.

The potential pitfalls:
Can the developers
manage to deliver a
game In one year that
can measure up to the
playability of Madden's
ten-year legacy? We'll see

B PIGSKIN: The original game of “Foot the Ball” played in medieval England was brutal, involved whole towns, and took place

over unlimited terrain. Games would often wreck markets and houses and end with serious injuries and even deaths
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Throttle the competition with hard- Hyper-realistic racing velocity and Make 'em feel you with combat
core hand-to-hand combat. major air give new meaning to weapons like snow bombs, mis-
“breakneck speed.” siles, and The Atomic Snowball.
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e nfl fever 2002

Xbox Game .............. $54.99
Strategy Guide ........ $14.99

e dead or alive 3

DERAD OR RALIVE

L\ L .

e wwt: raw is war

Xbox Game .............. $54.99
Strategy Guide ........ $14.99

*Microsoft, Xbox and the Xbox logos are either registered trademarks of Microsoft Corporation in the United States and/or other countries.
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Strategy Guide ..........
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the strategy gmde&

when you purchase the game
and guide together.

*Coupon must be present at time of
purchase in order to receive discount.
Offer valid on Xbox titles and matching
strategy guides only. See sales
associate for complete details.

Prices and offers may vary

in Canada. Expires 11/30/01.
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ith looks at the next wave of games

Blood Wake features pirates. We like
thinking about pirates.

=g BLACKBEARD
,:ﬁ g Also known as:
)17 ? Edward Teach
AR
J i’lnﬂsﬁ K“'u'wn fﬂl‘:
SN Raping and pillaging
Place in videogame history: The basis for
every buccaneer villain ever made

SOFTWARE PIRATES

Also known as: Bill Gates

Known for: Pillaging

Place in videogame history:

The multi-billionaire behind
the most powerful console in the world

LONG JOHN SILVER

Also known as: Fish King

Known for: Deep fried “fish”

and those crispy things

Place in videogame history:
Our undernourished bellies

PIRATES OF PENZANCE
Also known as:
Fancy lads
Known for:
- Singing and dancing
Place in videogame history: None known

NP PITTSBURGH PIRATES
N/

Also known as: An easy win
Known for: Losing games
and any player with any kind
of talent
Place in videogame history: Nobody ever
picks the Pirates in videogame baseball
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simple enough at first
glance - albeit with
the prettiest water
ever - yow’ll mtloe.
that the boatis
exploding and leaving
behind a health pick-
up as well as an
explosion-related
wake and a bunch

of debris.

Magazine [MNovember 2001



Blood Wake
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Oh hear us when we cry to thee,
for those in peril on the sea...

he first thing anyone’s
going to do when they
see Blood Wake 1s make
the inevitable comparison

to Wave Race. Which 1s, of course,

Early designs for boats veered

e toward sci-fi themes, but as the
game progressed, the boats both redundant and pointless since the
became more contemporary. games couldn't be any more different.
2 Wave Race i1s an all-out racing game
% that takes place on short loops, while

Blood Wake 1s an altogether more

ambitious creature — a vast, sprawling . It's so pretty, you might forget
vehicle-combat game that just happens to shoot.
to be set on the most realistic water

you ve seen since you last showered armed gunboats. These vary in style
(only the water 1s much cleaner) fairly widely, from relatively elegant
The combat aspect of the game is catamarans to much more unwieldy
paramount. You choose between at torpedo boats. Naturally the weaponny
least 10 different types of heavily ranges wildly between boats, but their

biggest difference is in handling. It's 3
classic case of maneuverability and
speed versus sheer smashing power
You'll have to deade through trial and
error which boat suits you best, but

DEVELOPER: Stormfront Studios PUBLISHER: Microsoft RELEASE DATE: Dec. 2001

WHO ARE THE'\"?: Founded in 1988, Stormfront Studios 1s based in beautiful Mann County, just remember that different missions will
north of San Francisco, and not a kick in the arse away from LucasArts. The company has a long .
history of race games on console and PC, and has converted titles like NASCAR, Andretti Racing call for different tactics

and Madden for EA. The company has switched its focus to Xbox and P52 development The game actually has a plot that's

spread out evenly over 25 single

we're doing things graphically on the Xbox the game was seen at E3? was too over-the-top, we created a fantasy

that no one has ever done on any console, weapon that uses exaggerated water physics

with physics-based water that both looks Him: The water model we had going for its primary effect — this thing is wild,

and acts like the real thing. at E3 was already highly accurate, but especially in multiplayer modes!

Unlike any prior title, Blood Wake is a we have been able to add lots of cool

fast-paced and challenging fighting game, embellishments to both the physics and Us: Describe, if you can, what effect
pressing Blood with a storyline supporting 25+ single-player graphics. We have shadows on the water the physics have on various gameplay
Wake-related missions. You'll bomb around in a bunch of now, which really help to visually marry the modes.
questions: wild boats while firing an arsenal of heavy boats with the water. Our wakes, whitecaps,

weapons, jump off of surging wakes in and shoreline effects have all improved a lot, Him: Combat on water isn’t anything like
Us: Are you guys sick of being smooth inlets and choppy bays, and send and will get better still before we ship. air-combat or road-combat games. Because
compared to Wave Race? hordes of enemies to a watery grave. We've been able to take the time on the boat is in constant motion, we

There’s nothing else like it out there, on any the art side to polish up the lighting and developed a really sweet aim-assist Al that

Him: Wave Race was a great game, so platform. environmental settings, which includes does a great job of counteracting the
it's actually kind of cool to be compared special processing of the water for things rocking of the boat while still requiring a
to it, but Blood Wake takes water-based Us: What kind of improvements have like dawn, dusk, night, storms, etc. And skillful touch from the player. Wave and
action a whole lot farther. For one thing, you made to the water physics since since we never saw an idea that we thought wake effects affect the way you approach o
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YOU'VE GOT DEATH: One of Stormfront’s first projects was a play-by-email game called Quantum MNovember 2001 Official mEQEEfHE =

Space for a fledgling outhit called America Online - 10 years ago



Up here there is a dainty princess
in need of rescue... uh, we think.

| Gun placements make going near
the land very tr eachemus

y ”-ﬂ-ﬁggﬂ“wrﬁ.

el 1 -

iy

| This guy here is about to
sleep with the fishes.

!_‘_ ———dnr - e

| This is an abandoned boat where down-
un-theu-luck plrates sleep uff the rum.
L'w : .-."".
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: Deep (waen | =
e thoughts .
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i Where do we begin? This is one .. ]
of those games that simply couldn’t - : :
’ﬁ“ i be repllcgted on annthefsyystem Here’s a list of the Official Xbox g
i vt dastameil and built for the‘ Magazine staff's favorite videogame
S frumgthe SR o iterations of the briny deep. Wave A
i e Stormfront’s CEE:) Don Ei;;;]lnw Race was excluded because it was o
::--r ™ x : ¥ IDG i & — a
s explains, Blood Wake on the Xbox SRV
was fated Fn happen; “When we Mike Salmon: “Virtua Fighter 3
::::;idﬂﬁli;lzstuflt‘i;:Ewier;":ir:ady | liked the way the waves lapped
at your feel
looking for a water-based combat
game for Xbox. Many of their ideas Dave Rees: "The first ime | saw
paralleled ours to an aln'n_::st psychic the water in Unreal, | was like, -
degree, so we all determined that dude, that's totally unreal .

this project was ‘Meant to Be’ and
that we should work together.”

g '.- '_ ¥ I_:,'__'_a'.":ﬂ 4 P _ "'t* ;i .' e b e
OBk ; ﬂ;t_ ’ 4 ‘._r:ﬂ A

Juliann Brown: “Fcco the ’
Dolphin on Dreamcast was

amazing, but | couldn’t ind that
whale baby's mom

player missions. And rather than
simply scoot around on the ocean
blasting ships, you'll have to employ
some modicum of strategy, since the
missions include assault sorties, recon
missions, and even escort duties. In
that respect, the structure is vaguely
similar to LucasArts” Starfighter. The

Mike Wilmoth: | only like
desert levels

Fran Reyes: “In Skies of Arcadia,
there was a village with watei
Good water.”

Sarah Ellerman: “Super Mario
64 — when you drained the watel

. ) ‘ ) oo _ ) : oo _ S X level, you could splash around in
variety makes the Qne-playe: mode Free for All m:::ude;. and will most |I}.&{:‘|_;,- a full 60 rrarj1es per 5ecqnd multi- the puddies like Paddington Bea
much more attractive. have Capture the Flag, too. The split player experience. And if you want to

The multiplayer mode isn't exactly screen mode hardly detracts from the hone your deathmatching skills, there Dan Egger: | agree with Sarah,
skimpy, though, since it encompasses massive impact of the graphics, and s a wide range of computer-controlled STIC e even reweshes Yoo

. _ = o o . cncigy
Deathmatch, Team Deathmatch, and the developers are working to retain bot” missions to practice on.

targeting and maneuvering for the best rockets follow an arcing path through the air terrain, or each other. Terrains such as Him: Well, living in the San Francisco Bay
attack, but also offer unique opportunities and can nail that guy who's trying to hide reefs and sand shoals act more like ramps, Area, we had no shortage of inspiration
for disrupting the enemy’s aim and evading behind a wave. Different weapons inflict providing great opportunities for catching each morning for the gray, brooding skies
his fire. If you think hitting a moving different kinds of damage, and boats are air. Boat speeds are very high, and and foggy weather. For the clear skies,
target is fun in an air-combat game, try affected accurately with simulated recoil, combined with the water environment spectacular sunsets, and blue and emerald
dogfighting in fast gunboats on rough seas! impact, [and] explosive and concussive and the intense combat, it's an incredible tropical waters, we relied more heavily on
If you're on a wave peak and the other effects. For example, the torpedoes travel in experience that no one’s ever done in research materials ~ because unfortunately
guy 1s in the wave trough, he’s going to be a straight course on the surface and will hit a game before. the artists on the team never got clearance
harder to hit. The wakes created by boats on the waterline. This can literally blow the for that research trip to Tahiti!
create another challenge, especially in a enemy boat out of the water, where (if it Us: The game has an amazing sense Actually, we've spent a lot of time since
chase scenario where the pursuer needs to iIsn’t obliterated by the first blast) it presents of “place” thanks in large part to £E3 concentrating on water and weather
find a way to keep its aim from being an excellent target for your rocket launcher! convincing weather and water - graphics, adding orange sunset and purple
thrown off by its quarry’s wake. Each Just for the sheer fun of it, we've gray, brooding skies and all that. twilight environments, storms with rain and
weapon rewards its own special tactics. relaxed the laws of physics slightly when it What materials or experiences did lightning, and a ton of other stuff. We
Mines are great for discouraging pursuit; comes to boats jumping off the water, the you use to get the right feel? received a lot of positive press about the

66 Official Magazine Movember 2001 LEONARDO DI CARPACCIO: A mint-condition menu from the Titanic was found in the backing of
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rather ordinary photo of the ill-fated '-'“‘;.‘ Its estimated value: $100.000
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By this point in our little preview,
you're probably wondering why we
haven't mentioned the amazing,
stunning, |aw-dropping, pant-filling
graphics. Well, let's take care of that
right now. If you think you've seen
cool water on a videogame system, go
back to your closet, find that game
system and smash it to bits, because
now It's basically defunct. The water
effects in Blood Wake are as real as

- [
......

W Just like real life, power-ups are
scattered across the ocean.

anything we've seen — not only In
the near-perfect visual representation,
but in the brilhantly conceived physics

there are wakes that affect your
passage across the waves, and waves
that jounce your craft like the poorly
restrained contents of an ill-fitting
brassiere

I he effects arent just hmited to the

water’'s surface. The perfect fluid can

be leaped off of, dove into, and

generally enjoyed in the way thal
Herman Melville envisioned - without
the whales. There’s also cool use of
pixel-shading in the sea spray and
spume, and the awesome weather

effects. The brooding sense of cold

and isolation as you skim atop a rain
spattered and stormy ocean has to be
felt to be believed. And feel it you will
since the game has a very carefully

TR ST -~ L T

LOOKS GOOD
B Best water ever.
B A cool twist on existing genres.

M Stunning graphic design.
B A wealth of muiltiplayer options.

ODDS ARE...

Blood Wake will go from unsung
hero to must-have killer app.
Ground-breaking graphics and
genre-spanning innovation make it
a delectable choice for the Xbox
gourmand. It’s also one of the more
exciting multiplayer games on the
horizon, thanks to the impressive
split-screen combat modes.

FINAL THOUGHTS

Preview I

Blood Wake .

-

‘M* Al

>f day, depending on youn,
acular moonlit shot.

-

i

planned-out use of rumble, rolling and
bumping with the swell of tide and
wave. We officially can't wail

Framnk U LCornmnor

NEEDS WORK

B Weirdly, the dry land doesn't
look so good.

M Some of the more busy
missions can look pretty
confusing.

HYPE

It seemed at first that Microsoft
didn't know what a treasure it had
in Blood Wake, but the press
reaction at and since E3 has been
incredible, and the company finally
seems to have figured it out. Blood
Wake will be pushed as a must-
have on the Xbox and a game for
other console owners to envy.

Although first impressions are amazing, the game’s long-term appeal has
yet to be put to the test. If this ends up being an engrossing one-player
experience, the very nature of the game should ensure two-player
longevity. As console games get more and more realistic, the emphasis on
re-creating environments becomes more prevalent. Nowhere is this more

obvious than in the stormy waters of Blood Wake.

% Your opponents, both in single and multiplayer modes, vary pretty L AR s gt P
wildly. Here are two extremes: A massive fortress and a flimsy junk.

way our water looked at E3, but the work
that's going into the game these days blows
away everything we showed before.

Us: Blood Wake has incredible
water, of course - could you tell us
more about the vehicles and the
attention that has been lavished
on them?

Him: The evolution of the vehicle design
for Blood Wake is a very interesting story.
One of our original concepts had a more
sci-fi feel — boats with enclosed cockpits,
more modern hull forms and propulsion

systems, and so on. Once we started writing
the game’s story, however, the setting we
ultimately chose dictated a very different
environment.

Inspiration came from early 20th-
century torpedo boats and armed motor
launches, combined with the sampans
and junks you'd expect in an Asian setting.
Later on, we got an opportunity to add in
fantastic new forms, including some wild
boss boats. Somehow it all came together

into a completely original look that we think

1s really funky and cool.
Of course, there are strengths and
weaknesses to all of the boats. By mixing

SEA BATTLE 2?: Don Daglow is a Blue Sky Ranger (original Intellivision programmers) wi
'ZI.{"-::_." Battle. Theretore tec |"||"||-;'_'.E|||'3.-' 5,|_'}{=a|~:'.;1‘1g_ f—_:"..,_';ng_':n._,‘ Wake would be the stiel () mavhbhe nnt

and matching different armament
configurations and tuning the speed and
survivability ratings, we've created a terrnific
variety of boats, which in turn lets us create
a wide spectrum of combat scenarnos. One
of the coolest things about the boats are
the animations associated with the engines,
weapons, and crew,

These all provide instant feedback on
how fast you're going, and which weapon is
hot and ready to fire. The crew animations
include your first mate pointing out threats,
or offering navigation clues... even shaking
off the water out of his eyes and hair when
you've taken a dunk!

[Nlovember 2001

Us: Xbox for the first time makes
immersion in convincing environments
possible — do you think this will lure in
new types of gamers?

Him: Every few years we get a completely
new way to entertain people, and with that
new hardware we see new kinds of game
players. The next-gen systems enable us to
develop in-game environments that can
match the quality and depth people are
used to seeing in special-effects movies. That
makes our fictional worlds more realistic,
and it definitely makes them a lot more fun
to interact with and explore.

Official Magazine 67




YOU'RE DRIVING
LIKE A MANIAC!

.
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ROADS ARE JUST

A SUGGESTION. |[FEESEREEENE . “ |
E B eet of critical mass transit
LIKE PANTS! = = O is making Springfieldians

catch “ride-share fever”! Help

Mr. Burns’ nuclear-powered

buy the bus system back by

driving fares through rush-
hour traffic, suicide shortcuts
and unsuspecting buildings.

Take the fastest possible
route. Or just use the roads.

thesimpsonsroadrage.com
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Eat it, PC. Chew on it, PS2. Obi
Wan, for reasons too complex to

relate, will only appear on Xbox. And
we like it that way.

“Force Leap”
allows you
to soar high
above bad
guys, a
technique
, both defensive

» and offensive.
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¥ How the hell did this guy get a
lightsaber? What next, a Tuscan Jeg

g
X

% TEMPLE OF OBF: The cluf} at thtstan of Temple of Doom is called Club Obi Wan.
Sadly, ten minute;s later, Short Round shows up and ruins the movie, Jar-Jar style.

Freview s

Obi One

erhaps the most ambitious

thing about Obr Wan on

Xbox 15 its brilhant attempt

to weave new elements
into a plot you're already familiar with.
You see, the game is set during events
you've already witnessed during
Phantom Menace. Layered in between
events you already saw Is a detailed
and clever plot regarding events you
didn’t see. For example, did you
wonder what Obi1 Wan was doing
while Qui Gon was off failing to free
young Anakin's mom from slavery?
Well, wonder no more. He was
fighting Tusken raiders (the ornery
rednecks of the Star Wars universe).
And now you can, too.

This patented Expando-Plot™ finds
our heroes investigating illicit activities
in and around the already pesky Trade
Federation. Although it at first smells
like a Teamster-style labor dispute,
they soon realize that it's a whole can

DEVELOPER: LucasArts

= = = — =

~ PUBLISHER: L

with original content like Grnm Fandango.

Movember 2001

Arts RELEASE DATE: Nov. 2001

WHO ARE THEY?: LucasArts started life as LucasFilm |
| Games, and is a rare beast in that it was spawned not by a Ep.rs;de I PC
marketing department’s lust for expansion, but rather by

the actual vision of George Lucas himself. The early
LucasFilm games included classics like Rescue on Fractalus,
Korornis Rift, and Mamiac Mansion, and its emphasis on
adventure eventually led to epics like Monkey Island.
| Nowadays, the company is of course best known for Star
Wars-related stuff, but it continues to innovate and surprise |

Ufficial

Or, what happens when Star
Wars meets Tomb Raider...

of worms, with a group of mercenary
thugs called the Jinn Ha and a sect
known as The Black Heth. And ves,
that does rhyme with Black Death.

Obi Wan, as you might guess from
the somewhat telling title, follows the
adventures of the Padwan (trainee Jedi
If you've been living Iin a cave, not
studying the ways of the Force) as he
tries to perfect his physical and mental
skills, with the handy bonus of losing
his rat-taill mullet into the bargain.
Clearly this hairstyle is added as an
embarrassing incentive to learn. Like
tonsorial training wheels.

His range of skills is pretty
impressive for a so-called trainee. He
can run, jump, and slash with his
sword in any direction thanks to the
iInnovative use of the second analog
stick. It 1s in every way, analogous to
the use of a real sword. Tap forward -
he thrusts. Swing left — he swipes the
saber to the left. Using the lightsaber

=

= = == = SRS

SCORE
6/10

POD Racer

' Star Wars PS2 8/10
 Episode I

 Starfighter

' Return to PC 5/10

- Monkey Island

e ——

| AVERAGE

Magazine 71
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" Obi Two

Is about half the game, and blocking
and parrying soon become second
nature. Layers of control are included
here, and subtle moves, circular
motions, and double-taps reveal
special attacks.

Our hero isn't averse to learning
new tricks either, and just as in real
life, you can find new Jedi skills just
lying around on the floor, in the
form of glowing orbs. These can be
‘earned” by dispatching bad quys, or
achieving other similarly lofty goals.

And you're not limited to using the
saber. Mastery of the Force will allow
you to pick up objects with your mind,
hurl them at bad gquys, or somersault

out of danger. You can use “Force Pull”
to snatch a blaster from an enemy’s

hands, or “Force Push” to knock a
droid into a wall. Context-sensitive

damage means that smashing a droid
into a wall will inflict more harm, but
not as much as tossing him off a
precipice. Our favorite Force power is
the Saber Throw - letting you hurl
your spinning saber and control its arc
of lasery death, and deciding when

you want it to return to your hand,

like an especially obedient and lethal
boomerang.

Although the bulk of the game
requires Jomb Rarder-like exploration,

puzzle, and platform elements, it's the ™%
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T
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® It's no X-Wing in a swamp, stre, |
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constant reliance on combat skills that A" button when you encounter bad

makes this different from games that guys, they're an actual test of skill and

have gone before. Lightsaber battles occasionally patience — the Al on

aren’t just a matter of thrashing the the opponents can be surprisingly
grueling. This means that defensive g

( Dlocking Is easily as important as

P ' attacking, and in some respects it feels  SRrET prre
a little like Namco’s Sou/ Calibur, and S o

that's certainly no bad thing.
Ruyan Michaels

........
| -

One of the features the designers
are currently toying with is the
implementation of player-activated
slo-mo. The feature was working in
the early version we played, and was
activated simply by pressing a button.
Obi Wan's normally lightning-fast
moves are slowed using an effect
similar to “bullet time” - the oft-

ripped-off camera technique first
seen in The Matrix. The problem is -
when should it be activated? When
the player feels like it? When Obi
Wan performs a particularly stunning
maneuver? The designers want the

feature in there (and so do we, since :f f_;,,
it looks cool) and are currently P o i T e
experimenting with modes of /r bl - N
implementation. oring in the g:
- F
7c UOfficial Magazine MNovember 2001 RAIDER WARS: In Raiders of the Lost Ark, one of the hieroglyphics featured in the Egyptian map room

portrays See Threepio and R2D2. It's not visible on film, however
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USE THE FORCE, LUKE, | MEAN, OBI

DEFINITION: It surrounds us, binds us, and is possibly some type of germ.

Thanks to your high midi-chlorian count, you can use your amazing psychic skills to defeat evil.

Episode I DD

Remember the trailer for Star Wars:
Episode I? It was all Darth Maul
running around, and the Emperor
saying stuff, and the spaceships and
the endless somersaults? Remember
how it looked like the best thing
ever? And so when you went to the
theater and it wasn’t that good, you
swore never to trust another trailer
ever again? Well, they've gone and
done it again. The Star Wars Episode
I DVD trailer is out and it’s got stuff
in it that made us fill our pants with
excitement-cake. Seven completely
new scenes? Not even scenes that
were edited out of the original
footage, but rather bits that were
completed specifically for the DVD
release, complete with all-new
special effects. Full-length
commentary that really does explain
what the hell he was thinking (or
perhaps smoking) when he came

up with Jar-Jar. Full-length
documentaries. Two DVDs. More
than six hours of stuff. OK, you

had us at “Star Wars.”

FORCE-INESS: As of or pertaining to the Force. Basically

- i AN A i. i
s E i

B, P - . G s e I kil

B Polygonal rat tail - gee, thanks.

possessing a rorce-like characteristic

B e o PR T 1_____‘_ ot .

LOOKS GOOD

B Gorgeous bump-mapped textures.
B Lots of particle-style effects to
illustrate Force-iness.

M Fast-paced platform and
action/adventure elements.

B Constant 60 fps.

o A S ]

ODDS ARE...

The combination of the gravy-like
Star Wars license and the massive
hype surrounding the launch of the
Episode I DVD will ensure a steady
place for Obi on the Xbox chart.
The fact that Obi Wan will feature
even more heavily as a character in
the next movie won't hurt the
chances of an Obi Wan sequel
either.

T R, I B T A ST T T e e R S

FINAL THOUGHTS

. T
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Obi Three

NEEDS WORK

B The placement of objects and
villains was being honed when we
saw this version.

B As was the light-mapping.

M Graphics lack character and
don’t yet have that polished Xbox
graphical wow.

HYPE

The fact that this wasn't good
enough for the PC is a bad start,
but the substantial changes in
engine and gameplay could revive
the game. Since it’s an exclusive
Xbox title featuring Star Wars
characters, our guess is that it

will recover from its inauspicious
beginnings just fine.

This did not look great when it was first unveiled at E3, but the fact is that
now it looks nothing like that early version. Vastly improved graphics and
well-implemented gameplay features are making this more attractive by
the day. Obi Wan's gymnastic skills add a lot to this normally slow and

soupy genre.
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T Preview

A fairy tale stands tall...

It’s got farting, big Scottish
freaks and unbelievable

works of fiction. Is it Shrek Freie bkt

or our office...?

ke Myers has made a lot Although only 50 percent complete
of money from that one when we saw it, it was already apparent
Scottish accent. The only that the game’s platform roots were
person to make more more than just superficial. Shrek has a
money off the same thing is Sean handy double-jump that allows him to
Connery (of course, he actually 15 heave his not-inconsiderable bulk over
Scottish). The unexpected and some unlikely obstacles. The jump
unpfecedented success of Shrek works In a now-classic style — jump at,
caught everyone — especially Disney — say, a wall, then hit jump again to kick
off guard. It'hanclily crushed Atlantis at  off and gain further elevation. Clever
the box office. TDK Mediactive was jumpers can scale dizzying heights
lucky (and smart) enough to pick up using this technique.
the game license before it became a The buildings you’'ll be scaling will
box-office smash. And now it's an be familiar to those who've seen the
Xbox-exclusive game. film. The cool look of the movie
The gameplay initially reminds graphics (rendered by Pixar rival PDD
one of Super Mario 64 (sans plumber).  has been re-created on the Xbox,
Shrek runs at a similar speed, and occasionally using actual graphic assets
the early camera work bears a from the movie production. And the
resemblance to the Nintendo classic. only thing better than the architecture . . .
That initial similarity 1s about as far Is the atmosphere. Wonderful use Th@ Mﬁ@ﬁp@@ﬁ:@fﬁ o4 nd
as it goes, however, since the of real-time lighting and projected

fundamental play mechanics are pretty  geometry for shadows give the game
different. For one thing, Shrek can kick  an unusual sense of place. Nowhere is
bad guys, punch miscreants, and pick this better demonstrated than when
up and throw opponents at will. If that  Shrek turns away from the sun and his

doesn’t suit your style, let off a detailed (and somewhat horrific) facial

volumetric fart that will in turn destroy features are cast into shade.

the volumetric corn, creating a nifty, if This cool use of light, shadow, and unstick time. Naturally, this involves we played the game, all of the pieces

sparse, crop circle. Mystery solved! contrast gives the mostly cartoonish hurling animals at a giant clock. It's all were there, they just weren't put
aspect of Shrek a weirdly photo-realistic  very logical, really. Well, more logical together right. With enough time for
look. That look 1s also applied to the than, say, Myst, anyway. The challenge playtesting, Shrek may just surprise
game’s cursory characters — many of for Shrek is to deliver a compelling everyone all over again.
which have been invented solely for gameplay experience. At the time - Frank O'Connor

It's an Xbox exclusive, designed the game. Naturally, they tend to come
from the ground up for your favorite from fairy tales, and include Mother
system. And that means that all the Goose, the Big Bad Wolf, and a host of

textures, even ones that are supposed
to be glassy smooth, will be bump-

others. tach of these new characters P —— R ——— R ——
DEVELOPER: Dlgltal llusions PUBLISHER: TDK Mediactive RELEASE DATE: Near launch

mapped. Seriously though, this isn’t will have a specific purpose in the _ 1

coming to any _Dther cunsul? any time game. For EKHIT'INE', one level bE‘QiHS WHD ARE THEY'-’ D:grtal IIIusmna 1“1::rrmt:rig..r known as Sandbox Studma 1S a Car'ladlan game-
soon, 3"*3' the license was picked up for with a sobbing Cow-Who-Jumped- development house that has worked on a ton of games in the past, including about 40 or 50 PC
a song, since nobody suspected the | _ pinball titles. TDK Mediactive, on the other hand, is a relative newcomer to the videogame scene,
movie was going to be this big. And we Over-The-Moon. BIZE!I'I'E'|}", his lunar and yes - it's a division of the same TDK that makes audiotapes.

heard that a certain other giant |Eap has caused nigh[ and day to

software company passed on it...
Py P become frozen — so you have to go

74  Official >4 Magazine MNovember 2001 IF | HAD A DOLLAR FOR EVERY PIXEL: The movie version of Shrek displays approximately 40
million pixels on screen simultaneously. Which 1s, technically speaking, a heckuva lot
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Ken Fox, producer of Shrek for the
Xbox, answered a few of our more

i
A % gl

L % urgent, pressing questions about the
B Gameplay is pretty varied... things we felt like asking him:
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Us: Can you describe how the A . ‘
working relationship is between you, ’

PDI, and DreamWorks?

¥ ..from herding sheep... Him: The working relationship we

have had with DreamWorks and PDI -
has been nothing short of amazing.

. We have unprecedented access to
g the Shrek team, including a large
.b\ number of the original models from
: the film. Although the models were
5k it v not directly useable in the game,
they were invaluable as reference
material. We also received design
feedback from the director, script 1
feedback from some of the original
writers, and have had several
meetings with the creators of the
visual look of the film.

...t0 repairing
Dickory clock.

Us: What goals have you set
yourselves in terms of expanding the
Shrek universe?

Him: The idea for us is to take
Shrek himself and turn him into the
classic videogame character that he
begs to be. We didn't want to retell
the story that everyone has seen in
the movie. We were interested in
creating new and interesting stories

LOOKS GOOD NEEDS WORK

madness

and places that fit into and extend

B Amazing textures, all bump- M Hard-edged look doesn't quite the Shrek universe.
The Shrek movie opened a whole mapped. match the softer shades of the
can of worms for the graphic artists B Wonderful lighting and shadows. movie. Us: What's your favorite fairytale,
at PDI. One of the weirder problems B Tons and tons of levels — each B Work needed on and why?
they encountered was in the with distinct challenges. incorporating some character
relatively realistic appearance of B Simple, easy-to-learn game into the characters. Him: | don’t know if it qualifies as a
Princess Fiona (played by Cameron mechanics. B Gameplay seems a bit fairy tale, but as a kid, | was always a

huge fan of [thel “Frog and Toad”
series of children’s books. Of course
nowadays, my favorite fractured
fairytale is Shrek!

Diaz). Although the animators
originally gave her the sweeping,
dramatic walk and mannerisms of
a Disney-style princess, the results
looked weird. Apparently Fiona
looked like she was over-

acting terribly. To de-ham her
performance, they gave her slightly
clunkier, clumsier movements.
More like a real person, in fact.

simplistic at this point.

ODDS ARE.. HYPE
Shrek will have a fairly broad Shrek’s amazing box-office success
appeal to fans of the movie as well will no doubt have a huge effect on
as Mario-style platform games. And the game’s sales, and it comes out
although Shrek is very much aimed at the same time as the DVD - and
at teens and adults, the characters we even hear that some game-

and locales will have pretty broad related secrets will be featured on

appeal for younger kids. the movie disc.

Us: What technological
opportunities does the Xbox afford
you, and what are its limitations?

Him: Xbox has been a fantastic
opportunity for us. We have been
able to do everything from real time
bump-mapping to real per-pixel
lighting and shadows. We also have
an amazing number of polys per
scene. Over all, Xbox has given us
the opportunity to create one of the
most seamless transitions from film
experience to game experience ever.

FINAL THOUGHTS
Shrek’s unexpected success took the box office by surprise. The movie is
now a thundering rollercoaster that the game has to live up to. The graphics
are already startlingly good, and if the team at TDK and Digital Hlusions can
put as much talent into the gameplay, then things should be fine.

GINGERBREAD FAN: Everyone loves the Gingerbread Man from Shrek — did you know he was voiced [lovember 001 Ufficial [Tiagsazine 75

by one of the amimatorss Everyon:
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TransWorld SURF® © 2001 Infogrames, Inc. All rights reserved. Develdpe
SNOWboarding and TransWorld SURF are registered trademarks of Time4
or trademarks of Microsoft Corporation in the U.S. and/or other countri
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Teahupoo. Pipeline. Huntington. Witches

Rock. Kirra Point. Drop into 20 of the

world’s sweetest breaks with 13 of the

world’s top surfers. Use the moves that

made guys like Taj Burrows, Andy Irons

and Shane Dorian famous to pull off dark-

slides, fingerflips and other mind-numbing

tricks. Immerse yourself in an endless set

of waves that look and feel like the real

thing. Keep an eye on your karma meter.

Hitch a ride with the Reef Girls. Watch out

for hungry sharks. And remember to save

your best moves for the photographers

who just may put you on the cover of

Transworld Surf. If you've got the chops.

www.transworldgames.com
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But it's all so very real...

Just when you thought

that future sports would
be all about motorbikes

and rollerskates...

t E3 2001, which seems

like a thousand years ago

now, the Xbox version

of Unreal Championship
was revealed, and it not only showed
us that the Unreal franchise was
progressing nicely, but that it seems
to have been rethought entirely. The
plot, what there is of it, could have
been scribbled on the back of an

a triple-barreled rocket launcher and
a few deadly surprises. There will be
11 in all, each with the standard
Unreal double firing modes.

We won't be short-changed on
characters, either — new races, types,
and species have been added to the
mix, from predictable half-naked
hotties to the equally predictable
overly-armored robo-freaks. But armor

B Going back to its /i
roots, the game once ™.
again features sprawling’ .

Arby’s napkin. The list of new features,
however, would require something a
lot bigger and more absorbent.

For one thing, the weapons
selection has been completely
rethought. Although many of the old-
school guns are still here, we do have
to shed a tear for the dearly departed

Redeemer. This makes us sad, because

the nuclear-tipped guided missile was
like a brother to us. A high-yield,
explosive, and ultimately cheap
brother — but a brother nonetheless.
In its place is an arsenal of new and
equally impressive devices, including

IS more than skin-deep — Unreal
Championship introduces a concept
Street Fighter players will be quite
familiar with — ducking and blocking.
Although you'll still take damage, for
the first ime adopting a cowardly
defensive stance won't simply make
you an easy target, but rather a
strategically dangerous foe.

One other freaky arcade-style
addition (you can tell this is a console
game) i1s the double-jump - a
physically impossible jump seen in
games like Ghouls N* Ghosts, Jumping
Flash, and more obscurely, Xain D’

outdoor environs. 3

IIIII
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DEVELOPER: Digital Extremes PUBLISHER: Infogrames RELEASE DATE: Spring 2002

WHO ARE THEY?: Digital Extremes was founded by James Schmalz, ostensibly to create pinball
games. With the success of Extreme Pinball, the company morphed into a 3D shooter company with
a little game we like to call Unreal. Although Digital Extremes is relatively unknown, it was in fact
responsible for all the gameplay in Unreal and Unreal Tournament.

Yup - this game is being created exclusively
for Xbox and players will be treated to
locked-in, full-on 60fps — a statistic that will
get boring soon after players realize that's the

R e R S R S B e N
Xbox norm.

b Loty ol _-'
=

UNREAL 2: Although Unreal Championship is an amazing-looking game, Unreal fans can also
look forward to a true sequel to the original single-player adventure.

78 Official Magazine [MNovember 2001
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Unreal Charnpinﬁ

Preview |

The skeletal models are
far more impressive
than those in Unreal

almost tempting to
walk up and look at
people before blowing
their heads off...

L e S ——

HALF-LIFE TOO?: Rumor has it that Sierra is 0 bring Valve's true Half-Life sequel to P lNnovember 2001 Ufficial Magazine 79
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Urnreal Championship

Freeze-frame >>>>

Xbox games will often feature a split screen, but with an Ethernet LAN, you get the screen all to yourself.

f"tf;: : 15:* .'

‘.

Sleena (seriously). All these weird little
touches may seem at first like cute
extras — but actually they represent a
radical rethink of the first-person
shooter, showing that the developers
are taking concepts like the joypad
very seriously indeed.

Graphical changes aren’t simply
cosmetic, either — one of the main
reasons the game looks so different
from its previous incarnations Is that its
outdoor locations are agoraphobically
vast. And we're not simply talking
about the rolling hills of 7ribes. We're
talking dense and swampy forests,
desolate cities, and lots more.

A huge number of cool gameplay
modes are here, from a tournament-

80 Official
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style ranking ladder to the Capture
the Flag style of cooperative play. The
developers also promise a number of
unique modes suited to console play.

MNovember 2001

LAN PLAY: FULFILLING THE XBOX PROMISE

WHAT 15 1T7: The ability to connect multiple Xbox units together using Ethernet.

Unreal Champronship will also
support split-screen and peer-to-
peer LAN gaming, so the title will
not ship until Xbox's online facility
s implemented. Which means you'll

be blasting away with up to 15 other
heavily armed lunatics sometime in
2002. We don't know if we can
wait that long.

— DOan Egger

The engine hasn't just been added to, it’s had
a swimming pool put in the backyard, turrets
on every corner, and a brand new gazebo

put in the garden. Unreal fans will hardly
recognize it. Features like bump-mapping

and enhanced frame rates are a given, but
the really cool stuff is the smoke and water
effects seen even in the game’s early stages.

For example, blasting a rocket through a
plume of mist or smoke actually causes
whirling disturbances in the cloud. These

types of physics will be liberally applied

throughout the game.

HOW MUCH MONEY: Would it take for you to swim, naked, through a swimming pool full of blood? Our managing
ed says no amount could coax her, while our executive ed says fifty bucks. EIC? A gas plasma TV



Urnreal Championship

p “ ® Wha ’s a shooter without big-ass guns?
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— Along with Unreal Championship's
vee-hICKIes much bigger locales comes a much
more ambitious mode of transportation.
In previous Unreal games you were
forced to hoof it, with the occasional
break for a swim (usually through toxic,
fiend-infested waters). Unreal
Championship is the first game in the
series to feature land, sea, and air
vehicles, for teams and individuals.
Although these have yet to be fully
revealed (we have seen a Jedi-style
speeder bike), it's expected they’'ll be
on a par with the similar conveyances
featured in games like Halo and Tribes
2 — used both for combat and transport.

In other words, expect machine guns to
be mounted on ‘em.

G5 : LOOKS GOOD ODDS ARE.. S
. B Smoke so real, you'll think your Xbox is The momentum of the
s E overheating. Unreal franchise will
| < "'F { A , g B Huge, vast, sprawling landscapes. make this the star of
y i T s B New weapons, gameplay modes, and the series until the
- '# characters. long-awaited Unreal 2
. B Vehicles — get in your car and drive! shows up.
A o it AR - AT T e «1 NEEDS WORK HYPE
¥ o the future, rock bands wilh & > ‘4 M Too early to complain, but the characters It's self-generating.
> still use_the-same lame poses ;5‘}';* .- S have always been pretty bland. Unreal and Unreal
¥ they do how. * R B Single-player game? Can Digital Extremes Tournament are classics
AR A% . Y. o LT make the bots smart enough and the with a huge following.
R . | gameplay compelling enough without the Fans of the series will be
Sk online functionality of the PC game? preparing to dump their
e T PCs right now...

FINAL THOUGHTS

Lots of things could go wrong between now and the game’s release. They
could fire the programming staff and replace them with bug testers from
the Windows 95 launch team. They could get rid of the level designers and
generate dungeons randomly on the fly. Frankly, though, the only thing
that could really screw things up is the launch schedule for online play -
without it, this would simply be a cool FPS. With it, this could become a
néw, better way of life.

OK, THEN HOW MUCH MONEY: Same thing, but a swimming pool full of cockroaches? Our managing ed MNovember 2001 Official Magazine B8l

sdys again, Nno way. Lur execulive €4 samig a m
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REVIE'WS

The definitive source for Xbox reviews

rom
one gamer

Official Xbox

magazirne

charter

Four simple rules we stick to - always!

t the Official Xbox Magazine,

we realize the importance of

¥ _ B reviews. As gamers who have
Sl spent ludicrous amounts of cash
on games (bad and good), we know the
value of uncompromising reviews — reviews

that aren’t afraid to tell the absolute,
unconditional truth. We don't really care who
we piss off: our number-one priority is you,
our lovely reader, and we’ll do whatever it
takes to make sure we arm you with the
knowledge you need to make the right
buying decisions.

What does this mean? Well, it means we
aren't going to sugar-coat our reviews to

100%
1 ’ Official.

Qur involvement with
Microsoft allows us
exclusive access to
the world of Xbox,
but it ends when we
have a finished game
In our grubby little
hands. We review
games based on their
quality and whether
they are any fun.

We don't care who
publishes the games,
only who is going to
play them

100% Independent.

The right
2 > opinion.

Different gamers have

different tastes. We
understand this, and
it is our promise that
we will always match
a gamer's expertise
to the game they're
reviewing, ensuring
all the opinions you
read are grounded
In a thorough
knowledge of the
genre. We'll never
weasel out and

use meaningless
statements like “If
you like this sort of

thing, you'll like this.’

3 B Gamers

first. At
Official Xbox
Magazine, we love
games (good ones)
and want to do
whatever is in our
power to make all
Xbox games great.
Part of this process is
picking out games
that don't get it right
and telling them what
we, the gamers, really
want. We won't just
whine about bad
games — we |l actually
try to make them
better.

The

4 > complete

story. We will never
give the Official
Xbox Magazine
Award for Excellence
to any game until
we ve played it from
opening screen to
final boss. If you see
the award n the
magazine, you can
be certain that the
game Iin question 15
superb from
beginning to end.
We guarantee 1it.

please advertisers, Microsoft, or even our own
mothers. If a game is a heaping
pile of crap, we'll say it, in plain
English. Why? Because it is our
duty to protect you (and your

Xbox) from the occasional travesty.

We'd love nothing more than
to give every Xbox game a great
score and bask In the glow of
gaming nirvana. However, back
on Earth, we realize that projects
go wrong. And we're here to

make sure that those projects

never make their way into your
Xbox. Hell, put a sticker on your
Xbox right now that says, “If you Only the very best

: : R games are awarded
aren t this good, you can’t ride a score in this range,
this ride,” and we’ll make sure

and they can be
you keep this promise to your unequivocally
Xbox and thoroughly enjoy every

recommended to
everyone with an Xbox.
penny you spend on Xbox
games.

HMOW Our

Any game that scores 8.5 or more will be awarded the Official Xbox Magazine
Award for Excellence. If you see this stamp on game packaging, advertisements,
or in our magazine, then you can be sure that it represents the very best the
Xbox has to offer. Buy it and let the fun begin.

8.4107.0 691t05.0 49102.0 1.910 0.0

Games falling into this
range are still capable
of entertaining some
Xbox gamers, but
somehow they fail to
get the whole
package right.
Mediocre games that
do nothing to inspire
but still manage to

A score range

for extremely
entertaining games
that fall just shy of
greatness. Anything
scoring in this range
s of exceptional
quality, and the
mediocre can't even

dream of reaching

Any game that
scores this poorly
has serious flaws that
prohibit any sort of
sustained fun. These
are the types of
games we d rather
not have on our
Xbox — they're often
rush jobs, poorly

Total crap. Any game
that manages to reach
this depth has no
right even being
called a “"game.” If
you see these games
In a store, move them
away from other
Xbox games
immediately, so their

What's more, any game
that ranks a 9.1 or
above is quaranteed to

— [Mike Salmon set a new standard for this level. entertain can find a done ports, or just disease of ineptitude
what we expect in the home here born of a bad doesn't spread.
future. concept.

84 ' Official

B STEAMING PILES: Even the best consoles have had their share of crap. The worst: Extreme Paintbraw! (PQ), Fantastic Four (PSOne).
Superman (N64), Cosmic Carnage (32X), NFL. Gameday 2001 (PS2), Evil Dead (Dreamcast). Independence Day (Satum).
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Body text

Carefully crafted prose that will compel you to continue reading
page after page of our beautiful magazine. This is the meat of

our review sandwich (err... tofu for vegetarians) and will serve
to give you an idea of what the particular game is all about.

Once we get games to review, that is

It's all in the details

At Official Xbox Magazine, we aim to bring games to life
on these pages, and we have several methods to reach this
goal. We'll use pictures and words cleverly put together to

try and give you an idea of what it is like to play the game

Hey, you might even laugh.
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All the info on the game that re-
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The disc is
comin

Did we mention
that every single
issue (after this
one) of Official

Xbox Magazine
comes with a

shiny disc? Well,
it does, and it
will be loaded
with playable
demos, extras,
cheats, and
more, In order to
give you a better

In this area we'll
direct you to the
appropriate related
material on our
disc. What does this
mean to you? Well,
it means you need
to read this
magazine near an
Xbox in order to
maximize the
synergistic efforts

of the
idea of how good magazine/disc
(or bad) a game combo.

is, we'll point you
to the disc for a
deeper look.

BEST GAMES EVER: Hall-Life

Coul Calbur (Dreamcast) World Senes Basebal

(PC) Metal Gear Solid

(PSOne) Zelda 64
97 (Satum)

----------------

lllllllllllllllllllllllll

We give our verdict on each Xbox title in the four most
important areas of game design: graphics, sound,
immersion, and design. However, our overall score will
always be based on how much fun we derive from a
game - and as a result how worthy we feel it is of your

o BT L R —— S e R B BT R e ———

Graphics

The Xbox is capable

of producing stunning

graphics that fill the :

screen with visual 1

splendor. Does the t
i

Have the designers used
sound In a way that
enhances the game?
Have they maximized
the 256-voice capability?
Does the sound add to
the overall game
experience or simply
serve as a background?

game live up to these
expectations?

GOOD (+), BAD (<), PERPLEXING (?)

+ A quick note about a positive point of the game. These can range from
graphical touches to stunning moments to intuitive interfaces and everything
in between.

— Sadly, even the best games have their share of misses, something the
developers didn’t get right. We'll point these out as well.

? Occasionally, games confuse us. When they do, we'll let you know why.

i - e PR g ae——— = i R P e ’ - iy
(N64) Cosmic Ca age ':,"-‘HK- G { LIFSmD 3 '-F“_"Ja"

[MNovern

_I_Smun:l I Immersion

Does the game take
you to a better place or
leave you wanting to
come back home? This
Is crucial in delivering a
truly great game.

we're reviewing.
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hard-earned cash. We refuse to use a contrived
“average” of individual category scores because
we know that the only thing that is important is
how entertaining a game is.

e e  E——— — — —— e e

Design

Did the creators have
a vision that was
executed flawlessly in
the final product?
More than anything
else, game design
governs how much
fun you're going to
have with a title.

i e ———————
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Extended Play
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Free = good

Win an Xbox and a Tony f you're scratching your

HaWk-inspired prize head, wondering why,
package - aWW yeah_ instead of an extensive
| walkthrough detailing

i L] -

. - every tip and trick to be found while “H I - d
playing Munch’s Oddysee, we chose or ow surv.ve
to create an extensive walkthrough I h d 'th "f
detailing every tip and trick to be aunc ay w' my I e
L found for preordering and buying an savi“ s intact”
Xbox — well, the explanation is g

simple. There aren’t any games

! * avallable yet and giving you a strategy on one would be just Magazine, but you'll also be able to

? about as useful as eating healthy at the Krusty Burger. This discover cool strategy-related goodies

j 5 means no reviews and no strategies. on the game disc, as well as online at

i ; 4 But this isn’t to say that we won't have comprehensive www.officialxboxmagazine.com. For

E strategies for all the biggest Xbox games in future issues. In now, though, give our prototype

i fact, we have some incredibly cool things planned for those strategy section a good run-through

| The diSC, sympathy cards, of you who may need the occasional helping hand beating and don't be surprised if you find
and a lOOk at the next issue_ a boss or finding your way through a complicated maze yourself the most well-equipped and

or uncovering that super-secret item. You'll not only find knowledge-savvy Xbox launch buyer
these helpful hints within the pages of the Official Xbox amongst your peers.
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Extended Play "'l

Stratequy

Leveling up your inventory

Controllers $25-535

For party games like Fuzion Frenzy or sports titles like Madden, you'll need to make sure you
have plenty of controllers for when others dare to challenge your throne. Only one controller

will come packed with the system. The rest are, as they say, “sold separately.”

Memory card $20-535

The Xbox internal 10GB HD has plenty of space to save your games, but just in case you'd

like to take your saves on the road or over to a friend’s house, then you'll need a memory
card to do your bidding.

Games 549-555

Well, you have to buy at least one with your system, we assume. The only problem is that
with every new system, the games will always start off at the mighty high price of $50 at
most retailers. So pick and choose wisely, grasshoppei

The extras

For those of you not afraid to wield a hefty wallet come launch time, there are a few other
goodies that should come in handy to help complete your impending Xbox experience.

DVD remote $29.99

Microsoft will release its own DVD remote that will allow Xbox owners to access and utilize
DVD-Roms on the system. With the DVD remote, you're able to play Xbox games and
touching romantic comedies like The Wedaing Planner

S-Video-capable switch box $20 and up

Serious gamers need serious gear — and nothing 1s more essential for the multiple-console
otaku than an AV switch box that allows you to hook up all your systems to the television at
once. Pelican offers an affordable, but excellent, switch box for the reasonable price of $19.99

All sorts of cables 59.99-549.99

If your home setup is more advanced (or in the case you've been banished to the drafty

Thanks to our
clueless leader
and his massive

(and if you believe

"on

many, irresponsible) $1.35

trillion tax cut, you too can

own an Xbox. Before you

cash that nifty rebate check

and spend it on frivolities like diapers,
food, or toothpaste, consider this:

SINGLE: If you are a single (and qualifying) tax-payer, you've
received a check from Uncle Sam for about $300. Is it just a
coincidence that this is the same price as an Xbox? We think

not — take that check straight to your local software retailer
and say, "W's getting me an Xbox!"

SINGLE PARENT: You are really in luck if you're a single
parent (except for that whole “scumbag leaving you with a
child to raise on your own” thing), for you receive the
maximum $500 rebate check. Trust us when we say that
your child would much rather have an Xbox, three games,
and a DVD remote than a dad anyway.

MARRIED (FILING JOINTLY): The lucky few who have devoted
their life (or at least a couple of years) to another could get

up to $600 to spend on an Xbox, three extra controllers, and
four games — you'd still have some cash left over to get your

VIR
HUWIHG LAWNS

Earnings: 520 a week
Pros: Free workout.
¥, Cons: Grass
%  chppings in
underpants

WHAT?! ANOTHER $300?

Launching in the US on Thursday,
November 8, Microsoft's debut into the
console market is set at a competitive
(but still not chump change) $299. Sure,
sure, Sony's PS2 also launched at the
same price — and so has virtually every
console in the history of mankind. Add
extra controllers, a couple of games, and
some nifty peripherals to the purchase
and you have a total price that rivals a
full semester at The Learning Annex. This
s the cost of entry into the wondrous
world of gaming. We've come to accept it
as the norm, but we do have a few ideas
on how to ease the burden.

1701/

basement with only your Great Aunt Edna’s “super modern Technicolor dial” TV), then you
can choose a host of other cables from MadCatz, Interact, and possibly even Monster Cable

e U

=% INTERSTATE
. = RECYCLING

Earnings:
530 a week
Pros: Cool bonus pick-
up stuff like hubcaps,
damaged 8-track tapes,
and medical waste

3

g j Cons: Hit and run

T
R e

So, what's a gamer to do when that
rare animal called a savings account Is
actually drawing on your checking
account for the monthly fee? Don't
despair! There are plenty of ways to
scrounge up the money and the know-
how to get your paws on an Xbox this
November!

PRE-ORDERS

Pre-orders are the way of the next-
generation console future — and from
what we experienced during Sony's PS2
launch, preorders may be the only way to
get a system at or near launch. Preorders
themselves can range from putting a

B THAT'S A LOT OF LICKING: The IRS is cutting and mailing over 100 million tax-rebate checks

and spending $40.3 million on postage.

1/ i

SELLING PLASMA

Earnings:
$35 a week (560 if you've
already been vaccinated
for Hepatitis B)
Pros: Cookies and
_orange juice
o Cons: Nausea
and dizziness

oo
ot

fraction of the console’'s price down as a
deposit to paying for the entire bill in full
to simply cashing in games for store
credit to be used toward your Xbox
purchase. Any way you look at it, this is
the top way to ensure that you'll be
shooting alien scum in Halo or kicking
much butt in Dead or Alive 3 come
November 8... instead of sitting around,
waiting for months, like the poor,
unfortunate souls who weren't wise
enough to read our fine magazine.

So, where can you sign up for a
preorder? If you check with your local
Funcoland or Electronics Boutique, it's
more than likely they'll accept anything

MNovember 2001

Officis!

loved one a Grande Raspberry Chip Frappuccano

Some idiotic ideas for
securing some extra cash

SMUGGLING
» PRODUCE ACROSS
% STATE LINES

P 4 ;ﬁ‘u--.’ Earnings: Varies
B Y Pros: North Dakotans
" are willing to pay top
,dollar to avoid scurvy
A Cons: Seven to ten
| years if caught

from a simple name and number to a
cash deposit in order to secure your
preorder for an Xbox. Funcoland will
accept up to $50 cash deposit, or you
can trade in some of your used
videogames to compensate. Other chains,
like Electronics Boutique and Software
Etc., may also offer limited-supply
preorders. But after the PS2 shortages
last year, some retailers are more than a
bit skittish when it comes to committing
to a huge list of preorders for customers
Make sure to check with your local
pimply-faced mall retailer to find out
what programs they offer as the launch
date inches closer.
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Strategy Extravaganza

Trading

That's right. We're talking about your beloved games. Sure,
they've brought you hours upon hours of excitement, but sometimes
you just have to bite the bullet and move on if you want to experience

the future. Yep, it might be time for one of your beloved game setups

N Extended Play

cash that you didn’t even know about,

(system and games) to take a bullet for the team.

Let's look at a couple of your best options, as researched by us.

One of the most important issues you'll face when
trying to buy an Xbox is the unpleasant matter of...
the bill. Let’s face it, $299 isn't always easy to come

by, but if you're a gamer, you probably have access to

TRADE IN

The best way to make money quickly is to trade in a used
videogame console or games. Consoles (especially recent ones) keep

a good resale value, and because hardware manufacturers often drop

the price of their console, you may be able to repurchase your old
system at a better price in the future. Games, on the other hand,
follow their own set of rules, which we’ll talk about later.

Now, here are our favorite ways in which you can go

about trading in your old videogame equipment:

Online auction

Online auctions like the ones at Ebay
and Yahoo sell thousands of used
consoles and games each day.
Although it can be risky, you'll find
the best monetary return using this
method.

300 -
250 -
200 -
150 -
100 -

50 -

Nb4 PSOne  PS2 DC

Websites to check out:
www.ebay.com,

auctions.yahoo.com

B What'’s good: Online auctions tend to
bring the highest prices for old games and
hardware. The competitive nature of bidders
will often push the selling point of a used

console to a price that i1s much better than
anything you'd get anywhere else.

B What's bad: When you sell something in
an online auction, you become the retailer
and you take a lot of responsibility upon
yourself. Duties such as shipping, handling,
and more importantly — getting paid - all
fall on you.

B Tips to remember: Don't trust buyers
that don’t have a good history. Use a pay

service such as PayPal rather than trusting
that they'll send a check or money order.

Think like marketing scum.

Here’s a quick look at translation
from reality to sales pitch.

The Spin

Reality

Old “Classic”

Scratched up “Play-tested”

Crappy ;aTne “A cult favorite”

Broken controller “System was
actually played
by rock 'n’ roll
legends

The Who"

No cords “MNo strings

attached!”
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Videogame retailer

Perhaps the most common way to
make use of old games and consoles
is to trade them in for store credit at
a videogame retailer.

250 -
200 4

150 -

100 -

o A

" 4

N64 P50ne PSs2 DC

Websites to check out:
www.ebgames.com,
www.funcoland.com.

B What's good: It's the lazy-man’s way of
doing it because it's all one step — drive to
mall, unload useless console, bring back
Xbox. Easy.

B What's bad: Videogame retailers make

money off your trade-ins, so they'll pay you
far less than anyone else for your stuff and
the few that do pay cash take a bigger cut

off the top of cash pay-outs, since that's

money you may not spend in their store.

B Tips to remember: Prices vary between
stores, so you might check around before
you make the trade. Keep your console
intact. Missing cords, beer stains, and other
imperfections hurt the value.

The Big
Picture

In case you haven't noticed,
we just love graphs. Aren't
they pretty? In an effort to
give you a bright and
colorful picture of the
trading-in marketplace
we’'ve put together the coup
de grace of all graphs. Cut it
out and put it on your fridge
— you'll be the envy of all

your uncool friends.

Online marketplace

Another option for quick cash is to
find a website that acts as a
middleman by allowing sellers to
post their products at a set price.

300 -

250 -

200 -

150 -

100 4

N64  PSOne

Ps2  DC

Websites to check out:

B What's good: Online marketplaces offer
safer transactions than online auctions — and
because the price i1s set, there's no risk of
selling your stuff for less than it's worth. The
middieman handles all payments and, if
you're selling games, all shipping fees.

B What's bad: Middlemen need to make a
living, too. Expect to pay around 15 percent
per sale, and if youre selling a console,
you'll have to take care of the shipping
costs. (You can include it in the price,
however.)

8 Tips to remember: Factor in the 15
percent overhead price. Call around to find
the lowest shipping costs.

Hb‘# Psoﬁe

PS2

Local newspaper

Remember that black-and-white
paper thing that shows up on your
lawn every morning? You can sell
stuff in it.

m.

300 -

250 -

200 5

150 -

100 -

50 -

e dd

N64  PSOme  PS2 DC

e

Websites to check out:

B What's good: It's local, it's cheap, and
you don't have to worry about shipping
costs. The buyers come right to your door.

B What's bad: The buyers come right to
your door... and have you seen some of the
people who read newspaper classified ads?
Plus, it's hard to get full value for you
videogame equipment while only fishing in
a small pond.

B Tips to remember: Describe your stuff
with elaborate terms. It's worth the few extra
bucks it will cost to publish a tantalizing
description of your console. Insist on cash or
money order. Sell your console with some of
your least valuable games. You'll get more
money out of the set.

m Online Auction
m Retailer

-1 Newspaper

= Online
Marketplace

DC

B SELLING YOUR SISTER: Though this is illegal in most states and immoral in a few,

you could always sell off a family member to some foreign royalty. Just a thought



Easily the most impressive aspect about the
game is its graphical prowess.

— GameSpot uly 2001

Shrek looks gorgeous and its attention to detail

iIs astounding...

-Expert Gamer september 2001

The production values are movie-like...They’ll wonder if
you are playing the game ‘Shrek’, or watching the movie

Shrek. And people will get hooked.

— CNN.COM May 2001
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MT. GARRICK, ONCE A PEACEFUL
MOUNTAIN RETREAT. IN A STRANGE
TURN OF EVENTS, THE SECRETIVE

CHIEF OLEARY HAS RECENTLY
CLOSED IT OFF TO VISITORS.

WHAT'S GOING ON UP THERE?

IT'S NOT WHATWME. SEENS.
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Extended Play .

What software trades best?

All games aren’t created equal, and all games don’t retain value as well as others. So how do you know which of your favorite

games are worth trading in? Well, it's simple... in fact, the price of your trade-in game is affected most by five factors.

1. Console

We took a random sampling of 300 games for
each console from Ebay auctions, Funcoland
price lists, and other used-game sales lists.
PlayStation2 software was by far the most
valuable in terms of trade-in and resell value.
The PSOne came in second, powered mostly by
the huge resale value for a few rare RPGs and
strategy games. Nintendo 64 titles managed to
keep a good value, while Dreamcast software
prices continue to plummet. But that might
change once the DC becomes completely
defunct. After all, collectors are always after rare
or discontinued items and you can’'t get more
rare or discontinued than this. Hold onto your
DC software and hardware... we guarantee that
the prices will go up in several months.

2. Genre
RPG games are king when it comes to resale

value, and you can usually expect that they'li

sports games are, the higher value they have. In
other words, don't try to pawn off your NCAA
Final Four 98, kiddo,

Fighting games, flight sims, and anything
with robots in them also sell well. Action games,
platform games, and racing games fall below
average.

3. Rarity

Games that sell well don’t always resell well

But rare games generally keep a good value
Little-known PlayStation titles such as Poy Poy,
Rhapsody, Theme Hospital, and Ogre Battle are
worth more than double the value of games
such as Metal Gear Sold. Also, games that have
had limited runs, such as Thousand Arms

(Atlus/PlayStation) or Ogre Battle 64 (Atlus/N64)
are guaranteed to resell well.

4. Quality

Good games maintain good value. So be

bring in more money than the average game
The older the RPG, the more money you'll net,
usually. But most RPG buyers like their
collections to be “complete,” so if you have titles
that are still in the box with instructions, you're
sitting on a mini-goldmine - spiky-haired youths
Included.

Sports titles also do well (especially on the
PS2, where they average $32). However, old
sports games have little value, so sell them
quickly or not at all. The more current your

Electronics
Boutique,

Floor 1_,Level 2

Come launch day, you'll need all the help you can
get to outwit the competition (i.e., like-minded
Xbox buyers armed with cash) and make it to the
end goal (i.e., store counter) while avoiding the
tempting pitfalls (i.e., other consoles, other
consoles’ games, bad Xbox games) that abound.
Yes, folks, it's our excuse for showing you what a
strategy map will look like in future issues.

B STUPID IS AS STUPID DOES: Our fearless (and apparently clueless) Editor in Chief, Mike Salmon, recently sold

forewarned, the games that you treasure the
most will most likely bring the most value in
trade or resale. If you can't wait to get a game
off your hands... it probably isn't worth much.

5. Timeliness
For all but the rarest of games, the resale value is
best during the first year after release. This is
most true with sports games. However, RPGs
and a few other genres hold their value
regardless of time.

Sports
RPE  pacing

Still & Strategy

Playable characters

Platform ALL

While playing Xbox, you'll come across a bevy of different characters, both good
and allegedly bad. Some will help you enjoy your Xbox gaming experience, while
others may hinder it. Get to know some of them now.

Munch’s Oddysee

Bio:

With his ability to
manipulate
machinery and
other electrical
gadgets, Munch is
the perfect anti-hero
for Gen Xers tired
of ndiculously well-
armed commando
hero archetypes

Console Marine
and/or Amphibian
Nemeses: Frogger,
Croc, and Ecco.

off a mint-condition Intellivision with a collection of games for $20 because he needed a pack of smokes.

Kasumi
Dead or Alive 3

Bio:

A redhead with a
difference — she can
take on all comers.
And if DoA3 has
the "bounce on/
off” option, we
guarantee that she'll
definitely have a lot
of comers

Console Female
Fighter Nemeses:
Sarah Bryant

(VF series), Nina
Williams (Tekken
series), Chun Li
(Street Fighter
series)

A L
e

Jet Set Radio Future

Bio:

I'he taggin, |et
skatin” Shibuya GG
femme fatale has
Mmuch more street
cred than her other
Xbox cohorts and
she's ready to spray
paint the lights
fantastic in Sega’s
sequel to the
Dreamcast orniginal

Console Graffiti
Chick Nemeses:
Absolutely none

Movember 2001

Solid Snake
Metal Gear Solid X

Bio:

Mullet aside, Solid
Snake has aged
pretty darn weill
After weathering
numerous
INncarnations across
multiple platforms,
ne still has gamers
lined up around
the block to play
nis latest

Console Action
Hero Nemeses:
Duke Nukem, Lara
Croft, Claire/Chnis
Redfield

CIfficial

If you're brazen
enough to
brave the
launch-day lines
at your local
Toys ‘R" Us
rather than

opting for the
relative safety

of a preorder,
then make sure
to pay attention
to a few simple
tips.

W Some
videogame retail
chains will not
allow customers
to wait outside
their store for
more than 10
hours. Keep this
in mind before
you drag your
tent and cooler to
the curb outside
the local Kmart
by checking what
your neighbor-
hood retailer’s
policies are.

B Don't wait
alone. If you're
faced with a 10-
hour wait outside
a store at night,
you don't want to
lose your place in
line when nature
calls or you get
the inevitable 3
a.m. curly fry
craving.

B Pick a store
before launch day
and check for
lines outside
periodically the
day before. Most
lines will start
forming after

the store closes
or early in the
morming the day
of. If a store
opens up at 9
a.m., you can
count on a line
starting by 6 a.m.
at the latest.

B Don't cut
in line. Unless
you're bigger
than they are.
In which case,
cut away.
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Reader INnteraction

B MGS2 won't come to ‘
Xbox, but MGSX wiill.

Power play

I've read about the “flowing grass” that will
be used in Tony Hawk's Pro Skater 2x, and
the leaves, fur, etc. But what if there is a
scene of 20 men In a jungle, with trees and
weeds all around - will the intense graphics
rendering cause slower framerates?

That's all | have, and | hope | make the
magazine, so | can boast to all those people
who spend all their time boasting... | feel like

one of them already. Shame on me.
The Almighty Tree God. via emaill

We say: Technically speaking, Almighty
Tree God, we're not sure what the “limit”
is for Xbox. To be more precise, the limit
is whatever the developers choose to
make it, at this point. Just compare some
of the early games on systems like PSOne
or SNES to the marvels that appeared
later on in their lifetimes. Xbox is no
different, except for the amount of pure
power lurking underneath the hood.

It’s no PS2

| keep trying to reserve the Xbox at my local
Babbage’s, but they say they aren’t taking
preorders. | was wondering if the Xbox is

going to have the same problem as P52°7
Tim, via email

We say: No worries, Tim. Microsoft has
made sure that it will not shortchange the
early adopters and folks eager to buy up
consoles on the first day. The company
plans on shipping out between 600,000
and 800,000 units by launch day and
approximately a cool one million systems
shipped by the end of the year.

g e m— o — —_

Y Extended Play

Porta-Saves

| have been very interested in the Xbox
system ever since | heard of it at E3. |
have been going to your website and
reading the “State of the Xbox" section.

| have also been getting the online
newsletter. | just heard about the
Official Xbox Magazine, which | am,
again, also very excited about! | have a
question for you, though. Sony’s P52
and PSOne both use memory cards that
you can take out and use on another

machine, like over at a friend’s house,
Can you unscrew the Xbox, remove the

hard-drive, and take it to a friend’s
house to attach onto their system, or

Nice Pack-age

There is a High Definition AV Pack and an
Advanced AV Pack. What is the difference?
Jil Romas. via email

We say: The Advanced AV Pack that's
being sold by Microsoft will feature
composite, S-Video, and digital outputs
that can then be hooked into your
television. And there’s also a headphone
jack with volume controls on the
Advanced AV Pack box. While it's not
completely confirmed by Microsoft what
will be included for the High Definition
AV Pack, we figure that it will include all
of the connections in the Advanced AV
Pack, without the composite out, which
will be replaced by the component out to
connect to your HD-capable TV.

Once bitten, twice shy

Hello! My name is Adriano Burgo and | am
a huge fan of Xbox. | have been a gamer all
my life and I'm glad to see that there’s

finally a console that's worth buying! | am
concerned, though, about the future of
Xbox. You see, long ago | was turned away
from the console world because the last
system | bought died a horrible death.
Adriano Burgo. via emaill

We say: Microsoft plans on sticking by
Xbox. Microsoft is throwing 100% of its
muscle behind Xbox for the long run

and plans on making a lot of its future
earnings off the system. While we can't
guarantee Xbox's success (that'll be up to
the consumers), we can tell you that you
needn’t worry for a long time.

be harshly ridiculed. We reserve the right to edit letters for length, clanty, and

We want to hear what you have to say about Xbox and all things
gaming. No, really, we do. Don't let your Xbox-related questions
go unanswered! Write us, now. Those of you who still write with
pen and paper can address your letters to: Official Xbox
Magazine, c/o Imagine Media, 150 N. Hill Drive, Brisbane,
CA 94005 (we'll likely toss these immediately — but feel free). Alternatively,
you can choose to join us in the new millennium by sending us what we really
prefer: an electronic missive at xboxmagazine @imaginemedia.com.
Intelligent, well-written letters will be addressed in our next issue. Others will

Interaction |-

do you have to bring over the whole
box?

And one more question. Is Meta/
Gear Solid 2: Sons of Liberty going to
be on Xbox? Will there be a Metal
Gear Solid X? Please let me know! | am
very eager to hear your answer, as well
for November 8 to come!

Clark Guy. via email

We say: Clark, Xbox will have two ways
for you to save your games: directly
onto the internal hard-drive or onto

external memory cards. The internal
hard-drive comes with Xbox, while the

Performance anxiety

Hi, | was wondering about something. The
Xbox has a hard drive, just like a PC, nght?
Well, if you download stuff on a PC and it
keeps occupying space on the hard drive, its
performance will be affected. Will the same
thing happen to Xbox's performance’
Charles. Puerto Rico

We say: Definitely, no, Charles. The Xbox
is partitioned, and it’s also designed in
such a way as to never compromise
performance, no matter how much is
stored on the HD. It’s not like a PC in this
{TSpE'CF whatsoever.

Sweet sixteen

I've got the ultimate question.
And it doesn’t have to do with the
“bounce” feature in Dead or Alive

3, either. | wanted to know whether

or not Halo will have online
playability when it releases during
the Xbox launch.

Godfrey Bakuli. via email

We say: Hate to be the bearer of bad
news, Godfrey (but with a name like

Godfrey you're probably quite used to

memory cards (as with the P52
and PSOne) are sold separately.
Unfortunately, to transport your save,
you'll need to do it on a memory card

- not the internal hard-drive. Why?
Hint: The key word is “internal.”

As for Metal Gear Solid X, the
answer is a happy “yes.” In regards to
Metal Gear Solid 2: Sons of Liberty,
the answer is an unhappy “no.” While
we're not sure what Metal Gear Solid
X will include (rumor has it that it will
include elements from both games),
we're pretty sure it'll include bits of
MGS2, mullets and all.

CD versus DVD

| was wondering, are the actual game discs
going to be CDs or DVDs on Xbox? Or will
it be like PS2, which has a few DVDs, but

mostly just CDs? | look forward to reading
your articles in the new magazine and will
anticipate your answer.

Luke Merrell, via email

We say: Not only will all Xbox game
discs be DVD format, they will all be
DVD-9 (nearly twice the capacity of

normal DVDs). No CDs here, bub.

7

——_

4

bad news), but Halo will not ship at launch

with online compatibility. It will have an

option for four-player, as well as 16-player
(by linking together four Xbox consoles), but
the online function for the game isn’t set to
arrive until Microsoft puts its Internet plans

into action next year.

B ONE HIT WONDERS: Hair-metal band Great White made it to #1 in ‘87 with
the annoyingly catchy Once Bitten, Twice Shy - then, mercifully, they went away
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- Special topic winner!
e Remember the anticipation
~surrounding PlayStation2?
b The first PlayStation was such an
) D ® - evolutionary leap over its
o . predecessors that we all salivated
‘ at the potential when the word got
® - . - out that its successor, PS2, was in
the works. The absence of actual
L game footage (Playstation9?) in
K ] the marketing campaign fed
the vivid imaginations of hopeful
® enthusiasts. But the reality,
sadly, paled in comparison. Not
that the new system was bad,
by any means; it was just
underwhelming enough to keep
most of us from letting go of
. those three Benjamins so easily.
Better to wait and see how this
new Microsoft console shapes up.
Microsoft needs to realize and
utilize what had better be their
advantage: the ability to deliver the
goods. Blitz the airwaves starting now
and don’t let up 'til Christmas. Forget
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cleverly paced teasers filled with ethereal
logos and teenage fantasies. Start and
finish with the big green X, with nothing
but actual game footage and audio in
between. One game featured per
commercial, the best two or three in each
genre represented. Every teenage boy in
America should be staking out his TV just
waiting for his ad to run, to feed his

anticipation. Give them what they want
and they will want it more. Leave the
cartoon mascots for Nintendo.

Speaking of which, Microsoft needs to
hit fast, hard, and real, because if kids
aren’t sold on the product itself, they’ll
just hold on to their $300 and wait to see
how much better the $200 GameCube
will be before committing. Give them
refreshingly clear and honest advertising
in this hyped-up propaganda-saturated
market, and it'll knock ‘'em off their feet
and win their hearts. | guarantee it.

Tyrone "Harley-Davidson™ Turner.
via email
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Extended Play

...and the losers:

Not everybody can win, but some

of these losers had some
interesting ideas.

Brian Gorbett, North Royalton,
OH, says:

B Give me a million of the $500
million and | will stand outside Best
Buys and Circuit Cities in the
Cleveland area in my underwear
lobbying for Xbox.

B Have enough units at launch.

B HYPE! Start now! With a slightly
less-than-stellar showing at E3, Bill
and his boys need to start early and
start hard. | have not seen one
television commercial for Xbox yet.
Commeracials like me standing in my
underwear outside Best Buy in
anticipation of purchasing one for
myself would be a good start.

B Get some major celebrities to start
touting Xbox. Everyone wants to be

Reader Interactionm

When we posted to xbox.com with our challenge to you to come up with ideas to make Xbox a success, we were
overwhelmed with responses — everything from suggested advertising campaigns to shameless pleas for self-
promotion have poured into our email box. Though the bulk of emails we got on the topic were amazingly clever,
only one could snag the prize: an Xbox DVD kit. Congratulations to Tyrone Turner! Your prize is in the mail

like Mike. | would prefer a slew of
half-naked women, but | have issues.
B Replace the X logo with a picture
of me as an angel.

Rexfelis69, via email: ...print the
Xbox logo and other info on the big
toilet paper rolls that they use in
malls, movie theaters, etc. Then the

customers have nothing else to do
but read about the Xbox.

Jason S., Tucson, AZ: .. One thing
that has been bothering a lot of
people ever since the dawn of “next
generation” gaming is the lack of a
pack-in game, as well as the proper
accessories needed in order to start

playing as soon as they open up a
new console.

Sean Casilli: If you want a successful
launch of the Xbox, you need great
four-player games.




Extended Play

By “interact” we mean win!

Skate away
with an Xbox

Needwe [ 3 —n
say more? |

Everyone knows that things are simply

better when they're “free.” Well, at least we
“free,” we thought we'd try to get things as
close to “free” as we can. As such, we are
giving each and every Official Xbox
Magazine reader the opportunity —
ambition, and talent — to win an
Xbox console, two copies of the
stunning Tony Hawk 2x, a
brand new skateboard, an

: B
T-shirt, and dinner with \ -
Tony’s mom (okay, that last -
one was a lie).

So, if you want the goods
these goods), you're gonna
have to jump through a few
hoops. In order to be
considered, you'll need to =
the ideal “Xbox.” You can draw it in crayon,
you can render it in 3D, you can whip up a
fancy Photoshop CG of it, or you can simply
build one from the ground up and take a
to see what you would want the Xbox
console to look like If you were designing it.
Sounds easy enough, right? Well, get to it.
Somebody has to win, why not you?

think so. So, while nothing in life is really
if you have the necessary time,
¢
Official Xbox Magazine
(and believe us — you WANT
send us your concept/view of
picture of it. Any way you slice it, we want
Like this, only better

The wanner will be determined by the vote of three judges, each

Skate away with an Xbox of whom (a) is an Imagine employee assigned to our Xbox
The cretins at Official Xbox Magazine spent countless minutes C/O0 Xbox Team @ Imagine Media B T cwwan 0y Mo PRI oF.
crafting these fine replicas of what the Xbox should look like 150 Morth Hill Drive their decrsion on the following cntena: Originality, approach to

~ if you can’t do better than this crap, then don’t even bother. Brisbane. CA S4005 product design/concept, and antstic/technical production skills.

Alter you have prepared your dessgn/submission, make sure
FRANK:;

Erriail: to make a copy of your art for your own files, as we cannot and
: , . : : maost definitely will not retumn any submission. Also, ail
KDD}{FHEC[EZIFIE@!rl'IEEII'IE'I'I'IE'EhE.EEJFTI submessions sent by US. Mail or overnight delivery must be no

Subject Header: larger than a regular 85 x 11” sheet of paper. All non-

: conforming oversized submissions will be discarded, immediately
Skate away with an Xbox wathout so much as a thought to how much hard work you put

mito it. 50, no big poster sized entnes, please. Submussions sent
electromcally should not exceed SMB (yes, oversized electronic
submussions will also be descarded, immediately). All entries
must be recersved no later than November 1, 2001. We'll notify
the wanner by phone or email no later than Novemnber 16, 2001.
We wall publish facts about the wannng entry in the February
2002 issue of Official Xbox Magazine

Only one entry allowed for each mdmnidual entrant. Each of
the three judging criteria noted above will be weighted equally
at 33%. By entering this contest, you agree that Imagine Media
shall have the nght to use your name, likkeness, the submission,
and/or other information about you for promotional purposes
and wathout further payment. All pnzes will be awarded and no
munemum number of entnies i required. Prizes won by minors
will be awarded to thewr parents or legal guardians. Imagine
Media s not responsible for damages or expenses that the
wanners meght ncur as a result of the Contest or the receipt of a
prize, and wanners are responsible for mcome taxes based on the
value of the prize recerved. A list of winners may also be
obtamned by sending a stamped, self-addressed envelope to
Imagmne Media, Inc, /o Xbox Prize Team, 150 North Hill Drive,
Brisbane, CA 94005. Lastly, while no purchase is necessary to
enter, this contest s limated to residents of the United States,
excepting in Anzona, Maryland, Vermont, Puerto Rico, where it is
voud, and where ever else it might also be prohibited by law

Q4 Official Tlagazine [MNovember 2001 B HATS OFF: Sure, winning an Xbox, a skateboard, and some games is pretty cool, but the real winner in this whole prize
package could be “a hat of some kind.” What kind of hat could it be? Only the winner will know for sure



Don't miss your chance!

230 eift certificate

Enter to win a

AND give us your opinion

JUST GO TO:

www.informative.com/officialxboxmag.html
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BN Extended Play

what, that's it?

Our thoughts are with you...

We've got nothing against people who've chosen to buy a PlayStation2 or GameCube. In fact, many people on
the staff of Official Xbox Magazine have several consoles of their own, and we love games on both systems.
However, it would be an utter shame for anyone to buy another console without getting an Xbox first

You've bought this magazine, so you're obviously smart and quite possibly witty. Your friends, on the other or Alive issuel
hand, may be complete idiots. The classy way to inform them of their ineptitude is with a sympathy card. Here "

are a couple of suggestions. We guarantee that everything in the next issue will
be either dead or alive.

World-exclusive DoA3 review!!!

Our editors travel all the way to Japan to be the
first people in the entire free world to play a

finished copy of Dead or Alive 3. Is it the greatest
fighting game in history? You'll find out here first.

| | The very first DoA3
strategy in the universe

From the front lines, we'll bring you
, all the information you'll need to be a
‘ Dead or Alive 3 master while

your friends are still learning
| the ropes.

: .. | T
\What Kind of JAiot gl;'on leal:;l\ﬁgws

Wﬂndﬂ[« ﬁﬂy A4 ‘P(S‘z'l' Will the first batch of Xbox

games blow us all away or will
they show up Dead On Arrival?

The Disc dehuts' 4

Wit Sympat ﬁ?’r Seeing games on paper

i1sn't good enough. Wait
until you see these
babies in motion.

BRI The Game Disc

Our first card suggestion 2
Our second card suggestion An Xbox interface
for the Xbox gamer:

No more boring, flat interfaces! We've

| taken full advantage of the Xbox

| hardware and created a mesmerizing 3D
interface that's just as easy to use as it is
fun to play with. There'll be secrets, video
interviews, strategies, and other surprises
we just can't possibly tell you about yet.

inside card

MAIN Menu “Ofcal Xbox

(f your parents really toved you, | % magazine
they would have gotten you an Nbow, | . ul xeox " gemede |

1 ol B PLAYABLE
| ' | ) TRAILERS

| Bl o | INTERVIEWS
: g | SUBSCRIBE

B Look, it's green!

msade card

—— r———————————————————————— PLUS!!! Some stuff about that thing
that we saw the other day.

as OFFicial mEQEZIHE" MNovember 2001 B HOT TOPIC: 50. The undead. Dead, or alive? Discuss amongst yourselves.



WARR I OR S

YOUR FIRST STRIKE WINS THE CROWD...
YOUR FINAL STRIKE WINS THE BATTLE.

Visit www.esrb.org - RA ;

or call 1-800-771-3772 a~ c VE
for more info.  ENTERTAINMENT)
WWW.CRAVEGAMES.COM

COMING THIS FAIL ]
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Thwart opponents with traps, trickery  Race a motley crew of characters iginal game design created
combat racing. and explosive attacks. through treacherous, specifically for the Xbox"
obstacle-filled terrains. video game system.
RATING PENDING [N
Visit www.esrb.org ’ x
or call 1-800-71-3772
for more info. gT I E'? Q 5 A

CONMTENT RATED BY

. XSO X
CGAMES WITH CHARACTER EE;EJ|E; MﬂdﬂﬂShRﬂCl“g.CQm e
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