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ulatlons on buying Issue 2 of the Official Sega Dreamcast |
Magazine. You've made the right choice. And if you’ve already bought i
your Dreamcast you’ve made the right choice twice. Good call. You’re |
alone. According to Sega, by the time you read this, there will be over
350 000 Dreamcasts in American homes. And by the time you finish reading '
thls, there will be another few hundred more, and by the time you finish reading |
thls magazme... well, you get the idea. This thing is going to be big. 2
Every week, more exciting new games are announced, and the release list
swells. This issue alone, we feature more than fifty new Dreamcast titles, and
- review over twenty more. Games like Namco’s incredible Soul Calibur (reviewed :
f‘ on page 92) and Sega’s own Shenmue raise a sly middle finger to the aging

32b|t competltlon (and even thetr much-vaunted successors) and then poke

S e e
'

and is accelerating toward the mlllenmum at a speed that would leave William
Shatner fumbling to keep his rug within transporter range. Readers of this
magazme are ensured a seat in First Class, so put your feet up and enjoy the
rlde. As you can see, there’s even a pool...

o ' Simon Cox
Editor in Chief

'a
' 1
£

i-\-‘ "F I 2 i1 '!
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m Disc Guide

Welcome Virtua Fighter 3tb Parm

to the D’SCIII Publisher: Sega Release Date: October Players: 1-2 4’ ’HE GQ

v irtua Fighter 3tb is the latest installment in Sega's flagship fighting series. In this issue's demo, you can experience
its finely honed fighting system for yourself, playing as either Sarah or Lion atop the Great Wall of China.

To get you started, you can perform basic super moves by hitting (A) + (Y), and you'll want to try
experimenting with different directional presses and button combinations to uncover every move from 7 S
both characters' rather large repertoires. -

In order to conduct a two-player match, two controllers must be plugged into your Dreamcast '
when you load the demo. Player one controls Sarah, while player two commands Lion.

Like what you see? Or, more specifically, played? Then you'll definitely want to head on over to our massive
fighting games blowout on page 92 posthaste for a full review of the game.

The disc that came bundled with
this magazine is no ordinary piece of
silver plastic. It's the first-ever Official
Sega Dreamcast Magazine demo
GD-ROM.

Each edition of our GD-ROM
contains exclusive demo versions of
upcoming Sega Dreamcast games
that you can actually play on your
system — this isn't a disc for your
home computer, or for listening to on
CD player. In fact, if you try that last
one, you're likely to blow your
speakers...

This month’s disc includes playable

CONTROLS

Analog Stick: Movement
D-Pad: Movement

demos of Virtua Fighter 3tb, Dynamite A: Block

Cop, Toy Commander, and TrickStyle. B: Evade

We've also got a hefty non- video X: Punch

montage from Sega Sports NFL 2K Y: Kick

for your viewing pleasu re. VF3tb's basic moves are performed using the punch and kick buttons. More R: Change camera angle
You'll find a brief syn opsis and elaborate attacks, such as the one on the left, require hitting an attack button § Nt

and direction on the controller simultaneously. In this instance, (Y) + (A) + away
on the directional pad or analog stick.

control diagram for each game in the
next two pages. So pop our
GD-ROM into your
Dreamcast, power up, and
you'll see it will soon
become the most valuable
disc in your collection.

Dynamite Cop =

Publisher. Sega Release Date;: November Players: 1-2

PLAY my

v Q - e @ ) |
r HE G ooking for a little action? Look no further than our demo of n, 0t
Dynamite Cop, a beat-em-up filled to bursting with fist-fights, A CONTROLS
Having Trouble? I weapon combat and, er, pirates? In this demo, you'll get a chance to try your
hand at a good portion of one of the missions found in the actual game. Not
Can't get your GD-ROM to work only that, but you'll also be able to view one of the Art Galleries in the game, mess Analog Stick: Movement |
properly? Contact our toll-free customer around with two special Bonus Games (7ranquilizer Gun and Survival Mode), and D-Pad: Movement
service line at 1-888-613-7326 and an download a special Detonator Pack to your VMU from the Options screen. All this A: Jump
operator will be happy to assist you. If you in one demo! Are we mad? Er, on second thought, don't answer that... B: Jump
still can't get the blasted thing to work, we'll With pirates holding the President’s daughter hostage, you'll need to punch, X: Kick .
send you out a brand-spanking-new one via kick, and jump your way through Mission 02 in order to see what Dynamite Cop Y: Punch a
return mail, probably with some phony letter has to offer. So, what do you need the Detonator Pack for? If you have a full R: Not used
purportedly from the editor. You should also version of the game in your Dreamcast collection, you'll be able to use it to L: Not used
bear in mind that our disc isn't intended to access a new character.
work on your personal computer or in your B &5 | B Yy °
audio CD player — it'll only run on a P . ;B | B |
Dreamcast, and don't you dare think of X ﬁﬁ-f |
| trying it on one of those ‘other' CD-ROM 2T i
based systems. MW ean a1 16e)
! : -~  § jocks. | !
Toll-Free Disc Help Line: 1 T | B E ool .
1_88 8_6 13_7 326 Dynamite Cop is all about intense beat-"em-up action, and you’'ll have your choice of three different special agents with

which to send the bad guys packing. Check out the illustrations in the Art Gallery (center) or try your hand at a Sega
arcade classic with Tranquilizer Gun (right). Track down wild animals in the bush and try to capture them all.




TrickStyle NFL 2K

Publisher: Acclaim Release Date: Now Available Players: 1 HAY ’T’ Publisher: Sega
o m , Release Date; Now Available

cclaim’s great looking hoverboard racer is yours to try in this
exclusive, DCM-only demo. Choose from two

THE GQ

A,

Reviewed on

different characters and two different boards, then (5 D 3 page 100 of SE
zip around the Velodrome arena or challenge the | &, ~—" °° this issue, , T!
Guide (who happens to look suspiciously like *ﬂ\/ CONTROLS Sega Sports o,’,
Wolverine's Logan...) to earn new tricks. NFL 2K is far }H E C.Q
The Guide will give you a chance to try out mini- Analog Stick: Movement and away the
games in which you can collect gems scattered around | D-Pad: Not used best-looking football
the track under a time limit, race him through a set of A: Jump videogame of all time. But you
_ hoops, and even compete on a hoverboard ramp in B: Boogie Drill don't just have to take our
= a brutal test of your trick-performing abilities. X: Trick word for it — you can see it in
. | If you want to take up one of the Guide's Y: Speed Luge action for yourself on the GD-
challenges, you must find him near the Velodrome R: Accelerate ROM, in glorious full-screen
. | entrance. Every time you complete one of his tests, L: Brake video footage. Almost three
SR ' you'll then receive some new tricks to use that will minutes of it, to be exact. So
o F help you in the next challenge. See if you can unlock | e don't just sit there, pop in the
' them all, and check out our full review on page 102. disc, and get yourself the best

seat in the house.

Choose your character and your board to before heading into the Velodrome. There, the
Guide will test your boarding mettle with a slew of tough challenges and reward you with
new tricks.

Is it live, or is it Sega Sports
NFL 2K?

Toy Commander

Publisher;: Sega Release Date: November Players: 1

E

ver wanted to control an army of toys on some decidedly

- i O
serious sorties? Now's your chance. In the demo, you've been

~ | CONTROLS

instructed to perform three tasks within the kitchen: Take off and land your airplane,
drop sugar cubes into a bowl of chocolate, and track down a missing candy bar.
The first one's simple enough - just touch down and stop on the table top Analog Stick: Movement
runway. Using the helicopter, approach the sugar cubes and hit (B) to pick them D-Pad: Change View
up when they're highlighted. Now position yourself over the bowl and hit (B) A: Machine gun
again to drop them. Finally, drive your jeep up the wall (there's a ramp next to the B: Missile '
¥ cat box), follow the countertops to a jump, and then make your way down onto X: Change vehicle
B the countertop. Finding the candy bar itself is a snap once you're there. Y: Change/pick up weapon
= For more on Toy Commander, be sure to check out our in-depth preview of the R: Accelerate
game on page 62. L: Brake/Release

Y Y % A T L e PR & vedod” K | Start off by landing your plane on
2 ' - S et e il . ap % | this runway (left). You'll have to
be directly over the bowl for the
cubes to go in (center) Here's
where the candy bar is - getting
there's the hard part (right).

Official Sega Dreamcast Magazine 7 .



D.MA’L Letters

Introducing...
Team DCM

Ithough underpaid, overworked, and bordering on
the psychotic, the DCM team prides itself on

knowing more about Sega Dreamcast than is

strictly healthy for anyone to know. Should you have the

misfortune to run into them on the street, do not
approach them. They may try to sell you a subscription...

SIMON COX
Editor in Chief

Background:

Previously Executive Editor
with Imagine’s ground-
breaking Next Generation
magazine and (in a former
life) full-time Englishman.

Favorite Sega game:
Arcade classic Out Run.

RANDY NELSON
Senior Editor

Background:

Previously seen working
tirelessly for Internet
games destination
IGN.com and (in a former
life) EB sales guy.

Favorite Sega game:
Gunstar Heroes

FRANCESCA REYES

Reviews Editor

Background:

Star writer for Imagine’s
Ultra Game Players, PSM,
and Next Generation
magazines and (in a former
life) coffee shop slave.

Favorite Sega game:
Shining Force Il

NEW!

Dreamcast

........

L] iy k .
« Virtua Fighter 3th

» Marvel v&. Capcom
» Strent Fighter Alpha
¢ Plortal Kombed Gobd

EVERY fighting pame
RATED! Wa pick the
o youl MUST owr! P.‘..Uﬁr
We rpad-lost
Yu .'5u.r shei” =-

Blics FERRAR
Soul Calibur :ﬁfp-pp
Power Stono o s

Every Day is" Sunday
Dear OSDM,

Every so often, sofr hing or someone comes along
and changes our lives forey er. This s how | felt the first
day my fi‘lEﬂdS and | experié

many other
lives being changed by one simple blue $piny guy. By
working in video game stores for the pas
seeing the smiles that come from klds
see Sonic for the first time whethe
CD, PC, you name it, their lwe
brightened. -
To forget the other driving fnrce in my life would be
wrong, so | also havesto mention that until | played
John Madden Footbéll on the Genesis | was a casual
NFL fan. Now thdt many Maddens have passed us by,
Sunday in ¥ household is a religious holiday from
Labor Day"to Super Bowl Sunday. Not only has the
Sega Génesis opened my eyes to the numerous won-
cie in life (i. e. professional football, playing Sonic on

be Sonic i' ,

L e e T S T o S g e e S S D)

Back to Square One
Dear DCM,
First off, | would like to say | just bought
your first magazine yesterday and | love it.
Keep up the good work. | also have a question: | am a
huge RPG fan and | love all of Square's games. Will
Square make any future RPGs for the Dreamcast?
Also, I've heard a rumor that Konami is making a
sequel to Metal Gear Solid for the DC, is this true?

Thanks for your help,
Glenn M. Sonnabend
gsonn@webtv.net

¢ We'll be the first to admit that a 128-bit Chocobo
would be a dream come true, but Square has managed to
keep mum about its intentions in any camp beyond
Sony's. As far as the rumor regarding Konami's follow up
to Metal Gear Solid, creator Hideo Kojima has declared
that Dreamcast is an unlikely candidate for MGS 2. But
since Konami is a proven publisher for the system, we
may just have to wait and see.

Survival Guide Horror
By the way — awesome mag, but just one
disappointment: The 'D-Day: Survival Guide'
was a little off, especially with the football
games. As far as NFL 2K goes, | have a hard time believing
that any gamer could pick that up and play it. As great as
it looks, | just don't know 'newbie’ gamers who play these
types of games. But then what really upset me was Rob's
disappointment with Blitz. No doubt, NFL 2K will probably
be the better game, but I'm a serious football fan, and cer-
tainly no 'newbie' to videogames, but | have Blitz 2000
reserved rather than NFL.
Hmm... that's a little picky, but | didn't agree
with that. Otherwise, | loved the article and the entire

magazine. Hey, keep up the great work, DCM!
C.J. Kulp
Webmaster
www.dreamcastgamer.com

¢ As you’ll see from our reviews on pages 100 and 109,
C.J, you may well have picked the wrong game to

LETTER OF THE MONTH

too short to worry about taxes, bilis,
slow drivers, and even fast dfivers. Stop, relax and

‘have definitely been® /found out that th

R N e

a rainy afternoon), but it made me_ €alize that life is
rent, the weather,

enjoy life. Catch a few rinscnre some touchdowns
and live life to the ong live Sega and long live
the Dreamcast.

Thomas Kuster
tmkuster@hotmail.com

Gt lampions, he h? Pretty please? | almost died when |
nSaturn version was canned...

¢ Quite a beautiful tome® ou've compiled, Thomas. It's
always a thrill to hear someok e $0 sincere in their enthu-
siasm for gaming. It was a decision to sort through
all the cool letters and pick the of the Month, but
in the end, you grabbed the 'gold Not only do you
get a box full of goodies from Sega, but wéalso promise
to keep you updated on anything regarding
Champions. Congrats!

e et e G L e R ST S e e T e B e S S e T ey et ] B e ] e e e T e e el e e e o el A e T

reserve. We understand that Blitz fans will love Blitz —
it stands to reason, but NFL 2K is just amazingly well
done and leaves Blitz looking, well, blitzed, in compari-
son. The D-Day feature was really a heads-up on the
games based on what we had seen at preview stage, and
in hindsight we should have made that clearer. When we
said that Armada, for example, ‘sucked’ — that was
based on an incomplete version we saw at E3, not on
reviewable code. We just wanted to give you guys some
direction for the launch, because we knew that we
couldn’t be there with you with complete reviews, as
only Sonic and HOTD2 were ready at the time of going
to press.

Dissed Content

What's that giant sucking sound? Oh yeah,

it's the content of the your new mag. Don't

get me wrong; you've got a nice format and
all and for the most part, | believe your over-abundance of
DC enthusiasm is genuine, but come on! House of the
Dead 2 an 8 out of 10? Even the arcade version is mind-
less and repetitive to the nth degree. And I'm sure this will
sound lame, but that game is being panned by about every
other magazine but yours. And your 'Sonic Boom Boy' arti-
cle? Why not ask him a few interesting questions instead
of the 'lf you had a pony, what would you name it?' variety.

Thanks for letting me vent.
Thomas Wharton

talwharton@earthlink.net

77‘4 FWNI TRy —

By the time you read this, FFVIII will be out for PlayStation. Is it
coming to Dreamcast? Probably not.

B ¢+ BTN oo Sega © Dreamcast vinge:-



¢ Sorry to hear about your disappointment

with the magazine, Thomas. It was

gracious of you to take the trouble to

write to a magazine that sucks so much!
House of the Dead 2 is a great little gun game that keeps
us coming back for more time and time again, and that’s
why it got an 8. We'd had it around the office since the
Japanese version came out, and it was testament to the
game’s appeal that we were still as into it when the US
version arrived. We call 'em as we find 'em. You can’t
please all of the people, all of the time. Or even some
people at all. Oh, and Yuji Naka’s pony (if he had one)
would, of course, be called ‘Hoofs.” Somehow, that got
left out of the interview...

Fandom Menace

Howdy. | have two questions. First, any

word on a Virtua Cop game for Dreamcast?

| love the series and dearly hope it makes

an appearance even though | realize Sega
IS being very careful with releasing gun games due to
recent events. Also, and | know | am not the only one
wondering on this one, will the Star Wars game that is
currently in arcades come to the Dreamcast?

God, | hope so. Talk about a major killer app and
system seller. | read somewhere that Sega only owns the
arcade rights to the Star Wars license.

What a tragedy if that game doesn't come out for their
console... right up there with Jar Jar in my opinion.

William Ellis
Gargantua@aol.com

¢ Firstly, we’'d appreciate it if the words ‘Jar Jar’ were never
ever mentioned in this letters page again. Secondly (and to
answer your question), there’s no official news to report on
this one yet, but there is a long-standing rumor that Sega
is working on a new — possibly four-player — game in the
series for its Naomi arcade board. As for the new Star Wars
coin-op, rumors that this game will come to Dreamcast
have been circulating since it hit arcades, but none have
been substantiated. Given the admittedly limited replay
value it presents (plus the fact that it really sucks) we
wouldn't suspect that it would make a very compelling (or
long lasting) home game. Who's to say that another, home-
only Star Wars game won't show itself soon, though?

Crazy for...

Hey just wanted to drop you an e-mail to
compliment you on a great first issue. Of
course l've pre-ordered the Dreamcast
and will be looking forward to reading your

magazine each month for news and reviews! Can't wait
for those demo GD-ROMs by the way, it seems like you'll
have plenty of space to fill. | loved seeing Crazy Taxi on
the preview PC CD-Rom, and | have some questions
about it for you. | know its probably too early to tell, but
do you know if Crazy Taxi will still have the numerous
licenses that were in the arcade like the fast food restau-
rants etc. Also what kinds of things will be added to
increase the replay value? Thanks for listening and keep
doing what you're doing!

PS. Any way | can get a free Dreamcast T-shirt from
you just for being the first person to ask? :)

Mike Nalbone
MALLRATMN@aol.com

¢ Sega's still mum on exact details concerning the home
version of the a-freakin'-mazing Crazy Taxi. We're betting
that the licensed stuff will stay, but as for what Sega will

do to boost the replay value — and they've got to do some-
thing — no one can say just yet. We'll have full details on
the conversion next issue, so keep those eyes peeled.

Surf and Sea (man)

| would just like to thank you for making

this magazine — you guys rock! | used to

read PSM before | sold the PSX for the

Dreamcast. Well anyway, | just bought the
magazine two days ago and | have been reading it 24/7.
You guys get right down to the point and don't piss
around like the other guys. | have a few questions about

Sega’s latest
arcade master-
piece, Crazy

. e ¥ to Dreamcast
E B and probably a
sure bet for
the US con-
sole, as well.
Do you think
TN W T oy V— g% Yyou can handle
U R xR R Y, | this much
R\ | good news in
just a caption?
Stay tuned for
more news,
Mike, as it
develops.

ian sucking
sound? It’s the content
of your new mag momas xobbs

the Dreamcast and you guys are the people to answer
them, 1) Do you need the keyboard to surf the net? 2)
Can you go other places on the net than just the Sega
web site? 3) When is the microphone coming out? And
finally: is the game Seaman coming to the US? Thank
you for your time and don't take any crap from those
people who try to bring you guys down.

Dustin Roy
d_roy84@yahoo.com

¢ Hey Dustin, we'll get right to your questions.

1.) No, a keyboard isn't required to browse the web on
Dreamcast, but it sure does help. If you don't have one,
you've got to dink around with an on-screen keyboard that
can take you eons just to enter a site's URL, not to
mention bang out a whole e-mail to a friend.

2.) You can go anywhere you want on the web, just as you
can with a personal computer.

3.) You're in luck. Seaman has been officially announced for
US release just days before this issue went to press. Sega

Taxi, is headed

>2 Through Sleet, Snow, and Hail...

hasn't issued an official release date for the game or the
accompanying microphone pack just yet, but we'd expect
both to arrive early next year at the earliest. Oh — and we’ll
stay away from all people bearing gifts of crap!

VO:0T and Mouse

I'm so thrilled that you guys got the
official license for Dreamcast. Now if
you could please oh please answer the
following for me:

1. Will there be a mouse for the Dreamcast? With it

naving net access, it's great they're making a keyboard,

out a mouse would make surfing so much easier.

2.1 know Sega had ties with Gainax, and made some
Evangelion stuff. A Saturn game, the real model figures,
and Sega had its name on the show even. So, do you
think there's a chance for an Evangelion game on the
Dreamcast?

3. I've heard that Virtual On 2 (Oratorio Tangram) will be
coming out in Japan for the Dreamcast, being a hard-
core Virtual On fan, do you have any news on if the

game will be coming to the States? Thanks so much!
Wynn
VRTemjinVO@aol.com

¢ Thanks, Wynn! Here are your answers:
1.) There are no present plans for a Dreamcast mouse,

but as more users start logging onto Dreamcast Net- ¢ 43

work, and more games are made for which one i
would be the ideal means of input, we're sure that ] .f'
Sega will see the light and release one #
posthaste. V2
2.) We'd love to see a 128bit Evangelion :f y
game as much as you, but our sources
in Japan report that there are 7% ,.-,.
currently no plans to make 3™
one. Given the reasons you
cited, however, and know-
ing the series’ populari- ,
ty, we bet it won't be g/
long before some- ¥
thing's announced.
3.) Despite the game
announcements made at
Sega Gamer's Day held a couple of
days before this issue went to press,
there's still no word on whether
VO:0T will be making the trip
stateside. We're sure it will,
but exactly how well its
arcade counterpart fared ¥
in US arcades (we've only
seen it at a handful near us)
will determine just how eager
Sega is to get the game into liv-
ing rooms here.

' I
Hi | __.I."'

F

L

e

Things like letters and email are the only real connection we have to the outside world. Day in, day out, we sit here in

a cramped room with nothing to do but play games for hours on end... Well, okay, so that doesn't sound like a hard

life, but we do love to hear about what's going on outside the room from time to time. Drop us a line at DCM, c/o0
Imagine Media, 150 North Hill Drive, Brisbane, CA 94005. Or wire us an email at: DCMag@imaginemedia.com. Best

letter gets a load of gear straight from Sega and DCM.
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Shenmue Demo
Sega Gamers Day

Tekken Tag Tournament
Half-Life

Sonic Pocket

Dead or Alive 2

Worms Armageddon
Sonic Anime Review
Heroes of Might & Magic I
Zombie Revenge

Dronez

Neo Geo Pocket Round-up
Gear

DREAMCAST NEWS NETWORK

1INy

ur office was recently the scene of a commotion so

frenzied, you'd have thought our Super Lotto numbers
had finally come up. No, it was something better — the long-
awaited playable demo of Shenmue, the odds-on adventure
game to end all adventure games, had just arrived in our hot
little hands.

Presented entirely in Japanese, the demo consisted of guiding
Ryo around beautifully realized Hong Kong city streets on a quest to
track down Sega of Japan marketing figure Yukawa-san.

Strolling about the thoroughfares and alleyways of the town, Ryo
encounters dozens of wholly unique characters — some of whom
provided us with subtle hints as to Yukawa's whereabouts, others

P Reality Redefined

See that woman'’s face up there? No, she isn’t pre-rendered
CG. Shenmue can generate digital actors (and actresses) that

look every bit as convincing as the real thing entirely in real-
time. A few quick pokes on our controller confirmed that,
rotating and zooming the young lady in question. Picking our
jaws off the floor, however, wasn’t such a simple proposition...

HINES

It looks amazing, but how does it play? DCM goes hands-on
with Sega’'s Shenmue, the most ambitious videogame ever...

Sega’s Shenmue demo
provides a stunning
glimpse of what to
expect from the game
when it’s released in
Japan on October 28.

~

who simply didn’t have a clue. It was at an arcade stocked with
classic Sega coin-ops that we finally got the lead we were after — a
meeting place and time. Time passes quickly in the world of
Shenmue — nearly an hour for every 10 minutes of play — so we
had to high-tail it in order to make our rendezvous. Not an easy task,
what with so many beautiful sights to see — and, as our luck would
nave It, thugs to aispatch. A few quick directional taps and button
presses at the right time (as indicated by flashing icons on screen)
nad us flipping, elbowing, and generally beating the tar out of them.

Yukawa-san himself would put up a better flight (or flight, in this
case) than these numbskulls, darting off down an alleyway at the
sight of us and initiating another — and much trickier — QTE event.
Tricky enough that we messed up the first time, but instead of a
'game over screen, Ryo simply helped the young woman he'd just
jostled back to her feet. Simulated courtesy — another first?

We eventually did catch up with the wily marketing guy — and so
did ‘reality. You see, Yukawa-san had been daydreaming all along,
convinced that the world of Shenmue was indeed real. Back in the
real real world, we were hard-pressed to disagree with his assertion.
We had just partaken of one of the most engrossing — if not a bit
short-lived — videogame experiences ever, and one that could very
well change the adventure-game landscape forever.

NOVEMBER 99 Official Sega © Dreamcast Magazine




Dreamcast News Network

NEWS FROM THE S/IXTH FLOOR

Sega’s new headquarters plays host to the first Dreamcast Gamers Day

G amers Day is Sega’s chance to round up
journalists from around the country and
reveal the latest and greatest software from its
internal development studios and third-party
publishers. This year was a little different, with
much of the emphasis being placed on pre-
launch fanfare for Dreamcast, but that doesn’t
mean there wasn’t a surprise or two on hand.
The biggest surprise came upon confirmation that
Seaman (as featured in this issue’'s Team Battle
section) is swimming his way toward US shores. The
bizarre aquatic life simulation, which makes use of the
Dreamcast Microphone Pack for voice recognition, 1S
tentatively scheduled for a first quarter 2000 release.
Humorously-titled virtual pets aside, Sega proceeded
to reveal that its 3D horror-adventure game D2 (which
was, on a side note, the first game ever announced for
Dreamcast) is also bound for a North American debut.

OUT OF THE SHADOWS

Shadow Man and more inbound from Acclaim

cclaim has announced that it will release at
least two more games for Dreamcast
beginning early next year, and they certainly
aren’t second stringers by any means.

Shadow Man will be bringing its third-person
action/adventure gameplay and downright blood-
chilling atmosphere to the system as soon as January.
It's the tale of one man’s quest to Kill the serial killer
responsible for his brother's death. Only this man has
the power to enter the dark netherworld that his prey
iInhabits. Oh, and an ungodly amount of firearms.

Also occupying a spot on Acclaim’s roster is Jeremy

Developer Warp is currently wrapping up work on the
game — which should launch in Japan by late
December — and Sega expects that the US version
will be finished by early next year.

On the third-party front, Konami has evidently
upped its commitment to our favorite console. On last
check, the publisher had three games (Castlevania:
Resurrection, Baseball, and Basketball) in
development; it now has at least four more. No
names were given, but we can speculate. Contra?
Metal Gear? International Superstar Soccer? Give us
any of those three and we'll be in seventh heaven...

Finally, Sega presented a videotape showcasing
arcade driver Crazy Taxi and soccer title Virtua Striker
2 v2000. Why? Because both games are officially
headed for Dreamcast release, although it was mum
on when we can expect to see them Stateside. More
on both games as things develop.

MecGrath Supercross 2000, the latest in its recently
introduced dirt-bike racing series. Expect lots of indoor
and outdoor courses, not to mention some thrilling
jumps. It's on track (ha-ha) for release early next year.

Don't tell anyone you heard it here, but there’s also
talk that Acclaim might be toying with the idea of
releasing its South Park trivia game, Chef’s Luv Shack,
on Dreamcast as well. Expect more on all three games
as they're announced.

Reale?

Shadow Man steps into
the light in early 2000.

Sierra’s remaining mum on the prospects,
but DCM has learned that a Dreamcast
version of its high-profile PC shooter Half-
Life is being strongly considered by higher-
ups at the company. Assuming it sees
release, Half-Life would bring to three the
number of first-person shooters destined for
Dreamcast, joining Atlus’ Maken X and
Sega’s own Take the Bullet, both due next
year. We’ll have more on this developing
story as it breaks.

> =Y

® Sega has announced a new
futuristic third-person shooter for
its Naomi arcade hardware titled
OutTriggers. Similar in gameplay
to blast-fests Quake and Unreal,
the game utilizes trackball
control and allows up to four
arcade cabinets to be linked up
for multiplayer deathmatches.
No word yet on a Dreamcast
port of the game.

~

¢ Climax Landers developer Cli-
max has revealed that a sequel
to its 32bit auto-combat title
Runabout is currently in develop-
ment. Scheduled for Japanese
release early next year, Super
Runabout will feature new cars,
gameplay modes, weapons, and
arenas located in different areas
of San Francisco.

€ Hot from the rumor mill: Sega
1S reportedly eyeing a Dreamcast
conversion of its stellar arcade
lightgun blaster Lost World:
Jurassic Park. No details are
available concerning proposed
improvements or additions 1o
the game, but knowing Sega’'s
penchant for sprucing up its
arcade-to-home ports, we re all
but guaranteed a few goodies
should this rumor hold true.

Seaman (top) and D2
(bottom) will both head

Stateside early next year.

SN

€ On the hardware front, Sega
has announced that it will
release a digital camera add-on
for Dreamcast in Japan sometime
next year. The device will report-
edly work in tandem with the
upcoming Dreamcast Zip Drive,
allowing you to save and edit
Images taken with the camera
and send them to friends over
the Internet. A video phone
application is also planned.
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Sega (1986)

Four players donned jetpacks
and blasted their way
through the interiors of
intergalactic dreadnought in
one of the best muitiplayer
games we've ever played. W @
Just imagine how great a fully PSSR " ° /&1-
3D, online-enabled version for S
Dreamcast would be...

N amco has at least two more Dreamcast
games in development, but it's
keeping their identities under wraps.
Unconfirmed reports from Japan
indicate that Tekken Tag Tournament is
indeed one of the games in question,
and that it will receive the same
attention to detail in its conversion to
Dreamcast that Soul Calibur did.
Speculation is rampant as to the identity of
the second game, with a port of arcade light-gun
plaster Time Crisis 2 the current favorite. Employee
postings to an official Namco Internet message board,
nowever, hint that the company may be planning a
sequel to action classic Splatterhouse as well.

* i ey
- ""‘\ t.-i-; i ¥
e B ;"JF :

- k 4
t &
A .
Pt Y by
- I'r g i
R x
g | Y o T A
£ "
' . e




E m@] f? J@T Dreamcast News Network
>FY HEDGEHOG /N YOUR HAND

i Sega’s blue boy returns for 16bit portable play

won't just be limited to playing
against other console owners.
Sega has revealed plans to
iInclude many of its upcoming
arcade games as part of the

hought you'd seen the last of Sega’s mascotin  Game Gear ~—
2D adventures? Think again. SNK has revealed  and Nomad screens.
plans to release an all-new, side-scrolling Sonic No word yet on the

S;izlfi [Tlglt_ifjf f;“;’f‘“g‘;’;g the Hedgehog title for Neo-Geo Pocket Color on prospects of additional
g OUL XLY g
meaning that thousands of home December 1. stages or gameplay

and arcade players will be able to
participate in massive realtime
melees at the same time.

Reportedly under development by the legendary features, but, from initial
Sonic Team itself, the game will faithfully re-create the reports, it would appear that the

| 16bit look and gameplay of the first three Sonic games game will be virtually identical in .
¢ Rumor suggests that Crystal il : T ; : o . , ar O
Dynamics is considering a = _ _ dow_n to the pixel Ieyet Thanks to th.e NGPC's high- every way to the original Genesis Sonic
Dreamcast version of its latest quality screen and zippy processor, it should also move game.
QEeniLie game, Legacy of every bit as fast at its Genesis forebears — without the We'll have an in-depth look at Sonic's smallest

Kain: Soul Reaver. This same
rumor also has it that Soul
Reaver's sequel will appear on
our favorite console as well. .

: 4 weapons and use
¢ Microsoft has formed a new them against your

console development group that

(unintentional) blur created by the slow refresh of older adventure as soon as it hits the DCM offices.

ALIVE AND

R U PR el S capcnm'a penchant for converting its arcade opponent. Both

thriller fgf Dreamcast entitled Cut games for home play continues apace. Just games are tentatively

Away. Taking place in San recently announced are Dreamcast ports of Giga scheduled for early KIC, ‘IN! ;
Francisco, the game sees Wing, the developer's latest 2D top-down shooter, 2000 release in Japan B

i and Final Fight Revenge. Unlike the original beat- and should head

players in the role of a spec
i ‘em-up classic, however, this one is a 3D fighting Stateside sometime B

agent charged with defusing

al

*]

—_
¥4
8

i Tecmo's stunning fighting \
bombs placed around the city. 2 - - - | g R . . .
Cut Away is currently scheduleo |G bRl  sequel finally arrives

for winter release.

¢ Sega has a new Naomi- apanese arcade-goers were ecstatic as
powered arcade tennis game in Tecmo’s stunning Naomi-based ﬁghting

;T‘ga‘;’rﬁ;;z;i: s C inad : \ game Dead or Alive 2 made its debut in Tokyo
game will premiere in arc.‘,‘ad‘es ent’pe € an d Worms Wi g g le our Way jllSt l'EGE"ﬂy. The QHIHE’S prugenitor was
EZEIE;E;; E?Zil'*;;itpdﬁpr H asbro Interactive revealed Centipede is a conversion of the recent extremely popular in Asia, and the sequel

2 G Rz at Sega Gamers Day that it 3D re-make of the classic arcade improves on it not only in visuals — as the

# Genesis 3 distributor Majesco will release two games by the end blaster, with a polygonal play-alike of images below attest — but gameplay as well.
:f}E’fiﬂgzé;ﬁ:;;?;aﬁgﬁiiz of the year: Centipede and Worms the original coin-op along for the ride. Tecmo remains mum as to the status of a much-
Exact pricing, games, and avail- Armageddon. Expect this one by mid-November. anticipated Dreamcast conversion of DOA 2, but now
jb{‘gtie;j:;;;t STZ;’;E:’;Z” Developed by UK-based Team 17 that the coin-op is released, work on the port should
games for the system is also Worms Armageddon is the latest in the NI T e move ahead rather swiftly at the hands of its

planned. company'’s side-view action/strategy

€ Running out of room on your SEI"iES ir' WhICh players CDHUOI
VMU? Sega is rumored to be Dppgging armies of worms that are

developing a new version of its
enhanced memory card with both reallj,.a really cute anr;l have access
several times the storage to a massive stash of ballistic weaponry.
AUl " ou n Decorber

downloaded from the Arriving under the Atari brand name, Centipede (left) and Worms Armageddon.

Internet.

development staff, Team Ninja. We'll have word on
a release date when it's announced.

Sonic the Hedgehog: The Movie

hen it comes to retaining the visual appeal of the
series, Sonic The Hedgehog: The Movie proves top-
notch. We only wish that ADV Films (the ‘responsible
party’) had done a proper job of translating the
dialogue — and dubbing the voices — on the little
blue guy’s first anime outing.

Poorly cast voice acting and a nearly indecipherable
557 ¢ plot eventually bring the anime debut of Sega’s lightning

W ‘.' '

¢ fast mascot to a screeching halt. In fact, we caught more

® than one of our officemates weeping in the corner after
hearing Sonic’s voice for the first time, and another scribbling

endlessly on our whiteboard in a futile attempt to make sense of

what was going on. Give it a rent if you’re a true blue Sonic fan,

just be certain to keep the volume on mute and, whatever you do,

don’t attempt to keep up with the plot.

e
tr

Stunning in both visuals
and innovation, DOA 2 will
land in US arcades in Q1.
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IT'S THINKING

eye-popping 3D action with over 1500 player moves clashing at 60fps in VMU-selected secret plays at any of
31 highly detailed stadiums with realtime weather. ready for the big league, sweetheart? -.: sega.com

_ﬁﬂ 1 |
. 2 . i

BT ) e ——— i
! F

XN |

‘pansasel siybu |1y 6661@ siofeld 14N @yl jo yiewepel paisjsibal e si 060] "ONI SHIAV 1d @UL "ONI SHIAV 1d Jo 1onpoud pasuey A|jeoy0 “enbee ||Bqioo [euonEeN 8yl Jo SyIewapel) aie (syiew pajejel-14N) 48yio ||y
‘paledIpUl SWEd) ay) Jo syIewapel) a1e sobo| pue seweu wes] qd14N 6661 6661 011 'SISIHIHILNT VOIS @ 'Pi] ‘sesudieuy yoHIS JO SHIewapel) Jo sylewapel) pasajsibal Jayje ale ofio] yseowealq ay) pue Jseoswealq ‘ebag

EVERYONE

.

v

CONTENT ARAT DBY

ar




16

{ D ’ — ﬁ P
m@ S Dreamcast News Network

> =Y

€ Rockstar Games is reportedly

versions of Grand Theft
Auto 2. Max Paine, and
WWiIl-era action game

» ’ Hidden & Dangerous
> early next year.

€ Ubi Soft has two new
Dreamcast games in the
pipeline: an RPG entitled
Arcatera: The Dark Brotherhood
and action-platformer Stupid
Invaders. Arcatera will fea-
an entirely 3D world; Stupid
Invaders promises trade-off
platforming play between
a team of ‘zany’ aliens.
Both are expected next

year.

@ Activi-
sion has two new
Dreamcast titles in the
works: Toy Story 2 and
Space Invaders. Toy
Story 2 will be a
platformer based on
the upcoming Disney/Pixar
movie, while Space Invaders is
a 3D treatment of the classic
arcade game. bBoth are tenta-
tively slated for release by
year's end.

€ Reports out of Japan indicate
that Namco is planning a re-
release of Soul Calibur in arcades
— the Dreamcast version of Soul
Calibur, that is, running on Naomi
hardware. The re-debut will
evidently occur by year's end.

® Titus’ first Dreamcast release
IS to be Roadsters, a new arcade
racing game from Southern Cali-
fornia developer Player 1. Featur-
iIng a variety of exotic cars and
locales, the game iIs tentatively
slated for release next spring.

¢ Pipe Dream is rumored to be
working on its second Dreamcast
title, a conversion of Tom Clan-
cy's Rogue Spear — the follow-up
to Rainbow Six. The game may
pbe ready as early as next spring.

¢ Infogrames has announced
that its European developed RPG
Silver will arrive on Dreamcast
next fall. Similar in gameplay to
Final Fantasy VI, the game fea-
tures turn-based combat, polygo-
nal characters, and pre-rendered
environments.

¢ Sega president and chief oper-
ating officer Bernie Stolar has
been succeeded by former SOA
executive vice president Toshiro
Kesuka. Our best to them both.

NOVEMBER 99

ZOMBIE APOCALYPS

House of the Dead ‘side story’ shambles home

riginally developed and
released for Sega’s Naomi
arcade hardware, Zombie Revenge,
a 3D beat-'em-up based in the
House of the Dead universe, will be
heading to US Dreamcasts next
spring. Featuring a cast of three
characters, the game drops one to
two players into the middle of a
bustling metropolis overrun with
zombies and mutants.

Gameplay takes two of the game’s
three characters on a chill-packed
romp that spans the range from
alleyways to the top of a speeding
freight train, with plenty of familiar
beasties and weapons from the

game’s light-gun cousin popping
up along the way.

The game also retains its
sibling’s branching paths, and,
thankfully, downright campy
atmosphere.

Zombie Revenge can currently
De seen devouring quarters at your
local arcade. Look for more on the
Dreamcast version of the game in
our next issue.

'READY TO WRESTLE?

ithout skipping a beat, the team responsible for

Ready 2 Rumble Boxing is rumored to be
working on a wrestling game for Midway that will
retain its sibling’s penchant for outrageous character
designs and over-the-top personality. As it’s still a
rumor, no release date is known. You can be sure that
we'll have more on this most interesting bit of gossip

Qm as soon as we can.

MIGHTY O

Strategic RPG classic on tap

bi Soft has struck a deal with 3DO to bring
the classic New World Computing strategic
RPG Heroes of Might and Magic Il to Dreamcast
next summer. The game is already promised to
include online play, making nation-wide
medieval melees a reality.

No word yet on whether the game will retain the
crisp 2D graphics of its PC counterpart, or ditch them
for a fully polygonal presentation. Stay tuned.

Orient Express

ewly established UFO Interactive, domestic publisher of

Black Matrix AD, has announced plans to release three
more Japanese titles from NEC Home Electronics (the same
bunch that brought us Turbografx-16) Stateside within the next
six months. Leading the pack is Seventh Cross, a growth
simulation/RPG, set to release in November. Slated to arrive
sometime in December, Espionagents is an innovative
action/adventure game in which players take control of secret
agents. Rounding out the pack is Monster Breed, a raise-your-
own-monster simulation due early next year.

Remember Tron? Zetha Gamez does...

Official Sega © Dreamcast Magazine

J umping across levitating
platforms and hurling ricocheting
energy discs at an opponent?
Sounds a lot like classic '80s coin-
op Discs of Tron, but it isn’t. It’s the
premise behind a new action game
from French developer Zetha Gamez.
The two games could be easily
mistaken — just look at these screen-
shots — but Dronez, unlike its 8bit play-
alike, is presented entirely in 3D and
promises a far more realistic physics

model for lobbing supersonic Frisbees
around its mammoth arenas. What's
more, each opponent will have wildly
different Al and you'll be able to
upgrade your character’s attributes and
appearance during the game’s
‘cyberspace tournament’ proceedings.
f you're going to mimic a classic coin-
op, we're glad that someone finally picked
DOT. Although it has yet to receive a US
publisher, Dronez remains tentatively
scheduled for spring release.
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AT&T WorldNet Service. Now

wiring Sega Dreamcast to the Internet.

Imagine surfing the Net on your TV. And
playing the hottest Sega Dreamcast
games online. Soon you can do both
with AT&T WorldNet Service. The one
Internet service that is fast enough,

Get your free | powerful enough and big enough to be
ega Dreamcast keyboard

when you sign up for
AT&T WorldNet Service. Dreamcast on the Net now with AT&I

chosen by Sega. Why wait? Take Sega

o
e
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e
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S>ega ATE&T
@ Dreamcast. warldnet

wired by SerVice Plug Sega into AT&T and it’s a whole NeW game. ATal

att.com/sega
*You will receive your keyboard within 8 to 10 weeks after registering for AT&T WorldNet Service on either the Standard or Unlimited Price Plan. Supplies are limited. AT&T reserves the right to substitute &

or terminate this offer without notice. See details during registration for the Service. Offer terms for current members available at att.com/sega. © 999 AT&T. All Rights Reserved. Sega is registered in the
U.S. Patent and Trademark Office. Sega, Dreamcast and the Dreamcast logo are either trademarks or trademarks of SEGA Enterprises, Ltd. ©1999 SEGA ENTERPRISES, LTD., 1999. All Rights Reserved.
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POCKET PROFILES

Neo-Geo Pocket Color releases examined

his issue, we're taking a look at

three of the first releases for
SNK'’s mighty little games machine
known as the Neo Geo Pocket Color
— one of which (King of Fighters R-2)
has the ability to transfer character
data between Dreamcast using
SNK’s forthcoming link cable. Look
for more coverage of NGPC releases

KING OF FIGHTERS R-2

1.1; (W

s e e e

Based on 'SNK's wildly popular King of
Fighters games, the series’ first handheld
Incarnation presents a lineup of 14 different
fighters — down from the dozens of combatants
In King af Aighters. Dream Match 1999. Barring
the roster cut, however, the gameplay is
remarkably faithful to full-size fighting games,
thanks largely to its fast response time and the
NGPC's well-designed D-Pad. Its graphics and
sound areé also top-notch, making for one of the
most-well-rounded handheld fighters to date.

PRICE: $34.99 AVAIL: NOW

 METAL SLUG: 15 MISSION

Playing as a special forces operative, it's your
mission to infiltrate enemy lines and hit them
where it hurts. You've got a basic gun and up-
close knife attack, not to mention a slew of

weapon power-ups, but the game truly shines
whnen you hop into the cockpit of the Metal Slug,
or its airborne counterpart, the Slug Flyer.
Visually, it's is one of the best-looking portable
shooters ever released. Play-wise, the game is
every bit as fun as its coin-op counterpart, with
well-designed stages and spot-on control.

PRICE: $34.99 AVAIL: NOW

| BUST-A-MIOVE POCKET
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Thanks to the NGPC's full-color display, you
no longer have to squint at microscopic symbols
inside each bubble like the B&W handheld
versions of Bust-a-Move. Taito has also made
sure to include a split-screen battle mode versus
the CPU, and, better yet, the ability to link two
NGPCs together (with two copies of the game,
of course) and go head-to-head against a
human opponent. Everything about this game is
incredibly addictive, from the gameplay itself
right down to each stage’s super-catchy theme.

PRICE: $29.99 AVAIL: NOW

in future issues of DCM.

Game Gear Bubblegum

Sega (America)
Price: Collectible

Complete wirh Sonic the Hedgehog on-screen, this
collectible confectionary still has the original, fright-
ningly stale bubblegun inside. Plutonium, move over.

Seaman VMU
Sega (Japan)

Price: Pack-in with Seaman Limited Edition

You won't find these in stores — the limited edition
Seaman set has become extremely difficult to
obtain. Other than its clear shell, it's a regular VMU.

House of the Dead Gun Set —

Sega (Japan)
Price: $80-100 on import

Japanese Dreamcast owners get all the perks — or
at least the violent ones. Unlike the US version of
HotD2, this special set actually comes with a gun.

18 NOVEMBER 99 Offici f

L 5
__________

We're the only official Dreamcast magazine in P p
America — but not on the planet. Take a gander at . =
our Japanese counterpart, Famitsu Dreamcast. ' g Y

Sonic Wristwatch

Sega (America)
Price: Collectible

Can't keep up with Sega’s hyperactive mascot on-
screen? At least you can keep time with him with
this rare character watch. Time to be cool,’ indeed.

Signed Sonii#Cartridge

Sega (America)
Price: It's definitely not for sale

Meet the videogame equivalent of a Clint Eastwood
autograph: a copy of Sonic the Hedgehog, signed
by creator Yuji Naka. In gold ink, no less!

Famitsu Dreamcast

Sega (Japan)
Price: ¥550

S
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GAMING NEWS DIRECT FROM TOKYO
Dead Again

uapanese developer, Ecole, is gearing up to
challenge House of the Dead 2 for the lightgun
throne with its the sequel to Death Crimson on Saturn.
This time around, the game will include special attack
combos, hostages to be saved, and a multitude of
undead enemies to battle with your lightgun. Ecole has
also Iimplemented an adjustable difficulty which
automatically reacts to your playing ability. If you're
precise and skillful, Death Crimson 2 will become more
difficult; if you can't hit the side of a barn, the game will
cut you some slack. But it's the four-player cooperative
mode that's sure to please gamers with all players
gunning for enemies on the same screen. The game is
set for a November release in Japan.

More lightgun
fun with Death
Crimson 2.

Roommate for Rent

reamcast is shaping up to be the system of choice

for life-sim junkies in Japan and Sega's latest
announcement that it is currently developing a
‘roommate sim” confirms its status. Roomania #203
promises to deliver both life and romance simulation
elements for those looking for virtual love and
happiness with their Dreamcast. It does, of course,
sound terrible. Look for it to hit Japan this winter.
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Star Gladiator 2

G apcom strikes again with a double announcement
regarding Dreamcast versions of both Star
Gladiator 2: Nightmare of Bilstein, as well as Kikaioh:
fech Romancer. Both ports of arcade games, Star
Gladiator 2 should bring back memories for console
players who tested out the original on PlayStation. For
the sequel, Capcom has introduced new characters to
the complete lineup of 22 playable fighters. Among
them are Kaede (a female ninja) and the mysterious
Rai-On. In addition, Capcom has improved the Plasma
techniques by adding three new types: Plasma Field
(freeze enemies), Plasma Reflect (repel opponent), and
Plasma Revenge (counterattack). Japanese DC
owners will already be playing Star Gladiator 2 by the

time you read this.

4 On Import (&5

SHENMUE

By the time you read this, the first chapter
of Shenmue will be on its way to store
shelves in Japan. Don’t walk... don’t run...
DRIVE to the import store and check out
what’s sure to be a classic game.

Publisher:

Sega
Developer:

Sega

Star Gladiator 2 and Tech Romancer are among
Capcom’s latest flurry of Dreamcast announcments.

Kikaioh is yet another fighting game, but gives you
the chance to duke it out in mech armor. With large 3D
fields and collectible items, Capcom’s colorful arcade
port allows you to choose from 12 different mechs.
-ights take place on the ground or in the air, giving
opportunity to enact spectacular attacks in attempts to
wear down your opponent’s defense shields. Slated for
a fall release in Japan.

Hello Dreamcast

anrio’s uber-cute mascot, Hello
Kitty, is set to help Japanese e
gamers with managing email on Dreamcast with Kitty
Meail. Part virtual pet, part email program, Kitty Mail is set
to dress up Japanese Dreamcasts as well. Sanrio and
Sega have teamed up to market a special Dreamcast in
a transparent casing with colorful Sanrio characters
decorating the shell. The special edition Dreamcast is set
to sell for around 23,000 ¥, or roughly $200.

Columns Comeback

E ega’'s most popular cast of videogame characters
to never make it to the US is set to appear in their
second Tetris-like puzzle game, Hanagumi Columns 2. A
sequel to the original on Saturn, the game releases this
December. With Internet capabilities, you'll also be able
to puzzle against other gamers A"
N\ online, while downloading all S~ =
}4 sorts of upgrades and add- \ 4
[@& ons. Next issue, we'll give
" you the complete scoop
on the firthcoming
Sakura Taisen 3!
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Eternal Arcadia

Sega’s big RPG, Project Ares, renamed and revealed

ith the recent unveiling of
Project Ares under its
official name, Eternal
Arcadia, we here at DCM
have learned more about the storyline
to what may be one of the biggest
RPGs of recent years.

Based on a world where airship
travel is the norm, pirates rule the skies
in two distinct camps: the Black Pirates
and the Blue Pirates. While the Blue
Pirates loot the rich to give to the
poor, the Black Pirates are not so
discriminating and their spoils never
reach the needy.

Vyse, the main character in Eternal
Arcadia, belongs of course to the Blue
Pirates, along with his childhood friend,
Aika. The third character prominently
featured in early illustrations is Fina, a
mysterious young woman who joins in
on Vyse and Aika’s quest to fight
against the Black Pirates while
exploring new continents.

With interest in Eternal Arcadia
running high, we infiltrated Sega's
Tokyo headquarters to seek out the
team responsible. Software R&D, Dept.
#7 — also known as the 'Project Ares’

team leaders — consist of producer
Rieko Kodama, director Yosuke
Okunari, and writer Shuntaro Tanaka.

DCM: Now that Project Ares has
officially been named as Eternal
Arcadia, what can we expect of the

The sense of breathtaking depth from these early screens showcases
Sega’s grand-scale attempt at an epic adventure. Stop drooling.

game as a whole?

RK: We're attempting to make an RPG that
any gamer can easily pick up and play, with
really bright, colorful worlds. We have also
included innovative gameplay features
making it easy for players to really connect
with the main character. RPGs are usually
not flexible and players have to follow a
predetermined path.

Eternal Arcadia will, of course, still have a
few set scenarios for the player to follow,
but we're emphasizing the importance that
the player will feel that they are creating the
story as they go along, without it being a
multi-scenario adventure. This is the type of
RPG we've always wanted to make.

DCM: Is there any connection
between Eternal Arcadia and the
Phantasy Star series?

RK: Regarding content, there's absolutely
no connection. We're considering this a
completely original title.

DCM: So about how long can we
expect Arcadia to be? How big is the
world within the game?

ST: Since it's at such an early stage in
development, it's difficult for us to say

exactly how many hours it will take to finish.

But it will be quite long. Everything is in 3D
and players will be able to fly in boats while
traveling the skies. The emphasis on the
feeling of space and the vast size of the
world will be really strong.

R
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4 In RPG news this issue, we're
pleased to report that Ubi Soft
has picked up the rights to
publish the uber-cute traditional
RPG, Evolution, here in the
States. Expect it to hit shelves
very soon, if it hasn't already.
You can expect a full review in
the next issue of DCM.

# In related news, Sting, the
developers of Evolution, is hard
at work on Evolution 2. The
sequel will feature the original
cast of characters and many of
the same features, but the
company plans on implementing
'fixed dungeon layouts' in
addition to the randomly
generated maps found in the
first. Sting has also gone so far
as to include realistic weather
effects, variable game events,
the ability to escape from battle,
as well as all new VMU mini-
games. The game should hit
Japan before the new year.
Great news for us RPG nuts.

& A new publishing company,
UFO Interactive, has emerged
Stateside to publish many of
NEC Japan's games. The
illustrious list includes both the
redux of the Saturn strategy
RPG Black Matrix AD and the
sim-heavy Seventh Cross. Both
games are slated to be out by
year's end.

# RPG publisher Working
Designs has gone on record to
state company president Victor
Ireland's renewed interest in
publishing games, including
RPGs, for Dreamcast. Though no
titles have been announced, it's
great news for fans everywhere.
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DCM: And what about online or VMU
features?

RK: We can't say right now, but we
would like to find a way to use
the modem...

DCM: Can you
tell us about the
battie system? Is it real-time or
turn-based?

DCM: Oh, come on... please?
RK: Well... we can say that we are pleased
with how it's turning out. For example, we've
wanted to incorporate 'moving battle scenes,’
wherein characters can move in different
directions and fights will be very dynamic
with lots of action going on at once. Of the
normal and special attacks, the special
ones will be amazing! Compared to other
e G | RPGs out there right now, even the normal
r | : attacks in Eternal Arcadia will best the special
attacks in those.

DCM: How about battles involving the ships?
RK: We would like to make boat battle scenes...

DCM: Are there loads of different ships?

RK: We can't really go into specifics at this point.

Though it’s still left to be seen whether combat in Eternal Arcadia will be turn-based or real-time, from initial impressions,
we speculate the battle engine will be a competent mix of both, a la Grandia or Final Fantasy VIIiI.

YO: There are all types of different ships in the game,
ranging from small to gigantic. Basically, the ships that
belong to villains will be modeled mostly after those used
in World War |. We've also made sure to vary the ships
depending on what country it comes from, so you can
expect them to have different weaknesses and
characteristics. Some will be vulnerable to side attacks;
others to frontal assault. They'll also move differently
depending on which characters are piloting them.

DCM: So why ships and pirates?

ST: In Japan, all children are very familiar with Treasure
Island-type stories and legends with stuff like big boats,
pirates, treasure hunts, etc. These types of stories left
deep impressions on the population of children in Japan
and it's easy for them to immerse themselves in a game
like this. It's also a world that can be enjoyed by adults,
of course. With the power of Dreamcast, for the first
time it's possible to create a world where ships fly
convincingly amongst the clouds on a console. For this
reason, we went with this initial idea.

DCM: What can you reveal of the plot of Eternal
Arcadia?

ST: The basis of the story revolves around the ‘Discovery
Era,’ or the ‘Columbus Era. But we opted for flying ships
instead of regular boats to give it a unique feel. The main
character, Vyse, will be able to discover different
countries while participating in some very cool battles.
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Dreamcast.
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Jason G.
dibeatzzz@aolcom
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Every single continent and country will have ¥y
a distinct feel, each with its own races and I A
manner of dress, language, and even fighting i T ERM, - D5

This question is concerning one of my favorite RPGs ever:
SHINING FORCE 2! | was just wondering if a Shining Force
game will be coming up for Dreamcast and if there are
going to be any LUNAR-related games coming out for

As big fans of the Shining Force series, we can say that
Sega would be stupid not to continue the tradition and
produce either a compilation of previous titles in the SF
series or create a completely new one for Dreamcast. But
unfortunately, no word yet on whether anyone in the
company is working on it. Our bet: Someone is, but we won't
hear a peep until next year. As for Lunar, it's been whispered
rather loudly that Game Arts is working on Lunar 3 for
Dreamcast in Japan, but its fate here in the US is still
undetermined. With Working Designs' recent interest in
publishing games for Dreamcast, there's still hope for the
series to return to its Sega roots.

Wondering about RPGs for Dreamcast? Send it in to: Fantasy Zone, c/o DCM, 150 N. Hill Drive, Brisbane, CA
94005. Or email us at: DCMag@imaginemedia.com. Thanks to Axel for the amazing art of Nuriko, FZ's
postmistress extraordinaire. Check out more of Axel's cool work at hitp://clearscape.com/~axel.
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‘EVOLUTION IS
SHINING EXAMPLE OF
DREAMCAST’S POLER.”

-SEGADREAMCAST. NET

OIN MAG LAUNCHER IN HIX BATTLE
AGAINXT THE 8TH EMPIRE & DISCOVER
THE MYXTERIEX OF ANCIENT PANNAMN AND

“CY FRAME” TECHNOLOGY. REVOLUTIONARY
3D GRAPHICY AND LIGHTENING UICK

ANIMATIONS AND COMBAT DEMONSTRATE

THE POWER OF THE SEGA DREAMCAST™.
EVOLUTION, THE FIRST RPG FOR THE SEGA

DREAMCAXT™, TAKEX THE GENRE INTO THE

NEXT, NEXT GENERATION.

1999 Ubi Soft Entertainment. Ubi Soft Entertainment is a trademark of Ui Soft, Inc. The Ubi Soft logo is a registered trademark of Ubi Soft, Inc. All nghts reserved. Evolution: The World of Sacred Device is a registered
trademark of Ubi Soft ® Entertainment. All other trademarks belong to their respective holders. Sega, Dreamcast, and the Dreamcast logo are either registered trademarks or frademarks of Sega Enterprises, Ltd.
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Yu Suzuki created this 3-

g"?'"_“t;’ 'I““"Ete’ f;’f 3’“!{:’_ create a racing simulation without rival in F355
riving pieasure. vrive 1t in A ; -
shmalation miode Vo cail Cha/fengg. H.awng hqd the opportunity to play the |
game while it was still on test, we can safely say Unbelievable yet true: Randy would rather spend all day

playing F355 Challenge than behind the wheel of the

| ‘ ized.
that his goal hasn't gone unrealized real thing. (Actually, we think it has something to do

et’s face it — most of us will probably never This realism begins with players being with his driving record.)

get behind the wheel of a real Ferrari F355. surrounded by three 27-inch monitors, powered by

Well, you could, but the police would three independent Naomi arcade boards (basically, massive monitors, but a true six-gear shifter, a
eventually catch you - afterall, a bright red supercar three Dreamcasts). “For £355 to have a display that clutch pedal, steering-mounted shifting paddles,
doesn’t exactly blend in to the everyday mall traffic. Is closer to the human eye angle, that is to say and an array of four multi-colored buttons that
Thanks to legendary arcade designer Yu Suzuki, 50mm, the processing required became extremely aren’t for shifting camera angles — they toggle ABS
however, you'll at least get the chance to experience heavy. That is why we needed numerous Naomi brakes, Traction Control, Stability Control, and an
the next best thing — and with no time in the Big boards to do it,” says Suzuki. “This feature may be Intelligent Braking System. It's upon seeing these
House (a definite bonus). the biggest difference between F355 and other that you begin to realize that this is not your

Responsible for some of the best arcade-style racing games.’ average arcade racer. Plunking in your credits

driving games ever — including Hang-On, Out Run, But it’s definitely not. Climbing into the game’s and pressing start re-affirms this beyond a doubt.
Power Drift, and Virtua Racing — Suzuki set out to Milano red cabinet, you're faced not only by three You're presented with three difficulty levels:

Novice, Intermediate, and Simulator. In the most
basic mode, braking and shifting are handled for
you — it's the most like a traditional arcade racer.
Intermediate skill has you shifting using the steering-
mounted paddles, and Simulator disables all
computer assistance for control and utilizes the true
six-gear shifter and clutch. Gameplay modes are
broken down into Training (you're alone on the
course, and are shown the best path around it),
Driving (a free run around any course), and Race
(where the real action begins).

The game’s eight circuits — Motegi, Monza,
Sugo, Suzuka, and Long Beach — are modeled after
their real-world counterparts down to individual tree

"
e e
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‘But mom, I'm a good
enough driver to borrow
your car tonight, really.’
Try that after printing out
a spotless record from
F355 and you might
stand a chance.

locations. And thanks to
Naomi’'s power, every tree,
spectator, and aspect of
the courses (and the cars
racing on them) look
nearly photo-realistic.
One entire Naomi board
IS used to pump out the

game’s equa
3D positiona
and, er, Van

ly realistic,
sound,

Halen tunes.

Racing on Simulator setting is the closest
thing you're every likely to get to a real F355 — our
art director, Dan, has taken racing lessons, and he

- I'..';

Three Naomi boards running in tandem produce the
game’s incredibly detailed visuals. An entire fourth board
is dedicated to surround sound effects and music.

attests that it feels every bit like the real deal,
especially the shifting and handling. Opponent Al is
also especially keen. “In fact, the Al is different for
each level. For Novice and Intermediate, we make
some adjustments [to opponent skill levels]. For
Simulator level, the car abilities stay the same, and
only the opponent’s driving skills are different,”
boasts Suzuki, proudly.

After the race, you can have your skills evaluated
by F355's driving computer, and, for a few additional
credits, printed out on an easy-to-read form.
Perhaps some entrepreneurial arcade operator will
set up a custom framing desk on premise?

If you think your skills are up to snuff, F355
Challenge can currently be found burning rubber in
arcades countrywide.

ust for fun, we thought we’d compare the sticker
Jprice on a real Ferrari F355 with Yu Suzuki’'s
sterling simulation of the real thing. The results:

A real F355 GT F1 will set you back roughly
$140,000 while the coin-op costs about $22,000.
Don’t even ask about insurance...
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Brave Firefighters has the

strangest peripheral ever.

atest in Sega’s line of ‘real-life
occupation’ games, which includes the
incredible Crazy Taxi, Brave Fire Fighters
outfits you and a friend in the smoke-stained
garb of firefighters out to douse blazes and
rescue survivors from burning buildings.

Not the most unusual of concepts, but the
means of control certainly is. Rather than
joysticks or lightguns, the arcade cabinet
features two ‘light firehoses. The nozzles shake
realistically when water is sprayed, and twisting
them changes the water flow from direct stream
to wider dispersion.

Mind your water usage or you'll see a drop In
pressure, and you'll then have to wait for it to
recharge. Dousing fires quickly will extend the
time you have for completing the level and
saving survivors. And, just like House of the
Dead 2, there are oodles of branching paths.

Brave Fire Fighters should start setting
arcades ablaze next month.

L

't cross the streams!

Fran and Randy
live out their
lifelong dreams
of becoming
firefighters. It's
like Backdraft,
only without Kurt
Russell (right).

Everythmg but the girls

Fasten your seatbelts — It
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game’s cabinet features a working flight yoke

(push in to dive, pull out to climb), rudder pedals,
gear and flap switches, and independent throttles
for each of your plane’s engines. In short, it looks

and functions pretty much like the real thing.

Gameplay is broken up into Training and Flight
modes. Training mode has you performing a
number of maneuvers, such as takeoffs and
landings, following the orders of an air traffic
controller and flying through wire-frame ‘guides.
Flight is essentially a free-flight mode, offering
daytime or nighttime excursions over Toyko.

Expect Airline Pilots to appear on the radar
some time later this month.

combat simulator at your local

I t's odd enough to see a jet

arcade, but an airline sim? Egads!

Nutty as it may sound, it’s for real, and
the closest you're ever likely to get to
the inside on an actual airline cockpit —

unless you're five years old and pester
the stewardesses enough, that is.
Available in one- and three-screen flavors, the

Official Sega

Dreamcast Magazine

Tip: If you see this fellow greeting you at the door on your
next flight, quickly turn and run (left). Airline Pilots’ three-
screen version offers a stunning panoramic view (above).
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> DCM: So how happy were you with NFL 2K?

GREG THOMAS: I'm never happy with anything | do,
and that's just something | have to live with. But there
are a lot of things in NFL that I'm very happy with, and
there are a lot of things that | felt could be better and
will be better next year.

DCM: How did you create such a stunning game
on your first try with Dreamcast? Did you guys all sit
down with every football game ever?

GT: | mean, every single detail, all the time. And not
just football games. | mean, every single sports game.
Because they're all different. If we saw an interface or if
we saw something that we liked about it, you know, we
cribbed it. If we didn't like it, we said, well, that's the
last thing we want to do. We want to do it different, so
let's do it like this.

DCM: And what do you think the competition
will pick up on the most?

GT: On-field play-calling. You'll never see those little
windows of play-calling diagrams again. Because |
think people realize that | can call my plays on the field,
and that makes a lot more sense to me because | can
see where they're cutting, at exactly the thirty-yard line
or whatever. That's one of them. There are really so
many. | mean, just how we did the catching, our whole
collision system, people are going to try to copy that.
Technologically, it's going to be difficult on current-
generation hardware. But they will try. And they will
get somewhere with it.

DCM: What percentage of the game will be
overhauled for the sequel?

GT: There's a lot of things that will be overhauled.
The things that won't be overhauled and will be instead
evolved will be the whole Al behavior system. A lot of
our tools are changing because we've learned a lot
about the Dreamcast and our graphics engine will be
completely revamped.

DCM: Do you have any expanded online
ambitions for the game next year?

GT: Well, | think that online is a key component of a
sports game. | think that I'd like to see Sega Sports titles
played more online than offline. That being said, | have
nothing specific to say because | don’'t want to give our
competitors a leg up on what we're doing.

DCM: You're VP of Product Development at Sega.
Where are you going to be taking SOA development
over the next year?
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