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H EDITORIAL

It's all in
the games

2 -
R
B

Forget GameCube, Xbox,
Dreamcast, PS2, and PC.
Now think Rogue Squadron
2, Blood Wake, Shenmue Il,
Devil May Cry, and Return
to Castle Wolfenstein. As
much as it’s talked about,
hardware is simply the
foundation on which great
gaming experiences are
built. Though with fall right
around the corner; we face
the impending launch of
GameCube and Xbox, as
well as a hot round of PS2
titles, those of us close to
the industry have already
witnessed the preliminary
round of hardware jockey-
ing. After years of planning,
Microsoft, Sony, and
Nintendo will finally be
E vying for that top position
M Videogame University - - on the hardware sales
charts. In the months to
come, expect egos to rise
and fall, executives to
explode, and probably a
few recalls of one rushed
product or another.

Soon enough, the rest of
the world will become wise
to the event at hand, and
you'll see “console wars”
stories appearing all over.
As the hype reaches a deaf-
ening crescendo, we'll be
here keeping an eye on the
all-important stuff, the
games — high-profile
games like Devil May Cry,
Shenmue Il, and Return to
Castle Wolfenstein, and
groundbreaking music-
based games such as Rez
and Frequency. All of these

Read before you buy Take it easy ‘til next time games, by the way, you'll

M Shenmue Il
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Sonic Adventure 2 . LRI ...covivuiciiin ciomaiodd find right here, in this very
NBAStreet: .00, .. ovici i o We love our readers sy
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— Tom Russo
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B COUNTDOWN TO A CRISIS...

Has Xbox

Gone Sour?

With less than three months to launch, Microsoft is
running out of time to turn lemons into lemonade

When Bill Gates
n announced Xbox
at the 2000 Game

Developers Conference, the
industry froze in awe.
Microsoft stood to change
the industry for the better
with incredible hardware and
a fantastic support mecha-
nism for developers. Now,
18 months later; after last
May's Electronic
Entertainment Expo, game
designers, publishing
company executives, and
retallers are beginning to
express concern.

Sony got a boost out of
E3 by showing a wide-
ranging library that featured
surefire hits. Millions of
people have already bought
PlayStation 2 because of
Gran Turismo 3, and games
such as Metal Gear Solid 2
and Final Fantasy X will
push millions more.
Nintendo surprised even its
toughest critics with a solid
collection of GameCube
titles, including guaranteed
system sellers like Rogue
Leader: Rogue Squadron 2
and Luigi's Mansion.

Microsoft, on the other
hand, lost ground. Even the
top Xbox titles, Munch'’s
Oddysee and Halo, did not
show well against the com-
petition’s “killer apps,” and
would gamers choose Xbox
on the strength of a
Nightcaster or even a Dino
Crisis 37 Next Gen editors
felt, and sources close to
Microsoft agreed, that with
the exception of a few titles,
the Xbox games at E3
featured dark, gritty color
palettes. Aesthetically, they
looked like PC titles, and
more than likely will alienate
console gamers.

The Fix is in

“What Microsoft should
have done was buy a bunch
of exclusive content,”
explains one top game
designer who asked not be
identified. “We advised
them early on to acquire
exclusive content, but for
the most part, they ignored
us. They are failing to make

Right now, Microsoft has
a number of good games
but lacks a great one. While
we agree with Allard that
Tecmo’s DOA3 will be a fan-
tastic title, a much stronger
move would be to lock up
the exclusive rights to Soul
Calibur 2. Beyond that,
Microsoft should be exercis-
ing the strength of its rela-

Microsoft claims the event's
primarily teen and pre-teen
audience isn't a priority for
them right now, insisting the
company is completely
focused on the impending
launch. But Dreamcast,
PlayStation 2, and
GameCube will all be there,
making Xbox's absence all
the more conspicuous.

“We advised [Microsoft] early on to
acquire exclusive content, but for the

most part, they ignored us.”

mass-market videogames.”

These comments clearly
rile Xbox General Manager |
Allard, a genuinely affable
person who takes a frustrat-
ed tone as he addresses the
concerns people have with
Xbox. “Over 50% of the
content in 2001 will be
exclusive,” responds Allard.
“We think we are going to
have great mass-market
games. | look at EA Sports
and Sega Sports, and they're
totally committed to Xbox. |
look at titles like DOA3, and
it's exclusive to Xbox. Tony
Hawk and WWF are on
Xbox. What's not mass-
market about those?”

Yes, there will be a THQ
wrestling title and a version
of Tony Hawk on Xbox, but
those games have little
impact on selling the system
if they're also available on
other consoles — which
they will be. A popular game
such as EAs Madden isn't a
reason to buy Xbox because
its presence on PlayStation 2
and GameCube neutralizes
its effectiveness to push
hardware. Having what
everyone else has isn't a
benefit — it only creates a
level playing field.

tionship with top PC devel-
opers such as id and Valve
to secure exclusive rights to
the next Doom or Half-Life
2. Both deals are rumored
to be in negotiations, and
securing them as Xbox
releases before they appear
on PC would be a major
coup for the console.

Losing Control

Many E3 attendees were less
than impressed with Xbox's
cumbersome controller with
its notably tiny buttons. The
company insists the con-
trollers were extensively
focus-tested, but any
hardened console gamer will
tell you there's something
about them that feels clunky.
As Jim Preston reports in his
X-philes column (page 14),
Microsoft will likely eventually
switch USS. units to the con-
troller designed for the
Japanese markets — but the
switch isn't rumored to take
place until sometime after
the holidays.

Microsoft also recently
refused to participate in the
2001 Today [Show] Toy Test,
which provides an open
forum for the public to
compare top game systems.

— Anonymous game designer

Insiders believe the Xbox
games aren’t complete
enough to go head-to-head
with the more polished
software of its competitors.

Do It Our Way

It's not just gamers who may
find problems with Xbox.
Retailers are complaining
that the console’s large size
will monopolize in-store real
estate. But of more concern
is Microsoft's controlling
attitude toward units in the
store. An executive at a top
retailer; who also did not
want to be identified, stated
that Microsoft has become
overbearing in dealing with
retailers. “Microsoft has a
‘contract’ for retail partners
that's the size of a small
phone book,” complains the
exec. ‘It includes shelf-space
requirements and co-op
marketing agreements. | was
impressed a year ago by all
of the homework they were
doing, [but] now they're
trying to dictate policies to
retailers.”

According to this retailer;
Microsoft has become more
overbearing than any past
manufacturer in the history
of the industry. Of course,

www.next-generation.com 09/01 NextGen 09



over the years Nintendo,
Sega, and Sony have all
angered retailers at one
time or another. Still, the
ruffied feathers this time
around contradict the image
Microsoft wants to project:
that they are in partnership
with the entire industry.

Shipping It
Not unlike the launch of
PlayStation 2, Microsoft will
only be able to produce a
limited number of Xbox
units in time for launch —
between 600,000 and
800,000. With GameCube
and PlayStation 2 also avail-
able, the demand may not
be quite as crazy as it was
for PS2, but Microsoft will
likely sell out all it units
before Christmas.

“ was not stunned by
their software at E3,"
observed one CEO of a

REVIEW

game publisher who would
not comment unless
assured anonymity, “but they
have a year to fix that. The
real battleground is for next
Christmas. That's when all
the hardware is on the shelf
and middle America has to
decide what to purchase.”

We feel we can safely
predict that Xbox won't be
the hardware or software
leader in the months follow-
ing launch. And yet, Microsoft
is still to be commended for
how far it's come for having
started from zero less than
two years ago. The company
carries the burden of being a
newcomer to the market,
and nobody goes swimming
without getting wet. Every
hardware launch has seen
the press, retailers, and even
its own executives exasperat-
ed — Microsoft is simply no
exception.

THE WORD FROM

JAPAN

Sega Strategy Conference

Sega’s multi-platform strategy
of the Sega Group CEOs gathe

came into sharper focus as all nine
red together with Sega COO Tetsu

Kayama for the annual Sega Strategy Conference on June 5.
Amusement Vision CEO Toshihiro Nagoshi revealed he was

working on a new GameCube

with details. The company also

e, although he wouldn't elaborate

announced “Open Device,” a

solution enabling compatibility between PC, PlayStation 2,

GameCube, and Xbos

x. The first titles offering cross-platform

gaming in Japan will be Phantasy Star Online and OverWorks'
Guru Guru Onsen, followed by Sega's sport series, Aerodancing,
and Hit Maker’s Derby Owners Club.

Onimusha Il

Capcom held a special event on June 12 to announce an as-yet-
unnamed sequel to Onimusha, slated for a March 7, 2002 release.
Although the game still has medieval Japanese weaponry, the
hero can now transform into a demon. At this early stage of

development, no significant iny
onscreen, but 3D and MPEG-2
the 2D backgrounds.

“Our business plan was
designed by the publishing
industry. Our retail program
was designed by the retail-
ers,” says Allard. “The box
was not designed by
Microsoft — it was designed
by the game development
community” It's on points
such as this that Allard
becomes the most
emphatic. “If it's the wrong
hardware, the game industry
was wrong — not us.”

crease in polygons is apparent
style effects are being applied to

But it's not the hardware;
it's the waiting for it that
becomes the problem. With
several months to go before
launch, Microsoft and its
partners will be working on
the first wave of games right
up until the last minute.

“Microsoft has been very
supportive,” says another
industry executive who
wished to remain anony-
mous. “What we need from
them now is final dev kits

-

™ Sega looks to connect
gamers of all platforms

W Capcom plans to build on the
commercial success of Onimusha

and debug stations so that
we can actually deliver
software when the
hardware gets delivered.”
According to Microsoft,
the final hardware will be
on publishers’ doors in mid-
August. Will that be enough
time for quality launch
games? We'll know for sure
in November:
— Tom Russo and Kevin
Toyama with interviews by
Steven L. Kent

Final Fantasy: The Spirits Within

No live actors,
and very little life

Fantasy is visually stunning. It revels in the possibilities of CGI, with
painstakingly modeled “actors” and kinetic sequences that are at

times astonishing, as even the camera gets into the act and performs

Ever since the first Final Fantasy

game, Hironobu Sakaguchi'’s attention
to character and gripping storylines not
only made his RPGs compelling — they

its own dazzling waltz. It's a world in which troopers dive from
airships into self-forming blocks of gel, or thousands of bizarre

alien warriors join in battle across a blasted landscape.
Unfortunately, little about the rest of the film can

also showed a clear cinematic ambition.
Unfortunately, with his first film, Final S
Fantasy: The Spirits Within, he seems
to have forgotten those very values. 8

In the year 2065, the Earth’s spirit,
Gaia, has been infected by a mysteri-
ous meteor: Spectral alien monsters. s
feed on the spirits of earthly life-
forms, and the few humans left live
huddled under protective domes.
So it’s up to a small, typically
“ragtag” group of stalwarts to ~
save Gaia, including beautiful sci-
entist (and Maxim cover girl) Dr.
Aki Ross (Ming-Na), her mentor
Dr: Sid (Donald Sutherland), and
military captain Gray Edwards
(Alec Baldwin).

Without question, Final

match the dazzling visuals. With the notable exception of
AKi, the characters are all one-note stereotypes. In partic-
ular, the main villain, General Hein (James Woods, who
tries valiantly), is defined almost entirely by his perpetual
scowland neo-Nazi black leather trenchcoat.
In contrast to the characters, the storyline is so
complex it's nearly impossible to follow. The film’s
nature-centered spirituallty is offered sincerely, and as
such is a refreshing change. Yet the plot hinges on a
quest for the eight “signature spirits” of Gaia, which,
despite large chunks of screen time spent on exposi-
tion, remains murkily explained and uninvolving.
Many scenes are little more than hoary clichés
given CG life, and the ending struggles to be deep
and meaningful, but it’s so poorly composed and
edited the film doesn't so much end as just stop.
Perhaps it’s ironic, but for a film that’s theo-
retically about the triumph of the spirit, Final
Fantasy is beautiful, but empty. — Jeff Lundrigan
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W BITS FROM THE EDGE

Just when we thought this industry couldn’t get any wackier... To
= 2n outside observer, the videogame industry was humming along better
than ever, but those of us on the inside were starting to see the signs. Of
what, exactly, we're not sure yet, but there was one clear case:

The launch of Game Boy Advance precipitated the opening salvo in
what Is sure to be the worst pissing contest in the history of the
videogame Industry. It came when Nintendo announced that it had sold
out the first 500,000 GBAs, making GBA “the most successful game system
launch ever” Naturally, this caused a righteously indignant Sony to shoot back
with actual sales charts clearly showing (really) that PS2 had sold “three times
as fast” (along with a loud “Neener neener neenert”). However, Sony’s recent
habit of historical revisionism undercut the message a little when, in an even
more tersely worded follow-up, Sony claimed it could have sold three times
the actual figure “had we anticipated demand.” See kids, all those chip short-
ages and manufacturing problems last fall never actually happened; those
loveable kids at Sony just didn't think so many people would want their littie
PS25. Man, if things are flying this thick already, we can't wait to see how fast
it's going to start piling up once GameCube and Xbox launch this fall (or;
actually, maybe we can).

Speaking of spin, Funcom was whirling like a carny ride after its
release of Anarchy Online. The massively multiplayer online RPG was
released in such a bug-ridden, server-shortaged, unfinished state that even the
automatic patch downloader would crash. Players are entitled to a month of
free playtime after purchase, and Funcom was nice enough to not start
counting that 30-day period until many of the more egregious problems had
been fixed — a period that abruptly ended July 10, after which everyone had
to start paying despite a raft of still persistent bugs. In fact, as of press time,
neither our magazine nor any other publication had received a complimenta-
ry review copy. Indeed, in a press release Funcom asked that everyone “hold
off on a full review until we have solved these problems.” This marks the first
time in the history of videogames that a product could be purchased without
even being considered reviewable. Truth truly is stranger than fiction.

The breasts that launched a thousand clones have struck again. In the
wake of Lara Croft: Tomb Raider’s runaway success at the box office this
past summer (despite generally lukewarm reviews — aithough somehow
Roger Ebert, a professional who should know better, actually liked it; go
figure), quite predictably just about every videogame-related movie project
on the boards has been pushed into development. The most obvious poten-
tial Lara wannabe, Joanna Dark of Perfect Dark, is shedding her M rating and
is actually now headed for the small screen as a children's TV show at Fox
Kids, which is certain to kill any potential “tough chick, lotsa action” cachet it
might have had. The Resident Evil movie, of course, is already nearing com-
pletion (see NG 08/01), while a potentially more artsy flick, American
McGee’s Alice, is in development by McGee'’s own company, Carbon
Entertainment, and Miramax. Last, but certainly not least — in a bit of news
that had us all hoping it must be a joke, but is apparently all too real —
Sega's Crazy Taxi is also headed for theaters, helmed by none other than
Richard (“Please remember me. | made Lethal Weapon.”) Donner: No word
yet on whether Robert DeNiro has been approached to star.

Let us mourn the end of an era. Midway officially closed the doors on its
beleaguered arcade division this past June, and rumor has it the home
division Is on the block as well (with THQ and the omnipresent Microsoft as
the most talked-about potential buyers, assuming anyone actually is buying it
— er, we mean if Midway is actually selling it of course). Citing that pesky,
ever-changing U.S. arcade market, the house of Mortal Kombat is no more
(although MK will live on).

And shame, shame, shame on RedOctane.com (“The World's Largest
Online Game Rental Store”) for taking advantage of gamers every-
where. When Konami included the Metal Gear Solid 2 demo in Zone of the
Enders this past May, RedOctane rented the demo all by itself, separately
from ZOE, for the full $6.95 rental fee. Despite being merely a demo and
offering a mere hour or two of gameplay, it “merely” remained the sixth most
popular rental that month. Actuall, as business decisions go, we have to
admit this was brilliant — it isn't every day you can get someone to actually
pay you money for something you got basically for free — but still, we hope
their ill-gotten gains bring them nothing but misery. So there. NextGen

GOMING SOON

NRf

INTIMATE ETRUTING CEARTDINNCIED




09/01

_) At this year’s E3 in Los
Angeles, Nintendo
previewed only nine
playable GameCube titles
and a handful of others on
video. This, despite the fact
that the event was to
provide a worldwide first
look at GameCube
software, and, with any luck,
to wow gamers into adding
the next-generation console
to their holiday shopping
lists. But as always,
Nintendo had other unfore-
seeable plans. The idea, said
the firm's Director and
General Manager Satoru
Iwata in an interview with
Next Gen, was to unveil a
portion of GameCube titles
at E3 and then reveal more
at the August 2001
Spaceworld show in Tokyo,
Japan — a kind of one-two
punch, if you will. So in
typical form, Nintendo held
back and promised more
good things to come.
However, some slip-ups
were unavoidable...

ENews

More Marios
for Your Buck
At E3 2001, the Big ‘N’ sur-
prised everyone by barely
muttering Mario’s name.
Designer Shigeru Miyamoto
said only that he might show
something of a top-secret
title starring the mascot char-
acter at Spaceworld. But
official company product lists,
handed out at the show and
featured on Nintendo's web
site, revealed a little more.
Three Mario-themed titles
made the list, all of them
mysterious: Mario Sunshine,
Marionette, and 100 Marios.
Mario Sunshine is specu-
lated to be Nintendo’s big
3D platformer, though no
concrete details regarding the
game have been unearthed
yet. Next Gen asked NOAs
VP of Corporate Affairs,
Perrin Kaplan, about the title.
She jokes that it's “something
that will make Mario very
happy, and players very
happy too.” Got any guesses?
Marionette is believed to tie-

in to Nintendo's online
plans (“Mario Net"), and
100 Marios is thought to be
the Spaceworld 2000 demo
that featured 128 Mario
characters running around a
3D board. Shigeru
Miyamoto once comment-
ed that he would like to
include the demo as a
pack-in with GameCube.
Here’s hoping that happens.

It's very possible that
Mario Sunshine or

m Wave Race: Blue Storm should hit stores at launch on Nov. 5

Will Mario be on hand at Nintendo’s Spaceworld this
August? Absolutely, and in more ways than one

Marionette could ship with
GameCube in Japan this
September. Satoru Iwata-
san recently told the
Japanese press, “We've got
some [GameCube games]
that we didn't show you at
E3” When asked if these
unrevealed products could
be GameCube launch titles,
Iwata-san replied only,
“Perhaps”

There is no doubt that
Spaceworld 200! is shaping
Up to be just as important
to Nintendo fans as E3 was.
Kaplan sums things up for
Next Gen readers:
would say that while E3
whetted your appetite,
Spaceworld is going to give
you that much more. | don't
think anybody is going to
be disappointed.”

Two for Japan?
Spaceworld may not disap-
point GameCube fans, but
Nintendo might when it
launches in Japan with only
two Nintendo games. Only
Luigi's Mansion and Wave
Race: Blue Storm will arrive
with GC in September,
while other in-house
products will trickle out in
the months to follow.
Pikmin will ship Oct. 26,
while Super Smash Bros.
Melee and Eternal
Darkness have been
moved to November:
Animal Forest will follow in
December Its interesting to
note that all of the above
games, save for Eternal
Darkness, will likely be
ready by launch. However,
Nintendo feels that releas-
ing 50 many first- and
second-party titles at launch
would dilute the sales of
each game. Be aware that a
few third-party offerings will
also ship at system launch
in Japan. NextGen

W The launch of GameCube this fall might result in dueling Mario brothers, assuming one of Mario's currently secret projects is ready for launch
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H TOM RUSSO’'S

CHARIOTS OF PS2

> Move over Ben Hur — Kodiak Studios has been quietly developing
Circus Maximus, a combat chariot racing game for PlayStation 2. In

development for just over a year, the game takes place during the age of

the great Roman Empire. Your goal? Become the champion chariot racer

of Rome, of course. Kodiak is currently in negotiations with several pub-

lishers on the title. It is expected to be finished by October.

PRESTO GOES BOING
We were all more than a littie impressed with
') the job Presto Studios did with Myst Iil, which
s has prompted us to ask, what's next for the company?
Presto President Michel Kripalani offered us a firm and
b official “No comment.” But according to our sources,
the developer is working on a character-based party
PRESTO game called Boing! The game will be an Xbox exclu-
STUDIOS | sive, as it will be published by Microsoft.

ION CLOUDS

John Romero and Tom Hall dre at it again. The two founders of lon
=P Storm may have completed work on Anachronox and been all but
banished from their Dallas-based, 54th-floor ivory tower. Still, the two
are collaborating on a new PC game and shopping it to publishers,
including Eidos. According to sources, the game is being described as Sin
meets Rollercoaster Tycoon meets Age of Empires. It's being planned
for Xbox and Game Boy Advance.

MONSTERS INC.
MONSTROSITY

Monsters Inc, the next
movie from Pixar, Is
being developed for
PlayStation by an internal
‘team within Disney.
Interactive. The fact that
it's a PSX title should be
enough of a warning, but
our inside sources who.
have seen it say, “You
should put a ciothes-
pin on your nose if
you're planning to
0 near it.” While
it's still in devel-
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The hottest time

for movies is the
coldest time for
videogames. The
summer doldrums are
officially upon us, with
only a few notable game
releases and a lot of
developers cranking up
the AC while cranking
out games for the
holiday season. A quick
telephone call to various
third-party Xbox devel-
opers reveals that every-
thing seems to be going
fine. There was some
concern that “third-
wave” XDKs didn’t get
out soon enough for E3,

but all the developers |
spoke with said that
they had near-final
hardware and that
schedules were back on
track.

Fighting Mad

Xbox is routinely criti-
cized for being a near-
PC — despite the fact
that PS2 is the one that
supports a mouse and
keyboard, has an expan-
sion bay for the
upcoming hard drive
and modem, and has
deals in the works with
AOL, Netscape, and
RealNetworks. But

When Xbox launches on Nowv. 8, it will
literally come out fighting

Microsoft is making
strong inroads into a tra-
ditional console genre:
fighting games.

At launch, Xbox will
have two stellar but
vastly different brawlers.
Dead or Alive 3 has
been in development at
Tecmo for some time,
and the DOA series has
been steadily growing in
popularity here in the
States. Although we've
only seen video of the
game’s hyperactive and
gorgeous visuals, all indi-
cations are that it will
definitely be ready to go
on Nov. 8.

At the opposite
extreme is Ultimate
Fighting Championship:
Tapout, a game as
brutally realistic as
DOA3 is fanciful. The
game is being developed
by Dream Factory (Tobal
2, Ehrgeiz, The
Bouncer), and is thank-
fully building on the core
of the excellent
Dreamcast version,
rather than the exe-
crable PlayStation one.

Dream Factory is the
current home of Seiichi
Ishi, who worked with

XBOX LI?

Yu Suzuki on Virtua
Fighter and was the lead
on Tekken | and 2.
Surprisingly, the
company is not using
motion capture on UFC:
Tapout, but is instead
taking high-resolution
photos of actual fighters,
creating 10,000-polygon
models of them and
hand-animating them for
more fiexibility and
detail.

Dream Factory is also
working on Project KX
(working title), which
made its video debut at
Bill Gates’ presentation
at Tokyo Game Show
this spring. Little is

W X-philes columnist Jim
Preston is a regular contrib-
utor to Next Generation

known about Bruce Lee,
the super-secret knuckle
muncher from Ronin. It
supposedly uses the
Havok physics engine
and is closer in realism
to UFC than DOA3.

And while we will

All the developers |
spoke with said that they
had near-final hardware
and that schedules were
back on track.

known about the game
other than that it cer-
tainly won’t make launch
and clearly takes advan-
tage of Ishi’s experience
‘with motion capture.
It’s unlikely to be a
‘weapons-based game,
and from the few
whispers we've heard, it
is closer in spirit to
Tekken than Virtua
Fighter. But even less is

Platform makers don't want to draw
attention to it, but they seem to have
quietly accepted the reality of different

8 UFC champion Tito Ortiz measures up not only as an
Ultimate Fighter, but as a character in the upcoming UFC game

versions of a console. The PS2 has
already gone through three slightly
different manifestations in Japan,
and the next version will have the
hard drive and modem built in
Nintendo is allowing Panasonic to
release a chrome-plated
GameCube in Japan that will

have DVD support. And

Microsoft? While firm denials are
the order of the day, don't be
surprised to see, late next year,

an Xbox “bonus pack” that will
include a version of Halo with
online support and a redesign of
the universally maligned controllers.

undoubtedly learn more
in the coming months,
we do know that three
of the games are exclu-
sive to Xbox, while UFC
will be appearing first on
Xbox, then on PS2. With
at least four very prom-
ising fighting games in
the works, Xbox will
certainly be able to hold
its own in a dark alley.
NextGen
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Can an ambitious devéloper and
redefine survivalhorror? s

yourself in the blood-testing scen
from John Carpenter’s The Thing.
Your team is slowly cracking up, not
knowing who's real and who is a

deadly, “perfect imitation” alien. One

by one, samples of each person’s
blood are touched with a hot wire
— the theory being that the alien
blood will try to crawl away. Could
the guy tied up next to you be one
of those things? Could the guy you
worked with yesterday be one? Or
could it be the person you trust the
most, your leader?

- It’s exactly that feeling of uncer-

inty and terror created by

Carpenter in his 1982 film starring
Kurt Russell that Computer Artworks

“hopes to recapture.

“The Thing is essentially a survival
horror game,” explains Computer

ents that we think make the
unique compared to all the
sident Evil clones out there.”

As in the film, players will be
forced to fight off alien lifeforms
inhabiting a remote, Antarctic
research lab. But don’t expect an
experience based on a scene-by-
scene breakdown of the flick; this
game picks up where the movie
ended. “Rather than playing out the

5

old movie

same events,” Hadley says, “players
find themselves on a mission to
Antarctica following reports of
strange occurrences, and the story
will unfold from there.”

Although the game still plays in the
third person, Computer Artworks has
spent a lot of time reworking the
genre’s tired combat conventions.
Players will be able to move and
shoot at the same time, rather than
having to stand still, take aim, and
then fire.

“Control during combat has been
important to us right from the
outset,” says Computer Artworks
Lead Designer Andrew Curtis. “We’re

www.next-generation.com 09/01 NextGen 17
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aiming to have a simple, fiuid combat
system that makes the game flow
much faster than previous examples.
How fast a player is moving will affect
their accuracy in combat. We want
the player to feel cocky in certain
parts of the game, so when they face
something they haven’t seen before,
they're overwhelmed with a sense of
fear because they don't know how to
deal with it.”

The most effective weapon at the
player’s disposal (as in the film) will be
the flame thrower. Other weapons of
choice will include grenades, pistols,
shotguns, and rocket launchers.

More important than the selection
of weapons, however, is your ability to
issue commands to NPCs. It's this

i unique focus on teamplay that’s the
1 game’s strongest selling point. A player
can send other team members to
guard certain positions or help carry
out tasks via a simple onscreen inter-
. face. For example, send an engineer
to fix a certain object, and then you
can send a soldier to protect him.
“We feel that NPCs in many games
. ? already on the market act like drones
— even in Half-Life,” Curtis explains.
“They just seem to act out little cut
scenes as if they're fixed on rails. Ours
are very different. They each have

W Trust plays a vital role in the game. If your
team members thinks you've been infected
they won't obey your orders — or even
worse, they'll try to take you out

18 NextGen 09/01 www.next-generation.com

“We want the rlayer to feel
cocky.in certain parts of the
game, so when face
something they haven’t seen
before, they’re overwhelmed -
with a sense of fear.”

\ndrew Curtis, lead designer, Computer Artworks.

trust and fear meters. Ideally you have
to make sure that their trust meters
are always high, because if they don’t
trust you as their leader, they'll turn
and attack, believing you're the one
who is infected.”

And you will need their trust. As
the leader, you're also given complete
control over weapon distribution to
the team. You decide which team-
mates get which weapons. “Should
you give a rocket launcher to an NPC
who is showing high levels of stress in
an enclosed environment?” Curtis
rhetorically asks. “Probably not, as he
might get scared and accidentally
squeeze the trigger, causing damage to
the whole team.”




The NPCs have been programmed
with three fear levels: Low, High, and
Crack Up. “When an NPC has reached
the Crack Up point, they'll completely
lose it and just end up weeping in a
corner,” says Curtis. “You could try and
jolt him out of it, but you should also
take his weapons to avoid retaliation
later on — he won't forget that. Trust
can be earned while the player shoots
enemies in the presence of NPCs.”

Perhaps the area of most interest to
fans of the movie is the manifestation
of the “Thing” itself — another area

on which Curtis spent a lot time. “We
wanted to have the whole soft-
bodied, wet look to the enemies,
similar to what we’ve previously done
in our organic polygon approach with
Evolva,” he says. “We've stayed true to
the film in terms of gore and its
uniquely grotesque imagery.”
Computer Artworks will also include
something special right at the end to
really make your stomach turn — just
in case it hadn’t already.

To create a game based on a cult
horror movie could be viewed as an
easy way of cashing in. THQ tried with

w

its Evil Dead project, and the results
‘were marginal at best. However,
everyone at Computer Artworks
knows the pressure it’s under to
deliver an experience that remains
faithful to the movie, while at the
same time pushing survival horror in
new directions. While the game still
requires another year of production
— it has been in development for just
about a year — what we have seen is
the early implementation of some
very good ideas. This is certainly worth
keeping a close eye on.

— Gavin Ogden

=

-

 Environments will be heavily based on the
research compound seen in the movie

Senior Producer Chris Hadley expressed the team's
dissatisfaction with the typical Resident Evil-style
fixed cameras that make up the bulk of today's

cameras are also cancellable, 5o the player has
complete control over the playing field.”
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SLED STORM

W Publisher: EA Sports BIG M Developer: EA Canada M Release Date: @4 M Origin: Canada

A meaner, faster, grittier trip back up the SSX mountain

There are millions of Americans

who would swear that NASCAR is
the ultimate test of racing ability. And
there are at least as many Europeans
who'd fight for Rally racing. However, EA
Canada's Marketing Manager Peter Royea
maintains that the most frenetic, visceral
racing of all requires a snowmobile.

“Being on a sled is like being on a

mechanical bull,” explains Royea. “SSX

M In the finished bulld, you'll be able to pull
tricks while airborne

was a very smooth experience. You
could get into the rhythm of it. In Sled
Storm 2, you're gonna get beat up. Our
goal is that after a race, you're going to
feel absolutely spent.”

That's quite a claim, but EA Canada
intends to justify it with 12 larger
shortcut-laden tracks, more stunts, and
plenty of destructible elements you'll
actually be rewarded for smashing
through. The game also offers a renewed

SLED WRONG

While it's obvious that the sleds in Sled Storm 2 are
actually snowmobiles, here’s how well we think some

other “sleds” might do in the races.

) BASIC SAUCER SLED (DISC OF DOOM):
Nice and cheap, but you can't steer and

Fami

usually end up going down back-

wards. Points for being lightweight, though.
Last Place.

FLEXIBLE FLYER: A timeless classic that even
offers a miniscule amount of steering.
However, it's useless on

chore to lug back up the hill. Second Place.

20 NextGen 09/01 www.next-generation.com

ht powder and a real

focus on what makes snowmobile racing
unique: the strength of its mechanized
steeds, and their ability to conquer the
wild frontier.

“When you've got a sled,” Royea
continues, “that weighs 400 pounds and
has 180 horsepower, it's incredible what
they can do — scaling steep hills,
blasting over really rough terrain, and
pounding off jumps, always on the verge

M Enemy Al, already
viclous in the first
game, is being
reworked to give
each racer a unique
style and strategy

RED SUMMER SLED: A sled with wheels? We
don't think so. Useful only for those times when

you've died and gone to Hell, but it hasn't quite

frozen over yet. No Place.

DOG SLED: Our least
favorite, despite its
usefulness during the
Iditarod. It's maneu-
verable and it
actually goes uphill,
50 it would surely
win First Place by
default. But it has
the worst view ever.

——
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M The tracks are filled with alternate routes. A fork in the path on this track leads you right through a
small cottage and onto the roof of the building on the left

of going out of control.” More
impressive than this conceptu-
al focus on sled racing’s
physical nature is how well it
translates into the game. The
course geography is punishing,
and the realistic driving model
(with plenty of Dual Shock 2-

thing from bales of hay and
“Route Closed” signs to entire
buildings is an integral part of
gameplay, as it fills your turbo
meter. When the meter is full,
you can unleash a STO.RM.
Boost, making yourself tem-
porarily invulnerable, more

“SSX was a very smooth
experience. You could get
into the rhythm of it. In Sled
Storm 2, you’re gonna get

beat up.”

~ Peter Royea, marketing manager, EA Canada

enabled rumble planned) had
us mashing the analog stick
this way and that in an all-out
struggle to guide our motor-
ized beast across the line.

You also have free reign to
smash through and destroy
anything that gets in your way
as you charge toward the
finish. In fact, busting up every-

powerful, and able to do
better tricks (like a barrel roll).
This being a BIG-branded
game, there’s plenty of
human-on-human aggression
in the mix as well. The six
selectable riders are as hip as
the SSX gang, only tougher,
and each boasts a unique skill
set and attitude. The riders’

personalities will be more
developed than in SSX, fueling
what Royea hints is a much
more pugilistic approach to
rider-to-rider interaction. “The
heart of racing is competition,”
he says, “and competition at
its best is aggressive. 552
needs to be [0 to 20 times as
aggressive as SSX for us to
feel like we're succeeding”

Although considerably less
violent, tricks also play a big
part of Sled Storm 2, though
they won't earn you a speed
boost as they did in SSX.
Instead, nailing stunts will
increase your rider’s rep and
will earn you faster sleds.

Given EA Canada's recent
track record and the fact that
this game plays so well with
five months of development
time left, the biggest storm this
winter may take place in your
living room.  — Eric Bratcher

T

8 The soundtracic will be dynamic as
In $SX, but with heavier music
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 The third-person fighting mode from the first game Is back, but there’s also a first-person fighting mode we have yet to see

B DREAMCAST

W Pubisher: Sega of America M Developer: AM2 M Release Date: November M Origin: Japan

Can Yu outdo Shenmue?

Size matters. And with the sprawling

Dreamcast adventure Shenmue,
talented game designer Yu Suzuki created
a monster. Now, sitting in a small confer-
ence room with an interpreter at his side,
he’s seif-deprecating enough to chuckle
about it. “He always aims too high,” his

 Ryo will deal with al sorts of shady
characters in his quest to avenge his father

interpreter explains. Suzuki stops laughing
for a moment, spreads his hands apart
and says, simply, “Too big”

Shenmue may well be Suzuki's
magnum opus — the videogame equiva-
lent of poet Geoffrey Chaucer’s
Canterbury Tales. Suzuki conceptualized

Shenmue as an epic, multi-part story with
a cast of thousands and a storyline that
follows young Ryo Hazuki as he travels the
planet hunting for his father’s killer When
released in 2000, Shenmue covered the
first chapter in the saga. Now, as its four-
disc sequel nears completion, Suzuki finds
himself (as Chaucer did hundreds of years
ago) grappling with a story that might be
too titanic to tell

Chaucer never finished his Tales, and
Suzuki has begun condensing his.
Shenmue Il will include chapters two
through six of Ryo's tale, but will certainly
not complete the story. Once again, Ryo
serves as the game’s protagonist, and the
plot follows him as he moves from Japan
to China in an attempt to run down the
vile Lan Di and recover the strange and
curious Phoenix Mirror:

This new game begins with an intro-
ductory movie that highlights the events
from chapter one. From there, the
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standard buzzwords apply: bigger, badder,
better, longer. Shenmue Il features more
than 1,000 characters and approximately
150 different action-sequence Quick-Time
Events (QTEs) as compared to the
original’s 350 characters and 70 events
Suzuki says the sequel will feature longer
play time and will progress in a more
dynamic way.

“The biggest complaint about
Shenmue,” he says, “was that players who
like to rush through a game had to stop
and talk with each person they met on
the street.” Players will now have the
option of dashing to the finish, but Suzuki
offers the following caveat: “If you rush
through Shenmue Il, you won't get to see
one-third of it — or maybe even half”

While a stranger in the strange land
of China, Ryo will get to venture into
Hong Kong, the thieves’ den known as
Kowloon (which holds the massive, sky-
obscuring Kowloon Towers), and the
island town of Guilin. Ryo can earn
money, Suzuki says, by getting a part-
time job, gambling, or selling off items at
a pawnshop. Shenmue Il will hold three
different types of dice games, and our
hero can also win money by playing
Pachinko and darts, or by squaring off

B Shenmue Il Is a much larger game than the

against burly men in arm-wrestiing
contests.

With an eye toward creating a more
exciting experience, Shenmue Il adds a
first-person fighting mode in addition to
its already established third-person-per-
spective brawling, and a new system has
been implemented for QTEs. Instead of
being prompted to push a single button
or make a solitary tap on the controller’s
analog stick at each phase of a QTE chal-
lenge, players will now be presented with
a series of button choices and directional
options. A new, icon-based Action Key
system will allow Ryo to pose specific
questions to in-game characters, thus
speeding up investigation time.

As for the rest, even without context it
seems like a high-polygon dream: Ryo
handcuffed to a mystery man, both of
them fieeing for their lives in a frenzied
QTE; a perilous chase through a forest
with our hero trying to catch up to the
enigmatic woman Shen Hua; brutal cage
fights; an orange-haired woman named
Joy riding up on a motorcycle, her eyes

S e
original, but better pacing should make it more exciting

o

alight with mischief..

Back in the real world, Suzuki remains
optimistic about the series, despite the fact
that Dreamcast will be in its death throes
when Shenmue Il sees release. Still, Ryo
will not go gently into that good night, and
Lan Di may yet get his comeuppance. “The
story will not end here,” Suzuki says, “and if
the market requests it, we will continue
with the adventure.” — Greg Orlando

MORE CLASSICS, FROM YU TO YOU

Shenmue Il features not one, but two emulated Suzuki classics, Out
Run and Afterburner. “On the fourth disk, you'll be able to drive,”
Suzuki’s interpreter intimates. “You'll have to look carefully for it,
though. You might pass it by.”
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B PLAYSTATION 2

FREQUENCY

W Publisher: Sony M Developer: Harmonix M Release Date: November M Origin: US

Sony generates a tuneful Tempest

Although Frequency looks a bit

abstract at first glance, it's quite
simply the tunnel-traveling gameplay of
Tempest, re-envisioned as a Guitar
Freaks/Beatmania-style rhythm game. The
player’s icon speeds down an octagonal
tunnel in which each wall corresponds to
a different instrumental track (bass,
drums, vocals, etc.). The player must press
buttons to play that track’s instrument in
time to the rhythm of the song. If played
properly, that track begins to play by itseif

THE RHYTHM

OF THE RIGHT

“Your game will only be as good as the
music that goes into it,” declares Harmonix
Co-founder and CEO Alex Rigopulos. Thus,
it's no surprise that the game’s songs are
being chosen (very well chosen, we might
add) with the utmost care. This is critical, as
Rigopulos explains: “In most traditional
games, music is used to create atmosphere
and as a tool to enhance the player’s overall
experience. With Frequency, the music is
the experience.”

and the player must activate a new track.
Unlock enough of the song before time
expires, and you can then play a guitar
s0lo, add a scratch track, or stream ran-
domized synth notes into the mix. Quite
frankly, we are very impressed with its
fresh approach. It's as intuitive and addic-
tive as Tetris — with far superior audio.
The game offers six retina-searing visual
themes, and most of the game’s 20 songs
are licensed from well-known electronic

M There will be at least 20 songs in the
game, including totally new titles from Fear
Factory and Paul Oakenfold

artists like The Crystal Method and Meat
Beat Manifesto. Some are even brand new.
There's also a Remix mode in which you
can lay down new beats, add effects such
as echo and flange, or even replace entire
tracks, completely de- and reconstructing
each song. You can then upload (and
download) these remixes via the Internet
1o listen to and play them as new levels. In
fact, Sony hopes to create a robust online
community around the game, with
contests, mix-offs, and two- to four-player
multiplayer (online or via a multitap).
Frequency will likely become a niche
title, but it has a staggering potential to
broaden the minds of those inside and
outside of the game industry. And isn't that
what music is all about? — Eric Bratcher
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BUILD IT AND THEY
WILL COME
Should you get tired of the 10
included levels, you can create your
own with the built-in park editor.

What distinguishes Mirra’s editor 4
from the one found in other games.
is the sheer amount of content you
have to work with. Not only can you
play with the terrain height, but
there are thousands of pieces for
you to put in the game. You can
even name gaps! And while you
can't actually place challenges (the
team confides that's something
they'd like to put in the third install-
ment), players can still create near-
professional quality parks.

B GAMECUBE, XBOX

DAVE Mi
FREESTYLE BMX 2

Z-Axis ®

B Pubisher: Acclaim m

wiease Dalo: November - m

Mirra 2 proves that in the world of BMX — size does matter

The original Dave Mirra Freestyle

BMX may not have been huge
with the game press, but it sold over a
million units and ruled the BMX sports
category. With no intention of allowing
the competition to catch up, the Z-Axis
team has dedicated itself to redefining

M Despite the scale and beauty of the game,
it still manages to run at a steady 60fps

B Every level has tons of hidden areas —
many of which are actually pretty big

the BMX gaming experience for the
next generation.

The most striking thing about this
sequel is the size and scope of the levels.
According to Lead Designer Tin Guerrero,
they're easily four to five times the size of
the levels in the previous game. Even
better, the new game engine also enables
the team to build vertically, so levels can
have tons of content that's over or under
other areas. The Xbox and GameCube
versions even have two extra levels
beyond the eight that were available in
the PS2 versions, so we don't expect
players to get bored anytime soon

The control is still fairly close to the
Tony Hawk standard, with a jump
button, a grind button, another that
does tricks, and shoulder buttons that
rotate you in the air: One handy new
addition to the control scheme is the
ability to do a 180-degree skid so you

32 NextGen 09/01 www.next-generation.com

don't have to slow down and slowly
turn around like in other games.

The “trick modifier button” was one
of Mirra's distinguishing features,
enabling players to change tricks midway
through in a variety of ways. In Mirra 2,
the modifier button’s functions have
expanded to cover grinds, stalls, and
manuals as well as air tricks, so there are
literally thousands of possible combina-
tions. Guerrero laughs when we ask how
many tricks there are in the game.
“There are still tricks | haven't done,” he
admits. “I play this game constantly, and |
still come up with something new every
few days.” — Blake Fischer

B The trick modifier
button énables

W The levels in Mirra
2 are absolutely huge



WEYLAND-
YUTANI
BLUES

Aliens vs. Predator 2's
storyline is slightly
convoluted — which
is inevitable given that

LV-1201. Once again,
humans from the
Weyland-Yutani Corp.
arrive and begin
“weapons research”
involving convicts as
hosts for facehuggers,
the aliens

the rescue, and as if
things weren't compli-
cated enough, a pack
of predators chooses
that moment to drop
in and enjoy its
favorite hunting
grounds. Incredibly,

“You're always finding
nuggets of story that
pertain to the other
species,” says Fox
Interactive Producer
Dave Stalker.

Welcome back to

Alien vs. Predator was one of the

few Jaguar games worth owning
Both it and the PC rebuild that followed
defied the caffeinated, Doom-spawned FPS
paradigm by slowing the pace down and
subsequently increasing the tension. Now
in the hands of Monolith, Fox Interactive’s
second instaliment is simultaneously
bringing the graphics up to current stan-
dards (courtesy of the latest LithTech

W Aliens come in many forms,
but they all need to be killed —
lest they give you one hell of a

punch in the gut

v

igin: US

1201. Life still sucks here

engine) and incorporating more modern
FPS gameplay techniques.

Perhaps the most significant addition is
a well-told storyline (see sidebar). Relayed
through in-game cinemas and plenty of
scripting, the plot details three intes
twined perspectives on the events that
take place, one for each race.

Each race also handles the action in a
unique way. As a marine, you have a

shotgun, a knife, a grenade launcher with
tracking mines, and an EMP shell that can
reveal cloaked predators. You can also
use welding torches and drive a specially
modified loader with machine guns in
place of vice grips. The aliens come in
several playable flavors, ranging from the
standard drones to the dog-like
quadruped from Alien 3. If you thought
alien wall-walking from the original AvP
was a gamebender; wait until you see
their powerful pouncing abiliy, in which = A
they suddenly attack from a distance or .
leap from one wall to another. The
predator is equipped with a net gun and -
spear, as well as a portable charger for
the cloaking device.
AVP2 clearly isn't trying to beat Half-
Life at its own game, but it doesn't have
to. If the team at Monolith can keep the
tension high and the story tight and

involving, the game’s great license will
more than handle the rest. — Tom Chick
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MORE DYNAMIC BATTLES, MORE DRAMATIC ACTION

o New “Agent Technology” allows for 500 > Experience battles firsthand - control =
W oldiers on screen - 5% more than the ™ generals and give orders at the squad level! S L
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 Both the hero and environment in Rez begin
as littie more than wireframe Images and evolve
Into full realization (in first-person, below)

(FORMERLY KNOWN AS K-PROJECT)

W Publisher: Sega of Japan B Developer: United Game Artists m se Date: Fall (Japan), TBA (US) mOrign: Japan

Is it a music game, or is it a shooter? Well, it’s both

‘When United Game Artists

President Tetsuya Mizuguchi first
showed us Rez in March of last year, it
was simply known as “the Sound
Project.” But that doesn't begin to
describe the game; a unique outer-space
shooter, Rez combines Panzer Dragoon-
like, rail-shooter gameplay with an
amazing interactive sound experience.
The enemies give off musical sounds as
you blast through them, thus generating
strings of percussion and melodic noises
that come together in something vaguely

e —

resembling Chinese opera.

“We wanted to create a nonviolent
shooting game,” says Mizuguchi. ‘“it's long
been my dream to have a game in which
you create melodies by shooting objects.
| want to allow players to concentrate on
one thing: shooting enemies in a way
that produces music that they enjoy”

Offering counterpoint to the aural
over-stimulation is the game’s stunning,
techno-industrial visual style, which
evolves as you move through the game’s
six stages (plus bonuses). While most of
the game elements are only wireframes
at first, they gradually become more solid
and detailed as the game progresses.

Though Mizuguchi is known for
making tough games (Sega Rally Manx
TT, Space Channel 5), he thinks that
skilled players will beat Rez fairly quickly,
then discover that it has exceptionally
high replay value. “The game portion of
Rez s just a game, but the experience is
something new,” he concludes. “Every
time you play, you will have a different
experience with the music. | think this
will make the game fun to play again.”

— Steven L. Kent

M These still frames can’t quite do justice to the game in motion. Its
frenetic pace and psychedelic look are absolutely hypnotic

THE ANDROMEDA STRAIN
Rez ought to behave a lot like Panzer Dragoon; United Game Artists
includes seven members of Team Andromeda, which created the
fiying dragon classic for Saturn. Other members of the fabled Sega
team have ended up at Polyphony Digital (where they worked on
Omega Boost) and at SmileBit (Gun Valkyrie). The good news is that
there is a Panzer Dragoon sequel in the works for Xbox from a
team at Smilebit — though Sega has yet to announce whether it will
be a shooter or an RPG.
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Use the Demon Scarf to deform everything! \)
Your PlayStation®2 computer entertainment \
system will never be the same.

Technolo

STRETCH THE LIMITS
OF YOUR PLAYSTATION'2

It's a dangerous and bizarre world, but hey, if you don't

like it — stretch it! With the help of a possessed Scarf, you'll
have the power to stretch and deform everything in sight as
you lead Linda on a twisted journey to rescue her sisters
Manipulate your world! Why get wet when  from the Demons of Vanity. Check out “stretchtisity”

you can swing across using this palm tree?  for yourself and see why IGN.Com called Stretch Panic

“The Most Innovative game of E3 2001.”

From award-winning developer,

TREASURE!

(Bangai-O, Sin & Punishment
Gunstar Heroes, Dynamite Heady)

Give enemies a tongue-lashing as you pull
and stretch them into submission!

=~
4[’9 . PlayStation.2 %{ﬁ

wew.conspiracygames.com
“PlayStation” and the *PS” Family logo are registered trademarks of Sony Computer Entertainment Inc.
© 2001 Conspiracy Entertainment. © 2001 Treasure. All other copyrights and trademarks are property of their respective owners.



“Rubber banding”
is gaming’s dirty
little secret, where
losing players are
given an artificial
advantage to
prevent losing (or
winning) players
from getting bored.
But s it good, or
simply cheating?
Here’s one devel-
oper’s take:
“Rubber-banding
maintains tension
and keeps things
exciting” says
Kinetica designer
Quinlan Richards,
“Ibut] some games
overdo it, so we're
trying to keep the
effect subtle.”
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W PLAYSTATION 2

Remember that sense of insane

speed during the Lightcycle scenes
in the film Tron? That's the sensation
evoked in Kinetica, which takes racing to
a new frenetic level by eliminating
vehicles and using kinetic “skins” —
mech suits designed for racing.

What sets Kinetica apart from other

racers is that your skin can head straight
into a wall — and go straight up, defying

15712

KM/H

KINETIC

W Publisher: Sony B Developer: SCEA Santa Monica M Release Date: October m Origin: US

Sony is going to drive you up the wall

gravity. This feature, as well as riding along
walls to cut corners and shave time from
your score, is enabled during several
points within each of the 12 tracks, but
not throughout. “Initially we had more
open track designs that allowed the skins
to drive just about anywhere,” explains
Sony Designer Richard Foge. “The
problem with this was that the gameplay
ended up feeling too exploratory, almost
like a high-speed platform game.”
Although the player moves at a rapid
pace throughout the game, performing
freestyle tricks while on the ground or in
the air (off-ramps and free falls) provides

L HLAYSTATION zFinals.—

W Performing tricks earns speed boosts
throughout the game

3714082 &
513882 o7
-

Lar

speed boosts. Power-ups are also
planned for the final version, but it's
undecided whether they will allow only
speed bursts or if offensive weapons will
be included to add a combat aspect.
With its gravity-defying gameplay,
Kinetica could become more than “just
another racing game.” But it needs an
injection of light; the dark look of the
game creates a Blade Runner-esque feel,
but it also makes it difficult to successfully
react to obstacles and turns. If a few of
those dark alleys can be brightened,
Kinetica should be a solid racer for
PlayStation 2. — Kevin Toyama

i,
W As In SSX, free falls are

great opportunities to
perform freestyle tricks and
bulld speed, but moves must
be completely finished to
land safely
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"The Area-51 runs crop circles
around the competition!"

-PC Gamer 2001
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EVOLVE

Martian Red

Conspiracy Blue

Cyborg Green

GREY™

Intel® Celeron® Processor at 900MHz
High-Performance Heatsink/Cooling System
Intel® 815e Chipset Motherboard

128MB SDRAM (PC-133)

Floppy Drive 1.44MB

20GB 7200RPM Hard Drive Ultra ATA100
NVIDIA GeForce2 MX™ 32MB Twin Head
Koolmaxx™ Video Cooling System
SoundBlaster LIVE! 3D Sound Card

Creative Labs SBS35 Speakers

56X EIDE CD-ROM Player

White Dragon Full-Tower ATX Case 300 Watt PS
Microsoft Internet Keyboard

Microsoft Intellimouse

Microsoft Windows XP Home Edition

1-Year Toll-Free 24/7 Technical Support
with Aliencare On-Site Home Service
Personalized Owner's Manual

Optimized & Configured for High-Performance
FREE FUNC Technical Surface Pad

$999.00

Financing as low as $27/MO., 48 MOS.

HIVE-MIND™

Intel® Pentium® 1l Processor at 1.0GHz
High-Performance Heatsink/Cooling System
Intel® 815e Chipset Motherboard

256MB SDRAM (PC-133)

Black Floppy Drive 1.44MB

40GB 7200RPM Hard Drive Ultra ATA100
NVIDIA GeForce2 GTS™ 64MB DDR
Koolmaxx™ Video Cooling System
SoundBlaster LIVE! 3D Sound Card

Klipsch ProMedia 2.1 THX 200 Watt

Speaker & Subwoofer System

Pioneer 16X/40X DVD Player

Black Dragon Full-Tower ATX Case 300 Watt PS
Black 107-Enhanced Keyboard

Microsoft Intellimouse Explorer

U.S. Robotics V.90 56K Voice/Data/Fax Modem
Intel® PRO/100 S Network Interface Card
Microsoft Windows XP Home Edition

1-Year Toll-Free 24/7 Technical Support

with Aliencare On-Site Home Service
Personalized Owner's Manual

Optimized & Configured for High-Performance
FREE FUNC Technical Surface Pad

$1,699.00

Financing as low as $46/MO., 48 MOS.

24/7 Toll-Free On-Site Technical Support

Be a proud owner of an Alienware® machine with its legendary performance. You can
rest assured that it will be backed up with 24/7 toll-free, on-site technical support. You
can customize it online or have an experienced member of our staff guide you in cus-
tomizing a machine for your specific needs. Alienware®, the fastest system you'll ever
use. Our slogan holds true; build it as if it were your own.

ALIENWARE.COIVI'

13462 Southwest 131 Street Miami, Florida 33186
TOLL FREE: 800-494-3382

Intel, Intel Inside Logo and Pentium are regitered trademarks of Intel Corporation.

ices, configurations, and availabilty may change without notice

Saucer Silver

AREA-51"

Intel® Pentium® 4 Processor at 1.8GHz
High-Performance Heatsink/Cooling System
Intel® 850 Chipset Motherboard

256MB RDRAM (PC-800)

Black Floppy Drive 1.44MB

60GB 7200RPM Hard Drive Ultra ATA100
NVIDIA GeForce3 nFinite-FX™ 64MB DDR
Koolmaxx™ Video Cooling System
SoundBlaster LIVE! 3D Sound Card

Kiipsch ProMedia 5.1 THX 500 Watt
Speaker & Subwoofer System

Pioneer 16X/40X DVD Player

Plexwriter 16X/10X/40X CD-RW IDE

Black Dragon Full-Tower ATX Case 300 Watt PS
Black 107-Enhanced Keyboard

Microsoft Intellimouse Explorer

U.S. Robotics V.90 56K Voice/Data/Fax Modem
Intel® PRO/100 S Network Interface Card
Microsoft Windows XP Home Edition

1-Year Toll-Free 24/7 Technical Support

with Aliencare On-Site Home Service
Personalized Owner's Manual

Optimized & Configured for High-Performance
FREE FUNC Technical Surface Pad

$2,799.00

Financing as low as $76/MO., 48 MOS.

MONITORS

17" NEC 75F 25dp $209.00
17°NECFE750+  250p $299.00
19° NEC 95F 24dp $329.00

19" NEC FE950+ 25dp $389.00
22" NEC FE1250+ .25dp $769.00

ALIENVWARE.COMV




EZ =TT WHERE THE STARS PLAY

Exclusive Challenge Mode, Featuring True-To-Life 1V Style Presentation Unlock Retired Greats Like John
4 Head To Head Events And Play-By-Play F';‘wm Eiway, Dan Marino And Steve Young
Maas

a PlayStation.c
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Devil May Cry

® Publisher: Capcom M Developer: Capcom M Release Date: November M Origin: Japan

Wiatch out Konami. Capcom has a new hero on par with Solid
Snake, and he’s ready to shake the PS2 chipset to its core

‘With GameCube and Xbox launching this fall, it’s too easy to forget

about PlayStation 2 — especially given its underwhelming first year of

software. With the pressure to perform or perish, Sony’s platform —
the one supposedly destined for world domination — is finally picking up
steam. Aside from all the attention being lavished on some high-profile sequels
(Metal Gear Solid 2 and Gran Turismo 3 in particular), a few upcoming original
titles have proven they can hang with the big boys and give PS2 the unique
identity it so desperately needs. At the top of this list? Capcom’s PS2 tour de
force, Devil May Cry — an action game that is as stylish as it is intense.
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THE DEVIU'S ADVOCATE
When it was originally revealed
(almost a year ago in NG 12/00), Devil
May Cry was thought to be a spiritual
successor to the Resident Evil fran-
chise. The project leads, Producer
Shinji Mikami and Director Hideki
Kamiya, are both veterans of the
horror series, and the gothic castle
where the game is set seems to fit
right in with their previous scare-
fests. This character-based action
game, however, introduces us to a
new hero named Dante — a dual-

-

avd

pistol-wielding, half-devil/half-human
swordsman with a chip on his
shoulder and a score to settle.

And it was a long road between
the hero featured in these screen-
shots and the game as it was original-
ly conceived. The project began right
after Kamiya and Mikami finished
Resident Evil 2. Fresh off his first
directorial stint, Kamiya was given
Resident Evil 4 for PlayStation. That
game, which ultimately would
become Devil May Cry, was actually
going to take place on a boat. “The

A
& The areas outside the castle are just as
stunningly detailed as the interior ones

series started in a mansion,” Kamiya
says, “then moved into in a small city.
So | thought it would be cool to make
it happen on a boat next.”

But it wasn’t long before
PlayStation showed signs of coming to
an end, and Kamiya was charged with
moving the game to PS2. At Mikami’s
urging, Kamiya also took the opportu-
nity to shift the gameplay to a style
different from Resident Evil.

“| prefer real action gameplay to
gothic horror,” says Kamiya. “I really
think that is what | do best. Mikami



| . Traa
 Dante’s dual pistols are fast and pack
beats the shotguh if you want to just mo
demonic horrors,.

-

understood this. Resident Evil's main
theme is fear, right? He told me to
forget about fear and build the
project on a new theme.”

‘With new hardware and a new
mission statement, Kamiya and crew
went about re-inventing the game. “I

decided to give up the central
concept of the Resident Evil series —
you know, with the vulnerable hero
against powerful enemies,” he says. “I
preferred to keep the player focused
on combat in a very cool style. |
decided to keep a few things like the
gun sounds, the moves, and the
motion animation, but | wanted to
use all these realistic elements in a
very different style of game.”

At some undetermined point in
mid-2000, the project ended up
evolving beyond the Resident Evil
framework, and that’s when Kamiya
and crew knew they had a potential
new franchise on their hands. “Last
year we understood that the project
wasn't looking like Resident Evil
anymore,” he admits, “so we decided
to rename the project to the one you
know now.”

RUNNING WITH THE
Kamiya cites everything from Starfox
and Zelda to manga as his influences
on the project, but he has also added
his own twists. Perhaps taking a lesson
from the grandmaster Miyamoto
himself, Kamiya has instilled Dante
with that magical in-game presence.
Like Mario, Dante is just as fun to run
around with even when there isn't
much else to do. Add to that highly
stylized gunplay, sword moves, and a

bevy of dodges, rolls, and jumps, and
he becomes more anime super-hero
than typical videogame character.
Despite what we've learned from
the previous demos — the one on
display at E3, and before that,
bundiled with Japanese release of

entral
vil series —
Inerable hero

Code: Veronica X — Dante doesn’t
actually start off with very many
moves. Instead, moves are purchased
using souls that Dante collects from
fallen enemies. Each of the four
swords in the game has its own
repertoire of moves that are not
unlike Street Fighter-style special
moves combined with shooter-style
power-ups. The blade named Alastor,

MIKAMPS BRAIN BOX
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for example, offers moves with
names like the Air Hike, the Round
Trip, the Stinger, the Vortex, and the
Air Raid.

Each move can be pumped up
several lévels too. Combine this with
the different guns in the game —
we've seen pistols, a shotgun, and a
rocket launcher so far — and the
wealth of moves at your disposal is
staggering. Kamiya actually cites a 16-
bit shooter, Valken on Super NES, as a
source of inspiration because every
ccombination is valid.

“l usually use the shotgun, but
others use different ones,” Kamiya
cites by way of example. “You under-

blonde woman shown in a teaser
movie, will also be playable for part
of the game. Curiously, the same
teaser also showed Trish standing in
front of a bar called “Devil May Cry.”
‘We admittedly have no idea how this
titular locale ties in to the main story.

THE DEMO WON'T CRY
Gamers across North America will
finally get their hands on the playable
demo of the game in late August
when it ships piggybacked with Code:
Veronica X. Like the Metal Gear
Solid 2 demo packed in with ZOE,
this demo alone practically justifies
the entire purchase — even if you

stand each weapon’s merit ling
to the situation. You also understand
their limits as well.”

While Kamiya wouldn't budge on
the subject, Capcom insiders have
indicated that Dante isn’t the only
main playable character. Trish, a

are only ginally in the
latest Resident Evil game (see
Reviews, page 83).

In the demo, players start off
inside the castle where the majority
of the gameplay takes place. As in the
first Resident Evil, the game isn’t

AN INTERVIEW WITH DIRECTOR

46 NextGen 09/01 www.next-generation.com

e

o= = = = Capcom insiders have indicated that Trish
;ﬂ (above) will also be a playable character
limited to a single area. Plenty of dif-
ferent areas lie hidden within the
castle and in the immediate area
outside. New areas are mostly
accessed by finding items, including
some weapons that are not used in
defense, but actually work as keys.
Still, Kamiya is adamant in his belief

“Resident Evil’'s main theme
is fear. Mikami told me to
forget about fear and build
a project on a new theme.”

that players should never be stalled
by a puzzle. “DMC is an action game,
50 puzzles aren’t important — they
shouldn’t stop the action flow,” he
explains. “For example, if you have to
study a panel and think about how to
make it right, in doing that, you
simply make the game tension drop.
This is all about the action, so the




player will focus on defending himself

ith the sword, jump, and so on.
refused to put in extensive Leat or
SEUTT 1Ko Uat.”

The game itself is broken up into
goal-specific sub-missions. After
achieving each goal you'll be allowed
to purchase new moves (or, in some
cases, items such as the vitality star),
and your health will be replenished
for the next mission.

The U.S. demo comes on the heels
of the one released in Japan in
March, but it includes several new
areas. A brief trip outside the castle
to read some ruins gives way (literal-
ly, after a bridge collapses) to a brief
but visually impressive trip through
an underwater tunnel populated by
flying skulls. Players will also seek out
a mace found in a crypt area
beneath the castle. The mace (you
guessed it) is used as a key to get
into another area.

IN DISGUISE
According to Kamiya, there will be
about I5 different types of enemies in
the game and each new type will be
introduced to the player in a short
cinema. For example, the first time a
player sees a ghost that wields giant
scissors as a weapon, the game cuts
to a scene where it emerges from a
painting on the wall and slowly slides
into place for attack. The effect?
Certainly more chilling and engrossing

than random encounters with new
enemies.

Unfortunately, the Lava scorpion
showcased in the E3 demo doesn’t
make an appearance in the sample
version created for the U.S,, but you
will fight a demon panther which
(trust us) is far cooler. Just imagine a
panther composed entirely of fluid
darkness, and you'll get a pretty good
idea of the visual effect used here.
Nor are its attacks limited to feline
leaps and pounces; the creature
actually morphs into whatever will
hurt you the most. For example, if the
cat is in the air, it will become a knife
on its way down to slice you. While
we have no doubt that some of the
bosses in MGS 2 will be incredibly

— Hideki Kamiya

cool, this one takes the prize as the
best special effect we've seen on PS2
thus far. Screenshots just do not do it
justice — you need to see it moving. ¥R
Indeed, the game in general ?%c!
already looks spectacular. According / o
to Kamiya, the Japanese release is
pretty much done and is now in
quality assurance testing. If the rest of
the game can live up to the promise s
of the early demos, Devil May Cry will
easily contend for the top spot this
Christmas. Kamiya has high hopes as
well. “I hope this will become a
series,” he exclaims. “Anyway, | can’t
speak too much on this subject —
you know, it is Capcom. But you can
be sure there will be no Super Devil
May Cry Turbo!” — Blake Fischer

The best way to deal with a three-story, demonic bird boss? How about a handy rocket
launcher (above). Meanwhile, Dante’s reflection comes to life, changes into the black knight,
and then jumps out the window to wait for Dante’s challenge (right sequence)

30fps, but
1always thought 30 wouldn't be suffi-
cient. Moves aren't smooth

especially 1
‘wanted the game to look cool, and at
Sol chose

Ps.

Evil episode, but DMC is in fact an

60ps, the appear
characters’ polyge esign So maybe we
can process. |
CLEARLY SAC-
. ; .
'WILL BE DIFFERENT IF DMC IS DEVEL- the first play — around 10 hours. As of ‘only have DMC in mind, so | still don't
OPED ON ANGTHER | [ < e y But
XBOX. e Solfyou as
know the game very well, you could il have more time to think about
I haven't been able to study other  clear it in a day. next step. However, | would like it to
hardware, so | can't say specifically.| remain an action game — no RPG or
would say the game would look 1S IT POSSIBLE TO CONTINUETO  simulation. When you touch the con-
prettier on Xbox. As for GameCube, | COME UP WITH FRESH troler, it has to deliver
have a feeling it isn't the right kind of  BASED ON THE ORIGINAL RESIDENT  action on screen.
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Universities have
opened their doors
to the videogame
industry, and you
may be surprised at
what they’re teaching

Reading, Writing, and Rocket-Launching?

JEO 5/

“Getting schooled in games” is taking
on a whole new meaning. Can a
specialized college degree get you in
the door at a game company? Just like
ClifisNotes, Next Generation brings
you the answers...

39 other hardcore videogame addicts, discussing the

character development of Final Fantasy Vil's Squall
Leonheart, analyzing EverQuest online communities, and debating
the virtues of first-person shooters. Sounds great, eh? Now open
your eyes and realize you're not dreaming: Classes such as these
are being offered at colleges and universities around the country,
and some schools even offer a degree in videogames.

If ever there was an indicator that videogames are gaining
acceptance, it's their inclusion in classes at academic institutions
like UC Irvine, DePaul University, and the University of North Texas.
There’s even a Master’s program available in gaming at Georgia
Tech and Carnegie Mellon, as well as a new Master of Fine Arts in
game design program being introduced at USC in the fall of 2002.
School has never been this interesting, and while videogame
classes are still a work in progress, they reflect a maturing industry
and an increasing student interest.

“We've seen a growing number of MIT students who want to go
into the games industry,” explains MIT’s Henry Jenkins, the school’s
Director of Comparative Media Studies. “A decade ago, they
wanted to be the next David Lynch or Quentin Tarantino,” Jenkins
continues. “Now, they want to be the next Will Wright or
American McGee.”

i Close your eyes and imagine yourself in a classroom with
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W There are
discussing your latest vi

WHO’S GOT GAME?

Today's students are demanding courses
of study in gaming, much like they did
decades ago with the study of film, and
the administrators are beginning to listen.
(In fact, Next Generation readers are
constantly asking editors about the avail-
ability of such curricula) The videogame
classes offered by traditional universities
take both a theoretical and practical
approach. Professor lan Parberry teaches
two game programming classes at the
University of North Texas, and some of
his students have landed jobs at Ritual
Entertainment, Terminal Reality, and
Paradigm Entertainment. The University of
Michigan offers a Computer Game
Design and Development class covering
everything from interactive fiction to Al

worse things in the world than lounging around the Carnegie Mellon campus and
ideogame project

Pittsburgh, PA-based Carnegie Mellon
University offers a Master of
Entertainment Technology graduate
degree that is jointly offered by CM!
College of Fine Arts and School of
Computer Science. Led by co-directors
Don Marinelli and Randy Pausch, the
program exposes students to the differ-
ent disciplines that go into making a
game. Marinelli and Pausch realize it's not
just programming zeros and ones that
Ccreates a great game; it takes a plan that
accounts for everything from aesthetics
to story to interface. Thus, the program
was developed with cross-disciplinary
classes including drama, psychology,
English, computer engineering, and art.

“When we spoke to companies about
what they wanted in potential employees,”
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explains Pausch, “we were stunned to find
that they didn't want people who knew
how to use a specific set of tools. Instead,
they needed people who have learned
how to work with people from other dis-
ciplines, because that's the main reason
they rarely hired people out of college.
They wanted someone with the experi-
ence of working well with teams, both in
success and failure. It's really hard to make
something, especially in the context of a
team, and see it through to the end, and
that's what it's all about in gaming”

The Carnegie Mellon program, which
started in 1999, currently lists 35 students
and should expand to 40-45 students this
fall. Six team projects are required during
the two-year program, and the curricu-
lum teaches many different facets of pro-

%] learned how to interact

with different groups
working on the same
project, which is crucial
because that back-and-
forth compromising
happens on every game.”

— Mauro Fiore, former CMU game student and
current lead designer for Angel Studios

ducing interactive software, including how
to create and manage a production
schedule. Students have also taken field
trips to such sites as the Sony Metreon in
San Francisco to learn about commercial
possibilities of entertainment technology,
and the Dave and Buster’s arcade in



Chicago to explore the social impact of
immersive simulations and arcade games
in a restaurant venue.

GAMING UNDER THE
MICROSCOPE

Not all schools have developed entire
programs with an eye on preparing a
student for the game industry, but gaming
courses are slowly making their way onto
campus nonetheless. Are you going to
pursue an English degree but want an
elective more attractive than American
Political Theory? You just might be sur-
prised at what you find hiding in your
course catalog.

Deep in the hallowed halls of Stanford
University is STS 145: “History of
Computer Game Design: Technology,
Culture, and Business.” In this course,
instructor Henry Lowood has built a
syllabus around such books as Geoffrey
R. Loftus’ Minds at Play: The Psychology
of Video Games, David Sheffs Game
Over, and Steven Poole’s Trigger Happy:
Videogames and the Entertainment
Revolution. Last year’s class featured a
lecture on virtual worlds that used
Asheron’s Call as its model, as well as
guest speakers including Dennis “Thresh”
Fong of Quake tournament fame.

At Indiana University, Associate Clinical
Professor Robert Appelman is leading the
charge to use gaming as a means to
study human behavior and learning
Appelman will oversee a series of classes,
such as “The Impact of Games and
Simulations in Instruction.” This course
examines the immersive qualities of
videogames, and how they can be
applied to teaching. “We've found that
the information received through interac-
tive games had longer-term residual
effects [than non-interactive informa-
tion),” says Appelman. “The content flow
was less, but people retained information
longer. We're studying how we can take
that learning element from games and
apply it to the learning process.”

GET A JOB!

Can you take what you learned at a uni-
versity and slide into a comfy chair at a
game developer or publisher? For Mauro
Fiore, that transition was a seamless
process. He went from the Carnegie
Mellon program to an internship at Angel
Studios, where he’s currently a lead
designer. While majoring in computer
science during his undergraduate work at
CMU, the Master’s program conveniently
made its debut, and after graduation, he
jumped on board. “The program gave me
a glimpse of what it was like to work on
actual game projects,” explains Fiore. |
learned how to interact with different
groups working on the same project,
which s crucial because that back-and-
forth compromising happens on every
game. An understanding of what

W Students Zachary Pogue and Rene Patnode
(top) work with Stanford’s Dr. Henry Lowood

on the research project “How They Got Game:

The History and Culture of Interactive
Simulations and ” Asheron’s Call
(right) Is a case study for virtual worlds in
Lowood’s videogame history class

someone can and cannot do, to deter-
mine limitations, is important because
you can then challenge those limitations.”

But for most prospective students
interested in a videogame career; an
academic gaming background is nowhere
near an automatic ticket to landing a
game development job. Game compa-
nies weren't beating down Fiore’s door
after graduation, but he did use his
school's connections to land an intern-
ship at Angel Studios, where he designed
races, tuned controls, and balanced Al
settings on games such as Midtown
Madness 2 and Midnight Club. The
internship opened a door, and Fiore
made the most of his opportunity.

Don't fool yourself into thinking that
current videogame classes will put you
on the fast track to the industry. Although
videogames have grown up enough to
gain the respect of universities, university
classes haven’t grown up enough to gain
the respect of game companies. These
classes and programs are, by and large,
too early in their development to
warrant a free pass to the office adjacent
to Sid Meier’s. Most professors are just

M Mark Siebert.
However,
the i

P

&
ik

trying to get game companies to recog-
nize they even exist.

“(Game classes] are comparable to
where computer graphics were 10 or IS5
years ago,” suggests Angel Studios CCO
Michael Limber. “Back then, it was unusual
to be trained in computer graphics at a
university. Now, most of the artists in the
industry have gone to art school”

For those looking to enter the game
industry, university classes can provide a
foot in the door. The Carnegie Mellon
program is at the forefront of schools
that have established game company
connections, having connected students
with internships at Angel Studios and also
with Maxis. Many top developers know
MIT's Jenkins and USC's Celia Pearce, and
if you do well in their classes, they might
help you get a head start over the thou-
sands who also want game industry jobs.

Despite the growth of courses over the years, it's stil a battle to get classes established.
ideogame courses have evolved through a combination of professors pulling from
ide and the industry pushing from the outside — although each has its own agenda.

rd of practice of those who make
ersities have a role to play in

Not all universities have embraced Murray’s progressive view. Despite offering a few game.
classes, UC Irvine's administration recently shot down a proposal to offer a major in

e

videogames. But the industry’s clout is growing. The University of Washington has approached
Sierra Producer Mark Siebert for suggestions on how to meet the needs of game companies.

evelopers are frustrated that it often takes college graduates three months to a year before they're productive
in game development,” asserts Siebert. “The development community is looking for people to come out of school
understanding a lot of [game-related] things you can't get from basic C++ classes.”
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The USC School of Cinema-TV will add an Interactive Media program in the fall of 2002. The

program will feature popular and experimental

NUTTY PROFESSORS

According to some developers, one area
of concern is how qualified a school's
faculty may be. Each year at GDC and E3,
aspiring developers flock to hear the
wisdom from the likes of Ultima series
creator Richard Garriott or Total
Annihilation/Dungeon Siege creator
Chris Taylor. Most attendees figure that
these industry veterans have been
through just about everything associated
with the design and production of a
game, and the experience they can share
is invaluable. But you'd be hard-pressed
to find Westwood founder Brett Sperry
or LucasArt’s legend Hal Barwood with a
lesson plan in hand.

“ think the biggest problem right now
is a lack of qualified teachers,” suggests
Maxis Lead Designer Will Wright. “Our
industry is so young that there aren’'t many
who are qualified to teach, and those who
are qualified are still making games.”

‘When asked, Wright and lon Storm
Studio Director Warren Spector (who
recently hired a University of Texas grad

game design components.

= Will Wright

who studied interactive fiction) expressed
interest in helping to guide the next crop
of gaming legends. Both are attracted to
the prospect of teaching the unusually
enthusiastic group of students that a
game class would attract. But Wright and
Spector are simply not ready to teach —
not in the sense that they're not qualified,

GETTING IT DONE AT DIGIPEN

Are you looking for an entire school dedicated to cranking out game makers, or an alterna-
tive to university life? Look no further than Digipen, located in Redmond, WA. Founded in
1988, Digipen offers classes in subjects such as Physics, Creative Writing, and Animation, as
well as the chance to build a game from start to finish.

“Our graduates are working for EA, Valve, Konami, Sony, Interplay — the list just goes on,”
boasts Digipen COO Jason Chu.

Closely aligned with Nintendo (the school actually rents space from the company),
Digipen offers an AA degree in 3D animation and both an AS and a BS in Realtime Interactive
Simulations. O the 800 applications received per year, 130 students are admitted. Although
Digipen and Florida-based Full Sail, which offers an AS degree in game design, are set up to
teach game development skills, they still aren't one-way tickets to the videogame industry.
But with a little luck and a lot of hard work, the skills you learn can get you in the door.

ing Cho worked on Dragonworld 3D (left) as a class project during
school and has moved on to the role of lead designer for Smuggler’s Run 2 (right)

W Digipen alum
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“Qur industry is so young
that there aren’t many who
are qualified to teach, and
those who are qualified are

still making ganjﬁﬂ

because any university would be
extremely lucky to include the designers
as faculty, but because Wright and
Spector are still having too much fun
creating games.

The concept of a university-based
videogame education raises an eyebrow
with Wright, who cites Chris Crawford's
The Art of Computer Game Design and a
few Internet bulletin boards as the only
resources available during his formative
years. And though Wright describes
himself as a self-learner and admits he
might not have gone down an academic
videogame path had it been available to
him, he does see the merit in such classes.

“Perhaps these courses can open
people’s eyes,” explains Wright. “Most
people get their [game] education playing
games — someone plays a first-person
shooter and loves it, and they want to
make one because that’s all they've been
exposed to. By exposing people to differ-
ent fields, [aspiring game designers] can
realize that design has been happening
for hundreds of thousands of years, and a
ot of it's applicable to videogames, not
just playing Doom. That can benefit the
industry in the long run.”

POOLING RESOURCES
The views expressed by Wright and his
peers are exactly what the International
Game Developers Association
(wwwigda.org) hopes to collect, as it helps
school systems formalize legitimate
programs in the study of games. lon
Storm’s Spector s co-chairing the IGDAS
Education Committee with Doug Church,
who is known for his work with Spector
on Underworld and System Shock, as well
as with Harmonix on the upcoming PS2
(continued on page 56)

lead designer, Maxis
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(continued from page 54)

game Frequency (see Alphas, page 29).
Spector and Church are creating a frame-
work for teachers on how to approach
gaming, whether in the form of a single
lecture, or in the development of an entire
department devoted to gaming studies.

“Specific tools and software packages
aren't the areas in which we're lacking,”
explains Spector. “The abstract and analyt-
ical components are what we need, but
at the least | hope a shared knowledge
base and shared vocabulary come out of
these programs, and the development of
some analytical tools on which the
industry can agree. We could also benefit
from a more analytical way of thinking, so
we can get beyond the word ‘fun’ as the
be-all, end-all of game criticism.”

The committee is also working on
projects such as reaching out to high
school and college guidance counselors
‘who may not even realize that careers in

to think about what it means to be a
developer,” says Church. “That's some-
thing we [as professional game designers]
rarely get to do from within the industry,
because we're desperately doing it. We
can train people to build levels — that's
not the hard part. The hard part is
training them to think about what games
are, why they’re fun, and what’s interest-
ing about them.”

THERE WILL BE A QUIZ

Will an emerging curriculum help you get
ajob in videogames? We reiterate that
you won't get a job just by showing up to
class and collecting a diploma.

“l don't think it'll ever be to the point
where we'll hire someone just because
they have a Master’s degree in game
design,” says lon Storm’s Spector. ‘Just as
a cinematography degree from USC
won't get you a job as Spielberg’s cam-

“We could also benefit from a more

analytical way of thinking, so we can

get beyond the word ‘fun’ as the
e-all, end-all of game criticism.”

videogames are possible. Many kids aren't
interested in school because the subjects
don't cross into their spheres of interest,
but everyone wins if games can provide a
motivational spark that makes education
more appealing. And it's the learning
part, the exploration, that is really what
college life is all about.

“The goal of the university experience
is not the chance to be a developer, but

Spector, studio director, lon Storm

eraman — Yyou still have to prove yourself
before you get that first job.”

However, any students who are
serious about working in games and
apply themselves to these courses will
undoubtedly be taken more seriously as
potential job candidates. Even if you take
just one game class during college, you'll
be able to speak at a more “insider” level
than most gamers during an interview,

W Yes, this Is research: Last year, students in the Master of

Parks and

and that's a big advantage.

And over the next few years, there is
little doubt the academic world will
further embrace videogames as a valid
area of study. There is simply too much
interest and too much money involved in
gaming, and it's developed to the point
that there is actually some history to the
craft. We'll not only see a new crop of
game designers, but a new crop of
gamers who can better articulate what
games they like, and why these titles are
50 attractive. Only through the process of
understanding games and the elements
that make them interesting, exciting, and
(sorry, Warren) fun, can the industry
continue to innovate and evolve. Finally,
here is a notion worthy of homework.

— Kevin Toyama

Entertainment Technology program at Carnegie Mellon University
took a field trip to the IAAPA (International Association of

UNIVERSITIES AND OF CALIFORNIA, IRVINE DH INSTITUTE OF MEDIA ARTS
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fhe Was hot. Now she’s smokin”.

If you enjoyed that, you're gonna love being
a dragon. Your most pressing dilemma is, “How
shall I dole out the agony to my enemies?”
Drop blunt objects on them? Scorch them with
one of 32 special-effect attacks? Or go old
school and crush them in your lethal jaws? Up
to you. Just remember, you're 20 tons of lighter
fluid...and the world is your barbecue pit.

[69]6a]60)

draqon-rage.com

3DO

www.3do.com
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« Gray Matter m7 TBA WO

The granddaddy.of EaRdSciamis
back to once again make Hitler its bitch
n Ask any truly hardcore fans of the first-person shooter

genre about their personal wish lists, and at the top
will most likely be a high-tech, modern-day remake of

that most classic of all first-person actioners, Wolfenstein 3D.

Sadly, while id’s 1992 shareware shooter paved the way for the
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Return to Castle Wolfenstein will be but the latest in a proud
gaming lineage of Nazi-bashing that goes back two decades. So in
case you're just joining us...

— 1981, Muse Software

Here's where it all began. Written
Silas S. Warner, Castle Wolfenstein
made its debut on Apple Il and had
you navigating a series of static single
screens in search of Hitler's secret
plans. Ammo was extremely low, but
you could always try to hold up a
Nazi with an empty gun and then
steal his ammo. One cool feature for the time: The Nazi guards
actually spoke to you thanks to the miracle of digitized speech.

Castle Smurfenstein — 1983, Dead Smurf Software
Although not an official — or even
an authorized — sequel, this Castle
Wolfenstein remake gained some
notoriety when it was released in
1983, Basically, a group of talented
hackers went into the game with a
sector editor and replaced all the
Nazis with Smurfs,‘both graphically
and audio-wise. They also changed the opening and closing narra-
tion, as well as the title screen. This time, evidently, the mission was
set in Canada.

Beyond Castle Wolfenstein — 1984, Muse Software
This sequel didn't really advance the
series too much. You're on a mission

4 to assassinate Hitler, but those

pesky Nazis are, of course, still in
the way. This time, however, you
can'thold up the guards (a shame)

¥ but witnesses will sound an alarm if
they see you killing someone, and

you can actually pick up security passes to get into different rooms.

T

Wolfenstein 3D — 1992, id Software
— When Apogee Software boss com-

missioned an up-and-coming id
Software to write a 3D game, the
developers looked to one of their
favorite old Apple games for inspira-
= ~ tion. The result was Wolfenstein 3D,
[ and nothing was ever the same

vTEN N again. Released in May 1992, the six-
level shareware game caused a sensation with its cutting-edge (for
the timé, at least) 3D environments and fast-paced play. Since then,
Wolfenstein 3D has been re-sold in various forms, most recently in
1998 as a compendium edition that included both the original game
and the complete Spear of Destiny missions.

Spear of Destiny — 1993, id Software

Introduced a scant four months
after the original, SOD was the retail
sequel to Wolf 3D. Besides new
maps and new episodes, SOD also
introduced strange mutant Nazis
that were far more formidable than
those you fought in the first game.

60 NextGen 09/01 www.next-generation.com

FPS explosion that was to come, these
days it's been largely forgotten by all
but these same diehard fans who have
been yearning, vainly, for its rebirth.
That's all about to change. As
Wolf3D approaches its 10th birthday
(on May 5, 2002), original creator id
Software and developer Gray Matter
are nearing completion on Return to
Castle Wolfenstein, a full-blown redux
of the classic that threatens to be
much more than a nostalgia trip. Gray
Matter and id aren’t content to coast
on the good will that accompanies the
Wolfenstein name; they're going all-
out to create a story-based, single-
player adventure that will topple the
long-standing genre leader, Half-Life.

The new game’s story will once again
see the player in the guise of one-man
Allied army B)J. Blazkowicz, sent
behind enemy lines to investigate
reports of mysterious occult experi-
ments taking place inside Castle
Wolfenstein — but this time out you'll
move beyond the boundaries of the
castle itself and into local villages, Nazi
air and submarine bases, cable-car
stations, and more. “Each mission
contains multiple levels, and some of
the levels are just simply huge,”
explains Gray Matter Creative Director
Drew Markham. :
And while Return to Castle
Wolfenstein will provide no shortage
of sausage-sucking goosesteppers just
begging to be blasted back to Berlin,
you'll also come up against the
unspeakable results of Himmler’s sick-
ening “Dark Knight” project: zombies,
voodoo monsters, and other abomina-
tions brought back from the sucking
depths of Hell. Fortunately your
arsenal for dealing with necromancer
and Nazi alike has been greatly
expanded this go-around, including a
mix of traditional period firearms
(pistols, sub-machine guns, and rocket
launchers of both Allied and Axis
flavors) to experimental German

I ,,g/,: i ] ? ——
B Players will get to use both Axis and Allied
weapons throughout the course of the game
weapons like the dreaded Tesla gun
and a blistering water-cooled chaingun.
We were particularly impressed by the
flame thrower, which has to be the
best we've ever seen in a first-person
game, Its fire effect is full volumetric
3D, which allowed us to kick down a
door and fill the room beyond with
waves of flame that expanded to
engulf the place from floor to ceiling.
The effect is so cool that Gray Matter
claims that other FPS developers have
already expressed an interest in using
it in. their own projects.

Gamers looking to see molten flesh
dripping from the faces of torched
German soldiers in high-res 3D glory,
however, will be disappointed. Even
though the recent trend has been
toward ever more graphic dismember-
ment and “pain skins,” and while the
Gray Matter team is composed largely
of the same developers who gave us
the shockingly violent Kingpin, Return

>

\

W Now you can sneak up on Nazis and take
them out with a stealthy slice of your knife




to Castle Wolfenstein has its targets
set squarely on a Teen rating. “This is a
mainstream title, so we've approached
this almost from a ‘60s WWII movies
standpoint,” says Markham. “We didn’t
feel that, for this game, gruesome pain
skins make the gameplay any better or
more compelling.” (The editors of this-
magazine completely disagrée. Note to
Soldier of Fortune creators Raven
Software: We'll pay you to make a
“pain skins” patch.)

After playing through the new game
extensively, we're happy to report it's
shaping up to be a stellar combination
of cutting-edge FPS techniques and g

tazl-storvipl

B Gray Matter assembled this panorama to illustrate the sheer size and scale of the game
areas — and this isn't even a full level!

imbue a great deal of character. With
the incredible artistry of Gray Matter’s
graphics team pushing the engine to its
limits, Return to Castle Wolfenstein
looks poised to redefine players’
expectations of just how stunning an
FPS can lodk. “The overall look and feel
of the game is something that I'm very
proud of,” says Markham. “We’ve taken
alot of time and effort to make some
really compelling, immersive environ-

" ments.” And as an added blessing,

Markham is keen to point out there
will be none of the irritating crate-

old-school in N pin’.
Getting that balance right was a key
consideration from the get-go, as
Markham explains: “YWe've put every-
thing up to the ‘Wolf microscope’ to
see if it seemed like it was in proper
context with what the game wa$
about, and our memories of the
original game figured prominently in
the design. One common thread that
was shared by a lot of the people we
talked to was that we all seemed to
remember more going on in Wolf3D
than was actually there. It was such a
seminal, groundbreaking title that it
pumped all of our imaginations up to
new levels. So one of the great things
we were able to do was capitalize on
that fact and make some of the
‘imagined’ events into reality”

The game’s two major innovations
take place in the areas of graphics and
Al Return to Castle Wolfenstein is the
first game to make full use of the
Quake lll: Team Arena engine, which
boasts improved texturing and other
effects over the original QIll code. Gray
Matter has even taken the technology
a step further by replacing the engine’s
traditional segmented character ani-
mation routines with a full skeletal
system. This has enabled the team to
enhance enemy movements with a far
more organic look, resulting in
gameplay and scripted sequences that

stacking-and-jumping “puzzles” that
blighted even games like Half-Life.

‘When they’re not admiring the
scenery, players will be contending
with some of the smartest Al énemies
they will have encountered since Half-
Life. You can forget about mowing
down legions of dumb Nazis who have
barely enough brain power to cry
“Mein Leiben!” as they get shot full of
holes. These new guys are governed by
complex behavioral routines that allow
them to track you, take cover, launch
coordinated attacks, retreat, and con-
stantly surprise you. Not unlike in
Medal of Honor, if you throw a
grenade at a Nazi guard, he might kick

it back at you. But more impressively,
the guardus have been programmed to
tactically evaluate your weapon and
will respond accordingly. For example,
if you break into a room and you're
carrying a pistol, two guards may
attempt to take you out. Show up
with a chaingun, and they may flee.
‘While the version of Return to
Castle Wolfenstein we‘played looked
to be in great shape and near comple-
tion, there’s no firm commitment
about a release date — staying true to
id’s traditional claim that a game will
be released “when it's done.” The mul-
tiplayer mode, which has been farmed
out to an unnamed developer so Gray
Matter can focus on the main game, is
in progress. Other details about play
modes, however, are being kept under
wraps. But even if Return to Castle
Wolfenstein shipped without multi-
player, it'd still be on target to blow
people away with its startling Al, beau-
tiful environments, and thoroughbred
story. And when we get right down to
it, let’s be honest — there’s nothing
more compelling than vanquishing
hordes of hapless Nazis, and Return to
Castle Wolfenstein will let you do that
in bigger and bloodier detail than ever
before. — Gary Whitta
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Delve deep into Viking mythology as you  Choose from a variety of
te your way through over 40 vastand  and swords to send ye
esque envifonments

s, hammers Graphics so good, you can savor the demise
emies to Hell of your vanquished rivals with every thrust of
the sword

Animated Violence

Animated Blood and Gore
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One unstoppable Viking on the road to Valhalla.

PlayStation.
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The hedgehog retums, as does
street ball and a desert planet — all
with varying degrees of success

Motor Mayhem ..
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W DREAMCAST

Dark Angel: Vampire Apocalypse.
MX 2002 featuring Ricky Carmichael......

W The Sonic levels represent some of
this game's finest moments.
Unfortunately, they're over too quickly

Sonic Adventure 2

W Publisher: Sega M Developer: Sonic Team

Sega’s blue speedster stumbles at the finish line

¥ When Dreamcast launched
] in the U.S., Sonic
Adventure stood out as a work
of artistic and technological
Kknow-how. It was also quite a bit
of fun, even though it was
marred by some uneven
gameplay and technical glitches
— namely, framerate and
camera problems. With

W Knuckles’ levels just aren’t fun at all

64 NextGen 09/01 www.next-generation.com

Dreamcast going the way of the
dinosaur by the end of this year,
it’s appropriate that it departs
with the sequel to one of its
earliest showcase products.
Unfortunately, Sonic Team’s final
Dreamcast title seems to have
lost some of the gameplay and
technological zing that made the
last game enjoyable.

That’s not to say it’s a bad
game — or even a technologi-
cally inferior one. But it fails in
many of the same ways its pred-
ecessor did. For example, the
graphics on many of the levels
are simply mind-blowing, yet
they suffer from the same occa-
sional drop in framerate, and it’s
hard to appreciate the detail in



Resident Evil Code: Veronica X
NASCAR Heat.

Sonic Adventure 2......
Floigan Brothers.

many instances due to what
we've dubbed the “Wildly
Careening Camera of Doom.” If
you're prone to motion sickness,
this may be a game to avoid.
When everything works in
harmony, the game is a sight to
behold, but this only makes the
errors even more glaring.

The same goes for the
gameplay. When you're speeding
along as Sonic (or his nemesis,
Shadow — you can play the light
or dark sides), the game s at its
brilliant best; it's not the deepest
platformer around, but it makes

M Tails’ plane now turns into a mech
50 he can shoot enemies
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There are so many extras in Sonic Adventure 2 that it's almost as if Sonic Team
‘was aware of the game’s shortcomings. Numerous multiplayer modes and mini-
games abound, including mech battles, kart racing, and even foot racing. The
Chaos are also back in full force for some pet-raising action, but honestly, not
one of these is in itself an especially compelling reason to buy the game.

planted a garden, | plarted a garden!

Soldier of Fortune
Sports Jam ...

EPC

Gangsters 2

up for its shortcomings in intensi-
ty and spectacle. Sadly, though,
these flashes of joy are now
intermingled with other charac-
ters who are far less fun. The
simple shooter levels, featuring
Robotnick and Tails piloting
mechs, quickly get boring and the
“gem hunts” that make up the
Knuckles and Rouge levels are
tedious at best and frustrating at
worst. Lots of aimless wandering
does not a fun game make.

In fact, the one signature
characteristic of a Sonic game —
speed — is notably lacking
through much of the game.
While we were pleased to see
that Sonic Team has integrated a
lot of characters and created a
lot of levels, most of them just
aren't very interesting. And ironi-
cally enough, when things are
fun and fast, the speed of the
game characters makes them go
by all too quickly. Go figure.

Sonic Adventure 2 isn't bad,

Hostile Water
Merchant Prince
Microsoft Train Simulator
Redneck Off-road Racing.
WWII Online .. L
Emperor: Battle for Dune

ntaeus Rising......

Since we're living in a time when even
average games are pretty good, we at
Next Generation will continue to
demand even better. Note that a three-
star rating s a typical “good” game, so
expect to see a lot of them.
REVOLUTIONARY
EXCELLENT

GOOD
FAIR
BAD

Kok iy

Denotes a review of a
Japanese product

M You can choose to play either the good characters or the evil ones

but it unfortunately fails to
improve on the two-year-old
original, and in many ways it's
actually worse. Much like Sonic 3
on Genesis, the formula is in
place, but that's all; there’s no
passion to be found. What we’re

ENextGen sk %k -+
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left with is a mishmash of
gameplay ideas and pretty
textures that simply aren't very
compelling. Let’s hope this
Hedgehog’s next outing on
GameCube will bring back the
magic. — Blake Fischer

Bottom Line: Fun, but also frustrating. Uttimately, it lacks the
excitement and innovation we’ve come to expect from Sonic Team.
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M PLAYSTATION 2

NBA Street

W Publisher: EA Sports Big M Developer: NuFX/EA Canada

You can’t beat the street

W Forget about fundamental

_) NBA Street is every-
thing a basketball
purist hates — minimal
teamwork, a reliance on
dunking, and fancy moves
with little purpose. But it’s
also one hell of a game.

EA's latest “Big” basket-
ball title moves from the
simulation of NBA Live to a
three-on-three, arcade-
style game, creating the
type of frenetic action last
seen in Midway’s NBA Jam,
with full NBA rosters and
skill levels to match.

On offense, players have
the standard pass-dribble-
shoot options, as well as
the ability to call for picks
to dislodge defenders.
Button combos result in
fancy moves to shake off
opponents, as well as an
array of dunks and alley-
oop passes that are difficult
to block. The more fancy
the moves and dunks, the
higher your momentum
meter ticks. When the
meter is full, you can score
a Game Breaker that

W Don't be a ball hog like Allen
Iverson. When your teammates
break for the basket, pass!
increases your points and
decreases your opponent’s.
But playing defense is
just as cool, where goal-
tending is not only allowed
but encouraged. Against a
team with shot-blockers
like San Antonio’s Tim
Duncan, you'll quickly see
why goaltending was
outlawed in real basketball.
The biggest drawback of
the game s its “rubber-
banding” — if one team
jumps out to a lead, the
opponent’s chances of
scoring increase to keep
the game close. And while
the flamboyant dunks are
very cool, the outside shots
look like the players are
just throwing at the back-
board.  — Kevin Toyama

Bottom Line: Despite a few small imperfections, NBA
Street delivers a basketball experience even sports
game cynics can’t help but love.
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Klonoa 2: Lunatea’s Vel

M Platform: PlayStation 2 M Publisher: Namco M Developer: Namco

Like cotton candy washed
down with Mountain Dew,
Kionoa 2 s sickeningly sweet
but gives a powerful,if brief
Jolt. ts appeal lies largely in its
truly spectacular visuals, taking
cel shading to the next level

and combining it with gorgeous
3D level design and rich colors.

Kionoa 2 doesn't stray far
from the spirit of the original

The move to 3D is largely irrel-
evant; mostly you'e stuck on a
2D path, only able to move left

or right. A few times, Kionoa
takes to a snowboard and
swishes downhill, but mostly
your freedom is limited.

The challenge is limited as

well. Clearly aimed at younger
‘gamers with sill characters and
childish dialogue (spoken
entirely in Japanese with only
English subtities), it a rather
easy game. We completed its
24 beautiful stages in a few
hours. With the exception of
two ingenious puzzles and one
pesky end boss, you can
breeze through, no trouble.
Younger players may enjoy
that level of play, but older
gamers will liely be disap-
pointed. Although its worid

runs from left to right —
he’

design does enable you to
explore all levels once youve
unlocked them, Kionoa 2
flavor lasts as long as bubble
qum's. — Jim Preston

ENextGen xkx*iyc

Bottom Line: Worth renting for its first-rate
visuals, but this is short, sweet, and shallow.

Motor

W Platform: PlayStation 2 M Publisher: Infogrames M Developer: Beyond Games

Had it been released three
months ago, when the best of
PS2 car combat was the mult-
player modes in Smuggler’s
Run, Motor Mayhem would
have found its niche in the
market. But now, Infogrames
has to compete with Twisted
Metal Black (NG 08/01) and
suffers terribly by comparison.
Not a bad game by any
stretch, Motor Mayhem is
graphically splendid but other-
wise unremarkable. The multi-
player modes are limited to

only two human players, which

implies that the focus of the
game is single-player. The char-

acters, however, have no story-
lines associated with any of
them, so Career mode is
simply the three main game
modes (Endurance,
Deathmatch, and Last Man
Standing) strung together:

In combat, driving around is
easy but thanks to loose
controls and a lack of any auto
aim, scoring a hit is not. Much
of the game is spent attempt-
ing to make minute corrections
t0 your aim or the direction

Motor Mayhem Isn't bad;
it’s just average — which is
bad enough

your vehicle is facing, Uttimately

the shiny textures and pretty

explosions just aren't enough
— Danel Erickson

EXNextGen d k& vrvx

Bottom Line: An inoffensive offering that falls

short of the competition.

Dark

Angel: ampire Apocalypse

M Platform: PlayStation 2 M Publisher: Metro 3D M Developer: Metro 3D

In terms of longevity, few

games can compete with Dark

Angel, an action RPG offering
many, many months of
‘gameplay. Unfortunately it wil
only take most players a
couple of days to realize It's
also a monotonous exercise.
Mostly you guide the lead
character, Anna, through
hacking and slashing at hordes
of monsters in randomly gen-
erated dungeons. To its credit,
Dark Angel provides you with
numerous weapons and spells,
as well as a large list of objec-
tives to accomplish, which
creates the illusion of depth.
However, after killng your

thousandth monster, you'l
realize you never left the
shallow end of the pool.

Perhaps if the combat had
been more fleshed out,
requiring more precision and
skil, the fighting wouldn't
become o tired 5o quickly
Further, the random dungeons
are rather generic, only inten-
sifying the monotony.

While the story is interest-
ing, the sheer length of Dark
Angel forces the plot along in
parts. If you're the sort who

W 1t's long, and there are
tons of monsters to kill, but
can you do that for months?

genuinely appreciates long
action RPGs with tons of things
o collect, this may sut you.
Mostly, though, it's an exercise
intedium. — Chester Barber

ENextGen x ki

Bottom Line: Dark Angel manages that rarest
of feats: an epic game with shallow gameplay.
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OFFIGIAL
IN ALL THE
RIGHT PLACES

This is the part of our little
mini-magazine where I'm
supposed to personally
greet you (so you'll feel
comfortable and trust me)
and utilize the power of
prose to sway you into
believing exactly what |
want you to believe — it's like selling you a car,
only without the optional undercoat. But | think
that you're probably way too smart for that and
would see right through my blatant sales pitch.

Instead of hiding behind feel-good phrases,
though, 'm going to give it to you straight. Here
is a breakdown of what my Editor’s Letter might
have been (if it had been what it usually is — which
itisn'd.

WHAT I'D WRITE: We are the only magazine with an
Xbox Game Disc and the only place you can play
amazing, exclusive Xbox games for free.

Evil intention: If you own an Xbox, you have

to buy this magazine. Muhahahaha.

End result: You buy our first issue because

you have to — but then sign up for a lifetime
subscription because you fall deeply, madly in

love with the magazine.

WHAT 1'D WRITE: We're Official, which means we
have unrivaled access to the Xbox, the games, and
the people behind the games.

Evil intention: | want to convince you that the
other magazines are poor imitations and that all of
your money belongs to us.

End result: Magazine monogamy. You won't
have to stray because we'll satisfy you on every
single level.

'WHAT 1'D WRITE: We're 100% independent, and we
won't pull any punches when it comes to reviewing
games or covering the Xbox. We even have carte
blanche to call Bill Gates names.

Evil intention: To show that you can have your
cake and eat it too. With frosting!

End result: Our honesty will inspire your devotion,
love, and possibly expensive electronic gifts sent
directly to the editors.

WHAT I'D WRITE: Official Xbox Magazine will
serve as the ultimate guide to Xbox gaming.

Evil intention: To make you feel stupid for not
buying our magazine. After all, what kind of dolt
wouldn’t want the “ultimate” guide?

End result: We'll arm you with knowledge that will
impress your friends, woo the ladies (or fellas), and
possibly lead to the lavish lifestyle normally enjoyed
by wealthy gadabouts and international millionaire
playboys.

WHAT I'D WRITE: The magazine will entertain and
inform you on every page. The irreverent tone of
voice, creative stories, and stunning design will gel
together to form a magazine so amazing and so
powerful that itl likely bring people to tears.

Evil intention: To make you cry.

End result: You'll find out that crying doesn’t
make you weak at all - in fact, itll make you look
sensitive, like Matt Damon, only less annoying.

Then I'd wrap it all up with a snappy conclusion
that would excite you about the magazine, the
Xbox, and lfe in general. Enjoy and feel free to
contact me with any suggestions (and be sure to
include your evil intentions).

— Mike Salmon, Editor in Chief

02 " Official >

T T
X Magazine September 2001  » MAG SCENE: The word magazine comes from an ancient Arabic word for “hoard,” which is

appropriate, because this mag is a treasure trove.
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COMNTENTS

Your quintessential guide... umm... to the guide to the world of Xbox

EDITOR'S
LETTER O2

Its that bit over there to the left — read it if you
get a second, would ya?

FIRST LOOK

DEAD OR ALIVE 3
04

Oh, the bestooking fighting game ever is an Xbox
exdusive? How terribly delicious!

Nnews 06

What can't your Xbox be used for? A look at the
peripherals — and the peripheral uses - for your
next console.

| PREVIEWS 08
1 HALO

| Nothing to see here, folks,
| please move along. We
certainly don't unveil
two completely new
and amazing levels
of what could be
the best-looking
videogame
ever made.
Nope, not

here.

a&AlI2

Stil trying to figure out why there is a beautifully
designed, brillantly written mini-magazine dealing
solely with the Xbox right smack-dab in the

middle of your beloved Next Generation? Check
out these pages to get the inside scoop on what
the hell this is all about and why you should care.

THE DISC 14

We're not just a magazine (although
there are worse things than magazines
~ Olestra, Showgirts, and
O-Town spring to mind).
Our disc full of playable
games and cool extras
delivers all you'll ever
need to enjoy your Xbox.

THE END

Our final page is devoted to giving you the
opportunity to come along for the ride. If

do'is stupidly
ignore this whole
thing — we won't
take it personally

if you don't have
the brains to see a
good thing when it
hits you in the face.

MISSING CONTE!

Here's a few of the things we'd likely get into a
fullsized issue. Maybe.

B Exclusive looks at games so top-secret
that even Bill Gates doesn’t know
about them

= Use your Xbox to win the lottery

I Free money: We're just giving it away!

M J-Lo versus Halo: Will Puff Daddy make
the right choice?

M How to use your PS2 as an ashtray

M Achieving world peace one violent game
ata time

 That thing you really wanted to read
about - written just the way you like

# A MATTER OF SOME GRAVITY: I, fcr some reason, the ring-world featured in Halo were to
stop spinning, everything on the surface wauld fly off and it would be tom apart

September 2001 ' Official <&
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First Look

From Old School |
to New School }

Tecmo has revealed three of the new
characters you'll find in DoA3. Luckily, |
two of them are hotties.

Hitomi (at right): A young karate
proponent with a flappy white Gi.
: T
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Christy (above): Tall, platinum
blonde, and the bustiest new addi

Brad Wong (not shown): The new
drunk guy. He’s all about the booze.
NOTE: Character names were not final at press time and

are subject to change.

Only on
Xbox

The only system in the world

capable of delivering the

graphical punch of DoA3 is the

Xbox and the only way to play this game
is to buy an Xbox.

04 ' Orficial Magazine ' September 2001

oty hand,” but the characters also



First Look

PITCH IT

The perfect combination. The lightning-pace
combo strings of Namco's Tekken series and
the intelligent strategy found in Sega’s Virtua
Fighter games.

A terrific place to go for info and screens of
DoA3 is = it’s all in Japanese,
but what’s that to a die-hard fan?

nowing that a game is so techno-
logically advanced that it can only
be properly done on Xbox is a
pretty satisfying feeling. Seeing that
game in action is even more satisfying. Dead or
Alive 3 will be available on Xbox at launch, and
few games will demonstrate more ably what we

i
can expect from the amazing Microsoft console.
When the game was first unveiled at the
Tokyo Game Show this spring, the only noise

heard above the techno din of the trailer
DEVELOPER: Team Ninja . PUBLISHER: Tecmo = RELEASE DATE: Launch soundtrack was a collective gasp. An audience
B well prepared to be amazed by games like
Metal Gear Solid and Virtua Fighter 4 was visibly
shocked by the graphics in the real-time demo —
and it wasn't even running on finished hardware.

Tecmo's DoA series has grown in scope and
stature since it first arrived on the fighting scene.
The gameplay — a fast-paced mix of the best
from Tekken and Virtua Fighter — has its own
style, which is then drenched in sex appeal,
thanks to its arsenal of busty dominatrices.
Although the jiggling has been toned down
somewhat for number three, the graphics have
not — this is a genuine showstopper.

Some scenes in the game are literally
breathtaking — tough-guy Bass falling from
a broken window, then smashing through a
towering neon sign before hitting the ground in
a shower of sparks and broken glass — or the
Ninja, Hayabusa, appearing in a whirlwind of
autumn leaves in a gloriously realized forest
scene — or perhaps most tellingly of all, Kasumi
being smashed through a stalagmite in a perfect
demonstration of how graphics and gameplay
can complement each other.

DoA3 is going to redefine what people
expect from fighting games — the use of
environment, the attention to detail, and most
of all, the perfect, beautiful graphics. When
the game arrives at launch this November, it
will be more than prepared to take on thi
competition. X

WHAT'S IN STORE
Our special Preview Issue (Sept. 25) is going to have a gigantic blowout feature on this and
every other launch title. Plus! The game disc for our Premiere Issue (Nov. 6) will feature a five-
minute trailer of DoA3, which highlights the new characters and fighting styles. Don’t miss it.

tember 2001  Offi Magazine 05
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for control

Game makers aren’t the only ones vying for
a piece of the Xbox pie

InterAct

Other Peripherals:

ShadowBlade Arcade Stick
This shiny control stick brings
the feel of the arcade home.
It works especially well with
fighting games, thanks to its
programmable combo buttons.

06 ' Official

PowerPad

InterAct's PowerPad is very similar to Microsoft's
own controller. In fact, the PowerPad shares the
best attributes of the Xbox Game Controller,
including a 10-foot cable, rumble support, and
eight analog buttons. Unlike the official
controller, however, the PowerPad comes in
three translucent colors: black, blue, and green

Other Peripherals:

Rumble Stick FreeStyler Board

This flight stick features rumble
support, a twist handle, and fully
programmable buttons. Should go
perfectly with Konami's Air Force
Delta Storm.

snowboarding games, this
spleen injuries.

Magazine September ZD&I

 OPTICAL O
elegant, and cool.

Thrustmaster

Compatible with skateboarding and

peripheral makes games feel more
like real life ~ without all the nasty

News, notes, columns, and the kitchen sink

o period in a console’s life is
more important to third-party
developers and hardware
manufacturers than the critical
launch period. Game
publishers, for instance, strive

to bring their titles to market during the first

few months of a console because it's the best
time to make a splash in the market. Recently,

EA created an instant franchise with SSX by

releasing the game before the PS2 market was

flooded with competing snowboarding games.
Third-party hardware manufacturers face
a similar battle for market share. And
considering the fact that console makers
are notoriously bad at meeting demand
for peripherals at launch (in the case of
the PS2 launch, Sony came up short on
everything), third-party hardware
manufacturers know that this is the
time to carve out their own portion
of market share on the Xbox.
Plus, as always seems to happen
during the pre-launch phase of a
console, some gamers are
complaining about the Xbox
controller - sight unseen. While
the grumbling will certainly die
down after the public gets its
hands on final hardware, it still
makes the launch period a
crucial time for third-party
hardware developers.

Upad

Thrustmaster’s first entry into the Xbox
peripheral market is certainly one of the most
unique third-party control pads currently in
development. Named after its peculiar “U’
shape, this controller may be the most drastic
alternative for all those who complain that the
Xbox controller “doesn't feel right.”

NASCAR Racing Wheel

Although steering wheels for
NASCAR games really only need to
turn left, this wheel offers left and
right tuming directions — plus foot
pedals and programmable buttons.
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How to escape from a well

People are always trying to revolutionize the
way you control games. Here, we look at the
absolute weirdest peripherals ever created.

love (Nintendo NES)

ontrolling games with the clench
of a fist — the kids will go crazy for this one.
But they didn’t count on: ...Very few
teenage boys in the Eighties had a spare fist.
Besides, it even knew it was uncontrollable
and so featured a full joypad on the forearm.

R.O.B the Robot

Step : Step Three:
Slowly climb in the “up” Toss the Xbox outside the

| Step One:

|| Get your bearings. The

| bottom of a well can be

dark and confusing. First of
all, determine which direction
is “up.” Generally, it is the
direction you just came from.

Step ¢

Wait until others approach.
Children and college students
love two things most of all:
hanging out near wells, and

try to take your Xbox home.

direction. Form your body in

an “L” shape with your back

flat against one wall. Take

small “steps” up the wall with

your hands and feet. Don't

forget the Xbox and rope.
9

Step Five:
Tie cord around body. New

console. Even the smallest
child will be able to drag you
out of the well. WARNING:
DO NOT LOOP CORD
AROUND NECK.

well. Make sure you're near
the top of the well - and
remember to hold onto the
power cable or controller as
you throw the Xbox.

Escape. Use the 33-foot
climbing rope to subdue
and immobilize your rescuer
50 that you can escape

your Xbox.

R.O.B.

(Nintendo NES)

The idea: It's a pet. It's a
cybernetic buddy. It's the
ultimate peripheral.

But they didn't count

on: ...All it could do was
pick things up, swing
around on its plastic hips,
and drop things ~ like an
old man buying chicken
at a supermarket. And
only two games ever
took advantage of it —
the desperately bad Gyromite, and another
game so bad we forgot what it is.

| Your robot
buddy R.O.B.

32X/Sega CD

The idea: You can plug anything into your
Genesis. Including a separate console.
But they didn't count on: ...If you stacked
all the ill-fated Genesis peripherals (the 32X,
the Sega CD, the Activator, a Game Shark,
etc), you could not only cause a rolling
blackout, but you'd realize primitive man’s
dream of building a ladder to the moon.

I TV Tuner (Game Gear)
The idea: Game Gear games are blurry and
unplayable, so you may as well use the thing
for something useful.
But they didn’t count on: ...at the time, all
there was on TV was Diffrent Strokes,
Who's the Boss, and very early episodes of
Saved by the Bell. Good stuff like Fox's
When Cars Attack and World's Scariest
Open Sores hadn't even been invented yet.

MadCatz

Advanced Control Pad Pro

MadCatz's entry into the Xbox controller arena
is the most rugged-looking of the bunch and
perhaps the most versatile. It has all the features

Vortex Controller

The sleekest controller of the bunch is
‘Gamester’s [Radica’s console hardware
group] Vortex Controller. The key feature

we'd expect from an Xbox game controller with
the addition of macros that enable players to
program combos, special commands, and other
goodies onto a single button.

that stands out on this polished steel control
pad is its unique indented digital pad. After
a few hundred rounds of Dead or Alive 3,
your thumbs may thank you.

Other Peripherals:

Light Gun
Although there aren't any light-

gun games due for the Xbox, when

they do get here, this gun will be
ready. Until then, don't point it at
people. It's impolite.

Panther X

The Panther X has been around
for years on the PC market, so it
seems natural that it would show

Pro Racer Hand Held Wheel
Gamester certainly isn't playing by
the rules when it comes to
controller design. Judging by the

up on the Xbox.

look of the steering-column-less
Pro Racer Hand Held Wheel, this

company is into trying new things.
The steering mechanism works as
follows: the right side of the Pro
Racer is locked in place while the
left half moves a full 50 degrees
in either direction.

W EDITOR'S NOTE: Although we make light of i, falling into wells is no joke. Milions die every year

from well-plummeting injuries. If you should come across a well, call the fire department or fill it with dirt
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[ Previews

After seeing

icrosoft's declared
intention is to blur
genre boundaries
with its Xbox
portfolio and promote every
title in its own right. While it
would be ridiculous to argue
that Halo does not largely
conform to the first-person
shooter genre, it does have
plenty of other strings to its
bow. Third-person elements,
the control of mounted
weapons, seamless transition
between the great outdoors
and the subterranean depths of
complex bases, and the ability
to pilot a variety of vehicles all
punch satisfying holes in the
confining walls of accepted
shoot-"em-up rules.

Halo may need little
introduction to anyone who
has an interest in PC games.
Originally announced for that
platform nearly two years ago,
Halo will now shine first on
Xbox. It's no exaggeration to
say that Bungie’s Halo was
already one of the most hotly
anticipated shooters in the
market well before Microsoft
absorbed Bungie into its Seattle
headquarters, and it's difficult

Halo,

the real world looks ugly

for five minutes or until a
crispy texture is achieved.

to imagine a bigger or better
launch title for shooter fans. No
pier-end, knuckle-ugly bantam-
weight, Halo is shaping up to
be a real prizefighter: to say
that PC owners are a little bit
jealous is like saying that outer
space is a little bit big.

And of course space is far
more than a little bit big.
However, in Halo, it isn't big
enough to keep humans from
running into a wide variety of
hostile alien races. At the tail
end of an intergalactic war, the
cybernetically enhanced Marine

@

DEVELOPER: Bungie  PUBLISHER: Microsoft

RELEASE DATE: Launch

ALSO WORKING ON: Rumored to be
working on a Xbox-only title based on the Halo
engine that involves castles and catapults — but
you didn't hear that from us.

WHO ARE THEY?: A basement shop that's
made it to the big time. Their decade of work
spans from Mac shooter Marathon to games
on next-gen consoles such as Oni and Halo,

GAME: SYSTEM: SCORE:

Myth

Myt PC/Mac | 70
PC/Mac/

oni Ps2 a0

AVERAGE: 75

warrior that you play in the
game is pursued across the
cold heavens to crash-land
on an artificial ring-world, or
Halo. Imagine the flat rim of a
spokeless wheel. Imagine that
it's 10,000 km in diameter and
floating in space. Imagine living
on the inside plane of that
wheel in a terraformed, multi-
climatic landscape of seas,
beaches, mountain ranges,
forests, and plains, with high-
tech military bases worming
deep into the artificial crust.
This ring is Halo, and it's here
that you and a desperate army
of scattered Marines must
make a stand against the alien
horde, discovering the secrets
of this world as you fight to
survive, using proprietary — as
well as captured — weaponry,
technology, and vehicles.
Bungie has now got the
enemies to a stage where they

08 ' Official >
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M EFFRONTERY: In one of the lain M. Banks sci-fi novels that inspired Halo, a warlike alien race
discovers that humans refer to them as “The Affront.” They love it and adopt the name officially.
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M See a cool weapon on an alien and wish
you had one yourself? No problem, just
figure out a way to kill ‘em and the
weapon is yours.

The p@wér of Xbox

M Back-seat drivers are actually welcome
in Halo, since they provide much needed
cover fire as yousgareen through levels.

PARTICLE )EFFEGTS

(snowflakes)

% Boréd by the dull human vehicles?
Halo lets you “borrow” some alien craft.

M This is a brand-new
vehicle, the human tank.
Six Marines can hop on
this massive tank - it

features a giant turret
controlled by the driver

BUMP MAPPING

(ice and armor)

REFLECTION MAPPING
(helmet and ice)

" September 2001

and a manned chain gun
for that extra firing power.
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Gunning
for glory

On a recent trip to Xbox HQ,
we got an opportunity to play a
couple of amazing new levels
and rip-through alien enemies
with the (as-of-now) complete
Halo arsenal. To wit:

SNIPER RIFLE
Alien heads were
popping with the
- precision of the
multiple levels of
zoom sniper rifle.

[ ROCKET
LAUNCHER: Loads
l two rockets at
once and animates
beautifully as you
clear entire rooms with the
massive, fiery explosion.

k FLAMETHROWER
Possibly the most
/{" impressive (and
outright fun)
weapon, we spent
some time deep-frying aliens
with this tasty (or should we
say toasty) weapon.

. | NEEDLER:
"l/ This alien weapon
\ (which you can lift
off the bodies of
dearly departed
alien freaks) fires multiple
charges that track down the
target and explode in its body
for a satisfying, stunning kill.

ASSAULT RIFLE: This is the
standard weapon
of all standard
weapons. It has a
real-time ammo

& display, a built-in

flashlight, and you can even

use the butt of the rifle on
heads of enemies up close.

Filling out the armory for
Halo are the fuel rod gun, a
gravity rifle, and the trusty

shotgun.

10 ' Ofrficial

react to sound and light. They
are also seeking cover if they

see you doing so first, searching

in packs, retreating in squad
formations, and focussing
searches intelligently. When an
alien is killed, the Al decides
whether it will drop its weapon
for you to pick up or go into

a gripping death spasm and
loose off dangerously random
volleys of ordnance. An ultra-
realistic animation system

Magazine September 2001

Wl‘fb v

It's okay for children to mercilessly kill aliens, Nazis, and
boy bands because they are bad.

(inverse kinematics, which
allows body models to react to
impact) should make these
scenes morbidly convincing.

Al also plays an important
part with your fellow Marines.
In the single-player game, you
will encounter plenty of soldiers
who will help you out using
cooperative Al. The best
example yet demonstrated
concerns the buggy, which has
a rear-mounted high-caliber

”aov,'p,y 2 blasy,
4 were hef‘e.;

X0x0

B THE MILKY WAY SUCKS: Did you know that our ver
center? Scientists t spiral galaxies revolw

uspect that m

machine gun. While you drive,
an Al Marine can operate the
turret and give great protection
from any aliens encountered
en route. The single-player
missions will also be playable in
multiplayer cooperative mode —
an exciting promise indeed. In
four-way split-screen set-up,
you can play with friends as a
Marine squad, all riding in
vehicles (including tanks and
drop-ships) with one driving,
others riding shotgun, and one
using a mounted gun. You can
even play 16-players over an
Xbox LAN network as shown at
this year’s E3. There will also be
more standard deathmatch and
capture-the-flag games along
with a rumored multiplayer
racing game.

Halo is as ambitious as it
is intelligent and beautiful. It
has the potential to be the
best shooter ever made for
any platform, but happily for
us, it's chosen to touch down
on Xbox. There’s no better
reason to strap yourself in and
count down to launch.

— Nathan Jones

galaxy has a supermassive black
 these cosmic downers.
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GAME POTENTIAL

LOOKS GOOD ODDS ARE...

M Deformable terrain — create real craters Halo will be literally
W Real physics — hit a tree, and get thrown | out of this world.
through the windshield W Active
camouflage — Predator-style semi-
invisibility ® Umbra effect — sun shines
realistically through leaves and branches

W Minute detail - spot, if you can, the
names and firing-pin dents on shell casings

WANT MORE?

NEEDS WORK
¥ Adjustable turning speed on vehicles ~ Tune in to our first |
presently set very slow M Full Al issue (on sale

implementation is needed - it's already September 25) and
impressive, but we want more. 8 The game | get a full hands-on
~ every time we see Halo it looks better: report on Halo and
now we want to start seeing more gameplay | 11 other Xbox

B Umm, that's all we can think of. launch titles.
FINAL THOUGHTS

Although there’s still a lot to be polished in Halo, the fundamental
structure is impressively solid and the visual skin absolutely kissable.
After your first encounter with the game, you can’t help wanting to
return for a good long snog.

L3 HOURS IN: 3.5

Just another day at the office for a
cybernetic Marine on'a planet full of
aliens. Ho hum.

Freeze-frame > i ormoas

As we join the game, you've just come around a quiet corner and been ambushed by a pack of aliens.

"
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The Magazine

Since this is only a sixteen-page sample of what you can expect to see in the full-fledged debut issue of
Official Xbox Magazine, we thought we’d address some of your burning questions about the new publication.
And what better way than an informal, yet deliberately sexy, Q&A session?

Q: If you're official, won't that affect
the way you guys cover games? Are
you working for “the man”?

A: Being official will definitely affect
the way we cover games. Because we're
“official,” it means we'll get the big
exclusives, have inside information, and
generally know what the hell we're talking
about. Additionally, being official gives us
the power to be absolutely independent.
We won't back down because an advertiser
wants a “nicer” score, and we will always
be able to deliver the absolute truth. We
answer to the readers and nobody else.
As for working for “the man,” well,
of course we are. Everybody works for
“the man,” because “the man” gives out
paychecks. We like paychecks. But as with

Mr. Burns and Homer Simpson, “the man”

has no idea what we actually get up to...

Q: What will you guys have that
other magazines won't?

A: An Xbox Game Disc, which is the
only way you can test out Xbox games
(details below). The most in-depth
information on everything Xbox — and
we'll have it first. We'll also be the most
engaging, entertaining, and informative
magazine on the planet. Of course, this is
all talk and doesn’t mean a thing, so we
urge you to pick up a copy of our first
issue and see for yourself. We guarantee
you that we are the only magazine Xbox
gamers will ever need.

The Xbox Game Disc

The Premiere Issue of the Official
Xbox Magazine (on sale Nov. 6) will
contain an Xbox Game
means you can pop it in and play it on
your Xbox. Want to see Xbox games in
beautiful full-screen crystal-clear motion?

, which

Be prepared to hit the floor when you

PLAY HALO
RIGHT NOW!

view our trailers and peruse our slickly
styled interface. It's just the thing to get
you up-to-speed about Xbox right when
the console launches.

So think that sounds good? Well,
our ond Xbox Game Disc (on sale
Dec. 4) is fully loaded with amazing (and
did we mention playable? demos, jaw
dropping in-game footage, and a ton of
very cool surprises

Every single month after that we will
deliver a top-notch magazine and a disc

full of games you can play. What else do
you want?

DV

A: Although Microsoft has officially
labeled it a “Game Disc,” underneath it
all, the Official Xbox Magazine Game
Disc is (to get technical for a moment) a
DVD-9. This hefty format allows
impressive 8.5 GB of storage. Each DVD

for an

9 disc is single-sided, but dual layered
allowing for roughly twice the amount of

Q: What’s it going to look like?

Az Itll be pretty and it will have content in
it. The magazine is being put together by
sensitive, tumultuous artist and Next Gen
veteran Mike Wilmoth and his intrepid
Associate Art Director Juliann Brown,
formerly of radical hipster magazine
TokyoPop. It'll look like this, only more
fabulous.

Q: How much will it cost?

Az What's money when it )
comes to art? Each month

you'll receive little pieces of our lives
printed neatly on dead trees then delivered
to your doorstep (if you subscribe) — and

storage of a standard DVD-5. So, are
you imagining how many stunning
demos can fit onto one of them?

you may have guessed ~ a helluva lot

Nope. The disc and magazine will
be available at newsstands if that's your
preference. However, in order to get the
disc, you do have to buy the magazine
(which isn't so bad, is it?) ~ discs are not

sold separately.

12 ' Official x80x Magazine ' Septermber 2001
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really, what kind of value do you put on
our lives?

Seriously, though, we'll have different
prices for the magazine depending on your
level of commitment. At newsstand, our
special Preview Issue (without disd will be
a paltry $4.99; our Premiere Issue and
beyond will be retailing for $7.99 with our
exclusive Xbox Game Disc. We're still
working on subscription prices, but we do
know that “you'll save [blankl off the cover
price if you act now,” and there will also be
the option to subscribe to an ultra-cheap
“naked” edition that comes without a disc.
No matter what you pay for our magazine
itll be worth its weight in gold for what it
saves you in the long run. Test out games
on our disc, steer clear of the unthinkable
“bad” Xbox games with our bluntly honest
reviews, and wring every last drop of
enjoyment out of your Xbox with every
single issue.

Q: Where can | subscribe?

A: Go to www.xbox.com and see

our special offer — or simply fill out that
postage-paid card that just fell out of the
magazine a few seconds ago. Either way,
do it now before we're all sold out.

Q: How will readers interact with the
magazine?

2 By holding it, caressing
t, and whispering sweet
nothings to it. Actually, that's

a little weird, so stop it already. One of
the big ideas behind the Official Xbox

Game

Q: How are you guys going to
review games?

A: Reviews will be the cornerstone of
the magazine, with a simple-yet-elegant
“out of ten” scoring system, but backed
up with very detailed information on
things like graphics, sound design, and
immersion. They'll always be written by
genre experts, who know the themes and
styles of game types they're reviewing,
and they'll be packed to bursting with
exactly the information you need to
make the right purchase decision. Add to

Special advertising section
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Q: Who's writing this stuff, and
what makes them qualified?

A: Without blowing our own horn, this
| is an all-star team, made up of some of
| the longest-serving veterans in the

| industry. Mike Salmon heads up the

| team, having worked previously on
beloved magazines like PC Accelerator
and Ultra Game Players, and he's
supported by Francesca Reyes, formerly
of Official Sega Dreamcast Magazine,
and (gasp!) Sony Computer

Magazine is to make a magazine that
truly serves the readers and becomes the
written word for the growing Xbox
community. We want the magazine to
make your games better and we want
you to make the magazine better.

That means
meaningful letters
(as well as the
occasional insane
rant), reader
challenges, rich,
elaborate strategy
guides, as well as
quick and dirty
cheats... all this

that the fact that you'll often be able
to actually play the game on our demo
disc, and it's clear that Official Xbox
Magazine is the best place to go for
reviews.

B WE'VE DONE THIS BEFORE: Together, the staff has written more than 4,000 game reviews for

Entertainment. Joining her are Dan Egger
of Daily Radar and PC Accelerator
infamy, Frank O’Connor, also from Ultra
Game Players, Daily Radar, and trade
magazine Games Business, and Dave
Rees, DVD Disk Editor extraordinaire,
hailing from PC Gamer and Incite PC
Games.

Between them, these guys have more
than 30 man-years of reviewing,
previewing, and playing games on every
system from the Magnavox Odyssey to
the very pinnacle of gaming — the Xbox.

M Left to right: Mike Salmon, Francesca Reyes, Dan Egger, Frank O'Connor, Dave Rees

and a bunch of disc interaction so secret
and ambitious, we'd have to kill ourselves
for even thinking of telling you now.

You can start getting involved by going
to www.xbox.com to subscribe; very soon
we'll be asking you to participate in polls,
forums, letters, and Q&A on our own site.

Just
Answers

In an effort to save time and avoid
any sort of real communication, we've
anticipated other questions you wil
have come up with while reading this
fine mini-mag and answered them for
you. It's kinda like we're seeing into
the future or something. Anyway, feel
free to think of any questions and
then simply match that question with
the most suitable answer from below:

M Yes, it does play DVD movies, you
need to buy the remote.

B Yup, for movies and games.

M Porn DVDs are the same as
regular DVDs.

W It's just the layer switching, it
happens on normal players too.

W Sure, as long as n't too heavy.

W Well, it wouldn't hurt the Xbox - but
it does sound a bit dangerous for you.

W Nope, the discs are the wrong size.

M Try blowing on it.

64 different publcations on 15 different gaming systems in five different countris.

" september 2001 ' Official
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B Came Disc

There are probably some technical experts who could explain in
bore-iffic detail how we manage to stuff an 8.47GB disc full of Xbox
goodness, but to the technologically retarded (that’d be us), it all
seems like black magic. Either way, we think youw’ll find that the
Xbox Game Disc is the single best thing ever invented by man
or beast. Pick up the Premiere Issue and judge for yourself.

On your Official Xbox Magazine Game Disc every month:
B Playable game demos

W Crystal-clear DVD audio and video

 Cool, hidden goodies

B Amazing game trailers

M Interviews, features, and more!

Not on your Official Xbox Magazine Game Disc every month:
M PlayStation2 playable games

W The Kama Sutra

W Subliminal messages to control your mind (o are there?)

| Your only source for
| Xbox game demos and trailers

Behold the Official Xbox Magazine Game Disc and prepare to experience the games you've
been drooling over for months. Every issue (except our Preview Issue - see below) of Official
Xbox Magazine comes with an Xbox Game Disc packed with trailers and playable demos that
you won't get anywhere else. And forget everything you've come to understand about interactive
interfaces. Our easy-to-use interface is presented in a brilliant Xbox-quality 3D display. Tony Hawk

Pro Skater 2
L

=T i s ;

It only
gets better

When you finally pick up that Xbox and a copy of
Halo this November, there'll be plenty of reason
to rejoice. But let's face it: one game is never
enough. Grab our Premiere Issue of Official
Xbox Magazine and feast your hungry eyes on
game footage from the whole range of Xbox titles
you'll be drooling over. Only here will you be
able to see jaw-dropping previews of Tony Hawk’s
Pro Skater 2X, Arctic Thunder, Dead or Alive 3,
Cel Damage, Project Gotham, Lord of the Rings,
Air Force Delta Storm, and NHL Hitz. *

* List is subject to radical changes at our whim.

Your First Time
It's been said over and over again... the Xbox
is the most powerful system ever. Want proof?
Just wait until you take a gander at what's
around the corner... Our special Preview Issue
(on sale September 25) will hit store shelves
several weeks before the Xbox is available, and
it will showcase all the wondrous glory that is
Xbox. Exclusive screenshots, useful strategies,
in-depth features, and more Xbox games than
you can even fathom. Since you couldn’t
possibly have an Xbox yet, our Preview lssue
won't contain a disc. However, it will have
every morsel of information on the Xbox,

the games, and why you should care.

T = FECE T
14 Official X80X [Magazine September 2001 mDVD FACT: The European Union is lobbying against regional encoding for DVDs, 50 soon you might be

able to buy thriling French and Belgian art movies for your Xbox. And episodes of Benny Hil.
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Official Xbox IMagazine

, Be prepared.
- Be very prepared.

5 On November 8, 2001, Microsoft will
o unleash the Xbox Video Game Console —

the most powerful, flexible, and staggering
entertainment system ever conceived. But
to immerse yourself fully in the world of
Xbox, you're going to need the Official
Xbox Magazine. On sale September 25,
the magazine will be available even before
the console. Why? To give you a chance to

beef up your Xbox knowledge, preview the
games, and see why the Xbox is oh-so
deserving of that spot under your TV.

After the system launch, you'll have to
check in with the ultimate Xbox authority —
the Official Xbox Magazine — to really
keep up to date on what's happening in
the Xbox world. It's a publication dedicated

news, interviews, and previews of jaw-
dropping new Xbox software. We'll have
the in-depth features, comprehensive
reviews, and secret access that only the
Official magazine can bring you — with the
independent editorial voice of a true fan.
Paired with the Official Xbox Magazine
Game Disc (see below), newsletter, and

to Xbox gamers, presenting the very best website, it's the ultimate Xbox source.

The Official
Xbox Magazine
Newsletter

There's one simple way to

The Official Xbox
Magazine Game Disc

keep up to date with
what's going on in the
world of Xbox, and the
Official Xbox Magazine,
. and that’s to sign up for
our free email newsletter.
Packed full of hot gossip,
cool information, and
razor-sharp screens from
the latest Xbox games,
it's the essential tool for
any Xbox fan, and it's
delivered free to your
email inbox. Too good

to be true? Find out for
yourself by signing up at:

www.xbox.com

et R R

One of the things that makes the Official Xbox
Magazine unique is the inclusion every month
of the Xbox Game Disc packed with game
movies, demos, and downloads. Making
full use of the incredible Xbox hard
drive and online technology, the Game
Disc will also interact with you, the
reader, featuring downloadable
cheats, game challenges and
essential secrets. The Official Xbox
Magazine Game Disc will become
the ultimate gaming resource for
Xbox players. The Xbox Game
Disc is going to be available in our
Premiere Issue (on sale November
6) and will be the only way you
«can test-drive the best the Xbox
has to offer.

SUBSCRIBE!

The easiest, cheapest, and fastest way to receive your Official Xbox Magazine is to subscribe.
That way you can make sure that no undeserving miscreant snags the last copy at the local newsstand.
To subscribe to the magazine, check out the subscription offer available at:

www.xbox.com

= 16 ' Official x20x Magazine = September 2001 " 5 THIS IS THE BACK OF THE MAG, AFTER ALL: Much like a “family” of Sea Monkeys, the disc we.

produce for our Premiere Issue may not look exactly fike he artists rendition above. But it wil be great



NASCAR Heat

W Platform: PlayStation 2 M Publisher: Infogrames

B Developer: Monster Gam:
Whille there's more to NASCAR
than simply going fast and turning
left, there isn't a whole lot more.
NASCAR Heat tries valiantly to
bring the sport to a wider audience
and the nice thing is that it argely
succeeds. One of the most enjoy-
able features s ‘Beat the Heat," in
which you complete 36 challenges
for bronze, siiver, or gold cups,

However, despite the imagina-
tive efforts of the developers and
the actual NASCAR drivers who
helped them, even those challenges
soon wear thin, as they consist
almost entirely of coming from the
back of the pack with a few laps to
£0.A“Beat the Pro” section enables
you to race against phantom cars
driven by Al pros and gives you tips
on how to drive that perfect line.
Naturally there's also a Career
mode that lets you create a driver
and race a full season.

 Inc. S

I driving in a big circle is your
Idea of fun, NASCAR Heat pulls
it off pretty well

Yet there are also some small
but important details missing. Only
19 of the 23 tracks in the Winston
Cup circut are featured, although it
includes the big ones like Daytona.
It's also rather bland visualy, with
minimal reflection-mapping on the
cars, few details around the tracks,
generic sky textures, and mediocre
sound. Yet the physics model is for-
ging in normal mode, and spot-on
in expert. Overal this s a solid and
accurate driving sim that will chal-
lenge casual players and mesmerize
NASCAR junkies. Preston

ENextGen * k%l

Bottom Line: It lacks the complete details to be the

best, but it's still an accurate and fun way to drive fast

and to the left.

W Platform: PlayStation 2 M Publisher: THQ
W Developer: Pacific Coast Power & Light

Pacific Coast Power & Light
deserve some credit. MX 2002
Featuring Ricky Carmichael is an
excellent balance of fun and
realism. The basic setup will be
familiar to any race fan. Exhibition,
Career and various extra challenges
make up the bulk of the game.

But the real beauty of MX 2002
is the superb control of the bike
itself To pull off a wheelie, you have
o realistically work the clutch and
the gas, rather than simply press a
button. Likewise, powersiiding and
clutch-popping are handled won-
derfully. There is also a metric ton
of extra unlockable tracks, and the
fun Trick and Challenge modes
keep the replayabilty high.

Graphically MX 2002 i nice, but
not extraordinary. Many of the
tracks do indeed look and play like
their real-world counterparts, but

-

M The trick system s remark-
ably flexible, but they can be
Kind of difficult to pull off

the tracks are mostly barren of any
significant level of detail — a sacri-
fice likely made to keep the game
running at a solid 60fps.

Our other complaint is that the
trick system is too cumbersome.
Tricks require holding down L2 or
R2 while trying to press multiple
buttons with your thumb. Even
after hours of practice we stll
couldn't reliably execute some
moves — though when we did, it
wasatonoffun.  — Jim Preston

NextGen sk ki

Bottom Line: Ordinary graphics and an awkward stunt
system are the only drawbacks in an otherwise fast and
fun day in the dirt.

W PLAYSTATION 2

warrant at

ntion. Of cou

didn't, it's still a hell of a ride

H. P. Lovecraft once
-) said, “The oldest
emotion known to man is
fear, and the strongest fear
is fear of the unknown.”
Unfortunately, that adage
pegs Resident Evil Code:
Veronica X as less than
frightening. A port of the
original Dreamcast incar-
nation of the latest in the
Resident Evil series,
Veronica on PS2 offers
nothing unknown. The
graphics that were once
splendid are beginning to
seem dated; the gameplay
s unchanged since
Resident Evil 2; and we've
all long ago become
desensitized to the sight of
the living dead and their
shuffling. Mostly, this will
appeal to fans of the
series who missed
Veronica on Dreamcast.

In many ways this is stil
a terrific game, but it
hardly represents any
progress for the genre. The
control scheme is increas-
ingly annoying in an action
title, allowing the bare
minimum of

pLavsTATIoN 2 FINALS m—

Resident Evil
Code: \eronica X

® Publisher: Capcom B Developer: Capcom

Zombies can only
scare a gal for so long

M If you played the Dreamcast version,
Veronica X offers barely enough extras to

if you

i

W Actually, we are getting a littie tired of killing zombies

works of art, and the
camera is still the worst
enemy in the game, con-
stantly blocking your view
of the attacking hordes.
Most importantly, though,
we're just not scared
anymore of the same
demonic dogs jumping out
at us in the same way.
still, for diehard fans of
Resident Evil or anyone
who missed it on
Dreamcast, this definitely

delivers. With higher
polygon counts during in-
game cut scenes, new
plotiines, and over 10
minutes of footage not
seen in the Dreamcast
version, there's enough
here to lure fans of the
original into at least a
rental. Plus, if you're just
looking for more zombies
to blast, X certainly marks
the spot.

— Daniel Erickson

ENextGen kk ki

ity. The levels are non-
interactive, pre-rendered

Bottom Line: It's just more of the same, but
that's probably more than enough for most.

www.next-generation.com 09/01 NextGen 83



Infinite Space, Advanced Weaponry, Impossible Odds

. The war begins this August!
§ /> Lead an epic battle in the next chapter of the

§ award-winning space si i Independ War
§ > Experience immersing game play, stunning graphics

and more action
//> Compete online - Internet and LAN support for up to 8 players

> Explore the vast depths of the universe 16 star
s -

Wi




EDGE DF C‘.HAQS

Rog-

.
PARTICLE = ot S
SYSTEMS &b UAMESPY www.iqgepgmience-warz com |€

ge of Chaos: In War 2 ™ Infogram . 1065 2000 108 A Edfp Mo

ffactured and marketed by Inf v Yo u“ﬂugrlwﬁl’%’ﬂ h‘(’de{mwmu
a e anies.C 2 2000 Infograres Ente tamymoar’S 4 Al Rigits.

Animated Violence
Mild Language

&

h“rl“



S

TTTT

_J[ [J_jl
videogame > codes >> news >>> mqus
Fridays at 7:30pm e/p ’ S |E’NCE

JCHANNEL
Discovery Science Channel is available on digital cable and ‘

satellite TV. Call your local provider for availability in your arj d|scovery.com/elecplay



Soldier of Fortune

M Platform: Dreamcast M Publisher: Crave

W Developer: Runehart/Raven
Now that Half-Life will have o life
on Dreamcast, fans of the fading
platform have to make do with
Soldier of Fortune, a ridiculously
Violent shooter ported from PC. The
original developer, Raven, created a
new skeletal system that allows limbs
and heads to be blown off ina
colorful spray of blood. However, this
level of gore is the only thing that
distinguishes Soldier of Fortune from
its competition.

The move to Dreamcast mear
lower resolution, sparser environ-
ments, thin sound, and long long
Ioad times. Soldier of Fortune thank-
fully supports the Dreamcast
keyboard and mouse, which is the
ideal way to play the game, but most
will be stuck using the standard
‘gamepad. Nonetheless, the develop-
ers have done a fine job with the
controls, with one exception: There
is a ‘next weapon" button, but no
“previous weapon” button. So
switching weapons during a firefight
means having to rotate forward
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Bottom Line: An OK port of an OK game.

Sports Jam

W Platform: Dreamcast M Publisher: Agetec M Developer: SNK

Reminiscent of the classic Games
serles from Epyx (Winter, Summer,
and Calfornia) that were the ruin
of many a Commodore 64 joystick,
Sports Jam from Agetec is a collec-
tion of 12 mini-games, each with its
own rule set, tacked together to
form a semi-cohesive whole.

The games include events from
major sports like golf and tenns,
and a few wildcards like a two-iap
bicycle race. Most of them are easy
10 get the hang of requiring ttle
more than aiming with the D-pad
and timing the button presses.
Some of the games, though,
demand the incessant tap-tap-
tapping of the A-button — a task
the Dreamcast controler doesn't
accommodate very well. You have
to shift the controller around so
that the index finger does the work
in order to play these games,

As you might expect from a
product that tries to jam (pun
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Bottom Line: Essentially a group of sports-based
Java applets, there's enough charm and challenge to
keep you coming back to improve your score.

B DREAMCAST

B It's fast-paced and laughably
violent, but sometimes you need
a game like Soldier of Fortune
through your entire arsenal — and
heaven help you should you switch
accidentally while in the heat of
battle. Considering that such an
easy mistake usually means death,
and considering that the game wil
even rotate to weapons for which
You don't have any ammo, the
result is rather irritating,

Beyond that, the gameplay is
straightforward and rather fun:
Gather weapons and shoot at the
bad guys. Its hardly revolutionary,
and certainly not for younger
gamers, but Dreamcast owners
Iooking for that last shot of action
will be satisfied.  — fim Preston

Floigan Brothers aims

for a new style of
gameplay, but never quite
gets there or lives up to
that promise. You control
3 Hoigle Floigan, the smaller
and nominally smarter of
the two brothers. Moigle
Floigan is bigger and
dumber but is also, as they
say, “mechanical.” He has
plans for a mysterious
device and needs a total of
M Taken In small doses, Sports seven parts to complete it.
Jam makes a nice littie diversion
intended) too much baloney into
100 small a sack, the games vary in
quality, both in how they look and
how they play. However, none are
notably bad enough in elther
category that you would want to
avoid them (assuming you don't
mind a sore tapping finger). Credit
must also be given to the Custom
mode, which gives you 12 slots to
il in as you choose, since the
Arcade mode limits you to four
challenges only (and features one
of the most annoying announcers
in gaming history). — Rob Smolka

So being the good brother
You are, you go scavenging
around the Floigan junkyard.
The game is one part
action and two parts adven-
ture as you spend most of
your time indirectly manip-
ulating Moigle (who has a
mind of his own) into
opening up new areas.
Some of the solutions are
creative, if odd: Insult him
until he cries enough tears
to literally fill a river, or
punch him until he's angry
enough to throw you up to
an inaccessible platform. He
also gets hungry from time
to time, and has a deep-
seated need to play games
like Tag and High Five. If you

win these games, you get

preamcasT Finals m

Visual Concepts

% | planted a garden, | planted a garden!

A

Take this, brothe

points you can use to bribe
him or teach him new skills.

For the most part, the
goals are sort of obscure
but not hard to figure out
after enough running
around. The character ani-
mation is actually excellent,
and the voice acting is
pretty good, although the
humor never rises above
sophomoric.

In fact, Floigan Brothers
might have come up a
winner if it weren't for a
couple of things. First, it
really needed further tuning
and balancing. The contex-

tual control is a little loose,

Floigan Brothers:
Moigle’s Secret Project

Publisher: Sega M Developer

Brother, can you spare a paradigm?

M The graphics are undeniably pretty, but the gameplay sure is muddied. Oh, and the
Floigan junkyard is aiso being invaded by evil cats (below right) — go figure

PUUR—

and some tasks are just
kind of tedious and not
much fun. Perhaps worst of
all, though, it just doesn't
last long, and a reasonably
seasoned gamer can beat it
in a day or less. We'd say
this would be great for
younger kids, except that
the esoteric gameplay is
likely to be a bit beyond

them.  — Jeff Lundrigan
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Bottom Line: This obviously needed to cook a

bit longer.
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B The cool thing i that you can take command of any unit at any time and blast stuff yourself

mPC

Hosti

le Waters:

Antaeus Rising

W Publisher: Interplay M Developer: Rage

Uplifting warfare

_) In 30 years, peace
will reign on Earth.
Thanks to the miracle of
nanotechnology, anything
people could want is free
for the taking. But some
people are never happy,
and in Hostile Waters:
Antaeus Rising, you're
given command of an
aircraft carrier in charge of
< attacks

individual unit. It's also
possible to take direct
control of any unit at any
time, and the gorgeous 3D

sending them in wave after
wave against the enemy. In
Antaeus Rising, you have a
limited number of
“Soulcatchers,” chips
encoded with the brain
functions of dead soldiers,
which you implant into
military units such as heli-
copters and tanks. The
Soulcatchers have distinct

graphics and fantastic sound
add such an amblence to
the game that it feels as if
you're actually in the middie
of combat. Enemy Al is
merely adequate, but the
Soulcatchers often seem as

against those who feel
peace is detrimental to
their plans.

As a rule, the strategy in
an RTS involves building
hordes of troops and

W The Salamander hover-
craft is just one of the
‘many units available

88 NextGen 09/01

and abities
that increase the more you
use them, so instead of
waves of anonymous units,
you have to carefully
manage individual (if
vaguely undead) heroes.
Players use a map
screen to order the troops,
then watch the battle either
from the deck of the
carrier or by following an
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if real people are behind
the controls. Add in a
unique interface and a great
storyline, and even the sur-
prising (and disappointing)
lack of a multiplayer mode
can't keep Antaeus Rising
from being one of the best,
most original realtime
strategy games to come
along in some time.

— Carla Harker

Bottom Line: You'll feel like a real battlefield
general when you take to the field in Antaeus
Rising.

www.next-generation.com

W Platform: PC M Publisher: Eidos M Developer: Hot House Creations

Much like the original, Gangsters 2
again proves a brilliant idea can be
bungled. ts tale of bloody revenge
and the thrill o buiding up a
criminal empire from scratch are
again overshadowed by faulty game
design and terrible AL

This is a realtime strategy game
in which nothing happens for long
stretches, and there's no way to
speed up the clock. The results are
such stimulating situations as
waiting around for a particular
gangster to arrive or just killing
time until you heal

To be faif, some problems from
the original have been cleaned up,
especially the level of feedback.
Instead of waiting for weekly
meetings to find out how your
empire is doing you can check the
papers every day or check in with
your advisor any time.

B This should be an easy
drive-by, but thanks to terrible
pathfinding it's a near-impossi-
ble chore

What you cannot do, however,
is force your gangsters to behave
at all intelligently. Tel a group of
gangsters to shoot someone and
one of them will, without fail spin
in a couple circles first. Tell a car
on stakeout to move a couple feet
50 as not to be seen, and the
driver will insist on going around
the block, drawing a hail of gunfire.
td aimost be funny if it weren't so
annoying — Daniel Erickson
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Bottom Line: Another bad stab at a goodfella’s idea.

Merchant Prince Il

M Platform: PC M Publisher: Talonsoft M Developer: Holistic Design

In 1993, a turn-based strategy
‘game was released for DOS called
Merchant Prince. It was a very
00d political and economic
strategy game that eschewed the
idea that all conflicts had to
involve war. Eight years later, we
have Merchant Prince I, a
Windows version of the same
game with a few enhancemen
That's not necessarily a bad thing.

Gameplay is much the same as
in the original. You buy low and
sell high, develop trade routes, pay
off politicians, bribe other players,
and even cause the occasional
plague if you're so inclined. Its a
solid lesson in supply and demand,
with poiitcal intrigue and back-
stabbing thrown in.

About the only thing new to
this version is a tech tree, but you
don't even have to research
anything Everything can be bought
ifthe price is right — and why
research for better ships when
You can just buy them outright?
There's no army development, as
all the conflicts are handled off-

lullmltornﬂ.ml:lsas
exciting a screenshot as you're
likely 't find for Merchant
Prince If
screen and you'e told the results,
which depend on how much you
spent on your army (rather than
time spent training, for example),
whether you bribed the opposing
leaders, etc. It's actually an inter-
esting twist on a famillr style.
Graphically, though, don't
expect anything that wasn't there
in 1993, There are a few flourishes,
but this looks lie the same game:
from almost a decade ago. There
are new scenarios, a random
scenario generator, the tech tree,
and that's it Stil, if you're looking
for a challenge and don't mind the
lack of visual pizzazz, this ends up
being good enough. — Kevin Rice
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Bottom Line: It's virtually the same game it was eight
years ago, designed to run under Windows instead of
DOS, but in the end it’s still an entertaining, unique

turn-based strategy.
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World War Il

Online: Blitzkrieg

- Cornered Rat Software

Strategy First M De:

Overwhelming options, under-

whelming fun

Comnered Rat
Software labels this
game an MM-FPS, which it's
not. Strategy First is known
for its quality RTS titles, but
this isn't one of them. So
what exactly is WWII
Online? It's a realtime, mas-
sively multiplayer, realistic
wargame set in a persistent
world with real geographi-
cal locations set in 1940 that
happens to have a first-
person view. It aiso offers
the ability to play as
infantry, a tank driver or
gunner; a bomber, or nearly
any other frontline position
You can think of. It's a great
concept, but the result is a
muddied, mediocre mess.
The very first problem
here s the immediate need
to download a whopping
70MB patch to even play it.
Then you have to learn how
to play, but while the
manuals are thick on paper;
they're thin on content.
Nearly every position in the

90 NextGen 09/01

game requires a completely
different control scheme,
and piloting tanks and
planes is really only viable if
you have a joystick. Instead
of making the game accessi-
ble, the developers opted
for strict adherence to
realism, making the time
spent learning to play
unnecessarily long.

Once you're comfort-
able enough to actually join
a game, finding a set of
teammates with any sort of
coherent game plan is a
struggle. Most FPS-style
games allow for 32 players
maximum per side, and it's
often difficult enough to get
that many working together.
Now try that with a few
thousand players at once.
The game is like high school
There are cliques of people
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that get along, but if you're
not in one, you either form
Your own groups with the
other “outcasts” or go it
solo. Neither option will
prove very fruitful.

Everything is very accu-
rately modeled and located,
down to actual airfield
placements and tank and
aircraft dimensions. Even
major buildings are recog-
nizable. The graphics them-
selves are merely adequate,
though perhaps that's to be
expected in a game that
can handie so many players
at once.

Turn-based wargamers
may get a kick out of this
attention to authenticity,
but obviously it's aimed at
the action market.
Unfortunately, it's missed its

mark.

— Kevin Rice

Microsoft

Train Simulator

W Platform: PC M Publisher: Microsoft M Developer: Microsoft

Atrain simulator? Isn't that a trifle
mundane? What's next? School
buses? Ferry boats? Before you
begin sneering, take a closer look.
After all these are the same folks
who brought us Microsoft Fiight
Simulator, and oddly enough,
they're on the right track with this
train sim, too.

Walt until you barrel down the
track with 6,000 tons behind you,
rolling landscapes ahead of you,
changing weather and light condi-
tions overhead, and realistic
sounds in your ears. You can settle
back as a passenger and explore
the route, or take charge as an
engineer for several special
missions on each line. You'l trans-
port royalty or try to make sched-
uled stops in lousy weather, or
even solve a murder mystery on
the Orient Express.

i Z2o-€
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W This ain't your daddy’s choo-
choo set — It
carries a lot of the same thrill

You get to choose from some
of the world's most famous steam
engines, diesels, and electric bullet
trains over six different American,
European, and Japanese rail routes.
If nostalgia is your thing, you'l be
posttively giddy. So bring on those
buses and ferry boats. A train sim
may seem tame to hardcore
gamers, but it's sure to build a
head of steam for regular players
and train fanatics. — John Lee
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Bottom Line: All aboard for HO scale fans, trainspot-
ters, and nostalgic rail buffs. Train haters, however, may
prefer the old cliché, “Run for the roundhouse, boys.
They can’t corner you there.”

Bottom Line: A huge learing curve coupled with
low gratification and zero organization make this
a title only for those with the patience of a saint.

Offroad

Redneck Racing

M Platform: PC M Publisher: Interplay Entertainment

M Developer: Rage Software
Want a racing game with a twist?
How about yahoos tearing up the
Everglades with loud, ugl 4x4s? If
that's appealing then Offfoad
Redneck Racing may be your
guitty thril of the month

This is simple as hell. You drive
Jeeps, buggies, pickups, and of-
road Beetles, busting through sand,
mud, gravel, boxes — we're talking
backwoods. You race a circut of
six locations, and if you finish with
sufficient points, you might be
lucky enough to have the Horny
Toads or the Polecats invite you to
Join their teams. As you advance in
circuts, the competition gets
better and your trucks get meaner

The courses are good-ooking
bits of Southern scenery, but
despite the variety, ORR' gameplay
suffers from a boring similitude.

W Backwoods, marry-your-
cousin style racing at its finest
— whatever that means...

Whether you're racing in dunes or
dirt, you're stil just racing around.
Anther problem is the seriously
dragging framerate, especially when
all six cars are onscreen

What you see here Is what
You get: redneck sim. Eventually
the novelty wears off and the
smell of grease and chaw s too
much to handle, but for a decent
length of time it's a fun, different
little racer. — Emmett Schiloven
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Bottom Line: Not bad fer gettin’ back to yer white-
trash roots, but it certainly doesn’t have the staying

power of a great racer.
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Emperor: Battle for Dune

W Publisher: EA Games M Developer: Westwood Studios

A 10-Year Journey Ends

9 Westwood Studios
has finally created
the ultimate Westwood-
style realtime strategy
title with Emperor: Battle
for Dune and, in doing so,
has come full circle from
its humble beginnings
almost 10 years ago. The
developer has elevated a
particular approach to an

interface, a certain style
of building and manage-
ment, and a certain look
of live-action cinematics
to their absolute pinna-
cles. However, this is also
the game Westwood
should use to retire from
the realtime strategy
market, because even
with the game’s new

B Emperor may be set on Arrakis, but if you squint, can you
really tell It apart from any other Westwood RTS!

features (a great-looking
3D engine and a board-
game-like mission genera-
tor), at its heart, Emperor
is exactly the same as
every other Westwood
RTS of the past 10 years.
Emperor is based
upon a war of succession
for the throne of the
known universe. Three
great houses (Atreides,
Ordos, and Harkonnen)
fight each other to gain
control of the fabled
desert planet, Arrakis.
You pick a faction and
then battle across the
map of Arrakis, conquer-
ing territory and defend-
ing gains. This translates
into a series of relatively
quick but unimpressive
RTS battles — you build
up a base and then attack
and destroy the enemy.
There are a few special
missions that don’t

W House Atreides represents honor, and blue and white stripes

involve this type of
skirmish battling, but for
the most part it's the
same gameplay repeated
on plain-looking desert
maps. You can make allies
of various sub-houses
along the way by helping
them in battles, which
will also unlock new units,
but this is not required.
The game offers three

modes of play: a single-
player campaign that can
be played from any of the
three different houses,
single-player skirmish,
and multiplayer. This
variety guarantees

enough gameplay for
even the most hardcore
RTS fan but still leaves
Emperor a tired, if solid
RTS. — Jason Samuel
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Bottom Li

ans who can't get enough of

Westwood’s particular brand of RTS or anyone who
has missed a Westwood title from the past three or
so years will enjoy Emperor. Everyone else needs to
decide if they want more of what they’ve seen before.
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Write, good, and proper

As a chess aficionado and
(of course) Next Gen
reader, | must point out how
you've treated my favorite game
in NG 06/01, “Sega’s Next Move.”
Opponents face each other
with a white square at their right
hand. In the smaller photos fea-
turing Peter Moore, the board is
backwards. Then in the large
photo on page 66, the image has
been clearly flipped, since upon
closer inspection the nameplates
of the characters he is using as
pieces are reading backwards.
Furthermore, he is using two dif-
ferent characters for his bishops!
Checkmate!
Sid Crowe
Barrie, Ontario, Canada

Aw gee whiz. You caught us.
You're right, we reversed the
picture in question so it would
fit the layout better. It happens.
However, saying that the pieces
are set up “incorrectly” is a bit
of a stretch, as the Sega-
themed pieces aren’t from any

‘What with all the gamers out
there trying to get Snatcher and
Policenauts released for
PlayStation (or any other console
in America), do you think you
could help us out? How about
some kind of feature on
Snatcher and Policenauts and
why they're two of the greatest
games of all time, and make it

chess set (they were toys from
the Next Gen office). To his
credit, Peter Moore moved the
pieces on the board to appear
as much like a chess game as
possible. In this game, however,
visual variety won out over
chess authenticity.

In your recent issue (NG 6/01)
on page 87, you state that
Strikers 1945 is over a decade
old, which it's not. The original
arcade version, by Psikyo, was
released in 1995. | think you may
be confusing this game with the
older (and similar) 194X series,
from Capcom. Also on page 94,
you state that the Neo Geo
home cart system uses the same
carts as the Arcade (ak.a. MVS)
setup. This is false. The two are
not compatible. | speak as an
owner of both a home cart and
Neo Geo arcade MVS system. The
carts are specifically made to not
be compatible.

Aaron Schlieve

Via email

known that these great games
from the makers of Metal Gear
Solid haven't yet been released
in the U.S. on a major console.
You know how certain movies
are always being re-released on
video to promote the new the-
atrical releases from the same
director or actor? This could be
the same deal with Metal Gear

HMetal Gear
.Jean?

W Snatcher sure seems
to have a lot of fans.

Thanks for the Strikers correc-
tion — you're right, the
reviewer was most likely
thinking of 1941 from Capcom.
However, five years or a
decade, the game is still pretty
old by console standards. And
stating that the carts for Neo
Geo home and arcade versions
were “the same” was mislead-
ing, although not intentionally
so. True, the arcade and home
versions used vastly different
form factors, so no, you
couldn’t fit a home cartridge
into an arcade cabinet, and
they weren’t “compatible” in
that sense. The ROMS them-
selves inside the carts, however,
were identical, so the actual
games were exactly the same as
in the arcade.

Hey guys | have a few questions.
First | have an argument | want
to win. A friend of mine says that
the Linux OS can run Windows
applications and games, but he
doesn’t own a copy. | think he's

Solid 2, and Konami really seems
to be ignoring the fans on this
one. We could use some help —
50 email Konami! Those of you
who have never played these
games are really missing out. |
consider them even better than
the Final Fantasy series or Metal
Gear Solid.
Dan Richey
Pittsburgh, PA

We reviewed Snatcher when it
was released here for Sega CD,
waaaaay back in the very first
issue of Next Generation. At
the time, the game was given
three stars. Although we deeply
appreciated the excellent story-
line, well-developed characters,
and generally mature and adult
approach to its material — and
you're right, in that regard it's
easily among the best games
ever — the gameplay was sort
of basic and even a little mind-

full of it but what do you guys
have to say? My other question
has to do with my next console
to buy. What console do you
think will carry the majority of
Sega’s games? 'm a guy who
loves Shenmue and Sonic as well
as the occasional original title,
and if you could tell me your
prediction | would be thankful.
Trey Pratt
VECE

‘We don’t know what kind of
mushrooms your friend must
put on his pizza, but he’s
cracked. We suppose that very,
very simple Windows games, or
something written entirely in
machine code that talked
directly to your hardware,
might run under Linux, but
applications that make any
DirectX or other Windows APl
calls (like most games)
wouldn’t work at all. We
suppose, given the nature of
Linux, someone out there might
have rigged some kind of

numbing, consisting entirely of
choosing actions from a menu.
In fact, you could beat the
whole game simply by choosing
every available action until you
got to the right one. “Wrong”
choices just led nowhere, with
no other negative conse-
quences. Policenauts (the
PlayStation sequel to Snatcher)
‘was more of the same in all
respects and was never released
here in any form (although
rumor has it Konami did
produce a full English translation
before deciding to can it). In any
case, as always, we encourage
gamers to push to get the
games they really want to see,
and we're happy to relay the
information. And just a thought
for Konami: Including Snatcher
and Policenauts as Easter eggs
on the MGS2 disc wouldn’t cost
much, take up much room, or
really hurt anyone...
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DirectX emulator, but we doubt
that would confer any advan-
tage. In general, you have to
deliberately write the code to
use with a given OS (which is
why it’s always a big deal when
someone announces a Linux
version of the Quake Ill engine,
for example).
And if you're a Sega fan, we
don’t know what to tell you as
far as your next console
purchase. Yuji Naka has been

| read your review of Game Boy
Advance (NG 07/01) and you said
it wasn't the technological leap
you had hoped for? C'mon! Let's
see you try to get PSX graphics in
a 14.4 x 8.2 x 2.5cm machine. Can
you? No! Nintendo tried their
best to fit the best technology
into the smallest space, and |
think they did a good job, so
don't question their authority! |
know, having a backlight would
be cool, but that would make it
expensive. (I'm not sure by how
much but that's why they didn't
include one.) And they eat bat-
teries, but you know that. | think
you should've at least added an
extra star and a half to the
Hardware Power rating, but |
don’t blame you because you are,
after all, coming into contact
with consoles, which is almost
like comparing a Hot Wheels car
with a Ford.

But what's up with the color
translation guide? Indigo = blue?
Are you colorblind? The Indigo
GBA is an obvious purple color,
very similar to (I wouldn’t doubt
exactly like) the grape Game Boy
Color and GameCube. You show it
right across the page right in the
color translation sidebar!

Tim Dybevik
Via email

First off, you're right. If pressed,
we probably couldn’t design a
handheld game system with
PlayStation-level graphics. In case
you didn’t notice, we're editors
and artists, not electronics and
software engineers. On the other
hand, there are plenty of other
folks who can — and for that
matter, have. Ericsson Business
Innovation’s Red Jade project,
headed by the designer of the
Atari Lynx, Amiga, and 3DO
system, R. J. Mical, managed to
put together exactly such a

ADVANCED NOTE

and still is a big Nintendo fan,
S0 you can expect most Sonic
titles to probably hit GameCube
first. On the other hand, Yu
Suzuki has already committed
Virtua Fighter 4 to PlayStation
2, although he has yet to make
a decision about any future
Shenmue titles (other than the
fact that the series will
continue, on some platform). In
all probability though, you can
doubtless expect that all future

handheld,
which even included

“Blue Tooth” technology that
would have enabled wireless
multiplayer gaming. It all fell
through when the high-tech
market crashed and Ericsson
decided it couldn’t afford the
marketing, but by all reports, the
system would have worked and
been reasonably affordable.

From our point of view,
Nintendo took 10-year-old tech-
nology they had on hand (SNES)
and repackaged it. Of course, in
all seriousness that still makes it
the most powerful handheld
ever made — just not one that's
terribly exciting technically, or
perhaps all it could have been.
And frankly, we don’t care how
many batteries it would eat or
‘what it would add to the cost —
squinting at that dark GBA
screen is a royal pain. (The more
cynical among us even believe
that was a deliberate design
choice, so Nintendo can release
a “Light Boy Advance” in a
couple of years, sporting an
“advanced low-power backlight
technology” like you can find in
any digital watch or Palm Pilot,
and get everyone to buy the
system all over again. And don't
tell us you won't.)

Second, according to the dic-
tionary, indigo is “a dark blue to
grayish purple blue color,”
named for the indigo plant
(genus Indigofera), which was

Sega titles will be released for
every viable platform eventual-
ly. Some versions will just take
longer than others.

I am a huge gamer and like to
keep all my equipment in good
shape. It pains me to see
videogames come into a store all
scratched up. So | have a word of
‘warning: Do not buy a vertical

CD and is really not worth it just
to make a little more shelf space
for your Next Gen back issues...
well maybe.
Nolan Belknap
Via email

Thanks for the tip — we've
heard similar stories elsewhere.
We also can't help but be
slightly tickled at the image of

stand for your 2. This
causes rings of scratches on your

used for

thousands of years to make that
shade of dye. (Levi Strauss’
original “blue jeans” got their
color from it, incidentally.) A
number of early, rendered repre-
sentations of GBA did look dis-
tinctly purple, but actual units
(see picture) certainly look biue.
Besides which, even assuming the
color was the same as GBC's and
GameCube's “grape,” it just
shows how whacked Nintendo’s
color names are; if it's the same
color, why is one called grape
and the other indigo? It’s just
dumb, which was the point of
the sidebar.

In your Game Boy Advance game
reviews you seem to contradict
yourself. In the Rayman Advance
review you refer to Super Mario 2
asa “classic” and insinuate Super
Mario Advance is the better of
the two. But then, in the Super
Mario Advance review itself you
claim Super Mario 2 is the
“weakest in the series” and
question Nintendo's reasoning
behind it?

Personally, | have to say Super
Mario 2 was one of my favorites
as it seemed to deviate the
farthest from the standard cast of

using 2as
a bookend.

characters. | also like how the
characters had distinct abilities,
and it was practically four games
in one.
Out of curiosity, what is your
“official” stance?
John Blanco
Via email

Point of clarification: Just
because Super Mario 2 is a
“classic” doesn’t necessarily
make it the best of the series. In
fact, as we pointed out, we feel
it's the weakest — though you're
entitled to your own opinion.
And we still think Rayman was
better:

| enjoyed your Game Boy Advance
launch reviews — very informa-
tive. However, | think there might
be a mistake in the Super Dodge
Ball Advance review. Super
Dodge Ball was mentioned in the
review as a Super NES master-
piece, but | thought the original
Super Dodge Ball was a NES
game. Am | dreaming here?
“PBlade6666”
Via email

Not exactly dreaming. The
original Super Dodge Ball was
an 8-bit NES game. However, the
reviewer mistakenly (though
understandably) believed the
GBA version was based on the
Japanese-only SNES version (it
was actually re-coded from the
ground up). Sorry for any confu-
sion. For the record, Eric’s
favorites were the two Battle
Dodge Ball games (also never
released here), which showcased
characters from Ultraman,
Gundam, and Kamen Rider.

Next Generation Letters,

150 North Hill Dr., Brisbane, CA 94005.
Email us: ngonline@imaginemedia.com
Note: email is vastly, vastly preferred

www.next-generation.com 09/01 NextGen 93



L. Retroview

ber 1989

The stuff of legends

Nintendo’s NES dominated

1989. Both NEC's TurboGrafx-
16 and Sega’s Genesis began
shipping in limited quantities, but
neither would be entrenched by
the holiday season. Then came
Game Boy, which Nintendo hoped
would command the handheld
market.

Nintendo was also bolstered by
the most successful game of all
time, Tetris. An incredibly addictive
puzzle game developed by Russian
programmer Alexey Pajitnoy, the
game actually graced NES in two
different versions. A businessman
named Robert Stein purchased
worldwide rights to the game and
promptly sold them to Mirrorsoft.
The US. rights were licensed by
Atari Games/Tengen, which imme-
diately released the game for NES.
Meanwhile, Nintendo was negotiat-
ing over the Japanese rights, and a

The Ultimate Genesis and TurboGrafx-16 Launch Guides

“>Next(Gen

v s

‘The story of Tengen’s Tetris (wldety
considered the superior version) has
become something of a legend

huge error was uncovered:
original transaction had only
granted him the computer rights to
the game. The worldwide console
rights were still up for grabs.
Nintendo immediately purchased
them and released its own Tetris.
Tengen’s license was now invalid,
and while it had published the
better of the two versions, the
company nonetheless had to recall
and destroy over 268,000 carts.

in’s

_What we were playing

16-bit systems arrive to combat the successful NES

M BLAZING LASERS W FINAL FIGHT B TECMO BOWL

' PHANTASY STAR It

W Platform: TurboGrafx-16
W Publisher: NEC

W Platform: Arcade
W Publisher: Capcom

M ALIEN CRUSH

) e

W Platform: Genesis
W Publisher: Sega

[ Plaﬂorm. TurboGrafx-16
W Publisher: Naxat Soft

W Platform: NES
W Publisher: Tecmo.

- - =
-.and in the real world
M The Energizer Bunny debuts, outlasting an underpowered adver-
u es sary and continuing on through additional (mock) commercial sets.
wed. 8:00 8:30 9:00 9:30 10:00 =1V itself swirling in when its cover photo
displays a newly slim Oprah Winfrey. The problem? Oprah's dramatic
ABC Growing Head of Anything ie China ‘weight loss is reportedly the result of her head being transplanted
Pains the Class. But Love Howser, M.D. Beach onto Ann-Margret’s body.
cBs Peaceable Kingdom Jake and the Fatman Wiseguy M “Cold fusion” is announced in March and is hailed as a revolution in
electricity production. The cancellation of the revolution is televised
2 and its progenitors derided as quacks when the “successful” experi-
Nec Unsolved Mysteries Night The Nutt Quantum ments that led to the announcement cannot be replicated.
Court House Leap.
 The Northrop Grumman B-2 Spirit, also known as the Stealth
Thers 8:00 8:30 9:00 9:30 10:00 Bomber and infamous for its staggering $45-billion developmental
costs, finally begins test flights.
ABC Full Family Perfect Just the. 20120
House Matters Strangers Ten of Us ® A magnitude 7.1 earthquake rocks San Francisco during rush hour
on October I7. It destroys over 100,000 buildings, injures 3000 people,
cBs Snoops. Dallas Falcon Crest and kills 67. Authorities claim the death toll would have been much
worse if so stackers hadn't left work early to watch game three
of the San Francisco Giants/Oakland Athletics World Series, thus
NBC Baywatch Hardball Mancuso FB. finding themselves on the open road when the quake hit instead of
g buildi
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BackwardsCompatible

‘What's the second best game Konami could put on the Metal Gear Solid 2 disc? Page 92. 4 out of 5 Next
Gen editors prefer strawberry jam. It tastes less like feet. Page 87. Go ahead — make fun of the guy with
flames on his underoos. We dare you. Page 14. Never mind, Kenneth. We figured it out. Page 29. Sunshine...
Marionette... 100... Find out what these three words have to do with Nintendo. Page I2. Yes, it's a woman
with wheels wearing a thong. Looks like the dev team’s been watching anime again. Page 39. You know,
Indiana Jones and the Temple of Doom wasn't nearly as good as Raiders of the Lost Ark — we should
have seen this one coming. Page 64. Our second Lovecraft reference in five issues, and it’s even relevant.
We're so... literate. Page 83. 2001: A Space Channel 5 Odyssey. Page 35. Number of Next Gen editors who
will vehemently argue the difference between white trash, hicks, and hillbillies, claiming kinship with the latter
group: one. Page 90. So, you've mastered Tony Hawk. How about a game with over 10,000 tricks? Page 32.
Can this eagerly awaited sequel to the original forklift racing game survive without forklifts? Page 25. Michael
Jordan’s return to basketball (sort of), and the most poorly timed vehicular combat game ever released.
Page 66. Guess what? Sony didn’t realize anyone wanted a PS2. Page |1 Incredibly obscure trivia fact: The
late Baron Harkonnen’s wife is nicknamed Kitty. Eric knows her. Page 91. Where are Ripley and Arnold
when we need them? Page 33. g to m and our 180 actual thor-
oughbred horses would weigh around 198,000 pounds. In case you were wondering. Page 20. The only
videogame series ever to address the age-old quandary, “Is it more fun to kill Nazis or Smurfs?” Page 60. Pssst!
Wanna major in game design when you go to college? Page 50. “Sin meets Rollercoaster Tycoon meets Age
of Empires” — will this game make us its bitch? Page I3. Don’t think about what it is. Just burn it as fast as
you can. Page 18. Bad giant, shapeshifting, living shadow, demon kitty! Bad! Page 44.

ENextMonth The Power Players

Crading moguanes nd ek 11 1t fer supeh v or
oy informain, il s 1 8o e

B Who are the most powerful and influential people in the videogame industry? You might be surprised...

NextGen 10/01 on sale September 18, 2001
Smart readers have already subscribed. To find out how you can save money and
guarantee your copy, turn to the subscription card insert between pages 32 and 33
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Celebrate the 5th anniversary of the most terrifying game series
ever as it mutates onto the PlayStation®2 computer enter-
tainment system. Join Claire Redfield, as she searches for her
missing brother, Chris, and dig deeper into the evil doings of
Umbrella Corporation. Flesh eating zombies and bio-tech
monstrosities haunt your every move. As an added bonus, this
special edition includes never-before-seen cut scenes and

an interactive demo of the higl
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