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9 APES

FACE A WORLD
OF TROUBLE.

(MAKE THAT 8 WORLDS.)

Too big to be a movie. Too dumb to be a book. Too hairy t

| @ ( © 1999 Nintendo. Game by Rare. ™, ® and the “N” Logo are trademarks of Nintendo of America Inc. Rareware logo is a trademark of Rare. )
© 1999 Nintendo of America Inc. Game, System and N64 Expansion Pak sold separately except when bundled. www.nintendo.com



BIGGER WORLDS. BIGGER BOSSES.
BIGGER.

It's a game so big, we had to include the N64 Expansion Pak™
to get it all in. And now Donkey Kong® has to face bigger
worlds and bigger, nastier bosses in his greatest,

wackiest adventure ever. He'll need all his

new friends and all their new
moves and all the skill you
can bring to the party

just to have a chance.

be anything but .. Donkey Hong 64.
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- THE-POWER--OF - THE -SEGA-DREAMCAST™.

~ EVOLUTION, THE FIRST RF'G FOR THE SEGA

DREAMCAST™, TAKES THE GENRE INTO THE

NEXT, NEXT GENERAJ?IUN.
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THAT WILL TOTALLY
CONSUME YoOU.

ALL OF You.

if
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,(‘REATORS OF REsu)Em EVIL YOUR COVERT MISSION TO
’INFILTRATE AN ISOLATED ISLAND COMPOUND HAS GONE
HAYWIRE. NOW, YOU FIND YOURSELF PURSUED BY A
RELENTLESS PREHISTORIC TERROR...

SUDDENLY, YOUR MISSION BECOMES CAPCOM
A DESPERATE FIGHT FOR SURVIVAL. WWW.CAPCOM.,,

7  BONUS! INCLUDES
RESIDENT EVIL 3
NEMESIS" DEMO:

*_IMITED OFFER

PlayStat

B2

are trademarks of CAPCOM CO., LTD. 1999 ALL RIGHTS RESERVED. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Enténammem‘;
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he “single biggest day in entertainment history”
has come and gone and now that you've got

your itchy little hands on Sega’s newest bit of
tech, what'’s the verdict? Elation? Disappointment?
So-so? Whatever the case, it's a testament to video
games in general that they've now gone fully main-
stream. And the repercussions are that it'll never be
the same again.

Gone are the days where gaming was a dark, clos-
eted hobby that only sickly, pasty-skinned, teenage
males participated in. Now it's as ubiquitous (ooh,
there’s that word) as Monday Night Football or head-
ing out on a Friday night to see the latest big movie.
In fact, for some of us it's probably a bit disconcerting.
After all, we've been doing this for so long now that it
seems like “Duh, what was everybody missing all
along?” | guess they know now...

The most frightening aspect of all of this, is that
even in light of Sega’s utterly incredible feat, | would-
n't be surprised if Sony and Nintendo’s next machines
make even larger splashes (provided they can get into
the ‘magical’ sub-$200 range) when, and if, they make
it to the States next year. If cash-strapped Sega was
willing to spend a ‘mere’ $100 million on the US
launch, think of what companies with half as much
cash-on-hand as Bill Gates could do (Sony could make
the staggering $300 million Intel spent on pushing the
Pentium 3 processor look like chump-change).

Another nice side-effect of all this Dreamcast-
mania, is that it goes a long way in showing that
America is the single most important market for game
developers and publishers in the world. While Japan
may still lead us in number of big-selling titles, it's
become completely apparent that a game can no
longer go into production (outside of the Tokimekis of
the world) without at least thinking about a potential
move across the Pacific. Gives me a nice, warm fuzzy
feeling to know that we're the center of the gaming
universe (hey, where there’s money...).

And before the otaku out there get up-in-arms over
that last statement: Relax guys (and girls), and just let
that sink in for a moment. If nothing else, this means
that we’ll more than likely get more of those ‘cool’
Japanese titles than we otherwise would have. As is
the case with movies, comic books, and any other

,

—al amm | BN

form of entertainment, there is always a decent niche
audience for just about anything once something is
perceived as being mass market (again, the obvious
money-factor). So while you may bemoan the
‘lamers,” just know that they're going to (however indi-
rectly) help you get what ya want in the end. We'll
know that gaming’s gone completely mainstream
when people stop whining about the acute lack of dat-
ing sims and cat-raising sims in the States...| can't
wait, <urgh>.

Which brings up another point: Girls (or shall | be
PC and say women) are playing games in record num-
bers as well. Thanks to a totally un-scientific study
involving a single unnamed software store in our local
mall (surprisingly staffed by, amazingly, a female), it's
clear that girl-gamers are finally something to take
note of, instead of wiling away non-gaming hours day-
dreaming, “if only | could find a girl that likes to play
games...” (and now you can quit dreaming, Romeo —
even though she plays games now, she still won't give
you the time of day...I'm talkin’ to you Shidoshi).
While Johnny shouldn’t worry about losing the title of
video game geek to Jenny, it may be time to finally
realize that women are playing more than just Tetris
these days.

And on a parting note, I'd just like to thank our
legion of loyal fans for keeping us in their thoughts
each and every month even after all the craziness
we've been through over the past two years. Thanks
to you, GameFan magazine and GameFan Online
(www.gamefan.com) are poised to become the pre-

sl - Sotrce of NEWS, T GameFan (ISSN#: 1092-7212) Volume
reviews and information |7jssue 11 November 1999. Published
on the entire spectrum of | monthly by Shinno Media Corp. 6301
interactive entertainment |DeSoto Avenue Unit E, Woodland
(the marketing guys made |Hills, CA 81367. One year subscrip-

. tion (12 issues) is $24.99. Foreign
me say that last bit). From and Canada add $10 per year. Pleage
the whole team, deep |remitinUsS. funds only. Please allow
inside Woodland Hills, we |60 days for your first issue.
thank you from the bottom |Periodical Postage Rates Paid at Los
of our hearts—we couldn’t |Angeles, CAand atadditional mailing
have made it without you.

offices. POSTMASTER: Send change

of address form to: Shinno Media
Eric Mylonas

Corp. 6301 DeSoto Avenue Unit E,
Woodland Hills, CA 91367.
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IT KNOWS ¥OU LIKE RUNNING 5
... OFF-TACKLE 0N THIRD AND SHORT

Sega@Dreamcast. | $5=-NFL 2K

IT'S THINKING

OBSTIMATE LITTLE TOOL AREWT ¥OU%

eye-popping 3D action with over 1500 player moves clashing at 60fps in YMU-selected secret plays at any of
31 highly detailed stadiums with realtime weather. ready for the big league, sweetheart? -.: sega.com
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Pilot your way through 20+
@ missions - all with their oun
strategic objectives-

Fantastic camera views and
@ replay angles allow you to
control the skies-

Become a real mercenary as
® you take on hostile forces
deep inside enemy territory

Dreamcast.

Sega

Airforce Delta is a trademark of Konami Co., Lid. Sega, Dreamcast, and the Dreamcast logo are either registered tradefy
a trademark of the Interactive Digital Software Association. Konami is a registered trademark of Konami Co., Lid. © 1998

KONAMIL.
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TOP TEN MOST WANTED

C -
C_somchovorme )

PUBLISHER: SEGA

READER’S TOP TEN

1) Sonic ADVENTURE - DC

2) SouL CALIBUR - DC

3) FINAL FANTASY VIII - PS

4) STREET FIGHTER ALPHA 3 - PS
5) POWER STONE - DC

6) LUNAR: SSS COMPLETE - PS
7) MARIO GOLF - N64

8) STAR OCEAN: 2ND STORY - PS
9) WWF ATTITUDE - N64

10) METAL GEAR SoLID - PS

READER’S MoST WANTED
1) RE: CobE VERONICA - DC
2) Dino CRisIs - PS
3) PERFECT DARK - N64
4) SNK vs. CAPCOM - ARCADE
5) SHEN MUE - DC

6) Dino CRisIs - PS

7) THOUSAND ARMS - PS

8) RESIDENT EviL 3: NEMESIS - PS
9) CLiMAX LANDERS - DC

10) LEGEND OF MANA - PS

1) RAYMAN 2 - N64
i 2) GRANDIA - PS
I 3) MONSTER RANCHERZ- PS
“. ¢ &) ToNy HAWK PRO SKATER - PS
. 5) POWER STONE - DC

6) Sonic ADVENTURE - DC

v [7) TEMPEST 2000 - JAGUAR
 8) TARGET EARTH - GENESIS

9) CYBERNATOR - SNES
10) SuPER METROID - SNES

' 1) CRASH TEAM RACING - PS
' 2) GRAN TuRISMO 2* - PS
3) Wipeourt 3 - PS=

o
@

AN

e 4) TRIcK STYLE - DC
pa’ 5) SILENT SCOPE - ARCADE

7 1) VIRTUAL ON 2 V5.4 - ARCADE

2) BiomoTgR UNITRON* - NGP_ 7) SF3 -
| 18) NFL2000-DC

9) KoF *99: MILLENIUM - ARCADE

3) SouL CALIBUR-DC |

™ &) WrestLEmaNIA 2000 - N64

5) F355 CHALLENGE - ARCADE

*IMPORT TITLE

6) SILENT SCOPE - ARCADE
7). SF3: THIRD STRIKE - ARCADE

10) FINAL FANTASY Il - SNES

6) GUITAR FREAKS™ - PS
7) SFEX 2 PLus - ARCADE
8) Dino Crisis - PS

9) PoweR STONE - DC

10) RABBIT PUNCH - ARCADE

1) F355 CHALLENGE - ARCADE
2) ZoMBIE REVENGE - DG

3) SouL CALIBUR - DC ~

4) BATTLETANX Il - N64

5) SEGA RALLy 2 - DC

THE GAME SYSTEM OFYOUR
CHOICE! ENTER TODAY!

ALL YOU HAVE TO DO TO ENTER THE DRAWING IS WRITE DOWN A LIST OF
YOUR TOP 10 FAVORITE GAMES AND THE 10 GAMES YOU WANT THE MOST
THAT AREN'T OUT YET, OR A PIECE OF PAPER OR A POSTCARD THER SEND
THEM 10: GAMEFAN TOP TEN, 6301 DESoro Ave., Sune E,
Woonunlllus.CA913ﬂ

8 YOUR CHOICE OF ONE OF THE Picks
OF THE Monm ul VIEWPOINT.

A FREE YEAR OF GAMEFAN!
THE BEST MAGAZI THE UNIVERSE!

TO LAST MONTR'S WINNERS:
SECOND PRIZE: THIRD PRIZE:
GEORGE REMAL TRAVIS LERMA Enson Cren
Ripseway, VA PALATINE, IL BeLmonT, CA
DRAWING IS LIMITED TO ONE (1) ENTRY PER PERSON PER
MONTH. DRAWINGS WILL BE HELD ON THE 21ST OF EACH
MONTH. THE THREE (3) WINNERS WILL BE NOTIFIED BY
MAIL AND LISTED ON THIS PAGE. FOR A COMPLETE LIST OF

RULES AND REGULATIONS WRITE: GAMEFAN ToP TEN
WITH SELF-ADDRESSED & STAMPED ENVELOPE.

[T v v w.cAmEFAN.cOm

FIRST PRizE:

¥ 1) Ravman 2 - N64

2) THOUSAND ARMS -:PS

3) MONSTER RANCHER 2 < PS
lo) FINAL FANTASY VIII - PS
5) SouL CALIBUR - DC

6) BRAVE FIREFIGHTERS - ARCADE
7) PHANTOM MENACE - PINBALL

18! RAKU GAKI SHOWTIME* - PS
"9) GUITAR FREAKS* - PS

10) JumpPMAN - C64

6) RAKU GAKI SHOWTIME* - PS
7) SFZero 3* - SS

8) Housk oF THE DEAD 2 - DC
9) ToKyo EXTREME RACER - DC
10) Test DRIVE LE MANS - PS

1) EVERQUEST - PC

2) MONSTER RANCHER 2 - PS
3) NHL FACEOFF 2000 - PS |
4) C&C TIBERIAN SUN - PC

6) ZomBIE REVENGE - DC
7) V8: 2nD OFFENSE - DC
8)-MaDDEN 2000 - N64
9) BASS LANDING - PS
10) DRAKAN - PC

DEVELOPER’S TOP TEN

. 5) NFL2K-DC

-

Mario Kart - SNES
Tekken 3 - PS

Quake 2 - PC

Abe’s Oddysee - PS

Iba - PS

Power Stone - DC

Days of the Tentacle - PC
Syndicate - PC

© ® N @ O A W N

Parappa the Rapper - PS
10. Int. Track & Field - Arcade

THIS MONTH’S GUEST:

PAULINE JACQUEY
PRODUCER, RAYMAN 2, UBI SOFT

MARIO KART

PUBLISHER: NINTENDO




6 Color Casings

ip- 7650 TOP- 7650

Pac-Man is manufactured and distributed under license from NAMCO LTD.
For more information on where to purchase a NeoGeo Pocket Color,
NeoGeo Pocket Color software or accessories contact:

SNK Corporation of America, 17 Great Oaks Blvd., San Jose, CA 95119
(877) PLAYSNK or visit www.snkusa.com

The software in this advertisement is rated from Everyone to Rating Pending by the ESRB.
e Call 1-800-771-3772 for Gaming Rating Information.
NEOGEO@OCKET? o , logos are trademarks of SNK Corporation of America
SNIK® is a registered trademark of SNK Corporation of America



=dot THOUHLU WE UistUssed e  Tresponsionities or every memabper on stairr here at Gameran.
But have you ever wondered what we'd be doing if we weren’t working for the best video
game magazine out there? No? Well, we have. Because while every day is a walk in the park,
we never know what tomorrow brings, this could one day be us... <shudder>

—

ECM

What other occupation would possibly give a
little man like ECM the opportunity to rant
and rave all day, ordering people about in a
haughty tone and abusing what little power
he actually has? Only one place would be
sadistic enough to employ him—the DMV.

/

ERBERUS

If Cerberus wasn't working at GameFan,
he‘d wile away the hot summer days having
an actual life unlike the rest of the staff at
GF. Maybe pick up a sport like soccer again
as to not get that pot belly and “love han-
dles” most of the staffers hold so dear.

f

\EL NINO!

El Nifo loves his stats... so much so. that he'd
make a fine Las Vegas bookie. And with that
much flesh to push around, he could even be
the bill collector. Either that, or he'd be selling
Chiclets just south of the border. After all, he
needs some way to support his raging £Q habit.

If he weren’t working at GF, Eggo would proba-
bly still be losing badly to all comers at Street
Fighter X: Turbo Alpha Strike in an obscure LA
arcade. But it's much more likely that he'd be
‘slumming’ in the Internet chatroom #bored &
married. “Hey, baby, feelin’ lonely tonight?”

[

11l
DANGOHEAD

If not for GameFan, Dangohead would still
be testing games at Sega, playing them
over and over into,the wee hours of the
morning, or until his head exploded.
‘Quality” titles like X-perts, Nightmare
Circus, and The Ooze.

{

THE 6th MAN

Assuming he wasn't living up to his name on
some NBA team (hey, we hear the Warriors are
lookin’ for a warm body or two), the 6th Man
would be overworked and underpaid in any of
our country’s fine public education facilities...
yup, he’d be a high school math teacher.

ediImoR ROUNDU
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The only true enthusiast ‘site

7,

V4

Check out the all-new

GIAIMIE[F]AIN

DN E &NTE

miHe a1

DJEPIRT MEN'T

REUBUS

Assuming a diet of cigarettes and
Pepsi hadn’t done him in, Reubus
would be stationed in a North
Dakota Naval Reserve Office, regal-
ing potential recruits with tales of,
uh, N. Dakota and his “Navy days.”

Under
Construction

Without a job at GameFan getting in
the way, Waka's unchecked rise to
immortality in the world of Norrath
would be complete... though it's not
like his job is getting in the way of that
now—just ask Tao ¥

Under
Construction

Overworked and under-appreciated,
Tao's lotin life is the way ofthe lowman
on the totem pole— unable to use
EverQuest as an excuse to slack, he'd
be relegated to life as an NFL kicker—
always a bridesmaid, never a bride.

Under
Construction



PRODUCTTIVITY
KILLER OF TriHe MONTIAH

Wrestiemania 2

Height: 4.81 in
Weight: 1.27 Ib
Blood Type: A
Special Abilities: The
Dango’s Elbow

When Dangohead first started playing this game, we gave
him a sound ribbing for it. After all, when was the last time
a hard-core gamer enjoyed playing a wrestling game? WWF
Superstars in arcades?

So imagine our surprise when he continued to play this
game, hour after hour. We would just shake our heads in dis-
belief every time we walked by. “You're STILL playing this
game?” we asked.

But then we stopped and started paying attention to what
he was doing... creating players based on our characters.
Then, he would organize 2 on 2 matches and let the comput-
er Al handle the rest.

Who wouldn't want to see Eggo cheapshot El Nino with a
solid groin shot, complete with “Ding!” sound effect. Or
would you rather see Dangohead perform The Dango’s
Elbow on our beloved ECM? (of course ECM is also quick to
point out that “this IS just a video game, and he could never
do that in real life...").

Needless to say, we found countless hours of enjoyment in
watching our likenesses parade around the ring beating each
other up. Course, we always did wonder, “Hey, Dangohead!
Why does your character keep winning? Hmm...”

This month in GameFan's
BOX-O-FUN?Y

Japanese 0. 5 Gredits — Prof Seaman

Imagine our surprise
when we returned from
a long Labor Day week-
end to discover that
Waka’s budding, young
Seaman had taught his
Furby quite a bit of
Japanese. Helpful
phrases like ‘Konichiwa’
and ‘Ohayo Gozaimasu’
had been passed on to
that poor Furby.

And what did the Furby give back to Seaman? ‘Colorful’ phrases
learned from vocal staff members like ECM. Now, Waka's poor
Seaman has grown up to be a foul-mouthed, degenerate seaman, in
every sense of the word.

Sadly, the once magnificent Seaman now spends his days in the
“writers’ corral” barking phrases like, “Get ta work, ya bunch of
@!4#* monkeys” and “You're fired! Put your @#* in a box.”

As for the Furby, he, like the rest of his ill-conceived ilk, was ban-
ished to the realm of obscurity with other short-lived fads such as
Tamagotchi, Elmo, and Nick Rox.

CIHICIKEN OF
miHe MONTTIH

Umiammer Lammy Guitar

When we first heard Sony was bringing Parappa the
Rapper to the States, we were thrilled. When we heard
UmJammer Lammy (the sequel to Parappa) was coming
as well, we were ecstatic. Then when we heard Sony was
throwing an UmJammer Lammy launch party, complete
with a live concert by Milkcan, we went nuts.

So while a couple of our editors were off carousing in
New York at the UmJammer party, those of us left behind
were pleasantly surprised to see this puppy land on the
cave doorstep: the UmJammer Lammy guitar! Thanks
Sony, for this Super Chicken, which came totally unex-
pected. Fueled by the mighty power of a 9-volt battery,
this guitar sounds awesome... that is, until Cerberus start-
ed playing it... or trying to. For a day and a half, it was
nearly impossible to work because of the piercing wail of
this electric guitar. But as much as we’d like to be rock
stars, we are just sausages at heart.

SaUSaGE OF
miHe MON'TTIH

As we go to print, we had to mention the line of
sausage links waiting patiently outside the &
Software Etc. in the Fox Hills Mall in Southern
California. The line began forming around 8:45 PM
on September 8th, with many a hard-core gamer
waiting for midnight to strike, so they could be
among the first to own Sega'’s console wonder. The
store boasted the largest number of pre-ordered
Dreamcasts of any retailer in the nation (according
to the spokesperson we talked with) — over 800.

Though it's a bit hard to see from the picture, the
sausage trail went back around a corner or two.
There were so many people on hand (around 400)
that the store had plans to stay open all night.
Sausage supreme!

WWW.GAMEFAN.COM
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VIEWPOINT

Dino Crisis
PlayStation
Capcom
Survival Horror

Hot Wheels
PlayStation

Electronic Arts

PlayStation
Acclaim
Racing

Thousand Arms
PlayStation
Atlus
Role-Playing

Tony Hawk’s Pro Skater
PlayStation
Activision
Skateboarding

g Only Capcom could produce a
& near carbon-copy of their ultra

successful Resident Evil game,
replace the zombies with dinos
and make it work this well!
The action is intense, the ene-
mies are ferocious and the
gameplay is everything you'd expect from
one of the best developers around. | still
wish Dino Crisis had pre-rendered back-

& ground as the PlayStation’s graphic power
£ appears to be
. Hopefully the sequel is DC-bound!

fizzling fast.

. Wow, did a lot of racers fall

down and bump there widdle

heads this month—first up on

the chopping block, Hot§

Wheels, A very bare bones [8

engine coupled to some ques- e
tionable gameplay—what's (A%

with the stunts...yuck. Heck, | don't even

have the nostalgia factor working in this one &
(I was too busy playing with real toys). If | §

want to bust flips and somersaults l'll play a
skateboarding game. Yet another
wayward racer meets an ugly end.

Well, well <cracking knuckles>

what do we have here—a sub- |8

par version of a game | didn't

like last month. What's going §

on, little guy? Looks like you [&%

got lost on the way to the [

good graphics/any gameplay [
path...let’s have a nice little chat, you and me.
See, games like you tried hard but in the end,
well, ya came up just a bit short. Tell ya what,
you just close your eyes and I'll make this real
quick and painless...but first let’s

chat with my friends over here 3 @

PC Engine goes PlayStation! If
you're like me and you lust after §
the good ol’ days of wacky, bare-

ly animated cinemas and solid,
mostly 2D gameplay of yore,
you ‘Il be in love. Sure, dating

 sims suck, but if you bolt one § =
onto a really solid, really enjoyable (albe«t silly)

RPG story there’s lots to like here. And that's
the key—the game never took itself seriously so
it didn’t get moshed in the translation process!
More of this and less Persona can

only be a good thing, right? @

Sleeper hit of the year? Oh

yes, and much, much more.

See, | love skateboarding

games: Skate or Die, 720°, Top

Skater—you name it, | played g

it and loved every minute of it. A

Tony Hawk is the heir appar- i

ent to these incredible games, provmg that
Neversoft is easily among the top PS devel-
opers. This is among the last, great
PlayStation games and competes head-to-
head with everything Sega'’s

mighty Dreamcast has to offer. @

BRI v v w.camEran.com

§ pre-rendered  family.

E scheme.

What

So shoot me, | like Dino Crisis.

¢ | was always sold on RE's sto-

ryline, but not the gameplay—
running from zombies ain't
my thang. Dino Crisis is faster
paced and less clichéd than its
Real- d
time polygonal backgrounds give Dino
Crisis a certain authenticity that | don’t think
RE ever had. Why hasn’t Capcom changed
the archaic control setup? |I'm sick of the RE
_If Dino Crisis controlled
like Parasite Eve it'd be a 95.

| like to think of Hot Wheels as
= the real SF Rush for
¢ PlayStation. First, the game’s
= got great high-speed physics
_and secondly, the

track
designs, being true to the

 license, will keep you enter- o
~ tained for a long time to come. The intro-
duction of aerial tricks will keep even the &

savant-style player (read: Dango) interested
until all forty-plus cars have been acquired.

. An original game from EA, believe

it or not. I'm impressed.

happened? I'm sup-

posed to like this game. The

Nintendo 64 version was

decent  enough—playable,

too. Did development of its

PlayStation counterpart stop [*%

in Alpha stages? The frame

rate renders the game unplayable; the draw—
in distance is putrid. I'm really bummed that
ReVolt is such a dog on the PlayStation. CD
techno-rave music is very good, but that's all
| can think of that | like about this

& Relolt. | must go cry...

(o] 1] o1 0] 1350] [s]

Everything about Tousand
*®

_ Arms reminds me of my days {8 _

with the TurboGrafx and PC

Engine. Some RPGs grow on

you over time, not Thousand

Arms—this one gets addicting

fast. The script is muy enter-

taining and gameplay is straight-up fun from
the start. Our wayward hero, Meis, has more
personality than Squall or Cloud could ever
dream of. If you're smart you'll skip the
played out FFVIll and learn to master

magic spells and the art of dating. @

Since the glory days of 720,
I've been waiting for an awe-
some action-packed skating
game to surface. Tony Hawk's
Pro Skater is definitely as

and utilizing the Apocalypse

engine, showcases some truly killer graphscs
The control is dead-on and breathtaking tricks
are a cinch to pull off. The soundtrack also

fits the game perfectly featuring the tunes of &

real alternative bands. Now where’s

9

Gleaming The Cube 2?2

§and the track design is fairly

B take what you can get.
& who owns those rights? Hey, EA, | got a
i great idea for a game and we can

i this game.

\ G = Graphics
C messssmsss Gontrol
< | P=Play Menl_lamqs

‘: ,n --- rlgmalltv

dunno about you butgames W
like Resident Evil 3 and Dino

¥ Crisis (which feels a lot like a
& Resident Evil game to me)

have not grown old with me §

yet. The gameplay’s solid (4

throughout, and the graphics b
and sound are some of the best you'll see on
PlayStation. However, | do prefer the pre-
rendered backgrounds and zombie theme of
RE to the polygonal environments and
dinosaurs of DC. At least the puz-

zles are better in this game. @

there’s tons of tricks to pull off §

outrageous, but the lack o

i challenge will surely dissuade 4
& an older crowd. Personally | was more of a

Matchbox fan as a kid, but hey, you got to
Hmmm, | wonder

use the Hot Wheels engine... @

I didnt like this game last

month, and now that it loads, |

like it even less. When more

than one car fills the screen,

the frame-rate chokes and§

sputters! Especially since Hot {% 3

Wheels Racing for PS is out b

this month, there's really no reason to buy
HWR is the better ‘fun racer’
because it one-ups this game in all cate-
gories: fun, frame-rate, engine, and music.
At least Re-Volt has some decent

techno music, but not much else. @

If you're an RPG fan the
PIayStatson is definitely where
it's at! Atlus has produced one
of the most addicting RPG’s
I've seen in years... though |
expected to be saying that
about FEVIll—oh, well. The .
character deS|gn is top notch and the graph-
ics are very impressive, although | was hop-
ing for more CG cinemas. The dating simu-
lation is also a plus but very unhealthy for
Eggo—he hasn't destroyed a per-

fectly good marriage in weeks!

000000

Believe it or not, | don't really W g
like skateboarding games. |

Skate or Die was the pinnacle

and | loved that, but nothing

has been as fun since. So, no,

I'm not going to sit here froth- {3

ing at the mouth telling you i

how this is the second coming of shced
bread, but THPS is definitely the best looking
skateboarding game out there. It also has
tight control, good gameplay, and one of the
best engmes I've ever seen. Too

bad it's a skateboarding game.
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WipeOut is back, and it's got a F o
higher frame-rate, better|s

graphics, more game features,

and the expected rockin’ tech-

no soundtrack. Unfortunately, §

I've always considered this just {4

an okay racing series which | B

never got into... it wasn't the life-changing
experience which other gamers made it out
to be (you know the type, “| played WO for six
months straight without taking a shower, and
| loved every minute!”). Am | miss-

ing something here? @

You may remember | didn’t

like the first BattleTanx much.

Well, 3DO has made many
improvements to the series,

because the sequel is faster-

paced, more fun, has a better 1§

story, and more tanks. Plus,

the battle-damaged Snuggles bear had me
nearly in tears with laughter. While this isn’t
a must-own title for the N64, it makes for an
amusmg rental, because cruising through
cities in different tanks is always

fun... for a day or two. @

DD64 (not the readable/write-
able peripheral) is OK, but it |
suffers from one major prob-
lem: There's a damage meter.
Instead of keeping track of
which side/part of your car is 4
banged up, it's all treated as SSE#Y
one unit with an overall damage meter.
Doesn’t this defeat the purpose of finding
strategy in the game? No longer can you
work on an enemy’s wheel when it's dam-
aged. Atleastthere are many game

modes to amuse yourself with...

| must be suffering from some
severe fever here folks because
my best judgement tells me that
nothing this good could have £
come from France.. Rayman 2
is awesome! Graphically it'll
make you wonder why all N64
games aren't this good looking. Unlike the
original Rayman, the sheer difficulty of the
game has been toned down to actually cause
the player to want to play to the bitter end—
madness! Ubi certainly knows how

to mend wounds caused by Tonic.

Are my eyes decelving me,
Real Time Strategy on the |4
N64?! Starcraft 64 has every-
thing from the PC version f§
except Internet play... uhh
wasn’'t that the whole point
behind Stracraft? Generally as I 4
a console gamer | don't care much for PC
ports but Starcraft is super addicting! Thank
heavens | can get my fix for the price of an
N64 cart...
choose to go the more expensive
super-PC route.

i &
Hmm... | wasnt impressed
with this game at E3, but
either Koei's worked hard on
it, or | was playing another
game entirely and should
have my head examined. This %
is the closest N64 owners will &

ever get to Metal Gear Solid/Syphon Filter— &8

a tactical espionage, action-packed adven-
ture on N64. Winback will be greedily
devoured by gamers looking for something
different and not-so-cute. The N64

needs more games like this.

3 Everyone else is going to kill

ol

| Why would

| know others (ahem, Kid Fan) who §

This game is sick! | just can’t

believe how fast it plays and

without even taking away from

the graphics, which have been

given a pretty decent face lift |

since WipeOut XL. Sadly, I'v

never gotten that jazzed about E
this series and am now severely Iackxng in
my ninja Wipeout skills. Good thing the
game is so amazing since I'm gonna be play-
ing it a lot, or at least till | can blow by
Cerberus. And as expected the

soundtrack is beyond compare. @

| guess you can teach an old

dog new tricks. 3DO must've

found an arcade with Tokyo

Wars because, guess what,

Battletanx Ilis fun. | didn‘t get

a headache playing through

this one either. The best com- :

pliment | can give Battletanx Il is it doesn't
look like an N64 game. In short, what | mean
is that the graphics in Battletanx Il don't look
blurry or foggy. I'm not just pleased with its
appearance. Battletanx Il is a blast

(no pun intended) to play.

000000

AAAARGGGGGGHHHH! What

has THQ done to my beloved

Destruction Derby!?! Don't let

the name fool you. This isn't

the same game we know and [gs

love. It's some kind of warped %

version from a bizarro uni- >

verse or something. Panel specific damage
is gone to be replaced with a horrible dam-
age meter. What's up with that? Destruction
Derby has always been to ram into opposing

cars affecting damaged areas. Now

it's a no-brainer. Hand me my PS.

me, but Rayman 2 isn't as fun
as Rayman. Yeah, yeah, it looks
like a million bucks, but who
cares when there’s not enough §
to do? An off-the-shoulder )
angle for shots makes hitting a k&

target more challenging than need be :

Otherwise control is fine—I can't get into this

see. I'm not one for praising a game simply.
because it's not on the PlayStation
like the gentleman to my right.

lwant to play
Starcraft when | can play the real
| don't care what Eggo
C&C is better than
Starcraft. Single player mode
makes this fact more evident
since Starcraft's solo missions &
blow chunks. Worst, midway through develop-

ment the modem peripheral was killed? That §
leaves us with a 2-player split screen strategy §

game. Oh, that's real cool—I'm going to try to
sneak up on my opponent haping he
doesn't look at my side of the screen.

Winbackis one of those games
that will probably slip through
the cracks. | hope this isn't the
case. Winback is exactly what
the Nintendo 64 needs to grab
some of that older demo-
graphic from Sony and Sega. 2

Somehow Koei managed to impliment
enough into Winback to separate it from the
me-too crowd. Of course it's in the vein of

i Syphon Filter, but | can bring myself to say

that's it's a clone. Need a break from

Mario and the gang, then here it is. @

80)

| don't get it, and | probably

never will. While the rest of

the world goes ga-ga over the iR
hover-car-racing antics of§

Wipeout | must sullenly sit on §

the sidelines. While | can

appreciate the stunning graph- & &

ics and the aural assault proffered here, Ijust
can’t get into it; believe me, I've tried.
Simply put: another case of graphics leading
the charge while gameplay is trampled
underfoot. It's back to Rage Racer

and F-Zero X for me, I'm afraid. @

Ah yes, the game with the

ultra-rad commercial returns

in its first sequel. Not being a

huge fan of the first | was pre- §

pared to wade through anoth

er Tokyo Wars-like affair,

snoozing most of the way. &S

Imagine my surprise when the game’s com-
pletely over-the-top action atmosphere actu-
ally managed to grab hold for a little while.
Sure, it's not the first game I'll be reaching
for, but it's a nice improvement

over a game | wasn't thrilled with.

000000

Hey look! Another racing
game...yippee. Let me just say

that I've never liked the

Destruction Derby series so §

the odds that I'd think much of [§%8

this edition, well, are just ”i&‘

about nil. However, while the &#

earlier PS versions had part-specific damage,
the somewhat questionable idea of a ‘life’
bar for your car is a bit inane. Considering
that strips every last vestige of strategy from
the game, you won't see me lining

up to play this again.

Noooool

| don’t know how to say this
but, uh, | like Rayman 2 more
than the original, 2D Rayman... {8
there, | said it. That being said, §

i this is among the absolute pin ‘

# nacle of N64 development. ‘\\

¥ Banjo, Mario, Link, Turok and ¥

§ co. have a new roomie to share the Treehouse
1% with...Ubi has just entered the N64 elite.
game because there’s nothing new for me to &

Stunning visuals, phenomena! gameplay, and

= surprisingly good music all make for one of

the top 5 N64 games of all time.
now go buy it.

000000

Let’s get one thing straight: PC
games should stay on PCs and
console games should stay on
consoles...capice? Why on
earth Nintendo would want to S5
port an aging PC RTS to a con- ’%
sole that's a rather hostile envi-

| ronment for such things is beyond me (split-
¥ screen RTS' don't cut it).

Alas, the game is
riddled with slowdown and the cumbersome
interface gets in the way much too quickly. IF
you have to have an RTS on N64
make it Command & Conquer.

A good espionage game on
the N64?! Winback easily
makes up for the mess that
was Mission: Impossible with

| B cxcellent play mechanics and

an innovative control system.

88 The story might borrow a bit
from GoldenEye, but overall, Koei has pro~ z

duced a quality stealth title. Expect less
exploration than Syphon Filter and Metal
Gear Solid but definitely just as action
packed. Solid Snake might be out

of a job when Winback hits!

000000}

Wipeout 3
PlayStation
Psygnosis
Racing

scoroplace
a 93 4
N

O

Battle Tanx Il
Nintendo 64
3D0
Tank

cars loft
0

Destructlon Derby
Nintendo 64
THQ
Car Combat

Rayman 2
Nintendo 64
Ubi Soft
Platformer

Starcraft
Nintendo 64
Nintendo
Strategy

Winback
Nintendo 64
Koei
Action/Adventure
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TrickStyle
Dreamcast
Acclaim
Hoverboard

Pen Pen Trilcelon
Dreamcast
Infogrames

PepsiMan
PlayStation (import)
Jasrac
Platformer

Raku Gaki Showtime
PlayStation (import)
Enix
Fighting

Sega Saturn (import)
Capcom
Fighting

Dreamcast (import)
Bandai
Mech Sim

It certainly looks nice, I'll give g

it that. Alas, that's about as far |

as I'm willing to take this. This

game suffers from one over-

whelming malady: Euro-itis. §

That’s the unfortunate condi-

tion that used to afflict 3
European developers en masse, Ieadlng to

# games with bloody amazing visuals and @

absolutely no gameplay (ah yes, the glory
days of UK Amiga development <hack>).
It's a stunner but you won't be tak-

ing this one home to mom. @
usually grit my teeth and try to §

drown out that sort of ignorant [

prattle. Well | hope you're “\

happy, because someoneé

heard you whining. | only pray that you take
your medicine like a man, ‘cause there’s plen-

When | hear US gamers grous-
ing that they “never get to play
all the games Japan gets”, |

& ty more where this came from... This game

was cool back when it served as a break
between bouts of VF3th. Now?

Frisbee, anyone? @
Cerberus, he'll play anything”

(think of him as a modern-day [

E. Storm; Ernest Evans, any- ""?"

Cerberus likes this game...then
again, he likes every game- he's
sorta the anti-Mikey, “give it to

would want pay-per-view commercials (out-

side of Cerberus, apparently) is a little beyond §

my small closed mind, but so be it! All is not
lost, however, as l've always wanted an
excuse to give a game a single digit
score...or even better:

00000

Yep, there’s nothing in

gamedeom quite as quirky or

as achingly fun as a Treasure

title. While they do have their

misses (Troublemakers, L/ght s

Crusader, Silhouette Mirage), &

RS is not among them. From &

the second | sat down with this game | was
horribly addcited. = The psuedo-PoyPoy
gameplay coupled with the whimsical graph-
ics kept me up to the wee hours of the morn-
ing. Now bring me Bangaioh, the
horizontal follow-up to Silvergun.

000000

If you can believe it (and I

know | had a hard time accept-

ing it) SFZ3 on Saturn is the

best version of the game §

available (yes, better than the §

DC rev). Flawless animation,

precise control and modes |

that none of the other versions of he game
have. So, where does the Saturn go from
here? Unfortunately we're almost out of
time with our beloved friend (word has it
Final Fight The Revenge will be the

last) and I'm just a little saddened.

000000

There's not a single gamer | [
know that doesn’t like mechs.
Problem is, we don't often get [
to play a game that's even §

mechanized monsters (anyone g

else remember Target Earth?). &

While Gundam is decent, the big problem is
that the HUD takes up way too much of the
screen obscuring a lot of the action. The
game looks pretty good and if you want
Gundam Side Story on DC (I'm sure
somebody does), well, here ya go.

900600

WWW.GAMEFAN.COM

& watching a

& pretty!
¥ more than my share of skating related

& ers attemptto guide Pepsiman
i to the nearest soda machine...

OK, Trickstyle is just too amaz

ing looking for its own good.
Not since Pen Pen have | [
squinted so much when |
game being
played. | simply can't get over

me started on the lighting effects—so very
The only problem is that I've had

games this month with Tony Hawk Pro
Skater. Fans of extreme games will

£ love this hoverboard insanity!

000000

Don’t make me play this any-
more please! Who's idea was
it to release this in the US? If
Sega wants to have a long
stint with its dream machine |
suggest that product quality
control become more strict.
My 10 year old nephew was more enter—

@ tained by Get Bass! than this pile. Neither

racer nor platformer does this game resem-
ble. Even if Pen Pen was “priced to sell” |

¥ would pass. There's a whole world

of 128-bit out there, this isn't it.

| loved Pepsiman in Fighting ¢
Vipers and have been waiting [
years for the clumsy mascot to
make his long overdue return f

what a con-
cept! While this title will never see the light

of day in America, it is an excellent purchase §

for Import fiends, especially with a $20 price
tag. Definitely the choice of a new
generation!

000000

On one hand you've got your F :
Power Stones and on the [l

other you've got your Color

Forms (remember those?).

Take ‘em both and throw them

in an Oster blender and out

comes Treasure's Raku Gaki =
Showtime. Raku Gaki is Japanese for scrib-
ble. You'll know why Treasure dubbed it so
when you play. Raku Gaki is sheer 4-player
insanity. It's Power Stone on mushrooms.
Hunt this one down at all costs coz

this one’s staying in Japan.

DOO0OO

SF Zero 3 for Saturn beats F
every other version simply ¥
because of its new Dramatic

Battle mode. DC allows you to

battle it out with two friends but

the Saturn lets you take on 2 Al

controlled opponent. Loading

time is nearly as speedy as that of Segas Iat-
est son with no lose of frames or backgrounds.
Blazing gameplay plus the Saturn pad makes
this one even better than the DC version. I'm
sorry but the Saturn is not a dead

system, it's taking a long nap. @

The Dreamcast is definitely

shaping up to be a Mech fan's

system of choice. Although

Gundam is nowhere nearly as |

action packed as Frame Gride

or VO:OT, it is still packed full

of awesome battles and, with

the ability to control other mechs on your
team, gets very addicting. | had a great time

i just sending my underlings into combat and

watching the fireworks from afar. A US release
is unlikely but who ever thought Pen

Pen would make it out? @

i play

i Pepsi.

tare chalk full

looks great,
about  that.

. Unfortunately, graphics aren’t

what make a game, it's game-
that's where
Trickstyle falls short. [I've

® already expressed my disin-

erest in skateboarding games (which is
asically what this game is), and Trickstyle
0es nothing to entice me to play further.
his game's just not fun to me, whereas a

PlayStation game like Tony Hawk

an at least hold my interest. @

- thought this

® game was alright. Pretty, col-
f orful, and goofy with a novel

triathalon theme. Now, com-

& | pared to the rest of the U.S. DC (4

launch library, PPTI has lost &
much of that novelty. It has the kiddy factor‘
going for it, but racing fans will want Hydro

. Thunder. Also, titles like Soul Calibur, Shen
t Mue, and Sonic Adventure detract from what
£ | once thought were good graphics

(PPTI’s best feature before).

69)

For $20 you can’t go wrong

with this game, right? If it

were a game, maybe. Too bad

it's a thinly veiled propaganda

tool... a marketing dream

deS|gned to make people [

laugh while being told to drink DA

But literally paying for an ad with a
game-coated shell is not my idea of a good

§ time. Forgive me for breaking the spell and
§ trying to save some of you from financing
i this ill-conceived venture.
¢ drink the Kool Aid, my friends!

Don't

& Treasure is definitely right on

top of my favorite developers

list. Their games, though

lacking in universal appeal

of brilliant

character design and utterly

unique gameplay. Raku Gaki

Showtime is pure Treasure genius! Just the
sheer look of the game (battling cardboard |
cutouts) had me interested from the get go. &
| can't see US gamers getting into this one |
but if you collect quirky imports |

know you'll be in heaven. @

aracde perfect Street Fighter
game. With 4-meg RAM cart |
in hand, Zero 3 loads almost
as quick as its DC counterpart
and with not a single missing

again | make a plea to Sega or any other
company to please release a converter to
allow for Saturn pads to be used on the
Dreamcast. Street Fighter fans this

is a must have for your collection! @

Dont get me wrong, | love

mechs, growing up on

Robotech, Voltron, Tranzor Z,

etc. but I've never liked
MechWarrior, which is basical-

ly what this game |s—-—MW

with better graphics, hand-to-

hand combat (pretty cool), and team com-
mand elements. Despite the Gundam theme
and these new features, the gameplay is still
a bit lethargic for my tastes. There's only
one mech game for me: Virtual On

{ok two if you count VO:0T).




icensed Motorcycles o ;

6 unique track layouts (with day, sunset and night races "
weather effects) - Redwood Forest, Egyptian Ruins, Florence
Italy, etc.
Proprietary track generation system retains optimum level of
track detail and highest frame rate.

o 3 difficulty levels - Beginner, Intermediate, and Expert.

2 physical variations on each track - Road Curves and Hills
geometries will be completely new.

Controller Pak Compatible

Expansion Pak Compatible

Rumble Pak Compatible

Mp3 music system for full length near CD-quality

Fully animated riders with realistic stunts and bone crushing
crashes.

Player Modes:

e Championship Mode: 1-4 players. Player races through a
series of tracks that get progressively harder.

* Single Race (Arcade) Mode. Player enjoys top speed racing
solo or with friends on the tracks (and weather conditions)
previously opened.

e Time Attack Mode with Ghost Bike. Player is to beat their own
best time (saved on the Controller Pak).

o Stunt Mode. Player pulls off as many radical stunts as
possible to accumulate points while racing around the dirt
track.

i
it
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ENTERTAINMENT
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think “ The Great Escape” is a misnomer, because Rayman 2 is
more like “The Great Entrance.” Titles like this and Sonic
Adventure are ushering in a new era of gaming... one which
should please hard-core gamers as well as the common mass-
es—games with 3D graphics and solid gameplay.
If you've already memorized the lecture on switch-flip-
pers and scavenger hunts, you may skip this paragraph.
But for those who might've missed it, Ill go over it one
more time. In the past, most 3D platformers left much
to be desired for true (read “2D") platforming fanatics.
No matter how gorgeous a 3D environment looked,
unfortunately, the gameplay tended to be lacking.
Either you were looking for a switch to open the locked
door, or you’d be searching for X amount of Y's to get
to the next level. In other words, the constant jumping
and shooting gameplay of old, had been replaced by a bor-
ing game of hide-and-seek. Plus, the traditional fears of
2D platforming (rushed jumps, bottomless pits, and
low-flying enemies) were replaced by new ones in
3D platformers (deadly camera angles, lack of Z-
buffering, and poor collision detection).
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'NOT TWERE DADDY GloRoy 2
l | 800400000 1

So you can understand why | shed
many a tear, cried foul, and flicked my
thumb in the direction of the Eiffel Tower
when | heard that ol’ Rayman had gone
3D. You see, when the original Rayman
was released four years ago, it was one
of the last great 2D platformers. In fact, |
played it to death... my near-death, the

death of a controller, and the near-death

of those “damn Ubi guys? because |
wanted to fly to France to murdalize ‘em
for making the game so frustratingly
hard. | can see the Platforming Elders sit-
ting back, snickering at that last state-
ment as they polish their “l finished
Chakan' medals, but did you save all 100
electoons in Rayman? If so, then | have
nothing but respect for you, and | feel like
a brother, because we’ve persevered and
survived through traumatic gaming
experiences which have broken many a

gamer—leaving them mere droo
babbling shells of their former self.
Agh! I'm sorry. Despite the constant
‘treatments,’ the flashbacks still possess
me at times... Getting back to Rayman 2.
the reviewable leapt onto my desk the

other day, and | must say I've been look-
ing forward to this moment ever since |
- walked away from E3 thinking “Game of

the Show.” If you remember the preview
in the August issue, | said there were two
problems which Ubi Soft needed to
address: camera angles and music/sound.
Fortunately, Ubi Soft has addressed both
these areas since | saw the game last.
Let's start with the camera angles. |

don’t normally complain about shoddy
camera work, since half the time | hear

that, | attribute it to gamers making
excuses for their shortcomings. Well,
Rayman 2 originally did have problems
in this area, but | feel they've

been fixed as well as humanly

possible. Considering the
mind-blowing number of differ-

Helicopter Hair: The
“emergency” but-
ton for platform
fanatics, Helicopter
Hair lets you slow
things down a bit to
get your bearings.

Then, you can
always cancel it for
El plummeting

freefall at any time.

iy

Lum Blast: Rayman’s
weapon of choice
now, this is his 3D
substitute for that
white glove. At |
least you don't have |
to wait for it to
come back.

e

1
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Super Lum Blast:
Attainable later in
the game, the pow-
ered shot lets you
zap doors by focus-
ing all the evil ener-
gy of the 3D world
in one mighty burst.

Ledge Hang: What
platformer would be |
complete without |
the patented ‘hang- |
ing by the finger-
nails’ clutch of
death? <shiver>
Reminds me of that
lobster boss in the
original...

Climbing: Something
which actually is
e made better by 3D
graphics, climbing
can now take you
up an imposing cliff-
side, as opposed to
just a nearby sprite
branch.

Water Skiing: One | ..y
of Rayman’s many | % it
hobbies when he's
“between games” is
water-skiing. Here
we see him takin’ a

spin with his friend

Ssssam.
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$REE ME, RAYMAN
1 ¥4ND THE MACWINE
AND DESTROY 4T 1!

ent landscapes in this game, and the
countless camera angles required to fol-
low the action whenever Rayman enters or
exits a room or rounds a corner, inevitably
you will run into an angle that causes your
forehead to crease. But trust me on this, judg-
ing from the early versions of this game, Ubi
Soft has come a long way in this department
and the camera angles are near perfect.
There is a catch, however... in the world of
3D platforming, finding the right camera angle will require as much work on your part
as the developers. I'll assume since you own an N64 that you’ve played Zelda:OOT.
Rayman 2 requires that same skillful manipulation of the Z-trigger that Zelda did. Hitting the
Z-trigger once moves the camera around directly behind you. And when fighting an enemy,
holding the Z-trigger locks onto a target, so Rayman strafes around it without turning his back.
If you’ve mastered these basic techniques, you'll be able to jump right in and play Rayman
2 without any fear of camera death. The invisible cameraman is pretty smart, and will
Y usually come around to follow over your shoulder at all opportunities. Best of all, the
_speed of camera movement is perfect—not agonizingly slow,
yet not headache-inducing fast either. Kudos to Ubi Soft for
smoothing over the bumps in this normally rocky category.
Music, too, has been added, and it's decent. What? Only
“decent?” Not “spellbindingly capable of whisking you away to far
distant lands?” Not “the smoothest-sounding symphony since
Beethoven kicked the bucket?” Nay... tis only decent. Perhaps I'm being
a harsh critic, but the original Rayman had some stellar tunes to go with
" those extravagant environments. Of course, that was on PlayStation, and
this is N64—the bane of every composer in game land, for its cart-based
curse of restricted memory. And yes, Rayman also appeared on Saturn,
Jaguar (sorry), PC, and
every other console known
to man, including cave
walls, graph paper, and the
ill-fated Vectrex.

The sounds are a minor
sticking point. Character
voices are comprised of
gibberish, instead of the
cute tri-syllabic, creature-
unique languages  of
Banjo-Kazooie. | would've

preferred the latter,

because nobody

b90anaLNIN
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wants to listen to gibberish. It's eerie
hearing the muffled whispers of Murfy;
reminds me of the Sixth Sense and that
line, “You know that prickly feeling you
get on the back of your neck sometimes?
...that's them.”
Rayman 2 is not grating... Most likely,
you won't even hear it because you’ll be
focused on the gameplay. And before
your ‘flaming E-mail finger’ hits “send,”
realize that | am not calling this game’s
music bad. I'm saying that a lofty title of
this caliber deserved better. |guana was
able to deliver the goods both visually
and aurally with Turok 2: Seeds of Evil.
Such is not the case with Rayman 2.

But enough with the blemishes. None
of these mild criticisms should dissuade
you from picking up a copy of this game

right now. As mentioned in the preview,
the gameplay is fantastic for a 3D plat-
former. There’s a lot of variety, in that
every level is like a different mini-game.
You'll experience heart-pounding chases,
nail-biting leaps of faith, and a wild ride
on the back of a ticking time bomb. It's
far from the scavenger hunt fodder we've
been spoon-fed. One minute you're flee-

At least the music in

_ catch?

ing for your life, scaling a spiraling cob-
web overlooking a bottomless pit as a
giant spider tries to make dinner out of
our jointless hero, then the next level,
you could be swimming through an
underwater world, collecting air bubbles
from a friendly whale seeking freedom,
while killer piranha loom in the water just
ahead. Or how about that Crash
Bandicoot-like Hog Wild-ish ride with a
Since it's an explosive rocket
you're riding, hitting the walls of a tight
tunnel will send you careening out of
control, destined for a big Ray-splosion.
Don’t worry if it looks like the game-
play has strayed a bit from Rayman'’s
last outing. You'll come across objects
here and there which remind you this is
a Rayman game. Be it purple fruit, pink
rings, helicopter hair... or inhabitants of
the world such as the appendage-less
mosquito guy or the leapfrogging toad-
stools. These nice touches are there for
ambience as well as tribute to the first
game. One thing missing, though, is
his white glove. Most likely it didn’t
translate that well into a three dimen-
sional play mechanic. Much as I'd like
to see a return to the days of fist-sling-
ing of old, | don’t think I'd enjoy having
to wait for the glove to return, compen-
sate for three dimensions, and then
send it off again. Instead,

Rayman now has energy

balls which he can spray with

reckless abandon.

Swim: Unlike tradi-
tional adventurers
of lore, Rayman has
learned how to
swim during his
four year leave of
absence. Of course,
swimming is not
advisable in every
pool you come
across...

Riding: It's no Gran
Turismo, but imag-
ine riding on a rock-
et reminiscent of
Earthworm Jim'’s,
weaving through a
slalom of crates
Crash  Bandicoot-
style.

b

Ring-Swinging: Like
the web-slinging
wallcrawler
(Spiderman for you
buffoons), Rayman
can swing from pink
ring to pink ring,

i opening the door to

many a secret in the
game...

Carrying: In order
to get by during
the “lean years”
between games,
Rayman picked up
the odd job or two,
such as carrying
barrels from Point A
to Point B. He car-
ries this newfound
ability over into R2.

Ceiling Hang: Whee!

.| How can you not

like this? Reminds

| me of the monkey

bar days of my
youth... when | was
but a wee eggo in
the toaster oven...

Spider Crawl: ECM
came up with this
term, and it's the clos-
est approximation to
what Rayman does:
shimmy upwards
between two ledges
through the sheer
might of his non-exis-
tent arms and legs.

# »
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The graphics are simply mind-blowing. | hate to trespass into the realm
of clichéd editorial death, but the screenshots on this page don't do the
game justice. Rayman 2: The Great Escape is the greatest graphical achieve-
ment among 3D platformers on N64, and even more surprising, it plays better
than the rest as well. When talking visuals, even spanning all genres on the sys-
tem, Rayman 2 can duke it out toe-to-toe with the best of ‘em, nearly in the same
league as the untouchable Ilguana games (Turok 2, All-Star Baseball, and Quarterback
Club). Of course, it's different from those titles in that Rayman’s art-style is very car-
toony, and the game’s sense of humor is Looney Tunes-ish. But these colorful worlds
are crafted with ol’ fashioned TLC, giving it an almost hand-drawn look.
As this review wraps up, I'm almost hesitant to close this latest chapter in the Ubi saga.
I mean, after playing a game like Rayman 2, in which you’re looking forward
to every new level with that sparkle in your eye, wondering what treasures
await, it's a shame to see it end. But there’s hope in the future for those
who can't get enough of Rayman, because Rayman 2: The Great
Escape is leaping from N64 to almost
every console imaginable:
PlayStation, Dreamcast, and PC.
Judging from E3, the
Dreamcast and 3D-

accelerated PC versions are comparable, and

they’re both drop-dead gorgeous. If you think the N64

was pushed to the limit with this game, you're gonna soil
yourself upon seeing the spellbinding world re-drawn with clean-
er textures and anti-aliasing. DC owners, it's still a ways off, but

you have a masterpiece to look forward to. And N64 owners, if
you don‘t already have this game, do yourself a favor and
mortgage the house to pay for this Uber game from Ubi.

Eggo heard from Hi-Fi that the original Rayman is hid-
den in this game... but he’s been known to be
». wrong before.

YOU INCOMPETENT (MBECALE 1
GRRRRRRRRRR 111




GF: At E3 in ‘96, there
was a 2D Rayman 2 run-
ning at the Ubi Soft
booth. Whatever hap-
pened to that version of
the game?

PJ: Well, the first Rayman
2in 2D could have been a
really good game with 3D
rendering in 2D, different
levels of deepness, and really fun gameplay
(Frederic Houde, who worked with Michel Ancel,
was just reminding me about one gameplay
example in which a cannon threw nails on the
background. Then Rayman had the ability to
climb up the background). At the beginning of
‘96, we began testing 3D cards and had an amaz-
ing display and a very good frame-rate on a 2.5D
Rayman 2. Then came Super Mario 64 and then
E3, and we started to be weak, and think as
everybody did at this time that 8D was the future.
Because the universe and the graphic environ-
ment of the original Rayman was a strong fea-
ture, Michel Ancel wanted to make his character
move and live in a realistic but still cartoonish
environment, in 3D. | think that we probably
were also scared of being old-fashioned weirdos
by developing a 2D game, while Crash Bandicoot
was presented at E3 in ‘96. ‘

auL:l.ne i A CC L1 Producer of Rayman 2

GF: Is there any chance that :v,v‘e'l_l ever see that
2D Rayman 2 published? Even if Ubi Soft only
made 10,000 copies? And if we kicked and
screamed and said we’d love you forever?

PJ: | don't think that there are any plans to start
a new Rayman in 2D, but | would love to be the
producer on that game. Nevertheless, When you
see games like Crash Bandicoot 3 or Zelda 64 or
even Quake-likes, it's true that 3D gives the play-
er new emotions and sensations. It's what we all
are craving, isn't it? =) But, you can still kick and
scream and say you love us...

GF: Was the development team upset that
Rayman 2 became a 3D game instead of 2D?

PJ: The team had mixed feelings about the
switch from 2D to 3D. Actually, everybody was
fascinated by the new features that 3D brought.
Everybody was playing Super Mario at this time,
and thought it was the best game on earth.
Everybody was very excited about 3D also
because it was new, and it required new tools,
new ways of thinking, gameplay, environments,
and technology. We were caught in the 3D trap,
as everybody was. Now we are back on earth,
and oh my god, it’s really, really hard to create a
good game in 3D.

GF: Was Raymah 2: The Great Escape 'dumb-
ed down’ to make the game more accessible for

‘non-hard-core gamers? Or is it just difficult to

 making a polygonal game challenging?

PJ: Well... the main negative feedback that we
had on the original Rayman, was that this game
was almost impossible to finish, because it was
so hard. So of course we took that into account
while designing Rayman 2. We worked a lot by
organizing focus groups with kids, to help us find
a good balance between challenge, fun, and
immediate controls. And the result is that you
can destroy the fun when a game is too hard for
sure (and Rayman 2 was like that last E3).

PJ: We are really happy with Rayman 2 N64's

realization, because it's so easy to do a 3D game

- PJ: About 60 to 80 people continuously worked
on Rayman 2 for the N64, the Dreamcast and the

development cycle (a bit more than Rayman 2)

from Rayman’s size in the game, in the original

~ wait 10 seconds for your fist to come back. We

_ PJ: French can-can. [ed’s note: Copout!]

So we truly wanted to give players easy-to-
understand gameplay mechanics and tricks, but
also gameplay that could be played over and
over again because it's still fun, even after a long
time. We were not tortured by the Ubi Soft
board to “dumb down” Rayman 2, | swear...

GF: Are you happy with Rayman 2’s gameplay,
or were there ideas you had which you weren’t
able to implement?

gameplay in regard to the hardware we are
developing for. But you have to be tricky when
implementing gameplay and action sequences
for a small processor. The point is to find really
good and efficient ideas, and not be lost by the

where there is nothing to do, where the game-
play is so slow you wanna watch TV instead. So,
that’'s the way we thought [about] Rayman 2
really fun and fast paced game ingredients
[such] as the waterskiing or the rodeo riding, that
we are using in different level design environ-
ments. The big challenge in 3D, was also not to
build the gameplay on jumping precision,
because it's so annoying to jump in 3D (it's
almost impossible to build gameplay around
that, and it's not fun). So that's why a platform
game (original Rayman) turned into an action
epic game (Rayman 2).

i000Z lied 10} Sﬂllﬂs Al pajewue Y uewney

GF: How mahy people total worked on the'pf&-
ject? How many artists? '

PC version. Half of them are artists (animators,
graphic designers, or game designers), 25% are
programmers and 25% are programmers who
designed the behavior of the enemies/the fun
ingredients of the game.

GF: Are we going to have to wait another four
years for Rayman 3?
PJ: Well, as we all want to have a 3-year sabbatical,
it might be. Actually, we are more planning a 2-year

GF: Why doesn’t Rayman throw his fist any more?
PJ: There is a really good reason: We did tests and
waiting for your fist to come back was really not
dynamic enough. You can't feel it in the original
Rayman 2D, because environments are not wide
and large, but it's really obvious in 3D. (Judging

Rayman, you can see 20 meters away from you,
whereas in Rayman 2, you can see 100 meters
away). So, in 3D, if you want to shoot an enemy
that is 100 meters far away from you, you have to

wanted a much more dynamic shot, and it didn‘t
make sense to have Rayman throwing many.fists,
so we changed his fist to a “lum blast” (the shot).

First Monster Rancher, now
this... My favorite games
are getting their own ani-
mated TV series, and now
Rayman is joining the fray. |
had a chance to check it out
at E3 and it looks great. The
CGis awesome and the
voices are pretty good. The
only problem is we'll have
to wait till next year to see it.

GF: Considering the tremendous success of the
original Rayman, do you think there’s demand
for a good 2D platformer in today’s market?
PJ: I'll let the marketing answer this question (but
my personal feeling is yes, a million times yes)

GF: French fries, French toast, or French dress-
ing: which are you most proud of?

NINTENDO64
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- Hundreds of puzzies to test
Jim's... um...
SUPER INTELLIGENCE!

On the guest for the
Golden Udders, you'll relive

the great barnyard war, as well
as going head te head with the
elite “Bovine Special Forces”...

There won't be any .
uniess Earthworm Jim
can gather up all his marbles,
capture the golden udders,
defeat the secret final boss,
and assemble the pieces of his
shattered mind.




america's Favorite EARTHWORM SUPER-HERD s Back.

- 40 of Earthworm Jim’s allies and enemies! _
e e e L 13 weapons including the Groovy Gun, o
. o . the Chicken Gun, Banana-Myte, ancd '
e e the good old Hair Flamer! e
- 5 evil bosses to hattle including: e -
4 Professor Monkey for a Head, . e

. Psy-Crow, Bob the Goldfish, and . s - :
. Fatty Roswell : . e =

BY GAMERS. FOR GAMERS.™

© 1999 Interplay Productions, All rights reserved. Game developed by and Software Engine © VIS Interactive plc. All rights reserved. Earthworm Jim and all related characters ® Shiny Entertainment, Inc. Earthworm Jim and related
marks are trademarks of Shiny Entertainment, Inc. Interplay, the Interplay fogo and “By Gamers. For Gamers." are trademarks of Interplay Productiorns. VIS and the VIS logo are trademarks of VIS Interactive plc. All rights reserved.
hts and trademarks are the properties of their respective owners. Nintendo, the Official Seal, Nintendo 64 and the 3-D “N” logo are trademarks of Nintendo of America, inc. © 1999 Nintendo of America, Inc.
s, the Rockstar Games logo, Jack of All Games and the Jack of All Games logo are trademarks of Take-Two Interactive Software, Inc.. © 1399 All rights reserved.
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lucky VId%)\ me edltor ‘Wwho hapﬁy&s to like Sports, the beach, and

women (i shy, real® kmd not ones named Lara. or Sarah). Then,
next thing | Rnow, | catch myself reaching for-that’ d“eopy of Toki
Meki Memorial... <slap> "Bad, Eggo! Bad!”#ltis with much sorrow and
fear for our future that | inform you that America’s first ‘dating sim,’ !
Thousand Arms, deserves to be a smash'title. Of course, it's destined to
be just a guivering mass“lymg in the wake of Final Fantasy VIIl... but
Thousand Arms is a much better game than that. And it's my job to con-
vince you of this in the 800 words I'm allotted.
| won't bore you with the standard review-speak you've heard a thou- E
sand times elsewhere: good graphics, 3D environments, sprite char: 5
acters, turn-based combat, solid music, deep story,immersive game-
play, yeah yeah. | know what you really want-to hear about... the
women! Since this is our fli;stcrack at a dating sim, you must be wo
dering whal; to expect.; # g
~ Asthe stery goes; you re Meis Trlumph {pronounced “mice”), son ¢
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(o) |(1ierest in‘towns. Plus, you can play mini-games with them (unique for every. gi nhich are always
fun—it's Mario Party in a box! What dating game would be complete without being able to give gifts to the
ladies? Sure enough, there are shops in every town which sell trinkets you can give as presents to the
woman of'your dreams... at that point in time. Hey, who ever said a romantie ruler can’t be fickle? The
women themselves cover a wide range of tastes, such as: the goody two—shoes h i i
inventor éh.gck or the ‘bad girl’ to name a few.

‘Since it's such aigood translation, it's worth mentioning. ‘Atlus has done a fine job of localizing the text
while still keeping the racy humor in the game. In the preview! of TA three months back | was concerred:
that the English voices.could drag down the quality of this other
thenkfully, the‘dub is above average. Sure, some of the voices |
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“Old school gamers will appreciate this feature. Thousand Arms
dvances the story from time to time with PC Engine-like animated
equences, in whnch the characters speak and their onscreen carica-

Of course, the 32-bit version is a lot more
rotation {(one minute it's polygons and sprites,

Yell done, ¥yna. That's my girl.
Your thievery is first class!

“Shameless Print Club Plug!l”
Print Club, the photo-taking machine at your l
owned by Atlus. So what better way:to promote

| tyna
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Inn Interview with ATLUS!

| Thousand Arms Interview with Glenn
Wissner, Product Manager Atlus__ USA
. and “Gail Salamanca, Product

i Specialist Atlus USA

| GameFan: Sodina, or Wyna?

i Glenn: Sodina, she's someone I can brlng
| home to mother.
Gail: Hmmm. Let me see.- | would have
| to say Wyna, she'’s got the goods.

GF: How was Thousand Arms received in
Japan, and do you think we'll see a
sequel?

Glenn: It did very well overall with the
Japanese gamers. Thousand Arms was
covered heavily in the Japanese press
| and was featured in several popular gam-
ing magazines.

GF: If Thousand Arms does well here, do
you think it will unleash a flood of dating
sims on the U.S.?

Glenn: First of all, | would not classify
| Thousand Arms as a “dating sim,” but
| more an RPG with a dating system as part
| of the overall experience. Secondly, yes,
|if Thousand Arms becomes a best-seller,

you can count on seeing more dating

' simulations and you can count on Atlus

|US.A., Inc to bring them to you.

‘GF Would Atlus look into bringing over v
|other Red Company games, Ilke Sakura

Taisen?

|Glenn: We are always on the searchifor
new titles to localize for the USigamer.
|However, | can't reveal any specific plans
|just yet. Atlus will-soon announce our
upcoming titles and | think you will be
jumping for joy when you hear the news.

|GF: Are there any plans for Thousand
|Arms-related merchandise/toys?

|Glenn: We have produced several added
value products for Thousand Arms pur-
chasers. An oversized 3” x 4” lenticular
/motion card featuring Meis, our hero,
}WIeIdlng his mlghty sword. Also included
with the game is the venerable memory
lcard sticker sheet. The sticker sheet
depicts 4 different full color scenes from

the game. Also, an exclusive (for now)
1 for purchasers of the game
) ‘ is a special mail in offer for a
3 W free ($2.00 S & H) multime-
B A
é: m"\&
=}
“p
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EGGO: No, THIS ISN'T THE
¥ = ITIMTT] sequeL To WiLp Arms! PUBLISHER - ATLUS

dia screensaver ’program with redbook
audio soundtrack “enhanced CD” loaded
with additional wave files, outtakes, high-
resolution graphics, gaming related
Internet links and a whole lot more, This
giveaway disc would surely fetch a hand-
some sum if sold at retail. We are also
doing a 24" x 36" full-color art poster for
those who pre-order Thousand Arms.
More products may be on the way; only
time and consumer trends will tell.

GF: The characters in this game are
drawn in traditional super-deformed
style. Do you think super-deformed char-
acters, like 2D games, will die off since
we're starting to see full-sized characters
in games these days?

Gail: I-believe there will always be a spe-
cial place in everyone's hearts for the
super-deformed style characters. Many

‘~.games nowadays have really taken them-

selves too seriously (ECM’'s Note: Amen,
my brother!). Developers are trying. to
make everything so realistic that they
lose a lot of the “personality” or “soul” if
you will in the process. No matter how

far gaming technology goes, | still believe

that 2D will always be around.

GF: How do you feel about the Polygonal
Invasion and the death of sprite-based
games?

Gail: | don’t know about you guys but it'll
be a cold day in hell when you cap=pry me
away from a good 2-D figh

Long live 2-D! ‘

seen was to let the userﬁ"ve thé choice
to choose between ‘the Japanese and the
American Voices, but alas. '

GF: Some of the sound effects in this
game sound like they were produced “in-
house.” Is that the case?

..about what

Gail: You are correct, my friend. We tried
using most of the sound effects in the
original Japanese version. However, in
certain areas such as chasing Bandiger
through Mounthand the sound FX used
while running through all of the traps
were done by Marion’s seiyuu (voice
actress). We then decided to record all
new sfx using our own voice actress so
that we could preserve continuity for the
US version.

GF: The translation in this game is one of
the best we've seen. How many people
worked on the localization, and how long
did it take?

Glenn: The initial translation took about
three months with three primary transla-
tors working full time. This is only the
first stage of the process. Next the edit-
ing and polishing starts in stages. We
had two primary full time story editors
with the whole localization staff getting

" involved making revisions up to the last

minute prior to recording. Some last
minute editing even took place during the
recording (kids, don't try this at home).

GF: What type of voice-acting talent did
you hire? How many actors? Lines of
speech? 7
Glenn: Good on hope. Seriously, we
used professionaf voice over actors from
the Los Angeleg & Orange County talent
e talent had worked on
gractive pro;ects in the past. Some
2 also done TV and film work. We
about 20 actors in all and recorded
,000 lines of speech. One of
who will remain anony-
tured in Evangelion... you

€? What's in the future for you
er Tail Concerto and Thousand

r we can t really talk
working on right now
_m;;&;,s say that we might have a couple
of surprises for you in the next few
months.

GF: Any chance Atlus will publish any
Dreamcast titles?

Gail: Dreamcast? | don’t know anything
about no stinking Dreamcast. Seriously
though, all will be revealed in the near
future.

GF: Atlus fans must be dying to know:
Are you bringing Persona 2: Innocent Sin
to the states next year?

Gail: Good things come to those who
wait.

GF: Ginger, or Mary Ann?

Gail: Mmmmm. Mary Ann. You know
what they say about the quiet ones.
Glenn: Mary Ann. Why? The shorts!
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Killer soundtrack
including music performed by

Blink 182, Ministry, Fear Factory, Hz0,
Voodoo Glow Skulls, Joi, Lagwagon,
Ten Foot Pole, Pulley, Face to Face
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hen you ask most guys over the age

of 18 to reflect on their youth and

what hobbies they were into, they

usually answer with one of the following

~ choices: karate, Nintendo, skateboarding, or

R.C. cars. For me, the karate lessons lasted
~ about a week; I'm still enamored with |
Nintendo; skateboarding ended with a |
- cracked rib and a broken ego; and R.C. cars
were forgotten when the battery melted
through that brand new chassis of my R.C. 10.
Lucky for me, R.C. Pro Am was released on the
as allowed to safely enjoy two of my favorite
g battery acid not included.

- 18meh

4m RC
developers in the industry who are trying to \
e back into the mainstream. Acclaim’s Revolt -

A

ter served inve

retro gaming, since Revolt
excitement that R.C. Pro Am did.

First off, Revolt suffers from blan
which have fast become a
games. | might be a bit jaded,
dering eye constantly falli
Dreamcast, but | know there are
looking PS games out there:
Racing and Wipeout 3 to na
developers of Revolt simply need:
more time fine-tuning the graph
or perhaps the proper budget wa
ed. Either way, | am not impr

The frame-rate is compromise
one player game, and during the multi-player competition | asked ECM
fold. Fortunately, the control is dead-on and replicates the ‘out of control, do
I'can quite make that turn at this speed’ gameplay that every R.C. game should h

The large number of selectable cars was a nice addition; but the tracks
unexciting, there’s no reason why you’d want to masterthem all.
locales include a museum, supermarket, and botanical gardens—doesn’t
grab your attention, does it?

Revoltdeserves a pat on the back for having one of the best track editors aro
the trance/techno soundtrack is very addictive, reminding me of a certai
game... Hi my name is Revolt, | sound a lot like Wipeout, please play:

If you’re a TRUE fan of R.C. cars then you'll probably get a kick out o
if you're looking to relive the magic of R.C. Pro Am | suggest loggmg on
I think | saw a copy for four bucks the other day.

Fury was last seen fitting a spoiler and off-road tires on his Mom’s station wagon
Now where’d that nitrous go?

== Furr: My Honoa riwoa Vieweo
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Out-race and out-smash your obponents in the Huge assembly of different power-ups and weaponry
newest installments in the award-winning motorized including car bonuses and zombie effects.

mayhem Carmageddon™ franchise. There are no Total freedom to race, chase and annihilate
rules - just drive to survive! anywhere on the map.
Choose from over 20 different vehicles, each with Zombie pedestrians and psychotic opponents

unique handling characteristics. challenge players' skill and abilities.
Over 30 explorable levels and tracks plus all new Single player and multi-player action.
areas to be explored.

Carmageddon ©1997-1999 SCI (Sales Curve Interactive) Ltd. All rights reserved. Carmageddon,
Carmageddon 64, SCI and the SCI logo are trademarks of SCI (Sales Curve Interactive) Ltd. Interplay, the
Interplay logo and "By Gamers. For Gamers." are trademarks of Interplay Productions. All rights reserved.
Nintendo, Nintendo 64, the "N" logo, Game Boy and Game Boy Color are trademarks of Nintendo of America,
Inc. All rights reserved.
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World Wrestling Federation ©1999 Titan Sports, Inc.
All Rights Reserved. THQ is a trademark of THQ Inc.
©1999 THO/JAKKS Pacific LLC. Nintendo, Nintendo
64, "N" Logo and Game Boy Color are trademarks of
Nintendo of America Inc. © 1996 Nintendo of
America Inc. All rights reserved.
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s a kid you waited for your family to tell you that it was time to open Christmas pre

sents. | know you did because | did too. Every year, I'd wake up early on Christmas Eve

take a nap in the evening, and wake up just in time to open presents at midnight. But
Christmas comes earlier than expected for Wipeout fans. Life is good—I| have my Wipeout 3
and I'm happy. Psygnosis didn't bust this one out as quickly as anticipated; but it's here now
so | have a little less to complain about.

Wipeout 3 was one of the few games | managed to play at this year’s E3. Delayed as it was,
Wipeout 3 still looked like a hot game. And though sequels have the potential to be disappointing,
I can't say that about Wipeout 3, which has shattered all my expectations. First things first, that nasty
habit of coming to a complete halt when a vehicle grazes a wall is gone. Unless you totally smash
into a wall, your craft isn't losing all its speed. So no more “Hey, | went from first to last place in the
blink of an eye.” Control (analog and digital) doesn’t get any better than this. | don’t know if
Psygnosis modified the control to adjust with the velocity, but it
remains tight, if not tighter, at higher speeds. No more running
into walls because of your speed either. Tight control means
added precision when using weapons like the opponent-elimi-
_ nating Plasma Shot—the weapon that exemplifies “thug tac:
tics.” The newly introduced weapons are useful as well.
Stealth mode rocks, especially in 2-player mode. Wait until you
see the look on your buddy’s face when he goes from first to
second because of an invisible driver. Older weapons have
been enhanced; the Autopilot for example won’t cut out during
a corner—it’ll maintai til it's safe to disengage.

Track designs, while diverse, are much improved from any-
thing we've seen before ir eries. Most tracks tend to be
wider than before with only small, tight straightaways. Corners

inclines. Indeed, Wipeout 3 was designed with speed—and
nothing but—in mind. Graphically, | have no gripes; | didn’t
find a single seam out of place.

Wipeout 3 has consumed my life. Like its granddaddy, | must
get my fill on a daily basis. Have | made you a believer? |
have? Perfect, then be a good Ii’l raver and put down this
magazine, and find Wipeout 3. Do whatever it takes to play
this game. Yes, it's that good. And your PlayStation will love
you for it. If you don't, you'll be hearing from Waka...

Cerberus has taken to wandering about the office insulting
people, believing himself to be in “stealth” mode.

R e e

| = @ CERBERUS: IT’s | DEVELOPER - PSYGNOSIS | 1-2 PLAYERS V|EWPO|NT.98 S
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il VIEWPOINT
SCORE

It Never Fails :

It happens every month...just as we're closing

an issue on a super-tight deadline, one game

that we have to include comes in at the 11t

hour. This month that game is Capcom’s Dino
Crisis—not a bad way to round out an iss :

(and cause a nice, fat printing delay... | can hear

Joe D. screaming already, <sigh>)... -

“Gimme Extra Survival, Hold the Horror”

I'll not bore you with every bit of minutia
regarding the story once again, but here’s
(very) brief re-counting if you missed the pre-
view and have been living under a paleolithic
shale deposit: you are Regina, super a
extraordinaire. You're on lbis ing ‘
discover what happened to Dr. Kirk and his ulti-
mate energy source expenment Imagine her

surprise when the island turns out to be over-

run by dinosaurs... and we're not talking
happy dinos of The Land | re Time variety
(think Carnosaur). Now vy eed to find Dr.
Kirk and get off the island without being
devoured by a cast of <
from Jurassic Park.

Unlike its predecessors (RE & RE2), DC fea-
tures a much more acute action-element.
Instead of trying to solve (albeit basic) puz-
zles you'll spend most of the game running
from or gunning down a host of raptors and

DEVELOPER - CAPCOM ECM STEVEN SPIELBERGAND MICHAEL
| PUBLISHER - CAPCOM CRICHTON MEET SHINJI MIKAML...

Plavétarinn
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one very anti-social T-Rex. This is cer-
tainly a welcome change of pace from
a genre that is generally about trying to
scare you and not lead you on a
Contra-esque mission to the death.
Mind you, it's not like you'll be running
down hallway after hallway laying
down a swath of bullets bringing death
to everything scaley, but at least the
focus is squarely on bloodletting.

Not that there isn‘t a puzzle or two to
keep things interesting. But if you
thought RE’s ‘'mind benders’ were easy,
well, let's just say you can leave your
brain on the shelf for this one. Outside of
the ‘move the boxes with the crane’
sequence (I blame the problems with that
on lack of sleep, not my inability to count,
Dango), there’ll be no need to get your
strategy game-playing friends to help you
on this one. Even Waka's limited intellect
(further eroded by marathon sessions of
EverQuest) dealt admirably with this one.

given the People's Elbow by a partlcu-
larly surly raptor (usually involves
your arm trapped in its jaws as it toss-
es you around like Shidoshi during a
re-enactment of WWF Raw)? Not only
do you now have to worry about hav-
ing a life bar that resembles a ther-
mometer reading in Buffalo during the
month of January, but there's the
nasty side-effect (and very real possi-




T

el

He is wearing white. Poss
researcher.

it's irritating when the ‘steers like a car’ running inher-
ent in the RE series winds up causing you to make too
wide a turn and the raptors do a little run-"em-off-
the-road action and proceed to pepper Regina with
tail swipes and, naturally, limb-shearing bites.

An SGIl in my PS?!

OK, OK, so it's not going to re-define graphics on
the PlayStation, nor is it going to cause you to run
out of your room and scream “Capcom is the great-
est 3D graphics powerhouse in the world!!”
However, the game looks good. Each dinosaur is
amazingly well modeled, with solid textures and
that handy skinning technique that all the cool
kids are using so that there are no seams to be
seen on the dinos or the human characters.
Weapon effects are decent,
and overall it's a very solid
graphical package. |, how-
ever, would have pre-
ferred that the game had
stayed pre-rendered as
it makes for a better
overall package and
certainly makes for a
more tense experi-
ence (minus, of
course, your first
encounter with the T-
Rex... | had to reach
for the nearest
defibrillator after that—makes
the ‘dogs through the window'
sequence in RE seem like an
episode of the Banana Splits,
<urk>). After that initial shock,
though, you'll ast least be a little

more wary of thier game.

So where does DC fit in the
Survival Horror pantheon?
While it's a pretty damn
good game in its own
right, I'm just a bit more
excited about RE3 and
its wicked water and
fire effects. The action =
element is a welcome ¢
change of pace and
the overall adventure is exciting but
this one’s going to appeal to the little

hard-core Fangoria fans (dinosaurs +
little boys = big sales). Certainly a
respectable entry in Capcom’s line-
up but nothing you’re gonna
remember lber-nostalgically in five
years... “Hey, Eggo, remember the
time | killed that pack of raptors with
only one hemostat and a toothpick...”

When ECM isn’t masquerading as a woman

in video games, he’s out with the girls shop-

ping at the Gap , making fun of Lara and her
‘thunder thighs.’

brothers of the world a lot more than

WWW.GAMEFAN.COM
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bodily fluids and a leg) it did wrong? After rebuking ol’ Spot, did you
notice how henceforth it feared you? That's what EA did with the
gaming community when releasing Street Skater, a game that makes the
entire GameFan staff cringe. So what happens when another publisher
decides to give the skating genre a go? Most of us wince in fear... well,
not really. Forthe record, Street Skater wasn't that bad... just under-devel-
oped. If | had to make a comparison, |'d say that Street Skater was a meat
and potatoes Top Skater clone, while Tony Hawkis more the Spago’s of the
genre.
More than a decade’s passed since | stepped on a deck and trucks. My
board lies deep within the confines of my garage, laying somewhere next
to my metal cleats, shin guards, and a beat up pair of Vans. Now, when-
ever possible, | make it over to the Vans Skate Park at the Block in Orange,
California. Because nothing’s better than watching the park’s denizens do
what they do best—Dbails, it's all about the bails. .
Neverso crew of s ned designers, p mmers, and artists
wants to chang;e the way Wm‘b ames. Or should |
say th

l Iave you ever punished your dog for something (usually involving

© 540 BIKIKAKA
880 X3

the top left of the screen will turn green then yellow as tricks are performed.
and landed. Once the Special meter is yellow, you have a limited amount
f time to perform your skater [ Tony Hawk has his now-
00. %

There are two types of areas to skate in: trick areas and speed runs.
_ The Warehouse located in Woodland Hills, modeled after GameFan’s
‘own skate-park, is a small, isolated are C '
 to puH your best Ollie. Burnside is yet~ nother skate-park, competn
tion-style, full of poois and quarter pipes to occupy your skating time.
While the Mall is like the courses we played in Top Skater. You've got
~ one shot to make a good run. If you ‘
_and try again, but wol

' nately. No one can argue that this point alone makes Tany Hawk a

% lv.;]MD ‘much more reasonable choice for those of us who don't like to share -

== CERBERUS: Vieweom
REVIEW R Score *
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Interview with Chris Rausch
Designer for Tony Hawk's Pl‘ﬂ Skater

Chris Rausch, a self-professed skater, is one of a team of designers on Tony
Hawk’s Pro Skater. He's responsible for a lot of what you see in the game
as well as the final stage, Roswell.

GameFan: What were you trying to accomplish with Tony Hawk’s Pro
Skater and do you feel that you accomplished what you were looking for?

Chris Rausch: The goal behind, » < Skater was to hopefully
establish the mark by which % 4 | s will be measured.
- With the feedback we've rece& i

skaters overall? e I
‘s name on the
front grabs attention because it's so Wi recognized, but it also further repre-
sents the quality of the guys that we have included. They were all hand plcked
by Tony himself. They really are some of the absolute top pros out there and
are all skaters who have developed huge followings and fan bases.

GF: What is your favorite stage,

CR: From a gamer's perspectiv

Warehouse, simply because it's o) :
combos. We've come up with some trick combos in that level that can pro-
duce insane scores. The current known top score for the game was set in that

 sonal high ,

is just over 369,000

points, also set in that level. From a

skater’s perspective, my favorites would definite-

ly be the levels that house real-life skate spots, like Burnside

and EMB (R.I.P.).

My favorite skater in the game would have to be Geoff

~ i Rowley. | even ride his board in real life, albeit very poorly.

T H e ,hgvsﬁ{ﬁ’f“ﬁggg* JISHAND : | dig doing Darkslides in the game with him.

59280 . My favarite trick combo is definitely a variation of the one
e that Scott used to set that insane score. But we'll reveal it

later, once the game is on shelves. We want to see

what kind of lines and scores people can come up

with on theur/own perhaps even toppmg ours.

Skater
copies;
to my mo

a good ide:
sequel and |
everything.

GF: Do you think
or the bearings?
CR: That depends

~ and it's Swiss now.

Special thanks to Chris Rausch for answe
~_tions, For anyone interested, Neversoft's w
_going a huge facelift with a possible Tony Hawk's Pri Skaterf
scoreboard Check it out at www.neversoft.co

WWW.GAMEF
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oming around the corner, | know

this’ll be a close one. No turbos

left, and a gang of cars between
me and the goal, with only half a lap of
track to go. There's a jump coming up,
and | hit it at top speed. A seemingly slow-motion
backflip of my Indy 500 car nets me two whole
turbos. Using one, | pass four cars; the other I'm
saving for the big leap to come. Right before the
ramp, | gun the turbo, giving me extra momentum
as | pull'a 720° Tornado while crossmg the Chasm
of Death and passing the leader in the process.
Using the five turbos from that trick to close it out,
| cross the finish line and breathe a sigh of relief.
Never a dull moment in Hot Wheels Turbo Racing.

00:21.87

(7 S The game’s fun, provided you give it a chance and
play it. Let’s just get this out of the way now, it's not
a serious racer. Don't expect realistic physics or
handlmg, some of the tracks have areas where you

rel rolls, back- -flips, triple somersaults with an invert-
ed twist), neck-and-neck racing, and lots of adrena-
line-pumping, high speed crashes.

Spinning buzz-saws, crushing meat-grinders, and

thundering pincers are just some of the hazards you'll
avoid. The tracks themselves range from a
Transylvania-esque landscape to an active volcano.
Of course there's also classic Hot Wheels elements on ;
the tracks such as loop-the-loops and crisscross intersections (always a danger when you're push-
ing 150 mph). And then there’s the cars—Hot Wheels cars! If you grew up with them like | did
. then they're an added bonus. Every mystery car you unlock could be one that you owned as a kid.
The way Hot Wheels plays, you're constantly boosting and replenishing your turbos with
tricks. Don’t worry. [f you screw up a barrel roll and end up sliding on the ground upside-
own, just hit the “panic” button and your car gets righted instantly. Of course you'll have to
uild up speed again, but you're not penalized too severely for living dangerously.
Even better, the game’s engine is pretty solid, and the music consists of licensed artists such
- as Metallica (albeit the new Metallica... <sigh>), Primus, and Mix Master Mike. The only knock
I have on this game is the somewhat lengthy loading time between races. Other than that, Hot
Wheels is fun—something which many games aren’t, unfortunately.

Eggo is entertaining thoughts of visiting Ebay to see how much Hot Wheels cars go
for nowadays, but is afraid he’ll break down and cry if he does.
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more. This time she isn't facing off against Mega, she’s in

her own kooky adventure—or should | say misadventure?
Back with not only a serious suit of armor, she also has her troop
of Lego—I| mean, Servbots—to keep her company. Borrowing the
engine Capcom developed for Legends, Tron Bonne is a refresh-
ing break from the norm for a MegaMan game.

Don’t expect an epic story because you're not getting one.
What you are getting is a side story detailing the Bonne family
and why Tron became the baddie she is today. The story is
advanced with in-game graphics and the aid of voice actors. If
I didn’t know it, I'd think this was a Saturday morning cartoon.
I loved Saturday morning cartoons as a kid; I'd wake up way too
early to watch Daffy, Bugs, Speed Racer and the rest. The sim-
plistic character designs are nice, but what separate these from
anything else are the facial expressions and personalities given
to them by the artists at Capcom.

Instead of following the same formula, Capcom has made Tron
Bonne a game all its own. Sure, a lot of what you'll see and hear
screams MegaMan Legends, but there’s a lot to look at here. Tron’s
Servbots add a whole lotta fun to the game. These tiny automatons
do your bidding under any and all circumstances. Need them to
steal some loot from an empty house? They're there. See an object
unreachable to you? Servbots will find a way to it. Fighting a super
flying death machine capable of blowing up the planet? They love
that stuff. Aim at a target and the Servbots will work their magic.
Of course, this isnt always as successful as one would like.
Sometimes they get a swift kick in the posterior, knocking them out
cold for a short while, accompanied by a hilarious dizzy animation.

MegaMan Legends 2 is scheduled to hit sometime in 2000. The
Misaventures of Tron Bonne will likely occupy your time until
Legends gets a U.S. sequel. Tron Bonne is just a side story before
the real thing. | can't say it'll be a bad pastime. Tron and her
mechanical brood know how to party. €

Tron Bonne, MegaMan Legend's femme fatale, is back for

=_4 CERBERUS: Look AT
{3121} THE CUTE ’LIL LEGO MEN!

UONRIGAR
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1 PLAYER
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AVAILABLE 1ST QTR. ’00
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Strider, and MegaMan are all still in action and getting a lot of it. Jill is back this fall in Resident Evil

3: Nemesis and Ryu returns in SFIll: Third Strike, Street Fighter EX 2 Plus, and possibly Marvel vs.
Capcom 2. We saw a comeback from Strider Hiryu in MvC and soon, Strider 2. MegaMan is just as
tied up as the rest of the crew with RockMan, MegaMan Legends 2, and yet another appearance in
MvC2 as well as SNK vs. Capcom. It's a good year to be a Capcom character.

A large segment of the gaming press panned the first MegaMan Legends because of what they
thought to be odd control. It's time for a li'l MegaMan Legends 101... back-pedaling and walk-
ing forward are done by standard methods, Up is forward and
Down is back. Sidestepping is accomplished by pressing the D-pad
left or right. Turning is done by using the L1 and R1 buttons. This
was the main grievance with MegaMan Legends. What most gam-
ing editors didn’t know or mention was that this could be changed
in the option screen; yes, sidestepping could be assigned to the
shoulder buttons. Live and learn, | say.

The awful voice acting lessened the fun of the game, yet | thoroughly
enjoyed MegaMan Legends. A different story full of new characters and
enemies was more than enough to suck me in. And
gameplay reminiscent of Xybots was a bonus

I’ve said it before and I'll say it again: Capcom sure keeps its prized possessions busy. Jill, Ryu,

Tl
o,

for a MegaMan fan / ! ’

like myself. AL 4 N
Well, Mega has ' L

gained some | (! o

powerful attacks " 4 ;

and evasive 3
maneuvers since \ i
his last venture. The blue bomber | \
and team are more powerful than
ever. This new adventure’s script 1| |
won't suffer from the horrible fate as | {
the original, since Capcom is improv-
ing the voice acting department.

We'll have to wait and see how the
audio turns out, but what | do know is ¢ |
that Legends 2 has a sharper, more o ’
polished look than its predecessor. ¥ . .
Also, like The Misadventures of Tron |
Bonne, MegaMan Legends 2 gives us L\
that cartoonish look that we like so
much. Solid visuals and
improved gameplay put this o
one at the top of the list for =
games to look forward to. G

/
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There are two things that kids E
can’t get enough of... candy
and dinosaurs. The latter

won't cause gingivitis, so parents are more

apt to give their kids toy dinosaurs instead

of a bar of taffy. You know, dinosaur toys:
miniature figurines of carnivorous lizards
that once walked the earth destroying and
killing everything in sight—isn't parenting
great? While attempts have been made in
the past to cash in on the dino craze, nothing
in recent memory has made .it for consoles.
The last one | can remember is Dreamworks’
Lost World for PlayStation—something I'm
still seeking therapy over.
Cool Trivia Alert! One of the best-conceived dinosaur games was DinoBlades.
Designed by Robb Alvey of Virgin Interactive, it was intended for the ill-fated
3DO. However, DinoBlades ran into some legal issues with HollerBIade and
never came to fruition, but | digress...

Primal Rage is an inevitable candldate for comparison. Both Primal Rage and
Warpath: Jurassic Park feature animals from a different era clashing like tidal waves.
The primary difference is that Warpath: Jurassic Park has true-to-life dinosaurs and
the huge Jurassic Park license. That means that Warpath will benefit from authen— &
tic scenes from both motion pictures in its locales and shell screens. : S

Polygonal single-skinned lizards range from 700 to 900 polys a piece and look great :

The first time | saw Warpath, | wasn't sure what to say. At the time, the backgrounds ?
didn't have the Jurassic Park license, but the dinos looked amazing, even in their early e
state. Now each stage boasts the same high quality as its reptilian resident. ;
As of this writing, Black Ops continues to tune gameplay and combos. If all
goes as planned, I'll be juggling Eggo to oblivion with my faithful Styrac or
Triceratops. Combos are of the.
Bloody Roar and Tekken per-
suasion. Keep your fingers
crossed that Warpath:
Jurassic Park looks and
plays the way it should,
and maybe if you're
nice enough, Black Ops .
will give us a sequel on.
the next PlayStation
(sorry no Warpath: "
Jurassic Park for
Dreamcast). G
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rash’ll have a full four games before
St. Nick makes the rounds this year.
Now Spyro’s only seen one game,
and the firebreather needs to stretch his
wings. In all honesty, did you expect
Sony to not take full advantage of its
other sickeningly cute pseudo-mascot?
The makers of Disruptor are burning the
midnight oil on Spyro’s second adven-
| ture as | write this. Considering the suc-
cess and popularity of the first, can you

" blame them? :

Spyro (2): Ripto’s Rage! kicks off shortly
after Spyro’s first quest. The life of a hero
can be draining for a young dragon, and
Spyro’s long overdue for a vacation.
Unfortunately for him, a short angry man—
no, not ECM—is causing muchos proble-
mas. Somehow, Spyro gets pulled into
this mess and must do what he does best
in a whopping 40-hour quest, and I'm not
kidding. According to the ultra-cool peeps
at Insomniac, it takes them 40 hours to
complete Spyro (2), and they know exactly
what they’re doing and where to go. If
that's true, you and | can expect at least
double that our first time through.

The little critter has something to smile
about since the new Spyro engine is speed-
ier and more efficient than Insomniac’s old

CERBERUS: PRetTy | = g
FLY... FOR A DRAGON.

PUBLISHER - SCEA

code. Usually efficiency or increased speed
are things you're not aware of. Maybe it's a
minor change that only a PlayStation ana-
lyzer program will catch, maybe there’s
more calculations for the aging PlayStation
to juggle, but increased performance is
commonly overlooked. You'll be hard-
pressed not to notice the astounding pro-
gression from the original Spyro. For one,
Spyro moves faster and there’s no visible
draw-in within most areas.

| see too many games to be impressed
easily. Graphically, it takes a lot to get
my attention—I might like a game, but
still hate its visual presentation. Yet I'm
still not over Spyro (2)’s Disney-esque
look and feel. The characters, structures,
and color palette are some of the best in
recent memory. Insomniac must have
thrown in a box of Crayolas to get the
spectrum of colors to look so beautiful.

Spyro’s due out before Christmas, most
likely Thanksgiving. Only then will we
know if he can hold his own against Puff. A
bag of new tricks and a huge cartoon world
definitely are in his favor. [f you wanna
catch a glimpse of the game check a poten-
tial demo in CTR: Crash Team Racing. After
this, it'll be time for our spunky dragon to
make a trip to the next PlayStation. €
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Spiderman (Activision) — Few comic based games have been very
good, but Activision turned a head or two at E3 with Spiderman.
Take control of Spidey and wack the baddies. Sounds good to me.

TH & £ 1959 MARVEL

Test Drive: Le Mans (Infogrames) — While there are lots of racing
games, few have captured the pride and tradition of the racing spirit.
Test Drive: Le Mans looks to be a true automobile enthusiast’s game.

Grand Theft Auto 2 (Take Two) — So, you didn’t get enough car-
jackings, vehicle bombs, and other sordid activities in GTA? Well,
you got a sequel coming with lots more mischief.

Flintstones Bedrock Bowling (Southpeak Interactive) — No, it's
not Fred and Barney going to a late night bowl-a-thon. Take various
Flintstones characters, put them on a large bowl, and send them
down a path. Weird? Definitely...

Dukes of Hazzard: Racing For Home (Southpeak Interactive) —
And who says nobody likes rednecks? The Duke boys are back in
their first video game. Look for more next month!

PlayStatior
L =
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THIS IS THE SOUL,.

"

S -
?;.r ‘ It's the game that will turn you into a proud owner of the Sega Dreamcast.’ Soul Calibur
L?/ pits weapon-wielding warriors from around the globe in the definitive fighting game

experience. One that Next Generation calls “the new benchmark by which all other games
will be judged.” Soul Calibur from Namco. Sweet Dreamcasts are made of this.




ay what you will about
the original Battletanx,
but if it weren't for that
game, the coolest television
commercial known to man
would never have been con-
ceived. The 3DO company
simply borrowed Snuggle's
(the fabric softener) loveable
spokesbear and set him down ever so gently in the middle
of exploding tank shells and guided missiles... Now one
can only imagine what ingenious marketing campaign
3DO has in store for BT's sequel.

The action in Battletanx 2 picks up five years after nuclear
winter nearly wiped out all of mankind. Closely following
the Terminator 2 story line, Griffen Spade (the hero from
BT) and his wife Madison have spawned a child of great
intelligence and unique ability who, like John Conner, plays

an integral role in the rebirth of a civilized
nation. Rising from the debris and chaos of
this “new world,” an evil Queenlord has sin-
gled out Griffen’s offspring. Saving young
Brandon won't be easy, as this sinister breed
of terrorist scum employs an array of pow-
erful weapons, including a variety of new
tanks. Some are very agile, like the Flip-E
tank which can easily perform rolls and
deadly strafing maneuvers, whereas larger
tanks such as the Rhino are better suited for
straightforward combat.

3DO must have conducted focus groups with
young militia members, because this time
around the name of the game is “Everything
must die!” No longer will players have to
waste their time on useless exploration; action
is definitely the focus in BT2. Also, the game’s
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pace has been sped up considerably, and oftentimes players will encounter a
ridiculous amount of enemy fire. Shots and explosions ring out from all direc-
tions, and that includes taking shrapnel from offshore subs and missile boats.
Fortunately for players, leveling most structures will reveal a ton of power-ups
from guided missiles and grenades to even more exotic weapons like Plasma
Bolts—these green energy beams will continue to bounce off adjacent buildings
and objects until finally impacting on enemy craft... very cool stuff!

Like many N64 games, the original BT suffered from muddy graphics and a poor
frame-rate. BT2, on the other hand, features cleaner textures, more impressive
explosion and weapon effects and an improved frame-rate in both the multi-play-
er game and single player campaign. But it was the amount of added multi-play-
er functions (seven in all) that really impressed. Four tanks can duke it out in a
simple deathmatch or choose to turn up the intensity in frenzy mode, where play-
ers race to rescue lost Queenlords. -

Tank games are rare. Even more rare is the
prospect that you'll run into a good tank game.

BT2 is definitely an exception to the .rule.
Besides, its not like you can afford Namco's
Tokyo Wars arcade machine... right? Right?!

Fury is considering stealing a tank from an Army:
Reserve base in San Diego and taking it for a
spin on the LA freeways... wait, didn’t someone
already do that? ‘
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or those not up on their
FEggo history, sit back,
relax, and relive a moment
of my past here. |loved Dune 2
on PC, played WarCraft Il on the
PC for over two years on Kali, and
= dabbled in StarCraft on PC for a
while (though the Battlenet ladder
took the fun out of playing when peo-
ple took it too seriously). So yes, | am a
; huge supporter of Blizzard's games (Diablo
R Il beta test, baby!), but | said this about
WarCraft Il and Diablo on PS, and I'll say it about
StarCraft on N64: Most PC games don't translate well to console!

Maybe it makes sense mathematically for the marketing types: Big Seller on PC + Quick Console Port
= More Cash. Butthe gamer is the one getting short-changed with an'emaciated game which pales in comparis
true vision. | know, noteveryone has a $2,000 game machine, but some titles should not be ported to consol {

For what it's worth, Mass Media ffered N64 gamers a lot of bang for their buck: St d-Brood “missions and
units are here, as are the expected multi-playe ‘ 0-op), which are handled a split-screen interface. Now
do | really need to point out how silly it is to h Iti-player split-screen? Recon, one of the keys to an RTS, is ren-.
dered obsolete if you can see your opponent’s position and what he’s doing at all times. Oh, he’s building stealth units? ‘Better
get Observers. Scouts? Better answer with Scourge. Expansion just started? Prime time to atta hey just took the strat-
egy out of a real-time strategy game! &

On the other hand, if you play a co-operative game with a human teammate, then split-screen is perfectly acceptable; at least
there it's beneficial to see what your partner’s doing. So you're wondering, “What would you have them do since a'link cable
and modem are not an option?” Drop the versus multi-player mode entirely. Why waste valuable development‘time on a
game option which is basically useless?
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High Speed Chaos!
Up to 12 Opponents Battle
Simultaneously on a Dozen

Arenas and Tracks.

SMASHING GOOD FUN

vz = i
Multiplayer Mayhem!
Deathmatch, Destruction
Race, Bomb Tag, and Capture
the Flag Modes.

Hit the Road!
Get into 24 Vehicles, from
Stock Cars to Hot Rods to
Ambulances.

NINTENDOS?

EVERYONE

from Psygnosis. Destruction Derby, Ps ?nusls and the Psygnosis logo are ® and TM of Psygnosis Ltd. THQ and the
THQ INC. Nintendo, The Official Seal, Nintendo 64 and the 3-D "N" Logo are and regi

Destruction Derby 64 ©1999 Psygnosis Ltd. Developed by I.nukln? Glass Studios. N64 Version Published excluslvelm }un Inc. unger Iicﬁnse'
ogo are trademarks o
of Nlnl%ndu of America Inc.

Hardcore Demolition Action!
Exploding Cars.
Realistic Damage.

PSYGNOSIS

™
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in Strider vs. Captain America? Amazing! Now Capcom's #1 smash arcade fantasy fighter
comes to the Sega Dreamcast! Experience the world’s most amazing battles between
your favorite legendary Capcom characters and super heroes of the Marvel Universe.
Supports 4-player simultaneous play for

Sega the most explosive tag-team matches ever!
@' Dréeamcast.
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oei. A name syno:nymous with ult
_heavy military sims such as Vobu
\Ambition, Romance of the 34

the company of .the hard-core poc

set.. Not that | don’t.enjoy re-unifyi

occasion (I believe my Saturn backup F I
- R3K indelibly burned into its memory), but

they're generally not my first chotce m:

d

4 However in the hopes of capturing
;rt of the malnstream market they ve d

‘ _ First with the PS flghtlng games Dynasty
_ Warriors (Nobunaga meets Ryu) and the Dragon
Ball-esque Destrega. Now they've got
Winback—the N64's answer to Metal Gear Solid
and Syphon Filter. Do they have what it takes to
make Solid Snake and Gabriel Logan grip their
pistols a little tighter (oy!), or can they relax,
secure in the knowledge that the PS is the only
home for Tactical Espionage?

In typical ‘one man against the world’ fashion
(is there any other way to go?), you'll see your
covert operations squad members bail as their
plane is knocked out of the sky—and watch as
your squad leader goes to meet his maker...
apparently. After that, you're thrust into an
onslaught of gun-toting baddies out for blood—
and they should probably be sporting some very
solid Euro-trash accents. While the environ-
ments are more compact than those of Syphon
Filter, they help serve to keep the ‘death to all’
quotient acceptably high.

Gameplay is utterly brilliant, with shoot, reload,
duck, and the ever-popular ‘slink along a wall,
pop-out, cap baddie, duck back, re-load, repeat’
move. And that's what sets Winback apart from
either of the two PS titles: The interface is
absolutely amazing, giving unprecedented con-
trol over the characters. Hide behind a wall, roll

out, fire two shots, stand up, duck-and-
run behind a box and catch another guy

as he comes running around a cor-

ner to help his less-fortunate friend. In
fact, once you dial it in, the control feels
Zen-like (though it'll take a good half hour
before you're really used to it).

The only problem, in fact, is that Koei
seemed a little confused as to whether
they were doing a ‘kiddie’ N64 game or a
hard-core, ‘piano wire across the throat’

assassin sim. Some stilted dialogue and
“questionable Al—if I'm standing 5 feet
ree armed-to-the-teeth mercenar-

ies that just saw me crouch behind a

box, you’d think they might inVestigate ~

the situation, no? And the answer is ‘no,’
they don't—they simply v

angel of death (that’s you) to spirit them

away. Add in the fact that you can‘tjump
or climb over objects that are only two
feet high (maybe gravity is extra-firm in
this world) and you’ve got some slightly
odd gameplay... but that’s OK, cause the
rest of it's more fun than watching
Arnold throw people like rag dolls in
Total Recall. “You got what you want
Cohagen, now give them da’ air...”

So while Gabriel Logan and Solid
Snake were kicking back on some trop-
ical island sipping boat drinks, thinking
they were ‘all that...and a bag of
chips,” the covert ops team snuck in
and showed ‘em a thing or two about
real tactical espionage. It's almost a
shame that Koei's next game looks to
be the PS2's Kessen... | could’ve used
another outing with the covert ops
team of Winback. Dolphin, perhaps?

When ECM isn't engaged in vicious
hand-to-hand combat with for-
mer members of the Soviet
bloc countries, he finds time to
practice his stammer.
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have never-understood the fascination with

professional wrestling. As a young dango;

| remember watching Jimmy “SuperFly"
Snooka, Ricky “The Dragon” Steamboat, and
a much younger, less-balding Hulk Hogan
right after watching Saturday morning car-
toons and remarking to myself how lame
wrestling is. Now, many years later, profes-
sional wrestling is still going strong and has
been labeled the “soap opera for guys.” And
I‘m still wondering why the heck profession-
al wrestling has lasted this long and why its

games are doing so well when most of them,

well, suek. So, unlikely as it may seem...
<taking a deep breath> |
Wrestlemania 2000 guite a bit. And for a
non-wrasslin’ fan to admit to that means THQ
is cookin’ up something real good.

WWE Wrestlemania 2000 features the entire
current roster of wrestlers in the WWF,
including “Stone Cold” Steve Austin,

Undertaker, Big Show, and “The Peoples

Champ” The Rock. The total of 44 WWE
superstars (and six female WWF members)
make up a huge list of characters to choose
from, all of which look similar to their real-
life counterparts.

mations of each wrestler are dead on:

Everything from Stone Cold’s marching walk

to X-Pac’s Bronco Buster to The People’s
Elbow are identical to the actual move.
While there are graphical problems which

e

dig WWF

While the game isn't a
graphical tour-de-force on the N64, the ani-
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hope THQ addresses (the crowds are pretty
pixelly), the game itself looks pretty good.
Gameplay is where it's at. While there have

~ been a ton of wrestling games, very few have

actually played well. WWEF 2000 surprised me
with an awesome assortment of moves for
every area of the ring and every situation.
What most impressed me was the Edit Mode.
Not since WWEF Attitude (which is nowhere

~_near as good as this game) have | seen such

an astounding amount of features in Edit Mode.
You can customize everything: moves (choose from
any in the game), taunts, entrance music, and who
your enemies.and allies are. WWF 2000 sets a new
high watermark for customization.

There are a few things which | hope will be

addressed before WWF 2000 hits shelves
everywhere. First off, even though
there are many choices in Edit
Mode, some standard wrestling
options (e.g. masks) are glaringly
missing. Also, the collision detec-
tion in the game can be some-
what: iffy, to the point of annoy-
ance. Lastly, the game should
have “smart” victory replays.
For example, | would rather
see the replay of a finishing
move than the pin itself. But
I’'m not worried, because
right now, WWF 2000 is the
wrestling game everyone
should be playing.
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Know the Difference.

This is Rayman, star of the
massive 3D action-adventure,
Rayman® 2 The Great Escape.
Beware of cheap imitations!
Only Rayman can save all. Only
he can battle the invaders, ride
the rocket, hurl fireballs, fly,
surf, ski, climb, slide, and
more. A world this troubled
needs Rayman. So, beware of
imposters!
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Rayman©1999 Ubi Soft, Inc. Ubi Soft Entertainment is a trademark of Ubi Soft, Inc. Rayman, Ubi Soft and the Ubi Soft Entertainment logo are registered trademarks of Ubi Soft, Inc.
All Rights Reserved. Nintendo, Nintendo 64 and the “N" logo are trademarks of Nintendo of America Inc. ©1996 Nintendo of America Inc. Licensed by Nintendo.



Rayman Consumer Test #11
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NASCAR 2000 (EA) — EA's racing titles haven’t shown much
excitement lately, but NASCAR 2000 is looking pretty damn hot.
Finally, Jeff Gordon gets his.

Armorines (Acclaim) — Yes, it’s in Coming Soon again. But trust
us... it'll be coming out, and players will be soon blasting the
entrails of alien scum throughout the universe.

RallyMasters (Infogrames) — The world never gets tired of rally
games, which is why RallyMasters is coming out with a supposed
blazing multi-player feature. Check out next month for more.

(Biereiiing.]

Worms: Armageddon (Infogrames) — Don't try to use these worms as
bait, or else you might get your finger blown off. The fun and humorous
strategy game on the PC will entertain all N64 owners early next year.

Harvest Moon 64 (Natsume) — Don't let this farming simulation fool
you; it's not boring. Harvest Moon 64 is one of the most enjoyable
games to come to the N64. Check out next issue for a full review.
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4 - Player Deathmatch;

along with Lethal Tag;

Cube Hunt, And Quick
Draw. .
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CHECKROINT

hen my friends and | } ]
first saw the trailer
for The Haunting of i, MO _ )

Hill House, we decided it
was a must-see movie. So,
opening night at the Irvine
Spectrum, we were first in
line. At least the first 20-30
minutes were entertaining.
However, come minute 31, it
was like hearing a speech
from Wally George—plausi-
ble, but painful [ed’s note:
Wally’s an angry, loud-
mouthed, right wing radical
for those not up on their
crazy conservatives]. Yeah,
you can say The Haunting
was a let down, even with
Catherine Zeta-Jones. Now
rewind five months to mid-
May. A lovely female friend
from Acclaim is giving me
the rundown of the Acclaim
fall lineup at E3. Among the
bunch is a game titled
Velocity Trick Style, a
Dreamcast skateboarding

Reviews

Brad Silver

game with Back to the Future-like hover-
boards! Plus, there's a raver-like sound-
track which | was looking forward to.
Flash back to the present; I've played Criterion has potentia break away from
TrickStyle to death... or should | say come the clichéd mold of other British develop-
to near-death playing it. Here was a game ers. But what’s that stereotype you hear
which | was wholeheartedly looking for- all too often? Photo-realistic graphics...
ward to, but Criterion dropped the ball... accompanied by no gameplay. TrickStyle
about ten st<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>