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NOW PLAYING

HALF-LIFE
“GAME OF THE YEAR”

Awarded by over 30 publications, including:

ve Computer Gaming World % PC Gamer
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advanced Al is used to fill
the game with uncomfort-
ably realistic adversaries

. “ o'w Half-Life’s incredibly
2]

v'v Half-Life also allows you
to log on to the Internet

and play against your

y friends and enemies
around the world

DOWNLOAD
THE DEMO!

www.gameoftheyear.com
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@i\ena Sierra Studios & Half-Life are trademarks of Sierra On-Line, \nc..ﬁ}te\m 98007. Al rights reserved. © 1999 Valve LL.C. All rights reserved. Valve and the Valve logo are trademarks of Valve LL.C.
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Game of the Show E3

Choose unit types.
fleet formations
and flight tactics
to create th
best combat group
for each tactical
situation.

999 Sierra On-Line Inc.
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Find detailed gameplay and ship specifications at www.sierrastudios.com
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LOCATION: The Great Wasteland.

DESTINATIO

Game of E3
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Command the smallest
scout ship or
your entire armada in
an unrestricted 3D
world for pinpoint

cont

Explore super detailed
i i from

nebulae to dust clouds.

Galactic Core.

Lead your Armada_through
1k single-player
missions: or play against
seven opponents over
the Internet or LAN in
nultiplayer scenarios.
A robust mission
editor lets you create
your oun maps
online campaigns-
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It’s been a struggle, but we’re almost there.
After years of being the sole preserve of only
the most dedicated fans, the online first-

’. person shooter is about to come of age. The

three giants of the genre — Id Software, Epic,
and the newly initiated Valve — are all
_working to make multlplayer gaming The

_Nex_l Big Thing, and it looks as though they
. might just pull it off. Following Next

Generation’s recent expns.é of Quake 111, we
follow up on page 34 with the inside track on
Unreal Tournament and Team Fortress 2 —

“ both sequels of a kind that could change the

way you play online forever. .

Which is no less radical than Sega’s own
hopes for its groundbreaking Dreamcast epic,
Shenmue. As more details of Yu Suzuki’s pet
project emerge, alongsﬂie the launch of Sega
Rally 2, it’s becoming increasingly clear that

“there has never been a game so visually
- ambitious. As our gallg}y of new screens will

remind you, however, there has never been a
console so eminently capable of fulfilling
those ambitions as Dreamcast. The eye candy
— and the first review of Sega Rally 2 — can
be found on page 21.
And in something of a coup, m
Generation has gained exclusive access to

Sony Japan to track the progress of one of the g

most eagel(y awaited sequels of the year —
m PlaySthn is pushed to the
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of 3D heroes.

Garrett from': o/
e Dark Project”

Thief: Th

i

Hiro Miyamoto Kay'l
from Daikatana from Omikron: The Nomad Soul

Use the BEST HARDW.ARE.

SIPoO>

wwwWweeldosinteractive.com

TOMB RAIDER is a registered trademark of Eidos Interactive, Inc. and Core Design Ltd. CORE and LARA CROFT are trademarks of Core Design Ltd.
Copyright 1999 Core Design Ltd. The character HIRO is copyright. © 1997 lon Storm, L.P. Thief: The Dark Project is a trademark of Looking Glass
Studios. © 1998 Looking Glass Studios. Legacy of Kain: Soul Reaver, Revenant and EIDOS Interactive are trademarks of EIDOS plc. © 1999 EIDOS.
© 1998 3Dfx Interactive, Inc. The 3Dfx Interactive logo is a trademark of 3Dfx Interactive, Inc. in the USA and in other select countries. Al rights reserved.
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UNREAL TOURNAMENT VS TEAM FORTRESS 2
There's definitely something in the industry zeitgeist right now. It used to be that when you thought “mutiiplayer online,” you thought
“deathmatch,” but three new titles are trying to change that. Id's Quake lll: Arena (NG 50) is one, and this month we take a look at the
games that will try to steal its crown. Developer Valve, flush from the success of Half-Life, unveils its WWII sim, Team Fortress 2, starting
on p. 34. Meanwhile, can Epic Games overcome its spotty reputation for network play with Unreal Tournament? Find out on p.38

LEARNING CURVES GABE NEWELL

Racing games have a long lineage, but it's been only recently that He used to work for Microsoft, but that got boring. Then he co-
they've begun to achieve the realism they've always striven for. founded Valve, and he’s got the hottest game going — Half-Life.

Next looks at the history of speed So what's Gabe Newell doing for an encore?
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Intelligence

Gaming news and analysis from around the
world, including

14 Arcadia (coin-op news and updates)
16 In the Studio (breaking titles)

Kl NG uAPAN
Big in Japan

All the news from the Land of the Rising Sun

IEll DREAMCAST

Dreamcast news
Full reviews of Sega Rally 2 and Evolution. Plus,
new pictures of Shenmue and another top game

INTELLIGENCE EEl NG SOFTWARE
3 bounces back * Sony sues emulation company Connectix  Microsoft pushes Windows CE

for Dreamcast « Sony shows off PlayStation 2 CPU ... maybe « Build your own fighting game

Alphas

The best and brightest of what's coming next
34 Team Fortress 2 PC

38 Unreal Tournament PC

as Bust-a-Move 2 PlayStation
46 Gran Turismo 2 PlayStation
a9 Shadowman Multi

50 Um Jammer Lammy  PlayStation
54 Road Rash 64 Nintendo 64
58 Jade Cocoon PlayStation

Il NG SPECIAL

Learning Curves
Racing games are getting better-looking and
more realistic all the time

TALKING

Gabe Newell
What's the man who brought us Half-Life up to
now, and what's he doing next?

ALPHAS: 20 games previewed

Ifit's not at least potentially interesting, you don't need to know about it, and we don't bother

looking at it. Only the best of what's coming next in computer and video games Finals
S0 many games, so little time
84 Baldur's Gate PC
87 Alpha Centauri PC
88 Silent Hill Playstation
90 Akuji the Heartless Playstation
90 Civilization Il PlayStation
91 Guardian’s Crusade PlayStation
92 Street Fighter Zero 3 PlayStation
92 Syphon Filter PlayStation
92 WCW/NWO Thunder  Playstation
93 Return to Krondor P
93 Thief PC

Advanced strategies

The inside word from those who made the games

e A - il j Next Generation brings you down easy: enjoy
3 tidbits from readers and highlights from the past
FINALS: 15 games reviewed 102 Retroview Taking a look back
Find out what we thought of the latest crop of games. If it doesn’t reach our exacting standards, 104 Letters We love our readers

we're unmerciful in pointing out its faults. Join in the fun.... 107 Next month NG 53 on sale 04/20
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Lots of hardware news on both PC and console fronts,

Sony sues an emulator, and gamers get to build fighting games

INTELLIGENCE

http://www.ign.com

-
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Game industry news and analysis

53 ANNOUNCES SAVAGE 4

Texture compression and low cost touted

I

Sight. Sound. Speed.

I had gotten Final Fantasy VIl about
a month ago and was fighting the
final version of Sepheroth when all
of a sudden, the power went out. |
got really mad and went to bed, (it
being 3:00 in the morning), The
next day when | got up, the power
was back on, so | started up FFVII
and tried to load my game, To my
surprise, my game was no longer
there! It seems that the power
outage had erased my game. | was
s0 enraged that | went and got &
hammer and destroyed up my
PlayStation. | still regret that to

Fushigiban@aol.com
Have a hardcore story you want to

see in Next Generation? We'd love
to hear it. Send it to:

B efore the advent of 3Dfx and
Voodoo, S3 ruled the
graphics accelerator market. Its
VIRGE family of integrated 20/3D
accelerators shipped in just about
every new computer in the mid-
‘90s, and it held sway over the 3D
world for longer than anyone ever
thought possible — especially in
light of the fact that its chip was
s0 horribly underpowered. Along
with the financial success that
VIiRGE brought S3, it also brought
a tremendous amount of negative
PR; The phrase “the world’s first
3D decelerator” spread quickly
from journalists to gamers —
where it has remained ingrained
ever since. So much so that even
with new, quality 3D chips coming
down the pike from S3, gamers
that remember the VIRGE are, to
this day, extremely wary.

Enter S3's latest foray into the
world of 3D: Savage4. And while S3
is very open in stating that it has
no plans to compete with 3Dfx's
controversial Voodoo3, early
demonstrations of the chip show
that it could be very much in the
same ballpark when it ships

sometime in Q3. Like the
Savage3D that S3 shipped in mid-
1998, Savaged's defining feature is
a texture-compression technology
called S3TC (S3 texture
compression) that can compress
textures down to 1/6" of their
original size with very little loss in
image quality. The effect of having
high-resolution textures (up

0 2000x2000 pixels) is so

that both Unreal Tournament and
Quake Ill: Arena should arrive on
shelves with up to a GB of extra
textures for use by either the
Savage3D or Savaged. With prices
of Savage4 cards expected to be
well below that of its largest
competition come release —
V00doo3 and NVIDIA's RIVA TNT2
— many first-person shooter fans
may opt for this card simply to

The phrase “the world’s first 3D
decelerator” spread quickly from

journalists to gamers

impressive that when Next
Generation was shown an early
version of Unreal Tournament
running with S3TC, several editors
initially thought that they were
looking at bump maps rather than
flat polygons.

Although S3TC is integrated
into DirectX 6.0, and the original
Savage3D has been out for well
over half a year, nary a game has
shipped with support for S3TC.
This seems to be changing,
however, as S3 has informed us

and (above right) with S3TC (Savage 3 Texture Compression). The

com

Is obvious, but will more games support it?

(above left) Uncompressed textures taken from Unreal Tournament \

play these two titles.

Even without S3TC, Savage4,
on paper, packs a lot of power
under its hood. In addition to being
one of the first AGP 4X parts on the
market, the new Savage has all of
the features we've come to expect
from a next-generation card: true
32-bit 3D rendering, single-pass
multi-texturing, full-scene anti-
aliasing, 16- or 24-bit Z-buffering,
hardware bump-mapping, etc. In
addition, the Savage4 will support
up to 32MB of SD/SGRAM, offer
hardware DVD assist, and is the
only consumer-level 3D chip
(besides the Savage3D) to be able
to accomplish single-pass multi-
texturing and trilinear filtering at the
same time. Add to all this $3's claim
that the Savage4 should be as
much as 3x faster than the
Savage3D (which gets between 35-
40fps in Quake Il at 800x600 on a
Pll 450MHz-based system), and you
have the makings of a very
attractive chip for gamers and




OEMs alike.

Will the Savage4 have enough
power and name recognition to
shift the control of power in the
minds of hardcore gamers come
time for its release? It's difficult to
say. While it's true that many
gamers are still hesitant to give S3

chip from S3 is likely to be very
appealing: “Given the
overwhelming demand for
Savaged, we expect to win a
significant share of the
mainstream OEM designs in
1999,” says Kenneth Potashner,
president and CEO of S3 Inc.

Will the Savage4 have enough power and
name recognition to shift the balance in
the minds of hardcore gamers?

another chance, OEMs seem to
feel differently — after all, they
made a lot of money with S3. For
them, an inexpensive, powerful

As stated earlier, the primary
obstacles standing in $3's way are
most likely 3Dfx’s Voodoo3 and
NVIDIA's RIVA TNT2. This time

PLAYSTATION 2

SHOWS ITS GUTS

around, 3Dfx is intent on breaking
into the same market as S3 — it
wants OEMs, and it wants them
bad. 3Dfx's recent acquisition of
STB is a clear indication of this.
Even though Voodoo3 will not
have all of the cutting-edge 3D
features many were hoping for,
the fact remains that it has a
brand presence that S3 would kill
for, and that could be all 3Dfx
needs to stay on top. NVIDIA,
bringing with it some very
powerful technology with the
TNT2, will also be a threat — not
just to S3, but 3Dfx as well. The
TNT2 is expected to come very
close to competing with Voodoo3

MAYBE

Toshiba and Sony’'s Ken Kutaragi unveil a new chip

This artist's conception
of Playstation 2 shows it as a
DVD-enabled, four-player machine

that closely resembles Dreamcast. Close to reality? Impossible to tell

y the time you read this, the

recent International Solid
State Circuits Conference (yes,
there is such a thing) will be over,
and Sony and Toshiba will have
jointly displayed their latest
microprocessor. The specs — and
the fact that SCEI president and
inventor of PlayStation, Ken
Kutaragi, was scheduled to be one
of the presenters — are certainly
intriguing.

The 250Mhz processor has a

CPU core with 128-bit multimedia

extensions, 10 floating-point
multiplier accumulators (MACs),
four floating point dividers, an
MPEG2 decoder, a 10-channel
DMA controller, and 128-bit
internal buses (which it's
important to point out, doesn’t
necessarily mean the processor
itself can handle 128-bit words).
Although no application was
named for the new processor, the
specs more or less speak for
themselves. To begin with, the
sheer number of floating-point

MACs and dividers make it a
natural for massively complicated
3D calculations. By way of
comparison, the Hitachi SH-4 that
powers Dreamcast has
four floating-point
multipliers and is
considered to be an
exceptionally impressive
performer in 3D math
(the comparison is actually a
little unfair, since the fmuls, or
floating point multipliers, in the
SH-4 work differently from the
MACs and dividers in the Toshiba-
sony chip, but there's little doubt
there’s a certain amount of one-
upping going on here). As for the
MPEG2 decoder, there's only one
reason to include it: DVD support.
At press time, no one at Sony
would either confirm or deny that
this processor will form the heart
of PlayStation 2000. It may simply
be that Kutaragi, who has always
been an engineer at heart, may
simply have wanted
to speak about a hot new chip.
But with such clear 3D power,
MPEG2 and multimedia
extensions, it definitely seems
tailor-made for the job.

in terms of raw frame rates, and,
with its 32-bit color pipeline, it
won't be limited to 3Dfx's
anorexic 16-bit color pallette.
There are, of course, other
worries — NEC, with its upcoming
PowerVR second-generation part,
ATI with its Rage 128, 3DLabs with
its upcoming Permidia 3, Matrox
Wwith its upcoming G400 — not to
mention companies that have yet
to announce product. But all
things considered, if S3 can get
enough game developers to get
excited about S3TC, 1999 could
well be the year S3 makes its
triumphant return to the
market it helped create.

WHAT IS IT?
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Apple’s G3 are
perfect for Playstation es

Virtual Game Station can
replicate almost any controller
setup, and it's the “almost” part
that officially has Sony riled

SONY SUES CONNECTIX

Suit raises questions about
legitimacy of unlicensed emulators

s widely expected, Sony has
filed suit to stop the
distribution and sale of Connectix's
Mac-based PlayStation emulator,
Virtual Game Station. Sony charges
that VGS violates Sony's
intellectual property rights.
Interestingly, Sony’s complaint
does not explicitly state that the
emulator itself is a violation of
Sony’s patents, an apparent
acknowledgment that VGS was
successfully reverse-engineered,
but rather alleges that the poor
performance of the emulator, and
the fact that it can be used to
bypass Sony's copy protection,
violate the IP rights of Sony and
third parties. Specifically, Sony
alleges that VGS violates Sony’s and
third-party publishers’ exclusive
right to decide when, where, and
how a game is displayed and that
the low quality of the VGS
presentation may harm the
PlayStation brand. In fact, a Sony
insider recently told Next
Generation that Connectix
approached Sony about getting the
company’s blessing for VGS, but
was rebuffed, allegedly because of
the “poor quality” of the emulator.
sony’s case is supported by
the IDSA, whose position on
unlicensed emulators, according to
Kathleen Karg, director of IP and

public policy, is that “emulators
whose sole purpose is to play
games originally made for one
platform on another ... infringe on
the rights of the software owner,
because the software owner has
the exclusive right to publish for
certain platforms.”

Next Generation spoke to
several intellectual property experts
who disagreed with the IDSA
position. “It's a pretty cutting-edge
interpretation of IR" said one. “I'm
not saying a judge might not buy it,
but generally, if you own something,
you can do what you want with it. If
you wanted to plug it into your Mac,
that's your business.” As for the
piracy issue, most experts that
Next Generation spoke with
agreed that because VGS doesn't
exist solely for piracy, as Nintendo
64 "back-up” units do, the case was

“That's probably Sony’s best bet,”
said another expert. “But the test
will be "are consumers buying VGS
knowing all the facts. And if they
are, and they know what they're
getting, then it's ‘buyer beware.” |
don't think Sony can tell anyone not
to play somewhere because the
game won't look as good.” Could
Sony avoid the whole debate by
simply licensing games exclusively
for use on PlayStation itself?
Probably not, agree the experts, as
that would run afoul of antitrust law.
As for Connectix, the company
seems exceptionally confident
about its legal position. “We don't
think we've violated any of Sony’s
intellectual property rights,” said
spokesperson Roy McDonald.
“We've been in this type of business
for 10 years, and we're careful
about respecting companies’ IP in

Maijor intellectual property case law
that could affect the entire industry
could be set by this case

weak. “Historically,” said one, “just
because a technology can be used
to infringe is not a good enough
reason to enjoin a company from
producing or selling it.” The expert
points out that copy machines, tape
recorders, and MP3 players could all
be used both to infringe and for
legitimate purposes, but that none
were banned. (A request for a
preliminary injunction against
Diamond's Rio MP3 player was
rejected by a federal judge.)

What about the danger of
damaging the image of the
Playstation brand by presenting an
inferior implementation of the
PlayStation playing experience?

the process of developing and
marketing product.” McDonald
claims it was only coincidence that
the company announced a 1.1
upgrade just after the suit was filed.

With the only possible
precedent for this case being
Nintendo's unsuccessful attempt
to ban Game Genie for NES
(Nintendo failed to prove its claim
that Game Genie would diminish
the good name of NES by making
games too easy), major IP case
law that would affect the entire
computer and videogame industry
could be set by this case. Next
Generation will follow it closely
as it progresses.

STOP PRESS: As this story went to press, it was announced that Sony's
request for a temporary restraining order was rejected by federal judge
Charles Legge in San Francisco. This means that the court doesn’t consider
any possible infringement by Connectix so egregious that it has to be
stopped immediately. Sony can, and presumably will, still attempt to get a
permanent injunction as soon as possible, but in the meantime Connectix
can, and will, continue selling and supporting Virtual Game Station.
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DREAMCAST STRATEGY

Microsoft unveils its strategy to lure
developers to Windows CE for Dreamcast

hroughout the development
of Dreamcast, Microsoft
has been viewed by many as the
least important partner —
serious developers would use
Sega’s thin 0S, went the
conventional wisdom, and only
ports and quickie development
projects (casino games and the
like) would use Windows CE as
the operating system of choice.
Microsoft is out to change that
impression and has recently
announced its Windows CE
strategy for Dreamcast.

The goal is to be “small, thin,
and fast,” says John Jordan,
product manager, explaining that
Microsoft has removed as much
extraneous material as possible
from the OS for the Dreamcast
version. Gone are things such as
printing APIs, the GUI, support for
Windows dialog boxes, etc.
What's left? Robust networking
APIs, for one, and a specially

h —

Microsoft has optimized

its Windows CE for use with
Dreamcast, but will
programmers use it?

modified version of DirectX 5
(Microsoft was reluctant to give it
a version number — some
developers say it is 5.2, others
5.9) that incorporates support for

The rumors of an 8MB memory hit for
using WinCE are greatly exaggerated,
says Microsoft’s John Jordan

almost all of the hardware
features of the PowerVR second-
generation graphics technology
that drives Dreamcast. Also
added is support for Dreamcast-
specific features such as RAM
packs and various Dreamcast
controllers. Key loops are written
in assembly for Hitachi's SH-4
processor. “The bottom line is
this is highly optimized for
Dreamcast,” says Jordan. The
rumors of an 8MB memory hit for
using WInCE are greatly
exaggerated, says Jordan,
explaining that the maximum
footprint is 1.2MB with a full
DirectX configuration,
> although developers who
< write custom 3D
routines can get
that down to
around 1MB.
Sega,
Hudson, and Konami
have already
committed to using CE
for at least some
products (more
publishers will have been
announced at CDG), and
Microsoft hopes to woo
others with its integrated
development
environment. In a
surprising development,
the company’s evangelism
strategy is: Create for CE
(Dreamcast) first, then port to
Windows 98. Not even
Microsoft expects everyone to
give WInCE a try, but it's clear
from the specs that anyone who
planned on writing off WinCE for
Dreamcast would do well to take
another look.

=~

NERES LOO

WINDOWS CE =

FOR DREAMCAST
FERATURE SET:

* Windows CE Kernel
* DirectX

« Sound
- General MIDI
- DSound Property Set
- Special Effects
* Networking
- Winsock
- Wininet
- SSL
- Dplay Security Integration
+DC Hardware support
- Set5.2x (CLX2)
- Keyboard, Wheel, YMU
- Flash API Support
- GD-ROM Driver
- Serial Driver
- Modem Driver
*IME
«Graphics
- Bump Mapping
- Trilinear Mipmapping
- Table Fog
- VQ Surfaces
- 8MB Graphics Support
- Punchthrough Pass
- D3D Hints
- NTSC & PAL Support
- Hardware Clipping to
Viewport
- 4-bit Pixel Palette
- YUV Enhancement
- Colorkey for Palette

oI0 WE Miss ANYTHING?
OH YEAH, HOW ABOUT .
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ARCADIA

Marcus Webb_editor of RePlay

SATELLITE-BEAMED
ARCADE GAMES!

Some of the biggest, coolest
technology companies in the
world are gearing up to bring
their latest and most powerful
high-tech systems to an arcade
near you. Lucent Technologies
(formerly Bell Labs) and Compaq
Computer Corp. are working
with game experts at Agora
Interactive to create a satellite-
linked network of arcade video
games. With Agora taking the
lead, the system of networked
player stations — called GATE —
will offer everything from
multiplayer, online gameplay to
game contests, email, and
eventually full-blown e-
commerce. Remarkably, new
game titles could arrive on

the screens on a daily, or

even hourly, basis, thanks

to a satellite-downloading
delivery system.

Agora’s CEO, Andrew Prell, says
the company plans to license
existing PC games as-is with
only slight adjustments to make
them run smoothly on the
brawny system. (In other words,
no more “Goodbye!” from AOL
when you're in the middle of
chasing down a bad guy in Duke
Nukem (or any of the latest hits).
“More than 1,000 PC games
are introduced each year, and
our ability to deliver multiplayer
gaming through a network

of interactive kiosks is very
potent,” says Prell. “The Lucent
collaborative video game
system creates a transparent
experience for all game
players, who are not aware

of the [supporting network]
technology at all.”

If Agora succeeds in this
daunting task, it will have
realized the promise that
Microsoft, Intel, and the startup
National Amusement Network
have been talking about for
years. Lucent will integrate its
“Lucent Collaborative Video"
platform into Agora’s GATE
terminals. This is a network
system that Lucent says will
provide an “unprecedented low-
bandwidth, low-cost, high-
broadcast-quality IP desktop

platform providing up to

16 independent video
windows without the need
for a prohibitively expensive
multi-control unit.” Look for
Agora’s first units in top
arcades by fall 1999.

ARCADE HITS

FOR SPRING

One of America’s top arcade
experts — a guy who gets to
test the first units of every
new game around — said the
most popular arcade games of
spring 1999 will be led by
Sega's House of the Dead 2.
Deluxe, which is currently
drawing twice as much play
as its prequel. Other stellar
performers include Namco’s
shooting game Time Crisis Il
and two sit-down games from
Sega, both based on movies;
Star Wars Trilogy and Jurassic
Park: Lost World. “They're so
hot, it's scary,” says this
arcade whiz.

MIDWAY SEES
ARCADE SALES
STABILIZING

The arcade market has been
contracting for some while
now, but Chicago’s Midway
Games says the bleeding may
have stopped. The bad news:
revenues for sales of coin-op
revenues fell about 25%
compared to the same
quarter of the prior year.

But, Midway says it's got a
strong lineup for this summer
and fall, so the rest of the
year ought to hold steady as
compared to a very
disappointing 1998. Good
news for Midway came from
financial analyst James Lin
(Wedbush Morgan Securities),
who told Internet
newsmagazine Red Herring
that the factory’s “Wavenet”
system for remote interactive
video gameplay is a hit. “In
the markets where it's been
tested, coin drop has
increased three to four
times,” Lin said. Wavenet is up
and running in about 50
California arcades, linking up
Atari driving games for head-
to-head action

DONE WITH DIABLO

Two former Blizzard boys

form C

onsidering the success of
Diablo, it's no surprise that
two members of the development
team have recently formed their
own company, Click Entertainment.
Based in San Francisco, Click
was recently started by Doron
Gartner and Ben Haas. Gartner, a
veteran coder of 11 years, was a
senior programmer on Diablo,
responsible for all of the Al, and
some tools and graphics engine
development. As an animator with
Blizzard North, Haas animated the
monsters in Diablo (including Diablo
himself), created spell effects, and
led the cinematics team.
Gartner and Haas spent several
months conceptualizing for Diablo 2

k Entertainment

design of their previous game.

“The player begins with seven
samurai,” says Gartner, “of which he
can take out a party of four.” Players
can control one character but can
also set others to ambush or guard.
“It's like calling plays in Madden
Football,” says Haas. "Maybe you'll
send two guys long and keep two
back for protection.”

In an early demo level shown
exclusively to Next Generation,
players could lead a samurai into
combat against undead soldiers.
The level was set inside a palace
decorated with splattered blood and
highly detailed murals. When a
player killed an enemy soldier, the
decapitation animation had the

‘Click Entertainment” was chosen by Gal and Haas as it didnt
limit the company to kinds of games or a partic medium

before they left to pursue the
creation of an action/RPG title based
on the fantasy of feudal Japan.
“We're very big fans of
Kurosawa films,” says Haas. So
much so that the project code
name, Throne of Blood, was
snatched directly from a favorite
Kurosawa film. in the game, players
control a group of samurai that
must defeat an army of undead
warriors and mythical beasts
spawned by a warlord-turned-
demon. The gameplay will be
similiar to Diablo's, with a familiar
camera angle and point-and-click
fighting. But what separates it from
Diablo are squad-based tactics that
expand on the single-character

soldier’s hat hitting the floor before
the head landed neatly in it.

Designer Koji Goto is writing
the story in Japanese. The game will
feature Japanese voiceover, and
players may have the option of
listening to badly dubbed English or
reading subtitles. The game's online
presence will be more like Dungeon
Keeper than Battle.Net.

Click's nine employees are
deveioping the game for Acclaim
Entertainment for release next
February, and they didn't tidy up
their less-than-palatial workspace
before our visit. Encouraging — for
unlike some overfunded developers
with penthouse offices, Click knows
it's the game that's important.







INTELLIGENCE

FIGHTER MAKER
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If you’ve ever looked at a fighting game and said,

could do better than that,” well, now’s your chance

HAND

HAND

The fighters themselves aren’t that exciting a bunch, but you can make them move any way you wish

http://www.ign.com

The editor uses many of the
‘same tools and techniques
found in high-end packages

a
>

scii's Fighter Maker, currently
ﬂ in release in Japan with a US.
release set for the early summer, is
a landmark title in the console
market. While PC gamers have long
had any number of utilities for
modifying their games (skin and
level editors for Quake I, for
example), Fighter Maker is the first
game creation tool designed for
Playstation.

Behind it all, Fighter Maker is a
fully functioning — if not exactly
inspired — 3D fighting game, with
20 varied characters with 68 moves
each as well as 10 backgrounds.
However, as its name suggests, its
primary function is as a kind of “3D
Animation 101," allowing you to edit
each fighter's moves, or even create
whole ones from scratch using
traditional 3D keyframing. Naturally,
this is a complex process, but the
tools and techniques used in Fighter
Maker are identical to the basic
animation tools in 3D Studio MAX,
Lightwave, and other professional
software, and it makes an excellent
introduction to the ideas and
concepts behind 3D animation.,

For people who want to dip
their toes in and see what it's like,

this makes it possible to do so
without expensive hardware and
software. Each character supports
260 frames of animation, divided
into categories including punches,
kicks, throws, resting animation, and
victory and defeat sequences
(throws being a special case, since
you have to animate how the
enemy moves as well). The interface
is complex, but in fact the process is
more streamlined than in many 3D
animation packages (if only because
the application is so specific).

Once you've animated the
character, other tools enable you to
adjust how much damage a move
does, its range, what joypad and
button combination performs it, and
even what sound effects it makes.

More advanced tools enable the
user to program the character's Al
while he or she is an enemy in one-
player mode.

in fact, the only thing about a
character you can't change and edit
is its physical appearance — due to
Playstation memory limitations,
adding a polygon and texture editor
simply isn’t possible. Still, with 20 to
choase from, ranging from the
usual Shaolin Monk and Special
Forces cast-offs to an afro-headed
'70s hipster, you're not lacking for
character types. True, they're all
somewhat generic, but it suits the
nature of the product.

It will be interesting to see how
well Fighter Maker will sell, who will
buy it (the package has only just
been released in Japan, and no
sales information is available), and
what kind of impact this will have
on the console market. If it's a hit,
will other “maker” titles become
available? Ascii already has
tentative plans for RPG Maker —
although the thought of entering all
that text by using a controller to
select letters sounds tedious to us.

Which may be, in the end, the
deciding factor: accessibility.
Producers at Ascii freely admit
that one of the biggest challenges
is going to be getting the huge
manual into a package with the
disc, for release into a market
that's notorious for anti-manual-
readers. Still, for all those gamers
who complained they could do
better, they now have a
chance to prove it.

Users can even create moves that aren’t physically possible, such as
bending joints the wrong direction, or hanging in mid-air




CLASSIC
GAMING EXPO

After the success of last
year's Warld of Atari show in
Las Vegas, the promoters
have decided to make it an
annual event. The re-
christened Classic Gaming
Expo will feature two days of
pure nostalgia, with classic
systems, games, auctions,
trading, memorabilia, and
speakers, including Ralph
Baer, creator of Magnavox
Odyssey, and Nolan Bushnell.
The show will take place
August 14-15 at the Plaza
Hotel. For more details see
http:/www.cgexpo.com.

Ralph Baer, the father of the
first home videogame system,
(the Magnavox Odyssey,
1972) will give the keynote
address at CGE '99. Baer's
astounding engineering career
has earned him 150 patents

SAVE THE DAT|
STAR WARS

On March 25, 1998, at
12:01 a.m. Eastern Standard
Time, turn on your computer
and point your browser to
http:/Avww.next-
generation.com, where Next
Generation Online will reveal
the first official details and
screenshots of the new Star
Wars: Episode | games from
LucasArts. Then get ready
for the story only Next
Beneration could bring

you in NG 53

IN THE

STUDIO

From the mouths of babes ...
or is it CEOs? During a
teleconference held to
announce Acclaim’s year-end
earnings, Acclaim CEO Greg
Fischbach stole a year's worth
of his own PR department’s
thunder by discussing the
company's largely-unannounced
product lineup for ‘99. Direct
from Fischbach'’s mouth: Turok 3
and South Park 2 for N64, with
Turok 3 likely hitting before
Christmas and South Park 2
following in early 2000. Sure,

no-brainers, but he also
mentioned Armorines and
Velocity, both of which are
believed to be PlayStation and
Né4 titles. Based on the Acclaim
comic book about a team of
bio-mechanical soldiers,
Armorines is an action title
being developed by Probe, and
will use the Turok 2 engine as a
code base. Probe is also
working on Velocity, a
hoverboard racing game. Let's
hope it's better than GT
Interactive’s Streak.

Imagineer’s hard at work on
a PC title bound for Dreamcast
and PlayStation. The game,
entitied Expendable, is a 3D
third-person shooter played

from a top-down perspective.
The game pits players against
alien invaders and is due this
May. Let's hope it's better than
Activision’s Apocalypse.

0n the subject of Activision,
the company also has an
interesting product line-up for
’99. But don't hold your breath
for the company’s first
Dreamcast title because it's
currently scheduled to be Toy
Story 2 and will also appear on
N64 and Playstation. The N64
and PlayStation will also get
Tarzan, based on the animated
Disney film, in development by
Eurocom. While the game is

likely geared to younger gamers,
the early reports are the
graphics for the PlayStation
version are very lush and similar
to Crash Bandicoot's. The N64
and Playstation are also getting
two sequels, Vigilante 8: Second
Offense and Nightmare
Creatures 2. Also in the works
for PlayStation? How about a
game called Wu Tang Clan: Killah.
Let’s hope it's better than the
Psygnosis Spice Girls game.

And speaking of Psygnosis,
the company has confirmed the
PlayStation development of

Wipeout 3. However, by the time
the game is done, Psygnosis will
be operating under Sony
Computer Entertainment Europe
(SCEE). All of the Psygnosis-
owned development studios now
report to SCEE’s VP of Software
development, Juan Montes. Let's
hope this restructuring works
better than Virgin's.

And like a Virgin, Madonna
may be in the process of
acquiring the U.S. film rights
to Square’s Parasite Eve. There
have been mixed reports, and
at press time, Square had
denied the deal. The idea of
Madonna fans bursting into
flames during one of her
concerts may sound appealing,
but if Madonna does make the
film, let’s hope it's better than
Desperately Seeking Susan.

And on the subject of
impossible missions, Infogrames
is rumored to be working on a
sequel to Mission Impossible for
Dreamcast. "I wouldn't rule a
Dreamcast port out in the future,
but there are no plans at the
moment,” says one Infogrames
emissary. However, Infogrames
has confirmed a port of the
Nintendo 64 game to the PC,
PlayStation, and Game Boy
Color. German-based X-ample
will produce the PlayStation
version, while Indian developer
Dhruva Interactive is tackling the
PC version. Both games will
contain various enhancements,
including sampled speech, as
well as new levels. The
PlayStation version is expected
to be ready first. When might we
expect to see it? At the earliest,
sometime this fall
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BIG IN JAPAN

Next Generation reports from the Eastern front

Batteries not included

t's not the first time, and it won't be the last. SNK,

Neo Geo’s parent company, has been schooled by
Nintendo in the fine art of portable game hardware. As
the almighty Game Boy caught its second wind (or
rather, its third or fourth) in the form of Game Boy Color,
SNK launched the Neo Geo Pocket to much fanfare at
the Tokyo Game Show — boasting a clear screen and
Dreamcast VMS compatibility. But the hoped-for bite
that SNK was hoping to take out of the Game Boy
market never materialized. The figures tell a familiar

(clockwise from top)

http://www.next-generation.com
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®

story. From Oct. 19 to Dec. 20, the Neo Geo Pocket sold m:"af::?he
fewer than 39,000 units, compared to the Game Boy's slot micnine sim
untouchable 702,000. Who bit whom? Cherry Master.
Not to be deterred, SNK has officially announced its THIGI::. ﬂﬂ;s are
L unlikely to cause
own color handheld — Neo Geo Pocket Color. Boasting a Niittentlo foo many

16-bit processor and a 146-color screen (from a palette
of 4,096) as well as a battery life of 40 hours, the system
has the technical edge over Game Boy Color — but as
history has proven time and again, that's the least you
need to beat Gumpie Yokoi's greatest invention. SNK will
require more than yet another version of King of Fighters
to stand anything but the slimmest chance of success in
a market that Nintendo has, pun intended, in its pocket.
The Neo Geo Pocket Color will be available in

Japan on March 19, priced at ¥8,900.

sleepless nights....
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SELLING BIG

IN JAPAN THIS i L0
A
MONTH cPU: 16bit
R e Display: 160x152 TFT
[T MR ) e =m—] 2
. Grash Bandicoot 3 (SCE) PS dE ks Y67 XX Colors: 146 on-screen (4,096 total)

Bassing Landing (ASCI)) PS

. Dragon Guest Monsters:
Terry's Wonderland (Enix) GB
Tales of Phantasia

Battery Life: 40 hours

Options: Wireless.

Communication Unit

Dreamcast adapter (VMS compatible)

(Namco) PS &8

. Pokemon Cards o Announced Titles:
(Nintendo) GB o King of Fighters 2

. Sonic Adventure (Sega) DC S Neo Dragons Wild

. Simple 1500 Series oA Cherry Master
Vol. 1 (MCP) PS Packet Tennis
Chocobo's Mysterious i Tsunagete Pon
Dungeons 2 (Square) PS iz Baseball Stars
Street Fighter Zero 3 King of Fighters (top), Pocket Tennis (bottom right), Neo Baccara
(Capcom) PS and popular puzzler Puzzle Bobble Mini are out now Neo Mystery Bonus

10. 1.8. Final (SCE) PS Puzzle Bobble Mini




Another Bomb

JAPAN

THAT'S

fter the lukewarm reception received by

Bomberman 64, Hudson’s latest
attempt can be viewed as either a welcome
opportunity to get it right or another nail in the coffin of
one of the industry’s most beloved franchises,
depending on your perspective.

Like its predecessor, Baku Bomberman 2 takes
place in a Mario-style 3D world — only this time,
Hudson is hoping to make amends with a series of
tighter maps and enclosed mazes that hark back to
classic SNES titles. In what sounds regrettably like
padding, Hudson has added a sidekick in the form of
Pomyu, whom the player must use to jointly solve
puzzles, and extended the bomb selection. Whether
this super-cute character wil turn out to be the Robin
to Bomberman's Batman or merely a lame Godzuki
remains to be seen. Depending on the situation and
area, Bomberman will use earth, air, fire, or water-
based bombs to defeat the enemies and solve
environment-based puzzles.

Still in the early stages of development, despite an
announced spring release date, Baku Bomberman 2 will
need to be more than just another star vehicle for
Hudson’s most famous creation if it's to make its
mark and avoid being just another misfire.

INIG]

A RAP

Sony Japan is currently
running a series of ads to
promote its PaRappa the
Rapper sequel, Um
Jammer Lammy (see
page 50). The rapping
dog has been sidelined
this time around,
replaced by rock-chick
lamb “Lammy.” In the ad,
PaRappa is seen watching
TV when he sees Lammy
on screen. He
immediately forgets his.
pressing appointment
with a nearby lamppost
and falls, love-struck, in
front of the TV set — his
pupils the shape of
hearts. Not only does love
“know no color,” it seems,
but it's pretty broad-
minded when it comes

to interspecies
relationship:

The Tokyo Treat

Last seen losing the plot in Bomberman 64,
Hudson’s ubiquitous hero returns for a sequel.
This time around it's back to basics

nigmatic Japanese developer Kenji Ino (head of

Warp) reconfirmed his artistic and oblique take on
life with an unusual Christmas present. Following up
on those dedicated souls who attended the May 1998
D2 announcement (see NG 46), Enc-san’s gift
consisted of a food package, presumably aimed at
clearing up some of the galloping acne displayed by
the more sickly otaku seen sniffing around the
unveiling. Featured on the packaging is D2's heroine,
Laura, while Eno saves his star turn for the back of the
box — cooking up a pot of tasty vittles. If only finishing
the game was as quick and easy as this, we might see
D2 in time for the U.S Dreamcast launch NG}

What's cooking? D2 heroine Laura and Warp boss

@ i
Kenji Ino invite you to dinner — just add hot water j.“,,.gf»"."g =
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The Tenchi Muyo OVA DVD

3 Disc set contains Tenchi Muyo Encyclopedia 3.0 containing detailed
information and production materials for each Tenchi Muyo series -
including the new Tenchi Muyo Feature coming out this Spring in Japan!

24k gold foil printed mini-plague in the first 3,000 boxes!

*THX Certified remastered film transfer
. of Tenchi Muyo!
(OVA Vol. 1-13. Sorry, no Mihoshi Special)

*3 Dolby Dig ac
5.1 Re-mixed Japanese
2.0 Original Japanese
2.0 English Language

Proncer

FOLLOW THESE SIMPLE STEPS:

1) Cut out or Copy this Ad

2) Fill out your info and grab some money
3) Go to your favorite store

4) Show them your BISII or credit card
and give this form to them

packaged in a premium three disc
DUD case with a plastic slip case - for
less than the cost of the collection on VHS!

Retailers: If you have any problems obtaining this
product from your regular distributors, please call Pioneer
Entertainment Sales at 1-800-515-7655 x5084 or x5083.

Tenchi Muyo OVA DVD Ultimate Edition THX Box Set
Product No.: PIDA-1001V, Ordering No.: 10174

CONSUMERS:

If you have any problems, try another
store or

Check our our website at
www.pioneeranimation.com



DREAMCAST COUNTDOWN

Next Generation tracks the progress of Sega's dream machine

Pulse’s Under Cover falls

somewhere between D2 and
Blue Stinger, with a little
Resident Evil thrown in for
good measure. It received a
lukewarm reception

Under Cover

! aving quite literally painted the town orange in the
run-up to Christmas, Sega is now shifting the focus
of its advertising from the distinctive Dreamcast swirl and
hardware promotion to what the world is really waiting
for: the software. Sega knows that the key to retaining
the somewhat fragile confidence of the Japanese public
is to pile on the announcements of new titles. This has
created a weird internal dynamic — as Sega executives
line up for press conferences announcing exciting new
software, the PR department is simultaneously fighting a
rear-guard action as more and more top-tier titles miss
their overly-optimistic ship dates. So it was with a slightly
less enthusiastic eye that the press greeted Under Cover,
the latest Dreamcast title to emerge from a third party, in

FROM JAPAN

NOTABLE TITLES STILL TO COME
FEBRUARY

Aero Dancing CsK
Digital Horse Racing Shouei
Get Bass Sega
White lllumination Hudson
Powerstone Capcom
MARCH

Monaco Grand Prix Ubi soft
Blue Stinger Sega
Buggy Heat CsSK
Frame Gride From
Cho-Hamaru Golf Sega
1999

Climax Landers Climax/Sega
Shenmue Sega
King of Fighters ‘98 SNK
Maken X Atlus
Carrier Jaleco
D2 Warp
Grandia 2 Game Arts
Gundam Bandai
Let's Make!.. (Soccer) Sega
Let's Make!.. (Baseball) Sega
E.G.G Hudson
Geist Force Sega
Virtual On Oratorio Tangram Sega
Virtual On - Side Story Sega
Star Gladiator 2 Capcom
Psychic Force 2012 Taito
Giant Slam Wrestling Sega
Under Cover Pulse

Like AM2 boss, Suzuki, Developer Pulse Interactive
believes its latest title will appeal to “light users”

this case Pulse Interactive.

Echoing Yu Suzuki's Shenmue sentiments, the
game’s producer, Masuyusa Ishikawa, was keen to
emphasize that this Resident Evil-style 3D adventure
would appeal to “light users” — the mass-market
audience Sega perceives currently to be the sole
preserve of Playstation.

The game takes place in Tokyo in the year 2025 and
is visually very similar to Blue Stinger. Featuring a female
lead character in the form of Detective Kei Samejima,
Under Cover is inspired by a famous Japanese novel of
the same name, the gist of which seems to be along the
lines of a cop thriller involving the Mafia.

Sporting less-than-convincing animation and a
somewhat simplistic combat system (push once to draw
your weapon, twice to aim, and three times to shoot), the
Japanese press — though eager to support the “new”
Sega — appeared to give the title a decidedly lukewarm
reception. It remains to be seen whether Under Cover,
inspired as it is by a book, is a best seller in the making,
or nothing more substantial than an airport read.

LE
pas | =) |
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Like Blue stinger (which it closely resembles,
’ graphically), Under Cover is set in a futuristic city
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DREAMCAST

FORMAT
Dreamcast

PUBLISHER
Sega

DEVELOPER
Sega (Sonic Team)

RELEASE DATE

Out now (Japan;

ORIGIN
Japan

Yu Suzuki’s anticipated opus nears completion

Shenmue lead Ryo Hazuki gets to grips with multiple opponents in the Dynamite Deka-inspired Quick Timer mode

fter a tightly orchestrated unveiling, Sega’s most

anticipated (and most important) Dreamcast title is
edging closer to completion. As more details emerge,
Shenmue is looking increasingly deserving of Yu Suzuki’s
enthusiasm.

The plot, though still sketchy, concerns the lives of
two characters — Ryo Hazuki and Rei Shenhua. The main
protagonist of the story is Ryo Hazuki, who travels to
Hong Kong to solve the mystery of his father's recent
death. There he meets the love interest, in the form of
Rei. The majority of the game takers place in Hong Kong
in the mid-1980s (which explains the ripped jeans and Top
Gun haircuts), but there will be a portion set 30 years
previously in Yokosuka, Japan — Ryo's birthplace. Suzuki
won't elaborate, but this suggests that you will be able to
play as the young Ryo — a technique recently employed
in Zelda: Ocarina of Time.

The previously reported Quick Timer Events mode is
now known to be a significant, but (thankfully) relatively
small portion of the game. Inspired by Sega’s coin-op
Dynamite Deka (Dynamite Cop), the single-button “choose

your path” navigation system comes in to play at key
points, but will not be used to resolve all combat
situations. Sega recently confirmed the inclusion of VF3-
style combat in the Play mode — the fully 3D system that
makes up the majority of the game.

Suzuki's games are known for their precision
controls, and Shenmue will be no exception. Unlike Mario,
control of Ryo will be through a combination of the D-pad
and the analog stick. The D-pad moves the character, and
the analog control is used for looking around and
providing camera control. The shoulder buttons will
switch between running and walking. How this will work
in practice is debatable — if Suzuki’s goal was to provide
the player with a control system that features camera
control while running, then the D-pad/analog mix could
be difficult, as both are on the same side of the controller.

If Suzuki can resolve the doubts surrounding the
controls, Shenmue could prove to be the killer app Sega
needs to make Dreamcast a real object of desire amongst
both the hardcore and the mainstream of the game-
playing public.

‘ An integral part of Shenmue is making money for your character through street gambling
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DREAMCAST
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Dreamcast
PUBLISHER
Sega
DEVELOPER
In-house

RELEASE DATE

Out now (Japan)

ORIGIN
Japan

Far from perfect, but still one of the best racing experiences ever

Sega Rally 2

TR TINE )
ORBR(55.0) 7
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hen Sega Rally 2 first debuted at last year’s Tokyo
Game Show, it was far from impressive. Hampered
by bland graphics, polygon glitches, and pop-in problems,
Sega reportedly locked the conversion team into a room,
requiring 24-hour shifts until the game was reworked into
something playable. The overtime paid off.

As first-generation games go, Sega Rally 2 is an
impressive conversion. The Dreamcast version runs at a
slightly higher resolution than the Model 3 arcade edition
— just enough to make the gravel seem that much
crisper; what's more, just about all the little flourishes

present in the arcade are here, including car weathering,
subtle headlight effects, an excellent animated reflection
map on the windows, and the occasional person running
across the track for a quick photograph.

Such alluring eye candy doesn’t come without a cost,
however. When performing high-speed maneuvers near
large objects, the framerate will noticeably drop, although
it doesn’t hinder gameplay in single-player mode.
Likewise, the Dreamcast’s Power VR2 pushes the draw-in
to an impressive distance, but it is still present to a
noticeable degree, especially to spectators, if not players.
To be fair, the coin-op was just as bad in this respect, but
it's a shame that Sega's internal teams failed to make
headway here. Unfortunately, in two-player, single-screen
mode, these flaws become exacerbated to such a degree
that it seems as if Rally’s being played on a high-
resolution Nintendo 64 — hardly the desired effect.
Minor glitches aside, Rally 2 is possibly one of the

STRATOS,

DRIVER

JORG)

| Hardcore rally fans may quibble, but for an arcade racer, the control is plenty realistic, and the varied environments are surprisingly deep




finest driving games around. The Saturn port of Sega Rally
was one of the saving graces of the console, and its
sequel provides enough quality gameplay to keep the
hardcore fans satiated — at least unti the second-
generation titles arrive next month.

As usual, AM2 has flawlessly captured the off- and
on-tarmac rally experience. Analog control is excellent,
with analog steering, brakes, and acceleration, which
delivers one of the most realistic driving sensations yet
seen. Without the alarming framerate stutter, it would
have no competition. There are five basic modes within
the game: Arcade, 10-Year Championship, Time Attack, 2-
Player Battle, and Network Play. Arcade mode is a faithful
conversion of AM2's original version, where racers can
compete on three courses — desert, mountain, and
Riviera. While all the options normally locked in arcade
mode are available for the Dreamcast it's a shallow
substitute for the real meat of the game — the10-Year
Championship.

Sega’s made impressive progress in adding depth to
its arcade ports. The Championship gives players the
opportunity to race through 16 standard courses in six
different environments — desert, mountain, Riviera,
muddy, snowy, and isle racing. Predictably, each
environment caters to different driving styles and cars,
but the courses are cleverly designed, and make for a lot
of exciting driving. Players can also customize their cars
0 a greater extent. Unlike the arcade option, cars can use
different-speed transmissions and change a variety of
parameters, including twelve types of tires, gear ratios,
shocks, and brakes. Winning each year unlocks a new car,
adding more replay value to an already deeper-than-
average game.

Perhaps Sega Rally 2's greatest blessing (and curse)
lies in its steep learning curve. To play through a game is
easy. To win is almost inhumanly difficult. it's clearly

geared toward expert gamers, requiring thorough
knowledge of the car, the system, and the controls to eke
out the extra few seconds that make the difference
between fourth and first place. Drivers wil find that even
one or two bumps against a wall will cost them the year
— even on the easiest levels. The fun isn't diminished, but
to move further into the game requires a serious time
commitment.

As Sega’s third Dreamcast title, Rally 2 is an
impressive demonstration of the Dreamcast’s potential.
Graphically brilliant, damn fun to play, and deeper than
any previous port, it is, like Sonic Adventure, so close to
perfect that the flaws stand out in contrast. In the end, it's
a solid conversion that could’ve been spectacular if it had
only been released a little later. Expect Sega Rally 2 to get
a full tune up before the U.S. version ships.
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DREAMCAST

10-Year Championship gives
players the opportunity to
compete in more courses —
and more competitive
options than any other mode

Seeing these screenshots and actually playing the game are two very different things. The larger the TV, the better this game looks
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Sting's first Dreamcast title

advances the status quo and not much else

Evolution

FORMAT
Dreamcast

PUBLISHER

ESP

DEVELOPER

Sting

RELEASE DATE

Out now (Japan)

ORIGIN

Japan

@ volution may become the benchmark by which all
other RPGs are judged. Not because it's
technologically advanced or graphically spectacular, but
because it's perfectly average.

Sting seems to have lifted a page from Camelot
Software’s Shining Force Il in making this game. While it
has crisper edges, higher resolution textures, and
characters designed from polygons instead of sprites, it
remains largely indistinguishable from any overhead,
polygonal, turn-based combat RPG on the Saturn. In fact,
it's quite apparent that the designers started work on
Evolution before the Dreamcast specs were even finalized,
as it displays none of the graphical flair or complexity that
Climax Landers possesses even in its nascent state.
Exploring the randomly-generated mazes with simple

! Py A TV R :

Gameplay, on the other hand, isn’t much different from the very first 3D RPGs. Gamers in search of the new should wait for Shenmue

repeating-tile graphics is reminiscent of a high-tech version
of the classic low-resolution Atari dungeon explorers.

It does have its charms, though. The designers have
made an honest effort to incorporate the Dreamcast's
graphics power into the game, with impressive particle-
based spell effects that challenge some of Square’s better
Final Fantasy efforts. Neat touches such as an excellent
automap system and a flexible spell development system
show that Sting is keeping abreast of the advances in
RPG interfaces. Finally, even basic dungeon-delving is
addictive enough to become a habit — just one level
is never enough.

DD eDDDE




From Software abandons v

Frame Gride

1 exclusivity,
but not the world of giant robots

asking in the glow of its successful giant-robot

beat-"em-up franchise Armored Core on
Playstation, and with a second sequel to the game,
Armored Core: Master of Arena, now underway, From
Software is gearing up to release Frame Gride, a
Dreamcast spin-off of sorts from the popular action
series.

Giant robots still take center stage in this title,
although the main focus here will no doubt be the one-
on-one combat mode, which will utilize a local split-
screen display and additionally enable two players to
link-up via Dreamcast'’s built-in modem. A traditional
story mode, which will feature four separate story
lines, is also in the cards. Players will be asked a series
of questions that will determine which path they’ll
embark on.

In common with the Armored Core titles, the game
sports the essential robot upgrade system, which
involves a seemingly limitless array of different heads,

Even in its early form, Frame Gride runs the gamut
of effects

sSoftware’s first Dreamcast effort falls under the
same heading: giant robot combat

1 Best known for its Armored Core series, From

DREAMCAST

torsos, arms, legs, and other various components for
each Frame Gride, as the tanks-on-legs will be referred
to this time around. The developer has expanded upon
this system by including various materials from which
these parts can be made, including silver, crystal, and
ceramics. Players can further upgrade their robots
through the use of Liberate Stones, which bestow
elemental powers, increased attributes (such as hit
points and speed), and special abilities such as flight.

Gameplay facets aside, the title’s lush, organic
environments and decidedly intricate robot designs are
easily its strongest suit at this early stage. They will no
doubt go a long way to win it favor among Dreamcast
owners who will soon be faced with no fewer than four
separate titles in the genre — none of which has yet to
equal Frame Gride’s sheer visual splendor. If its lineage
is any indicator, the rest of the title will more than
match its glossy exterior.

Two-player combat will take place via a split-screen

display locally or a head-to-head Internet connection

FORMAT
Dreamcast

PUBLISHER
From Software

DEVELOPER
From Software

RELEASE DATE
TBA

ORIGIN
Japan

REDLINE RACER
Criterion Studios
developed this arcade-
style motorcycle racing
title last year for PC, and
Ubi Soft picked it up. Now
Redline Racer has been
announced for Dreamcast,
although no release date
has been set. The game
features the unusual
option of choosing the
gender of your rider, along
with 3 modes — single
race, tournament, and
versus. It's worth
remembering that Sega of
America has repeatedly
stated its distaste for
ports from the PC — but
with the Dreamcast in
need of solid titles in
Japan, it's hard to see SOJ
turning this one down.

From the PC to Dreamcast:
Redline Racer certainly looks
better than the average port
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FORMAT
Dreamcast

PUBLISHER
Atlus
DEVELOPER
Atlus
RELEASE DATE
TBA

ORIGIN

Japan

STUNT

GRAND PRIX

Team 17, the UK.
developer responsible
for the PlayStation and
PC title Worms, is
throwing its hat into the
Dreamcast ring early —
noting the publicity
benefits of being one of
the first to pin its colors
to the Sega mast. Stunt
Grand Prix provides 20
stunt cars for the player
to race, coupled with
what is claimed to be a
hyper-realistic physics
engine (aren’t they all?)
Development is leading
on PC, and no release
date has yet been
announced.

Britsoft developer Team 17 is
‘well into development of its
first DC title — Stunt Grand Prix

It's action unusual as Atlus makes

Maken X

its Dreamcast debut

ith development headed by Cozy Okada and

Kazuma Kaneko (the producer and character artist
responsible for Soul Hackers), Atlus’ initial offering on
Dreamcast, Maken X, showcases the same love for the
bizarre that the duo’s popular role-playing game brought
to Saturn in 1997.

The extremely bizarre is at the crux of this
incredibly dark action-adventure title, in which players
assume the role of a Maken, a spirit able to leap from
body to body at will. This ability will form a focal point of
the game, allowing players to possess any of 10 different
hosts and consequently make use of their inherent
abilities in battle. Utilizing all 10 characters will prove
essential to completing the game, and, as a result, Atlus
has bestowed a strangely fitting moniker on this game
system — Brain Jack.

Fighting through the game's richly-detailed
and disturbing environments — all of which, Atlus
promises, will run at a brisk 60fps — players will be
pitted against enemies and traps that may as well have
leapt straight from the twisted mind of the Marquis de
Sade. Confrontations with these creatures are to be
(ahem) tied together in a nearly non-stop fashion,
although the occasional cinematic will be called upon to
provide a break for the player.

In an effort to move away from the pure hack-and-
slash gameplay of other first-person adventure titles, the
developer has instituted a Zelda-like lock-on system,
which it has dubbed “auto focus.” Taking Miyamoto’s

Players will come up against a host of sado-
masochism-inspired foes and traps, including
leather-bound women

inspiration a step further, it will enable the player to not
only track a specific enemy when engaged, but also
target specific areas on their bodies.

Atlus is also making strides with the game’s audio,
which is scheduled to make full use of Dreamcast's 3D
positional sound technology to create the sensation of
action occurring all around the player. Options to listen
though speakers or headphones will be provided,
though Atlus has already stated that the latter will
provide the most frightening experience.

Maken X boasts surprisingly disturbing imagery that is promised to be further enhanced with the addition of
3D environmental audio effects
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Konami’s first Dreamcast effort takes shape — and sets its

Flight Shooting

sights on Namco's Ace Combat

| The high-polygon count makes for locales that are often every bit as detailed as aircraft flying high above them

. erial combat is the premise of Konami's initial
effort for Sega’s next-generation hardware. The
tentatively-titied Flight Shooting is the publisher’s first
foray into the genre since the 1987 release of Top Gun
for Nintendo Entertainment System. Joined by the odd,
yet highly marketable (for Japan, at least), Pop’n Music
on Konami's foreign Dreamcast software schedule, the

Flight Shooting will offer players an in-cockpit
viewpoint complete with a fully-functional
Heads Up Display (HUD)

game promises hyper-realistic environments and
aircraft, coupled with arcade-style play that aims to give
Namco's well established Ace Combat series a
formidable challenge.

Early glimpses have revealed a game that, while
visually stunning, remains largely arcade-style when its
underlying gameplay is compared to most PC-based
flight simulations. Designed purely as a console product,
the game will forego most of the often painfully realistic
trappings of the genre, and instead rely on basic meters
for fuel, damage, and ammunition. Konami's clear
emphasis with this title will be on creating breathtaking
environments and aircraft models that move at
breakneck speed — and not re-creating the countless
knobs and switches of a real tactical fighter cockpit.

Konami has plans to include a wide assortment of
aircraft — and not just those of the fixed-wing variety.
Thirty real-world aircraft are called for, including the F/A-
18 Hornet, F-14 Tomcat, and SU-34 Platypus, along with
other common and not-so-common craft, such as attack
helicopters and stealth fighters. Bombers and transports
will also play key roles in several missions, although they
won't actually come under player control. These craft
will take to the skies over several different terrain types,
of which mountains, deserts, and snow-covered plains
have been revealed.

Debuted in December in Japan, Flight Shooting is
expected to ship by year’s end, meaning that it will face
an inevitable on-shelf battle against Namco’s
forthcoming Ace Combat 3 for Playstation. It will have a
more direct challenge, however, coming in the form of
CRI's Dreamcast-only Aero Dancing, a title that, unlike
Konami's, is rooted exclusively in air-show-like
aerobatics and not full-tilt warfare simulation.

Dreamcast

PUBLISHER

Konami

VIRTUA

STRIKER 2

Sega has announced the
conversion of its Model 3
Step 2 coin-op soccer
title, Virtua Striker 2
Version 99 for

Dreamcast. Having only
t appeared in
Japanese arcades, the

jus

game is making a speedy
leap to the super-console
and is likely to be a big

seller when it arrives in

stores this April

Another Sega coin-op comes
to Dreamcast. Virtua Striker
2 should do well in Japan
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Panther Software hopes the second time's a charm
for its anime-based action title

FORMAT eleased in 1995 for the then en vogue (in Japan,
Dreamcast at least) Sega Saturn, Space Griffon conveyed
puBLISHER  Much of the look of its anime namesake but suffered

Panther Software  under the hardware limitations of its host console’s 3D-
unfriendly architecture. Four years later, the developer
is giving the first-person action title a second go, this
time on a machine that will undoubtedly prove to be
ASE M{B»‘x more than equal to the graphical task.
Assuming the role of freshly recruited robot
ORIGIN jockey Jim Villington, players are put in control
— Japan of several advanced “mecha” on a mission
to get to the bottom of strange goings-on
in an underground factory complex.

DEVELOPER

Panther Software

SEGA
SUPERSPEED
RACING

Challenging Ubi Soft's
Monaco Grand Prix is
Sega’s own recently
announced Superspeed
Racing. Sporting the
American CART license
and featuring design
help from Team Rahal
the game boasts 27
official drivers from the
17 CART teams and a
comprehensive 19 tracks
(including a super-speed
oval). Superspeed Racing
is tentatively schedul
for a March release

The robot models are miles ahead of previous titles, including Sega’s own Virtual On coin-op hits. The first-
person genre is currently under-represented on Dreamcast — Space Griffon goes some way to rectifying that

in Japan
Each robot has the ability to switch between three person-shooter crowd, with players going up against
different forms: cruise, assault, and combat. Cruise airborne, roving, and stationary enemies. Due to the
mode enables flight, which should prove particularly fact that players are piloting multi-ton robots, the game
handy in exploring the massive industrial complex isn't likely to have the pace of an Unreal or a Half-Life,
The latter two forms are intended for enemy however. Exploration appears to be nothing more than
confrontations and offer varying degrees of a means of encountering more enemies — players’
maneuverability. Jumping back and forth between puzzle-solving and map-making skills will likely take
modes changes the on-screen data display as well, a back seat.
offering enemy statistics (range, type, target lock) One of the first titles of its kind on Dreamcast,
when in combat form and a map and compass Space Griffon will not only have to please fans of the
combination when exploring. genre, but fans of anime as well in order to prove

Combat itself should prove familiar to the first- a success its second time around.

fast, but looks a little too first-
generation at this stage

Sega’s Superspeed Racing is ‘

| East meets West: Futuristic anime designs matched with the immediacy of the first-person shooter




featuring the

P\&&\&MAM lace.

o Single- or turn-hased two-person play

© Internet play allows you to play against
your friends on MSN Gaming Zone

o Find power-ups that will help you find
the canisters, posters and awards faster
and increase the game’s excitement

© Keyboard, Joystick and Gamepad
compatible, so you can play any way
you want

© Bonus and Hidden Rooms extend the
fun and give you a chance to rack up
the points

AR, £55.
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SouthPeak Interactive, the SouthPeak Interactive Logo, and A
Gigantic Adventure are trademarks or registered trademarks of
SouthPeak Interactive, LLC ® indicates a US.A. registration,
Copyright © 1999 SouthPeak Interactive LLC. All Rights
Reserved. The MSN Gaming Zone Logo is used under license
from Microsoft Corporation. Al other trademarks are the regis-
tered trademarks of their respective companies.

ANIMANIACS, characters, names and all related indicia are
trademarks of Warner Bros. © 1999

SOUTHPEAK™

INTERACTIVE

An adventure so huge, it can only be called 1

GIGANTIC!

Grab hold of your sanity, because you're about 40 go on the craziest treasure hunt ever!

In this fast-paced, side~splitting adventure, you'll become one of the zany ANIMANIACS
in search of the movies, posters and awards THADDEUS J. PLOTZ has hidden from you. As
you search for your stolen stash in old film sets like The Gigantic, and other hilarious
scenes, you'll laugh out loud at the wacky ANIMANIAC antics.

But beware: RALPH THE GUARD and DR, SCRATCHANSNIFF are right on your heels. One

wrang move, and it's back to the sanitarium!

pN\MANI4C,

GIGANTIG

www.southpeak.com ADVENTURE



Detective Burn only knows
one way to pay-back.
& 2

 TAGTIGHAL R

Professor Howard’s been kidnapped and held hostage. Detective BUrns is hot
on the case, but'so is the Tactical Rescue Amﬂmvgroup (T.R.A.G.). Asthey fight
for the limelight, the Professofsonily hope e his scientifically enhanced
daughter Rachel, with her Artificial Intelligence implant. When the kidnappers
demand a ransom, there’ll be more than just egos flying, there’ll be bullets....

" THE ULTIMATE 3D ACTION/ADVENTURE ROLE-PLAYING GAME!

==

o A o Gather Your hc@e.l oo S8| He’sBaaack..  EXCLUSIVELY DISTRIBUTED BY:
o 2 e\ | MonsterEggs, PEVACES 3] This Time With A

v E Incubate Them, .| Parachute! And,

\2'7 z :Irll.tfiS?ngwem ' Wait Til You See

Zie o Fight Your 5 What e Can Do W
E g SR Enemies! SUNSDFT - With It! www.electrosourceinc.com
8 MONSTER SEED CHAMELEON TWIST 2

All names and logos are the registered trademarks of their respective companies.



Gran Turismo 2 PlayStation Team Fortress 2 PC Road Rash 64 NS4
Unreal Tournament PC Um Jammer Lammy PlayStation

ALPHAS

The future of games foretold here

m nreal, Gran Turismo, Team Fortress,
PaRappa. Four titles that couldn’t be
more different from each other. With the
arrival of spring comes word (and
screenshots) of the next projects from their
respective creators. But are they all sequels?
The answers lie on the following pages

34 Team Fortess 2 pC
Valve updates its cult war title

38 Unreal Tournament pC
Epic revamps multiplayer Unreal, for real

45 Bust-a-Move 2 PlayStation
Enix busts outs its disco-dueling sequel

a6 Gran Turismo 2 PlayStation
The second coming of this master racer

49 Shadowman Multi
This voodoo adventure nears completion

50 Um Jammer Lammy  piaystation
The creators of PaRappa strike again

54 Road Rash 64 Nintendo 64

A return to glory for this combat-racer?

58 Jade Cocoon PlayStation
One gorgeous, monster-catching RPG

MILESTONES

FINAL FANTASY Vil PlayStation 61
T ROW NEVER DIES PlayStation 62

Nintendo 84 82

PlayStation 82

LEGACY OF KAIN: SOULRERVER 7O 62
TRANS-AM RACING PC 63
VAMPIRE PlayStation 63
HEAUY GEAR 2 PC (3]
DAIKATANA PC ]
RCSTUNTCOPTER PlayStation 84
GEX 3: DEEP COVER GECKD ~ PlayStation 84
DISCWORLONOIR ~ PlayStation
PC
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TEAM FORTRESS 2
]

It stunned the single-player world with the superlative Half-Life. Valve's next mission?
To prove the developer can bring the multiplayer masses to war and back

Unlike traditional deathmatch, Team Fortress 2 places its emphasis on teamwork instead of individuality

FORMAT

PC
PUBLISHER
Sierra Studios

DEVELOPER

RELEASE DATE
July 1999

ORIGIN
us.

he problem with Quake and Unreal

is that they present these ethereal
environments that people have no
connection with,” says Robin Walker. In
contrast, Walker (designer) and John Cook
(lead programmer) have created an
instantly recognizable look and feel for
Team Fortress 2: the stylized warfare of
epics such as The Longest Day,
Stalingrad, and Saving Private Ryan.
“We're going for cinematic warfare,”
explains Walker. “We want it to look like a
war movie.” But not just because the duo
thinks the war-movie motif would work
well in a first-person shooter. The look
and feel of the game were carefully
chosen to appeal to a broader audience
than traditional online, multiplayer
gamers.

That wasn't the case with the
original Team Fortress, a multiplayer
Quake mod originally created for Walker
and Cook’s LAN-party friends. “We
wanted something beyond Capture the

Flag, and we'd heard about QuakeC, so
we just decided to do it. We put it on the
Net and had no plans to update it, but we
just kept getting email, so...." says Walker,
trailing off.

In retrospect, the huge fan
response to Team Fortress isn't
surprising. TF took team play well beyond
Capture the Flag, improving gameplay
objectives but most notably adding
different classes of players, each of which
required a different skill set to play well.
Some of the classes departed rather
dramatically from traditional FPS fare —
it's safe to say that no one at Id ever
considered putting medics in Quake.
While the different classes struck
most players of TF as a fun new way to
play, they may also represent something
far more elusive: a way to bring
mainstream and mass market gamers
into what has traditionally been the realm
of the hardest of hardcore players: online,




multiplayer, first-person shooters.

Why bother trying to appeal to the
mainstream at all? “Multiplayer is just the
best expe
but ther
want to play multiplayer games, but they
don’t want deathmatch,” says Walker. "A
multiplayer game is only as good as the

ence you can have gaming,

a whole bunch of people who

number of people who play it, and if we
can get more people playing, everyone is
going to have more fun.”

But unlike Unreal: Tournament (page
38) or Quake Ili: Arena (NG 50), which
attempt to bring new people into the
genre by offering extensive training or bot
missions, TF2 brings them in by
fundamentally changing the way the first

person shooters are played

T — It's simple, really. There will be nine
will ensure that each classes (light infantry, heavy infantry,
type of player is valuable medic, engineer, commando, demolitions
- man, sniper, commander, and rocket
infantry) in TF2, each with different
weapons and abilities, and each requiring

different skills. Most classe

:s have analogs

“A multiplayer game is only as good as
the number of people who play it”

Robin Walker, Designer, Valve

in traditional armed forces, or at least in
the small teams featured in movies like
The Dirty Dozen. Or Force 10 From
Navarone. Can't aim, but love running
yround shooting? Try heavy infantry,

which features lots

wild spray, but
doesn't require good aim. Camper?

NG ALPHAS
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A bridge too far? The demolitions expert proves his worth

Sniper. And if you don't like (or can't)
shoot at all, help your friends as a medi

(healing other playe

1eer (building

or disi

nantling set-pieces such as

machine-gun ne or cameras), or spy. If

you don't even like moving around at all

try your hand at Commander: watchir
the battle from solider-mounted came

(a la Gorman from

Aliens) and dispensing
orders.
The maps (20 will be supplied)

feature goals as diverse as “storm the

Team Fortress 2 tries to maintain realism. If you die in mid-match you are then shuttled back into the game via airlift or APC as a reinforcement !
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valve is hoping the “old
war feel” will make the
game more accessible

beach” (one team attacks, one defends)
to “snatch the dictator, alive” (both
teams have the same goal) to “escort/kill
the civilian.” More importantly, the maps
are designed so that all team members
(up to 32 per team) are valuable in each
mission. You could storm the beach
without a medic, but you probably
wouldn’t want to.

Equally important w drawing
in new players, says Cook, is the game’s
atmosphere. “It provides instant context.
It's really just more than background. If
we can re-create Omaha Beach, people
will know exactly what to do. If we put
someone in this situation they've seen
countless times in war movies, there
won't be any confusion, they'll just know
how to play.” Another reason for the war
environment? “People want reasons for
what they're doing. War is something
everyone can understand.”

Veteran online players have been
used to fighting enemies who look
identical and animate poorly, but the TF
team feels that's too abstract. There will
be eight faces per team, and four

“People want reasons for what they’re doing.
War is something everyone can understand.”

John Cook, Lead Programmer, Valve

different teams. Although the teams and
their weapons are based on reality
(Soviet-style, NATO, etc), the team is
quick to point out that the goal is not
simulation. “That's the worst thing you
can call us!” says Cook. “We want it to
be familiar, but we'll always pick fun over
realism. So, it might look like an AK-47,
but that doesn’t mean it's a simulated
AK-47." That said, the goal of the look of

Vi, A

Each class has a unique look to help distinguish it in the field |

It's likely some will want

to stay back with the big guns

the players is to “enwrap the player in
plausibility.”

Part of that plausibility will come
from the parametric animation, which
lets the team dynamically merge
animations. If a player is walking one way
and firing another, the animation reflects
that. “Guys look like they're doing what
they're supposed to be doing,” says
Walker. The team says that changing the
animations based on player’s injury
levels is also possible, so if you get hit in
the leg, you'll limp, although this may not
make it into the final game.

Another bow to realism that non-
traditional players will appreciate, and
which also adds to the war-style
gameplay, is respawning. Instead of just
reappearing where they die, players
respawn in logical places, such as the
back of an APC or helicopter, and then
arrive at the game en masse as
reinforcements. (The reinforcement rate
can be adjusted.)

Obviously, getting the player’s
attention isn’t going to be Valve's
problem with Team Fortress 2. The true
challenge here will be living up to the
expectations that the game is already
starting to create. Even so, with the
company’s dedication to in-game
realism, approachable game goals, and
an interface designed around the first-
time player, it seems very likely that
even with the competition offered by
Unreal: Tournament and Quake lll: Arena
the company is headed for another
major success. ING}




DEMONSTRATION #2-

1 Tear out your old sound card.
2 Smash into pieces.

3 Toss over your shoulder.

The sound those pieces make when they hit the ground allaround you is the power
of A3D from Aureal. the only audio that works the way your ears do

That's why leading sound card vendors, such as Diamond. TerraTec. Turtle Beach,
and Xitel, are using Vortex audio technology from Aureal, the only 3D audio
accelerator that supports industry leading A3D positional audio technology.

You can also find A3D positional audio on computer models from the industry's
leading PC manufacturers.

Audio based on Aureal technology is awesome. But don't take our word for it
Believe Your Ears. Check out A3D at your local retailer.

BELIEVE YOUR EARS”
Visit us at www.A3D.com

©1998 Aureal Semiconductor, Inc. A3D and Aureal are trademarks of Aureal Semiconductor Inc Other trademarks are properties of their respective owners
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UNREAL TOURNAMENT

One of the best PC action games ever gets a facelift and a new purpose in life:

teaching you to play online

Are they live or are they human

Epic hopes you won't be able to tell

1 NG 44, we called Unreal “the
,Il single best action game ever to
appear on PC,” and we meant it at the
time. (Half-Life has arguably taken the top
spot since then.) Yet if the game had an
Achilles heel, it was its multiplayer modes
its networking code was, to put it

kindly, less than efficient. Despite the
wealth of interesting weapons and arenas,
ping times killed it, and Unreal servers that
had been so enthusiatically set up came
down almost as quickly. On a certain level,
Unreal Tournament is meant to address
this shortcoming,

But it would be an oversimplification
to characterize Unreal Tournament as a
mere expansion pack with cleaner
networking code. Like Id with Quake Il (NG
50) Epic wants Unreal Tournament to be
the world's first multiplayer training game,
inviting players of all skill levels and
e. “If you think about it,” explains

ment's lead

i, Tou

o play online you've got to get

a computer, get the game you want to
play, get an Internet connection, download
Game Spy, find a good server — and then
when you finally get on there, in five

The game includes four different play
modes: Deathmatch, Capture the Flag,
Domination, and Assault

minutes you get your ass kicked, and you
never want to play again. One of the
things we're trying to do is appeal to a
wide audience.”

To this end, Tournament incorporates
a number of improvements and
differences beyond simply a few new PUBLISHER
arenas. The game includes four different GT Interactive
play modes: Deathmatch, Capture the
Flag, Domination (where players fight to
control specific points on the level), and
Assauilt (one team attacks a structure, one

FORMAT
PC

DEVELOPER

RELEASE DATE

Ap! 99

defends), and although these are all Llt]

multiplayer games, single players can ORIGIN
us.

Epic Games



If there’s one thing the
Unreal engine does well,
it's pretty environments

‘ There are 12 weapons, and even the old ones have been redesigned
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Here are some more
Better Homes and Unreal
Gardens shots

each side leading the team,” Polge says.
“Victory is in part based on your personal
skill, but in large part it's also based on
managing your team and changing your
strategy to fit the moment, and really
setting that up. You can even play with all
Bots and just issue commands — the fire
button switches between teammates’
views — at which point it becomes a Real
Time Strategy game.”

Each mode of play inciudes
tutorial missions, and as you progress
Mortal Kombat-style up the tournament
bracket, the Bots use increasingly
sophisticated tactics. The hope is that by
the time you've got a few completed
single-player tournaments under your belt,
you'll be ready for the Internet.

The game also features a surprisingly
Windows-like interface. While some argue
that it makes the game feel a bit like using
Excel, there's no denying that “newbies”
will find it familiar

Many of the weapons from the
original Unreal will make a return. “But,”
Bleszinski says, “the guns look a lot more
like guns now, which was one complaint

By the time you’ve got a few completed
single-player tournaments under your belt,
you’ll be ready for the Internet

that a lot of people had: they didn’t look
like guns, they looked like Cuisinarts!” New
weapons include a Plasma Cannon with a
lightning-bolt alt fire, and the Redeemer, a
rocket launcher with a nose camera.
Another new gadget is the
Translocator, which comes in two parts,
the Source Module and the Destination
Module. The Destination Module is thrown
somewhere, and by activating the Source

Can Epic woo back Net players who were burned once? It thinks so I

The Redeemer’s rocket sends out a
lethal shock wave (above). Cliff
Bleszinski says, “It's just about the
biggest damn gun you've ever seen!”

Module, you teleport to that location. The
device can be used like a grappling hook
to reach places you couldn’t otherwise
reach by jumping, or as a quick escape
route (Destination Modules can be left in
place indefinitely), or, if you're very good,
as a weapon by telefragging. Destination
modules left lying around can be shot at
and moved around by other players (into a
lava pit, for example), and a damaged
Module frags the player who tries to use it.

Graphically, the guns and character
skins have had their textures doubled in
resolution (the characters are uncannily
detailed). New effects for shields and a
Predator-style invisibility power up also
look very good

Considering Unreal's iffy multiplayer
heritage, Tournament has a lot to prove,
and with Quake Il aiming at the exact
same audience, with essentially the same
strategy, it's going to be a tough battle.
(One big advantage: Tournament should
ship first.) That said, it's fair to say that
Unreal Tournament is shaping up to be a
multiplayer addict’s dream. And with Epic
going out of its way to make sure that
even first-time players can join in the fun
If it helps to spread the popularity of first-
person shooters on the internet,
that can't be a bad thing.
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THE DEADLIEST GREATURES
IN THE UNIVERSE ARE ABOUT T0
MEET THEIR MATCH...




© SCALE WALLS and elevator shafts as an Alien and advance with fright-
A ’- . [ N 5 ening speed as you attack to devour your opponents.
‘ ' © STALK YOUR PREY as the deadly Predator using wrist blades, shoulder

\ 4 E R s u s s ep e . .
cannons and invisibility as you surprise attack your enemies.
P ﬁ E M A I ” “ * LOCK AND LOAD as a Marine using motion trackers, pulse rifles and

flame-throwers to eradicate these vile creatures.

The three most ferocious species in the universe are pitted against one another in a bloodthirsty battle for the ultimate prize —
survival. Take your stand as a Marine, a Predator, or an Alien, where one wrong move turns you from hunter into prey.

© AVP DELIVERS the most shockingly realistic first person and multi-player action with heart-stopping suspense and shocking realism.
* OVER 50 LEVELS of enormous, terrifyingly realistic game environments offer virtually unlimited replay to let you hone your combat skills
to a razor-sharp edge.

* FEATURING THREE OF THE BADDEST BEINGS in the science fiction world — who is supreme warrior? Cooperate or compete with your
friends using the full multi-player networking option.



Actual Game Screens

“This game could be one of our all time favorites!”

— Computer Gaming World

“Scaring the crap out of the big boys.”

— PG Accelerator

“Is there anyone that doesn’t want to play this one?”

— PE Gamer
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FIGHTING ACTION NOW FOR 3,000 YEARS, THE DRAGON
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ORIENT. NOW CHALLENGE YOUR
SKILLS IN 3 DIFFERENT GAMES!
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BUST A MOVE 2:
DANCE PARADISE MIX

Enix prepares to hit the floor yet again with the sequel to the dance title of ‘98

Fan favorites Hiro and
Shorty return to the cast
along with newcomers
Tsutomu and Comet, each
‘with their own specific
dance styles and unique
stages

Abundantly animated
stages will figure
prominently into
BAM 2's gameplay

NG ALPHAS

ot on the heels of the PaRappa
I]] craze in Japan, Enix returned the
favor by releasing one of the more
memorable titles in the same vein, Bust-A-
Move (renamed Bust-A-Groove in the USS.).
Featuring a set of flawlessly motion-
captured dancers and backed by an
outrageously catchy collection of dance
tunes, Bust-A-Move showed where the
newly created, but hard-to-categorize,
dance genre could go and successfully
transcended mere imitation.

With games like Konami's Dance
Dance Revolution being currently ported
to PlayStation and poised for success, Enix
has been quick to follow up the original
title’s international success with a sequel,
Bust A Move 2: Dance Paradise Mix. This
time around, Enix promises a new system
for entering dance commands, new
characters, a bevy of wildly interactive
stages, as well as a brand-new company
to provide the game’s soundtrack.

The newly implemented “Intelligent
System” allows the game to adjust
command sequences to better fit the
player's ability. In the original, each
character possessed a set string of moves
that only differed as the player
successfully progressed from one set to
the next. If the player’s timing was off
(enter in a string of directional commands
during the first three beats, then a symbol
button on the fourth), penalties meant
starting over at the beginning of the string
In Bust A Move 2, less dexterous players
who enter in the fourth beat command
oo early or too late will have a whole
different set of moves to enter, instead of
being penalized. This feature promises to
provide more variety in gameplay while
adding a good layer of complexity to the
standard set of moves.

Another feature to be included in the
sequel is the overhaul of each character's
stage. While Bust A Move featured stages

Shorty’s stage takes place on a wooden raft that floats through an
amusement park jungle ride area and features many surprises

bereft of any real interaction, Enix has
sought to remedy the mostly static
backdrops by placing each character in
their own completely kinetic stage, filled
with obstacles, a “rolling” course, and
plenty of visual surprises for the sequel
For instance, Shorty’s stage takes place on
a raft that floats down a theme-park river
that houses snapping alligators,
meddlesome ghosts, and amusement-
park-type tunnels. Players are rewarded
for exceptional gameplay with
backgrounds that transform into surreal
landscapes. In addition to several returning
Characters, Bust A Move 2 welcomes the
arrival of a handful of new dancers:
Tsutomu (a bratty 11-year-old schoolboy),
Bio (Gas-O's father) and Comet (BAM'S
Freda’s younger sister).

Musically, the development team has
chosen to forego its past partnership with
Avex Trax in favor of East West Japan and
Frontier Booking International to provide
the game's soundtrack. Boasting tunes
from big name talent such as Morris White
of Earth, Wind and Fire fame, Metro (the
game's developer) shows it has more than
a little creative ambition up its sleeve.
Though there has been no word as to
Bust-A-Move 2's fate Stateside, with a
string of improvements and additions,
Enix’s premier franchise looks to continue
its quirky, innovative moves when
it releases in Japan this spring. N

Bust A Move 2's
“Intelligent System”
ensures a much more
varied set of dance
moves for each character
during gameplay

FORMAT
PlayStation

PUBLISHER
Enix (Japan)

DEVELOPER
Metro

RELEASE DATE
Spring 1999 (Japan,

ORIGIN
Japan
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PlayStation

PUBLISHER

SCEI

DEVELOPER
Polyphony Digital Inc.
RELEASE DATE

TBA

ORIGIN
Japan

Kazunori
Yamauchi

GRAN TURISMO 2
e

Next Generation travels to Japan to meet the man responsible for last year's best
PlayStation racing game and digs all the dirt on the eagerly awaited sequel

he original Gran Turismo was a

massive hit worldwide, and
deservedly so. Perhaps the ultimate
racing game for the car fanatic, it
practically redefined the genre on
PlayStation in both graphics and
gameplay, and a sequel is not only
inevitable, but highly desirable.
Second time around, the original
team members remain, but they're
joined by 30 part-time graphic
designers, and just about every
aspect of the original has been
enhanced — out of necessity rather
than luxury. “Gran Turismo uses about
75% of the PlayStation’s maximum
performance, so that means there’s
another 25% extra,” explains
producer Kazunori Yamauchi. “And
what I'm trying to achieve in Gran
Turismo 2 is to try and use the
remaining 25% to bring out all of the
aspects of the original at a higher
quality.”

And this is where the
improvements come in, perhaps the
most striking of which is that Gran
Turismo 2 features several categories
of motorsports, namely production,
GT, rally, and sportscar racing.
Another impressive and exciting
revelation is that 400-odd vehicles are
currently due to make the final code.
“We're aiming to get the cars to look
even more realistic,” he
reveals. “so the
visual quality is
going to be

enhanced, but it's unlikely to have the
same impact as Gran Turismo had, as
that was so different from all the
other racing games of that time. But
we're aiming to use the graphics in a
way that if car enthusiasts or car
lovers look at the game they will be
very happy with those minor
improvements — the overall level of
detail should please them.”

No doubt it will, but then so will
the selection. Although unable to
divulge any of the many vehicles we
were shown as potential final models
(pending licensing negotiations with
their respective manufacturerers) the
lineup is way more comprehensive

than the game’s predecessor. But not
only does GT2 offer a far more
international automotive menu, the
cars have been picked by individuals
with an ample knowledge of the
subject. Sure, expect plenty of
obvious motoring entries but even
the briefest of scrolls through the
vehicles on offer reveals some real
surprises, including special and
limited editions bound to delight even
the most dedicated motoring
aficionado.

There’s a huge selection of
tracks, too. Most were still Being:
designed at the time of this writing,
but expect twice the number of the
original as well as a mixture of circuits
and point-to-point stages. Like the.
cars, the track also now boast a more

multinational flavor, so don‘t be
surprised to find yourself rallying
in Tahiti, negotiating 90-degree
tumns in a Seattle street
circuit, speeding




through Rome’s ancient, narrow
streets, and of course, slinging the
car around every bend in the Cote
D'Azure.

Naturally, these will also benefit
from a polygonal makeover. “You've

as possible. The model will behave
more authentically and that will mean
the cars would drive as real cars
drive.” This, needless to say, is
ambitious, but given the astounding
dynamics in the original game,

NG ALPHAS

sportscar in the game. So we didn’t
just add four-wheel drive; we also
changed the height of the engine,”
he says. “We modified the car in
order to make what in our opinion
was the ideal sportscar.” However,

Notice how the suspension acts different for each tire of the cars — it’s this kind of realism that's made the series one of the best, and best selling

probably noticed that something like
R4's environments are as pretty as
the cars themselves, so | would also
like to improve our tracks’
aesthetics,” says Yamauchi.
“However, GT2 uses almost half of
the PlayStation’s ability in physics
modeling so all of the game’s other
aspects must be used with the
remaining 50%." Surely then, Gouraud
shading is out of the question? “We'd
used Gouraud shading in Motor Toon
GP, so technically we're able to do it,
but as half of the CPU power is used
for physics, using Gouraud shading
for the entire game would exceed the
cache memory capacity,” he explains.
"If the information exceeds the
memory capacity, the performance of
the CPU drops dramatically, which is
why we didn’t use it in the first game.
But for GT2, we're trying to
implement some Gouraud shading.
We'll think of the most effective use
for it."

Of course, improvements extend
beyond a higher number of cars,
circuits and prettier graphics. “The
third major improvement in GT2
would be the car physics model,”
Yamauchi adds. “The physics in GT
was very close to real life cars but
was still lacking some of the
mechanics actual cars have, so in
GT2 I'd like to make it as complete

perhaps not unrealistic. Next Gen
was shown the set-up options
screens used by the designers to
input the characteristics for the cars
featured in the game, and it's one of
the most comprehensive listings.
we've seen yet. Every aspect of a
motor car can be altered, from the
usual torque, gear ratios, brake
balance, and suspension stiffness to
steering angle, axle width, alloy size,
and tire tread.

“The physics in GT was very close to real life cars, but .

despite the incredibly driver-friendly
result, Yamauchi is keen to
emphasize that no programming
tricks were used to achieve this.
Rather, it was a case of tweaking the
suspension, moving the gas tank
and engine to the ideal position, and
having the ideal wheelbase and
tread, with surprising consequences.
"As a result of finding ideal positions
for these things, | found that many
cars in real life are totally

I’d like

to make it as complete as possible. The model will behave more
authentically and that will mean the cars will drive as real cars.”

For a car enthusiast, the
temptation to experiment with these
parameters must be enormous, and
given the appearance of a certain
“tweaked” 4WD Mitsubishi FTO in the
original game, it's not something
Yamauchi is necessarily capable of
resisting. “That's right, there is a 4WD
FTO in GT, but | made it for two
reasons,” he confesses. “While
developing GT | heard a rumor that
Mitsubishi was trying to make a 4AWD
FTO, but it gave up the idea because
making a 4WD turbocharged
sportscar would end up too
expensive. The other reason was as
an experiment in making the ideal
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The Gran Turismo series is made for auto enthusiasts by a group of auto enthusiasts, and it shows in every loving detail

unbalanced,” he announces
confidently. “Among all the cars, the
closest to perfection is the Ferrari
355. Compared with the Honda NSX,
the suspension is very soft but does
not exhibit as much body roll, and it's
very comfortable to drive as well as
really fast on circuits.”

Having personally driven most of
the cars in Gran Turismo, Yamauchi is
in a position to make the above

developing GT, but his current vehicle,
a Mitsubishi Lancer Evolution 5, has
suffered no such fate.

“Sound is one of the things that
I'm not satisfied with in Gran Turismo.
For instance, we tried to make the
graphics and other aspects as
sophisticated as possible, but we
didn't have enough time to work on
sophisticated sound. So even if GT
had good sound, G72’s will be better,”

“Among all the cars, the closest to perfection is the Ferrari 355.
Compared with the Honda NSX, the suspension is very soft but does
not exhibit as much body roll, and it’s very comfortable to drive...”

reflection with a certain amount of
authority. So you listen when he
explains why he likes compact, fast
cars and why the Lotus Elise and the
forthcoming Honda $2000 (for which
he has already placed an order), are
two of his favorite cars. He may have
crashed his Subaru Impreza whilst

he boasts. “Actual cars sound better,
which is why I'm not satisfied.
Whether from inside or out, the car
sounds a lot better.”

And if you think Yamauchi is a
tad harsh on GT’s sound quality, you
may be surprised to read what he has
to say about the game’s CPU drivers.
“The Al is one probably one of the
lowest achievements in GT, so in GT2
it will be much improved. For
instance, the opponents will drive as if
actual human beings were driving
them,” he reveals. But of course,
everything in life is relative. “When |
say that it was probably the lowest
aspect, it's if compared with the
game's other aspects. Compared with
other racing games, this low
achievement is probably still superior.
In normal racing games, a car comes
up to you, overtakes you and races
into the distance. And then another
one comes and does the same thing
— or you do it to them — and you'll
probably never see more than a

couple of cars at the same time on
the screen. With GT, the group of six
cars are always racing with each
other, which is actually very difficult
to achieve.”

Predictably, and like R4, GT2 will
support Sony’s Pocket Station for
players wishing to grow their vehicles
when separated from their 32-bit
machine. Less expectedly, Jog Con
compatibility will be offered, in
addition to normal Dual Shock use.
“When | first heard Namco was
making this force feedback controller,
| thought it would be perfect for GT2
because it would make players feel
as though they were driving the
vehicles,” explains Yamauchi. “But
when | tried it, it proved less precise
than | expected. If Namco had made
it in the right way it would have been
a perfect control method, so | was a
little disappointed.”

But despite this slight botch on
what is otherwise shaping up to be a
thoroughly unmissable videogame
driving experience, Yamauchi quickly
rekindles our spirit with a final
mission statement: “l would like to
see more people play the game — in
fact, as many people as possible
whilst still maintaining the fun aspect
of the original, so the aim is to
provide a game that everyone can
enjoy, albeit at a higher level,” he
says. “Gran Turismo was released
December 1997. I'm told that there
are still people playing it now, but
let's say that an average player may
have taken two months to complete
the original game. For GT2, we're
expecting the average user to
spend a year playing it.”




SHADOW MAN

Acclaim’s next hero may not be Turok, but he’s still got a fighting chance

NG ALPHAS

& 4

Shadow Man doesn’t move as gracefully as Lara Croft, but he tries to make up for it by being far more violent

hen Next Generation first looked

at Shadow Man more than a year
ago (NG 38), we saw the beginnings of a
third-person adventure that was equally
ominous and violent. The developers at
Iguana UK told us they intended to take
players to realms beyond the natural
world with a plot heavily laden with
voodoo flavor. Now, just a few months
shy of completion, the game is looking
to do just that.

“Everything was on paper but the
technology,” says Darren Falcus,
managing director of Iguana UK. But
now, as his latest demo proves, the
gameplay and cut scenes capture the
intended style — albeit almost a year
late. “It's been a very ambitious project,”
Falcus explains. “Maybe we
underestimated it, but we want it to be

Minor puzzles are
scattered throughout the
game, such as crossing a
lava-filled room

To Acclaim'’s credit, the game hasn't
been rushed out the door. The developer
has been given the time to add quality
voice-over and cut scenes done with the

FORMAT  In-game models. Of Shadow Man's 16
PC, PlayStation, N64  levels, 12 are set in the macabre
puBLisier  Netherworld called Deadside, and the
Acclaim  other four are real-world environments
set in backwater Louisiana.

J& Currently, the team is finishing the
Al, placing enemies, and tweaking level
RELEASE DATE
Summe; 199 J€SIEN. The RPG elements are also being

balanced, as Shadow Man will gain
Uﬁlﬁd"i power and new abilities throughout the

game. According to Falcus, the PC
version will be finished first, with the
Né4 and PlayStation versions following
closely behind.

So will Shadow Man hit with as
much thunder as Turok? On the Tomb
Raider-less Né4, it is possible. Players
bombarded with horrific environments
and mature themes rarely found in
this medium may overlook the minor
gameplay issues that seem to come
with late titles. And even if it's not
perfect, Shadow Man should
represent a step forward for
the genre.

Iguana UK developed the Vista 3D engine for Shadow Man, which
‘will also be used as a code base for the sequel

AX3N
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UM JAMMER LAMMY

Gaming’s hip-hop pop-culture hero gets upstaged in the follow-up to ParRappa the Rapper

Though the music style of
Um Jammer Lammy will

change, the quirky 2D

visuals of PaRappa remain

the same

S

A
PRITESDCPIEND?

Greenblatt's distinctive
character designs and
Matsuura’s ear for catchy
tunes should make the
entire presentation of
Um Jammer Lammy a
truly inspired work

53

namarket filled to the brim with

big-budget action-oriented titles
aimed at an increasingly sophisticated
audience, who would have thought that
PaRappa, a simple-looking game featuring
a rapping dog and an ultra-pop soundtrack
could have captured the imagination of
the mass market? SCEI bet on the venture
and came up with a highly marketable
mascot who single-handedly created a
whole new genre — rhythm action —
within console gaming and spawned a set
of inspired clones.

While the game’s phenomenal
success in the Japanese market foretold
little of its Stateside demand, PaRappa the
Rapper managed to ignite an underground
fervor, ensuring the cartoon character's
entrenchment as a memorable mascot in
the U.S. Using a "Simon Says" type of
interface, the game enticed players to
"rap" along with PaRappa through a series
of interactive segments that neatly tied
into a whimsical storyline of "Boy Meets
Girl," or more appropriately, "Dog Meets
Flower." PaRappa’s refusal to take itself
seriously went well with the title’s
brilliantly catchy soundtrack and
remarkable character designs, resulting in
a product that more resembled an
inspired art project than an actual game.

(7748
J30k S8IAS ! I T

Much like PaRappa the Rapper, Um Jammer Lammy utilizes a
seamless mix of cinemas and interactive segments, which meld
together like an animated storybook

Nonetheless, the end product
showed off what a little imagination, a lot
of humor, and a ton of talent could do in
the videogame market. And with the
demand for a sequel, PaRappa’s creators,
Rodney Greenblatt (character
design/story) and Masaya Matsuura
(music/programming), have taken up the
challenge to bring the PaRappa universe
to interactive life once again. On the
second run, PaRappa is no longer; instead
players will be introduced to another one
of Greenblatt's characters, Um Jammer
Lammy, a female lamb with a penchant
for rock ‘n’ roll,

With only a brief cameo appearance
from the red-capped hip-hop hero, um
Jammer Lammy focuses more on Lammy
and her rock band, Milk Can. But despite
PaRappa’s absence in the lead role of the
game, his past cohorts play pivotal parts in
Lammy’s adventures: Katy Kat appears as
a bassist in Milk Can, while Master Chop
Chop Onion drops in for a series of sing-

FORMAT
PlayStation
PUBLISHER
SCEA
DEVELOPER
SCEI

RELEASE DATE
1999

ORIGIN
Japan




Gameplay scenarios will
pit Lammy against some
of the rap masters
featured in PaRappa. But
this time around, the
music is decidedly more
pop than hip-hop

AR, HFA
gATHIINE P

alongs on stage with the band.
Unfortunately, with the game still in
development in Japan, it's still unknown
whether or not the storyline from the
original will continue into Um Jammer
Lammy. But SCEI has added a two-player
mode as well as a “jam mode.”

The two-player mode allows gamers
1o test their abilities against a friend.
Unlike the two-player mode in games like
989 Studios' Bust-A-Groove and Konami's
Dance Dance Revolution, Lammy will
most likely utilize a "switch-off" type of
interaction, giving each player a chance to
dazzle the audience before handing the
spotlight over to the opponent. Since the

Rodney Greenblatt's whimsical character designs perfectly embody
the franchise’s eye-catching style and lighthearted feel

NG ALPHAS
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Two-player mode has been a feature long promised to be included in
the sequel—even before the original hit the States. The option
promises to provide a higher amount of replay value than PaRappa

game relies on both a success meter
(gauging the player’s performance from
"Cool" to "Awful') as well as a points
system (freestyling and a consistent
"Cool" reading rewards players with high
points), the winner will be the one with
the highest score. Whether or not two
players can join in during the Story Mode
is currently unknown, but it might be an
interesting feat if the designers are able to
pull it off. SCEI has remained tightlipped
about the game’s jam mode, but it's safe
to say that the option will allow a larger
number of gamers to face off in pairs,
with the winner progressing into the
next round

With a strong publisher behind the
game, as well as a devoted audience that
remembers PaRappa as the pioneer of

LIVE AT THE

one of the most popular genres in current t-ﬂopcmfm\lj'z‘[k){k{%

Japanese gaming, Um Jammer Lammy is 100 P
slated for an unspecified 1999 R paceries o
PlayStation release in the US., but
promises to shine just as brightly
the second time around.

Lammy’s rocking trio
Milk Can debuts in
PaRappa's sequel
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ROAD RASH 64

In the hands of THQ, can EA’s faltering franchise regain its luster on Nintendo 64?

Bikers have been textured in either dark or bright colors to make
their club affillation more easily identifiable

everal years ago, it would have

been ludicrous to suggest that THQ
would be responsible for saving EA's long-
running racing-combat franchise — but

“We’re planning to do up to four-player
racing, and we’d like to do some additional
four-player modes, like deathmatch”

The

Don Traeger, Executive Producer, Pacific Power and Light

that's exactly what's happening with Road
Rash 64. Under development at Pacific
Power and Light (formerly DT Productions,
started by EA ex-pat and BMG Interactive
survivor Don Traeger), the first-ever
Nintendo Road Rash shows more promise
and playability in its pre-alpha state than
the finished version of last year's Road
Rash 3D for PlayStation.

section, only now coming into the game, will have multiple
districts, including a run-down area as well as a high-rise section

“I think sometimes you can lose focus
on what's really the heart and soul of the
game,” says Traeger, politely sidestepping
the notion of the franchise’s recent
decline. "Road Rash has always been
racing and fighting; | believe that the brand
still has a lot of value and potential.”

Traeger admits the datastreaming
technology behind Road Rash 3D is pretty
amazing, but explains that the engine,
tools, and technology for Road Rash 64
have been developed from scratch for
Nintendo 64. However, many of EA's
design concepts from Road Rash 3D will
be carried through to this project.
Specifically, courses will link up to form an
entire Road Rash universe, and the Big
Game mode will enable players to ride as
a“club” members. (The term “gang” is a
no-no; EA's viewpoint is that the word has
a negative connotation. By that logic, as
long as you're in a “club,” it's okay to beat
someone with a crowbar while going 90
mph on a motorcycle)

As the game will be optimized for
Nintendo 64, “we're planning to do up to
four-player racing,” says Traeger. “We'd like
to do some additional four-player modes,
like deathmatch, but | don't want to

The Al riders have been
programmed to bunch up
into packs at times,
creating a very intense
environment for players.
©One biker down can
create an awful mess

Nintendo 64

PUBLISHER
THQ
DEVELO

PER
Pacific Power and Light

RELEASE DATE
Fall 1999

ORIGIN
us.
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In the Big Game mode, players can join either the colorful sport bikers or the grungy cruiser bikers. Or go it alone and face the consequences |

promise anything yet.” perhaps the most surreal series ever
While pre-alpha, the game runs conceived. To keep the action fast-paced, a
without slowdown and can display as hand-animated, skeletal-based animation
many as 11 bikes onscreen at once. system was chosen over a motion-capture
“We're going to push enough polygons to system.
keep a lot of bikes onscreen,” says Lead But there’s a long away to go before a
Programmer Cory Ondrejka. “We hate release this fall. “We're obviously not done
those racing games where you see only with the display engine,” says Ondrejka.
one car. With Road Rash you need to see “Until the track engine goes in, we really
don't have a good way of placing objects.”
“We’re going to push enough polygons to Sbscqenty, e sael e on
A i scenery, and damage textures, some
keep a lot of bikes onscreen breakable objects, and the occasional
Cory Ondrejka, Lead Programmer, Pacific Power and Light  hidden short cut are all on the “to do” list.
Sound effects hadn’t been incorporated,
more than that — it's a combat game.” and the team was still dickering about how
And the combat is in there. Next to use the 4-meg expansion pack and its
Generation ran through a test track to effects on several experimental
find the excitement of Road Rash of yore, letterbox/hi-res modes.
punching and kicking the opposition as it But if the game continues to evolve in
came alongside. Ondrejka explains that the the manner it has thus far, three things may
trademark weapons have yet to be happen. Pacific Power and Light's first title

implemented, but the chain, the lead pipe, ~ (of three) will be a success; THQ will

the crowbar, the nunchakus, the billyclub, continue to prove the Né4 a viable platform;
the cattle prod, and the tazer are all and hopefully, someone at EA, locked away
planned. The team is also planning some in their ivory campus, will look up from their
new melee weapons and a dreaded new stock ticker and take note. NS
move — enabling players to jam a stick
into the front wheel of an opposing rider.
To keep the fighting gameplay at the
pinnacle of intensity, the Al riders will
occasionally form packs, creating very
dangerous situations as the fighting
explodes into an epic brawl.

Aside from the fighting, the game’s
physics engine is right on par. Programmer
Leif Terry has even modeled air friction so
that drafting physics will apply. The bikes
already handle with just the right mix of

m“m :':'“'I'.’:"" real-world physics and arcade buoyancy,
female rider bringing a new level of surrealism to Spectacular crashes remain a big part of the game
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JADE COCOON:
THE STORY OF TAMAMAYU

Can the developer of Virtua Fighter 3tb make a great RPG?

Cocooning an enemy, the staple gameplay feature that sets the game
apart from the pack, Is portrayed with dramatic in-game camerawork

B rave Entertainment has a wonderful
secret. When Next Generation

toured the office of the upstart publisher, it

walked through what was seemingly a
normal doorway into a giant warehouse
with thousands of PlayStation and

Players can meld two captured monsters
together in realtime to engineer powerful
offspring with attributes of both parents

FORMAT
PlayStation

PUBLISHER
Crave Entertainment

DEVELOPER
Genki

RELEASE DATE
July 1999

Nintendo 64 games stockpiled from the
floor to the three-story-high ceiling. This
gamer’s equivalent of Aladdin’s cave of
treasure is the storage facility of game
distributor SVG, Crave's parent company.
“Because we already have strong
relationships with many publishers,” says
Crave Senior Director of Marketing Jane
Gilbertson, “we can strategically fill certain
gaps in the market.” Specifically, the
company will be publishing Nintendo 64
versions of Activision's Asteroids and

ORIGIN
Japan

, but its next big title is the
English conversion of the Japanese RPG,

Tamamayu Monogatari, or Jade Cocoon.

Set in the fantasy world of Syrus, Jade
Cocoon places players in the role of Levant,
a boy on the verge of manhood who has
inherited his family’s magical power to
capture monsters in a cocoon. Players
begin with short trips into the forest to
capture monsters in turn-based combat
until certain events launch them on a
genuine quest. Once a monster is beaten to
a fraction of its original hit points, players
can kill it or attempt to cocoon the monster.
Once a monster is cocooned, players can
have the monster spun into silk for cash or
can opt to keep the monster and raise it,
subsequently enabling the player to make
three monsters part of the party. But there's
more to this option than standard

The town works on a

menu system, so players
need not spend as much
time running around
from shop to shop




Every line of dialogue has
voice-over, and there are
upward of 190 minutes
recorded

Two captured monsters
can be morphed together
and then genetically
re-engineered to form a
stronger monster

NG ALPHAS

The game features eight different worlds, each with its own boss monster

Tamagotchi-style monster raising. A player
can meld two captured monsters together
in realtime to create a more powerful
monster. The new monster will actually
have physical characteristics of both
monsters, as well as several attributes of
the “parent” monsters. For example,
merging a monster with a fire attack with a
monster with a water attack will yield a
monster with both attacks, but neither
attack will be quite as powerful as it was
before.

Players can continue to genetically
engineer their monsters, recombinating
them with new monsters as much as they
like. And how is it done in realtime? Crave's
Senior Producer Mike Arkin explains that
each of the game's 150 monsters feature
the exact same number of polygons,
making it easier to blend the models.

Monsters aside, the human characters
in Jade Cocoon are realistically modeled. An
influence of Virtua Fighter 3tb, concurrently
in development at Genki? Perhaps, but it's
likely that this decision came from Katsuya
Kondou, a famous anime art director who
recently directed the animation in “Princess
Mononoke," the largest-grossing anime in
the history of Japan. Kondou is the art lead
for Jade Cocoon, and his mastery of style is
evident in every frame. The 600 pre-
rendered backdrops are impressive, and
even more so is the anime intro sequence,
but surprisingly, what struck Next
Generation were the cut scenes.

“The in-game engine is very flexible,”
says Crave Producer Daryl Pitts, “making
for brilliant in-game cut scenes.”

Pitts is right. The characters move with
graceful expression, and the solid use of
the in-game camera brings a cinematic
quality to these segments that put them on
par with those found in Tenchu, and
perhaps even Metal Gear Solid.

Like any good RPG, players will gain
levels and upgrade weapons and armor as

they battle their way through the game’s
eight worlds. Pitts explains that the game's
portal design prevents repetitive
backtracking, and that even after the
game has been won, players can continue
to hunt monsters in the woods and raise
them. Why? Well, for the PocketStation
battle mode. Attaching a Pocketstation will
also unlock special monsters, eight of
which are very rare. The rare monsters
appear randomly, but Pitts believes players
could spend a year with the game and
only find one or two of them.

While we could go on about the plot,
and how the wife of the player’s character
plays a significant role, it's best for players
to discover this on their own. And will RPG
enthusiasts find this game rich with story?
“It's extremely rich,” says Arkin. “You may
need to play it two or three times to get all
the story”

Of course, we don't really know,
because everything was still in Japanese.
But considering the high quality of the rest
of the game, we're willing to take
his word for it.

g DY

For the U.S. version, Genki Is adding Dual Shock support, improving

The high-quality anime
intro to Jade Cocoon, and
the work of one of Japan’s
biggest animators on the
project, demonstrates
Japan's acceptance of the
videogame as a serious
artistic medium

loading times, and redesigning several menus

AX3N

666L 1114V NOILY

W09 UoREIaUIB-IXaUMMM//:dNY

@
S




Lightning-fast arcade-siyle action!

wrestling

All your favorite signature moves,
finishing moves, and taunts!
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Next Generation’'s monthly update on tomorrow’'s games

m ecently released in Japan, Final
Fantasy Vil leads the pack of next-
generation console RPGs. While U.S.
gamers eagerly await this recent
installment of Japan's juggernaut

franchise, other developers are working
hard to come up with some inspired
content of their own, including Tomorrow
Never Dies, Trans-Am Racing, Jet Force
Gemini, and the “nearly done” Daikatana.

FINAL FANTASY VIII riystation

N\ V7

Zell
Squall 126 ‘e
Rinoa 87

Just out in Japan at press time, Final Fantasy Vil will hit the U.S.
market by late August or September. To keep battles from getting
repetitive, Square has recently revealed that each enemy type will
vary their attack patterns. There's even a “card battle” mini-game
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TOMORROW NEVER DIES ruvstation

While we first saw Bond at E3 last

year, MGM assures us this third-person

action game will be a summer release,
| complete with a two-player mode

CYBERNETIC EMPIRE

This Playstation
adventure from Japanese
developer Wolf Team
resembles a certain high-
profile title from Konami

LEGACY OF KAIN:
SOUL REAVER

»“

The latest Jet Force Gemini
screenshots to come out of Rare
lead us to believe the game will
incorporate a fair amount of
platform elements to round out
the shoot-‘em-up action. Given
the cutesy nature of the
characters, the action element
may take the back seat. It will
be interesting to see how well
Rare can blend the genres

Crystal Dynamics’ Soul
Reaver for the PC will
bring models with a
higher polygon count and
'some new lighting effects
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TRANS-AM RACING =

When Next Generation first
previewed Trans-Am Racing in
May of last year, firsttime game
developer EAI promised to
model fantastic physics and
realtime damage into this gritty
muscle-car racing sim. Bringing
those elements into a high-
performance game has been
time consuming, but may
ultimately pay off later this year

5 FE % %

Not the anticipated PC RPG from Nihilistic, this PlayStation RPG from During the writing of our fall preview, Activision insisted HG2 would hit
Japan offers more traditional console elements with a gothic storyline stores during the ‘98 holiday window. That window has moved to March
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RC STUNT COPTER DAI KATANA PC

) 4

Dave Perry and Co. have
taken their Playstation RC
helicopter sim and have
since built a cartoony
game world around it

Author Terry Pratchett's

Discworld takes a private Dalkatana lies in the eye of the lon Storm.
detective twist in this Many team members have gone with the
atmospheric adventure wind, but this title (shipping June?) may be
bound for PC/PlayStation enjoyable, yet unlikely to surpass Half-Life

While Crystal Dynamics is touting the fact that Baywatch’s Marllece
Andrada Is featured in the cut scenes, we are far more Interested in
how the game has changed from last year's instaliment. it looks good,
If similar to the last game, with notable camera improvements
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All the realism of an
18 hole golf course.

(Without the nasty goose droppings!)

Pro 18: World Tour Golf is the biggest thing to hit golf since titanium
bs. Unrivaled attention to course detail and TV-style coverage make a
perfect foursome when combined with some of the hottest pro players and
our groundbreaking 4-click swing system. Tee off on some of the world’s
greatest courses including Royal County Down (Ireland), The Lost City
(South Africa) and Coeur d’Alene
(USA). Piqued your interest?
For a free demo check out Pro 18’ 3rd hole, Coeur d’Alene Actual 3rd hole, Coeur d’Alene
WWW.psygnosis.com/prol8 ;
And while you're there, find out « HO':'eStIY’ if. you're playing the_ course and »
you're playing the game, there is no difference!

—Bill Reagan,

. : ? General Manager,
to The Coeur d'Alene Resort. The Coeur D'Alene Resort

how you can win a real trip
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Having been stuck in neutral for many years while others
around it overtook, the racing genre has finally found first gear
and undergone a major shift. Next Generation dons its overalls
and dives under the hood of today’s racing videogames

LEARNING
, CURVES

m n 1993, while doing a bit of promotional work for
one of his sponsors, Sega, as part of his contractual
bligations for the Williams Formula One team, then-triple
world champion Alain Prost (who would go on to win a fourth
championship that same year) visited London’s Segaworld and
found it hard to resist a go on Virtua Racing. He crashed.
Spectacularly so, in fact.
And while it was all smiles for the local camera crews, his mind
must have been working overtime in an attempt to figure out what had
gone wrong. After all, he had applied everything he had learned since
driving his father’s tractor at the age of four. He'd stamped on the brake
pedal and applied the throttle at all the right points, just as he had
through his karting, Formula Renault, and F3000 days. Every
nsiderable experience had been transferr
through the cabinet’s advanced force-feedba ntrol
system and he'd still careened off the asphalt with
remarkable brutality and regularity.
In reality, it wasn't his fault. Perhaps
turally, he had simply assumed his
virtual single seater would e
like the carbon-fiber variety he
drove at work. When it didn't,
there was little even he
could do, and
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the result must have surprised
him as much as those standing
around watching.

But anyone who walked
away thinking that Virtua Racing
was hard because it was
realistic couldn’t have got their
steering rods more crossed.
Like the world's first 3D arcade
racer, Namco's 1989 Winning
Run, or the highly popular
sprite-based Monaco Grand Prix
before it, Sega’s first polygonal
racer was difficult because its
developer had played around
with Newton’s principles of
physics and come up with a
highly suspect set of dynamics.

POWER

TO THE PEDAL

The truth is, until not too long
ago, racing games had little use
for a brake button. In fact, the
majority of titles featuring fast
vehicles could be played by
wildly swinging the steering
wheel or yanking the joystick
without having to think about
the application of the middle
pedal. Who ever even thought
about braking in Final Lap,
Chase HQ, or even OutRun?
These days, that's no longer the
case. Whereas cars could once
be thrown into corners at
unrealistic velocity without fear
of understeer setting in, the
current incorporation of
authentic dynamics into games
requires an equally realistic
approach.

And, as any racing driver
worth his STP overalls will tell
you, braking is the essence of a
fast lap. Any fool can floor the
accelerator in a straight line, but

Atari's Night Driver, from 1976:
the very first “3D" racing game
in history

DYNAMICS

Taking the driving experience into the future

COLIN MCRAE RALLY

u uthentic dynamics are the future of racing
games. TOCA's producer, Gavin Raeburn,
believes the most important thing to get right in
a driving game is to convince you that you're
part of the game, part of the experience.
“Getting the physics of the car right is a very
important first step,” he says. And you know
you've got it right when someone can apply
their knowledge of driving to the polygonal
vehicle onscreen and see it behave the way it
would in real life. Next Generation witnessed
this when a rally instructor, who had never
before played a videogame, got to grips with
one of Colin McRae Rally’s Corsican stages and
posted a very respectable time.

Grand Prix Legends is more difficult, but

GP LEGENDS

picking the optimal braking point and deceleration
intensity before a bend while approaching at two to
three times the national speed limit is a little trickier.
Brake too much, too early, and you'll fail to carry enough
speed into the corner, resulting in lost time; coming in
too fast, though, causes you to waste precious seconds
correcting the car on the exit of the bend. That's
assuming you've managed to round the curve without
ending up crashing into the wall, of course.

Prost is now an F1 team manager with two paid
drivers to take the laps for him rather than having to
worry about it himself, and if the Virtua Racing
experience has haunted him over the last six years, he

GRAN TURISMO

only because it's realistically recreating the task
of driving a 1967 F1 car. That isn't to say the
modern F1 car is a learner-friendly vehicle, but a
quick go on Grand Prix 2 should illustrate the
advancements in stability, deceleration ability,
and the effect of downforce on cornering
speeds that 30 years of development allow.
Part of the genius of Gran Turismo is that
the standard production cars make it accessible
to most individuals. Its vehicles are not —
initially — motorized beasts boasting 700
horsepower and requiring a racing licence.
They're everyday models that you can steer
around the track with little problems, provided
you keep to velocities that are within your
driving ability. Just like in real life, in fact.

GRAN PRIX 2

would find a trip down to his local arcade particularly
exorcising because along with the graphics, physics in
coin-ops have since moved up a gear. Ridge Racer et al
still exist, but their like faces inevitable extinction. The
arrival of Daytona on the arcade scene marked the
beginning of an ever more dynamically complex grid of
motor racing coin-ops. Where once OutRun had stood
as the ultimate driving experience, the tire screeching
now came from the Sega Rallys and Racing Jams of the
arcade racing world. The consumer game soon heard
about it, and the conscle driving game followed in the
coin-ops’ slipstream. It's no coincidence that despite
the existence of countless arcade-style racers, Gran




Turismo and TOCA were last year's best-selling
Playstation racing titles.

FAST LEARNER

“I recently realized that making the cars in the game as
close as possible to real cars doesn’t necessarily mean
that it will make controlling the game difficult,” says
Kazunori Yamauchi, producer of Gran Turismo and its
equally impressive sequel (see p. 46). “So even if you
reproduce the actual car within the game, the driving
should become even easier — putting in a more
complex physics model doesn’t mean it will be
difficult.”

These days, after the immediacy of Gran Turismo,
this may seem a perfectly logical statement, but as
realism has traditionally been linked with difficulty, it's
still a particularly revolutionary concept. “Of course,
and | thought the same way too at the beginning,
especially after playing lots of simulations on PC,” says
YYamauchi. “But while developing GT, | gradually had the
feeling that making it more elaborate would not
necessarily make it a more difficult game, although |
didn’t know this for sure until we did it. But if you
consider real-life driving — for instance, | take my car
to the local circuit and can drive — it isn't as difficult
as many think. Of course, if you are driving a sportscar
and adopt a highly advanced driving technique, this
would be very difficult, but if you drive normally,
everybody can do it, so | thought, “Why can't this be

REALISM

The cru

GRAN TURISMO

0 g

-y dvances in processing power have
u undoubtedly allowed developers to
release ever more authentic and complete
recreations of motorsporting activity, but there
is also an undeniable trend towards realism in
all games, not just racing titles. The concept is
simple — placing you within a real-world
environment not only makes it easier to relate
to the game, but it also allows you to react to
that environment in a realistic way. So
GoldenEye guards can be shot through glass,
falling from excessive heights will kill Lara, and
Solid Snake must refrain from making any
sound or suffer the consequences.

You can have too much of a good thing,

course. “In TOCA we went for out-and-out
realism, which is what we thought people

be like Sega’s enduring and gloriously playable

once upon a time, all driving games wanted to
OutRun arcade

NG SPECIAL

into a wall. So that's how cars
are made, and that's how they
should be reproduced in the
game — it might be very
difficult, but if you do have the
correct physics model
reproduced in the game, then it
should be achievable.”

Most developers now
recognize the importance of
physics, although some believe
a little cheating can enhance the
gaming experience. “The user
must feel at one with the car
he’s driving, and it must respond
in a way he would expect the

“The user must feel at one with the car he’s
driving, and it must respond in a way he would

expect the real car to”

reproduced in a game?™

According to Yamauchi, the problem with many
racing simulations is that they fail to use real or precise
physics models. “That’s why it makes the game
difficult,” he says. “If you're driving your own car in a
straight line on a track and turn into the first corner, you
will make the corner. The car will not spin and crash

delicate balance between authenticity and game aspects

COLIN MCRAE RALLY

02:10.36.

wanted, but although the tracks were as
accurately modeled as it was possible to get,
we still got criticized for the tracks looking
bland,” says Gavin Raeburn, the title’s producer.
“Unfortunately, as the real tracks are built for
the most part on deserted airfields, they are just
very bland. So, yes, the user may say they want
realism, but what they really want is what they
imagine or remember the realism to actually be
like — the whole experience. You need to build
a believable world that reflects the sport or
style of racing you are trying to re-create.”
However, for some people, such as one of last
year’s new Touring Car series drivers who
admitted learning the tracks by playing TOCA
on his PlayStation, only absolute realism will
ever do.

Gavin Raeburn, Codemasters

real car to, otherwise he'll blame
the game for his driving
mistakes and feel frustrated,”
says Gavin Raeburn, producer
on both of Codemasters" highly
successful TOCA games. “This
doesn’t actually mean the car
physics need to be a carbon
copy of real life, and, in fact, |
believe exaggerating certain
areas of physics is necessary if
you're to match the expectation
of what the user remembers or
believes the real driving
experience is actually like.”

Was this the case with two
popular Touring Car sims? “Yes.
For TOCA and especially TOCA
2, we tweaked certain areas of
the game to make it more
involving,” he says. “For
example, although the cars are
all front-wheel-drive in TOCA 2,
we moved the weight balance
of all the TOCA cars back about
one to two feet. This simple
change makes the cars handle
ever-so-slightly more like mid-
engined cars, and makes them
alot less frustrating and a lot
less dull to drive.”

REALITY BITES

For others, however, only
complete realism will do. Take
Mike Lescault, director of
development at Papyrus and a
longtime developer of racing
simulations for the PC. When he
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talks about the dynamics of the
company’s sublime Grand Prix
Legends, you soon realize that
he’s part of this group. In fact,
given his enthusiasm for skid
marks, he probably chairs the
meetings. “Usually in racing
games, if a car crashes, you can
see the tire marks as two
straight lines going into the
distance,” he says. “With us,
however, you can see how they
twist and contort as the car
spins, and if you hit a barrier
and fly into the air, the skid
marks will stop as you see it flip
through the air — and if you
watch it in slow motion, as one
side hits the ground you'll see a
skid mark where the tires hit,
and afterward you drive around
the track and you just see this
mess of skid marks. That really
adds to the game.”

He's right, of course — a
good racing game is more than
just a bunch of mathematical
equations. It's an entire
package, which includes the
right quantity and blend of all
the necessary elements.
Knowing which elements and
how much, however, is what
differentiates Grand Prix
Legends from Test Drive Off
Road 2, for example. “The
graphics are very important —

POPULARITY

Understanding gamers’ enduring passion for driving titles

T he popularity of racing games remains

startlingly high despite fierce competition
from other genres, yet the explanation is
remarkably simple. Cars are everywhere —
there are few individuals whose life doesn't
involve driving or being driven in some form of
motorized transport. As such, it's possibly the
easiest of videogames to identify with —
individuals who have never played a videogame
can pick up a joypad and steer a car around a
track with some degree of success within
seconds. However, the chances of getting them
to manipulate a plump plumber around Mario
64's world with the same immediacy are
comparatively thin.

And there is an undeniable global interest

in cars traveling at high speeds — after the
Olympics and the World Cup, F1 races are the

POLE POSITION

“If you feel part of the game and feel in control
of the car you are driving, you will probably be

having fun”

how the game looks is
important,” says Yamauchi. “But
when you're actually driving a
car, especially when you're
driving a sportscar, probably the
most important thing is to
communicate with your own

Geoff Crammond’s 1993 Grand
Prix set a precedent others
were to follow

Gavin Raeburn, Codemasters

car and the road you're driving on. Even though you're
not holding a steering wheel, it’s important to maintain
such communication with the joypad and emulate the
feeling of driving.”

THE RIDE OF YOUR LIFE

TOCA's Raeburn adopts a simpler approach. “Total
immersion in the game itself is what's important,” he
says. “It doesn’t matter how badly programmed the
game is, or whether it's a simulation or arcade game,
top-down scroller or in 3D — if you feel part of the
game and feel in control of the car you are driving, then
you will probably be having fun.” Ask Raeburn to list his
favorite games and in between Grand Prix 2 and Colin
McRae Rally, you'll find the perfect illustration of his
claim: “The car racing section in Die Hard Trilogy,
because although the car physics are dreadful, the
feeling of involvement is absolutely spot on.”

most widely watched sporting event on the
planet.

Although some might view NASCAR as a
sport followed mostly by rednecks who only
watch in the hope someone will die in a
spectacular crash, at its best, motor racing is
easily one of the most thrilling forms of
entertainment to grace today’s cathode ray
tubes. Well, as long as you're into cars, that is.
And you probably are. Racing games continually
top Next Generation'’s reader surveys as the
favorite genre, but ironically, it is one of the
categories to undergo the least amount of
change over the years. The premise of racing
games remains the same as always — i.e.,
remarkably simple — regardless of whether the
racing occurs on an F1 circuit, a dusty rally
stage, or the surface of some distant planet.

F-1 WORLD GP

A top-down racer featuring little of what could be
termed physics, F1 Circus for the 16-bit Genesis never
made it to Western shores other than in its original
arcade cabinet (or as a ridiculously expensive import),
but it remained a thoroughly involving experience,
mainly through atmosphere and attention to detail.
Many years before, Racing Destruction Set for

EA's Need for Speed remains one of the few games
to convincingly re-create a car’s weight




Commodore 64 had achieved similar results through the
use of outrageous combat elements and fine control.
And a little further down the road, Geoff Crammond's
Grand Prix demonstrated that PC racing sims, however
detailed, could be utterly captivating. And in full 3D.
Nowadays, of course, no publishing executive who
wants to keep his job would dream of greenlighting a
2D racing game. The move to 3D was a crucial one for
the racing genre — it allowed the implementation of the
real-world physics models discussed above and
believable environments, to name but two immediate
enhancements. In fact, so critical was the move into 3D
that it could be argued that of all the genres currently

yAN|

being given a 3D overhaul, racing games have
benefitted the most. Raeburn, however, disagrees. “I
think all game genres have taken a step closer to reality
and have benefitted from 3D — it's all getting back to
this feeling of immersion within the game,” he argues.
“"However, making things work in 3D is a lot more
difficult than 2D. The closer you get to reality, the more
people compare your game with their own view of
reality. It's like comparing reading a book to watching a
film — the more information you are given, the more
holes there are to pick at.”

But Raeburn does concede that 3D cards represent
the most important evolution of the last few years.

Without it, a driving game is just an impressive mathematical equation

GRAN TURISMO

m any years ago, racing game Al extended
to CPU-controlled cars stubbornly
followed a predetermined line, lap after lap,
until the checkered flag came out. As with every
other aspect, things are a little different now.
Without decent Al, even a combination of
impeccable gameplay, photorealistic graphics,
flawless structure, and the world’s finest
vehicles amounts to very little.

Poor Al is unconvincing. It reminds you that
you're playing a game. In the case of Psygnosis’
first F1 title, you're reminded of this every time
you attempt to overtake in a corner and your
opponent consistently rams the side of your
vehicle. Now, in Daytona USA, competitors
careen into you because they want you out of

TOCA 2

GP LEGENDS

the race. Cars also ram you in TOCA 2, but usually
only after you've hit them first. Each of your 15
opponents has a distinct personality, reacting
differently to other track users. In GP Legends,
drivers give you a pretty hard time, make
mistakes, and are hesitant about overtaking your
damaged car unless you indicate a mechanical
failure by holding your polygonal arm up in the
air. And although its producer thinks it the
weakest aspect of the game, in Gran Turismo an
overtaken competitor will immediately move into
your slipstream in an attempt at returning the
favor, for example. Good racing Al should draw
you in and give your opponents a more human
feel, which in turn enhances the realism of the
whole game.

F1
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NG SPECIAL

“These have allowed two things
to happen,” he says. “Obviously,
the graphics have become
much more believable and
photorealistic, but also, the use
of 3D accelerator cards has
eased the burden on the main
processor, so it can do other
things such as more
sophisticated car physics and
effects.”

POWER
INJECTION

As a Playstation developer,
Kazunori Yamauchi may not
have 3D cards at his disposal,
but his conclusion is identical.
“When we first started
developing on the PlayStation,
my first impression was the
ability to freely use 3D graphics,”
he divuiges. “Using 3D is a major
improvement, of course, but
eventually | realized that
probably the most revolutionary
aspect has been the increase in
computing power — no matter
how many calculations are
required, the CPU must always
be able to cope.”

The Ridge Racer PlayStation
series — members of a
disappearing breed?
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And the future is all about
processing power, with all the
benefits associated with this
increase. “Visually, at least, we'll
probably see racing games with
photorealistic graphics in the
very near future,” says
Yamauchi. “As far as computing
power is concerned, soon we'll
probably have a machine that'll
allow us to make even more
calculations. We'll have the
hardware to develop the almost
perfect racing game.”

Raeburn sees limitations,
however. “Well, graphics and
sound will obviously continue to
improve, but in the standard
home setup, | don't see much
room for improvement in things
such as motion feedback or VR
helmets — whatever technical
innovations happen, they will
need to be cheap to have mass
market appeal,” he warns. “The
physics used within the game
will also improve as processor
power increases, but again, this
will be of limited use if sensory
feedback from the game can't
be cheaply improved. However,
| would imagine network play
will become more popular,
especially with the possibility of
modem support being included
as standard on consoles such
as Dreamcast.”

Network play. This is
another area Mike Lescault gets
excited about — understandably
so. The potential is massive, but
currently things are not quite as
they should be. “We're really
kind of disappointed with the
growth of the Internet,” he
laments. “We were hoping it
would build faster and be more
stable, because once it is, you

F-1World Grand Prix is a
benefactor of increases in
processing power

STRUCTURE

The differentiating factor between a videogame and a simulation

im-like driving games have long been the

domain of PCs, but to assume that those
titles would be unlikely to appeal to a console-
owning crowd because of their complexity is a
gross misjudgment. The absence of sim titles
on plug-and-play machines has always been a
mathematical issue, and not until the arrival of
the 32-bit era had consoles offered processing
power able to deal with the complex physics
models required for simulating realistic car
dynamics. With the technical side taken care
of, developers were finally able to release
console titles that had only been previously
enjoyed by the PC fraternity. But releasing
sims, however complex, wouldn’t have been
enough to satisfy console owners bred on
games boasting a structure far ahead of
anything seen on PC monitors. Take Need for
Speed on 3DO, for example. Essentially an

GRAN TURISMO

can do some great stuff — you can have some real fun
racing. Even on a LAN, when we have people getting
together, it's great fun racing wheel-to-wheel with guys,
and sometimes you do touch wheels, and it's usually
pretty catastrophic when that happens — as it is in real
life. Especially when you're mixing in Al players, too,
because sometimes it's really hard to tell whether the
guy in front of you is an Al or a human — they’ll both
make mistakes, they'll both slide out a little bit, and

evolution of the early Test Drive games for
Amiga and ST, its realistic-handling vehicles
would have amounted to little without superb
track design, civilian traffic, police chases, and
CPU opponents to add the competitive edge.
The resulting motoring cocktail remains one of
videogaming’s finest driving titles.

It may surprise you to find that the
exquisite structure in Gran Turismo, however,
was not premeditated. “The structure may
have come out in the most ideal way, but this
wasn’t something | had planned,” admits
Kazunori Yamauchi, GT's producer. “It was the
result of all the discussions, all the problem-
solving and meetings we had. we wanted to
make a game that didn’t exist before — we
wanted as many people as possible to play,
and we wanted them to play for as long as
possible.”

INDY CAR RACING 2

24 mph 15t gear

they’ll both drive pretty hard. But multiplayer is really
important in racing sims; | think it's going to be the
future. We just want to make sure that we're ready
when the Internet can handle what we're doing.”

GET CONNECTED

And when you look at the multiplayer options in Grand
Prix Legends, you can't help feeling that Papyrus is right
on track. “One neat thing about GPL is that it's really a

L e &

Daytona USA (left) was one of the early arcade leaders to support more realistic dynamics. Others, primarily
Sega Rally (center) and its sequel (right), have since followed in its tire tracks




Ultim@te Race Pro: an example of how a lack of
structure can severely hinder a promising game

dedicated flying server application, so when you decide
to host a race, even in single player mode you're both
the client and the server — you have a server running,
and the Al is connected to the server, and you're
connected to your own server, SO you can actually exit
out and start fooling around with changing your setup.
The Al is still out there on the track going around even
though you can't see it,” says Lescault. “What this
means is that people can connect and leave as they
want while the server is on. And it's really cool because
you could be racing with five Al players, five people from
a LAN, and five people over the Internet, so you could
really have all that for a field of 15, 18, 20 people all
coming from different areas, which is kind of neat, and |
don't think anybody’s ever done that for a racing sim.
“We're pretty excited about the multiplayer options

AUDIO

Licensing at work in Racing Jam (top) and Max
Power Racing (above)

NG SPECIAL

but we're not going to say on
the box ‘play over the Internet’,”
he adds intriguingly. “Because
it's a racing sim, it's all about
crashes, and when you're wheel-
to-wheel with somebody, even a
little bit of latency can cause
problems — if you have any
more than a quarter to half a
second of latency, you're getting
into trouble trying to play GPL
over the Internet, and that's
something we just can’t control.
So we don’t want to guarantee
people that they can play over
the Internet, but we have given
them the tools to do s0."

So, perhaps predictably,
digital racing fans can look
forward to more realism:
photorealistic graphics,
improved sound, authentic
dynamics, Internet play for the
ultimate opposing Al, and a
possible active control system
to realistically convey what's
happening on the wall-mounted

“But as far as racing games go, you’ll probably
see a perfect, flawlessly real example in the

very near future”

An integral — yet often overlooked — portion of the proceedings

GRAN TURISMO y am-31-3

f you've already read this issue’s Gran

Turismo 2 preview (see p. 46), you'll know
that Kazunori Yamauchi, the game's producer,
was disappointed with the sound in Gran
Turismo and wished he‘d had more time to
improve it so that it matched up to the
standards of the game’s other areas.

With the arrival of CDs as a storage medium

for games, the audio reproduction is usually a
case of sampling and compressing the real
thing. Yet given this relatively simple process,
Gavin Raeburn, producer of the TOCA series, still
feels that not everyone is getting it right.
“Sound is often an overlooked part of racing

games, but is, | feel, one of the most important
areas,” he says. “Playing TOCA with the sound
turned down is a very odd experience when
you're used to playing it with the volume
cranked right up. You lose the sense of being
there and feel very distant to the action. Sound

should be used to give atmosphere in the build-

up to the race and especially to give feedback
on how the car is driving during the race (tire
squeals, crashes, cars creeping up behind you,
and so on).”

Unable to drive the Ferrari in GP Legends
unless the volume is set at eardrum-numbing
level, we know exactly what Raeburn means.

Kazunori Yamauchi, Polyphony Digital

Plasmatron screen. True, it
doesn’t sound like an earth-
shaking conclusion — the same
could be said of almost any
genre — but then the driving
game is hardly the genre most
open to dramatic change. Think
of it more in terms of a gradual
evolution. Of course, there are
some who feel that tomorrow’s
consoles would be wasted on a
simple racing concept. “Such
machines will probably be too
good for just making racing
games, S0 we may have to think
about using such processing
power for something else,” says
‘Yamauchi. “We should be using
that powerful hardware to make
other types of simulators,
simulators which would deal
with humans or the human
mind, for example. But as far as
racing games go, you'll see a
perfect, flawlessly real example
in the very near future.”

That should be good news
to Alain Prost.
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Can you tell me if your eyeball rolled,
or was it more of a bounce?




5 [ 3D graphics accelerator that performs over 100 billion operations a second
nd is compatible with a ton of software. So you can understand why we want stuff to look accurate.
d of power at our fingertips, it pays to occasionally get outside and do a little, shall we say, research.
Upgrade your present computer, or make sure it's built into your next one. 3d/f}m
For more information check out our website at www.3dfx.com. So powerful,it's kind of ridiculous.

For the record, nobody was harmed in any way during the fiming of tis fake car crash It was staged. You know, ke wresling, 1999 3dix Interacive, Inc.



Half-Life changed all the rules.
Cinematic, terrifying, absorbing, and
oozing with life, it caught both gamers
and certain Texas-based developers
napping. But how did Valve manage such
«a feat? And what has it got planned for
the future?
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m ave you played Half-Life yet? If not, run to your
nearest game store and buy a copy now. In years to
come, when we're all checking into virtual travel centers
for cyber-vacations in ultra-real computer-generated
worlds, we'll look back at Valve's Half-Life as a crucial
milestone on the road that led us there. It's perhaps the
most important PC game since Doom.

Gabe Newell is one of Valve's two co-founders and
leaders of the Half-Life project. Next Generation visited
Valve's headquarters in Seattle to talk about the making
of Half-Life and what tricks the newcomer developer has
up its sleeve for the future.

NG: Both you and Mike Harrington, Valve's other
co-founder, started at Microsoft, right?

GABE: Right. | was at Microsoft for 13 years, and Mike
had been there for nine years. We had always been
interested in games, but when | really became convinced
that they were going to eventually take over as an
entertainment medium from movies and television was
when | played Ultima Underworid. | just was stunned at
how far games had come.

NG: And then what prompted the decision to start Valve?
GABE: | had started a bunch of different businesses
inside of Microsoft, so | was pretty comfortable with that.
We both had worked on a bunch of different software
applications, and we were both sort of at the point where
we really needed to sit down and say, “Okay, we've been
doing this for a long time, and we can pretty much pick
what kinds of things we want to do. What would we really
enjoy more than anything else?” And when it got right

TALKING

down to it, neither one of us could imagine anything that
would be more fun to do than games.

NG: As ex-Microsoft employees, you came to Valve with
no direct experience of the games business. Do you feel
this fresh approach helped?
GABE: In developing operating systems, you get a certain
amount of discipline. You just sort of learn good software
development methodology. There is absolutely no doubt
that Microsoft and the people who compete with
Microsoft usually have much better development
practices than a lot of people in the gaming industry, just
in terms of nuts and bolts things, like thinking through
architectural decisions and understanding how to get
bugs out and stuff like that.

But | think in some ways we brought a sort of a

They said the world should be interactive and the story
should matter more. People wanted to be in a world.
They didn’t want to be in a shooting gallery

naiveté that was pretty useful in the end. A lot of what
makes Half-Life interesting, we think, is simply the result
of doing what the press and game players said they
wanted. We read a lot of reviews and talked to a lot of
game players and discovered that there was a lot of
consistency in what people wanted. It wasn't like there
were five totally different directions people wanted to go.
They said the world should be interactive and the story
should matter more. People wanted to be in a world. They
didn’t want to be in a shooting gallery.

NG: And you don't see many other companies listening
to gamers as much?

GABE: It seems like a lot of the developers have a kind of
cynical and almost contemptuous attitude toward their
customers, and somehow, that’s supposed to be kind of
cool. | think the most extreme example is John Romero’s
“I'm Going to Make You My Bitch” ads. We, on the other
hand, were coming into this, and we were pretty clear
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that we desperately wanted customers, you know?
Customers are really cool, you know?

NG: Certainly in retrospect, it seems people wanted the
3D shooter to “grow up.”

GABE: | think there is this interesting notion that
traditionally these games are about sort of mastery and
dominance, and that's a really adolescent fantasy. In a lot
of shooters, the player was the deadliest thing in the
world, right? The whole point of the game was to reach
the point where you just killed everything. We thought
people wanted a different kind of experience. That there
was a broad audience that didn't just want to be the
master of everything and the killer of everything.

NG: So, once you'd worked out what kind of gaming
experience players wanted, how did Half-Life begin to
take shape as a concept?

GABE: |'d been a big fan of Doom. Doom just scared the
bejesus out of me when | was playing it. | remember at 2

Doom just scared the bejesus out of me when | was
playing it. | remember at 2 in the morning, just realizing
that | was genuinely frightened

in the morning, just realizing that | was genuinely
frightened. It wasn't like startled frightened, it was simply
that | didn’t want to move forward anymore. | wanted to
20 back and just move around in the areas that | knew
didn’t have any monsters for a while, because moving
forward was always very risky and scary.

Then there was this Stephen King novella called “The
Mist” I'd been reading, and | remember wanting very
much to have something with the narrative richness and
characters of the Stephen King story and yet have it be
occurring like in Doom.

NG: And where did the concept go from there?

GABE: We wanted to have a world that was really
interactive. If | shoot the wal,, the wall should change, you
know? Similarly, if | were to throw a grenade at a grunt, he
should react to it, right? | mean, he should run away from
it or lie down on the ground and duck for cover. If he can't
run away from it, he should yell “shit" or, you know, “fire in
the hole” or something like that. There was just this notion
that it was pretty important :0 make the world responsive
to what you do.

NG: Most critics and gamers would agree that Half-Life

achieves this spectacularly. The game world seems
genuinely alive. So what's so special about the Half-Life Al
that makes this happen?

GABE: | think we did what everyone else should have
been doing all along. Underneath all of Half-Life’s Al there
is sort of a skeleton architecture that the whole thing is
built on top of, and that's just the result of being a good
software design engineer.

And what this does is give you flexibility to add
behaviors and to add new technologies in a way that they
can all work together. Like adding the person-to-person
conversation stuff, where two scientists will talk with each
other or a security guard and a scientist will talk to each
other. The architecture totally supported that, even though
that wasn't something we originally knew we were going
to be able to do.

Fairly often, when playing the game, something
would happen and people would say, “Oh, that must have
been scripted” — but no, that was the Al happening. And
that's exactly what we wanted. Players should just never
be able to tell where procedurally generated world
behavior ends and where authored events begin.

NG: It's certainly a great leap forward.

GABE: | really don't think we did anything that someone
from MIT would look at and say, “Wow, they broke

new ground here,” but | think we just set a pretty high bar
for the complexity of the behaviors in games.

NG: Did you always plan to use the Quake engine?
GABE: Not at first. We assumed that we would be
developing our own technology. But we had good
contacts with people at Id, and we realized that although
we had a list of things we thought were really important,
stuff like animation technology and artificial intelligence, a
lot of the other game components John [Carmack] had
already done incredibly well with the Quake engine, we
really didn’t need to push those and spend a lot of time
duplicating it.

As it turns out, John was pretty interested in what we
were doing. Our approach took in a set of things that he
wasn't particularly focused on, so he thought it was pretty
complementary. It wasn't like we were going to try to
reinvent everything he had already done. He was pretty
intrigued to see if we would be able to pull this stuff off.

NG: How much of the Quake code did you end up
rewriting?

GABE: In the end, probably about 75% of it was
Valve code.

NG: One of the things Carmack said in last month's
interview was that in 18 months, you can do either a
great game or a great engine, but not both. Do you agree?
GABE: | guess | wouldn't really say it in those terms. |
think what you need to do is know what your game

is going to be and why it's an interesting game. Why

is this just not another piece of crap copying what
everybody else has done? If you start from the sense of
what the gameplay is going to be like, you're going to
figure it out and say, “Here are the five things we have to
do better than anything else, and then here are the 40
things that other people do perfectly well already.”
Nobody nowadays thinks, “Oh, I'm going to spend a
whole bunch of time setting up installation.” There are too
many people already providing perfectly decent
installation packages. So you work out what you're going
to work on yourself and what you're going to license in
from the outside.




NG: Half-Life is now a huge success, both critically and
commercially, but it was a year late. What was the
darkest moment during its development?

GABE: The worst time was back in the period leading up
to the original shipping date, when we suddenly realized
we had a really tough choice to make. On the one hand,
we had won Action Game of the Year at E3 and seemed
to have a lot of interesting technology. Sierra really would
have been very happy to have an action title ready to ship
in the first quarter of last year. On the other hand, we
knew it wasn't the product we really thought should be. It
wasn't the experience that we were aiming for, it was just
a collection of features.

NG: It's pretty clear you made the right decision....
GABE: Now, in retrospect, we're all going woo-hoo, sure.
But at the time, we spent a lot of sleepless nights staring
at ceilings and saying, “Oh my God, what have we gotten
ourselves into?” There is some quote — | wish | could
remember it. | think it's “Courage is who you are in the
dark.” Those were pretty dark moments for us, to make
the choices that we made, and things got pretty tough for
awhile. But everyone here just rolled up their sleeves,
dug in, and got the job done.

NG: We've noticed that at the end of Half-Life, there are
no individual credits. In most games, everyone from the
producer to the tea boy gets his name in lights with a
detailed description of what he contributed. What does
this brevity of detail tell us about how Half-Life was
made?

GABE: The fact is that we are incredibly collaborative. Part
of the problem when we speak with the press is that it's a
lot easier to talk about things when you can say “Oh, this
person did this” and “That person did that.” But we've
really found we work better when we get a bunch of
different people working on things.

NG: This flies in the face of a lot of conventional wisdom
that says games are best when they're the “vision” of one
individual....
GABE: | know that to some people at other developers,
the notion of a level being created and authored by more
than a single person strikes them as really weird. When
we interviewed some people from some companies
down in Texas, they couldn’t imagine how we don't just
collapse into a heap of sort of bickering opinions or how it
maintains any integrity through that part of the game. You
know, why doesn't it just become really diluted? But for
us, we really found that the more people got involved, the
better the ideas got.

So at the end of the game when you see the credits,
there are no titles for anyone. It's like, “We're Valve and
this is our game.”"

NG: And do you think this teamwork makes Valve more
likely to make better games in the future?

GABE: In terms of putting the team together, one thing
that was really weird to me, coming into this, is we would
talk to creative people who had clearly been incredibly
important in making people millions and millions of
dollars, and they had nothing but horror stories to tell
about the companies they've been part of. Take someone
like Chuck Jones, who was the lead artist on Duke
Nukem. He didn't have a lot of fond memories of that
experience and how he'd been treated. So just in really
basic things, like every employee here has part ownership
of the company, we tried to be different. Whenever we
hire somebody, we say, “We want you to be here 10 years
from now.”

If you look back at some of the biggest games of the:
last few years, there are very few development teams
that have remained intact. The Tomb Raider team is gone,
the Duke Nukem team is gone, and the Jedi Knight team
is gone. But we really haven't lost anyone off of the Half-
Life project

NG: So what's next for Valve and the Half-Life team?
GABE: Obviously we haven't announced Half-Life 2 or
said anything about it yet, so my comments will be sort of
in general or pertaining to future Valve games.

NG: Okay, sure.
GABE: Well, as we progress we think the entities in the
game world need to have much richer behaviors.

You should have allies, you should have enemies,
and you should have people where it's not really clear
which they are. People you meet in the game should be
unique, and they should behave uniquely. Players should
be feeling, “Oh shit, it's that guy again — he's a real
bastard,” you know, or “This person is kind of helpful, but
last time he chickened out on me.” We need to include a
lot of unique behaviors,

NG: They should evolve more as real people...
GABE: Right, and we need the reactions of these people

We spent a lot of sleepless nights staring at ceilings
and saying, “Oh my God, what have we gotten
ourselves into?”

to be a lot more complicated. They should come into
situations looking at things, but right now their eyes just
aren’t moving around. Then, if something is going on, they
should respond to what is happening on a physical basis.
And they should comment on it, they should talk about it.
It should affect the decisions they’re making.

They should also be responding and interacting with
each other regardless of what the player is doing. As
much as possible, you should just be able to sit there and
watch a couple of them interact with each other and still
be entertained by that. We have a very tiny bit of that in
Half-Life, where people will start talking to each other, but
that's at a pretty minimal level of interaction. If they are
just sitting there in a room, they should sort of look
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around in the room, if there’s something useful for them
to do, then they should start doing it.

NG: How about from an animation point of view?

GABE: There are lots of reasons to have some sort of
reactive kinematics in the physics model. | don’t think
we're going to go all the way toward completely
algorithmic animation, which is the direction the
Trespasser team went to. That is way too difficult to do at

It’s yowrin there, not some character. We're not trying to
get you'fo be someone else. We're trying to put you as
deeply as possible into a world and into an experience

this point, but definitely, there should be some reactive
ﬁ z kinematics. When things are walking up slopes, for
example, they should adjust how they walk.
Team Fortress 2 has this thing called “parametric
- -animation” which allows us to blend together different
Kinds of animations like running, turning, and being shot
all in'the same sequence. And, depending on the specific
event, we can blend in different degrees of each
* _ingredient so it’'s different if someone’s shot by
something that does a little or a lot of damage. And your
2 eye will pick that up. Players won't even be able to tell
‘. people how they know that a person got hurt a lot, but
:+% they’Il know.

2 NG: It seems that you're talking about a move away

from pre-authored animation...

" “GABE: You still need to have authored animation, but

ou- need to procedurally deform this animation by

A g reactive kinematics that respond to whatever

't be happening in the game world at that time. You

““need to be able to have A, but then you need to be able
1o say if, for some reason, this character ends up in this
room and is sitting around for a couple of minutes, he
will walk over to the bench and begin putting together
this piece of apparatus. And if this other guy is there, he
Wwill come overand talk to him. The key isn't to pick either
authored or Al-based behavior — the key is to do both,
and then 4integrate metv‘vo as seamlessly as possible.

NG: How else will you continue to,evolve the feeling of
actually “being there"?

GABE: | think for a-while we're going to Continue to push
inthe direction of making the player’s character as'

_ . transparent as possible. We réally want to put the player
into the experience. We're not going to move in a Sonic

the Hedgehog direction. You are supposed to be the star
of Valve's games — it's you in there, not some character.
We're not trying to get you to be someone else. We're
trying to put you as deeply as possible into a world and
into an experience. We want players to bring as much of
themselves as they can, rather than, you know, listening
to some voice-over to find out what their character is
meant to be thinking.

NG: And, of course, as processing power continues to
evolve, future games will continue to look better and
better...

GABE: Clearly, just from an engine perspective, we need
level detail rendered on models. That will probably
happen sooner rather than later. There are so many
things that will change on the rendering side. For Half-
Life, we were limited to about 2 megabytes of texture
per scene. We were limited to about 3,000 triangles per
scene on models and about 500 triangles per scene for
the world. Over all, we were looking at about 3
megabytes per level. This will improve.

NG: What about the multi-player component? Where do
you think you can break new ground?

GABE: | think there is this notion that somehow making
multi-player games is easier than making single-player
games, right? People seem to think that in multi-player
games, the worlds and levels can be really simple and
that the players have to do all the work to create the
experience for themselves. People seem to think that
simply by throwing a lot of players into a room it's going
to be fun. It would be nice if it were true, and it certainly
makes it easier to get your multi-player games out, but
being in a multi-player game with the wrong people can
be a terrible, tedious experience.

NG: So what's the solution?

GABE: It seems pretty clear to us that in the same way
people wanted story and interactivity from the single-
player experience, the multi-player game should offer a
similarly complicated world. Multi-player games should
be just as sophisticated as the single-player experience,
but with the option of going through it cooperatively
with other people. We want it to be a shared, “we’re in
this together” kind of thing. There may be other groups
you run into that you have a competitive relationship
with, but people want to go exploring and adventuring
together. This seems to be something we hear from
people over and over.

People complain a lot that there is no cooperative
mode to play through Half-Life. Our sense is that a lot
more people would be interested in being in this big,
complicated, explorable world if they were able to go in
there with their friends. That makes it a much richer
experience. Being on the same side with other people
and working with other people is fundamentally a lot
more interesting to people than viewing the multi-player
experiences as a deathmatch experience.

NG: And do you think the success of Half-Life will inspire
Valve to even greater feats in the future?
GABE: | personally handled around 200 support calls
when Half-Life initially shipped, because | really wanted
to know exactly what was going on when people were
picking up our game and playing it. And it was great. It
was exhilarating to have people say, "Wow, this is the
best PC game I've played since Doom.”

That's what we were aiming for, and when it
happened — it's like, nothing else even comes
close. | can't imagine doing anything more exciting. [x'[=
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Some months even the most jaded gamer is impressed,

and this month is certainly one of those

FINALS

The best written game reviews in the business

ext Generation

never pulls
punches or minces
words, but we also
know how to praise
greatness when we see
it, and recognize and
encourage innovation.
Are we too generous or
too mean? Let us know.

gk ok ke
Revolutionary
Brilliantly conceived
and flawlessly
executed; a new high
watermark.

ok kk

Excellent

A high-quality and
inventive new game.
Either a step forward
for an existing genre or
a successful attempt at
creating a new one.

Kk ok

Good

Asolid and competitive
example of an
established game style.

ok

Rverage

Perhaps competent —
certainly uninspired.

*

Bad

Crucially flawed in
design

or application.

@ Denotes a review of a
Japanese product.
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The best RPG ever?
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The finest strategy game since Civilization
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It took a while, and it was made by a bunch of Medical
Doctors, but great stuff comes from the unlikeliest of places

A

FORGOTTEN REALMS: BALDUR’S GATE

2

Publisher:
Developer:

Interplay
Bioware

new sights to see around every corner

The game world is huge, with players moving from section to section on the vast world map, and incredible '

m ole-playing games are the
rock upon which the church
of computer games was built.
Games like Wizardry, Ultima, and
Bard's Tale still make geriatric
gamers cry tears of nostalgia for
those halcyon days when the worth
of a game was measured in how

There are countless shops that trade in goods and services that are
both mundane and mystical

many weekends (and friends) you
lost playing it rather than how fast
you could move your mouse.

Baldur’s Gate manages to
satisfy the old gamer’s cravings
while remaining distinctly
contemporary. And it is the first
RPG to really take advantage of
today’s technology rather than
merely elaborating on games of
the past.

RPGs were at one time
meticulously planned, with every
detail of a world included on a
stack of floppy disks. With the
advent of faster processors and the
CD-ROM, seemingly limitless worlds

appeared. The logic seemed simple
enough: If earlier games with 200
NPCs were good, worlds with
10,000 NPCs (made using a random
person generator) would be even
better. If a nine-level dungeon
seemed like fun, how about an
infinitely deep dungeon — or a
game that generated new
dungeons every time you played?
Sadly, the artifice of these
bulked-up RPGs was immediately
apparent to the player. After talking
to NPC number 20, which was
outwardly similar to NPC numbers
one through 19 but with a different
name and a new hat, players knew
at once they were wasting time in a
world bursting with sound and fury,
but signifying nothing. As a result,
these gargantuan, stale
promontories were invariably
tossed, and gamers began to yearn
for the days when the Woodheads
and Garriots of the world actually
planned out every part of a game.
In short, RPG fans began to long for



one of the magnificent temples in the game. Bioware has made the
gods from TSR's Forgotten Realms integral to the story

actual game design

Fallout set the stage, but
Baldur’s Gate finally delivers what
RPG gamers have been looking for.
However, as we've said, it doesn't
stop there. The game uses five CDs
to deliver what ends up being a
huge amount of gameplay, all in a
beautiful world. Every map has

We seriously can’t imagine how Bioware
is going to outdo themselves in future
titles, but we can’t wait to find out

When your main character dies,
the game ends immediately —
the CG movies and cut scenes
are entertaining and well done

preplanned events, and every area
has quests, items, tricks, and traps.
In short, the game has been
completely designed from head to
toe. Stacked on top of that, though,
is the ability to play the entire
game with friends. We're not
talking about a special deathmatch
mode or a multiplayer dungeon
either — every second of the
single-player experience is
available in the multiplayer mode,
an innovation that is entirely new
for RPGs.

Not only do new technologies
allow the game to be the first real
multiplayer RPG, but they also
allow it to be one of the first that's
deeply replayable. It's unlikely that
players will see the entire game
during their first playthrough. Add
to that multiple ways to solve
several of the problems in the
game, varying from playing spy to
using brute force, and you have a
recipe for at least two completely
different experiences.

The interface is a melange of
old and new. Point-and-click is the
name of the game, with a clock
running in the lower left corner.
When you enter combat, you have

the ability to stop the clock and
meticulously plan your characters’
moves. At the same time, the game
possesses a fluid and intuitive
realtime mode of action that is
very satisfying. The game plays
well both in realtime and in paused
settings, though the harder battles
are nigh impossible without
pausing the game.

And while the good interface,
the multiplayer functionality, and
beautiful graphics all make Baldur’s
Gate stand out, it is the
enormously satisfying role-playing
elements that make it a real

RATING

winner. The primary quests are
engrossing, many of the side
quests are amusing, and the story
of who your character is and why
he or she is on this journey keeps
you guessing. We're especially
pleased to say that the ending of
the game manages to avoid inane
fantasy clichés and left us hungry
for more.

The only problems are the few
bugs that keep the game from
running smoothly and the
absolutely awful pathfinding.
Commanded to move across the
map, characters will find something
inconvenient to get stuck on, even
if they have to run to the neighbor’s
house to borrow it. In addition, the
game's core multiplayer design is
at first confusing (not to mention
distracting). However, a dedicated
team working together will master
it. These flaws aside, the game
never, ever becomes dull, and each
chapter (there are seven) is more
exciting than the last. We seriously
can't imagine how Bioware is going
to outdo themselves in future titles,
but we can't wait to find out.

In fact, we're so looking
forward to new adventures in the
Forgotten Realms that we've found
ourselves no longer pining for the
good old days of Wizardry, Ultima,
and Bard's Tale. The kings are dead.
Long live the king.

Putting together an effective party (then making sure they all stay alive
long enough to grow more and more effective) is one of the game’s
many decision-filled challenges
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Sid Meier creates yet another masterpiece in this
game that, at a glance, looks all too familiar

SID MEIER'S ALPHA GENTAURI

Publisher:
Developer:

Electronic Arts
Firaxis

The new technology advances
and strange doodads are
interesting in themselves

tits core, Alpha Centauri is

Civilization set on another
planet, with vastly different
technologies and unit types —
which is both its greatest strength
and most inherent weakness.

The game’s structure is almost
exactly the same as Civilization:
“nutrients” instead of food,
“Terraformers” instead of settlers,
and so on. The layout and
interaction of each of these
elements is very familiar, and Alpha
Centauri is an expansion and
retooling of those core gameplay
values. Alpha Centauri is a Civ
game through and through, and
while that's not a bad thing, that
first blush may disappoint some,
thinking they’ve just bought the
same game in a new set of clothes.

Continuing to play, however,
reveals myriad differences that run
deeper than cosmetic. To begin
with, the colonists of Alpha Centauri
are divided into seven different
“factions.” But while in Civilization
there was little difference in playing
as, or against, the Americans or the
Zulus, in Alpha Centauri each
faction has a distinct personality, as
well as differing strengths,
weaknesses, and starting abilities.
The Stepdaughters of Gaia, for
example, are so in tune with the

Look familiar? It may come
from a different publisher, but
there’s no doubt as to Alpha
Centauri’s pedigree

planet that they can command the
otherwise vicious native “mind
worms,” but their pacifist nature
leaves them militarily weak. The
complex ways in which the factions
interact make diplomacy and
negotiation far more important than
in Civilization. Add in at least four
different ways to win the game,
including conquest, diplomacy,
economic dominance, and
transcendence (the next stage in
human evolution), plus multiplayer
options, and the number of victory
strategies increase exponentially.

Between vying for power on the
Planetary Council and figuring out
the best way to run the people,
things get very complicated

However, there are some
problems. The icons and graphics
have a lot of detail, which is a mixed
blessing — the map often becomes
S0 cluttered with cities, units, solar
collectors, and terrain bonus
markers that it's virtually impossible
to tell what's going on. Also, while
the new technologies are
interesting, the connection between
tech advances and their effects —
“Polymorphic Software” gives you
artillery units, for example — is
often tenuous.

Still, few things will warm a
strategy fan’s heart more than
seeing Sid Meier's name on a box
(and Brian Reynolds’ name tucked
innocuously on the credits page).
Now go away, we're going to spend
the next 48 hours trying to evolve
beyond human thought.

RATING
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The company that brought you Metal Gear Solid
comes up with another — very different — masterpiece

SILENT HILL

Konami
Konami

Publisher:
Developer:

The action is intense, but it's
not necessarily the primary
source of gameplay. Exploration
and storyline are much more
important

m ever the one-trick pony,
Konami saw its most recent
success with the phenomenal
Metal Gear Solid. The game
showcased the company's ability
to not only masterfully utilize the
PlayStation hardware, but also
create an effective marriage
between story and interaction,
showing how good a game can be
atinvolving the player with more
than gut-level action. With the
release of Konami's Silent Hill, the
company takes storyline and
character development one step
further and successfully strikes
out into bold new territory.

On the surface, Silent Hill
could be passed off as nothing
more than a Resident Evil clone,
with the same horror backbone
and action elements as Capcom'’s
groundbreaking series. But in
reality, the two games have little
in common beyond a shared
horror premise and a few
similarities in puzzle play. While
Resident Evil's emphasis is firmly
entrenched in the schlocky B-
movie gore of the '60s, Silent Hill
plays more like a perfectly paced
piece of surreal, literary horror
fiction from the late ‘70s.
Believable characters, a
mercilessly bizarre storyline that

The effective use of light and
darkness throughout Silent Hill
provides a good amount of
shiver for the buck

never lets up, and an incredibly
well-developed sense of dread
that pervades every nook and
cranny of the game make Silent
Hill a truly realized work of
imagination, joining the ranks of
games like Infocom’s Lurking
Horror and Valve's Half-Life.

As small-town writer Harry
Mason, players take a trip to the
resort town of Silent Hill and are
quickly propelled into a nightmare
when daughter Cheryl
mysteriously disappears after a
car crash. The rest of the game is

The grotesque imagery and bizarre
premise take the ideas pioneered
in Resident Evil one giant step
beyond the horror threshold

spent searching for Cheryl in the
surreal landscape of Silent Hill.
The formerly crowded tourist spot
has been transformed into an
abandoned ghost town harboring
dermons and inexplicable events
that hint at something beyond
Harry’s original quest. Corpses line
the streets and corridors of
familiar buildings, and the murky
daylight abruptly shifts into the
darkness of night at the simple
opening of a door or turning of a
key. Things are never quite what
they seem at any point in the
game, keeping the player guessing
at what will happen around every
corner. The mood is perfectly
enhanced by loud thuds in the
middle of empty rooms or by the
spooky sobbing of an unseen child
in a dark hall.

Every trick in the book is used
to perfection in order to create a




Dramatic camera angles provide
a great amount of cinematic
flavor in Silent Hill

Unlike Resident Evil, Silent Hill
concentrates on exploration

constant feeling of dread and
terror that can actually be
physically felt when using the Dual
Shock controller, which pulses
with Harry’s heartbeat when he
becomes injured or intensely
frightened. Add to this the use of
a pocket radio in the game that
allows you to hear enemies before
they appear and the game
actually creates a very tangible
sense of fear. But the most
impressive technological feature
in the game is actually the most
important. With most of the game
taking place in the dark, Harry
uses a pocket flashlight that can

|

I'm not the only one
who's still'salking around.

Interaction with the few characters still alive in the town works at
building a sense of desperation and solitude throughout the game and
succeeds in immersing the player in the game’s eerie universe

be turned on or off at the touch of
a button. Using the small flashlight
provides a limited range of vision
and succeeds in creating a steady
amount of suspense by plunging
players into a constant battle with
the unknown.

But beyond the gimmicks and
technological feats, the best thing
about Silent Hill is the believability
of the game’s lead character,
Harry Mason. While this isn‘t a
feat in itself, the way in which the
game shows how an average Joe
confronts the extraordinary
goings-on really endears you to
him in a way you just don't feel
about the larger-than-life super-
heroes in games like Duke Nukem
or Tomb Raider. Harry's
exceedingly clumsy with weapons,
has horrible aim, and reacts to
many of the events in the game in
ways that we might find ourselves
reacting. There are no infinite
bazooka rounds or grenade
launchers for Harry — just his wits
and an array of ordinary weapons
to defend himself with. And it's
this genuine connection with
Harry and the game's other
characters that deepens the
immersiveness, making the events
feel much more real and hence,
much more terrifying.

Throughout the game there
are only a few stumbling blocks

PLAYSTATION
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that lessen Silent Hill's appeal.
Out-of-place puzzles that jar the
realism of some of the
environments threaten to spoil the
mood that Silent Hill masterfully
creates, while the good amount of
slow-paced exploration will likely
turn off players looking for the
thrill-kill instant gratification of the
more action-oriented Resident Evil
series. But neither of these flaws
even comes close to negating the
real strides made by Konami in
creating a game that so perfectly
fleshes out a concept. Games that
not only surpass their
predecessors but also genuinely
capture the imagination like Silent
Hill does don’t come along nearly
often enough. No gamer can
afford to miss it.

RATING

Key points in the game are
brilliantly illustrated with the
use of CG cinemas as well as
polygonal in-game movies
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AKUJI THE HEARTLESS

BOMBERMAN FANTASY RACING

Platform: PlayStation

Publisher: Eidos

Developer: Crystal
Dynamics

ith Legacy of Kain on the

horizon, Crystal Dynamics has
taken a tum into the dark underworld
of voodoo with its latest action title,
Akuji the Heartless. Utilizing the game
engine from Gex: Enter the Gecko,
Akuji couldn’t be a further cry from the
bright, cartoonish camp associated
with Crystal’s famous mascot. Instead,
Akuji travels darkly lit passages leading
through the bowels of hell, searching
for a way to return to the overworld
and wreak vengeance on those who
murdered him. Not exactly Saturday-
morning kiddy stuff, but Crystal
Dynamics has carried off the transition
incredibly well.

Traveling through a long series of
imaginatively designed and beautifully
realized levels, Akuji is able to wield
various spells and slash away at
surprisingly intelligent enemies.
Puzzles figure into the gameplay in the
form of the usual switch-hitting and
item-collecting, but due to the way
each area is designed, the task never
seems too tedious. Visually, the game
is a dark wonder, with Crystal
Dynamics taking the rarely traveled
path of a colorful-but-highly-
atmospheric vision of hell, rather than
the typically gloomy, gothic
architecture used ad nauseam. It's this
fresh approach to the standard
platform adventure genre that gives
the game a boost in the right direction.

CIVILIZATION 11

Clever, colorful lighting helps
keep Akuji the Heartless from
being too dark and gloomy

But the game does have its share
of problems, most notably in the
control. With a minimal amount of
animation lent to moving around,
movement appears sloppy when
jumping and too slow when running.
This translates into tough precision
jumps and a tricky time
outmaneuvering certain enemies. The
camera, while highly improved from
Gex: Enter the Gecko's bizarre angles,
is still too slow to stay ahead of the
action. But with a one-button, over-
the-shoulder view, the cameras are
never as much of a problem as the
sluggish controls.

Crystal Dynamics has certainly
provided gamers with a solid action
title with enough imagination to please
those who possess a penchant for the
macabre. Yet the rough controls and
animations keep Akuji from truly
stepping into the genre's limelight.

RATING kLo i

Platform: PlayStation
Publisher: Atlus
Developer: Hudsonsoft

m ith the success of mascot
racing games on Né4 (Diddy
Kong Racing, Mario Kart),
Playstation has long been in need
of a title of the same caliber. It's a
niche Atlus and Hudsonsoft's
Bomberman Fantasy Racing would
like to fill, but the title doesn’t
quite get there.

Taking the popular bomb-
tossing hero from his usual
labyrinthine environment and
placing him atop a pastel-colored
animal on a race course is a big
leap, but a few familiar features
soothe the transitional ache. The
game takes place on a set of six
courses (and six mirrored courses
once the game is completed). You
can race as one of eight different
characters from the Bomberman
universe, set atop cute, but
temperamental, creatures that
control much like vehicles — but
have set stamina limits that slow
them down if you push them too
hard. It's similar to the Chocobo
racing sub-game in Final Fantasy
Vil and forces players to keep an
eye on acceleration and their
chosen “vehicle’s” stamina meter.

As expected, weapons also
factor in, and different power-ups
can be bought from the shop
between races or acquired on the
track during a race. Bombs, skates,
power gloves, and a few other

trademark Bomberman weapons
are available and are used pretty
much as in traditional Bomberman
games. The tracks are all bright
snow or sand, and course designs
are erratic and tricky, keeping the
game just a step above the
difficulty level for the market it
seems to be aimed at: the quickly
growing 12-and-under audience.

The learning curve is high and
would be daunting for the younger
set. But while the game may not
be the choice for the kiddies, it
may also turn off veteran racing
fans with its lack of real physics
and its hyper-arcade controls. For
all its cuteness and quirk, the
somewhat stiff digital controls and
tough tracks of Bomberman Racing
make it a choice for fans and
racing veterans only.

RATING

‘Bomberman Fantasy Racing is
no o but it ain’

Platform:
Publisher:

PlayStation
Activision

Developer: Activision

Ithough consoles seem to lend
themselves to fighting and
action games over deep strategy

experiences, releases like Command
& Conquer and WarCraft 2 have done
well enough to prove that there is a
devoted, if limited, audience for them.
How appropriate, then, that the finest
of all strategy games should find its
way to PlayStation.

Console strategy games don’t get any better than this: Civilization Il
‘comes to PlayStation in all its glory

Like the PC version, which was
#4.in our 50 greatest games of all
time (NG 50), Civilization Il on
PlayStation gives you the daunting
task of developing a civilization from
the ground up and leading it from the
stone age to the space age. Every
minute detail, from exploration to city
construction to technology to religion,
is under your control — yet the
design is so elegant that the game
never becomes tedious, and you're
slowly drawn into an ever-expanding
world of construction, politics, and
war. In fact, there are so many
variables involved that it just begs to
be played over and over again just so
you can experiment with the
hundreds of different options.

The PlayStation version is

remarkably faithful to the PC version.
Of course, the interface has been
redesigned, but it's quite intuitive for
the standard controller and is easy to
learn (unlike the poorly thought-out
version of the original Civilization that
surfaced in the late days of Super
NES). Unfortunately, the graphics have
taken quite a hit due to lower
resolution, but this doesn't affect the
game much. Speed also takes a bit of
a hit, especially when your civilization
reaches a large size, but it's tolerable
and never bogs down.

Overall, Civ Il remains one of
strategy gaming's finest hours and is
a welcome addition on PlayStation
For those who are willing, it's a game
of limitless possibilities.

RATING
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Platform: PlayStation
Publisher: SCEA
Developer: Victor

Interactive

ever, it seems, has a game

aimed so low, and missed even
that goal so spectacularly. Contender
is everything we dislike about poorly
done games, and, in fact, it rightfully
earns the moniker of being a “last
generation” game.

The problems with Contender
start as soon as you try to play. While
boxing is by no means the most
complicated sport, in this game it has
been simplified to the extreme so as
to appeal to a more “arcade-action”
audience. Unlike its closest cousin
Punch Out, however, which relied on
strategy and personality for the
majority of its appeal, Contender
relies on the simple formula of punch

a few times, block a few times,
repeat. To add some much-needed
variety, there is also the obligatory
super punch, which, of course, hurts
much more than a normal punch, but
it's easily avoided. Just imagine a
videogame version of Rock ‘em Sock
‘em Robots with a few minor “virtual
pet” perks and you'll understand the
hell that Next Generation went
through to bring you this review.

In the game's favor, there are
quite a few boxers to choose from
(including several women).
Unfortunately, the first-generation
graphics engine used for the game
leaves characters looking blocky, with
huge seams between joints,
effectively removing what little
personality they received in their
design phase. Of course, it goes
without saying that the animation is

DEAD IN THE WATER

just as bad, with jerky, hand-animated
motions that do little more than suck
the little remaining life out of an
already lifeless game.

From the uninspired graphics to
the sloppy and ill-thought-out
gameplay, there is nothing in

Contender that stands out as being
particularly good and quite a bit that
is actually painful to experience. Sony
should be ashamed of inflicting this
abomination on the gaming public.

RATING

1
“LEFT HAND

Did some wise guy make a joke about how no boxing game could be
worse than Knockout Kings? Well, try playing Contender

GUARDIAN’S CRUSADE

Platform: PlayStation
Publisher: ASC
Developer: Player1

ead In the Water is Twisted Metal

on water or a destructive Ice
Capades for sentimental fans of Death
Race 2000. In this game, the rules are
simple: Destroy everything for money
and points. It's a mysterious race that
takes place every year somewhere in
the Bermuda Triangle, and the grand
prize is the revelation of an age-old
secret. But the winners have never
been seen again.

What Player1 has done well is
mire the game in a vicious, grim
sensibility that will certainly disturb
average gamers. What it hasn't done is
actually build a decent game.

While there's a fantastic sense of
speed, it's usually ruined by awkward
turns in the courses and even the
occasional full-screen slow-down
While the wave mechanics and
explosions are sometimes amazing
displays of dead-on physics, mostly
they're erratic and inconsistent. The
standard metal soundtrack isn't by any
means complemented by bad music
production, and the sound effects and
Character voices are some of the
stupidest ever.

A decent-looking 3D polygonal
game, Dead In the Water overallis a
mixed bag, with the straight battle
races being the ultimate lure. But in
any case, steer clear of this shipwreck.

RATING RS

Platform:
Publisher:
Developer

PlayStation
Activision
Tamsoft
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Quirky and interesting,
Guardian’s Crusade is charming
enough to be a keeper

Dead In The Water is fun for about half an hour — then you figure out
how limited it is

he Playstation library is certainly
growing in diversity, with an
increasing variety of cross-genre titles
as well as games that cater to more
niche markets. So the timing of
Activision's release of Guardian’s
Crusade seems right on the money. A
quirky RPG with some breeding sim
elements, Guardian’s Crusade (titled
Knight & Baby in Japan) excels in
simplicity and charm.

As a small-town knight, you
stumble across an orphaned baby
monster in the forest, then receive a
vision warning you to bring the baby
back to its mother in God's Tower.
Graphically, Guardian’s Crusade is a

clean, high-resolution treat with
simple, yet unique, character designs
and backdrops. Battles are also clever
in that random enemy encounters are
replaced by the ability to see them
wandering the field and evade them if
desired, much like SaGa Frontier or
Chrono Trigger. But the really clever
twist is that enemies change shape
and appearance in relation to their
strength. Smaller enemies will run
from you and pose little threat, while
bigger enemies actively pursue the
player and pack a wallop during
combat. As you go up in levels, the
relative threat of different monsters
will be reflected in their physical
appearance — a very inventive touch
in a turn-based RPG.

Storywise, Guardian’s Crusade
doesn't really break any new ground,
but the characters are strengthened
by the quality of the game’s
translation. With a dose of humor,
quirky dialogue, and memorable
characters, the game plays like a
familiar trip through welcome RPG
elements without tedium. Plus, the
ability to alter elements of Baby, the
monster, by feeding it and treating it
differently during battle also adds a
new layer of interaction to the game.

Considering the competition
from more well-known RPG brand
names, Activision has done a fine job
with Guardian’s Crusade by giving the
title charm and polish. Nice one.

RATING
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STREET FIGHTER ZERD 3

Platform: PlayStation
Publisher: Capcom
Developer: Capcom

hile Capcom'’s Street Fighter

series of games has always
been the high-water mark for 2D
fighters, the lack of innovation in each
successive title has kept the series in
a comfortable, if uneventful, groove.
With Street Fighter Zero 3, this has all
changed. Capcom may have outdone
itself with the most playable and
innovative fighting game since the
original Street Fighter II.

The key to SFZ 3's success
comes from the fact that Capcom has
pulled out all of the stops to make
sure that every aspect of the game
has been refined to perfection.
Indeed, every complaint that players
have had over the years, from turtling
(blocking a lot) to throwing, has been
addressed, and plenty of new

features have been added on top of
that. For example, at the beginning of
each match, players can now select
from three different kinds of super
moves (called “isms”), and there is
now even a limited amount of “air
juggling” in the game for those who
are adept at stringing moves together.
With more than 25 characters to
choose from (including all of the
characters from both the Street
Fighter Il and Street Fighter Alpha
series, as well as some new
additions), there is an almost
unlimited amount of replay value.

For those who prefer to play
single-player, Capcom has added an
excellent story-based mode, where
you fly around the world fighting
different characters and earning
experience and moves in an almost
RPG-like fashion. There is also a mode
for those who have the Japanese
PocketStation, in which you can

WCW/NWO THUNDER

download characters and train them
to fight other PocketStation-wielding
opponents. One thing is for certain —
there is no lack of content in this title,
and between beating all of the modes
and finding all of the secrets, players
will be occupied for a long time.

Admittedly, the game has lost a
little animation in the conversion to
PlayStation. Unless you are really
looking, however, it is not noticeable
and doesn't detract at all from the
feel of the game. Most importantly,
unlike some other recent Capcom
translations, the game never slows
down. However, Street Fighter Zero 3,
with all of its home-version-only
features, is perhaps the finest home
translation Capcom has ever done.
Add to that the fact that this is the
best Street Fighter yet, and you have
a must-buy game.

RATING ______ BESSTE|

Those of you who still love to
fight in 2D will find Street
Fighter Zero 3 a godsend

SYPHON FILTER

Platform: PlayStation
Publisher: THG

Developer: Inland Productions

Platform: PlayStation
Publisher: 989 Studios
Developer: Eidetic

WCW/NWO Thunder is the
latest, and quite possibly the
last, of THQ's wrestlers

ust like any other sports

franchise, and here we use the
term “sport” loosely, THQ's line of
wrestling games has been updated
with another release. This year the
line has moved from Nitro to
Thunder, but with the addition of a
cage match and more wrestlers, it
seems as if a lot of the progress is
merely superficial.

The core gameplay in Thunder
feels a ot like that in Nitro. Moves are
simple and animations are basic,
which limit the depth of the game but
make it easy for a beginning player to
jump right in. As in the previous

version of the game, you can leave
the ring, grab spare items to use as
weapons, and even receive help from
an allied wrestler when in trouble. If
you're so inclined, you can even
change allegiances at the player
select screen.

The cage match is a fight to the
finish with no outside help at all. One
has to wonder about the fans during
the cage match. Where did they all
807 For some unexplained reason,
the cage match has absolutely no
background, and yet the action still
seems to slow down.

One big downside to Thunder is
the lack of a four-player mode. What
fun is the Battle Royal if you can't
duke it out with a large group? The
omission seems like a glaring
oversight.

Thunder is a worthy purchase if
you absolutely must have the latest
WCW/NWO rosters. While the
improvements made in Thunder
aren't terribly significant, they do
make it a worthy upgrade from Nitro
— but they don‘t put Thunder at the
top of the wrestling pile just yet. It's
good, but WWF Warzone is still
number one.

Fok ke iy

m e've seen a lot of third-person
games in the last year, and there
are sure to be many more in 1999.
Syphon Filter is one of the first of this
new crop, and it manages to stand out
due in part to some slick stylistic
cinemas, an involving storyline, and
most importantly, some good, high-
intensity action.

What keeps Syphon Filter ahead
of the pack is that it actually manages
to keep the player involved all of the
way through the game. As Gabe
Logan, anti-terrorist agent
extraordinaire, you must work your
way through several levels featuring a
Wwide assortment of objectives that are

Syphon Filter is one of the
better third-person games this
year — of course, it is only April

cleverly tied into the plot so that they
don't stand out as puzzles. Memorable
moments abound, including defusing a
hostage situation with a night-vision
sniper rifle or chasing a terrorist
through active subway tunnels.
Unfortunately, most of the time the
action isn't very challenging, and
players wil tend to get stuck trying to
find one of the many mission
objectives hidden in the shadows.
Having to stop and wander around
with the flashlight does tend to break
up the otherwise excellent pace.

Although moving Gabe around
still feels fairly slippery (leading to
several deaths), the mechanism that
Eidetic created for targeting enemies is
excellent. Using a lock-on button, Gabe
will aim at the nearest enemy, no
matter where he is. This allows players
to pull off such maneuvers as shooting
behind themselves while running or
taking a sniper off a roof. It does
simplify the game somewhat, but it
makes you feel much more like a
secret agent with some talent rather
than a mindless drone that has to
constantly pivot in place to shoot a
single bad guy.

With unique gameplay, a tight
story, and some genuinely exciting
moments, Syphon Filter is one of the
first quality action games of the year
and well worth a good look.

RATING



IWARGASM

RATING

RETURN TO KRONDOR

Platform: PC
Publisher: Infogrames
Developer: DID

Worse, you can forget about
remappable keys, analog throttle
support, or even mouse use.

Graphically, Wargasm looks very
similar to Incoming, but on a much
larger scale. The audio effects are
well-done, and while the musical
score is immersive, even that hurts
more than it helps — changes
between tracks often lock up the
game for far too long and make it
unplayable if the CD is in the drive.

Where Wargasm delivers is in
the experience of battle itself. It's
pretty satisfying stuff, but this is a
very challenging title — actually,
make that frustrating. Each nation
Yyou conquer provides more units
with better technology, but first
you've got to face that technology
yourself with inferior equipment.
Beyond fighting against heavy odds,
though, there really isn’t much else
here — very little strategy and zero
resource management. Even
“Multiple Wargasm" (the multiplayer
component) isn't as exciting as it
sounds: It offers deathmatch only,
which can get old pretty quickly.

At the end of the day, Wargasm
has a clever moniker that makes you
take notice. But even that was stolen
outright from a song by thrash grrl
band L7, and it's a shame the game
doesn't live up to it.

-

The best thing about Wargasm is
its title — the rest just isn’t that
arousing

“ n Wargasm, your task is to win
back land using a sort of global
holodeck that simulates combat
while yielding real, national
economic consequences. Your
forces consist of soldiers, tanks, and
helicopters. Control of these units
ranges from first-person shooter to
combat vehicle simulation to
realtime strategy. So as you might
guess, the game suffers from a sort
of identity crisis.

The main problem is poor unit
control. In RTS style, the top-down
tactical view has a clumsy interface.
For direct control, you choose
between five variations of joystick

and keyboard input, all fairly limited. RATING
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THIEF

Platform: PC
Publisher: Eidos Interactive
Developer: Looking Glass Studios

hief is yet another example of a
first-person action title with a
twist. The hook is that the player is a
master thief in a medieval world of
sorcery and 19" century technology.
Gameplay emphasizes stealth and
intellect over blazing guns, as most
Quake clones do. From level design to

corridors dimly lit by torches that can
be doused by a quick splash. A
visibility indicator at the bottom of the
screen lets players know how easy it
is for guards to see them. Guards can
also hear thieves as they travel over
varying surfaces that make different
amounts of noise. Thief has perhaps

sound design and weaponry, one of the best implementations of
everything in Thief requires the player hardware-accelerated sound design,
o be sneaky. and players will definitely want a

To do that, a thief has to have
the right gear, including water arrows,
fire arrows, and a sword, but most
importantly, a sap that players can
use to sneak up behind guards and
knock them out cold. Water arrows
are also an important commodity, as
most of the action takes place in

Directsound3D-compatible card to
take advantage of it.

Graphically, Thief can’t compare
to Unreal or Half-Life, and sneaking
about can get repetitive. Thief is also
very difficult, and players should plan
on dying often as they explore. One of
the most curious design decisions

Platform: PC
Publisher: Sierra
Developer: Pyrotechnix

E ans of Betrayal at Krondor have
been waiting for another
Krondor game for years. Based on the
Midkemia novels written by Raymond
E. Feist, the license was let go after the
initial poor sales of Betrayal. However,
Sierra got the license back, and the
result is finally a sequel to one of the
best-loved role-playing games of the
past several years. But not all those
fans are going to be terribly pleased
with what they got.

Return to Krondor does a ot of
things right — the story is excellent,
the graphics are superb, and the
ccombat is exciting. The backgrounds
are prerendered, but your party is fully
in 3D as you wander around the city of
Krondor and then into the Kingdom's
wilderness. Fighting is turn-based, and
there are enough options to afford a
number of different strategies. In most
cases, the camera can cycle through
several different positions to let you
get the best view, but unfortunately,
you can't always do this during normal
exploration, and the computer-
controlled camera angles make some
navigation confusing.

But RPG fans will also be
disappointed with the linear storyline.
Most of the game involves the classic
errand-boy type quests, although there

occurs at the end of each level. Once
players reach the final objective, the
mission simply ends, rather than
having the thief sneak back out again
past the still-unconscious guards.
The past year has seen a

number of outstanding first-person
shooters, most notably Unreal and

are the occasional acts of heroism,
such as saving orphans from a burning
building. These side quests take place
one after another, and you can’t
progress to the next part of the game
until you've accomplished your
assigned tasks. Uttimately, however,
the biggest problem is length. Average
gamers will finish inside a week, while
hardcore gamers will be done in a
matter of days. Considering the rigid
linearity of the game, there is little to
no replay value, which means small
bang for your buck. The game is well-
made, and the plot will keep gamers
on the edge of their seats. It's just too
bad they won't stay there very long.

RATING

KR KTT

Return to Krondor never lives
up to the promise of being a
sequel to Betrayal at Krondor

Half-Life. While Thief doesn't have
the graphic or narrative flair of these
two games, it is still a fun game to
play. The sound design, level design,
and gameplay are all top-notch and a
worthy addition to the genre.

RATING

Although it doesn’t catch the eye like Half-Life or Unreal, Thief pulls
off enough interesting twists to more than keep you coming back

AX3N
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How designers play their games

SILENT HILL: PART TWO

SYSTEM: PLAYSTATION PUBLISHER: KONAMI DEVELOPER: KONAMI

INTRODUCTION

In NG 51, we ran the first half of the walkthrough for Konami's
Silent Hill. This month, we'll finish off the game, but keep in mind
— there are several different endings that you can experience.
The following guide will take you straight through to the finale of
the game, but it won't give you any hints or secrets regarding the

THE GIRL IN THE BLUE DRESS

After defeating the Fairy Tale Lizard, you'll be automatically
transported to the Boiler Room of the original School building.
Awoman in a blue dress will appear momentarily before
disappearing. In her place, she'llleave the K. Gordon Key. Pick it
up and exit the Boiler Room. Harry will hear church bells, which
means that someone in town must still be alive. Head up the

As you.exit the School, head down Bradbury Street and make a
sharp left into the alleyway running behind the houses along Levin
street. At the fourth corridor leading into the backyards beyond
the garages, take a right and open the back gate to K. Gordon's

BALKAN CHURCH

In order to reach the Church, you'll need to take Bloch Street.
once you arrive inside the Church, you'll meet up with a
strange old woman. she'll tell you to “follow the path and head

three other endings you can get by enabling certain “flagpoints”
located in different areas of the game. What they are, and how to
get them, is left for you to discover. In addition, there are also a
few secret items that open up once you complete your first
game and play through on a gold “Next Fear" save.

stairs to the first floor and save your game in the Infirmary. Visit
the Reception Desk and read the paper lying on the table. You'll
be able to note that K. Gordon is a teacher at the school who
lives in the town. Harry will automatically make a note of it

on the City Map. Exit the School and head out onto the

city streets.

THE TEACHER'S HOUSE

house. You'll automatically use the K. Gordon Key to enter the
house through the back door. Inside you can save your game.
There's nothing else to do inside the house, so exit through the
front door and head south to Bradbury Street

to the hospital.” Once she leaves, pick up the "Flauros” and
Drawbridge Key on the altar. You can also use the Notepad
near the entrance to save your game.




Once you reach the fourth floor, head into the new area. You'll
notice that the building has suddenly transformed into a
nightmare version of its former self with rusted walls and
bloodied gurneys strewn about. The structure of the fourth floor
is exactly the same as the second and third floors on the
former hospital’s map, so head through the double doors. All of
the doors along the next two hallways are locked with the
exception of the exit doors, so simply run the length of the two
connecting hallways, heading through the door at each end
until you reach the staircase.

Climb down the staircase all the way to the first fioor.
When you exit, duck through the double doors beyond the
bathrooms. Your first objective in the first-floor hallway is to find
the Director’s Room that sits just before the stairwell near the
elevator. Inside you'll find a Notepad to save and replenish your
health. Make sure to pick up the red Queen’s Plate on the table.

Exit the Director’s Room and head to the second fioor
using the staircase accessible on the first floor. Make your way
into the left-hand hallway and enter the first door on the left.
Kill the nurse and pick up the Lighter on the cot. Exit the room
and take note of the stone boards at either end of the hall. The
board at the north end of the hall is blank, but the board near
the passage to the right hand hall has a list of five names on it.

The Grim Reaper’s List:
35 Lydia Findly
60 Trevor F. White
18 Albert Lords
45 Roberta T. Morgan
38 Edward C. Briggs

There are two other rooms open in this hallway. The one
room at the far north end contains a set of tentacles guarding
another card Plate on the wall, You'll need something in order
1o clear the tentacles and reach the plate, so remember the
location for later. The other room can be found on the right
hand side of the hall. Inside you'll find a door puzzle and a set
of clues on the wall which read:

“The clouds flowing over the hill."
“The clear sky on a sunny day.”
“The tangerines turned bitter”
“The lucky four-leaf-clover.”
“The violets in the garden.”
“The dandelions on the roadside.”
“The sleeping time which has visited me.”
“The flow from a slashed wrist.”

Examine the door puzzie and you'll find the slots for four
accompanying plates. You don‘t have all the plates yet, so exit
the room and head back to the staircase.

Take the stairs to the third floor and enter the hallway.
Take out the lurking nurses and duck into the boys' bathroom
to the right. Inside, pick up the biue Plate of Turtle sitting on the
windowsill. Return to the hall and head to the left-hand door at
the far north end of the corridor. Inside, you'll find a nurse
guarding a pink steel plate on the wall. There's nothing you can
do at this point, 5o exit the room and head into the next open
room down the hall. You'll now be inside Room 302. There is a
Notepad and a working VCR inside, 5o make sure to save your
game and head back out. You'll find an empty birdcage sitting
in the center of the next open room on the left-hand wall. While
there's nothing you can do with either the VCR, the Birdcage, or
the Steel Plate at this point, remember them for a later puzzle

ALCHEMILLA HOSPITAL NIGHTMARE

in the game. It's time to explore the east hall of the third fioor.
Head there through the center double doors.

Once you enter the new hall, duck into the first room to
the right guarded by double doors. Inside, make sure to pick up
the Blood Pack sitting on the far set of shelves. Reenter the hall
and head to the room (Room 306) two doors down. Inside, pick
up the yellow Plate of Cat hanging on the far wall.

Return to the second floor Nurse’s Room and head into far
left room with the tentacles. Inside, use the Blood Pack near the
tentacles and you'll be able to distract the monster long
enough to grab the green Plate of Hatter from the wall behind
it. Return to the Nurse’s Room and approach the puzzle plate
on the door leading right. In clockwise order, place the plate
pleces in the slots starting with the Plate of Turtle (Blue), Plate
of Hatter (Green), Plate of Cat (vellow), then the Plate of Queen
(Red). The door should now be unlocked, allowing you access to
the east hall of the second fioor.

Once you're in the east hall, head through the double
doors to enter the Prep Room through the double doors to the
right. Head into the adjoining room through the next set of
double doors and you'll be in the ICU room. Pick up the
Basement Storeroom Key from the table inside, then exit all the
Wway back to the hallway. Head up the hall and duck into the
double doors to the right between the two single doors. Inside,
pick up the Disinfecting Alcohol from the gurney inside and exit.
Return to the first floor of the hospital and head through the
single door at the far north end of the hall before the
elevator doors.

You'll be heading down the staircase to the Basement.
Once you enter the Basement, head straight across the hall to
the Basement Storeroom and use the Storeroom Key to enter.
Once inside, collect the goodies off the various shelves, then
‘examine the cabinet sitting against the back comer. If you're
positioned between the corner and the cabinet, you'll be able
to push the shelves to reveal a wooden door in the wall
behind it.

Enter the new room and you'll find a grate covered by ivy
guarding a corridor below the Basement. Use the Disinfecting
Alcohol on the grate, then use the Lighter to set it ablaze. The
grate will now open, giving you free access to the mysterious
corridor positioned below.

Head through the grate and down the small hall below.
Enter the next hallway and immediately make a dash past the
nurses to get through the rusty sliding door along the left-hand
wall. The second hallway harbors six doors and a few
murderous nurses. Make your way through the first door to
your immediate right. Pick up the Videotape sitting on the cot
inside, then exit back out into the hallway. Head for the last
door on the left-hand side of the hall and enter. Harry will sense
that someone has been in the room just recently.

A picture on the machine next to the bloody cot reveals a
picture of a girl that closely resembles Cheryl. The girl in the
picture is named “Alessa.” Pick up the Examination Room Key
sitting next to the picture, then exit back out into the hallway
and make your way all the way back to the first floor of
the hospital.

Head into the office room to the right of the locked double
doors leading back out into the lobby. Avoid the mad doctor
inside and use the Examination Room Key to enter the
adjoining room. Inside, you'll find a scared nurse cowering
beneath a cot in the darkened Examination Room. Her name is
Lisa Garland, and for once, you've found someone in the
nightmare mirror world of Silent Hill. After a short conversation
with Lisa, the world abruptly changes back to daytime.
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Uisa telis you that you had been having a bad dream and goes
on to answer some of your questions concerning Dahlia
Gillespie’s cryptic comments. She tells you that Dahlia had lost
her child in a fire several years ago and had lived the life of a
hermit ever since. But before you can get more information from
Lisa, the room fades again and you wake up on the fioor of the
Antique Shop.

Save your game and exit the shop altogether. Once you
make it to the street, head to the left and stick to the buildings
until you pass a chain-link gate covering the entrance to the

THE CATERPILLAR

After landing on a patch of sand far below, a large caterpillar
emerges from the ground. Equip the Shotgun or Handgun and
watch the floor. The creature will surface in a random area, cross
the floor, and dive deep down below the sand. When it surfaces,
clear away from the line it travels in and keep shooting at it. You
can pick up the Hunting Rifle sitting in the broken window along
the wall on the left-hand side of the room. Avoid getting hit by
the surfacing enemy and dodge the red beams it will

THE MOTH

The town looks a little different than when you just ran in to
meet Lisa. You can't head left or right but can only run up the
steps directly across the street from the Hospital. The staircase
leads up to a water tower on the roof of the Post Office, and it
‘seems the caterpillar you encountered earlier has finally
blossomed into a gigantic moth.

The fight with the Moth is fairly easy if you can keep your

Once the Moth is defeated, the nightmare world suddenly
transforms back into the dimly lit daytime. Head down the
staircase to reach the streets. If you need to, use the Notepad
in the Reception area of the Hospital to save your game.
When you're ready, head back to Old Silent Hill, which
lies westward, across the drawbridge. Once you enter the
residential part of town, you'll be shown where to g0 on

T0 THE LAKE

Shopping Center. There's a tear in the gate, o duck through.
You'll find yourself in the destroyed hull of the town mall.

Head for the escalators, but before you can ascend, a
nearby wall of television monitors lights up. Once the cinema is
over, continue up the escalators and head to the left. Enter the
small shop near the bench along the railings.

Inside the Jewelry Shop, pick up the ammo, then save
your game. Exit and head left. As you approach the enemy
lurking in the darkness just out of your sight, the floor falls out
from under you.

occasionally shoot out at you, as well. N &
The fight isn't too tough, but you'll have to use a good
stash of ammo to finally get the Caterpillar to dive for the last
time. Once you've defeated the boss, it wil make a successful
escape out the far window. In doing this, the Caterpillar provides
you with your escape route to the outside world. Head
through the broken window to emerge in the back lot of the
Shopping Center.

cool. Use the Shotgun or Hunting Rifle to take shots at the Moth,
but make sure to keep a good amount of distance between you
both. Use the water tower as a wall to evade the red projectiles
that the moth emits when it attacks. Simply keep moving, and
after the moth attacks, counterattack with several rounds of fire
It shouldn't take more than a couple of well-placed rounds to
defeat the Moth and win the battle.

T THE SEWERS

your map, then a quick cinema will take you there
automatically.

The gate guarding the Sewers is locked, but you can
break the lock by equipping either the Steel Pipe or the Axe
and taking a few swipes at it. Once the lock is broken, enter
and find the open manhole on the ground. When you're ready,
descend into the Sewers.
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THE RESORT ARER

THE LIGHTHOUSE

Inside, you encounter Cybil. She’s safe, but hasn't a clue
as to what's happening. During the conversation, Dahlia
Gillespie makes another one of her grand entrances. She'll urge
you to stop the events that are about to occur at both the
Amusement Park to the west of the Resort Area as well as atop
the Lighthouse. The mark of Samael is being completed more
quickly than either of you thought. Cybil offers to stake out the
Amusement Park, while you check out the goings-on at the
Lighthouse. Shortly thereafter, Dahlia Gillespie leaves as well.
Save your game and exit through the door to the side of the

boat's wheel.

From the boat, follow the pier, which zigzags across a
series of staircases. When you reach the Lighthouse, you can
use the Notepad to save your game. Climb the spiral staircase
to the top of the Lighthouse, but you'llfind it's too late. You'll
catch a glimpse of the young woman in the blue dress before
she disappears once again. The Mark of Samael is freshly
imprinted on the roof, but there’s nothing you can do about it.
Climb back down the Lighthouse and backtrack all the way to
Sandford Street.

TO THE AMUSEMENT PARK

CYBIL

With no enemies in sight and only a few structures still standing,
the Amusement Park provides you with a nice respite from the
monster-filed Resort Area. Find the Food Stand. There’s a Notepad
on the back counter of the stand, so make sure to use it. Find the.
broken Merry-Go-Round in the park.

Once you find it, climb the short steps leading onto the floor
of the ride. A cinema shows Cybil waking in a wheelchair and
walking towards you. From the look in her eyes, there's something
very wrong with her. She'll attempt to gun you down, then the real
fight starts.

Your best plan for attack is to evade Cybil whenever
possible. Two shots from her revolver and you're dead, so make.

sure to heal up every time you get hit. Take a couple of shots at
her when her back is turned. She’s pretty siow, and you'll have a
chance to recuperate whenever the Merry-Go-Round starts up.
When it stops, Cybil will hop off the ride and begin her attack
again, After hitting her enough times, she'l run out of bulets and
toss her gun aside.

Her new attack is a simple whack with the back of her hand.
Don't underestimate her strength — she’s tough and will do
plenty of damage if you don’t check your health from time to time.
She'll also attempt to strangle you, but this does no damage.
There are different ways to end the battle, but for the sake of this
guide — simply keep shooting Cybil until she is defeated.

ALESSA

As you regain consciousness, you'll awake in the Hospital. Lisa
is patiently waiting by your side, and she'll reveal some new
fears she has about her involvement with the strange events at
the Hospital. She'll abruptly leave the room to solve the mystery
by herself.

Follow her through the door and you'll find that you're no
longer in the Hospital, but in a new area of the game's “other
world.” You'll automatically ride to the basement in the elevator
to find yourself in a series of hallways and rooms that mimic
places you've visited at different points in the game, The first
hallway has exactly the same layout as any hallway from the
Alchemilla Hospital. There are three locked doors along the hall
that have specific names scrawled on them (“Phaleg,” “Ophiel,"
“Hagith). Head through the door to the left of the Phaleg door
and use the Notepad to save your game.

Next, return to the hall and enter the door between the
Ophiel and Hagith doors. Head down the stairs and you'll enter a
room resembling a Classroom from the Midwich Elementary
School. A desk in the center of the room has a few lines of

grafitti scrawled onit, but simply head through the door on the
opposite side of the room. In the side room, pick up the Pliers
and Screwdriver from the table and backtrack to the main hall.

Enter the door to the right of the elevator you entered on,
You'll find a key wedged into a faucet at the back of the room.
Use the Pliers to free the Ophiel Key from the faucet, then head
back out into the hall. Use the key to enter the Ophiel door near
the Hagith door. You'll enter a second hallway with a familiar set
of stone boards on either end. One of them will display the
“Grim Reaper’s List" you remember from your first trip through
the Hospital earlier in the game.

Before you begin the Grim Reaper's puzzle, enter the room
first door on the lef: next to the double doors. Inside you'll find
an astrological puzzle arranged along a steel column in the back
of the room. Examine the plates along the sides of the room and
you'll find pictures of astrological animals above a specific
number. The numbers refer to the order in which the puzzle
refers to each sign. Therefore, Libra is set at “0,” meaning you
begin your count at Libra. Approach the steel column and there
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are three more astrological pictures with a set of numbers
beneath them that you can choose from. The left-hand number
pad shows a picture of the goat for Capricorn. Press “3,” then
examine the middle picture, which shows a bull for Taurus.
Press “7" and move to the final picture of a Scorpion. Press “1"
for Scorpio and the blue Stone of Time should fall from the
steel column. Pick it up and exit the room.

In the hallway, examine the two stone boards at either
end of the hall. The south board is the Grim Reaper’s List, while
the previously blank stone board at the north end of the hall
will give you a clue as to what the board means. Examine the
letter plate near the door next to the Grim Reaper’s List. You'll
find a list of letter buttons. Enter in “A-L-E-R-T" which stands for
the first letter of each patient's name in order from youngest to
oldest. The door will unlock.

Pass through the connecting storeroom and head into the
far room to pick up the Amulet of Solomon. When you reenter
the storeroom, Lisa will be waiting for you. To avoid any
spoilers, we'll kindly skip to the next part of the game. Make
sure to reenter the storeroom to read Lisa’s diary, which is
sitting in the center of the floor. When you're ready to move on,
backtrack to the main hall.

Head to the Antique Shop room next to the door of Phaleg
and use the Stone of Time on the clock near the entrance. The
face of the clock will break, giving you access to the Key of
Hagith. Use the key to enter the double doors at the far end of
the hallway.

You'll find that you now have access to the elevator. Use it
to reach the second floor of the building. When you exit the
elevator you'll find yourself in the west wing of a set of two
hallways. Enter the farthest left-hand door to find the room with
the familiar Steel Plate on the back wall. Use the Screwdriver to
remove the plate, but the Key that sits in the wall recess is
protected by a set of electric wires. Return to the hall and pass
through the sole door on the right hand wall. Inside, pick up the
Camera from the desk, then exit.

Use the double door next to the bathrooms to enter the
east hall. There is only one room open to you in this hall, so
find the second door on the right-hand wall and enter. You'll
find yourself in the Jewelry Store. Pick up the Crest of Mercury
and Ring of Contract from the broken display counters, then
make your way all the way back to the elevator.

Take the elevator up to the third floor to discover yourself
in a familiar area with a small altar. Two locked doors lead off to
the left and right, but you need a specific button combination
to unlock them both. Examine the paintings on either side of
the altar, then use the Camera to highlight sets of symbols
etched into the two canvases. Each symbol must be entered
into the corresponding door to unlock them. Through the left
hand door, you'll find the Birdcage Key sitting on the far chair.
Through the right-hand door, you'll find a Health Drink and a
strange botany book. It reads:

There's a place mark in the book
WHITE CLAUDIA
Perennial herb found near water. Reaches height of 10 to 15
inches. Oblong leaves, white blossoms. Seeds contain
hallucinogen. Ancient records show it was used for religious
ceremonies. The hallucinogenic effect was key.

Continue through the door to the left of the non-working
elevator and you'll find the birdcage. Use the Birdcage Key to

THe Wehr illumjrati
the darkfess. /

grab the Key of Phaleg hanging inside. Exit the room and you'll
finally be able to enter the Door of Phaleg.

Through the last door, you'll discover that you've entered
a hallway that looks a lot like the second floor of the Hospital
Basement. Enter the first door to the right and you'll be in the
kitchen. Use the Ring of Contract on the refrigerator chain,
then pick up the Dagger of Melchior. Exit the room and enter
the second room on the left.

Pick up the Ankh from a nail on the wall. Exit the room
and enter the second door on the right hand side of the hall.
‘You'll enter another storeroom. Pick up the items from the
shelves, then open the bag of Jellybeans on the far shelf. The
bag will break open and then the Key of Bethor will drop on
the ground. Pick it up, then enter the adjoining room to the
left.

In the AV room, use the Videotape from your earlier trip
to the Hospital Basement and place it into the VCR. You'll now
be able to watch the unabridged version of the tape, which
shows a desperate Lisa describing one of the patients under
her care.

What s it? Still has an unusually high fever. Eyes don't open
getting a pulse, but just barely breathing. Skin is all charred...
even when | change the bandages the blood and pus keep
oozing through. Why? What is keeping that child alive? Can't

stand it any longer. Promise... won't tell a soul... so please

Who is she referring to? Exit back out to the hall and use
the Key of Bethor in the first door on the left wall. Cut the
power on the generator so that you can return to pick up the
electrified key on the second floor. Backtrack to the first
hallway and find your way into the second floor hall by
entering through the double doors along the long wall of the
hall. Find the room with the Steel Plate, and you can now grab
the Key of Aratron from the recess in the wall. Return to the
basement hallway and use the key to enter the third room on
the right.

When you enter, you'll experience a flashback. Once the
scene has faded, pick up the Disc of Ourobouros from the
machine to the right of the bed. Exit and head through the last
door in the hall to the left.

You'll enter a child’s room, filled with fairytale books and
crayon drawings. Use the Notepad to save your game, then
examine the wooden door at the back of the room. Use the
Dagger of Melchior, Ankh, Disc of Ourobouros, Amulet of
Solomon, and Crest of Mercury to unlock the door. When
you're ready, head through the door and into the unknown.

FINALE
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on theother side of the door, you'll witness another vision of
Dahlia and Alessa struggling at the top of  staircase. After the
vision dissipates, head down the staircase to descend into the
final area of the game. Depending on which flagpoints you
enabled during the course of the game, you may have a different
ending sequence, complete with a different end boss. The
following boss strategy is for those who followed the
walkthrough meticulously with no diversions.

Once the fight begins, make sure to simply fire off as many
shots s possible at the boss, but be careful to stay mobile for

the series of electric beams that she’ll fire off in a row. You can
tell when the attack is about to commence when the electricity
begins to collect around the boss. Keep moving around the
circumference of the room to outrun the lightning storm, then
return to your pattern of fire once it subsides. The boss is tough
and will most likely outlast your ammo. When you get a chance,
ram into the forcefield protecting the boss to weaken its
defenses. After enough damage s inflicted to the boss, she'l
succumb, and you'll successfully finish the game. Now it's up to
you to discover the other endings. Congratulations.




Racing (PC, PSX)- Stormfront’s NASCAR '99 published by EA Sports is
one of the top franchises in the industry. Now we’re working on the next
generation and want to take this platinum hit even farther.

Baseball (Consoles and PC)- High-energy baseball game with tons of
action and fast, motion-captured anims. Hot technology, exciting game
play and graphic flair. Major publisher with major marketing support for
the game.

Fantasy Role-Playing (PC)- A top license and a top publisher, featuring
key innovations in game play. We’re building a new engine from scratch.

Action (PSX, N64 & PC)- We’re building a new 3D action game featuring
wild 3D action as vehicles careen through loop-the-loops, corkscrews
and jumps against a of fantastic

We’re adding to our award-winning development staff of 70 and looking
for a Technical Director, Sr. and Lead Dreamcast, PSX and N64
Programmers, Senior and Lead PC Programmers and a Lead Artist.
You must be able to prove that you can play an integral role in creating
the next generation of blockbuster game titles.

Please send your resume to:

Stormfront Studios, Attn: Marta Daglow, 4040 Civic Center Drive
San Rafael, CA 94903 Fax: 415-461-3865, e-mail: mdaglow@aol.com
www.stormfrontstudios.com
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WE are looking for...
X Senior Programmer
Senior Programmer
* 3D Artist/Animator

Are YOU...
* Hard Working
» Self-Motivated
* Experienced
* A Serious Gamer

Contact us at:
resumes @itsgames.com
www.itsgames.com
Incredible Technologies, Inc.
1600 Hicks Road
Rolling Meadows, IL 60008

LOOK FOR US AT GDC & E3

i official saai, 64 andi he 3 e of Netendo of
Ao tesoved PaySiaton and s Py demarks.

PlayStation.

NINTENDOS*

America,inc. 1987 Nintondo of Amer
oy o o s AL s Tt

demand perfection SR

. West Coast 3D game artists with skills in:

+ 3D character animation

+ Low polycount 3D modeling (people, ptaces and things)
4+ Traditional 2D drawing and design \
+ Low bit-depth. low resolution texture editing : |
+ Making Games, Playing Games, Living Games

{ AliasPowerAnimator / Maya experience prefefred - not required

Send resumes and dimo reeu‘ to: i
M ® ® C & R T S
60 Federal Street, Suite 510
San . Francisco A 94107
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( Create
I career

# are the programs* that will move
+ you on your way to an exciting career!

puter Animation
: Graphic Design
Multimedia
Photography
Fashion Design

Industrial Design
Technology

Y Culinary Arts

4 ‘// u ¥
Interior Design

Video Production

Web Site
Administration

**The lllinois Institute of Art at Schaumburg is an additional location.

n motion

at one of these

locations

Atlanta
Chicago

Dallas

Denver

Fort Lauderdale
Houston

Los Angeles**

_Minnesota

New York
Philadelphia
Phoenix=*
Pittsburgh
Portland

San Francisco
Schaumburg=+
Seattle

The Art Institutes
International”
Slxth Avenue Suite 800, Pittsburgh PA 15222.2598

1.800.592.0700
www.aii.edu

*All programs not available at all locations. ©The Art Institutes International®, Inc., 1999

“*The Art Institute of Los Angeles is an additional location of The Art Institute of Pittsburgh.
**The Art Institute of Phoenix is an additional location of The Colorado Institute of Art (Denver).




The Next Gen T-Shirt.

' : " Digital Animation
Wear it with pride. B v & Production

ORDER NOW! 1-888-468-1300

9:00 AM - 5:00 PM PST Fax: 415-821-0299 e he Engineering

Large  __Lt. Gray w/Blue __Charcoal w/Green __Blue w/Orange
X-Large __Lt. Gray w/Blue __Charcoal w/Green __Blue w/Orange

subtotal Mk W : / Viftual Reality

California residents please add 8.5% sales tax
Postage and handling — United States
Postage and handling — Canada

Postage and handling — International

Total

Credit Card Information (Please print or attach separate form)
Amex O Visa 0 Mastercard O
Card Number

Exp Date

Signature

Name

Address

City, State, Zip
Phone/E-mail

Mail: Next Generation,
Francisco, CA 9411

Fishing for a new jol?

Electronic Arts-Tiburon is'always looking to snap up talented
and motivated individuals who want to shape the game
industry for years to come. In a little under. three years,
we've been responsible for the development of 13 video
games, including such'hits as Madden'NFL™ 97 and
Soviet Strike™. And with Madden NFL™ 98,

NCAA® Foothall 98, Nuclear Strike™ and Mamlen 64,
we're expecting another great year. e "

If you've got whatiittakes, come join
the feeding frenzy with Electronic Arts
newest developer! ”

Executive Producers  Audio Engineers 4
Producers Software Engineers P
Assistant Producers.  Computer.Graphic Artists

Development Managers Programming/Art Managers ;

izt o s e g

Please lorward résume. ¢ 2
(with demo where applicable) 10:+ *<vef>=

o g R
Hlectronic Arts - Tiburon Entertainment ;
Attn: Human Resources : TlBURON
P.0. Box 940421

¢ h g If you're not with us,
L TR NS : you're starting 1o looka ot ke hat.
Slackers need:nal apply. www. tiburon.com
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UVHAT EVER
HAPPENED T0?

BODY SLAM: SUPER PRO
WRESTLING Released in
1988, this option-packed
wrestling i from INTV.
was one of the last games
released for the Intellivision. It's
also of of the most fun.

QUESTION

After Pac-Man, Todd Frye
worked on (but never
onversion of

this Namco shooter.

Intellivision Lives!

Next Generation, a link to the past

ore than 15 years after the

Mattel Intellivision imploded
(almost taking the creator of Barbie
and Hot Wheels down with it), a
group of the original programmers
and designers have released a
stunning Intellivision compilation
on CD for Mac and PC. Although,
with only three million units
sold, Intellivision has never
held the same kind of place
in the national
consciousness as the
2600 or Apple I, during
the early 1980s it was
the most powerful
home console around, and
many of its games are classics that

cannot be found elsewhere.

The disc, Intellivision Lives!, features a wealth of information about the
system, including more than 50 playable ROM images. There's also a
multimedia history of Mattel Electronics, biographies of

the creators of Intellivision and

RetroVIeW b sue e, s of s forthcoming book on the history of videogames

THE BOYS FROM
THE DARKSIDE —
PART 2
B am Tramiel, the last president
of Atari Corporation, had a
heart attack shortly before the
company merged with JTS. | asked
one of his old associates what he
thought about it. He responded,
“You know what's strange about
Sam having a heart attack? | never
knew he had a heart.”

The Tramiels, family patriarch
Jack Tramiel in particular, were
masters of hardball business. They
were famous for allegedly
stretching payables to suppliers —
sometimes to their suppliers’
demise. They had a reputation for
ruthless cutbacks and unbelievably
meticulous cost-cutting practices.
As the heads of Commodore and
Atari, Jack and Sam routinely
sorted through their executives
travel expense reports to make
sure their companies were not
billed for non-essential expenses

or overly generous tips in
restaurants. The Tramiels’ style of
business was not entirely
uncommon in other industries, but
in the wild-spending videogame
industry of the 1980s, people took
it personally.

Nineteen eighty-four was a
cataclysmic year in the home
computer industry. It began with
Jack Tramiel, the founder of
Commodore, leaving his company
under unpleasant circumstances.
At the same time, Atari was
struggling to right itself. Atari stock
plummeted at the end of 1982
when Atari CEO Ray Kassar
announced that the company had
not reached its sales projections.
The company’s fortunes got worse
the following year, and a new
president named Jim Morgan was
hired. Morgan began his tenure
with huge cutbacks, trimming the
company’s buildings dramatically
and cutting its American workforce
from 9,800 to 3,500 while sending

3,000 manufacturing jobs
overseas. When the company still
reported huge losses, Warner
Communications, the company
that purchased Atari from founder
Nolan Bushnell, decided to pull the
plug. In the end, it sold all of the
company except the coin-op
division to Jack Tramiel for $240
million in promissory notes based
on future earnings.

Speculation on why Tramiel
purchased Atari varies. Some
people feel he did it to get revenge
on Commodore; others think he
did it to bring his sons Sam,
Leonard, and Gary together; still
others think he did it to make one
last financial killing to ensure his
family’s future fortunes. Whatever
his reasons, Jack Tramiel's dark
reputation preceded him as he
arrived at Atari.

Everybody was expecting
something draconian to happen.
When they first walked in the




its games, videos of commercials
and staff-made home movies, and
enormous amounts of information
about the hardware and individual
games (including many
unreleased and unfinished titles).

For each game there is
information about the
development process, packing art,
any interesting bugs or Easter
eggs, instructions, and, in most
cases, a playable ROM.
Unfortunately, many licensed
games couldn't be included in the
package (AD&D fans take note:
The unreleased Adventure is
identical to AD&D).

Overall, the presentation is
excellent, although the hyperlink
navigation can be a little
confusing. Still, those interested in
Intellivision can find almost every
question they ever had answered,
as well as massive amounts of
trivia and nostalgia. The emulator
is also well-done; games can be
played from inside the muitimedia
presentation or straight from the
emulator. What may be best about

From emulations of games
(above) to multimedia pres-
entations about the games and
the people who made them,
Intellivision Lives! delivers

the package is how well it
captures what was clearly the
amazing atmosphere that existed
at Intellivision — the battles
against marketing, the practical
jokes, the all-nighters, and, above
all, the commitment to making
cool games.

Intellivision Lives! is easily
equal in quality to any of the
Namco Museums or Midway
collections, and at less than
$30.00, it belongs on the shelf of
every Next Generation reader.
More information can be found at
http://www.intellivisionlives.com,

ENDING
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building, someone got on the PA.
system and did the line from The
Empire Strikes Back. / think it
went, "Attention, Imperial storm
troops have entered the base."
Kelly Turner
Former Atari Employee

Jim Morgan may have cut
Atari’s payroll in half, but this was
a simple trimming compared to
Tramiel standards. Jack appointed
Sam as president of the company,
and the two of them set up
offices in the corporate
headquarters. People who
witnessed their takeover
described them as tireless and
merciless. Within a short time,
Atari's worldwide payroll was
reduced from 5,000 people to
1,500.

Everywhere they looked, the
Tramiels saw excesses they could
cut. Marketing was a typical
example. Commodore operated
with a slim 25 employees in its

marketing department. Atari had
a 300-person marketing division
when the Tramiels arrived. Jack
Tramiel reduced the number of
secretaries, engineers, and
administrators dramatically. The
“Tramiel Fire Sale,” as one
employee described it, was not
restricted to the wholesale
reduction of jobs. Atari's new
management sent crews to
evaluate the company’s assets.
Carts filled with computer and
office equipment soon lined the
walls. Equipment deemed
unnecessary was either sold off
or stolen. According to one ex-
employee, equipment theft
reached epic levels.

It’s funny, | was actually in Greece
the day that Atari sort of went
tapioca and was sold to the
Tramiels, so | missed it. The way |
had it described to me, it sounded
like the last days of Vietnam,
where people were pushing

helicopters off of aircraft carriers
so they could get the fighters
down because the fighters were
worth more than the helicopters.
Well, it sounded like the same
thing at Atari. Stuff was just flying
out the doors and out the
windows. If it wasn't nailed down
in the last couple of days there,
people were walking out the door
and stuffing it in their cars.
Steve Race
Former vice president
Atari Europe Division

ANSWER

Xevious. (picture courtesy of Ke

Atari, which had gone from
being known as the fastest-
growing company in American
history to being labeled as the
albatross around Warner
Communications' neck, was
about to catch a ride on an all-
new roller coaster. This one,
however, would end the
company’s existence once and for
all. Next Month: The Fall
of Atari
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Letters

found a major error made
by Id Software in your
interview about Quake /ll. On page
41, when Lead Designer Tim Willits
is talking about character classes,
he says, “But it's great being the
heavy guy because you can
survive a real good shot to the
head and keep on playing.” But
then on page 43, when you ask
Willits, “How about GoldenEye-
style hit-specific animations, and
location-based damage?” Then
Willits/you say that “The designers
feel they slow down the game and
aren't noticeable enough to be
worth it.” Doesn’t that just
contradict what Willits says about
the “real good shot to the head”??
Or were you/Willits talking about
the hit-specific animations? |
would appreciate it if you could
clear this up for me. Thanks!
Melvin Chu
HackaMSCeaol.com

Well done, Melvin. Willits
responds: “There is no location-
based damage. What | should
have said was, ‘the heavy guy can
take a couple of direct hits." | was
just trying to be more graphic and
violent.” Spoken like a true level
designer.

can't believe it. Man I'm

bummed. | am a loyal reader
of your magazine, as well as a
subscriber for at least four issues,

Notes from a mail dominated society

and yet my name did not appear
on your Hardcore page (W-
through-2) in the February issue.
According to my alphabetizing
calculations, | should have
appeared between Eric Wise and
Joshua Wise. That was my one
shot at immortality and you guys
fumbled the ball.

I have an idea. | remain a
dedicated subscriber, and next
month you guys devote an entire
page to my name. I'm not an ego-
maniac or anything—it's just that
I'm really super into myself.

Greg Wise

Hmm... Instead of a whole page,
how about we print your letter.
The entire hardcore ad campaign
was generated from a subscriber
list that was current when the
campaign started, way back in the
middle of last year, meaning that if
you subscribed after the ads
started running, you were out of
luck. Sorry. We'll figure out
another way to immortalize our
subscribers this year, though, we
promise.

III 0 offense guys, but | tore
out your top 50 list and
used it to wipe myself. But
everything else is as delightful as
a warm, sunny spring day.
MaguasRAGE@aol.com

No, there won’t be hit-specific reactions or location-based damage in
Quake 11l but there will definitely be very big guys

Okey-dokey. We'll just let that stand
a) as testament to our paper quality
and b) to represent the opinions of
everyone who disagreed with our
choices for the top 50.

couple things about your
“Fifty Best Games of All
Time" list. First, why 50? Why not
the ever-popular 100 best games of
all time list, especially since you
had the creative sense to include
PC games in it? Did you really think
50 was enough? Second of all, was
this your “The Most-Fun-to-Play
Games of All Time list” from your
viewpoint, and you merely made a
mistake in calling the list “The
Greatest Games”? And were you
also thinking about the most
influential games when you said
“The Greatest Games"? I'm
confused!
Jacob Powell
Einfall@juno.com

It was basically, “What are the top
50 games we would play, if we had
every game ever made in front of
us.” However, that wasn't as catchy
a title as “The greatest games..."
S0 we went with that instead.

hy do game producers give a
hint that a sequel of a game
is going to come our when the
original has only been out for
about a month? One such case is
South Park. It's only been out for a
month, but there is already an
announced sequel!
Alex Goodman
alexgoodman@hotmail.com

Usually, if a company can tell a
game will be hot, it will start on the
sequel well before the first game is
finished, to cut down on the time
between initial release and the
sequel. That's how Eidos

manages to get a Tomb Raider
game out every 12 months

instead of every 18 months.

n ou guys printed a letter in
issue 49 from a reader who
was counting polygons in a

'Yup, another South Park game
is pretty much a sure thing

Lionhead Studios screenshot. The
reader couldn't see how the
“citizen” could be made up of only
12 polygons. With clever texture-
mapping (and alpha-blending),
some camera tricks, and high-
quality art, one could easily
assemble a body out of 12 polys.
Legs- two each, arms- two each,
torso- two, head- one, neck- one.
This provides for basic articulation
at the major joints as well...
Remember, Lionhead's counting
polygons, not triangles.
Eric P. Miller
ericn@engr. sgi.com

Good point. We've been staring at
those citizens and scratching our
heads ever since we ran the story.

I] just finished reading the top
50 list in the February 1999
issue of Next Generation
Correct me if I'm wrong (but I'm
not), but is that a pic of Quake /,
not Quake I1? That made me
wonder if Quake Il was fifth on the
list or Quake I? We all make
mistakes, like when | play freeze
tag in Quake Il and keep pushing a
certain player named kittylgsx]
into the lava just so she can frag
me into a people-cicle.
kingevil@optonline.net

In fact, an artist incorrectly put a
Quake I shot in there, not Quake Il.
We've made this mistake before,
but branding a “Il"” over the eye of
one of the artists should ensure
that we don’t make it again.




just read your interview with
Hironobu Sakaguchi (“The
Man Behind the Fantasies”) and,
the Final Fantasy series being one
of my favorite series of games of
all time, | can’t help but wonder
why you didn’t ask — or at least
imply — the question, “Will there
be a Final Fantasy for the
Dreamcast?” You asked Namco,
why can't you ask Square?
Martin Weisenburger
absolutezerox@
hotmail.com

We did, but we cut Mr.
Sakaguchi's rather predictable
answer (it was along the lines of
“We have no plans to announce
anything about that right now, but
thanks for asking”) in favor of
putting in more useful (and
interesting) information

just got my subscription

copy of NG 50 in the mail
yesterday, and as a true NG
devotee, | quickly looked up the
last page of the top 50 games
article. Unfortunately | found what
I'had feared and predicted for so
long. Mario was in place 3, Zelda
in place 1, and runner-up was still
Tetris. When you guys published
your top 100 list a while back, |
told my friends that the next time
NG published a greatest game list
it was going to be Place 1: Flavor
of the Month, Place 2: Tetris. It
doesn't take a rocket scientist to
see the pattern here.

I'll admit Zelda is a kick-ass
game, but within two years it will
just be another high point in game
history and nobody will want to
play it because the interface will
be outdated, the graphics
considered sub-par, etc. Tetris, on
the other hand, will still be used
as a demo for the Game Boy
(which they'll be selling until
Judgment Day and then some)
and people will still keep a copy
of it or one of its close derivatives
on their desktop (I know | have
mine). So please, next time, take
this into account: A game that is
supposed to be the greatest of all

Just as with every interview, we didn’t print every question we
asked Hironobu Sakaguchi — some answers are just dull

time (and the whole century,
decade, millennium, etc. gig is
getting old) should be replayable
within five years, and | can't see
Zelda fullfilling that role. Can you?
Colleen Callahan
kickin79@ufl.edu

Keep reading

hank you for placing Tetris
at number two in your top
50! This game often doesn’t get
the credit it deserves. You will
probably receive complaints from
many readers about ranking it so
highly. Oh well. As you said, it
really is the “essence of gameplay
at its most basic.” In fact, Pajitnov
has stated in interviews that the
number of Tetris piece shapes is
seven because that is the number
of items that the average person
can keep in short-term memory
(the same reason that phone
numbers are seven digits.) Not
only that, Tetris may be the only
videogame that has been ported
to pretty much every game or
computer platform.

What's more, it can be
considered a “Zen meditation
exercise” — according to one

article, “Tetris significantly raises
cerebral glucose metabolic rates
(GMRs), meaning brain energy
consumption soars. Yet, after four
to eight weeks of daily doses,
GMRs sink to normal, while
performance increases seven-fold,
on average.”

And don’t forget that Tetris
was pretty much the killer app
that made all those initial sales of
the Game Boy. All in all, pretty
amazing for such a simple piece
of software. Lastly, thank you for
not mentioning all those trashy
Tetris sequels and rip-offs that
merely dilute the perfection that is
the original Tetris.

Karl W. Reinsch
kreinsch@Radix.Net

Thanks for the letter. Now, Karl,
please, do us a favor. Email
Colleen and tell her it's OK Tetris
didn't get #1

[I ssue 50, page 21, there's an
error while listing the
Nintendo characters in Smash
Brothers: Her name is Samus,
Metroid(s) were the creatures she
fought. Also, on page 53: Diablo is
Westwood's big hit? | believe that

LETTERS

honar belongs to a little-known
company responsible for the cult
underground games called
WarCraft and StarCraft?
Eugene V.
evilone@nighthawk.
airforce.net

just picked up the February

issue of Next Generation.
Did you guys realize the preview
of Darkstone refers to Diablo as
“Westwood's highly popular
dungeon crawl”? Now | realize
why you guys don't sign those
reviews.

ave8eearthlink.net

We would like to apologize to
Blizzard for accidentally crediting
Diablo to Westwood. The
offending editor has had acid
tossed in his face.

I] n NG 50, page 101, you
state that the game Twisted
Metal 3 was published and
developed by EA Sports. But this is
entirely wrong; 989 Studios
published and developed this
game, not EA Sports.
garyS6@excite.com

As Electronic Arts, 989 Studios,
and hundreds of readers let us
know, the credit (or more
accurately, the blame) for Twisted
Metal 3 belongs with 989 Studios,
not EA. We were going to toss acid
in the face of the editor who made
the mistake, but we already did
that, so instead we made him play
Twisted Metal 3 again.

Cruel, but neccessary. NT

Ah Tetris ... really, does it get
any better than this?
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Los Angeles Convention Center

May 12-15,1999 May 13-15,1999 Los Angeles, CA

In the business of interactive entertainment E> gives you the advantage
you need to win. Track the trends...close deals...see and be seen...grab

your share of the booming interactive entertainment market!
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E3 is a trade event. No one under 18 will be admitted,
including infants. This policy is strictly enforced.
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Next Month

- STAR WARS:
EPISODE |

Every game has a beginning...

’ In Issue 53 Next Generation goes
~ _behind the scenes of the Lucas empire
- .. to bring you an exclusive report on

the making of two Episode I games.

The Force will be with us. Will you?

Next Generation #53
on sale April 20, 1999

Smart reatiers have already subscribed. To find out how you can Save money
and guaranies your copy, turn io the insert between pages 84 and 85.
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Carrot Crazy Looney Tunes, characters,

nes, and all related indicia are trademarks of Warner Bros. ©1999 ©1998 INFOGRAMES. WarioLand II™ ©1998, 1999 Nintendo. Tetris DX™ Tetris

©1987 Elorg. Original Tetris concept, design and program by Alexey Pajitnov. Tetris © Licensed to The Tetris Company and Tetris DX sublicensed to Nintendo. Tetris DX© 1998 Elorg. Tetris® and Tetris DX
sublicensed o Nintendo by the Teiris Company. All rights reserved. The Legend of Zelda: Link’s Awakening DX™ ©1993, 1998 Nintendo. Quest for Camelot, characters, names, and all related indicia are
trademarks of Warner Bros. © 1998 Titus. Game Boy and Games sold separately. TM and ® are trademarks of Nintendo of America Inc. ©1999 Nintendo of America Inc. www.nintendo.con




Check out the #el&#!! colors!

Loud screaming colors for new

games like Warioland I1;" Tetris DX;"
Quest for Camelot}' Zelda DX;" and Looney Tunes Carrot Crazy™

Game Boy® Color: It'll bring out your colorful side.
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