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WHAT'S ON THIS MOMTH'S COUER DISC —>

EUROPEAN SUPER
LEAGUE

EXCLUSIVE PLAYMABLE DEMO
Its Owen and Fowler against Shevchenko and Costacurta, as
Liverpool travel to Italy to play AC Milan in the San Siro stadium.
Up to four players can enjoy this timed demo of Furopean
Super League (0DM #17,7/10) that lets you play for five minutes
as either team and with a choice of arcade or simulation controls.
There's no commentary, but there are plenty of impressive
sound effects, especially from the crowd. Each stadium has been
built using designs of the real buildings and the crowd noises
are stadium specific, having been sampled from each ground.
Try holding down the L trigger button and press either A, B,
XorY to perform a variety of cool ball tricks.

JET SET RADIO

i C PLAYABLE DEMO

For those who missed it the first time, a classic demo of a
fantastic game. Manga Dimension, the graphical technique
that gives Jet Set Radio (0DM #14,8/10) its unique look, is
possibly the real star of the show here but luckily there's a
very tasty game to match the amazing visuals.

Jet Set Radio is all about cool music, graffiti battles with
rival gangs and escaping from the local law enforcement.
Before you enjoy the first level, there are two small tests to
pass first. They involve learning how to tag (spray objects)
and performing tricks on your rollerblades.

Complete these tasks and you'll not only be able to play as
the main character Beat, but try out the different attributes
EI“"T HIllEns of Gum and Slate, two more of the colourful characters from

— RS | the wild and wacky world of Jet Set Radio. Paint the town red!
EXCLUSIUE PLAYABLE DEMO ayer Info o e T
Dreamcast finally gets a football management simulation and )
this demo lets you have a pretty long look at it, allowing you to
manage a team for half a season. There’s also £25 million in the
kitty to persuade even the most talented players to join the club.

There are plenty of options to tinker with, whether you're
choosing a formation and style of play, or selecting the squad
for the next match. In the full version, you'll be able to train
players — essential for clubs who can't afford to buy the best.

You can even change the amount of text that is displayed as
the action unfolds. Keep an eye on your tactics — sometimes it's
better for a direct style rather than trying to play a passing game.
Giant Killers is reviewed on page 62.

Team/Avaitability €7

FAULTY COUER DIS

If your demo disc is damaged or faulty and you're a subscriber, please return it to Official Dreamcast Magazine, (D Replacement, Customer Interface, Bradley Pavilions, Bradley Stoke North,
Bristol BS12 0BQ. We will endeavour to replace it as soon as possible. If you're not a subscriber, please request a replacement from your newsagent/point of purchase. If you have persistent
problems, please return the disc to Disc Replacement, Official Dreamcast Magazine, 30 Cleveland Street, London, W1P 5FF, and we'll send you a new one.




NESTLING ON THE COVER OF THIS COPY OF OFFICIAL
DREAMCAST MAGAZINE 1S THE LATEST INSTALMENT
OF DREAMON. WHAT DO YOU GET? READ ON...
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EACLUSIVE MOUTE

Confidential Mission is an arcade shooter that places you'in
the middle of a James Bond/MissionImpossible style plot of
terrorists fighting a familiar-looking hero, complete with
requlation tuxedo!

This stunning shooter has barely been in the arcades two
minutes, but already Sega have announced that a Dreamcast
version is in the works. Want proof? Well how about a movie
of the DC conversion? See page 41 for more details.

O 1 km/h

EXCLUSIVE MOUIE
Race around famous locations such as Sydney, New York and
the Niagara Falls in a jet ski racer for up to two players that
allows you to perform tricks and er. ... race?

Surf Rocket Racers (ODM #17,2/10) is one of the lowest
scoring games ever to appear in Official Dreamcast Magazine.
Watch the movie and see if you can guess why.

EXCLUSIVE MOUIE
Sonic has always been famous for running very fast; but-n
Sonic Shuffle he's almost slowed to a crawl to play a-number
of board games with his friends.

The gang’s all here for what can be best described asa
Sonic party ~ a collection of crazy mini-games for Sonic
and pals to enjoy again and again. Sonic Shuffle is reviewed
on page 66.

EXCLUSIVE MOUIE
Capcom’s latest beat ‘em up leaves the stars of Street Fighter
behind for a return visit to the world of Rival Schools.

The toughest kids from local schools get to slug it out in
a team battle that can also include their teachers! The movie
demonstrates the quirky range of characters and some of
the unbelievable special attacks. Project Justice is reviewed
on page 58.

EACLUSIVE MOUIE

Another look at Ubi Soft's appealing role-player that will thrill
you with an intelligent combat system and amaze you with
some spectacular magic attacks and set pieces.

It's a more traditional adventure than most, with quests
to complete and a large world to explore. But it's the
colourful cast of characters that should make completing the
adventure a memorable experience. Grandia Il is reviewed in
full on page 52.

EXCLUSIVE MOUIE

it's difficutt to make a playable demo of a role-playing game
that can give you a good idea of what to expect from the fult
adventure, especially-as they more-often than not take a few.
hours to really. get going and are usually story driven.

Lucky, then, that there are axcellent movies like this that
preview one of the most incredible adventures to be unleashed
on the Dreamcast to date. It's a pirate adventure untike any
you've seen before. It's also one of the best game trailers ever.

WELL HELLO. It's hardly surprising
given last month’s bombshell
from Sega (come on, you must
have heard by now), but we've
been absolutely inundated with
reader queries over the last few
weeks. Hopefully you'll find the
answers to all your pressing
questions — on everything from
the future of Dreamarena and online gaming, to the
availability of peripherals and Sega’s plans for other consoles
- in this month’s issue of Official Dreamcast Magazine.

Naturally the most important issue concerns future
Dreamcast releases. While we don’t know an exact number,
we can promise you that there are dozens and dozens of
titles in production that are set for release in the UK. And
never mind the quantity, just look at the quality. How do
Sonic Adventure 2, Crazy Taxi 2, Virtua Tennis 2, Jet Set Radio 2
and Shenmue Il sound for starters?

Of course, it's very easy to get excited about these
particular titles because they're sequels to fantastic games
that we all know and love. But what about brand new,
original titles? Well, believe me, there are plenty of those
coming to Dreamcast too.

One such game is Headhunter. Until recently, relatively
little was known about this big budget action-adventure,
but we sent our man Dan to investigate and he.came back
with the full scoop. Check out our feature starting on page 8.
Also this issue we have early looks at two more forthcoming
Sega titles, Outtrigger (page 43) and Confidential Mission
(page 41), the latter of which can also be seen in action on
this month's cover disc.

We look forward to revealing more details on these three
games and all the others in development - including the
many games that have yet to be seen outside Sega’s HQ - in
future issues of ODM. And while we're on the subject of this
magazine (ahem), | need to ask a favour...

In order that we can tailor Official Dreamcast Magazine to
meet your needs in the future, we need to know a little bit
about you and what you currently like — and dislike - about
the magazine. As such, we'd really appreciate it if you could
take the time to fill out the reader survey on page 97 and
send it to address given — you don’t even need a stamp.

By way of an incentive we've got some prizes up for grabs
— either £150 cash or two passes for Sega'’s executive box at
Highbury to see Arsenal versus Leeds United on Saturday 5
May. And, hey, representatives from Sega will be there, so
you'll have the chance to ask them questions about
Dreamcast face-to-face! Best wait 'til half-time though, eh?

Take it easy,

WARREN CHRISMAS
Editor

PS: SUBSCRIBE TO ODM AND YOU'LL GET THE MAGAZINE
DELIVERED TO YOUR DOOR EACH MONTH, OFTEN DAYS
BEFORE IT REACHES YOUR NEWSAGENT — AND YOU'LL
SAVE SOME DOSH! TURN TO PAGE 50 FOR DETAILS.
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THE OFFICIAL MAGAZINE

CONTENT:

ISSUE EIGHTEEN-APRIL200T

/\ Outtrigger: Sega take a pop at Quake with a multiplayer shooter.

o |
X

o [5EE) W TR (REDTS) ©  PRESS STARTBUTTON

A\ Confidential Mission: first look at the DC conversion of the arcade hit. A\ Evil Twin: a trek through the twisted imagination of a very disturbed child. Sounds like a barrel of laughs. ..

PRE\" EWS 40 | HELLGATE 43 | OUTTRIGGER 46 | DRAGON RIDERS

=1 A mean biker gets to give the devil some as =1 More guns and multiplayer thrills in a new — If you've ever wanted to ride on the back of
he rides straight to hell with his guns Sega shooter that is a little like Quake, but a giant dragon, we've found just the
HEADH“NTER blazing in this ambitious game based on doesn't come from the PC — it’s direct from adventure for you. You do realise that
~1 Before you picked up this magazine this Dante’s Inferno and Greek mythology! the arcades instead dragons aren't real, don't you?

ot Tt a9 | CONFIDENTIAL 44 | STUPID INVADERS 48 | EVIL DEAD: HAIL TO THE
MISSION — KING

SETR] ~1 Homesick aliens try to escape earth in a

36 EVIL TWIN It's heading to the home! A super-speedy comical point 'n’ click adventure. A bit like Ash revisits a lonely cabin and those woods
—1 A promising platform adventure that trades conversion of the James Bond-styled arcade the movie £.T. but without the flying as the classic horror movie heads to
cute and colourful for dark and twisted, with hit is heading to the Dreamcast only a bicycles and tears at the end Dreamcast complete with Bruce Campbell
no fat plumbers in sight couple of months after hitting the arcades! and his chainsaw... . groovy!

45 | SOLDIER OF FORTUNE . : oo
39 gg&xgow SIX: ROGUE a7 PINBALI. TRII.OGY ~ No guts, no glory first-person shooter that U Vi G whon ths e

is on page 28! o
iy = You wait ages for a pinball game on sparked moral outrage when it hit PC due to ’ g_',-»’“"""“" i

Anti-terrorist activities in the latest shoot Dreamcast, then three turn up at once. gratuitous headshots and a cameo by T
"em up from to be spun from the pages of a Typical. Lucky they all come on the same Saddam Hussein.Wonder what'll happen (\
Tom Clancy thriller disc, then! when it reaches Dreamcast? e
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GRANDIAII

—1 Epictale of good and evil wrapped up in a
traditional RPG. Labyrinthine forests, magic

‘ spells and terrible dire-logue — it’s all here!

' PROJECT JUSTICE

‘ (apcom leave their street fighting ways and
head back to school — for another beat ‘em

| up. Honestly!

pitch, then why not try
controlling things from the dug out?

| SONIC SHUFFLE
Sonic and friends take time-out between
adventures to enjoy their favourite board

| game staring. ... themselves

= v .
o e

tional RPG to challenge Phantasy Star Online?

J DUCATI WORLD

1 Yet another variation of the driving game,
but instead of four wheels here you get to
race with just two. So in other words, it's a
bike racer!

4 CHAMPIONSHIP
SURFER

| From the console that’s given you

; rollerblading, skateboarding and bungee

‘ jumping, now try and master the art of
surfing. .. but don't build your hopes up!

' ECW ANARCHY RULZ

] Wrestling brought to you from the ECW
‘ stable, where blood and barbed wire are the
| main orders of the day

' AQUAGT

~ High-speed racer without a road in sight, as
| the buoyant world of powerboat racing
| arrives on Dreamast

30 VOXPOPS
Sonic the Hedgehog's always been famous
for running very fast, so where better to
demo his latest title than a trainer shop?

32 TALENT
We drop by for a chat with Bruce
Campbell, famous for playing Ash in the
Evil Dead movies and have a natter with
the sound designer of Headhunter

78 DRINKING & THINKING
It's coffee and cake at 0DM staffer Dan’s
house as we gather to discuss the latest
releases, including Fighting Vipers 2 and
the travesty that is Star Wars Demolition

82 INTHE HOT SEAT
Raster Productions answer your questions
about their incredible conversion of Quake
Il Arena. Come get some...

97 READER SURVEY
Four pages of questions that we'd really
like to know the answers to.Go on... we've
got a prize and everything. .. please?

114 THE BIG DEBATE
Is gaming good for you or does it make
you maaaad? Our panel of experts and
readers discuss

122 END GAME
You thought Dreamarena was only for
checking out websites and online gaming?
Meet a couple who found love thanks to
Buggy Heat. No, really

86 PHANTASY STAR ONLINE
The first part of a new guide giving you a
helpful hand with this exciting new
online adventure. Where else can you
learn how to get valuable experience
points so easily?

92 QUAKE Il ARENA

All those little tricks you can do with the
weapons in Quake Il Arena explained

94 HELP!
Stuck on a game, can't sleep for feel of
ridicule, no one else to turn to? Don’t
worry. We're here to help with all your
gaming problems

95 CHEATS

More of the latest Dreamcast software
secrets exposed like only we can

96 CHALLENGES

Win a free game by entering a tricky trio
of challenges. Can you be the best?

102 DIRECTORY

Essential mini-reviews of every Dreamcagt
game released in the UK to date

103 FAQS

Become an instant DC expert with a round-
up of your frequently asked questions

108 ODM RECOMMENDS

The 20 Dreamcast games you must own,
as selected by the staff of 0DM

110 READER REVIEWS

Don't agree with our reviews? Then share
your opinions with fellow readers

112 WEBSITES
Ever wondered if we're alone in the
universe? Here's a round-up of the best
space-themed websites on the planet

/\ Talent: Bruce Campbell chats about Evil Dead.

18 UPFRONT

The latest events from Planet Dreamcast,
including a first look at Spider-Man

26 CHARTS
Release dates, the monthly charts and a
DC expert picks their favourite games

28 GADGETS

The latest inventions to make life easier
and your wallet lighter

50 SUBSCRIBE

Get ODM cheaper than in the shops and in
your hands before it hits the newsagents

118 BACK ISSUES

Missed an issue of your favourite mag?
Don't fret, there may still be time to get it

120 LETTERS
Share your thoughts on anything, but if
it’s Dreamcast related, even better

121 ASK SEGA

Got a Dreamcast query? Ask the people
who know more than most
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LLIHO DOES THIS STUFF? P,

30 Cleveland Street, London W1P 5FF
SOME OF THE PEOPLE WHO MAKE OFFICIAL DREAMCAST MAGAZINE Tel:020 7907 6000; Fax: 020 7907 6322

Email: letters@dreamcastmag.co.uk

1 Website: www.dreamcastmag.co.uk
" |VANESSA HARDS

: Warren Chrismas 020 7907 6314

Production editor Vanessa is in charge of making sure PRODUCTION EDITOR
the magazine runs on time and generally whipping us Vanessa Hards 0207907 6313
all into shape. And against the odds it seems to work. REVIEWS EDITOR ,,

4 A _ 5 ¥ Ed Lomas 0207907 6319
She’s also the resident office metalhead (that's guitar- RIS
based music, kids) and is still glowing from meeting Alex Huhtala 020 7907 6316
Marilyn Manson at a recent signing in London.”He’s STAFF WRITER
actually a very nice bloke,” she claims.“Honestly.” She Dan Trenp L
kickboxes too, so we're not arguing. ﬁﬁ?f'ﬁfﬂ?'m 0207907 6312

CONTRIBUTORS
Dylan Davies, Caroline Elliott, Caspar Field, Foto Theme,
Steve Fulljames, Tom Guise, Steve Hill, Anthony Holden,

o Steve Key, Tim MacDonald, Laila Meyrick, John Millar,
| ROSANNA NEGRO“I Rosanna Negrotti, Philippa Norman, Steve Owen, Adam

Phillips, Poggy, Joe Roberts

Freelance sub-editor Rosanna is responsible for
transforming our ramblings into coherent English,
something that would try the patience of a saint

ALL YOUR BASE ARE BELONG TO US

DEADLINE CHOON OF THE MONTH

although she manages to remain cheerful through it all. South ~ Paint The Silence

And she comes back every month too, even though her

healthy diet of fruit and smoothies sits uneasily with the GROUP PUBLISHER - LEISURE COMPUTING

S ; 3 Helen Cribb 020 7907 6370
Official Dreamcast Magazine approved deadline menu of
? ASSOCIATE PUBLISHER - LEISURE COMPUTING

sweets, cakes and crisps. Tara Leathers 0207907 6508
ADVERTISEMENT DIRECTOR
John Garewal 020 7907 6608

LEISURE GROUP ADVERTISEMENT MANAGER

b TIM MACDONAI_B Mandy Hewitt 020 7907 6670
‘ | ADVERTISING ACCOUNT MANAGER

Richard Downey 020 7907 6671
Although freelance, Tim spends more time in our office EROUP[CLASSlFIED(ONTROLLER
: : A mma Regeste 020 7907 6683
than many of the full-time staff. His designing talents e o
: GROUP SALES DIRECTOR
have been used on sister mags PC Zone and PC Gear and fan Westwood 020 7907 6607
this is his second stint on ODM. He won't be drawn on LIST RENTAL MANAGER
which is the best magazine to work on but reckons “It's Nerys Church 0207907 6140

DIRECT MARKETING DIRECTOR

Julian Thorne 0207907 6150

RESEARCH DIRECTOR

a lot quieter on ODM.” Despite this he remains loyal to
PCs for his gaming, claiming somewhat pathetically that

joypads hurt his thumbs. Lesley Downey 0207907 6610
EPU MANAGER
Sarah Gilliver 020 7907 6332

PUBLISHING DIRECTOR

{.W [ GARHH RAMSAY Christine Martin
: “ CIRCULATION AND MARKETING DIRECTOR

Sean Farmer
Gareth runs ODM's online wing but is spared the honour ;;»}:;Z?DM(TOR
of sharing our basement bunker, preferring the sunny fan Leggett
offices of the online department where he’s been joined mr‘ﬁf&'}ﬁg‘f‘fqo"
by new arrivals www.computerandvideogames.com. popiie 2
“I always suspected they nicked our stories for their site,” Felix Dennis

he jokes.”And here they are sitting next to me! I'll be
: o x
keepmg. my eye on them.. Over a year on he still rates CoTAC PUBLISHING AWARDS A0
Soul Calibur as his favourite Dreamcast game. B‘ Bronze award for Best Designed
l' BE R al \ews Page Of The Year. Nominated
for Best Designed Feature,

NEXT ISSUE: 0DM #19 (MAY),

"EEn sumE HElp nH nnl“[Ep ON SALE THURSDAY 5 APRIL 2001

A GUIDE TO THE TELEPHONE NUMBERS THAT MATTER

SEGA HINTS AND TIPS ODM SUBS AND BACK ISSUES P e

SEGA CONSUMER LINE (GENERAL ENQUIRIES) SEGA HINTS AND TIPS LINE (SEGA GAMES ONLY) 0DM SUBSCRIPTIONS (SEE PAGE 50)

UK 0845 609 0090 [1]; EIRE 01560 925 555 [1] | 0906 753 2222 [3] i 01454 620070 / dreamcast@cisubs.co.uk
SEGA INTERNET SUPPORT LINE ODM HINTS AND TIPS LINE (ALL DREAMCAST GAMES) ODM BACK ISSUES (SEE PAGE 118)

0906 654 4544 (2] UK 0906 466 4477 [4]; EIRE 01580 924 606 [4] 01789 490215

OVERSEAS LICENSING / SYNDICATION ENQUIRIES

this magazine is a

Calls are charged at standard rates except: [1] local call rates; (2] 60p/min; [3] 75p/min; and [4] £1.50/min. If you're under 18, ask permission from
whoever pays the phone bill before calling these fines. Note: Sorry, the magazine’s editorial office cannot accept telephone calls from readers.
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PREVIEW HERDHUNTER

HORUITER

DUE OUT:AUTUMN TS BEEN SHROUDED IN SECRECY AND IS ONE OF THE BIGGEST
PUBLISHER.SEGY = GAMES DEVELOPED OUTSIDE OF JAPAN, UTILISING MOVIE
' EXPERTISE T0 TAKE GAMES PRODUCTION TO A NEW LEVEL
OF REALISM. DAN TRENT PREPARES TO SHARE AND ENJOY

. UN-BLEACHED STREETS, a:mysterious bearded man best response we could get from anyone at Sega was a smile
éstride a powerful motorbike - to date this is and a“Wait and see!”
pretty much all anyoneé-has seen of Headhunter, Fast-forward a couple of months and we can reveal all
- . along with tantalising glimpses of the about this incredible-looking game. All? Okay, not everything
aforementioned black-clad biker striding, gun at but, thanks to a face-to-face meeting with developers Amuze
. the ready th(ough glamorous Hollywood houses. and an exclusive peek at the work-in-progress game, we can
5 “Sure, itlooked amazing, but what's it all about? now safely say this is going to be at the top of a lot of most-
ok And what’s with that beard? Information has wanted lists for the long months before its release this
¢ \:certalnly been'scarce’about the game; bar a few autumn.Think Resident Evil in daylight. Think the real

VRS »screenshots and some tantalising footage shown at Sega's successor to Metal Gear Solid. Think Shenmue (ODM #14,
e _Leacester Square Prem|ere event last October (see ODM #13). 10/10) with guns — think what you like, but this is one -
e As desperate!or more mformatlon as everybody else the game you need to pay attention to.

APRIL 2001 OFFICIAL DREAMCAST MAGAZINE 9




i3

A ...but much of Headhunter’s action takes place in the Californian sun.

It's an ambitious project for Sega,

involving an unknown developer and
closer collaboration with the film industry than
has ever been attempted before. We're not
talking a second-grade film tie-in here -
Headhunter takes the link between traditional
game development and movie production to a
new level, utilising the skills and experience of
respected scriptwriters, sound designers and
other behind-the-scenes specialists to make the
world that’s being created as plausible and
immersive as possible. The ingredients are all
there: an enigmatic star, more action than a
John Woo film, shadowy organisations battling
for your conscience, revenge, betrayal, illegal
street racing, the reappearance of facial hair as
prerequisite for extreme hardness - all you
could ask for, and more!

We met up with the development team at
the recording of the game’s soundtrack (see
‘Music To Your Ears’ on page 13) and, between
studio sessions, pressed them for as much
information about the game as we could.

A "Beards are very under-represented in the action genre,” claim developers Amuze.

A The action in Headhunter will be frequent
and realistic...

Present were Amuze founder and overall project
director John Kroknes, design team leader
Johan Lindt, Sega Europe producer Mark
Horneff and scriptwriter Philip Lawrence, along
with other members of the Amuze team.

LIGHTS, CAMERA...

One word you're going to be hearing a lot of in
relation to Headhunter is ‘cinematic; and not
without reason - the whole approach to the
making of the game has been more akin to that
of a movie. John Kroknes views it as a simple
case of horses for courses.

“It's about working with the best of the best,”
he says. “Our focus at Amuze is, we like to think,
vertical rather than horizontal - meaning that
we go deeper into what we know best rather
than spreading out over what we don't.” Hence
the involvement of companies like Dom Gibbs's
Noisebox (see Talent on page 34) who provide
the sonic sparkle to match Amuze’s graphical
flash. “Dom’s a dedicated guy,” says John, “and
he likes the challenge and the concept. It'’s a




I AMUZE 0L

HEADHUNTER 1S THE FIRST GAME BY SWEDISH
: DEVELOPMENT HOUSE AMUZE, BUT WHO
EXACTLY ARE THEY?

new area for him and the games industry is -
getting more like the film industry, so we can A Amuze head John Kroknes (top) and designer Johan Lindt.
now share resources and expertise.” ;
The drafting in of X-Files scriptwriter Philip FORMED FOUR YEARS AGO by John Kroknes and Stefan
Lawrence is another example of the expertise - Holmquist, Amuze haveé secured a huge amount of
Amuze are making use of. Philip is currently backing from Sega through their ‘1.5 party’
filming the cut-scenes that will keep you in tune development programme. Impressive stuff for a team
with what’s going on in Headhunter's narrative working on their first big console title - so what makes
as well as setting the overall tone for the game, ’ ther different?
making sure they are a cut above the cheesy . . John would like to think a fresh outlook on the way
norm. With more than 60 minutes of dialogue : " games are developed is a significant factor. “The games
to be included, this a major part of the game. industry now is very much like the movie industry in the
Production aside, the cinematic theme : ‘20s and ‘30s,” he reckons. “It’s still in the early stages
extends through every aspect of the game from and can go much, much further. An important thing for
story to graphics. The setting for Headhunter is & usis to create a synergy between other creative
that sci-fi staple, the near future, in a fictional " . _industries like film, TV and music. We have a lot to learn
Californian setting that more than resembles from them.”
present-day Los Angeles. “Everything is much as : S This'wilingness to look outside the gaming world for
it is today,” explains John. “But there have been * s spedialisthelp goes hand in hand with a fierce
certain advances in technology that make new A 'dgtérmination to make the game work at every level. As —
things possible...” As for exactly what these 3 - hé'says, “It can'tfail in any department - it's got to be a
‘advances’ are, we aren't really at liberty to say i total package..:”
right now. Let’s just say that there have been S B
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“OHE LORD JOUEE GOING
TO BE HEARING A LOT IN
RELATION TO HEADHLUINTER
IS 'CINEMATIC, ANHD HOT
WITHOUT EEASONT

i | i !.. wane
; o
A Amuze might be unknown but
they’ve got the graphical skills.

A Jack’s quest will take him all
over the city.

A It’s not all sneaking about — the

bad guys come thick and fast. A Ah, ah, ah, ah, stayin’ alive, stayin’ alive... [repeat to fade]

r'na/ﬂz

sightings of some suspiciously cyborg-

like characters in Headhunter's world.
Controlling everything is a mysterious, neo-
fascistic government which enforces the law in
strictly monetary terms.

“People are thought of as dollars,” says John.
“And committing a crime means you owe a debt
to the state. If you can’t pay then body organs
are considered currency, and they are used to
enhance the lives of the rich.” Enforcing the law
are the so-called Headhunters who work for the
Anti-Crime Network (ACN) and seem to be
winning the war against organised crime until
their commander, Mr Stern, is murdered at his
desk. Enter Headhunter Jack Wade, the shades-
wearing hero, who at the behest of Stern’s
daughter Angela is employed to track down the
killers and find out what’s going on...

ANCHORMAN

Sticking with films, John is clear about the
influences on the game. “If you're familiar with
the films of Paul Verhoeven - like Robocop and
Starship Troopers - it's along those lines,” he
says. “Obviously we look at a lot of movies like

JACK WADE

g

A Environments scream attention to detail.

The Matrix and things like that, but overall it's
like a Verhoeven-style satire on society.” The
aforementioned cut-scenes will drive this back
story and involve the main characters, but
scriptwriter Philip has also been working on
newsflash-style breaks as a means of setting the
scene. “It’s partly a linking device and a way of
going from one stage to the next,” he explains.
“At one level it keeps the player in touch with
the narrative but at the same time it gives a
sense of the game world while weaving in lots
of humour and some satirical swipes at what LA
might become.”

These are currently being filmed with ‘real’
actors and while there isn’t going to be a huge
Shenmue-style cast, they will sit comfortably
alongside the game characters. “This is more
like a movie cast where you have the main
characters and then you have supporting
characters who help you along the way,” says
John. “The way Shenmue is built there aren't
many characters who are actually part of the
story but there are lots there along the way
supporting you. We've opted for a more direct
approach and it will be much more in-your-
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face and action-oriented. There will be the
driving sections but there will be a lot of action
there too...”

LOCATION, LOCATION, LOCATION

While nobody could tell us exactly how big the
game area will be eventually, it's safe to say
there’s going to be plenty to explore. “It's big
enough that you need a bike to get from
location to location,” says producer Mark
Horneff. “The script takes in a variety of
environments too.” Design director Johan
Lindt took a team over to California to gain
inspiration for the game’s fictional city.

“We went for a couple of weeks and took lots
of photographs!” jokes Johan, although he
insists it was a vital part of the research. “We
had to get the right lighting and the sense of
what it’s like.” John explains further, “We took
quite a similar approach to the developers of
Metropolis Street Racer (ODM #12, 9/10),
although it's not a real city. We've taken parts of
San Francisco and parts of Los Angeles to make
a sort of virtual city — there’s a lot of creative
freedom in there.”

Don't expect to be able to just hop off the
bike wherever you feel like it, though. As John
puts it: “It's a transitional thing and there are
target locations where you'll be able to get off
and explore. The detail of these locations is very
high and it would be impossible to maintain it
everywhere.” The bike will play a very big part
of the game (see ‘Four Times The Fun; right)
and getting to know the game area will pay off
in the multiplayer game.

BRAWN AND BRAINS

Many exact gameplay details are still being kept
secret for now, but from the video presentation
and live demo of the game it’s clear — off the
bike at least - that it follows on from the
Resident Evil Code: Veronica (ODM #8, 9/10) and
Metal Gear Solid schools of thought. Action is
fluid — as is the camerawork — and plentiful, if
what we saw is a reflection of the final content
of the game. While there will be times where
sneaking about will be necessary, you'll also be
expected to wade in and trade brains for

brawn at times. That's not to say the u
game isn't cerebral — expect to be taxing

FOUR TIMES

THE FLIHN

A Frederik Sjoo (top) and Stefan Holmqvist; Amuze’s online gurus.

AMUZE CO-FOUNDER STEFAN Holmquvist and head of
programming Frederik Sjoo took some time out from the
presentation to tell us a bit about the online section of
Headhunter and the part it will play in the game as a whole.
“We had a strong story-led single-player game,” explains
Stefan. “But we wanted to have a network section that was
familiar to the single-player game too, so we took a part of the
single-player game and tweaked it to fit.”

The section they chose to focus on was the impressive-
looking motorbike that Jack Wade uses to get from location to
location in the main game. “We identified it as being the most
fun section to make a multiplayer game out of,” says Frederik.
“There are two different game modes: the first being the
checkpoint race where you race against opponents to the
checkpoints and get to the finish first, and then we have the
flag battle.” All straightforward stuff, which he admits was a
deliberate decision. “For the online stuff we have gone for the
tried-and-tested formulas to keep everybody happy.”

Eair enough, although Frederik is keen to point out there
has been a great deal of deliberation about how the online
game will work within the main game. “It’s a compliment to
Headhunter, and it's integrated into the single-player game,”
he says. “From LEILA you can go into a network game to earn
some rewards for the single-player mission, but it also stands
alone as fun to play.”

With customisable colours for the riders and a ‘quick
connection’ option that seeks out the quickest server and
guides you into the game with the minimum of fuss, this
aspect of Headhunter is shaping up to be a whole load of fun in
its own right.
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A No, it’s not Shenmue l...

- those grey cells from time to time with
puzzles although, again, the team are still
remaining tight-lipped about exactly what form
they will take.

As far as the controls go, John is keen to
make sure the game is simple and intuitive.
“One focus is that it must be fun to play,” he
told us, “so the controls are based around the
pad and make full use of the analogue features.
If you're familiar with F355 Challenge [ODM #13,
8/10] you'll know how sensitive the shoulder
buttons were in that, and we've gone for a
similar feel with the bike sections. The same
with the normal character control - it's sensitive
but still very playable.”

BACK T0 SCHOOL

An important part of both the single and
multiplayer aspects of Headhunter will be the
training area. This is known in the game as
LEILA (standing for Law Enforcement,
Information and Licence Approval, apparently).
LEILA provides not only a gateway to the

A Those bad guys'll just keep coming.

A It’s all about creating atmosphere.

multiplayer side of the game but is also a
chance for Jack to increase his attributes by
upgrading his Headhunter licence. As graphics
whiz Stefan Holmqvist explains, “It’s a kind of
test mission that our hero Jack Wade goes
through to advance through the game.” He
continues, “Until you've passed some tests you
can't get on in the game. What we want to do is
to use this to get people online and battling
against human opponents. By doing so Jack will
gain more skill and abilities, which in turn will
make it easier to pass the LEILA tests in the
normal game.”

While going online will enable you to get
more out of Headhunter, it won't be compulsory,
as John was quick to point out: “There will be
some equipment and areas that you can't do
without having done the training, and there will
be some Internet-enhanced areas which you
can't do without having been online. But those
aren't crucial, they're more of a bonus.”

Speculation that an RPG-style character
power-up system will be used was denied by

A Camera angles will be very cinematic...

A Rogue motorbikes are high on Jack’s hitlist.

A The rugged independence, the determination...

John. “Headhunter is not like a role-playing
game,” he says. “It's more like an action-
adventure where you get different ratings with
your player, and there are particular things
where you'll need a certain rating in order to
get them or access new areas.”

REASONS TO BE CHEERFUL

Headhunter is proof that Dreamcast owners
have plenty to get excited about over the coming
months and that commitment to producing
great triple-A titles is still very much part of the
Sega game plan. As Sega’s Mark Horneff points
out: “It's the biggest title Sega Europe have put
together so far. This is the most cinematic game
that we've done - it almost rivals Shenmue for
production values and is a massive production
for a game by any standards.”

John Kroknes admits to being surprised at
the amount of hype that has been generated
off the back of the very limited amount of
material that has been released until now.
“We've been amazed! But we're playing our
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cards very close to our chests because on a day-
to-day basis it makes it easier to just get on with
making the game.”

Certainly we can’t wait to get our hands on a
more complete version of the game and, after

reading this we're sure you'll be in the same
situation. We'll be keeping a very close eye on
developments and, rest assured, as soon as we
know more we'll bring you the full lowdown... @

,;

A Jack’s motorbike will play an integral part of both
the single- and multiplayer games.

A The weather effects look superb, although Jack
seems to have trouble with wet surfaces.
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A Every detail of the locations has been given
loving care and attention.

“THE IMGREDIENTS ARE ALL
THERE: AN EMIGMATIC STAE,
REVENGE, BETREAYAL AND MORE
ACTION THAN A JOHN LOO FILM”

MUSIC TO

JOUE EARS

FOR THE FINISHING TOUCH TO THE CINEMATIC
EXPERIENCE, HEADHUNTER'S MUSIC WAS
RECORDED BY A FULL ORCHESTRA IN THE
FAMOUS ABBEY ROAD STUDIOS

NO EXPENSE IS BEING spared in Headhunter’s production and
this includes the music, which was recorded by a 67-piece
orchestra scored by Sega Europe’s resident musician, Richard
Jacques. As well as providing original music for games like
Metropolis Street Racer (0DM #12, 9/10), Jacques has had tunes
featured in games as diverse as Jet Set Radio (0DM #14, 8/10)
and Snow Surfers (0DM #2, 6/10). More accustomed to
recording all the music himself, working with a full symphony
orchestra was the realisation of long-held ambition for Jacques.

Indeed, the London Session Orchestra themselves are no
strangers to providing scores for films and list The World Is Not
Enough and The Mummy as two of their recent accomplishments.
Abbey Road Studios, as well as being known for its connection
with The Beatles, has been the venue of choice for film
composers like John Williams who used the same studio that
Headhunter was recorded in for soundtracks to cinematic
classics like Raiders Of The Lost Ark and Star Wars.

“I would say the music is like an emotional heart [to the
game],” says Headhunter director John Kroknes. Combined with
the expertise of sound designer Dominic Gibbs (see page 34),
Headhunter is promising to take games to a sonic level
unknown before now.
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THE GAME'S NOT OVER

Yet more new Dreamcast titles announced and a commitment to attract even more

it
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A\ There are plenty of big Dreamcast titles still scheduled for release, indluding (clockwise from top) Black & White, Skies Of Arcadia, Crazy Taxi 2, Confidential Mission, Sonic Adventure 2 and Outtrigger.

SEGA MAY BE CEASING production of Dreamcast hardware,
but they're still announcing new titles and are looking
to attract new developers of software for the console.
Following a wave of new games announced in Japan
last month — including House Of The Dead Ill, Victory
Goal 2001 and Dynamic Golf (see ODM #17) - Sega of
America have revealed a number of new DC titles which
are in production. These include Jet Set Radio 2, Daytona 3
and a beach volleyball game from AM2 called Beach

Spikers. A Sega of America spokesman also confirmed
that a sequel to Phantasy Star Online (ODM #17,9/10) is
in the works.

Meanwhile, Sega of Japan have announced a
restructuring of the third-party game-development
process which should encourage third parties to
support Dreamcast. According to Tetsu Kayama, the
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company’s corporate chief operating officer, changes
include reduced development licence fees and more
flexible proposal and review stages. Sega are promising
a flexible outlook regarding technical issues and
disclosure of Dreamcast’s architecture.

They also plan to make the low-end development
tools, Ninja and Shinobi, PlayStation 2-compatible,
making it easy for software companies to port
Dreamcast titles to Sony’s console. Kayama also spoke
of a Dreamcast expansion card for PCs and plans to
build DC architecture into networked terminals.

We contacted a number of developers and publishers
to comment on their Dreamcast development plans. This
response from Infogrames, publishers of Le Mans 24
Hours (ODM #14,8/10), best reflects the current
commitment from the industry.

“Infogrames had largely anticipated the change in
Sega’s Dreamcast strategy,” a spokesperson for the
company told us.”We do have titles in development for
Dreamcast, but do not plan to develop new titles
exclusively for the system.

“It's important to note, however, that there is still a
strong installed base, and a large inventory at a lower
price point that should continue to sell in lieu of Sega's
change in production plans. As such, our upcoming
Dreamcast titles still have potential to do well at retail
and until that installed base changes, we will continue
with the production of our current Dreamcast line-up.”

As far as we are aware, no developers have cancelled
forthcoming Dreamcast games since Sega announced
that they are to cease production of the console. We'll
keep you informed of any future developments.



PACE MAKE A

DREAMCAST

It's a digital TV decoder! It's a PVR! It's a Dreamcast! But it's not aimed at you!

BRITISH MANUFACTURER PACE Micro Technology
have demonstrated a working version of their
forthcoming ‘Dreamcast-compatible’ digital set-
top box which we revealed last month (ODM #17).

The unit, which has been in development for
over a year, is similar to Pace’s existing range of
digital terrestrial, cable and satellite television
decoders. However, the new “digital TV home
gateway” also includes hard disk-based personal
video recorder (or PVR) functionality similar to
TiVO machines and, yes, 100 per cent compatibility
with Dreamcast software.

The box does not, however, include a GD-ROM
drive or,indeed, a CD mechanism of any kind.
Instead, users will access Dreamcast games by
downloading them on to the unit’s internal hard
disk drive via broadband connection (satellite,
cable or digital subscriber line).

According to the manufacturer, game
downloads should take just a few minutes, and
they can take place while the user watches a live
television transmission and/or views or records a
programme off the hard drive.

A demonstration model, shown at a press
conference in London in February, was fitted
with a 40Gb hard disk, said to be capable of
storing around 60 Dreamcast games, but the
capacity of the drive in the retail product has
yet to be determined.

Pace claim to be having “detailed discussions”
with a variety of digital television operators in

Now they’re almost giving them away!

SEGA CHOSE VALENTINE'S Day to set a new recommended retail price for the
Dreamcast in the UK, with consoles now available for only £99.99.

The official change follows Sega’s recent decision to leave the hardware market, with the
reduced price expected to clear remaining stocks of the console.

“The new £99 price point for Dreamcast is a great buy for the gaming public,” said Kazotoshi
Miyake, COO of Sega Europe.“Our software schedule for the next year also maintains Sega'’s
position as the world’s finest developer and confirms our status as the most consistent and
innovative content providers in the gaming world.”

Our advice - if you haven't already got a Dreamcast, grab one while you can!

both Europe and America, but companies such as
BSkyB, ONdigital, Telewest, NTL and Comcast
have yet to actually sign the technology.

Until they do, we won't know how games will
be distributed (whether pay-per-play, pay-per-
download or on a monthly subscription basis).
Nor do we know how much the device will cost
(Pace claim it will be priced only a little higher than
a standard PVR), or when it will become available
(although the middle of next year is likely).

Several other factors need to be determined.
Will the set-top box get the support of all third-
party Dreamcast software publishers? Will any
developers go back to re-code games to take
advantage of the advanced online functionality?
Will it prompt the release of brand-new games
for the Dreamcast console? Which broadcasters
are likely to get involved in creating games
channels? Will users be able to buy game manuals?

One thing is clear, however - Pace’s digibox is
not aimed at people like you.”We're creating
what you might call a games jukebox, which sits
in the home feeding console-quality games to a
TV," said Andrew Wallace, marketing director, at
Pace Micro Technology.“The target market is the
group of people that don’t buy online consoles.”

Watch out for more news in Which Set-Top Box
Zone Monthly — and yeah okay,
Official Dreamcast Magazine
- over the coming 3 /
months. :

plundering the best items just to get rich financially.

E
i

SPACE RAIDERS

THE NEW ERA of online console gaming that was heralded
with Phantasy Star Online (0DM #17,9/10) has spawned an
entrepreneurial underbelly few could have predicted (see
page 21). Designed for co-operative and peaceful play, where
international borders and language barriers are a thing of
the past, a criminal element has entered the online world.

Offering cut-price goods like the illegal perfume
traders who frequent London’s Oxford Street, or dodgy
geezers who offer you damaged items from the back of a
lorry, the Phantasy Star traders have set up shop in
Internet auction sites, selling plundered riches to players
who want to buy their way to glory.

Having not personally spent much time in the PSO
world myself — something | aim to rectify as soon as this
issue goes to press — | couldn’t honestly tell you the
benefits of owning a Double Saber +19. In fact, | don’t
even know what it is [er, there’s a guide starting on page
86 — ed]. Whatever it is, though, it's important enough for
‘deceptic(1)’ to want to buy one for $21.50 (£14.80).

Likewise, | know nothing about Level 200 mags but

body calling th lves " has already
offered $29.76 (£20.50) for such an item and, at the time
of writing, he’s bidding against 13 other people with
three days of trading still left.

The two above examples may have been acquired
legally by competent players, who either don’t want to
return to the online adventure and are selling up, or
probably, because they have better items in reserve.

/\ Phantasy Star Online: resist the cheats!

There are some traders offering 999,999 Meseta, the
maximum amount of the game’s currency you can own at
one time. If you're tempted by this you'll probably be able
to afford any item you could possibly want during your
adventure, but you'd be spoiling the fun, wouldn’t you?

I'm sure when Sonic Team created Phantasy Star Online,

they didn’t envision a world of p ial players,
going from location to location effectively pillaging and

Whatever next, players hanging around the
mothership, whoring themselves to the highest bidder?
Online pimps and dealers standing in dark corners saying
they know where they can hook you up?

Through fair means or foul, people are playing in ways
that weren't intended, but can you hate them for trying?
Not really. An online world may offer utopian environments
but put human players in them and you'll get a reflection
of what we're doing to the real world. Spoiling the natural
riches and ruining things for future generations.

That was all a bit deep, wasn't it? | guess that’s the
beauty of Sonic Team and their ability to create. They
have a habit of making games that appear simple on the
surface but are built with a deep level of love and an
almost spiritual belief in making the world better.

To really enjoy Phantasy Star Online, find a bunch of
hippy friends who abide by the peace, love and sharing
ethos and enjoy. If you want to spend time online
breaking things, go play Quake /Il Arena (0DM #15,9/10).
Hey, | believe there’s room for both!
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SOUTH
FROM HERE ON

MO'WAX

The long-awaited debut album from the
London trio who apparently named
themselves South because they're sick of
the dominance of northern bands — more
than a little ironic given that they sound
like The Charlatans and, in particular, the
Stone Roses. .. with a touch of The
Beatles. The influence of producer James
Lavelle is very obvious on the three-
parted Broken Head (a kind of cinematic
hip-hop track), but the rest of the album
is gorgeous, contemporary indie rock.
Shoe-gazing is back! Probably. WC

VARIOUS
ANOTHERLATENIGHT

TREACLE/AZULI

So you've been out 'til the early hours and
it’s back to yours. You're in. Now, what do
you throw on the hi-fi? Well you could
put on the Ministry of Sound’s ubiquitous
Chillout Session but that’s far too obvious.
Instead you opt for this cooler-than-cool
collection from Fila Brazillia featuring
laid-back tracks from the likes of David
Holmes, The Beta Band and Mr Scruff. Now
you're definitely in. Keep it down though,
eh? Don’t want to wake the parents. WC

VARIOUS
1 LOVE 80s

VIRGIN

Any excuse, eh? Tied in to the popular
Saturday night BBC TV series, this
compilation features 42 tracks ranging
from the brilliant (Prince’s Kiss) to the
excruciatingly bad (Rick Astley’s Never
Gonna Give You Up). The worst tracks can
provide the best entertainment (see:
The Power Of Love from Huey Lewis and
The News), although, of course, there’s
nothing particularly amusing about The
Riddle by Nik Kershaw. If you remember
the 80s... you're getting old. WC

it 5 i

A Kowloon features high-rise tower blocks.

HONG KONG TWO-EY

v .

A The streets of Wanchai are incredibly detailed. A Keirin: one of the many new locations.

AM2 reveal new features of Shenmue Il plus information on two brand new characters, Joy and Kaoru

WE'VE SCORED NEW images of Shenmue Il and details on some
features that should make it even better than the original game.

The sequel sees Ryo continue his quest to avenge the murder
of his father. Much of the action will take place in Hong Kong,
with four distinct areas of the city recreated.These are Aberdeen,
a vast harbour where people live on boats; Wanchai, an area with
a Japanese heritage; Kowloon, a slum area with massive housing
complexes and Keirin, which developers AM2 simply describe as
a peaceful town.

The major difference in the world of Shenmue Il will be the
ability to advance time — a feature that is sure to please those

who got tired of waiting for events to happen in the original
Shenmue (ODM #14,10/10).

Getting from A to B and making your way to new locations
should also be less painful as Ryo will be able to purchase maps,
making it easier to navigate the many streets of Hong Kong.

Finally, load times are planned to be reduced, with AM2 aiming
to keep all in-game loading under two seconds, making transitions
between map areas appear more seamless than before.

Shenmue Il is scheduled for release in Europe early next year.
We'll have more news and character details in the next issue of
ODM, due in shops on Thursday 5 April.

She looks dangerous but is kind-hearted. She's often
misunderstood due to her selfish and blunt nature. How far will
she get involved with Ryo?
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An extremely trustworthy 15-year-old girl who works in a
temple. She looks a bit like a grown up Megumi from the original
Shenmue, don't you think?




A AVM unit, as seen in shops last week.

Hey, don't panic! There’s no shortage of peripherals and online services will continue

FOLLOWING LAST MONTH’S announcements regarding the
future of Dreamcast (see ODM #17), we now know that
Sega will cease production of the console at the end of
March. But what many of you are more concerned about is
whether Sega will continue to support Dreamcast, not only
with new software, but with peripherals and online services.

“We have sufficient stock of peripherals to last through
the Dreamcast’s lifespan,” Sega Europe informed us when
contacted about the situation after a complaint from
readers who were having difficulty finding stock.

“The talk of shortage is nonsense. Providing there is
demand for Visual Memory units and controllers, they will
continue to be sold on the high street. If people are really
struggling [to find them] they can always try the
Dreamarena shop.”

We visited a number of high street shops and, as Sega
suggested, have found no difficulty finding supplies.

STAR MAKER

If you thought Ragol was just a fantasy, think again

SEGA HAVE MADE the world of Phantasy Star Online (ODM
#17,9/10) a little closer to reality, by purchasing a star
and naming it after the fictional planet where the
groundbreaking role-player takes place.

The new star, christened Ragol at the International Star

Registry, is just beneath the Orion constellation. Players of

Phantasy Star Online should recognise the name straight
away - it's the planet you must explore, following a
mysterious explosion on the surface that has caused a
communications blackout.

Phantasy Star Online has also been causing a storm on
the Internet auction site Ebay. Players of Sonic Team's role
player have used the auction site to sell large amounts of
Meseta, Phantasy Star's currency. Powerful weapons, such
as Double Sabers and Dragon Slayers, are also doing a
roaring trade.

For more information about International Star Registry
visit www.starregistry.co.uk. Ebay can be found at
www.ebay.co.uk.

Online retailers such as Amazon.co.uk also seem to be well
stocked with controllers and VM units. In fact, the VM is one
of Amazon’s best selling Dreamcast items.

Sega Europe are also quick to quell any fears regarding
the future of online services.”There seems also to be an
unnecessary panic about Dreamarena,” a spokesperson
told us.“We have several online games in the pipeline. It
wouldn't really make sense if all the servers were switched
off before they were released, would it?”

And what about the new version of the Dreamkey web.
browser, which was originally intended for release last year.
“We are still looking at releasing a new version of
Dreamkey,” said the spokesman.“But how and when the
browser will be distributed is as yet undecided.”

Rest assured that should Sega change their stance on
any of the above matters, we'll make sure you're the first to
know. Watch this space.

A\ Who needs TV adverts when you can see a Sega star every
night? Providing it's not cloudy!
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A\ Just to prove that Ragol can stand up in a court of law.
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Play the VS mode!
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JAM HOT

Sports Jam, the arcade hit from Sega’s Wow
Entertainment (see 0DM #17) is heading to Dreamcast.
The title offers mini events based on a variety of popular
sports, including football, tennis, basketball, ice hockey,
golf and cydling. It's due for release in Japan this April but
there’s no word yet on a UK release date. We'll let you
know should the situation change in a future issue of
Official Dreamcast Magazine.

AND THERE HE GOES
Infogrames have confirmed again that hit PC title Geoff
C(rammond's Grand Prix 2000 Season will be released on
Dreamcast later this year. Regarded as being the most
technically proficient racer in existence, it will be the first
time a title from the respected series has appeared on a
console. We'll bring you more info and the first screens as
soon as we receive them.

DREAMCAST GOES POP
Despite announcing a withdrawal from hardware
production, Sega have revealed a new Dreamcast
Internet Karaoke peripheral that goes on sale in Japan
at the end of March. The add-on allows Karaoke songs to
be downloaded from the Internet, with Sega planning
to release 100 new songs every month. Music-lovers rest
assured — the device is highly unlikely to be released
outside of Japan. Phew!

T UZ4

GOLDEN OLDIES

Sega Europe are looking to release a Mega Drive
compilation pack for Dreamcast this year — their own
variation of the similar American Smash Pack compilation
that features classic titles Revenge of Shinobi (shown
above), Streets of Rage 2 and Golden Axe among others.
Due to licensing issues, Sega Europe’s compilation will
most likely feature a different line-up of dlassic games.

BREWSTER'S MILLIONS

To help Sega make a financial recovery and to finance the
loss made by Dreamcast’s new price drop, Chairman and
President Isao Okawa has donated his entire 12.53 per
cent personal stake of the company back to Sega.
According to the Bloomberg news service, this amounts
to 19.8 million Sega shares, worth 36 billion Yen (£215
million). Not exactly small change, eh?

SONIC 2 DRY”A

Sega are strongly hinting at a simultaneous worldwide
release for Sonic Adventure 2, released to coincide with
Sonic’s tenth anniversary. Sega Europe are planning a
late June release, while the American release date is
scheduled for June 21. Coincidence?
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MISSION TO MARS

OUT:MARCH 5 « CERT: PG + £14.99
In 2020 the first manned mission to Mars
suddenly goes horribly pear-shaped —
leaving one survivor. On receiving jittery
mayday calls, NASA scrambles together a
crack team of astronauts — one recently
widowed husband, a married couple and
a cheeky whizz-kid — who head out on
the long journey to rescue their mate
and find out what unknown entity is
lurking on the craggy red planet. Far
fetched? Not ‘arf. But once you've hung
your disbelief from a very tall tree you'll
find that this mega-budget, SFX-laden,
sci-fi actioner is a real nail-biter. CE

ME, MYSELF & IRENE

OUT:MAR 5 « CERT: 15 « TO RENT
Jim Carrey returns to his loony roots in
this laugh-fest directed by the Farrelly
brothers who brought you There's
Something About Mary. He plays Charlie,
a super-nice Rhode Island state trooper
who one day discovers that he’s got a
Multiple Personality Disorder. If he forgets
his medication out pops Hank, his beer-
guzzling, foul-mouthed alter ego. Enter
Irene (Renée Zellweger), a babe on the
run. When Charlie falls for Irene, he must
battle Hank for her affections — giving
Carrey twice the opportunity to trigger
an onslaught of laughs and cringes. CE

NURSE BETTY

OUT: MAR 26 « CERT: 18 « TO RENT
The increasingly popular Renée
Zellweger is excellent as a bored Kansas
housewife who's only respite is a TV soap.
While watching that day’s episode, she
witnesses her creepy second-hand car
N husband being g |
topped by two strangers in the next
room. Delusional from shock, she
becomes convinced she’s the ex-fiancée
of her soap idol and runs off to LA to
find him, with the assassins — Morgan
Freeman and Chris Rock — hard on her
tail. Not a chick’s flick — but an alternately
hilarious and chilling road movie. (£

SEGA SPREAD IT ABOUT

Full steam ahead as Sega’s multi-platform plans are revealed... and you may well be surprised!

QDAL D ARKE D
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/\ The year-old Crazy Taxi is

" o &

heading to PS2 without any changes. /\ Sega have hand-picked Space Channel 5 for PS2 - that'll get "em dancing!

SEGA HAVE OUTLINED their software-only future by announcing
titles that form part of their multi-platform development plan.

The first company set to benefit from Sega’s new vision will be
Nintendo. Sega’s long-time rival releases their highly
anticipated Game Boy Advance in Japan at the
end of March. ChuChu Rocket! is set to be a
launch title for the new handheld, with Sonic
the Hedgehog Advance and Puyo Puyo (AKA Dr.
Robotnik's Mean Bean Machine) also in
production and set for release later in
the year. Sonic Team are developing all
three titles.

The Game Boy Advance version of
ChuChu Rocket! will boast some minor
improvements over the Dreamcast
original (ODM #9,9/10), with the
planned inclusion of 2,500 levels designed
by Dreamcast players and the ability to
customise the graphics.

Sega have also revealed that they plan on converting a large
number of Mega Drive titles on to Nintendo’s new handheld.
They originally planned to put famous Saturn titles on to Game
Boy Advance, but found the memory capacity of the handheld
too small for their ambitions.The new home for Sega’s Saturn

hits looks likely to be the PSone. In an interview with Japanese
Famitsu magazine, Sega’s new Corporate Chief Operating Officer,
Tetsu Kayama, revealed that the company plan to revisit Saturn
titles that didn't sell as well as initially expected. Sega
plan to release PSone conversions of Saturn titles
in America and Europe, where sales of Sony’s
ageing console are still high. Although no
titles have been announced yet, Saturn
classics NiGHTS and Burning Rangers are
hotly tipped for appearance on PSone.
Sega are also moving ahead with
development of games for Sony’s
PlayStation 2, with Sega of Japan
announcing the titles they currently plan
to release on the console. The biggest of
these is Virtua Fighter 4, formerly known as
Virtua Fighter X, a conversion of Sega’s
forthcoming arcade game.

A conversion of Space Channel 5 (ODM #13,8/10) is
also planned, along with Sakura Wars (Sega of Japan's long-
awaited role-player) and Let’s Make a Pro Soccer Club (although
the latter two are unlikely to appear outside of Japan).

Sega have also confirmed a long-rumoured deal with Acclaim
that allows the American publisher to release PlayStation 2
versions of the original Crazy Taxi (ODM #5,9/10), Zombie
Revenge (ODM #6,7/10) and 18 Wheeler American Pro Trucker
(due on Dreamcast in June).

These aren't the only platforms Sega titles will be appearing
on, as Sega have recently announced a deal to provide game
content for Palm V and VII PDAs. Sega titles for Xbox and
Nintendo Game Cube may not have been revealed yet, but
Kayama has confirmed that they are coming.Titles for these two
platforms will be announced at a later date.

Sega’s aim is to be the world’s leading publisher of interactive
entertainment. On January 31 they announced the company
would be restructured to focus solely on videogame content.
“Sega has always been an industry innovator,” said Kazutoshi
Miyake, Chief Operating Officer of Sega Europe.”Our new
strategy will allow us to put our content across a variety of
platforms, keeping Sega at the forefront of gaming.”
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/\ Sonic the Hedgehog is rumoured to be sprinting to PSone later this year.
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A Stars of the original, like Courier and Pioline won't be making the transition to Virtua Tennis 2. Shame.

WHERE'S ANNA
KOURNIKOVA?

Russian missing from Virtua Tennis 2 line-up. Please say it isn't so!

THE SEQUEL TO VIRTUA TENNIS (ODM #12,
9/10) will boast a vastly improved roster
of real tennis stars when it's released later
this year, with Sega announcing they've
signed two of the sports’ hottest
properties, Venus and Serena Williams, to
promote and star in the tennis hit.

“Sega Sports is thrilled to work with
Venus Williams and Serena Williams, two
of the most dynamic athletes in sports
today,” said Martha Hill, head of sports
marketing at Sega of America. Further
licensed players will also feature, with the
full line-up to be revealed at a later date.

HAVE

Itis believed Sega are negotiating with
the top ten male and female tennis players
in the world. We've received word that
‘Pistol’ Pete Sampras is another star to
have already signed on.

However, despite reports on the
Internet to the contrary, tabloid favourite
Anna Kournikova (who is currently ranked
outside the top ten female players), is not
likely to appear in the game.

Sega are staying tight-lipped over any
further details, including the anticipated
online play. Virtua Tennis 2 is scheduled for
an autumn release in the UK.

age and full postal address. Note: these details
will not be passed on to anyone else.

HOUR MOST WANTED

1o SONIC ADVENTURE 2 (secn)

m Sonic extends his stay at the top of your chart, but only
m just, as Shenmue Il is quickly scaling the ladder. Want to

know how many votes won it for Sonic? Let’s just say that
JUNE every vote counts. ... Will the 'hog be so lucky next time?

\/ m see'the need for Sega to hurry up and release the next

2 <) SHENMUE Il (seqn)

m As more of you play and complete Shenmue, more of you

m:, chapter. Sega are starting to release info and screenshots on
2002 the sequel, and we plan on bringing you every ounce of it.

= = HALF-LIFE (Havas)

m No change on the Half-Life front. It holds on to the third
mi_%] spot quite comfortably, but we still haven't seen a

m completed version of the game. Will it make its April release
A date, or eclipse MSR as the DC's most delayed release?

< ) HEADHUNTER (secn)

m It's on the cover, we've got an exclusive eight-page

J m preview and yes,it’s looking mighty fine. Sega have been
m slowly sneaking out tasty morsels about their big autumn

adventure, waiting for us to bite, and we have.

S ) DAYTONA USA 2001 (secn)

> m An update of a seven-year-old coin-op with quite a lot of
mﬂ] improvements. Our personal favourite is changing the

m “Gentlemen, start your engines” screen to “Ladies and

gentlemen, start your engines” That’s progress.

5 = UNREAL TOURNAMENT (nrocraMEs)

m Dreamcast owners should soon be spoiled with what the PC
239%| crowd consider the best shooter on the block. No, not Quake

mm 1l Arena (ODM #15,9/10), but Unreal Tournament, promising
eight-player online deathmatches. Where do we sign up?

!

7 - SKIES OF ARCADIA (sesn)

m Get ready for a title that's already taken Japan and America

M by storm. Skies of Arcadia is a pirate adventure that's set in
the air. Sounds strange — but then what RPG doesn’t?

APR Check out the movie on this month’s cover disc. Not bad, eh?

B ) BLACK & WHITE (sccn)

g m News may be quiet about Peter Molyneux’s latest
m strategy/dancing cow title, but rest assured it'’s still

- m@ coming. We've even found out a new release date: how
does summer grab you? Could be better than the beach.
S = GRANDIA Il (usi sorm)

m More role-playing thrills are promised with Grandia Il. An
m epic adventure set in a strange land — being an RPG there’s

mﬂl probably a young homeless boy who turns out to be a
prince, and a mythical sword to collect too. Which is nice.

E 12 o 18 WHEELER APT (secn)

A couple of rules: it doesn’t matter if a release
date for a particular game has yet to be set (they
rarely are until the last minute), but you can only
vote for games which have been released on DC
abroad, or confirmed as forthcoming DC releases.

There’s no closing date as this is an ongoing
competition, with the winner drawn from the
very expensive virtual hat each month. Only one
entry from each reader will be accepted each
calendar month; anyone submitting more than
one will be disqualified from the competition, or
forced to play Surf Rocket Racers. For logistical

YOUR SAY...

Vote for the best

up-and-coming

Dreamcast games and
you could be heading for
a free Visual Memory unit!

THERE ARE PLENTY of Dreamcast games in
development, but which ones are getting you
most excited? Let us know and courtesy of Sega,
you could win a VM unit (worth around £19.99).

To vote, all you need to do is email us at
vote@dreamcastmag.co.uk using the subject

reasons we can only accept votes by email.
This month’s winner is Jawad Khan from

m Here’s a big-rig truck racer that shares a few similarities with
10% Crazy Taxi (0DM #5, 9/10). Hauling cargo across the good ol
US of A may not sound all that, but the arcade original was a

heading ‘Vote DCY. Please include, in order,a list JUNE
of the five games you're most looking forward
to, with the most keenly anticipated at the top.
Placing them in order of preference is vitally
important, with different points awarded for

each place. You must also include your name,

Leyton, in East London. His top choice is
Shenmue Il followed by Headhunter, Unreal
Tournament, Daytona USA 2001 and Sonic
Adventure 2. Thanks Jawad, your VM unit is in
the post.Thanks to everyone else who voted,
keep ‘em coming!

blast and the Dreamcast conversion should be the same.

TBC = to be confirmed
Percentage of voters placing the game at the top of their Most Wanted lists }
Percentage of voters including the game in their Top 5 Most Wanted lists |

d time of arrival (release in UK) }
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THE TERMINATOR:
SPECIAL EDITION

OUT:MARCH 19 « CERT: 15 « £24.99
One of the best sci-fi flicks ever makes its
DVD debut. For those on Planet Zorg, it’s
the one where Arnie is the indestructible
cyborg sent back in time to terminate
Sarah Connor whose unborn son will
eventually save the world. It's bundled
with loads of goodies: Arnie and director
James Cameron chat about how it was
made, stacks of artwork/special effects
stills and photos, and a DVD-ROM where
fanatics can access the original, fourth
and final draft scripts. Still as stonking
as when it was first released in 1984. (F

HOLLOW MAN

| OUT:MARCH 26 « CERT: 18 + £19.99
Kevin Bacon heads up a team of white-
coats working on a secret invisibility

| formula. When it works successfully on
animals he decides to try it on himself —
but on discovering it can’t be reversed

| goes a tad schizoid leaving his
unfortunate colleagues to contend with
a see-through, axe-wielding maniac.
The well-worn plot is more than made
up for by sizzling SFX and lashings of
leap-off-the-sofa moments. Extras wise,
there’s two how-did-they-do-it
documentaries, storyboards, feature-
length commentaries plus the usual
trailer/filmography gubbins. CF

SCREAM TRILOGY
OUT NOW - CERT: 18 - £49.99
Quick recap Part 1: college prep Sidney

| Prescottis being stalked by a murderous
masked nutcase. Intrepid TV reporter
Gale Weathers is on the case. Part 2:
Sidney is now a drama student. Gale has
written a best-seller about the events
which has been turned into a movie,

| Stab - and, wouldn’t ya know it, the
murders start again. Part 3: just as

| Sidney settles into a life of seclusion the
killer starts editing the cast of Stab 3. The

| franchise that launched 1000 imitators

| comes in a box set with extra footage,

I outtakes and a special booklet. CE

/A “Can someone lend me £10,000? | want one!” /\ Proof that even men in suits can’t drive Ferraris very well.

COINING IT IN

A showcase of the arcade treats of 2001 — ALEX HUHTALA visits London’s ATEIl show

HELD ANNUALLY, THE ATEI (Amusement
Trades Exhibition International) gives the
European arcade industry a chance to see
some of the coin-op highlights of the
year ahead. More importantly, it gives
arcade operators the opportunity to get
hands-on with the games. And even more
essentially, everything is on free play!

The show, which was held at Earls
Court, London in January, featured plenty
of surprises and treats. Our first order of
business was to visit the Sega stand,
naturally. It may not have been that
lavish, but it was by far the biggest stand
there and was packed with a strong line-

(s Yoo
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/\ AirTrix: Sega revisit Top Skater.
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up of quality games, including a growing
number of sports titles.

Amid the banks of cabinets of NASCAR
(ODM #14), Confidential Mission (ODM
#15), Sega Strike Fighter (ODM #16) and
Sports Jam (ODM #17), were Sega’s latest
offerings, including Club Kart, Wild Riders,
Air Trix and Ferrari F355 Challenge 2.

Running on the Naomi 2 board, Club
Kart was Sega’s hottest attraction, perhaps
due to the fact that there were only four
of the machines at the show. As you can
guess from the title, Club Kart is a karting
sim with a variety of circuits and can be
linked up for multiplayer games.

A Club Kart: Naomi 2-powered racer.

If you saw the games running side by
side, you'd see a marked improvement in
graphical quality over F355 Challenge but,
given the power of the new board, it
doesn't quite look as spectacular as you'd
expect. It’s a solid, if slow (due to the
limitations of the karts themselves) racer,
that is most enjoyable when racing on
shorter, winding circuits.

The main innovation of Club Kart is the
card system it employs to store player
data. The device allows you to select
preferences and personalise the game,
including details such as your name and
colour of the kart and helmet. The card

/A Police 24/7: Konami's revolutionary shooter.



/\ MTV’s Drumscape: hello Cleveland!

then records your performance, allowing
you to return at a later date and compete
in a new division if you're good enough.

The card itself is a very thin and flexible
piece of plastic, the size of a credit card.
It's a good idea, just a pity that Sega didn't
implement it a few years ago when they
unveiled the Dreamcast’s VM unit and
promised similar arcade data-storage. But
the Club Kart card is undoubtedly a lot
cheaper to manufacture than a VM unit.

Air Trix is a sequel to Sega’s fantastic,
but dated, skateboarding game Top
Skater. It still boasts an effective control
method (a wheel-less board that you
stand on) that improves over the original
with a new spinning ability, but it’s less
enjoyable than the original now the
action is restricted to half-pipes and
performing tricks.

Ferrari F355 Challenge 2 may appear to
be a sequel to the hit racer, but in truth
it’s really a remix that offers new courses
seen in the Dreamcast conversion of F355
(ODM #13,8/10).It's being made available
to arcades soon, as an upgrade kit to
existing F355 machines.

The final coin-op on Sega'’s stand was
Wild Riders, unveiled in our March issue
(ODM #17). Another Naomi 2-powered
title, it's a motorbike chase through a city,
with a biker gang trying to avoid capture
from the local police in pursuit.

The police set up roadblocks at every
available opportunity and these can be
avoided by either steering around them
or, if there’s an available ramp, jumping

/\ Wild Riders attracts some dull players.

over them by pulling back on the
cabinet-mounted handlebars. You'll also
be required to slide under barriers and
trucks, by pushing forward on the
handlebars. Avoiding obstacles increases
the gap between you and the police.
Interestingly, there isn't a timer or
checkpoints. It's a fun game that looks
great, with a comic-book appearance
similar to Jet Set Radio (ODM #14, 8/10).
There’s only one criticism — it's too easy.
Away from Sega’s stand, other higRlights
included Namco’s gun games Ninja Assault
and Vampire Night, the latter a collaboration
between Sega, Wow Entertainment and
Namco, it's clearly inspired by House Of
The Dead. Star of the show was Police 24/7
from Konami - yes, another gun game.
This one boasts spectacular motion-sensing
technology that allows you to dodge
bullets to avoid being hit. This is going to
be massive in the arcades but a home
conversion could prove too costly to
manufacture. So that’s another excuse to
go drop some more coins in the slots, then!

/\ Stop hogging that machine!

The famous web-slinger prepares to save the day

Marvel’s most celebrated latex-
wearing superhero is heading to
Dreamcast this spring in a conversion
of the hit PlayStation game by
Activision — Spider-Man.

The pages of the comic book will
come to life in a 3D action-adventure
where players get to control the .
amazing Spider-Man in a bid to save
New York from a plague of crime.
Spider-Man is set to face a rogues’
gallery of famous villains including Dr
Octopus, Rhino, Venom and Mysterio
as he tries to clear his name of a crime
he didn’t commit.

All of the superhero’s famous
abilities will be included in the game,
with Spider-Man able to shoot webs
to trap enemies or form a protective
shield and swing from building to
building. The web-slinger will also get
to use his famous spider-sense, an
alert that is triggered when he’s
seconds away from danger. Plus he'll

/A There goes that spider-sense.

be crawling up buildings at every
available opportunity.

“Spider-Man for the PlayStation
wowed both gamers and critics alike
by capturing the true essence of the
comic-book series,” says Larry
Goldberg, executive vice-president
at Activision.”The swift action of the
web-slinging hero will translate well
on to Dreamcast with its 128-bit
graphics capability.”

With more than 34 levels, Spider-
Man looks set to provide plenty
of action with a diverse range of
missions that rely on stealth and quick
reflexes. Potential highlights include
being chased by police helicopters,

a bank robbery that needs to be
averted, hostages to save and bombs
waiting to be diffused.

Developed by Neversoft, Spider-
Man is scheduled for release this
spring. We'll bring you a full preview in
an upcoming issue.

/\ Spidey, just hanging around on a skyscraper.
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S CHARTS RELERSE DATES

/\ Surf Rocket Racers: avoid!

Here's a list of all the games coming out
in the next two months, compiled with
the help of Sega Europe, retailers and
the game publishers themselves. Note
that all of these are subject to change.

MARCH 2

6ucati World (Acclaim)
European Super League (Virgin)
Project Justice (Virgin)

Surf Rocket Racers (Ubi Soft)

MARCH 9

Sonic Shuffle (Sega)
Starlancer (Ubi Soft)
Vanishing Point (Acdaim)

/\ Worms World Party: for real?

MARCH 16

Fighting.Vipers 2‘(Se:>ga)‘
Worms World Party (Virgin)

MARCH 23

thampionship Surfer (i.eaming
Company)
Exhibition of Speed (Titus)

MARCH 30

;tupid Invadersi(Ubi‘ Soft)

Half-Life (Havas)

Heroes of Might & Magic I11 (Ubi Soft)
Matt Hoffman Pro BMX (Activision)
NBA Hoopz (Midway)

Pro Pinball: Trilogy (Empire)

Skies of Arcadia (Sega)

The Mummy (Konami)

Unreal Tournament (Infogrames)

A Half-Life: ready or not?

1PHANTASY STAR
ONLINE

SEGA - 0DM #17,9/10

My first online game of PSO was the most

enjoyable gaming session |'ve had in years, and

I'm now completely hooked. The single-player

game is a tad repetitive, but | can’t stop playing

because | want to build my character up for

my next online quest. Sonic Team are magic!

THE PLAYLIST  +

< VIRTUR TENNIS

SEGA - 0DM #12,9/10

Everyone loves Virtua Tennis. Four-player games
of this are unbeatable no matter what time it
is, thanks to the controls being so simple.
Anyone can learn to play in five minutes and be
utterly addicted straight away. It almost makes
me think that real tennis could be interesting,
even though | know it’s as dull as sports come.

= OUARKE Il ARENA
SEGA - 0DM #15,9/10

Again, it only took one online game of this to
have me hooked. The buzz of snatching a one-
frag victory right at the last minute just can't
be beaten, especially when it’s against a bunch
of cocky dlan members. It's fun to meet up
with people you've played against before, too,
espedially if you're evenly matched skill-wise.

S SAMBA DE AMIGO
SEGA - 0DM #15,8/10

To be honest, | always thought Samba De Amigo
was a bit sad, but after playing it at Christmas |
really got into it. Downloading the extra tunes
from the website helped, as it means | can
play along to tracks from favourite games like
Sonic CD and NiGHTS. | don't play it on my own,
though - I'd just like to make that clear...

3 TONY HAWK'S
PRO SKATER 2
ACTIVISION - 0DM #15,9/10
This enables me to live out all my pro-skating
dreams. The control system is amazing — the
physics feel fantastic, and learning how to do
the tricks is easy. It’s all down to your skill and
imagination, working out how to do the most
impressive moves and combos on the scenery.

1800 X2.5

o

Chart/rack | | TOP TWENTY 290

.
A s

PUBLISHER RATING

ENBR 2K

SEGA + 0DM #5,8/10

I have no interest in basketball whatsoever,
but NBA 2K is one of the best sports games
ever made. The amount of detail is stunning —
the graphics, sound, tactics, and controls all
make for a brilliantly skilful and enjoyable
game. It’s great with four people, too. And the
commentary’s the best I've heard anywhere.

POS LW TITLE

1 () TOYRACER SEGA 610 17
2 (2)  SONIC ADVENTURE SEGA 910 0
3 (3)  SHENMUE SEGA 100 14
4 (6)  TOM CLANCYS RAINBOW SIX VIRGIN g 1
9 (4)  TOMB RAIDER: THE LAST REVELATION EIDOS M 6
6 (T)  SEGARALLY 2 SEGA 810 1
T () RECORD OF LODOSS WAR VIRGIN 70 16
8  (8)  QUAKE Il ARENA SEGA 910 14
9 ()  VIRTUA TENNIS SEGA 910 12
10 (9)  TONY HAWK'S PRO SKATER 2 ACTIVISION 9/10 15
11 (10)  WWF ATTITUDE ACCLAIM 310 2
12 (13)  HIDDEN & DANGEROUS TAKE 2 13
13 (14)  SEGA BASS FISHING SEGA 1
14 (15)  DEAD OR ALIVE 2 ACCLAIM /10 11
15 (11)  METROPOLIS STREET RACER SEGA 910 12
16 (12)  SEGA 6T SEGA 510 15
17 () MRDRILLER VIRGIN m 15
18 (-)  CHICKEN RUN EIDOS 6/10 16
19 () TONY HAWK'S SKATEBOARDING UBISOFT  8/10 10
20 (16)  F355 CHALLENGE ACCLAIM  8/10 13

UK sales for week ending February 10th 2001. Compiled by Chart Track (c) ELSPA 2001

.
# 03

A Toy Racer: still top of the charts — probably because
it only costs £4.99.

CHART ANALYSIS

NOT MUCH CHANGE in the chart this month, with
Toy Racer still holding on to the top spot.

Mr Driller makes a long overdue appearance,
although it seems most Dreamcast owners
couldn’t care about this fantastic puzzler. Never
mind, at least it managed to outsell a tie-in
based on one of the biggest cinema releases
of 2000. Chicken Run was gold dust at the box
office, but is chicken feed on the game charts.
A surprise, as unlike most film tie-ins, the game
was actually pretty good. What other title
boasts the gameplay of Metal Gear Solid, but
instead of playing with a moody headband-
wearing soldier, you get to control a chicken?
Anyone want to bet against Phantasy Star
Online being number one next month?
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We discover the whereabouts of DC games that have seemingly disappeared without a trace. This month: Warp’s long lost adventure. ..

LAST MENTIONED: ODM #7
ORIGINAL RELEASE DATE: N/A
NEW RELEASE DATE: N/A

IT MAY HAVE NEVER had a UK release date, or a publisher,
but that hasn’t stopped a number of you enquiring about
the whereabouts of D2, Warp’s long lost horror adventure
that was one of the first titles announced for Dreamcast.

Released in Japan just after the launch of the console in
Christmas 1999, D2 is the sequel to the PC, 3D0, PlayStation
and Saturn adventure D.

The original D (as in ‘Dracula’) starred a blonde heroine
named Laura who was searching for her strange father in
what seemed to be a haunted house. It was a simple but
effective game, that made extensive use of pre-rendered
cut-scenes. It played more like a full motion video
adventure than the original action-packed Resident Evil
that was released around the same time - as a result it
didn’t sell very well.

Instead of being restricted to exploring pre-rendered
movie footage, Laura is given far more freedom in D2

Born in Darkness. Sworn to Justice.

* Unlock up to 36 of your favourite characters
* Original Arcade Mode and the

New Tournament Mode

thanks to the real-time environments provided by the

power of Dreamcast. Indeed, the sequel seems a million

miles from the original. The creepy interiors of the

haunted mansion are replaced by the vast open spaces

of a snow-filled Alaskan landscape, and a stronger

storyline is added with a plane crash that puts Laura in
the middle of this wilderness.

Action fans looked to be well served with Laura able to
ride a snowmobile, hunt wildlife and engage in gunfights
with grotesque alien enemies. Upon first appearance it
looks to be just as impressive as Resident Evil Code: Veronica
(0DM #8,9/10) and Shenmue (0DM #14, 10/10), with
similarly lavish production values. So why hasn't it been
released in Europe?

Unfortunately no publishers are prepared to release it.
One of the reasons behind this decision could be the
negative reviews that greeted D2 upon release in the US,
due in part to having a very elaborate plot, with a slow
pace that explains even the smallest story elements. D2
also arrived on four GD-ROM discs, probably making it too
costly for a third-party publisher to release.

We asked Sega Europe to shed some light on D2’s
European situation. Their answer should make anyone still

\& AVAILABLE

: fr e

anticipating its arrival spend their pennies elsewhere:
“D2 was being touted around to third parties around the
same time as Resident Evil Code: Veronica was causing a stir
in Europe. Quite why nobody picked the game up in Europe
where survival horror games have such a fan base is still a
mystery. Without a publisher the game is simply stuck in
limbo - until somebody takes a chance on it — but the
more time goes by the less likely we are to see it.”

A\ Laura relieves the frustration of not getting a Euro release.
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eidos.com

JCAPCOM

capCcom..com

TODD McFARLANE
E

NTERTAINMENT

* 4 player Team Battle Mode

o o
A Todd McFarlane Entertainment, Inc. Production. Spawn, its logo, symbol, characters, and all reMaraclers and all rejg#ed indicia are registered trademarks of Todd McFarlane Productions, Inc. © 2000 by Todd McFarlané Productions, Inc. AN Rights Reserved
© CAPCOM CO., LTD. 1999, 2000 ALL RIGHTS RESERVED. Published by Eidos Interactive Ltd. Developed by CAPCOM CO., LTD. SEGA and Dreamcast aje registered trademarks or trademarks of Sega Enterprises, Ltd



TS GIZIMOS CHOCOLRTE

WISPA BITE
CADBURY'S - 35p

With the deliciously smooth chocolate
of the traditional Wispa, and the bonus
caramel of the Gold variety, the addition
of the biscuit definitely makes this the
better of the three. It may not be as
loud as Ant and Dec would have you
believe, but your taste buds will be
screaming out for more! Fully loaded, as
a cheesy car salesman might say... VH

KIT KAT MINT

NESTLE - 40p

Kind of like a KitKat but. .. minty.
Obvious really, but then what were you
expecting? To be honest, this is no
improvement over the standard KitKat
and considerably more sickly. Now the
dark chocolate version is another matter
altogether — a much missed limited
edition that trounces its minty brother
for taste and dass! OT

CRUNCHIE LEMONADE

CADBURY'S * 35p

Something of an also-ran even after the
days of ‘Thank Crunchie it’s Friday,
Cadbury’s are attempting to brighten up
the Crunchie’s world by introducing
endless new variants. If you can identify
the lemonade bit you're doing well but
it’s all good, clean fun. Look out for the
champagne and orange Tango versions
too if this tickles your fancy. DT

INSPECT-A-GADGET

A set of rubber band-flinging pistols, a corrugated camera and an Allen key-
and-screwdriver necklace are among this month’s technological trailblazers

CASIO REMOTE-
CONTROL WATCH

Somewhere in the development of home-entertainment systems,
something went horribly, horribly wrong. A task as mundane as
changing channels can require a frustrating shuffle through a huge
heap of remotes, only to find that the one you really wanted was
stuffed down the back of the sofa all along.To the rescue come Casio,
with a programmable remote control that doubles as a handy,
portable timekeeping device. Whether you'll take to the '80s styling
is debatable, but for the ultimate edge in the channel-hopping wars
it's truly unbeatable. ..

-
-«

£45
020 8450 9131

asio.com

RUBBER BAND
GUN DUEL KIT

There’s always some joker, be it in the office or the classroom, who's a
demon shot with the old rubber-band-around-the-finger routine
and mighty annoying it is, too. If you're sick of being on the receiving
end, then this rapid-fire, laggy band-hurling toy might well do the
trick. Sold as a pair in the finest tradition of antique duelling pistols,
each gun will hold ten rubber bands, which you can twang about to
your heart’s content. Naughty but nice. ...

Iwantoneofthose

£19.99

0870 421 1066 .iwantoneofthose.com

28 OFFICIAL DREAMCAST MAGAZINE APRIL 2001



KONICA REVIO Il

-«
<

While the benefits of the APS film format are debatable, the wave of
sleekly designed cameras it's inspired has to be a good thing. Canon’s
IXUS range pioneered the teeny metallic look and Konica’s Revio Il
takes a pleasing corrugated twist on the theme.There’s nothing
revolutionary about it — it simply does the job required with the
minimum of fuss and looks good while doing it, although the handy
pop-up mirror is a great innovation for those who simply can't bear
being left out of their own photos. Classy!

£130 act: Konica

Tel: 020 87516121 Web: www.konica.co.uk

U-TURN
SPORTS TOOL

Jewellery designer William Prophet has made an unusual diversion
into the macho world of multi-purpose mini-tools — a bold move
considering the market tends to prefer a military heritage to appear
bona fide. Leaving that aside, this is a neat little thing designed to
hang around your neck and carry out emergency repairs to your
bike, board or blades. With only 3mm, 4mm and 5mm Allen keys and
Phillips and flat-blade screwdrivers it's hardly a Swiss army knife,
but it’s tiny, cute and convenient.

£18 Iwantoneofthose

0870 421 1066 www.iwantoneofthose.com

'ERICSSON R380

In the battle to cram the most features into the humble handset,
Ericsson have turned to the handheld PDA (Personal Digital
Assistant) as inspiration for their R380S. By day it resembles a fairly
mundane-looking phone, but flip the front and it reveals a huge
screen through which you can access WAP sites and email as well as
a diary and organiser. Texting and mailing is a cinch thanks to an on-
screen keyboard and/or scratch pad that turns your handwriting into
type, and if you really want to make the most of the Web through
your phone it's an excellent package.

£300 approx — depends on contract Ericsson

08705 237237 WWW.ericsson.com
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Played a Sonic game before?

| upgraded from a Master System to a
Mega Drive for Sonic!

What did you think?

Interesting, there’s a lot of variety. . . it
looks very good.

Coolest thing about Sonic?

Speed and that haircut. . . very Japanese!
Most you've spent on trainers?

| get them free!

Played a Sonic game before?

Never! | prefer fighting games.

What did you think?

Well, you need to be quick! It's certainly
very addictive.

Coolest thing about Sonic?

The graphics flow and he wears trainers!
Most you've spent on trainers?
£90,and that's my limit. .. but never
again, though!

Played a Sonic game before?
Non!

What did you think?

I really, really like it because it's very
simple to play and the graphics are
excellent!

Coolest thing about Sonic?

He’s fast!

Most you've spent on trainers?
1000ff | think. . . about £100.

Played a Sonic game before?

Oh yeah! Dreamcast, Mega Drive. .. and
all the others.

What did you think?

It's a bit slower than Sonic Adventure, but
still very cool.

Coolest thing about Sonic?

He's faster than Mario!

Most you've spent on trainers?

£90.

Played a Sonic game before?

Yeah, | can't remember what on, though. ..

What did you think?

| liked the boarding bit and the different
camera angles.

Coolest thing about Sonic?

He's crazy!

Most you've spent on trainers?
Ooh... about £20! Not really, 5120 on a
pair of Adidas.
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AS ANY GLOBAL SPORTSWEAR megabrand would gladly tell you, to
run quickly you're going to need the right sort of footwear. Admittedly
this is of passing concern to Sonic having, as he does, the luxury of being
able to bend the laws of physics to suit his tastes. That’s not to say the
blue spikey one isn't interested in staying one step ahead of the
footwear game, though. Indeed, last year saw an online competition
based on a level of Sonic Adventure in which you had to seek out the five
pairs of hidden Reebok trainers.
For our exclusive preview of the long-awaited Sonic Adventure 2, we
took our trusty demo pod down to shoe fetishist's Mecca, Size?, to get

ADUVENTURE 2

the skinny on what the trainer junkies make of Sonic’s latest outing.
While the full game is currently under wraps, we gave a few lucky
people the chance to play the exclusive demo that comes bundled with
Yuji Naka's futuristic RPG Phantasy Star Online (0DM #17,9/10), a full
month before the game hit the streets. The demo sees Sonic leaping out
of a helicopter and surfing the streets on a board before taking to his
feet and doing what he does best. ..

+ Size? has branches in London’s Carnaby Street (020 7287 4016),
Brighton (01273 728 113) and Manchester (0161 839 8086).

Played a Sonic game before?

| played the older ones, a long time ago.
What did you think?

| really liked it.The graphics are cool and
it’s very easy to get into.

Coolest thing about Sonic?

Erm.... when he goes off on his own and
it goes mad.

Most you've spent on trainers?

This is embarrassing. Probably about £30!

HORKS AT SIZE~
Played a Sonic game before?

Yeah, on the Mega Drive years ago — and
I oved it!

What did you think?

The graphics are crazy!

Coolest thing about Sonic?

Sonic, man! He's cool — his hair!

Most you've spent on trainers?
Erm, roughly aus$250 — which is about
£120, 1 think.

RINFR M=

Played a Sonic game before?

| used to have a Mega Drive when | was
ten, so yeah.

What did you think?

Brilliant graphics and really fast too.
Coolest thing about Sonic?

He's been updated and is smoother, but
he’s still got his spikes!

Most you've spent on trainers?
£120.

Played a Sonic game before?

No.

What did you think?

It's really nice. . . and the graphics are
amazing...

Coolest thing about Sonic?

The speed and the colour!

Most you've spent on trainers?

| think it was about £180.They're only
£70 now!

Played a Sonic game before?

Years ago on the Mega Drive. .. when it
was the thing!

What did you think?

| liked the skating bit and there’s loads of
places to explore.

Coolest thing about Sonic?

He's a classic!

Most you've spent on trainers?

Um, £150 or something.
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TALENT

HE TOOK ON THE UNDEAD THREE
TIMES AND SURVIVED. ED LOMAS
SPOKE TO BRUCE CAMPBELL JUST
BEFORE HE WENT BACK FOR MORE

“HI THERE!” BOOMS A GRINNING Bruce Campbell, crushing our puny digits with a
painfully enthusiastic handshake. He's wearing a ludicrous brightly coloured
Hawaiian shirt instead of a mess of blood-stained rags, but other than that looks
exactly like his infamous Evil Dead alter ego Ash, right down to the unnaturally
perfect designer stubble.

You don't need to have seen any of the ultra-gory, ultra-funny Evil Dead trilogy
to understand Ash. He’s basically the blueprint for almost all videogame heroes:
square jaw, gravelly voice, great selection of witty one-liners, and no qualms about
chainsawing heads off screeching zombies. And now, with THQ's Evil Dead: Hail To The
King nearing completion on Dreamcast, the original cooler-than-cool hero is about
to enter virtual reality for the first time.

“The game will give fans of the movies the chance to actually be the character at
last,” Bruce told us enthusiastically.“Until now you'd have to sit back and play
drinking games, and watch the movies, but you couldn’t jump in there and make Ash
do stuff. Now you can inhabit the essence of Ash!”

In recording “bagfulls of voice stuff”for the game, Bruce got to reprise the role of
Ash, which he first took on back in 1979. Although he's been in countless movies
since (including such ‘classics’ as Maniac Cop, Congo, Escape From LA and Assault On
Dome 4), and has made as regular TV appearances as Autolycus in Xena: Warrior
Princess, it's as Ash that Bruce is best known."It’s fun to go back into that world as
that character,” he commented,“only | don't really have to get bloody this time!”

Being in a comfortable sound-recording studio rather than a ramshackle cabin full
of gore in remote woodland would, one might think, make acting terrified a bit
difficult. Not so for a seasoned pro like Bruce.“It’s not all that different, because
acting in the Evil Dead movies we did a lot of stuff in front of a blue screen where |
never even saw the creatures. You're really just inhabiting the character — it’s all in
your head anyway.”

Having done voice-overs for four or five other games before working on Hail To
The King, Bruce has also learned a few useful tricks.”Your voice wears out, so you can
only do so much per day,” he told us.”At least, my voice wears out... That’s why we
save all the screaming stuff for the end of the session!”

Evil Dead's massive cult following around the world has been praying for a fourth
movie in the series, but unfortunately things aren’t looking promising.The series’
director and writer — as well as close childhood friend of Bruce’s — Sam Raimi, is
currently hard at work on the all-new big-budget Spider-Man movie plus, as Bruce
himself puts it,“financing for a fourth Evil Dead film isn't forthcoming...

“The game will serve as a temporary Evil Dead 4, he added.”It’s got everything
the diehard fans wanted. For them, it’ll be like putting on a comfortable pair of
shoes,” he said, grinning.“Albeit bloody shoes...” @

* Evil Dead: Hail To The King is previewed on page 48. Bruce Campbell’s autobiography,
tentatively called Confessions of a B-Movie Actor. ... is due out later this year.
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PROVIDER OF SOUNDS AND-MUSIC FOR THE FILM WORLD, DOMINIC GIBBS HAS TURNED

HIS ATTENTION TO GAMES WITH HEADHUNTER. DAN TRENT, ER, SOUNDS HIM OUT...

IF YOU'VE EVER SEEN the shoot-out in the film Heat you'll
know about the difference good sound can make to a
movie scene.The gunfire echoing off the skyscrapers
and bullets whizzing past in glorious surround sound
gave cinema-goers a terrifying insight into the
feeling of being caught in the middle of a gunfight.

It's this feeling that Dominic Gibbs is hopjng to
bring to your living room in Headhunter, dué out on
Dreamcast later this year. According to him, games
have a lot to learn from the film industry he’s more
accustomed to working in.

“Footsteps are a good example,” he jokes.“They're
always at one level in games — loud! Sometimes
that's important when you need a reference to time
your jumps or whatever, but it’s just not realistic
when you can hear your footsteps over loud traffic. It
just needs a little thought.”

Dominic’s work as music editor on films like
Tomorrow Never Dies and The World Is Not Enough,
and sound designer on numerous TV adverts, makes
him well-placed to offer his expertise to Headhunter
developers Amuze.

“I do effects and sound design on adverts,” he
explains.”Which is a bit more abstract than film at
times. For instance, you might have someone putting
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a glass down and want it to sound like it's the size of
a mountain when it crashes down!”

Dominic is only too aware of how important the
sound can be to the overall effect and he’s recently
enjoyed getting back into games as part of his
‘research’ for Headhunter.

“l used to be big gamer,” he says.”When they
asked me to do this | found myself jumping back into
it.1 played a bit of Resident Evil Code: Veronica [ODM
#8,9/10] which impressed me, and | got very excited
about Shenmue [ODM #14,10/10).”

The freedom to experiment away from the
structured world of film-making has been one of
the major draws to the project for Dominic too.”l
wouldn't be taking this much interest if | didn't
believe in it.” @

« For more information on Headhunter, turn to our
exclusive preview on page 8.
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FANCY YOURSELF AS A BIT
OF AN ALL-STAR? WHAT
ABOUT THE RAF, THEN?

YOUR ADRENALIN’S PUMPING, the crowd’s going wild. Fists
are waving in the air and your team is cheering you on.
With only 13 seconds on the clock this is it: your big
chance. You're working the ball around the court,
dribbling your way to the hoop. You go for the dunk,
wipe your brow, wait... and it's in, you've done it, you've
sunk the winning shot! Game over.

For hoop fans who can apply their dazzling
Dreamcast skills on the court for real, a career in the
Royal Air Force is well worth thinking about. The
star qualities of a great basketball player - like
determination, team spirit and plenty of get-up-and-go
— are all essential for a career with the RAF.

If, like propulsion technician and RAF basketball
player Gerry Armstrong (26), you want to keep shooting
to score and still have a fulfilling career to boot, then the
RAF could be for you. Not only does the RAF sponsor
England Basketball National Junior and Cadet Leagues,
but it also boasts its own top-rank team, too.

So how does Gerry’s real life sporting talents compare
to slam-dunkin’in NBA 2K (ODM #5,8/10)?

“It's a fun basketball experience and pretty accurate,
too; enthuses Gerry.”It features real players, teams and
arenas which look so lifelike. But you don't really get
that feeling of team spirit and camaraderie, like you get
playing a real-life basketball game in the RAF."

Whilst in real life he might not get to play basketball
against aces like Shaq and Kobe Bryant as he can on
NBA 2K, the rewards of playing RAF Basketball League
are plentiful, as Gerry will vouch.”It’s a real buzz when
you're playing the sport you love as part of your career,”
he says.“The RAF can let you do just that - it helps you
develop skills for life and allows you time to play sport
as well as having a rewarding job.”

Because the RAF is a modern, flexible employer it will
support you to play sport at whatever level you achieve,
from local team to international heights.

If you're tempted to check out the young basketball
talent of this year’s season, get yourself along to the RAF
Finals Fours on April 21-22 at RAF Cosford. This is the
big event of the year for the RAF Careers-sponsored
National Junior and Cadet Basketball Leagues and a cool
chance to see what makes a top-notch basketball player.

If you're happy to stick with NBA 2K but fancy your : - : v
chances of having a career in the RAF, ring 0845 605 555 | & By A : ' ESSTIE SNV YRa I
quoting reference BB/DC/1, or visit www.rafcareers.com.@ = : ;




A Super-Cyp, a leaping, cavorting, dark side to your own psyche, and thankfully blessed with the requisite super powers.

THE LOWDOWN

DUE OUT: MAY
PUBLISHER: UBI SOFT
DEVELOPER: IN UTERO

WHAT’S THE BIG DEAL?

* Huge and varied worlds and creatures
* A superhero alter-ego with powers

* Quite like Super Mario 64. ..

* But nowhere near as cuddly, thank God!

WHEN YOU COME UP with an idea for a
television series and the mighty French
channel Canal+ tells you that it's too
expensive and you should make it into a
videogame first to see if it takes off,
you've got to at least think about it. That
you've never actually created a game
before needn't really be an issue.You
have, after all, created posters, marketing
material, music, videos and 3D tools for
the games industry for six years. In fact,
just about the only thing you don't
provide all the other publishers is the
finished product.
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EVIL TWIN

A great title for an intriguing game. STEVE OWEN proves that he’s evil enough for the both of him

That's how it was, and will be, with
Paris-based developers In Utero until
they release Evil Twin in the next couple
of months. It's been some four years in
coming, although the idea for a game
was only actually suggested two and a
half years ago.

“The idea for the television series was
to explore fear in the eyes of a child,”
says David Legrand, In Utero’s head of
design.”We were thinking about fear of
the dark, what's lurking under your bed,
what's in the cellar... and it all went
from there really.

“But we were a team of creators. We
had technology and we had an idea, but
then we realised we didn't have a writer.”

Fortunately, Legrand was friends with
Guillaume Eluerd, who just happened to
be a television writer. He was brought in
to give flesh to Legrand’s bones, and
they soon had the story that has, so far,
failed to become a television series.

“After Canal+'s suggestion, we just
went to an arcade to try and think what
to do,” admits Legrand.”3D games were
just getting started — we played the
original Tekken, and then we played

Mario 64,and we knew that was the
girection we had to take.”

TWISTS AND SHOUTS

And so begins In Utero’s shameless
homage to Super Mario 64.You could
think of the company as Nintendo’s own
evil twin.While Mario was an adult in a
cuddly and colourful land, Evil Twin will
star a child finding his way through the
dark twists of his own terrifying
imagination. Cyprien is an orphan, whose
harsh life experiences force him into his
own twisted world in which he has to



EVIL TWIN

A As you would hope, there will be end-of-level baddies to take care of, too.

A Insectophobes might prefer to play Evil Twin from behind the sofa and with the lights on.

rescue four friends trapped in the varied it a bird? Is it a plane?’ over the page).
and complex worlds of Evil Twin. This dark superhero-style character will
“There will be eight different islands give you special fighting moves, weapons
in the game,” explains Eluerd, Evil Twin's and powers, but his aloof attitude means
writer, “comprising some 80 to 90 that you won't be able to play through

g gl g 'y 25
/A The 90 minutes of cut-scenes will use the in-game engine in real-time instead of video sequences.

"HARSH LIFE EXPERIENCES
FORCE CHPRIEN IMTO HIS
ObN TWISTED WORLD”

different levels. The first

island will be the

smallest, a kind of

tutorial teaching

you the basics of

the control

mechanism

and how to

use your first,

basic weapon - a

slingshot. You'll be

taught all of your

signature moves by

Wilbur, an elephant-style

friend who tends to appear

just when you need him.”
One of the other

aspects you are taught

in the opening level -

and the reason behind

the title — is how to

summon your alter

ego, Super-Cyp (see’ls

the whole game as Super-Cyp.
There'll be times when the
bog-standard Cyprien
is the only way to
communicate
with the
various non-player
characters, and
times when
Super-Cyp's powers
will provide
access to other areas
of the level.
At the start of the
game, Evil Twin will be similar to
most other 3D platform titles like
Super Mario 64 or Rayman 2 (ODM
#6,8/10).There will be jumping,
a bit of fighting and problem
solving. But as the game
progresses, Cyprien will be
given new weapons by the
friends he frees. Joey, Steven, [>
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/A You start by just lobbing stones, but
upgrades will improve your aim and power.

\ i OF .
A\ Each of the eight islands has been designed
in a very particular style.

SIS

@m“"nm

A The dark worlds of Evil Twin will match the tense atmosphere. You just know that there’s going to be something scary around the corner.

> Vinny and David's freedom from their
imprisonment by the Master, will be
rewarded by not just a new power-up for
your slingshot, but a new defensive mode
too, while the weapons and defences are
linked to the theme of each friend’s level.
Vinny, for instance, will give you a weapon
that binds your enemies with the fronds
of plants, and it can also be used to fire
into particular parts of levels to provide
an anti-gravity lift to access previously
out-of-reach areas. Joey’s attack will put

enemies inside a bubblegum bubble,
which you can control. It will mean that
you can flick switches or burst enemies
over bottomless caverns. You will also be
able to protect yourself inside the bubble.
Steven’s will involve remote-control paper
aeroplanes, while David'’s power-up will
provide temporary platforms over lava.

ISLAND HOPPING
“This won't be a linear game,” explains
Guillaume Eluerd.”Although there are

IS IT A BIRD? IS IT A PLANE?

No, it's Super-Cyp, Cyprien’s foolishly clad alter ego

Just like any little kid (who's been drawn into his own depression-induced fantasy
world, that is), Cyprien sometimes imagines himself as a superhero, benefiting from
gradually learned superpowers. For instance, he can turn a fall from a great height
into a gentle, controlled glide. He can beat up his foes, or speed through areas.

But like so many superheroes, Super-Cyp is a tortured soul seething with self-
hatred.Which not only makes his face resemble Harry Enfield’s teenager Kevin, but
also ensures that he is incapable of carrying on a normal conversation with anyone

else in the game. So, if you want to be friends with anyone, you'll need to change

80 or so levels, you will actually be able
to approach the islands in any order,
although, obviously, some places will be
inaccessible until you've earned the
particular power-ups. We will also be
offering four different Visual Memory
unit games, which are rewards for
completing the four islands that won't
have friends to rescue.”

When we played Evil Twin at In
Utero’s Paris development house, we
were struck by how similar it was to

A Super-Cyp is your best bet against the game’s creatures.

A Interact with more than 100 characters. back into civvies at an opportune moment.
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EVIL TWIN/ RANBOW SIX: ROGUE SPERR

/\ One of the less dark and depressing levels.

“DARK AaMD
OMINOUS, A
FOTENTIALLY
TERRIFHING
LIDEOGAME”

previous platform games. There’s plenty
of timed jumps, traps to be avoided and
linked platforms to navigate. Creatures
will need to be killed or avoided,
switches will have to be switched and
objects will have to be collected. But it's
the atmosphere of the game that they
hope will most engage you. Dark and
ominous, it’s a potentially terrifying
videogame. Almost finished, Evil Twin is
just a bug-test away from hitting the
shelves. Be afraid, be very afraid. @

RAINBOW SIX
ROGUE SPEAR

Get stealthy with DYLAN DAVIES and the latest Tom Clancy spin-off

THE LOWDOWN

DUE OUT: APRIL
PUBLISHER: SWING!
DEVELOPER: RED STORM

AFTER PLAYING QUAKE Ill ARENA (ODM #15,9/10) for
a couple of months, you may be thinking that
you're God’s gift to first-person shooters. How
wrong you are, child, for the real thinking man's
maiming lies in the strategic ambush festival that
is the Rainbow Six series.

Rogue Spear is the follow-up to the ‘love it and
hate it' PC and Dreamcast title Rainbow Six (ODM
#17,4/10).1t looks pretty much identical to its PC
cousin, but we can forgive that because it’s still
one of the more absorbing games of recent years.
Some might say even more absorbing than a
sponge the size of Nepal.

The premise of the game is anti-terrorism, and
it's your job to organise teams of tooled-up-
hardcore-war-faced squaddies to solve the
problem without killing any innocents.The game
revolves around a fine blend of strategy and
action. Your first job is to survey the schematics of
the situation and pick a team, according to skills, to
deal with this efficiently. Then you must lay down
routes and plans for up to four different teams to
follow. Once you're convinced this is the right

/A Hostage women love a man in uniform. Unfortunately,
our anti-terrorist friend is more a fighter than a lover.

strategy for you, it’s time for the action part of the
pudding.The game now becomes first-person a la
Quake Il Arena, however, should you run around
like a maniac you'll very quickly die like a maniac.
It’s tactics that will win this game. Stealth and
communication between your various colour-
coded teams is your ticket to death-free success.

That's the Rainbow Six series put simply. It has
masses of tactics and features — too many for a
preview feature — but also a lot of gameplay to
justify the head-scratching. Rogue Spear is
currently looking quite complete and thankfully
already has keyboard and mouse control for
those of us who have trouble memorising 101
commands on a joypad. @

/\ One of the squad brought the wrong uniform. Can you guess which?
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A They say the Devil has all the best tunes, and hell certainly seems to have the best disco lights.

HELLGAT

A shoot "em up based on Dantes Inferno? With Hell's Angels? From Wales? STEVE HILL is confused

DUE OUT: SUMMER
PUBLISHER: TBC
DEVELOPER: JESTER INTERACTIVE

WHAT’S THE BIG DEAL?

* Demonic storyline

* Flying motorbikes

* Blood and quts

* From the makers of Music on PlayStation
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IT MAY BE THE natural habitat of the
mullet and stone-washed denim, but
North Wales is also home to Jester
Interactive. While not yet a big noise in
the world of games, the Mold-based
developer’s primary contribution to
joypad-grapplers has been the award-
winning music creation titles, Music and
Music 2000 on PlayStation. They are
currently making inroads into gamesville
though, and have a number of projects
on the go, including Hellgate, which at
the time of writing is residing on the
‘publisher required list.

As the name suggests, hell plays quite
a sizeable part in the game, which is
actually a rather ambitious rewrite of
Dante’s Inferno, albeit with heavily armed
hover bikes. And if you're not familiar

with Dante’s Inferno, suffice to say the
13th-century Italian poet’s rambling
opus isn't exactly a laugh-a-minute short
story. Jester Interactive have thankfully
taken a degree of poetic licence though
and, as Hellgate's lead designer Mark
Whyte says,“It's based on Dante’s Inferno,
but we begged, borrowed and stole from
Greek mythology, as well as medieval
stuff. And we just liked the Hell’s Angels
angle as well.”

-

A

/A Oooh, stained glass. Now that’s classy.

Oh yeah, the Hell’s Angels. Look, let's
just start at the beginning.The game’s
protagonist, Marv, is leader of the Nevada
chapter of the Hell's Angels. One night,
they're cruisin’ around, drinking cheap
liquor, listening to Hawkwind, doing
Hell's Angels kind of stuff. Imagine their
surprise then, when the entire chapter
(bar Marv) is mercilessly butchered by a
firm claiming to be the real Hell's Angels,
in that they're actually from hell, and
indeed mighty annoyed at some
earthbound slackers using their name.
During the ensuing scuffle, Marv kills a
demon, steals his bike and follows the
real ‘Angels’into hell to avenge his buddies
by retrieving their souls. However, guided
by Dante himself, there’s a hidden agenda
in that Marv has actually been earmarked
to kickstart Armageddon by killing a host
of demons and opening the gates of hell.

Fortunately, Marv’s new bike is a step
up from the leopard-skin Harley he's
been used to, and as such can hover
forwards and backwards, strafe, and hold
machine-guns, Gatling guns, grenade
launchers, rockets and so on. Clearly, the
phrase ‘shoot ‘em up’ springs to mind,
but according to its designer,”l don't
think you can peg it for any one thing.
It’s quite quick in a shoot "em up way,
but it’s also story-based so you can
follow the cut-scenes, and there’s also an

“fA EEWRITE OF DANTE'S
INFERNO, WITH HEAUTLY
ARMED HOUER BIKES”



HELLGATE / CONFIDENTIAL MISSION

/\ If that’s hell’s teeth, we can recommend a
good orthodontist.

element of figuring stuff out as you go
through. There’s a number of different
ways of playing it, all of which work.”

Having seen it with our own eyes, we
can certainly vouch for the speed, and
the handling. Lead programmer Jason
Fielder concurs,”It’s very twitchy.The
bike is capable of high speed for the
speed sections, but the idea is to be able
to control the bike and not just go round
at massive speed. We basically wanted to
be able to get to maximum speed
practically instantly and to stop again,
but we want people to use the analogue
throttle to get around carefully.”

Killing demons is always a good
concept, particularly when they explode
into giblets of freshly cooked meat,
roping great arcs of hot blood over the
walls and ceiling, something that any
prospective publisher will have to take
into consideration.The game certainly
has a chance, and allied to an array of
multiplayer modes, including eight-way
Internet play, it could be worth looking
out for. If they get it right, it might just
be the best thing to come out of North
Wales since the road to Chester. @

CONFIDENTIAL

MISSION®

(o shake your Martini elsewhere, Bond.
ED LOMAS is the new spy superhero

THE LOWDOWN

DUE OUT: MAY
PUBLISHER: SEGA
DEVELOPER: HITMAKER

HAVING ONLY RECENTLY appeared in

arcades (see ODM #15), Confidential
Mission is already well on its way to
Dreamcast. As you can tell from the

ONTHECD  cxclusive movie footage on our cover
disc, it’s an impressive-looking light-gun game.

You'll play as either Howard Gibson (tuxedo-
wearing James Bond-alike) or Jean Clifford (sexy-
but-deadly Scully clone) as they shoot their way
through various terrorist-infested locations.

Like Sega's classic Virtua Cop arcade series, green
targets appear to show you where the bad guys are,
as well as how long you have before they shoot at
you. f the lines around the edge meet and the target
turns red, you're in trouble! The emphasis is on
speed as large numbers of enemies often jump out
at once, so you'll have to put a bullet in each of them
as quickly as possible. It's not all ultra-violence,
though. Again like the Virtua Cop series, shooting a
bad guy in the hand so he drops his gun counts as

| Hi¢
158170
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/\ Oh dearie me. Looks like you'd better get your trigger finger moving in overdrive!

CREDITS) 7

/\ In true James Bond style, the bad guys have every kind
of vehicle at their disposal.

CREDTS) © PRESS START BUTTON

/\ Spot the innocent guy crawling away in the background?

a Justice Shot, earning you extra points. A new
Dreamcast-only training mode is also being
included so you can practice your shooting skills on
cardboard people and flashing lights beforehand.
The game is looking very tasty already, with
graphics just as good as those in the arcade game.
We'll bring you a full preview in ODM very soon. @
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/\ My car has no nose. How’s it smell? Like a car!

DUE OUT: MARCH 30
PUBLISHER: EMPIRE INTERACTIVE
DEVELOPER: EMPIRE INTERACTIVE

WHAT’S THE BIG DEAL?

* Promises more realism than youd
expect a real pinball table to have

* Promises more detail than you'd expect
a real pinball table to have

* Promises more plot structure than most
real pinball tables have

* |t doesn't need old ten pence pieces
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/\ “My goodness!” she said.“Those tentadles are real gems!”

PRO PINBALL: TRILOGY

If simulation is life, why not recreate the corner of a dank pub by recreating pinball? DYLAN DAVIES sups ale and flips balls

THE WORLD’S MOST FAMOUS pinball player
is undoubtedly Tommy from The Who's
rock opera of the same name. Despite
being blind, deaf and apparently dumb,
he was a genius with the paddles
(though this is considered a negative
representation of the disabled
community), whooped all-comers and
even got groupies.

So that we may try and achieve his
level of success, Empire Interactive have
been kind enough to simulate the thrills
and skills of the pinball table. That way,
we can practice in private.

Originally a PC title created by pinball
fanatics, Pro Pinball: Trilogy aims to be the
most physically accurate paddle-and-ball
game available - ever. As producer Nick
Clarke puts it:“It's going to as real as it

can get - it’s no fudge job.” At present
the game is about 80 per cent finished, it
just needs a bit of industry-standard
‘tweaking’ The simulation is aiming to be
so accurate it’s hard to think of an aspect
that isn't there — even details such as the
ball hitting the glass on a fast ricochet
have been included. -

“The physics engine is definitely the
most advanced there is,” says Nick.“All
the balls are modelled with a realistic
three-dimensional spin system. And the
graphics are photo-realistic and
modelled to a high level of detail - we
even let the player zoom into the table
with sixteen-times magnification, just so
they can see how crazy we've been’.

Being of PC parentage, the game will
contain a smorgasbord of customisable

/\ A genuine, wild pinball. With traditional
shiny markings and distinct round feel.

A
; n s

/\ This is the Crazy Taxi level. Notice the meter
on the bottom left isn’t working. Typical.

options to highlight its ‘realness’ Not
only does this involve cosmetic
characteristics like table view and
motion blur, but shockingly these
options involve table-ageing
characteristics, such as making the
surface lose some of its purchase and
affecting the ball’s spin.

Don't be perturbed by the detail of
this simulation — Empire intend this to
be for all-comers and not just hardcore
pinballers.“Anyone who likes pinball, or
who is looking for a game they can just
pick up and play for a few minutes will
love it,” says Nick. A broad audience
intention indeed.

The game will feature three
extraordinarily detailed tables. Each has
been designed to be not just a flashy



PROPINBALL: TRILOGH / OUTTRIGGER

/\ The green thing up top becomes the time
machine. HG Wells would find it a bit small.

/\ If you go slightly up from the left flipper, is
that chap Prince Naseem?

ricochet cabinet, but a plot-driven game
in its own right. As Nick explains:“Players
can either try to get points by playing
basic modes and features, or can focus
on advancing the story [which you can
see unfold on the dot-matrix display] to
score even bigger points.”

First of the levels is Big Race USA,
which is vaguely reminiscent of a
Dreamcast taxi game — a crazy game
whose name escapes us. You play a taxi-
driver who must hit different and more
obscure parts of the board as requested,
to gain multi-figure bonuses. The second
level is called Time Shock, where you
must control your ball through four time
zones and make a funky time machine.
However, the most stylish-looking board
so far is Fantastic Journey, a Jules Verne-
inspired adventure a la Twenty Thousand
Leagues Under the Sea. Here you battle
the antique-sounding Professor Steam
and use the ball to collect different parts
of machinery to make a vehicle.Once
collected, you can make submarines,
boats and other equipment by shooting
them into the ‘boiler’ No kidding, a
stylised boat rises out of the board and
you go on a video adventure on the dot-
matrix video scoreboard!

Empire seem proud of their work on
the game.“Everything you'll find on a
real table is here,” says Nick, “down to the
diodes on the switches, and the operator’s
menu which gives you dozens of options
to tweak the game to your taste.” We
suppose the biggest-selling point will be
the price difference between three real
pinball cabinets and a Dreamcast game.

We'll bring you a full review in the
next issue of ODM. @

OUTTRIGGER

5ega Japan enter the deathmatch arena of shooters. ED LOMAS is in the firing line

THE LOWDOWN

DUE OUT: JuLy
PUBLISHER: SEGA
DEVELOPER: AM2

YOU MIGHT THINK that Dreamcast has enough
deathmatch-based first-person shooting games
already, and with stuff like Unreal Tournament on
the way (see preview in ODM #16), Sega’s own
arcade-style shooter Outtrigger may seem a little
pointless. But there are a few signs that point to it
being very much the opposite.

First and most obvious of these is the way it
looks.These Dreamcast shots show just how much
detail is packed into the arenas and characters, as
well as how smart the weapon effects are. Even
when four people are scrapping at once in the
split-screen mode there’s an enormous amount
going on, and it already runs at a solid speed.
With the multiplayer side of the game being the
most important aspect, it's good to see that full
online support is being planned on top of the
split-screen options.

Outtrigger will also have masses of cool
weapons to play around with, thanks to the main
characters being members of Interforce, an
international counter-terrorism squad. Machine-
guns, flamethrowers, mines, grenades, rockets and

/\ Beautiful special effects and that unmistakable Sega arcade look. Yum!

/A Aremarkable amount of detail is kept even when using
the four-player split-screen mode.

photon torpedoes are just some of the toys you'll
get to use as you attempt to blow everything up.In
the one-player game, a full training mode will help
you get used to the weapons before you tackle the
bad guys in free-roaming deathmatch arenas.

With the practically-unavailable-in-the-UK
arcade original using a joystick and trackball
control combination, mouse and keyboard support
for the Dreamcast is looking very likely. It already
works well enough with the standard joypad,
however, and has been successfully demonstrated
to us with a third-party stick/trackball controller
which should be available soon.

We'll have a detailed preview feature on
Outtrigger when a more complete Dreamcast
version is available. @

Q4 : 20 ! B8

APRIL 2001 OFFICIAL DREAMCAST MAGAZINE 43



/\ Hey, it’s Bud on the roof.

DUE OUT: APRIL
PUBLISHER: UBI SOFT
DEVELOPER: XILAM

WHAT’S THE BIG DEAL?

* (ireat cartoon-quality animation

* Professional voice-overs and scriptwriting
* Dreamcast’s first point ‘n’click adventure
* There's always something blowing up
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/\ If you count six aliens on the sofa, bear in mind that one of them has two heads.

YOU'VE SEEN SPACE GOOFS, haven't you?
That wacky kids’ space cartoon with the
five craaaazeee aliens? No, neither have
we. Which, according to Ubi Soft, is
probably no bad thing.

Stupid Invaders is, apparently, loosely
based on this cartoon. Or rather, Xilam,
the animation house responsible has
taken its own five characters and given
producer Sebastien Hamon the job of
giving them their own game.

“The cartoon is really for children,
so there’s no adult themes or bad
language,” claims Hamon.“Originally one
of the characters, the little green guy,
was sexually confused, and it was cut out
of the cartoon. But we are able to keep

STUPID INVAD

With a title like this there’s only one man you can assign the job to. STEVE OWEN puts on his dunce’s cap

these elements in the game.We're
obviously aiming the game at adults, but
it'’s not smutty or overly sexual.”

The cartoon link is more than just
Xilam farming out its own products.
Stupid Invaders is the company’s first
videogame, although their art and
animation work have been used
extensively by other publishers.

“The best thing about our game is
that we're new to this,” suggests Hamon.
“The two scriptwriters had never played
a videogame until they started on Stupid
Invaders, and the designer had never
even touched a computer.”

The benefit of this is that Stupid
Invaders is going to be the nearest thing

to original that you get in games these
days. Sure, it's a point 'n’ click adventure,
and the PC has had those since God
stopped shaving, but these kinds of
adventures aren’t about the programming.
It's the script, the animation and puzzles
that matter the most. Stupid Invaders
looks likely to have a great script - the
original French story has been tinkered
with rather than translated by one of
the writers of Ren & Stimpy and Tiny
Toons — while the visuals have been
storyboarded and meticulously drawn in
2D and 3D by a team of traditional
animators. But even Hamon is careful
about describing the game’s puzzles in
great detail.




S0l GET

T0 ORIGINAL
IN GAMES
THESE DAYS”

“| think that people who have played
through LucasArts' adventures might
find this a bit too short, and maybe too
easy at times. But we aren’t aiming for
those people so much.They will enjoy
the animation and set pieces, but less
hardcore adventurers will appreciate
that you're never having to solve obscure
tasks, or walk from the end of one
location to the extreme of the other.”

Despite the game’s apparent brevity, it
will actually arrive on two GD-ROMs,
squeezed like the contents of an
incorrectly sized brassiere. Alongside
over an hour of animated video there’s
also going to be some truly tremendous
music, most of which has come straight
from the cartoon, and the rest of which
has been slipped in by the same
musicians. Just like in the film and
television industry (and unlike most
games), the musicians were sent videos
of the cut-scenes so that the music will
fit the action perfectly. It's all in keeping
with the professionalism of the voice
acting, using the original cast, many of
whom have also worked on The
Simpsons and Futurama.

Translated directly from the PC

version, which has just come out, Hamon

is in awe of the Dreamcast version.

“There's just one guy working on it.
Jayson Lee-Steere is a Dreamcast god. He
helped to create many of the tools for
Sega when it was first produced, and he's
managed to keep up with our
development. He’s even cured some of
the bugs from the PC version, while
videos run at double the frame-rate.”

So, yes, adventure games are
traditionally limited to the PC, but using
your controller won't be much harder
than a mouse (which Stupid Invaders
supports if you've got one). Certainly
adventure games aren't to everyone’s
taste, but if you want to convince your
console-shy partner that it’s not all
“macho bullshit’ this, dare we say it,
interactive cartoon could be the kind of
thing to change their mind. We'll find out
how it plays in our full review in a future
issue of ODM. @

STUPID INVARDERS / SOLDER OF FORTUNE

SOLDIER OF
FORTUNE

Hey kids, do you like violence? ED LOMAS takes a ook at the sickest game yet

DUE OUT: JUNE
PUBLISHER: UBI SOFT
DEVELOPER: RAVEN

WITH QUAKE 11l ARENA (ODM #15,9/10) showing how
well high-speed first-person shooting games can
be translated from PC to Dreamcast, titles such as
Solider Of Fortune are made all the more exciting.
Released on PC around a year ago, it got loads of
attention mainly because of its incredible amount of
violence. In fact, it’s widely accepted to be the most
sickeningly gory, twisted, and outright brutal game
ever made. Shoot someone in the leg and they’ll
fall over, screaming. Then you can take a shotgun
to their arm, blowing it clean off before putting a
bullet in their head. And then you can go to work at
the various body parts on the floor with a knife...

/A Thanks to Soldier Of Fortune’s violent content, you can blow this bearded freak to bits for wearing that Harley t-shirt.

Not nice stuff — particularly not because of the
dead-pan serious nature of the game and its
settings. Instead of battling through futuristic
bases or space ports, Soldier Of Fortune is based in
realistic locations around places like Africa, New
York, Iraq and Kosovo, all with loads of lifelike
enemies to kill. The main character is John Mullins,
aVietnam vet and experienced mercenary who's
trying to track down Dekker, a crazy terrorist who's
got hold of some nuclear weapons and is planning
to do bad things with them. Cue hundreds of
cannon-fodder cronies just waiting to be mutilated.

Although the Dreamcast version still has a lot of
work to be done on it, the first screenshots show
that it's already coming along very nicely. We
expect all of the PC version’s features to be in the
final Dreamcast game - including the extreme
violence and, hopefully, the multiplayer
deathmatch games. We should be able to bring
you an in-depth preview feature soon. (*
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/\ “This is your captain... we will shortly be arriving in Pern. Thank you for flying Dragon.

I'm ready to leave

What is my current location?

Nhat can v
What can y«

DUE OUT: MAY
PUBLISHER: UBI SOFT
DEVELOPER: UBI STUDIOS

WHAT'S THE BIG DEAL?

* Based on the popular book series

* Immersive world with lots of characters
* Variety of gameplay
* Rich environments
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te ne about this plac

/\ Lonely? Depressed? Confused? Your dragon is there to help, thanks to a telepathic link.

DRAGONRIDERS
CHRONICLES OF PERN

One huge fantasy adventure with flying lizards? Coming right up, as DAN TRENT discovers

”

ALTHOUGH IT’S QUITE possible you've never
heard of them, Anne McCaffery’s books,
on which Dragonriders: Chronicles of Pern
is based, are huge sellers in the fantasy
market. Bigger in the US than Europe, she
has nonetheless sold well over 25 million
books since the first was published in
1967.While the series is much loved, this
game is set to be the first graphical
representation of the world of Pern
beyond the covers of the books. The
developers, Ubi Studios (formerly Grolier

Interactive), have consulted McCaffery at
every step of the way to ensure the
game world matches her original vision.
To find out more, we talked to Ashley
Pannell, designer at Ubi Studios, who
started by telling us about how the game
will work.“We didn't think either the
format of adventure or RPG on their own
would be suitable,” he says.“It's a very
difficult licence to do because the books
are based on politics and character
rather than fighting and combat. That's

/\ “Where to, guv?” Your dragon is there to help you get around as well as give you advice.

A The menu will help you keep track of weapons,
skills, clothing and everything else you need.

what the fans like, so we thought a blend
of the two was the best way to go.”

In other words, not unlike Shenmue
(ODM #14,10/10), Dragonriders will pitch
you headlong into an adventure through
which you must piece together the story
by talking to the other characters and
slowly gain an understanding of what's
going on. You'll be expected to fight from
time to time too, but this isn't a major
part of the story. It is one of the areas of
the game that has a definite RPG
influence though, as Ashley explains.
“You'll see ratings for all your stats and




A\ “You slaaaag!” Brush up on those fighting
skills or you'll have to resort to girly slapping!

stuff,” he says,“and they can all be
upgraded during the game by doing any
number of mini-games and puzzles along
the way.” These can involve anything from
taking part in archery competitions to
completing sub-missions such as rescuing
a child from an underground labyrinth, or
settling a dispute between characters.
Faithfulness to the McCaffery books is
all very well for the fans who know the
elaborate world she has created, but
Ashley is keen to point out that knowledge
of the books won't be compulsory to get
the most out of the game.”It can only be

&

? Are you alright?

/\ Locations are certainly varied, as this sub-mission involving a lost child demonstrates.

"ORAGOMRIDERS DOESH'T FIT HEATLY

IMTO ANY ONE GENEE"

A\ Expect the scenery to vary considerably
between the different locations in the game.

a help but then again it is a story in its
own right,” he assures us.“The themes
are pretty universal and the game has a
library with information about the history
and characters so you'll be able to learn
all about Pern and what you're doing.”
According the story, you have a
telepathic link with your dragon, so he can
be called upon to keep you in touch with
what’s going on, and transport you from
one area of the game to the other. As
Ashley puts it:“This is not a game about
flying your dragon about and burning
houses because that wouldn't be faithful

A\ The world of Pern is being lovingly created
for the first time outside of the written word.

to the licence. The dragons actually
teleport as they do in the book, so the
dragon is like a super-big taxi, in a way.”
The game is currently in the final
stages of development and the world of
Pern looks like it will be very crisp and
expansive. There'll be plenty of locations,
some outside and some inside, so variety
shouldn’t be a problem, and there will be
plenty of people to chat to and keep you
entertained. In fact, there's around five
hours of sequences lined up for the game
featuring, among others, representations
of the development team scanned in from

DORAGON RDERS

A You'll be able to indulge in mini-games, such
as target practice, to build up your skills.

digital photographs. Ashley himself has a
part too.”l work in the kitchens back in
the Weyr [the Dragonriders'village],” he
jokes.”l almost save the day but die in
the process so | get a cool death scene!”
While it doesn'’t fit neatly into any one
genre, Dragonriders aims to be immersive
and involving and could prove an
interesting variation on the role-playing
theme. Pern devotees should certainly
find much to entertain them, but it
remains to be seen whether it's going to
grab the attention of the rest of us. Look
out for a full review in ODM soon. @
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/A One of the occasional FMV scenes - chucking-out time at Weight Watchers.

A The cast of Ally McBeal hang out in the woods behind your house.

A\ Flying creatures with human skulls? Bet you can’t name them, Bill 0ddie!

EVIL DEAD: HAIL TO THE KIN

A lonely cabin filled with grotesque freaks. TOM GUISE visits Official Dreamcast Magazine's offices to play this game

DUE OUT: APRIL
PUBLISHER: THQ
DEVELOPER: HEAVY IRON

WHAT’S THE BIG DEAL?

* A follow-up to the cult £vil Dead movies
* \loice work from actor Bruce Campbell

* Resident Evil-style gameplay

* You have a chainsaw instead of a hand!
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IMAGINE IF YOU WILL, a book so vile, so
despicable, that it was never meant for
the world of the living. A book bound in
human flesh and inked in blood. Its
innards filled with descriptions of
unspeakable acts and unholy deeds.
Written in an archaic text that if read
aloud would awaken something dark,
something terrible. Something utterly
evil. Anyway, enough about our rival
publications, we're here to talk about the
Evil Dead game. Let’s go!

If you've never seen the three Evil
Dead movies — which is highly probable,
since they're low-budget horror flicks
which until recently had been pretty
much banned - they revolve around a

book called the Necronomicon - or unknown evil is awakened in the woods
The Book of the Dead. It contains around the cabin.

instructions on demon resurrection, and What followed in the first two Evil

it just so happens a professor holed Dead movies was something film censors
himself up in a woodland cabin to deemed so satanically corrupting, it had to
attempt translating these texts. Enter a be banned for 20 years. In fact it was some
group of hapless students including our of the most innovative movie horror ever
hero, Ash.When they play the professor’s  seen.As demons take over each kid, the
tapes, incanting the book’s passages, an others are forced to hack their friends to

“THE ARE BILLING THIS AS
THE GEMUINE FOURTH
INSTALMENT OF EVIL DEADT




bits in an attempt to stay alive until dawn.

There's eyeball-swallowing, beheading
with a spade and self-amputation with a
chainsaw. All followed by a trip to the
Middle Ages in the third and final film,
for a battle with a horde of skeletal
demons. Perfect fodder for a videogame
— 50 how come it’s taken so long?

Truth is, it hasn't. Games like Doom
and Resident Evil have long been
homages to the Evil Dead series, but only
now, with the films finally considered
acceptable (and in our minds, hilarious
and highly recommended), has the
chance come to make a game. And with
fans clamouring for another Evil Dead
film, it's exciting for two reasons. It
features the star of all three films, Bruce
Campbell, as Ash (see page 32). And THQ
are billing this as the genuine fourth
instalment of Evil Dead.”It's not a rehash
of the films but rather a continuation
of Evil Dead,” explains Scott Krager,
executive producer at THQ."The story is
set eight years after the events in the

/\ Get that undead tramp kid off my chainsaw.

/\ Atasteful period hill-billy shack.

last film and continues the saga of Ash
and the Necronomicon.”

So it kicks off with Ash returning to
the cabin from the original movies, and
accidentally reawakening the demons.
What follows is the chance for gamers to
explore accuarate recreations of the Evil
Dead scenery, as Ash again attempts to
find pages from the Necronomicon.“The
game includes several cool elements
seen in the films, but also adds to its
existing mythos,” says Scott. Moments
that pay homage to the movies include
Ash spearing a monster on his chainsaw
before blowing its head off with his
boomstick, the fancy name for his
double-barrelled shotgun. All while
uttering “Swallow this!”

ASH TALK
Which brings us to fan-favourite
Campbell’s contribution.”Bruce recorded
the initial Ash voice-over,” Scott explains,
“but his biggest contribution was a long
list of one-liners which were very cool.”
Aside from adding humour, these
wisecracks can be effective, scaring off
monsters, or riling them into a frenzy.
But Bruce’s aren't the only one-liners.
The Evil Dead monsters, known as
Deadites, get their shuffle-on speaking
parts too."There’s a wide variety of
Deadites,” continues Scott.“They move
quickly and have personality. Like in
the films, many Deadites will even
verbally taunt you. It won't be just a
string of encounters with slow-moving
zombies.” He also hints at what’s to
come.“The second half of the game
is set in ancient Damascus. Ash
travels back in time through a

EVIL DEAD: HAIL TO THE KING

vortex to when the book was written.
There he meets the author of the
Necronomicon and uncovers secrets
behind its origins, as he tries to stop his
evil half from carrying out his mission.”
As the pictures show, the game’s look
and action/puzzle-solving mix resembles a
certain other Evil games series.“Sometimes
it is difficult to use film conventions
because gameplay is
negatively affected,”
explains Scott.“The
pre-rendered 2D
backgrounds allowed
us to create very

/A Wouldn't get too near that fire Bruce - it looks like you're made of wax.

detailed environments that not only
recreate some of the Evil Dead settings,
but also make for moody environments “

But is Scott worried about the
pressures of appealing to fans when the
game is released in April?

“Our mission was to make a great
game that remained true to Evil Dead
and provided fans with a worthwhile
gaming experience. And the chance
to assume the role of
their square-jawed,
shotgun-toting, chainsaw-
armed hero, Ash... one-
liners and all.” @
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3 TRIAL ISSUES

Get your hands on 3 TRIAL ISSUES of
Official Dreamcast Magazine
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RIGHT NOW YOU CAN get 3 trial issues
of the only Official Dreamcast Magazine
and it's 100% RISK-FREE — if you don't
like them you won't pay a penny!

What you get...

- 3 trial issues — If you don't like them
you won't pay a penny

Every issue delivered free of charge,
before it hits the shops

Exclusive SEGA Gaming Disc crammed with
fully playable demos - every month!

A saving of 33% on the shop price if you
decide to subscribe

Every issue for just £3.33
(instead of £4.99 in the shops)

SO WHAT ARE YOU WAITING FOR?
REPLY NOW OR MISS OUT! .,
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LEVEL UP! ATA +3, DEF +5, POW +1. YOU GAINED NEW SPELL
"SPLENDO-BANG'. NOW YOU CAN USE ‘SPECTRAL PULLOVER’

AFTER WAITING AGES FOR a decent
role-playing game to turn up on
Dreamcast - Evolution (ODM #3,
8/10) wasn't enough to keep anyone
entertained for long - we've
suddenly reached a point where fans
are going to have a hard time
keeping up with releases. Sonic
Team's brilliant Phantasy Star Online (ODM #17, 9/10) is
now on sale and taking up every last second of many
people’s spare time. This month we also see Game Arts’
beautiful Grandia Il coming out (see page 52), and next
month we'll have Sega's epic Skies Of Arcadia, which is
also looking fantastic.

The thing is, these are more than just ‘good’ role-playing
games which will appeal to long-term fans. They're
actually some of the smartest ever made, and each have
touches of genius that make them stand out from the
usual RPG crowd. Every Dreamcast gamer should do
themselves a favour and become an RPG fan, even if it's
only for long enough to appreciate these three very special
games to the full.

i use the same excuse as half the world for not being
particularly into role-playing games: “l just don't have the
time to play them.” The thing is, once you start playing a
good RPG you find you can - and will - make the time.
Tidying up and eating can wait, expensive nights out can
quite happily be swapped for cheap nights in, and you can
always catch up with your friends in a few weeks' time. At
the moment, it’s Phantasy Star Online that's making me a
virtual recluse. And even when | do occasionally meet up
with real people, they only end up smiling politely as | rant
on about how my Mags are evolving, or how funny it was
when one of my online team-mates used a certain spell on
some monsters.

It's also a little worrying that I'm often happier to spend
three hours in the company of a level 37 android from
San Diego than an old friend from the end of the road. And
I'm not a fan of RPGs, remember. | just don't have the time
to play them.

Even a much more ‘traditional’ role-playing game,
Grandia Il, has had me absolutely transfixed recently. If
you read the review starting over the page, you'll find that
it does a lot of the same things as classic 16-bit RPGs, only
in a beautifully thought-out — and stylishly executed -
128-bit way. An early look at next month’s Skies Of Arcadia
has convinced me that I'm going to have to free up even
more time | “just don't have.” It adds a Pokémon-style team
collection side to the adventuring, as well as a fantastic
storyline based around flying galleons and floating islands.

So, in true British tradition, we've waited ages for a good
RPG, and then three spectacular ones have turned up
practically at once. The weather outside’s still not great, so
we strongly recommend you stay indoors, get stuck right
into all of them and by the time you're finished you should
be just in time to catch the tail end of the summer.

And don't go saying you don't have the time. Make it!

Clunk, click — every trip.
Ed Lomas, Reviews Editor

REVIEWED THIS ISSUE...

16 PERFECT! A GAME WHICH EVERYONE MUSTOWN. = AN ESSENTIAL BUY. GET IT, GET IT, GET IT!
 EXCELLENT STUFF. HIGHLY RECOMMENDED. 7 A GREAT GAME WITH A MINOR PROBLEM OR TWO.
£ GOOD BUT WITH AT LEAST ONE MAJOR SHORTCOMING. & STRICTLY AVERAGE, RUN-OF-THE-MILL
STUFF. < BELOW AVERAGE. PLAY BEFORE YOU BUY! = OH DEAR, OH DEAR. THIS REALLY ISN'T VERY
GOOD. = THE GAMING EQUIVALENT OF CARLISLE UTD. 1 NOT WORTH THE PLASTIC IT’S PRESSED ON!

O0OM EATINGS
A guide to Official Dreamcast Magazine's
stringent scoring system. If we say a

game is no good, then it ain't worth
buying. If itis, it is. Simple, really




GRANDIA

How many cakes would you like for your tea? “Gran, dear — two.”
CASPAR FIELD gets fat on Game Arts’ classy role-playing game

IF IT WASN'T FOR EVIL, good would have a pretty meaningless existence. Not
much point standing as a force of light and kindness if everyone’s being
a damn good chap, is there? Where, then, for the powers of the

Church, libertarians, librarians, and all the other do-gooders of the

UL A5E world? Far more importantly (well, ish), role-playing game
designers would be high and bloody dry if the great struggle between
good and evil wasn't around to inspire them.

Which, in a rather vague sort of way, leads us to the subject in hand: Game Arts’ new role-playing game for
Dreamcast, Grandia Il. Taking the core gameplay of its Saturn and PlayStation forebear (which hit the Saturn first,
Sega fans), but casting aside its characters and plot, this sequel’s plot takes the great struggle between dark and light
as its central theme.

The background story goes something like this: way back when, the great, good Lord Granas fought an almighty
battle with Mr Evil himself — Valmas. Granas struck down Valmas with his mighty Granasaber, scattering the dark lord’s
body to the seven winds. Somewhat clumsily, he sank his sword right through Valmas and into the world below,
striking a deep canyon into it, subsequently named the Granacliffs by the world’s inhabitants. >
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REVIEWS GRANDIA I

y i
( Roan )

So he wants you to find the Divine Sword

f§ in order to halt the Day of
## Darkness...?

- - SRR
e et e i S .

A Some of the language veers dangerously toward being cheesy...

> Valmas' spirit, however, wasn't
completely vanquished, and the

inhabitants of the ‘Cursed Land’ live in

fear of his vengeful return, the

fabled and cornily titled Day of

Darkness. As with any plot-driven game, it's
damn hard to explain how you play without
giving away too much of the story, but
doubtless you won't be surprised to learn that
the coming of this day underpins pretty much
the whole of Grandia II's action.

You take the role of a young Geohound
(kind of a mercenary, not-as-bad-as-he-
seems, Han Solo type) called Ryudo, who
is called to a church at the village of Carbo,
deep in the forest. There he is tasked with
guarding a Songtress of Granas, a fair
and pure maiden named Elena, as she
journeys through the woods to a secret 48
ceremony at a mysterious tower. ‘

Suffice to say, things
don’t quite go to plan,
leaving you to guide
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A Elena’s alter-ego is this fiery minx, Mi

Ryudo and his trusty (if slightly sarcastic)
fowl Skye as they travel with Elena
through the vast game world. And it is

vast, with around 50 hours of gameplay

contained on one shiny disc - although
someone’s bound to write in and say
they whipped through it in five hours.
Along the way, new members join your
intrepid crew, increasing its battle strength,
and bringing new storylines to the fore.
Since the earliest days of paper-based
~ games such as the seminal Dungeons
*  &Dragons, characters in role-playing
games have been defined a set of
statistics. These stats map out how smart,
strong, agile, tough, and so on the player’s
character is, and Grandia Il makes use of
the same basic system. Through
winning battles, gaining new weapons
and armour, and by finding special
items, Ryudo and the gang’s
powers are increased, until
they're as hard as proverbial nails.

llenia, who definitely has the hots for hero Ryudo.

Fantasy role-playing games of this sort tend to live or
die by a few key elements. One is the depth of the
game’s plot, one more is the quality of the dialogue
between its characters, another is whether it has mind-
blowing graphics, and a real biggy is how well its battles
are fought. Grandia Il largely succeeds on all these fronts,
but in particular the way Game Arts have designed the
fight sequences is superb.

MONSTER MASH
Grandia Il eschews the deeply irritating random battle
system so favoured by industry RPG behemoths
Squaresoft (makers of the successful Final Fantasy series),
wherein unseen enemies appear out of nowhere and
start (unavoidable) fights. Instead, Grandia II's main
journey view shows exactly what monsters are around as
you walk Ryudo’s crew through the Cursed Land. This is
then used to enhance the battle system - if you see an
enemy ahead, you can wait for it to turn its back and rush
in with a surprise attack. Equally, turn your back on a foe
and it can spring an ambush on you.

Once a fight is picked, the screen blurs then reappears
in a much closer angle, ready for combat to commence.




SPEAK OUT

HIROYUKI KOYAMA, MAIN
PROGRAMMER AT GAME ARTS IN
JAPAN, ANSWERED A FEW
QUESTIONS ABOUT GRANDIA Il

WHAT'S THE BEST THING ABOUT THE GAME?
I think it is that we can have the virtual experiences in the
game.

WHICH DREAMCAST GAMES ARE YOU PLAYING AT THE MOMENT?
Phantasy Star Online. Actually, 'm playing American McGee's
Alice on the PC most right now...

HAVE YOU EVER BEEN HEADHUNTED?
No!

WHAT'S THE MOST VIOLENT GAME YOU'VE EVER PLAYED?
Doom. The whole purpose of this game is to kill and hurt
the other players.

WHAT'S YOUR FAVOURITE SPELL IN GRANDIA I1?
Millenia’s ‘Heel Crash’ It's a very uncommon spell.

A Mareg’s ‘Beast King Blast’ boasts stunning graphics. A\ This ‘Fiora’ spell blocks your magic attacks.

ESPITE 1§ E-EIHG TURM-BASED,
THE FIGHTS HOMOERFULLY
FLUID AND THFI LLIMG"

What's really impressive about the Grandia Il
combat system is that despite it being
essentially turn-based, with each combatant
selecting an attack as they climb the IP
gauge, it manages to make the
fights feel wonderfully fluid
and thrilling. There’s a real
sense of learning the system — almost like a
. ‘proper’ fighting game — knowing when to
drop which spell or special move into the
mix, when to block, and when to counter,
sending an enemy reeling.

In the bottom right-hand corner of the
screen is a progress bar, called the IP

gauge, with IP being an abbreviation of
Initiative Point. Along this are positioned
icons representing your party’s and foe’s
relative readiness to take action — once they
travel just over halfway, a character can
choose to either attack, defend, cast a

spell, or use an item. Depending
on whether you're the
ambusher or the ambushed,
your character(s) are placed either ahead
or behind on the IP gauge. It's better to
be ahead, of course.

Some attacks, such as the standard
‘combo’ (strike with a standard weapon) or
‘critical’ (which resets an enemy’s IP gauge,
preventing them from action), are acted out
swiftly. Conversely, a major spell, such as the
industrial-scale barbecue that is the
Hellburner, will take longer to reach
fruition. Which is fair enough, as it’s
capable of wiping out five or six monsters
quicker than a fire on the Muppets’ set.

LOTIONS AND POTIONS

As Ryudo, Elena and the others travel
through the Cursed Land, they stop off in
towns to rest and purchase new lotions,
potions and weapons. Inevitably, there's also a
new thread of the game’s plot to tangle yourself in, too,
although the knots are never very tricky to unravel.
Things are going wrong for some/all of the inhabitants —
you investigate by battling through lots of little monsters
in caves, kill a big monster, get cool new stuff as a
reward, save the inhabitants, and move on. >
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J = % "\s. LA

2 Risotto == -
Important? You mean like my all-time

4§ favorite pair of underwear is important to
me? Dat | can understand

A Boom, and indeed, boom. But not all the jokes are this bad.

>  What stops this process from becoming overly
routine is the addictive nature of collecting experience,
skill and magic points, which are used to upgrade your
team’s powers (see ‘Playing With Power’ opposite for more
on this). Killing the bosses, which are represented as the
scattered parts of Valmar’s body, results in a new Skill Book
and/or Mana Egg being made available. These allow new
skills and spells to be brought to bear in combat. The
neat bit, however, is that which powers are chosen - and
which character can use them - is entirely up to you,
meaning that no one will play exactly the same game.

Giving you a sense of control and freedom is vital in any
role-playing game, because these are story-based games,
and stories by their very nature are linear — with a start, a
middle and an end. It’s not like Ryudo can suddenly lop
off Elena’s head and go for a pint. The customisable
power-ups in Grandia Il are a fine antidote to alleviating
any sense of treading a tightly defined plot path.

As far as the plot itself goes, certainly the whole good-
versus-evil-thing is so old hat your mum wouldn't even
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A In the Field view, it's usually made obvious what to do.

wear it, but the way Game Arts have woven the theme
through the game and its characters is reasonably well
crafted. There are a few moments where you'll see events
coming from a mile off, but even those aren’t unwelcome.
It's a good story — one that you're keen to see to the end.

TURNING UN-JAPANESE

The characters have survived the translation from
Japanese into American remarkably well. And although
there are only patchy voiceovers at certain key moments,
enough sense of what each protagonist’s attitude is can be
gleaned from their speech boxes. Ryudo has some good
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A Ousted by his peers, little Aira’s life isn’t going well.
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A Conjuring a massive attack is pretty damn satisfying.

one-liners, Skye teases him to the right extent, and Elena
subtly blends from innocent village kid to seasoned
traveller. Another character, Mareg, can be quite hard work
to follow, speaking in a classic Tolkein-esque tongue. And
while some conversations can drag, most hit a good pitch.
Visually, Grandia Il has some stunning moments — most
of them coming after major spells and special moves
have been set in motion. There’s a reassuringly solid
appearance to the entire game, from its flashy explosive
effects to the slightly clunky animation of the characters.
Of a matching standard to Grandia II's graphics is its
audio, which never intrudes on, only complements the

FOR
UMD, GRANDIA IT
MIME FOR EACH”




“HO OME WILL PLAY EXACTLY THE :rFE =AME" GRANDIA Il
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A Just when things were going well, Ryudo encountered a tricky double entendre.

LRSS e

action on screen. Although you wouldn’t want
to listen to them away from your Dreamcast,
there are some classy tunes on the disc. You'll
find them dancing around your ears in the
way that only Japanese composers seem to
know how to make happen. If ODM
gave separate marks for graphics
and sound, Grandia Il would
deserve a nine for each.

Flaws in Game Arts’ gem can
be seen if you hold it up to the
harsh light of day, though. Part-
way through playing Grandia Il,
we realised that the conical, rainbow-
hued save points which are dotted
around the adventure sections can also
be used to ‘recover’ all your characters’
health and magic levels to the maximum
possible (this fact is detailed in just one sentence
on page 36 of the manual. Oddly, we missed it).

PLAYING WITH POWER

Options screens are not overly exciting to look at, but Grandia II's equipment and power-up
system is almost a game in its own right. And an enjoyable one, too, with a ton of weapons,
magic, items and skills to carefully build across your team of adventurers.

Each character have statistics which define their skills and strengths, linked to an overall
“Level" This Level is gradually increased as battles are won — the stronger the foe, the
greater the experience points gained. Skill points and magic points are also awarded, which
can then be ‘spent’ in the options screens to increase the powers of each character — their
spell attacks, their special moves, and their sexual magnetism (okay, the latter’s a fib, but it’s
a nice idea). Special moves, such as Ryudo’s ‘Tenseiken Slash’ can be built to increasingly
destructive levels, capable of wiping hundreds of hit points from a foe in a single swipe.

Further powers can be assigned to characters from Skill Books, which are rewarded after
whupping the various bits of Valmar's body. Again, skill points are used to ‘buy’ skills in the
Books, which are then assigned to a particular character. These can add up to 50 per cent to
a chosen statistic, such as agility or mental power.

Spells become available once a Mana Egg has been won in combat, and this time it’s
magic points which are used to buy increasingly powerful spells. These can become
ferociously destructive, annihilating hordes of monsters in a single blast. Which is cool.

ARG
CS—
LEVEL 32

/A Maxed-out spells are immensely powerful. A Skills are used boost characters’ powers.

Before realising this, the battles had seemed a
little hard, but never unfair. Able then to scatter
massive firebomb, earthquake and lightning
spells with no fear of running short of energy,
we ploughed through foes in little time. Maybe UPPERS
a small point, but it sapped a lot of the skill
needed to win fights which previously
had been a good challenge.

While the plot and visuals are good,
there are points where the artistic
direction of the two somehow loses you
from the game. Some might argue that the trend
toward greater realism in games makes it hard to
accept the fantastical worlds of traditional RPGs
such as this. However, it seems more likely that
the fantasy world makers have to work a little harder to MAX PLAYERS 1
convince us that these alternate realities do exist, and

that we should care about the characters and their
lives. Grandia Il will almost suspend your
disbelief — but not quite. @

VERDICT

SEDUCTIVE ADVENTURE VEERING
BETWEEN MAGICAL AND MUNDANE

DCs only good, traditional RPG © Customisable

power-up system ® Some beautiful graphic details

DOWNERS
G It’'s good versus evil. Again ® Gameplay can become

repetitive ® The recover points are unnecessary

IN ONE HOUR Wed read half of
the manual. And then chucked it
WEBSITE www.grandia2.com
CHECK OUT Tabletop RPGs —
real man’s games

ODM RATING OUT OF 10

VIDEO MODES Bordered 50Hz,
VGA compatible

PRICE: £39.99 - PUBLISHER: UBI SOFT - ELOPER: GAME ARTS
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A There are 12 ‘hidden’ classmates that aren’t playable in Arcade mode. Here’s two of ‘em.

y
ERANKL

3

A\ Edge is so damn tough, he only takes his hands out of his pockets when he’s stabbing

someone. And to do his hair, presumably.

A That get-up can’t possibly be regulation school uniform. It’s detention for you, young lady!

PROJECT JUSTICE

though to ANTHONY HOLDEN, getting bullied by schoolgirls is no laughing matter

A beat 'em up with a sense of humour...

IT IS KIND OF FITTING that Capcom’s latest
fisticuff-laden outing is based around
brawling schoolkids, because this is one
fighting game that has clearly been to
ONTHECD  class and learned all the right lessons.
Many years of dutiful study at Beat 'Em Up High have
obviously gone into producing a game so fluent in the
language of pugilistic gameplay. There’s nothing radically
innovative here, just a shrewd combination of proven
elements from the genre, put together with all the
assurance you'd expect from our old chums at Capcom.
But far from being a production line effort, Project Justice
oozes style from every heavily bruised pore, with loads of
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charm and humour courtesy of a superb line-up of
characters. The result is an effortlessly enjoyable fighting
experience that’s sure to put a smile on the face of even
the most jaded beat ‘'em up aficionado.

Project Justice is the third title in a fighting franchise
out to prove its mettle against the old guard of the
genre, the first two in the series having (dis)appeared on
PlayStation under the moniker Rival Schools. While
graphically miserable, the earlier games had an undeniable
charm, introducing a host of endearing animé-styled
characters and a few nice twists on the traditional
fighting formula. But the most inspired ingredient was
the simple yet irresistible premise: the toughest students

from six rival high schools slug it out for schoolyard
supremacy (and eventually unite against a common
enemy). Cooler yet, the teachers get in on the action too.

The Dreamcast follow-up takes the concept and
finally does it the justice it deserves, with glorious
cartoony graphics, brilliant character animations and all
the other bells and whistles you'd expect from a Capcom
brawler. The characters themselves are the most
righteous selection of school toughguys, nerds, jocks,
cuties and irate staff members ever to curl their fingers
and call it a fist.

While lead character Batsu is something of a Ryu Street
Fighter protégé, with his fireball and flaming uppercut, the




range of crazy special moves among the less conventional
characters gives the game much of its charm. For
humour value, there is no beating the swimming star,
whose attacks include a synchronised swimming routine,
butterfly stroke and rib-cracking CPR session. Then there’s
Ran, photographer for the school magazine, who likes to
stun her challengers before taking a series of snaps of
them in compromising poses. But despite the nicely off-
beat sense of humour that shows through in some of
these crazier moments — the chiropractic session and
lesson in sensitive strike points are other favourites —

A Only when the villain’s point of view has been played are all the gaps in the story filled.

A By ‘animé-styled;, what we actually mean is that there are lots
of panties on display. Huh-huh-huh!

A Yeah, yeah, so you won. Big deal. But your hair’s turned grey
in high school, tough guy.

"O0ZesS

A Ganging up may be against the code of the schoolyard, but it
sure gets the job done quickly and efficiently.

A Finish your opponent off with a flourish. It's so much more
infuriating and humiliating that way.

STHLE FROM ELERY

HEAUILY BRUISED PORE, WITH
LOADS OF CHARM AMD HUMOUR”

Project Justice is at heart a serious beat ‘em up. The fighting
is never obscured by the chaos of its own pyrotechnic
excess, as too often occurs in Capcom offerings such as
Marvel Vs Capcom 2 (ODM #10, 7/10) and Power Stone 2
(ODM #13, 7/10). What's more, the initial laugh factor is
backed up by some seriously deep gameplay.

SCRAP, SCRAP, SCRAP, SCRAP!

Project Justice features a flawless fighting system,
rendered in stunning 3D, but with all the functionality
of an old-skool Street Fighter. The characters are locked

The game’s narrative has had some real thought put into it. Each of the six rival schools
can be played in Story mode, each viewing the events from their own perspectives,
with slightly different outcomes for each. The story is played out through comic book
frames in between bouts of fighting, and the events determine which fighters are to
do battle in the next round. When each story is played through successfully, not only
are extra characters unlocked, but the final chapter emerges - the villain’s point of
view. It’s a fantastic concept, providing great replay incentive and giving more shape
to the proceedings and fleshing out the characters. It’s just a shame the story stinks.

on to always face each other, ensuring a practicable
face-off, with a sidestep function added to take
advantage of the third dimension. This function is not
merely a tip of the hat to full 3D, it’s an essential tactical
element of the game. Dodging special attacks is a vital
technique against some of the more relentless
characters, and at close quarters a sidestep allows you
to swing around behind your foe for an unexpected
goosing. The camera swings and shifts dynamically
throughout, accentuating the action while remaining
essentially unobtrusive.
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“LHAT'S MORE,
THE INITIAL
LAUGH FACTOR
IS BACKED UP Bs
SOME SERTOUSL

DEEF CAMEPLAY"

The familiar Capcom power gauge makes an appearance
in the form of a ‘guts’ bar, but with more than the usual
number of unique ways of using, or dropping, your guts.
The ‘team-up’ function introduced in Rival Schools
persists, allowing you to call upon your team-mates for a
super joint attack, and a triple-team or ‘party-up’ feature
ala Marvel Vs Capcom 2 has also been added. Most of the
signature attacks and super moves are performed with
the hoary old quarter joystick rolls and double rolls that
will be known to anyone who has played a Capcom
fighting game in the past ten years. The uniformity of
button-joystick combinations across every character
makes the game highly accessible for the beat ‘'em up
newbie, but is more than a little unadventurous. Cancels
and counter-attacks add a degree of tactical depth, as
does the extensive combo system, with its emphasis on
huge, gravity-defying aerial attacks. But the deadliest
combo dished out by Project Justice is the irresistible mix
of absurdity and considered, balanced gameplay.

ARE YOU SITTING COMFORTABLY?

In fact, Project Justice is such an accomplished package
that it’s difficult to identify a flaw of any real substance.
Of course it's an arcade beat ‘em up, so the usual
criticism could be made about a lack of depth, but the
game actually copes with this problem better than most
in the genre. The extensive range of modes includes a
handy Training mode, League and Tournament modes,
Versus and Arcade as well as the central Story mode.
The Story mode is a very learned addition to the game,
implemented around multiple story strands, each
applying to one of the six school gangs. The idea itself
really can't be faulted — the only problem being that the
story is predictably weak and esoteric, and will
probably only be comprehensible to those who have

7900

4
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A Pink pants now, to match the burns from those special attacks.
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A Burning Vigour Attacks: these super special signature
attacks cost one bar of the power gauge. They take a little
time to pull off, and can be cancelled by a well-timed
interruption, or even sidestepped.

A\ Party-up: the ultimate attack, calling the whole team into
the fray for an awesome gang move. These cost all five
tiers of the power gauge, and can be blocked or cancelled
with a well-judged interruption, so time them carefully!

There are several ways to unleash the power in your ‘quts’ gauge once it's powered up, and you must decide which is the most
tactically sound at any given moment. . . or alternatively, whichever looks the coolest! Take your pick from Burning Vigour
Attacks, Team-up, Party-up and Break-up attack techniques, and choose your moment well.

- PRESS START

/\ Team-up: call one of your pals in with these attacks, which
cost two bars of power. Easy to perform, powerful, and
often hilarious, you have to be quite close to initiate these.
Many are defensive, topping up your life or guts bar.

A Break-up: pull off a team-up move just as an opponent does
the same and you could initiate a five second break-it-up
opportunity. Call in one of your pals to whack the enemy
team member about to assist, thus cancelling the attack.

played the previous two games. With the inspired
background of rival school gangs as a starting point, a
simple and compelling story should have written itself.
Instead, the script stumbles along with its secret
societies, demonic transformations and other malarkey
that’s not only extremely uninteresting, but completely
ignores its schoolyard foundations. There’s also a bit of
a hole where there should be a convincing boss

A The sporty characters tend to have the funniest special attacks.

character for us to focus our rage on. M. Bison, where are
you when we need you?

AFTER-SCHOOL DETENTION

Capcom offer additional reply value in the form of extra
costumes, unlockable characters and mini-games. But it's
the atmosphere and character of the game that will keep
you coming back more so than this sort of gimmickry.

A\ Baseball bats: the most abused piece of sports kit ever devised.




A Remember kids, just 'cos you're whupping someone’s ass doesn’t mean you can’t look good too. Just mind the hair!

The only other minor concern is that the game suffers
from a slightly lazy PAL conversion, in which no
translation has been done on the many taunts and other
pieces of spoken dialogue. So if you don't speak
Japanese, tough, although Story mode and other vital
bits are thankfully all in English. The flipside to this is that
the speech is of a consistently high quality, and we can
be grateful that it hasn't been replaced by a cack-handed
translation job. Coupled with the distinctive animé
stylings, the original dialogue provides an even greater
sense of atmosphere for the dedicated Japanophile.

annns @) prrss s AR

Vv,

A Got him right in the crotchet.

A You'd never catch Ryu singing karaoke.

It's no news to anyone that Dreamcast is the greatest
ever console for fighting games — almost to the
detriment of its overall reputation — and in the light of
an already comprehensive selection of triple-A beat ‘em
up software, games like this are simply spoiling us. But
with its unique fighting dynamics, wonderful sense of
humour and unbeatable charm, Project Justice can stand
happily alongside the brilliant Capcom Vs SNK (ODM #15,
8/10) and the fantastic Dead Or Alive 2 (ODM #11, 8/10)
as a seriously polished, compulsively playable fighter.
Straight ‘A's all round. @

A Two of the multiplayer-only characters.

"THERE'S A HOLE WHERE THERE SHOULD BE A EZDH'..JIT'iEIII'iI:-: BOSS EHF&F:HEITEF:'; PROJECT JUSTICE

VERDICT

REJUVENATES THE GENRE WITH A
FRESH, HUMOROUS APPROACH

UPPERS

Instantly likeable characters ® Well-balanced and
unique combat system ® Fantastic special attacks

DOWNERS

Dismal plot in Story mode ® Controls are a bit samey
for each character ® Unsatisfying bosses

-

IN ONE HOUR Achieved
competence, but by no means
mastery, with several characters
WEBSITE www.capcom.com
MAX PLAYERS 2

VIDEO MODES Bordered 50Hz,
full-screen 60Hz option, VGA
compatible

0DM RATING OUT OF 10

PRICE: £39.99 + PUBLISHER: CAPCOM - DEVELOPER: CAPCOM
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Division Two, Season 2000/2001

Final Results

Wigan Atheletic
Brentford

Bristol Rovers
Wycombe
Wrexham
BournemouthAFC
10 Port Vale
11" Bristol City
123Reading
= Play NextSeason

) 46
46

46
46

DivisionThree ﬂ
¥ wef _ga pts

92
89

6 77
11 76

55
56

10
11
12
14
16
16
18

82
79
78
70
68
S9N 62
76 60

More

70
77
83
79
58
56
76

52
63
69
73
51

A Champ-ion-es, Champ-ion-es! One loss and 38 wins is quite an impressive season, no?

Everton -
Scouting Team/Availability ¢

I AGE POSITIN
Craig Burley 28 mRc &
Nicky Butt 25 mC _ 91% £10.13M 8"
TitiCamara 27 mClr | 80% £10.00M

Benito Carbone 29 amRict 91% £6.41M
Youssef Chippo ... £ 261 mCir.. 81%1£6.00M
LeeClark. 27 WmRic 792% £3.38M

Daniel Cordone 264 amlcr 81% £10.00M =
Jordi Cruyff 26 | amlLc % £10.00M
Olivier Dacourt 25 mC £10.00M
\Gillesde Bilde .4 29 4 amClr

Roberto Di Matteo = = 304 mCV’r

Searchagal

RATAG  ASKINGPRICE |
89% £6.41M 8

r

A Finding players like Lee Clark, who has a very high
rating and is cheap, is vital to your success.

Leeds United 1-1 Everton

3628 COLLING SEES CADAMARTER] IN SPACE AND MAKES THE PASS!
CADAMART ERI HAS JEFFERS P WITH HIM, SCREAMING FOR THE BALL
BUT HE TAKES THE SHOT HIMSELF
TS WELL WDE
HE KNOWS HE SHOULD HAVE DONE BETTER.

3801 DUNNE WINS THE BALL FOR EVERTON.
HE GOES PAST MATTHE WS AND PICKS OUT COLLINS WITH A GREAT PASS.
BOWYER COMES INWITH A STRONG CHALLENGE, BUT COLLINS HOLDS HIM OFF AND PLAYS
CADAMART ERf THROUGH WITH A GREAT BALL
BUT CADAMARTERI SHOWS T0O MUCH OF IT TO RADEBE WHO SHUTS DOWN THE MOVE

WITH AN EASY CLEARANCE

A\ Almost everything is described in great detail.

39 mins
Pause

fy Check Tactics £7

highdetail *

GIANT KILLERS

Tired of the endless running around in football simulations? STEVE KEY hangs his boots up for a stint in the dugout

AS MORE AND MORE OF today’s top players
become media-trained gormless bores, the
entertainment spotlight these days is on
the managers. The quips, one-liners and
vaguely controversial statements are more
likely to leave the mouths of the sheepskin-wearing
gaffers than the shaven-headed hotbed of intelligence
that is David Beckham. Messrs Strachan, Gregory and
Redknapp are the few remaining people in the game
that are quick-witted enough to throw stupid questions
back at interviewers and come up with quotes that stay
with them to the grave. From the one-time King of
Quotes Ron Atkinson came a prime example: “I never
comment on refs, and I'm not going to break the habit
for that prat.” Marvellous. Now, we're assuming that most
of you reading this are fairly intelligent but sadly not
gracing the Premiership with your silky football skills -

so now is your chance to prove to yourselves that you
have the talents to make the grade in the world of
football management.
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Giant Killers is something of a rarity for Dreamcast in
that it’s the only football management game available on
the machine. It's strange, considering how popular this
type of game has been on other formats. The basic aim is
simple. Choose a team from the four main leagues in
England or the non-league Conference and guide them
to glory using a combination of tactical nous, shrewd
dealings in the transfer market and the vital ingredient
that all managers need now and again - luck.

If you've never played a football management game
before, then this is the perfect way to ease yourself into
the manager’s hot seat. There are three skill settings you
can choose at the beginning and it’s of vital importance
that you pick the right one if you want to get the most
from Giant Killers. Selecting Easy will give you a
guaranteed starting pool of £25 million, while the
Medium setting gives all of the clubs in the league the
same £25 million windfall, as well as you. This way you
won't be so potent in the transfer market as all of the
clubs can afford to snap up the best players.

The Hard setting is certainly the most challenging —
providing you don't plump for one of the top five clubs in
the country — as you'll get a relevant amount of funds for
the club you choose. Picking someone like Millwall or
Brighton & Hove Albion will give you a little money, but
the onus is on you to hunt out the real bargains once a
player becomes a free agent. One other thing worth
noting, is that you can't use the training option in Easy
mode as it’s all done for you, so you should only pick that
if all you want is the most basic of experiences. Everyone
else should start on the Medium setting, at least if they
want any sort of fun from Giant Killers.

WHEELING AND DEALING

You begin a couple of weeks before the season starts, but
with no friendly matches it really is straight in at the
deep end. One of the best aspects of Giant Killers is the
navigation system. Hitting either of the trigger buttons
will move you along the icons at the bottom of the
screen giving you access to the options. And that’s it.




&

“STICES TO WHAT IT HEEDS TO BE ABOUT — MANAGING A

Manchester United
Sell Players

Transfer List €1

POSITON  RATING VALUE
£3.40M

% £1.60M
% £3.80M
% £4.05M
%. £4.80M
oy £5.60M
£3.20M
£6.40m

% ' £3.84M
% £4.80M
% £544M

Massimo Taibi
Raimond Van Der Gouw
Mark Bosnich
FabienBarthez

Danny Higginbotha I%

Mickael Silvestre _dle
Denis Irwin diery
Phil Neville 1 chr
JolnOShea
Ronnie Wallwork
David May

2
)elumloﬁcnﬂ

/A Would you have the bottle to off-load some of these
well-known United stars?

XXX xxxxx< 8

dCr

Everton

Training Ne:(loner'

defenders General

Michael Ball

Alec Cleland
Richard Dunne
Richard Gough
Alessandro Pistone
David Unsworth
Dave Watson

David Weir General

S

&
A Some of these mules need all the help they can get!

4 FEE

“H0U Feal
WHEN FLAYER

There are on-screen prompts — once you're trying to set
up a transfer, for example — but nothing that will confuse
and bamboozle as much as you might expect.

The Diary section is where you'll be kept in touch with
the bulk of the day-to-day running of the club. You'll get
messages from the directors telling you how happy they
are with what you're doing, when players’ contracts are
about to run out, or when they are about to sack you
(pray you don't have to read the last one). You'll also get
bulletins telling you when players from all clubs are
injured, suspended, out of contract or on the transfer list,
so it's worth reading most of the messages. More often
than not, this is the place where you can snap up an
unsettled player almost as soon as they emit a hint of
dissent at their club. One excellent point is the way you
can bid for them straight from the diary screen - it saves
messing about searching for the specific player in the
game’s database. However, if you move on to the next
day without reading one of your messages then you can't
go back and check it, which can be frustrating at times.

The second place you should be paying a lot of
attention to is the transfer market. The fact that the
squads are not based on the most up-to-date teams is a
big disappointment. Players are at the wrong clubs and
some aren't even in here (the editor’s disappointment

Manchester United
Squad

TEAM” GIANT KILLERS

X

Fitness

-

Massimo Taibi

Mark Bosnich
FabienBarthez

Denis Irwin

Phil Neville
JohnO'Shea
Ronnie Wallwork

('O S

XXX AX WX X

ey

EL TRE PINCH
s ARE INJUREED”

when he realised that Brighton hotshot Bobby Zamora
wasn't even in the game cannot be described in words).
To counter this you'll probably end up wasting a large
portion of your transfer funds trying to get your favourite
team as it is now in real life! There also seems to be an
incredible bias towards certain teams’ players in terms of
their ability. For example, a large bulk of the Tranmere
and Bradford defenders have ratings of 80 per cent and

Millwall 0-0 Walsall

00:00 MOODY KICKS OFF FOR MILLWALL

0557 GRANT IS ON THE BALL
HE NEATLY AVOIDS THE CHALLENGE FROM KEATES AND PLAYS A CLEVER LITTLE PASS
THROUGH TO HARRSS.
BRIGHTWELL RUSHES IN BUT HARRIS SHOWS GREAT DETERMINATION AND SOMEHOW
MANAGES TO KEEP POSSESSION UNTR HE'S BROUGHT DOWN BY A SCYTHING TACKLE
HARRIS SPEAKS ANGRILY TO BRIGHTWELL AS HE GETS TO HIS FEET BUT THE WALSALL
MAN PUSHES HIM BACK TO THE GROUND!
OTHER PLAYERS CROWD ROUND, PULLING THE TWO APART BUT THE REFEREE HAS
ALREADY RAISED THE RED CARD!

BRIGHTWELL IS SENT OFF

A Only six minutes in and already a red card! Off, off, off!

17 mins
Pause

Check Tactics 67

Jowdetail *

‘I:; yerName
Raimond VanDer Gouw__

Danny Higginbotham
Mickael Silvestre

Pos Ability
gk 77%
gk 78%
gk 81%
gk 90%
dL 62%
dlLc 70%
dler 76%
dlcr 80%
dC 59%
dC 61%

More

A Taibi is still in the squad? Rubbish - he’s going straight on the transfer list!

over for their overall ability, whereas future England
starlet Wes Brown only manages to just scrape over the
75 per cent mark. No disrespect to Clint Hill, but he’s not
exactly catching the eye of Sven Goran Eriksson in the
same way Brown is.

That’s not the end of it though - trying to prise these
players away from Prenton Park and Valley Parade is even
tougher. We were offering nearly three times the asking
price and were prepared to double the wages of the
players, but the teams weren't even considering the
offers. Playing as Millwall in Division Two and staying in
the top four all season (and eventually winning the
championship) still wasn't enough to lure some first-
division players down a league, which is very frustrating
indeed. In the end you give up going for players that
will strengthen your team and plumping for those >

Notts County 1-2 Millwall
Goal Attempts
£
Attempts OnTarget

Players Booked

Players Sent Of f

a
1
4
0

Overall Possession

30% —

g Time /.

A One-sided is an understatement — County had one shot on goal!

70%

Leave Match £

Player Ratings )
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ROMANCE THE CUP

A quick look at how Millwall's cup run went under the
command of Official Dreamcast Magazine . .

After the fantastic exploits of the so-called Minnows in the
FA Cup this season, can the mighty Millwall go any way to
recreating the success of Dagenham & Redbridge and
Kingstonian? After squeezing through the first round, an
easy draw against Halifax gave the Lions the possibility of
landing a plum draw in the next round. Halifax were
promptly dismissed with a comfortable 2-0 victory and the
reward for Millwall’s efforts? Wolves. Away. Great.

After a battling 0-0 draw at Molineux, the Wanderers
were forced to the Den for a replay. Millwall stormed into a
two-goal lead and the dreams looked set to live on. Butin a
stunning comeback, Wolves hit three goals in 15 minutes to
snatch the game and knock the Lions out. Bugger.

Wolverhampton Wanderers P

Tactics rating 8131 Your Team

SUBSTITUTES

A The reward for getting this far is an away trip to Wolves.
Not as good as we were hoping...

Wolverhampton Wanderers 0 -0 Millwall

Kevin Phillips
Player Info

FORWARD (Left) AGE 27 English (2 GOALS)

87%
0%
82%
8'8%

90%
3%

current form
fitness
confidence _
morale

ball control
dribbling

running of f the ball
flair

creativity 85%
shooting 89%

f ReturnToSearchResults

Player Bid Screen ﬂ

appearances
goals this season
red cards

yellow cards

heading
aggression

j 4% pharacter
92%"

determmat:on
setpieces
stamina

A It's always a good idea to get some info on a player before you try and buy them.

Ipswich Town 1 -3 Manchester United

8 FABIEN BARTHEZ
5 GARY NEVILLE

5 RONNY JOHNSEN
4 PHILNEVILLE

5 JAAP STAM

5 ROY KEANE

4 PAWL SCHOLES
6 RYAN GIGGS

5 DAVID BECKHAM
4 OLE GUNNAR SOLSKIAER
4 DWIGHT YORKE
0 MARK BOSNICH

KEITH BRANAGAN 9
TONY MOWBRAY 6
MICK STOCKWELL 4
GARY CROFT 6
JOHN MCGREAL 6
JMMAGILTON 6
MARCO HOLSTER 6
MICHAEL SAB 9
MARTUN REUSER 6
JONAS AXELDAL 5
MARCUS STEWART 9
MIKE SALMON 0

Goal Attempts
17

Attempts On Target

WAVNE BROWN 0

MARK VENUS 0
MATT HOLLAND 0
DAVID JOHNSON 0

0 HENNING BERG

0 DENIS IRWN

5 NICKY BUTT

0 TEDDY SHERINGHAM

Players Booked

2
0
0
0

Players Sent Off

Overall Possession

28%

om (@
-

A Again the Lions dominate. Not a single shot on target for
the Molinuex boys. Feeble.

72%

Leave Match 67

Player Ratings )

Millwall 2 -3 Wolverhampton Wanderers

HE'S THROUGH ON GOAL

BUT MOODY PUTS IT OUT

CORNER T0 WOLVERHAMPTON WANDERERS!

KYZERIDIS STEPS UP AND DRIFTS A LONG KICK IN TO THE FAR POST.
BRANCH AND HILL BOTH GO UP FOR IT BUT THE WOLVERHAMPTON WANDERERS MAN
GETS THERE FIRST

GoAL!

JUST INSIDE THE POST

6805 MOODY STEPS UP TO RESTART THE GAME FOR MILLWALL.

90:38 THE FINAL WHISTLE GOES AND THE MATCH IS OVER.
THE ATTENDANCE FOR THE GAME WAS 13,756,

®)

A Bugger. The replay at the Den turned into a farce. 2-0 up,
3-2 down. Concentrate on the league, eh?

0mins
Continue
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Leave Match 67

Summary ©

o (@
S

A United play rubbish and romp to victory. At least it’s realistic.

> who will warm the bench until they're needed. In
some respects this is a good thing because it means you
can'tinstantly bring David Beckham to Leyton Orient with
the £25 million starting fund, but it doesn’t make sense
with certain other players.

Once you start buying a few players in, it's paramount
that you stick some of the remaining people in your
squad that have become surplus to requirements straight
on to the transfer list. It doesn’t matter if you flog them
for a pathetic fee because your wage bill will take a
nosedive and you'll start earning even more money.

BECKS, YOU PLAY IN GOAL TODAY

With the squad in place, it's on to the tactics and this is
another of the areas of Giant Killers that's incredibly simple
to use. The most important thing to look at on the tactics
screen is the team'’s ‘overall ability’ percentage above the
pitch diagram. This goes up as you bring in better players
and also when you switch to a formation that best suits

Premier League

Results DjvisionOne 61

SATURDAY 26THALGISTZ000 e
"

T
Arsenal 3-2 Charlton Athletic
AstonVilla 2

Chelsea
Bradford City Leicester City
Everton Derby County
IpswichTown

2
0
6 Sunderland

Manchester City -1 Coventry City
Middleshorough 2
Newcastle United 0
Southampton 0
b S

_ West Ham United

Leeds United
TottenhamHotspur =
Liverpool

W Manchester United

T CoOOROWRN M

Btlrn ToDiary

A\ Strange game at Portman Road. 6-3?

the starting eleven. Likewise, it'll decrease when a player
is suspended and you're forced to bring in one of the
mules you have sitting on the bench. Quickly working out
the best formation for you is easy as you can flick through
the pre-set formations to see which one gets the best out
of your team. It's also possible to customise the players’
positions more accurately so you can attempt to mark the
opposition’s star men out of the game.

As the season progresses, you can begin pinpointing
areas of the side that need strengthening. Then the
feeling of satisfaction creeps in as your team start to gel,
the haggling of wages with the transfer targets gets a
little more tense, and you really start to feel the pinch
when players are injured or suspended. It takes time, but
Giant Killers is ultimately very satisfying once you've got a
couple of months into the season. Once your new multi-
million-pound striker hits his tenth goal in as many
games, you get a feeling of part smugness and part relief
that the money proved to be well spent.




3 WiganAtheletic

4 Brentford

“f G000, SOLID MANHAGEMENT GAME™ GIANT KILLERS

Millwall
Diary

CONGRATULATIONS ON YOUR WINNING THE
DIVISION TWO MANAGER OF THE MONTH
AWARD, THIS IS A GREAT CONFIRMATION OF

J THE FAITH THIS CLUB HAS ALWAYS HAD IN
You.

-

A\ Oh yeah, right. Like the board have ever had any faith in a muppet like you anyway!

When it comes to watching the matches, you don't
actually see any action — more like a written account
of what's happening. Imagine the vidi-printer from
Grandstand telling you about everything instead of just
goals, and you're some way there. This can also be
customised, as there are three levels of detail you can go
into. The lowest is obviously the quickest as the only
descriptions that appear involve goals, penalties,
sendings-off and injuries — so it’s not the most exciting of
ways to get a feel for what's going on. The higher the
detail, the more things are described to you, but the
longer the games go on. It’s nice to add some tension by
turning up the detail for the big games, but normally
you'll get a bit bored reading everything. When you're
1-0 up in the FA Cup with only stoppage time preventing
you from pulling off a shock upset, the nervousness you
get when a description of the opposition’s last chance is
being detailed on screen is excellent.

For a first Dreamcast football management game,
Giant Killers does exceptionally well at providing those
with little or no experience of this type of title with an
instantly accessible and enjoyable experience. There are
some excellent touches and a great deal of satisfaction is
garnered from seeing your team climb their way up the
table. It’s still a way off from being a must-have purchase
though, and while the simplicity is good to begin with,
things can get repetitive as you find yourself going
through a routine of the same things every game week.
Little things like the squads not being current to this
season’s leagues are annoying and detract from the
overall experience, too. But generally, it's a good, solid
management game that sticks to what these games
need to be about — managing a team. If you've any
interest in football then you should definitely check this
out one way or another — you might just like it. (]

“LIITH HO
FRIEMDOLY
MATCHES, IT
REALLY IS IN AT
THE DEEP END”

VERDICT

EASY-TO-USE MANAGEMENT
GAME THAT’S GOOD FUN TO PLAY

UPPERS
° Simple navigation system  Creates feeling of

tension well ® Once you're into it, it’s very addictive

DOWNERS
(an get repetitive ® Doesn't have up-to-date squads

* Buying players can be laborious

IN ONE HOUR We got to fourth
in Division Two with Millwall
after 15 games

WEBSITE www.on-line.co.uk
MAX PLAYERS 1

VIDEO MODES Bordered 50Hz

ODM RATING OUT OF 10

WALKTHROUGH
TRANSFERS

Trying to persuade the best players to drop
down a couple of divisions is tough. It takes
the right offer and also the right wages.

Millwall

Scoutir

First specify the type of player you're
/\ after. Indicate a maximum fee or no
players will be shown in the final results.

Niclas Alexander sson
Player Bid

G ) 1 *
Check the player’s value before
/\  submitting a bid, otherwise the club
will dismiss you instantly.

Millwall
Diary

i .
Continue >>

B,

Be prepared for untold knock-backs.
/\  Millwall couldn't entice Michael Ball to
the club due to his stage commitments.

Millwall

Success! Wimbledon have accepted an
/\  offer for Lund. Now all you have to do is
make him an offer he can't refuse. ...

Aodreas Lund
Terms

Vake Offer

A raise of £1,500 a week (which is a lot
/\  more than it sounds in this game) and a
goal bonus should be enough.
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A In a determined effort not to become roadkill, the mighty hedgehog takes to the air. Up, up and away! Is that fogging in the distance?

SONIC SHUFFLE

Sega’s famously fast mascot trades his trainers for a pair of comfy slippers. ALEX HUHTALA puts his feet up

“WHAT EVIL INVENTION SHOULD | use this
time?” It's not up there with “Colonel
Mustard in the study with the rope.” Or
“You've sunk my battleship!” And certainly
not a patch on “Go directly to jail, do not
pass Go, do not collect £200.” But give it a couple of
months, and “What evil invention should | use this
time?” could become just as popular in people’s homes
as “Left hand, green.”

What are we talking about? Sonic Shuffle, Sega’s
attempt to bring all the fun of a board game to
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Dreamcast. It stars Sonic, of course, and his gang of
friends — Knuckles, Tails and Amy Rose. Plus there’s the
villain formerly known as Dr Robotnik — here going
by his original Japanese name Eggman - who gets to
pick the evil inventions to hinder the progress of Sonic
and his friends.

If you think the fusion of board and videogame is a
disaster waiting to happen, then you're wrong. Nintendo
have already invented and almost perfected the blend
with the Mario Party series for Nintendo 64. Now Sega,
not wanting to miss a good opportunity, think Sonic can

do the same. They've even hired members of the Mario
Party design team to help them do it.

- Sonic Shuffle plays like most of the board games
you've probably still got stored on top of a wardrobe
gathering dust. But it also has plenty of tricks up its
sleeve to make it worth playing on a console, rather
than sitting around a table at Christmas with a tin of
Quality Street.

Each player chooses a character to control, then
moves around the adventure board with the aim of
winning gems known as Precioustones. While doing this,



@ | &
a# {4
4
b 3 } -
s AR <4
/\ Eggman, resorting to Acme gags circa 1954, flies in.

el

OVERHEAT

/A Amy gives the boys a taste of her latest mix.

A\ Tails comes a cropper to the crabs on the beach.

"PLAYS
GAMES

SPEAK OUT |

MARK FISHER, EUROPEAN
PRODUCT MANAGER AT SEGA,
ANSWERS SOME QUICKIES ON
SONIC SHUFFLE AND OTHER STUFF

-

WHAT'S THE BEST THING ABOUT THE GAME?
It looks fab. Sega have again utilised the cell-shading
technique as seen in Jet Set Radio and to good effect too.

WHAT DREAMCAST GAMES ARE YOU PLAYING AT THE MOMENT?

I'm spending far too much time playing Phantasy Star Online
~ it’s just too good to put down!

HAVE YOU EVER BEEN HEADHUNTED?
Yes. .. for the local Sunday League team.

WHAT'S THE MOST VIOLENT GAME YOU'VE EVER PLAYED?

I'd say it has to be Ultimate Fighting Championship. Full-
on unarmed combat, up close and personal the way it
should be!

WHAT'S YOUR FAVOURITE REAL-LIFE BOARD GAME?
Monopoly stands head and shoulders above all other real-
life board games. | mean, where else can you buy Mayfair

k for £400?

/\ Sonic’s greatest foe is reduced to this. Terrible.

LIKE MOST OF THE BOARD
OM TOF OF THE WARDROBE”

you also get to collect rings and compete in mini-events
and games. There are five unique boards to play on,
eight characters to choose from, plus 32 mini-games.

APPALLING STORY BIT

Why do you want to collect Precioustones? To help
Lumina Flowlight and Maginaryworld, of course! The
villain of the game, Void, has shattered the giant
Precioustone into many pieces, and these are scattered
within the five boards. In each board there are seven
pieces of Precioustone to be gathered, as well as a
number of special stones that are awarded at the end of
each game for collecting the most rings, winning the
most mini-games or completing a hidden quest. Collect
all the pieces of Precioustone and you'll restore peace
and harmony to Maginaryworld and return each board
or level to its original state. Got that? Okay, moving
swiftly along...

Being the caring souls that Sonic and friends are,
they've naturally agreed to help Lumina. In return she
acts as a guide through Maginaryworld, helping you to
understand the mechanics of each board (each one has
unique features). Lumina is also available for quick
gameplay tutorials if you get tired of explaining to
friends how to play.

/A Eggman has a cunning plan to make you lose more rings...

The pieces of Precioustone appear one at a time on
each level, causing a race between players to get there
first. Once a Precioustone has been won, Lumina appears
to reveal the location of the next piece. Although Sonic
and his friends want to help Lumina restore harmony, for
the benefit of gameplay they're competing against each
other to collect the most Precioustones. Collecting the
most Precioustones on each board in the Story mode
opens up a new level.

Unlike most board games, Sonic Shuffle doesn't use
dice to dictate the players’ movement. Instead, a deck of
cards is used which manages to add a simple level of
strategy to proceedings. Each character is dealt six cards
at a time and these can have a face value of one to six, be
a Special card, or an Eggman card. As you've probably
guessed, selecting a card with a face value of four, for
example, allows your character to move four spaces on
the board.

The Special card can be used in three different ways.
The first is to spin the card. Like a slot machine, this
gives you a chance to select any value between one and
seven, providing you stop the spinning card in the
correct place. The two other ways of using the Special
card allow you to steal cards, or to swap your hand of
cards with another player.

The Eggman card is one to avoid. It's a Joker in the
pack that can cause whoever plays it all kinds of
problems. Select it and Eggman turns up and says his
now famous “What evil invention should | use this time?”
line. A roulette wheel then appears on the screen and
you're forced to stop it, choosing the method of your
destruction. However his deviousness is not up to his
usual standard, and the best it seems he can conjure  [>

APRIL 2001 OFFICIAL DREAMCAST MAGAZINE 67



REVIEWS SONIC SHUFFLE

> up to thwart you is stealing coins or swapping you
with another player on the board.

The clever part of the card system is that you can
choose to play a visible card from your hand, or gamble
by playing a card from another character’s hand. The
system works well as all cards are dealt face down.
When playing against computer characters, only your
hand appears on screen. When playing with a group of
friends, everyone's hand is only visible on a VM inserted
in their controller. That's if you've all got VMs. If not,
they're displayed on screen for all to see, detracting from
the fun a bit.

PLAY YOUR CARDS RIGHT

As players get closer to each Precioustone, they'll be
more inclined to use the specific card required to reach
the goal. But if the player doesn't have that card in their
hand, then they face the dilemma of trying to pick the
card they need from those dealt face down to rival
players. This is where the Eggman card comes to the fore,
as if it’s not in your hand, someone else must have it and
you really don’t want to be the player who picks it up.

There are plenty of other important spaces on the
adventure board apart from the Precioustone locations.
The most common of these are ring spaces. These are
either red or blue. Land on a blue symbol and you win
rings, land on red and you lose them. Land on ring
spaces on subsequent turns and you earn a combo
multiplier, resulting in many rings being won or lost.

Other specific parts of the board are shop spaces,
where magical gems can be bought in exchange for
rings. Gems are useful for gaining an advantage as they
have a variety of uses depending on what type you have.
They can vary from allowing you to select more than
one card at a time, and moving at the combined face
value of the cards, to teleporting all other players to the
same space as you. There are a large variety of gems on
offer, and discovering the best time to use each of them
will take some time.

There are also battle spaces. Here you get a chance to
win a gem, but only if you defeat the monster that
inhabits that space. To battle monsters you use the cards
again. When a monster appears, a card above their head
shows their strength. Either match that strength or play

“THE MINI-GAMES

A Tails and Amy in skipping-game shocker!

big wi
icket |

A Would you buy a ticket from this man?

exclamation mark on the adventure board. Selected
randomly by the computer and split between mini-
games and mini-events, events are story-like sequences
where one character has a chance to win rings or gems
by answering a simple question. If you give the wrong
answer, you could lose rings, gems or miss a turn.

All characters play mini-games at the same time.
There are 32 different games in total, each with
different rules and controls that, despite their simplicity,
can take a while to learn what you're meant to be
doing. Sometimes you don’t even have time to figure

CALUSE THE MOST

FROBLEMS WITH SONIC SHLUFFLE,

THEY'REE TOO SIMILAR AND

THERE'S

a higher value card to defeat the creature. There's one
danger here though — when you play a card it scrolls
through different face values like a slot machine, starting
at one and going up to the value of the card. Timing is
important. Select a card that has a lower value than the
monster’s and you'll lose rings.

MINI HA-HA

The real meat and potatoes of Sonic Shuffle though are
the mini-games. These are activated whenever a
character lands on an event space, indicated by an
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things out, as you can be eliminated seconds after
they've started.

You may also be forced to team up with another
player during a mini-game. In some games you'll be
playing on your own against three other players, others
might be two-versus-two or even all-against-all. A typical
one-versus-three event is Eggbot’s Attack, where one
player sits atop one of Eggman’s inventions — a pair of
giant mechanical legs — and must chase after the other
characters trying to stamp on them before the timer
reaches zero.
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A Shadow Tag - this is one of the better mini-games.

A two-versus-two even game requires teamwork. In
Shoddy Work, which is a bit like Tetris, one member of
the team stands atop scaffolding, while the second
player stands below with a palette and the outline of a
shape that must be filled with the assortment of blocks
that are being dropped from above. The team closest to
the original shape when Eggman comes to judge both
efforts win.

There’s plenty of variety in the mini-games on offer,
and as you'd expect some are better than others. Zero G
Snapshot is one of the best ideas present, with each
character trying to get in the centre of a photograph
that’s about to be taken — the fact that they're in zero
gravity makes things kind of tricky. Number Jump
however is an extension of the number-jump platforms
in Sonic Adventure (ODM #0, 9/10). The invention worked
fine in Sonic Adventure, but it makes a weak mini-game,
and is one that's far too quick to complete.

It's these mini-games that cause the most problems
with Sonic Shuffle. There just don’t seem to be enough of
them. Far too many are similar, and none come close to
matching some of the best mini-games witnessed in
Mario Party. Unlike Mario Party they're also played only
when a character lands on an event square, not played
at the end of each turn as in Nintendo’s game.

The other problem with mini-games is purely
technical - they can take an age to load. Then, once
they've been played, it takes another long pause to
return to the board. The card movement-system and
adventure board manages to create more tension and
excitement than the mini-games offer. Ideally, it should
be a perfect balance of both, but after a few hours play
you'll find the mini-games get in the way of the board



A Try and collect rings inside the centre of a hurricane.

part, and that the board part actually becomes less
impressive the further you get in the Story mode.

Sure, Sonic Shuffle looks great. Using a similar cell-
shading technique to that seen in Jet Set Radio (ODM
#14, 8/10), the characters are rendered as flat, cartoon-
like versions of their famous selves. But long-time Sonic
fans would be well advised to stay away from here like
the Plague.

Not wanting to sound like the Comic Book Guy from
The Simpsons, but. .. Dr Robotnik/Eggman would never
be reduced to such minor meddling as seen in Sonic
Shuffle. Surely he has a grander scheme to thwart his
nemesis than to shake a can of fizzy drink, place itin a
dispensing machine and force Sonic and friends to
choose a can each, while he hides in nearby bushes and
watches. Oh, he just did. Our mistake! Actually, come to
think of it, that is kind of funny.

There will be Sonic fans that will get this expecting
Sonic Adventure-like thrills, and they will be severely
disappointed. Providing you know what you're getting
there is some fun to be had, but regardless of Sonic’s
involvement, Shuffle needs a larger variety and better
pedigree of events to really appeal to all. @

A The Wrong Trousers, Sonic-style.

VERDICT

PARTY GAME THAT MIGHT HAVE
YOU AT EACH OTHER’S THROATS

UPPERS
° It's Sonic, Sega’s mascot! ® Excellent cartoon-style

graphics ® Good fun with friends

DOWNERS
° What happened to the planned online play? ® Mini-

games are similar and often dull ® Long loading times

IN ONE HOUR Computer
opponents wouldn't stop stealing
our cards!

WEBSITE www.dreamcast-
europe.com

MAX PLAYERS 4

VIDEO MODES Full-screen 50Hz,
VGA compatible

ODM RATING OUT OF 10

PRICE: £39.99 * PUBLISHER: SEGA « DEVELOPER: SEGA

WALKTHROUGH
BEFORE YOU PLAY

The worst part about playing any new
board game is reading through the rules —
and Sonic Shuffle isn't any different.

The aim on each board is to collect the
/\  most Precioustones, either by travelling
to spaces or won at the end of play.

®:Re #fle Cards
¥ ilook Across The Map
Move about the board by playing cards.

/\  Select one card to be played each turn.
Only you can see your hand.

Win rings by landing on blue ring
/\  spaces. Lose them by landing on red.
Rings allow you to buy magic gems too.

| 24
Landing on an event space — displayed
/\  asan exclamation mark — can trigger
either a mini-event or a mini-game.
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If you win the most mini-games
/\  you geta Precioustone, once the
board is completed.
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/A Oh my goodness. .. Look! Tunnels and mountains and everything! Whatever will they think of next?

DUCATI WORLD

Think once, think twice, think bike! STEVE HILL buffs his helmet and squeezes into his tight leather trousers

IT'S FAIR TO SAY that the Dreamcast has more driving games
than anyone could reasonably be expected to play during
a normal lifetime. All whims are catered for, encompassing
every variation of four-wheeled fun, from street racing to
off-road buggies to Formula 1. It’s a different story when
it comes to two wheels though, and bike fans, while not
exactly storming the gates of Sega with pitchforks, have
a right to feel mildly aggrieved at the paltry fare on offer.
It's an open road for Ducati World then, arriving with a
minimum of publicity and a largely superfluous licence.
Ducati might be a household name for bearded bikers
with one too many Meatloaf albums (ie: one), but to
the average slack-jawed gamer it's probably fairly
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meaningless. The Italian firm’s heritage isn’t in doubt
though, and they have been manufacturing motorcycles
for more than half a century, the entire range of which
appear here — a total of more than 40 road stallions. They
are presumably all accurately modelled, and certainly look
the part, although the only noticeable effect on the game
is that the older bikes are slower than the newer ones.
This is taken to ludicrous extremes, and the first of the
1950s models is farcical, trundling along at barely walking
speed, making races more a battle with boredom than
with the complexities of riding a pretend motorbike.
Things soon pick up though, as the game takes you on
an interactive trawl through five decades of motorcycling.

Success on the crap bikes soon reaps its rewards, with a
slew of more modern models becoming available, along
with some eight unique tracks. The Quick Race mode is
an ideal starting point, and a leisurely afternoon can be
spent winning races in both Vintage and Monster classes,
which then opens up further bikes and tracks. Leisurely it
may be on Normal difficulty, but crank it up to Hard and
the difference is marked.

IT’S MY LIFE

It's at around this stage that you'll be tempted to try the
Ducati Life section, a career mode which sees you set out
with a pocket full of balls and wallet full of cash, intent on




T WITHOUT FALLIMG OFF” DUCATI WORLD

~

Lap 1o0of 3
Lap: ™MN00:1 2:30

A\ One licence discipline: ride in a straight line and stop here.

procuring even more through the medium of motorcycle
racing. Ten grand doesn't go far these days, so you'll have
to start by flicking through the classifieds for an old banger
to begin with. Win some money and you can soon start
upgrading it, eventually building up a stable of vintage
and modern bikes, and selecting races at your leisure,
bedecked in the helmet and leathers of your choosing.
You can accept head-to-head challenges from other riders,
providing you can put the money up, or alternatively you
can gamble one of your bikes on the outcome. Certain
races demand specific licences as an entry requirement,
and these are only obtained after completing some mildly
stringent tests. This is a vaguely entertaining diversion in
itself, and one that will be familiar to fans of Gran Turismo
on PlayStation, a game that Ducati World is essentially
attempting to be the two-wheeled version of.

A A monster bike, apparently, of which there are loads.

However, unlike Gran Turismo, the graphics of Ducati
World are a disgrace. The game is marred by washed-out
colours and chronic pop-up. How this has been allowed
to happen on a next-generation console is a mystery, and
one that smacks of provincial sloppiness. Whether you let
it ruin your enjoyment of the game depends on how
important you consider these things, but suffice to say
that it does nothing to enhance the experience.

CAMERA MAN

Which is a shame, as the game is actually phenomenally
fast, once you've progressed to the half-decent bikes. If
anything, it’s almost too fast, with the scenery becoming
a blur, and staying on the track a challenge in itself. Of
the three camera options, the behind-the-bike view is by
far the most manageable, even if it does look as though

"CHREONIC POP-UP DOES HOTHING

TO EMHANCE THE

1 off

e 8
(00E:53]0%: 910

Leppe

Bike Details

DUCATILIFE

A Buy and sell bikes in the career mode.

A\ The smell of leather on tar isn't induded.

EXPERIENCE”

Best:

Race: 00:08:33

4TH

A An old bike. Actual speed shown.

D 20089
p:INO(0L: 315413

A Spectacular crashes are commonplace, but this is extra special.

the bike is being held on a stick in front of a giant screen.
Inevitably, most players will default to this view, which
dynamically is comparable to driving a two-wheeled car.
The handlebar view offers a far more exhilarating
experience, as the bike leans violently into the corners,
causing you to lurch all over your futon like a simpleton,
embarrassing if alone, humiliating in company. At least the
appearance of the handlebars and dials does actually
remind you that you're supposed to be astride a bike. In
the first-person view, the pace of the game, allied to the
exaggerated cornering, could easily convince a casual
observer that you were playing some kind of futuristic
racer, the effect consolidated by an entirely inappropriate
(and mainly leaden) techno soundtrack. As for the races
themselves, close contests are rare, and success is
generally based on a cunning strategy of riding fast
without falling off. Opponents are fairly scarce, with
usually no more than five to a race, and you often only see
them when they're scraping themselves off the tarmac.
Ducati World is a flawed affair then, with a decent
structure sullied by the actual riding mechanics. For all
the intended authenticity, seeing your bike mount a wall
and continue almost horizontally does tend to raise
questions. There is some value in the career mode, but
ultimately it’s let down by ropy handling and dodgy
graphics. Anyway, motorbikes are for idiots. Get a car. @

VERDICT

RIDDLED WITH PROVINCIAL
SLOPPINESS

UPPERS
° Phenomenally fast action ® Well-structured career

mode ® Lots of bikes
DOWNERS

IN ONE HOUR Comfortably

winning races on Normal level

Choppy graphics ® Rank music ® No headlights ®
WEBSITE www.acclaim.com

Twitchy handling
/games/ducatiworld
MAX PLAYERS 2
VIDEO MODES Bordered 50Hz,
full-screen 60Hz option

ODM RATING OUT OF 10

PRICE: £39.99 + PUBLISHER: ACCLAIM - DEVELOPER: ATD
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REVIEWS CHAMPIONSHIP SURFER

TOP TURN - Style (42%)

SURFER

AFTER THE NUMBING AWFULNESS of Surf Rocket Racers (ODM
#17,2/10), another wave of effluent-bearing videogame
wateriness has crashed down upon our Dreamcasts. The
Beach Boys may have harmonised, “Catch a wave and
you'll be sitting on top of the world,” but even they'd be
off-key following a stint playing Krome Entertainment’s
new surfing game, Championship Surfer.

You'll probably have guessed from its name that in
Championship Surfer you control a gnarly surfer dude
(or dudette), and take part in gnarly surfer dude
competitions. Fair enough, it's not a bad concept - Tony
Hawk’s Pro Skater 2 (ODM #15, 9/10) has proven how
brilliant extreme sports videogames can be - but oh how
wide the gulf is between Neversoft’s skating supremo
and this waterlogged mess.

Out of the initial game options (Championship,
Arcade, King of the Waves, Rumble, Trick Attack and Free
Surf), the developers have cunningly made all but Free
Surf either wilfully frustrating or impossible to play. Take
Championship mode - you might think that this would
be a more serious counterpart to the Arcade option. But
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A\ Had the developers put a little more effort into Championship Surfer it could have been fun. But they didn’t. So it isn’t.

CHAMPIONSHIP

Experienced (web) surfer
CASPAR FIELD wobbles
unnervingly out into
digital blue stuff

just like the Arcade mode you have to contend with the
usual, day-to-day surfer problems. Like high-explosive
mines right in the path of the wave you must catch.

In all the modes you start with your chosen dude
floating around on his board in the big blue stuff, with a
wave fast approaching from up the screen. (Make sure
you've picked the right camera, though, as most conspire
to hide minor items like the waves and mines from you.)
Pushing Up on the d-pad sets your dude paddling, then
press A when the wave arrives and he'll stand up. Now, if
you're lucky, he'll stay on the board long enough for one
of around, er, three or four tricks to be performed.

Pick Free Surf mode and the mines are removed,
giving you the space to experiment and discover that -
annoyingly — the game could have been reasonably
good fun, with a little more effort from its developers.

Once ‘mastered;, Championship Surfer can be fun for an
entire minute or two at a time. Shortly thereafter it
dawns on you that this game is a total waste of time,
money, plastic, electricity and paper - including the
paper you're reading this on now. Sorry. @

GNERLY PONNT

A Is that a ramp or a wave he’s hit?

/\ Mine? What mine? Oh, that one.

“f TOTAL WASTE
OF TIME, MOMEY,
PLASTIC,
ELECTRICITY
AMD PAPER”

VERDICT

TONY HAWK'S THE ONE WITH THE
STUNTS. STAY OUT OF THE WATER!

UPPERS
The Free Surf mode is mildly diverting ® Some of

the water looks okay
DOWNERS

IN ONE HOUR We'd considered

drowning ourselves in the bath

Is real surfing this boring? ® Ridiculous obstacles
WEBSITE www.kromestudios.com

in water ® Limited range of tricks
CHECK OUT All the things you
could spend £40 on that aren't this
MAX PLAYERS 4
VIDEO MODES Bordered 50Hz,
VGA compatible

ODM RATING OUT OF 10

PRICE: £39.99 - PUBLISHER: MATTEL - DEVELOPER: KROME STUDIOS
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REVIEWS ECW ANARCHY RULZ

A It looks like the ECTS videogame trade show. Monsters nervously sidling towards a bikini-clad chick.

e

A Dawn Marie selflessly tests Big Sal for Right Guard.

A Feeble attempt at a gratuitous cleavage shot.

A Oh dear, the auditions for the boy band are going badly.

“A TRULY alJFUL
CAME. IT SHOULD
BE AUOIDED
LIKE MALARIA
SANDWICHES”

A Some day all parties will be this swinging. Was that your wife?

ECW ANARCHY RULZ

‘Dangerous’ DYLAN DAVIES puts on a leotard and mullet for his wrestling debut. But why is the referee allowing this?

WRESTLING. A SPORT WHERE rules are scarce and steroids
are rife. Strangely though, through satellite TV saturation
this ballet of violence has become something of a
phenomenon and made millionaires of these meat bags.
Now, the idea of developing a game dedicated to this
farce is a weird one, as the fights aren’t fixed in advance -
thus making it nobler than the original it imitates. Can
ultra-violent grappling fun be rep<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>