| H: DREAMCAST I\/\AGAZ\NE

N

he shoot em up event of the y 4
decade blasts on to Dreamcast l V/

o Online multiplayer violence put
= on trial. Does it work on DC?

DC-UK takes a
pot shot at Konami’s
satisfying snipe ’em up

First Dreamcast screens
of Tomb Raider 5

PLUS!
TIPS HEAVEN

Detailed guides to F355
Challenge and Sega’s
Virtua Tennis p090

DECEMBER 2000

v H i

9"771467"5

THE COOLEST ‘i‘:“ﬁ'i :\g:sth:\ezt!: A
We wa fg a little spray culture

m
EVEALED' Samba De Amiao 2K Drlver 2 NASCAR Dino Crisic



=

\\
N
=a

Kitis o

IT’S A DIRTY JOB,
BUT SOMEBODY’S GOTTA DO IT.

The Army Men” franchise makes its smash debut on Dreamcast”. As Sarge, you
must undertake 16 daredevil missions to rescue your Commandos from the clutches

ponry

including bazookas, sniper rifles and flamethrowers. For a little R&R, play battle

of General Plastro and the evil Tan army. An arsenal of

mode with up to three friends, choosing from nine different characters. Only you can

bring peace to the Plastic World again. Good luck; soldier! Oh, and watch your step. @ MIDWAY

Dreamcast.

ARMY MEN™ SARGE'S HEROES™© 2000 The 3DO Company. All rights reserved. 3DO, Army Men, Sarges Heroes, and their respective logos are trademarks and/or service marks of The 3DO Company in the U.S. and/or other countries. MIDWA
and the Midway logos are trademarks of Midway Amusement Games, LLC. Used by permission. Published and distributed by Midway Games Ltd under license from The 3DO Company. Dreamcast and the Dreamcast logo are either registered
trademarks or trademarks of Sega Enterprises Ltd.



It's cooler than a Soho brasserie (the sort

that sells Korean beer for £4.50 a
bottle) and it'll keep you glued to

£ your Dreamcast like a yapping

=Y terrier, begging for doggy treats.
Sega’s graffiti skating chase romp

gets a good going over in the first ever

official review of the UK
version. Those Sega exclusives
just keep coming!

QUAKE Ill: ARENA

We free our primal violent urges in one big frag fest,
thanks to the long-awaited Dreamcast version of id’s
intestine-splattered, firstperson blood bath. It’s
smootbh, its slick, it'’s s

ultra aggressive.

Surrender to it!

-~

The finest 3D shoot 'em

up ever arrives on DC to
a rapturous reception. But how good is Blue
Shift? And does the control system work? Find
out in six pages of our alien slaughtering review

‘ L=7 L’A.A l ' L-

Open up any videogame magazine and
read the Editor’s intro bit (not this one,
it doesn’t count). Let me guess — it
went something like this: ‘Hey, it’s
been a crazy month here on (insert
mag title). So many great games have
come in, we just don’t know what to
do with ourselves!!?” The problem is of
course, they’ll say that whatever
happens — even if the most exciting
game they received that month was
Mini Gerald’s Unicycle Challenge.

The key problem with this constant
over-excitement is that when a ‘crazy

Claire has fallen in love with UFC's
Frank Shamrock, Beast thinks Hugo
from Street Fighter Illis his father and
Jet Set Lee (as he now prefers to be
called) has recently been arrested for
tagging Bath cathedral. You see, we
don’t need anyone else.

month’ really does come along, no one
believes you. Hopefully, though, you
trust DC-UK enough to know that when
we say we’ve had a crazy month, then
we’ve had a crazy month. Check out
what arrived in the last two weeks: Jet
Set Radio, Half-Life, Silent Scope,

issue in a series of short,
controlled sittings. Do not |
exceed the stated dose ® A

Keith Stuart
Editor

Capcom vs SNK and Le Mans 24. Our
poor Dreamcast is like some sweatshop
worker in a trainer factory, expected to
put in 20 hours of relentless action a
day. We haven’t seen our families and

And of course, there’s more on the
way. Sega Japan recently announced
several huge new titles including Samba
De Amigo 2000, Fighting Vipers 2 and a
load of cool coin-ops that are bound to

o

friends for weeks, but who cares?
Gordon Freeman is my new best friend,

receive the Dreamcast conversion
treatment. | advise you to read this

Keith Stuart
Spent much of the month
worrying about Man City’s
dodgy form. Silent Scope
has helped with that pent
up frustration

Lee Hart

Went to see experimental
art film ‘Timecode’ this
month and spent the
whole time looking at
Salma Hayek’s boobs

Claire Howlett

Her home may be infested
with mice, but Bristol
Rovers’ penalty victory
over Everton gave her
something to smile about

Neil Randall

Took a week off to ‘lay
down some beats’ in his
recording studio. Neil
longs to be the next
Babylon Zoo

Andrew Hind

Performed a crushingly
bad karaoke version of
‘Unleash the Dragon’ at
the local pub. Sisqo is set
to sue for lost earnings

Karl Jaques

While on holiday in Gran
Canaria, Karl’s beloved
Leeds beat AC Milan. His
naked celebrations
confused the locals
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Reviews you can trust

052 Jet Set Radio

Sega'’s skating, spraying and running
from the law sim finally reaches UK
shores. So does it play as good as it
looks? Jet over to page 052 now

058 Half-Life The game voted

‘best PC game ever’ by readers of PC
Gamer is now on Dreamcast. Not only
is it a perfect translation, it also adds a
whole new mission. But just what is
Blue Shift?

064 UFC There are men in
spandex out there who demand to be
beaten up. Make their wishes come true
in the fisticuff competition known
simply as the Ultimate Fighting
Championship. Turn to page 064, but
only if you think you're hard enough

068 Silent Scope t.yc out
scum from the rooftops in Konami’s
invigorating, and ethically dubious,
sniper romp. They are terrorists so they
deserve it

072 SFll: Third Strike ¢

you thought the first or second strikes
hurt, wait 'til you feel the third one

Because it's not just about playing

046 From Geek to Chic
Ex-Edge editor Jason Brookes
(see Contributor of the Month,
page 005) explores how
videogames suddenly became
an okay thing to do with your
mates, rather than a
stigmatising bedroom hobby,
beloved of lonely boys. From DJ
culture, to the cynical world of
licensing, Brookes assesses the
individual elements with the
intellectual rigour of a rocket
scientist. If you want to know
why it is that you're playing
games rather than, say, hanging
out at that new wine bar that
just opened on the high street,
you must read this

Games to watch out for

006 Quake: Arena

We bench-test the Dreamcast online
happening of the year. Can it live up to
the legendary PC experience?

010 Le Mans 24 Hour

The classic French race is here! And you
can actually race it for 24 hours!

News, views, hype, happenings

032 Tomb Raider 5 ;.

Croft is back in her absolutely
very last (honestly) Tomb Raider
adventure. So how did she get
out of that tomb in the end of
Last Revelation? The answer is
not as simple as you think..

034 Unreal Tournament
More snippets about this main

contender to Quake Ill's
multiplayer FPS throne

Sega GT

Dino Crisis

Worms World Party

Chicken Run

Frogger2

European Super League
Pod 2

Dinosaur

Capcom vs SNK

Tony Hawk's Skateboarding 2

074
076
078
080
082
084
088

Extreme Sports

Int.Track and Field

Looney Tunes Space Race
Seaman

NFL2K1

Review Listings and glossary
Reader Reviews

DOA2: Hardcore

Samba De Amigo 2000

Driver 2, Champ Surfer

Sega mouse and 4x memory card
Arcade news
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020
022
024
026
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030 International news.
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" |'Find out why you'll be wantinga
pair of skates:for Ch‘stma

DC-TIPS

Your favourite games made easy

090 Virtua Tennis . yo, : :
as useless as most British < ¢ Jason Brookes

people when it comes to this i
sport? Don't fret - unlike our The writer. of our Geek To

real life tennis hopefuls, like that : B &' Chic feature, is a true

Henman fella, you can be DC-INTERACTIVE ] a ; B> industry veteran, having

trained in the art of the racquet.  Get involved with DC-UK! / =23 7 | edited Edge Magazine for

Just turn up on page 090 at
7am sharp 100 QandA L o L . 3 : four: years, and worked on
102  Challenge 3 classic SNES mag

094 Codes geat gamestheeasy 104 DM@l L M - i SuperPlay before that, He

way - you cheating monkeys! GULARS - K ﬁ now resides in San

Francisco where he

N &
T A
096 F355 Challenge e -
Having trouble making it out of 003  Editorialintro M‘G F m &ek to Chm spends most of his time

e s Videogames are cool and everybody loves them.But | Sitting on the beach
ot all the assists on, you fool! iptions = & < .
a5 ok s e e N ot how on earth did this come about? Read on... listening to bangin® toons

done with them, forever Team Diary
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IN A NUTSHELL

> The most
popular PC
game series
ever returns,
stripped of plot,
but injected
with cool
R
Publisher. sega hyper violence.
Developer:  Id/Raster The DC
Orig USA  version boasts
Players: One to four  new exclusive
Release date: 8Dec [evels, plus a fluid
online mode. The
frag fest begins |

p 030, ] 7

- =

2.
L Tony Hawk's Skateboarding 2

The stark landscape is designed with killing in mind

QU
ARE

The most gory, kickass shooter of them all
e is here, and we’ve spilt it’s pint!

ust before a storm
develops, the air gets very
still. There are no birds
singing. You begin to
notice the silence. A tension
develops. And then it hits.
Something similar is happening at
Sega's European Headquarters.
There's a determined glint in the
eyes of the people you meet. Their
answers are brief. You're kept
waiting in reception. Important
things must be taken care of
before the likes of you can be dealt
with. There's not much small talk.
Something big is about to happen.
It's been a long time coming
but now it's almost here. Despite
the early talk of six billion players
online, the peculiarities of ChuChu
Rocket! and the 'will it? won't it?'

14451 DCUK December 2000

The radiant lighting effects from the

shenanigans of Half-Life's
multiplayer mode, the
promise of online console
gaming is poised to finally
become a reality. The greatest
multiplayer game in the world
from the greatest game
developer in the world is
running on the only
dedicated online console
server network in the
world. The ground is about
to quake. Those with orders
down on the PlayStation2
waiting list, leave your £25
deposits and walk away.
There's a new show in town.
The game is Quake I1I: Arena.
The marriage of Dreamcast
and Quake is one made in game
nirvana. Quake Il is the

PC version have made it across to DC, giving the game an eerie glow
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You fragged Slash
place with 7.
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The railgun is super powerful, but Internet lag makes it hard to use ’ Armor Shard ZOIE

a1 145> 4G~

ird mix of space age and gothic architecture works well
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> To go online, all you do is simply pop

the game disc into your Dreamcast, and

providing you have registered online with
Dreamarena and have plugged into a
phone socket, select the Internet option
from the game’s main menu.

As with ChuChu Rocket!, each European
country will have its own Quake servers
which you can play in, but unlike ChuChu,
because each Quake /ll game is hosted by a
server, you will suffer from higher latency or
ping rates on non-UK servers, which will
reduce the quality of your game. Each
server will be able to host around 100
games at any one time: a maximum of 400
players. Initially, the servers will only handle
DC vs DC games, although it’s hoped that
DC Vs PC may be an option in 2001.

As with PC online game portals such as
Mplayer, the online menu screen will list all

nterviews
eatures
Hints & Tips

the current games available, with the titles
you can communicate with the fastest (ie
the ones with the lowest ping) being at the
top of the list. The menu will also tell you
what type of game is being played, whether
it be Capture the Flag or Team Deathmatch,
the number of players and the level being
used. Cleverly, if a game is started with
fewer than four human players, the
remaining places will be filled by bots
whose Al characteristics can be set as
required. This ensures that you will be able
to practice online on your own if you wish.
However, if another player joins a game
mid-session, all that happens is one of the
bots will drop out. Sega will be
implementing a system that lets you see the
names of everyone logged onto the server
as well, so you can check if your friends or
arch-enemies are online ®

predominant online shooter,an console with a built-in modem, a
experience that pushes modems dedicated and stable CPU and

and hardware to their limits. It is graphics card combination for

pure gameplay. There is no tagged-  throwing out millions of polygons
on plot, no objectives, no keys to per second, and loads of RAM for
ferry from hiding place to locked rendering the nightmare textures
door, no damsel in distress. The and gallons of gore a game such as

recipe is simple. Take some playing  Quake I/l demands. No wonder
areas, some characters and a whole  gaming digits started to twitch last
lot of guns. Put the charactersinto  summer when its creator John

the playing area, sprinkle with guns ~ Carmack started dropping hints
and ammo and let them get on that he thought it would be a great
with it. Then after a certain idea to port Quake IIl.

amount of carnage, change the And yet the road to fulfilment
area and repeat. No preparation has been a hard one. As those
required. Dreamcast is the only working on the online aspects of »

=
-

ey

nto a fight is cool - you can pick off

“Those with orders down
on the PS2, leave your
deposits and walkk away’’

December 2000 DC-UK |8 674
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THE ARMOURY - Q// WEAPONS EXPLAINED

> This is the game’s default weapon. It has a rapid fire rate,
but doesn’t do much damage. If you're inaccurate it can be a
life saver, but you'd do better graduating to a more powerful

> This is what you're left with if you completely run out of
ammo. Just go up and punch your enemy with it. Sounds like
a weedy weapon, but it's great for close combat, especially

against someone with a slow-loading gun &

GRENADE LAUNCHER

> Fires a, yes, grenade which explodes seconds later. Good
for shooting round corners, onto ledges, or down on players
beneath you. The delay between firing the projectile and the
subsequent explosion means it's not good in a close fight m

-

> The 100 per cent damage this baby does is devastating
enough, but the zoom option also allows you to pick off
targets accurately from long range. However, online lag

means your target may have moved by the time you fire &

beast as soon as you can &

ROCKET LAUNCHER

> Fires a d, but

huge jumps (known,

p: ffective
projectile. You can also point it at the fioor and fire to pull off
enough, as rocket jumps) - a

useful advanced tactic, which can go disastrously wrong &

> Spits out plasma balls at a pleasing pace, making room
clearance a delight. Great if you happen across two or three
opponents at once and want to get rid of them all in three

messy seconds of blue fizzing death ®

> Comes ‘super’ as standard in Quake /il — which means it
fires both barrels for extra damage, but it’s double slow to.
reload. As with the real weapon, it's ineffective over very long
distances as the shot spreads out too widely

> Fires a continuous stream of laser energy at anyone foolish
enough to enter the same room as you. This is great for
fragging moving targets — especially if you're not yet skillful
enough to employ the railgun effectively m

> Sprays balls of plasma death at a frightening rate. You'll
run out of ammo fast, but to (mis)quote Samuel Jackson in
*Jackie Brown’, this is the choice if you absolutely, positively
‘must kill every last moneyfunster in the room =

» Dreamcast will attest, the
difficulties of setting up a
dedicated game server system for
the whole of Europe were
underestimated. ChuChu Rocket!
was an introduction to the concept
but as a peer-to-peer game,
without a central server running
each game, the cat and mouse
madness was only ever going to be
a stepping stone. Instead Sega,
together with network partners
British Telecom and ICL, has only
now built and tested a network
which promises to bring the entry
level price for a decent online first
person frag-out down from the ‘a

thousand big ones' required for a
decent PC to the more reasonable
£150 of a Dreamcast.

And it works. Having tested
the Quake Ill/Dreamcast
combination at several stages in its
development, it's safe to say that
Sega has a hell of a game in the
bag. Early frame-rate problems
appear to have been solved with a
steady 30fps and no slowdown
apparent even with all four players
battling away in the same corner
of a level (some optimisation still
remains on the DC exclusive levels
however). Gunning for a December
8 release date, the only sleight of

“The marriage of DC
and Quake is one made
N game nirvana”

@ DC-UK December 2000

(QUAKE SPEAK |

Frag vb to kill another player (“I
fragged him with my shotgun!”)
Frag Fest n a killing spree

Gib vb to kill another player with
an explosive weapon so they are
literally blown to pieces (or ‘giblets’)
LPB n acronym for Low Ping
Bastard. A player who excels
only because he has a faster
modem than his opponents
Ping n how quickly your
computer communicates with
the game server — the higher the
ping rate, the slower the
connection. A ping is roughly a
milli-second

Lag n the delay between each
packet of data leaving the game
server and arriving at your DC
Spawn vb term given to when
an object or player arrives in the
arena (“I shot him as soon as he
spawned!”)

hand remaining is the one
that has always been there. If
you want to play with
games online, you will
have to shell out for a
mouse and keyboard.
Currently available at
£20 a-piece, there's
bound to be some
retail bundling of
the game and its
crucial
peripherals.
Obviously you
can play with a
joypad but it won't be

much fun, especially online. The
speed of rotating and looking
around with the analogue stick is
pedestrian compared to mouse
speed. And in Quake, as in
Carmageddeon, pedestrians are
dead meat.

The standard three-button DC
mouse, while not particularly
trendy, does the job and gives you
the option of right clicking to zoom



The peace talks broke down in an accidental moment of regrettable ulira violence

There’s nothing more embarrassing in a gunfight than falling on your arse

in for railgun sniping, while slaving
weapon selection onto the central
wheel. Control with the joypad has
been much improved compared to
its E3 incarnation, but the only
time to use it is when you and
three mates are going at it
GoldenEye-style after the pubs
close. The fourplayer splitscreen
mode, while not a strictly necessary
option for an online game, does
acquit itself well nevertheless.

As for the game itself, it is
Quake [ll: Arena, just like it says on
the box. The differences from the
PC version are slight. Some
‘consolisation’ (a Sega technical
term by the way) has been carried
out.Small details such as
increasing the kill radius of the

rail gun so it's not quite so
hardcore, reducing the cost of

With only four players in each online game, threeway batties will be rare but all the more frenzied for it

“It's safe to say that
Sega has a hell of a
game in the bag”

falling damage and tweaking the
respawn rates of weapons and
ammo are all designed to make the
game more palatable for the mass
market. Many will be pleased to
hear that rocket jumping remains
in though. Ten DC exclusive levels
have been included and because
only four players can play on any
one level, some arenas have been
shrunk to accommodate the
reduction in player numbers. The

game interface has also been
redesigned. Other than that, Quake
Il online with DC is much like its PC
cousin. You can play Capture the
Flag, Team Deathmatch and King of
the Hill, there is a slight lag as with
all online games, which makes the
use of weapons such as the
Lightning gun more difficult, but
generally it's as addictive, brutal
and bloody as the real thing. And
why ever not. It is the real thing m

December 2000 DC-UK [#¢1%]
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24 HOUR

BESY LAR 1823781

RECORD 9:5
BEST LAP -

Avez-vous une jeu du Le Mans pour le DC?
Oui?! Mon dieu! C’est chaud merde, monsieur!

fter experiencing the

twin turbo-charged

thrills of Metropolis

Street Racer and F355
Challenge, it would take a special
driving game to make us sit up and
take notice. Fortunately, that
special driving game has arrived
and we’re adopting the kind of
extreme sitting up, taking notice
pose not seen since we witnessed
Kylie wiggling her delectable rear
in the ‘Spinning Around’ video.
Nurse, the screens!

Le Mans 24 Hour isn’t as cute
as Kylie’s bum and probably doesn’t
handle quite so nicely, but it’s
much closer than any absurd
comparison between an Australian
songbird’s rear and a Dreamcast

driving game has any right to be.
Originally released on PlayStation
last year, the DC incarnation of Le
Mans is an entirely new game that
has been developed from the
ground up by legendary Aussies,
Melbourne House - responsible for
the 8bit karate masterpiece Way of
the Exploding Fist (surely the best
game name ever?). After playing
the preview version, it seems
Melbourne House has turned the
DC version of Le Mans 24 Hour into
a storming drive 'em up that befits
this lofty reputation.

Based around the French
endurance race of the same name,
Le Mans notoriously allows insane
petrolheads to simulate the
contest in real-time —yes, that’s

IN A NUTSHELL

= > 24 hour racing
is here in an
extremely
promising game
% of the legendary
Le Mans
endurance race.

With MSR
Publisher:  Infogrames  and F355 on DC
Developer:  Melbourne o tition s
House i
orig: Australia fierce, but if any

game can take
them on, it's this
speed freak

Players: One to four
Release date: November

“LLe Mans really excites when

you sip behind the wheel and 2%
get those revs roaring’

e

You can almost feel the speed oozing out of the page can’t you? Well, can’t you?

m DC-UK December 2000




\P POS

RECORD 9:59.999
BEST LAP 0:43.972

The kind of F1-esque monsters we associate with Le Mans are available, as well as basic sports cars

Swooping down the inside on hends is dangerous but satisfying

e L 24 HOURS A DAY

BES}' LAP e oo e i
T e To maximise nslleence, LeMansacmally lets ynudnvethe race
exactly as it’s driven in reality. That is, an entire day, 24 hours, no breaks
— sheesh! If you're not quite up to that level of dedication, you can head
into the pits and save your progress (but only after several hours as
valuable time is lost if you pit needlessly), or condense the day into a
more sensible gaming period — anything from ten minutes upwards.
With time condensed, the CPU still allows you to enjoy the full Le Mans
experience; driving through the night and finishing the morning after. The
only difference is, the transition from day to evening to night to dawn and
back to daytime is far less gradual. It's light! It's dark! It's light again!

g ou ca at your DC fo e l ® The race begins in the morning _l = Stars appear as evening arrives
440
i g
e & =
vm(v 36145 * u(onbvnvvv

e Ma e game has ple 0 Options are a ell and good
otherd g challenges to te b ere Le Ma 4 Hour rea
0 ettle. O Race e Tria e e dthe
and ampio p (offering a eel a g
eason o aces) are available R g
and yo ave 10 co pete €a oneo e
o) - (0) o) € ga e evee g
genero angeore a d ga €, especia en piayed (0]
€ are eieve a od ove € nea opping a -
ea g amo ourses a ab of tra 0 g
Do gto aand Buga of ma e straig ollowed b
and 40 different ca dingthe  extremely sharp corne ere’s a
Po esandB great balance between outrageo
often dominate Le Ma peeds and d g.The
Additiona eresane e e overa e atio e ardcore
A S L i i elcome fourplayer sp ee a allenge, b a ore
There’s a constant temptation to switch to the rear view and check out the state of play behind you DEECAEIMEIONO Py ) gHd - °
a g . ed gda eso € arke



THE CARS THE STARS

> Le Mans 24 Hours features a bumper selection of 40 motors split
into two categories: GT class (12 vehicles) and Prototype class (28
vehicles). These include such famous names as Porsche, Audi, Nissan
and BMW along with stylish performance cars built especially for the
event by traditional Le Mans teams, who take on the 24 hour
endurance test every year with their outlandish mean machines.

Each vehicle is individually rated for speed, brakes, handling and
acceleration and there’s a noticeable difference in the way the vehicles
perform. For instance, trying to slide into a bend with the bulky Chrysler
Viper will see you plowing off track and into the advertising hoardings.
So choose wisely if you want to survive the full 24 hour marathon &

LAP

e

LAR TG 71:08.300
029,498
©856.918

RECEORD 9889099
EST LAR 1828781

Driving in the pouring rain. Say goodhye to traction and hello to the bumpers of cars in front

© The Lister Storm GTL as sponsored by Newcastle Utd. Tasteful paint job

»  What really makes Le Mans
stand out from the driving crowd is
that races can feature uptoa
maximum of 40 cars on track. This
makes for incredibly competitive
action as, for the first few

laps, the

cars are strung together in a big
convoy so crashes are plentiful and
on the straights you can roar past
loads of opponents before
suicidally attempting to slow for
the bends with only
seconds to spare. This

massive number of vehicles also
means there is little of the solitary
driving that plagues many racing
games. You'll barely have a
moment without another car to
chase or having to hold off one
that is swarming all over your
bumper —and that’s just the way
we like it.

There are three difficulty levels
~Amateur, Intermediate, Expert —
and, although the game generally
leans towards arcade-style racing
dynamics, as you become more
skilled and take on the Expert
setting, opposition cars are more
intelligent, handling and braking
become much trickier and
consequently, so does the game as
a whole. You can expect to spend a
hell of a lot more than 24 hours at

the wheel of Le Mans before you
fully get to grips with it. With
the late November release
date looming on the
horizon, it seems MSR
and F355 won't be
having it all their own
way on the Dreamcast
racing circuit ®




"This is certainly one of the most incredible-looking racing games ever seen"
Official Dreamcast Magazine

"Visually, this is nothing short of amazing"
Dreamcast Magazine

"F355 is the most realistic driving simulator ever seen on a console"
DC UK
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177 kph into a tunnel - just make sure you’re accurate, or you've had it

Skidding all over the shop, the Nissan Skyline seems to have lost its computerised traction control

SEGA GT

HOMOLOGATION SPECIAL

Those Dreamcast owners praying for a Sega Grand Tourer take

note: divine assistance may just be around the comer.

IN A NUTSHELL

Sega
In-house
Japan

One to two
December 8

TOTAL RECORD
0320”888
FRSTEST LAP

> Sega’s answer
to Gran Turismo.
A tough sim that
should keep
most racing
fans occupied
for months.
Loads of cars
and tracks, plus
stacks of modes
and options to
play with, its
racing success
must be secured =

“ Now that’s a true boy racer’s accessory — BIG spoiler

45 [“] DCUK December 2000

ey, in a perfect world,

Dreamcast would have
all the best games. But
this is no perfect world

and you can’t have everything.
Different platforms have always
had flagship titles; Sonic for Mega
Drive, Need for Speed for 3DO and
Viewpoint for Neo Geo (see
Glossary, page 086) all providing a
reason to own that particular

system. For PlayStation, Gran
Turismo has been its biggest seller
and no other developer has
managed to replicate its success on
any other system. Yet. To this end,
Sega has been working on a secret
weapon that will hopefully redress
the balance and deliver an all-
encompassing racing sim.
Gentlemen, would you start your
engines please.

Cars vary from racers to production jobs

Once strapped in, you'll
immediately notice the wide range
of options available. You can opt to
enter a Single Race, Championship,
Time Attack or Dual Race, which
covers the basic requirements of
any driving game. Look deeper and
you'll uncover yet more modes, like
the Factory License, Event Race,
Replay Booth and Carrozzeria,
which ~like a pizzeria makes
pizza—involves the
building of a car
from the
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= The drag strip is filthy, but fast. All you need do is floor it

~ A rather unusual inclusion in Sega GT is the drag racing. A test of pure acceleration and
top speed e 400 or 1 000 metre sprints are broken down into four heats and require a
-model that is not only powerful, but finely-tuned. Too much turbo lag and you’ll get overtaken
in an instant. Kick it in too early and you'll deplete the torque before you reach the halfway
| mark. The first three heats are relatively easy. The fourth, however, will test your engineering

prowess to the limits. Bring your Haynes Manual

ground up.Sega GT
certainly seems to
have all its bases
covered and includes
tuning options
aplenty, if not quite to
the same depth as
Gran Turismo. Expect
to adjust ride height,
spring rate, turbo
power output as
well as gaining
access to all kinds of
mechanical upgrades.
Tinkering seems to be an
integral part of the experience,
so the budding race mechanic can
have as much fun under the
bonnet as the rest of us do behind
the wheel.

And if you're anything like us,
getting behind the wheel will be
top of your list: jump in the fastest
ride, pick the first circuit and
throttle it. Understandable as this
is, consider one thing: you're in
simulation country. Approach
Sega GT with abandon and you'll
find yourself running up a huge bill
in the game’s virtual bodyshop
after having spun back to front
before ploughing into the chevrons
at a ton fifty. Fortunately, you can
pay for the damage with Monopoly
money, but remember the lesson -

this is no Crazy Taxi. In fact, there
are some serious driving
techniques to be learned, all of
which will aid you in your quest to
claim the coveted gold medal.

POSITION LAP

2L 1/

TOTAL RECORD
037287057
FASTEST LAP
01°05°834

The camber of this tunnel can introduce oversteer, so go easy on the throttie

“Sega GT certainly
seems to have all
its bases covered”

o 2
H\SI[ST ThPs
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. TOTAL TIME
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Of course, the meat and
of any quality driving game will
rest very much on its cars and
tracks. No disappointments to
report then, as Sega GT has a wide
range of autos, split into four
classes, ranging from weeny city
cars to heavyweight brutes that
will put you in orbit as soon as win
you the race. Add to the pot an
assortment of circuits that include
frozen mountains,a narrow neon-
daubed metropolis, worn drag
strips and rocky ovals and the

in the city tracks

speed freaks among you should be
chomping at the bit to have a go at
this game.

Has Dreamcast found it's
answer to the Sony behemoth?
With the qualifying laps over and
the race proper about to begin, it’s
sure to be a noisy, oily and dirty
contest, whatever the outcome. In
the meantime, DC-UK has quite a
lot of tweaks to do on our motor
before it rolls out of the garage.
We'll keep a lookout for you in our
rear-view mirror @

December 2000 DCUK | ¢4 [+



Evidence of dino-maulage is enough to make most people sick up on the spot

DINO CRISIS

Most souls would be on their toes and away. Our heroine is a shade braver

> Survival horror
gets the dino
treatment, with
faster, deadlier
enemies, more
grisly content
and improved
enemy Al

Keep your
eyes peeled and
for God's sake,
don’t go waving
your arms in terror.
That'll only make
’em chase you i

IN A NUTSHELL

Publisher: Virgin
Capcom

Japan
Players: One
Release date: December

Survival Horror shows its fangs on
Capcom’s dinosaur-infested island

apcom’s survival horror

games have been far

more successful than the

company could ever have
envisaged and it’s due in no small
terms to the real sense of fear that
Resident Evil, et al have managed
to inflict on the player. Taking a cue
from the film industry’s recent
affection for over-sized lizards,
Capcom has ported over its
dinotastic PlayStation hit lock,
stock and two steaming nostrils,
allowing Dreamcast owners to
experience the fear for themselves.
Which can only be good news.

Anyone unfamiliar with last

year's Jurassic outing will find it
easiest to visualise Dino Crisis as
Resident Evil with dinosaurs. Taking
on the role of Regina, a special

forces agent, you find yourself on a
mission to discover what
happened to a remote research
facility deep in the jungle. The
proceedings follow the well-worn
path of the aforementioned
Resident Evil: exploration, puzzle-
solving, item-collecting and a
healthy dose of blood letting.

Dino Crisis, though, takes a
slight departure from the early
survival horror titles with the
inclusion of 3D backgrounds that
allow the camera to zoom or pan
whenever necessary, heightening
the cinematic feel of the action
considerably. Also, the artificial
intelligence of the creatures is
enhanced; the dinosaurs being
able to track a wounded character,
or take varying routes in order to
head them off at the pass, as it
were. One favourite trick that the
scaly monsters often like to pull is
bursting through walls
unexpectedly, creating some of the

Velociraptors are the first variety of dinosaur that you will encounter

i3 (3] DCUK December 2000

How deeply unpleasant. Scenes like this are common




The Tyrant King puts in his first appearance. And a right shock it is too

> Monty Python’s King Arthur put it best and you'll definitely spend a lot of your time retreating from numerous

dinosaurs. Handy, then, that Capcom saw fit to innovate with a Quick Turn function that allows you to about face,
180 degrees and flee your aggressor before they can sink their fangs in. This function proves very effective given
that dinos are a tad faster than your average cankerous zombie &

[ Oh no! A dinosaur has taken me hy surprise! Help!

game’s heart-stopping moments.
Try not to be put off by the
superior intelligence of the dinos,
though, as you'll be given ample
chance for retribution. There’s a
variety of weapons with which to
administer much violence, from
hand guns and shotguns to
tranquilliser darts and grenade
launchers, all having their part to
play. However, be aware that there
is scarcely enough ammo to go
round, so deciding which foes to

tackle and which to retreat from is
a vital part of the gameplay.
Conserve your ammunition and
use your tranquillisers wherever
possible, but never assume that a
wounded dinosaur is out for the
count. You can fully expect to see it
a few seconds later down the
corridor, busting through the
ceiling, doubly intent on tearing
you limb from limb.

With all the hallmarks of the
PlayStation original included, the

“Dino Crisis still
remains a premiere
horror adventure”

[ One tap of a button and 'm away. Goodhye, Dino!

Dreamcast preview we played
seemed to have few changes —and
we mean a few! From the opening
film to the character’s movements,
everything is nigh-on identical,
except for an increased resolution
of the visuals. It’s certainly possible
that Capcom has yet to implement
some extras, but given the
clonealike port of Resident Evil 2, we
suspect this will be a straight
conversion, failing to take full
advantage of DC’s extra power.
Fortunately, even without any
kind of makeover, Dino Crisis still
remains a premiere horror
adventure and will no doubt shock
and amaze us as it did its
PlayStation audience. One thing’s
for sure, unlike the zombies these
evil residents won't be concerned
whether it's your brains or your
entire body they're devouring B

i

Raptors are fast and vicious. A few shots will fell them

Like Resi Evil, Regina has to explore a number of floors

December 2000 DC-UK 57



LU TIPS Lt
Gluteus)
100]

5] DCUK December 2000

X
You're in trouble, little worm. Hurry up now!

Vincent feels the rough end of a baseball hat

The worms that tumed are back for revenge.
And this time they’ve gone online

ome of the best games

you'll ever play are also

the simplest. Space

Invaders, Bust-A-Move
and of course, ChuChu Rocket! all
boast straightforward, yet
strangely compelling gameplay,
not to mention distinctly flat
visuals. Since its inception in 1995
when it appeared on the PC,
Worms has been a prominent
member of the School of the
Deceptively Simple But Addictive.
Very little has changed in the
adjoining five years, except for the
rather important inclusion of
online compatibility.

Those who have experienced
the spineless marauders first hand
will be at home with the process.
Each player commands four worms
dotted around the landscape, the
task being to rid the screen of all
enemies using a selection of

weaponry both conventional and
insane. Shotguns, mortars and
guided missiles all have their part
to play, but are also joined by
exploding sheep, a beam-me-up-
style transporter and concrete
donkeys. Such freaky artillery is
part ‘n’ parcel of the comedy
element that makes Worms such
fun to play. And now you no longer
have to wait for three mates to
come round in order to play it.

The online functions are yet to
be finalised, but blasting at enemy
worms knowing that you are also
destroying real-life Internet foes
makes the whole experience far
more involving. Especially given the
instant messaging function that
allows you to insult your mates
while decimating them. Four
players or teams will be able to
compete online and thankfully,
Team 17 states that there will be

IN A NUTSHELL

ey > The
invertebrate

. garden-dwellers

. o back to the
earthy battlefield
in their latest
wriggly outing.

Still firmly

rooted in 2D, there
is yet more
craziness and
more exploding
sheep. Oh and it's
all online too! &

Hasbro

Team 17

UK

One to four
date: December

“Destroying real-Iife Intermet
foes makes the whole
experience far more involving”




YOU'VE GOT M@IL!

> Not content with sending your opponent’s worms into the briny deep,
i’s also possible to directly chat to any other player in your online game
by using a message box and either the soft (ie, onscreen) or hard
keyboard. This works beautifully in practice, with insults appearing
virtually instantly. Get ready to turn Cyberspace a dark shade of blue B

#Classic Refresh | Players in channel

List of games Marviy

Mary

[ test

Messages

<Marvi7> hi there
<Marv> How are you?

<Marvi7> fine thanks

<Marv> Would you like to play a game of global thermo-nuclear war?
<Marviy> yeah sure

<Marv> Great... Uil get the nukes

ENTER YOUR MESSAGES IN HERE

The Air Strike is a particularly potent weapon, decimating all in its range

virtually no lag, given the game’s
2D, turn-based nature. The
designers are also aiming to tailor
the online functions to suit players’
needs. If, for instance, consumer
feedback indicates that certain
types of weapons or landscapes are
more popular than others, it will be
possible for Team 17 to tweak the
online play in order to match the
consumers requests.

Improvements to the single
player are also present with 45 new
player missions, 19 expanded
training levels, 15 new time attack
scenarios plus a Wormopedia,
which contains reference

information on all the weaponry
and tips on how best to use them.
Whether on or offline, there
seems to be plenty of scope for a
wide variety of tactics: as basic as
the game may seem, each player
usually gravitates to certain
weapons and certain attack
strategies, based on their relative
aggression. Those players who
want to plunge headlong into a kill
frenzy will no doubt deploy the
biggest guns first, with varying
degrees of success. Others may
well decide to be far more
calculated and stealthy, instead
using the rather more orthodox

2 P
<4 r

Ty Tﬁ Gods}

cute as everand the sense
of humour still runs deep”

[TheGluteus) ¢
! 6570 ‘

ROYALTY MRS 53
Holding down the fire button for longer will deliver a long range attack

parts of their armoury, such as the
uzi or shotgun.
In the grand scheme of things,
Worms World Party is still Worms, ’
. ] xR
albeit now a true online [Buttcus)et 14
multiplayer experience. The basic W& ¢
elements are the same, the @
graphics remain as cute and stylish {
as ever and the sense of dry
humour still runs deep. Fans of the
series, and there are many, will
welcome the Internet compatibility
and we suspect that other
Dreamcast owners may well be 55
seduced to buy, given the dearth of e LT

online games. Just don't expect | © No artillery? Just lay the boot in instead. Yaaahhhh!

Quake I/l &

December 2000 DC-UK &5 1)
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Solid Snake in poultry form as Ginger creeps away from a vicious guard dog

IN A NUTSHELL

> Madcap
action/adventure
punctuated with
extremely silly
mini-games. Oh,
and pouliry.

Admittedly, it
won't be the most
epic game you'll
play this year, but
it looks like being
a lot of finger
lickin* fun for all
the family &

Origin: Leamington Spa
Players: One
Release date: Late 2000

£~.0] DCUK December 2000

Aardman’s clucking great chicken escape
movie makes a stealthy appearance on DC

hicken Run isn’t the most

obvious movie for

videogame adaptation.

There are no guns in it
and it’s full of... well... chickens. But
the kids love games based on
movies so here it is, plucked and
ready for our consumption.

So then, what genre will this
poultry-powered game fall into?
Platformer, perhaps? Comedy kart
racer? Rhythm action game? No
stupid - it's Metal Gear Solid. With
chickens. Seriously, that’s what it
like. Imagine our man Solid Snake
replaced with those toothy
Plasticine chickens from the film,
and the setting transferred from a
high-tech terrorist lair to a 50s

Trampoline those crazy chickens to safety!

lele)
%

Invento

farm and you're on the right track.
The idea sounds ludicrous we
know, but when you see your little
cock running around the scary
moonlit farmyard it all starts to
make a strange kind of sense. As
our feathery heroes are so tiny all
the bad guys (including the
perturbed farmer Mr Tweedy and
his army of dogs) seem huge and
sinister huge in comparison. A line-
of-sight alarm system similar to
MSG's is used to keep you on your
toes, and being a small bird you've
got something of a limited arsenal.
In fact there’s only one weapon at
your disposal: the humble sprout.
Christ knows why, but this foul
vegetable has uncanny dog-

The scale of the game reflects the chicken’s small size

distracting capabilities,and in the
absence of sniper rifles or rocket
launchers it’ll have to do. If you're
being chased by one of Tweedy's
terrifyingly gigantic death-hounds
simply throw a sprout vaguely in
its direction and with a little luck
your pursuer will become so
intrigued by the flying vegetable it
will run after it instead.

Obviously, with such feeble
defensive capabilities it's best to
stay well hidden and complete
your various objectives as stealthily
as possible. These sneaky-roundy
bits are interspersed with sub-
games that involve the chickens'ill-
fated escape attempts. There are
loads of these quirky little




> The claymation masters behind ‘Chicken
Run’ the movie are the legendary Aardman
Animations, a small, Bristol-based
company that is taking on the film biz big
boys armed with nothing more threatening
than a few lumps of plasticine. Aardman
was founded in 1972 by David Sproxton
and Peter Lord and came to nationwide
prominence thanks to Lord’s character,
Morph. Appearing in Tony Hart’s BBC1 art
show for kids, ‘Take Hart’, Morph soon
became the star of the show thanks to his
mischievous, hendy activities and his
popularity was rewarded with his own
show ‘The Amazing Adventures of Morph’.
After conquering Britain, worldwide
acclaim was heaped on Aardman thanks to
the work of genius animator, Nick Park. His
‘Creature Comforts’ movie — in which clay
animals lip-synched to dialogue from
members of the public — won an Academy
Award for Best Short Film. He followed that
success by winning two more Oscars for
‘The Wrong Trousers and ‘A Close Shave’,
starring Aardman’s most famous characters,
the cheese loving Wallace and Gromit.
‘Chicken Run’, Aardman’s claymation
take on POW masterpiece ‘The Great Escape’,

[ ‘The Great Escape’ — but starring talking chickens!

is their first feature-length movie and their
first step on the path to conquering
Hollywood. The good news is, the next
offering from these Brit pioneers may well
be a new Wallace and Gromit film. Hurrah! m

“There’s only one
weapon at your disposa
the humble sprout™

diversions, and each one sees you
attempting to master a different
discipline. For example, at one
point you've got to make some
artificial wings so your buddies can
soar to safety. This is achieved by
Track & Field-style button-bashing,
but things are complicated by the
presence of three production lines.
Which means you must switch
between tasks to keep them all
going before you run out of time.

It's simpler than it sounds, and

a section where you launch rocket-
powered roosters through open
windows, and a bit which involves
trampolining your beaky mates
over the farm’s fence. Hopefully
Chicken Run will make a nice
change of pace from all the super-
serious Dreamcast games around
at the moment, and if it’s half as
good as the film we'll be chuffed m

other no-brainer challenges include

One of the great mini-games where you must catapult escapees out of the farm

The game features some of the movie’s dialogue to help in the adventure

December 2000 DC-UK (874 |



Wet and slimey frogs are not fans of electricity - stay away at all costs

FROGGER 2

; (;h r;o, he’s about to start singing the Frog Chorus! Why did w m m road? To smw his
girffriend he had guts! Groan...

rogger: what a hero. of deadly obstacles and bad guys
Willing to risk life and that vary depending on the setting. £
limb to rescue his To be brutally honest each
amphibian amour, he’s a level seems pretty damn similar at
certainly a better old skool arcade  the moment, but then that never
role-model than that pill-popping  really affected the addictive
Pac Man or the suspiciously cherry-  qualities of the original.
obsessed Mr Do. Sadly the first 3D Plus, unlike the ageing
version of Frogger from a couple of  coin-op classic (which,
years ago was a bit poor (as most  incidentally, Sega actually
modernisations of ye olde arcade published on the Atari
games have been), so we weren’t VCS, trivia fans) there
expecting much from the sequel. It  does seem to be some
seems, though, that our rampant long term appeal.
cynicism was misplaced. Foronce.  Hidden secrets have
Frogger 2 appears to combine been littered around
- Konaml’s lovely, 21st century visuals, with each level for you to
unlikely early- pure early 80s gameplay - it’s discover on repeated
80’ coin-op hit simple, speedy, and largely plays, and various
\ gets its second mindless. A bit like us, then. multiplayer modes allow you
‘next generation’ Your task on each level is to to compete against up to three
ottinoEs rescue a number of baby frogs who  mates. We're not sure what kind of
e have been kidnapped and slimy carnage will result from a
original game ) i
Publisher: Hasbro  {hough, this one abandoned by the evil croc, four-way frog off, but we're
Intoractive -\ < aplotand Swampy (not to be confused with  intrigued to say the least.
Developer:  Blitz Games % At
Origin: Leamington Spa,  MOTE than two that soap-dodging road protester Even more exciting for the
Players  Onetofour  things to do. And who achieved a brief period of older player is the section which
Relcase date:  Autumn  thereSafourplayer  fame a few years back). Inorderto  features original arcade levels
2000 Frog Match m save them you must avoid all kinds  updated with the sexy new
visuals. Relive the excitement of
crossing the road and then

“Each level seems pretty <.,

' 5 Frogger 2 is practically finished and
Slm“ar but 'tha't never a complete copy should be with us
9 any day now. Look out for a review

in the next issue of this very

affected the original” iy,

874 DCUK December 2000




CLEAR YOUR MIND, FOCUS YOUR THOUGHTS...

AND REACH FOR YOUR LIGHTSABER.

[ﬂlpowmm@

Jjedipowerbattles.lucasarts.com
starwars.com
starwarskids.com




You're given far more control over the goalies than in most foothall games

IN A NUTSHELL

DETAILS

Publisher: Virgin/

Interplay
Developer:  In-house
Origin: UK
Players: One to two
Release date: November

> Get in there!
SWWS 2K1 has
a welcome new
challenger for
the Dreamcast
football title.
FEuropean
Super Leagueis a
realistic simulation
of the beautiful
game featuring 16
of the continent's
best sides in big
match action &

Referee leniency can be altered if you fancy a vicious game of ‘Deathball’ without fear of cards

EUROPEAN
SUPER LEAGUE

. Imagine a future where Europe’s elite teams
played in the same league. The future’s here...

here can never be enough
football games as far as
we're concerned. Of
course, if this was a
PlayStation magazine having to
put up with an endless supply of
EA footie titles released every
week, we might not be quite so
enthusiastic. But with the DC
football crop suffering from
something of a drought, our thirst
for the beautiful game is akin to a

TRIRX o
B MUNICH

dehydrated ladybird waiting in
desperation for a drop of moisture
to fall from a nearby leaf.
Therefore, we're absolutely over the
moon that quality opposition for
SWWS 2K1is currently limbering up
on the touchline, in the shape of
European Super League.

Featuring sixteen fully-licensed
teams that are likely to figure in
any future Super League — Man
Utd, AC Milan, Bayern Munich,

RS RNy

Barcelona, Ajax, Benfica, etc — £SL
allows us to take part in the
European elite championship that
might well come to pass if the
money men have their way.
Although we wouldn't like to see it
in real-life (losing local derbies and
away trips to Bradford would be
too much to bear), this Super
League malarkey certainly makes
for some exciting ‘big match’
videogame action.

While it would be way too
early (and optimistic) to compare
Super League to the football daddy,
1SS Evolution, it definitely adopts
more of an ISS approach than any
other DC football game. This

- o, oy

< /{51 BENFICA.
AC RMILAN

Free kick direction depends on where you stop the cursor in the circle (top right)

Stadium of Light (not Sunderiand)

¥




European Super League features just 16 teams and while this will be a disappointment to gamers whose club
hasn’t made the cut, this small number has enabled Virgin/Interplay to fully license the selection. This means that
all the sides inciuded have their correct squads with the correct player names and all the strips. Stadiums and
player likenesses are absolutely spot-on, providing the kind of anal realism football anoraks like us demand =

Kit Design - Man:chesteyr United (Home)

Replay those cheeky lobs endlessly, just to rub it in. You know you want to

means that fast-paced, kick and
rush footie has been booted out of
the window in favour of a more
measured, simulated style. To
compliment the game’s
continental title you'll also have to
play a continental game of footie
for a successful European Super
League campaign.

Smacking the ball up the field
and hoping someone’ll latch on to
it won't get you very far here, as
dear old Cloughie once said: “If God
had meant us to play football in
the air, he would have put grass up
there. Young man.” So listen to
Brian, keep the ball on the deck,
pass it around patiently and wait

for a gap to appear before playing
the killer pass - that's the way to
play this baby. To add to this
simulated feel, a number of skill
moves are available (flicks,
dummies and the like) for one-on-
one situations and the killer power
bar/aftertouch combo provides
pinpoint controls for passing and
shooting. Additionally, a circle
under the player you're controlling
forms into an arrow that points to
ateam-mate in support, and it also
changes colour to let you know
how likely it is that the pass will
come off. Most helpful!

While football purists will
revel in the chance to knock the

“You'll have to
play a continental
game of footie”

That’s a foul throw. Bring the ball behind your head, fool

LR

GoAL

““Hey, | dig the stance, man!”

8L BENFICA
AC MILAN

Gooaal! It’s in the onion bag! Pick that out you monkey!

o K

iy
 © Full control of goal celebrations is available, enabling you to large it big time in front of your opponent &5

ball around patiently and play a
tactical game, those who enjoy
unrealistic, end-to-end action are
also catered for with an Arcade
option where the footie is stripped
down to its basics, making twelve
goal thrillers much more likely. But
it'll definitely be the Simulation
mode for us when the game kicks
off in late November. We want to
play the beautiful game in the
manner it's meant to be played,
let’s hope the boy European Super
League will be good enough for us
todojust that®m

LIVERPOOL
VERKUSEN

As usual, headers/volleys are assigned to the same buttons
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The unfortunate effects of high speed racing when struck down with a heavy cold

If i’s high-octane racing thrills you’re after
then youw've come to the right place

ur beloved white box
may have top class
driving sims pouring in
from every direction, but
it’s not exactly over endowed in
the futuristic racing department.
However, hoping to rectify this
unfathomable oversight is
UbiSoft’s POD Il.
Taking several leaves out of
several books, POD /I looks and
plays like a blend of San Francisco

B

7231 DCUK December 2000

Minimal power-ups might make for unexciting racing

Rush 2049, MagForce Racing and
WipEout, but unlike the latter title,
the high speed racing on offer here
has it’s wheels placed firmly on
terra firma. The competition takes
place over ten courses, each with
it's own individual terrain. Active
volcanos, abandoned mines,
futuristic cities and fantastic alien
planets are just some of the tracks
that we've seen so far. Courses
feature all the usual short-cuts and
obstructions that we've come to
expect, but in addition to these
familiar elements the raceways of
POD If are also home to their own
unique denizens. Robotic dinosaurs,
huge insects and strange alien
creatures litter the tracks; some
destined to become road kill,
others not quite so passive.

The game features eight
different futuristic vehicles with
which to test your metal. Each car
apparently has it's own strengths,
weaknesses and individual

IN A NUTSHELL

! ? > Hi-octane
¥ ¢ racingina
futuristic stylee.
Pant-wetting
speeds are
somewhat let
down by a lack of
power-ups,
however the title
could be plucked
from obscurity by
the promise an
online multiplayer
mode #

UbiSoft
In-house
France
Players: One to six
Release date: November

Publisher:
Developer:

specifications, although when we
got our hands on the preview
version they all appeared to handle
in a similar manner.

Power-up wise the title is
minimal with only three very
rudimentary types: speed boost,
shockwave and an oil slick-type
thing. By way of contrast to this
power-up disappointment, the

“Pod Il's coup de
grace must be its
multiplayer mode™




| 'CLOCK
ALIENS AT THREE O !
In addition to avoiding the barrage of attacks from fellow racers, POD /l also has plenty of
extra-terrestrial life lounging around its tracks to contend with. Some aliens merely pootle

about waiting for you to smash into them, while other more destructive types attack racers
directly. Either way, it’s not nice or clever, but it is very messy. Friendly natives indeed...

races themselves are impressively ~ attempt to shave microseconds off
fast; whipping along at a cracking ~ their personal best. Thriller race is

frame-rate that gives the weapon and power-up free —

proceedings a real sense of consequently some may say, thrill

breakneck speed. free —forcing racers to concentrate
In addition to the regular on a purely speed-driven contest.

Arcade Mode, racers can partakein  POD I/'s coup de grace however,
several other types of event. Ghost  must surely be its promising
Mode (as you may expect) pits multiplayer mode. Up to six players
racers against themselves as they ~ will be able to compete in online
competitions, including
Tournament, Team and
Deathmatch play.

As it stands at the moment
POD Il'is shaping up to be a fairly
decent futuristic racer, but if the
title’s extensive online facilities are
up to scratch the game could yet
be propelled to a higher level of
adrenaline-pumping fun ®

DINOSAUR

The movie supposedly stinks.
Will the game fare any better?

o one is surprised by the
latest film/videogame

crossover that’s J
e > Despite its
! thundering .towards us appearance this
like a Brontosaurus with a sore is a definitely a
bottom - it's the DC incarnation of puzzle based
Disney’s ‘Dinosaur’. In the game of title.
this animated epic, players control Players

control a frio of
characters each

two characters from the film:
Aladar the dinosaur of the titie and

S o Publisher: UbiSoft  with their own
Z».nl the I.ernur, additionally there’s Dowioper:  SandboX  gyrenaine ang
Flia the flying Pteranodon —an all Origin: U veaknesses,
new chum brought to life by the o Oneving to save

o Release date: November ; :
developer Sandbox. Following the their species from
movie's plot, this unlikely trio’s extinction =
goal is to save their entire species
from extinction, by escaping together as the play dictates.

the meteor bombardment
that is raining down on
Earth and discovering a safe
dinosaur haven.

Each character has its
own strengths and
weaknesses: Aladar is
pretty tough, sois
particularly useful
during a ruck; Zini is
nimble and excels
at chucking
stones; while the
airborne Flia is ideal
for scouting ahead, her bat-
like wings keeping her out of
harms way. During the game turning out to be far
you must utilise each less pungent than the
character’s skills individually for dino turd that the film has
certain tasks, or combine all three apparently produced &

Most of the game’s levels are
puzzle based, playing much
in the same manner as
the aged classic Lost
Vikings; players having
to use our prehistoric
protagonists in the
right combination in
order to complete the
tasks at hand.The
version of Dinosaur
we've played is still far
from complete, but
this work in progress
hints at promising
things — hopefully

/

Fancy a threesome? Use each dino separately or play as a single unit
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Geese Howard, the boss from Fahl Fury dispenses a spectacular power wave

IN A NUTSHELL

‘Zﬁﬁ”%”“f&@ > After years of
living separate
lives, SNK and
Capcom finally
B meet to test
their skills in
the ring.

The two
greatest names in
beat "em ups will
slog it out to
decide who's got
what it takes to be
named champion
of the world &

DETAILS

Virgin
Capcom
r Japan
Piayers: One to two
Reiease date: December

loper:

apcom Vs SNK has been a

long time coming. The

tireless lords of the beat

’em up have finally
reached the definitive versus
game, with every other title
reduced to a warm up for the
greatest test of 2D fighting
prowess ever. This meeting of beat
’em minds was always inevitable
and now we can finally find out
once and for all: exactly who is the
hardest — Capcom or SNK?

It's a scenario that hardcore
fans have been dreaming of since
beat 'em up history began. And of
course those fans come in two
distinct groups. In the blue corner,
stand those gamers clued up and
rich enough to have owned the
Neo Geo cartridge system —they’ll
have been training with SNK’s Fatal
Fury (see Glossary page 086) along
with The Art of Fighting, Samurai
Showdown and most recently, The
King of Fighters series. Over in the
red corner lurk the Capcom kids,
practising their fireballs to the tune
of Street Fighter 2, the Street Fighter
Zero series and finally Street Fighter
3.Between them, Capcom and SNK
had the 2D beat 'em up genre
sewn up and no matter how much

“Fire up your DG
and it's the visuals
you'll notice first™

8 ”’3! DC-UK December 2000

There’s no denying the quality of the backdrops and Capcom always gets some self-references in

CAPCOM \'S SNK__

The two warriors meet. it’'s what hardcore fighting fans have
been waiting for: Prepare to discover the true King of Fighters

S e
(R1 1] BHALSIH ‘::. BRLRO6 JR13) |
i R TR 4

g Classic! Yoga Flame returns in all its firey glory, courtesy of hendy Indian chap, Dhalsim

each of these two camps crossed
over, at heart, you were either a
Capcom or SNK loyalist.

Indeed, when SNK closed its
American and European doors, a
supposed eighty programmers
jumped ship and were swallowed
up by Capcom, who promptly
formed a new department
dedicated soley to 2D games. And
now that we've played the
Japanese version of the game, it's
obvious that both companies have
had equal input on this title, from
the gameplay to the graphics.

Fire up your Dreamcast and it's
the visuals you'll notice first. SNK
always had a slight edge in
graphical abilities and it shows. The

crashed truck backdrop is alive
with a mesmerising fire and
changing light patterns drawn into
the animation routine. Or check
the Buddha stage, which sees a
fierce sun streaming down from
behind a temple spire, realtime
lens flare moving with the
positions of the fighters.

Having negotiated the Marvel
Vs Capcom 2-style front end, 28
characters present themselves, a
mixture of key figures from both
fighting worlds: Ryu, Vega and
Dhalsim for example representing
Capcom; Mai, Rugal and Terry
Bogard emerging for SNK. There
are a few glaring omissions —
Terry's brother Andy and their




\ IN THE GROOVE

In order to keep each set of fans happy, the
developers have included a Groove system which
alters the charge bars, such that the Capcom Groove
allows it to fill three times, a 1a Street Fighter 3, while
the SNK Groove only fills the bar once, The King of
Fighters method. Additionally, each Groove has the
relevant mayors at the end of the Arcade Mode;
Geese Howard for the SNK crew; M Bison for the
Capcom bunch. All you need to do is decide your
allegiance — SNK or capcom -

Bosses like Sagat are slow, but bmla!ly strong

mutual friend, Joe Higashi are
suspiciously absent, but with
the return of the Secret Points
system, hopefully more
recognisable characters are waiting
to be earned.

The usual modes are all
present, Arcade, Vs and Training,
except that Capcom has
introduced a variable Ratio that
apportions between one and three
blocks to each character, depending
on their combat abilities. With a
total of four blocks to spend, it's
possible to pick anything from four
girls, to one big boss who takes up
three blocks along with another

lesser character. This inclusion is
certainly a good idea, as it
handicaps more seasoned players,
but ultimately won't stop a
Capcom/SNK newbie from
receiving a sound thrashing at
the hands of a 2D master. Once
again, Repetitive Strain Injury

E
ally, we see the return of Zangief. Welcome home

beckons if you want to unearth the
finer aspects of the game’s Specials
and Supers.

Gamers unfamiliar with the
long histories and idiosyncrasies
that the two companies have
shared may find Capcom Vs SNK

holds little attraction, but hardcore
beat 'em up fans seeking the
outcome to such a tantalising
proposition will positively revel in
this true Clash Of The Titans. And
for once, you can expect violence to
solve everything &
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It could get very messy if he doesn’t make this jump. Mashed skater, anyone? There are many new tricks and three new characters to try out. And that (above) is going to hurt

ONY HAWK’S
SKATEBOARDING 2

The dude with the four-wheeled plank of
The new ‘manual’ move lets you pull cool wheelies glOl‘y is back! HOp Onboard

or a while back there, Tony  customisation mode. This allows
Hawks’ Skateboarding you to create your own skate parks
5520 (H8E-L7 s transformed us all from out of over 200 different bits and

.

iggo i , 1080 1
Z

SRE

5 5 3 : 5 > More skating
the pale, self-conscious pieces, including ramps, pipes and : fun from the.
Brits that we are, into a race of rails. Even better, you can then trick developer of the
baggy trousered skatebrats, all over your radical new course ¢ original Tony
terrorising our TVs with tricks so with moves and skaters you've Hawk’s game.
bitchin’ they almost made us want  edited yourself; or designed from Hew moves,
i 1l atch.We have it on good pennee
to listen to Green Day. Well, soon scratch. ) & new characters
the skate virus will be rushing authority that there’s even a . Activision  and a great new
85 FEEBLE through our systems once again. selection of mullets and . Neversoft customisation

ROCKET AIR +!B5 NOSEGRIND Tony Hawk’s 2is on it’s way. moustaches with which you can i USA  option make this
\EAN X3 The most significant editionto  curse your character. Neversoft is promising sequel
“Pye done a rocket air” “Yes, | can smell it from here” this fine game is the great new obviously hoping to attract the all ;nul::;: r:::nteh;n &
important ‘fans of 70's porn’ market. cash-in B
More predictably, Tony Hawk'’s
Skateboarding 2 employs all of the
game mechanics and technology
that made the original Dreamcast §
title such a half-pipe hummin’
classic —except, of course, it's all
been vamped up so that the
original now looks a bit scabby by
comparison. Every 2D and 3D
object in the game is being re-
drawn and touched-up, while the
skaters themselves are now made
up of 2,500 polygons each —
1,000 more than the originals.
The development team is
even planning to add
little extras like
T-shirt cloth
that

180 NO COMPLY +FS SMITH

1443 X2

The ‘No Comply’ move is a fave with teen skaters who challenge the system with their baggy shorts !
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TONY HAWK

We take five with the man himselfl
DC-UK: Given the success of the original
Tony Hawk’s Skateboarding, have you
considered quitting your current job and
becoming a full time game designer?
TH: No! Not even close. I've always been
into games, though. | played 720° all the
time when it came out, and | bought a
Commodore 64 just so | could play Skate or
Die. So, yeah, games are cool.

The new hand-drawn (rather than motion captured) animation works a treat

After completing the ‘Shove it?’, the skater performed a lovely *!1@& you?’

The art of ‘camp skating’ is becoming more popular

ripples in the wind and faces that
grimace with pain when a move
goes hideously wrong.

Funnily enough, it was
superficial details like these that
had us glued to the screen.

Consider Tony himself, who now
looks like the real Tony Hawk
instead of some pasty bloke
who'd been overdoin’it in
Ibiza. We even noticed
that the skaters now
have realistic sneakers,
sorry, trainers —complete
with well-known logos.
(But at that point we
realised we should be getting
out more and stopped).

DC-UK: So how does it feel to be involved
in the making of one of the best DG games?
TH: | didn’t really make the game. | made
suggestions as far as how to make the
game true to skating, but it was Neversoft

who made it fun to play. We provided all the

references, tips and the skating motion
capture, but Neversoft just took it and ran.
They dived into skate culture; it wasn't like
they were just trying to interpret it. Those
guys know what a hardflip-to-nosegrind is.

DC-UK: How can they possibly improve
on the first game?

TH: | know what you mean. But the first
game was just sort of @ foundation for this

one. There’s much more to do and so many

more tricks; people are gonna be blown

away by it. And the ‘manual’ thing opens up

a whole new door for crazy combinations.

DC-UK: What's your favourite part of the

sequel?
TH: I'd have to say it's the abundance of

tricks. The skatepark editor is great, but 'm

not looking forward to building my own

As you'd expect, there’s a host
of fresh tricks in there too. Along
with various new slides, grabs and
flips, you can now perform
manuals - the skateboarding
equivalent of the humble wheelie -
an addition that allows you to pull
off tricks even when there are no
ramps or rails nearby. It is, in short,
going to be a veritable non-stop
trick fest. Fans of the original
twoplayer modes will also be
pleased to note that an eightplayer
tournament mode is being
introduced, so you can take it in

turns to try and sneakily out-trick
each other.

So then, with new, far more
interactive courses (complete with
tons of short cuts and secret areas),
better moves, and nicer visuals, as
well as three new skaters and too
many other additions to mention
here, it’s not unrealistic to say we're
getting quite excited about Tony
Hawk’s 2. Until its UK release in
December you'll find us practising
outside M alds in Bath town

“Hi folks... oh here comes the ground!”

skateparks as much as skating the parks
that others build — that's what | wanna see.

DC-UK: How many tricks can you do in
real life?
TH: I've no idea. I've invented 80 or 90...

DC-UK: So, where did your skating skills
come from? Was it nature or nurture?
TH: Nurture, definitely. My brother just gave
me his old board, and | worked super hard
at it. When | first started skating, | don’t
think anybody would have said, “Wow he’s
got natural ability!” It It wasn’t until | was 13
that people took notice — mainly because |
was doing all these different tricks.

DC-UK: Is it frustrating doing things in
the game that you can’t do in real life?
TH: No, it's fun. That's the ultimate skater
fantasy — to be able to do all those insane
combinations with no limitations. That's
what makes it so fun for skaters: you can
surpass reality, hitting huge gaps, and never
having to worry about breaking your knees &

JMANUAL
=0

The manual is an invaluable move in flat areas

crossbar stome +

BS NOSEGRIND + FS SHOVE IT

BARS

centre. Until the police move us on

“’m not gonna hit that post, Pm gonna fiy like a bird!”
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Essential info from the wild world of Dreamcast

M Fly Lara! Fly like a big bird with guns and shorts! M The new baddies boast improved Al

Lara Returns!

The videogame icon is resurrected again. Every
teenage boy in the land breaths a sigh of relief

es, she’s back. Being
buried alive under tons of
rubble in a subterranean
tomb was never going to
be enough to kill off Ms Croft.
Why? Because she’s strong, she’s
intelligent, she’s resourceful. Oh
and she’s worth many millions of
pounds to Eidos, but we’re sure
that had nothing to do with it.

The first thing developer Core
Design wants to point out about
this latest title in the long-running
saga is that it’s not really a sequel.
Tomb Raider Chronicles is made up
of four separate adventures, each
taking part in a different era of
Lara’s life, and each featuring a
slightly different style of gameplay.

The Irish Levels star the 16 year
old Lara who carries no weapons
and therefore must solve gameplay
puzzles with a mixture of cunning
and guile (not qualities usually
associated with 16 year old girls).
The German U Boat Levels are
apparently modelled around

| m Eek, a mouse. At last |
S

s i s /

M Lara dons a ‘Matrix’-style cat-suit ‘

Clearly core has been
influenced by a certain Metal Gear
Solid while brainstorming for
Chronicles. Enemies now react to
sound, so Lara must creep about
quietly — she can also use a stealth

December 2000

Tokyo Game Show [

‘X-Files’, with a greater emphasis on
action. The Rome Levels are classic
Tomb Raider-style adventuring. And
finally, the New York Levels provide
an ‘Entrapment’-style scenario
where Lara must by-pass a
skyscraper’s hi-tech security system
using stealth and strategy.

attack manoeuvre (we made that
term up) to grab enemies from
behind and chloroform them.
Continuing the Entrapment/Matrix
theme one of Lara’s new outfits is a
skin tight catsuit complete with
shades and headset. Stop panting,
she doesn’t really exist.



KAO THE KANGAROO

Kao the Kangaroo came bouncing in to the office this
month, arriving slightly too late for us to fathom much
about him. Looking similar to Crash Bandicoot for

PlayStation, the big-eared hero’s adventures resemble a
corridor platformer, each level populated by weird, cartoony
enemies and Indy Jones-style pits ‘n’ boulders. Check back
next issue for more on the boxing Aussie.

ch stealth levels seem to be imaginati

“& So what else
is new? Well the
3D engine has been
fluffed up a bit, and there are
new moves including tightrope
walking and swinging from
bars (does Lara join the circus
at some point in the game?).
Lara will also be able to search
cupboards and chests (stop it)
for hidden items, and she’ll have
access to a range of brand new
weapons. Core is also promising a
more cinematic style to the game,
with more FMV cut scenes —
possibly to bring it in line with the
film, due out next summer.
The team has also mentioned

Another potentially tricky si

that this will be the last game in
the Tomb Raider series. The next
title —currently in development for
PC and PS2 (although Eidos is not
ruling out a DC conversion) —has
been labelled Lara Croft: The Next
Generation,and is set to feature an
entirely new style of gameplay, and
a grittier more adult feel. From
clues currently filtering out of the
development studio, we reckon
Lara is set to lose all her money and
her big mansion, and may have to
eke out a living as some kind of
freelance adventurer, body guard or
hi-tech thief. Unless we have
misunderstood the phrase ‘mature
gameplay for an adult audience’ s

COMING
NOVEMBER/DECEMBER

4x4 Evolution

Army Men: Sarge’s Heroes
Capcom Vs SNK

Chicken Run

Dave Mirra Freestyle BMX
Dino Crisis

Dinosaur

Donald Duck: Quack Attack
Ducati World

ECW Anarchy Rulz
European Super League

F1 Racing Championship
Frogger 2

The Grinch

Heroes of Might and Magic Ill

Kao the Kangaroo

Kiss Psycho Circus

Le Mans 24 Hours

Matt Hoffman Pro BMX
MoHo

Mr Driller

MTV Sports: Skateboarding
The Next Tetris

POD Il
Quake IlI: Arena
Ready 2 Rumble Round 2

Record of Lodoss War
Samba De Amigo

SWWS 2K1

Shenmue

Sno-Cross Championship
Speed Devils Online

HOW FIRED UP

SHOULD YOU BE?

566
5060
508
1)
HHb
bbdd
(]
5660
(1
566
660
5660
506060
bbb
506
b6

Star Wars Episode 1: Jedi Power Battles m ()

Starlancer
Stunt GP

Stupid Invaders
Super Runabout

Tokyo Highway Challenge 2

Tomb Raider Chronicles

Tony Hawk's Skateboarding 2

Vanishing Point
Worms World Party

5660
bbb

600
6660

December 2000 DC-UK M



BDC-EXPRESS

Sega manages

Smilebit, Sega’s genius
in-house team who gave Jet
Set Radio to a grateful world, is

currently working on Soccer
Special, a football management
title due to be released by the
end of the year in Japan.

The game will boast some
cool online features, such as
network leagues and, best of all,
a transfer market for swapping
and buying players with other
sheepskin-coated managers
across the globe. Without a
single example of the genre,
Dreamcast is crying out for a
footie management sim, so
fingers-crossed this one will be
an absolute belter. Hopefully it'll
eventually make it over to the
home of football too B

Daytona USA

More news has come to light

on the Dreamcast incarnation
of Sega’s fantastic Daytona
racing series. We’ve heard that
the game will be'an enhanced
version of the original coin-op
Daytona USA, rather than an
entirely new game. It contains all
of the much-loved tracks from
the arcade version as well as the
Saturn port update. Unfortunately
rumours that the game will also
include circuits from Daytona 2
appear to be unfounded,
according to our Jap source.

The good news though, is
that the game’s online
capabilities will support
eightplayer races on the Internet
and, for multiplayer action
without the phone bills, a
twoplayer split-screen mode is
also in the works. Other news is
that, although the franchise is the
brainchild of Yu Suzuki, the great
man isn’t involved in this DC
version. However, there’s no need
for concern because the game is
under the stewardship of
Toshihiro Nagoshi who worked

shouldn’t be any danger of the:
Dreamcast Daytona USA crashing
in an embarrassing heap B
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Bpread:

M Improved textures and animation feature in the DC version

Epread: -1
M “No!!!! You’ve shot my best gold vase out of my hands!”

You make me Feeg
mighty Unreal

Epic’s classic first person shooter gets
Dreamcastexoluswe extras

e’ve received a few new scraps of

information about the forthcoming

Dreamcast incarnation of Epic’s Unreal

Tournament - and it’s all good news!
Aside from the obligatory online play, Secret Level
(which is converting the game) will be including extra
maps from the freeware downloads that exist on the
Internet for the PC version. These promise to be
Dreamcast-exclusive, so there’s no chance of PS2
heathens getting their mucky paws on them. With
this extra stuff, Unreal Tournament is apparently
coming along quite nicely, the programmers making
use of Dreamcast’s enhanced calculation features, as
well as its powerful compression routines for both
textures and animation. Aside from being unable to
replicate the PC’s 1024 X 768 resolution, the
Dreamcast version of Unreal Tournament should be
every bit as good as its PC counterpart.

For those of you yet to catch up with the whole
Unreal Tourney phenomenon, the story goes like this:
shortly before Quake I/l debuted last year, Epic games
managed to slip its low-key sequel onto the shelves a
few week earlier and with better level design and
more game modes, it stole iD’s thunder right from
under it. As any PC FPS fan will tell you, Quake Iil is
certainly no slouch, but Unreal Tournament has the
edge with an overall superior quality, if only marginally
s0. More imaginative weapons, more levels and more
strategic gameplay all contribute to one of the

greatest gibb-fests ever.

The upshot of this battle to
become the iiber-fragger is that
Dreamcast owners will be able to
play both these games in the very near
future. Which will be better? Impossible to tell, at
this juncture, but one thing's for sure: we're going to
have a hell of a time finding out! Our
recommendation? Buy them both! m

M Bloody encounters like this are commonplace




for cool game ads
Recently seen in the new issue of Next Gen (one
of our sister mags from over the water) was a
quality (if rather unsubtle) advert for Quake
1lI: Arena on good old Dreamcast.

Featuring the blown-up image of a

human egg under fire from numerous
spermotozoa, the headline reads, f
‘Come one, come all’. Okay, it’s a /
rather inane attempt at double 7
entendre, but it nevertheless gets i

to the nub of the matter, namely £
Quake’s online rebirth for the blue swirl.

We’d love to see Sega Europe applying some of
this shameless promotion over here, to equip potential
punters with a sound knowledge of all that’s great with
DC. Then more people may actually buy one Il

M Hardcore comes with a digital gallery disc. Phoar!

M All your favourite girls are present and incorrect

DOA2 In Hardcore Shockert

s DOA2, but not as we know it. Tecmo’s
fighting classic gets a Japanese makeover

hoal Dead or Alive 2 has shot straight to
the top of the Japanese multi-format
charts, a fact which we’re not surprised
by in the slightest considering it features
young ladies flashing their knickers (the Japanese love
that kind of thing, but then, so do we all). The busty
brawler has been released in the land of the Rising
Sun in what has been dubbed the ‘definitive version’
of the game entitled Dead or Alive 2: Hardcore. Like its
PS2 counterpart, the Oriental port of Tecmo’s stunning
beat "em up contains new characters (like Bayman
from the original game) new costumes (more school
uniforms, anyone?) and new levels, like the sprawling

Dragon Hills. Other new inclusions are a revamped CG
intro, with extra nipple-protrusion and an unlockable
image gallery containing shots of everyone’s favourite
combatants - the girls, obviously.

All of these hidden features were destined for the
PAL release, but sadly never made it for reasons known
only to Team Ninja. The usual chain of events sees the
Japanese getting the games first, while Europe waits
for a port six months later. This time round, however,
the situation has been reversed but the Japanese have
actually benefited from the extra wait. It's extremely
doubtful that we'll see this Hardcore action released in
Europe, even if it is legal W

Driven mad by Crazy Taxi?
KOd by Soul Calibur?

You need to consult the

come one come oLl

Customer Services 0870 800 6155

M Sex and violence have never been more explicitly linked

DC-UK GAME LINE
0906 466 4445

7 days a week, from 8am to 11pm

For tips and cheats on all your
favourite Dreamcast games

Calls costs £1.50 a minute at all times. Call charges will appear on your standard telephone bill.
Please seek pemmission from the person that pays the bill before calling.
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The latest gaming
news courtesy of

dailyradar.co.uk

SONIC ON X-BOX

Rumours abound on the Net that
a relationship is blossoming
between Sega and Microsoft.
After splitting its former divisions
(the AM’s) into separate
companies and announcing
probable future support for other
platforms, Sega looks set to
break the taboo of traditional
format exclusivity and Microsoft’s
machine looks like a firm
favourite. Such an alliance would
certainly give both companies a
head start in the race for market
share in the coming years, with
both Sony and Nintendo sticking
by their own platforms. With
Microsoft’s financial muscle and
Sega’s unparalleled expertise in
videogames, this could be the
future of videogaming =

DREAMCGAST DISCOUNTS FOR
JAPANESE SATURN OWNERS
Sega is offering Japanese punters
the chance to cash in on their
Saturns by giving cut-price DC
packages to those providing serial
numbers of their old console. For
roughly £205, they get the
machine, House 0f The Dead 2
(with two lightguns), Jet Set
Radio, Space Channel 5, a VMU
and vibration pack. A similar deal
over here would go down a treat &

DREAM CREATOR ,
Sega is releasing a 3D adventure
creation program called Dream
Studio in Japan on November 9.
This will enable gamers to create
an entire adventure game filled
with their own characters,
stories, dialogue, monsters,
environments, music and sound.
A large resource database is also
included in the program,
containing pre-created data for

- all the features required for an
adventure game, so you can just
make your selection, slap them in
and get stuck right into the
action. These game creation
programs have never really gone
down too well with UK punters
‘but Dream Studio looks so good
that we reckon Sega should
unleash it over here &

E DC-UK December 2000
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M That girl is REALLY getting into it, man

Q.

Samba De Amigo 2000 was a big noise at JAMMA

Samba De Millennium!

Sonic Team shakes its way into the 21st century with

anupdatedversnnofihemaracaclassn‘

ased on motion sensor
technology (the first
game to exploit this in
the mass videogame

market) Samba De Amigo is one of

the most original and fun games
we've ever played. After its
phenomenal success in both the
arcades and on Dreamcast, Sonic
Team looks set to continue the
Maraca-shaking fun with an
updated version, due in Japan on
both formats simultaneously on
December 12. While we're not
talking a full-blown sequel, there
are some improvements and
updates worthy of investing your
hard-earned cash in.

Normal Mode introduces
players to the pose positions and
make circular motions with the
Maracas, while Hassle Mode
requires the player to sing along

and dance while they shake. All this

serves to make you look and feel
like a bit of a divvy, but with a few

mates round it’s also guaranteed to

be one of the most enjoyable
videogame experience you're ever
likely to have.Ten new Latin tracks
have also been included to add

more variety for seasoned players.
The Love Love Mode taken

from the Dreamcast conversion
makes its way into both versions
complete with an all new character
—a tambourine-playing monkey
girl to shake that booty along
with. The Love Love Mode is
designed to test the
romantic
compatibility of
couples playing the
game together. Love
points appear on the
screen depending on how
harmoniously the players
keep the rhythm and
these can be increased by
pose sequences and combos.
At the end of the game, an
analysis of your romantic harmony
is displayed on screen. How sweet.

We're unlikely to see Samba De
Amigo 2000 for a while over here
as unfortunately we're still waiting
for a PAL version of
the original ®

SCORE:

OOO_QI 600

§ B Strike a pose there’s nothing to it. Vogue!



are ultra re:

Water dynam

Championshi
Surfer, dude ;

Ancther extreme
sport arrives on DC

he only problem with real surfing is all the

sand that gets everywhere. Oh yeah, and the

sea can be pretty cold. And it’s quite

dangerous if you fall off. And only 10 per cent
of the world’s population looks good in a wetsuit.

So we were relieved to hear that Mattel Interactive
is releasing Championship Surfer in November in the
UK. Developed by Australian outfit Krome Studios the
game seeks to replicate the sport/pastime as
realistically as possible. You can perform rios, snaps,
barrels, kick outs, aerials and 360s, on six different
custom boards, and compete in a variety of single and
multiplayer events. You also get a selection of points to
hit the waves from, including off-shore reef breaks,
beaches and coves which all have their own hazards,
ranging from bobbing buoys to pesky jet ski Nazis.

We saw Champ Surfer running —in ‘early demo’
form —at E3 earlier in the year, and it looked pretty
good, although perhaps not as graphically accomplished
as it's skateboarding equivalent Tony Hawk’s. And the
game didn’t have a '50s surf band soundtrack either.
Which is a criminal oversight. More on this later m

ok everyone, I’'m the Silver Surfer!”

1 WWF Royal Rumble
Publisher: THQ
Q Fat farcical fighters and ponderous poo
gameplay proves inexplicably popular
yet again. Wrestiing games rule!!!

£ Who Wants To Be A
Millionaire?

Publisher: Eidos
Wannabe Del Boy's are now happily
aiming for that magic million on the
good old DC.

3 Virtua Tennis
Publisher: Sega
A Yes, you're right. Wrestiing and quiz
games are clearly superior to the
best tennis game ever made.

't Hidden and

Publisher: Take 2
War’s never been so much fun than
in this WWII strategy classic.

5 Power Stone 2

Publisher: Eidos
& The King of 3D beat 'em ups
deservedly smashes into the charts.

Publisher: Eidos
'V The Olympics is over and the official
game is starting to run out of steam.

7 ESPN Intemational
Track And Field

Publisher: Konami
Q Konami's old athlete is struggling to
keep up with the chart pace.

f Dead Or Alive 2

Publisher: Acclaim
¥ Saucy beat 'em up action carries on
flashing its knickers in the top ten.

5 Crazy Taxi
Publisher: Sega

Sega’s classic fare 'em up is still
running its chart meter.

1 Resident Evil Code:
Veronica
Publisher: Eidos
w Classic survival horror is grimly
holding by the skin of its fetid fingers.

A Climber
4 Non-mover

s: €9 New entry
V¥ Dropped

Courtesy of Chart Track Ltd Tel: 0208 741 7585 www.elspa.com © Elspa
| 0

he original might have missed a conversion, but the imminent

sequel to the 1999 PlayStation and PC hit Driver could be on its

way to Dreamcast. Or so the rumours suggest — Reflections and

Infogrames aren’t talking, but fortunately our sources are
spilling their guts faster than Jenny McCarthy in ‘Scream 3",

And of course, this sequel is a lip-smacking prospect for car fans. The
original title was one of the more accomplished driving games around
last year, and few could resist its free-roaming gameplay and blatant
plundering of elements from classic '70s car chase movies. In fact, all that
was missing was Starsky, Hutch and good old Huggy Bear.

For the sequel, the developers have recreated four new cities — Las
Vegas, Havana, Chicago and Rio de Janeiro. And unlike the US 90° grid
system that was adhered to in the first game, many of Driver 2's streets
are made of curves. This has allowed slipways and overpasses to branch
on and off freeways so that split-second exits for a quick getaway is
possible. Sounds like a normal drive home from the office for our Maximus.

However, one of the most noticeable changes in Driver 2 is the ability
to get out of your car and into another — Grand Theft Auto-style. This will
be a required move in some missions which fortunately are now more
directed and focused, generating real tension while being less reliant on
just beating the clock. And we hear Driver 2 will take a damn sight longer
to finish, too. Look out for some proper DC screenshots soon, and just
possibly, an in-depth preview m

‘Console Champ

Who’s the Daddy?
he finals of Gamplay.com’s UK Console Championships were
held recently at the Live 2000 show in London’s Earl’s Court. The
Dreamcast finale was a first to four Sou/ Calibur bout between
Martin Casey and Wai Dat Chan. Martin took the title and the
£1000 prize after a double KO in the fifth round. Nice one Martin! B

December 2000 DC-UK




ARMY MEN

Yet more last-minute shenanigans here in the form of
Army Men, a franchise 3D0 has saturated the PlayStation
and PC with. With Dreamcast firmly in its sights, the Green
and the Tan Armies are poised to go to war again, dishing
out all manner of 3D plastic-related death. A quick look at
the basic training revealed a typical scenario — big tanks,
flame throwers and melted soldiers. Incoming!

Each month our regular columnist puts the
videogame industry over his knee and
gives it a damn good spanking

£17.99

inally. If it wasn’t

enough to be

lumbered with using

the d-pad to control
that sluggish cursor, then the
advent of such FPS beauties as
Quake Ill and Outtrigger
positively demand mouse control.
And here it is. Born from the
sensible American design (as
opposed to the weeny Japanese
version), this little rodent should see
you wizzing all over the screenin a
manner not unfamiliar to PC owners.

The only real way to play any FPS, the

mouse is equipped with the standard right and
left buttons, plus a third, centrally located which is
referred to as a scroll wheel. This is perfect for the likes of
Half-Life, where it can be utilised to scroll up or down through the weapons at
speed. Getting one for quicker browsing is reason enough on its own, but when
coupled with a keyboard, you'll wonder how you ever did without it ®

Dreamcast Microphone
£14.99

hile the green pop shield may make it look like a

toy, the Dreamcast microphone will eventually

become a very serious and integral piece of kit, as

demonstrated in Seaman. Sega has plans for Voice-
Over IP technology which allows gamers to talk to each other, in- ¥
game, much like the Roger Wilco system on the PC. In addition,
there will be a service set up for Dreamcast owners to send audio
messages to each other, possibly with a view to sending with pictures
in conjunction with the DreamEye Digital Camera.

Voice recognition features have always been popular on 1BM machines
and within a year we should see a good few Dreamcast games utilising
this function. As it stands, the aforementioned Seaman is the only title to
incorporate microphone compatibility, aside from the secret trick in
Mr Driller that lets you shout “Drilll” into the mic, causing the little blighter
to dig down. We suspect this was an experimental leftover, as anyone
who'’s played the game will know that you'd need to reel off the word Drill
about 100 times a minute to make it of any use.

Either way, the Dreamcast Microphone will keep reappearing more
and more come 2001. Invest now to get future-proofed @

1 ISR

Christmas

od, it's embarrassing

being a Dreamcast

owner these days. I've

taken to living on a diet
of Pot Noodles and stale bread,
my clothes are torn and dirty — |
can’t afford to wash them. My
friend has had to take a part-time
job in a factory that makes pork
pies out of the bits of pigs left
over from the sausage-making
process to feed his two-a-month
gaming addiction. Frankly, money
is getting a bit tight with all of the
top games around.

I'm videoing ‘Blue Peter’ to
watch when | get home from my
three jobs, trying to pick up a few
tips on making Christmas cards
and presents myself, saving a few
quid for the post-Chrimbo stuff
that’s coming out in January. And
that’s after the two months of
staggering DC games arriving in
November and December. They
need to be bought, it’s that simple.

Mum'’s operation has been put
off for a few months — Metropolis
Street Racer and Ferrari 355 are
both coming out within a couple of
weeks of each other. I’'m sure
there’ll be plenty of other kidneys.
My sister will have to make do with
a playroom for her Barbie dolls
made out of cornflake boxes with a
margarine tub for a bath. She’s 20
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is a time for giving, but all
Mr 2000 wants to do is take

years old, but it’ll do her good to
get back to basics with old
fashioned toys she used to play
with when she was a kid. Anyway,
this retro stuff is really cool now.

Dad’s going to get Quake /li:
Arena. He doesn’t play Dreamcast
much, in fact he hasn’t even got
one. I'll have to look after it for
him, he can play it when he comes
to visit. The dog could do with a
copy of Shenmue, it'll give him
something to do when it’s too rainy
to take the old chap out for a walk.
It’s common knowledge that cats
really like shooting games, so
kitty’s getting Silent Scope.
Everyone else is getting stuff | can
easily make out of bog rolls and
washing-up liquid bottles. It’s the
thought that counts at this special
time of year.

Just imagine how happy
everyone will be when they see
I've made the effort to make
everyone’s presents myself! If
they’re not happy, forget 'em — I'll
be barricaded in my room with a
Dreamcast, ten staggeringly high
quality games, and enough Terry’s
Chocolate Oranges to survive on
until they’ve all calmed down B

What are we going to do with Dave
2000 in January 20017 Fire him of
course, he’s last years news.




Jgameplay:

THE GATEWAY TO GAMES

The original button bashing beast comes to the Dreamcast, so limber up those fingers and prepare for armchair
athletics at their very best! Konami are undoubtedly the masters of the arcade sports game, and Track and Field
on the Dreamcast doesn't disappoint. 100 metres, swimming, shooting and javelin are just some of the events
waiting to make your digits bleed. ’

All Trademarks and Copyrights Acknowledged.

® Free delivery on orders over £19.99 ® Full 10 day no quibble returns policy

3Lls

INITLOH

08452010444  www.gameplay.com Interactive http:|/mobile.gameplay.com
-(PLEASE QUOTE THIS REFERENCE WHEN ORDERING DCUK(1 2))
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Arcade

Hot info from the world of the coin-operated machine

JAMMA Special

his month’s arcade report comes orientated gun game Ninja Assault (based
exclusively from Japan’s AMMA on the Time Crisis cabinet) and Konami
show - the annual showcase for arrived with Pop n’ Music 5, Guitar Freaks 2
brand new arcade games and and the interesting-looking Shinjuku
hardware (JAMMA, by the way, stands for Keisatsukan —a combination of dancing
Japanese Amusement Machine game and gun shooter. You play a cop
7 Manufacturers Association - the regulatory  blasting away at baddies and to avoid their
A ﬁ” i \ﬂ i body behind Japan’s huge coin-op business).  shots you have to physically duck, which
= Everyone was there showing off their makes your onscreen character duck also.
latest stuff: Capcom brought Rival Schools 2 As usual, the most innovative and playable
and Giga Wing 2; Namco revealed the US- games came from Sega. Here they are... B

B JAMMA 2000: Sega’s stand was, as usual, the place to be

Photography supplied by Edge

T Q020452 . =
D\ I 00204524 =/8

M Hitmaker goes off on a Beatmania tip. Scratch, mix and spin those vinyl discs!

Crack’n DJ

Hitmaker gives lessons on how to
spin those wheels of steel

ue to hit the arcade this such as Konami’s Beatmania is

autumn is Crack’n DJ, incredibly well-liked in Japan, but

Hitmaker’s valiant has never really caught on over here.

attempt to provide an Twin decks and a fader provide
accurate mixing simulation. The the player with the mostrealistc el this times it’s for real
genre made popular by games music sim to date. Beats are
displayed as lines on the screen, ega Rosso has teamed up
telling the player exactly which with EA Sport to bring us
deck to use and circles with arrows NASCAR Arcade, the first
appear to prompt scratching at the coin-op based on the
relevant time. Coloured bands official NASCAR licence. Arcade
follow the disc to indicate the style handling takes a back seat in
required length of the scratch (of favour of total realism, continuing
course all this speeds up, the trend started by Yu Suzuki’s
depending on the difficulty level, F355 Challenge. With the official
making for frantic play). Along the  licence comes realistic
way, you'll learn basic DJ representations of all the teams 8 cabinets can be linked together
techniques such as Scratching, and cars, but being an arcade for multiplayer antics. The Deluxe
Queuing and Cut-in.Accuracyand ~ game, not all the championship version of the cabinet even
speed of play are measured in real- ~ circuits are included (you get a reproduces the inside of a NASCAR
time by the groove meter and if total of three, plus a bonus track). ~ motor. Graphical quality is good,
you're too slow, it's game over folks, Modes include Race Mode and  but we don’t think it's quite up to
get off those decks m Time Attack for solo playand upto  the standard of Sega Rally 2@

M The ‘groove meter’ shows you how cool you are
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M Cool and sleek - it's just got to be a V Cop title =

AL MISSION
A

S

CONFIDENTY,

M The silenced pistol, tux, bow tie and sexy female assistant instantly bring James Bond to mind

Confidential Mission
Hitmaker comes out all guns blazing
in this Virtua Cop-style shooter

ans of the Virtua Cop games will be

pleased to hear that Hitmaker

(formerly AM3) is to launch a James

Bond inspired lightgun title, based
on the Naomi hardware. Confidential
Mission, due to hit the arcades at the end of
this year, is graphically outstanding and
brings a higher degree of realism to the
genre than seen previously.

The targeting system is similar to Virtua

Cop, with Justice Shot bonuses awarded for
disabling opponents without actually killing
them, or Combo Bonuses for three or more

successive shots on the same target.
Protecting civilians is paramount to your
mission and one shot in the wrong place will
result in their untimely demise. Enemies
drop items, which can be shot to add to the
points tally and the game provides mini-
games (such as gas-filled rooms) which must
be completed to progress.

There are two playable characters and
three distinct areas to play through, such as
The Museum of Archaeology and Train in
Snow. As it’s Naomi based, a Dreamcast port
is conceivable. Here's hoping |

Sega reveals its next gen
arcade hardware

ﬁ M The show was brought to a standstill by Sega’s super-powerful sequel

ndoubtedly, the major

announcement of the

show was Sega’s next

generation arcade
technology, and the first games
set to exploit it.

Interestingly, Naomi 2 is
much more powerful than DC —
perhaps because the recent
strategy of basing coin-op
hardware around home console:
hardware (Naomi is essentially a
souped up DC, whereas Namco’s
System 12 is a similarly tuned
PlayStation) has proven
unsuccessful. Although the policy
allowed the cheaper development
and distribution of arcade
machines, many gamers have
been staying away from the
arcades and waiting for games
like Crazy Taxi, 18 Wheeler and
Tekken 3 to come out on console.

The biggest game
announcement for Naomi 2 was
Virtua Fighter X. Development
team AM2 would reveal little
about the title, but Sega is holding
a private arcade show next
month, rumoured to be based
entirely around the legendary

Sega studio. We'll cover this event
in DC-UK 17, of course.

Wild Riders from Sega’s Wow:
Entertainment, is a motor cycle
riding game, combining racing
with action sequences. The
gameplay apparently borrows
heavily from AM1’s Model 3 title
LA Riders, but uses graphics
similar to JSR or the classic Mega
Drive title, Comix Zone.

Also due out on Naomi 2 is
Virtua Striker 3. Currently being
developed by Amusement Vision
(previously AM4), the game is set
to be more of a simulation than
its predecessors, but will retain
the colourful arcade visuals of
old. Finally, a racing game called
Club Kart, has been announced,
but details are scant at the time
of writing.

Whether or not any of these
games will end up on DC is
unclear. If Sega wants to make
it’s new arcade titles irresistible
to gamers, then announcing home
conversions would probably not
be the best idea. And you ought to
visit the arcade once in a while,
you lazy tykes ®

(taken from AM2 Website)

CPU: SHA12Bbit Graphics Engine, fnternal RISC CPU
~ 200MHz, 360MIPS; 1 4GFLOPS

GRAPHICS ENGINE: Power VR

GRAPHICS MEMORY: 32Mbyte

MEDIA ROM: 6D-ROM

GEOMETRIC POWER: 10,000,000 polygon/sec
SOUND ENGINE: Super Intefligent Sound Processor:
32bit RISC CPU internal 64 channel ADPCM

MAIN MEMORY: 32Mbyte

MODEL DAYA MEMORY: 32Mbyte

MAX SIMULTANEDUS DISPLAY OF COLOURS:
est.16,770,000

RENDERING POWER: 2,000Mpixel/sec

PICTURE ELEMENTS/PROCESSING ABILITIES:

TECH SPECS|

I “Oh, I've broken it”

Bump Mapping, Fog, Aipha-Blending, Mip Mapping,
Tri-Linear Filtering, Anti Aliasing, Environment
Mapping, Specular Effect

GAME PORTS: JAMMA video standard

EXPANSION CAPABILITY: GD-ROM optional, Network
optional; Serial communications port compatible
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M It's Sammy vs Capcom with the former’s Guilty Gear...

B The updated version of Dead or Alive 2 proved a crowd puller at the event M ...facing off against the latter’s Vampire Chronicle

lTokyoGameShoka

here’s no doubt about it:
accounting for 48 per cent
of titles exhibited,
PlayStation and PS2
software ruled the Autumn Tokyo
Game Show at Tokyo’s Makuhari
Messe. Sega didn’t attend the
event but don’t fret, because in the
tradition of Nintendo, the
company held its own showcase a
week later at the Shinjuku Joypolis
(see right). Which unfortunately
doesn’t help much when the
theme of TGS this autumn was
‘The Entertainment of your Life!’

videogame show in the worid and Sega
dldn’t show up. Oh well, plenty of others did...

One would almost believe thatit'd  forerunner, it’s the gameplay that the oneplayer mode, with the
all come from Sony. sets it apart from other 3D extras coming to your aid during
Nevertheless, a few thirdparty ~ brawlers jostling for the fighting special attacks. On a fairground
Dreamcast titles did make astand, ~ game trophy. stage complete with a 3D swinging
most notably Capcom’s Project For a start, its packed with ship, one hapless opponent was
Justice (Rival Schools 2). Even a some seriously unorthodox high pinned down while on the
passing glance would have been school misfit characters and receiving end of a barrage of tennis
enough to realise that graphically,  hysterical special attacks. Why balls smashed by a cute girl in pink.
it’s streets ahead of its predecessor:  settle for the standard acrobatic - In another sucker’s case, the chap
the visuals are beautifully detailed  albeit stunning —moves of, say, was pummelled with volleyballs by
and sharp as a razor. But as with its  Dead or Alive 2, when you can one attacker, until receiving a
literally go crazy? Three team whopping huge baseball swing
members have to be selected in from another, which sent him

'‘Guilty Gear X — it's
hands down the best

£ X A 7 ]
M Rival Schools, Guilty Gear X (left) and Vampire (right) were the best DC games present 2 D flg h er Of |ate
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flying into the
stratosphere. Even
more impressive
were team
. member skydiving
attacks with the
acrobatics and grace
of the climactic
scene in ‘Point Break’.
Minus the soft landing -
for the opponent anyway. Due for a
winter release in Japan, its
definitely one to keep your sights
on.

Net De Tennis may not have
taxed the Dreamcast’s chip an
awful lot, but it seems remarkably
good fun.Team members
representing 16 countries, and four
court surfaces, were playable at the
show for this sprite-based title.
Graphically it's very ordinary and
the small size of the players doesn’t
allow much room for fancy
animation. Plus, a really annoying
feature is all the unimaginative
cartoon characters that leap across
the screen every time you score.
Here’s hoping there’s an off switch
when the game hits the streets on
October 9.

There was no playable demo of
the RPG Eldorado Gate, due on
October 10, only an all too short
video showcasing famed designer
Yoshitaka Amano’s characters and
some game scenes. How did the
gameplay look? Couldn’t really tell.
Nice artwork on the wall though.

Harking back to the 2D days,
Vampire Chronicle fared the least
well. Despite some nice special
effects, the overall colour palette
seemed rather dull and the
character’s appearance and attacks
~while indeed fresh originally —
now seem tired and out dated. On

perhaps of interest only
to the series’ hard core fans and
completists.

The opposite could be said
about Sammy's Guilty Gear X —it's
hands down the best 2D fighter of
late. Imagine powering up Vampire
Chronicle to the nth degree in
dynamic and crazy attacks, special
effects and graphic finesse. That’s
Guilty Gear X. Presented in crisp,
vibrant colours, the game is literally
like playing an anime and the
character designs are superb.The
animation level is just as good,
right down to the puffs of dust
kicked up as characters jump.In
one memorable attack a girl
repeatedly bashes her opponent
with a huge anchor and finishes
him off by summoning a whale! To
say it revolutionises the 2D fighter
may be going a bit too far, but it
does certainly make the genre look
really fresh again. Due in
December, hopefully it will receive
an English release.

Ultimately, the highlight of the
show —Konami’s MGS2 trailer aside
—was the developer’s other Hideo
Kojima title, Zone of the Enders on
PS2.This boasts the easiest and
most intuitive control interface
among mech games, jaw dropping
graphics and intense gameplay to
match (it’s still not as good as
Virtual On though!) Even more eye
catching was a couple
masquerading as Claire and Chris
Redfield from Resident Evil Code:
Veronica. Capcom’s merchandising
stand was also a crowd pleaser
with its mammoth animatronic
T-Rex head, plugging Dino Crisis 2.
The first one should be coming to
Dreamcast real soon ®

As usual were plenty of pretty girls and people dressed up (badly) as game characters.

DC-EXPRESSI

B One Hundred Swords and Samba De Amigo livened things up a treat

No gameshow for Sega

OniheolhersdeofTokyo anclher
event pulls in the punters...

ega opted out of the Tokyo Game

Show this year and instead invited

journalists and gamers to the

Tokyo Joypolis amusement centre
way over in Odaiba to sample it’s latest
wares in a hands-on showcase.

The new lineup was, in short, a bold,
brave statement of the company’s huge
commitment to online entertainment.
Everything from the hugely-anticipated
Phantasy Star Online RPG to the curiously
‘kawaii’ (cute) Doraemon (an anime-hased
kiddie adventure) were on show and
playable. Elsewhere were the Samba De
Amigo Version 2000 and Dream Audition
arcade units and, on the Dreamcast, Hundred
Swords, Net de Tennis, Guilty Gear X, Vampire
Chronicle and, thank the lord, another Tetris

| game. For info on all of these check out our
. Website www.dc-uk.co.uk.

It’s hard to know what to say about this
event. On the one hand, Sega is definitely
practicing what it preaches: the future of
entertainment, says the company, is online
and the showings at this flagship Joypolis
store certainly paid testament to this

conviction. Everything was, if not actually on
the Internet, then at least dialled into another
console for head-to-head battling. On the
other hand, however, the show failed to
attract a large crowd — mainly because it
wasn’t particularly well-advertised. Which is
a great shame as Sonic Team chief Yuji Naka
put on a great Phantasy Star Online
presentation and then came down to try the
experience out himself. Tokyo gamers will
rarely get a better chance to meet the game
design legend.

What was our: highlight of the mght’?
Probably the hilarious karaoke coin-op
Dream Audition, which encourages gullible
gamers to go up and sing into a mike — the
more tuneful they are, the more time they get
to show off. We watched with a kind of
sympathetic dismay as one guy got about ten
seconds — literally — into his first song before
the machine mercilessly cut him off
mid-screech, flashing 'FAILED' in
big letters across the screen.
He left, red-faced and crest-
fallen. That'll be 200 Yen,
thank you very much ®
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THE GATEWAY TO GAMES

. fu” 10 day no quibble retUI'nS Policy see our website for details

CARRY CASE
only £19.99

Transport your Dreamcast
easily and safely with this
made to measure carry case
from Blaze.

DREAM STATION
only £14.99

Protect your dreamcast with
this customed designed
storage unit. Will support

portable TV on top! '

SEGA BASS FISHING &
FISHING ROD £52.99

Interactive

The first console to boast a
keyboard to allow you to
-surf the internet.

A recommended buy.

£19.99
Official Keyboard

plug it into your
Dreamcast controller port.
@ internet compatible
*you will need a keyboard to gain full
L benefit from internet connection.

HOUSE OF THE DEAD 2 i
& OFFICIAL SEGA gt ;
L LIGHT GUN £49.99 TV LRCR |
INNOVATION!

v :

Official Arcade Controller
To complete your ‘arcade’ at home.
@ Arcade stick and 6 digital buttons
@ Durable design
@ VMU port builtin.
£34.9

Official Dreamcast Controller
Ergonomic perfection, easy to use and
superbly fast response.

@ Analog thumbpad & 2 analog triggers

@ 2 built in expansion slots £19.99
.

@ Digital thumb pad & 5 digital buttons [

Visual Memory Unit (VMU)

Much more than

simply a memory card.

@ Hi-res LCD screen

@ 200 blocks of memory space

@ Built in D-pad and control
buttons, allows for standalone

gameplay . £19.99

Official Steering Wheel

The perfect add-on for driving fans. /
@ Gives full analogue steering.

@ Durable design

@® VMU port builtin. £42.99

; ONLY N
£14US.9S

+ CHU EHU ROCKeT
FRea!

CAPABLE OF
AMAZING 3D
GRAPHICS

Jump Pack

Feel every hit, crash and shot in
asensory overload.

@ Plugs directly into controller
@ No batteries required ! £16.99

Extender Cable

2m long joypad extender cable

VGA box

Plug a pc monitor and a TV
-2 into your Dreamcast. £ 1.99

Scart Cable
Better quality picture

-

and sound £6.99

WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY!

CALL NOW
FOR YOUR FREE

CATALOGUE

SALES HOTLINE

LOCAL
RATE

0845 2010 444

OPEN MON-FRI 9AM-10PM, SAT & SUN 10AM-10PM



SALES,: - HOTLINE

ameplayr
0845 20 10 444 &9 RaY

THE GATEWAY TO GAMES

UTION....
FERRARI 355 CHALLENGE
FIGHTING FORCE 2..
FORMULA 1 RACING.
FUR FIGHTERS....
GRAND THEFT AUTO 2
HALF-LIFE.......
HIDDEN & DANGEROU
HOUSE OF THE DEAD 2 ..
HYDRO THUNDE

JETSETRADIO ... £34.99
JIMMY WHITE'S CUEBALL. £24.99
JIMMY WHITE'S 2 CUEBALL. -£29.99

MARVEL VS CAPCOM..

HALF-LIFE-
RN B AR
SO RE-VOLT.
e RESIDENT EVIL
( RESIDENT EVIL CODE VERONIC/
- = S ROADSTERS
| SECABASSFSHING & ROD..
P T P e s — SEGA
- N\
ONLY £32.99 )
N J
~ e
Get ready for the most awesome POSTAGE &1 G
driving simulation ever seen. Take A TE Vit
a Ferrari 355 for a spin around some TOY S'QI;ORY 2
of the most famous race tracks in We loffer. FREE Dnd class 2
the world, including Suzuka and postage and packaging on all
Monza. An arcade perfect conver- orders over £19.99. On all
5 halincrcdib S Ganhi o orders of £19.99 or less
sion, the inc graphics and ear a charge of £1.40 will
splitting sound combined with be added to your order to
precision handling to create a racing cover P&P. Your order should
sensation, while the 2 player option SLNCMIUIANOTK IO} Cavs
Z 4 of despatch, if you place your
allows you to prove just who is the order online we'll send you
champion driver. and Email to let you know
when we've sent your order.
You have the option to pur-
chase 1st class postage i L
at a charge of £2.16 that WALT DISNEY MAGICAL RAING TOUR ..£29.99
should mean that your order . WORLDWIDE SOCCER EURO £29.99
is received within 2 working m"%‘m&m“o“
days of despatch, we also pro- WWF ROYAL RUMBLE
vide a guaranteed next day ZOMBIE'S REVENGE
courier service via Parcelforce
at a charge of £4.99.
L g ) $< Cut out this order form and post to:
GAMEPLAY, ENTERTAINMENT HOUSE,
D reamcast Ch eat Li ne: CROSS CHANCELLOR STREET, LEEDS, LS6 2TG
09066 098050 2| o
Also includes PSX, N64 and PC!
Calls cost 60p per minute,
maximum call cost £3.
.
- = '\\5 { ‘_" \i i =
¥ ot e lease ask for
L g b % N S
g 1 ) . {W/% permission
. e before calling!

(PLEASE QUOTE THIS REFERENCE WHEN ORDERING DCUK(12)_>
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Jason Brookes investigates how videogames became cool AND popular

ark bedrooms. Sweaty
joysticks. Screechy loading
noises. Antisocial behaviour.
We could'go on about
videogaming’s sordid past, but it’s a
story that’s been well documented (and
Keith would rather forget his misspent
youth). These days our favourite

pastime suffers no such hang-ups
having undergone a gargantuan
transformation from nerdy, reclusive
hobby into a billion dollar, Hollywood-
dwarfing entertainment behemoth.
How exactly did this happen? Was
it when a million copies of Sonic hit
nationwide stores on ‘Sonic Tuesday

back in 19922 Or perhaps it was when
world-respected lifestyle and culture
mag The Face slapped Lara Croft on the
cover and gave videogaming a mascot
that a) wasn't blue and b) wasn't short,
fat and wearing dungarees? No,it's a
lot more complicated than that —no
disrespect to Ms Croft.

With Jet Set Radio threatening to
become the coolest must have item
since the Nokia 5210 mobile, we decided
to nail the major forces that have
dragged videogaming from bedroom-
dwelling squalor into the splendour of
modern 21st century living. You're all
invited for the trip @

A

® Tokyo: take one city and add manga, music, technology, fashion and youth. Stand well back

Il the coolest games come from
Tokyo. And within Japan’s
buzzing metropolis, there are
few places as cool as Shibuya —
the fashionable home of a select few Sega
developers where the teams are young
and the laid-back working environment
is in direct contrast to the stifling
corporate blandness of the Sega of old.
United Game Artists (formerly
R&D dept 9), creators of the retro chic
rhythm action of Space Channel 5,is
the new face of Tokyo games
design. Its offices are tucked away
down a side street not far from
the famous Shibuya Square
where giant TV screens adorn
the sides of skyscrapers,
‘Bladerunner’-style, and
where SC5 itself was

debuted to the Tokyo public late last year.

UGA is a melting pot of digital
creativity that sees division boss Tetsuya
Mizuiguchi rubbing shoulders with
famous anime creators one minute and
DJs the next. With just a pokey security-
pad operated elevator providing access to
its development facilities, only the coming
and going of its trendy staff gives a clue to
what lies inside.

Of course,Tokyo's creative and vibrant
consumer-led culture ensures its a
competitive advantage when it comes to
tapping into exciting new avenues of
digital creativity. Billboards, magazines,
books, anime and most forms of media
have a quirky sophistication and freshness
that's derived from a progressive digital
design culture. That’s why Jet Set Radio
was made in Tokyo and not Guildford @




Producer Kawagoe Takayuki
offered DC-UK some insight into
why the game ended up being
so damn funky: “The team is
very young, an average of 26 to
27 years old, which is unique
inside Sega.
Everyone o
brought in new
concepts and a
brand new vision of
videogames, and we were
told by Sega to do whatever
we wanted to do. So we did.”

Oh, and sure to add to
the game’s hip factor is the
controversy surrounding the
subversive graffiti element.
When the Daily Mail calls
for Jet Set Radio to be
banned, it'll
become as
essential as
the Slim
Shady LP =

milebit's Jet Set Radio (See page 050
for the review) is the latest evidence of
videogames acquiring a degree of
unshakeable cool, we never quite
thought possible. A stylish synthesis of hip Tokyo
street culture, inline skating, graffiti warfare and
free-roaming gameplay, JSR is to urban skate
culture what WipEout was to futuristic racing.
Throw in a pirate radio soundtrack of hip-hop
and mashed-up beats and you have the coolest
game on the planet, period. Sim City this isn’t.

he Designers Republic will probably
need little introduction to anyone
who’s followed the WipEout series.
Still one of the most inventive
graphic design houses around, this small
staff, big ideas graphic design outfit based
in Sheffield provided Psygnosis’ futuristic
racer with a truly distinctive identity. Stylish,
understated 2D graphics transplanted
directly from the underground dance music
scene brought major kudos to what was
essentially just a reasonably good racing

B = DR designs for WipEout 2

ack in the 80s, despite computer games having the sonic sophistication

of a 100 angry wasps trapped inside a Tupperware container,

computer musicians of the day achieved cult status in

the 8bit underground, crafting memorable =
tunes from a few lines of computer code.

However, it wasn’t until Tim ‘Bomb The Bass’
Simenon created the music for the Bitmap Brothers’
shoot "em up Xenon on the Amiga in ’88 that established
pop musicians muscled in on the game scene, tapping into
a vibrant new medium in which to promote their music.
Kudos wasn’t forthcoming however until WipEouts producers

DC-FEATURE

great way of selling stuff to the
kids is hijacking ‘yoof’ culture. The
underground authenticity of
WipEout’s music and design
resonated well with the early
adopters that Sony initially
targeted for the
PlayStation (je,
clubbers).
Similarly,
the revival of
skateboarding
and the general growth in \
popularity of extreme sports
are becoming exciting areas for
videogame developers to explore y
—and exploit. Straight skating =
games like Tony Hawk’s /
Skateboarding do a great job of
emulating the mechanics, while
Jet Set Radio throws a
blanket over its associated
culture - primarily music,
graffiti and um, and
wearing your trousers
halfway down your arse ®

Y

game minus the wheels.
Like any successful new trend that's

arisen from more underground aspects

of modern culture, cutting edge

design slowly made inroads into the

games scene as soon as projects such

as WipEout were deemed

commercially viable. PaRappa the

Rappa, Space Channel 5, Cool Cool

Toon and even ChuChu Rocket used

fashionable retro styling to gain kudos m

convinced big names such as Chemical Brothers and Leftfield
to supply tracks. By the time the sequel came along, the
dance community were all vying to soundtrack the game.
Once CD-ROM-based consoles took off in the mid
”  90s, gamers expectations for full orchestral soundtracks
and licensed music grew rapidly. Road Rash, Fighters
Megamix and Sonic R were the 32bit precursors to DC titles
that have boasted licensed music such as Crazy Taxi, JSR and
Ferrari 355. Also the introduction of music creation games such as
Music and mixing games like Beatmania further amplified the
importance of sound in broadening videogames’ appeal =

December 2000 DC-UK m
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ut it looks crap.” Such was the typical response when non-

gameplayers were confronted by the efforts of coin-op

companies in the late eighties to bring in more punters via

‘realistic’ 3D polygons. Hard Drivin’ might have been a bold
attempt to create a more realistic racing experience (in terms of handling
it was) but 3D graphics technology was so primitive back then, next to
OutRun it looked, well, crap.

It wasn't really until Daytona USA and Ridge Racer introduced detailed s
texture-mapped polygon worlds into arcades that graphical realism
became a major way of drawing in more non-gamers. Better graphics
were a bridge to the real world —a conscious detachment from the
trappings of fantasy and kiddie graphics and another reason not to feel
embarrassed about playing a game.

It's little coincidence then that as soon as videogame graphics (and
sound) became sufficiently interesting to a mainstream audience, console
gaming took off big time with sports titles of all genres carrying the
gauntlet well into casual gameplaying territory.

Incidentally, it doesn’t take a genius to work out that the closer to real
life graphics become, the bigger the potential, audience. However, the
irony then will be that no-one will want to dwell in worlds that look like 5
our own. In the meantime, we've got Shenmue & i i BIVEZ Sojreal yonfonl thepunciice

B Shenmue's realistic environments are set to attract ardent non-gamers

il

igging? Bus driving? What Guide (erm, bus driving) are a sinister audience that wouldn’t usually go any
next, a simulator that lets you  plan whereby a nation of unemployed where near a videogame. The difference
work in the sorting office of layabouts (and students) are covertly is, while music games attract cool young
your local GPO? lured into employment via a network of things, working games seduce
If aliens visited Japan they’d Government-owned arcades. Actually, workaholic office geeks who fantasise
probably think games such as Densha though, they do the same job as dancing  about having honest, blue collar jobs. At
De Go! (train driving) and Tokyo Bus sims, by pulling in a whole new least it keeps them off the streets m

profits were tumbling into the abyss because of fierce competition from
home consoles, drastic measures were called for. Enter a weaith of titles
I that capitalised on the success of the ‘Simon Says’ gameplay pioneered
in PaRappa the Rappa and aimed squarely at casual gamers.

There were funky disco games like Bust-A-Groove, D) mixing games such
as Beatmania, and the king of dance ‘em ups, Dance Dance Revolution with
its ‘Saturday Night Fever’-style flashing floor. If the potential for

embarrassment wasn't enough, pretending to be a rock star in Guitar
Freaks and the maracas shaking frenzy that is Samba de Amigo put paid to
the notion that videogaming was a solitary experience — witness the crowds

in th§ aYerage arcade.argund thgse games and ponder the potential of ‘social Dinee Darca The best Revalition slce 017
gaming’as a concept in its own right &

| n the late nineties when Japanese coin-op companies realised their

Secret of success: could be played in traffic.

game hadn’t gripped everyone who laid their
Or anywhere, for that matter m

hands on it.
machines and link them together for a slice

It’s possible the Game Boy wouldn't still be

around if this fiendishly compulsive puzzle

Secret of success: an intense gameplay fix
for a nation of Mario addicts ®

Secret of success: Sonic's cool factor made
dungarees and taches very unfashionable |
of gaming heaven M

hooked on — gasp! — an artificial world with

really, really obscure puzzles.
Secret of success: despite being developed

by Americans, this one had really good

Lured a nation of bored housewives away
graphics B

Daytona's incredible handling that had
Secret of success: take eight deluxe
singlehandedly propelled the PC into the
gaming superleague.

shareware demo was a masterstroke |
from their copies of TV Quick and got them

(and Mario World) gave it the upper hand in
staying power.

Sega’s weapon against the Super Nintendo
the 16bit war.

WHAT’S THAT SPINNING
BLUE THING?’

The games that seduced the great

unwashed masses
platforming masterpiece found their way

SUPER MARIO BROTHERS 3 (1990)
A staggering 27 million copies of this
into American homes.

SONIC THE HEDGEHOG (1991)

Ridge Racer was big too, but it was
Amazing firstperson shooter that
Secret of success: the release of a

DAYTONA USA (1994)

TETRIS (1987)

DOOM (1994)
MYST (1995)
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nfortunately, by far the easiest way to
extend the appeal of videogames
beyond the bespectacled kids and
dedicated gamers is to hand overa X'
fat wedge of cash in return for a license to a
proven intellectual property. It’s the most
surefire way of generating sales, and works
almost entirely irrespective of game quality.
Hence, the alarming trend in the early days of the
games industry when the cost of a big movie license
often meant all that was left to fund the actual
development of the game was a crumpled tenner that
would keep a couple of YTS rejects busy for a week.
These days videogame licensing is a far more

Sega to produce authentic simulations such as Ferrari
355 Challenge.
Where licensing has really taken off, though, is in

serious business. For a start, movie companies are
naturally not so keen to see their franchises sullied by
underprogrammed tat. Games now make more money
than films so the studios want to get it right. So we have
Sega entrusted to produce stunning ‘Star Wars’ coin-ops
such as the Naomi-powered Episode 1 Racer. And we
have ltalian car manufacturers working closely with, yes,

the area of licensed sports personalities and official
sporting bodies for home console games - such as Tony
Hawk’s Pro Skater. It's a pattern that follows in the
footsteps of FIFA, TOCA and countless other brands that
games companies have turned into lucrative franchises.
One thing’s for sure — we’ve come a long way since
Brian Jack’s Superstar Challenge ®

B UEFA Striker. The Dreamcast answer to FIFA

o the licensing of summer festivals has
tricked chic teens into gaming, and
cool music and fun dancing sims have
kept them there. But that’s just the
beginning. The massive popularity of dance
music and the current phenomenon of the
superstar D), are inspiring today’s trend-
following kids to buy decks, samplers and
sequencers and make their own music.
Everyone wants to be the next Moby/Seb
Fontaine/William Orbit (delete where
preferable), and clued-up videogame
designers are cashing in.

Konami got their first with its Beat Mania
coin-op —a simple DJ sim complete
with replica turntable and mixing
effects. Codemasters later released
it's reasonably powerful Music title
for PlayStation, and soon Sega’s
Hitmaker dept will put Crackin’DJ
into arcades the world over. The next

ponsorship is a more subtle form of
advertising than paying 50k for a prime
time TV slot, but it can be just as
effective. The usual theory is that by
sponsoring something your target market
thinks is cool, some of that cool rubs of on
your product. Which is why, in the early
days of the PlayStation, Sony spent so
much cash sponsoring the likes of
Glastonbury and Creamfields, and why
Sega has been so heavily involved with the
MTV music awards for the last two years.
Sponsorship can also work on an
almost subliminal level too.The average
Arsenal fan might not think he/she cares
less about what’s written on Thierry Henry’s
shirt — until one day they’re walking past EB
and get this inexplicable urge to buy a Sega
console. Finally, good PR can also come from
sponsoring charity cases. Sony supported the
Prince’s trust with a budget CD ROM filled

generation of DJ products will no
doubt provide facilities for players to
burn their mixes onto CD, or save 'em
out as MP3 files to splatter all over

with PlayStation demos, while Sega gave
Eric Cantona £50,000 to take part in it's
beach footy challenge. That'll keep the
portly genius in moules frites for a few

the Net. You have been warned m more weeks m

Secret of success: never underestimate the

power of a pair of tits m
Secret of success: the gaming equivalent of

The use of fast 3D graphics took gun games
a McDonalds Happy Meal m

into a new era.

Secret of success: the advent of no-holds-
Despite being fiddly, over-long and actually
pretty dull in places, Tomb Raider was a
Prince of Persia for the 32hit generation.

barred adult gaming m
and perfect for the goldfish-like attention

Alone in the Dark was the original survival
Crash has sold some five million copies
around the world. Shallow, undemanding
span of the ‘casual gamer’.

horror, but this one capitalised on its

set-pieces and believable environments |
success admirably.

Secret of success: the superbly executed

RESIDENT EVIL (1996)
TOMB RAIDER (1996)
CRASH BANDICOOT (1997)

VIRTUA COP (1995)
Secret of success: looked almost as good as

the film m
created and the first good interactive movie.
Secret of success: the return of virtual

Secret of success: your dad would play it m
reality (minus the crap headset) m

Hardly a classic but a license worth its wait

Took Spielberg’s dino epic and turned it into
in gold couldn’t rgally fail, could it?

PC games were allowed to get away with

murder before Valve raised the bar.
Secret of success: showed Hollywood

how to tell a story properly in a

videogame M
The most ambitious videogame ever

JURASSIC PARK (1997)
STAR WARS TRILOGY (1999)

HALF LIFE (1998)
SHENMUE (2000)

December 2000 DC-UK 049



garneplag“"

THE GATEWAY TO GAMES

i

Special
gameplay
bundle price!
ONLY

ONLY £84.95 E6H.SE

Special
gameplay
bundle price!
ONLYY

= B | ¢

S

ONLY £34.99

Special
gameplay
bundle price!

. ONLY
ONLY £S4.99 EEES.9

All Trademarks and Copyrights Acknowledged.

~ @ Free delivery on orders over £19.99 ® Full 10 day no quibble returns policy

SALES

08452010444  www.gameplay.com Interactive http: Hmoblle gameplay.com
(PLEASE QUOTE THIS REFERENCE WHEN ORDERING DCUK(12)>




Games of the moment:

\ After last month’s greased-up
action in the ring with WWF
Royal Rumble’s pantomime
dames, Ollie felt he was

/ ready to take on some real
'/ menin UFC. He loved the game
but suffered the unfortunate side-
effect of multiple dislocations.

Name: Martin Kitts
Games of the moment:
Martin padded up for some US
football fun and games in
NFL2K1, this issue. After one
quality gridiron performance
he demanded extortionate
/ freelance pay and wandered
naked around our office
screaming, “Show me the money!”

Name: Lee Hart
Games of the moment:

N\ /et Set Radio has turned Lee

into an Ali G wannabe,
\ listening to hip hop and
boasting about getting jiggy
with his ‘bitches’ down the
local skatepark. He assures us:

 his DC-UK tag will wipe off the

Managing Director’s Porsche.

Name: Neil Randall
Games of the moment:
After spending too long peering
\ down Silent Scope’s lethal
sights, Maximus has turned
into a cold-blooded assassin.
He’s currently sat cleaning his
weapon, dressed in a leather

catsuit and answering only to
the name Nikita. Kinky.

WHAT’S THE SCOR

DC-UK is committed to delivering the most

| honest, accurate and comprehensive

Dreamcast review section anywhere,
anyhow. Which means we never review
half-finished games or try to pass off a
review of an NTSC game as a PAL one (our
import reviews are clearly marked as such).
DC-UK marks out of ten, as that is the

| clearest, fairest method of scoring. And,
| since halfway between nothing and ten is

five, so five is an average mark. That
doesn’t mean that a game isn’t worth
investing in if it scores a five, only that it’s,
well, average. If a game scores a ten (which
isn't very often, by the way), that doesn’t I
mean.t’s perfect, just exceptionally good m




ollow the on-screen analogue movements to spray your tags

“The Instant the game
has loaded, it's obvious
that you're about to
experience something
entirely onginal”

Jet Set Radio

Skating, spraying, style and sounds come together
in one of the funkiest games youw’ll ever play

et Set Radio could only really be
a Sega game. Past classics like

Pubshe S °
ik ...,,'}g: NiGHTS and Outrun, through to
Price: 9.99

modern trendsetters such as
Shenmue and Crazy Taxi, have proven
that no other developer can approach
the perfect blend of invention, style,
presentation and gameplay that Sega’s
in-house teams achieve when they’re
operating at full capacity. And in the
fantastic Jet Set Radio, Sega has more
than lived up to its reputation for flair
and innovation.

Helea% date: Nwemheru

Extras:  Vibration, 60"2

@ DC-UK December 2000

From the instant the game has
loaded, it's obvious that you're about to
experience something entirely original.
Funky, hip hop beats groove out of the
speakers forcing your feet to move
whether you want them to or
not, and when you get
a load of the visuals, a
large, happy grin is
likely to spread from
ear to ear. The much
talked about cel-
shading technique

/4

M Sliding across walls for mid-air tags. It looks the business - it is the business!




TURNING TRICKS

Jet Set Radio’s stunt action is nowhere near as complicated as that found in Tony Hawk’s as the
different tricks are achieved through analogue manipulation rather than a string of hutton combinations.
While this simplistic approach makes the tricks you pull off a bit random (and will ne doubt upset
combo-merehants) it does mean you can perform cool aerial acrobatics within minutes of starting the
game. Each skater has their own repertoire of fancy stunts and here are a few of our favourites =

.'ﬂ%a :
o' Back Flip

M An eye-watering Flying Kite from flexible goth, Cube

“ M Skate backwards by quickly pressing Up, Down, Up

“A cross between Crazy Taxi
and /ony Hawk's but better &

than both of them?”

(that draws the 3D graphics with black
outlines to give the impression of 2D
animation) is just as groundbreaking as
we'd been led to believe. Screenshots
don’t even begin to do it justice and it’s
only when you see Jet Set Radio up and
running on screen that you'll fully
appreciate the game’s visual panache.
In essence, it appears to be a cartoon
simultaneously existing in both two
and three dimensions, and it looks
absolutely incredible.

Set in the gleaming, near-future

metropolis, Tokyoto, Jet Set Radio’s plot
is similar to ‘West Side Story’in that
gangs are battling for control of the
streets, but rather than confronting
each other through the mediums of
song and dance, Tokyoto's inhabitants
use the much cooler approach of graffiti
warfare. There are three districts of the
city and each area is run by a different
skate gang: Shibuya is your patch but
it's been infiltrated by scary feminists
the Love Shockers; a gimpish group of
horror fans called Poison Jam run

Kogane; and Benten is
home to technophile
freaky deakies, the Noise
Tanks. The posse you
control is called the GG’s, a
bunch of cool cats with attitude to
spare, and your task is to claim all
three districts by spraying the GG
tags on every available surface to
mark it as your territory.

Trying to put a stop to all this
irresponsible behaviour is the
Tokyoto police force, runby ~ »

4
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> Magnum-wielding nutcase Captain
Onishima. At first he’ll attempt to
stop you by deploying a troop of cops
with truncheons, but as you progress
and your activities become ever more
anti-social, the police presence grows
increasingly hardcore (see Leg It! It's The
Filth! for more info).
Commenting on the events in
Tokyoto is Professor K, the ragga D) for
the city’s biggest pirate radio station,
Jet Set Radio. As well as playing a
non-stop megamix of bangin’
techno, rap and hip hop tunes, the
Prof also updates his listeners (and
you) on the current state of the
street hostilities — with reference
to the real power behind Tokyoto,
the sinister Rokkoku Corporation
and its chairman, Goji (who is less
than impressed with your efforts
to brighten up his city with
graffiti artwork, and will
ultimately have to be confronted

M Grinding around the neon-lit environments of Grind Square, part of the massive new American city

before the streets can truly belong to
the GG clan).
With the plot established it's time
to get stuck into the
action,and you'll
immediately
discover that the
unique gameplay is
easily on a par with
the striking sound and
vision. Jet Set Radio is
probably best described as
a skating tag 'em up, but
the very fact that it's
impossible to pigeonhole just
proves that Sega’s wizards
have been waving their
magic gaming wands to
genre-bending effect yet again.

You begin the game as
shades-wearing dude, Beat, and are
thrown straight into a couple of
character challenges; whereby you



£2: PRINT BOTTOM LRYER
. FRINT BITH RRLOE THOME PRO L THINS Re TRIZK

IT’'S A JET SET ART ATTACK

JSR’s graffiti is certainly a sight to behold even if
it does get the authorities hot under the collar.
Every character in the game comes equipped with
their own small, large and extra large designs,
and there are also a number of graffiti symbols
dotted around the districts which reward you with

If you get hored with all the available artwork
then you can head for the Create Graffiti mode and
do just that. You can select the size, colour and font
of your magnum opus or put your artistic skills to the
test by doing it freehand. With a design created, you
can then save it for use in-game and even download

M Beat the green-hooded Yoyo in a race to add him to your crew

have to copy a skater’s moves or beat
them in a race to get them to join your
gang (there are loads of skate punks to
collect and several new ones have been
added since the Japanese version).
These early challenges are merely
designed as tutorials to ease you into
the game’s simple control system —
right trigger to accelerate, A to jump,
analogue stick to pull off stunts when
you're in the air (see Turning Tricks
for a stunt run-down),
and left

new tag designs when collected.

it to the Net to exchange with fellow JSR artistes m

trigger plus analogue rotations to tag —
so you'll soon have two new GG
members to pick from. All the skaters
have different ability statistics in terms
of power, technique and graffiti, so you
can play each mission numerous times
with numerous approaches depending
on which character you use.

The missions come in three main
categories. Your first task in each district
is to tag all the areas marked by a red
arrow within the time limit, while

avoiding the attentions of the police -
spray cans are dotted liberally around
the environments so your main concern
is staying alive long enough to find
every tag target (hint: use the map)
rather than running out of paint.The
second mission-type is the gang chase:
after demoralising the enemy by
tagging their turf, you can finish them
off once and for all in an exhilarating
pursuit around the district, where you
have to tag their backs a total of ten
times. Finally, with the gang chased ~ »

“JSR is the kind of title
Sega has built its
design reputation on”

December 2000 DC-UK (£
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LEG IT! IT’S THE FILTH!

It’s no surprise that, rather than allowing you to go around defacing Tokyoto with
your evil graffiti mess, the authorities disapprove of your antics quite strongly.
So strongly, in fact, that the over-zealous palice captain, Onishima, brings in the
kind of artillery not seen since the Gulf War to try and stop you.
Beginning with foot patrols and the captain himself pursuing you with his
deadly 44 Magnum, as you progress through the game the police presence
increases to machine gun and tear gas wielding SWAT teams, motorised units trying g
to run you over and finally, the excessive force of tanks and gunships. Blimey m E‘?

|Tlaics
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M If the police catch you they’ll bring you down in a mass rugby scrum

> out of their manor,
you can claim it as your
own in another race
against time to tag
every red-arrowed
area scattered
throughout the district.

Inthe Japanese

version, once all three

and they're packed
. with the kind of
distinctive
la ndmarks

a>soaate
with the

’~
United States, such k

as basketball courts,

M Hold on to passing cars for a free ride

815715 DC-UK December 2000

districts had been
claimed the game was
essentially finished.
However, us lucky
Westerners have been
given two excellent new
areas to muck about in.
Bantam Street and
Grind Square are

more akin to

American cities than
the other Japanese-
style environments,

tower blocks, fire
escapes and massive
billboards for you to
spray. Despite these
new areas and all the
new characters to
unlock, Jet Set Radio is
still a relatively short
game, but the majority of
gamers will find there’s
plenty here to keep them
occupied for several
blissful weeks. And it also

helps
that the gameplay
is utterly sensational.

A kind of cross between Crazy Taxi
and Tony Hawk's but better than both of
them, Jet Set Radio combines the
‘speeding through bustling cities’ action
of Taxi with the ‘use stunts to move
around the interactive scenery’ fun
offered by Hawk's. And then it adds a
garish tag of graffiti art and some




bullet-dodging cop chases for good
measure. But it's the enormous
environments that really make the
game. Constructed to perfection, once
you've mastered the controls it's
possible to chain a bunch of tricks
through the districts, barely having to
touch the ground. Just about
everything in the scenery is a
potential skate surface as you
grind along staircases, perform
incredible big air leaps from
rooftop to rooftop, skim along
walls and tag buildings while
completing a triple somersault
followed by a method grab.
There’s no other game like it
on the market and only a
select few (most of them on
Dreamcast) even come close to
providing the amount of
adrenaline-pumping fun found

<

¢

e 2

DC-REVEWR

DC-UK
VERDICT

GRAPHICS
One of the best
looking games ever
made. Incredibly
detailed interactive

environments and
— distinctive characters
SOUND
Fantastic soundtrack
with a non-stop
grooveathon of rap,
hip hop, rock and
techno from DJ
Professor K
GAMEPLAY
The unique and
in Jet Set Radio’s in-line skates. l’ggfigg;sﬁ/?ge?g
5 < i awesome anti-social
If you’re a misery guts looking for  fun that's fresher than
faults then, yes, the camera occasionally  afield of daisies
gets confused when you're moving
through tight spaces and slowdown OVERALL
sometimes occurs when the screenis AN absolute must-buy.
packed, but these aren’t serious flaws The k!nd of or\glnal,
and they won't affect your enjoyment gﬁgg%gﬁ?ﬂfﬁ] ds
of the game. JSR is the kind of title Sega you why you started
has built its design reputation on and is playing games in the
a triumph in every department. The first place and

combination of a thumping soundtrack,
peerless graphics, thrilling gameplay
and that all too rare commodity,
innovation, has resulted in one of the
best games you'll ever play. As cool as
ice and more dynamic

than the Electric A\

Boogaloo,

JSRis where it's at m ==
Lee Hart _4

reaffirms your faith in
the industry. A big up
to Segal

OUT OF TEN

December 2000 DCUK 855



BDC-REVIEW

“From the opening
monorail nde to the
spectacular shoot out
. IR¥ | atop a mountain, the
pace never lets up”

I-Lit

The ultimate sci-fi horror adventure is here.
Unholster your gun and follow us...

his is how your social life will you'll become Gordon Freeman. And
end. You'll go to your local then that terrible moment, when you
videogame shop in November  see the scientist running toward the
and purchase Half-Life. You'll newly arrived soldiers, thinking they've
load it up and watch the lengthy come to help, only to be gunned down,
cinematic intro. You'll see lower-echelon  you'll realise that you're all alone. Of
\ science assistant Gordon Freeman course, you're friends will have worked
arriving at the Black Mesa government  that out hours ago, when you failed to
research facility, talking with his meet them at the pub.
colleagues and finally reporting to the Half-Life is a unique game. Yes, it's a
ne;‘;";;‘j anomalous materials lab. Then you'll first person shooter with violence and
Captivation  suddenly be jolted awake when an big guns, and explosions. But it's also a
Price: 39.99 . s
Release date:  November  €Xperiment goes wrong, and the brilliant story, a puzzle-strewn mental
g:r/:f 3";: building is thrown into chaos (was it challenge and a fantastic journey. Like
) your fault? Those images of an alien the very best action films, it is filled with
world - did Gordon dream them?). excellent set-pieces. The huge, tentacled
And that’s it. You'll be hooked. As beast in the circular chamber, the
you slowly but surely make your way ground level shoot-out against dozens
through Black Mesa, battling the alien of soldiers (and a combat helicopter!),
beasts that have some how the roller coaster end to the On A Rail

materialised into your realm, section. They all work beautifully here,

® Your first job as Barney: get a gun!



WORKING THE BLUE SHIFT

Designed by Gearbox, Blue Shift takes place alongside Gordon Freeman’s
Half-Life adventure. Through the eyes of a lowly security guard, Black Mesa

can seem a very different

place...

| “Waiter! I'll have the fried alien beast, please”

NORMAL LIFE

Blue Shift begins by
emphasising the menial
day-to-day life of a
security guard.
Whereas Gordon
Freeman heads straight
for the science labs,
Barney hangs around
the staff cafe, does a
little target practice
and stays away from
those crazy egg-head

THE DISASTER

Barney experiences the
scientific disaster from
a lift below the
experimental chamber.
Black Mesa shakes and
crumbles and,
witnessing fellow:
employees meeting
grizly deaths, Barney.
realises that this is
probably not going to
be a normal Monday
morning at the office m

scientists M

; B Hmmm, did I leave the cooker on?

THE SCIENTISTS
Unlike Gordon, Barney
has a very difficult
relationship with the
scientists. They see
security guards as
beneath them, and
prove unwilling to reveal
the cause of the
disaster. However, they
are crucial to your
escape plans, so make

H The nuclear fission debate just got out of hand

sure you don’t kill ’em &

ALIEN THREAT

It goes without saying
 that Barney is as much of |

a target to the alien

hordes as Freeman was.

There are no new

creatures in Blue Shift,

but the old favourites

have been re-modelled.

As with Half-Life, you

don’t meet any of the

really mental ones until

you’re heavily armed m

BLACK OPS

To the government
forces sent to clean up
Black Mesa, Barney is
just another problem to

there are some excellent
ground level shoot outs.
Indeed the climax of
Blue Shiftis out here,

an alien planet. That's

all we'll say... m

eradicate. As in Half-Life

rather than far away on !

B “When | say no parking on the yellow line, | MEAN no parking!”

“Within the briliant
mainframe eve
detall is perfect’

just as they did in the original version.
Within a brilliant game design
mainframe, every detail is near perfect.
Black Mesa is a varied location, with
cavernous storage rooms, computer-
stuffed laboratories, weird equipment
and deadly hazards strewn liberally
about. The place feels alive. You always
know things are going on in other
locations, and that you could stumble
into someone else’s nightmare at any
moment. You'll enter a room and see a
scientist being dragged into an air vent
(only to emerge seconds later. In bits).
You'll creep up some stairs and overhear
soldiers discussing your escape bid.
You'll look through the window of a

locked lab and see a man in black
watching you, expressionless. This is a
living, breathing world, with a new sub-
plot around every darkened corner.

And of course the weapons are
great too. Early on you get the pistol and
the semi-automatic rifle. Later there’s
the rocket launcher, the laser-tripped
bombs and the alien artifacts (including
awhole alien arm that you can put on
and shoot tiny parasites from). These
weapons aren't just lying around. They
are placed where they should be,ina
logical world. For example, near a huge
pool housing a terrifying shark alien,
you'll find a powerful harpoon gun—»




b &1 H The guy in the window never saw it coming

| Half-Lifeiis brilliantly designed as a true 3D experience. Taking :
a good look round is always a good idea as windows above

you, and ledges far below can all house enemies who may be |
picked off way before they spot you. In this way the game. | : ; A { 3 > 2
constantly makes you feel a part of a real world — over which | ’ W/ ; - = % . T i1 Hyng
you have full control m s : e v

£ = Often valuable ammo is protected by an alien beast. In this case it's a huge tentacle

H The improved soldier models are excellent. Don’t get this close, though

00 |

#/=0) DCUK December 2000

H These dog beasts emit sonic death rays

“Forget the joypad
and buy a mouse
and keylboard”

> one of the only weapons that works
underwater. It’s all precisely planned.
The chances are though, you know
all this (just check out our Half-Life
Website - you can link to it from
www.dc-uk.co.uk —for the original PC
Gamer review). What you want to know
is, how does the game work on DC?
Well, the graphical improvements make
a subtle but noticeable difference.
Previously wooden, two dimensional
scientists and soldiers, now have
animating clothes and more clearly
defined features. Lighting too has been
re-touched to give more atmosphere in
the dark industrial areas and to add to

the spot effects (explosions, lasers, etc).
It's nothing massive but if you're
beginning to think the PC version looks
out of date, you will probably be
placated by the changes.

In terms of controls, the harsh
truth is, forget the joypad and buy a
mouse and keyboard. Admittedly there
are three pad configurations you can
choose from, but all mean drastic
compromises that will affect your
gameplay terribly when you need speed
and accuracy the most. Take the default
config: putting jump on the d-pad with
the analog controlling where you look,

= The alien planet. Things get a little lonely when you leave Earth

means it’s more or less impossible to
jump and turn in mid-air. You won't be
bothered at the beginning, but when
you're leaping over alien beasts and
blasting at them from above while
trying to negotiate a series of walkways
over a bubbling acid bath, you need all
the dexterity you can muster. OK, so
Golden Eye worked on the N64
controller, but that has two extra
buttons next to your right hand —
believe us, it makes all the difference.
Other technical elements of the
conversion have worked more
favourably. The game loads new map
sections in exactly the same points as
the PC original, and it takes roughly the
same amount of time. Plus, as with the
PC version, you can save Half-Life DC
wherever and when ever you like -
eschewing the usual console system of
specific save points. Hardcore gamers
may argue that this is the wimps way
out, but Half-Life isn't designed as a
console game —the whole pacing,
structure and learning curve are
based around continual progress.




® “Right you lot, own up, who got the bloody scientists drunk again?!”

e il

-| m Posh and Becks increased security at their Hertfordshire mansion

4z

H The monster behind the red machinery fires organic homing bullets. Kill him quickly. A grenade launcher will do the trick

Having to start a level again after

a careless jump, just divorces you
from the atmosphere. If you want
to make things difficult for
yourself just don’t save —it’s up
toyou.

Of course some of the minor
criticisms aimed at the original
Half-Life, work here too. The last

quarter of the game which
takes place on the alien
world, is a slight let-down
with lots of annoying
jumping puzzles and none
of the soldiers you've had so
much fun outwitting in the
past. Continually re-spawning
alien drones get tiresome
after a while and the end boss
is also a controversial beast,
but we won't go into that
one here.

But of course, the Dreamcast
version has an extra trick up it’s
rad suit sleeve: Blue Shift —an

exclusive mission add-on. This is
a sprawling, thirty-level

extravaganza that sees the unfortunate
security guard, Barney Calhoun battling
his way ever upward through the vast,
maze-like Black Mesa facility in a bid to
escape the mayhem that Gordon
Freeman and his associates have let
loose. This is no last minute, tacked on
effort, but a massively engaging game
in its own right that lives up to the
pedigree of its big brother in every
possible way.

The new story also cleverly
shadows it’s predecessor’s. For example,
as you stand on the train platform a
certain junior scientist goes past on his
way to the test chamber for some
‘routine’ experiment. Later,you enter a

security room and if you glance at the
monitors you can catch a glimpse of the
test sample on its way to that same, ill-
fated experiment. It’s this sort of
attention to detail that makes Blue Shift
such a damn pleasure.

Gameplay is made up of
everything you'd expect from Half-Life—
plenty of gun-toting action, combined
with lever-pulling, puzzle-solving and a
dash of platform-jumping thrown in for
good measure. Locations will be
familiar to Half-Life veterans —at least
those who made it past the opening
chapters. Water filled canals,
claustrophobic corridors and vast

“Blue Shift is a
massively engagin

game in

ts own right”?

December 2000 DCUK (&[5} |
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OMIC RELIEF

One of the unsung touches of subtle brilliance in this game is it’s sense of
humour. Amid the violence and tense exploration, there are some real laughs.
Scientists wander around looking for their glasses, while trigger-happy security

guards boast of their gun-toting prowess. And they all make great victims. In one
section of Half-Life, you press a malfunctioning centrol panel to call an elevator — it
then drops past at frightening speed, complete with one screaming scientist. Doh &

PRA

DANTES “r\ F

landy Pitchford

enjoy killing each other

= Even hefore the Black Mesa

H “Oh no, someone’s smashed the flippin’ Lilt vending machine!” | | -‘i 5‘

B “Yes, mate, your valves have blown. It’ll cost you...Arghh, that’s torn it!”

H Don’t shoot scientists, they’re helpful

“Half-Life is an unmissable
experience on Dreamcas
just as it was on PC”

» underground chambers line Barney’s
escape route, while his forays into the
open air, like Freeman’s almost always
lead to blistering shoot outs.

Just getting to sunlight though,is
as taxing here as it was in Half-Life.
Perhaps more so.There’s a darker,
grimier feel to this adventure. Barney
relies on his torch much more than
Freeman, and finds himself waste deep

(8]:%. DC-UK Decermber 2000

in stagnant water more often. In one
section, you need to navigate the
underground sewers to reach a glint of
light that promises the sanctuary of the
surface. Tip-toeing along narrow pipes,
you must switch several levers to
activate a lift that will take you closer to
your goal. Along the way, though, you'll
need to take a swim in the murky
depths below to find a hidden passage
and open a pressure valve to raise the

water level and allow you to
reach a ledge, which gives access
to the lift controls. You finally
make it up through the narrow
passages to the surface,onlyto [ A
be ambushed by gun turrets
and the Special Forces elite that
have been sent in to cover up
the disastrous

occurrences at Black

Mesa. Out of the




H There are some great new areas in Blue Shiff, including this understated cafe

| Black Mesa is brilliantly detailed, with loads of imaginative touches

frying pan...
Barney’s journey, like
Freeman’s also involves the odd bit
of interaction with other
characters. The security guard's
lowly rank at Black Mesa leads to
an awkward relationship with
the scientists, but these old fools
hold vital information and they
can help in other ways —as long
as you help them.In one surface
section, Barney encounters a
squad of troops in a large
warehouse area. After
dispatching several grenades and
clearing the room, silence
descends, intermittently broken
by cries of "Help! For God's sake,
get us out of herel" After scouting
round, our hero discovers two
scientists locked in a trailer, who
show you their appreciation by
offering some desperately needed

= Sometimes the arrival of government forces can work to your advantage. Let them take out the big alien as you sneak by

healing (which harks back to a similar
scene in Opposing Force where you
must get a medic to a wounded
engineer so that he can open a locked
door with his blowtorch). It all adds a
little human depth to the proceedings.
Despite the fact that Blue Shift
offers no new enemies to get stuck into
and the weapons available are identical
to those in the main game, the action
and story line suck you in and refuse to
let go. From the opening monorail ride
right through to the spectacular shoot
out atop a mountain, the pace —
perhaps heightened by the
condensed nature of the mission —
never let’s up.

Half-Life is an unmissable
experience on Dreamcast, just as it was
on PC.You could argue that it’s just a
fancy conversion with more of the same
tacked on for good measure, but

compare this to the lack-lustre efforts
put into the Dreamcast translations of
Tomb Raider or Resident Evil 2 and it
qualifies as a whole new game in itself.
The fact that you'll require a mouse and
keyboard may put a few more gamers
off, and there are areas in the main
game (especially the overlong On A
Rail section) where the pace lags and
you find you're just going through
the motions.

But go with it. The feeling passes.
And what you're left with is a game that
continually shocks, surprises and rewards.
Whether you're Gordon Freeman trying
to get to the root of the alien invasion,
or Barney Calhoun just trying to get the
hell out of there, you'll remember the
experience for
months. Welcome to A\
Black Mesa &
Keith Stuart and
Adrian Lawton

e
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VERDICT

GRAPHICS
The PC version has
been thoroughly
updated and it all
moves smoothly

SOUND
Everything from
scientists’ screams to
alien roars to bullet
blasts is perfectly
produced. An aural
masterpiece

Y
A near faultless
combination of fighting
action and devious
puzzles. Will have you
gripped for weeks and
weeks and weeks

OVERALL

It was a legend on the
PC and it will be a
legend on Dreamcast.
One of the finest
experiences that
gaming has fo offer
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S | “One of the most

-l | refreshing, innovative
and, no surprise here,
) | realistic fighting games
ever conceived”

Ultin
Fighti
Championship

i’s the most brutal fighting game of all time -
and not a flying kick in sight. Let’s get it on!

m oodridge is on his back. He’s Beginning life in 1993 as a series of
looking dazed and he’s in cult pay-per-view events in the US, the

Seiris ek trouble. But Shamrock isn’t UFC sought to prove which style of

Price: £30.99 interested in giving him martial art is the most effective in real,

ﬁ,;‘j:ff e November  sympathy — he wants to bust his face no-holds-barred fights. Matches were

Extras: 60Hz  open. Out of desperation, Goodridge held in an octagonal cage, with a bare
attempts an armlock but Shamrock minimum of rules — during the early
escapes the hold and replies with a days of the event, matches didn't even

swift series of three devastating elbows  have rounds but simply continued until
to the head. Goodridge is powerlessto  one man submitted or was knocked
protect himself from the onslaught and  out. They were a compelling spectacle
the referee rushes in to stop the fight, that finally put the many myths and
just as the blood spraying from theories of the martial arts world into
Goodridge’s nose starts to paint the practice. Often, the end result was not
mat red. Welcome to the brutal world a pretty sight.

of the Ultimate Fighting Championship. Ultimate Fighting Championship

B You can use boxing tactics but don’t complain if you get jumped on
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le your mum was makm§ the tea.
our ‘opponent’s face into a pulp,
A

JEREMY HBRN /

" 4
.__TSUYRSHI KNSAKR /

LT T

W The large pink man is playing hard to get but actually he’s dying for a juicy snog

captures the many nuances —

Y along with the sense of sheer

A P brutality—of the UFC

\J “" tournaments to produce one of
the most refreshing, innovative and, no
surprise here, realistic fighting games
ever conceived. It really is that good. It
ignores virtually all the preconceived
notions of what makes a good beat 'em
up and instead offers the closest th
yet to a real fighting sim, while
remaining eminently playable and
looking absolutely fantastic in the
process. Just take a look at those body
textures kids!

You begin the game with a choice
of 22 of the best of the current batch of
UFCers. Sadly, none of the ‘classic’ names
from the early days of the event - such
as Royce Gracie, Kimo or Tank Abbott -

are included, although it matters not in
terms of gameplay.

If you’ve never seen an Ultimate
Fighting Championship, the rucks may
look rather odd to begin with, until you
realise that this is what real fights look
like. So no flying kicks or fireballs, then.
The basic moves have each of the four
action buttons relating to a particular
limb, Tekken-style. Pressing
combinations allows for grappling holds
and take-downs, a fundamental part of
mixed martial arts fighting. You're likely
to spend just as much time jockeying
for position on the mat, and attempting
to lock on and reverse submission holds,
as you are exchanging kicks and
punches with your opponent.
Although, to begin with, it appears

PR NRErAT Y Y

M This reminds us of a scene in a Scandinavian film, the one where Jeff Tigerbone did it with...

as if there are only a limited number of
moves available, once you grow
accustomed to the intricacies and - yes!
- subtleties of UFC, you begin to realise
how comprehensive the range of moves
are. Rather than offering traditional
beat 'em up-style combos, the plethora

of manoeuvres depend on where you
are in relation to your rival. So hitting X
and A, for example, can make your
character either make a dive at an
opponent’s legs, twist your opponent’s
left elbow joint (oucht), roll into the
Mount position (stop tittering at the »

December 2000 DCUK ‘OGE
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B Gruesome action replays show the knockouts in amusingly bloodthirsty detail

SMARK COLEMAN

‘

gl

COLEMAN KOSAKA
-y :

W 22 real-life UFC fighters are available — and they’re all bloody ugly

/1

Bouts are often resolved by charging into an opponent and fixing them in a hold M Look at our created fighter kicking UFC ass. It makes us so proud

» back) or execute a choke. Blimey.
Awhole host of modes offer
everything from single Exhibition
matches, to a UFC Tournament, to
Championship matches. The most
engaging part of the game though is
what is arguably the best Career mode
ever in any boxing/wrestling/fighting
game. Once you've created your fighter
and chosen from a range of options, a
30-level sparring system allows you to
earn points with which to upgrade your
character’s stats and learn new moves.
You can then use your character in all
the game’s other modes in an effort to

ﬁ DC-UK December 2000

“The realistic nature of
the game may actually be
its only true faiing”

relentlessly plough through the
competition (easier said than done.) The
system has an almost perfect learning
curve and is fantastically rewarding

The Al of the computer-controlled
fighters is absolutely spot on —even
with the difficulty set to Rookie, they're
no dummies. Rely too much on cheesy
tactics, such as using the same series of
punches over and over, and they'll work
this out quickly and show you the error
of your ways. Ironically, the incredibly
realistic nature of the game may
actually be its only true failing. There’s
no Dead or Alive 2-style Tag mode, or

WWEF-style four-way matches, so you
can only have up to two players at once.
(That said, the Tournament mode does
allow multiple players to enter the same
elimination tournament).

Perhaps more disconcerting
though, is the sheer brevity of the fights,
many of which —whether against
human or CPU opponents —are only
around 30 seconds long. Admittedly, if
you were being choked out by a 250Ib
monster you wouldn't last very long
either, but it can become frustrating
having such brief confrontations. True to
the sport itself, one submission or KO
and it’s all over, you can’t have a best of
five in this game.

But once you become accustomed
to the unique style of fights, it quickly
becomes apparent that Ultimate
Fighting Championship, the most
realistic and violent fighting game ever,
is also one of the most playable,
innovative and satisfying. Let’s get it on,
‘cos we don't get along! m
Oliver Hurley

GRAPHICS
The fighters and
arenas looks exactly
like the real things.
Superb stuff

SOUND

Perfect, from the ring
introductions to the
sound of flesh hitting
flesh.

GAMEPLAY
Fights can be a bit
shortlived. Otherwise
it's difficult to fault

MULTIPLAYER
Only two players but
it's ideal for violent
grudge matches
between mates

OVERALL
Original and
compeliing while
offering unrivalled
brutality and realism
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“A perfect mix of intuitive
control and instant thrills,
No coin cruncher has
been as gratifying since

the awesome Crazy Tax”

Sllent Scope

Konami takes its rifle and aims it squarely at your head -

but by the time you see the red dot, it’ll be far too late

Putmsher Kunaml
Developer. In-house
Price: £39.99
Release date:  November
Players:

ne
Extras: 60 Hz, Vibration

illing people is bad. It says so
in the Ten Commandments,
so we should all try our best
to avoid doing it. Except in
videogames of course, where any fool
in combat gear is asking for it —
especially if they’re brandishing an
automatic gun at the president’s tasty
daughter. Oh yes, we love Silent Scope.
And we love it because the brand of
violence it flaunts is just a bit different.
There’s something especially gratifying
about picking off objects from a
distance. Perhaps it
makes you feel

TOTAL TIME 00727756

im for the head (left) Night sniping requires yol

SGORE
PLAYER LIFE

(el lae]

A\ DC-UK

god-like. Perhaps it's
because, deep down
we all harbour a desire
to be Edward Fox in
‘Day of the Jackal’. Whatever the case,
Silent Scope is as rigorous and satisfying
as a full body massage delivered by the
American female volleyball team. An
arcade game with a perfect mix of
intuitive control and instant thrills, no
coin cruncher has been as gratifying
since the awesome Crazy Taxi started its
meter running.

The setup is simple: the president
and his family have been kidnapped
and taken to various parts of the city.
Storming the kidnappers’ hideout
would mean instant death for their
captives, so it fails to you —an anti-
terrorist marksman no less - to
eliminate the enemy one by one, by
utilising your skills as a sharpshooter.
(rather than, say, your skills as a cordon
bleu chef). Just imagine the scene.
Crouched against the wall, you tilt your
head and peer down the sight. Tracing
the terrorist soldier's movement, you

00000700 SCORE 0004

PLAYER LIFE

TOTAL TIME 05739723

t enemy movements (right)
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A FEW STOLEN MOMENTS

It’s obvious from some of the game’s set pieces that Konami has been watching
far too many *70s and ‘80s thrillers for its own good. We couldn’t ignore such a
biatant film listing opportunity, so we drew up the top five sniping scenes
parodied in Silent Scope. See if you can spot some more! &

DIRTY HARRY

> Nutcase sniper Scorpio shoots a hapless girl in a
swimming pool from the roof tops.

> In the first level of the game, you stand on the roof of
a skyscraper and can see a girl in a pool =

PREDATOR

> The ultra-hard alien utilises a three point infra-red
sight to blow away two of Arnie’s friends.

> Enemy snipers use red beams to target you during the
night operation level ®

THE DAY OF THE JAGKAL

> Charles Chacal hangs a melon from a tree to test his
fold-away rifle designed to take out President Charles
De Gaulle.

> Oh look, there are melons in the training section &

TWO MINUTE WARNING

> In a US football stadium a sniper starts picking off
innocent audience members.

> One of the Scorpion brothers kidnaps the president’s
daughter and tries to escape across a football pitch ®

JFK

> The most famous of all snipes. Lee Harvey Oswald
(yeah, right) shoots President Kennedy from the fourth
floor of the Texas Book Depository as he travels past in
an open top car.

> You have plenty of chances to shoot people in cars &

L
_ PLAYER LIFE
nan
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lock the crosshair on his head and
steady the rifle. Seconds pass, you wait;
patient, silent, until the target finally
stops — perhaps for a chat with a fellow
guard. With a clear line of sight, you
squeeze the trigger and let the bullet fly.
Contact. The mark is down, a bloody
hole in his bonce. Job done. Bosh. It’s
immensely, guilt-inducingly satisfying.

In its original cabinet form, silent
Scope came equipped with a prosthetic
sniper rifle that allowed you to look
down its magnifying scope in order to
pick off the bad guys. Many people
claimed that the home conversion
would suffer due to the absence of the
accompanying weapon. They couldn’t
have been more wrong. Silent Scope’s
control system works magnificently, as

the best interface is most often the
simplest. The gunsight exists as a
floating circle that displays a magnified
view of whatever you point the rifle at.
Squeezing the left trigger shrinks the
sight and accelerates its scroll speed so
that you can jump from target to target
using the analogue stick, before
zooming in on them. Squeeze the right
trigger to shoot and you're equipped to
deal out invisible death. All that’s
required to improve your score is a
steady hand — just like a real sniper.
Beyond the basic point-and-shoot
routine are subtleties like the fact that
your target has a variety of zones
around his body which award different
point values, depending on the amount
of damage done. For example, a shot to
the knee will yield a relatively low >

P
| After popping these guys, you can drive over the cadavers with an almighty ‘bump’
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 Cobra charges at you in a huge ti hoot him or get run over

» score, while a head shot is rewarded
very highly. Echoes of Virtua Cop are
abound, sparking off memories of bad
guys falling to the floor clutching their
hands, or other more delicate parts of
their anatomy. In Silent Scope, though,
you see your victims fall from
skyscrapers, or collapse off the back of
trucks. And then you run over them in
your car. Fantastic, but brutal stuff.
There are other clever little
inclusions too. Super hotshots can take
out the drivers of enemy vehicles,
causing them to spin off the road and
crash. Of course, you could do it the hard
way by picking off every gun-toting
passenger, but it’s ultimately much
more satisfying to send the car
smashing into a wall. Oh and keep your
good eyes peeled for an assortment of

scantily-clad totty that can occasionally
be seen sunbathing or doing aerobic
activities. Passing your crosshair
(zoomed or not) over these buxom
beauties will grant you an extra chunk
of health, as well as an accompanying
snatch of what sounds like a few bars
from the theme to ‘The Six-Million
Dollar Man’. Just make sure you don’t
whack these ladies as doing so will
quite rightly result in a deduction of
energy. This is probably the sleaziest
bonus system ever invented —
something for which Konami should be
heartily commended.

‘Not shooting the girls’ isn't the
only thing you have to remember. Silent
Scope is 100 per cent about accuracy, not
spraying the screen with lead — indeed,

“Keep your good
eyes peeled for
scantiy-clad totty”

ﬂ DC-UK December 2000

B A Harrier jump jet is no match for our trusty rifle, fool! Aha ha...

Parachuting to earth is fraught

those of a trigger happy disposition
who get a touch over zealous are
warned to‘Calm down!” by a
disembodied voice on the other end of
your walkie-talkie. No more than three
successive shots can be fired and there
are constant pauses while your alter
ego reloads his weapon. Blasting away
like a tooled-up bullin a china shop is
a sure way to do really badly at Silent
Scope, as repeated shots will not meet
their target. Instead, you must be
resolute and calm, deciding when the
time is right to fire but never pausing
too long either. Learning to be accurate
and swift is the heart of Konami’s
killathon, so it pays to be considered in
your approach.

SCORE
PLAYER

g

danger, as the enemy tracks you with flood lights

If that doesn’t put off casual fans of
random violence then the less-than-
flashy graphics might. Not that the
visuals are bad in any way, they just
don'’t look too far removed from Model
2 titles, like Virtua Cop 2 or Virtua Fighter
2.Having said that, each location —
ranging from the opening city rooftops,
to the Californian freeway, to the
palatial mansion —is well crafted and
atmospheric. Cinematic references and
inspirations are rife, and most of the set-
pieces will be so familiar to regular
action movie fans that Konami can
afford to simply sketch out the details —
your own movie knowledge will do the
rest. A few more shades of colour or
some special lighting effects would



have added a little
Dreamcast glamour to the proceedings,
but it's no great loss. In any case, the
soundtrack makes up for any slight
disappointment you may have with the
visuals. The score is pure '70s thriller,
emulating the likes of ‘Dirty Harry’and
‘The Taking of Pelham 123’ with its
pseudo-military and jazzy strains. Nice.
Will Konami’s game suit everyone?
Absolutely not. Silent Scope, like Virtua

DC-REVIEW
WAS TRAINED

Nobody could expect to be an ace Silent Scope hitman without a little
training and fortunately Konami has included such a facility.

The shooting gallery consists of a variety of targets, both

static and in motion, ranging from cardboard cut-outs to

melons on pedestals. Some contain pop-up villains,

others a mixture of enemies and innocent civvies.
For all but the latter, the premise is simple —
shoot it accurately and swiftly

(R) The human outlines have different
scores for various parts of the body.
(B) Oh yeah baby! Edward Fox
would be proud of us!
(C) It’s reasonably easy to
spot the cardboard bad
guys. They all carry their
guns aloft and stand
there like
total fools.
(D) Similarly,
innocent people are
just as obvious.Try
not to shoot them m

DC-UK
VERDICT

GRAPHICS
Perfectly acceptable,
just not anything
swish. Very Model 2

SOUND

Damn genius score,
harking back to the
'70s. Good FX, too

overand over again until  GAMEPLAY
you actually acquire some Instantly engaging and
semblance of skill. There’s a very addictive, but it
whole host of juicy secrets tucked ~ Won'tlast forever
away in there to reward you,
though, and like all shooters Wicked fun, hard

you'll want to keep enough for plenty of

Copor coming back toimprove  rgplays and with a
House of the on your accuracy. great soundtrack,
Dead, is a truly s INde€d, there are few Silent Scope s a slice

hardcore

arcade shooter.

/ games that match this  of arcade briliance
for pure fun and as a result, every

Consequently, it's short on single member of the DC-UK team is
stages (there are only six) and it’s got a now an expert marksman. Terrorist

difficulty

curve as steep as the north kidnappers in convertible cars would do

face of Everest. Subsequently, it'll takea  best to stay away from our office for the
good while to crack this game open — foreseeable future ®
and it'll mean replaying the same levels  Neil ‘Maximus’ Randall
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“Within its own little
microcosm, it doesn'’t
do anything new and
L . | thus can’t be seen as
e || DUSHINg things forward?”

Street Fighter Il:
Third Strike #

Roll up your sleeves for the dramatic closing
chapter in the third series of Street Fighter

treet Fighter has got some First impressions are a relief, as the
-~ tough times ahead of it. Aside  usual Capcom quality is in evidence

YL from the delays and from the intro to the initial options
gﬁ\crzluuer: c;ggvglg rescheduling, we’ve been menu. Standard modes are present
Release date:  November  tracking a couple of looming shadows and correct with Arcade and
FE’)'KS \lihrgt';:nt;)sﬂmll: on the horizon being cast by Guilty Gear Verlsgs, plus thg obligatory

X and Capcom Vs SNK, two eagerly- Training selections all

awaited games that threaten to take included. There’s been a

2D beat 'em ups to a new level. With slight modification to the

this in mind, it's possible that Capcom’s  Arcade option though.
legendary fighting series may have lost  This allows you to pick
its momentum in the eyes of modern from two opponents
gamers hankering after new thrillsand  each time you fight,
spills. Let’s see whether Ryu, Ken and thus offering a welcome touch of
the gang have still got what it takesto  strategy by avoiding certain
thrill the masses. troublesome characters.
Matching the well-worn layout are
the graphics and sound, both of which
put you in familiar Street Fighter
territory quicker than you can shout
‘Hadoken!"Weighty character designs
are complemented by a broad colour
palette and smooth motion, the
fighters looking all buff and toned and
finally able to jump in more than the
usual two frames of animation.
The backdrops are certainly
pleasing to the eye, but not to
the extent Double Impact's
were —thanks to the use
of comparatively bland
building sites and
=~ docksforfighting
ol el ; 2 arenas. Speed is up
there with the
best of 'em and

W For God’s sake, call ‘Changing Rooms’ - it’s an emergency!

ﬂ PC-UK December 2000



DO YOU NEED DIRECTIONS?

The System Direction is a clever, if slightly too detailed set
of options that allow the player to switch different elements
of the game on or off. Features such as blocks, can be
neutralised, so they are impossible to use during a fight,
which in turn affects the outcome. More immediate things
to change are jumps, projectile attacks, defensive poses and
hard punches. These can all be altered at a high, medium or
low level, as well. Just imagine not being able to jump, block
or use any punches —

Hugo gets a kicking (a

can be set anywhere between Normal
and Turbo 2, depending on whether you
prefer to have a seizure or not.

Despite all this flair, it's street
Fighter's gameplay that has maintained
its reign this past decade and much of
the gameplay is governed by the
balance of the characters, particularly
the three surviving names from Street
Fighter Il - Ryu, Ken and Chun Li. The
young bloods joining the fray are a
motley crew, ranging from an Edmond
Honda replacement in the shape of the
monstrous Hugo, to an odd mimetic
polyalloy creature named Twelve who
does a smashing impression of the

B

= Q splatt

T1000 terminator by morphing into all
kinds of objects. Other newcomers
include scrawny Frenchman Remy,
hackneyed British Boxer Dudley and the
two-tone bossman Gill, who delights in
claiming every match a victory. A
muddled bunch, indeed.

And therein lies the beef. New
characters are all well and good and
Third Strike's are certainly colourful and
varied, but ultimately they’re no more
than a distraction, as they all have
radically different fighting styles that
don'’t give the kind of balance we've
come to expect from the antagonists in
a Street Fighter game. You'll choose
them at first out of sheer curiosity, but
will no doubt soon return to the familiar
combo of speed and power that only
your favourites Ryu, Chun Li, or maybe
Akuma can offer.

Street Fighter Ill: Third Strike is by no
means a bad game. Far from it, in fact.

The action is spot on and some may
even consider it to be the definitive
chapter from a series that Capcom has
honed to perfection over the years. But
within its own little microcosm, it really
doesn’t do anything new and thus can’t
be seen as pushing things forward. The
System Direction (see Do You Need
Directions?) is a good nod to innovation,
but is way too complex for all but the
most anal of Street Fighter purists to
appreciate. Most of us will find it too
much work, of little consequence, or
just plain ridiculous (a fight with no
punches?). In the end, Street Fighter Ill:
Third Strike is only to be recommended
if you've no other 2D beat 'em up in
your collection, and maybe it’s worth
waiting to see what else turns up,
instead. Now if you'll excuse us for a
while, we're going back to keep an eye
on those looming 2D shadows &

Neil Randall

VERDICT
GRAPHICS

Lovely, as usual, but
lacking any real
advancements over
the earler titles

SOUND

Good old Street Fighter
tunes that we know
and love. Crunchy FX,
too, in the usual way

Y
Street Fighter through
and through. Tightly-
tuned bouts of
fisticuffs

MULTIPLAYER
Great fun with a mate,
letting you both
compete against an
unpredictable
opponent

OVERALL
Nothing inherently
wrong, but no proper
expansion on what
has gone before. A
slight disappointment

OUT OF TEN
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and pointless just like the real ti

s its title suggests, the latest

entry in the Sega Sports range

is the gaming equivalent of a

mulleted Californian dude
whose speech mainly consists of ‘radicall’,
‘bogus!’ and ‘far out!” But whatever your
opinion of these Pepsi Max stereotypes,
the actual sports they try to kill
themselves performing seem like a
laugh if only we were mad enough to
give them a try. And that’s where
Extreme Sports comes in. Thanks to Sega
we can now take part in dangerous
activities from the comfort of a reclining
armchair - make sure you don’t lean too
far back though, they're lethal them chairs.

Set in five hostile, inhospitable

“A fairly original concept
which intially makes for
good extreme fun”

M DC-UK December 2000

Sporting action taken to the EXTREME!
But is it bogus or bodeacious?

“In attempting to be
ooth a sports game and
a racing game 1t falls flat
on its bonce and doesn't
convince as either”

areas of the planet, including the
volcanic wastelands of Maui,
the snowy mountains of
the Himalayas and the
cattle strewn highlands
of Scotland, Extreme Sports
is essentially a racing game which puts
you through five radical events before
you get anywhere near the finish line.
Snowboarding is a typical Snow Surfers-
style race down a mountain with plenty
of opportunities for jumping and

L : i Publisher: Sega
grinding. All Terrain Vehicles (quad Developer:  Innerloop

ikac) i ; i Price: £39.99
bikes) live up to the|r name by being Rt Odtbar2y
raced across a variety of different Players: One to two
surfaces, from snow-covered fields to il oo

road sections with heavy traffic to




¥

; Y
speed. 49 km/h i

B Quad biking in Bonny Scotland. Beware blue-daubed, hairy highlanders flashing their arses

weave between. Mountainbiking is a
more precarious activity as the routes
are littered with rocks which can
separate you from your lightweight
two-wheeler. A tranquil passage of play
is provided by speedgliding where you
merely have to steer into blue balloons
to speed up and avoid red ones which
slow you down. Finally, there’s the
maddest of the lot, bungeejumping,
which acts as a link between stages as
you plummet to the ground, grab hold
of a pole to stop you boomeranging
backwards and jump on a vehicle to
continue the race.

And that’s the big new concept
behind the game. Rather than merely
playing these sports separately, races
are made up of transitions between
anything from three to five of them. For
example, you might start with a
bungeejump then quickly get onto a
mountainbike and burn it across the
course to a speedglider, take to the skies
and drift over to the landing flares
where you must drop to the ground
before rapidly tapping A to sprint to
your snowboard, then rush down the
mountain and hopefully cross the finish
line before your three competitors.

This ‘transition sports racing’is a
fairly original concept that initially
makes for good extreme fun,
especially with the added gameplay
quirks of a range of different stunts
for each event and a sly punch to
block opponents (both of which
increase the size of your speed-
boost-ometer if used successfully).
Gameplay comes in three modes:
Time Trial, Single Race and
Championship.The latter is the
main option and consists of
three levels - Easy, Hard
and Extreme —~where
you have to win a gold
medal to move on to
the nextone.In all there  }
are 12 races (plus four
bonus tracks to unlock
and three more to
download from the Net)
and each of them can be
played in twoplayer, where
you'll spend more time
trying to smack your pal
than winning the race.

While all this is like,
totally radical man, after
afew hours play,
Extreme Sports

line. Check out this four event race in Stryn, Norway to se

B Bungeejum,

DC-REVIEWE
IN TRANSITION...

The most original aspect of Extreme Sports is the transition racing which has you
switching between up to five different sporting activities on the way to the finish

o cnn o

B Begin on the snowboard and at the end of the descent take to the skies with the glider

p down from the bridge to the finishing platform and take some deep breaths

becomes disappointingly bogus.The
problem is, in attempting to be both a
sports game and a racing game it falls
flat on it's Kangol-hatted bonce and
doesn’t convince as either. If you want to
play a multi-event sports game then
Extreme Sports doesn’t compare to the
likes of International Track and Field
because its events can't be played in
isolation and there isn't enough of them.
If you want to play a racing game, using
speedgliders and quad bikes may be a far
more original passage to the finish line
than charging about in a car, but it's
Y obvious which is more preferable.
If Extreme Sports really was
an extreme sports game
where you could "board and
"bike to your heart’s content
and the transition racing
action was just another
welcome option, then
this would be a
worthwhile package.
As it is, the gameplay
is far too shallow to
encourage anything
more than afew
short bursts of high-
octane amusement @
Lee Hart

e how it's done.

DC-UK
VERDICT

GRAPHICS
Great lighting effects
but backgrounds and
athletes lack detail

SOUND
Fantastic selection of
Ninja Tunes tracks

GAMEPLAY
Transition racing with
up to five sports

MULTIPLAYER
The best aspect of the
game. Enlivened by
sneaky ‘punch’ move

OVERALL

A good, original idea
that only really delivers
in the short-term

OUT OF TEN
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Hammer is tricky as you only have a small area in which to release

T International |

il icture the videogame athletics

market as a 1500m race. The

young Brit, Sydney 2000

would be leading comfortably
as it enters the final straight; the gold
medal looking a certainty having held
off the challenge of injury-prone Virtua
Athlete 2K. But, hang on a second,
what’s this? Making a late, late sprint
for the line is the veteran Japanese
runner, International Track and Field! We
all thought its best days had been and
gone but this is a quite remarkable
recovery. Look at it go! Sydney 2000 is
trying to respond but there’s nothing
left in the tank, it's treading water and
ITFis closing the gap with every stride!
The finish line is approaching! There’s
nothing in it! They’re neck and neck!
The gold medal is up for grabs...

Whoa there sports fans. Let’s hit

ased control system

M DC-UK December 2000

“/TF's events utilise far
better controls than
both its athletics rivals
which increases the fun
factor considerably”

rieid

Can Konami’s legendary athletics series
take the button-bashing Olympic tile?

freeze-frame for

the next page i p
'ublisner: onami
and a half and Developer: In-house
see if we can Price: £39.99
3 i Release date: Out now
determine which Plaers: One to four
of Dreamcast’s Extras: 60Kz
multi-sports

games is going to take the Olympic
crown. Sydney 2000 has led the field
from the beginning thanks to its early
release, official Olympic license, and in-
depth singleplayer challenge allowing
you to train your athletes in the Virtual
Gym and compete in minor races until
they're ready for the big one.In
comparison, ITF is appearing weeks later
with a lot of ground to make up from
the rear of the pack, it doesn’t have a
license and it doesn’t have a dedicated
singleplayer game. What it does have
though, is bags of the traditional Track
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M Rapidly follow the on-screen directions to gyrate on the bar
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= Weightlifting requires the most sustained bout of bashing as you make the transition from cleaning to jerking and then holding firm until the judges relieve you... Hmm, does that sound rude?

EXTRA! EXTRA!

To make up for the unsurprising lack of
depth in its gameplay, International Track
and Field has some welcome unlockable
extras to keep coaxing you back for more
heated bashing action. The main
attractions are the additional events that
can be accessed by winning gold in Trial
mode’s eight initial disciplines. There are
four of these — high jump, triple jump,
vault and one other we’re keeping secret

out of some misguided sense of fair play.

There are also a number of extra
characters that can be unlocked by winning
medals and setting world records in the
main Championship mode (such as this
T-1000 lookalike from ‘Terminator 2’ on the
right). All the athletes have the same
attributes and perform exactly the same but,
still, you'll want to collect them all anyway,
won't you? m

' rmw?\ ; T

= POWE| "k
M “You will not escape my hop, skip and jump, John Connor!”

and Field playability that has made
Konami’s series the one to beat in this
genre over the years.

Continuing the trend of all its
predecessors in the franchise, ITF is a bit
of a shallow game that relies on
multiplayer madness and the desire to
achieve even greater World Records to
keep you playing, rather than a wide
range of different gameplay modes. In
fact, there are only two options
available: Trial which allows you to
attempt all the events individually, and
Championship where you compete in
an Octathlon of eight disciplines over
three days, at the end of which the
athlete with the highest cumulative
score wins the gold medal.

As with Sydney 2000, ITF has twelve
events to test your rhythmical button-
tapping and timing skills, with eight
available from the beginning —100m,
10m hurdles, long jump, javelin,
hammer, pole vault, weightlifting and
the horizontal bar - while the other four
(high jump, triple jump, vault and one

other we'll keep secret) must be
unlocked by winning gold in all the
events in Trial mode. Being a Track and
Field game the emphasis of the events
is mainly, well, track and field, and is
therefore less diverse than the selection
on offer in Sydney 2000 (which has the
likes of swimming, skeet shooting and
cycling adding some welcome variety).
To compensate for this, ITF's events
utilise far better controls than both its
athletics rivals which increases the fun
factor considerably.

Whereas Virtua Athlete 2K and
Sydney 2000 assign all their control
functions to the action buttons —with
the result that only an octopus boasting
the dextrous fingering skills of Liberace
can truly appreciate the games - ITF
intelligently uses the left trigger for
throwing and jumping, making it far
easier and far more comfortable to play.
The pole vault, in particular, is a triumph
of perfectly matched controls and
playability as it relies on button-bashing
for a strong run up, then precise timing

of the left trigger to release the pole
and lift your legs over the bar. Rhythmic
button-pressing may still be the
simplistic core of these games (and
probably always will be) but in Track and
Field the controls have definitely
reached a user-friendly peak.

So, back to the race... Can Sydney
2000 hang on?! [TFis breathing down
its neck! It's desperately close! They both
dip for the line and - remarkable - the
gold medal goes to International Track
and Field! Konami's veteran doesn’t
have the fancy frills of its official
competitor and it certainly can’t
recapture the glory days of the 80s
when it went head-to-head with
Summer Games and Daley Thompson's
Decathlon, but the tried and tested
gameplay mechanics (honed over two
decades) mean Track and Field is still the
button-bashing Olympic champio

Now, do we really have to sit through
the national anthem? |

Lee Hart
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DC-UK
VERDICT

GRAPHICS
Animation is smooth
throughout but the
visuals lack finesse

SOUND

Awful menu music as
usual but sfx do the job

GAMEPLAY
Button-bashing at its
most basic but the
intelligent controls put
this ahead of the
opposition

MULTIPLAYER
Fourplayer gaming is
never quite as insane
as when you're
huddled over a joypad
tapping like an over-
worked secretary

OVERALL
Adecent entry in the
series hampered by
the inherent limits of
button-bashing
gameplay
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M The sneaky rear view comes in handy for blocking opponents

Lo

“The racing Is far too
repetitive and random,
and while great fun with
three mates it quickly

becomes tiresome”

ney Iunes

Space

The finest cartoon characters. On rockets. it should have

Race

been perfect. But, something’s amiss in toontown...

M Show no mercy with the comedy extending boxing glove

DC-UK December 2000

pparently, talent borrows and
genius steals. Which makes
developers of fun racing
games egg-headed
masterminds of the first order.In
Looney Tunes Space Race we find a
game not unlike Dreamcast’s Wacky
Races or South Park Rally and, before
that, Mario Kart on every Nintendo
platform. Substitute karts for space-age
transport, swap Mario and friends for
Bugs Bunny and the rest of the Warner
Bros toon legends and you have this, a
modern racing game - modern in that
racing is almost secondary in importance.
Look in your genre dictionary under
‘cartoon racing’ and you'll find that any
game worthy of this title must feature
weapons that are collectable through
crates, speed-ups, hidden items, short-
cuts and a decent multiplayer mode.
Oh, and don't expect to win races with
careful driving. Try bashing your
opponent’s brains out with a boxing
glove, anvil or piano for a better chance

g

of racing success (although it never
worked for Dick Dastardly). Thankfully,
for Space Race, all of these important
factors are in place. Acme crates dot the
course for a random assignment of
weapons and five speed-up cans can be
collected to activate a turbo boost. It's
all standard stuff.

As you'd expect, the cast list is
impressive: Bugs Bunny, Wile E Coyote,
Yosemite Sam, Daffy Duck, Elmer Fudd,
Sylvester and, hidden away to unlock
later, Marvin the Martian. All move in
perfect hi-res mode in a beautiful 60
frames per second sort of way. After
selecting your character, it’s into the
race strapped to a suitable form of
transport (rocket for Wile E,
carrot for Bugs). Sadly,
though, all the toons
perform in roughly the
same manner, with
graphical variations being
the only noticeable
difference between them.

ol

M Be sure to save speed boosts for long straights or you’ll thud painfully into the corners

Publisher: Infogrames
Developer: Melbourne

House
Price: £39.99
Release date: October
Players: One to four
Extras: Vibration




M Fly into the Acme crates that are scattered around the tracks to collect power-ups
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M Two of the amusing weapons: an anvil falling from the sky and a shocking lightning cloud

“Try bbashing your
opponent’s brains out
with a boxing glove”

There's a WipEout feel to the
controls, as you struggle to weave your
hovering racer through a chicane or
hurtle along a scribbled canyon, and the
basic graphical style has allowed the
developers to create a smooth and fast
game. Unfortunately, this seems to have
been done at the expense of track
design as the routes are disappointingly
empty.The tracks are set in a variety of
worlds but while the name’s change,
the style is stuck on swoops of multi-
coloured ramps and roadways with little
variation between them. In simple
terms, they're rather dull.

To try and coax you back for more,
Space Race has wisely been fitted with a
series of challenges. At the start of the
game you're presented with three

in the Gallery.

N

simple courses. Finish victorious in each
of them and you'll be rewarded with an
Acme token and more courses. Collect
enough of these tokens and you can
then head for the Acme Event section to
spend them on entering one of the 12
challenges. These range from the simple
(avoid falling debris) to the strenuous
(partake in two races) to the pointless
(race on a standard course without any
power-ups). Complete each challenge
and you'll be rewarded with another
item in the Gallery. Here you get more
than just standard pictures, you can also
view animations for each of the characters
and listen to all their triggered samples.

The development team has
beavered away religiously to make this
as accurate a cartoon racing game as

n Racing is the simple part. Use
weapons and speed-ups to stay
ahead and, after coming first (which
isn’t a mighty challenge), you’ll be
rewarded with some of these tokens.

B Come first in your chosen Acme
Event and you'll unlock something

DC-REVEWE

BILLY BONUS

Taking the game apart with a comical over-sized
Acme axe, we find these gameplay nuggets

Take the tokens to the Acme

Events section and you can then
use them to purchase from this
selection of mini-games.

Consider this hidden snippet

unlocked. With juicier and less-
frustrating gameplay, it would be worth

unlocking the lot, but sadly, it all
becomes tedious remarkably quickly.

BY 2

M Win the Event to get a gallery item

possible. With Foghorn Leghorn
introducing (and commentating on) the
races, excellent voice samples and sound
effects, plus hilarious weapons and
explosions attacking your senses from
the starting grid, it's an impressive
translation from cartoon to console.

It’s a shame then, that the
gameplay doesn’t match the standard
of the aesthetics. Having the emphasis
placed so firmly on power-up battles
rather than racing skills makes the
contests far too hit and miss; with luck
often proving to be a more important
attribute than judgement. Getting hit
up the jacksy by a missile on the last
corner of the last lap may cause some
to go into hysterics but, for the majority,
it'll make you want to throw the joypad
(attached to the console and the TV) out
of the window. The racing is just far too
repetitive and random, and while great
fun with three other mates, it quickly
becomes a tiresome oneplayer affair.
Without secret sections to uncover and
any real passion to continue with the
Acme Challenges, this is one game
that’s likely to be collecting dust long
before its use-by date has arrived m
Dean Mortlock

GRAPHICS
Fits Warner Bros style
and tradition perfectly

SOUND

Grand. Rousing tunes
and plenty of comical
samples and effects

GAMEPLAY
Smooth and fast, but
empty courses lead to
dullness

MULTIPLAYER
If you're going to play
this, do it with mates

OVERALL

It's fun, but like
cartoons, it doesn't
last long enough

OUT OF TEN
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“It rapidly becomes clear
that the Seamen are
nasty little sods who
hate your guts no matter
how well you treat them”

Seaman

manfish squeals in dismay 1f you lift him out of the tank

We’ve spent the last few weeks talking to a manfish named Seaman.
The weird thing is, it wasn’t from the confines of a padded cell

eaman is like no other game
you've played before. In fact, to

proceedings you must program the
lighting, air pressure and water

E:{"E‘mr o0 call it a‘game’ doesn’t even temperature in the aquarium to the
Price: £49.99 begin to cover the breadth of its ~ settings most conducive to hatching a
L ;“;’,}': %ﬂ% ambitions: this is more like the process of  pet, then drop your Seaman egg in the
Players one  evolution captured on a GD-Romforour  tank and wait for events to unfold (see
Extras: Microphone!

4

. Youw’ll have to grow these hideous beasties in a separate tank to feed your Seaman
m DC-UK December 2000

amusement - although it’s doubtful
Charles Darwin imagined a talking
fish/human hybrid when he developed
his Earth-shaking theory.
For those who took one look
at the title and imagined this

s \Was @ game about Arsenal's

moustachioed goalie, we'll begin
with a little background information.
Seaman is a voice-recognition pet
simulator starring a fish with a human
head. The idea is to grow your Seaman in
avirtual aquarium and help the fishy
freak to evolve by interacting with him
using the microphone peripheral that
comes packaged with the game. The
ultimate objective is to evolve him into a
frog who can leave the confines of his
tank and head out into the big, wide
world to find his lost love. Sounds
mental doesn't it? And it
undoubtedly is, but that’s

Congratulations, It's a Seaman! for the
full, gruesome birth process).

Initially, you'll have anything up to
eight baby Seamen but as the hours
progress, the evolutionary maxim
‘survival of the fittest’ kicks in,and the
dominant fish will use their antennae
to suck the blood of the others until
only two remain. While this natural
selection is taking place you'll be busy
nurturing the creatures. As with the
Mogwai in ‘Gremlin’, there are three
main rules for taking care of your pets:
1) Keep them happy. A contented
Seaman will evolve much quicker so
tickle them and hypnotise them to put
a smile on those hideous faces.

2) Every time you visit the lab (at least
twice a day) you must feed the manfish
and attend to conditions in
the tank — keeping the
temperature up and

just one of the putting in new air to
things we love clean the water —
about this game. otherwise they'll die.
Seaman is 3) Interact with the
controlled via a ,” creatures. Early on,
disembodied hand they won't be able to

which is used to pick up
objects, drop things into the tank, tap
on the glass to attract Seaman’s
attention, viciously flick him if he’s
annoying you and even tickle the fish-
man-thing to keep him happy.To begin

respond but you should
chat away regardless because they'll be
learning as they listen.

With only two Seamen left, the fun
really begins. From merely repeating
single words such as Seaman, English,



M After naming your pet he turns gold in one of the

y steps to

3) Tapping on this shell will awaken the squid-
like Nautilus within. It swallows the Mushroomers,
which turns out to be a big mistake...

1) The birth process gets underway when you
program the settings in the tank and drop a
Seaman egg in there.

2) After a few minutes, the egg begins to judder:
and you'll see the cells divide and become these
little tadpoles, known as Mushroomers.

e
&

You couldn't really get
any more basic than a
fish in a tank, but
visuals do their job

SOUND

Helpful narration by
Leonard Nimoy (Mr
Spock), and Seaman
himself talks in a
sarcastic, Harvard-

£

4) The Mushroomers are parasites and they
consume Nautilus from the inside. The squid
dies horribly to allow your Seamen to grow.

6) And here they all are! Ultimately, there can be
only one but for a while you’ll have a group of
lovely little Seamen to look after.

5) From death comes life as the baby Seamen
swim out of the wasted carcass they have
feasted on so disturbingly.

baby and play, play, play! They'll grow up
overnight and start speaking entire
sentences in a mature, patronising
voice. A shiver will pass down your spine
the morning you load the game to be
met with the following sarcastic tirade:
“Oh, you're back. Good of you to show
up again.'m hungry, give me some
food.” It's both extremely impressive
and horribly creepy.

You'll soon begin to have proper
conversations with the fish — him asking
you questions covering everything from
your birthday to your sexual preferences,
you trying to get him to say lots of
swear words —and it rapidly becomes
clear that the Seamen are nasty, bad-
tempered little sods who hate your guts
no matter how well you treat them.
Here’s an excerpt from one of our chats:

DC-UK: Good morning, Seaman!
Seaman: Yeah, hello, whatever.

DC-UK: You're looking very well today!
Seaman: Huh, | bet you say that to all
the fishmen.

DC-UK: Are you a big poof?

Seaman: Want me to open up a can of
Seaman whup-ass?

Despite their objectionable
behaviour, a favourite manfish will
eventually emerge and you'll be able to
give it a name and adopt it as your very
own.The other fish will then pass away
and it'll just be you and your ever-
evolving Seaman (or Mini Gerald in our
pet’s case) for the rest of the game.

It's no exaggeration to state that
Seaman is a work of near-genius.The
voice-recognition works fantastically in
the main, you will have to repeat
yourself regularly and sometimes you

can hear the programming gears
grinding to find Seaman’s response, but
the conversation is surprisingly fluid and
the vocabulary and artificial intelligence
the manfish possesses are incredible.
Despite the great leap forward
Seaman represents, it's appeal will be
limited because, in the traditional sense,
it isn't really what we think of as a game.
There are no cars, guns or real action, it's
more like a practise run for raising your
own kids than anything else; although,
if your offspring look like Mr Seaman
then you've got serious genetic
problems. In turns astonishing, hilarious
and disturbing, Seaman is undoubtedly
an acquired taste, but anyone with the
patience and mind-set to take on this
Darwinian challenge will find it a
massively rewarding experience m
Lee Hart

educated acoent

GAMEPLAY
You watch, you wait,
you talk, you listen.
The process of
evolution on your DC

OVERALL

A gaming experience
like no other. Utterly
absorbing if you
accept the role of
Seaman’s parent and
truly commit yourself
to the weird world of

the miserable manfish

December 2000 DC-UK
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“NFL2KT has

a devoted following
among hardcore

American Football fans in

the States”

NFL/K

i’s totally alien to most of us Brits, but for the enlightened few,
Sega’sgmimsequellsmewodd’sg‘eatestNFLgame

rguably, the measure of a devoted following among hardcore
m great NFLsim is the balance it~ American Football fans in the States.
g‘;*jgf;:er s strikes between stat-heavy Every player in the game is modelled on
Conce, realism and arcade-style his real NFL counterpart, including
0 "'5""(;';"(‘:]’3 playability. If this is the case, Sega’s ratings based on his current form
Paers:  Onetoeight masterful NFL2K7is probably the best (updated stats can be downloaded each

Extras: Keyboard, modem

we've ever seen. As the sequel to a title
that was never released outside of
America, there’s a chance Sega won’t
distribute NFL2K1 over here, but for
anyone with access to a machine that
plays NTSC games (a good proportion of
regular DC-UK readers, we'd guess) it’s
definitely worth getting hold of a copy.

With a wealth of options to explore
and customisable playbooks based on
the tactics and players each team uses
in real life, NFL2KT has picked up a

week of the season from the Internet)
and personal biography details. For
those of us in this country who won't be
particularly interested to learn that
Edwin Mulitano’s dad is a blacksmith or
that the Raiders’ number 11 once kicked
an 82-yard field goal for his school team,
NFL2KTis pleasingly easy to get into.
The game uses a passing system
similar to NFL Quarterback Club, with
each receiver assigned to a button on
the controller. As the players sprint off
down the field, running the patterns
you selected for them when you called
the play, icons appear above them
showing which button to press for the
pass. It's very simple, and the crisp
graphics make it easy to distinguish
between players who are wide open
and those under too much defensive
pressure to risk targeting. Once you've

® We ran this kick-off a full 93 yards back for a touchdown

caught the ball, the buttons activate
special moves such as diving and
hurdling. Holding both triggers together
lets you perform an improvised jinking
move, allowing you to wriggle through
gaps in the defence with deft tweaks of

picked up

“Undoulbtedly the most
atmospheric sports
game available for DC”

eel every bone-shattering impact in the slo-mo replays

E DC-UK December 2000
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H Watch that salary cap when signing expensive stars

As well as the main football sim side of things there’s a full
management option which allows you to balance the team’s
budget and trade players with rival clubs. If you play for
more than one season some of the senior players will call it
a day and hang up their jerseys for good, leaving you to
battle through the arcane draft system to uncover the stars
of the future m

DC-UK
VERDICT
GRAPHICS

he improbably named

for the Titans

Wonderful animation
and solid players
make this a
super-realistic sim

SOUND

Commentary from the
computer doesn’t always let you control  is undoubtedly the most atmospheric 2;?%?3:&;5?#2?5
the man nearest the ball. If the player sports game available for DC. system, plus lots of
you want to select is doing something One of NFL2KTs most noteworthy noise from the players
else, such as grappling with a member features is its online gaming network on the field
of the other team, it's impossible toget  which allows up to eight players to
him to leave his position and do participate. Hook up a keyboard and you GAMEPLAY
something more useful,even ifthe ball  can chat with the other players in the Easy enough for
carrier is only a few feet away. It canbe  pre-game lobby, but unfortunately beginners {o contro,

a little chaotic at times, but it's possible  actual gameplay seems to be :gg;nﬁgﬁr;aﬁpm o

to let the computer handle a lot of the impossibly slow from this country. It’s

defensive dirty work if things start optimised for the US only at the OVERALL

going badly wrong. moment, so until Sega sees fit to release  America’s number one
the joystick. You can also charge up an this minority sports sim in Europe, we sport has never
‘instant energy’ meter which means The game’s animation is startlingly ~ can't test ourselves against the best looked, sounded or
your next move will be more powerful realistic, as you'd expect from a genuine  America has to offer. We hope that’s played better than ths.

but increases the chances of fumbling
the ball. Running plays have been

next-gen sports title, but we were
surprised to hear just how good the

sooner rather than later.
NFL fans wanting to import this

Shame the online
option isn't all that

massively improved since last year’s commentary and sound effects are.The  excellent sim will have to miss out on a gggslfhgﬁtﬂde of e
version, so picking a team that doesn’t commentators offer useful advice, rarely  major part of the game, which is why el
have a star quarterback isn't as big a repeating the same phrases during a we can't really justify giving it a higher

disadvantage as it once was. In fact, game, and you can select various audio  score. But it’s still an outstanding

clattering through the defence with a options to simulate watching a TV oneplayer title, and if you can muster up

16-stone running back is immensely broadcast or even being on the field, three gridiron-loving friends, you've got

enjoyable once you've mastered theart  with just the shouts of the players and the next best thing to an online match

of breaking free from tackles. the roar of the crowd filling your ears. 1t in your living room ® OUT OF TEN

Defending isn’t so much fun, as the

adds a great sense of occasion to what

Martin Kitts

December 2000 DC-UK E
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DRIVING/RACING

Hectic, simple arcade racer, with enough modes to keep you interested. But no fourplayer option.
Attractive flight sim, but we'd recommend this one to hardcore enthusiasts only.

A vast improvement on the original with excellent dogfighting action added to its flight sim aspects.
Enjoyable, in-depth shooter with relentless action, but there aren't that many different types of missions.
Fantastically addictive retro shooter with constant swarms of enemies and vast environments.

Unoriginal gameplay and too many frustrating moments, but some nice graphical touches.

Pretty much a dune buggy version of Sega Rally 2, marred by limited depth and slow turning speeds.
Addictive, exciting and mentally challenging. It's the best version yet of Taito’s puzzle classic.

A Commodore 64-style gambling sim? On a 128bit Dreamcast behemoth? In the year 2000? Do give over...
Boasts a variety of mini-ga P fun, but it won’t keep you coming back for more.
One of the best puzzlers you'll ever play. It’s fast, infectious and hilarious. An online gaming essential.

and

Brilliantly original driving game with completely addictive gameplay and infectious mini-games.

Some nicely designed missions and great scenery, but ultimately a short-lived shooter with a lack of depth.
The boobtastic beat ‘em up is one of the smoothest, sauciest and best fighting games you'll ever play.
Fairly original underwater action ruined by dull environments, zero atmosphere and repetitive gameplay.
Atypical hack ‘n’ slash game that’s fun for a while but is too shallow to be an essential purchase.

A dull arcade beat 'em up, with a few humourous touches and little else.

Looks beautiful and plays equally well — except it may be a bit too challenging for some.

Limp wrestling game with bad graphics, rubbish characters and awful moves. Believe us, it's no revolution
Average RPG with some nice touches, but not much to really get excited about.

0ld-skool top-down shoot 'em up that soon becomes tiresome.

that di due to its lack of depth and awkward movement.
Challenging racing sim, marred only by some slow down and an imperfect twoplayer mode.

violent

The best F1 game available for DC but doesn’t do anything particularly new with the Grand Prix genre,
The most realistic driving game ever. Totally hardcore, if you can handle it this is virtually peerless stuff.
Half-hearted attempted at regenerating the magic of the original. It rapidly becomes a tedious affair.
Enjoyable retro shooter that is outrageously action-packed but a bit too short-lived.

Worthy sequel that outclasses and will probably outlast the original.

Typically frenzied 2D shoot ‘em up that is extremely good fun while it lasts.

strategic WWII

Arcade perfect shoot ’em up with addictive gaineplay, but not much replay value.

War’s never been so much fun than in this

Frenetic racing action that never fails to thrill or infuriate. Great level design but gameplay is a touch shallow.
This simple shoot "em up is fun for a while but itll soon be gathering dust on your shelf.

Above average snooker sim marred by awful loading times and awkward controls.

Insane 2D beat em up offering two games for the price of one. But it’s a bit easy with limited moves.

Below par futuristic racer that combines Rollcage and WipEout in sick-making fashion.

Innovative firstperson adventure that uses swords rather than guns. Difficult but worth the effort.

Cool characters and attacks but most players will try this once or twice before dashing back to the shops.

TONY HAWK'S
SKATEBOARDING

 VIRTUATENNIS
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NET SUPPORT

hatever you're about to buy, stop!
Read our comprehensive review
listings before spending another
penny of your hard-earned cash.
We've listed every game currently available for
Dreamcast, together with a few choice
comments and our original score. Your days of
disappointment are over! s

09 8/10
Not reviewed
14 8/10
06 8/10
14 8/10
02 3/10
03 6/10
12 8/10
Not reviewed
05 6/10
10 9710
07 9710
07 6/10
13 9/10
12 5710
12 6/10
Not reviewed
11 8/10
09 3710
05 5/10
01 6/10
05 /10
03 /10
15 7710
15 9/10
12 6/10
13 1710
10 8/10
15 7/10
13 8/10
01 8/10
03 /10
01 5/10
03 6/10
08 7/10
Not reviewed
13 8/10
03 6/10
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Fantastically competitive 2D fighter. The graphics will have you drooling all over your Dreamcast.

With an imaginative three-character set-up and a great sense of humour, it's far superior to the original.
Totally deserving of only the second DC-UK perfect score. Arcade-style racing taken to a new stratosphere.
These are 20-year old titles and it shows. The is

by today’s

Detailed simulation, enjoyable arcade mode, but more than a little unrewarding.

Beat ‘em up fans are spoilt for choice with DC’s line up of fighters. This dated offering is not one to opt for.
Not much longevity in the oneplayer mode, but fourplayer hoops is superbly addictive.

Standard-setting visuals, arcade and simulation modes. It's the best basketball sim ever. Need we say more?
Good looking title that's perfect for ice-hockey fans, but may not appeal to newcomers to the game.

Fast, fun and outrageously violent American football game. Ideal for anyone who’s into instant sports fun.
Appalling American football title. Even grid-iron fans should avoid this stinker.

A great storyline and atmosphere have been wasted on a game engine that just isn't up to the job.
Graphically flawed sci-fi adventure that allows you take control of other peoples bodies.

Weird racing game that looks fantastic but is let down by horribly repetitive gameplay.

An average weapons-based fighter that gets its head cleaved in by the mighty Soul Calibur;

Groundbreaking beat 'em up featuring giant arenas and eye-popping power-ups and weapons. Excellent.

A superb sequel that adds much to the original, but its big new feature, fourway scrapping, is a bit of a mess.
Beat 'em up with a difference: the action takes place in the air. That really is it. Avoid.

DC’s first real strategy game is a trainspotters dream, but is probably too slow and dull for most.

Challenging platformer with stunning scenery, huge levels and lasting appeal for those who persevere.

One of the hest box 'em ups ever with hugely

play and sup
Futuristic shoot em up with diverse locations, superb missions and great multiplayer games.

Still scary, still absorbing, but still a haif-hearted PC port of an old game.

Doesn't stray too far from the Resi Evil formula, but is the best yet in the series. Survival horror genius.
Remote-controlled car racer with plenty of variety, but the handling is a bit too tricky.

Hilarious.

Awful driving game that pales in comparison to the likes of MSR. Spend your cash elsewhere.

Enjoyable arcade racer with big jumps and bigger crashes. Boasts loads of cool extra modes, too.

Novelty arcade fish 'em up that's great fun for the first few cast-offs. Gets repetitive quickly though.
Playable and intuitive rally driving game with some nice touches, but it lacks handling complexity.

Great visuals and plenty to do in this massive, atmospheric adventure title. Magic.

The sort of RPG that will appeal to the casual gamer. It's fun to play, but not overly engrossing.

Linear mech shoot’em up with a poor multiplayer experience. It's got rather large guns though.

Badly designed tracks with no sensation of boarding and no opponents. Appalling.

Excellent new adventures mixed with tried and tested gameplay in Sonic’s impressive 128bit debut.
Possibly the greatest beat 'em up ever with an addictive oneplayer mode and twoplayer action to die for.
Approach this below par scrolling beat 'em up with extreme caution. It's repetitive and boring.

Truly magnificent visuals, fangtastic design (sorry) and you can't die either.

Comedy racing action in a perfect conversion from TV to DC, but only avid South Park fans will hold it dear.
Ulala is the undisputed Dancing Queen in Sega’s fantastic boogie ’em up. Utterly irresistable while it lasts.
Great fun to play and unique looking, but it's marred by a lack of opponents and few tracks to race on.
Dreadful racer in which you drive 1930s F1 deathtraps. Or don't, because no-one should ever play this game.
A very entertaining but limited hyperspeed racing game. It hasn't got a fourplayer option either.

Capcom’s allstars have never played so beautifully or or looked so good on a console. Loads of options too.
The definitive sequel to SF2. It lacks Alpha’s options, but the gameplay and controls are pure Street Fighter.
Enjoyable old skool platformer with great magnetic gameplay, but may be too hard and frustrating for many.
This motorbike racer is a lazy PC conversion that lacks charm and originality. Rubbish twoplayer mode too.
Incredibly bloody hack 'n’ slash

with overlong story Fun for a while, though.
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12 3/10
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02 6/10
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04 8/10
Not reviewed
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Not reviewed
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08 8/10
8/10
8/10
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Not reviewed
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03 5/10
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GAME NAME
PUBLISHER

SEGA
SWWS: EURO 2000 EDITION SEGA
SYDNEY 2000 EIDOS

TECH ROMANCER VIRGIN
reeorrcor R
ovesavens___________ 2

TOKYO HIGHWAY CHALLENGE CRAVE

TOMB RAIDER: THE LAST REVELATION EIDOS

TONY HAWK’S SKATEBOARDING CRAVE

T0Y COMMANDER SEGA
TRICKSTYLE ACCLAIM
INFOGRAMES
URBAN CHAOS EIDOS

T crvision

VIRTUA ATHLETE 2K SEGA

VIRTUA FIGHTER 3TB SEGA

VIRTUA STRIKER 2 SEGA

VIRTUA TENNIS SEGA

V-RALLY 2 INFOGRAMES
WACKY RACES INFOGRAMES
WALT DISNEY EIDOS
WETRIX+ TAKE 2

womer R

WORMS ARMAGEDDON HASBRO
Aocuam
Tho

ZOMBIE REVENGE SEGA

DC-GLOSSARY

Confused by something we’ve mentioned in
this Issue? The answer may well be here...

Viewpoint

Platform — Neo Geo/Neo Geo CD/Mega Drive/PlayStation
Genre - Isometric Shooter

Year — 1992

Developer — Sammy

SNK's closest codeshop, Sammy, managed a terrific coup de
grace in its astonishing 'tribute’ to Sega's Zaxxon coin-op by
way of a ludicrously hard isometric shooter. With short levels
that required a photographic memory and a resilient trigger
finger, Viewpoint took no prisoners and certainly took no crap
from the player. SNK games being identical to their arcade
counterparts, there was no autofire option, so every bullet had to
be manually tapped out. The faster you tapped, the faster your
rate of fire. Easy, right? Far from it. Passing the second level
boss was akin to most other shooters' final mayor and with
meagre restart points and a bare minimum of smart bombs, the
going was as strategic as it was reflex-based.

By employing beautiful enemy characters, innovative level
design and a soundtrack that stood on its own, Sammy
managed to get the mixture just perfect. The price? 250 notes
on cariridge. Addictive as hell, with about a hundred goes per
level required to progress, this was true old-skool shooting
action and its legacy still lives on today. For the record, the less
said about the PlayStation version, the better. Talk about a
Lamborghini engine in an Austin Allegro.

The Need For Speed

Platform - 3D0/Saturn/PlayStation/PC

Genre — Racing

Year — 1994

Developer - Electronic Arts

Along with Return Fire, The Need for Speed was a must-have for
3D0 owners. Having the hardware on the shelves a year before
Saturn and PlayStation, Trip Hawkin's finest title for his

@ DC-UK December 2000

Fun footie game with more depth than Virtua Striker, but poorer visuals. Some find it lacks pace.
Quality update which boasts all the Euro 2000 teams and faster, more fiuid gameplay.

The best button-basher on DC so far is spoiled by some irritating control problems.

Manga-style robot fighting game, filled with standard Capcom touches. Not one for the ‘casual gamer’.

\ppi golf game ontheF

Interesting RPG from Climax Entertainment. Similar to Evolution in many respects, but not as good.

An admirable attempt to create a totally new style of driving game, which unfortunately fails.

Challenging if lazy conversion of the PlayStation and PC hit. Formula fatigue is definitely setting in.
Excellent conversion of the PlayStation hit with intuitive controls and compulsive gameplay.

Innovative mix of gaming styles and challenges which may frustrate those who lack the patience of saints.
Futuristic hoverboarding stunt racer with fine visuals. The last few tracks are gut-wrenchingly hard.
Decent football sim which, like the England Euro 2000 squad, is let down by dodgy throughballs.

Quality action/adventure set in a massive metropolis with loads of missions and combat.

Poor car combat title with extremely average visuals and one-dimensional gameplay.

Disappointing button-basher hamstrung by a lack of events and some dodgy control methods.

The expert’s beat 'em up. More depth than the Marianas trench — and just as inaccessible to most people.
Limited football game which provides more twoplayer fun than it really ought to.

Smashing tennis ‘em up that will thrill you with its blisteringly quick and addictive action. An ace.
Excellent rally game with slick handling but doday collision detection.

Poor handling and unimaginative design make this only an average use of a great licence.

A dreadful Mario Kart-clone that handles like a nightmare and trumps in the face of its Disney licence.
Hectic puzzle game which could have been a classic if it weren’t for a couple of design flaws.

Tank battle game with some cool features and decent design. But the lack of diversity soon palls.

Decent Dreamcast outing for the long-running battle puzzle series. Excellent multiplayer longevity.
Typically average wrestling game which aims at appeasing fans of the ‘sport’ and achieves nothing more.
Average wrestler with one saving grace — a mad feature enabling nine fat blokes to be in the ring at once.
Streets of Rage-style scrolling shoot 'em up with gameplay too limited for most console owners.

ultimately Bismarck console is a lesson in exact timing. Stili
clutching their Mega Drives and SNES's, most 16Bit owners felt
their jaws touch the floor upon first witnessing this miracle.
Blending rendered cars with streamed FMV backgrounds for the
first time, gamers could get behind the wheel of a super car that
resembled its real-life counterpart and drive on roads that,
again, looked convincing. Fast for its time and now virtually
impossible to find, The Need For Speed for 3D0 was the
definitive version and played brilliantly, a feat as yet unmatched
by any other console. The system may be long forgotten, but the
game is etched forever.

Clipping/pop-up

Two dreaded phrases that are essentially the same necessary
evil of these polygon days. Within any system designed to draw
onscreen objects using polygens, (triangles by any other name),
the limits to the number of simultaneous polygons displayed are
dependant upon the system's RAM. Be it PlayStation's 2Mb,
Dreamcast's 16Mb, X-Box's 64Mb, there is a finite amount of
memory and it must be adhered to. Naturally, programmers will
attempt to drive the system beyond its limitations, with a view
to creating higher quality graphics, but the price to pay is s0-
called ‘pop-up’. This manifests itself as either objects that
appear out of nowhere, sometimes as near as the middle-
distance, or as a clipping of backgrounds that should run to the
vanishing point, but don't. The reason they appear this way, is
because the game's developers attribute a priority to certain
polygons, typically those in the foreground or of character
models. Something that is in the distance will be less noticeable
therefore of a lower importance than player characters or
nearby terrain.

The worst or best possible example of this phenomenon is
Daytona USA on the Saturn: truly astonishing game, plays
incredibly, but the clipping of the tracks resembles the run up to
the bridge sequence from Speed. The road quite literally stops a
hundred metres of virtual distance ahead of the player, most of
the polygon count having been chewed up by the car models or
the enarmous trackside motifs.

There are a number of tricks that can be employed to
disguise pop-up, namely corners or steep hills in racing games,

=
=z
FOUR X 05 7710
FOUR x 10 8/10
FOUR x 14 6/10
ONE Xx 09 %10
yStation title Everybody’s Golf. Not quite as good. FOUR x 06 7/10
ONE Xx 12 410
TWO X Not reviewed
ONE Xx 08 8/10
™wWo x 11 9710
FOUR X 7o
TWo x o1 970
FOUR x 03 8/10
XX x 15 1710
FOUR X 06 3/10
FOUR x 15 5/10
TWo x 02 7710
TWO X 06 6/10
FOUR x 13 9710
FOUR x 10 8/10
FOUR x 11 6/10
FOUR x 14 3710
W0 x 08 17710
TWO x 08 5/10
FOUR x 05 8/10
TWO X 04 6/10
FOUR x 15 5/10
WO x 05 6/10

as in WipEout for PlayStation; and fogging, which can be used to
good effect, as demonstrated in Konami's Sifent Hill, or badly,
like Koei's recently-released Shin Sangokumusou (Dynasty
Warriors 2) on PlayStation 2, which entombs the unfortunate
player in a ring of mist that is thicker than an average ‘Big
Brother’ contestant.

In the right hands, pop up is non existent, (Ferrari 355
challenge); in the wrong hands it's like a crowbar fo the game's
spine, (Magical Racing Tour). The lesson? Know your system
limitations or stick to 20 titles.

Fatal Fury

Platform — Neo Geo Cartridge/Neo Geo CD/Neo Geo Pocket
Colour/PC Engine+Super CD ROM2/Megadrive/SNES/PlayStation
Genre — Beat 'em up

Year — Originally 1991

Developer — SNK

SNK's first step on its path to this month's Capcom Vs SNK was
a seminal title that, while playing second fiddle to Capcom's
Street Fighter Il, still managed to steer legions of fans onto the
qgood ship Geo, from which there was no escape. With only three
playable characters, Andy and Terry Bogard plus their kickboxer
chum, Joe Higashi, there were certain aspects that separated
the two franchises: Fatal Fury was spread over two distinct
layers that allowed players to jump into the background and
avoid their opponents' attacks, the screen scaling to keep the
players in view.

The addition of a third protagonist allowed two mates to
tag-team the character they were fighting against, essentially.
setting up a three-way rumble. Memorable names such as the
fean, mean Richard Meyer, punk rocker Billy Kane and the
always-drunk Tung Fu Shu (Shun Li, anyone?) offered a variety
of enemies unseen in a beat 'em up at the time. Add to this the
rock-like stature of the final boss, Geese Howard, pius the fact
that you could actually buy this game for your home Neo Geo
and you had a title that showed just what Capcom were up
against. Eventually superseded by.The King of Fighters '94, Fatal
Fury for Neo Geo still has more energy and vigour than any
other version and will be remembered as the first chapter of
SNK's journey to beat ’em up Godhood =
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Bought a real stinker lately? Send us a review
andgaveolh_erreadersﬁomyourterriblefate!

South Park Rally

h my god; they killed Kenny,”

and now, with this fantastic

game you really can too! Or at

least try by blowing him to
pieces with some chocolate salty balls
or cheesy puffs.

‘South Park’ has hit the DC scene
once again with this fine looking racer.
Immediately, you know what you're in
for when the intro sequence boots and
you get a great view of Kenny getting
flattened by a train. This game is
everything | expected it to be. Nothing
but pure fun. There must be hours of
enjoyment wrapped up in this cartoon

racer that'll keep you hooked. All your
favourite characters are there and a
huge array of weapons are included
that can only be described as very ‘South
Park, ranging from Jesus on his fluffy
white cloud to the Underpants Gnomes
that nick other players items. Overall
there are a whopping 27 characters to
unlock. | will say though, championship
mode is the only mode worth bothering
about in the game. So far I've had this
beauty for a week but | still haven't
completed it. Yes that's right, ONE WEEK
and still uncompleted!

I love this game to death and I'm
positive that all ‘South Park’ fans out
there will love it too, but anyone else
may not see the point in trying to
unlock all the characters, or just play the
game at all. | think the 5/10 rating was a
bit unfair on DC-UK’s part and this is the
real score it deserves. 8/10 &

For the...

Virtua Tennis

s | strolled through my local

arcade a brand new machine

caught my eye. Virtua Tennis?

Never heard of it. | thought
‘What the hell...’ And put a £1 coin in
the slot. | left that arcade 30 minutes
later gibbering feverishly and sweating
more than a fat kebab shop owner at
rush hour. | knew that it had to be mine.

A few weeks later | emerged from
the import shop the proud owner of a
Dreamcast copy of Virtua Tennis. |
stuffed the Action Replay Demo in my
machine and then swapped it for the
sacred disc. | was stunned. Sega has
demonstrated its genius once again.
Just the arcade mode and characters
would have been fine but it has decided
to put in a massive World Tour mode, 5
new courts and 10 new players.
Henman, Courier and Pioline are all

included in the line-up as well as five
others and 10 fictional players. Oh, did |
mention the arcade perfect, eye
spankingly gorgeous graphics? Best
tennis game? No. How about: Best
sports game EVER? Yes. Pay whatever
they ask for it, just get it. 10/10 ®

JoJo’s Bizarre
Adventure

SEk

eing a massive Street Fighter

fan, | preordered Alpha 3 over

nine months ago, soon after

the initial reviews came in,
hoping it would hit the shops soon.
Months had past and I still hadn’t any
decent 2D beat 'em ups. So off | trotted
and bought JoJo’s Bizarre Adventure
hopping to ease my cravings until the
big day.

I had read various reviews all of
which seemed fairly positive and
suggested a game similar to the Street
Fighter series only a little... well...
different. ‘Bizarre’ is something | can
handle, having played many Japanese
games in the past. What | can’t handle
is dire’. The first thing that hit me was
the graphics. | was at least expecting
something along the lines of the Saturn
version of Alpha 2. But no.The graphics
are criminally low-res, looking like a
game that has been directly ported
from an early-nineties arcade title. As
for the music? Well, | can safely say that
this is the worst example of Japanese
music | have ever heard. No joke. Even
Aero Wings is better! Okay, so maybe
the gameplay can be its saviour? After all,
the Street Fighter games had sublime
playing credentials. Oops! Someone
forgot to implement any form of
gameplay whatsoever. The moves are
incredibly simplistic. You don't even get
a choice between punch and kick, all
being automated. One of its supposed
selling points is that the disc features
the original game and its sequel, but
you'd have difficulty telling them apart,
both being highly crude and virtually
identical in every way.

I was hoping that despite its
obvious bizarreness in nature, | would
find a gem lurking underneath. What |
actually found was a rather dire
adventure that had absolutely no right
to be translated for Western eyes. Oh
well... no matter. 3/10 m

Best priced Dreamcast Games and Hardware...

No Catches | No Gimmicks | No Loanshark around the corner waiting to take your thumbs
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WHAT YOU WIN!

In conjunction with our new pals at online
shop, www.theslammer.com, we've got a
game to give away to each of this month’s
readers. If you want to be in the next issue of
DC-UK, simply send your work of literature to
the usual address (or email it to us on dcuk@
futurenet.co.uk). The prizes may well be
different next month, but they’ll be just as
good. So start writing. This month’s winners
will each win one of the following games:

We randomly select who gets which
game. Our decision is final, so there!

theslammer

Rainbow Six

his game is a surprise indeed.

First of all, it has been made

from a very good Tom Clancy

book, and we all know how
disappointing video games are when
they originate from books or films. Very
few of them are ever any good
(GoldenEye on the N64 did well, but
that’s about it), thankfully this game is
no disappointment.

Rainbow is a secret multinational
counter-terrorist team, and your
objective is to lead the unit into
combating terrorists. But it’s not all
shooting, most of the fun comes from
actually planning out the missions
before battle, working out where your
team will go, giving them signals so
they don’t just run in and shoot blindly.

This leads to a lot of excellent
technical planning and strategic action.
But, there are some setbacks. Being a
direct port from PG, it’s graphics have
suffered a little and are not up to the
standard of Code: Veronica and DOA2,
and the controls are dodgy. But all in all,
it’s a great game. If not a must buy then
at least a must try. 8/10m

theslammer

tel: 0845 601 1578




B DC-TIPS

Take along, deep drink from our cheats troughl
090 VIRTUA TENN_!s e
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F355, Space Channel 5, San Francisco
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PLAYERS GUIDE

he best tennis game in

history has been thrilling

every Dreamcast owner
sensible enough to spend their
hard-earned cash on it and, thanks to
it's perfectly-judged gameplay and
learning curve, will continue to
enthrall us all for many, many more
months to come. But while Virtua
Tennis is the epitome of pick-up-and-
play accessibility, true mastery of the
game is much harder to achieve.
Which is where our handy Players
Guide comes in.

.)7'

To assist your quest to become the
hairy Pete Sampras of videogame
tennis, we've selflessly played Virtua
Tennis until little yellow balls became a
regular part of our dreams. General
tips on the techniques required for
successful virtual tennis, a guide to all
the surfaces and their characteristics, a
run-down of the best players and tips
for beating all the ace Training games
are here for your delectation. Oh, and
we've also revealed the two well-hard
secret characters. So, if you're ready for
action, let’s play tennis. Bosh!

M A quality serve can set up a poin

o

i
to finish with a smash like this

bl

= ."l

128-BIT BRAIN POWER
The computer Al is very good, so
avoid using the same tactics over
and over as your opponent will adapt
and catch you out.

M Wrong-footing is hoth vital and amusing

WRONG-FOOTING

When your opposing competitor is
running in one direction put the ball
to other side — turning takes time
and they can be wrong footed.

S-T-R-E-T-C-H
Power shots down the sidelines
whenever you can rather than
playing to the centre, especially
when your competitor doesn’t have
them covered. Then watch them
S-T-R-E-T-C-H.

GO WITH THE FLOW

When running for the ball don’t try
and hit it back across the court,
knock it in the same direction as
you're running. This lets you get back
into position and prevents your
opponent from smacking it into the
opposite corner and out of reach.

PATIENCE

Until you're an expert don't try to kill
off opponents too quickly. Play for
rallies and you'll eventually catch
them out.

=

M Forcing an opponent into a lunge virtually guarantees the point as you can smash a winner




RECOMMENDED

Jim Courier (USA)

An excellent player to start out
with, as good ol Jimbo doesn’t
have any real weaknesses and
performs well regardless of your
playing style. But you'll have to
change to another character as
the opponents get tougher,
because Courier doesn’t have
any stand-out strength either.

3|

Raf Ventura (ITA)

Bonus player Raf is a master of
powerful ground strokes who can
wallop the ball well beyond his
opponent’s reach, and thus
proves ideal for those who play
from the baseline. He can be a
little slow, but his sheer power
makes up for this. Avoid going
too close to the net, though.

Carlos Moya (SPA)

Carlos is possibly the best all-
round player in the game. He's
strong, has an excellent
repertoire of shots, and can cut it
with the big boys. He’s also got a
powerful volley so is well-suited
to serve and volleying. Moya’s
only weakness is a slight lack of
speed and agility.

DC- TIPS
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PLAYERS

Tommy Haas (GER)

Haas excels with his forehand
but lacks backhand skills. This
means you can hit the ball with
enough pace to win comfortably
as long as it’s on his right side,
therefore you have to anticipate
where your opponent will play
their next shot so you can get
into forehand position early.

Tim Henman (ENG)

Henman isn’t strong from the
baseline-but his volley is good,
thus ideal for playing the serve
and volley game. But, playing at
the net makes him susceptible
to the dreaded lob, so be
prepared to dash back. Henman’s
service is also quite poor so rely
more on positioning than power.

M An accurate and powerful service will often open up the court for an easy winner

ol

: TEGHNIQUE

0On your serve, aim to place a full-strength shot to the farthest edge of the service
box to send your opponent out wide. As they move away from court to return it they
will, in most cases, knock it down the side (if they hit it cross court the trick won’t
work). Run towards it, stopping halfway, and smack the ball back down the same
side. Your hapless opponent will almost always hit it cross court now, leaving you to
power the ball in a similar fashion to the baseline (well out of his reach, heh heh!).

W Clay is the surface that most rewards baseline play because of its slow, high bounce

M There’s little more satisfying than getting break points against the fancy-pants CPU

December 2000 DCUK £tk




> BIG WALL

Difficulty: 3/10
The trick here is not to put too much
effort into your shots, just get your
body lined up with a board and
without touching the analogue, tap
the stroke button to hit the lower
panel and lob for the higher. Then
move across to the next pair and
repeat. Be careful not to power your
shot, as you lose time when the ball
rebounds past you and out of play.

BULL'S-EYE

Difficulty: 4/10

To ensure you always get to the balls
don't play too close to the net, and
don’t go diving all over the place
either. Use the basic stroke to knock
them back across court and into the
centre of the target, using the
analogue to position your shots. You
don’t need to hit the bull's-eye every

M Big Wall. Accuracy and speed required

time but you'll soon find the
optimum racquet position to pepper
the middle of the target.

GIANT BALL

Difficulty: 7/10

Move forward during the intro to the
middle of the playing area and start
by smacking the ball as hard as
possible into the centre white ball.
From here power your shots so they
hit the balls in the centre to make
them roll faster, and aim for the
baseline with UP as this gives more
power. Beware smacking the giant
balls into ones that are already off
court or they'll just rebound back on.

PIN CRASHER

Difficulty: 9/10

This is all about hitting a big serve
with pinpoint accuracy. Aim to knock
a full-power shot at the front pin
and they should all go down. Adjust
your position for each frame,

nt Ball. Beware the annoying balls off court as they can rebound the others ba
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standing at either the extreme side
or just a step in so you get the right

angle, then it's down to using
left, right, or neutral on the
analogue. Easier said than
done, though.

DRUM SHOOTER

Difficulty: 10/10

Infuriatingly difficult by the third
level. You need to lob the balls from
your coach up into the air so they
land in the drums, unfortunately, the
lob isn't the most accurate of shots
in your repertoire. The best way to
complete the challenge is to
experiment with different positions
on the court and tap the lob button
without using the analogue if
possible. It's often down to luck
rather than skill with this one.

RETURN ACE
Difficulty: 2/10

Simple, very simple. The golden rule
is to smack the balls as hard
as possible into the



M Smash Box. Try to take out rows together

inflatables so they hit each other. An
entire row can be dealt with by
knocking the ball directly forward,
parallel to the sideline. Those near
the net require a short shot (hold
down) but generally just power
them into the pack.

SMASH BOX
Difficulty: 7/10
An advanced version of Return Ace,
this time you have to knock the
blocks completely off the court.
Move closer to the net and keep
smashing the first few balls into the
blocks before aiming for those at the
back. Drop off towards the baseline
and hit your shots short to strike
those closer to the net.

H Cannonball. Beware the evil red balls

CANNONBALL
Difficulty: 8/10

Your aim is to hit the yellow balls
back at the machines firing them,
but what makes this hard is that if
any of the red balls hit you one of

Return Ace

two shots.
Pin Crasher

. Beat th

Knock all of the boxes over with just

Achieve a strike wi
serveyou take.
CanonBall

e challenge before

DC-1IPSH

the machines will reactivate! Stand e

back on the baseline and as a yellow
ball appears power up a stroke and
slam it at one of the machines,
hopefully hitting it and rebounding

into another if you get lucky.

Bull's Eye

KING

How To Get: Play World Circuit
completing all but one of the
Training and Trial games. A
new tournament will be
unlocked in Japan where you
must beat King to make him a
playable character.

Tips: King is by far the best
player in the game so victory
will be hard-fought. When he
serves take a few steps
forward to cut off his angles
and ALWAYS send the ball
down the line, never back the
way it came. Don't take any
chances, play defensively, and

chase after those lobs and
diving shots (they always just
sneak in). King is just about
the perfect tennis player so
you'll have to play a faultless
match to stand any chance of
beating him. Success may be
long-coming but it is possible.
Good luck!

MASTER

How To Get: Beat Arcade
mode on Normal level without
losing a game (set matches to
one game only at the options
screen for an easier time).
Tips: Master isn’t quite as

W Patience and practice are the only ways to beat these guys

good as King but he isn’t far
off. His serve is his strongest
point and he always manages
to hit them full power with
great direction. Take a few
steps in to narrow the angle
and don’t play on the baseline
as he’ll power his shots along

the side and out of your
reach. Oh, and stay alert
because he'll try a sneaky
Michael Chang-style
underarm serve from time to
time. The best way to beat
Master is by utilising the lob
to punish his volleying game.

December 2000 DC-UK @
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F355 CHALLENGE, SPACE CHANNEL 5
AND SAN FRANCISCO RUSH 2049

the following names to unlock

‘the relevant track:

rauMilch — Nurburg Ring

Kualalumpur - Sepang -
DaysofThunder Atlanta

EXTRA DIFFICULITY
To access the hardest version of
Space Channel 5, simply complete
the game once, save it and then
start a new game.

ULALA ON FIRE

Achieve a rank of 95 per cent or
higher and hot stuff Ulala will burst
into flames.

SAN FRANCISCO

RUSH 2049

UNLOCK CHEAT MENU
You can access the game’s Cheat
Menu by highlighting Options and

then pressing and holding the
following combination: Left trigger,
right trigger, X, Y.

e
-
s |

3

333
Riies

Bought an Action Replay CDX? Then get your
cheatin’ mitts on these spanking new codes

GRAND THEFT Zero Felony meter
AUTO 2 D880B1B0, 00000000
NB. All GTA2 codes will

only work for the first RAYMAN 2

game in a session Infinite Energy
Infinte Double Pistols 37E117CB, 00001FFF
F1A9A235, 0000012C Full Speed Ahead
Infinite Electro gun D368815E, 00000001
CE1BD34C, 0000012C No Textures on map
Infinite Flamethrower 7625D183, 00000001

9DE83E44, 0000012C
Infinite Grenades
323110F3, 0000012C

Slow Motion
CE4BE579, 00000001

Infinite Machine gun  NHL 2K

58E743E3, 0000012C Away Team Scores 20
Infinite Petrol Bombs  Points

FC29A232, 0000012C F4899503, 00000014
Infinite Pistol Away Team Scores 0
47EA2B7D, 000000C8 Points

Infinite Rocket F4899503, 00000000
Launcher Home Team Scores 20
76A5E7B6, 0000012C Points

Infinite Shotgun 529774D2, 00000014
22E757F6, 0000012C Home Team Scores 0
Infinite Silenced Points

CHUCHU ROCKET
Infinite time

DDC88320, 0000582D
Player one has a score
of 999

1684166D, 000003E7
Player one has a score
of 0

1684166D, 00000000
Player two has a score
of 999

626B6BBD, 000003E7
Player two has a score
of 0

626B6BBD, 00000000
Player three has a
score of 999
9E680AOB, 000003E7
Player three has a
score of 0

9E6B80A0B, 00000000
Player four has a score
of 999

E0571868, 000003E7
Player four has a score

Machine gun
DE28B76C, 0000012C
Infinite Stunrod
7B65E7B1, 0000012C
Infinite Health
B63E0SE2, 00000064
Infinite Lives
7B35EF25, 00000005
High Score + City
Complete

B01606A5, 0000CIFF
EOBF24BC, 00003B9A
In trouble with the
Army

D880B1B0, 00002EE0

UNLOCK DISCO MODE

To unlock the funky Disco track,
enter Stunt Mode and earn 100,000
points.

UNLOCK OASIS TRACK
To unlock the Oasis stunt track,
accumulate a score of 250,000
points in Stunt Mode.

UNLOCK WAREHOUSE TRACK
To unlock the Warehouse stunt
track, achieve a score of 500,000
points in Stunt Mode.

UNLOCK MISSION TRACK

To unlock the Mission track, you
must first complete the Beginner
Circuit with a placement of third
place or better.

UNLOCK PRESIDIO TRACK

To unlock the Presidio track,
complete the Intermediate Circuit
finishing in third place or better.

529774D2, 00000000 of 0

E0571868, 00000000

UNLOCK DOWNTOWN BATTLE
ARENA

To unlock the Downtown battle
arena enter Battle Mode and
accumulate a score of 100 points
(it'll take numerous attempts).

UNLOCK PLAZA BATTLE ARENA
To unlock the Plaza battle arena get
a score of 250 points in Battle Mode.

UNLOCK ROADKILL BATTLE ARENA
To unlock the Roadkill battle arena
get a score of 500 points in Battle
Mode.

I Eam enough points to get a funky disco
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BDC- TIPS

o you think you're a tasty

driver? Think again. Ferrari 355

Challenge is the hardest
driving simulation ever to grace the
arcade and home markets and it’s
dying to show you how little you
know. Fortunately, we're here to act as
your co-driver and yell desperate

ACCELERATION

Obvious, but easy to ignore if you're
using the assistance. While the
natural tendency is to floor the pedal
all the way round the course, the
results are often more of a hindrance
than a help. Too much throttle
simply spins the wheels, which
causes understeer due to a loss of
traction, as well as a reduction in
speed. Watch for spin on the corners,
as turning the wheel will aid spin if
there is too much power. Try not to
apply full power until the car is more
or less straight and you'll be much
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355

instructions as you take a throbbin
355 monster on to the taxing circuits.
So, pay close attention
petrolheads, as we explain the
fundamentals of taming the wild
Italian pony and divulge the best
methods of conquering the game’s ten
tracks. It sure ain’t going to be easy... ™

more likely to stick to the road.

BRAKING

The trick is not to brake too fiercely,
as this will cause the wheels to lock
up, again causing understeer and
slide. Coming off the accelerator is
often enough to slow the car
sufficiently for gentle corners, the
engine acting as a natural brake.
Otherwise, try to gradually brake
when entering a corner, maybe just a
shade earlier than normal, instead of
waiting till the last minute.

NB: Both the accelerator and the
brake make good use of the
analogue triggers and can be applied

lightly or with vigour. Remember to
use as much or as little travel as you
_need. Being over zealous works
against you, so learning the tracks

can benefit you greatly in the race to
first place. P

[CORNERING]

There are two ways to corner: the
Ridge way and the Ferrari way. More
commonly known as Drift and Grip
driving, the former method, while
not exactly wrong, will not award
you with the best times in F355.
Unfortunately, drift driving is a
million times more fun than grip and
is no doubt ingrained very deeply in
a lot of gamers, especially those who
learned at the wheel of the
aforementioned Ridge Racer.

DRIFT

For those that want to drive for the
sheer thrill of it, then drifting is the
only way to take corners. As you
approach the bend, keep to the
outside and tuck in as the car enters
the turn. At this point, swing the
wheel hard into the angle of the
corner and the back end should
swing out until the nose of the car is
facing parallel to the exit of the turn.
If the corner is too shallow and the
rear tyres don’t slide immediately,

I The analogue triggers on the DC joypad are perfect for achieving the correct balance of acceleration and braking for the comers
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dabbing the brake should help ease
them into a skid. This is simply a
matter of judgement and will come
with practice. Provided you have
executed the manoeuvre correctly,
the car will enter a four-wheel drift
that allows you to slide round the
corner while oversteering by
approximately 45 degrees. This not
only sounds great, but feels fantastic.
The only thing to watch out for is the
balance. If you're using assistances
then the Stability Control will correct
for too much pitch and rear-end
weight by stiffening the suspension
to compensate. However, an
unassisted driver will need to be
aware of the limits of traction as
well as weight distribution. Even
with a low centre of gravity and
stacks of grip, the Ferrari will still
break away at the limits, as the car’s
mass shifts to the rear. Watch for
body roll and use the brake
conservatively if you start to edge
out too much. You can also keep the
throttle floored for this kind of
cornering as it maintains the skid,
remembering to straighten up at the
exit of the bend. After a while, this
will all become second nature and
you'll be tearing round the track like
a veritable Mr McCrae.

GRIP

Less engaging and requiring far more
discipline, this is the proper way to
corner and will give you much
quicker lap times. Approach the'turn
in the same way you would for
drifting, but instead, ease off the
accelerator and nudge the brake if
necessary, keeping to the inside of
the bend. Stay at the maximum
speed you can without skidding,
then as the turn begins to
straighten, reapply the throttle and
travel to the outside edge of the
track. This change of direction simply
minimises the curve of the bend,
allowing the car to effectively pass
through at a shallower angle, thus
maintaining more speed and
lessening the likelihood of skidding.
Different corners require different
approaches, depending upon the
width of the track, the steepness of
the curve, as well as how many cars
are actually in the turn with you.
Some corners do not require braking,
like Motegi's long, sweeping bends,
while others, like Long Beach’s, are
fraught with tight hairpins where
you must come off the accelerator
altogether and ride the brake as well.
Again, this is a matter of memorising
the track layout and perfecting your
technique for each and every corner.

NB The advantage of having two
fingers and a thumb is that you can
replicate left-foot braking in the
game, which is an advanced
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technique for race driving in real life.
The standard version of the F355 is
equipped with a stick transmission,
so keeping the revs up while braking
needs the driver to brake with his or
her left foot. Obviously, this is totally
the opposite of the normal method
and requires a degree of skill not
found in most people. In the game,
however, it's easy to do this, as you
can keep the right trigger
(accelerator) down while braking
with the left trigger, then change
gear at the same time, by tapping
the A button. Easy!

Using a manual gearbox will
contribute readily to your overall
times and performance as it allows
you to gauge when a particular gear
has run out of torque, or when
dropping down a cog will be
sufficient to slow the car while
keeping the revs up. Be aware of the
different speed bands that each gear
occupies, as fast braking also needs a
relevant change in the ratio between
engine speed and road speed.
Braking on a tight corner will
normally need a drop of two gears in
order to deliver the necessary power
for exiting the bend. Failure to select

| the correct gear will leave you under

or overpowered, thus affecting your
performance. For this reason, you
need to read the speedometer
quickly and then select the
appropriate gear. A glance at the
tachometer will also indicate what
the engine speed s likely to
be when you

INTERMEDIATE

4
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driving aids. You'll rely on them at first but yow’ll have to learn to live without them

change gears, but of course the best
method is to work by instinct and
memory. Again, practice as much as
you can.

Like those trusty stabilisers that
helped you learn to ride a bike, F355's
four driving assistances are essential
to help you reign in the Italian
Stallion. But like that heart-stopping
moment when you finally cast away
the stabilisers and trusted your
biking skills, you'll eventually have to
turn off all the assistances to truly
beat the F355 Challenge. Winning
races is extremely difficult with the
driving aids on as they hold your
hand round the tracks like a worried
parent; preventing the kind of fast
acceleration and last-millisecond
braking required to cross the finish
line first.

TRACTION CONTROL

This governs the amount of torque
fed by the drive shaft to the wheels
and will reduce the power if the
tyres lose their traction. This is useful
for fast starts and reducing the
chance of skidding in a corner.

STABILITY CONTROL

A form of intelligent suspension
control that stiffens or loosens each
spring as mass shifts to the
extremities of the car during
acceleration, braking and
cornering. The

weight distribution of the vehicle
will increase opposite to the
direction of travel, thus creating
higher relative masses at the rear if
the car accelerates; at the front if it
brakes and at the outside edge of a
cornering manoeuvre. Increased
rigidity of the suspension in the
same parts of the car counter these
forces and will help to keep the car
stable and evenly weighted.

ASSISTED BRAKING SYSTEM
This is the opposite of Traction
Control and will reduce the bite of
the brake pads on the wheel if the
tyres begin to skid. A similar effect
can be created by ‘pumping’ the
brake pedal rapidly, thus considerably
reducing the chances of locking up
the wheels.

INTELLIGENT BRAKING SYSTEM
Perhaps the most useful assistance,
the Intelligent Braking System
gauges the maximum speed for each
corner and reduces the velocity of
the car if you are travelling too fast
as you approach the bend. Of course,
this is an impossibility in real life, but
certainly proves invaluable for
novices to the game. Unfortunately,
it is quite conservative and will only
serve to prevent you from winning
any races. Learning with it off is
paramount to obtaining first place in
any of the eleven races.

Of the tuning options available in
F355, only three are of particular
interest, namely Ride Height, Spring
Rate and Stabiliser.

RIDE HEIGHT
This is the length of the suspension
coil and adjusts the height of the
vehicle body relative to the wheels.
Reducing the value to as short as
possible for both front and rear
springs will give you a lower centre
of gravity, thus bettering the
cornering performance. In the real

DC-TIPSH

world, this is restricted by the wheel
size and tyres, with low-profile tyres
allowing a lower ride height.
Additionally, the suspension
becomes less effective the lower it
goes, thus resulting in a harder ride
at lower values. In game, this will
make no difference, so lower away!

SPRING RATE

This s the elasticity of the
suspension spring, governed by the
hardness of the steel. The more
malleable, the softer the metal, thus
a softer ride, which is good for rough
terrains. This also results in a lot
more body roll that cannot be
corrected, unless you have the
Stability Control assistance on.
Conversely, steel with a higher
tensile value will provide a stiffer
suspension, thus less pitch on the
corners, but again, a harder ride. Set
it to‘Hard’, for the same reason as
Ride Height.

STABILISER

An integral part of the suspension
system, this is typically a pair of anti-
roll bars that link the free end of the
spring to the chassis. Able to flex
with the pitch of the car, they will
halt at a set limit as they reach their
maximum extension, thus curtailing
body roll. Again, dependant upon the
tensile strength and elasticity of the
material, they can be adjusted for
soft, medium or hard performance,
with a harder setting affording more
grip and road-holding, but reducing
acceleration. Medium to Hard are the
best settings. =

CAR SETTINGS

PLAYERT

CAR COLOR: ;
Fioni et

130.00
MED UM
MEDIUM
<542
4.00
25.00

LOAD SAVE DELETE DEFAULT

RIDE HEIGHT [mm):
SPRING: MED! UM
STABILIZI MEDIUM
CAMBER|d -
TOE [m:
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given that it's probably the easiest
course. If you're not using the IBS
assistance, watch your speed at the
‘corners’, or you'll end up scraping
the car along the wall, losing
valuable speed in the process. Take
the turns wide, keep your steering
smooth and you should be able to
maintain the lead and win the race.
Country —Japan
Length —2.414 Km
Difficulty rating — 3/10

Country —Japan
Length —2.243 Km
Difficulty rating —4/10

Take advantage of the long straights

The Japanese oval circuit is definitely
the place to start honing your skills,

I Use the inside line for a sneaky overtake

RAGIME;
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A relatively easy track to negotiate
(as well as being short) but with a

couple of tight corners, including the
final hairpin, which tucks in on itself;

Try to nose in halfway round and
keep your speed around 120 kph,
otherwise your back end will slide
out, sending you into the crash
barrier. It's also worth noting that
Suzuka Short is the ideal course to
cut your teeth on, as skills learned
here can be transferred to virtually
any other track.

TRACK - MONZA

Country — Italy
Length — 577 Km
Difficulty rating - 6/10

Monza can be quite a taxing course
because of its resident couple of
extremely tight chicanes, the first of
which is a double. The best way to
tackle them at speed is turn 45
degrees to enter the left curve, then
immediately turn the wheel 45
degrees to the right. A bit of
oversteer can be beneficial, as the
back end should skip out a bit,
leaving the car facing the right way
down the track. Straighten up if
necessary and you'll be equipped to
deal with any other chicanes that
crop up in your career.

Country —Japan
Length —3.704 Km
Difficulty rating - 6/10

I Some almost 90° turns will test you here

Sugo is generally a shade harder
than Monza by virtue of its tighter,
squarer corners. It's also noticeably
narrower, but not drastically so. One
thing that becomes apparent if
Yyou're using the assistance options,
is that you have to come off the
throttle in the corners, or suffer the
indignance of four-wheel slide.
Easing the accelerator to mid-revs
will afford you a lot sharper tuming
circle, hence quicker entry and exit
through the corners. Don’t get
overzealous and you should be in
first place come the finish line.

Country —Japan
Length —5.864 Km
Difficulty rating — 6/10

DO

M The longest and most enjoyable track

The full-length version of Suzuka is
the longest track in the game
(clocking in at nearly six kilometres)
and is split into roughly two parts.
The first section is basically Suzuka
Short, which is a pleasure to traverse,
while the second half is a lot more
tricky, throwing in quite a few tight
corners that need careful
negotiation. Keep your speed down
and don’t be tempted to try any
fancy overtaking manoeuvres, as any
slip you make here will leave you vast
expanses to cover before you're able
to catch up again.



Country — USA
Length —2.558 Km
Difficulty rating — 9/10

This is one tough track and it needs
to be treated with respect, as its
corners can be deceptively sharp. By
all means take the long sweeping
straight at speed, but tread gingerly
through the hairpins. Come off the
accelerator altogether and coast
round them, otherwise you'll bang
into the opposite wall, even at
pedestrian speeds. Narrow in places
and able to bottleneck at the drop of
a hat, the city-lined circuit is
breathtaking to behold, but slow
going and testing at the same time.
Approach with caution.

TRACK - ATLANTA

Country — USA
Length —2.478 Km
Difficulty rating —3/10

g = st vt s v

Another oval, similar in vein to
Motegi, but with a much steeper
camber so alter your ride height
accordingly. Apply the same tactics
you would to the aforementioned
track - taking the bends wide before
cutting in to the straights - and you
can expect to clear it near the front.

Country — Germany
Length — 4.556 Km
Difficulty rating —6/10

Similar to Suzuka in as much as it
comprises two distinct parts, namely
a fast stretch which is more or less
straight, followed by a slower section
that is made up of square corners
and tight turns. Famous for Formula
One racing, Nurburg Ring is very long
and requires fast braking on the
corners, which can be tighter than
first observed, so watch out.

TRACK - LAGUNA SECA

Country — USA

problem on

The most immediate thing you'll
notice about this Californian track is
the abundance of sand. Not only
does it line the road, but it’s also
scattered over the tarmac, making
traction a bit problematic. Skidding
off the track is not advised, as you'll
slide miles across the sandy grass
before you come to a halt. Watch out
for the downhill section, especially
when it comes in the form of a steep
double twist. The temptation is to
drive straight over the curve in order
to cut your opponents up, but you
must resist. [t'll only slow you down.

Country — Malaysia

Length —5542 Km
Difficulty rating — 8/10
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Sepang is definitely the blandest
course, with little trackside detail,
apart from buildings set right back.
Weaving its way through grass and
sand, the flat, wide circuit will also
see you slide a long way off; should

sandy track
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you catch up on the evil bends, that is

you lose it on a corner. Once again,
there’s plenty of opportunity for
high-speed driving, given its two fast
straights, but watch out for the
hairpin that joins them as it needs
taking at a virtually pedestrian pace
if you want to hold onto first place.

Country — Italy
Length —2.976 Km
Difficulty rating — 9/10

@ shell ©® Shell ® Shell

H There’s no fuel crisis here

Ferrari’s official test track is designed
for single-car racing, being very
narrow, and is made up of fast
straights, sweeping curves, hairpins,
chicanes, gentle gradients and a
small selection of minor off-shoots.
This'll test every one of your driving
skills and is also nicely located, with
employee cars, the company offices
and even a petrol station. Enjoy!
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Sit down, relax and let DG-UK sort your

gaming life out

% ARE YOU SERIOUS?
In Issue 13 of your wonderous
publication, reader Peter Tweedie
asked when Sega would be releasing
coloured pads in Europe. Your reply
stated that when you asked Sega
they said probably not until 2001.
Well, surprise surprise! You can get
them NOW on Dreamarena shop
online. My point is — Do Sega take
your publication seriously or is your
so called Sega informant totally
inept? Yours sarcastically...

Andy Concannon

Sega should damn well take our
publication seriously — we are, after
all, the finest Dreamcast mag on the
planet. However, like all other
mortals, especially those in big
corporations, Sega is prone to
changing its mind regarding release
dates. So we get the Millennium
pads early? What'’s the problem? Sit
back and enjoy a rare early arrival.

% | NEED THE CDX NOW!

Can you please help me. | have
mislaid my grandson’s copy of DC-UK
which contained an Action Replay
‘cheat’ CD attached to it. | believe it
was Issue 11 (although I'm not sure). |
am writing to you in the hope that
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you have a copy you could kindly
send to me. If you can help me | will
send a cheque immediately.

Mrs D Bicknell, Gloucester

We're getting a lot of calls about this
but unfortunately we’re not the
people you need to speak to. Give
our Back Issues department a call on
01458 271141 and ask them to send
you a copy of Issue 11. They should be
able to sort you out. They’re good
like that.

% GET RID OF THE BAR
Canyou please tell me if | need an
NTSC-PAL converter to get rid of a
black bar that shows up when the
settings are at S0hz. The bar doesn’t
show up on 60hz.| am using the
Action Replay CDX method.

Zack

Having referred your query to
Science Officer Maximus, it seems
that the borders vary with each title,
so buying a converter should cure
your problem. Beware of cheap ones,
usually priced £10 to £20, as they only
use RF cables, thus making your
picture look junk. Our Max suggested
a professional model, which are a bit
steep at a £100, but give great

pictures. Your best bet for getting a
converter would be either Raven
Games (details opposite) or Datel on
01785 810800, or www.datel.co.uk

“» WHERES THE CABLE?

I'm brand new to the DC, I've had a
PlayStation ever since they came out
and | love it. However this week |
traded in my old N64 for a DC after
seeing a Virtua Tennis demo in my
local store. However | could do with
some advise please.On my
PlayStation | have a cable which
comes from the AV and separates
into two phono leads for my amp
and a scart lead to fit into the TV.

I'd like to do the same with my
Dreamcast, but | have been unable to
find a supplier of such a cable, could
you please recommend one?

ON R ESSEISTIARTAB U N

¥ Judges had to caim down H;;a‘conleshnb after announcing the ‘Mullet of the Year’ winner

it’s air-to-air combat you’re after then get your self a copy of Deadly Skies

Ben
There are indeed SCART cables that
have two RCA/Phono audio cables on
them and you should be able to pick
them from any independant or
multiple game store that stocks
thirdparty peripherals. Try asking for
Fire, Max Play or Blaze brands, as
they the most common makes of
Dreamcast accessories.

% | CAN’T RUMBLE
I recently bought the USA version of
WWF Royal Rumble, expecting it to
work with the help of the Action
Replay CDX Disc. After following your
method in Issue 14 it did not work.
Could you please tell me if Royal
Rumble does work with your Demo
Disk, or if it would run with the full
version of the Action Replay CD? If
the game does work with your demo
disc, would | need to use a SCART
cable or s-video lead?

Michael Benyahia, Birmingham.

Unfortunately, your problem has
been mentioned on our forum to the
effect that nobody has managed to
successfully run an American copy of
WWF Royal Rumble on a UK
Dreamcast using our Action Replay
Demo Disk. The only way round it is
to buy a US Dreamcast.

%, SOUND OF MUSIC

Could you tell me if there is any

music from Dreamcast games on

CD/tape such as Soul Calibur etc?
Christopher Dyke

CDs of game soundtracks have been
around for donkey’s years, but with
the exception of Metal Gear Solid,
WipEout and Gran Turismo, very few
have been released in dear old
Blighty. The Japanese market, on the
other hand, is flooded with such
stuff, so our suggestion is to contact
the good people at Otaku as they
stock a range of Japanese OST CDs,
merchandise, Anime videos/DVDs as



well as other game-related products.
Call 0208 699 5275, or visit
www.otaku.co.uk Failing that, try
Raven Games on 020 8663 6810, or
www.ravengames.co.uk

~ SHOUD 1 BUY A DC?

| am writing to you because | don’'t
know much about Dreamcast, but
would like to know more. At my local
Arcade, there is a Sega game called
Airline Pilots.'m wondering if it will
ever be coming out on Dreamcast. |
am a great lover of flight sims but |
have started to give up on the PC
because it stalls all the time.

So,now | am pretty interested in
getting myself a Dreamcast, do you
think I should go ahead and buy one?
Also, | have seen your preview on
Aerowings 2. All of your screen-shots
are of air-to-air combat. Is it true that
the game has only dogfighting and
not bombing?

David Taylor.

As it stands, there are no plans to
bring Airline Pilots to Dreamcast, but
it would certainly make for
interesting gaming, hopefully
attracting more people like yourself
to the world of Dreamcast. If you are
asking whether you should actually
buy a Dreamcast, then our answer is
amassive ‘YES! Dreamcast is simply
awash with top-notch titles,and
some truly special stuff has yet to
arrive. Get yourself down the shops
ASAFP! Lastly, you're right about
Aerowings 2~ it is all dogfighting. A
copy of Deadly Skies will sort you
right out, if you hanker after a spot
of air-to-surface action.

CAN | USE VIBRATION?
Is Ready 2 Rumble compatible with
the vibration pack?
Anon, via email

It is indeed. Get yourself a puru puru
pack immediately to experience each
and every one of those wince-
inducing blows.

Future Publishing,
30 Monmouth Street,
Bath, BANES,

A Fax: 01225 822744
Email:

dcuk@futurenet.co.uk
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Got a guestion that requires a really lengthy technical
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answer? Yes? Maximus is the man you need to know...

2. CAN YOU CHEAT IN AMERICA?
If | was to use the CDX cheat CD to run Bieem! from America,
would it work if | put in a PlayStation game in after, and is it
region sensitive?

Adam Halliwell

As a postscript, it’s worth noting that in the case of the
damaged modem, the reason for not being able to replace
the transformer, a Ia a resistor or diode, is that these kinds
of inductors are of no uniform rating, with many variations
available, from toroidal to HF. Judging from the logo on the
component, I’d hazard a guess that it’s a Motorola, but a

ding to the ship’s p the hyp

you suggest involving the Action Replay Disc should indeed
work. Bleem! for Dreamcast will ship minus Sony’s
regional lockout, as the inclusion of such would have
violated existing copyrights on the system. Of course, this
applies to the actual PSX disks themselves, but whether
Bleem! will go to the trouble of encrypting the disk to
inhibit its use on UK and Jap Dreamcast remains to be
seen. I’'m a Science Officer, not a clairvoyant, goddammit!

%5 OOPS! I’'VE BROKEN MY DREAMCAST!
While | was comparing my chipped Jap DC modem with my
brothers Hong Kong DC modem (just a PCB) the transformer
snapped. Now it doesn’t work. It has left a void on the PCB
which | think displays the part number (ETJ08IBZ).The
modem also has a number (Jif 88). Does anyone in your team
know the rating of this transformer so that | can get a
replacement to fix my modem?

Paul James

Help | have been looking for a replacement lens for my DC

and can not find one anywhere. | have taken the console to a

repair shop and they could do nothing with it. Please help...
Lee Benson

Problems like the above are unfortunately beyond my skills
as a Science Officer, given that | am not involved with the
Engineering Dept. Having contacted Sega Command, they
informed me that there is no facility for the sale of

] parts — r lasers and the
like are yet to be issued to the consumer. Sega also states

quick i of their Website revealed no such cat. no.
Were you able to derive the exact manufacturer and be
sure of its part number, (ours was Jif87/ETJY1BZ), it may
be possible to acquire a replacement part, but otherwise
ohscurity normally prohibits such exact components from
being available to the general public. It may well even be
custom-built for Sega, as opposed to an off-the-shelf unit.
The other word of warning is that it is worth handling
all PCB parts by their edges, or better still, using protective
gloves, as the human body can build up a static charge of
several thousand volts. Discharging such a potential
difference into the circuitboard may well irreparably
damage or even destroy parts that are designed to work at
low voltages, typically millivolts. Make sure you discharge
yourself on a grounded metal object, say a radiator or tap
pipe, then handle only by the edges wherever possible.

% WHAT’S THE COST OF ONLINE PLAY?
Being an NFL fan | was disgusted to see that what was
widely regarded as one of DC’s most impressive titles that:
NFL2K didn’t make it to these shores. Luckily | have family in
the US and was able to get a copy. | am now eagerly awaiting
the arrival of the superb looking NFL2K1 and would like to
know if | will be able to play on the Net against fellow NFL
fans from across the pond? Or will the game not work due to
it being a US ftitle? If it does work will it ring UK Seganet or
(god forbid) a US number? I'd like to know just in case | get a
nasty shock when the phone bill arrives.

regards, Joe

Tomy ledge, it is impossible for a

that, as both these situations involve user neg
warranties will be null and void, leaving the owner with the
task of paying for repairs. Nicki McGarrity at Sega Support
has passed on the details of Sega’s designated repair
station which will gladly receive both these malfunctioning
Dreamcasts and repair them at an agreed price. Send the
unit, with your name, address and telephone number to:

rror,

Mikrolive Ltd, Mikrolive House, Shrivenham Hundred
Busi Park, Watchfield near Wiltshire SN6 8TZ

The standard charge for work undertaken is £49.95 inc VAT,
which you will need to send along with the unit in the form
of a cheque. Please check the price for each individual job
by telephoning Sega Support, details below:

Tel: 08456 090 090 (local rate call, General Enquiries)
Tel: 09066 544 544 (calls cost 60p/min, Internet Support)
sega_support@dreamarena-services.com
WWW.sega-europe.com

www.di com

Dr to access exchanges, as the number
that it dials is embedded in the softy and contains no
international prefix. Thus, the US version of NFL2KT will be
authored with a US server number that is designed for
internal use only. However, there was a trick that would

pposedly enable D to access foreign numbers.
This i RUT hine to a BT terminal via
a splitter box that also accommodated a standard

| The routine required the acti of the
connect function through the game, followed by the
removal of the modem cable from the DC; dialling the
appropriate international code and server number on the
telephone, then replacing the modem cable. Rumoured to
work on the earliest Japanese DCs, this trick was soon
nullified by Sega, with subsequent attempts to dial
externally met with instant disconnection. Of course, server
numbers are never published, either in the press or the
game manuals, so even coming by this information will be
a task in itself. Quite whether it is applicable to the US
online server is subject for testing, but | expect the
chances of success to be particularly slim m
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re you good at videogames? No, we mean REALLY
good? Are you tired of beating your rubbish friends
again and again and again? Do you often dream of
receiving some sort of reward for your brilliance?
Well, DC-UK Challenge is the place for you.Just take a
look at the challenges we've set below and then beat them so
convincingly that the previous record holder feels like a

Show the world how talented YOU art el talentless gimpoid. It l feel good and might eam you a joypad! &

ONY HAWICS - [EEREGRErees
SKATEBOARDING

FERRARl 355 V! NEW! NEW! NEW! NEW! NEW!
GE S F355is extl ly hard. Di
CHALLEN T thinkljoz)’(r;etzziz thai‘; chale::e?

BURN SOME RUBBER!

> Race at Suzuka Short with all
assistances off, manual gearbox
and tuning measurements at
default. Choose Single Race,
Racing Mode, and do three laps.
Go really fast. Then prove it! ®

grind-fest. Rad

BUST THAT MOVE DUDES!
> Go to the Warehouse, where
you can only use the rail in the
middle of the floor. Hop on it and
pull as many tricks as you can
along it. Take a shot of the total
score for your combo and make
sure you wear knee-pads ®

Namco’s fighting game has
enough depth to keep even the
most hardened warriors coming
back for more

DOA2 challenges. Filthy sods...

|

TIME ATTACK

| TIME ATTACK

> How quickly can you battle > Can you beat Mark’s 00'52"62?
past the six opponents to finish or:

the game? Send in your best SURVIVAL MODE

times and impress us

SURVIVAL MODE

> Keep sending in evidence of
your highest number of wins ®

> Send us evidence of your

highest number of consecutive

Pick one of the challenges
victories in Survival scraps m

below and go for a manic ride!

GRAZY JUMP

Sega’s hass-catching romp > Can you beat David’s leap?

provides a decent challenge for

the determined angler GCRAZY JAM

> Glyn holds 1st place with 26.69

CRAZY FLAG

LAND A BIGGUN’! > Robert McMillan is still at the

> Just catch the biggest darn top with a ic time of 5.05 m

bass you can, then send us a

photo of the weight (in metric).

You'll have to beat Adam’s

whopping 99849 though m

Prove you're a tennis ace in
Sega’s superb racquet ’em up by
sending us your best times and
scores for the Training games

TRAIN LIKE A PRO!

> World Circuit mode has a
selection of eight fantastic
Training games. Smash your way
to the third stage for each of
them, then send us your best

scores/times for any of the
Training games on level 3 ®

It's possible to get some
cracking goal scores. Do it!

SCORE A BEAUTIFUL GOAL!
> Gary has smashed the 700
mark. It'll be hard for you to top
that. Try your best, though, and
send us proof of your score together
with the team and goal type ®
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INTERACTIVER

Can yéu .beat this month s-tob scores?
The three best get a Mad Catz joypad.

397.99 David Chennells, via email
397.91 Zakir Ahmed, Kent
396.66 Dan Martin, Wimbledon
392.26 Patrick Clarke, vie email
388.43 Stephen McLeod, Manchester HIGHEST NUMBER OF WINS IN SURVIVAL MO
1 109 Jayne Barker, London *
CRAZY JAM 2 101 Bon Pang, London *
26.69 Glyn Horsley, Nottinghamshire 3 o1 Guljar, Kent *
Daniel Bell, North Lincs 4 78 Aidan Fitzgerald, Cheshire *
Dean Tallon, Penzance 5 77 Andrew Blatch, Kent Y

Dean Taylor, Cumbria

Dipen Karia, Peterborough TIME ATTACK

1 00’52”62 Mark Culley, Hartlepool *
2 00'54747 Thomas Rutherford, Fife %)
Robert McMillan, Bedfordshire 3 00’55”35 Kevin Bremner, /nverness X
Daniel Salway, Bedfordshire 4 0057737 Sam Smith, Surrey v
Glyn Horsley, Nottinghamshire 5 01’0222 Paul Palmer, Essex k)

Richard Lee-Wright, Devon
Steve Ashley, Kent

SEGA BASS FISHING

ATCH A BIG ONE!

9984 Adam Ketley, via email
PULL AS MANY TRICKS AS YOU CAN ON THE WAREHOUSE RAI 99799 ucas Drake, Kent

303578 ley X Nottingham 97989 Dave Moody, Edinburgh

2 293800 Jamie Slater, Hampshire 95479 John Fletcher, Wakefield
2 241598 Paul Leighton, via email 92439 Ben McMurdo, London
3 208307 Daniel Moffat, via email

4 194512 Richard Sutton, Kent

| WIN! WIN! WIN!

A joypad or DC-UK T-Shirt!

698 points Edward Barnieh, London

Jake Lawrence, Fast Sussex
653 points Barry Knapp, Kilmarnock
608 points Bryan Ellwood, Luton

PIN CRASHER
1 $2,580 Mark Wells ¢ vie email WIN!IEY

2 $1,380 Freddie Silver, Cheltenhiam k)

T R R S ot e o s iy
1

$3,800 Leigh Brown, Wakefield €9  The THREE best new game scores (we write WIN!
2 $3,400 Mark Wells, vie email (k] next to their name, so you know who they are)
we receive every month will each win a Mad Catz
joypad — perfect as a second, third or fourth pad REUEIHGMI @MU LGRS
- DEAD OR AI_“’E 2 for those multiplayer gaming sessions. Other top [z S PZERY 2L

new entries will receive a DG-UK T-shirt. To get  [RIIUG

on the chart, simply attempt one of our D c UK

1 2’07735 Sabina Carpenter, Leeds challenges and send us proof of your massive
2 213741 Stuart Blyth, West Midlands score. A Polaroid will do the trick (or a Game Boy
camera pic) — you could either post it to us, or Challenge
SURVIVAL MODE email it. Oh, and for heaven’s sake use the game’s [i=H TS Publishing PLC
1 800000 ! Stuart Blyth ! (A ) | default settings. Don't put everything on ‘Easy!t BTG MUISIEEL
—-——“———.——-———. NB: Chart-toppers only receive one prize each, Bath, BA1 2BW
2 627250 Candy Campbell, Edinburgh even if they stay on top for more than a month

Send proof of your high scores to
one of the addresses below:
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% EASTERN DELIGHTS
When you look at the games market
today,Japan has a HUGE thriving
market full of wonderful little gizmos.
Take a trip halfway across the world
however and you will find a pathetic
continent called Europe. I'll get to the
point. When the Japanese get a game,
they get loads of Internet extras and
they cost about £10. Over here in
Europe, our games cost upwards of £35,
and we lose all those Internet bonuses.
And why? Because we are European!
Why are we treated so damn different? |
think we deserve to have the same
treatment as those over in the East. Just
because we live a few thousand miles
away from them, it doesn’t mean that
we don’t want any extras does it? Great
mag by the way people.

James Burling, London

First of all games don’t cost ‘about £10’in
Japan. The usual cost is 5800 yen which
is about £35. Secondly, Japanese game
developers design their Internet extras
with the Japanese Dream
Passport and phone
network in mind —
when the games

are ported over for
European release

the price of
converting all this to
run on the UK
network is usually
prohibitively high (as
we have seen with all
the Capcom games).
Sega Europe is
committed to making

sure all the key releases have Internet
options, though, so we usually don’t miss
out on too much.

m DC-UK December 2000

% WHERE ARE THE RPGS?

I have recently made the transition
from PlayStation to DC and I'm
pleased with the what my little white
box of tricks is capable of, but I've
stumbled across a minor problem.

L Flicking through your games index
kR I'venoticed the apparent lack of
decent strategy/adventure RPGs
(with the exception of
Code:Veronica) and there
doesn’t seem to be any on

your release schedule. | know
that Dreamcast produces

superior arcade
conversions but the
longevity of these games
has to be questioned. |
feel the success of the PlayStation was
due to the fact that they tried to cater
for all genres and tastes and the
attraction of a decent sized game, eg,

Final Fantasy 8 would be a welcome rest
from great games such as DOA2 and
Crazy Taxi.

I'm not saying developers should
start making every game a four disc
epic with every single player mode
under the sun, but there is a real big
void left in by the absence of RPGs and
I'm sure some readers are disgruntled
with shelling out forty quid a game for
what turns out to be either a beat 'em
up or just another racing game.

Don’t get me wrong, | adore the
space my DC rests in and | love the
arcade conversions (as | no longer have
to part with a small fortune!) and I'm
looking forward to some of the wicked
games coming out, but I'm sure wed all
like something to sink our teeth into.
And an increase in games with real
lasting appeal and variety could
pursuede more people to see the light
and convert to DC.

Peter Golding, Gillingham

\ 1 As we've mentioned before,
. decent strateqy games

surface on consoles. They
take longer to developer
s than arcade
& conversions, and
require a good
working knowledge
" of the console -
/"4 which is why Final
Fantasy VIl didn’t
appear on PlayStation until the
console was over two years old.
Shenmue, Phantasy Star Online, Age of
Empires, Skies of Arcadia and Grandia Il
should fulfil your needs in the near future.

o

r A Phantasy Star Online: Just one of the top-notch RPGs soon to grace the DC

% COME ON RETAILERS!
Prospects for the Dreamcast look very
bright this Christmas. Second
generation titles like Metropolis Street
Racer, Shenmue, Quake Il and Half-Life
are arguably the best looking games on
any console this year.

Of course the hype which has been
generated for
PlayStation 2 in the
UK (perhaps
unjustifiably given
the well publicised
mediocrity of many
of its European
release games)
means that demand
for Sony’s machine
will be massive. But
Sega must attempt to
capitalise on the fact
that PS2 supplies will
be very limited until May next year. This
leaves the Dreamcast as the most
powerful console readily available on
the shop floor this Christmas, and the
only one capable of playing online.

So surely even if many are holding
out for PS2, there’ll be a fair few
Dreamcasts being bought as presents. |
would not be naive enough to believe
that the Dreamcast will win this
console war since companies like Sony
have huge financial resources for
promotion and marketing campaigns.
Rather, my hope is that enough DCs can
be sold for the machine to become even
more profitable to the Third Party
developers and ensure that we're still
playing quality games from the likes of
Bizarre Creations and Capcom for two
or three more years.

This Christmas therefore provides

the perfect opportunity for Sega Europe
toensure it gains a pretty healthy
market share so long as it gets it's key
online titles out in time. Let’s also hope
that certain retailers here in the UK will
buck up their ideas when it comes to
displaying DC software. Expectation for
games like MSR and Ferrari 355
. Challenge is such that these
; “}‘ games will sell so long as
they're given the shelf

% deserve.In terms of
& quality, they'll easily
. rival anything Sony
can throw out this
L winter! Keep up
& the good work.

i 36\5 \ space and publicity the

, 4 John
=" Mulholland,
Rutland

You're right — there will be two battles for
Sega to win this Christmas: the battle to
get people to buy Dreamcast in the face
of overwhelming (and often hugely
inaccurate and misleading) PS2 hype, and
the battle to convince highstreet stores
to promote the machine properly.
Hopefully the excellent sales of Virtua
Tennis, and the forthcoming games
you've listed, will provide plenty of
ammunition.

% DC’S LONGTERM VIABILITY

I really love the way Sega has catered for
hippies like me with games such as
Ecco, Samba, Space Channel 5 and
Wetrix. Now on the eve of the PS2’s
birth I'm slightly worried about the DC's
longterm viability what with few ads
and the best selling Dreamcast game
rarely entering the all format Top 20,

Our games cost upwards of
£35 and we lose all those
Internet bonuses. And why?
Because we are European!”



even though the DC is a year old.

As anybody who pays up toa
whopping £30 for a GBC game will
testify, if everyone rushes out and buys
the same console thereby creating a
monopoly, games prices would shoot up
and creativity would stagnate. Game
Boy Advance games could cost up to
£60 or more!

In my opinion there three areas of
concern that require urgent attention
by Sega. For a start there should be the
option of unmetered Internet access for
a set fee thus allowing online gaming
to flourish. Then there should be a
budget range of older games for about
£15-20.The PlayStation really began to
take off with its Platinum label. And
finally if EA and others refuse to release
their mass-market titles on DC then
why don’t Sega licence the likes of Fifa
or MGS2 etc and program them
themselves? This scheme worked really
well in establishing the Mega Drive and
in terms of sales and popularity it would
be a wise move.

Cmon publishers, wasn't it Sega
who gave you a chance to break away
from Nintendo’s money grabbing grip
on production and distribution in the
First place?

Joseph Tsang, Glasgow

Sega is currently looking into providing
Internet access for a set monthly fee, and
will also soon announce a budget range
of classic games. As for buying a license
to produce EA games on DC— it is likely
to be financially crippling and legally
complicated. Neither are particularly
attractive qualities.

% HEY, PEACE MAN!

Most people would agree that the
PlayStation 2 is over hyped. It only being
the most promising of a raft of
underwhelming offerings on a distant
horizon. Because of this, it has alienated
many previously ardent PlayStation fans
and gamers alike. Only by a heavy
marketing campaign and trade from
the uneducated casual.gamer will it be
saved from a dismal launch.

But that aside, how much longer do
we have to endure the ‘my console is
better than your console’ argument?
Take it from me, a gamer that has spent
far too many years hunched over
consoles and computers that have
come and gone ~ its the games that
count.The DC has a fantastic autumn
schedule. The PS will receive a couple of
belters before Christmas. The PS2 will
come of age and produce some

o7 YONEX

E “Sega should advertise Virtua Tennis”

wonders.The N64 has always excelled
and will continue. The Gamecube will
delight one and all. And finally the XBox
will change the world as we know it.
Probably. Do what | do, experience the
best of all worlds, buy them all and stop
chuffing arguing!

Nick Spann, Lancashire

Yes, console wars are extremely tiresome,
simply because most of the people who
get involved have no idea what they're
talking about in terms of the technical
specs of the machines. Arguing about the
games themselves is fun though — as
long as you've actually played them —or
at least seen more than a 3 minute
demo video which may well be made up
entirely of pre-rendered footage.

% SEGA SHOULD SHOW OFF
If | mentioned GT2000 to my non DC
owning mates they'd know exactly
what | was talking about, but if |
mentioned Virtua Tennis or MSR I'm
pretty sure they wouldn't have a clue
what | was raving on about. This is one
of Sega’s major downsides, the company
really needs to put a lot more effort into
its advertising. I'm almost certain that
some wicked adverts of Quake 3, Half-
Life and MSR would put DC sales
through the roof, Sega is running out of
time as the PS2 is just a few months
away now and it really needs to be
doing all it can to sway potential buyers
of the PS2 towards DC. With the
difference in price of the two consoles,
(even before the price drop of the DC)
and the diversity of excellent DC titles on
the market, if Sega get its act together
this could be a Dreamcast Christmas!
Rob Hopkins, Cirencester

It all comes down to cash. Sega Europe
simply doesn’t have the budget to
bombard peak time viewing schedules
with DC ads. No doubt the company has
a few marketing tricks up its sleeve
before Christmas — as this really is going
to be the crunch time for DC — we’ll just
have to wait and see what it can deliver.

% SONIC’S BATTLE AGAINST CANCER 4.
Did you know that Sega’s mascot Sonic the Hedgehog is the only game 4 1
character that is used in Science. Sonic Hedgehog is the name of a gene which
is very important for the development of embryo’s. Sonic Hedgehog regulates
the development of the brain and some other tissues as well. The gene is
currently under heavy investigation since it might be involved in the
development of cancer (especially childhood cancers). It is no coincidence that
this gene is named Sonic Hedgehog, it really is named after Sega’s mascot.
Back in the eighties scientists discovered a gene in Drosophilla (the fruit fly)
which was important for its development. They named it Hedgehog to
describe the phenotype when it is mutated. However, they also found similar
genes in other organisms and to tell them apart they made up new names.
One of the research groups named the most important Hedgehog gene in
humans Sonic Hedgehog in 1993. 1 think they were Sega fans or something.
This is one of the cool things of being an scientist, you can make up your own
names after you have discovered something new. Anyway, now you know that
Sonic Hedgehog is an important target for cancer research. And just to show |
am not making this thing up look at the site of Nature (the most important
scientific journal in the world) www.nature.com.

Look at the Nature issue of August 312000 page 944 and page 1005 there
you find papers about Sonic Hedgehog and novel therapies against cancer. You
can also check if | am telling the truth at the NCBI (national library of medicine)
at www.ncbi.nlm.nih.gov/entrez just type in Sonic hedgehog and you will find
hundreds and hundreds of scientific papers about Sonic (well the scientific
version anyway). You also must remember that there’s no gene named after a
certain Italian plumber yet!

It may be a bit strange but | am an avid Dreamcast player and a scientist as
well. I hold a postdoctoral position at the University Hospital of Amsterdam,
and | am researching and testing new treatments of childhood cancer. Anyway,
being a real scientist during the day time | still find it relaxing to shoot some
things or solve some puzzles. | am really interested how Half-Life will do on the
Dreamcast, Gordon Freeman is sort of a role-model for us scientists (not many
of us around with shotguns fortunately.) And also it is always interesting how
we as scientists are portrayed in games and other products of the
entertainment industry.

Kees Fluiter, PhD,
The Netherlands

It’s great to know that videogames are appreciated in all walks of life. The
mainstream media is convinced that they're only played by anti-social brats, but
as your letter shows this simply isn’t the case. DC-UK wishes you the best of luck
with your research.

You win...

This month, thanks

to those generous

chaps at Simply

Games, we are giving
away four fantastically
good games and a VM to
the reader talented and
beautiful enough to win the
coveted Mail of the Month.
So, well done, Kees Fluiter.
Happy gaming!

Email: dcuk@futurenet.co.uk
Fax: 01225 822744

Future Publishing PLC
30 Monmouth Street
Bath, BA1 2BW

simplycaves.com
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DC-UK heads out on another Web surfing safari

Amernica Online

400,000 hit the Intermet in Dreamcast rush

emember that
SegaNet thing we
told you about last
month? Or have you
just been gazing at those pics
of Metropolis Street Racer?
Anyway, SegaNet is the new
US Internet Service Provider,
specially tailored for DC online
business. After launching on
September 7 it seems that
already 400,000 of the two
million US DC users have
signed up. Speaking about this
success, the important
sounding Yuta Sakurai from
Nomura Research pointed out
that “all the game machine
makers are moving online in
the near future. So once the
world’s game industry shifts

their strategy into Net-based
games, that's when Sega’s
tenacity will finally bear fruit.”
And with games such as
Bomberman DC, Quake 3:
Arena and lots of sports titles
(including bowling naturally)
on the way, it looks like he
might well be right. Now, if
only Sega Europe would give
us some more to play with
(endearing though ChuChu is).
While you're waiting
though, take a glance to your
right and view an example of
the lovely ad campaign used to
promote SegaNet. Other works
in the series have been titled
‘Mullet!" and ‘Even corn farmers
want SegaNet'—we're sure you
can imagine the corresponding

M Only the prettiest girls from Lumpsville, Kentucky appeared in the ad

images. So, after making
gaming cool in the late
eighties, it seems Sega is now
tapping into the previously

ignored ‘redneck’ market. We're
now waiting anxiously for a
Dreamcast conversion of
‘Deliverance’. Squeal, boy m

'Half-Life goes online at

Butlt’llbenextyearbeforeweseelt

s reported in DC-UK 14, a multiplayer
version of Half-Life, allowing gamers to
compete against each other online, will be Prepg
released in March 2001. At least in America. m"”*’ol/%t,  tte o
Details of the game - including whether or not it ) 7"." "”W e
will receive a worldwide release — are unconfirmed at
present, but we’re hoping for Death Match levels from
a variety of past Half-Life titles, including Opposing
Force and Team Fortress. Two months ago, DC-UK was
the only British magazine to mention the possible
; release of a dedicated online Half-Life title, instead of
waiting to be spoon-fed the official press release B

Comp,

Dut
Sepremb:' S5
S 3

ThePha

Online RPG gets it’s first public test

ntasy Begins

Dreamcast

Quick news snij ts
from the Wpe

High Score Heaven

Dreamcast

Be honest, you think you're
pretty much untouchable on
that swanky beat ’em up
you’ve been playing for the
last few months. After all
those hours of practice you
must be unbeatable, the best
even. Well, until we’re
flooded with an abundance
of online games to play, the
Dreamcast High Scores site
(www.geocities.com/dchigh
scores) is going to be one of
the best ways to test out
your claims (other than
entering one of our own
Challenges of course).

By the time you read this,
the site should be full of
scores for you to beat, having
originally worked on the basis
of trust and honesty when
submitting scores. The fools.
Oh, and watch out for the
simply fascinating update
reports. Sample: “I entered
some more scores today.”
Riveting stuff I'm sure you'll
all agree ™

Git a Hotmail 7

Now don’t blame us if this
doesn’t work, but there’s a
rumour going around that it’s
possible to view your
Hotmail email account
through your Dreamcast.
Sign up for an account
then visit vmulation.port5

et just beneath the main event
stage at Sega’s recent Joypolis
event, four side-by-side units
were running the new Sonic Team
opus, Phantasy Star Online, hooked up to
each other and surrounded by a bevy of
attractive orange-clad Sega booth girls.
Minus the booth. This was a very open show.
With a feel much like Evergrace on the
PC, the demo version of PSO dropped you
into battle against a varied selection of wee
beasties in co-operative fighting mode,

culminating in a dramatic showdown with
a red dragon about 30 times bigger than
your bloke. Sega’s ‘word selection system’
let players type out or select phrases to
‘chat’ with other members of the party and
there was a handy option to resurrect a
fallen comrade if they copped it before the
finale. Backgrounds were lush, and the
dragon was truly awe-inspiring, but it's the
cool feeling of adventuring and fighting
with your friends that made this game so
special —it's great fun m

.com/hotmail.htm and
attempt to sign in there (using
your Hotmail details).
Admittedly we couldn’t get it
to work, but, hey, give us a
break folks! We can’t be
perfect all the time.
Sometimes you’re just going
to have to go it alone and try
it out for yourself. Good luck if
you do ™

™ Yuji Naka his brilliant creaf
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ONLINE AUGTIONS

What do you do if you’re not willing to trade your old games,
and you're not satisfied with the low cash prices offered by
most high street retailers? How about going online to buy and
sell at an auction? Going once...

YaEo0! Auctionsi .

E Gk i

v - San

1

oueK

ona G
Yahoo! Austions

I “Do | hear two pounds for this lovely copy of Soul Fighter?”

@ The Yahoo auction site is the simplest to navigate and
most widely used, so try heading over to www.yahoo.co.uk. In
the top left hand corner should be a tiny little picture of an
auction hammer. Click on it and you'll be whisked away to the
main auction screen. After entering the usual name and address
stuff you'll be ready to join in all the fun of bidding and selling.

@ Back on the home page you'll be treated to a sneak
preview of the hot auctions of the day and any charity based
endeavours. Skip these unless you're feeling particularly flush or
generous. Down the left-hand side you'll see a list of categories
from antiques to transportation via tacky memorabilia. Now,
we're all for buying up Battlestar Galactica action figures and
A-Team vans, but as a Dreamcast mag we sort of feel a
responsibility to focus on Dreamcast games.

m Select ‘submit item’, type in a wonderfully

persuasive description of your scratched beyond play copy of
Sega Rally 2 and set the parameters of the auction. Parameters?
Don’t panic, it’s just things like how long you want to keep the
auction open for (typically seven days) and what the reserve
price is (the lowest amount you’ll be willing to accept). Oh, and
it’s best to set the starting bid extremely low while keeping a
respectable reserve bid. This will encourage people to think
they’re getting some sort of a bargain. The fools!

|
Lots of them. Along with peripherals, machines,
guide books and Select hing that catches your

eye and get ready to bid. You'll now be presented with another
screen which includes the seller’s no doubt woefully crass
description of the item along with the current bid. Enter an
amount higher and you'll be leading the auction. You can also
submit questions to the seller. Repeat this process until the time
limit on the auction expires. If you're still the highest bidder then,
congratulations, you've won that item.

m If buying, the safest way is by cheque. The seller will email
you over their details, then send it off. If you’re in a rush, you can
always transfer the funds straight into their bank account. Never
send cash, even if it’s only one pound and some old pennies. If
selling, simply wait until payment arrives before sending off the
goods. To check the reliability of the person you're dealing with,
click on their name to be shown their ratings by other buyer’s in
prior transactions. Be warned though, some of these are
hilarious and involve people claiming to have emigrated or given
birth to avoid payment. Stay clear of these, but do feel free to
laugh at them. Out loud ®

DC-INTE
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A VMU s th follovwing havdheace:
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+ 48Ty pixel LCD dispiay

* Soud geberntor

+ T98K of fash memory

+ Comnecors for docking

top50 dreamcast sites| |
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 Hmm, a nicely presented VM download site. For once J

it tight, for this month we present to you a collection

of totally random and disparate downloads, some of

which you may even actually want to play for more

than a few seconds. First up is VMU Vision, found at
www.vimpvmu.fsnet.co.uk. Ignore the warning about the
games not working on Dreamcast, for our cunning trial and
error testing system has revealed that the above title actually
does. Anyway, if we were writing advertising copy for the
game then we’d say it was an addictive and infuriating brain-
teaser set over 32 levels where the object is to clear a screen
of rogue blocks from an arena by jumping over them. Back in
the real world we could also add that you press ‘A’ to select
and jump, and that the ‘B’ button toggles the music on and
off. It also has a nice ripple effect on the title screen that we
were particularly fond of.

Next up is a VM version of Saturn favourite Panzer Dragoon.
Found at dreamworld.vgamin.com/vmugames.html, it
completely reverses the original Sega classic by being

phically basic and impossibly hard. In t frequent
bouts of dying suddenly, use ‘A’ to fire off your laser and ‘B’ for
the gun. And if all this gaming nonsense is getting a bit much
for you, check out the fine site at dreamcast.planetweb.com
where you'll find all manner of new and cool animations to
download. Our favourite was watching the common house fly
come to a messy death in ‘Smush-0-Rama’, although the epic
tale of a man’s quest to conquer nature in ‘The Mountain’ ran it
a close second m

FOR ALL YOUR ONLINE SHOPPING NEEDS, TURN TO PAGE 108 FOR THE

DC-UK WEB DIRECTORY

DC-UK Half Life Site
www.dc-uk.co.uk

We've set up a mini-site
dedicated to the Dreamcast
version of Half-Life complete
with reviews, walkthroughs,
features and other gubbins. Just
go to our main site and click on
the Half-Life pic!

Vogue
hitp://www.vogue.co.uk
Fashion, beauty, supermodels —
it’s all here. Look, mate, don’t
pretend you don’t care about
the Miuccia Prada spring
collection, because you do!

Meat Matters
hitp://www.meatmatters.com

“The home of British Meat
information” it declares
proudly. Filled with recipes,
facts and healthy eating
suggestions. Vegetarians need
not apply, obviously.

Shock Absorbers
http://www.berlei.com

When we say ‘Shock
Absorbers’ we don’t mean the
ones in your car, we mean the
sports bra advertised by Anna
Kournikova. You can download
a wallpaper image of her
wearing one from here. Not
that we have or anything.

Adbusters
hitp://www.adbusters.org

Right-on social activist site
which produces great spoofs of
pretentious ad campaigns. The
aim is to “forge a major shift in
the way we will live in the 21st
century.” Hmmm &

Been to any good sites recently?
You send 'em, and we'll print 'em

Email: dcuk@futurenet.co.uk
Fax: 01225 822744
Write:

DC-UK

Future Publishing PLC,
30 Monmouth Street,
Bath, BA1 2BW
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In this month’s un-ford- gettable
ed|tlon of SFX we talk to I N

) about his first step into horror\
e S SO

Take a sneéky peak at the latest show from
the man behind §
discover the truth about

PLUS win land on the Moon! @®




[ Tel: 01252 523227

Free UK delivery on all software

We stock all formats and specialize
§ in Dreamcast, PS2 & Saturn Imports

’ — i o !
U 1SN U

DC-CLASSIFED B

Bleemcast stockists |
On-line shopping catalogue and
International shipping available
Website news updated every day}

Gaming software, hardware, repairs and upgrades
to suit your requirements. New and secondhand,
mail order or retail - call us first!

g=2

A ) 7
gametrader.co.ukis the ultimate website to buy ; \
pre-owned Dreamcast games online. With low prices, next [N METRA)%,

day delivery and secure ordering you can’t go wrong. i /\;‘
Visit our website tod: !

Tel: 01444 410022

Th N

{ Tel: 01782 838182 J |
5 - )
www.spsoft.co.uk www.segadreamcast.co.uk
Sensible priced software for all your Dreamcast, Funhouse on-line your 1-stop games shop. Every Dreamcast game in stock.
PlayStation, N64, PC-CD rom and DVD films, all at low All accessories also available. New games from £12.99. Used games from
prices. So if you’re looking for games, consoles etc. £8.00. Next day delivery in UK. Friendly and reliable service. Al other
g0 to SP Soft, the sensible way to shop online. formats available.
L S Tel: 01322 559672 )

Mid-Blue GameZone.
The games supplier of choice,
for Dreamcast, PlayStation, P.C.
Please try our web or phone

Tel: 07000 643258

e [ — »

Dreamcast. ki W &iew
Stock these? Selling enough?

|_ to advertise here call the sales team on 01225 442244 )

>

New & Part Exchang

e Games
freamcast  playstaon  p.C.  Odmeboy  nintendo

See the PS2 in our new shop!!!
PLAY PLAYSTATION DREAMCASTS
GAMES ON YOUR & PLAYSTATIONS
DREAMCAST CONVERTED

35 HIGH STREET EALING BROADWAY LONDON
020 8840 4446

BUY + SELL * TRADE
Lo ]
G

RETRO & MODERN

COMPUTER & GAMES EXCHANGE
65 Notting Hill Gate, London W1 3JS T 020 7221 1123
Please bring ial ID with & si when selling or exchanging

POSTAL SERVICE AVAILABLE
OPEN 7 DAYS VAST SELECTION ON SALE

Dreamcast. .7
01242 257126

http://www.twocom.net

DC SERIAL CABLES IN STOCK!

PSone..

PS2 Console: £CALL
MP3 Discman: £CALL

VDR2000 - Record onto
VCD/SVCD/CD Format

DC Serial Cable: £35.00

DC Mod Chip: £10.00

DC NeoGeo Pocketlink Cable: £22.00
DC Scart Cable: £5.00

DC S-Video Cable: £5.00

in real-time: £CALL
DC VGA Cable: £15.00
DC 4MB Rumble Pack: £25.00 LATEST IMPORT GAMES,

DC 16MB Memory Card: £28.00 CONSOLES AND ACCESSORIES
DC Bleemcast: £CALL AT UNBEATABLE PRICES

FOR THE LATEST PRODUCTS AND PRICES: HTTP://WWW.TWOCOM.NET
Console Accessories and Imports Specialist
Tal (T

Bath Road PRICES CORRECT AT POINT OF PRESS

Cheltenham

ORDER
e

DREAMCAST / SATURN
IMPORT AND DOMESTIC
HARDWARE / SOFTWARE
SPECIALISTS

020 8647 6187
CALL FOR LATEST TITLES

AND BEST PRICES!
HOURS: MON=SAT 10-6

ORDER ANY GAME OVER THE NET AND
GET 2ZND GAME FOR HALF PRICE

TEL : 0208-789 7196

Open 1Tam-11pm




SPECIAL CHRISTMAS SUBSCRIPTION OFFER!

[_] 1 would like a 6 issue personal subscription to DC-UK
(L] 1 would like a 6 issue gift subscription to DC-UK

Please choose your method of payment:1,2 or 3. Subscriptions will start

Why subscribe?

from the next available issue
1O Cheq Ue (payable to DC-UK. £ Sterling drawn on a UK account)
2[J Visa [J MasterCard

3 Switch Issue No/valid date,

Card No, Expires,

Signature Date

[J UK cheque/credit card/switch card......£12
[ Europe (inc. Eire) & N. Americ:

[ Rest of the world wman cvccre

Title, Initials

Surname. -

. you can cancel your subscnptlon
' ;tnme and clalm a

Country

Postcode L

Phone (incsmo)

Email address,

Gift recipient details

How do | subscribe?

CGall 01458 271141

e R quoting order code:DMCP 16

sumarme Lines open 24 hours, 7 days a week.

Address overseas readers call +44 1458 271141
Simply complete the form opposite

e @7 and return to:

Posteode UK: DC-UK, Future Publishing,

Phone (ncst) FREEPOST BS4900,

Email address Somerton, Somerset, TA116BR.

[ Please tick this box if you would prefer not to receive information on other offers.

Overseas: DC-UK; Future Publishing,

UK i DC-UK ine, Future Publishing, FREEPOST
BS4900, Somerton, Somerset, TA11 6BR Cary Courtr Somerton, Somerset, TA11 6TB' UK‘
o DC-UK Magazine, Future Publishing, Cary Court,

Somerton, Somerset, TA11 6TB, UK

Subsaibe online:
www.futurenet.com/promotion/pg016/77

e

ORDER CODE: CLOSING DATE: 16/11/2000




Get what YOU want

- this Christmas!

for just £12
PLUS FREE
CD Case!

Get someone to
buy you a 6 issue
Christmas subscription
to DC-UK, or treat

yourself and you’ll also
receive a free CD case!
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Winter

Wonderiand

All the best games and finest new DC
peripherals of the Christmas season
reviewed in-depth

PLUS: Exclusive previews of next year’s
hottest titles, the latest news from Japan
and the US, authoritative guides to ‘
PowerStone 2 and DOA2 and much more! |

ISSUE 17 ON SALE —

m DC-UK December 2000



Hi, I'm Tinkerbeast
and T'll be your fairy guide to the
‘Twelve Games of Christmas’ in Issue 17
of DC-UK! Don't buy anything without
consulting me. T'll fill your stocking
with joy!




TUESDAY SEPTEMBER 12
Bless. It's Keith's first day back to work
after having all four of his wisdom teeth
out and despite being in lots of pain,
only being able to consume food in the
form of liquid and being unable to
speak properly without us all falling
about in fits of laughter, he’s not getting
sympathy from anyone. He’s now locked
himself in the games room refusing to
talk, which is a good move, considering
it stops the mirth.

It’s strangely quiet since Esther has
left for pastures new, as I'm now the
only girl left on the mag and it feels like
I haven't said anything for ages. Well, at
least about the important things (food,
hair, celebrities) Karl and Lee have tried
to involve me in a few conversations
but, | can't really get interested in
discourse about pigeons or mushy peas.
Bless 'em though, for trying.

“l wondered

_Keith's mouth is all swollen and he's
in a lot of pain after his operation.
Oh, how we all laughed

THURSDAY SEPTEMBER 14

Today started exceptionally well. We
were supposed to move into our new
office this morning, but unfortunately it
wasn't ready, so, having nowhere to go
we had to sit in the pub for a few hours.
How upsetting . We tried to have a
meeting of some sorts to keep us busy
but kept getting interrupted by Beast
who volunteered, with absolutely no
prompting whatsoever, to tell us about
his underwear habits. They are as
follows: he has never bought his own
pants (his mum gets them); he can only
wear them inside out (because the
seams itch) and he hasn’t had a new
pair of undercrackers in over five years
(eurgh!). Maybe | shouldn’t have told
you that, but if we have to‘put up with
vulgar stories from the Beast, then |
think it only fair that you, the reader
(our friend), share in our suffering.

MONDAY SEPTEMBER 18
It’s the first day of Karl and Maximus’

SAY 'M YOUR NUMBER 1

Songs that were Numero uno on the day we were born

Forget about asking
people what their star
sign is to find out your
compatibility with them,
you can tell much more

What was No. 1 in the UK on the day you
were born? e singles chart started on 144 Nov.

1952
Date of Birth: §

about a person by asking
them what song was Top
0f the Pops on the day
that they were born.
Check out our own

surprising results...
Keith (05/08/71): Get
it On — T-Rex.
Lee (27/07/76): Don’t Go
Breaking My Heart — Elton
and KiKi Dee.
Karl (10/12/74): You're
The First My Last, My
Everything — Barry White
Claire (28/05/75): Stand
By Your Man — Tammy
Wynette
Beast (23/09/77) Way
Down - Elvis Presley
Maximus (27/06/73):
Rubber Bullets — 10cc =

ur new office:

“Karl
oring

is is where it all happéuaﬁ S. xc}ﬁng stuff eh?

romised to
ack photos

of his bitches™

{ i d
Maximus shows of his newly dye
his hair with a strange skunk like

white streak down the middle

holidays. Not that they are going away
together you understand. Karl is going
to Gran Canaria and Maximus is, er,
hanging around in his home town of
Yeovilton for a week. If anything, we are
enjoying the peace and quiet that’s
descended on the office as much as
they will be in their respective places.
Karl has promised to bring back some
photos of his,‘beach bitches’ (his words)
and regale us with some filthy holiday
romance stories. Can’t wait.

MONDAY SEPTEMBER 25

The Beast was in a jovial mood today
telling us all about his antics on his
birthday celebrations in London at the
weekend. His mood changed though,
when Esther popped into the office to
catch up on all the gossip and to tell us
how important she is in her new job. We
couldn’t work out why he was so
shocked to see her, it turned out that
rather than thinking our Auntie Esther
had left the mag, Beast thought she
had died! Lord knows how he came up

with that one. No wonder he didn’t chip
in for her leaving present... Apart from
that Maximus is being intriguingly
muted about what he did on his week
off. Apart from having his hair dyed
black he only admits to making sweet
music with something called ‘Mini G’
The mind boggles.

THURSDAY SEPTEMBER 28

Keith decided that today he will only
speak/sing in the style of Louis
Armstrong (the gravelly voiced warbler
who sang ‘We have all the time in the
World’). We're not altogether sure why
he has chosen to do this, perhaps he’s
hoping that Matthew Kelly will prance
into the office and declare him the
winner of some strange work-based
‘Stars in Their Eyes’ contest. Beast gives
us yet another contender for quote of
the month. Trouble is that he’s fast
becoming the ONLY contender for this
accolade with classics like “I didn’t know
men could dye their hair.” Karl is still
being very quiet today as he struggles
to adjust to being back to work, he’s just
sitting at his desk sneakily checking his
arms every now and again to see if he’s
still got his tan. Oh, to be on holiday... ®
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Enlighten vourself to the power of the internet with the people who
made it accessible in the first place. Enrich vourself because it costs

. nothing but the price of a local phone call. Enjoy Netscape Online =
in association with Future Publishing Ltd.

With Netscape Online you can:

- chat online to friends & family with Instant Messenger
- organise your emails with Netscape Messenger
- browse the web easily with Netscape Navigator

- create great web pages with Netscape Composer

Uggée:;éoggt:w 100% NET. 100% FREE® See cover CD or
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* Excludes phone calls charged at local BT rate. Technical Support charged at premium rate (50p per-minute). 2
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RATED
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METROPOLIS STREET A ﬁ\T D t
NDLE OFFER! ) \B‘Df;

MSR + Wheel sold seperatley at £34.99 each

Thrustmaster Racing Wheel [
Officially Licensed by
Ferrari

U (e

The ultimate sports racing title is upon us. Metropolis Street Racer gives you the chance to tear through 150 different routes in Tokyo, London and
San Francisco with a choice of 40 different sports cars including: Alfa Romeo, Mercedes and Toyota. Race by yourself or against a friend in the excellent
split screen'mode and then put your top times on the Internet Hot Lap. Metropolis Street Racer boasts the most realistic graphics and sound ever and
will have Dreamcast users getting that familiar sense of console superiority. But this game does not just look great, it feels great too with a physics
engine that will have you hanging on to the edge of your seat and begging for more. A top title exclusice to Dreamcast - grab it while you can.

® Free delivery on orders over £19.99 @ Full 10 day no quibble returns policy
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0845 20 10 444 www.gameplay.com  Interactive http: Hmoblle gameplay.com
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