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THE EXCELLENT JAK AND DAXTER HEADS UP OUR
MASSIVE DVD WITH 12 FANTASTIC PLAYABLE DEMOS.

TRCKY:
FANTASY. THE SPRITS WITHIN

PLAYABLE DEMO ONE/

JAK AND DAXTER: THE PRECURSOR LEGACY
You've read the review, now play this landmark platformer
for yourself as J&D get into trouble on Misty Island.

BURNOUT

OutRun's spiritual heir is here and you can play it now,
racing and smashing your way between checkpoints.

PLAYABLE DEMO THREE/
EXTREME-G 3

WipEout Fusion beating
future racing, Very fast.

PLAYABLE DEMO FIVE/
THUNDERHAWK:
OPERATION PHOENIX
Cracking chopper warfare.

PLAYABLE DEMO SEVEN/
F1 2001

Take a Formula One
driving test with EA's racer.

PLAYABLE DEMO NINE/
G-SURFERS

Altogether now! It's got the
whole world, in a race...

PLAYABLE DEMO
ELEVEN/
DROPSHIP: UNITED
PEACE FORCE

PLUS/VIDEO PREVIEWS OF:

PLAYABLE DEMO FOUR/
TOP GUN:

COMBAT ZONES

It'll take your breath away:.

PLAYABLE DEMO SIX/
ESPN X GAMES
SKATEBOARDING

More than the daily grind.

PLAYABLE DEMO EIGHT/
PROJECT EDEN
Futuristic, team-based
adventuring for all.

PLAYABLE DEMO TEN/
GTC: AFRICA

Kick up some dust with
this stage-based racer.

PLAYABLE DEMO
TWELVE/

LOTUS CHALLENGE
(NEW DEMO)

Burnout, Headhunter, SSX Tricky,
Ecco The Dolphin: Defender Of The
Future and more besides.

» FULL DETAILS: PAGE 008
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068 THE PS2 INTERVIEW:
KEN KUTARAGI

A PlayStation handheld? PS2
compatible with Xbox? Why cars
are brilliant? The man whio
invented PSone and PS2 speaks
his brains...

072 CALL THE COPS!
OPS2 gets a sneak preview of
SCEI's thrilling new voice
recognition-based cop
adventure, Dekavoice.

076 TO PLAY IS HUMAN
We went to Tokyo to find out
what Namco has in store for
PS2 gamers. And Tekken 4 is
only the tip of the iceberg...

084 TALKING BALLS
We got five footy game developers
together and got them talking
about the future of the beautiful
game on PS2.

GHTE
PRENEWS

012 METAL GEAR SOLID 2:
SONS OF LIBERTY

We've played the most anticipated
game for years! It's not out in the
UK until February but you can
read all about it now.

016 HEADHUNTER
Snake isn't the only stealth hero
on PS2. Meet Jack Wade, and
welcome to a shocking future.

018 REZ
Atrue PS2 original. Phat beats
and old skool blasting for
next-gen gamers.

020 RESIDENT EVIL SURVIVOR 2
CODE: VERONICA

022 HERDY GERDY
026 1co

028 ACE COMBAT 4:
DISTANT THUNDER

030 CENTRE COURT
033 POLICE 24/7

REGULARS

006 Editor’s Letter

039 Spy
We've played GT Concept first!
Read about that and the rest of
PS2's hottest news, here.

070 Next Month

092 Reviews
17 new games rated!

134 PSone Reviews
FIFA 2002 plus all the latest
PSone news.

138 Media
Shrek on DVD and an interview
with top UK Hip Hop artist
Roots Manuva.

144 HardCore
Devil May Cry guide plus
strategies for GTA3 and Pro
Evolution Soccer.

148 Subscribe
Save 10% and have OPS2
delivered to your door.

150 Postal
From you to us with words.

160 Competitions
Win a JVC widescreen TV!

162 What If?
The Third Place were
discovered?

CALL THE COPSI |

VOICE RECOGNITION COMES OF AGE IN SCEI'S NEW 3D ACTION ADVENTURE DEKAVOICE. PAGE 072




PlayStation.c

OFFICIAL MAGAZINE-UK

WRITE TO:

Future Publishing Ltd,

30 Monmouth St,

Bath BAl 2BW

Telephone: 01225 442244
Fax: 01225 732275

Email: PS2@futurenet.co.uk

EDITORIAL

SENIOR EDITOR: Mike Goldsmith

DEPUTY EDITOR: Sam Richards

NEWS EDITOR: George Walter

FEATURES EDITOR: Paul Fitzpatrick

OPERATIONS EDITOR: Lou Wells

ART EDITOR: Nick Moyle

DEPUTY ART EDITOR: Graham Dalzell

SENIOR PLAYSTATION PRODUCER: Daniel Griffiths
DEPUTY PLAYSTATION PRODUCER: Adrian Lawton

CONTRIBUTING WRITERS: Ryan Butt, Ste Curran,
Nick Ellis, Steve Faragher, Lee Hall, Lee Hart, Oliver
Hurley, Martin Kitts, Andy Lowe, Steve Merrett,
Dave McCarthy, Paul Rose, Keith Stuart
CONTRIBUTING DESIGNERS: Niki Earp,

Tina Glencross, Kerry Haysom

CONTRIBUTING PHOTOGRAPHERS: Rick Buettner,
Martin Burton, Katharine Lane-Sims, Rob Scott
CONTRIBUTING ILLUSTRATORS: Will Barras, Mr Jago,
Daniel Mackie

JAPANESE OFFICE: Amos Wong

SNR PRODUCTION CO-ORDINATOR: Duncan MacDonald
PRODUCTION MANAGER: Rose Rudd

ADVERTISING

Bath Office

ADVERTISING MANAGER: Liz Dennys

DEPUTY ADVERTISING MANAGER: Lucy Owen
SENIOR SALES EXECUTIVE: Amy Hewitt
SALES EXECUTIVE: Laura Cullingworth
GROUP ADVERTISING MANAGER: Jayne Caple
Call Bath advertising on: 01225 442244

Fax Bath advertising on: 01225 480325
London Office

COMMERCIAL DEVELOPMENT MANAGERS: Jo Wilmott,
Neil Abraham

Call London advertising on: 0207 317 2600

MANAGERIAL & MARKETING

GROUP SENIOR EDITOR: Steve Jarratt

GROUP ART EDITOR: lan Miller

PUBLISHER: Mia Roberts

OVERSEAS LICENSING: Simon Wear
PUBLISHING DIRECTOR: David Maher-Roberts

SUBSCRIPTIONS ARE AT:
Future Publishing Ltd, FREEPOST BS4900, Somerton, Somerset TA1l
7BR. Tel. 01458 271184

Distributed through the UK Newstrade by Seymour Distribution, 86
Newman Street, London, W1P 3LD. Tel. 020 7907 6000

Overseas Distribution by Future Publishing Ltd. Tel 01225 442244

If you had any problems finding this issue of OPS2, please call
Regina Erak in our Circulation Department on 01225 320889

Printed in the UK by ET Heron
© Future Publishing Ltd 2001

- ABC 82,109 JAN-JUN 2001
A member of the Audited Bureau of Circulations

Future Publishing Ltd is part of The Future Network plc.

The Future Network produces carefully targeted specialist magazines
and Web sites for groups of people who share a passion. We aim to
satisfy their passion by creating titles that offer superb value for
money, trustworthy information, multiple ways to save time and
money, and are a pleasure to read or visit. Today we publish more
than 90 magazines and over 30 magazine Web sites and networks
from offices in five countries. The company also licenses 39 of its titles
resulting in over 150 local editions in 30 other countries.

The Future Network plc is a public company quoted on the London
Stock Exchange (symbol: FNET).

NON-EXECUTIVE CHAIRMAN: Roger Parry

CHIEF EXECUTIVE: Greg Ingham

COO & MANAGING DIRECTOR: Colin Morrison

GROUP FINANCE DIRECTOR: John Bowman

Tel +44 1225 442244 T~
www.thefuturenetwork.plc.uk 3

publishing
Media with passion

Bath, London, Milan, New York,
Paris, San Francisco, Wroclaw

006 PlayStation.c

PlayStation.

“Fitz has been
swearing. Mostly
at the telly and
Jak And Daxter,
to be honest”

EDITOR’'S
CHOICE

A rammed issue and no mistake.
Here’s what you need to read...

1. JAK AND DAXTER
Of course, you could always play
the demo first ... 09.

2. METAL GEAR SOLID 2
Think you know all about MGS2, do
you? Think again 12
3. TONY HAWK’S 3: ONLINE

Our George takes on the world in
our full network test .050
4. INSIDE NAMCO

Tekken 4! New Smash Court! Soul

5. GRAN TURISMO CONCEPT
It might end up as Japan-only, but
any GT game is cool by me ...039

OFFICIAL MAGAZINE-UK

EDITOR'S LETTER
It's always fun writing these letters in real time, | think. “Gives the
0 reader a chance to see what else we've been up to while we've
been putting the issue together” goes the logic. And thus | bid
you welcome to the first and probably last chance to read the
blockbuster | shall call What We've Been Doing In the Two Days It's Taken Lou
To Persuade Me That I've Got To Write My Editor's Letter Now!

Fitz has been swearing. Mostly at the office telly, to be honest, as he tries
to master what can only be described as a bitch of a double jump leap while
reviewing this issue’s cover game, Jak And Daxter. He made it, he finished it
(it's huge!) and now he's swearing again ‘cos he's got to play it all over again
for screenshot purposes. Share his pain by giving our cover demo a spin.

George? George is a lucky man because George has spent days playing
through the final US code of Metal Gear Solid 2, previewed on page 12. He's
legally bound not to reveal certain secrets and spends his days muttering, “l
wish | could tell you what I've seen. I've seen the truth and it scares me.
Everything, everything is different now.” Fine in theory, but not so fine when
he's sat alone at a bus stop at 4am.

Sam too has been muttering. Not of Snakes and [Snip - Legal-Minded
Ed] but of having to cover for yours truly who's been off sorting a secret thing
due to roll out in OPS2 early next year. Can't say just yet, but it'll be worth
the wait. Oh, and he's also been playing the gubbins out of SSX Tricky, James
Bond 007 In... Agent Under Fire and Who Wants To Be A Millionaire 2nd
Edition (all reviewed this issue) so don't feel too sorry for him.

And the rest of the team? Well, our art bods have been cooing over the
early artwork for next issue’s cool Headhunter cover, the disc team have
been sorting out this issue’s astonishing covermounted DVD (like, how many
playable demos?) while production have been moaning at everyone to stop
playing Pro Evolution Soccer [tipped over in HardCore, page 147) and start
writing. Right, like they didn't spend the other afternoon playing through
Bravo Music (see Spy this issue, page 56). Oh, and Amos might be based in
Japan but we managed to persuade him to track down and play Gran
Turismo Concept for our lead news story. Didn't take much persuading...

And me? Oh, nothing much, thanks for asking. Bit of Christmas shopping,
spot of tea early afternoon, getting home early, playing a bit of PS2...

Guess who can do the double jump leap in Jak And Daxter better than Fitz?

1/ /

MIKE GOLDSMITH
Senior Editor

SUBSCRIBE

0%

With an Official PS2 subscription
you get six issues at just £4.50 each

call 0870 444 8656 now, quoting

order code EDP15, or turn to page 148
for more details. Offer ends 27/12/01

Overseas readers call +44 870 444 8656
Lines open 24 hours, seven days a week
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rent them first.
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Out now Out now Released 14th December

Blockbuster has a huge range of PlayStation and PlayStation 2 games.
Renting them first lets you discover which ones you like before you pay full price.
I’s a tactic that’ll work whichever game you’re playing.

Bringing Entertainment Home"

www.blockbuster.co.uk
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Greetings and welcome to another
superb OPS2 DVD. If you thought that
last month'’s disc was bulging at the
seams, well you ain't seen nothing.
As a special treat for this festive
season we've bagged you a whopping
12 exclusive playable demos. You
wanted a present? You got one!

We kick off with an incredible duo
of SCEE's eagerly anticipated Jak And
Daxter: The Precursor Legacy and
Dropship: United Peace Force. Next,
we're off for the ride of our lives with
Acclaim's mental racer Burnout, then
there's some squad-based strategy
with the futuristic Project Eden and
motorsport madness in EA's F1 2001.

It's back to the track again for
more dizzyingly fast racing thrills in
Extreme-G 3 and then we delve deep
into enemy territory with Core's

champion chopper title, Thunderhawk:

Operation Phoenix. We take in the
beautiful scenery of Africa with Rage's
Global Touring Challenge then take to
the heavens once more for some Top
Gun dogfighting action. To round
things off, try your extreme skills in
Konami's ESPN X Games
Skateboarding, hop into a super-cool
Elise in our all-new Lotus Challenge
demo and build your own loop-da-
loops in Midas' G-Surfers. Then of
course, there's a selection of videos of
the finest upcoming releases, so read
on for the full line-up. Until next time...

Ty

Adrian Lawton
Deputy PlayStation Producer

PS To use this disc, load it up on your
PS2. Then scroll between games and
rolling demos with the J and 4 keys.
To choose within a section use €
and ->. Press @& to start up your
choice. Please note, you may have to
reset your PS2 after some demos.

008 PlayStation.2
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playsble demos

r magazmes let you watch, OPS2 lets you play...

» PLAYABLE DEMO ONE

AK AND DAXT ER: THE

Publisher: SCEE/Game type: Platformer/Out:

Jak is 3

bowled over -+ _

by the score '\f'
“he gets in

this issue’s .
_review.

Py
£

AR

original form by falling
of the elemental substa
your ultimate quest is to
self, you'll need to assist the local mabitants
numerous tasks to progress and uncover a sinister plot
that threatens the entire world.

controls

p/@ Stats HUD
® Progress screen

ie demo and watch the
the Lurkers on Misty

Daxter shows
off his bulging

biceps at any %
opportunity. i




SCEE’s long-
awaited combat
sim swoops in.

THE CONTROLS
L-stick up/down - Pitch
L-stick right/left - Roll
R-stick up/down - Zoom
R-stick right/left - Camera
control
® Thrust (double tap for
afterburner, double tap in
hover mode to re-engage
flight mode)
® Brake (double tap for
hover mode)
© Fire primary weapon
@ Fire cannon
@ Change target (Double tap
for nearest target)
@ Cycle primary weapons
@ Rudder left
@ Rudder right
® +a@ Increase altitude
® +a@ Decrease altitude
R3 - Rear view
A Comms log
JTactical map
€ System damage
- Objectives
® Pause
® Change view

L ]

THE CONTROLS

L-stick - Move

R-stick — Camera

®& Menu

® Change weapon

© Weapon mode

@ Torch

@ Action

Duck

@ Target assist

All follow me

L3 View toggle

1/ /€/-> Change
character

® Pause/Options

» PLAYABLE DEMO TWO

DROPSHIP: UNITED
PEACE FORCE

Publisher: SCEE/Game type: Combat sim/Out: December/Players: 1

» PLAYABLE DEMO FOUR

PROJECT EDEN

Publisher: Eidos/Game type: Strategy/Out: Now/Players: 1 (Full game 1-4)

THE GAME
Studio Camden’s futuristic combat title puts you in
charge of a super-sonic military aircraft. Your mission
is to enter and secure combat zones before setting
down the troops of an elite anti-terrorist fighting force
and piloting heavily armoured personnel carriers into
the heart of the action. With expansive environments,
loads of missions and dazzling visuals, Dropship: UPF
is ready to take PS2 combat to a whole new level.

THE DEMO
Once the demo has loaded, you're offered the option
of heading straight into combat or engaging in a little
training to hone your piloting skills. There are two
types of training available: Flight and Combat, which
you can select with 4, § and &®.

Now head off to battle by choosing Mission with
@) again. Here, you're required to rescue Alpha Squad
by clearing the landing zone, touching down and
driving straight into the enemy compound in your
APC, engaging the enemy at ground level. Oh, and
keep an eye out for next issue's review!

THE CONTROLS
L-stick - Steer

@® Accelerate

© Brake

@ Change view
Rear view

@ (Hold) Burnout
» Pause/Quit

»»PLAYABLE DEMO THREE

BURNOUT

Publisher: Acclaim/Game type: Racing/Out: Now/Players: 1 (Full game 1-2)

THE GAME

Hailing back to classic coin-op racers like Sega's Daytona USA,
Burnout is arcade racing to the core. Taking in various European
and US locations across its 14 courses, Burnout features insanely
fast vehicles, against the clock racing and breathtaking crashes,
all adding up to one of the most thrilling PS2 driving experiences
to date. We gave the full game 8/10 and it's a cracker!

THE DEMO

After loading, hit B to get straight into the action. Our demo
features the River City course and puts you in charge of lovely
shiny red Sports Coupe AT, so just hit the gas and hold onto your
underpants. You're up against three other cars and you must
reach the checkpoints before the timer runs down. Build up your
Burnout meter by driving headlong into traffic or dangerously
close to other vehicles, and then trigger it for a mind-meltingly-
fast burst of speed.

i

| -
. A

n ™

Teamwork is the
key to survival in
Core’s Eden demo.

THE GAME

Set in a grim future, this squad-based action/strategy
title puts you in the shoes of a specialist squad of
engineer, computer hacker and cyborg, tasked with
investigating the disappearance of some maintenance
workers. Use the skills of your team to uncover the
mystery and emerge from the city's underbelly alive.

THE DEMO

Once loaded, click through the information screens
with & to begin playing Your mission is to get all
your team-mates into the UPA access lift, represented
by a flashing yellow arrow on your scanner.

» PLAYABLE DEMO FIVE

F1l 2001

Publisher: EA/Game type: Racing/Out: Now

Players: 1 (Full game 1-4)

THE CONTROLS
L-stick — Steer
R-stick up/down -
Accelerate/Brake
@® Accelerate
© Brake

© Reverse

@ Replay

@ Rear view

@ Change view
@ Gear up

@ Gear down
B Pause

Take the cornering
challenge before the race.

THE GAME
EAs latest entry to the Formula One sub-genre offers a
fresh approach to the format by introducing a series of driving
test-style challenges that you're required to pass before getting
into the game proper. The main game Itself is fast, exciting and
graphically slick with as much or as little simulation of the real
sport as you can handle, making it a fine alternative to SCEE's
Formula One 2001.

THE DEMO

After loading, press &) to enter the Challenge mode. In the
demo, this consists of a cornering test and you must get at
least 60 percent to pass. Once complete, it's on to Monza where
you'll get four laps in the Schues of Michael himself. Choose
normal or simulation handling and away you go.

PlayStation.2 009
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MORE DEMOS

playsble demos

Other magazines let you watch, OPS2 lets you play...

» PLAYABLE DEMO EIGHT

GLOBAL TOURING
NGE: AFRICA

Publisher: Rage/Game type: Racing/Out: Now/Players: 1 (Full game 1-2)

XG3 is insanely
>»PLAYABLE DEMO SIX fast, and a

serious challenge
for racing fans. THE GAME ) )
B THE CONTROLS Set over 19 beautiful courses across that most diverse of

L-stick — Steer

Publisher: Acclaim/Game type: Future racer/ ® Accelerate continents — Africa — GTC is nothing if not pretty, with the likes of
Out: Now/ Players: 1 (Full game 1-2) ® Brake/reverse Egypt, Tanzania and South Africa being taken in along the way. A
© Handbrake mix of both rallying and circuit-based racing, Rage's latest

THE GAME g Szgpaeexew offering is a fast, fun alternative to GT3.

THE CONTROLS Having gone through two previous incarnations on ® Reset car

gtfckcglsrt:g/ tibiks Nintendo's 64 bit machine, the XG series gets a PS2 THE DEMO

® Fire weapon makeover in the shape of Extreme-G 3. If you've ever played After watching the intro, press any button to start. This one-lap

© Turbo WipEout, you'll be in familiar territory with the game's break- race puts you in a rally favourite, the Subaru Impreza, and pits

g h%?: 522;‘;1" neck racing through futuristic, neon-clad environments. Powerslide your you against five other cars. Look out for the incredible Victoria

@ Previous weapon Loads of weapons, gravity defying tracks, vicious opponents way to the front Falls along the way.

@ Right airbrake and cool multiplayer action - XG3 has got the lot. of the GTC pack.

® Left airbrake
@ Change camera view

THE DEMO

Our demo features the ultra-cool Megalopis 7 track and pits
you In a tough showdown with a field of 11 other racers. Hit
= once it's loaded and it's full throttle from start to finish.
You've got just one lap to win the race, so you'd better be
quick about it!

»PLAYABLE DEMO NINE

TOP GUN:
|

—wwe| COMBAT ZONES
s PLAYABLE DEMO SEVEN long or you'll get

dead real quick! Publisher: Titus/Game type: Action shooter/Out: Now/Players: 1

THUNDERHAWK:
K' THE GAME
OPERAI ION PHOENIX E‘;’E;ﬁ%ﬂf_ il Loosely based on the cheesy Eighties Tom Cruise flick, TG:CZ is
. y L-stick right/left - Roll an arcade-style aeroplane shooter that features eight of the
Publisher: Eidos/Game type: Action shooter/Out: Now/Players: 1 ® Fire primary weapon best attack craft in the world, including the F-14 Tomeat. the
®© Fire secondary weapon

© Cycle weapon Phantom and the good old Harrier jump-jet. Not a Goose or
THE GAME ® Cycle target Maverick in sight, unfortunately, but plenty of action to keep
THE CONTROLS The Thunderhawk series has been around since the days of @ Rudder right you occupied.
L-stick -~ Move \ e ; @ Rudder left
} i Sega's Mega CD system and its intense, helicopter-based |

R-stick left/right - Rotate > i @ Throttle
R-stick up/down — Elevation action has now crash-landed on PS2 in the form of ®@ Brake THE DEMO
® Change target Operation Phoenix. With 20 levels over four environments - Zoom map After loading, begin the demo by hitting &@). The action takes
@® Wingman commands : . . il ) € Cycle view ; s S Na .
© Cycle targets and impressively varied missions, Thunderhawk is another place in the Arctic circle and your mission is to protect the oil
® Change view worthy addition to your PS2 collection. platform from attack by enemy warships and helicopters. Take
m ‘EYC'Q primary "";apr?"s out the ships before they get within firing range and ensure that
e e T THE DEMO Top Gun - Intense the helicopters don't land their troops. Once you've completed
L3 Rear view After watching the intro sequence, press 2= to begin the air combat for the mission, sit back and enjoy the replay.
gg‘n[]’;‘;;d] * Restick — Move game. Your objective is to destroy the Com Tower, storage your PS2.
® Change view tanks and the air base. Sounds easy enough, but under a =1

constant barrage of deadly enemy fire things become a
whole lot trickier:

010 PlayStation.c




Grind your way to
victory in our exclusive
ESPN demo.

»PLAYABLE DEMO TEN

ESPN X GAMES
SKATEBOARDING

Publisher: Konami/Game type: Extreme sports/Out: Now/Players: 1 (Full game 1-2)

THE CONTROLS
L-stick — Steer
R-stick — Music select
® Ollie

@ Flip

© Air

@ Grind/Handplant
@ Spin left

@ Spin right

@/ Grab

THE GAME

With Tony Hawk’s Pro Skater 3 as competition, Konami has decided to opt for a little
more realism with its own entry into the skateboarding arena. ESPN includes an Arcade
mode providing some enjoyable antics around areas like the LA suburbs and a museum,

while the X Games mode caters for the more hardcore skate fanatics.

THE DEMO

After loading, choose either X Games Vert or X Games Park with 4, 4 and &®. On the
former, you get three runs and your aim is to pull off as many tricks as you can for the
biggest score. On the latter, get a high score by covering as much terrain as possible. Pull

off tricks as you go to gain life bonuses and become king of the park.

» PLAYABLE DEMO ELEVEN

LOTUS CHALLENGE

Publisher: Virgin Interactive/Game type: Racing/Out: Now/Players: 1 (Full game 1-2)

THE CONTROLS
L-stick — Steer
R-stick up/down —
Accelerate/Brake
® Accelerate

@ Brake

© Handbrake

@ Change view
Headlights

@ Rear view

@ Gear down

@ Gear up

® Pause/Options
 Toggle HUD

THE GAME

Boasting an official licence, Lotus Challenge allows you to
drive a garage of vehicles from the company's history. In
addition to the standard Racing mode, there's a Challenge
mode, Stunt mode and Two-player split-screen option.

THE DEMO

After loading, choose a mode from the two available with
1, b and ®. Whichever you choose, you'll be given a
choice of three handling styles, so select one with 1, &
and &® again. Race is a two-lap jaunt around Bellingham
village in the UK, while Stunt mode lets you jump over a
series of buses on the Jupiter Beach course in Florida.

nonyAas

»PLAYABLE DEMO TWELVE

G-SU

RFERS

Publisher: Midas/Game type: Future racer/Out: Now/Players 1 (Full game 1-2)

THE CONTROLS
L-stick — Steer

® Accelerate

@ Turbo

@ Change view
@ Rear view

® Left airbrake
@ Right airbrake
® Pause/options

THE GAME

Hailing from UK studio Blade Interactive, G-Surfers is a
futuristic racer with 16 craft boasting speeds in excess of
10,000 mph. There are 30 tracks set across the globe tp
play on, along with a userfriendly track editor that lets
you build your own courses simply and easily.

THE DEMO

Watch the intro or skip with &), then choose Race or
Trackman with &). Trackman introduces you to the
basics of course building and lets you race it. Race
meanwhile offers two one-lap races — Akamina Pass and
Vancouver — in the mean-looking Crimson Sunset ship.

il e =]

» Comments and queries about this DVD should go to
me, Adrian, at PS2@futurenet.co.uk. Sorry, | can't
answer your questions over the phone.

» If you have problems with your DVD, pop it in an
envelope and send it to the following address. We'll test
it and, if faulty, send you a new DVD. We're at Official
PlayStation 2 Magazine, Disc Returns, Customer
Services, Future Publishing, Cary Court, Bancombe
Road Industrial Estate, Somerton, Somerset TA11 6TB.

*Remember, this DVD will only work on a PS2.

video previews

A glimpse of PS2's future...

» VIDED ONE
HEADHUNTER

Publisher: SCEE

The Sega PS2 onslaught is in full swing and we bring you a cool new
trailer of their MGS-inspired action adventure title Headhunter. Join
Jack Wade in his bad-guy busting mission to regain his memory and
get to the bottom of a sinister mystery. Playable demo next issue!

P)‘f“’

»VIDED TWO »VIDED THREE
REZ SSX TRICKY
Publisher: SCEE Publisher: EA

Believe us, Space Channel 5
creator Tesuya Mizuguchi's
‘dramatical musical shooter' is
quite unlike anything you've our edit of EA's amazing SSX
seen before on your PS2. Go remake. Turn to page 102 for
to page 18 for the preview. the full review.

Join us for a high-speed jaunt
down the slopes of Tokyo
Megaplex and Alysium Alps in

»> VIDED FOUR » VIDEO FIVE
SHADOWMAN 2: ECCO THE
THE 2ECOND DOLPHIN:
COMING DEFENDER OF
Publisher: Acclaim 11'|E FUTURE
We take a ride through Publisher: SCEE

Deadside with Mike LeRoi, aka
the Shadowman in this
stunning voodoo sequel.

Bask in the mellow mood and
beautiful undersea world.
Flipper has nothing on this fella.

»EXTRA ONE
FINAL FANTASY: THE SPIRITS WITHIN

Publisher: Columbia TriStar

To celebrate the DVD release of Square’s all-action silver screen debut
we present the full cinematic trailer of Final Fantasy: The Spirits Within,
courtesy of Columbia TriStar Films.
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SPOILER ALERT! Do NOT read this if you don’t want to know what happens after you've shot Olga.

The colonel will be joining you soon...

1. After defeating Olga you continue making
your way through the boat, taking in a few
forced gun battles and a booby-trapped door.
Eventually you find yourself crouching in a
darkened corridor. In the cut-scene that
follows we see Shalashaska, AKA Revolver
Qcelot, dramatically executing one of the
guards he is supposedly working alongside,
adding that the Colonel (Sergei Gurlukovich)
will be next.

012 PlayStation.2

2. Later, after Solid Snake covertly procures
pictures of Metal Gear Ray a long and
dramatic cut-scene s triggered which
reveals a massive twist. The Commander

of the Navy SEALSs unit looking after Metal
Gear Ray is suddenly overcome by Sergei
Gurlukovich, who claims he is reclaiming the
Metal Gear for Mother Russia. Up until now
we have assumed he s in league with
Revolver Ocelot...

Hang on, Metal Gear

outside? Oh yes.

shooting Gurlukovich [gasp!) he reveals to the
now bemused Snake — who has up until now
been watching from the wings - that he is
fuelled by Liquid Snake's (Solid Snake's twin)
arm. Snake s left stunned as Revolver Ocelot
boards Metal Gear Ray and breaks out of the
hull of the tanker leaving our hero on the
rapidly sinking vessel. What happens next?
Well that would be telling...




y the time you read this preview, the

’ PlayStation 2 will have been instrumental in
) one of the most exciting advances in
videogaming - and that's speaking with a

degree of rationality. By late November, Metal
Gear Solid 2 will have finally entered the
WORDS: GEORGE WALTER lives of thousands of gamers in Japan and the US with Europe
following in early 2002. They won't know what hit 'em. We at
OPS2 already do, and have done for the last two months.

In late October we visited Konami to play a completed US
land thus English language) version of the game. It gave us the

chance to play through and beyond what anyone outside the
confines of Konami had yet to see. It doesn't take a genius to
= work out we didn't get to see it all, and even if we had, we

1

couldn't talk about it. Here's what we can say:

[ As Metal Gear Solid 2 boots up you are instantly lulled into
| ! | something more akin to a Hollywood blockbuster than a
m———

videogame. The credit sequence, set to a rousing theme by
Harry Gregson-Williams, wouldn't look out of place on the
silver screen. It's an early reminder of the meticulous
craftsmanship that's gone into the title's development.

Snakevs retum 10 the UK iS On| three months Similarly, opening menu screens have been redesigned, still
p keeping their clean, precise future noir appeal.
away! ln the meantlmer w y nOt read our As the now famous scene-setter plays out, in which we

hands‘on I’GDOFT Of the ﬁnished US VerSiOI']? see Snake battling against the rain, making his way across the

George Washington bridge, before abseiling on to a tanker
below, you might be tempted to skip through. Hesitate a while

Publisher: Konami and you'll discover that by using a combination of button and
Developer: KCEJ analogue stick you can move and zoom the game camera as
Players: 1

you wish. This applies to any of the in-game cut-scenes. What
soon becomes apparent, is these ‘extras’ are everywhere.

The first thing that will strike people who've played the Trial
Edition is that everything looks visually sharper. Beyond that,
the in-game menus have been slightly altered. Other subtleties
now in place include water dripping off Snake's body as he

| Release: February 2002

- INa==ll=n==
LONE

Swimming underwater will be just one of many skills
you'll try out.

LIFE

SENAETLY

To use a ladder needs a simple
push of the action button.

Snake’s light-assisted USP.
Shaking down one of your recent victims. Note he is also equipped with goggles. Basically a gun with a torch.

il
RATION

As we predicted in issue #02 Metal Gear Solid 2 has an
aquatic theme. Much of the game takes place at sea
and in one instance you are required to swim
underwater. As in Tomb Raider games you are restricted
in how long you can hold your breath before your life
bar deteriorates. See the way empty cans bob on the
surface as you brush by. Watch how a dead body hangs
motionless in the murky shadows. Be glad of the life-
saving air vents indicated by streams of light turning the
water a milky white. Now imagine playing it.

ng through Snake’s Thermal Imaging goggles. Useful for seeing guards in the dark. (Right) But whose goggles are these?
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Your name, in the game.

If you visited KCEJ's Web site during the development
of MGS2 you may have noticed the opportunity to get
your name included on one of the biggest games ever.
All you had to do was register and, if chosen, your
credentials would be stamped on a set of dog tags. We
haven't found ours yet but if you're Sadaaki Kaneyoshi
then congratulations - you're on the first set!

Snake gets himself
a bit of a ‘situation’.

PRENIEW

METAL GEAR SOLID 2: SONS OF LIBERTY

comes out of the rain, the camera fogging as you move from

warm to cold areas while a nasty swarm of flies are attracted to
Snake after he procures some rancid rations.

So what's new? Well in many ways, to describe MGS2 as
merely a sequence of events and encounters is to misrepresent
it (and would also spoil the story). It may well be a linear game,
but it's unlikely you'll play it that way. Half the enjoyment is
discovering things that are peripheral to the action yet are
nonetheless astounding.

In one sequence, shortly after the fight with Olga, Snake has
to negotiate an infrared triggered bomb device blocking a door.
You could just try and crawl through — and get blown up.
Ponder for a while though and beside the door you'll see a bag
of flour. Shoot at it and clouds of dust will indicate the extent of
the infrared rays, which would prevent you passing through an
area, and also enables you to check if you've defused the rays
successfully. The same effect can be achieved by using your
Thermal Imaging goggles.

Not only is MGS2 engineered to make you think laterally
more than any other game, but it makes you feel genuine
emotion. It can scare you: just wait till you open a locker and a
dead body falls on you. It can make you laugh: hiding in a
cardboard box, the bizarre plastic toy you find propped up in
one of the tanker's holds. And it can build tension: we lost
count of moments where our pulses were racing faster than
Snake's as we passed by sleeping guards.

One of the most tense sequences we played through
occurred in the hold of the tanker. A Military Commander is
briefing his men on Metal Gear Ray, and Otacon gives you an
order to take four pictures of the war machine without being
spotted. Otacon has estimated the speech (including jokes!) will
last seven minutes. A clock in the corner of the screen counts
down as you undertake the task, which necessitates a lot of
stealth, including a crawl through an air vent, underneath the
beam of a projector showing footage of Ray and carefully

Looking over the
shoulder of a mysterious
flaxen-haired figure.
Who is he and who's he
looking at? it’s a secret!

Just who is this slim,
feminine-looking
young agent?

A later level requires yo

to use a Sniper Rifle. You'll
need a steady hand ~ so
take a few of those pills.

passing behind the assembled group of soldiers. Once you've
obtained the photos, Otacon asks you to download the files to
a computer terminal.

This process in itself shows an obsessive attention to detalil.
Rather than just hit the action button, the game'’s director has
dictated that an entire interface be designed, complete with a
cartoon character Otacon talking you through the quality of
your snaps. What does this do for the player's experience? It
heightens belief. It makes you feel less like John Smith and
more like Solid Snake.

Up to this point, familiarity is compounded in the tanker
location and its dark dank atmosphere, the greys, blues and
occasional browns of the backgrounds. However, within two
hours of play time you are off the boat in the broad daylight
enjoying a clear blue sky and a completely different location.
This is at sea, but not on a boat, and is split between scenes
both inside and out. You'll be plagued by seagulls (be careful
not to slip over in their droppings) and probably spend at least
half an hour shooting at them for ‘sport.

Here, as you become accustomed to the alien surroundings
you are introduced to new weapons (assault rifle, anyone?) and
new items [there’s a coolant spray for defusing bombs and
some dodgy ‘adult literature’ for distracting guards). More
importantly, soon after arriving in this new area, you'll meet a
brand new and particularly lethal enemy, who is very fond of
the taste of blood. But Kojima hasn't left it at that. Oh no.

And it's here we must say, ‘STOP READING NOW IF YOU
DONT WANT TO KNOW ONE OF THE GAME'S SECRETS!' Okay?
See, Kojima's masterstroke is that you get to play an awful lot
of Metal Gear Solid 2 not as Snake, but as a completely new
character. Mentioning no names, because if we did they'd have
to Kill us, what we can say is the character bears different
attributes to Snake. He's more agile, has different methods of
attack, and feels new. This is most apparent in the athletic flip
trick he performs before grabbing and hanging onto a ledge

MGS2'Snewt plgya:hl character | ‘
'shows @ff his moves, His ndme? ||

Well, it's an én?gré



and a neat cartwheel kick which doubles as a jump to traverse
gaps. He has a different style of radar, and uses a different set
of equipment to Snake. We think you'll like him. Furthermore,
speculation it may be, but OPS2 wouldn't be surprised if later in
the game his skills are combined with those of a more well
known operative... but enough. For now anyway.

After getting a sneak Memory Card-aided peek at some of
the later levels we can't help but feel excited. As the demo had
done for the trailers, the finished game carbonises everything
hinted at before — only now it doesn't stop until the end credits.
The finished game features over 18 hours of gameplay - if you
know exactly what you're doing. But you won't want to rush
through this one.

Metal Gear Solid 2 is not everything we expected. On the
contrary it's nothing we expected. You'll have to throw your
preconceptions out of the window. Forget everything you know.
Prepare to have the carpet pulled out from beneath your feet
and utter the words, “Oh... My.. God," at least a hundred times
over. Kojima and KCEJ have pulled the biggest videogaming
coup ever and created the most extraordinary PS2 release yet.

Trust us when we say you've haven't seen anything yet.. (] //We |0$t count of the
ON TARGET2 METH moments where our
Whatever get; s;\id of thi;‘gbame in &heiné;t few‘ mic;nths [;nd mofe’ pUIses were rac'“g
importantly, what doesn't) one thing is paramount: it's one of a kind. faster than snake’S//

® o o)

ATMOSPHERE TWISTS | FILTH

Music, lighting, sound One of these will be KCEJ has a revealed
effects are all literally life-changing. ' an unhealthy appetite
perfectly tuned. Excited yet? for erotica...

A Al It rifle i
| effective but ammo CATERA TRCKS
is spent quickly. The game camera reacts to Snake’s surroundings, here’s a few we found.

N

G 4
RATION . ¥

Blood Mist

Get too close to a Metal Gear gun fight Or more technically, condensation. This As you emerge from a swim or stand
and you'll get your face splashed with occurs when Snake passes from cold in the rain, water will drip off the
goon claret. areas to hot spots. camera. And who's this fella?

This is great. The "MARINES"

-+ | - B N (B L lettering shows up really well.
arfd the b ket trade
CAMERRA ~jn weapons= i
The girlie mags: they're for distracting guards not personal  Using the Camera to snatch a few secret images of Ray. Otacon This is the interface put in place for Snake to transmit his
use. So get on with your mission and stop squinting. tells you whether they are suitable each time you click. photos of Metal Gear Ray back to Otacon.

PlayStation.c 015



n huxury!
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HEADHUNTER

WORDS: PAUL AITZPATRICK

Is she really leling
everything about her past?
Contact us for completa

Pt prasars £ s ONA Evpisaton

Protect the futwe of organ
donation!

How fit is your Kid?
Free Evaluation.

HUNTER

Hairier than a month-old herring
sandwich and twice as dangerous
Jack Wade is gunning for Solid
Snake. Has he got what it takes?

Publisher: SCEE
Developer: Amuze
Players: 1
Release: January

Jack Wade regrets taking the budget

option at the car rental office.

The attention detail is evident throughout
Headhunter's grungily realistic locations.

A handy radar gives you an early warning

When the game camera is on top form it helps create genuine cinematic
tension, but when it’s erratic it can leave you feeling a little frustrated.

Wade’s biking around LA is a thoroughly
of danger, but enemy Al won’t make it easy. enjoyable element of the gameplay.

at the last four pages if this means nothing
to you] there aren't many who'd contemplate
taking on Mr Snake in the third-person
action adventure stakes. Fewer still, who'd
make their hero an unshaven loner with an obscure past, a
penchant for sneaking around and a CV that reads like a
particularly messy CNN bulletin. But that's just what
Headhunter's Swedish developer Amuze has gone and done
with its protagonist, the walking irony drought known as Jack
Wade. And, yes, he talks like he sounds.

So it's off to a dystopian future Stockholm complete with
mechanized open sandwiches and shock troops cloned from
fragments of Roxette DNA, right?

Not exactly.

With a world view that owes a lot to the grim, black comedy
of RoboCop, Headhunter is set in LA circa 2015, where sci-fi
meets the recognisably humdrum. Law enforcement is now in
the hands of a privately owned Anti Crime Network [ACN) which
works tandem with Biotech, a huge company that has
pioneered non-lethal weapontry to facilitate the harvesting of
healthy organs from collared bad guys. Jack Wade was once a
respected ACN officer, but awakes at the start of the game with
amnesia to be told he's off the force and out of favour.
Thankfully, he still has a few friends, one of whom is Angela
Stern, the daughter of the recently murdered ACN head. She
wants you to find her father's Killer, but to do that you're going
to have to become one of the ACN sanctioned private
operatives, the Headhunters. It's up to you, with a head full of
mismatched memories and a growling motorbike, to find the
killer and hopefully piece together the gaps in your past.

The game looks and plays like a sun-bleached, East
Coast spin on MGS2 and Resident Evik. stealth and gunplay
interspersed with puzzles and action-advancing clues. As you

iven the genuine and sustained anticipation
for Hideo Kojima's Metal Gear Solid 2 (look
q

:

Combine sneaking with a
near silent stun gun.




shoot and sneak your way up the criminal hierarchy in the
general direction of answers, you receive additional information
in the form of amusingly OTT news bulletins filmed with live
actors. Again, very RoboCop, but this kind of plot development
works marvellously, not least when the official reporting of
your exploits starts to diverge from the facts. Indeed, the
disorientating ‘who do you trust? atmosphere is, without doubt,
one of Headhunter's greatest assets. As is the motorbike you
use to travel between game locations. It's a chunky monster
that's a pure joy to wrestle around the sun-baked boulevards

The control system is designed with stealth in mind. Wade
can crouch, inch along walls, peek and fire around corners,
while his arsenal includes an electronic equivalent of Solid
Snake's silent tranquillizer gun. Thankfully, despite the seductive
pull to compare Headhunter with that game at every turn, it is
managing to feel very much its own title. No small feat in itself.
On the downside, there's a little concern over the game
camera, which does occasionally position itself unhelpfully at
just the wrong time, but at least this issue can be addressed.
And let's hope it is, because there’'s more than enough room in
the world for two top-notch, stealth-based action adventures,
and Headhunter certainly has all the bases covered. (]

ON TARGETA HEF
Headhunter may not be an MGS2 beater, but it's a fine and
well thought-out stealth 'n’ gunplay alternative in its own right.

o O
O
Piecing together Action blehds well Eastwood of voice,
Wade's past is only with the stealth and  hirsute of face, Wade
the tip of the iceberg. ~ puzzling elements. can truly kick ass.

never rains... Wade
Bides his time with a

JACK WACE

It looks like a real gun but you're packing a non-lethal
weapon that just turns baddies’ brains to mush. Nice.

Thankfully, because you're new to the city, prime locations in the investigation are

highlighted with translucent target zone. Bad news for skulking goons and lowlifes.

This Casio camera watch
is available today, minus

-My baby takes premium, remember

-Naturally

~ Don't worry, the gun’s not that big.

It’s just perspective. We think.
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In need of stimulation or relaxation?
Forget yoga, shiatsu or meditation -
come join the cult of Rez

Publisher: SCEE
Developer: Sega (UGA)
Players: 1

Release: December

LD NBRETIONS

OPS2 gets ready to rumble with Rez creator Tetsuya Mizuguchi.

The Trance Vibrator,
use it wisely...

Rez may have been two years in development at UGA but Tetsuya
Mizuguchi didn't lose his sense of humour while burning the
midnight oil. “It’s up to you where you choose to feel the vibration!”

What's he on about? The Trance Vibrator - a peripheral that
will come bundled with a Japanese limited boxed edition of Rez.
The idea comes from Mizuguchi-san's understanding of exactly
what kind of game Rez is.

“This game Is sounds, shapes and colours coming together,”
says Mizuguchi. “It sounds funny - after all, Rez is a shooting
game. You see enemies flying around and you shoot them! But as
you shoot them, it combines the sound and the light and then
puts the resulting vibration through the Dual Shock 2. So while
Rez is just a shooting game, it is perhaps better to call it a
‘pleasure generating machine'”

And what better way to enjoy a ‘pleasure generating machine'
than with a Trance Vibrator. The idea is a ‘hard cushion’ that
mainlines Rez's bass rumbles straight to your body. Why?
Mizuguchi wants to replicate the techno rave origins of Rez.

"Vibration is ‘real'” explains Mizuguchi. “It has impact and
allows you to truly enjoy sound. You can enjoy this vibration
through the Dual Shock 2 controller, but if you want to enhance
this, use the Trance Vibrator in conjunction with ASCII. You can
now enjoy three or four times more vibration that you can get
from the Dual Shock 2. Just plug it into the USB port ~ again, it's
up to you where you choose to feel the vibration!”

To which OPS2 can only say, ‘Steady on, sir!" but while over in
Tokyo we tried the peripheral out and it works a treat, especially if
you place it behind your back. Rez will rumble your Dual Shock 2
to its limits anyway but this baby does the equivalent of putting
your body in a bass bin and whacking the volume up to 12. What
better way to enjoy the sounds of Ken Ishii, Adam F and Coldcut,
all now confirmed for the final soundtrack?

So will it come out in the UK? SCEE couldn't confirm this as
OPS2 went to press but Rezheads who love the game - and there
will be a lot of them - should try UK import shops should worse
come to worse. Us? We're off for a Nurofen and a lie-down...

PRENIEL

hen does a game cease to be

just a ‘game’ and become an

‘experience’? Or a work of art?

Questions that Tetsuya

Mizuguchi clearly pondered

while creating Rez Apparently
the working title of the game, K-Project, was an allusion
to the work of the Russian abstract painter Kandinsky,
who like Mizuguchi-san was interested in the notion of
synasthasia - the correlation between music and art. It
shows. At one level, Rez is simple, hypnotic,
incandescent and strangely organic; pure visceral
pleasure. At another Rez is about relentless technoid
beats and blowing stuff up.

To shed some light on Rez it's a stylised on-rails
space shoot-'em-up of the most basic kind, set to
trance music. You are a flying, man-shaped being,
infiltrating a computer system plagued by a virus.
Collect floating blue orbs and your body becomes more
human-looking. If you are hit by an enemy attack you
gradually lose your form until you become a single
spherical amoeba blob. As far as combat is concerned
you aim and fire, with a lock-on function which can
select up to eight attackers at once. Along the way you
can also pick up red overdrive orbs that work as smart
bombs destroying everything on screen at once. In early
levels the majority of your time is spent just getting
used to the controls. Later on the action becomes more
frenetic as you are forced to dodge incoming fire.

That's as far as the game dynamic goes. The rest is
more of a feeling, inspired by an intoxicating blend of
sound and visuals. Screenshots will never do justice to
Rez - it's the way things move, morph and multiply that
create its unique atmosphere. Alien craft take on
strange insect-like formations, fly like flocks of birds, or

Big deadly things often
shed smaller deadly things.

L mmEE.

- s
In a later level you travel through a wireframe forest.

Stalagmites with stripy tights. Well, that’s what they look like.

dispel smaller parts of themselves like a dandelion
sheds its seeds. Others are reminiscent of the deep sea
creatures made famous by BBC1's The Blue Planet, like
a huge vector starfish whose fronds wave around as if
pushed by warm currents. Crustaceans with spiny legs
become eerily robotic in their stark polygonal guise.

The aural accompaniment isn't just peripheral - it's
essential. As you progress further into a level the joypad
begins to throb in time, and when an enemy is
destroyed the game produces a note or melody to
compliment the soundtrack. This gives an added sense
of purpose to the less sophisticated ‘shooting’ element
of the game. Whether or not this actually aids your
journey Is unlikely but it is an incredibly satisfying
sensation, like a kind of therapeutic Bemani title.

Rez will undeniably only reach the most illuminated
echelons of PS2 owners - or at least those gamers with
the will to take a risk on a cult title. For those,
Mizuguchi's orchestrated madness is set to enthral.
Meanwhile, onlookers will be impressed at just how
beautiful videogames can look and sound without
having to be anything but pure fantasy. £l

UN THRGET/

After giving preview code an extensive play, we can safely say Rez is
looking every bit as spectacular as we'd hoped.

ORIGINALITY
Like nothing you've
seen, heard or
played before.

STIMULATION

With the Trance
Vibrator people could
get most aroused...

CULT APPEAL
Guaranteed to be
picked up on by
poncey style mags.

Your perspctive sometimes shifts
from head-on to sideways.

The lock-on target is easily aimed
using the analogue sticks.
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RESIDENT EVIL SURVIVOR 2 CODE: VERONICA

LUORDS AORIAN LAWTON

RESDENT ENIL
SURNNOR 2
LOD&E: NERONCH

Can Capcom and Namco's
conversion of a classic arcade
sequel cut it with PS2 gamers?

Publisher: Capcom Eurosoft
Developers: Capcom/Namco
Players: 1-2
Release: February

4 E - i
Once that timer reaches zero, get ready for BIG trouble...

020 PlayStation.c

fr— ticking out like a fetid, rotting thumb
in the otherwise exemplary Resident
Evil series is the slightly whiffy
cadaver of Gun Survivor on PSone.
This light gun title attempted to offer
e (N€ quick-fire thrills of a shooter
while retaining the suspense-packed nature of Mikami's
masterpieces. While it recreated the atmosphere of the
games, it was too short; the puzzles were too simplistic;
the G-Con-based control system was cumbersome; and
it didn't fit into the epic story line of rest of the series.

Based on Code: Veronica, Survivor 2 aims to regain
some of that Resi authenticity by letting you work your
way through some of CV's familiar territory as Claire
Redfield or Steve Burnside (choose one, and the other
will accompany you through the game, assisting you as
go). The Prison, the Military Training camp and the
Ashford family's private residence — they're all here for
you to re-live in grizzly first-person detail.

Due to the fact that it's based on an ageing
Dreamcast title, RES2 isn't the best-looking game to
grace PS2, but each area is packed with Zombies,
Bandersnatches, Hunters and other familiar enemies
while sound is put to good use, cranking up the
atmosphere nicely. Each level is controlled by a strict
time limit, seriously adding to the tension. When the
timer counts down to zero, Nemesis (from RE3) puts in
an appearance. You can't damage him and he'll keep
chasing you until he kills either you or your computer-
controlled companion.

Sadly, from what we've seen so far, the puzzle
elements remain about as challenging as the England
First XI playing the South Korean ladies team. Find the
key then unlock the door to the level's Boss area and
repeat ad infinitum. The Bosses are an impressive

Despite its size, i
Boss presents no
real challenge,

bunch (including a Giant Spider and a Poison Hunter)
but they're all relatively easy to overcome - just strafe
around and let loose with an arsenal that includes
Magnums, Uzis, Shotguns and Grenade Launchers.
Control is also currently an issue. The D-pad added
to the G-Con 2 makes moving around a little easier
than with the original G-Con, but it's still unwieldy and a
Dual Shock 2 will serve you much better (which kind of
defeats the object]. But while the original was a sparse
affair, RES2 does offer some tasty extras to feast on. The
Dungeon mode gives you 30 minutes to find your way
out of a series of maze-like areas while the Vs Roach
mode (see Roach-0O-Ramal) is a hectic shoot-out
against swarming insects. These are great fun and,
in fact, more enjoyable than what we've seen of the
main game. In addition, a Two-player mode is rumoured
to be included, although there’s no sign of this so far.
Here's hoping that Capcom finds room for it before
release because as it stands, RES2 falls some way short
of the quality we expect from the Resident Evil series. [

ON TARGET~

Not a convincing effort so far and not in-keeping with the
sheer quality of the rest of the series. Still, fun for a while.

Q

An a}senal good
enough to obliterate
bloodthirsty hordes.

Ret: ns‘thé sinister Cihfhsy and annoying
Gothic beauty of when you're facing
the original series. multiple enemies.

The full complement of Resi nasties make their return.

SONEITION

The objectives don't vary - grab keys, open doors.



see below

£3.9

chouces’|

Choices membership conditions apply. Game ELSPA rating must be appropriate to age of renter.
Defaced or photocopied vouchers will not be accepted. One voucher per member. Valid until 12/01/02.

g a m e Choices store Date of redemption
r e n t a I Value of redemption Membership number

180 Stores Nationwide - to find your local store visit www.choicesvideo.co.uk

Free This voucher entitles one person to rent any PS2 Game free.

)




FPRENIEW

HERDY GERDY

hat kind of bizarre creation is Herdy
Gerdy? Well, if you imagine an action RPG
that takes the heart of PSone title Sheep,
grafts it onto the body of Nintendo's
Zelda series, adds a touch of BBC's One
Man And His Dog then brings the whole

WORDS: MERTIN KITTS thing to life with a liberal sprinkling of Disney’s magic dust, you

might come close to this adventure that combines ovine field
| I L L sports and strange-looking creatures.

j There's no denying Herdy Gerdy is one of the most unique
games due to appear on PS2. The objective, based around a
story line that's far too hefty to repeat here, is to make your way
to a final showdown with an evil rival, thus saving your father,

Farmyard fun and anlma' antics in Core S your village and the entire world. The twist is that you do it by
herding animals.
eagerly awa Ited t%tgmebgfr,&%gfveggevrﬁl To open up new areas on the enormous game map, you

must complete various herding-based tasks. Beginning with the
simple matter of chasing a flock of creatures into a nearby pen,
and graduating to some mind-bending logic-based problems

Publisher: Eidos later on, Herdy Gerdy is a swarming ecosystem within an action
Developer: Core Design RPG game.
R elease:mr; The further you progress, the more abilities and items are

added to your inventory, enabling you to return to earlier areas
to solve puzzles that seemed impossible the first time around.
Each item has a different effect on the animals you encounter,
and constant experimentation is the only way to find out what
the contents of your backpack actually do. An early example is
the musical herding stick: the cute, harmless Doops will gather
around its soothing sound - a useful way to keep them out of
harm’s way — on the other hand fierce Gromps will grab the
stick and snap it in half. Then attempt to do the same to you.
Bigger animals, such as the Gromps, can't be ‘herded".
Instead you must lure them into chasing you, then sneakily
duck out of the way just as you approach the gated pen. With
any luck, the Gromp will be unable to stop and stumble into

R LUNNER
,mﬂvenanekmemofrealumwm
'Mngof isney/Pixar

l darker Ievls, fogging produces an
atmospheric glow in the background.

s

;many cut-scenes scattered throughout
ther as FMV or using the in-game
ti uiarly impressive is the quality of
s made good use of the space
D to provide something a little more
ual amateur dramatics,

This is the only way to ‘herd’ a Gromp. Make  This is the first herding task you'll come across. Just force this flock of 15
it chase you, then run like the wind. Doops back along a narrow path, and you'll win the musical Herding Stick.

Herding Doops is a simple but Lucklly your Doops won't be able to fall
satisfying task. into the river here, thanks to the fencing.




captivity. Each species behaves in a unique manner. Some
young ones are very timid and can only be herded when an
adult is in the vicinity. Others will hide in bushes if you turn
your back, or refuse to fall off ledges, or drown themselves in
streams. The creatures also react in different ways according to
which species is nearby. They might eat each other, fight or
cause other animals to scatter. It's this complex understanding
and convincing interaction that forms the basis of Herdy
Gerdy's puzzles.

With so much going on, a game this big needs to be
relatively accessible. Thankfully, judging by the preview version,
tough controls shouldn't be much of an issue. New animals and
abilities are introduced very gently via simple puzzles before

you're thrown into something more dlfﬁculF. The hundrgds of // You must save your
characters you meet along the way offer hints and advice, as &

well as guiding you towards the side-quests that seem likely to fathel’, your VI"age and
make Herdy Gerdy one of the lengthiest PS2 titles. the en—tire Wodd- You do

It's definitely one to look out for. Not that you could miss it,
thanks to a graphics engine that reproduces a rich, cartoon-
style appearance without resorting to the ubiquitous cel-
shading technique. With any luck, all this early promise will
make a top-class game when it's released early next year. [

ON THRGETA

Stretching a simple concept to fit a game of epic proportions, Herdy
Gerdy should be one of the games of 2002.

it by herding animals//

| & @ ©
R S TR

VISUALS PUZZLING SCALE Knowing how the animals will behave is the key to understanding the problems the game throws at you.
Smart, appealing The more Levels span huge e e A S
cartoon look. Frame complicated puzzles ~ areas, and must be

rates need work. are very satisfying. revisited many times.

Certain areas of the
countryside are
permanently frosty. _

Down, boy! eep 4
Although this Gromp appears to be Herding certain creatures over the Doops are the dumbest animals out,
safely away from the penned Doops, edge of a cliff will result in a sticky flocking together like sheep. When
it's actually using a fishing rod to hook mess down below. Luckily, Bleeps have you've got a big group, the

them Into its mouth. Nasty little beast. spinning tails to slow their fall. individual creatures is displayed.

The camera can be
zoomed into Gerdy’s head
for a first-person view.

Once Gerdy has found himself a new pair of running
shoes, travelling between distant areas becomes quicker.

T > B

.

brother. l left him alope For a moment apd he
Cute creatures with saucer eyes are the order of the day
for Herdy Gerdy. They even talk to you, which is handy.

If you allow a Gromp to get its hands on poor Gerdy, the lad won't be killed. Instead Grab 100 of these bells in any ohe level
he’ll be thumped across to a random area on the current level. and you'll earn a special bonus item.

PlayStation.c 023
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Horned pariah seeks ghostly princess
for cute, melancholic puzzle adventure
and lots of TLC. No time-wasters please.

Publisher: SCEE
Developer: SCEI

Players: 1
Release: March

Ico is packed with brain-busting challenges. Here's a typical test of your ability to think laterally.

£

1. You reach an impassable raving, Yorda in tow.
Time to consider an alternative solution.

3. Hmm, Iwonder what happens when you drop
down on to that colossal chandelier?

5. Now you can do something with those bombs
you found lying around earlier.

7. ...you can light the bomb which you've rested
next to that rickety wooden beam.

2. After a little experimentation, you discover you
can climb up to the ceiling. What's up here then?

4. Aha, the chandelier breaks, you fall to safety
- and the burning candles give you an idea.

6. If you burn your wooden stick with the candles
from the broken chandelier...

8. When the bomb explodes, the beam breaks and
the walkway above crashes down to bridge the gap!

e massive solid

D environments
' spectacular.
- B

ow is a great time to be a gamer if you're
easily seduced by all that is Japanese and
quirky. Ico — meaning ‘let's go’ in Japanese
- is not demonstrably mental in the sense
of Freak Out or PaRappa The Rapper; but it
is subtly beguiling, strange and intriguing in
a way that most Western developers would never consider. The
absolute antithesis of the sensory overload that is an EA Sports
game for example, Ico does so little to sell itself in terms of
instant impact, you fear for its very survival. Naturally, though,
Ico's unassuming nature is the basis for its unique charm.

Your titular hero is a young boy, ostracised from his village
community for the unfortunate defect of being born with horns.
The game utterly subverts the idea of a flashy, high-impact
opening FMV sequence by opting for an eerie, scene-setting
introduction that only serves to heighten the mood of
disquietude. We see a party of knights sailing into the heart of a
seemingly abandoned island castle and imprisoning Ico inside
a sarcophagus. “Don't be angry with us,” says a knight. “It's for
the good of the village."” No more of the back story is explained.
It's all a bit Wicker Man.

Eventually, Ico escapes from his tomb. Alone in the castle,
you take over Ico's control and begin to guide him to freedom.
Soon, you encounter a strange sight at the top of one of the
castle's tall towers: the ghostly figure of a girl, trapped in a cage
suspended from the ceiling. Your first puzzle is to release her in
order to continue together to search for an escape route.

The girl (named Yorda, as you later discover] attaches
herself to Ico. Call her, and she runs towards you, grasping your
hand. You can then lead her around, much like a mother drags
an overawed child around a busy shopping arcade. The catch?
She's weaker than you. While Ico can climb chains or haul
himself up on to ledges, Yorda is pretty much dependent on
him to offer a helping hand, with this dynamic forming the
basis of Ico's many puzzles. It's a bit like those army training

Id block -pushing puzzl
a new lease of life.




exercises where you have to work out how to transport an
injured comrade across difficult terrain, except here you're
pushing crates, pulling levers, lighting bombs and swinging on
chains in order to clear a simple path to the next room.

You can't leave Yorda behind for too long, though; she's
tormented by dark apparitions who periodically materialise and
attempt to swallow her into the ground (at which point your
game ends). The only solution is to beat these wicked spectres
with your stick until they disappear - such crude combat is the
only frustration in an otherwise brilliantly-designed game.

The lack of instruction or on-screen furniture means you're
completely drawn into the fairytale, and Ico and Yorda are
beautifully animated, actually running like children rather than
polygonal characters. The way they hold hands and occasionally
talk to each other in alien tongues is touching, too. Meanwhile,
the castle from which you're attempting to escape is huge -
basically you begin at the heart of a vast maze which winds its
way up and down, inside and out, with previous locations often
visible from higher vantage points.

If you like the idea of a maze-based adventure with the
emphasis on puzzling as opposed to action, Ico will be heaven.
Prepare to have your brain taxed and your heart melted. O

ON THRGETA

Can its cute puzzles and touching fairytale atmospherics win a place
in the hearts of hardened Half-Life fanatics saturated in gore and noir.

AMBIENCE LONGEVITY
No screen clutter, Should provide
no music, no flashy around ten hours

cut-scenes. of brain-wrangling.

CUTENESS

Look at the way

they hold hands! Ahh,
ain't that sweet?

Don't get too close to the edge - it really is a long way down.

//The lack of instruction or
on-screen furniture means
you’re completely drawn
into Ico’s fairytale world//

Q&A

I O-NOGRAFPHA

Ico's Producer, Kenji Kaido, reveals why
the UK version will be better than the US's...

| -

Ico has been out in the US since September,
but not Japan. Isn't that’s rather strange for a
Japanese-developed game.

We had to release Ico early in the US - there was a
target date we had to hit, and thus, because of timing
constraints, we had to leave things out of the US
version. The US consumers are lucky as they can play
Ico first, but Japanese and European gamers are also
lucky because they can play the complete version.

The shadowy monsters
punptqate the tranquility.

Tell us the differences between the US
and Japanese/Euro versions.

Some areas have been fixed or improved slightly.
We're nearly finished the Japanese version now -

by this, | mean we're scheduled to submit the
master disc today! After this, we will go straight

into development for the European version. This

PAL version will have the same content as the
Japanese version, so Europe will receive a version
that is better than the US one!

Some puzzles have been changed and the
location where solutions could be found have been
altered. The Al has also been fine-tuned. For example,
the shadow creatures in the US version will always
take you to the same point. For the new version, that
point will change depending on how you're playing
the game. You cannot strategically plan to fight the
creatures any more - the location of their pit now
changes each time.

¥ e 3
Anything else? § 4
We've also fine-tuned the control of the game - \1"5 S lh!ma‘mg pond fs, =
the input is a little more direct than the US version. typical of IcO@icool effects.

Elsewhere, it's a small feature but in the cut-scenes
you'll now be able to control the camera. Also, if you
clear the game once, you can play it again and enjoy
some new segments that we have added for players
to enjoy. There are also some other segments we've
added; however, we'd like to keep these a secret
until Ico is released in Japan. Finally, Ico will be full
screen in PAL, but players can also select an NTSC
version if they require.
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Arcade-style flight sims take a step
closer to realism with Namco's
spectacular future combat epic.

N T

-
/ Publisher: SCEE
/ Developer: Namco
Players: 1-2
Release: January

HRE BNE LR T

Fighting in Ace Combat 4 takes place over huge distances
and across some detailed landscapes, so use that radar.

i3 p;

’*— - i §
The weapons system
kicks in and provides a
little box that you have to
manoeuvre over the target
to get things moving.

The radar highlights
targets long before you
get a visual fix on them,
which helps when
planning an attack.

il

The aim is to lock onto the bad guys before you get
so close that your missiles are no longer effective.

PRENIEL

ACE COMBAT 4: DISTANT THUNDER

r_ ancy yourself as fighter pilot? Then
Namco has come up with the ideal
litmus test: Ace Combat 4 puts you
behind the joystick of a fighter-
bomber jet in an imaginary war-torn
future world, where the speed of
your reactions will mean the difference between
freedom and slavery for the beleaguered citizens below.

As you become more proficient at dogfighting with
enemy fighters, preventing bombers from reaching your
cities, and attacking bases deep inside occupied
territory, you'll earn cash to buy new and improved
alrcraft. But even if you don't manage to collect them
all during the 20-mission campaign, there's always the
option to play through again; starting with all the planes
you bought last time.

Despite its realistic appearance, Ace Combat 4 is a
doddle to handle. The controls are reduced to a
minimum, negating the need to worry about tedious
flight sim manoeuvres. This is a pure arcade-style
experience, with each plane capable of carrying more
ammo than you could possibly use during the course of
a single level. Easy, and very satisfying,

You begin each mission flying as part of a squadron,
with your wingmen chattering constantly over the radio,
offering tips and useful information if you stray off
course. You can also pick up the communications
between the enemy forces; shoot one down and you
can hear them panicking over the loss of their
comrades — which is particularly encouraging if your
own team has been taking a bit of a pasting. Excellent
voice acting here adds plenty of personality to what
could've been just a straightforward shoot-em-up. Down
on the ground, there's an intriguing story that runs
alongside the combat action, as a young boy in one of

> e 1
Another missile hits its target.

the cities watches the skies, waiting for your squadron
to liberate his family. It's all extremely well done.
Graphically, AC4 is as accomplished as you'd expect
from Namco. The aircraft look great, with the flaps and
rudders animated to match the movement of the
analogue stick, plus a realistic heat haze effect when
the afterburners start blazing (all of which you can
admire during the post-mission replays). The ground
below looks like a photograph (probably because it is)
and as long as you fly high it's easy to imagine that it's
real land you're looking at. Fly a little lower, though, and
it does start to look a tad flat and distorted - the only
buildings that are actually modelled are the ones you're
supposed to drop bombs on. Fortunately, you don't have
to drop down to ground level that often, and the game
is still better looking than most serious PC flight sims.
Ace Combat 4 is a step up from its PSone
predecessors and a rather different proposition to its
only PS2 rival, the slightly less accessible Dropship. We'll
let you know how the two compare next month. OJ
ON THRGETS
H JHT
o N ¥

Top-of-the-range graphics, friendly handling and an involving
story line. Ace Combat 4 looks likely to score a direct hit.

SIMPLICITY LOOKS | FIREPOWER

Basic controls - the Photographic . Shedloads of missiles
PS2 takes care of all = backdrops and and nearly unlimited
the technical stuff. solid aircraft. ! ammo to play with.

Taking out a radar installation

Chalk one up for the good guys. with air-to-ground weapons.

%

Messages from you

g - n
Shame you rarely get much closer to
other planes than this long shot.

r buddies and from the enemy are displayed
at the top of the screen, and also spoken by voice actors.

. s > S
Each victory adds a bit of cash to your It's possible to bring up a long-range
reserves, so you can buy new planes.

¢

Most of the airborne targets také at least a couple of
hits to destroy. That second missile will do the job.

ponmy Sircraltanc
nd targel

x <

radar if you lose track of the battle.
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CENTRE COURT: HARD HITTER

oes anyone in the UK care that

much about tennis? Okay, there's a
(usually wet) fortnight in June when
an assortment of royalty, aging pop
stars and morons shouting “C'mon,

Tim!" gather together in SW19 and

the country goes tennis mad. Other than that, though,
the sport is (rightfully) relegated to minor slots in
Sunday Grandstand and tabloid stories of Anna
Kournikova showing her pants. Prejudice aside, there
have been some cracking console tennis games in the
past, but Midas's offering is the first for the PS2.
Centre Court: Hard Hitter is an unlicensed arcade
affair that currently compensates for its lack of depth
- a six-round Arcade mode and a single-game
Exhibition mode are all that's available - by being
extremely playable, especially when it comes to the
four-player match. The doubles game is as good a

he's a hard-hitting serve and volley player. Of
course, unless you're a tennis purist, this is of little
consequence: the emphasis in Centre Court is on
gameplay, not EA-style sponsorship.

Despite the arcade feel of play, developer Radical
Entertainment has clearly spent a lot of time honing the
ball physics. There are four different surfaces to play on
- clay, grass, indoor and hard - and all influence the
game dynamics in different ways. On clay, the ball slows
up considerably, for instance, while on grass it skips off
the turf at speeds that'll test your reactions to the limit.

Although the gameplay is spot on and the Create-A-
Player mode excellent, Midas's Centre Court is likely to
be aced by two other up-and-coming tennis titles. Both
Sega's Tennis 2K2 and Namco's Smash Court Tennis
will offer a good deal more in terms of variety. Having
forked out for the licence, Tennis 2K2, in particular
will feature all the proper names and tournaments,

multiplayer sports experience as you could wish for.

The other promising feature is the Create-A-Player
function, which doubles up as a kind of Career mode.
Once you're done with the curious business of designing
a player (see Shrink Fit), you can either hone skills in a
protracted training session, or head straight to Centre
Court for a slice of point-scoring As they compete in
more matches, the players gain experience and become
more skilful in different areas of the game. Deliver a

R

Will it be game, set and match
for Midas's budget tennis title?

adding an important dimension that's sadly lacking in
Centre Court. But at £30, Midas's first contender should
more than help tennis freaks survive until next June. O

{. \,3‘ g‘”’(
Serving up the aces, bltmg the chalk dust but is Centre Court:
Hard Hitter an unseeded nobody or Grand Slam contender?

Publisher: Midas

)&‘u \ Developer: Radical high percentage of successful first serves during your
*") Entertainment match, for instance, and you'll be more competent O
ks elea:lea'!.,l:’ns:l:-r; the next time around.

Naturally, no licence means all the players have

made-up names. But despite the lack of authenticity, |
GAMEPLAY

several faces are instantly recognisable. A stocky bald 2“”‘""‘?? g 3l i Z‘:‘{[RWE':TS
¥ " : ccomplishe i uge variety of i otal lack 0

Russu?n called Bulgakhov is a dead ringer for Andre enough for agame | player options, with | competitions

Agassi, for instance - and, like the Las Vegas courtster, coming in at £30. | different styles. | to play in.

{

SHRINK HT

This has to be a first... Psychometric questions pop up in the Create-A-Player mode to help decide what kind of player you'll be!

FORM TYPE SELECT

FOREHAND =

Food for the mind How wouid you react if you Call the police.
Nonsense encountered an alien? Attack it

Food for the soul Talk to it and smile.

How do you see iove? BACK HAND A

1. Ah, a question that has puzzled
great thinkers for centuries: what is
the true meaning of love? If you
reckon it's food for the soul, then
you're a stronger net player than
serve-and-volley master. Obviously.

2. The bizarre questions keep on
coming before you finally get to decide
on normal attributes, like whether you'd
like to play in a green or white shirt.

3. On a more serious note, you can
influence your player's style by choosing
from a variety of different stroke types.
Decide whether you play your backhand
and forehand strokes low or high and
what manner of serve you'll adopt.

i
POINTS

-

Lucy’s fish

umpire’s mind.

He might not be
licenced, but old
hairy here Tooks
dead familar...

[Mentaiity/@®. | -
g ——

iy coe

2yl

For the best Centre Court experience, try the four-player doubles game. Revisit all your greatest mlstakes v1a the Replay functlon

030 PlayStation.2
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6GGLER'S

Thz ultirnziz off-road driving adyvariure r2igrs o e
PlaySiation®2, Worlk for an 2lite band of srmugglzrs d2livaring
coniraband, 2scaping he suihoriiies and aitacking rivals in ihe

rmost volailz warzones on 2arin. Make ihe droo, hii ihe niiro Boost
and gei gcross ihe bordar beiore all hell breaks losz]

wuww.rockstargames.com/smugglersrune

PlayStation.2

. HOSTILE TERRITORY

Set in the world’'s most
dangerous warzones

Fully integrated plot increases
the adrenaline and ups the
stakes

L

Deliver the goods through
mine fields, avalanches and
enemy crossfirel

Outrun and outwit your
enemies head-to-head in split
screen multiplayer mode!

All new mission types
including helicopter drop offs!

"PlayStation" and the "PS" Family logo are
registered trademarks of Sony Computer
Entertainment Inc.

Angel Studios and the Angel Studios logo are
trademarks of Angel Studios.

Rockstar Games and the Rockstar Games
logo are trademarks of Take-Two Interactive
Software, Inc.

Copyright 2001 All rights reserved.
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Coin-op conversions take a turn
for the exhausting with PlayStation 2's
first ever motion-detecting game.

Publisher: Konami
Developer: Konami TYO
Players: 1

Release: February

FPRENIEW

POLICE 24/7

r_ un games have long been
PlayStation staples, offering
unadulterated arcade-inspired

N thrills by virtue of their winning
combination of no-brainer shooting
and sheer accessibility. But just as it
seemed as If there was little left that could usefully be
added to the coin-op shooting oeuvre, along comes
Konami's promising Police 24/7.

Although the premise of the game is familiar -
shoot down a relentless onslaught of terrorists while
saving innocent civilians — the arcade version offered
the never-before-seen innovation of motion-detection.
So, rather than housing a simple pedal mechanism in
order to duck or strafe, & la Time Crisis or Virtua Cop,
you instead had to physically dodge about in front
of the arcade cabinet in order to avoid enemy fire.

The PlayStation 2 version is already looking arcade-
perfect in almost every respect — even down to
including, in principle, the motion-sensing technology.
By means of a USB Web cam and novel handheld
trackball/trigger controller, the boffins at Konami have
been able to recreate the Police 24/7 coin-op
experience for your living room.

At this point, the one drawback is the potential

game but, while you cannot control your progress ‘into’
the screen, you are free to move about in two
dimensions. This proves to be a vital aspect of the
gameplay. In order to reach many of the enemies, it's
crucial to ensure that you're at just the right angle
behind, say, an opened car door or wall.

The pace is suitably frenetic, with nary a moment
passing where you don't have to concern yourself with
dodging bullets, targeting enemies or reloading (which,
in time-honoured tradition, is done by hiding behind
scenery). Indeed, Police 24/7 is already one of the most
hectic gaming experiences around.

In addition to the original Arcade mode, the home
version also includes a Training option, a Challenge
mode, in which you have to meet a variety of time and
accuracy-based criteria, and a selection of Point Blank-
style novelty mini-games.

For sheer shooting satisfaction, then, Police 24/7 is
already looking to be a winning proposition. Let's just
hope that, come its PS2 release early next year, Konami
has deigned to include the unique and pioneering
motion-detecting peripheral devices with it.

ON TARGETA 01 [

One of the year's finest arcade games makes it onto PS2. But how

impact this could have on the game’s retail price. While does it fare in translation to the home?

24/7 is being bundled with the nifty peripheral set in
both the US and Japan, it may prove too costly for
European console gamers, with a potential price of
£75-80 having been hinted at.

Nonetheless, as per Konami's Silent Scope series,
it's perfectly possible to play 24/7 by means of a
standard Dual Shock 2 and, even sans motion CONTROLS VISUALS ENEMIES
detection, the PS2 conversion should have plenty going The most ingenious Arcade perfect. Sunglasses? Beards?

interface since DC's What more could We've seen these
for it. Your character follows a fixed path through the Samba de Amigo you possibly ask for? = baddies before...

&
WORLO N [TOTON y

Games have never been such hard work.

When Police 24/7 first hit the arcades, it offered a revolutionary
gaming experience by being the first ever coin-op able to detect
body movement (although, for some reason, it didn’t seem to work
if you were wearing a hat). As such, it quickly established itself as
the most immersive, innovative and, indeed, physically draining gun
game around. The technology that allowed PS2 to replicate the
coin-op's motion-sensing capabilities was first unveiled to OPS2 at
May's E3 show in Los Angeles and, while only requiring subtle
movement, the system was pleasingly effective.

Konami has yet to confirm whether or not the UK version will
be packaged with the USB Web cam that is used in detecting your
movement. There's much to be said, though, for being able to fling
yourself about your living room of an evening, so let's hope the
nifty Webcamy/trackball controller combo do make an appearance
on the game's release here in the spring.

}:.-;J

~ As usul, you neéd to duck behind
ﬂ scenery in order to reload.

The coin-op ‘version saw you having to fling yourself - 4 4 aaam
around the local arcade emporium like a veritable loon. 4 W s %4 G\ 7

# AL
\ You can choose how many lives you
. start with, up to a maximum of five.
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THE PRESS RELEASE.

METAL GEAR SOLID 2: SONS OF LIBERTY
TAKES PLAYSTATION 2 By STORM THIS FALL

Metal Gear Creator Hideo Kojima Going “Underground” Until
2001’s “Must Have” Game is Complete

LOS ANGELES, CA, E3 EXPO, Booth #1124 — May 17, 2001 — Who is Solid Snake?
Does he even know? And will he survive his latest adventure long enough to find out?
Only Hideo Kojima, producer of Metal Gear Solid 2: Sons of Liberty knows the answer
to these questions, and he isn't talking. All these mysteries and more will be revealed to
anxiously awaiting gamers this Fall, when Metal Gear Solid 2 will be available for the
PlayStation 2®. This absolutely “Must Have” PlayStation 2 game will be available for a
suggested retail price of $49.99.

Additionally, Hideo Kojima, the visionary behind the successful Metal Gear series, has
decided to go “underground” after this year's Electronic Entertainment Expo in Los
Angeles. In order to complete his latest masterpiece, Mr. Kojima has decided to cut off
virtually all contact with the outside world in order to focus on the game without any
external distractions.

“Metal Gear Solid 2 pushes the limits of video gaming and redefines the very nature of
interactive entertainment,” said Chris Garske, vice president of marketing for Konami of
America Inc. “The mix of action, stealth and cinematic gameplay is going to make this
game an absolute must-have for players this Fall. Mr. Kojima has decided that the best
way to perfect this mixture is to remove himself from the public’s view for the final
months of the project.”

Solid Snake is back in Metal Gear Solid 2: Sons of Liberty, the follow-up to 1998's
critically acclaimed bestseller, takes action gaming to a whole new level. Playing as the
game’s hero, gamers will use an arsenal of high tech weapons, gadgets and supplies,
utilizing a variety of maneuvers to defeat an army of terrorists. MGS2 combines this
unique gameplay with stylish cinematic presentation, a fair dose of political intrigue and
the most stunning graphics ever seen on a console: the result is the closest thing
available to a real spy movie on a video game console.

HiHE
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WHAT PSM2 STANDS FOR...

Why is PSM2 Britains best independent PS2 mag? Because we're just like you — straight-talking gamers with a
passion for PlayStation 2. Real gamers rely on us to deliver the definitive verdict. And that’s just what youre getting
this issue, with the astonishing first verdict on the biggest game in the world. We'e the first to play, finish and
unlock the secrets of Konamis masterpiece, so youre first to know exactly how good it is. Unmissable.
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FROM THE CREATOR OF RESIDENT EVIL



‘CHICKEN’
The Art Of Driving #3
(December 2001)

BUBNOUT

"The game that leaves GT3 standing."
PSM2

Lo

Criterion

G A MES

www.ACCLAIMuUuk.com
www.theartofdriving.org

H . Acclaim Entertainment, Inc. presents a Criterion Games production: Burnout™ Developed by Criterion Games. H
alm Al rights reserved. © 1998 - 2001. Criterion Software Limited. Burnout is a trademark of Criterion Software Limited. PI ays [a tl 0 n ®
Distributed by Acclaim Distribution, Inc. PlayStation and the PlayStation logos are
registered trademarks of Sony Computer Entertainment Inc.
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EDITED BY GEORGE WALTER

The 2001 Tokyo Motor
show was the ideal
venue to showcase
GT Concept.

headiners

Cel-shaded racer Auto Modellista s p4l
Feel the Force of Jedi Starfighter-— s p42
Final Fantasy Xk new screens! = pa5
Mickey Mouse goes Square P D46
We test Tony Hawk's online > p50
Onimusha 2 update » P58
Dino Crisis with a light gun! > p63

H CON

S8 Strange cars and sublime racing, GT3's ‘sort of sequel debuted at
Tokyo Motor Show and we were there to give it a test drive.

JUST FOUR MONTHS after it's release GT3: A-
spec has a sequel, titted Gran Turismo Concept
2001 TOKYO. The new game will be released in
Japan on 1 January 2002 and gives gamers the
opportunity to race in 20 new cars that have
been on display at October's Tokyo Motor Show.

The ‘concept’ part of the name refers to the
fact many of the new cars offered are
conceptual cars developed specially for the
Tokyo Motor Show, never to be put on the
production line. The game itself is also being
touted as a ‘concept version’ of Gran Turismo
with SCEI saying that the main purpose is to
simplify the game experience by giving novices
less cars and courses.

/GT Concept will
condense GT3 to a
level accessible to
absolute beginners/

An essential event for automobile and
motorbike fans, the Tokyo Motor Show 2001
occupied both buildings of the Makuhari Messe
in Chiba city. Swarming with people, Tokyo
Game Show crowds from just a month ago at
the same venue paled by comparison.

It was the ideal place for Gran Turismo
Concept's public debut: punters could marvel at
the latest concept cars from Japanese makers,
and then race in their virtual counterparts
themselves. Indeed according to brochures
handed out, this very possibility of a ‘dream
come true’ on-road experience (albeit as a
game] is one of the reasons for GT Concept.
With A-spec arguably one of the greatest racers
on the market, Concept also acts as an entry
level title to the series. It will condense the
Gran Turismo experience of cars, courses and
‘overall game volume, to a level accessible by
absolute beginners.

On entering the Messe's main foyer, Sony
reps introduced the cars at a press event. Not

PlayStation.c 039




to'erips with Gf
Turismo Concept a
Tokyp,Motor Show.

far away, a trail of demo units stretched down / cancept is essential

the central mall, running parallel to the show

floor below. The first was endowed with a for completiStS that

massive panoramic display, via six screens and want the fu“ Iine—up in

equally panoramic sound. A row of single-

screen, one-player units followed where six thelr Vll’tual garageS//

players could compete in an iLink race.

In the build playable, seven manufacturers border on the sci-fi = GT Concept is essential
contributed a total of 20 cars, though Mazda's for completists that want the full car line-up in
RX-8 had already appeared in the A-spec their virtual garages. Exactly how the overall
garage. Four tracks and their mirror versions game contents will be condensed for newbies
were included. Taken from GT3: A-spec, they is as yet unconfirmed. But priced at ¥3,200
were Tokyo R246 (which passes Sony's Aoyama (£18), the game is half the price of A-spec.

HQ), Mid Field Raceway, Swiss Alps and Tahiti

As OPS2 went to press we learnt that it is
Maze. Civic R aside, other Honda entries were unlikely GT Concept will make its way to the UK

absent from the selectable car list. in its Tokyo Motor Show form. Despair not

Amongst the car line-up, it was ‘the pod’ though — the rumour is that European gamers
that embodied the spirit of a concept car to its will get their own similar themed GTdisc, but no

purest, looking like something straight out of decision has yet been made on content or
The Fifth Element. Jointly developed by Toyota timing. Elsewhere, the mysterious B-spec
and Sony, the pod gauges a driver's emotional refuses to go away. SCEE remains tight-lipped
state and expresses it through exterior LEDs over the project but again, it's a rumour that
and even a wagging tail antenna. Overtake a refuses to die, which suggests something is
pod in the game and it'll angrily flash red as going down at Polyphony. So what next? Well
you speed past. Casting an even wider net in Kazunori refuses to lie down and rest - he's

terms of exotic vehicles — some of which reportedly planning Gran Turismo 4. J AW/GW

¢ the Sparco Racing Cockpit

The ultimate in GT chic = now
all we need is an airbag and a
tin of travel sweets.

STRAP ME IN!

The ultimate GT peripheral - if
you have the space.

Hitting Japanese stores this winter,

comprises a bucket seat and
steering pod, courtesy of Logicool.
The latter's base is angled to give
the foot pedal setup a more
comfortable angle, considering the
low seating position. A horizontal
plate securely locks the steering
wheel in place. The snugly fitting
sliding seat felt a little
uncomfortable, but if you're after a
total racing experience, the set is
the only way to go. Pricing is yet to
be confirmed - start saving now.

EIAAME\IG THE

The ultra high-tech
pod car. Judging by the
red glow, it isn’t very

happy at the moment...

OPS2's man in Japan, Amos
Wong, takes us through
some of GT Concept's new
cars and how they play.

“A joy in handling, Honda's
Civic Type R hugged corners
and was fast off the grid,
despite an only-average top
speed. Quickly taking the
lead, it remained so until the
finish. Toyota's sleek WILL VS
came in second, despite
decent power. Skidding
around tight corners cost
valuable seconds. | found
over and under steering was
common at the wheel of
Toyota's chunky RSC. Luckily
with copious power, off the
scale acceleration it secured
first place, leaving
competitors in the dust.
Obviously not as
powerful as the others,
the Toyota/Sony
developed pod's race
/ was exclusively against
other pods. | chose it
for an iLink battle against
other cars, but pushing it to
the limits resulted in skidding,
a few barrier encounters...
and last place.”
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“IT WAS PURE
COINCIDENCE!
WE JUST
HAPPENED TO
BE IN THE SAME
BUILDING”

KINGDOM HEARTS, PG 046

The game's cel-shading even applies to
~ visual elements like lighting and blurring.

LR

Ooh, it’s just like driving a comic... And
even better, it’s network-compatible.

NS

s

Cel-shaded racing with a diffeyehce in Capcom’s Auto Modellista.

&
ALL TOO OFTEN, cel-shading in videogames has been
used as a cheap marketing trick. “Amazing cel-shaded
graphics give a unique cartoon look!,” the press releases
cry. Aside from the comic-book sass of Jet Set Radio, the
effect rarely adds anything tangible to the game. So why
should we be getting excited about Capcom’s recently
announced PS2 racer, Auto Modellista? :

To begin with, the screenshots — which we've been
assured are actual in-game representation — show a higher
quality of cel-shading than you'd normally expec}i Look
beyond the cars and you'll notice the painted effect also

extends to other parts of the visuals, for example, light
sourcing, motion blur and sparkle rather than just the
vehicles themselves. Furthermore, the backgrounds look to
have a hand-drawn feel. Cars can be customised with
money won from races.

The game which has a scheduled release in Japan for
spring 2002 will also be the first online racer for PS2.
Gaming tome Weekly Famitsu printed a screenshot of a
Network Play menu screen as way of proof. Players can
search for opponents online, have a chat and trade parts.
Although Capcom has made no official announcement that

Line drawing online.
Auto Modellista will
take cel-shading to
new heights.

Auto Modellista will be released in the UK, OPS2 has
learned it is probable that the game will be confirmed in
the not too distant future. Whether it will arrive with
network play intact is unknown, due to the lack of Sony's
official Network Adaptor till next spring/summer,

but as has been proved by Tony Hawk’s 3 Pro Skater's
Network Play mode it's possible to include the option
before the official hardware becomes available. [ | GW

*Expect more information as and when Capcom
confirm a UK release date.

HEIE B

[1GHT

Fancy playing PS2 on the move? The future’s coming...

WITH THE RELEASE of the PSone's mini-screen and
therefore a more portable console, a small step was made by
Sony in a drive towards bringing the gaming experience out
from under the TV and into your palm. Currently though, it is
Nintendo who leads the handheld charge with its successful
Game Boy Advance.

Aside from the Japanese-only PocketStation, a Memory
Card-sized handheld which was used to download mini-
games from PSone games for play on the move, PlayStation
has been sadly bereft of anything to challenge Nintendo's
supremacy. Until now that is. Well, kind of.

During an interview with Ken Kutaragi, President and CEO
of SCEI it was hinted at that Sony is looking into the
possibility of creating some form of handheld hardware in the
next two or three years. Pointing to the generation jump
made by the Game Boy Advance, Kutaragi is congratulatory
but also critical, “The Game Boy Advance is very, very nice," he
says, “but the display quality is not attractive enough.”

It is with this in mind that Kutaragi-san is continuing to
hold off from the handheld market for the time being, “With

the current technology it is difficult” he explains. When the
time comes though, Kutaragi is adamant that content will
most certainly not be limited to just PSone or PS2.

This seems to suggest that any portable hardware would
be geared more to providing an outlet for different forms of
entertainment. It's possible to envisage a product that could
be plugged into a broadband connection onto which a game,
DVD movie or music CD could be stored and then played
while on the move. You only have to look at the success of
the MP3 phenomenon and the new battery powered Apple
iPod on to which 1,000 tracks can be downloaded from your
desktop computer for the potential future of the device.

What OPS2 is most excited about is the opportunity to
play such established PlayStation brands as Tekken, Metal
Gear, Jak And Daxter and WipEout on the train, plane,
bus or whilst on the toilet. For now see our artist's
impression of the PS2 handheld of the future. And
no. It won't look anything like that. CJ GW

*See our full interview with Ken Kuturagi on page 68.

Mr Jago thinks
the portable PS2
will look like an
Etch A Sketch...

ILLUSTRATION: MR JAGO
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So where’s the weapons then?
Well, with Jedi Starfighter’s
new Force capability you
might not need them.

SPACE RACE

Hui for Episode Il goodies but still
Iov';g;yodracfg'g? Welcome to Racer 2.

Exclusively revealed back in OPS2 #08,
Star Wars Racer Revenge: Racer 2 is the
sequel to the N64/PC space racer. It's
more of an Episode 1.5 game than
Episode Il though, featuring a teenaged
Anakin who sneaks off for some
podracing when he gets bored training
to be a Jedi. Looking fast and boasting
more tracks, ships and characters than
before, Racer 2 is due next spring.

|'MAGES: © & TM 2001 LUCASFILM LTD

FORCE L

NDING

Star Wars: Jedi Starfighter will give you the chance to feel the Force.

DETAILS HAVE BEEN released by LucasArts
regarding its next PS2 Star Wars venture, Jedi
Starfighter. A sequel to last spring’s successful
Star Wars Starfighter, the game will give
insight into elements of the forthcoming film,
Star Wars: Episode Il Attack Of The Clones.

“You can think of Jedi Starfighter as a
primer for Episode II” explains Daron Stinnett,
Project Leader for the title. “Players will
get some basic background information on
characters and events, but we've been careful
not to include any major spoilers.” Although
the story behind the project is original, the title
intersects different key events in the upcoming
movie. The eponymous Jedi Starfighter is also
the same craft that features in Episode II. “The
game is going to debut some fantastic Star
Wars hardware. 'm honoured that we've had
the opportunity to put the first Episode Il game
out before the movie,” enthuses Stinnett.

One of the most interesting advances over
Starfighter will be the new Force powers

available to players, which allows them to
make full use of a Jedi's special abilities. These
take the form of Force Lightning, which drains
enemy crafts’ energy, and Force Shield, which
creates a barrier to deflect hostile fire. A
further trick of the Force, Reflex, gives the
impression of exaggerated reflexes. This puts
everything in slow-motion, but leaves the Jedi
fighter with normal turning and shooting
abilities. It's something Stinnett is clearly proud
of: “With the Force, we're able to move beyond
the standard projectile-based weapons, and
that adds a new dimension to gameplay.”

The heroes of Jedi Starfighter are Jedi
Master Adi Gallia and, back from Starfighter,

//TheJedlslarﬁgMer
is the very

craftthatwillfeature
in Episode I/

“s UAR’E WILL
ICONS TO
GET AROUND
ANY POSSIBLE
LANGUAGE
BARRIERS”

ONLINE FANTASIES, PG 045

Nym. The unlikely pair join forces to fight
against the villainous Captain Cavik Toth, his
Sabaoth Squadron and, of course, the evil
Trade Federation. They each have slightly
different agendas: Nym to liberate his home
planet, which he was driven from by the Trade
Federation; and Adi to subvert a plot that
threatens the Jedi's very existence. Between
them and their success lies the future of the
entire Star Wars galaxy.

In addition to an enhanced 3D game
engine, which should substantially improve on
the visuals of Starfighter, players will now be
able to take part in co-operative two-player
missions which introduce other characters, like
Reti and Jinkins. Star Wars: Jedi Starfighter is
due out in spring 2002, with the guaranteed
box office smash Attack Of The Clones hitting
multiplexes in May next year. [] GW

*Expect a preview of Star Wars: Jedi Starfighter
early in the new year.

Remember how cool
Starfighter's ships were?
These babies are cooler.

042 PlayStation.2




(Above) US-only music

GT3 scoops one of three awards for

THE 2001 INTERACTIVE BAFTA awards saw
PlayStation 2 scooping three prizes, including Best
Console game for SCEE's Gran Turismo 3: A-spec.
Interestingly the chart-topping racer was also
nominated for best Network Game, due to its four-
player iLink capability, although the category was
won by the Dreamcast's Phantasy Star Online.
Konami's PSone football legend ISS Pro
Evolution 2 was a welcome choice for best Sports
Game, finally giving what is the gamers' choice of
football sim the recognition it deserves. ISS beat
off strong competition for the prize, including
Sega's Virtua Tennis 2 and Activision's Tony Hawk's
Pro Skater 2. Perhaps the most
surprising win was for SCEA's PS2
rhythm-action disco-fest Frequency.
Despite the B in BAFTA standing for
British, judges saw fit to give an
American-only release an award. Sure
there was logic in that, somewhere.
Although OPS2 was invited to the
event held in the Grosvenor Hotel, on
London’s Park Lane, in true rockn'roll
style we failed to turn up. That and
because we couldn't afford a tux. And
we were busy. Deadlines, you know.
Still, here’s what the judges said, and
because, quite frankly, they aren't
the best bits of prose, OPS2's more
‘eloquent’ opinions. J GW

blaster Frequency won the
Lifestyle and Leisure award
while GT3: A-spec (Below)

won Best Console game.

fmib =

While BJ-cum-film

star Mr Goldie

served the sarnies.
.

PS2 at 2001 Interactive BAFTAS.

BEST SPORTS GAME
Winner: ISS Pro Evolution Soccer 2 [PSone)

What they said: ‘Simply the best videogame

implementation of playing football to date...
The graphical quality and technical
implementation are superb.”

What we said: “Not there! There! GET. IN. You

fouling bastard. Have that!” Sparked the fire
which was eventually to become OPS2's

ultimate weakness: PS2's Pro Evolution Soccer.

BEST CONSOLE GAME
Winner: Gran Turismo 3: A-spec (PS2)

What they said: “This now classic game has been
refined to near perfection... it's the collecting of

cars that really draws you in”

What we said: ‘It rocks harder than AC/DC,
drives faster than Schumacher in a bad mood
and plays as sweetly as the 1970 Brazil team.”

LIFESTYLE AND LEISURE
Winner: Frequency (PS2)

Ry mucH |

(Above) An ‘emotional’ Jon Murphy, of
Konami Europe, receives a prize for
ISS Pro Evolution Soccer 2. (Below)
Sean Kelly, SCEE Producer of GT3.

What they said: “Obviously addictive! Challenging
but not difficult to use. Excellent use of graphics,
especially considering the musical nature of

the game.”

What we said: Umm, well, we didn't. It's not
coming out in the UK - although OPS2's Mike and
Sam played it for a bit at E3. Any good? Well, like

we said, it's not coming out in the UK.

“Nick, couldn’t we
* get a pic of Jacko
: for... Oh. You did.”
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Wacko Jacko to appear in sequel to Space Channel 5.

TETSUYA MIZIGUCHI'S LATEST PS? title
Space Channel 5 v2 is to feature the King of
Pop himself, Michael Jackson. Speaking to OPS2
during a game presentation in Tokyo, game
creator Miziguchi also revealed that the game is
nearly complete and promised, “It's much more
happy, more crazy, much more musical."

So what is the multi-million selling artist's
role in Miziguchi's rhythm-action game? “Michael
plays the role of a Director at a TV show where

Ulala [the game's star] is working” he explains.
“Maybe this is what he will be doing in 500
years' time. He will be Space Michael!"

Jacko's other PS2 guest-spot is in Midway's
Ready 2 Rumble 2. As well as pop star cameos,
this new version of Space Channel 5 is said to
be a more story-led experience, a response to
claims that the original lacked longevity. | GW

*More on Space Channel 5 v2 next issue.

LIl | =

Bringing you the latest info
on the biggest PS2 games.

MATT
PRO BMX 2
Publisher: Activision

Last seen: OPS2 #012
Release date: Spring 2002

Little to report on the BMX
instalment of Activision's 02
brand, except we've been sent the
latest screenshots. If this is half as
good as Tony Hawk's 3, Hoffman's
PS2 debut could definitely be one

to look out for.

DESERT SI'ORM

Publisher: SCi
Last seen: OPS2 #012
Release date: Spring 2002

Pivotal Design has just released
all-new screens and a short movie
showcasing in-game footage of

its forthcoming Gulf War action
title. Indications suggest this will
be a more than competent team-
based experience.

VAMPIRE NIGHT

Publisher: SCEE
Last seen: OPS2 #012
Release date: February

One of the many Namco/Sega
games now heading for a UK PS2
release. We've seen new playable
code of this undead light gun game,
and can confirm it more than
improves on Time Crisis 2's next-
gen visuals. Full preview next issue.

DROPSHIP: UNITED
PEACE FORCE

Publisher: SCEE
Last seen: OPS2 #012
Release date: January

Previewed in issue #012 with an
expected release of October, the
events of Sept 11 meant Dropship
disappeared off the release radar.
As this issue goes to press, we've
received new code of the renamed
title with a review due next issue.
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Buy a PlayStation 2
plus any 2 PS2 games
for only £275.
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CAPCOM

Devil May Cry*

fl- e e s | Released 14.12.01

carry bag

A Fifa 20027

/ \

Choose from this and many other PlayStation 2 offers in every store. More from V.Shop.

Choose from these and over 180,000 CDs, DVDs, ‘]SHW
videos and games available in every store. | L

MORE ENTERTAINMENT

*© CAPCOM CO.. LTD. 2001 All Rights Reserved. CRPCOM and the CRPCOM LOGO are registered trademarks of CAPCOM CO. LTD. Devil May Cry is a trademark of CAPCOM CO. LTD. All Rights
Reserved. “© 2001 Electronic Arts Inc. All Rights Reserved. Official FIFA licensed product. © 1977 FIFA TM. Manufactured under license by Electronic Arts Inc. All sponsored products, company
names. brand names and logos are the property of their respective owners. ER SPORTS™ is an Electranic Arts™ brand. “PS” and "PlayStation” are registered trademarks of Sony Computer
Entertainment Inc. All riights reserved.

Offer applies to stickered product only. Details correct at time of going to press. While stocks last.



INTO A GRIMY
JAIL BLOCK
AND A ROTTING
ZOMBIE PASSES
BY IN A BLUR”

SPY IN JAPAN, PG 055

Hkazub: (4L\
A 2

Vana Dir, crawling with
evil, but dead pretty.

Know your enemies. On

first name terms.

ONLINE i e

It might be a long way off, but Final Fantasy XI is still getting us excited.

SQUARE HAS ANNOUNCED new information
about its online-only title Final Fantasy X, including
something approaching a story line. Players will be
able to form teams of up to six players for
adventuring and chat in real-time.

The location for the game is a fantasy world
named Vana Dir, a civilization blessed with the
power of ‘the Crystals’. In recent history this power
was used to fight a battle with ‘the monsters’, a
war that decimated beautiful cities and villages,
turning them into vast barren wastelands. Twenty
years after the fighting ceased, this world is
starting to get back to normal - until evil begins to
disseminate again across Vana Dir and the people
look to the Crystals’ power as their saviour...

As is the norm for RPGs, in particular those of
the Final Fantasy series, the plot may seem rather
vague and confusing to anyone other than an avid
fan. What should be of most interest to less RPG-
inclined readers though, is this will be PS2’s first
online-only title and will be supported by the Hard
Disc Drive and Network Adaptor.

The gamie looks to include an abundance of
NPCs (non-player characters] to bolster the action.
Furthermore, there will be a large variety of ‘ethnic
groups’ in the game. The Humans are the most
balanced in their abilities, but they are by no

RN i

A valiant knight tries in
vain to out run the
rising sun. We think.

means the only playable characters. The player will
be able to select from a number of options such as
body type, sex and looks to define characters, as
well as assigning different skills and abilities to
their online persona.

Square has been at pains to make character
interaction online simple. It'll

be possible to get help on //Fm wi“ be .u..e
2’s first online-
who you want to engage in ¥ pported
battle. Icon-based only t'ue 5L
communication, as seen in by the HDD//

game progression, trade
unwanted items and select

the Dreamcast’s Phantasy
Star Online will ensure language barriers won't
cause a problem. As was previously announced the
title will be played through a Web-based portal
called PlayOnline and your characters and games
will continue to develop even while you are offline.
It's likely OPS2 will feature more news on the
UK release of Final Fantasy X before more
particulars of XI are announced, but we'll be
keeping you informed about this potentially
standard-setting online project. L] GW

*Visit www.playonline.com to see
how the online interface might work.

GOOD & ENIL

Our Heaven and Hell-styled ’ometer

PS2 HEAVEN
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The genuinely amazing,
hype trampling glory that is
Metal Gear Solid 2: Sons Of
Liberty. Think you know

what to expect? Think again. /,\

£
Bravo Music. Who knew a @)
rhythm action, orchestra e
conducting game could be { j £k
so addictive, challenging LM K
or fun? Encore! A 11

SSX Tricky for achieving the @t———@ 0
near impossible and .
improving on the sublime
SSX with invention, attitude
and Hollywood heavyweight
vocal talent.

Pro Evolution Soccer. By the @) w
time you read this the best 2
footy game ever will be in o

the shops and we'll stop
going on about it. Probably.

Sense warping ‘translations’ .
of interviews with Japanese
developers that turn OPS2's
sharply tuned questions
into bafflingly oblique
‘Japlish’ answers. Can
someone translate the
translation please?

The saucy GT Concept for
not having a UK release
planned. Oi Kazunori-san!
We'll be your best mate
and everything!

Bass Strike. Why not make
a game that involves
standing around in a drafty
boat trying to catch fish
you'll never get to eat. Oh,
they already did.

The frighteningly Muppet-
jawed virtual Chris
Tarrant in Who Wants

To Be A Millionaire? 2nd
Edition. Enough to make
you muck up the first
question. On purpose.

PS2 HELL

09Vl W *NOLVYLSNTII

BLUE LINES

Warthog, developer of highly

was the most pre-ordered game on the PS2 release schedule » AirBlade will get a US release in February but not tt

d Star Trek Invasion for PSone, is planning a PS2 game based on ET » Codemasters’ football management sim LMA Manager 2002 will
feature TV commentators Alan Hansen and Gary Lineker, as its anchor men. The game is due for release in April 2002 » In the week OPS2 went to press Pro Evolution Soccer

gh SCEA - Hi k have aquired the rights.
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Mickey, le;o and, Dcnald ‘,W,’." star lh Sq,uare/Disney venture Kingdom Hearts — and it's coming to the

IT CAN SOMETIMES SEEM that the most interesting PS2
games only come out in Japan. Great news then that SCEE
 has announced that it will be publishing Square and
 Disney's first joint creative project, |
~ adventure Kingdom Hearts, in the UK. :
During an interview with members of the Kingdom
~ Hearts development team at Square's HQ in Tokyo, OPS2
was given a hands-on preview of the game in action that
revealed impressive graphical representations of some
much-loved Disney characters. - -
The story as we understand around a boy
named Sora who sets out on an adventure with Donald
Duck and Captain Goofy. Both parties are searching for
‘missing people: Sora for his two best friends Riku and Kairi
- who've been Ic nt storm; the Disney twosome for

;g‘ll‘ b '-' -
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And the Japanese magazine
that coughed up these babies...

jnn

MGS2 gets the Kubrick model treatment. Need them. Now!

WHILE PERUSING TOKYO'S videogame
shops on the hunt for PaRappa tea towels,
ramen noodle sims and Afroken dolls, OPS2
came across the ultimate in chic Metal Gear
Solid 2 collectables. Kubrick, the cool toy
company that has already produced miniature
models of the characters from The Blair Witch
Project, Planet Of The Apes, Disney flicks and,
most bizarrely, Tony the Tiger from the Frosties
ads, has now put together a series of Metal

EXPERIENCE 0
FACE-SLAPPING
'| SOMEONE ON
THE OTHER SIDE
OF THE WORLD”

HAWK'S ONLINE, PG 050

o il ]

Gear 2 models. As shown above, the Lego-sized
range includes Snake, Revolver Ocelot, Olga,
two masked guards and Otacon - perfect for
setting up you own Metal Gear dioramas or
arranging dubious ménages a trois.

OPS2 has previously reported that US toy
guru Todd McFarlane is also releasing an action
figure-sized range of six Metal Gear characters,
a number of which still remain under wraps.
However we reckon these stylish Kubrick

= 50LIO

For the James Lavelle
wannabe in your life comes
these sweet, sweet toys.

offerings are infinitely more desirable. Yup, we've
got the Planet Of The Apes ones too.

Although Konami is yet to confirm that it
will be distributing the Kubrick figures in the
UK, OPS2 is certain that these babies will be
one of the more sought after import items at a
Forbidden Planet near you. ] GW

*As soon as Konami officially confirm it's
distributing the Kubrick toys, we'll let you know.
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Age: Early 30s
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Onimusha: Warlords

IRE SERIES!
R MATES!
EP!

Distinguishing Features: Heroic stance, big hair, bigger sword,

Classic pantomime knight >
~ in Robin Hood tights. B
Skeleton destroying double-sword

stabs and power-ups.

1 petence Although fairly weak, has access
to fearsome ‘Foot Cheese’.

A shield ‘Frisbee Attack’ for slicing

red-and-white boxers.

Distinguishing Features: Magical sword, pony-tail, aversion

to coolie hat-wearing demons.

Samurai Warrior chic - the looks
of Japanese film star Kaneshiro

Various magical attacks and
big-assed sword moves

g Vitality can be restored with yellow
souls and imbibing of the urb

& A devastating ‘special attack’

bony adversaries.

Maximo stars in Capcom’s 3D ‘tribute’ to Eighties coin-op
Ghosts'N Goblins. Destroy the undead without taking too
many hits - if you do, Maximo has to fight in his pants.

provided by blue souls

Samanosuke is the warrior hero of Capcom'’s Onimusha:
Warlords. With his female companion Kaede, Samanosuke is :
on a mission against Nobunaga and his evil undead army. I
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~ ANGER &
 AGGRESSION
| MANAGEMENT
THERAPY
3 ' ED UNTIL
; CANCELLES o riCE
e

Wouldn't it be cool if you could eat your boss? Or summon a catastrophic whirlwind to throw your bank manager hundreds of feet into the air, so he falls to his gory death? Or shoot the
jobsworth bus conductor with a sniper rifle from half a mile away? A safe, cathartic way of releasing the day’s pent up aggression?

The international smash hailed by the critics as one of the best PC games ever finally arrives on the beautiful black box. This epic of a game spans over 45 levels in beautiful 3D
landscapes, and lets you control three amazing races, who can rip each other apart in various ways. O, and did we mention it's got some of the best humour ever to grace a videogame?

Atter this, you certainly won't attend another aggression management session.

STebios http://www.interplay.com/giants-ps2

Giants: Citizen Kabuto: Copyright 2000, 2001 by Planet Moon Studios. All Rights Reserved. Planet Moon and the Planet Moon logo are trademarks of Planet Moon Studios. Giants, Giants: Citizen Kabuto, Interplay, the Interplay logo, By Gamers. For Gamers.", Digital Mayhem and the Digital Mayhem logo are trademarks of
Interplay Entertainment Corp. All Rights Reserved. Licensed by Interplay Entertainment Corp. Al other copyrights and trademarks are the property of their respective owners. & and "PlayStation” and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Exclusively distributed by Virgin
Interactive Entertainment (Europe) Limited. Virgin is a registered trademark of Virgin Enterprises Ltd. Al rights reserved. All other copyrights and trademarks are property of their respective owners.
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SOMETHING OF A FIRST was witnessed in
the offices of OPS2 this month - the first
example of true online PS2 gaming, In Tony
Hawk's Pro Skater 3 (reviewed on page 98) a
Network Play option is selectable that will
allow gamers to compete in various game
modes with players from all across the globe
- and we were first to try it out.

Although the ability to play online THPS3
has preceded the release of Sony's official
Network Adapter [out in spring 2002), there
are still two options open to those wishing to
experience the pleasure of face-slapping
another skater who's being controlled on the
other side of the world.

We tested two different types of
connection both of which were incredibly
simple to set up. Here's how to do it...

—
HETWORK PLAY
INTERNET

= LAN

CHOOBE SKATER

NETWORK PLAYER NAVE
oPS2

TORY HAWK

Style: Vert

Stance: Gooty
ol

. e ‘N;“_V— o a
oM eSTRer - X Accant T “Rotate Sxater Back
1. After selecting Network Play from the opening
menu, select your connection method.

LAN GAMES
—_—

SERVER LIST
NO SEAVEAS FouUN:

RETIONS
START GERAVER

afErreen ol
SERWER INFD

e T
2. Select a server from the list (or create a new
one for others to join)

3 en setting up a server you must specify a
name for it and can protect it with a password.

4. Hit ‘ready’ and the game will start up with this
and a few on-screen instructions. Easy!

;
z
g
:
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Tony Hawk's 3 starts the online PS2 revolution ~ and you can try it right now!

OPTION ONE

7] USB Modem

] Cheapest option

] Just needs a normal dial-up connection
First you need to buy a USB modem. These
are avallable for under £40 online or in high
street retailers. You simply connect the
modem to the PS2 with the USB cable, then
plug the phone cable (included) from the
modem into the socket you normally run the
Internet through for your home computer (or
any other available phone line).

After following the on-screen instructions
you will be asked to type in you dial-up
connection number, username and password
for your ISP. This will be exactly the same as
the one your home computer uses. You are
then free to set up a server or join one already
listed in the menu.

OPS2's George throws a few
insults at PSM2 via a USB

OPTION TWO
[T} USB Ethernet Adapter
[] Requires you to have an Ethernet/LAN
connection
Purchase a high speed Ethernet Adaptor
[about £40 online or from your local PC shop)
which is then connected to a LAN (Local Area
Network]. All you need to do is plug one end
of a USB cable into the slot on the front of the
PS2 and the other to the Ethernet Adapter.
Now plug the adapter into the wall via a CAT5
cable [comes with the Ethernet Adaptor] .
On-screen instructions follow after you
have selected Network Play from the game
menu allowing you to select your method of
connection and define a user name. You are
then able set up your own server to which
other gamers can join, or connect to someone
else’s server.

keyboard. Players’' names
appear above their heads.

Trinitron

Through the USB modem the only
problems you may encounter
relate to how good your
connection to the Internet is.
Otherwise, the information needed
for you to enjoy online gaming is
small enough not to hinder the
average modem. The game ran
fine when we tested it, with just a
few very occasional glitches.

Option Two

Over a LAN, the game runs exactly
the same as normal except with
the added enjoyment of an
opponent without the split-screen.
Level swapping and game mode
changing showed no sign of
becoming slower. Plug a USB
keyboard in to the other port and
you can Insult skaters in real-time.

Important: For information on
compatibility please check the
manual which comes with the
finished game.

*Head to page 98 for our Tony
HawkK's 3 review. Oh, and congrats
to Neversoft for making online
play so easy. You have to try this.




XenoSaga Producer,
Hirohide Sugiura.

XENO WARRIOR SUCCESSA”

Monolith Soft’s follow up to respected mech anime RPG XenoGears to get a UK release.

Mr Transformer
disliked his
DEVELOPED BY SQUARESOFT, XenoGears was Concorde arm.
praised by gamers but was overshadowed by the
Final Fantasy series. When Square passed on a
sequel, the creative team quit, started Monolith £
Software and took its unique brand of sci-fi anime Playstatlonga
RPG to Namco. Two years later, say hello to = >
XenoSaga - coming to PS2 in the UK via SCEE.
While XenoSaga sounds like its Square-produced
predecessor, Producer Hirohide Sugiura points out
that fans of the original game should not expect a
sequel. “There is no direct link between the
characters of XenoGears and XenoSaga but we have
tried to rebuild the ‘world view’ of the first game.”
The new game's subtitle ‘Der Wille Zur Macht' is
a quote from German philosopher Friederich
Nietzsche and means ‘Will to power'. Indeed, the
ability of characters to impose their will on others is
set to be a theme of the series. The story follows
three playable characters (a battle-android engineer,
one of her creations, and a 16-year-old boy with plot
enhancing amnesia) all of whom are part of the
Galactic Federation resisting a shadowy enemy
known only as Gnosis. The gameplay will consist of
Free and Event modes. The lengthy cut-scenes that
make up the Event mode will give the gamer anime
quality episodes that will inform the playable Free
mode that will unfold on a 3D field map.
Even with it's predecessor's quality as a calling
card, it's uncertain that this passive/interactive
gameplay hybrid will appeal to UK gamers. However,
given Monolith's single-mindedness, it would be
unwise to bet against XenoSaga just yet. (J PF

*XenoSaga will come to the UK courtesy of SCEE. For
more Namco games, turn to page 76 for our feature.

Are UK gamers
ready for a
mech themed,
sci-fi RPG?
SCEE thinks so.

TENSE, NERVOUS HEADACHE?

Nothing gets through a thick skull quicker than an axe, and you'll need one in order to survive the world of
Baldur’s Gate™. Three and a half million people have experienced the PC version - but this is different, way
different. This is 55 levels of explosive combat. This is weapons of mass destruction. This is an epic tale of action
and adventure that would shame Tolkien. This is Baldur’'s Gate™: Dark Alliance™.

oo eains |
Ralour's (ate”

ARK ALLIANCE
o

it [ o — — s
/g & m, Ny T DRAGORS b Y os INFOGRAMES

www.interplay.com/bgdarkalliance

Baldur's Gate: Dark Alliance © 2001 Interplay Enter tainment Corp. All Rights Reserved. Baldur's Gate, Dark Alliance, Forgotten Realms, The Forgotten Realms logo, Dungeons & Dragons, the D&D logo, and the Wizards of the
Coast logo are trademarks owned by Wizards of the Coast, Inc., a subsidiary of Hasbro, Inc., and are used by Interplay under license. All Rights Reserved. Snowblind Studios and the Snowblind Studios logo are trademarks of
Snowblind Studios. All Rights Reserved. Black Isfe Studios and the Black Isle Studios logos are trademarks of Interplay Entertainment Corp. Alf Rights Reserved. Licensed by Interplay Enter tainment Corp. All other trademarks




"UTTERLY COMPELLING.
BETTER THAN ANYTHING OF
ITS TYPE ON PS2."
PLAYNATION

“SOUL REAVER 2 FLOWS LIKE

BLOOD FROM A FRESH WOUND.”

“QUITE SPECTACULAR.”
OFFICIAL PLAYSTATIONs2 MAGAZINE;
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“VIRTUA FIGHTER
4'S Al MODE
WILL BE LIKE
WATCHING

YOUR SON IN A
SPORTS DAY”
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The man behind the PS2's shape is already planning the next phase of PlayStation.

THE NAME TEIYU GOTO might not mean a lot
to you. But if we were to say he's Head of
PlayStation Product design and Corporate
Identity Design, it might make more sense.
That's right — he designed the PlayStation 2.

As Sony's most senior and highly decorated
designer his creative juices have produced
some of the most iconic electronic goods since
he joined the company 24 years ago; the
original PlayStation, the Vaio notebook PC, the
Dual Shock, the PocketStation, the PSone and
the new PSone screen.

When OPS2 had the pleasure of meeting
Goto-san last month, we found a stylishly
dressed figure looking none of his 48 years.
Chatting in the SCEI HQ in Akasaka, Tokyo we
asked him how he thought game console
design would evolve in the future.

“That's a good question,” he replies, “'m
currently in the middle of studying, processing
and thinking how PlayStation should evolve in
the next few years or maybe ten years time. I'd
like to be very careful though and watch how

//Pm thinking how
PlayStation should
evolve in the next few
or maybe ten years,”
Teiyu Goto/

the whole entertainment business as a whole
develops, not just gaming”

PS3 anyone? Well maybe. But the fact Goto
will be keeping his eye on every aspect of
multimedia suggests he is concentrating on the
way other entertainment forms will converge
with gaming and incorporating that into his
ideas. So think broadband technology and what
this will do for online gaming. Or advances
made by the GScube, which will allow us to
play a part in animated films like Antz.

This could be a long way off. Goto
notoriously filled an office with designs before
settling on the final PS2. Concentrating on the
relationship between gaming and entertainment
suggests other possibilities; a PS2 for set top
boxes, a PS2 integrated into a TV or maybe
even a handheld. Whatever, Sony certainly isn't
resting on its laurels.

In the meantime, here’'s OPS2's wild, yet
vaguely informed guesses as to what Goto-san
has planned for us next:

] “I think it's clear from, ‘How PlayStation
should evolve in the next few years or maybe
ten years time,’ that Goto-san Is, quite rightly,
thinking in evolutionary terms about the games
industry. In the future it'll no longer be sufficient
to slap a few more ‘bits' in your new console
and have improved graphics/sound/etc but no
huge technological advance. In years to come

the consumer is going to demand ever greater
evolutionary leaps in hardware capabilities. I, for
one, wouldn't be at all surprised to see an
underwater compatible PS3, or a hairy PS4

that can climb trees.” Lee Hart, Acting

Editor OPS2 Specials.

[Z] “No more black boxes. With the huge
array of construction materials available
and the ever increasing way in which
sound, light, and movement can
organically transform them [with maybe
a bit of electrical assistance) the PS3

is going to be an all singing, all
dancing, shimmering shape-shifting
speculate of colourific light and

magic. Like Leicester Square on your
mantelpiece.” OPS2's Art Editor,

Nick Moyle.

[ The quote means that the PS3
[whenever it arrives] will not take the
Gamecube route of providing top quality
gaming and no frills (DVD etc) but will
continue in the media gateway vein that
the PS2 has kicked off. Maybe broadband
modem fitted as standard, four control
ports as standard and DVD remote thrown
in. And it would be covered with lots of
shiny chrome.” OPS2's Features Editor,
Paul Fitzpatrick

*

He may be baby-
faced but Goto has
nearly 25 years
experience in design.

BLUE LINES

destroying historic

» Sega is to port its 1993 Mega CD game Panic! AKA Switch to the PlayStation 2. The bizarre game stars a cartoon character called Slap and his dog, Stick, who travel the world
by randomly flicking switches » Square has announced it is to put on an orchestral event in Tokyo featuring music by Final Fantasy composer,
Nobuo Uematsu » Eidos’s Jet Ski Riders will feature a soundtrack from drum and bass label Moving Shadow. It previously supplied music for Rockstar’'s Midnight Club

NILE MU TUR

Colin McRae Rally 3 could have the most realistic in-game car ever.

OPS2 CAN EXCLUSIVELY reveal actual shots of the in-
game car to be used in Codemasters' rally sim Colin McRae
Rally 3 - not scheduled for release until autumn 2002. They
show the detail to which the developer is aspiring to in what
they hope will be the most realistic interpretation of the sport

on the PS2.

“Graphically, the in-game Ford Focus will be over 16 times
more detailed than the model in Colin McRae 2.0 on PSone,"
says Rick Nath, Associate Producer for the title. Without

boring you with maths,
this translates to 13,000 { . \
polygons used to make £ / R
up the car as opposed f
to the 800 of the last
game. “Working at
this level means
we'll be effectively
giving players a

real Focus to rally

in, making the

Not just fancy
renders - the cars

this in the game.

will look exactly like

fans of rallying, realism is the
judge of quality. On

paper this \s
shouldn't be a
problem for

gameplay intensely richer" Nath continues. This will extend to
the car's interior, its engine bays and chassis.

As has already been proved by the critical acclaim
lavished on Evolution Studios’' World Rally Championship, for

ST .

Colin McRae Rally 3 - as well as refining the car and its
bodywork, both McCrae and his co-driver Nicky Grist have
been animated so they react to the car's movements. Grist
will grab the roll cage in anticipation of collisions and McRae
operates pedals, gears and steering wheel.

In order to achieve this ideal, Codemasters has entered
into a unique relationship with Ford Racing. This has allowed
the development team close access to the technicians
responsible for the car during the WRC. However, until OPS2
gets hands-on with the title, it's difficult to ascertain how far
aesthetics will improve gameplay. It's unlikely though that a
brand like Colin McRae Rally would produce anything

but an AAA title for its PS2 debut. (] GW

*More Colin McRae Rally 3 news as we get it.
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You wouldn't know attitude if it knocked down your door. Well you'd better get to know it
and you'd better get to know it quick. 35 real life W Superstars with thousands of moves

are going to Layeth the Smacketh down in over 78 match types and they're coming to
your neighbourhood to kick your candy ass.

Only For PlayStation.2 Out November 2001

www.thqg-wwfgames.com

/
World Wrestling Federation, its logos and all character likenesses are trademarks of World Wrestling Federation E Inc. © 2001 estling Federation Ei Inc. All Rights Reserved // ' ”
Game andSoftware © 2001 THQUAKKS Pacific, LLC. Used under exclusive license by THQ JAKKS Pacific, LLC JAKKS Pacific and the JAKKS Pacffic logo are trademarks of JAKKS Pacific, Inc. THQ and 4

the THO laan are trademarke and/ar renictarad fradamarke af THO Ine All Rinhie Do 7 /
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lnd Mt s Amos

(ea not iodels’ own).

DAY 1 (4« OCTOBER)
It's time for a digital camera upgrade
and | opt for Sony's 5 megapixel DCS-
F707, which hit the shops today. Pictures
leave my old one for dead. Considering
the pixel increase - not to mention the
cost - I'd be seriously miffed if it didn't!

DRY 3

The PaRappa campaign continues and
my girlfriend scores a job at a promo
event. She sneakily tries on the costume,
but only has enough time to pop on the
furry head. She also manages to borrow
a pair of ultra-cute PaRappa beanies for
a night. Perfect for the oncoming winter
chill. Shame they had to go back.

DRY B8

Invited to KOEI on the eve of the Tokyo
Game Show for a forthcoming titles
presentation and dinner. The friendly and
generous hosts include a copy of Shin
Sangoku Musou 2 (Dynasty Warriors 3)
in the press pack handed out as we
leave. Thank you, KOEI-san!

DARYS 9-1
TOKYO GAME SHOW MADNESS!

DAY 13

Try a capsule hotel. There's rows of them
in a room and they look like something
from a sci-fi movie. Capsules are
surprisingly spacious and even have a
mini TV (but no barl. Can't have it all...

DRYS 12-16

A busy week on the Sony Media Tour,
with visits and interviews at Namco, SCE,
Sega and Square. Fascinating stuff, but
the personal highlight is a dinner
followed by a karaoke competition with
the entire SCE gang. By the night's end,
Mike (OPS2's lovely Editor] is finally
persuaded to sing (he'd refused to
entertain the notion all week) and belts
out an interesting rendition of Maggie
May. Pics available on request. Lowlight?
Spent the previous night at the train
station, slumped against a vending
machine after trying to match Mike's
drinking pace. [Go Blighty! - Gaijin Ed]

Japane

DRYS IN TOKYO

Edited by Amos Wong

Biohazard: Nightmare's
cheesy niteclub fagade
hides a truly horrific ride.

HOUSE OF THE DERD

Resident Evil: Nightmare makes OPS2 scream like a girl.
THE PROSPECT OF experiencing a Biohazard

[Resident Evil in the UK) horror attraction at a
Tokyo Zoo is too surreal to resist. Recreating
Raccoon City's mansion and its undead

inhabitants, Biohazard: Nightmare is a ten-minute
walk [or a screaming four-minute run) through
dimly lit rooms and blood-stained corridors. You're
at the mercy of people in zombie costumes, who
attempt to shock as you pad timidly through the
grim environs. The first appears in a dilapidated
foyer at the start of the ride. It's slow and hardly

threatening A bit of a laugh, really.

Events take an eerie turn once you enter the

gloomy art gallery though. Decorated with

paintings, it's impossible to distinguish whether

the zombie lying on the floor is a dressed up
dummy - or someone in costume. It doesn't

budge. Phew. Later, when another slumped against

se‘Eopld

L QO

a typewriter suddenly makes a lunge, the shock-
fest begins in earnest. Within seconds, a couple of
animated corpses burst through doors and you're
in such a state there's little time to admire the
hell-hound animatronic emerging from a crack
nearby. The worst inhabitants are those who creep
right up behind you, before letting their presence
known with a neck-tingling moan.

Just short of breaking into a run, | stumble
nervously into a grimy jail block. A decomposed
zombie passes in a blur, and pale hands make a
grab from within the cells. Suddenly, a rotting
figure drops from the ceiling. Strobing sirens light
up the panic, and before | have to time to think,
instinct takes over and 'm dashing to the exit with
a creature in hot pursuit...

The experience is akin to the first game:
slightly cheesy, but scary as hell. [”] AW

{

SHIN SANGOKU MUSOU 2
(DYNASTY WARRIORS 3) (KOEI)
TIME CRISIS 2 (NAMCO)
BRAVO MUSIC (SONY)
FORMULA ONE 2001 (SONY)
EVERYBODY’S GOLF 3 [SONY)
ACE COMBAT 4:

SHATTERED SKIES (NAMCO)
TOGUE (ATLUS)

JIKKYOU POWERFUL

PRO BASEBALL 8 (KONAMI)
9.  SILENT HILL 2 (KONAMI)

10. CAPCOM VS SNK 2 MILLIONAIRE
FIGHTING 2001 (CAPCOM)

o UhwWN

o N

*Chart source: Famitsu PS2 (Oct 15-21)

PS2 TRAIN SIM MAKES SICK!

THE JAMANDOTE LINE

Forget polygons - this is a
real PS2 train sim with live
video footage. An hour-long
loop around central Tokyo,
The Yamanote Line gives
players the chance to keep
said train to schedule, while
negotiating typical mishaps
like sick passengers or leaves
on the track. Sound effects
are taken from the real thing,
be it the driver's muffled
announcements or the
plethora of signals the train
whooshes by. Not so sure
about the retching, though.

“We are sorry but the train is
delayed by...” Revenge!

* BROLY DRAWN BOY

AKUGAKI
OUKOKU

Show off your artistic talents
and create a new game ‘hero’.

RPG characters don't cut it in your books?
Then create one from scratch, using an
intuitive 3D sketching interface in Taito’s
Rakugaki Oukoku. Build your hero or
heroine limb by limb, colour to taste, then
test its fighting and dancing animation on
the fly before setting off to adventure and
battle. Director Shuji Watanabe was
initially concerned that his game could
put character designers out of work. Not
if this journo's drawing skills are anything
to go by. A UK release is rumoured.

o
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The evil red-eyed dragon never
left home without his teddy bear.

AIBO ANIME!

TV DEBUT
FOR PIROPPO

Filling five minutes between late-night
programmes, Piroppo’s ensemble cast of
oddballs features a pair of the latest
AIBOs. Just like the real things, they
merely emit soft beeping sounds, leaving
the rest of the cast to carry the gags.
Tempted enough to buy one? There's no
need, watch Sony's AIBO ads instead.

!

it

“What’s that, AIBO? My Ghost World
mask looks silly? Up yours, rusty!”

PlayStation.2 055




BRLK TO 8RSIC

This month, OPS2’s Geo

rge Walter explores the special

effects capabilities of the ever-wondrous Yabasic.

THIS MONTH:
FIRE EFFE

Cascading
glowing particles
cleverly recreate
the effects of fire.

&;‘)}I

THIS IS THE SECTION that
shows the gaming power of
Yabasic - the program that
comes free on the demo disc
of any newly-purchased PS2.
Over the next few months,
we'll be bringing you demos and
games to show what you can
achieve with only a small
amount of programming
knowledge. Hopefully, this won't
be a one-way process — we'd
like to hear from readers with
any programs you've designed.
This month we've got a
simple but cool fire effect for you
to try out, courtesy of Marc Gale.

THIS MONTH’S CODE
gosub initialise

gosub draw. bowl
gosub main loop

exit

label main loop

repeat

gosub move flame

gosub new. line
buttons=peek(‘port1”)

until (and(buttons,16384),0)
return

label draw bowl

for a=20to 1 step -1
setrgh 1,255-a*10,0,0

fill circle sw/2+3,sh/2+6,a
next a

return

label new line
for a=1 to 10
b=int{ran(fw/2))+11

s=255
flamebuf(b*fh)=s
setrgb 1,55%0.5,0
dot fx+b/fy

next a

return

label move_flame

for y=0 to fh-1

for x=0 to fw-1
col=flamebuf(x*fh+y)
col=col-10

setrgb 1,col,col*0.5,0
xo=int(ran(4))-1

XX=X+X0

if x0=fw then xx=xx-2 fi
if xx«0 then xx=x fi

dot fx+xxfy-y
flamebuflxx*fh+y+1)=col
dot fx+xxfy-y-1

next x

nexty

return

label initialise
sw=640
sh=512

fw=30
fh=25
fx=sw/2-fw/2
fy=sh/2-fh/2

dim flamebuf{fw*fh)
for a=1 to fw*fh
flamebuf(a)=0

next a

open window sw,sh
clear window
return

NEXT MONTH:
THE CLEVER BIT...

For those in the know.

Many of you may already have gleaned some Yabasic expertise, either from
Web sites [try www.yabasic.co.uk) or from OPS2. Each issue, we'll bring you a
slightly more advanced tutorial, courtesy of expert Marc Gale, AKA Xalthorn,
with next issue featuring the first instalment of our guide to moving objects
on screen. “This is one of the most frequently required tasks in game design,”
explains Marc. “Sometimes the calculations required are simple; sometimes
quite complex. This tutorial covers different ways to tackle the problem,
complete with explanatory text and code samples, so don’t miss it.” Too right.

“FANCY PL

YOUR VIDEO
CLIPS? WELL
NOW YOU CAN”

MUSIC MAKER, PG 060

PROVING THAT THE Japanese really can make
a deliriously playable game from just about any
source material, SCEI, in conjunction with
developer Desert, has created what has to be
the first orchestral conducting rhythm action
title. And it rocks! Well, classically speaking.

You play saucer-eyed conductor Takt, who is
approached by the musical muse Symphony to

//A nymph called
Symphony begs you
to save the concert
hall from closure//

save a town concert hall threatened with
closure. You must organise a large performance
to save the day, recruiting folk, Pied Piper-style,
by baton-waving in situations ranging from a
fashion show to circus trapeze act. This is
achieved with the help of simple yet tricky
Bemani-style gameplay, which makes excellent
use of the Dual Shock 2's pressure sensitive
analogue buttons. As the music plays, a ball

gL

Who invited the
Levellers to this
screenshot?

056 PlayStation.2

_RHITHTI STUCK

SCElI steps up to the rhythm action podium with Bravo Music. Encorel

moves in time through the corners of an
invisible, geometric shape [triangle, square,
hexagon, etc) on screen. Hit @ with the right
pressure as it reaches each colour-coded corner
and the music is sweet, triggering positive
responses from the scene behind. Mess up,
though, and the recital devolves into a Les
Dawson debacle -~ and you lose your recruit.
Addictive? Certainly. Music to our ears? Sadly,
no, because currently there are no plans to
release Bravo Music in the UK. With eccentric
Japanese games like Polaroid Pete and the
PSone's Power Diggerz proving that
there's a growing market for the offbeat

over here, wouldn't it be good if f«
(Bravo) Music

made the - _—
markets come Y -
together? O] PF -3

*Sadly only
available on import,

the campaign for a UK
release starts here.

TTING
A FIFTH ELEMENT
LEELOO-ALIKE IN
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i As Rick Hou'” have a cool arsenal of
swords, shotguns and revolvers.
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Your C|uc5t to defeat the
ScorPion King takes you to London,
Cairo, and ﬁm Hamunaptra ruins.

Wanna be bad? Good. In the Mummy Returns
video game, you can be heroic Rick ©’ Connel
or evil lmhotcp. But either way you’“ be Facing

mummies, Anubis warriors and mummi-
Eggaboons, bring’nga“ the soul~5ucl<ing fun
of the movie to life in eye-po Ping next-gen
g:aphics. Survive all that, ancr you get to attle

e

Scorpion King, g
Pray there’s an dife. Sl i
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UNIVERSAL
INTERACTIVE STUDIOS

www.universalinteractive.com www.mummyreturnsgame.com

The Mummy Returns” interactive game © 2001, Universal Interactive Studios, Inc. TM Universal Studios. Licensed by Universal Studios Licensing, Inc. Al rights reserved. JB. and ‘PlayStation’ are registered trademarks of
Sony Computer Entertainment Inc. GAME BOY™ IS A TRADEMARKS OF NINTENDO CO.,LTD © 2001 NINTENDO.
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Onimusha 2's combat will be vicious, but at least it won't be lonely.

On the left, you can

see the feisty Oytiu
helping you to fight.

OPS2 HAS RECENTLY RECEIVED new information
regarding the gameplay plans for Capcom's Onimusha 2
accompanied by these brand new in-game shots.
Most interesting is the news that the new hero Jubei
Yagyuu, will not be fighting alone as his predecessor did in
the original samurai survival horror. Although news is at
present based on information gleaned at the Tokyo Game
Show, we are able to confirm that the Keiji Inafune-
produced game will feature a further three (non-playable)
characters who will help you in your battles.
The first is the pretty Oyuu, who can be seen in a the
screenshot above. The second is Magoi Chi a gun expert,
and the last is Ikei, a hulk of a character who is an expert
tactician, fights with a spear and has a biography that lists

B =

'HIN

his two most favourite pasttimes as drinking and women.
You will meet these characters during the course of your
adventure and if you strike up the right relationship with
them they come to your aid when you're perceived to be
in mortal danger. Other information suggests that Yagyuu
will possess a new attack that will turn opponents into ice
for a brief period of time.

There has been no confirmed release date for the title
as yet, but OPS2 reckons that it will hit European shelves
in the late summer of 2002, after it has made the
Japanese debut in March. J GW

*OPS2 hopes to have hands-on experience with the
game in February 2002. As ever, we'll keep you posted.

THIS GAME IS
GOING TO BE
LIKE? SWORDS
AND ZOMBIES?”

INCOMING, PG 061

Monsters

are typically
elaborate.

e

Y
Go on, give him a dig in f

those ribs with your
an Can't miss 'em.

Jubei Yagyuu, based on
the now deceased
actor, Yusaku Matsuda.

BLUELINES

» Ubi Soft will release the PS2's first game from the Worms franchise. The game, Worms Blast, is in development by Team 17 and will feature 3D battling » Sony is planning to give
away 300,000 playable demos of Jak And Daxter in Japanese game shops, before the game is released there on 20 December » EA has finally confirmed it will be bringing the PC
bestseller The Sims to PlayStation 2. EA and Maxis hope to have finished the game by late 2002. No news yet on whether you can put you own avatar in, though

058 PlayStation.c
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Games designed by you. This month: build your own illegal rave!

GAME NAME | DESIGNERS
RAVE MATTHEW

WALKER

THE EXPERT'S OPINION
CHARLES CECIL

“TO PLAY RAVE you start with a set amount of money. With this money you first
need to purchase a sound system and lighting. You'll also need to buy a vehicle big
enough to transport it and a partner to help you. You then have to give your sound
system a name and are set to go!

‘The game is played over a large area [city, countryside or on a tropical Island)
which will be occupied by punters, police, other sound systems and ordinary folk
[some indifferent to your exploits and some who detest you and will notify the
police at the nearest opportunityl) The game runs in real-time as you drive around
the area looking for suitable locations. Next comes the weekend. This brings the
opportunity to arrange your chosen site as you wish, being able to stack your
speakers to get the best possible sound, for example. As the night gets underway,
punters arrive paying the price you have set for your party.

“After the weekend, depending on your success, you will have hopefully earned
enough money to purchase more equipment, hire more help and so on. However,

. the more successful you are the more susceptible to being caught by the police

you will be.
“The main sections of the game will run as a cross between a football
manager game and, say, GT3's menu screens where you control statistics. The

. areas will be played like GTA you drive around and are able to exit your vehicle in
. order to approach possible punters and break into likely looking venues."

. WRITE TO
. Designer Genes, Official PlayStation 2 Magazine, Future Publishing, 30 Monmouth Street,
- Bath BA1 2BW. Or email us at PS2@ futurenet.co.uk Send us a description of your game

idea and try to accompany it with a few sketches or drawings to bring your words to life. If

- we use it we'll send you a T-shirt and a print of the box art designed by art lothario, Moyler.

It's certainly a very different
take on the sim game! The
gameplay of juggling
resources, deciding where to
hold the event, and directing
the rave sounds compelling.
The control mechanics of
each section need to be very
carefully designed. You
should avoid mixing too
many gameplay styles -
particularly the direct control
of GTA where you control a
specific character and the
God-like control of a sim like
Theme Park World. The game
should appeal to the
hardcore audience who
remember raves fondly.
Drawing a balance between
flouting the law and outright
criminality should avoid
raising too much controversy.

*Charles Cecil is MD of
developer Revolution




"YOU PROBABLY WON'T
EVER PLAY A BETTER

SINGLE-PLAYER FIRST-
PERSON SHOOTER THAN
HALF-LIFE"

9/10
PlayStation.c

OFFICIAL MAGAZINE-UK

PlayStation.2

IT SHOWS HOW FAR OTHER
FPS IMITATORS HAVE TO GO
TO BEAT IT"

907
PSM2

RUN &SHOQT AT THE SAME TIME
USING NEW 'LOCK-ON' SYSTEM

| S I
P ay tation.
A
Half-Life © 2001 Valve, L.L.C. All Rights Reserved. Valve, the Valve logo, the Lambda logo and Half-Life are trademarks and/or registered trademarks of Valve, L.L.C. Gearbox and
§ & the Gearbox logo are trademarks of Gearbox Software, L.L.C. Sierra and the "S" logo are trademarks of Sierra On-Line, Inc
V A L v E A “PlayStation” and the “PS" Family logo" are registered trademarks of Sony Computer Entertainment Inc /\H Rxghtg Reserved. All other trademarks are the property of their

S|erra-onl|ne co.uk | respective companles *Half-Life awarded The Best Game Ever’. PC Gamer. September 2001
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title's ongoing freshness.

Music Maker’s functional
interface design suggests
a sombre approach to

music creation. i

2

‘Music Maker is out soon.We'll bring you a full review next issue.

BASS DRUMS SYNTH SYNTH SYNTH

3

[ LUNINGA

Music Maker, the latest game for wannabe DJs.

PC MUSIC UTILITY SPECIALIST Magix has announced a PS2 outing for its Music Maker
franchise. Taking an almost identical approach to console-based music creation as the
excellent MTV Music Generator, the title is set to combine accessible manipulation of riffs,
loops, and video clips with depth enhancing effects to give both casual and sample sawy users
limitless creative possibilities. All well and good. However, looking at Music Maker’s
specifications it's doubtful that the title will have anything that its illustrious predecessor
doesn't already boast in abundance. With 3,000 loops, samples and video clips to MTV Music
Generator's 9,000 and only 16 tracks to 48, the new kid on the decks doesn't appear to be
going for the bigger, better, faster vote. This is compounded by the fact that Magix isn't planning
to provide anything to compete with Codemasters' ingenious USB sampler device. Nor is set to
produce sample-filled add-on discs as it does for its PC versions. A shame given PS2's
impending Hard Disc Drive capabilities, and a necessary (though not crippling) limiter on the

This said, Magix pretty much pioneered music creation software on the PC and its Music
Maker series is very well respected by desktop tunesmiths. So barring an assumption that PS2
owners will be happy with a stripped down version of their regular output, it would be unwise
to declare Magix's Music Maker an also ran to Codemasters' master work just yet. C1 PF
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SYNTH

Video effer ts

A% BYNTH
AS5: SYNTH

A6: SYNTH

Fancy putting a Fifth Element Leeloo-alike in your clips? Well now you cén. If you wish...
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GUEST CHARTS

PlayStation 2 Top Tens from around the world

Tﬁgger happy players
put Time Crisis 2 on
the top slot.

TITLE

DEVELOPER

PUBLISHER

1. TIME CRISIS 2 Namco SCEE
2. SPY HUNTER Paradigm Midway
3. THIS IS FOOTBALL 2002 Team SoHo SCEE
4. RESIDENT EVIL CODE: VERONICA X.......Capcom
5. DAVE MIRRA FREESTYLE BMX 2002.......Z-AXIS .. "
6. GRAN TURISMO 3: A-SPEC Polyphony. SCEE
7. THUNDERHAWK:
OPERATION PHOENIX Core Design Eidos
8. F1 2001 EA Sports EA Sports
9. MADDEN NFL 2002 EA Sports EA Sports
10. OPERATION WINBACK KOEI Midas

*Source: HMV 23/10/01

#1: TIME CRISIS 2
Namco's arcade light gun shooter
blasts in at number one. With
heart-pounding levels teeming
with enemy soldiers, tanks, motor
boats and aircraft, Time Crisis 2
includes a two-player Co-op
mode and enjoyable mini-games.

#2: SPY HUNTER

A real favourite here at OPS2, it's a
wickedly fast mission-based
arcade racer with the bonus of
being able to destroy any vehicles
in your way. Also features the two-
player run-"em-over sim Chicken
Hunter — RSPB members would
do well to look elsewhere.

#3: THIS IS FOOTBALL 2002
Team SoHo's first PS2 kickabout
possesses lifelike players, fine
animation and great atmosphere.
Slightly lacking in the gameplay,
but TIF2002 has every major
tournament (including the World
Cup) and over 350 teams.

topdogforgames

www.hmv.co.uk

060 PlayStation.2

TOP 10 FRENCH
PS2 GAMES
1 GRAND THEFT AUTO 3 Take 2 Interactive
2 AGE OF EMPIRES Il Konami
3 GRAN TURISMO 3 SCEE
4 TIME CRISIS 2 Namco
5 RED FACTION THQ
6 RESIDENT EVIL CODE:
VERONICA X Capcom Eurosoft
7 THIS IS FOOTBALL SCEE
8 ALONE IN THE DARK:
NEW NIGHTMARE Infogrames
9 SSX EA
10 NHL 2002 EA

*Source: www.micromania.fr (5/11/01)

TOP 10 USA
TR SRS PS2 GAMES

1 DEVIL MAY CRY Capcom
2 MADDEN NFL 2002 EA

3 SPY HUNTER Midway
4 SILENT HILL 2 Konami
5 NHL 2002 EA

6 NCAA FOOTBALL 2002 EA

7 BATMAN VENGEANCE Ubi Soft
8 INASCAR THUNDER 2002 EA

9 GRAN TURISMO 3: A-SPEC SCEA

10 TIME CRISIS 2 Namco

*Source: NPD TRSTS Video Games Service
(17-20/10/01)




PaRappa is poised
to skate on to PS2
this February.

incComimng

The most accurate release schedule in the biz.

December 2001 Genre
Baldur's Gate: Dark Alliance RPG

Cricket 2002 Sports sim
Driven Arcade racer
Giants: Citizen Kabuto Strategy

Jak And Daxter Platformer
Jet Ski Riders Arcade racer
Kick Off Sports sim
Polaroid Pete Platformer
Rayman M Platformer
Shaun Palmer's Pro Snowboarder ~ Extreme sports
Twisted Metal: Black R/S

UEFA Champions League Sports sim
January 2002 Genre

DNA - Dark Native Apostle Adventure
Dropship: United Peace Force Strategy

Evil Twin Adventure
Frank Herbert's Dune Adventure
Ecco The Dolphin Adventure
Headhunter Adventure
Kessen Il Strategy

Rez Shoot-'em-up

Salt Lake 2002 olympic Winter Games ~ Sports sim
Sled Storm 2 Extreme sports

The Shadow Of Zorro Adventure
February 2002 Genre
Atlantis Ill: The New World Adventure
Ace Combat 4: Distant Thunder Flight sim
Conflict Zone Strategy
Dragon Rage Adventure
GoDai: Elemental Force Adventure
Grandia Il RPG

Guilty Gear X Beat-'em-up
Herdy Gerdy Platformer
Legends Of Wrestling Wrestling
Max Payne Action
Metal Gear Solid 2 Adventure
Moto GP 2 Arcade racer
Nascar 2002 Racing sim
No One Lives Forever FPS

PaRappa The Rapper 2 Rhythm action
Pirates: Legend Of Black Kat Adventure
Police 24/7 Action

Premier Manager 2002 Sports sim
Resident Evil Survivor 2 Code: Veronica Light gun game
Shadow Man: 2econd Coming Adventure
Shifters Adventure
Space Channel 5 v1 Rhythm action
Vampire Night Light gun game
WipEout Fusion Future racer
Worms Blast Puzzle

WTA Tour Tennis Sports sim
Yanya Caballista: City Skater Extreme sports

March 2002 Genre

Deus Ex FPS

Dinoz Platformer
Dynasty Warriors 3 Action
Endgame Light gun game
Eve Of Extinction Action

Gitaroo Man Rhythm action
Ico Adventure
Jimmy White's Cueball World Sports sim
Mat Hoffman's Pro BMX 2 Extreme sports
Maximo Platformer
Medal Of Honour: Frontline FPS

Publisher
Interplay
EA Sports
BAM!
Interplay
SCEE
Eidos
Acclaim
JVC

Ubi Soft
Activision
SCEE
Take 2

Publisher
Virgin
SCEE

Ubi Soft
Cryo
SCEE
SCEE
KOEI
SCEE
Eidos

EA Sports
Cryo

Publisher
Cryo
SCEE

Ubi Soft
3D0

3D0

Ubi Soft
Virgin
Eidos
Acclaim
Rockstar
Konami
SCEE
Infogrames
Fox

SCEE

EA
Konami
Infogrames
Capcom
Acclaim
3D0

SCEE
SCEE
SCEE

Ubi Soft
Konami
KOEI

Publisher
Eidos
Vivendi Universal
KOEI
Empire
Eidos
KOEI
SCEE
Virgin
Activision
Capcom
EA

Space Race Arcade racer
The Thing Adventure
Virtua Fighter 4 Beat-'em-up
2002 TBC Genre
Aliens: Colonial Marines FPS

Alpine Racer 3 Arcade racer
Ape Escape 2 Platformer
Black And White God sim
Blade 2 Action

Blood Omen 2 Adventure
Broken Sword: The Sleeping Dragon Adventure
Colin McRae Rally 3 Rally sim
Commandos 2: Men Of Courage Strategy
Conflict: Desert Storm Combat sim
Dekavoice Adventure
Drakan Adventure
Dark Summit Extreme sports
Duke Nukem Forever Adventure
Exo Action

F355 Challenge Racing

FIFA World Cup 2002 Sports sim
Final Fantasy X RPG

Good Cop, Bad Cop Action
Gumball 3000 Arcade racer
Dino Crisis Survivor 3 Light gun game
Hidden And Dangerous 2 Action

Iron Storm FPS

Jade Cocoon 2 RPG

Jimmy Neutron: Boy Genius Platformer
Judge Dredd Vs Judge Death FPS

Jurassic Park: Survival Action

Kelly Slater's Pro Surfer Extreme sports
Kengo Il Beat-'em-up
Kingdom Hearts RPG

Largo Winch Adventure
Legion: Legend Of Excalibur Strategy
LMA Manager 2002 Sports sim

Medal Of Honour: Fighter Command Flight action

Mike Tyson Heavyweight Boxing Sports sim
Onimusha 2 Adventure
Outcast 2 Adventure
Primal Adventure
Prisoner Of War Strategy
Reign Of Fire Action

Run Like Hell Action
Scooty Races Arcade Racer
Sega Sports Tennis 2K2 Sports sim
SOCOM: US Navy SEALs Combat sim
Soul Calibur 2 Beat-'em-up
Space Channel 5 v2 Rhythm action
Spider-Man The Movie Action

Platformer
Arcade racer
Space combat

Spyro The Dragon 4
Star Wars Racer 2: Revenge
Star Wars Jedi Starfighter

State Of Emergency Action
Stuntman Arcade racer
Tekken 4 Beat-'em-up
Tenchu 3 Adventure
The Getaway Arcade racer
The Lost Adventure
TimeSplitters 2 FPS

TOCA Race Driver Racing
Tomb Raider: Next Gen Adventure
Tribes 2 FPS

Turok FPS

Zombie Revenge Action

*Game release dates are correct at the time of going to press..

Infogrames
Vivendi Universal
SCEE

Publisher
EA

SCEE

SCEE

EA

Activision
Eidos

TBC
Codemasters
Eidos

SCi

SCEE

SCEE

THQ
Rockstar
Infogrames
SCEE

EA Sports
SCEE

TBC

SCi

Capcom
Take 2
Wanadoo
Ubi Soft
THQ
Rebellion
Vivendi Universal
Activision
Ubi Soft
SCEE

Ubi Soft
Midway
Codemasters
EA
Codemasters
Capcom
TBC

SCEE
Codemasters
BAM!
Interplay
TBC

SCEE

SCEE

SCEE

SCEE
Activision
Vivendi Universal
Activision
Activision
Rockstar
Infogrames
SCEE
Activision
SCEE

Crave

Eidos
Codemasters
Eidos
Vivendi Universal
Acclaim
Acclaim

KEY FPS - First-person shooter; R/S - Racer/Shoot-'em-up; RPG — Role-playing game

[MUS T
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Chosen by Don Dowsing,
a man who clearly likes
swords and zombies.

e
e

1. DEVIL MAY CRY

“That sword and gun thing
always does it for me!”
Release date: Out now

2. METAL GEAR SOLID 2
“One of the best games on
PSone is about to get a whole
lot better”

Release date: February 2002

3. SOUL REAVER 2

“Just imagine... a sword that
makes things explode. Great.”
Release date: Out now

4. BLOOD OMEN 2

“Pure unadulterated, plasma
sucking enjoyment.”
Release date: 2002 TBC

5. ONIMUSHA 2

“Can you imagine what this
game is going to be like?
Swords and zombies?”
Release date: TBC 2002

6. SOUL CALIBUR 2

“More fighting with long sharp
implements. It just never gets
boring on PS2."

Release date: 2002 TBC

7. VAMPIRE NIGHT

“A chance to take zombies out
with a light gun. Sounds like a
game made in heaven."
Release date: February 2002

8. THE LOST
“Sounds really intriguing”
Release date: 2002 TBC

9. KLONOA 2

“Because | have to take a break
from hacking people with swords
once in a while"

Release date: Out now

10. SILENT HILL 2

“Well, just because | like to scare
myself witless once in a while.”
Release date: Out now

YOUR GO!

Drop us a line with the games
you can't wait for and and why
plus a photo of yourself and we'll
do the rest. Most Wanted,
Official PlayStation 2 Magazine,
Future Publishing, 30
Monmouth Street, Bath BA1
2BW. Email PS2@futurenet.co.uk

PlayStation.c 061




with AM2s a1 #
mode, you can
now pull off these
moves without
lifting a finger.

—|- TIONHL

Virtua Fighter 4 throws down the gauntlet to Tekken 4 with a new Al mode.

FOLLOWING OPS2'S RECENT visit to Sega development studio AM2
in Tokyo we can reveal the all-new features that will debut in the PS2
) version of Virtua Fighter 4. Chief of these is the Al

mode which, in conjunction with the Training mode,
will give players unprecedented freedom to develop

m their chosen character's skills. We asked Chief

Technology Officer at AM2, Yu Suzuki, how it works.

“Say you would like to enhance the skills of Jackie. First,
you would enter Direct Training. Your Jackie and an Al Jackie would

The idea is for players to save their own personalised fighter to
Memory Card, take it to a friend's PS2 and watch two uniquely trained
characters fight it out, cheering from the sidelines. As Suzuki adds. “It'll
be like a father watching his son or daughter running in a sports day!"

We can also reveal that VR4's Training Mode will help you learn new
combos and moves rather than giving you an arena to practice in.
Through a combination of slo-mo action, on-screen prompts and
suggested attack strategies, newbies will be able to learn the timing of
the game’s attacks, while hardcore gamers can hone their skills.

B

‘training: Dead smart

then fight through the game until the CPU Jackie learns how to attack
like you. You then move to a second mode, where you watch your CPU
Jackie fight for you against another computer-controlled doppelganger.
As the game plays you're asked questions, like ‘What would you do now
as Jackie? Would you kick or block? By answering these questions, you
train your character and he learns to fight as you would."

AM2 is also looking to replicate the arcade feature where players
can enter or email their stats via the VFNet network. With all these
innovations planned, next year will see an almighty scrap between VF4,
Soul Calibur 2 and Tekken 4. Let the fighting commence. [J PF

*More news will come from the Sega dojo as we get it..
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61211 Uncle Kracker ® Follow Me 61374 AtomicKitten _® You Are

61197 Michael Jackson ®You rock my world 61255 Limp Bizkit ® Boiler -

61240 Gabrielle * Don't need the sun to shine_61194 _Alien Ant Farm e Smooth Criminal D“-j
61283 U2 e Beautiful Day 61253 Jennifer Lopez ® I'm Real 0206
61172 Blue * Too Close 61322 WestLife » Queen of my Heart n_

dreservo.r
=

61027 Robbie Wiliams ® _Eternity 61053 Atomic Kitlen e _ Eternal Flame y
61091 Nelly Futardo ® _Turn off the light 61199 Gorillaz__* Rock da House ’ Phﬂnﬂ "In hnﬂim]
(CHARLIES,
60287 OPM ® Heaven is a Halfpipe 60128 Gorilaz _* _Clint Eastwood {{ar}“y ANGE ANGEISW SCREQM m?ﬂgma%
61225 Biitney Spears @ I'm a slave for you 60185 Shaggy * Angel 11869
61288 The Corrs _® Would you be Happier 61193 Steps  ® Chain Reaction Znu“m “,m 5 m It ﬂﬂﬂﬂ
60163 Wheatus ® Teenage Dirtbag 61265 Bell+Spuriing ®  Sven, Sven, Sven u F r B W
avourites;
1) 3 2 . - ‘? = — .
& celinet Recieve your selection i=i=0 y oucH § Boplaystation DOGs < ENGLANDEH
61286 Daniel Bedingfield ® Gotta get thru this § 61236 Usher e You got it bad ase call
61231 Mis-Teeqg _® One night stand 61241 Lisa Left Eye' Lopes ® Block party - " —
vy e ol -~
61146 Superman Lovers ® Star Light 61064 Eve ® Let me blow your mind ’MSMLGE 5 n'i’ﬁ#i"gy If\\?qd .TMENO% g‘.‘ X Ifg'gFﬁT
61319 Oxide Neutrino * Only want 2 know U 8 61050 Wyclef Jean ® Perfect Gentleman /
61258 So Solid Crew # They Don't Know 61285 Blu Cantral _® Hit ‘em up style /”]”””y”””k . . . 3
MAIMIST .
61074 So Solid Crew * 21 seconds 61181 Mary JBlige * Family Affair /s @ OF 5 6 i ‘!‘ ’ ’5)'(0)'@ ﬁ_‘!_'_‘."ié_
61235 The Streets ® Has It Come To This 61037 Destinys Child _* Bootylicious st
61373 Wideboys  Sambucca 61272 D12 * Fight Music 5 m W
61005 Pied Piper_® Do you really like it 61016 Usher ® You Remind Me xPI'aYBOY &Qﬁ
60169 Craig David _® Can you fill me in 61067 Missy Elliot _* One minute man : -
61289 The Ones +_Flawess 61043 D12+ Puple il ko RECHS | LUTC ROV S 10
61316 Daft Punk ®  Harder, Faster,Stonger & 60034 Eminem * Stan
3 r ANCHESTE
- [} - o ENELHND wm“mﬂn—
61302 Jingle Bells, Jingle Bells THE HARDY.
61306 _Ruldoph the Red Nose Reindeer Hﬂ[ﬁ?‘vf tﬂ s 2K,
61307__Silent Night
61310 _We wish you a merry christmas ‘ ﬂl‘ﬂl"' bv cradit card
61308 _ Frosty the Snowman . . ’ 087 nfzn!!w
61298 Good King Wenceslas .
61294 |'m Dreaming of a White Christmas ";";':.".:I.“.“ r,".';.':.'
The following Nokia handsets can receive both tones & graphics: , l ” m [ I”r m.[ Calls o 0906 nunibers are charyed at £1.50 a miin, (IRE1:50 if calling
Nokia 3210, Nokia 3310, Nokia 61xx series, Nokia 62xx series, 4 frum Ireland) & should last on average 2.5 mins. However, calls flum niobiles
Nokia 7 1xx series, Nokia 81xx series, Nokia 8210 series s i D fiay be charged at a higher rate. Callers ius! be over 16 & have the bill
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Every issue, OPS2 decamps to a medieval castle in sunny Romania
to create the most perfect game characters from the still-twitching
discarded parts of other PS2 personalltles This month: It’s alive! The
most perfect videogame footballer in the universe.

CHARACTER ASSASSINATION #03

THE PERFECT FOOTBALLER

1. The fiery beard of Escape From
Monkey Island's Evil LeChuck for
frightening the living daylights out
of any opposition defence.

2. The lightning-fast trigger finger
from Time Crisis 2's Keith Martin

- great for appealing for penalties/
offside decisions.

3. PS2 platform hero Klonoa's large
hand-shaped ears for magnificent

goalkeeping skills — Barthez, beware.

4. Stone Cold Austin from WWF
SmackDown! Just Bring It's black,
passion-killer, ‘old man’ pants and
knee pads, for extra protection
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