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sk and you shall receive. Last month |

harped on about Sega’s dismissal of

the import game trade and low and

: behold, I actually got a reply! Whether or

not Sega fans will like what SOA had to say in the resulting
interview (check it out on page 31) remains to be seen.
Elsewhere in game land, a holiday season loaded with spec-
tacular sequels approaches. Whole Christmas vacations will be
consumed as wives and girlfriends whine into the wee hours.
Tomb Raider 3, Crash 3: Warped, Turok 2: Seeds of Evil, Zelda:
The Ocarina of Time, Extreme G XGz2, F-Zero X, Heretic 2, Myth
2, and a plethora of sports titles will all be yours for the taking.
A vast array of fresh new faces will grace the shelves this year
as well. Most notably the long awaited Medievil, Messiah,
Tonic Trouble, and Wild 9. This should be one of the richest
holiday seasons across the boards for gaming in general.
Besides the impressive lineup of games, new goodies like
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expand our horizons as well. From mega gaming chairs to rum-
bling transparent controllers to action figures (), the shelves
will be teaming with tempting gadgets. To help you weed thru
all of this holiday cheer, Gamers’ Republic will introduce our
annual Holiday Buyers Guide in the December issue. So, you
might want to wait to prepare the old list. Hmmm, more space
to fill: Here’s a thought! If any of you developers out there are
contemplating a really violent or edgy game, now is certainly
the time! | doubt any congressmen or senators have time for
our escapades now! Life on planet Earth continues to amaze,
doesn’tit? The president is diddling his intern while elsewhere
the Beastie Boys are speaking eloquently to 24 million
Americans via the MTV Music Awards. We've come full circle!
Enjoy GR number 6.

EDITORIAL CONTRIBUTORS
ERic PRATTE, BRIAN OSSERMAN

MILLENNIUM STAFF

ASSOCIATE PUBLISHER: GREG RAU
CHIEF FINANCIAL OFFICER: BARRY BARONE
VICE PRESIDENT OF SALES: BOB BERNSTEIN
ADVERTISING DIRECTOR: JULIE SEGAL
PuBLIC RELATIONS DIRECTOR: ANGELA HARROD
ADMINISTRATIVE ASSISTANT: MELANIE MELTON
DIGITAL PREPRESS: JOHNNY BRACKETT
PREPRESS FACILITIES: JANO GRAPHICS

CIRCULATION: SANDY FILES
TELEPHONE 805.684.7339

NATIONAL DISTRIBUTION FOR MIDWEST & EASTCOAST FOR WEST COAST ADVERTISING

RIDER CIRCULATION SERVICES, INC.  ADVERTISING INQUIRIES: INQUIRIES:

STUART BIENSTOCK BOB BERNSTEIN JuLIE SEGAL

NATIONAL SALES DIRECTOR 200 LARKIN DRIVE, SUITE C, 32123 LINDERO CANYON RD.

3700 EAGLE ROCK BLVD., WHEELING, IL 60090 Suite No. 111

LOS ANGELES, CA 90065 TELEPHONE 847.520.7995 WESTLAKE VILLAGE, cA 91361

TELEPHONE 213.344.1200 FACSIMILE 847.279.1875 TELEPHONE 818.889.4372

FACSIMILE 213.258.0626 FACSIMILE 818.889.3195
JSEGAL@GAMERSREPUBLIC.COM

SPECIAL THANKS:

AMY HENNIG AND THE ENTIRE KAIN TEAM, DAN STEVENS, NINTENDO, BRIAN PELLETIER, MAC OS 8.5,
MoDULATIONS, BUNGIE'S MYTH 2, THE BATTLEFIELD GAZETTE, TMBG AT THE HOUSE OF BLUES &THE BEASTIE BoYs
AT THE FORUM (BOTH SANITY-SAVERS), KING & MiSHIMA, MARK MCGWIRE & SAMMY SOSA, AND BANDIT'S BBQ!

DA VE ”AL VERSO” GAMERS' REPUBLIC™ s published monthly by Millennium Publications, Inc., , 32123 Lindero Canyon Road, Suite No. 218, Westlake

PUBL/S/?’ER Village, CA 91361, USA. Subscription price is $29.99 per year. Canada and foreign add $10 per year (U.S. FUNDS ONLY)
Subscription inquiries and address changes to GAMERS' REPUBLIC,™ PO. Box 469049, Escondido, CA 92046-9640
DHALVERSON@GAMERSREPUBLIC.COM

© 1998 Millennium Publications, Inc.™. All rights reserved. reproduction in whole, or in part, without the express written permission by
the publisher, is strictly prohibited. Millennium™, Gamers’ Republic™, Millennium Strategy Guides™ and Millennium Books™ are
trademarks and copyrights of Millennium Publications Inc.™.

Did we fail to disclose your copyright? We're very sorry! Tell us about it, and we'll correct it.

Number of graphic designers who worked on issue six: 2

MANE IN THE USA

GaMel

| = =1
HE mEE s ---- B B ---- MILLENKIUM PUBLICATIGNS INC.

[ gamers'republic




[he Herd'is attacking and exter
Buck Bumble; the most;advance
‘bee innthe hive, can sav "
stockade of deadly we

d fighting bee-ever and -
. Use Buck's cybernetic implants and

s
"il'oyunmask the power behind The Herd!

» Put the sting on Attack'Wasps and Killapillas in 20 unearthly environments e Feel the buzz with Rumble

» Complete 360" freedom of movement.in a totally real-tim

NINTENDOS*

N @m ~ www.ubisoft.com

e 3D environment

90984656
iy

CR

minating Earth's native insects! Only -

e baddest

Pak™'play

e Multiplayer deathmatches

Ubi Soft

2©1996 Nintendo g NERIERIITER

a lu

i e 8-\ loge are adewstks of Nintende of Anetie

UG IHETEEment. Nintendo 64

B

@U88E Alponglt Sofiware Lid, AlLRIuhis Reserved.



A marvelous artistic and technological achievement, the
sequel to the oppressively dark Legacy of Kain is taking
game design on PlayStation to new heights. Join the
vampire Raziel in his search for the soul of his former
master, Kain.

3051 T UL o . S

GINEMA TRIX 126

A Sonic report of global proportions. Travel to Japan for
Yuji Naka’s Sonic Adventure debut and then go behind
the scenes at SOA, where Sonic was shown in motion
for the very first time on U.S. soil!




take the Quake 2 engine in a bold new
on. Deep atmosphere, an intriguing plot and
acular artwork imbue the mind. But one key
on remains: will it work from a third-person
pctive?
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DREAMCAST FUTURE? FUTURE CITY! NO SPEED LIMIT!

In a brief interview with Tom Szirtes, a software engineer from Sega
Europe Ltd., we were able to obtain this small amount of shofs. ..

...of a demo (Future City) designed for the Dreamcast. Different
continents have displayed different demos for Sega’s power-
house, so enjoy these while you can.

GR: What was the purpose in creating the Future City demo?
Since it’s not part of an actual game, what use does it serve?
TS: The demo’s purpose is two-fold: 1) the idea is to provide the
source code to developers so that they can learn very quickly how
to get a game running on Dreamcast by studying it; 2) as an exer-
cise internally for Sega Europe, so that through making it and
learning from the problems that we come across we can, in turn,
supply an even higher level of support to our developers.

How long did it take to create? How much manpower was used?
The demo was done by one Software Engineer (Tom Szirtes) and
one Artist (lain Nicholls) in Developer Support department in our
spare time (we have many other jobs to do) in a few months.
Why choose the Blade Runner-esque setting?

Because we love the atmosphere of the original film. Also, it was
a good environment to show many different special effects.
What aspects of this demo are you especially happy with?

As a programmer, I'm very happy with the particle effects; the same
system can generate fire, sparks and smoke. Also, the many lighting
effects are very nice, | think.

Future City has been coded on an earlier and later development kit.
Is it an ongoing project? What kind of improvements could you
implement with the final delivered kit?

We do not intend to invest too much more time in this, since this is
only a program-
ming  exercise.
The final version
will run very, very
fast.  However,
the demo is pro-
grammed to make APRE \
use of advanced —
features of final hardware that we do not have '

yet in Europe. DC MUTTERINGS

How many polygons are you displaying per sec- OVERHEARD AT ECTS
ond with Future City?
Actually, I'm not sure. It varies, but | think it is First-hand reports of the
over half a million. As I said before, we cannot invite-only ECTS Dreamcast
judge this properly until we have final hardware. presentation have trickled out.
Thanks Tom! Apparently, Sonic Adventure
was running off a real DC Gig
disc, plopped inta the machine

DREAMY NEW 3D BENCHMARKS in front of the entire crowd. The
system logo appeared, and
FOH THE Dc then the game loaded remark-
ably fast. The | game also
loaded in new sections of the
city speedway level midway
through...in about one second.
Attendees tried the DC pads for
the first time, too. We hear the
digital pad feels nice and
clicky, and the stick has a good
range and solid feel. Sega also
revealed their OS copy protec-
tion program. It’s simple: the
0S info is on the outside of the
1 -Gig discs.

i

L

NEC and Videologic have made a very important announcement regard-
ing the Dreamcast Power VR chipset. First up, the PowerVR Second Gen-
eration chips entered into mass production for delivery to Sega in early
September. This new era of graphic acceleration, called PowerVR Series2,
will find its first dedicated application in the Dreamcast. As a result, the
chips have been dubbed PowerVR 2DC. After the chip’s final evaluation
© 1998 SEGA and qualification with Sega and NEC, the Dreamcast’s performance is now
officially rated at well over three million polygons per second, with a fill
rate of over 1 GigaPixels/sec. This is over 20 times better than any current
console and better than any exisiting arcade machine or graphics work-
station. This new revelation means that first-generation DC games (based
on pre-final development kits), no matter how good they look, won’t even
be scratching the surface of the machine’s full potential. Be afraid...

s



With visuals that would impress Mr. Lucas himself, Sega’s Star Wars Tril
ogy Arcade looks set to be yet another atiractive Model 3 title...

...this one withthe license of all licenses. Still incredibly early, the rather poor
i what'the final game will look like. An
on-the-rails first-person shooter like their previous monster Model 3 license,
The Lost World, SWT takes you on a thrilling ride through some of the more
L, memorable Trilogy set pieces. The speeder bike chase on Endor, the snow
battle of Hoth, and the classic trench sequence have all been beautifully
interpreted by AM 12 and the Model 3 Step 2 board. There will even be a
light sabre duel to engage in. Impressive. Most impressive.
Six stages will be on hand, and based upon your per-
formance and skill in uncovering hidden events, each
stage will unfold and end differently. Total play
time is said to be in the 15 minute range, but what
an intense quarter of an hour it shall be. A Star
Wars fan’s wet dream, Star Wars Trilogy Arcade is
coming this winter to a high-dollar arcade near
= you. Fire up the converters.

S7AR WARS TRILOGY. ARCADE © 1998 SEGA ENTERPRISES, LTD., © 1998
LucasFim LTD & TM. ALL RiGHTS RESERVED. USED UNDER AUTHORIZATION.

- THE UNITED COLORS OF GAMEBOY

ith the release date less than a month.away in Japan, Nintendo is hyping up the

frontlines news

ANOTHER 64 DDELAY

" Jt’s the 64DD, Jim, but not as we know

it. At a recent conference...

...for analysts, Nintendo of Japan announced a fur-
ther delay.of the 64DD. Now tentatively scheduled
for a June 1999 release, NOJ stated that the reason
was “because of a delay in software development
for the 64DD.” What that means, nobody really
knows. Furthermore, with the cancellation of this
year’s Nintendo Space World show, and the delay
of the Silver and Gold Pokemon games, it seems
as if the company is experiencing difficulties pro-
ducing product. A positive move from NOJ is that
Legend of Zelda: The Ocarina of Time is on target
to be released one week before Sega’s Dreamcast.
Therein lies another stumbling block for NOJ. The
Dreamcast provides a much less cumbersome
development cycle, so overseas developers

might favor developing titles for the Dreamcast

in preference to the N64. If and when the 64DD

is finally realized, NOJ will still have their work

cut out for them, and must concentrate on

releasing more
big titles, good
promotional
campaigns and
a new overall
strategy if they
are to be suc-
cessful. It is

paramount

that Nintendo
announce

© 1998 NINTENDO JAPAN

games  for

the 64DD as [CY/)@(H; /737 A

soon as pos- [IiTH, (11

sible, and,of In the current Pokemon
course, in a insanity, Nintendo of Japan is
more timely going to re[ease-a spec.ial
manner. ¥ GameBoy Pocket Printer. Being

bright yellow, and sporting a
little decal of Pikachu, it is like-
ly to be very popular with the
younger audience and sell a lot
of units. Now then, if only they
would release a Mario VCR, or
a Fox McCloud blender, we

latest incarnation. ..
..of the most successful video gaming
device in history. The GameBoy Color
inally delivers crisp, clean images in—
wait for it—color for the first time in the
- hand held’s long reign. It uses a TFT (Thin
Film Transistor) screen, similar to
those used in laptops, to give ita
very respectable pixel resolution.

could all be happy.

Players can enjoy their old games in 4-10 colors, while the new color games
will be able to be displayed in 56 colors (from a palette of 32,000). Getting an
average of 20 hours gameplay from two AAA batteries, the GB Color also
comes with an infrared communications port, pre-
sumably to do away with the link-up cables. Two
new color-specific titles will be released on the
launch day of the GB Color, and these are Wari-
olandz and Tetris DX. It would appear that Wario
cannot die in the game;

instead he becomes fat or drunk and suffers from

L o o 2
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RRT4 REVOLUTIONARY GT BEATER i

T here’s little point in denying the brilliance of Namco’s Ridge Racer Series.
Nothing else on the Playstation has come close...

...to achieving the same sense of speed and pure driving satisfaction. The combination of its ASsoLUTO
highly involving and entertaining physics along with near-perfect track design have earned it a
strong following. Now, word is out that Namco are preparing a fourth entry into the series with
Ridge Racer Type 4, and it’s easily the most ambitious yet.

[
1
=
E Namco have indicated that the feel of the game will more closely resemble the original Ridge Racer, RACING CLUB WICRO WOUSE MAPPY(H)
-

as opposed to Rage, and that their overall goal was for the players to feel as if they are experiencing | ,ous 240 Rz g At OREOT |
the life of a race car driver. You'll have four teams to choose from and four manufacturers, including :
Assoluto, Age, Lizard, and Terrazi from Rage Racer. The combination of your team and car maker will
greatly influence your performance during the race. And
to answer a criticism often leveled at the series in regards
to'track count, a selection of eight different courses will
beinthe game. Graphically, early screens show an uncan-
ny.resemblance to real life. This is going to be the best- : TERRAZI>
looking Namco racer yet, if not the best looking PS racer - e -~ G .

2ver. Clever lighting and shading effects work in concert
to create highly realistic scenery. Namco guarantee a
shock to any player experiencing its amazing visuals for
the first time. Current plans call for a December Japan
‘release with a U.S. date still up in the air. © 1998 Namco

GENI{I UNVEILS NEW PROJECT

n September 1 at the luxurious Four Seasons Hotel in central Tokyo,
w & Genki announced their most ambitious Playstation project yet...
...Tamamayu Monogatari (The Story of Tamamayu). Art direction and
character design are being handled by Katsuya Kondou, best known for
& his work on Miyazaki’s Tonari no Totoro and Raputa anime and other Stu-
dio Ghibli creations. The story develops around the main character,
Lebant (the master of Mayu), who has the ability to capture evil spirits,
and a girl called Marbu, who has the ability to purify the spirits.
In the high-tech presentation hall, key development team members
introduced Tamamayu and answered questions from the press about the
game. After that, everyone went to the banquet hall where they could 2
actually play the game. The development staff ﬁ w
freely mingled with the press, talking casually ‘
about the game and explaining points of interest o
to people playing it.

R T—w
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From left to right:
Mr. Manabu Tamura: director
Mr. Kenji Shimizu: producer
Mr. Hiroshi Hamagaki: president of Genki
Unknown voice actress

Mr. Rentarou Mikuni: voice actor

Mr. Katsuya Kondo: art director

Mr. Kimitaka Matsumi: sound

The press show starts with the
4l Stage being filled with smoke!

Mr. Manabu Tamura, the
director (LEFT) and Mr. Kenji
Shimizu, the producer
(RIGHT), answer questions
from the press.

F DS IIory
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* Full details can be obtained at our web site at http://www. workmgdemgns com, or by sending a SASE to: ThunderForce V Contest c/o SPAZ, A
18135 Clear Creek Road, Redding, CA 96001. Complete details are also available inside every game package. 4

ayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. “THUNDER: FORCE \
1998. This game is published by SPAZ under license by Technosoft Co., Ltd. “Working Designs’ and "SPAZ" are req«stered fra of Working Desxgns Inc. All rights reserved. If 'the Gauntlet's A Rockin', Don't Come A Knockin's
Address: http://uw; workmgdessgns com For a dealer near you, call (530) 243-3417. Gamers' Republic is a trademark of Mll i ligations, Inc.
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ﬁABE HERO 3
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;

oanna Dark sure is a foxy chick, and what’s

. B

‘ maore, we can prove it. Just take a look...

p ...at these new screenshots from Rare. Joanna sports a
sexy Chinese dress with a red dragon nestling close to
her bosom. Don’t get any ideas, because this:lady has
more attitude than a grizzly bear that has just caught

]
U]
E
E himself in his zipper. The quality of these visuals sug-
U
z
;

gests to us that Rare may well be employing the ser-
vices of the 4-meg RAM pack, hence the exceptionally
crisp, clean textures and excel-
lent lighting effects. The game
will hopefully be released some-
time'in 1999. Enjoy these for now.

kol

© 1998 RARE

f . ¢ R Available to be purchased for
...it will join Nintendo’s insanely popular Pocket Pikachu and Hud- e $29.95 as of November 24, the
son’s Teku Teku Angel in the battle for pocket pedometer bragging % - RiMipackiwillingiintolthelslot
rights. And while those units are intentionally styled with the széfopp;i ::ZOT:Z;;!%':E
emphasis on cute, Capcom’s Metal Walker has a decidedly “G- -

i . speed and sheer quality of
Shock” look about it. their games, this little black

You can link two units together for battle and the one-player game " > and red device is what Ninten-
will feature compass and .

, NINTENDO RAM PAK

GAPGOM TO RELEASE TR N i pae
PEDOMETER GAME IN JAPAN (& W O e s e
y c apcom Osaka recently unveiled their own pedometer — il — AR Vet N

LCD game. Called the Bakuso Senki Metal Walker... =5 | st

do owners have been waiting

4
.
X

radar functions to help you
avoid or engage in fights.
No U.S. release is currently
planned, but if Pocket Mon-

for. Producing what effectively
can look like accelerated
graphics, the first few games to
use the pack are known to be

Turok 2: Seeds of Evil from
Acclaim, and Rogue Squadron
from Factors/Lucasarts. Both
titles employ special hi-res
modes of play supported by
the RAM pack, allowing gor-
geous graphics to be the order
of the day. Hopefully, more
developers will pick up on the

sters takes off here, you
just might see Capcom’s lit-
® % % @« tle ditty riding its coattails.
¥ It’s due in Japan at the end
of October for around

¥2480 ($18).

GCAPCOM GOES EURO CRAZY! trend, and develop in this man-
After much deliberation, Capcom has officially announced the opening of a dedicated European office with the for- ner. Who can wait for a hi-res
mation of Capcom Eurosoft. U.S. president Bill Gardner will be heading up the London-based office and will oversee Mario, Zelda or even Metroid?

} the selection of a managing director and the sales and marketing staff. According to Mr. Gardner, the operation will
not affect the firm’s current affiliate deal with Virgin Interactive.

© CAPCOM CO., LTD. 1998 AL RiHlS, RESERVED:
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"Devil Dice is a puzzle
game that eclipses even Tetris.'

-GameFan

A High-Speed 3D Multi-Player Puzzle Game for the PlayStation. Game Console

X o
STAGE
050

Exe*

Product names me:

TOTALLY ADDICTIVE GAMEPLAY OVER 1000 PUZZLES TO SOLVE UP TO 5 PLAYERS IN MULTIPLAYER

od herein are trade or registerad trademarks of their respective owners. PlayStation and the PlayStation logos are registered teademarks of Sony Computer Eatertanment Inc. Devit ice 15 a trademark of THO Inc

PlayStation

1998 SCEL All nghts reserved
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...SNK T0 PUT A ROCKET IN YOUR POCKET (g

n what is sure to be the coolest black-and-white portable since Nin-
tendo’s world-conquering GameBoy, SNK’s cute Neo Geo Pocket...

=) ...boasts a better screen and is widely rumored to fea-
ture some kind of Dreamcast compatibility. Now
" before you get your panties in a bunch, no details on
the nature of this supposed compatibility have

il B |

-

The little 16 bit unit’s screen features a resolu- ..
tion of 160x152 and will be able to display eight shades
of gray. A lithium-ion backup battery will allow for internal game data
saves and will also allow for clock and calendar functions. Continuing the
variety trend, a slew of different case hues will be available, including black,
white, blue, silver and limited run colors such as camo brown and maple blue.
A number of pocket versions of classic Neo Geo games will launch with
the system on October 28. King of Fighters R-1, Baseball Stars, and Neo
Geo Cup 98 will join Dokodemo Mahjong, Pocket Tennis, and Melon-chan Growth
Diary, a little-girl-raising game. Cart size will max out at 16 megabits.
A U.S. release has been
talked about for next year in
either the second or third
quarter. Price should be com-
parable to the Japanese ver-
sion at about $50 (¥6800).
Now about that Dreamcast

compatibility... NEOGEO POCKET
© 1998 SNK

MS.CROFT UNDERGOES PLASTIC SURGERY

T he hits just keep on coming... This month’s quiver
of exciting game-and anime-related action figures
has an emphasis on detail and quality!

Around the same time
the game hits, so shall
the action figures for
Turok 2, Seeds of Evil.
These will likely hang
out at the likes of Kay-
Bee, Babbages, and
Toys R Us.

-

T
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And  finally = this
month, here are some
pics of the upcoming
Lara Croft figures,
from the-Tomb Raider
series  (duhl). It
should go without
saying that not all of
these models will be
available... ;

From Toycom comes three amazingly paint-
) ed and modeled figures based on the new
w‘m l OAV series Queen Emeraldas, based on the
v : manga by Leiji Matsumoto (Galaxy Express
999). Queen Emeraldas in uniform comes
with Hiroshi Umino, Captain Harlock comes
¥ ™ N # with Tori San, and Queen Emeraldas with
cape comes with Tochiro. Each has a cool
stand and a paint job you will not believe.

Look for them this winter at finer toy and
comic book stores.

From the popular Mega Drive & Genesis game (the MD
version squirts blood) and legendary anime series, Fist of the North Star, Xebec Toys Vlolence
Action Figures are also super high quality. Look for Rei, Kenshiro, Raoh, and Jagi at similar loca-
4 tions or for more info. Check them out on the web at http://www.kaiyodo.co.jp/.
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ROMERO BUYS THE FARM

arly on the morning of Friday, August 28, the tragic
news of John Romero’s death...

E

...coursed throughout
online community. Romero,
famous for forming id soft-
ware and creating the Doom
and Quake series, appeared
to take a bullet to the crani-
um, as a photo of him on a
coroners slab circulated like
wildfire across the net. Thank-
fully, rumors were dispelled
an hour later, as a sleepy John
assured people he was alive
and well. He had left the
picture lying around after
participating in an article
for the “Texas Monthly
Magazine” in which he was listed as one of the top twenty
Texans alive! The picture caused much turmoil, but all was
well in the end. What kind of bizarre article was it, anyway?

KUDOS
T0 EIDOS

Eidos continues to try
and buy their way to
respectability with their
recent purchase of Califor-
nia-based Crystal Dynam-
ics, makers of the popular
Gex series. With Eidos’
marketing savvy and deep
pockets, Crystal are
ensured a high profile,
especially with the much
anticipated Soul Reaver
on its way. While Gex 64
will remain a Midway
property and Color Game-
boy Gex will go out by way
of SVG, all future titles will
fall under Eidos. The lat-
est rumor also has Eidos
looking to purchase Psyg-
nosis, a rumor made more
palatable by Psygnosis’
recent restructuring of
their San Francisco studio.

nationwide and was certainly a big hit
with all the children. Cinemas every-
where experienced blind panic as
queues of children and their parents
« reached truly epic proportions. This
will certainly keep the craze moving
until the long awaited Pocket Monster
Gold and Silver GameBoy versions are
released later this year. In the
meantime, kids all over Japan

will be snacking away on
Pikachu’s balls. Rice balls, that

is. It appears that a range of - -
convenient meals sporting the Pokemon crew is readily avail-

able to be scoffed down, while waiting for the latest Pokemon
paraphernalia to be released. Tasty!

the

what

ferent.

IT’S OFFICIAL!

n uring the hot summer months, Namco have
been doing a rather nifty promotion...

...at some 460 amusement centers across Japan as a ser-
vice for their customers. Anyone who catches a prize when
playing the Crane Game can have it specially wrapped in a
rubber balloon. The balloon uses a tougher rubber com-
pound than normal balloons and can last for up to a
month and is particularly suited for plush toys. In addi-
tion, they add a ribbon and specially decorate the inside of
the balloon for you as well. And all for free!

happens
next year, with
Sega’s Dream-
cast on the hori-
zon. Things may
well be very dif-

prises there, but at least the prizes were for quality products
and companies.
It will be inter-
esting to see

ECTS STAR HAMMERED BY PUBLIC.

T he ECTS (London UK) attendance cruised past the
21,000 mark last week...

1

:

1

1

1

|

1

! ..breaking all previous attendance records. Figures were up
! almost six percent over last year, with a total of 21,297 people
! attending the three-day event. Sony and Nintendo walked away
! from the industry awards ceremony loaded down with many of
! the prized ECTS Interactive Awards. Best console was awarded
! to Sony’s PlayStation, while Game of the Year went to Golden-
1 eye. Sony stole the prize for Publisher of the Year, while Rare
1 won Developer of the Year for Banjo-Kazooie and Goldeneye.
1 PC Game of the Year went to Blizzard’s Starcraft. No real sur-
:
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NAMCO’S FULL OF BAI.LUDN-HEADS { L,

Rowdy crowds form in anticipation of free, fluffy, animal-filled balloons

POKEMON MOVIE PANIC!

F or those who thought it wouldn’t last
this long, the Pocket Monster boom
continues throughout Japan...

...without any signs of slowing down. In par-
tlcular the first Pocket Monster movie was
successfully =
released

SEGA SHUFFLES AM DEP’T.S

From the first of September, there are now two new
Arcade R&D departments at Sega, AM 11 and AM 12.
The head of AM 11 is Mr. Nagoshi, the producer of Scud
Race and Daytona USA 2. He’s moved from AM 2 along
with Mr. Mifune (Virtua Striker 2) to start up his own
department. AM 12 was previously known as AM
Annex, so it’s just a name change for them. Just to show
you the full picture, here is a list of all the known AM
departments and their latest games.

AM 1: Arcade R&D Dept #1 (The Ocean Hunter)

AM 2 : Arcade R&D Dept #2 (Daytona USA 2)

AM 3 : Arcade R&D Dept #3 (Dirt Devils)

AM 4 : Arcade Hardware Dept

AM 5 : Joypolis Attraction R&D Dept

AM 6 : Medal Game R&D Dept

AM 11 : Arcade R&D Dept #11 (Spikeout)

AM 12 : Arcade R&D Dept #12 (Star Wars Trilogy Arcade)
© 1998 SEGA

©1998 NINTENDO
% .

REPUBLIC ERRATA

Issue #5 of Gamers’ Republic, pages 102 & 103, stated that
Lupin! and Silhouette Mirage were published by Hudson. In
fact, the publishers are Asmik Ace and Treasure, respectively.
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13 '0FF the Hook' characters to choose Feam.
«9 Blazin' aquatic tracks to tear up.

*3D rendered waves like you've never seen before.

eAn arsenal of high powered, high tech
customizable weapons and boats-
all Fully upgradeable.

Two player split screen or
combat cable link.
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YOUR NUMBER ONE SOURCE FOR TOP SELLING CONSOLE AND COMPUTER GAME STATS

INPD

¥/ RANKED ON U.S. UNITS soLD JuLy 1998

1 WWF WARZONE acciam

2 GRAN TURISMO sony

3 MORTAL KOMBAT 4 mipway
4 NFL EXTREME sowy

5 ROAD RASH 3D ca

Acclaim, WWF Warzone.

1 BANJO-KAZOOIE wivtenoo
2 MISSION IMPOSSIBLE ocean
' 3 MORTAL KOMBAT 4 110may
4 GOLDENEYE 007 wintenoo
i 5 MLB KEN GRIFFEY JR. nintenoo

6 0UEST54 THQ

8 MARIO KART 64 ninrenoo

firmly landing in the number one slot.

1 SHINING FORCE 3 stca

~ | 2 TOMB RAIDER civos

3 NASCAR ‘98 ea

4 PANZER DRAGOON SAGA seca

. .1 STARCRAFT sLizzaro

2 UNREAL MMX cr interacTive
3 DEER HUNTER wizaroworks
\ 4 BIG GAME HUNTER teao cames

5 X-FILES rox

8 MYST srooersunn
9 TITANIC cvserruix

month, but will this change next issue with the release of Dune 20007

=
)
ey

"’

Eop Een best secLing ninEerndosy Bkl

RANKED ON UNITS SOLD JuLy 1998

7 SUPER MARIO 64 wnrenvo

9 ALL STAR BASEBALL 99 wirenoo |
10 1080 SNOWBOARDING ninrenoo [/

. Banjo-Kazooie has arrived, thrilling over a million Nintendo 64 owners and -~

Eop Een best seLLing oc EiELes

RANKED ON UNITS SOLD JUNE 1998

6 TROPHY HUNTER wizaroworks
7 FINAL FANTASY VIl epos

10 DUKE NUKEM 3D rormcen

Blizzard's amazing RTS game refuses to give up the top slot once again this %

—em beskt seLLing praystEation EitLes

6 TEKKEN 3 namco

7 TRIPLE PLAY ¢a

8 TOMB RAIDER eivos

9 CRASH BANDICOOT sonv
10 MLB ‘99 sony

Driving takes a backseat to the immensely popular wrestling game from

v =0 Een best seLLing satu—rm EibLes
i RANKED ON UNITS SOLD JuLy 1998

6 NBA LIVE 98 ea
7 FIGHTING VIPERS seca
8 FIFA: RTWC ea

9 BURNING RANGERS scca

5 STREET FIGHTER THE MOVIE acciam 10 SONIC 3D BLAST scca

) What could be the very last Sega first-party game rocketed to the top of
the Saturn charts, followed by a popular classic. Rayearth beckons...

_ top tenoverau consoLle

1 BANJO KAZOOIE-n64 ninrenoo

2 WWF WARZONE'pSACCLAIM

3 GRAN TURISMO-ps sony

4 MISSION IMPOSSIBLE-n64 inFocrames
5 MORTAL KOMBAT 4-ps mioway

FOR THE MONTH OF JuLy 1998

6 MORTAL KOMBAT 4-n64 mipway
7 GOLDENEYE-n64 nivtenoo

8 NFL EXTREME-ps sony

9 ROAD RASH 3D-ps ea

10 TEKKEN 3-ps namco




3 - database charts
world repudlic top ten games

Y

AN
o3 n united lkeinsdom 7’\\/4&\
1 STAR OCEAN: SS rs 6 BIOHAZARD 2: DS rs 1 TOCA TOURING CAR »s 6 BANJO - KAZOOIE ne4
2 GUNDAM GENERATIONrs 7 GUNBARL rs 2 COLIN McRAE RALLY rs 7 WORLD CUP °98 rs
3 POKEMON STADIUM ~é4 8 MONSTER CAPSULE »s 3 WWF WARZONE s 8 ISS ’98 we4
4 POWERFUL PRO BBALL »s 9 BRAVE FENCER rs 4 PREMIER MANAGER ’98 »s 9 TOMB RAIDER 2 s
5 JUSTICE SCHOOL rs 10 Xl ps 5 GRAN TURISMO rs 10 TOMB RAIDER rs
[RANKED ON UNITS SOLD JUNE 1998] [RANKED ON UNITS SOLD JuLy 1998]

gamers’r epublc top ten games

FOR THE MONTH OF SEPTEMBER 1998

®

d hacverson d hodgesonm

1 MEDIEVIL PS 1 METAL GEAR SOLID  rs 1 SPYRO PS 1 MYTH 2 PC

2 WILD 9 ps 2 METAL GEAR NES 2 METAL GEAR SOLID  »s 2 METAL GEAR SOLID  »s
3 TONIC TROUBLE pC 3 METAL GEAR 2: 8§  wmsx 3 KAIN 2 PS 3 HERETIC 2 pC
4 TOMBA PS 4 HERETIC 2 PC 4 TOMB RAIDER 3 Ps 4 RAINBOW SIX pC
5 SPYRO Ps 5 GEX 64 N64 5 BUST A GROOVE PS 5 KAIN 2 PS
6 CRASH 3: WARPED Ps 6 TOSHINDEN Ps 6 MYTH 2 PC 6 DESTREGA Ps
7 KNUCKLES CHAOTIX 32x 7 KRISS KROSS SEGA-CD 7 RAINBOW SIX PC 7 NHL FACEOFF ‘99 Ps
8 EXTREME G XG2 N64 8 DEER HUNTER PC 8 HERETIC 2 PC 8 BALDUR’S GATE pC
9 ROAD RASH 3D Ps 9 DEEP SEA FISHING PC 9 RADIANT SILVERGUN  ss 9 NEED FOR SPEED 3 rc
10 SONIC mD 10 SWORD OF SODAN  cen 10 DESTREGA PS 10 QUAKE 2 pC
®
n. lnobbs M. errissin . coclkehnart b. wiL Liams
= - 3 i ¢ B BB 0 s e . P g "
1 METAL GEAR SOLID ~ »s 1 DESTREGA ps 1 METAL GEARSOLID ~»s 1 ZELDA: 00T w64
2 DESTREGA Ps 2 RADIANT SILVERGUN  ss 2 MYTH 2 PC 2 METAL GEAR SOLID s
3 RADIANT SILVERGUN  ss 3 GUARDIAN HEROES  ss 3 STARCRAFT PC 3 RAINBOW SIX PC
4 GB ZELDA COLOR 6B 4 SHINING FORCE Il ss 4 LUNAR 2 ss 4 GET MEDIEVAL pC
5 MOTORHEAD PC 5 BUSHIDO BLADE 2 PS 5 STAR OCEAN: SS PS 5 DUNE 2000 pC
6 ARMORED CORE PP rs 6 KAIN 2 Ps 6 ECHO NIGHT Ps 6 WARLORDS 3 PC
7 BUST A GROOVE Ps 7 METAL GEAR SOLID s 7 TOMB RAIDER 2 Ps 7 LORD OF THE RINGS snes
8 NECTARIUS Ps 8 BUST A GROOVE Ps 8 BRAVE FENCER Ps 8 DK3 SNES
9 HEART OF DARKNESS s 9 TECHNO MOTOR ss 9 SHINING FORCE Ill ss 9 TAIL OF THE SUN PS
10 UNHOLY WAR PS 10 VIGILANTE 8 PS 10 RAINBOW SIX PC 10 METAL GEAR NES




Pl This month we’re talkin’ models - not the fashion and

BY BRIAN OSSERMAN

RENDERING THE MoDELS

This month, we bring you further discussion
of some alternatives to standard texture-
mapped polygonal graphics. Before diving in,
though, a few words about terminology might
not be amiss. There are really two aspects of
computer graphics: modeling and rendering.
Modeling is what determines how the world is
described internally, and rendering decides
how to actually draw the world onto the
screen. What follows is a discussion of three
different modeling techniques, which are, as
you will see, not restricted to any one render-
ing technique.

Our FAvoRiTE: Curvey MoDELS

A common tool in modeling is curved sur-
faces of one sort or another. Even when a
game is to be polygonal, curved surfaces may
be used to create the initial models, which will
then be approximated by polygons. However,
curved surfaces can also be used for models in
the actual rendering process. They are partic-

T == ularly easy to
use in ray trac-
| ing, but there
are other, sim-
| pler rendering
| techniques
that can use
actual curved
surfaces  as
well. One class
of approaches

is to subdivide surfaces into many small
pieces, which can then be dealt with in a num-
ber of ways: approximation by polygons that
are then rendered normally works, but it is
also possible to draw each piece as a pixel (if
they are sufficiently small), or as a group of
pixels (an approach known as splatting). The
advantage of breaking the surface up in real
time is that as you get closer to it, you can
“break it up into more pieces for more detail so
that it never gets blocky the way a polygonal
“surface does. Curved surfaces have never
been too popular for real-time applications,
“partly because of the sheer power they take to
_render versus simpler polygonal models, but
"also because any surface can be approximat-

Ray-traced image using curved
surfaces by Joshua Seims and
Thomas Kang

+
('qf«avb

T i #

ed by sufﬁcienfly many polygons. However, the
most recent graphics hardware often uses
tremendous numbers of polygons to model
curved objects (particularly people, as in Virtua
Fighter 3), and this could spark more work on
the possibility of more efficient techniques
designed specifically for curved surfaces.

Voxers: NoT A New WAVE BanD

While polygons and curved surfaces both
model objects in terms of their outer shapes,
an approach known as voxels models 3D
objects by actually
describing the vol-
ume they fill. Voxels
are to 3D computer
models what pixels
are to 2D computer

models
(and
indeed,
where
pixel is
short for
“picture
element,”
voxel is a
contrac-
tion  of
“volume element.”); the world is simply divid-
ed into tiny cubes, and objects are described in
terms of which cubes they fill in space (along
with the usual color and light properties of the
object). Voxels are most useful when, for some
reason, it is important to actually know about
an entire volume and not just its exterior. Two
examples of this are medical imaging, where
the ability to see the entire volume is vital, and
translucent objects like clouds, where it is the
thickness at a given point that determines how
much light it blocks. This sort of thing is diffi-
cult (if not impossible) to model accurately via
surface-driven techniques. Voxels have been
used in games, probably most notably in the
Comanche series.

FoLLow THE PROCEDURE

Finally, we come to a modeling technique
that changes not what shape objects are, but
how patterns are mapped onto them. While it is

Novalogic’s Comanche Gold makes
impressive use of voxel technology

Brian Osserman is a senior at Harvard Universitv studving mathematics and computer science.
and has been playing video games and programming for as long as he can remember,
4 starting with Logo on an Atari 800 in 1lst grade.
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runway type, nor the plastic and glue kind (although :
you can certainly find evidence of both at the GR officeSe..)

A

@ '

understood that texture
mapping generically means “drawing objects
with bitmaps” (that is, images made up of indi-
vidual pixels), this is not the only way one can
texture objects. The primary alternative is
known as procedural texturing; instead of
starting with a bitmap, you start with a function
which describes color at any resolution. The
simplest example might be something like
diagonal lines, which would become noticeably
blocky with regular texture mapping if you got
too close, but that are easy to make complete-
ly smooth using procedural textures. More
complicated textures involve noise functions or
fractal-based functions, and can produce tex-
tures that look very much like grass or marble.
There are two advantages of procedural textur-
ing. First, it need not have a maximum resolu-
tion like a bitmap does, so certain procedural
textures will automatically look good no matter
how close you get to them. Second, functions
which
describe
a proce-
dural
texture
typically
take up
dramati-
cally less
R A M
than a
regular
bitmap
texture does. However, this does come at a

Ray-traced image using procedural
textures by Hilary Rhodes, using Bryce

cost: Every pixel color now actually has to be 3

calculated, which is often far more computa-
tional than simply figuring out where on a
bitmap the color is supposed to come from. For
simple color functions (like diagonal lines) this
isn’t an issue at all, but the more complex (and
more useful) ones typically are far more com-
putational. Procedural texturing certainly has
its place, perhaps even in real-time games, but
for the time being expect to see it only in
games trying to achieve a Jeff Minteresque
level of surreal graphics.

If you have any comments, questions, or
suggestions for topics you'd like to see cov-
ered, you can email techfront@gamersrepub-
lic.com.

-
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magine the plight of the vampire. He must live forever, elernally sts-
pended in darkness. But even under|the dreary conditions imposed
by his slate, he seems to lake pride in his wickedness, accepling him-
self for what he has hecome, almost I'(’]f#/ﬁﬂg in his damnation. In egacy 4 J
of Kain: Soul Reaver, the vampire Raziel is haunted by more than the curse : \\# %
of his condition: Banished lo an underworld o spend his eternily in agony, i
lortured by insidious elements unwholesome lo the flesh of vampires, Raziel is S
laced with the challenge of confronling his former master, Kain. E
The story of Soul Reaver does nol lurk silently in the background like so many adventure
games, an excuse lo give form and basic meaning lo the gameplay and visuals. There is much
we don’t know about Raziel, and as the story unfolds through voice-overs we learn prolound reve-
lations about his exislence and the vampires around him  Bul, from the very beginning, we do know




that he is rightfilly angry with his fale. He maliciously strikes
down his brethren with as he cocks his head toward the heavens,
devouring their released souls. The spirits of his fallen are his
nourishment, feeding his evolutionary process. In viclory againsl
the 10 clan leaders, special abilities are beslowed upon Raziel as
he assimilales his victim’s essence, every confrontation leading to
a grealer being: wilh the power of the fallen clan leader now
transferred lo Raziel, walls can be dellly scaled, phase shifls can
be made to pass through barriers like a ghos!, waler can be tol-
erated for swimming.

A vampire, exisling as a supernalural being, possesses lanlaslical
powers that render him impervious lo lypical combal siralegies.
The mechanical, haphazard mentalily will nol grant Raziel he

]

cover story

succulent souls he hungers for; only a carélul and deliberate
approach will lead lo the demise of the vampires, “Instead of just
gelting in there and slashing al the enemies and aftempling lo
lake their hilpoinls down, because these enemies exisl in the
vampire state, when undamaged, they are particularly formida-
ble,” explains Amy Hennig, producer/diveclor ol Soul Reaver.
“You have lo be cagey enough lo gel them inlo a damaged slale in
which they are vulnerable, so thal you can go in for an impale,
burn them, or throw them. You have to think about whal lools

you need - “do | have fire, impaling elements, something lo con-

[rol them with?” I the answer is ‘no,” you are in an vulnerable
state, and you muslt locale whal you need.”
Dispersed throughoul the levels, objecls such.as urns and houl-

i AN}
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ders can be used lo stun the vampires, and one- and two-handed
weapons must be found in order lo forever pul the them lo rest.

While some weapons are burning tools, most objecls embellishing
the environments can be dislodged from their foundations and used
lor impaling: lightning rods from a village home, iron posts from a
grave-yard fence, steel fixtures on a window pane — the variely in
whal can be found is only limited to a designer’s creativily.
Raziel slarls out with only his claws lo do baltle, but once he first con-
fronts Kain, he deslroys the Soul Reaver sword (the weapon Kain
used to butcher his victims in the original game), and must claim it
as his own in the spirit world. Once Raziel claims the sword, he can
baplize il, as with other weapons, in streams of light, waler, fire, spirit,
imbuing it wilh added strengths. As he continues deeper into his dark
world, Raziel will only mature, both physically and mentally, learning
magic spells and better utilizing weapons,
In whal is a grandly innovative idea, every area Raziel explores can be
[ravelled through in two separale planes of existence - the spectral and
malerial. These disparale realilies leeler belween the mystic and the
mortal, and they can he passed into and out of by an awesome, real-time
morphing command. When in the speciral realm, the entire environ-
ment shifts to open up new doors, contort buildings and rocks for pre-
viously nonalttainable passage, even remove objecls entirely. 1fnot cap-
lured afler the kill, a vampire's soul can escape inlo the speciral plane,
and Raziel is forced to chase it or risk it manifesting back in the mater-
ial plane stronger, somelimes in a complelely altered form.

Providing a unique new sel of obslacles for the player, the existence of

lhe two complelely separate worlds is a provocalive concept. The path
ol survival, the means lo the richesl reward, is not always so obvious:
the player must carefully ponder each situalion faced. “The whole goal
from our gameplay point of view is lo have the player active all the time,
but thinking all the lime, too. The cool thing aboul people’s favorite
games - games like Zelda and Melroid |- clearly your adrenaline is
engaged, bul your brain is engaged, loo,” says Amy. “So, having area-
based puzzles, room-hased puzzles, having to think through everything
and-nol-just-charging-through;-say,a-bowl-in-a-china-shep; adds -a
grealer element lo the game. Because the enemies are vampires, you
have lo think ahout how you lake them on. Because there is the maler-
ial and spectral, you have lo think about where you should be al any one
lime, whal the consequences are of losing health and dropping into the
spectral world_ 1Pl he a very hard game lo play il you aren’f thinking.”

Soul Reaver is a game so dark and foreboding that light wills in its pres-
ence. The arlists have seized the story and made a world that is beauli-
fully haunting in its shadowy dread and misly ambience. Decoralted with
exquisite gothic arlwork, every corner of the cavernous walls drip
inlo a pool of visual decadence. The grandiose architecture e
is influenced by aclual Roman and Greek structures:

looming arches rest on towering pillars, huge concrele pistons extend
into decaying brick towers. There is a sense of authenticily, a sense of
realism to the environments that is unlike anything that has been
achieved before. These sighls really must seen.

Nolt surprising, the designers are achieving a level of detail even they
thought impossible. “We amazed ourselves al how believable it all
“The people here are artists.. They don’t just

became,” says Amy.
extrude blocks. We said from the beginning, if we're going lo do a game
like this, we're going to do it with a level ofarchitecturalreality and con-
vincingness that hasn’t been done belore. I think.

They are more lhan succeeding. Its as il'}h({y’v

given themselves the license to imagine any-

thing; the only ceiling to their gloomy ’

vision is the hardware. Bul nm_lﬁlg_(_)’g 4

every foggy turn, the team seems lo

be circumventing limitation: lex-

tures are painted as art, displaying

actual murals and meticulous

designs in the walls and floors;

and as we become entrenched in

the surroundings, our suspension of

dishelief remains flowing — nol once

throughout the entire journey will the

CD visibly load.

With Soul Reaver’s disturbing: vampire theme, i

there is certainly a wellspring of darkness for the teamito ¢ultivate as the
game conlinues through ils design process. They are already realizing
the theme with extreme poignancy. In a religious undercity, zealol cull
members will actually rush to lorched vampires and splil themselves
open lo pour blood over the vampires’ charred remains, resurrecling
them . Scenes like this are why

Amy says, with an an air of
confidence in her voice,
that“fans of the first game
will-nal-be-disappointed.?

Nor  will those gamers
who appreciale the fine art
ol making an unfor-
gellable
game.
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across the board. They fight. They jump. They even do some ;

Combine all of this lunacy with one of the best chess engmes ever
EVERYONE created — it has won the 1996 and 1997 World Professional
4 Microcomputer Chess Championship — and you’ve got THE
4 chess game to own. Want to learn how to play? Let Titus the
Fox take you on a trip from basic to advanced game strategy.
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Sonic In America!

' e developer sonic team

e publisher sega e available winter

emember that feeling of
Radrenaline the first time

you maneuvered Sonic
through lush settings at insane
speeds? The dizzying level
design and clever use of loops,
twists, ramps, springs and
chutes that propelled the deft
blue hedgehog through his car-
toon inspired world? It has been
far too long. But the fact that
Sega skipped a generation of
consoles before releasing a
“real” Sonic game, whether
intentional or not, is turning out
to be a good thing for us—a really, really, really good thing.

| was fortunately invited to Sega of America to witness a video of
Sonic Adventure in action. I'll do my best to describe just how impres-
sive the game looks, but keep in mind that any collection of words and
pictures seems to have a tough time living up to the real thing.

Fill your mind with your favorite level from Sonic, Sonic 2, or Sonic 3.
Now transform that world into a deep and wide free-roaming 3D envi-
ronment. Then repaint it using a palette with millions of colors to choose
from. And before we continue, don’t forget that the Dreamcast’s superi-
or rendering capabilities eliminate any polygon warping, visible signs of
mip-mapping and the dreadful Moire effect. Now pick a character:

Sonic, Tails, Knuckles, Amy, Big the Cat, or E-102 “Gamma.”
Ok, the stage is set. Now, at an astonishing 6o fps, run, jump,
fly, snowboard, zip-line, climb, bounce, and loop through the
world around you with the same intense speeds that the clas-
sic Sonic games on the Genesis presented—somewhere
between 50 and 100 mph. As you fly through one of the many
loops in the environment, the camera will quickly pan to one
away providing a side view of the action and quickly snap back
behind you as you exit Now stop. Look to your left, right, up
and down and realize that the Earth meets the sky where it
should. Now let’s travel somewhere else. How about a futuris-
tic neon city, floating island, glowing cave, ancient pyramid, wide open
field, snow-covered mountain slope, or even a majestic airship soaring
high above the clouds. Enter a dense rain forest and watch as a thin
layer of clouds gently rolls across the sky, leaves teeter in the air as they
fall to the ground, and a waterfall surges over a high cliff and turns to
fine mist as it hits a pond before you. And in the nearby is a clearing
where an ancient pyramid reaches toward the sky—it beckons you.

The video was painfully short, only about two minutes long, but it was
enough to prove that the Dreamcast is for real. Needless to say, Sonic
Adventure is going to be the next game to take us where we’ve never
been before. &

AMY'’S MISSION IS SIMPLY TO ESCAPE
FROM DANGER, BUT SHE WILL ALSO
HAVE TO AVOID EGGMAN’S ROBOTS
TO PROTECT A LITTLE BIRD THAT IS
ALSO IN DANGER. ONE PARTICULARLY
HUMOROUS SCENE SHOWED HER
WIELDING A HUGE HAMMER AND
ANGRILY SMASHING CRITTERS AS
THEY POPPED OUT OF HOLES. |
ALWAYS ENJOYED A GOOD GAME OF
MOLE IN THE HOLE.

ALTHOUGH TAILS HAS BEEN A MERE
SIDEKICK TO SONIC IN PAST GAMES,
THIS TIME HE’S TAKING ON AN
ADVENTURE OF HIS OWN. TAILS’ ABIL-
ITY TO FLY ALLOWS HIM TO TRAVEL TO
FAR-OFF PLACES THAT SONIC CANNOT
REACH, AND SOMETIMES THAT GIVES
HIM A BIG ADVANTAGE. WHEN HE
CHASES AFTER SONIC THROUGHOUT
THE VARIOUS GAME ENVIRONMENTS,
IT FEELS MUCH LIKE NIGHTS, BUT
FREE ROAMING.

KNUCKLES IS BACK IN GRAND FASH-
ION! THIS TIME HE IS THE PROTECTOR
OF THE MASTER EMERALD, A GEM
LOCATED ON THE FLOATING ISLANDS.
UTILIZING HIS SPECIALIZED RADAR,
HIS MISSION IS TO FIND THE WIDELY
SCATTERED PIECES OF THE MASTER
EMERALD. EACH TIME YOU START A
NEW GAME, ALL OF THE PIECES ARE
RANDOMLY PLACED, WHICH SHOULD
KEEP THE REPLAYABILITY HIGH. ONE
SCENE DEPICTED KNUCKLES SCALING
A HUGE BUILDING AT INSANE SPEEDS.
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BRILLIANTLY

ENGINEERED BY

DR. EGGMAN,

SONIC’S NEMESIS, THIS

HOVERING MECHANICAL BEAST IS

THE SECOND ROBOT UNDER E-100

SERIES. BECAUSE OF A BUG IN HIS

PROGRAM, HE IS NOW WORKING

AGAINST HIS CREATOR. HE IS

EQUIPPED WITH A ROCKET BOOSTER

AND A ROCKET LAUNCHER. WE CAN’T
WAIT TO SEE THIS GUY IN ACTION.

A NEW CHAR-

ACTER TO THE

SONIC SERIES, BIG THE CAT IS VERY
SLOW AND CLUMSY BUT PACKS A
POWERFUL PUNCH. WHILE FISHING,
HIS DISTINCTLY GREEN FROG FRIEND
SUDDENLY DISAPPEARS AFTER SWAL-
LOWING A PIECE OF THE MASTER
EMERALD. BIG’S JOURNEY IS TO FIND
THE LITTLE GREEN GUY. WHO KNOWS,
MAYBE YOU’LL DO SOME FISHING ON
THE WAY.

Just look at the overall detail in the environments
and character models! Many of the textures were
pulled from actual locations visited by Yuji Naka
and his team over the past year. Each character will
have a unique story, different level objectives, and
varying routes to travel. Sonic will run and spin as
he did on the Genesis, but he also has a new move:
a homing spin jump that locks on to nearby targets.

SONIC’S ARCHNEMESIS, WHO HAS
BEEN A RATHER BOTHERSOME FEL-
LOW EVER SINCE SONIC WAS BORN,
IS BACK AGAIN. BUT THIS TIME HE IS
CALLING ON THE OMINOUS POWERS
OF CHAOS TO HELP HIS CAUSE.
CHAOS IS A HUGE BEAST COMPOSED
OF WATER. AT THE END OF EACH
LEVEL HE MUTATES INTO VARIOUS
FORMS. | WONDER WHAT HIS FINAL
FORM WILL BE?




On Saturday, August 22, the Tokyo
International Forum was center stage to over
15,000 people as Sega proudly unveiled Sonic
Adventure to an eager world of gaming enthu-
siasts. The stretching queues for the event had
started the day before and by the time the first
of the two showings began, at 11 a.m, over five
thousand people were gathered outside wait-
ing for the next time slot.

As we prepared to enter the second show-
ing, fansecould be seen leaving the hall with
wide grins plastered across their faces and tot-
ing special Sonic Adventure limited-edition
bags containing a T-shirt, postcards, and event
pamphlet. Many of them were also carrying a
mass of Sonic goods that they had bought at
the Sega shops inside. It was obvious that
Sega managed to satiate the feeding frenzy
that took place inside.

After all of the excitement over getting in

had abated, we waited patiently in the dark-
ened hall until the performance finally began.
The show opened with the Iri-san demonstra-
tions previously depicted at the Sega New
Challenge Conference. After that, Sega’s

Sonic Adventure Evéhtin Japan!

President, Mr. Irimajiri, appeared and talked
about the Dreamcast briefly before they intro-
duced Mr. Yuji Naka, who dramatically burst
out of an egg-shaped balloon to a massive
applause from the audience.

Articulating his thoughts on the Sonic
Adventure project, he talked about his South
American trip to gather materials for the game.
He then ran a special video showing the Sonic
Team climbing high into the mountains, stand-
ing next to ancient buildings and trekking
through the jungle. In addition, clips from
Sonic Adventure were mixed in with these var-
ious scenes to emphasize how they used their
experiences to make the game. And then the
moment we had all been waiting for ensued:
Mr. Takashilizuka began playing the game live
in front of the audience. By using a special
sound sensor to measure our applause, the
audience chose which game area they wanted
to play. The winner was Sonic in Speed
Highway! Finally, they wanted to put the audi-

ence into the.game. To get the crowd all excit-
ed, they had invited Mr. Segata Sanshiro, who
prompted everyone to repeatedly shout
“SONIC!” The“Sonic Team sound team then
recorded their voices with a microphone and a
DAT recorder. The show ended with a rock
band on stage playing the main theme of Sonic
Adventure. One of the guitars played was a
special Sonic edition that had been painted
with the new Sonic image.




0&A with Sega of America

THE FOLLOWING Q&A WAS CONDUCTED VIA E-
MAIL (TO EXPLAIN WHY | MAKE NO RESPONSES)
AND IS MEANT TO GIVE SEGA USERS CONCERNED
WITH THE SATURN’S LACK OF IMPORTS A LOOK
INTO HOW SEGA WILL DEAL WITH THESE ISSUES
IN THE MONTHS AND YEARS TO COME. §

GR: Thank you for allowing us the opportunity
to get this burning topic out in the open. As
someone who blows way to much money on
import Saturn games, | really appreciate it, as
do our many Sega devoted readers whose e-
mails and letters prompted this. Let’s start off
with the basics:

Q: Will Japanese games play on the U.S. ver-
sion of the Dreamcast and if not, is it conceiv-
able a compatibility cart could be developed?
A: Dreamcast games for the European or
Japanese markets will not be compatible with
U.S. Dreamcast consoles. Sega has no plans to
develop a compatibility cart.

Q: So many great Saturn games never came out
in the U.S., many of which contained little to no
text to be translated. Many of these exploited
the Saturn’s strongest weapon against the
PlayStation — 2D capabilities. It has been (and
continues to be) proven with Tomba,
Castlevania, and Silhouette Mirage that 2D
games are in big demand, and these would
have been Sega Saturn exclusives that couldn’t
be duplicated by the Sony camp. How could
Sega pass up such a great opportunity to let
the U.S. demographic enjoy these great titles
and pump up the systems in the U.S.?

A: Selecting the right games from overseas to
publish in the U.S. market is a very difficult chal-
lenge, and something that | know seems so sim-
ple is actually a complicated business proposi-
tion. To be blunt, sometimes the cost of transla-
tion, modification, packaging, distribution, etc.,
cannot be covered by the sales of the games
when we stack them up against the whole line-
up. This is why we work with various other pub-
lishers here to bring our properties to market .
Q: How will you keep this from happening with
the Dreamcast? Is there a place where Sega
users can air there concerns and grievances?
A: | am confident of 2 things: first, Sega of
America will not bring all of Sega of Japan’s
titles to the U.S. market, and second, SOA will
be working with other publishers to bring more
of these titles to the U.S. for Dreamcast than we
did for Saturn. We obviously want to keep as
many customers as possible happy with the
library. One of the biggest factors influencing
our decisions is consumer feedback: e-mail us
at cswebi@sega.com...that’s the best way to
cast your vote.

Q: Who at Sega keeps tabs on the import mar-
ket and makes the decision whether or not to
bring out a game?

A: It’s a collective effort from product develop-
ment and customer service in the U.S. and prod-
uct promotions teams at Sega of Europe and
Sega of Japan. The final decision is based on
market demand and translation requirements.
Q: Is this collective effort aware of what

Treasure and Gamearts can do for a system?
Liken it to Rare for Nintendo or Naughty Dog
and Square for Sony. That said, why did
Treasure’s Guardian Heroes, one of the best SS
games of all time, get so little marketing?

A: Well, | guess you believe that we’re not pay-
ing attention to the market. | assure you that
we’ve been extremely focused on what’s going
on in the U.S. market in terms of sales, game
genres, characteristics, etc. | doubt that any
other company has been as attentive as we have
over the last 12 months. Overall, RPG games in
the U.S. represent between 7-10 percent of the
console gaming market now. So, as | said
before, you will see Sega of America weigh RPGs
more heavily for Dreamcast than we have in the
past. However, no matter how you slice it, RPGs
don’t represent the bulk of the market in the
U.S. and they are some of the most time-inten-
sive games, not only to develop but also to
translate and modify. So, we’ll be bringing more
of them, and spending more money on them,
but at this point | don’t think we're going to
make everyone happy.

Q: After seeing the splendor that these two
companies squeezed out of the SS, like
Radiant Silvergun (possibly the greatest
shooter of all time) and Grandia (one of the
best RPGs ever created) how will you treat
their titles in the future? Will they finally get
the U.S. treatment they deserve?

A: Again, it will depend on the type of games
they make, the Dreamcast demographic and the
status of other games in development for the
platform. We have to take all games and desires
into consideration when making publishing
decisions to make sure we’re building a long-
term business for the platform and the brand.
Q: If indeed Phantasy Star Nova for the
Dreamcast is confirmed (the logo has already
been spotted) will you localize it as it is being
produced in Japan so that it can be released
close to the import? Do you realize that if you
do not, thousands of people will be extremely
upset?

A: Sorry, no news yet on the U.S. lineup. But,
we’ll certainly take this as a strong vote for the
game.

Q: Two parter. First of all, do you agree that the
opportunity for hard-core Sega fans to play
import games (which are not coming out here)
is beneficial for them and you? If you agree,
then why not manufacture a compatibility cart
(or disc) yourselves (to insure it’s a quality
product) or make the two systems compatible?
A: Yes, | do understand that some Sega fans
want to play import games, and trust me, we get
that these people are vital to our overall busi-
ness. However, please understand that this is a
very small community within the total gamer
population, and we simply cannot cater our
entire business to this segment, no matter how
important. This would be a better strategy for a
software publisher, not a hardware provider.
Second, there’s a reason why no console in the
past has offered compatibility by territory: it
leads to over-saturation in the market and con-
sumer confusion, which diminishes the overall

value of the products and could lead to an
industry collapse.

Q: Does SoA and So] talk about this whole sit-
uation. If so, how does Japan feel about us
wanting to play their games so badly?

A: No, we have no contact whatsoever.. Of
course, we discuss these issues regularly with
SOJ and SOE. They have the same situation with
Japanese gamers wanting American games, and
again, they have to make decisions based on
how well the games in demand will do in their
market as a whole and how well they could sup-
port a foreign game in terms of customer ser-
vice.

Q: What are your feelings regarding the import
mail order trade? EB has even started carrying
big imports like Castlevania SotN for the
Saturn.

A: Anytime you start bringing in games that are
not compatible with the hardware systems
being sold in a particular territory, you run the
risk of consumers being confused or disap-
pointed with the game because it’s either not in
their language or won’t play at all on their sys-
tem.

Q: We often hear that the reason a game does-
n’t come out or get a lot of support is due to
surveys or focus groups you conduct. When you
conduct these surveys, how do you go about
choosing the participants? Why don’t you give
your hard-core fans the opportunity to partici-
pate? People who buy a couple of games a year
should not determine what someone that buys
20 or more will have to choose from.

A: Dave...dude... Just because you’ve never par-
ticipated in one of our focus groups doesn’t
mean that other hard-core gamers haven’t.
We’ve conducted literally hundreds of focus
group studies in the last 12 months and | guar-
antee you that the hard-core gamers are very
well represented. In fact, the criteria we use gen-
erally deals with the number of consoles the
gamer owns and the number of games he/she
buys per platform.

Q: And finally, and oh so importantly, Japanese
games always have awesome cover art and
full-color instructions that prompt one to take a
deep whiff. This makes every game a little trea-
sure. | bought every single Mega Drive game |
possibly could (as you know after seeing my
office), especially when you switched to paper.
U.S. manuals (save Working Designs’ excellent
work) are cheap black & white tragedies. Never
has this been more problematic than with the
book-sized Saturn CD case and large Xerox-
tastic instructions. Please tell us that you are
addressing this issue.

A: UNCLE! Yes, along with many other things,
we’re looking at a lot of options for changing
our packaging and manual materials. This will
be especially important as we begin shipping
networked gaming titles for Dreamcast.

Well, folks, there it is. If you really care, the e-
mail address beckons.

OUR THANKS TO DAN STEVENS, THE PUBLIC RELA-
TIONS DIRECTOR FOR SEGA OF AMERICA FOR
LENDING AN EAR.
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~grow;-the-Dreamcast-is-heating-up
- ‘again. And it’s a combination of
: incredible hardware potential
nd perfectly timed game announcements

- that fuels the hype. In terms of hardware,

the recent Power VR/Video Logic bench-
marks truly tell the tale. Over three million

_polygons per second? Pixel filling at one

billion per second? Oh yeah, all on board

the final Power VR DC chipset being deliv-
ered to Sega for production. Then there
are the games. Scud Racer, Rally 2, Fight-
ing Vipers 2, and VF3 were always con-
tenders, and now we know all three will be
launch or winter titles. AM conversion
teams have stated that these ports will
come to the Dreamcast “better than
arcade perfect.” Hee hee, “better” they
say. Oh man. D2 was the most publicized
game before Sonic Adventure captured
and secured the spotlight with massive
coverage. With each announcement, the
images and details are more and more
captivating. The latest and greatest? A Cli-
max game is in development for Dream-
cast. Go ahead, say it again. It feels good.
Landstalker, Dark Savior, Runabout...
these guys are awesome, and they’ve even
brought some extra talent on board for the
new project. Coming this winter, they’re
set to deliver a spectacular cinematic
action adventure to the Dreamcast called
Blue Stinger.

M e developer climax graphics e publisher sega

THE ORIGIN OF BLUE STINGER...

After releasing Dark Savior on the Saturn
in September of 1996, Climax decided to
reassess their development strategies.
They came to the realization that high
quality CG had to be integrated into their
games, so a division was set up three
months later to specifically create CG. In
those days, many designers at Climax
were using Softimage to create CG movies,
so they were brought over to the new divi-
sion, called Climax Graphics. The team set-
tled in, and planning commenced. During
their research, Warp released Enemy Zero
and it was determined that very visual
games with lots of CG would be popular in
the future. The staff began to consider the
creation of games with extremely attrac-
tive visuals — stylish, emotionally charged
images of the highest quality. While con-
ceptualizing such a project over the course
of half a year, they got wind of preliminary
Dreamcast information. That was inspira-
tion enough to move ahead with a new
game — the first to incorporate their latest
graphics technology. In late 1997, Blue
Stinger was born.
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In Blue Stinger, you attempt to solve an mtrlcate mysterywﬁlle 5|n|ster creatures
run_amok. In the year 2000, a big earthquake rocks Mexico.: As rescuers. sift
through the destruction, they notice something isn’t right. A strange little island
has suddenly emerged just off the goast of the Yucatan Peninsula, and the Mex-
ican government is immediately notified! In 2001, the Mexican and U.S. govern-
ments combine their efforts and: sénd-in a special team to survey the island,
ambiguously dubbed Dinosaur.Island. Time passed, and both governments had
. nothing to report. The following year,:arsecond exped|t|on team comprised of
(i research scientists is sent to the.i ahd' and again months go by and not one
“m w announcement is made by either goyernment Present day. Seventeen years
il have gone by since the second expedltion team was dropped off, and almost
";::""“ everybody has forgotten about the |sland The island hasn’t forgotten about
.,J],,,, them, however... , \
!!;’!!:{}!! A CLIMACTIC GAME SYSTEM... ARK }
iy, Using high-powered assault weaporis, you'll be blowing apart gargantuan atroc-
I::: i jties of nature across painstakingly- detailed environments. Blue Stinger will be
“ ' 100% real-time cinematic, making use of the Dreamcast’s graphical prowess
"qu" instead of prerendered images.' Mr. Ishigaki, producer at Climax Graphics,
uyy,  explained that the presentation would be like a Die Hard film if it were : .
iy directed by Steven Spielberg. A bold statement. Their intent is to meld ‘ N LR
Ii::::::m a combination of 30% suspense, 30% action, and 40% emotion into a :
Wy rich gameplay experience, tentatively called Real Time Movie Action
i Adventure. Essentially, the developers are attempting to achieve the
{Hm“" effect, expression, and satisfying drama of CG through real-time graph-
“mum, ics, involving you in the adventure as if you were there as the main char-
" acter, but in complete control. Climax Graphics are hoping their unique
“mm:] concept can set them apart from Climax.

i

H,:ﬁ::::: HOLLYWOOD PROS LEND A HAND...

it The savage mutations that you see on these pages will attack when you  This unbelievable sequence demonstrates Climax Graphics’ dedication to subtle

“;1:":::: least expect it. You can’t anticipate what comes next, so the gameplay  getajts. Look carefully at the depth of the smoke effect as the rocket launches.

il iy always has.an mtert.estlng element in its favor. The spec"(‘acular monst'(’er Amazing. The ensuing explosion has multiple layers of intense pyrotechnics.

"»" " cast a}nd mlnd-l?lowmg suspense come from two of the “extra talents” |

"':H;::" mentioned earlier. Robert Short, the winner of an Academy Award for

iy, Beetlejuice’s special effects, heads up Blue Stringer’s creature design.

ta - All of Robert’s malevolent creations will almost inevitably impede your GET READY FOR THE STING...

f,,,m:{[ advancement. To guide the player through the most original and cine- Blue Stinger looks amazing and seems to be in capable
matic of locations, Climax Graphics has also enlisted the aid of Pete Von hands. It’s already one of the most anticipated DC games
Sholley. His credits as a storyboard artist include Mars Attacks, The here at GR. Why wouldn’t you be excited about this
Mask, and James and the Giant Peach. This experienced Hollywood pair game? These developers are incredible, the theme is
also provides radical design suggestions, camera work, and profession- awesome, and it'’s on Dreamcast. I'm there. &

al cutting techniques.

This is 28-year-old Elliot G. Barade,
Blue Stinger’s main character. He is a
| member of the E.S.E.R. (Especial Sea
Rescue), in the C-730 Trooper divi-
sion. He is a strong, enthusiastic and
» resourceful rescuer trained to use a
variety of weapons and martial arts.

43-year-old Dogs Bower is the Cuptam of
“Diana,” a transport sea vessel that connects
the mainland to Dinosaur Island. There’s more
to him than meets the eye, however. This ex-
military man was apparently involved with the
very first expedition to the island. Dogs is profi-
cient with all artillery, especially fire weapons.
[T
|

Janine King is a 24-

year-old agent for Kimura Securities, a division of Dinosaur
»@ Island Research. Before accepting this post, she worked for an

J elite branch of the E.S.E.R. called Team Class S. Janine was one
of their best operatives. She earned her Masters Degree at the
much-respected M.I.T. when she was only 16. Her computer
hacking skills are unmatched, and she is a firearms expert.




it is more commonly known, began

originally as a Saturn title. But as
the game grew during conceptualization,
it became clear that more powerful hard-
ware was needed. Enter the Dreamcast,
and E.G.G has been reborn.

A collaboration between Hudson and
Birthday, Elemental Gimmick Gear is an
RPG crafted of three unique perspectives,
or visual elements. These consist of high-
quality pre-rendered CG, 2D hand drawn
overhead maps, and real-time 3D battle
scenes. All aspects will use the incredible
capabilities of Dreamcast to allow for a
high level of artistry and graphical flour-
ish. Custom gig discs and robust decom-
pression routines will present CG movies
with stunning clarity and resolution. And
in an effort to get away from the often

Elemental Gimmick Gear, or E.G.G. as

ular one, you play as a high school

immaculate look of prerendered back- ‘, Yy
grounds, the 2D world maps in E.G.G. will' |,
all be hand drawn, making use of Dream-" '

cast’s deep color palette to accurately
represent the artists’ creations. Finally,
the 3D battles will use the system’s much-
vaunted rendering capabilities to create a
heightened realism with intricate polygo-
nal models and complex lighting effects.
Hiroaki Hara, president of co-developers
Birthday, pointed out that “it was difficult
to unite all the elements into one that
does not give the impression of incoher-
ence. For example, the transition from an
event to a CG movie had to be very well
coordinated.” Let’s hope they succeed in
creating a coherent experience. Current
plans call for a spring ’99 release, plenty
of time to make E.G.G as good as it cur-
rently looks. ==
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common occurrence of
late, we’ve again
received a previewable
game based on a movie before
{its debut at the cinema. The last such instance
saw us gasping at the wretchedness of Toy
aSaldiers’ busted controls and praying that the
i;movie would fare much better (which, it did
"not). This time around | think it’s safe to say
that the opposite will apply. Created by uber-
developers Traveler’s Tales (Sonic R, Toy Story,
i Mickey Mania), A Bug’s Life seems destined to
. claim its spot among such greats as Jungle
' Book, Hercules, Aladdin, and Toy Story.
Traveler’s Tales have assembled all the ele-
ments necessary to churn out a solid 3D
...engine, and are close to a truly impressive one
for Sony’s machine of infinite legs. The tex-
tures, as you can see, are extremely high res,
and the horizons stretch far and wide before
‘you. While there was some heavy slowdown,
' collision, and camera issues in our beta ver-

i
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e developer traveler’s tales e publisher sony

sion, something tells me these will be
addressed (they’ll have to be for Traveler’s to
realize their vision and appease Disney
Interactive and Pixar). I'm not wild about the
motif, playing as Flik the purple ant, but the
movie’s target demographic likely will be, and
so A Bug’s Life should hit the mark with the
utmost precision.

The game is based heavily on exploration
and problem solving, revolving around differ-
ent colored seeds. Let’s say, for instance, you
come upon a cliff you can’t jump high enough
to overcome. Depending on just how high it is,
you’ll need to collect the necessary colored
icons to power-up the seed that you will carry
to the cliff, activate, and use to bounce over
the summit. Often times it will take a combi-
nation of seeds to complete a task. So, much
like ants actually do, you spend a lot of time
carrying many times your body weight. Of
course, there are plenty of enemies to worry
about as well, including spiders, wasps,

e available november 17
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worms, grasshoppers, and other such every-
day shoe-goo. The models for all of these look
very convincing. You can take out the assorted
creepers by butt-bombing or throwing Berry
Ammo at them. There are six stages of Berry
Ammo, from normal to homing to deadly flam-
ing berries. Using these elements, Traveler’s
Tales have crafted some very unique platform-
ing and adventure themed levels, which culmi-
nate in vast guardian chambers.

Standard issue for a Traveler’s title, A Bug’s
Life is enriched with play mechanics that
develop gradually throughout the game. The
deeper you burrow into A Bug’s Life, the more
sophisticated the tools at your disposal
become; you can even use your bug buddies
as strategic elements in battle.

If Traveler’s Tales can work out the bugs, A
Bug’s Life should enjoy a happy Hollywood
ending. Better hur gh: Dreanivork’s
Antz can’t be they’velgot a
Woody. %
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| Affer having his heart ripped from his chest by his own brother, Akuji =~ = = "~ ° " "~

is banished to the underworld where he must attempt to escape its demonic grip.

<

ney, a brooding game filled with darkness and

portent, its bleak world fed from a story of
voodoo magic. The game is set in the underworld,
where the main character, Akuji, is condemned to
spend his afterlife after being slain by his brother. In
order to escape the land of the dead, he must call on
the souls of his ancestors and channel their energy
to break the shackles of hell.

This leads to moments of battle between a legion
of aberrant beings that lurk in the deep shadows. By
locating magic throughout the levels, Akuji can sum-

mon various spells of which to do battle with the

creatures, and for close range attacks, his

claws become the instrument for death.
Adapted skillfully in appearance to the sur-
undings, the enemies are convincing within
“their world, yet it is Akuji who needs a little work:
\When he scurries around, he animates he as if he
werg a fatigued marathon runner. But when climb-
¢ ing, hanging, jumping or slashing at the enemy, the

" o Character maintains a pleasing animation.

Struggling to find itself in a few key areas, the
game stumbles a bit in its heavy platforming ele-
ments, control, and camera work. Like so many 3D
games on the PlayStation, the camera is currently
the biggest threat to the game, and Crystal know
this: they are utilizing an extensive amount of
resources to remedy the problem.

Where Akuji attempts to make up for its weak-
nesses is in its excellent level design, not only visu-
ally but in concept and structure. Through their

visions of a hell, the game’s creators inspiring-
ly convey a somber and darkly beautiful mood
with levels such as an ancient wooden ship,
where an amazing sky melts its unnerving
color around the sharp-angled platforms of the
dilapidated boat, and a winding city in the
trees, where the camera scales out to open up
the towering view

Every step of the way, Akuji is hinting at a
fine game. It can either coast through the final
stages of development as a good game or grab
hold of the fruitful theme and bear an adven-
ture to remember.

» e
?' — b kuji The Heartless is a most disquieting jour-
i A B L
: ’ % < L] A
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Forgotten

A beautiful 16-bit depiction of the AD&D universe is upon us.

oA

licensed role-playing game that is spread

across 5 CDs. Picture a beautifully drawn and
seamlessly animated real-time world brought to
life with uncountable ambient sound effects.
Envision an elusive odyssey of mysticism, truth
and destiny — a spiritual journey in which a
young man searches for his true lineage. For role
players, it sounds too good to be true. But those
who are patient will not have to use their imagi- ‘
nation much longer. Bioware’s Baldur’s Gate fits A / : Sl = Damace Then ()
this description perfectly, and it’s coming soon. {3 7

The sense of atmosphere and depth in S
Baldur’s Gate is immediately apparent, but it is the character
development and innovative gameplay that will likely push it
well beyond mediocrity. As traditionalists would expect, the
game features a deep character generation interface that
allows players to define their gender, race, class, alignment,
abilities, and appearance. The artwork depicting the charac-
ter visages is extremely captivating, capturing the essence of
AD&D unlike any PC title before. But while such setup and
statistics are familiar to many, the gameplay is what takes a
bold new approach.

Baldur’s Gate transpires in real time, even during battles.
Straying from the conventional turn-based paradigm, the
real-time engine adds a new challenge to the battle scenes,
particularly when it comes to keeping track of the health and
status of individual characters. But Bioware has developed a
very intuitive and effective interface to combat such issues.
By right clicking on a character portrait located to the right of
the screen, you will enter an inventory screen where you can
select new spells, weapons and use items such as healin
potions. And attacking is as simple as clicking on the enemy;
the action transpires automatically, so there is no need t
focus on each distinctive strike. But even more original is ho
the engine is also multitiered. Players can break up thei
party as they wish and explore multiple locations at any give
time. This opens the game up to unlimited options: While one
character is looting a nearby house for gold, another could be
shopping at the local inn or even fighting a battle. And switch
ing between characters is, once again, a simple click away. |
the end, Baldur’s Gate feels much like an AD&D licensed ve
sion of Diablo, but with several characters at your control —
a formula that is sure to please many gamers. &

Imagine an immensely detailed AD&D

your
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about makes me
happy deem me unfit to
write about his third
- escapade? How about the
‘ | B 2 el 3 fact that | own every piece of
< . \ Japanese and U.S. Crash mem-
orabilia? OK, how about this: |
actually went out and bought a
real Bandicoot! | didn’t really, but
given the opportunity | probably
would, and then dye it orange to
boot.

Being that this is merely a
Crash 3: Warped update (the
game will not be final in time for
‘ 8, November issue reviews), there’s no
need to worry, mate—I'm merely point-
ing out what’s new and improved. First of all, let’s deal with the
whole free-roaming issue. | feel there’s been too much emphasis
placed on what amounts to a very small portion of the game. The wave-
runner sequences starring Coco aren’t all that free roaming.
They are set within parameters (albeit wide ones), just like
the majority of Crash levels. The plane levels are actually wide
open. The important thing is that both of these new features
are extremely well-thought-out and gobs of fun. Neither com-
pares to the Crashcycle racing sequences, though, which put-
ter and sputter in hallmark Naughty Dog style. Further diver-
sity is always a good thing, but do not run out and buy
Warped for the free-roaming aspects of it. Buy it because it’s
more of what you’ve come to know and love about Crash, who
now rides new critters, shoots a big gun, gets his sister into
the act and is in every way just a little bit wackier than he was

before.

Crash die-hards will be happy to know that number 3 is
more akin to the original Crash Bandicoot while at the same
time adhering to the do-able nature of Crash 2. ND have
achieved this by adding peril in the form of advanced play
tactics, so again you can get through the game, but to truly
conquer it you will need “Road to Nowhere”-like skills—
bravo! If you thought collecting all of the crates was hard
before, wait till you get a load of this action. As you progress,
defeating familiar and unfamiliar foes (both wickedly
detailed), Crash picks up a host of new abilities that adds a

new twist to the already masterful gameplay. Double-

jumps, floating-spins, and super-flops add a notable new
spin to Crash’s already legendary gameplay. Aside from
this, expect (I know it’s hard to

believe) the best graphics in the

series yet, and a heapin’

helpin’ of jaw-dropping special

effects.
. E Before | go, | must mention the

7 v diversity within the levels, like
hy Dave Halverson chases that segue into action and

then back again, 3D into 2D, etc. These
l , aspects, along with an entirely fresh new
egs- look and feel, are sure to make Crash 3:
5 = Warped the best in the series thus far. Lon
s Bandicoot caper,, live lZZrash! We’ll see you back here with g
ull out all the stops!

e : - oes the fact that sim-
418 e \ 9 Dply seeing Crash loaf
2% (THT THT oy \
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restore my faith in gaming. Games like
Nights, Panzer Dragoon Saga, and Metal
Gear Solid. Beautiful games. Without such

The most important games are those that

genre-defining titles and the imagination
responsible for-their undeniable uniqueness,

we might not be where we are today. Progression lends itself to better
games, and pedigree usually ensures their success.

more complete. Destrega’s creators, Omega Force, responsible for last
year’s excellent Dynasty Warriors, have successfully merged a totally

~—new-fighting-game=concept with-satisfying play mechanics. With-a-
hyper-intense combination of long-range firepower, incredibly balanced i
blocking and deflecting techniques, minor hand-to-hand attacks, and |
huge multilevel environments, Destrega is.a blast to play. | honestly |

haven’t had this much fun all issue.

Each of the twelve main characters possesses various types of magi-
cal Strega powers as well as weak and strong hand-to-hand attacks. The
homing Strega powers consist of Fast, Power, and Span. Fast magicis a
weak, long-range attack, Power magic causes major damage over a
5 L e ~wider area of the

playfield, and Span
provides you with an
unpredictable forma-
tion of projectiles.
Hand-to-hand

erful, but they’re sim=

' plistic and fairly easy

maneuvering

attacks can be pow-

to avoid or block. The
real key to winning
involves  lightning-
fast  firing = and

through the environments, using the Dash and appropriate Strega pow-

| ‘ers in tandem to keep your opponents off guard. The three Strega pow-

Koei’s Destrega is taking the fighting genre to an unseen territory. Its |
design may have been influenced by the likes of Bushido Blade and
Psychic Force, two completely original game concepts in their own right,
but Destrega’s gameplay and theme feel a dozen times more solid, |

ers can also be used in combination, based on the Charge meter locat-
ed beneath your life bar. Depending on the bar’s length, you can charge
up Fast, Power, and Span two to three times alone or combined for spe-
cial attacks. To defend against this madness you can raise a shield, or
you can deflect minor magic attacks (such as Fast) by tapping Guard
just before receiving the projectile.

You really-have to-see-all-of this in-action; playing-itself out at incred-
ible speeds, to completely fathom the intense spectacle that is
Destrega. The magic effects are awesome, and the environments and
well-shaded characters look amazing, with a frame rate locked at 30.
The music and intro CG are also impressive, and hell, there’s even
bouncing boobs.

| wish we had more space for Destrega, but the issue is packed tight.
I will insist on its return in the next GR'so that I can run you through the
Story mode and lay down a few advanced strategies with an updated
version of the game. If you're interested already, your heart’s in the right
place. This is a refreshing title that deserves-your attention. ¥

Destrega has an intri-
cate storyline showcas-
ing this eclectic cast of
magical strega fighters.
Similar to Bushido
Blade 2, the Story
Mode chronicles the
events of Destrega’s
characters through
extremely well-directed |
real-time sequences‘
complete with loads of
excellent voice acting.
In a unique twist, you’ll
fight using all promi-
nent characters
involved with the plot,
instead ~of “choosing
just one from the start.
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“&dungeon keeper Il ril

by Dave Rees ee

~ The Ho rned Reaper has much fo say...

..about his-ongoing-slaughter-dr the innocent.

gry. The grinding of gears emanating from the training room is reas-

suring. | wonder if my dragons have reached level ten. The machinery
in the workshop is clanking off in the distance. My trolls are building a new trap
called the Sentry. It will continually scan the immediate area for intruders and fire
well-aimed projectiles upon detection. They should be commended for their efforts
on the new door they devised. It is a heavy slab of stone that rolls into place and
locks out the enemy. I'd like to see them break through that. Sometimes, the best
offense is simply a good defense. The pitter-patter of my imps running back and
forth as they work hard to build my lair and mine gold gently soothes my mind. |
must remember to slap them around a bit to increase productivity; | love scare tac-
tics. Pages turn as my warlocks study feverishly in the library. They are learning a
new spell called Tremor. It apparently causes fortified walls to crumble and it rat-
tles anyone within its vicinity. | will have to remember to tell them about my latest
idea. It is a spell that will cause creatures to turn against themselves. | think I’ll call
it Turncoat.

How will anyone stop me? With the Black Knight on my side, | can cause panic
and chaos of tremendous proportions. My new little friend, the Dark Elf, is an
extremely skilled marksman with a bow, and he is very fast as well. And how will

anyone avoid my pits of death? The “home where the vicious salamanders
roam”—that is what | call them.

And how my minions have learned a great deal since my last
onslaught. They are more strategic and organized in their attacks.
They keep their distance from each other and concentrate on their
immediate foes. And oh how | have dramatically improved the
control over all that dwell below me. | have more options and my
view of the world has been greatly enhanced. Ah, modern day
technology. They call me Horned Reaper. | am a dungeon keeper.
My dungeons are always well-oiled machines. And once again,
with your help, I will transform a peaceful existence into an insur-
mountable hell. | look forward to meeting you.

M mmm, | hear the clucking of tasty chickens nearby. It is making me hun-
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We did some digq"l;n

hile he may be a little late, when everyone’s favorite slab of

walking fish bait, Earthworm Jim, does surface, it will have
been worth the wait. How long of a wait, you ask? Judging by the
version on display at the ECTS (and after, of course, conversing
with Jim’s new caretakers at VIS), we reckon Jim 3D will show up
around mid-1st quarter’9g. A blessing of sorts, VIS will not rush
out what is now looking like a fantastic 3D romp, and Jimbo
won’t get lost among this holiday’s many heavy hitters. Then
again, I'm sure Interplay’s not exactly celebrating the fact that
Jim will miss Christmas. The good news is that all three versions
are looking equally good for their respective platforms: The
game isn’t being wrenched into any one format. Rather, VIS are
maxing out each system’s capabilities. Through the use of voxel
technology (it's fun to say voxel, isn’t it?), Earthworm Jim 3D has
a comparatively smooth look in contrast to similar polygonal
fare. Also, as is apparent on these very pages, within the

hworm

-

at the ECTS...

me up with somethin’ wet 'n wigglin’

to its ' of
manic scooter-riding

Psycrow, and everyone’s favorite feline, Evil the Cat. As has been
previously reported, we can now safely say that humor has been *
successfully injected into the mold. Jim’s phobias become reali-
ties and all heck breaks loose. He watched too many horror
shows, so there’s a spooky parody level; he fantasized about
being a sheriff in a dusty old Town, so voila... you get the picture.
The levels themselves are true to Jim’s roots (can worms have
roots?) in respect to hard-core platforming, but VIS are mixing
things up a bit with some puzzle elements and unpredictable

jim 3d

by Dave Halverson
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This here cluster is from the pe

enemy Al In between, in true Shiny form, Jim whips out
the old pocket rocket or slides on a slick pig. Jim’s
arsenal has also grown. He now harnesses the power
of 13 guns in total, including
the smelly- rotten-egg gun
and the daisy firing (hit the

deck!)...pacifier. i A a
It was nice to see the game run- . s e & g I & -

ning smoothly at the ECTS show, »F

but we'd really hoped to cart one . a 2® X474
back for a more in depth hands-on | > '
analysis. The game’s delay, though, [t ok = Mﬂ[g 64 shats!
prompted the big red light on a ~ ;

playable, and so we’re a little shaky on actual control issues

and the like, but what we’ve seen looks promising, including

the camera, which can often make or break a 3D game. Well,

that’s about all the groovyness we can shed for now, so all of

you Jim fans out there, (those are some wacky web sites peo-

ple) hold your horses (or cows) for a few more months, and

Interplay will deliverto you one shiny new game-o-jim. #

? A X3 :
i 10 0% A

lm i i ) i,
L2 /I[I Jim on the PlayStation.... Luscious!
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rain is immediately noticeable.

Invasion From Beyond features a great engine, but
the environments are very small: the repeating ter-

‘ us in the future? Bring it on!

10 ] of the jﬁﬁgie o pbb/i&her gt iﬁtéractive e available fall

<G>

The War of the Worlds was then... This time, we’re ready!

Invasion From Beyond would likely be one of
those killer apps—the type of game that
would single-handedly sell millions of
PlayStations. It is a humorous tribute to the infa-
mous UFO craze that, back then, had millions of
Americans fearing that the earth was a likely tar-

If the PlayStation existed in the 1950s, then

[ get for a hostile alien attack. But today’s society
¢ seems to be much less nervous. Visions of highly

intelligent alien life forms descending upon us in
their wobbly little saucers, introducing us to a
wealth of knowledge and providing us with won-
derful new technologies are more common. King
of the Jungle’s upcoming game, however, paints a
picture that hearkens back to our distant panic-
stricken days.

But there’s no need for panic here; this
“Invasion From Beyond” takes place in the future,
a time when we earthlings are very capable of
defending ourselves from such adversity. We

- have a wide variety of powerful aircraft equipped

with some highly advanced weaponry and a
device that beams innocent civilians to and fro.
Invasion From Beyond is a shooter with a nice
60 fps free-roaming engine, fitting tunes, varying
mission objectives and plenty of action. But while
the preview version is initially fun to play, a bit of
monotony creeps into the overall experience after
playing through a few of the levels. Each mission
typically revolves around rescuing civilians by

picking them up with your beaming device and
dumping them into various sanctuaries. And
while performing your rescue duties, you must
defeat any alien spacecraft you run into along the
way, deploy defensive gun emplacements to
strategic locations, and prevent the destruction
of key locations.

Today, the interest in extraterrestrial life is still
strong, but much less consuming. Too bad for
King of the Jungle, because Sony would surely
have published this game themselves, and a
short but cool mascot with greenish-gray skin, an
elongated head and slanted black eyes may have
been born. &
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few “interpretations” of this decidedly European motorsport on
the do-everything PlayStation, the original Rally Cross found a
good many fans with its challenging control and chunky but effective
graphics. Though far from anything resembling a simulation of
the sport, it nonetheless captured something of the intensity of
it. And now, with the benefit of hindsight, user response, and
small technology advances, a sequel is on the way.
The predictably named Rally Cross 2, like most sequels,
attempts to throw some new ideas into the mix while still
retaining the overall feel
of the first game. The 2 - ; - i
most noticeable change | o T ©1 While the sequel doesn’t sport the orig-
is the inclusion of a sim- | A ‘ : )@ i inal game’s four-player split-screen
ple track editor. Though 2 Iap5/5‘ \ 39" mode, four can still play in link-up!
it won’t allow for the o '

The rough and tumble thrills of Rally Cross continue. As one of the

kind of compound curves and the more extreme up/down orientation of
the developer-designed tracks, it’ll be a great feature to play around with
nonetheless.

Further enhancements and additions include vehicles with user defin-

able colors and handling and performance characteristics, along with a
new, more robust engine. Cars now feature real-time lighting and even
accumulate mud as they race. Sadly, the original game’s admittedly rough
four-player split screen is missing in action, though four can still compete
in a nifty split-screen link-up mode. The devious suicide and head-on
modes return as well.

If our preview copy (three cars, three tracks) is anything to go by, things
will be made a little easier this time around, a hallmark of many sequels in this day
and age. For instance, while it’s still no feat getting your car on its roof, it does so
with less proclivity than in the first. This could still change, of course, but it seems
to be a logical if safe choice; some found the
original frustrating as opposed to challenging. ‘9 track editor

With a greater selection of vehicles and at : e
least double the number of courses, RC2 .
should have no trouble attracting new gamers
to the Rally Cross flock. Whether the chal-
lenge level will be there to test true fans of the
original remains to be seen, yet the game may
ultimately please in ways not yet known. It’s

due in November. =§< © copy ® paste @ dele
L1 turn cw L2 cow. start done  select back

Rally Cross 2 will ship with a level editor
that will allow for simple track design.
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Nintendo 64 title, Starshot (previously known as

Star Circus), is nearing completion. Now that we’ve
laid hands on this much-ballyhooed title, we can finally
shine some light on exactly what the heck the lead char-
acter is, where the circus motif enters into the picture,
and precisely what this game is all about. Starshot is pre-
sented as an interstellar platform/adventure. After an
hour or so of scrutiny, the closest comparison | can draw

Three years in the making, Infogames’ premiere

amongst currently available N64 adventures is to Mystical Ninja 64...
which is a very good thing. However, whether or not Starshot is the
game that MN is remains to be seen. The little pointy-capped gnome
you’ve been staring at all these months is himself Starshot, a juggler in
a roving band of sci-fi circus performers (thus the moniker). | was more
than a little relieved to discover that the game does not take place in
and around a circus. That’s been done, and, frankly, doesn’t need to be
again unless Aero decides to come out of retirement. The game takes
place in numerous, distinctly contrasted free-roaming environments
where Starshot and his zany cohorts explore, interact, and run into a
vast assortment of predicaments. At one point, Starshot finds himself
smack dab in the middle of a military battle, a
sort of RTS environment if you will. In this level
he must merely escape with his life; however, if
you wish, he can choose sides and fight.
Infogrames are creating a very unique set of cir-
cumstances in an effort to break the mold set by
previous 3D adventures, and from the looks of

how: {o swir
you?z

® developer ocean e publisher ocean e avajlable winter

Ocean prepares to launch its
premiere N64 title into your orhit...

[

things, they’ve got a good shot at pulling it off. Starshot’s 3D engine
allows over 10 characters and 50,000 polygons to occupy the screen
simultaneously. The textures look crisp and colorful and the character
animation is very smooth. Infogrames are using Cartoon Skin and Total
Distortion for a seamless animation look in 3D. Although | did notice a
hint of stuttering in the frame rate, the cart was only 60% complete, so
| attribute such minor kinks inherent of its incomplete status.
Otherwise, things look mighty impressive. The way in which the envi-
ronments fade into view (better known as fog) has been colored accord-
ing to the level hues, so fogging is much less noticeable here than in
other games. Easily the best looking game I've seen out of the Ocean
stable since the old Addams Family days, |
have high hopes for the final product. The
developers are working feverishly to get
Starshot onto store shelves in time for
Christmas. Should they be successful in
their endeavor, look for lots more Starshot in
the December issue. £

“Starshot’s 3D engine allows
over ten characters and
50,000 polygons to occulry the
screen simultaneously.”
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he war between the Cybrid
Tforces and Earth was waged
over two hundred years ago.
The once-ominous alien threat that
consumed the blue planet has with-
ered to a seemingly vaporous men-
ace, but a new conflict is now at
hand - a conflict from within. Under
the tyranny of an immortal emperor,
the human race has slowly divided
itself. A civil war is about to erupt. And
while Earth is suffering from a state of
internal unrest, the Cybrids have been
watching and waiting. Waiting for the
right time to strike. The time is now.
After Earthsiege and Earthsiege 2,
Dynamix decided that the name
Earthsiege was too limiting. This next
chapter of warfare takes place across
different planets with varying terrain,
The Earth’s presence in the universe
has become more pronounced, the
human race has evolved, new
weapons of war have been crafted and
the HERCS are now incredibly
advanced. And the war that is about to
begin will have three players — the
Cybrids, Rebels, and Imperial Terrans.
This is Starsiege.

Dynamix have stressed the impor-
tance of the story behind Starseige. It
helps build a frame of mind that accen-
tuates the chaotic gameplay, and
keeps players focused on their objec-
tives. But they are also stressing the

abilities inherent within their pro-
prietary game engine, code named
The Core, It is a powerful multiplay-
er engine designed to take advan-
tage of servers with multiproces-
sors, and the player limit is deter-
mined by available bandwidth.
Starseige will please fans of
Earthsiege, but will likely draw
many new fans as well.

ow, you can see for miles and
Wmiles." That is the first thing
that came to my mind when |
first saw Dynamix’s Starseige TRIBES.
But I was surprised even further when,
without any pause in the action what-
soever, the player walked into a large
futuristic structure, rode a platform
elevator to a lower floor and began to
explore an intricate set of hallways
and rooms. | suddenly realized that
this game was potentially going to be
something very different. And it is.
Starseige TRIBES is a FPS that
shares technology with Starseige, but
unlike other games of its type, it
requires players to act as a part of a
squad - “squad-based first person
action” is how Dynamix describes the

game, Actions must be coordinated '
and cooperation is imperative to
claim victory against other tribes.
The computer is not your typical
opponent, other members of your
tribe and your enemy tribes will
likely be human opponents, as the
game was built from the ground up
to be a multiplayer experience, And
while most players will be fighting
in first-person mode, one player
assumes the role of the tribe com-
mander. With the ability to view the
action from above, the leader can
monitor his troops as well as
enemy actions. TRIBES is a very
ambitious title, and if Dynamix can
pull it off, it will likely be a huge hit.




‘ i la A ve 5 has made e
Singly good progress. The car models are complete, the
high-profile soundtrack is in, and the play mechanics
and physics are almost wrapped up. Also, the environments
are nearing completion and Pittbull Syndicate’s streaming
engine is clearly up to the task. The noncircuit tracks, espe-
cially, are massive in length, with a surprising array of cool
spot effects like multiple lens flares and environment map-
g ping.
. ' s Accolade is especially proud of the “high-res” graphics in
: ; TD5. Running in the PS’ 512x240 resolution mode is an
@ achievement, considering the game flirts with 30+ fps all the time, although it doesn’t
test d rlve 5 appear to be that much of a graphical leap to the naked eye. You’ll appreciate the resolu-
‘ tion during the Gran Turismo-esque replay sequences, however, as the realistic, high qual-
. ity models sweep past the camera.

As | test out recently completed tracks like Newcastle, with its gorgeous castle grounds, | come to
realize that Test Drive 5 has some seriously responsive handling and very cool, 100% arcade-style
drifting. It is by no means as technically demanding as, let’s say, Gran Turismo, but the feeling is just
right for each car. Classic streamlined powerhouses like the *66 Shelby Cobra and *69 Camaro ZL-1
slide and tear just as they should, whereas the *71 Hemi Cuda
and’7o Chevelle launch into slides and rock quite a bit before
righting themselves. The new-school monsters like the Saleen
Mustang S351-R and Camaro SS LT4 manage to hold their line
even as you apply more power through the corners, and deluxe
screamers like the Aston Martin Vantage and Nissan Skyline
cruise effortlessly around long, steep bends.

This is the last preview of Test Drive 5 before the review next
month. It’s looking good right now, but be sure to check back
with us for the lowdown once we’ve played the final. §&
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by Mike Griffin

test drive off-road 2

K., let’s face it: The first Test Drive Off-Road was a terrible mess. Everyone knows it.
OSadly, it seems as though everyone bought it, too. Hundreds of thousands of people

forked out the cash, and it continues to sell even as | write this. Now, thanks to these
phenomenal sales, Accolade have set forth in creating a sequel. This time they’ve invested a
lot of money and loads of manpower into the project, in hopes of not only enjoying great
sales, but positive critical response as well. When this one sells, it won’t be a fluke.

The first ingredient that lends credibility to TDOR2’s potential is the adoption of Pittbull
Syndicate’s powerful Test Drive 4 streaming engine. Last year’s engine was a freaky con-
glomeration of pathetic frame rates and intol-
erable clipping. This year, using the modified
TD4 engine, Accolade are producing some fantastic,
expansive environments that shift smoothly and effi-
ciently well into the horizon. Also, they’ve scored the offi-
cial Hummer license, among other truck and buggy
licenses, further enhancing the realism of off-road rac-
ing. The vehicle models are detailed and a great deal of
effort has been put into assigning handling and power
characteristics that reflect their real-life counterparts.

Test Drive Off-Road 2 is still very early yet - i.e., there’s
minimal A.l. - but | like the track design (so many jumps!)
and approve of the vehicles and handling thus far.




; rady Fiechter

trol of the armed forces, have found it in their best interests to create an endearing mascot in an
attempt to attract anyone who just can’t seem to find a soft spot in his heart for mass destruction.
- This hero of the day is called Tiny Tank, and it wants the world to know that it will be “bringing you peace,
one war at a time.” How reassuring.

Tiny Tank is just one of a legion of automated weapons created to usurp humans as the premiere fight-
ing force. Through Centrax’s negligence, these killing machines become self-aware, which leads to, of
course, the desired takeover of mankind. In attempt to quell another of their fiercest enemies, rust, the
machines would love to remove oxygen from the atmosphere, eliminating two of their most pressing nui-
. sances in one fell swoop. But what they didn’t count on was having Tiny Tank on the side of the humans,

Tiny Tank - the future of the militar
“bringing you peace, one war at a time.”

. q s if war itself weren’t appealing enough, the wonderful folks at Centrax, a corporate entity in con-

u

and it is here where the sardonic tank of death moves in to put an end
to the approaching apocalyptic future.

Most games heavily based in action elements need a back-story
about as much as Clinton needs Viagra, but in Tiny Tank, in which the
first word spoken in every mission objective is “destroy,” the story is
actually a direct pipeline to the game’s enjoyment. As the seemingly
innocuous Tiny spouts its sneering remarks while unleashing its true
power of machine gun turrets and rocket launchers, the little tank
broadcasts a manipulative radio show produced by the villain of the
game, MuTank. Injecting Tiny Tank with amusing wit, the clever
monologue taps into the story and makes it much more than an
inconsequential fixture flapping on the tale of the
action.

| was so entertained by the wildly creative idea of
presenting the music in this radio show format,
there were times when | wanted to forget about hov-
ering over pits of lava and electrical traps with my
jump jets, strafing around robots and weapons tow-
ers looking for parts of my mission objective, and
simply tune into what was coming out of the story. |
hope the designers continue to build on the ideas
they are working with for the final game; this is orig-
inal, highly entertaining material that deserves
ambitious attention. But that I’'m more interested in
how well the final story plays out leads me to believe
that concentration better be diverted to the game-
play instead. <%
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Just what is Ed, you ask? He’s a love-
struck extraterrestrial who accidentally
drops an enigmatic can of galactic goop
while running from his nemesis, Burk. The
goop unleashes a series of mutations that
affects plants, humans, animals and the
terrain of (gulp) Earth. The rest of the
story needs to be seen to be believed.
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you’ve been waiting for so earnestly finally

shows up. | knew that I’d revere Tonic Trouble
and Ed the first time | saw the opening cinema (a
work of art in its own right) and just a small portion
of the gameplay. Tonic Trouble marks somewhat of
a milestone on PC as the first accelerated, free-
roaming adventure-platformer—a purebred con-
sole-style game made so luscious by the accelerat-
ed beauty of it all that it represents a true leap in

It’s hard to articulate your thoughts when a game

o

/
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perience not to he misseq!

quality in my favorite genre. Tonic Trouble is
designed specifically to utilize the Pentium Il AGP
technology with the minimum system requirements
being 120MHz or higher with a 3D accelerator card.
While I'm quite sure it will be an eventful and very
successful Né64 title (more on that follows), it is also
a phenomenal PC game. The funny thing is, with its
whimsical and fantastical motif, the mainstream PC
gaming demographic will likely shun Tonic , passing
it off as kid fodder. But | don’t think that inexperi-
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Some of the many faces of Ed: As

you can see here, the UbiSoft team
has put considerable effort into
creating a lovable character with a
wide range of emotions. And these
faces here are just the tip of the

-Phouria

Tonic Trouble is not a port made for one system and then crammed onto another. Rather, each ver-
sion has been designed specifizally to push its respective platforms, Although the version Shown
here is early, you can already tell that the texture quallty and distance Jou can $ee are a step
beyond the norm. The six-minute PC intro has been cut to two, but the fact that it runs for two min-

Nintendo Sixty

iceberg...

enced players will get very far in or be able to fully appreciate
Tonic Trouble. It may look all warm and fuzzy on the outside, but
within lies a hard-core challenge only a seasoned gamer will fully
embrace. Rather than fueling a new era of PC games, Tonic will
likely be an event on PC for some (like me), but do the bulk of its
business on the Nintendo 64, where it really belongs.

I've gone way in-depth regarding Tonic Trouble’s brilliant 3D
engine in previous reports, so if you missed those (for shame), I'll
reiterate: It took 50 people 18 months and cost four million bucks.
Now, let’s focus on Tonic’s fantastic gameplay. A clever mix of
diverse locales and ways in which to play them, the depth of
gameplay in Tonic Trouble is both a platform and adventure
gamer’s dream come true. As rich in precision jumping (where you
miss and you die) as it is with puzzle elements and character
interaction, little Ed gets into all kinds of situations that take
either cunning or pure skill to overcome. As a character, he is
privy to a truly impressive quiver of moves. Once the stick is
found (well, actually Ed kind of liberates it) Ed can whack oppo-
nents while standing, walking, jumping, or running, and once the
blow pipe is activated, Ed can blow darts in either a first-person
or third-person perspective while running or flying. Aside from
these attacks, Ed can also hang, swim, and pogo.

The navigation and physics have also undergone intense scruti-
ny. Through player testing, Ubi have sorted out all of Ed’s move-
ments, tweaking his jumping (which in now easier to direct and
more dynamic) and his running (he now leans into the direction
you're steering, a’la Mario and Banjo). The camera has been
adapted accordingly, allowing improved line of sight. There are

utes still makes it one of the longest on the 64,

four camera positions in all, plus the ability to rotate it around Ed
360 degrees so that you can see his wondrous little face.

The levels themselves are wide open and cavernous, playing host
to some of the most vivid textures and special effects ever wit-
nessed. They are so awe-inspiring that, together with the masterful
soundtrack, you’ll get shivers down your spine. Countless situa-
tions and scenarios abound, jam-packed with some of the most
ingenious gameplay since the original Tomb Raider. Ed pulls switch-
es, zips down snowy slopes, shimmies along thin ledges, dodges
traps and obstacles, soars through the air, and interacts with a cast
of mutated vegetables and other-worldly creatures you're likely to
never forget. Fantasy-based gaming simply doesn’t get much better
(I'd say any better, but Rayman is close behind). The voice acting is
superb; in fact, it is among the
best I've ever heard, and the 3D
sound effects and music are so
epic, they are difficult to depict.
Am | making you sick? Am | just
shellacking this preview with
optimism? | think | like games
like this a little too much, but
what the heck, | could have
worse problems. Wait until you
read my review.




they are extremely limited in their

scope of reality. So why not base a
game on what we see and do every day?
Fed from its own set of rules, would fanta-
sy, if remaining grounded in the bound-
aries of the real world, not benefit from the
sharing of two realities? The developers of
Trespasser asked that same question, and
decided that they would be the first to
pose the answer.

To tackle this ambitious and highly
intimidating question, Dreamworks knew
they had to do more than implement their
revolutionary physics engine; in fact, hav-
ing successfully built such a commanding
sense of realism into the island has made
it even more imperative that every single
detail be carefully attended to. We are
being drawn into a world much like the
one we interact in every day, and it is here
that our senses are not easily fooled.

When we walk outside, we are inundat-
ed with environmental sounds that dis-
solve into the background, melting away

into our subconscious. As a world much
like our own, Trespasser utilizes its
sounds in such a way that they, too,
are natural, transparent. Over 300
sounds have been mixed randomly,
with no looping, repetition, or con-
trived force. Just as natural as the
ambient sound are the object effects,
made shockingly convincing by a
real-time foley system. Everything
possesses a sound material and is

The thing about video games is that
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ume of an objects movement blend-
ed to exact accuracy: slide a board

These two examples of
non-accelerated soft-
ware-rendered screens
display the degree of
complexity inherent in
the Trespasser engine.
Textures and model
structure remain realistic
and fluid, with the light-
ing and shading still
extremely sophisticated.

emotion dependent on their moo

distinct cries.”

velocity sensitive, the pitch and vol-

e of
and
condition, made evident through 150

“...all the dinosaurs display a rang

along the rocky ground quickly, and the
meticulous grating produced is exactly a
you would expect. '

The ambitious sound system also
extends to the dinosaurs: When one of the
seven species screams, it is disconcerting-
ly obvious which one it is, where it is com-
ing from, how far it is away, and just what
kind of mood it is in; all the dinosaurs dis-
play a range of emotion dependent on
their mood and condition, made evident
through 150 distinct cries.

Adding to the rich aural atmosphere is a
fully orchestrated score, which plays
according to the situation at hand.
Boasting over 40 original compositions,
the music in Trespasser is not only enor-
mous in scope but unmatched in its mood
and complexity.

Developers so often overlook the impor-
tance that sound and music play in the
command their games have over the play-
ers, and they invariably neglect resources
devoted toward music and effects. But
wanting us to be fully a part of its world,
Trespasser is not making such unfortunate
neglect, and with its vehement focus on
the sonic realities of its surroundings, the
game is ensuring a complete, inescapable
experience.

When we last visited Trespasser, we
introduced you to how its revolutionary
looks are underpinned by the complex
physics model. Now you know the incredi-
ble depths of its sounds. Next, we will find
out how the game plays, and ultimately
discover if Trespasser is truly the next
important step in video game design. <%




For ordering information check out our website at
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or call 1-888-330-7525
Coming soon to a retail store near you!

(c) 1998 Second Generation Research Laboratories, Ltd. All rights reserved. SGRL, SGRL logo,
Titans Sphere, Titans Sphere Logo and "... control the game ..." are registered trademarks of SGRL, Ltd.




blitzkrieg had everyone drooling in anticipation. It appeared

to be the ultimate first-person shooter. Giant, all original
jungle environments, an amazing roster of reptilian foes, and incredi-
ble weaponry indicated massive potential for explosive carnage. The
Né64 was about to receive its first hard-core action title, the most chal-
lenging undertaking ever for esteemed developer Iguana, and anoth-
er clear example of the machine's capabilities. Upon its release, huge
sales proved that N64 gamers were indeed craving a raw corridor style
action title. Since then, N64 development has leaped

When the original Turok was announced, Acclaim’s marketing

With Turok 2: Seeds of Evil, Iguana is set to deliver a technological
miracle, smashing all previous Né4 efforts in the genre. It’s bigger,
faster, and infinitely smarter than the original. It’s also been one hell
of a development cycle, due to constant revisions of the tools and
engine. Hence the slight delay. There’s also the 4-meg pack that’s only
recently come into the picture. Turok 2 is one of the first games to use
the upgrade cart, and although the diligent folks at Iguana already
have it up and running, time is still needed to ensure that the cart’s
performance is optimized.

ahead several generations, and quality standards have
finally been raised.

-

The human/reptile hybrid design of many of Turok 2’s creatures
is underpinned by the extraordinary A.l. they possess. Besides
the fact that they brandish cruel and vicious weaponry, the
creatures are able to reassess their attack patterns on the fly.

aquel to end all sequels will arri -

billion years after the
A Big Bang, an early race

of intelligent beings
created huge lightships in an
attempt to reveal the nature
of their true origin. Among
these beings was an
ambitous, headstrong crea-
ture called the Primagen who
sought the truth more than
any of his curious brethren.
He modified his own lightship
to travel to the very core of
exisitance, across the event
horizon, to the Great
Beginning. As he reached the
final few steps of his journey,
the core of his vessel cracked
and exploded, sending wild
energy into the depths of
infinity itself. Suddenly an
unstoppable juggernaut of
reality blazed through the
heart of the space-time con-
tinuum, carrying the
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Primagen and the remanents
of his ship with it. The blazing
conglomerate of reality jeti-
soned through space, attract-
ing portions of our universe in
its wake. Eventually an entire
world manifested itself
around the swirling mass, a
world of twisted sense and
timeless boundaries. The Lost
Land exists to this day, and is
a constant threat to our reali-
ty. The Council of Elders is
hoping to settle the Primagen
as he attempts to escape the
Lost Land by any means
necasary, fearing that the
breach would destroy the fab-
ric of all that is, was, and ever
will  be. The Council’s
renowned fighter, Turok, must
stop the Primagen's hordes
and defeat the creature, his
very creator, hidden within
the lightship.

9l & ora 0 N64 technolog

T2’ creatures will be hard-core through and through. You’ll have to think twice about
using objects to distance yourself from them. Iguana have imbued their lethal creations
with the ability to jump, run, and climb in and around the environment to search for you.




an Quest levels will offer lengthy missions. You'll also have to
revisit levels to locate Talismans, which in turn reveal secret pas-
sages to more locations and hidden items. Over 40 of the Primagen’s

Turok 2 will be an absolute FPS festival.

genetically engineered dinosaur
hybrids roam the Lost Land, bru-
talizing the population. The
Leapers are back, as well as Pur-
linns and massive dinosaurs,
and there are many variations
(intelligence, appearance) for

— pawe ful engine hat pushes fe

Each of the six gargantu-

page 63 nintendo 64 preview ﬂ

l" I ,I

each. Also, enemies are now able to sense sound and motion like true
predators, so strategic gameplay will be required to survive. Weapons
include the War Blade, Scorpion Missle and Storm Bow, and each dis-
plays stunning lighting and particle effects. Imagine flailing a huge

blade into a dark room, hearing a
scream, and having it return to you drip-
ping with blood. Or a missle weapon
designed specifically for intelligent
creatures that targets their brains and
drills through until doom sets in.
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T2’s shading and texture detall is quite impressive, especially.in high-res mode. Running in 640x480
proachest it of accelerated PC gamess Ever]gahe will want toplay the

at 30 fps, the im

the year’s biggest games. It seems to be

doing everything right. There’s the high-res
option (using the 4-meg ram upgrade), which is
a fine technical achievement in itself. Then
there’s the four-player option, which was initial-
ly deemed nonfeasible due to such a complex
engine. Now it’s up and running in five big multi-
player-only levels. Additionally, Iguana’s new

It’s already clear that Turok 2 will be one of

compression routine stuffs up to 40% more data
onto a cart, and since T2 is four times the size of
the original (that’s 256 megabits compared to
64!) expect a ton of textures, excellent music,
and vastly improved A.l. Oh, and the fog’s not
even a factor now, thank God. Iguana is going to
shock a lot of people when Turok 2 is released.
The N64 is about to earn some real respect. It’s
about time.




DEVELOPER/PUBLISHER: fox interactive AVAILABLE: winter

Aliens, predators, colonial marines, and big guns. \ s g Fox has also been busy
Surely these are the finest ingredients one could possi- [& : | preparing Alien Resurrection
bly ask for in a first-person shooter. And yes, they’re all \ el | for the PS and PC, based on
here in Alien vs. Predator, an intense shooter with mas- [N SPSSSSESE the moderately successful
sive, intricately detailed environments based on the B G I box-office sequel. In this full-
classic Predator and Alien films. Play as the double-jaw AN blooded FPS you fight
snapping, tail-slashing Alien, the heavily armed Marine, . - through hundreds of manic
or the perfect hunter, the Predator. As per Aliens aboard the research
the films, the " 5 1 vessel Auriga, in an attempt
Alien can climb 3 25 3 to save the human race from
walls and cocoon
foes, the Marine
is privy to high- . i
tech ordinance o L e total extinction. Although not as visually strik-
and communica- ) : ing as A.V.P, Alien Resurrection has a solid
tion technology, and the Predator can e t story and mission objective. Perhaps, if we're
cloak and view environments in various y e 8 \ery lucky, we'll get to see a buff polygonal ver-
spectrums of light. Expect full 3dfx sup- : BE sion of Ron Perlman — the hardest man in
port for silky smooth frame rates and lighting as well as terrifying positional sound =8 show biz. W2
effects. Oh, and let’s not forget the multiplayer aspect. Imagine teams of Marines raid-
ing a huge Alien nest... while the silent Predator watches from the shadows, targeting
obllwous would be victims with an infrared site. When A.V.P. hits the shelves, it’s

going to be “Game over man! Game

over!” R

ALIEN VS. PREDATOR lllIEN RESURRECTION
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CASTLEVANIA 64

DEVELOPER/PUBLISHER: konami AVAILAELE: january

Just weeks after our ini-
tial look at one of the most
highly anticipated
Nintendo 64 releases of '98
(or, ahem, early ’99),
Konami showed up with a
vastly improved version of
Castlevania 3D for our
analysis. While the game
shown here is still a long
way from being complete,
some of the recent additions warrant your attention. First and foremost, the cast
of playable characters has been cut from four down to two in the interest of dedicating more memory to the game itself — a wise deci-
sion. Frankenstein’s chainsaw-toting monster and Cornell Reinhart have been ousted. Neither held much promise, as chainsaws do not
belong in Castlevania (where would you get the gas?) and Cornell - well, we never really got to know him, now did we. Other improve-
ments include a new goth crosshair replacing the uneventful blue X shown previously, vast outdoor areas rich in platforming, golden
skeletons that rise from the dead (when defeated, their souls assail to a higher place) and further character interaction — a girl wan-
ders out to water the roses with a can of blood. Also shocking was the music, which continues to astound us. Konami has never
released a Castlevania game without an epic soundtrack in tow, and CV 3D will be no exception. We'll continue
to bring you further updates as the game progresses. §
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E VERQUEST

DEVELOPER/PUBLISHER: 989 studios AVAILABLE: winter
Fantastical worlds and surreal plots have always been a part of

our dreams and imaginations. Only our creative potential, which is

essentially boundless, limits the places that exist within the realms

of our mind. But if we could render such ethereal worlds on a PC, ani-

mate them and exist within them, what would they look, sound, and

feel like? What sort of creatures would inhabit the landscapes that

they contain? Who would govern the lands? 989 Studios’ upcoming

online role-playing epic, Everquest, is a likely place to find the

answers to such questions.

Akin to current online RPGs, Everquest is a game in which you,

along with over 1000 other gamers, merely exist. The protagonist is

you. Your race, class, abilities and appearance are selected from a

finite list, but the paths you choose, friends and enemies you make

and persona you carry are completely up to you. The concept of

online role playing is engrossing by itself; however, with its impressive 3D engine,

Everquest is the first game of its type that will completely immerse players from a visual
and aural perspective.
For many people, the
game could become
too addicting, sucking
up precious time and
productivity without
notice. But isn’t that
the sign of a truly
great game? Surely,
online role playing is
going to receive a
major boost when
Everquest is released
this Christmas sea-

FORMULA 1’98

DEVELOPER: visual sciences PUBLISHER: psygnosis AVAILABLE: october

Perhaps they felt they had gone to the well one too many times. Perhaps they were simply
too busy working on their Dreamcast game, Metropolis. Whatever the reasons, Bizarre
Creations have passed on doing another lucrative F-1 game for Psygnosis. Now, that responsi-
bility lies with Psygnosis-friendly Scottish developers Visual Sciences, makers of Expert Pool
and converters of GTA on PS.

For starters, Visual Sciences created an all new engine for Formula 1 98, using none of
Bizarre’s original code. More trackside detail and activity along with a greater draw distance are
promised, though our preview copy was still not quite up to spec in these regards. However, an
all-new animated pit crew is now part of the proceedings, as is visible damage to your car.
Visual Sciences have also endeavored to give the cars more realistic handling and greater
aggression from the Al drivers.

The entire '98 season teams and drivers will be on tap, thanks to continued use of the FIA
license. Commentators Murray Walker and Martin Brundle return to deliver their distinctive and
colorful commentary to the action. And it’s go, g0, GO!

Multiplayer aspects have not been ignored, either. Through a combination of split-screen
and link-up technology, up to four Hakkinen wannabes can compete. Of course, two can also
play, either in the split-screen or the preferable link-up mode.

Expect to see the PlayStation version sometime in October, with a planned PC rev debuti
some time after. Let’s hope Visual Sciences can live up to Bizarre’s fine work on this series. =§<
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= RAYMAN 2

,f DEVELOPER/PUBLISHER: ublsoft AVAILABLE: winter

e . Here’s the dilemma: We get a whole new cluster of
. Rayman 2 shots, but no new information on the game,
:‘:L aside from what we’ve already brought you, to go with
et 32 them. So, what do we do? Not show them? No, can’t do
;W 1 that. Look at ’em: they’re awesome! So do we just make
maszes s the shots bigger so that we don’t have to write very much?
;’;ﬁij Or better yet, do | just talk a bunch of nonsense about what
[r———— to do when there’s not a whole lot to report? The choice is
s ey obvious, which proves it's always best to just be honest

and go with the truth. Let that be a lesson to you. §
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= Snowboarding games will = In a complete plot line depar-

E never be in short supply, and g ture from Clock Tower 2, this lat-

s this is all the more reason to x= est incarnation of the popular

I~ make sure your particular take Ny supernatural adventure series

Q on the sport is done right. g sees a young, cute schoolgirl

Jl . & )\ Accolade is moving in the right o= named Yu getting in all kinds of
direction with Big Air, yet anoth- S paranormal capers. It seems

L]

er snowboarding game looking
to carve a piece of the burgeon-
ing excitement surrounding the
sport, preserving it in its video game
form. Although extremely early in
development, Big Air is hinting at a
fine engine, setting the proper
atmosphere with good course
design and control. And, no, the rid-
ers don’t rebound off rock walls and

that Yu has been watching The

Exorcist and has been possessed
by a spirit. She has the ability to
change personality from her native
young girl psyche to a male pres-
ence. This spirit goes by the name
of Sho, and causes Yu’s physical
form to glow when Sho is in con-
trol. The game takes place in a
large house that belongs to one of Yu's relatives, unlike CT2 in which the

DEVELOPER/PUBLISHER: ascll AVAILABLE: fall

CLOCK TOWER.

DEVELOPER: pittbul syndicate PUBLISHER: accolade AVAILABLE: fall

trees in an egregious display of con- player tries to escape from the dreaded Scissorman at various locations

g %;l 2 temptible physics. If you hit the wall, in and around Europe. Yu and Sho must solve the mysterious and hideous
- el you go down: this is snowboarding, the way it is supposed to be a direc- deaths that have occurred in the house while remaining alive. Strange
B tion every good snowboarding game must go. Monte Singman, the pro- possessed devil children chase you with big kitchen knives, bizarre

apparitions scare the pants off you, and so on. One new aspect of the
game is that when the girlisin Si  -form she can wield a gun for the first
time and defend her/himeelf (previous CT games relied totally on escap-
ing dangerous situations). The transformation between Yu and Sho takes
place at certain key times and with certain items throughout the game.
Whilst retaining some of the atmosphere of CT2, the game remains too R

similar to previous versions to make any real leap in terms of gameplay. i I
Still, if you enjoyed Resident Evil 2, you may derive some enjoyment from o i
Clock Tower: Ghost Head. 33 -~

l : ducer of Big Air, has said that they are “really trying to capture the
A authentic look and feel of snowboarding” - an obvious goal, but one that
F—CU SCRT so many games based on the sport fail to do. To achieve this, they are
- J Ig working well beyond the racing itself and moving to a build an enormous
maysnon | aITaY of features. Authentic clothing and over 8o boards from manufac-
turers such as Palmer, Joyride, and
Arbor will be selectable, and once you
have customized your ultimate gear,
the competition is taken to over 30
courses around the globe, where five
professional snowboarders appear as
opponents. And with over 25 songs
from punk, rock, and ska bands com-
pleting the list of extras, it's up to the
racing itself to make or break the final
game. <%




DETHKARZ

DEVELOPER/PUBLISHER: gtl Interactive AVAILABLE: winter

K1: Revenge

DEVELOPER: xing PUBLISHER: jaleco AVAILABLE: fall

P

Playstation

Attempting to push PC
accelerator cards to their max-
imum potential, the inauspi-
ciously titled Dethkarz does
indeed shine when it comes to
in-game graphics. Our preview
copy’s dazzling and vibrant
futuristic backdrops were tes-
tament to the success of this
particular goal. : - -

Set in the 25th century, Dethkarz will feature twelve tomorrow-land
courses spread across four unique environments. Precarious banked
turns set high above the ground and stomach-dropping jumps vie to make
this weapons-based racer an “edge of your seat” experience. A selection
of the expected gameplay modes will be on the menu, including Arcade, a
points-based Championship, Mirror, and Time Trial.

When it comes to the vehicles, you can look forward to a variety of fully
customizable Karz of Deth (love that spelling), each with its own individ-
ual performance characteristics. In addition to these, hidden vehicles are
reported to be, well, hidden within the game. And for those anxious to feel
their seldom-used force-feedback controllers will get a chance to get mus-
cled around by this almost-ready-for-prime-time technology.

Your typical multiplayer PC options are planned for this fall release, and
it looks pretty good so far. The operative word there being “pretty,” for the

gameplay at this early stage is a bit slow and floaty. Let’s hope this is
fixed during the final stages of development or all its graphical prowess
could be for naught. =g<

V\ydu

Jaleco has already start-
ed to translate K1: Revenge,
adding suitably American-
ized features to the menus
and redubbing the announc-
ers. We were given a
Japanese version of the
game for preview purposes,
s0 at this point it's unknown
whether the gameplay will
stay as it is in the final U.S. E
K1:Revenge. | hope not. | don’t mean [
to be harsh, but the gameplay in this
version (essentially the import ver-
sion) is very weak. | love K1 Grand
Prix, so | really enjoy the awesome
footage in the FMV intro. Some fine
moments were captured. And I'm still
consumed in the game up until the
fighter select screen. Peter Aerts, — =
class act frenchman and IKBF World Heavywelght Champlon is in here
Andy Hug, the amazing K1 Grand Prix champ, is also a playable character.
Karate world champions, heavyweight champion kickboxers - this roster
is full of recognizable talent. There are even more fighters, like powerful
Master Ishi, when you beat the game. You can also edit and tweak the
main characters, then have them fight the CPU using the A.l. parameters
you've assigned to them. Great char-
acters, cool options, then you load
yourself into the ring and..and
nooooo! The choppy gameplay
leaves much to be desired.
Hopefully Jaleco will see fit to
“enhance” the gameplay, since
K1:Revenge hasn’t come far (in
terms of playability) since the origi-
nal game. And that, it must be said,
is not a good thing. ¥
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HEAVY GEAR 2 |

DEVELOPER: xing PUBLISHER: activision AVAILABLE: winter

B

A sequel that will likely
please combat-simula-
tion fans of all nations is
about to stomp its way
onto PCs everywhere.
Heavy Gear Il, the sequel
to Heavy Gear, requires
players to join a special
operations strike force
and participate in an all-
out invasion of a nearby
planet. The diverse submis-
sions along the way - recon-
naissance, seek and destroy,
stealth and sabotage, and
deception — will surely keep
the pace of the game high,
with enough variety to keep
aspiring mech pilots more than
happy.

But those who like a little
strategy mixed in with the action will also have much to look forward to.
The game will feature a complex command system that will allow for
strategic planning and deployment of troops. You'll have to set up diver-
sions and ambushes, and as the game progresses, these tactics will be
increasingly necessary as the mission objectives become more intricate,
the enemies adapt to your skills, and each member of your squad

‘f

DEVELOPER/PUBLISHER: delrra AVAILABLE: wintei
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TR, becomes more valuable. Players will
B b L A cross wide-open terrain ranging from

murky swamps and volcanic zones, to

arctic tundra and huge urban areas.

We expect to be highly impressed with
Heavy Gear 2. The accelerated graphics
look very impressive, and the overall
combination of deep strategy and
intense action is well balanced. So far, so
good. &

Being a huge fan of the
King’s Quest series, | eagerly
awaited the arrival of a
playable King’s Quest 8: The
Mask of Eternity. Joining the
ranks of the many amazing-
looking 3D accelerated graph-
ic adventures, this is a far cry
graphically from the cartoon-
esque (and totally wonderful)
KQy7: The Princeless Bride. In fact, Mask of Eternity is far darker, bloodier
and sinister than any of the previous titles. You play the part of Connor,
whose small village in the Kingdom of Daventry has been devastated by the
effects of a huge magical catastrophe, which has turned almost all the
inhabitants to stone. You must find all four pieces of the Mask and restore
peace to Daventry. What is most noticeably different, besides the graphics,
is direct combat ability, which is a first in the KQ series. Armed with a vari-
ety of weapons, which you collect along the way, you now have the ability
to maim, behead, sever and pierce a whole host of enemies who stand in
your way. Fortunately, the developers haven't forgotten the true value of a
KQ adventure - the puzzles. The good old find-the-object-on-the-wall and
push-another-object-to-be-able-to-reach-it series of logic still stands and
the learning curve seems spot-on in the preview version. | have to admit, it
will take some getting used to before | can see Mask as a true King’s Quest
adventure. But with the expertise of Roberta Williams and team behind it,
I'd be surprised if the final version deserves any less acclaim than its pre-
decessors, and anyhow, there’s nothing wrong with progress. ¥
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MILO’S ASTROLANES

DEVELOPER: player one PUBLISHER: crave AVAILABLE: fall

| don’t anticipate bowling ever
coming to this. Who wants to
travel across the galaxy just to
bowl? And when bowling out in
the open on Venus, | would imag-
ine a bowler’s flesh igniting and
his bowling ball melting. But in
the future, anything is possible.

The “anything is possible”
mindset was certainly swirling in the thoughts of Crave, because to
make a bowling game in which the far reaching corners of the universe
are the setting and aliens are the participants and to give it a blithe
attitude, only the most wild optimism could lead a programming team
to believe such a creation would entice a substantial audience.

If not for my respect of programmers travelling into entirely new ter-
ritory, | would be tempted to look at Milo’s with incredulity and sar-
casm. But how unfair it would be to levy early criticism upon Milo’s,
which is well designed within its theme, with vibrant colors, accept-
able physics, and unique characters and settings. When Milo’s is
released this fall, it will not be a difficult decision whether to enter this
space-aged bowling league in which anything goes: a ball can morph
into a group of three, change size, shape
and trajectory, and springs, goo and other
obstacles can impede the trajectory of an
opponent’s ball. You’'ll either dig it or
laugh at it. | kind of dig it. <+

i I E

A favorite video game
backdrop, a post-apocalyp-
tic world is the setting of
Powerslide, coming soon
from developers Emergent
and GT Interactive. Rough,
Mad Maxish all-terrain vehi-
cles make up the grid in this
accelerated futuristic driver
that takes full advantage of
3D cards’ capabilities.

Weapons have been dutifully omit-
ted, as the developers were more
interested in focusing on racing
action. To this end, they are paying
extra attention to course design,
working hard to produce satisfying
corner combinations and track lay-
outs. They've also designed in a good deal of freedom W|th|n the
courses. You aren’t trapped on the track, so to speak, and are encour-
aged to explore as you can go literally anywhere. Secrets will be scat-
tered throughout, as will shortcuts and alternate routes.

A highly evolved physics engine currently lends the game a very
robust feel, with a good sensation of the suspension working and of
the car’s handling over varying types of terrain. Unfortunately, the

name Powerslide is perhaps too literal here, as you are almost con-
stantly sideways and you never feel truly connected to the road sur-
tation

face. The game also feels a little slow at the moment, though not in a
manner out of step with other PC racers,
and may very well increase.

With its expansive tracks, detailed visu-
als, and advanced physics, Powerslide
should have little trouble attracting an
audience. With all the expected multiplay
options and a more “stuck to the ground”
feeling, it should have little trouble keep-
ing that audience. =§=<
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NECTARIUS

DEVELOPER: hudson PUBLISHER: jaleco AVAILABLE: winter

Playstation
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RUG RATS

DEVELOPER: n space PUBLISHER: thq AVAILABLE: xx

PlayStation

Anyone fond  of
Hudson’s great
TurboGrafx strategy
game Military Madness is
in for a nouveau retro
treat. Already released in
Japan where the series is
known as Nectaris, this
new PlayStation version
is heading our way this
winter thanks to Jaleco.
All-new 3D battle scenes highlight this PS update, as does a construc-
tion mode that allows you to create your own maps.

For the uninitiated, Nectaris is turn-based strategy played over a hex
grid. Two forces are in opposition, the Union and Guicy. Both share
access to the same unit types, a mish-mash of realistic and slightly futur-
istic military vehicles, land and air based. You win by either destroying
all the opposition’s forces or occupying its base with an infantry unit.
When two units encounter each other, a canned battle scene takes
place. In the original version, this was a simple 2D sprite-based affair.
Here, you get the full 3D treatment with a moving camera and impressive
polygonal models blasting it out. And when | say
“canned,” I'm referring to the fact that you don’t
have any control during these scenes. Depending
upon your position on the terrain and your unit's
defensive and offensive values, you battle the
enemy based more or less on numbers. The strate-
gy comes before the battle.

Few changes are expected to the American
version, but we'll hold off on a formal review
until we actually see it. However, it’s clear that
the game is no leap above the old Turbo ver-
sion, save for its 3D scenes and Construction
mode. In fact, the 2D hex map looks basically
identical to the original. But the gameplay is
still there, and should prove to be every bit as
addicting. =g

There’s no denying
the appeal of the
Rugrats. Together with
South Park, it is among
the two highest rated
shows on cable, and
it’s the No. 1 kids’ show
on TV, with over 23 mil-
lion viewers each
week. The toys are
everywhere you turn,
and a major motion
picture is on the way with over 200 million dollars in marketing sup-
port in its wake. Get ready for lots and lots of Rugrat mania. The ques-
tion is, do enough 6-12-year-old kids have PlayStations and the savvy
to whip out the old Dual Shock and guide Tommy, Chuckie, Angelica,
Phil, and Lil through a host of crazed adventures based on actual
episodes? | don’t think it matters, to tell you the truth. Games tran-
scend age. | wouldn’t be surprised if dad has a go while the toddlers
are sawing logs. The game, while simplistic in execution, is looking
quite cool. The actual voices are in here along with several modes of
play and a very impressive assortment of polygonal models. You
begin in the Pickle’s home and from there indulge in such below-the-
knee action as miniature golf, treasure collecting, and puzzle solving.
We'll delve deeper into Rugrats in the December issue, so a review
should be forthcoming in time for
the game’s November release. §
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Somewhat resembling
the little-known Japanese
racing title Running High,
Sony’s Running Wild trades
mechanical suits for a cast
of six wacky animals in this
unique on-foot racing game
from Crash producer Mark
Cerny. Everything from cute
anthropomorphic elephants
and zebras to rams and pandas run their little butts off in the 60 fps
single-player mode. Rare for a PS game, you'll even get a four-player
split-screen for N64-like multiplayer thrills. Horizontal, vertical, and
letterbox viewing modes (preserving the proper aspect ratio) ensure
that everyone should be able to find a split-screen presentation that
is suitable .

Six obstacle-laden courses will be on hand to challenge the player
with themes as diverse as winding city streets, chilly frozen rivers,
scorching hot lava fields, and stinky drainage tunnels. Hidden areas,
power-ups, and level bosses round out the levels. In addition, five

l1ap 3
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RUNNING WILD

DEVELOPER: universal interactive PUBLISHER: 989 studios AVAILABLE: fall

fast-action play modes are available, including challenge, circuit, time
trial, and practice. For younger players, Running Wild will feature
AutoRun, which basically automates accelerator control, leaving the

player with only steering to contend with. Finally, analog and dual
shock compatibility bring this long-in-development title up to date.
naystaron | Current plans call for a late October release, and we hope to bring you

a review of this very different
title next month. =g<

Titus is gearing up for a big
launch late this fall...and it’s
Superman 64! The team back in
France seems to have completed
all the level architecture right
now, leaving only collisions (lots
of 'em, mind you!) and gameplay
to be tweaked. Now we know
that 95% of the game takes
place indoors, within dozens of
small antechambers connected to
one another. A huge computer
room might lead to a tiny corridor,
which leads to a swimming section,
then that section might in turn lead
to a giant underground submarine
dock, and so on. This type of design
tends to add miles of possible gameplay to any title. In Superman’s
case, the different environments around Metropolis also involve a
unique story twist each time, based on the cartoon. For example,
when you make it to Lexcorp, giant sentry robots will attempt to stop
Superman. These are Lex’s newest creations — the pride and joy of his
considerable roster of high-tech defense. If you remember the TV
episode correctly, Lex was trying to sell these souped-up bots to the
military, but everything went horribly wrong during the unveiling.
Superman had to step up and shut down the glitched-out mechanical
abominations before the crowd in attendance suffered. In the game,
Lex uses the droids as a last line of defense inside Lexcorp. You'll have
to deliver many a swift uppercut (or is that Super uppercut?) to stop

« > them. Unfortunately the level objectives
weren’t quite implemented in our version,
so we have yet to experience a full game
with cut scenes, etc. Here’s hoping
Superman will pan out before its release.
Warner Bros. trusted Titus to transform its
excellent cartoon into a quality game, so I'll
do the same up until the review.

SUPEHMAN
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This almost unrecogniz-
able extension of the long
running Star Control series
bears more than a passing
resemblance to Colony
Wars. Whether this is whol-
ly intentional or not, it’s
impossible not to see the
lens flares and streaking

& “space dust” of this game’s

o environments without

i drawing a comparison. And while
»® visually it’s not quite that game’s

equal at this stage, there’s still a
good deal of development to go.

Although it plays like Colony
Wars inasmuch as you’re in deep
space shooting at things, the games
are actually quite dissimilar. Though
StarCon is also mission based, a
unique two-player capability sets it apart. From your main craft, you
have the ability to launch a variety of ships, which a second player can
then control to perform attack runs or meet mission objectives.

And what Star Control game would be complete without some kind
F of Melee mode for straightforward two-player action? Called
Paysation | HyperMelee, you get a choice of horizontal or vertical split screen in

this one-on-one 3D space battle to
the death. The two currently
playable craft proved good fun,
though only time will tell if the orig-
inal game’s addiction factor can be
matched.

StarCon’s still too early to call,
but it looks to be different enough
from Colony Wars to justify its exis-
tence. Current plans call for a fall
release. =§<

DEVELOPER/PUBLISHER: accolade AVAILABLE: fall
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Wait, is that
Panzer Dragoon on
PlayStation? When
briefly  examined,
that is likely to be a
common misunder-
standing of 989
Studios’ upcoming
title, The Diabolical
Adventures of Tobu.
But  comparisons
pretty much lose merit as soon as one realizes that in this game you
can fly anywhere you want. Players glide from platform to platform,
enter warps to reach new levels, fly through rings... Certainly, this
game is not Panzer Dragoon.

The story behind the game revolves around the rescue of Tobu’s
kidnapped uncle. The Evil Emperor Nen Hithol is responsible for the
abduction, but before you can come within striking distance of him,
you’ll have to fly through some striking 3D worlds and battle against
hordes of metallic minions.

Tobu’s most impressive feat is how it creates a wonderful sense of
freedom; the 3D engine is very smooth and the 360 degrees of free-
dom is very effective. As you float through the air, the detailed
scenery moves around you convincingly and causes a degree of verti-
go at times. While it looks a bit like Panzer Dragoon, the gameplay is
highly original; it reminds me of the bonus levels in Spyro. But there
is a great deal of variety here, and it should provide enough depth and
originality to keep players inter-
ested.

DEVELOPER/PUBLISHER: 989 studios AVAILABLE: fali
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nintendo 64 feature

The annual pilgrimage to one of the most prestigious gaming events of the year proved to be an unforgettable expe-
rience for many reasons. A bunch of eager video game industry representatives made their way to a phenomenally hot
Seattle, Washington, at the beginning of September with only one thing burned into the cortex of their fevered brains.
They were going to have the opportunity to play-test the very latest revision of Zelda : The Ocarina of Time, which is
possibly the most anticipated video game ever. | was met by a Nintendo limousine at SeaTac airport in Seattle and
whisked away toward the bustling city center. It transpired that Nintendo had arranged a Zelda-based scavenger hunt
through downtown Seattle for the visitors to partake in, which proved to be a really cool way to spend an afternoon.
After a few hours in the exhausting heat, we all finally made it to our destination, having now learned how to play a
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- fter breakfast and' a short speech from Ken
4 ALobb of NOA, we all'sprinted through intothe

‘N “Wplay-testing rooms and prepared to turn on our -
M ," | N64s. There were gasps of excitement and amaze-
L) y ! ment.as the N64-logo-spun.round-and-round-on-the
LY screen, lighting effects bouncing off the familiar 3D
»~ N. Firstimpressions from the running demo showed
everyone that: a) Miyamoto had created the finest visu-
als ever on a Nintendo product, and
b) that the environments, characters and anima-
tions were second to none. As | looked around the
room, the others had already started to enter their
character names and were running around in the
first area. Hastily, | selected a name and proceeded to
watch the first of many plot-building sequences.

Vo

Within a forest lives a peaceful community of
elven children called the Kokiri (of which Link,
of course, is one), and they are the guardians
of the omnipotent Deku Tree, a being older
than time, that protects the lands from evil.
Each of the Kokiri are born with a guardian
fairy that watches over them and protects
them from evil spirits. All except Link, that
is, and for this reason, he is considered
\ strange by the other Kokiri. One day, the great
Deku Tree summons Link to his shrine and assigns a fairy named Navie to watch
over him. The tree speaks of an evil in the land of Hyrule, and in order to restore
peace, Link has been chosen to recover the Tri-Force — three magical stones that
possess great power when harnessed. Unfortunately, a man by the name of,
Ganondorf is trying to engulf the world in darkness. As Ganondorf searches
for a way to implement his evil plans, Link sets off on an epic quest to save
Hyrule from Ganondorf’s wicked grip.

As Link gains experience, he physically matures and can now wield a bow
and arrow in favor of his little slingshot.



frenzy that was to start at 8 a.m.

by Brun Will

First, Link enters

the hollow belly of the

Deku Tree and is thrown into his first combat
} scenario. By a clever combination of intelli-
gent camera angles, innovative button configu-
rations and a really solid combat engine, you are
given total control over Link as he battles the various
enemies he encounters. Using shields, swords,
exploding Deku nuts and Deku sticks, he can walk,
run, climb and back-flip through environments that

|
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the legend of zelda:
the ocarina of time

page 71 nintendo 64 feature E

tune on an ocarina, take numerous photos of weird elven people, and collect three colored gem-
stones. Seattle’s famous Space Needle building was to be the finishing post for the hunt, and
after a swift, stomach-churning elevator ride up the side of this rather tall structure, we were
introduced to various Nintendo staff, including Mr. Peter Main (NOA’s executive
vice president). After an extremely pleasant meal, everybody
dispersed back to the hotel and prepared for the play-testing

completely do the Zelda legacy justice. After beating
the first boss, the Gohma Spider, (a really nasty spider
creature that likes to spawn babies and run around in
the dark), you receive the first piece of the Tri-Force,
and the now terminal Deku Tree tells you to seek out
Princess Zelda in the lands outside of the forest. In
dramatic sequence, the tree dies and for the first time
in his young life, Link is forced to take responsibility
for his future and that of the others. Now you progress

v S
| ,/ ¢ .?" Zelda features prerendered

back to your forest and meet Salia, a
female Kokiri, who provides you with an
ocarina, a small flute-like instrument that
you can learn ten tunes for. She becomes
an important ally as the adventure unfolds,
and as she wishes you and your newly
found fairy good luck, you leave your home
for the first and step out into the sunlit
lands of Hyrule. From here you can go to
familiar places, such as Hyrule Village, Lake
Hyrule, Kikikara Village and the Lost Forest.
Newly implemented areas include Lon Lon
Ranch (a place where the owner and his
i daughter breed horses) and Death

Mountain (home to the Dodongo, a race of
rock-eating creatures). Naturally, your first
port of call is Hyrule Castle to visit Princess

@6"3
-

Zelda, but in order to do this, you must per-
form several tasks. After finding a way to
sneak past all of the guards in the castle
grounds, you meet with Zelda, and more of
Ganondorf’s plans and objectives are
revealed. She begs you to help her avert
horrible vision before it comes true, so with
a writ from the Princess and a song you
learn to play on your ocarina, you set off
towards Death Mountain in search of the
second piece of the Tri-Force.

At this stage in the proceedings, | decided
to explore the lands around me in more
detail before tackling the second dungeon,
so | checked out Hyrule Village with greater
care. During the daytime, it’s a place of

T S e TR T W e

village sequences with dif-
ferent selectable camera
angles (usually taking the
player to an overhead
view). Notice that the old
wise owl makes an appear-
ance. He pops up through-
out the game to offer hints
and clues in order to help
Link on his quest. Link has
a vast array of different
moves and attacks. These
are usually learned after
conducting conversations
with the many different
folk and monsters met
throughout the kingdom of

Hyrule.
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psygnosis interview

page 74

After a missed flight and smorgasbord of delays, GR finally made it down to Psygnosis’ San Francisco studio fora
quick look at Colony Wars Vengeance and a lovely chat with the lead game designer, Mike Ellis, and lead artist, Dave

Crook. The sordid details of that fateful meeting follow...

Crook and Lead Game Designer Mike
Ellis strike a pose around a gleaming
Colony Wars package.

COI0I

Gamers’ Republic: Are you surprised to be sit-
ting here putting the final touches on another
Colony Wars game?

Mike Ellis: There was no real long term Colony
Wars strategy when we began the original. It’s
very nice doing Vengeance—the fact that we
were able to kind of switch the balance and
give the player the chance to play the other
side and tell the story from a different angle.
GR: How early on did you decide that the
point of view would be switched to the Navy,
the original game's antagonist?

ME: It was kind of a natural thing. A lot of peo-
ple automatically said, “Wouldn’t it be great to
play as the bad guys?” And we were more of
the mindset that, well, these aren’t really bad
guys, and now we get the chance to show you

Vals venge

who they really are. Plus, in doing Vengeance,
we were able to put in all the cool things that
we originally had said, “Wouldn’t it be great
if...” On top of that, we got a lot of feedback
from the press and the customers who bought
the original game.

GR: Was there any response to the original
Colony Wars that surprised you?

ME: | think | was surprised by the amount of
interest that some people had in it. It was
almost like the kind of fanaticism on some lev-
els that you can get from people who are real-
ly into Star Wars or Star Trek. Maybe that’s
because we were underestimating it. With it
being a sci-fi thing, there are always some peo-
ple going, “Can you tell me how long that ship
is in centimeters?”
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goals in crafting Vengeance?

working?

ME: The programming team actually wrote a complete landscape renderer from
scratch, so that was a completely new addition to the game. It actually began as
one of the programmer’s pet projects and then just kind of blossomed into'some-
thing great. One of the first things we did when we began this project was We dis-
assembled the original Colony Wars ourselves and saw what we liked and what
we didn’t like and what we could evolve, reoptimize and tweak. And as | keep say-
ing, we basically just listened to people who played the original game.

GR: Based around the feedback from the original game, what became your main

ME: We were always looking to include what we were previously unable to insert
into the original game. The landscapes were something that we felt very strongly
about. A lot of people had said, “Wow, this planet looks cool. If only | could fly
down to it.” It was also nice that we were able to put in some ship upgrades and
tell the story from a different angle. A lot of work was put into the characterization
in the game. That was something that we got feedback on from people like your-
selves and at other magazines. | think it kind of shows how well the first game
worked. We did create a universe, and people’s initial response was, “Can you tell
us what goes on inside it?” With the first game, we provided very much an
overview of the world via the story, and now people are very interested in who
inhabits the Colony Wars universe and the little details of day-to-day life.

GR: Would you say that the planet missions were borne more out of a personal
desire as opposed to something based around user requests?

ME: Yeah. | think everyone on the team could be classed as games players and
we were all of the mind that, “Wouldn’t it be great if you could fly down to that
landscape and shoot some tanks, blow up some ground defenses.”

GR: How much new code was required to get the landscape portions of the game
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GR: What kind of specific things were done to the deep-
space engine?
Dave Crook: The engine itself was stripped down and tuned,
and we just improved it and improved it. The actual ship
design, the way the ships are modeled and built, is very effi-
cient, and we ended up saving about 50% in terms of the
amount of memory that textures require. And that allowed us
more processing power.
GR: How did you do this?
ME: We have some very efficient and well thought out guide-
es when we set out building our models, things like texture
1aring. We produce a set of textures that ships will use. They
ay not look the same, but we uise bits and pieces of these
xtures and they can be cut and pasted and be used in dif-
rent ways. . 4
GR: The texture res is the same?
DC: Yeah. | mean, it is a bit of a black art. It’s down to initially
the specifications that are given to the artists and we come up
with a specification sheet to say all fighters are no more than
this many points. And then the guys who are building the in-
game models are extremely good at what they do, and they
can do tricks and do things with smaller textures.
ME: We do have a very experienced team working on
Vengeance. About half of the original Colony Wars team are
working on this game. So we have the best of both, a marriage
of experience with people who worked on the first game. And
then we have a lot of fresh blood, which is essential for bring-
ing in new ideas.
DC: | wasn't involved with the first game, so when | came into
it, it was a completely fresh overview of the whole thing, and
there wasn’t any sort of conscious decision to scrap every-
thing and start anew. The storyline and the structure led us
that way. All of the artwork, all of the images are all brand
new. There are only a couple ships from the first game and
they’re used more like set pieces.
ME: The only times you see a model from the original game is
when we decided to use them as set pieces, such as one mis-
sion that takes place in a sort of ship’s graveyard.
DC: It’s almost a nostalgic thing for the people who are really
fanatical about the first game to see this old ship kind of drift-
ing through this graveyard.
GR: What’s the mission count like?
ME: It’s very hard to compare the original. | think it had some-
thing like 70 game missions and this one actually has 41. But
mission duration now is generally longer, and around 12 of
those missions are actually multipart. You’re playing basically
two Colony Wars missions together. So even though the mis-

== I was surprised by the amount of interest that some people had in [Colony Wars]

It was almast like a kind of fanaticism on some levels.”
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sion count is technically lower, you’ll find overall that it’s prob- = ir?_,
ably a bigger game. And we operate on a more streamline
mission tree that doesn’t sprawl as much. You're actually kind
of guaranteed to see more essential parts of the game as
you’re playing through.

GR: How did you manage to keep yourself interested in
working on a sequel?

ME: One of the major philosophies of the team is that we’re
not working on a sequel, we’re working on a game. We have
an engine and we’re going to make something which may
have the name Colony Wars on the box, but this thing’s going
to stand on its own two feet. Colony Wars was merely a com-
petitor for us—if you like, one that we had to beat.

GR: Do you see any further CW games for PS?

ME : Well, right now, the team is just concentrating on finish-
ing. This is their lives you know, and they’re just about to see
the light at the end of the tunnel, so really, there’s been no
talk.

GR: Looking at what you've accomplished here, it seems that
the only way up from here graphically would be new hard-
ware.

ME: | think that there’s always more juice left in the target
machine and we've still not seen the best of PlayStation.
Vengeance will be released and within three months there will
be another game with an even bigger “wow” factor, and then
that will be eclipsed by something else. There’s always more
left there and it forces people to innovate.

DC: We're always trying to push the envelope. In anything—
the game design, code, the art. Even when you’re finished,
you think, “Well, that could have been better or different, or
this combination would have been better.” You never look at
it and go, “That is perfect, that is it.”

ME: You never really finish a game. You always reach a cut-off
point where you have to stop. If it were up to us, we'd proba-
bly never deliver a game because we'd always be trying to
make it better!

DC: The most important thing to us is the person buying the
game. Our responsibility is their enjoyment. That’s the ulti-
mate goal. We work for the general public; it’s our responsi-
bility to perform as it were through the game. Give them what
they want, but to a greater degree show them hopefully some-
thing they haven’t seen.

Mike and his team are currently scrambling
to make the November ship date.
If all goes as planned, we should be able to
review the game next month.

“We were always looking to include what we were previously unable to insert in the original game.”
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ames that con-
G ceive genres,
redirect genres,

or even disrupt genres

have the deepest

impact in the gaming

industry. With Heretic 2,

Raven have improved
upon the tried and true
Quake 2 engine, but they
have altered one critical
aspect that has some fans of the original game up
in arms: the player’s perspective. Behind and
above Corvus, the game’s protagonist, the camera
floats and follows your every move. The wide-
angle window that this view inherently presents
grants a dramatic panorama of the action as it
transpires. But will it work when pinpoint accuracy
is necessary when aiming? Is it possible to capture
the same intense action-oriented gameplay of
Quake 2 in a third-person-perspective game? After
my visit to Raven and extensive play testing; | feel
confident that the final product will deliver an
experience that is immensely engrossing, and

overall solid. Here’s why.

It was not long after | first played Heretic 2 that
| reversed my concerns about the camera and
began to wonder if the game would be as enjoy-
able if it was viewed through a first-person per-
spective. | wouldn’t see Corvus’ eloquent anima-
tions as he climbed onto rooftops, performed his
many acrobatic. moves and used his staff te'pole
vault across a gaping chasm. Or-witness the visu-
als as he illuminated-the dark city streets with a
charging.Sphere of Annihilation spell as it danced
around his head with a spectacular trail of sparks
in its wake. And as he stood at rest, waiting for my
next command, he behaved as he should: Shooing
and swatting flies as they flitted about, examining
his surroundings with a keen eye, reacting appro-
priately to the sounds of the environment. Even
something as simple as how his model changes to
reflect new attire such as armor had me excited.
Yes, something would certainly be missing if this
game were viewed through Corvus’ eyes, and |
then knew that | wouldn’t want it to be any other
way.

But still, that does not answer the question of

Gorvus fought the good fight, but his true destiny is only about to begin...

This statue is one of a pair that
marks the entrance to the
Palace Level where Corvus
fights the first boss.

heretic 2

by Dave Rees
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The Quake 2 enginé has,ﬂg&)i significantly enhanced to feature 16-bit-graphics. Notice
the intricacy of the texturespnd the spectacular visual effects. And Corvus never seems
out of place as he walks, leaps, pole vaelts‘and back flips through the surroundmgs
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A probing look at Raven’s upaam/ng @/nl pergn action game
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The surroundings in Heretic 2 span across™d
huge continent with terrain that distinétly
varies. Towns, swamps, aquatic cities, insect
hives, and a towering sky fortress are just sp}ne

of the areas you will traverse. The first severaP“(
levels are connected linearly, but beyond that
the maps are connected via hubs, and you will
have to travel back to areas already explored to
solve puzzles and perform various tasks.




precision aiming when in a heated
battle. To combat this primary con-
cern, Raven are experimenting with
a few ideas that will make it easier
to target enemies without actually
picking targets for the player, as
Tomb Raider does. Corvus has a
three dimensional cone of influence
that projects out in front of him. Any
enemy that falls within that cone
while firing will be auto-targeted. So
you do have to aim, but the accura-
cy does not have to be perfect —
just close enough to warrant a hit.
Also, when there is more than one

all would give an unfair boost to

influence is not very large and still ¥

requires an accurate hand to land a
direct hit. There is also talk of some
type of crosshair in the final version,
but such a feature would be quite
difficult to employ without it intrud-
ing upon the gameplay. i
But let’s set targeting issuesg
aside. Heretic 2 is shaping up to be|
a very tight game from all angles.%

The story, for one, is a continuation %

of the original: The game opens with
a CG sequence that depicts Corvus’
climactic battle at the end of the:
original Heretic. And from there, he
steps into a bizarre alternate dimen-
sion called the Outer Worlds, but
eventually finds his way back to his
hometown. But the citizens there
are hardly recognizable. Brian
Pelletier, Heretic 2’s project leader,
elaborates on Corvus’
predicament: “Eventually you find
your way home and come back to
your elven village, which is where
the original Heretic started, in the
Village of the Damned, and we start
in the docks. This is the Quake ver-
sion of our docks from Heretic, and
that’s pretty much how the game
starts. Then you see that things:
aren’t right. We've got
voiceovers where Corvus says
“Hmmm, something’s wrong. Where
is everybody?” Then he sees a dead

you are playing that kick in. And
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enemy to be confronted simultane- guy lying on the ground and says
ously, the aiming system will auto-  «pym “this guy looks to be dis- ﬁr ﬂ 4
matically pick the closest target, oicad. What has befallen my peo- . f ’?
which is likely to be the more perti- ple?” And this all occurs while b
nent threat anyway. Some may v, e playing. We have triggers i j
argue that any target assistance at depending on what happens when |3

¢ o

1R 2

those players who are less skilled at
deathmatch play, but the cone of

when he gets attacked by a horde of
what are really his people, he has to

i
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kill them all and he basically says, “My brethren are insane
with bloodlust!” And then we have in-game cinematics that P

push the story along using the game engine, basically sim-
ilar to how Resident Evil was done. The characters actually
\ move and gesture to what the speech is saying. So the
story through the game is driven by these little voiceovers
and also by interaction when he meets up with another
character in the game. Right away, you meet a character
called Dranar, and basically he tells you that there is a ter-

268 . h3E : A

Continued over the page
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rible plague and there’s a possible cure on the
other side of the swamps, but the king has
locked everyone in the city with magic and he
has locked himself in the palace. If you could get
to the palace and destroy the leader, who’s
insane, then we could go get this cure in the city.
So basically the story starts right there. You
destroy the boss, but on defeating him, because
he has the plague, he explodes into this big
plague cloud and you’re consumed by this mist
and you become plagued. Now you’re |slowly

| =
dying of the plague.”

Around the fourth level, everything changes dramatically. Not only
are you trying to save the lives of the townsfolk, but also yourself. And
as Corvus progresses through the game, you will notice his skin fade in
color and become warty. Another testimony to the third-person angle.

Relying on the game itself to tell the story, Raven would certainly ben-
efit from an enhanced Quake 2 engine, and that is exactly what they
have crafted over the past several months.
Akin to what Valve have done with Half Life,
Raven have dramatically improved the render-
ing technology of the engine for Heretic 2.
Brian Pelletier reveals exactly how: “I|think
that what really helped us graphically was the

seeing them animate is even more stirring. Particularly impressive are
the T’checkriks: an intelligent insect race that dwells in a huge hive,
named K’checkrik, carved into the side of a mountain. They look much
like a cross between a cockroach and a praying mantis, only much,
much larger in size. And these beasts are not just monsters that you run
into in any area of the game. They are indigenous to the environments

The visual effects that accompany Corvus’ spells are truly
incredible to witness. When
often treated to quite a display of fireworks.

aying deathmatch, players are

fact that we went 16-bit instead of 8-bit. So
now every texture has its own palette, so we
weren’t limited to a 256 palette per area... We
could physically just paint. Instead of being
restricted to a gradation between red and blue,
now we can just paint whatever we want,”
And the results are remarkable. The lush
outdoor environments in Heretic 2 are wonder-

in which you meet them, and Raven made sure
that players would understand where they
came from and how they live and grow. “In
order to give people a sense that this is a real
environment, what we tried to do is give play-
ers a background on their upbringing and their
society — how they came to be,” remarks Brian.
“So you'll see the queen mother and she’ll be

ful examples of the various terrain and archi- 43 o pooping out eggs, then you’ll go into a chamber
tecture that such a world might contain. But -:’-: .‘_: with the eggs with larval hatchlings squirming
even more convincing is how each location in I - f." > s about, then in another room you’ll see cocoons
the game shows signs of a distinct culture. A B 5.5 s and the bugs busting out of them.” Witnessing
stonewalled town reminiscent of Olde London the stages of the T'checkrik’s metamorphosis is
Town, crawling with rats and bathed in an eerie i £ just one example of how the creatures of
moonlight, beckons you to explore its jalley- Heretic 2, as bizarre as they are, not only look
ways; its walls show signs of erosion and b . real, but exist with unfeigned authenticity.

water stains. A wonderfully ornate palace filled
with intricate statues allures you with its beau-
ty; candelabras illuminate the long rooms
within. A murky swamp shrouded in fog is a
dangerous yet graceful setting; it must be
crossed to reach the richly detailed aquatic city
of Andoria. And the scratched borrows of an I
insect hive are deeply foreboding; its earthen,

1)

Of course, none of this wonderful imagery
would be possible without a very strong core of
skilled artists, and one glance at Raven’s talent
S pool for Heretic 2 is very reinforcing. "Our new
i artists have really done a great job,” Brian
Raffel, one of the founders of Raven, states.
“It’s nice pulling these guys who were my idols
when | was playing D&D and stuff.” Artists like

twisted arteries wind and dip, eventually lead-
ing to its subterranean heart — the hive’s hub. And before you see any
signs of life in these localities, it is not too difficult to imagine what the
inhabitants might look like.

The bestiary has also benefited greatly from the jump to 16-bit, but

= Jeff Butler-and. Mark Nelson, two remarkably
talented artisans who sketched and painted portraits for some of the
original AD&D monster manuals. Raven also opted to employ the ser-
vices of Brom, a hugely popularartist of D&D fame. “Our goal was to
always hire people better than us because we were the artists when we
started; now we do much more managing.”

The insect hive is an ominous
web of passageways that
leads to various subrooms
and hubs. Notice the scratchy
motif along the walls. Subtle
details as such are important
to Heretic 2’s appeal; each
area feels as if it has a history.
As you explore the nether
regions of the hive, you will
eventually meet the hive’s
queen, a viscous mass of
undulating flesh.
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A tremendous amount of talent dwells in the offices at Raven. The characters above are some examples of the
sketches used for Heretic 2. The Overlord (the big guy depicted lower right) is a slave driver who commands a group
of Ogles (the little guy he is restraining). If you hurt an overlord, the Ogles will rebel and finish the job for you!

rema

A dazzling tisplay, of weaponty Is

ours...

ighting , parti and dipha blending!

From the simple swinging motion of the Sword Staff to the thundering strike of the Red

On top of the rendering capabilities of the improved engine, Raven
have improved upon the way that the characters animate. Because you
always see Corvus, it was crucial that Raven construct a model that
could move naturally and adjust to the surrounding environment. In
Quake 2, the character animations are very limited. While firing and
moving at the same time, the characters’ legs do not move; thus, they

appear. topglide along .the

surface. And when=looking
up or down, —the  entire
model is angled rather than

cks!

just the upper torso, which is why the animation is so stiff and contort-
ed. In Heretic 2, the character model has a rudimentary skeleton, and
the upper and lower torsos are controlled separately. The result is a
wonderfully agile character model that can adjust to any position as

necessary, even when performing outrageous acrobatic maneuvers.
The deathmatch in Heretic 2 also shows great promise. The game uti-
lizes what Raven calls the Client Effect System to improve the
client/server performance. Computational tasks such as explosions and
other visual effects are processed on the client machine; the server
merely tells the client when and where to place it. The results are very
impressive, showering the screen with

some spectacular special effects without
slowdown.

But the questions still remain. Can a
third-person-perspective game, a classifica-
tion that most of us associate with the slow
exploratory style play of Tomb Raider, pro-
vide a high-action-based experience that
feels natural? Will the targeting be problem-
atic? Raven are preparing to answer these
inquiries with encouraging words, and
prove to the overly traditional masses that
sometimes it is good to step back a bit and
give yourself a fresh perspective on mat-
ters— a third-person perspective, that is. &
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HE PERFECT HALLOWEEN TREAT, MEDIEVIL WILL LAND OF GRAND CASTLES, ROLLING HILLS AND TOWERING
SOON BE CASTING ITS DEVILISH SPELL OF EXQUISITE CLIFFS. FOR THOSE MORE INTERESTED IN CRUMPLED METAL
GRAPHICS AND WICKED GAMEPLAY ON LUCKY PS OWNERS. AND HUGE EXPLOSIONS, ROGUE TRIP ANSWERS YOUR PRI-
EQUALLY ENJOYABLE IS THE ENDEARING SPYRO THE DRAGON, MAL CALLS FOR VIOLENCE WITH VEHICULAR CARNAGE.
IN WHICH A YOUNG DRAGON GLIDES THROUGH A MAGICAL
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1. Games marked in RED are highly recommended
your gaming collection. -
2. Games marked in BLUE should be ai

generally accepted that any game. scormg

a great way to spend your gaming evening. |
ing a low D or F should be microwaved for t
and returned.]

[A+to A] Games in this bracket are the indubitable cream of the crop. They feature the very best in visu-
al presentation, and are excellent in both initial and long term playability. The very best video game of its
type, worthy of every gamer’s undivided attention. Example: Medjevil

= [A-to B] Games in this bracket are excellent, solid and highly playable pieces of software, although they
lack minor polish to become truly outstanding. Slight graphical glitching coupled with a marginally dis-
appointing ending may mar an otherwise exalted release. Example: F-Zero X

[B-to C] Games in this bracket are generally very good, but may have one or more flaws. A a game receiv-
ing a B- may be a great game that’s just too short or has irritating music, while a C may have these same
problems and a couple more. Very good to average entertainment. Example: Iggy’s Reckin’ Balls

[C- to D] Games in this bracket require serious help in two or more areas. Perhaps the control responds
horribly and the characters animate poorly. Although a game of this caliber may have had a great initial
concept, it was never fully realized in the final stages of design. Example: Mission Impossible

[D- to F] Very rarely will you come across a game of this lack of quality. A complete dearth of vision, a
determination to remove any semblance of gameplay or fun, and particular attention made to use none
of the most rudimentary of the system’s proprietary tools. Example: Batman & Robin
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core units. Additionally, the color
scheme can be altered in every
way imaginable and you can
even create your own mech
insignia. Creating a good mech is
a big part of the game’s appeal,
and you can spend a lot of time
trying different configurations
and playing around with the
color scheme.

Thankfully, there’s more to the
game than mech creation. As in
the first, a strong 3D engine with
good lighting effects and frame
rate provide a solid backbone for
the mission portions of the
game. While not any kind of huge
leap over the missions from the

endeavors. The inclusion of a new, one-on-one
Arena mode with replay only adds to the appeal,
but newcomers to the series be warned: the mis-
sion count on Phantasma is far below that of the
original, with less than 20 as opposed to around
50. Itis, remember, intended as more of an update
to the first game and should carry a value price.
Everything in Phantasma works just as it does in |
the first game. You take on different missions for !
money and take your earnings and use it toward
the betterment of your mech. You have a huge ¢ i
selection of parts to mix and match, from different
types of legs, generators, weapons, heads, and

by Mike Hobhs

riginally released in Japan as something of 4l
Oan “expansion pack” for Armored Core and b""

not a true sequel, Project Phatasma has "
made it across the Pacific. For anyone who played |
and enjoyed the first game, the new selectioq of ?;‘"Z
mech parts and missions provides a worthy Irfcén Zil
tive to revisit one the PlayStation’s best mech !lf’

Armored Core was a great
mech game, and while Pro-
Jject Phantasma is really no
better, the familiar action
holds up well - fans of the
first will love it.

first AC, in Phantasma you’ll find
a satisfying mix of destruction,
strategy, and exploration. Link-
up and split-screen two-player
modes survive in this update and
both remain a good deal of fun as
you battle a friend’s completely
unique creation to the death.

It’s really more of the same
here with Phantasma, but that’s
basically all it intends itself to be.
Anyone who enjoyed the original
will find a lot to like, and new-
comers can play this version with
no problems. fIts comparitively
low mission count, however, can-
not earn it a recommendation
over the first game. ==

B

W SO0LI0D NEW SET OF rMissions
W BRAND NEW [MECH PARTS

REPLIBLIC SAYS

W SLIGHTLY TWERKED 6RAPHICS
" AS A STAND ALONE GARME. IT'S SHORT

ARMORED CORE WAS A GREAT MECH GAME, AND WHILE PP IS REALLY NO BETTER, THE
FAMILIAR ACTION HOLDS UP WELL. FANS OF THE FIRST WILL LOVE IT.
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Strutting their funky moves to
hip hop, dance, disco, and sexy
R & B, the luminous dancers
exhibit a matchless level of
motion capture, every step of
their impressive repertoire
pulling you into the competi-
tion. It’s difficult to ignore
Bust A Groove’s smooth and
energetic style. Simply one-
of-a-kind.

® available now

lating lights around two dancers - a tall,

curvy woman holding a baby bottle and wear-
ing pink pajamas, and a playboy with thick, exag-
gerated coal-black brows and eyelashes, appropri-
ately dressed in white bellbottoms. Behind the
dancers, emblazoned on giant video screens, are
the words “I love me.” It is the perfect stage for the
narcissistic Hiro, who, after being prompted by the
funky beats with lyrics proclaiming just how smooth
it is to be a playboy, slides onto the dance floor to
bust his wicked moves against his opponent. In vic-
tory, he insufferably combs back his hair and blows
kisses wryly toward the camera before moving on to
his next dance-off.

Hiro is, in fact, one of the more ordinary dancers
to strut his sparklingly cool dance steps in Sony’s
wonderfully original Bust A Groove, and the disco
stage on which the competition plays out is indeed
one of the most traditional: One stage actually
places the dancers in an inviting open-air cottage
surrounded by storm-whipped palm trees and the
ocean; another creates an industrialized, under-
ground setting where a huge fan blows above
steaming furnaces and exposed concrete.

No matter where the competition takes place, the
inspirations remain the same: show that you’re a
better dancer than your opponent. To do this,
moves are executed through button combinations
kept in sync with the beat of the four/four mea-
sures. With a good sense of rhythm, advanced com-
binations can be
strung together to
increase the
dance meter, which

q garish, *7os-style disco floor cycles its scintil-
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peaks after a set of flawless steps. If a competing
dancer gets into a groove and the camera is con-
stantly focusing on his moves, he can be cooled off
with a special counter move, such as a fiery flash or
a capsule that temporarily traps him.

Like the dancers and the houses in which they
compete, BaG is a direct departure from the con-
ventional, both in game design and its inspiration
of music and dance. Break dancing on the top of a
skyscraper as a mouse competing against a mas-
sive robot in the streets below is far from typical.
But the fantastic style and infectious music that
form this highly polished,
gorgeous looking game
deviously pull you in
and have you mov-
ing along with
every step of the
eccentric charac-
ters’ moves.

Delightfully
bold and mad-
deningly addic-
tive, BaG
shows just
how beneficial
it is to balk at
conventional
gaming wis-
dom. ¥

e

W 2-PLAYER COMPETITION IS CONSUMING
W 7THE DRNOCE MUSIC IS INFECTIOUS

FINALLY, SOMETHING DIFFERENT. BUST A GROOVE TRAVELS INTO NEW TERRITORY, AND
WHAT IT FINDS THERE IS HIGHLY ORIGINAL, INCREDIBLY COOL ENTERTAINMENT.




Coming soon from Millennium Publications Inc.,
the Perfect, Ultimate, and only Official strategy guide

to the video gaming event of the year!
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A COMPLETE HISTORY OF THE METAL GEAR GAMES!

A LOOK AT METAL GEAR SOLID MERCHANDISE!

EXTRH HADDED BEONUSEYS INLCL UHDE:

THOUSANDS OF HIGH-RES SCREENSHOTS OF THE HIGHEST QUALITY!

FULL COLOR, 170+ PAGES BIG, AND PRINTED ON GLOSSY, QUALITY PAPER!
THE ONLY GUIDE AUTHORIZED AND APPROVED BY KONAMI!

THE ONLY GUIDE BASED ON THE FINAL AMERICAN VERSION OF THE GAME!
SOLID, RELIABLE AND 100% ACCURATE!

ON SALE OCTOBER, 1998,
AVAILABLE WHERE ALL GOGD
BOOKS ARE SOLD.

MILLENNIUM BOOKS - CREATING
ONLY OFFICIAL STRATEGY GUIDES
WITH THE EMPHASIS FIRMLY ON
S QUALITY, INTEGRITY AND

- . = : SATISFACTION.



| e geveloper argonaut e publisher ubisoft e available now <G>
he first fully 3D adventure game to star a bug, Ubisoft’s Buck Bumble comes
’ packed with ample doses of arachnid paraphernalia, more than a few highlights,
and one happenin’ bumblebee. Most refreshing is the fact that Buck Bumble rep-
resents a new concept in 3D gaming as the only shooting/adventure that you fly and

1 == hover through as an insect. Because it’s not ground based, BB provides the player with
. , ‘ o a whole new set of rules. Of course, this whole concept would be worthless without per-
4 - | fect controls, so Argonaut have blessed Buck with wonderful psychics and the most intu-
T itive flight controls since Pilotwings. The arachnid threat, the Herd (mutated bugs from
- a toxic waste spill), are a sizeable and deviant threat, their Al constantly keeping them
y : wickedly aware of their surroundings as well as Buck’s whereabouts. The assorted
S mecha-insects attack in an almost eerie fashion,
sensing Buck’s presence and mounting assaults to
their utmost capability (depending on their intelli-
gence level), which grows steadily throughout the
game. As they approach, the dreaded buzz of an
inflamed insect emanates, creating a true feeling of
parasitic peril. The sound effects in the game per-
by Dave Halverson fectly mimic real insects, from clickety cyber-roach-
es to mecha-wasps to fierce dragonflies. Luckily,
00028122 Buck’s got a couple of moves in his arsenal, as well
as a vast array of collectable weaponry to thwart their kamikaze tactics.
From homing shots to heat-seeking missiles (which can be steered for a
limited time), when all totaled, Buck can find and use over 15 weapons.
Weapon selection and usage is, of course, key. You can take the easy way
out and kill the weaker level swarms using your choice armaments, but
then you'll find yourself completely outmatched by the huge armor-plated
bosses. Or, you can exercise patient and methodical play using weaker
guns on lighter (but tricky) prey, saving your big guns for the mission
zenith. The bosses are a big, bad, bug/mecha hybrid, and usually harbor
some type of projectile spore, requiring flying skill and proper deployment
to destroy. Ammo and arms are sprinkled generously, but not so much that
you can waste them; however, careful execution will always result in ample
supplies for the task at hand.
o s . Amidst all of this arthropod fun, BB does have its share of shortcomings,
BUek £on Boves on e great precision. Swaping in low above  Which can be attributed mainly to hardware and cartridge constraints. The
ponds however, use caution - bees aren’t very good swimmers. If you do get  MUSIC, @ catchy drum ’n bass ensemble, is of high quality (especially the
stuck, turbo-tap the A button and you can usually escape. Always check opening lyric, which will stick in your head for all eternity), but it is forced
below bridges and other perilous locales for the best power-ups and ammo.  to repeat due to cart space constraints. Also on the minus side is the dread-
Hey! I made a Pro-Tip! ed Né64 fog, which is in full effect. While it doesn’t affect the gameplay at all,
= ey J = it would still be nice to see the whole level before you. The levels them-
selves are highly original works and are textured quite nicely. Everyday
objects like bottles, garden tools and foliage appear gigantic in your midst.
Although a bit methodical at first (many of the initial missions have you
vaguely repeating tasks), beyond level 10 (which isn’t even midway) things
begin to diversify impressively. Buck actually stuns and delivers specimens
to a lab for study in level 12, during which the game begins to take a major

With Buck
y  Bumble,
Argonaut and
iSoft hiave

crealed yet
another viable
franchise. /
hope he doesn’t
sting £d or

Ray...man. :&‘
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B HUBE ARERS THAT DEMAND EXTENSIVE EXPLORATION B XLNT CONTROLS & PHYSICS. BUCK'S FUN TO PLAY WITH.
W EXCELLENT MOTIF. UNIOUE AND NEVER BORING IT'S FO66Y OUT. BUT IT WON'T KILL Y0U.
A VERY ORIGINAL AND ENGAGING GAME, WITH LEGS (6 OF ‘Ej
LONG AND PACKED WITH HIDDEN AREAS AND STRATEGIC GAMEPLAY ELEMEN'

page 87

00048355

nintendo 64 review ﬂ

ave recelved more tha 0
aave e. Overa a nig
ably a etopo e N6 ood
48554 : s

a-pa
0 are goe
BBisoneo e
a ot o
a onve
ona and
efro D a
a orig
00032281
:’il
023 000492095

BUCK B’S PLENTY)




ﬂ nintendo 64 review page 88 e developer probe e publisher acelaim
nr rgs P
a/d 3 ‘ 41}
SEIFRT RIVE A { 4 .
il P

OIS 10 dlsolay statlstios

Q)
mnnj L

®

CEIERT RIEF Trn M o dand € game eve aste d oerore ose

> ‘/'Q\ 0 d P 0 d e
; — ‘f‘t 0 0 d 00 D d
g o D d ord 0
- S € 0 p
i 0 ae alto
ASId 0 Pro 0 e old
®=WEaN0ns. ' =shields been added 0 evo onb ot 0
D 0 0O De d 0 e D D

When Probe : ml'l‘m‘} omp db d
designed the % Lo, | did 0 No 0 5 0
racers that pilot 2 ol
these strange il @ if‘ : : . : e ; eature a wide :
encapsulating f - ; ) 1 -
race craft, they :i‘- :
certainly did a =
great job. Don’t NG “
you think?

by Dal‘la!lalvqran‘

® available november

- asa.

<G>

0 0 d d
d 0]
P d 0 D ed
0 e d 0dad O
Prob gone d
0 ed ad De
espe 0
O 0 0O e d O 0 e
e pro aed D P 0
q{ o
L e Ly
aF Pos = 5 g
S g

1231898




page 89 nintendo 64 review ﬂ

you can even break the sound barrier! 79 T
Multiplayer attributes haven’t been forgotten '

either. With Head-to-Head, Battle Arena and Cup

Challenge, the depth of play can now be experi-

enced by up to 4 players simultaneously. Probe

have supplied everything but the wind in your face,

so turn on a fan and have at it. XG2’s one of the best

Né4 racers in a banner year for the genre. #

projectiles and thrown in a sonic boom! Yes, now £ A y O
0p. Fas % : # e PO
& i aenn

0P ros
/3 4

10F  FOS
VER =

Ynerience hlistering Speeds on

Brea/r tlle sound lzarr/er and live 1o tell about it!

r ros i L camera editor
2 ¥ kmmj allows you to
: ; create and save
your own camera
angle. Together
with reduced fog-
ging, the result is
visual superiority
when compared

| o Extreme s q
[
“/

" s - o
Ell.l CHARACTERS ROD NEEDED PERSONALITY W 3 /MODES OF MULTIPLAYER RACING GIVE IT LOMNE LEES
- o W WITH 36 TRACKS. THERE'S A LOT TO LOVE W XLAT LIGHTING ANO ENHANCED DESIEN ALL AROUNO

WiTH XG2 AND F-ZERO X OUT SO CLOSE TOGETHER, IT WILL BE HARD TO CHOOSE BETWEEN

REPUBLIC SIAYS THE TWO. | LIKE THEM EQUALLY FOR DIFFERENT REASONS... JUST BUY ’EM BOTH!




page 90 1 e developer sega e publisher sega e available

ega’s classic AM1 light-gu<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>