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Role Playing Games - this month we're swamped by
them! Baldur’s Gate: Dark Alliance, Anachronox,
Arcanum, Throne of Bhaal... and at a stretch, Gauntlet:
Dark Legacy! There are also a whole swag of really
promising RPGs on the production line — Elder Scrolls
lIl: Morrowind, Pools of Radiance, Knights of the Old
Republic, Neverwinter Nights... yes, the list goes on.

And that's not even including the Massively
Multiplayer ones. Hell, that’s not even
including the console RPGs on the
way! The next few years are going
to be great for gaming, there’s no
question about that. But they are
going to be especially good for those
of us who love to completely immerse
themselves in the complex layers of
a decent Role Playing Game.

Of course, if you'd prefer to shoot
at something rather than talk to
it, you might be turning straight
to our Game of the Month this
issue, Max Payne. Pain to the
max. The only game that lets
you leap down a flight of
stairs in full dramatic slow-
motion, with double pistols blazing John
Woo style. It's corny, it's gratuitous, it’'ll
have conservative leaders calling for the
mass burning of all video games, and
it's hella fun.

Personally, | think it’s the Role Playing
Games that concerned parents should be
more worried abo
realise their kids are
dressed in chainmail ur
cavorting with short, bearded me
Be afraid.

Eliot Fish >> Editor
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Nintendo’s
GameCube will
kick arse. The
Japanese units are
only weeks away!

intendo have confirmed that
the GameCube will only be
available in the colour

purple at the Japanese launch on
September 14. Okay, now that we've
got that out of the way... let’s talk
numbers! Nintendo of Japan plan on
having 500,000 GameCubes
available on launch day, with
900,000 units rolling out over the
rest of the year. In the USA,
Nintendo plan on having 1.1 million
GameCubes in stock from the month
of November — not necessarily all
available on day one of their US
launch on November sth. The big N
forecast that they just might ship a
whopping 4 million GameCubes by
March 2002 — and that’s before it’s
released in PAL territories.

Oh, and by the way, if you want a
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## The big N forecast that they just
might ship a whopping four million
GameCubes by March 2002

Japanese GameCube in any colour
other than purple, you’ll have to
wait. Yes, there will still be other
colours, but Nintendo want to
slowly filter them through sometime
after the initial launch.

Meanwhile, Matsushita have
announced plans on releasing their
DVD player/GameCube hybrid
machine sometime in 2002 or 2003
in the USA, which could mean a long
wait for an eventual Aussie release,
if we get it here at all. Naturally, it
will be quite an expensive machine,
but it’s gotta be one of the sexiest

pieces of hardware we've seen in a
long while.

X MARKS THE SPOT
Meanwhile, in Bill’s backyard,
Microsoft have repeatedly stated
that the Xbox will not slip from its
November 8th US launch date,
regardless of the GameCube launch
only 3 days before it. Microsoft are
so confident, that they plan on
having 800,000 Xbox consoles
available on day one.

Recent Xbox news also confirms
that final tweaking on the controller

IN THE NEWS
* XBOX & GCN launch
details

*'GBA Doom, Spyro
and... Tekken!

» Warcraft lll delayed
¢ The return of TRON

Cube attack!

As the launches get close, the rumours heat up

has been finalised, and that
Microsoft are now hard at work on
some expensive TV commercials
(that will no doubt do their best to
shed that corporate image and make
Microsoft look “cool”).

There’s even a nasty rumour that
Microsoft are planning on playing
hardball with Nintendo and
launching their Xbox console on
November ist — a full week ahead of
schedule — to get the jump on the
Nintendo GameCube! As far as we
see it, chances are this will turm out
to be false — the vesult of pure
rumour mongering. But as we get
closer to the US launch for both new
consoles, the media blitz is going to
be absolutely sensational. Prepare
to have your socks blown well off. it
won't be long now...



METAL CUBE SOLID?

ideo Kojima, creator of the Metal Gear Solid series, has recently
been quoted as saying “I personally have high hopes for the
GameCube. | would like to make a game for GameCube.”

This was in retaliation to certain US publications that quoted him

b
Sgont a (actually, he was most probably misinterpreted) as saying the Nintendo

look much

§ my PIlI-733

enthusiasm for the GameCube mean we’ll see Metal Gear Solid 2 on
Nintendo's next console? Well, not exactly. Konami, the publisher who
handles the Metal Gear Solid license, have not announced any new Nintendo
GameCube software yet, and Kojima did make a point of saying ‘personally’
in regard to his hopes for GameCube. However, it could simply be that
Konami don’t want to announce it at this point in time. There could be
something in the pipeline, but we shouldn’t pin any hopes on it happening.
In other GameCube software news, the cool-looking Action/RPG from
Retro studios, Raven Blade, has been cancelled. Some staff have been
layed off, and the remaining members of the Raven Blade team have been
goved onto Metroid Prime. Raven Blade was actually looking pretty good,
b this is certainly disappointing news. However, the bright side of the
ory is that more person-power has been put into making sure Metroid
me is a killer release. So you gotta be happy about that.
Stay tuned for some great Nintendo GameCube news next issue once the
‘§dust settles from Nintendo’s very special Space World show in Japan. Oh,
and when you receive your next issue of Hyper, the Nintendo GameCube
will have been released in Japan! Just think! We’ll be grabbing one of those

& babies and giving it a thorough work out. Ahh, the trials of games
GBA IS DOOM ' journalisism. Heh heh heh.
[ ]

d Software's First Person Shooter classic, Doom, has found its way l
to Nintendo's pocket wonder, the Game Boy Advance. Doom, .
uhich v Tteieased(;l-w s cthangedktf;e ace ?(f PC}%ammg, and Our monthly Caption This competition has made it to 23! Send all entries to

DOW Yol Can s arly | IBUTEE i ilE fop packeen freaky, ol captionthis®next.com.au. You must write CAPTION THIS PART 23 in the subject

Doorn hay bekiown o e Flasie, butunforfnaiely the marketers stlll line, or else your caption may go unnoticed. Come on, folks. You still haven’t

needed to try and explain the game on the box as "On-the-go intense 3D
P ; : % A d belly laugh yet. And Iy, really, need d laugh. Pl 3
action”. We've never heard of a shooter being termed “on-the-go” before, Macets ne) SN yE CNC WSS VTt ete 000 T

but whatever. The good thing is, by the looks of these screenshots, Doom
for GBA is going to be astoundingly faithful to the original. Pixelated imps!
Exactly how the original Doom looked when it was released. We can all look
forward to blasting away Cyberdemons “on-the-go” sometime in October.

In other GBA news, the once Sony-only mascot, Spyro the Dragon, is
set to appear in his first Nintendo game. Entitled, Spyro: Season of Ice,
the game uses an isometric 3D view for the platforming, and third-
person 3D flying sections for some aerial dragon fighting.

Oh, and what was that? GBA *cough® TEKKEN “cough'? Yep.

better on Q GameCube was for kids and immature people. So, does Kojima’s new

Rl P
Come on, send in something funny!
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CAN YOU
SMELL WHAT
THQIS
COOKING?

Coming to the PS2 just in time

for Christmas this year will be
WWF Smackdown: Just Bring It!, the
third game in the Smackdown
series. The game is being developed
" by the Japanese team, Yuke's, along

with WWF: Raw is War for the Xbox (look out for an inside
look at this game in the next issue of Hyper). Yuke's are the
developers responsible for Sword of the Beserk and Royal

Rumble on Dreamcast and
the original Smackdown
games for PlayStation, so
they’ve had plenty of
experience with fighting
games. Smackdown 3 is due
in November.

SUPERCAR
SUPERSTAR

wThe next game in the
on-going TOCA series

has been announced by UK
developer, Codemasters. It’s
called V8 Supercar Race
Driver, and it will be an all-
original TOCA experience
that strives to re-invent the
driving game, rather than
just upgrade an old engine
with new bells and whistles.
As series producer Gavin
Raeburn stated, "It's no
longer sufficient or exciting
to deliver a new edition of a
best-selling franchise that
just recreates previous
editions on a new format.”
V8 Supercar Race Driver
(called TOCA Race Driver in
the UK), will include a
character and plot driven
narrative to take us beyond
the typical “career mode”,
making for a far more
compelling racing game.
You will take the role of
aspiring driver, Ryan
McKane, and experience his
high-speed life — on and off

A pre-
wrestle

5 4

03 i

. smell
something?

the race track. The game will
also introduce the Finite
Element Modelling damage
system, or FEM for short. The
FEM damage model
simulates the deformation of
a car's structure over the
duration of an impact,
calculating how both the
internal structure and outer
bodywork of the car twists
and breaks. This physics
based approach gives
different impact results every
time depending on the exact
conditions of the crash.
Codies already have 45
people on the dev team, and
will deliver to the PC, PS2 and
an unannounced platform.

TRON... OH,
THE IRONY

: w A new game based on the 8os
I

movie about being trapped
inside a videogame, Tron, is
underway for the PlayStation 2.
Disney Interactive have the rights,
with plans to incorporate a fairly
important online aspect to the game.
Apparently there is a deal with Sony
online to make the game exclusive to
their network. Will we see light
cycles? Those deadly frisbees? Jeff
Bridges? Only time will tell.

WINNERS
HYPER » 94

EMPEROR: BATTLE
FOR DUNE

i. Lineman, VIC

2. G. Harvey, NSW

. ]. Gray, QOLD

ALONE IN THE DARK
Winning submissions
published on page 74!

S OVERFLOW

Word has it that Raven, the developers of the
upcoming Jedi Knight II: Jedi Outcast, are also
hard at work on Quake 4 for id Software.

Torn, the anticipated RPG that was in
development at Black Isle, had been officially
canned. Apparently, not only was the Lithtech
engine simply not turning out to be appropriate
for the game, but the rumour is that staff were
moved onto the development of Icewind Dale I1.

After just three days on sale in Japan, Final
Fantasy X sold 1.8 million copies, totally
smashing any previous records — it is now the
PlayStation 2’s first double platinum game.

LucasArts confirmed that the Nintendo
GameCube will see a Star Wars: Episode [l game
announced in 2002, the year of the movie’s long
awaited release. Oh, and Jar Jar apparently only
has about five minutes of screen time.

The sequel to Shogun: Total War is coming...
Crusaders: Total War has been announced by
Electronic Arts. Set in Europe during the
Middle Ages, a period of 400+ years when all
of Europe was in a state of almost constant
warfare and violent upheaval. This is the
period from the First Crusade to the Holy Land
of Jerusalem, to the fall of Constantinople and
the Spanish Reconquista.

Eidos recently took out a full page in the French
paper Le Monde to apologise to French
archaeologist Jean-Yves Empereur. Apparently a
character in Tomb Raider IV who also bears the
name Jean-Yves and who works as an
archaeologist in Egypt (much like the real life
Jean-Yves Empereur) is a little too close to home
for the real deal. The real Jean-Yves says that the
whole thing is more than coincidence, and we
tend to agree.

Activision have obtained the rights to develop,
publish and distribute games based upon
Steven Spielberg’s upcoming sci-fi film,
Minority Report. The movie stars Tom Cruise
and is scheduled to hit cinemas in 2002. The
games will appear on the PS2, PC, GBA, Xbox
and GCN.

According to researchers from the Harvard School
of Public Health in the USA, the American
Entertainment Software Rating Board is giving its
'E' rating (similar to our G rating) to games
containing a significant level of violence. Three
out of five games rated suitable for children as
young as six reward players for injuring or
killing characters, according to their research.
Geez, before we know it, you’ll need to be over 18
to buy games... sigh.

The multiplayer component of Return To Castle
Wolfenstein will be developed by another
company other than Grey Matter, the folks
behind the game. id Software have employed
Nerve Software to handle the frag-fest portion
of the code. Unsual, but there you go.
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INES ON PS2!

ONIMUSHA
LOCALLY
RELEASED!

wA]‘ter some serious confusion

regarding the fate of game
developer Capcom'’s distribution
here in Australia, we're pleased to
report that THQ Australia will be
releasing the Capcom PS2 games,
Onimusha and Devil May Cry,
amongst other future titles. The first
game out will be the awesome
Onimusha, which we reviewed in
Hyper a few issues ago, scoring a
whopping 90%. Go crazy kids!

-—----—-----1

Can | attack yet? Can | attack yet?

BLIZZARD
FINE TUNE
THEIR CRAFT

Blizzard have confirmed that
wtheir 3D RTS sequel, Warcraft Ill,
will not see the light of day until
sometime in 2002. The reason? Well,
whilst not exactly specific, the press
release stated, “Our goal at Blizzard
is to make the best games possible.
This means that we will not release a
game until it's ready. While we
could release an inferior product to
meet a specific date, we instead
choose to polish our games until
they meet the superior quality that
we know Blizzard gamers and our
development teams expect.”

They proceeded to promise, “We
firmly believe that this additional
development time will prove
invaluable, ensuring that Warcraft
11 will expand upon the legendary
gameplay experience previously
found in the critically acclaimed
Warcraft series.” Good on them.

----_-----_1
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Danger awalts, hardy traveler,
in the turbulent lands of Arcanum!
Prepare potion or pistol, for arma-
ment is a must! Encounter
more than 500 friends and fiends
of the oddest sort on dozens of
quests and campaigns. Travel alone
through this massive

or xnvite companions to jom you
online. And for those with dis-
criminating taste,

we sport the most

. advanced role-playing

system evercreated in (/&
this or any other reality.
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NBA Courtside 2002
> :

EA SPORTS

BA Courtside is one of the first
GameCube games we've seen
that attempts realistic

looking players and animations, and
boy does it do it welll The gameplay is
th, and the players all have fluid

ievable movements as they

ictory. It looks like
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Solid Snake.

The coolest game
character ever?
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hen it comes
down to
credentials, few

!

|

i game designers have as
much clout as Hideo

| “Metal Gear Solid” Kojima.

| The man was at this year’s
E3 expo, and Steve
Polak managed to snag
the only interview he
granted with the
A_ustrahan press. Snake keeps
Like many Japanese | an eye out for
developers, he’s a very | i g surly sailors.

Peek-a-boo!

quiet individual and finds
his global status as a videogame
superstar somewhat bemusing.
However, he does acknowledge his
superstar status, even if he doesn’t
quite buy into the hype.

Kofimas: | don't really feel like |
star. | live a normal life | have a
family and I don’t think anything
has changed since the game (Metal
Gear Solid) became so successful.

HYPER: But you are a star to some
extent, and this is largely because
of those games. Why do you think
they have been so successful?
Heojimas: The game has been
successful because it delivers
suspenseful action, and this
transcends language and different
cultures. The stealth element is
obviously a big factor too. Elements
like the plot and the graphics have
also been major reasons why the

% game has been so
popular.

| HYPER: What new

| elements will Metal Gear
1 Solid 2 feature?

| Kojima: We have new

| elements like location

| specific damage. When you
| fire a sleep dart it is more

| effective if you hit the person
i on the neck. The new camera
| system is also a major

| change, and we have put

| more work into the

| interaction with the elements

ra

- steam, water and the like. Also,
guards are much smarter and will
hunt you in groups, or run when
they are caught by you.

HYPER: So will the game make its
release date this year?

Hofima: Because it is the year of
the snake (astrologically) we are
going to release the game this year
no matter what . (Recent news
unfortunately puts this into
question. —Ed.)

HYPER: The video trailer of the
game is awesome. Can we really
expect the gameplay to look this
good?

Keojime: The video trailers are
actually showing real interaction.
That is me playing the game, so you
know that what you'll get in the
finished version will look at least as
good as this. Hopefully better.

HYPER: How much of the PS2’s
ability have you exploited with the
game? What percentage of the
machine’s power would you
suggest you are tapping into?
Kojima: With this, what you get is
always the struggle between the
amount of time you’d like to take to
make a game, and the deadline and
need to release it. If we had more
years to complete MGS2 then the
game would be a better game and
use much more of the PlayStation2’s
power. However it would also
possibly cost a lot more and maybe
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wouldn’t be worth the effort. We
need to strike a compromise and
release the game that is as good as
possible in the given time. The
companies that do this best have
more successful games.

HYPER: What is the key thing
you’d like to say to the many keen
gamers about MGS2? What will be
the most exciting aspect of the
experience, and what do you think
they should be expecting?

The main thing | would
say to the player is that we want
them to feel like they are infiltrating
. a big organization and that they are
- very outnumbered. We also want the
- player to feel that there are lots of
ntelligent enemies out there, and
that these must be dealt with using
your brain and not always just
shooting an enemy the first time you
see them. We like the idea of using
stealth very much indeed.

HYPER: There has been little
discussion of the narrative and the
new player character what can
you say about this?

iz There will be a new
character, the lady Ninja (0lga) and
lots of new situations. The game
features lots of possibilities and
decisions for the player to make. The
story is something you'll have to try
and work out by playing the demo
(laughs).

HYPER: What has the power of
PlayStation 2 made easier in the
game’

: The PS2’s power has made
|t easier to include all sorts of visual
effects. We can also put more
soldiers on the screen to provide a

He may be cool,
but he won't 3
bring back the b
headband look.

18 »HYPER |ighp= - 81|11}

challenge for the player.

HYPER: How many polygons will
character models be composed of?
We don’t want to say, but
there have been many
improvements.

HYPER: Onto something more
controversial. Much criticism has
been levelled at the previous game
in the series because it featured
characters that smoke. What would
you say in response to this
criticism’
L @z | don’t smoke. Neither do |
say to the player that they should
smoke. We included it in the game
because we thought it would add
character to the game, and we feel
that sometimes people have taken it
the wrong way. We do often say that
smoking is bad in the game, so it
should be obvious what our position
is. Also you see smoking in movies
and TV but don’t go blaming the
director of a movie for putting it in
their work, so why feel differently
about a game?

HYPER: What has been the
biggest challenge in making
MGSz?

1 a: The greatest challenge in
developmg the game has been
meeting the expectations of players
from around the world. We feel the
pressure is on to make something
truly world class, and this is an
enormous responsibility!

HYPER: Is it fair to say there is a
sequel in the works? How will you
be mvolved"’
me: Good question! (laughs) |
W|II p055|bly submerge after the

We feel the pressure is on to
» make something truly

world class, and this is an
. enormous responsibility!




game is released, and work on
something fresh that isn’t Metal
Gear. If there is a sequel (wry smile),
I"d rather work as an executive
producer and let someone else drive

|

the creative vision of the game. | g : ’ ¥ o
have other ideas I’d like to follow. ’ &

HYPER. Like?

= I'm not sure exactly. I'd
like to do something really
innovative like work on a robot you
can control which sees the real world
and you have to guide it through
challenges. This is just my pet idea.
This is because I'd like to make
games for the real world. No matter
how realistic you make graphics the | o ;
player will always know that what ' L t you,. ' a
they see is on a screen and not ‘ i
real. With a robot it would be real
and that idea excites me because
it would be more fun. In Japan,
robots and those sorts of things
are becoming very popular.

HYPER: How do you feel about
I|vmg in Japan?

I like Japan in many ways,
but I don’t feel the education
system is fair. My son’s education is
a problem. In Japan they
concentrate too much on the
average abilities of the student. I'd
like to see better students given
more challenges.

Snake realises
he shouldn’t
have accepted
a job on the
Tltanic.

HYPER: If you could have any
single thing happen in life what
would your dream be?

! My dream is to go into v ~
outer space with my son or to shoot | 2 ‘
a film from space.

Lara just
called. She

HYPER: Thank you very much for  [ERCISIILS
your time, Kojima-san. | thigh holster

,Snake vents

~ on a copy of
Who Weekly.

The
mysterious

Olga strikes a
pose.
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J.E. SAWYER from Inferplay
Iadsyusiout of thedark. ..
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Don’t worry
Miss Elven
Sorceress, he’s

frigid.

HYPER: So, can you
give us a quick run-
down on the game?
Baldur's
Gate: Dark Alliance
has been developed

’s a third person you find in DED, all spells derive power from their
ometric view, but  mana source. Mana is in the upper left corner

I can rotate the and you can replenish it with rejuvenation

ra with the potions.

analogue stick, We've tried to implement as many of the third
while movement edition rules as possible, including the cold

by Snowblind Mr. sawyer in subtype, fire subtype elements, so if you attack a
Studios, and . and sotef his frost giant with fire | believe he’ll go down faster.
published by Black Isle and Interplay ‘

Interplay. It's going to be armour. 1 HYPER: It's quite a pretty game. The water

effects in particular are very cool.

Oh yeah. It's a nifty engine. It's got
really nice heat distortion and real-time lighting
effects. And all the changes that you make on

your character are viewable in the world.

exclusively for the PS2 and has
been in development for abo
a year and a half. It uses a tile
based 3D engine that
Snowblind have developed
from the ground up. It’s a very
action oriented title. It's / : PER: Will the engine be used for any other
similar in its setting to Baldur’s / ’ a) i ames?
Gate and Baldur’s Gate Il but it ' :
doesn’t otherwise tie in to the
storyline. 1t’s set in the city of
Baldur’s Gate and uses the third edition D&D
rules adapted for the console.

You have a choice of three players - a human
ranger, a dwarven fighter and an elven sorceress.
You can play single player or two player co-
operative - same screen. The rules are somewhat
simplified, the interface is simplified - just to give

We hope so! People really like the
ogue, but rarely in other engine. Graphically, it’s very nice and apparently
ations. Normally it just  it’s pretty easy to work with as well.

ps that aspect ratio.

game going to be
pared to the PC
Gate titles?
obably a little more brief —

it a shallower learning curve for begmnmg 30 to 50 hours gameplay, about 50
players. A lot of people are turned off the DED levels, hopefully around 40 monsters,
games because of the system. Even the third and 20 to 40 spells. Most of the

N : i : “Hey! N
edition rules can be a little monsters are just classic D&D - pissi:; in :he

daunting. So the interfaceis  rats, plenty of the undead, : dank, infested
fairly streamlined... ~ zombies, skeletons, knolls, i ) ~ pool!”
equipment is very quick  bugbears, Kobalds, beholders, - '
and easy to go through.  white dragons, displacer beasts,
frost giants, yetis, golems, dark
HYPER: So, this an elves... can't forget about the

all new Baldur’s Gate  dark elves! v ‘ : 7 P
tale? b "% Woah, turn
' ' : & down that

It’s a fairly HYPER: How about the & A / tigarehe
simple story, your character environments? ‘Ui i oM ' ; lighter, dude.
came to Baldur’s Gate seeking fame and adventure. Yeah, all your ’ | :

They get ambushed as soon as they reach the city  classic environments - old
and left for dead. In the course of trying to find out  cellars, sewers and crypts,
what happened to them and get enough money  a thieves guild, mountains,

 fosurvive, they become involved in a muc - passes, swamps, castl

arger plot that threatens the city )
It does retain dialogue elements and

. puzzles just like any other RPG, but
the emphasis is obviously on actlon




ather Anmor:
Armor: Bonus:
-} Weight:_ 15

When she
asked for a
bow for her

hair...

Why don‘t you
undead just
stay dead for
goodness sake?

Hey, you
stepped on his
foot. Not

HYPER: What kind of polygon
counts are there on the bigger
beasts? (The dragons have to
be seen to be believed — Ed.)

I don’t know off the
top of my head but | believe
several thousand.

HYPER: It seems like the game can

handle a lot of action on screen. What's

the largest battle scene you can have? | - Fairly snmple
Well it’s hard to L o ones. There are some

say, but you can definitely 3 8 ¥ reas with traps, and

have quite a horde. You can a little bit — but

get up to several dozen . A ; not too much —

creatures on the screen. g . latform jumping.

HYPER: What kind of = 3 e : hey’re randomised, which frustrates
~ me because each time | go through it
gets more and more difficult!

YPER: The emphasis is very
uch on hack’n’slash action...
Yes, very much on
ysical action - not a whole lot of
uff to figure out!

YPER: Will there be any party
lay in the single player game?
ill you be travelling with NPC

INTERUIEL

: No, it’s focusse‘d on
“Eat my e one chara
arrow, wolf!
Hey... not
literally!”

orked on the
fame?
Snowblind are

)ade up of a bunch of console

eterans from other projects and

ams. They only have one other ftitle

nder their belt which, | think, was a
racing game for the N64.

They're based in Oregon. It’s 12 guys — 3
programmers and 9 artists, and they’ve done all
this in a year and a half.

HYPER: How has the team found the
PlayStation 2 to work with?

Apparently they liked it a lot. They
worked on the N6 before, then moved to
PlayStation 2 and apparently they just love it.

HYPER: Is it possible that Dark Alliance will
make its way to other platforms?

There have certainly been a lot of
questions about that but there aren’t any
planned ports at this time. But people have been

- very enthusiastic about the title, so we're

expecting it to sell pretty well and we're hopeful

~ that they can go on to make more.




"= "s_ PS2 owning gamers are

=" & finally seeing some real life
breathed into the console. With
games like Gran Turismo 3,
Onimusha, Crazy Taxi, and Half-Life
out now, and with Wipeout Fusion,
Silent Hill 2, and now Dark Alliance
coming later in the year, it’s
looking very appealing to be a
PlayStation 2 gamer. Those of you
looking specifically for the RPG
experience can now look forward to
a true ADED game on their shiny
black box — the perfect companion
until that other great RPG, Final
Fantasy X, arrives in March 2002.

THE EVIL WITHIN

- The adventure begins in the port
town of Baldur’s Gate on the Sword
Coast, familiar to some, buta .
mysterious place to all. This
particular adventure, however, is
not related to any of the previous
games on the PC. This is an all-new
story, exclusive to the PS2.

On your way through the woods,
you and your family are ambushed
by evil brigands, and your sister is
abducted by lowly thieves. As you
set out to rescue her from a
possibly gruesome fate, you enter
Baldur's Gate, only to become
wrapped up within a greater quest
for good. Over the course of three

Ahh monsters! §F
Beam me up
Scotty!

Meet the locals
and fix their
predictable rat

HYPER'S HAN

problem.

Guess who
just ate the
Hot ‘n’ Spicy
pizza?

acts, your human, elven or dwarven
character, each with their own
abilities and spells, will grow in
strength and wisdom, until you're
prepared to face the evil within and
claim your bittersweet vengeance.
After a few hours at the Interplay
office, we were convinced that Dark
Alliance is going to be a truly great
fun game. Great care has gone into
creating a believable and
atmospheric representation of the
Advanced Dungeons & Dragons
world, and you won't be
disappointed with the amazing
detail that has gone into the game.
The incredible water effects, the
high-resolution textures and
incredible dungeons are simply
gorgeous, and when we slapped our
eyes on the White Dragon, we were
truly impressed. The animation was
astounding — the tendons and
muscles in the dragon’s neck ripple
under its shiny scales. Another boss
that had us agape was the very cool
Beholder, with its big gooey evil eye
and slimy tongue writhing around
in its mouth like a snake. There’s
certainly a lot of cool factor in Dark
Alliance. Stuff that’ll have you.
running to get your friends so they
can take a look. Whilst your friend is
there, they could even join you in a
two-player co-operative quest -

DS-ON OPINION

Alliance at home, he could even

~ whole set of spells for you
‘to cast from a very easy

- comes

mode! If he’s been playing Dark

save his character onto memory.
card and bring it over to join you in
your game..

As you would expect from a good
RPG, there are tonnes of weapons,
armour types and magical items that,
once equipped, will display on your
character in the game world..
There are even cool magical
swords that ignite when an
enemy is within range, and a

menu system which works
on the fly, even whilst
you're hacking away.
with your sword. You
could draw some
comparisons to Diablo

Il when it

&

down to :

the combat—

this is very much an
action-based RPG — but .
there are still some interesting
conversations with NPCs and there’s

true sense of exploration. :

The diagnosis is good. Baldur’s Mo
Gate: Dark Alliance is a game to ;
definitely look forward to, and as
soon as we can score it for you, we
will. 4%
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he concept of Republic: The

Revolution (R:TR) is that

you are a political leader
whose main goal is to become
President of a country. Elixir are
aiming to create and simulate a
whole country with a million living
breathing people, all of whom have
their own opinions, beliefs and
individuality. The player, through
the use of lead characters, must
persuade the people to elect you to
power. Mad, eh?

The game is set in Russia in the
early 1990s — pretty much present
day — the focus being on a small but
fictional country called Novistrana
(meaning new country). Novistrana
is based on an Eastern Ex-European
Soviet block republic, where there is
a dictator in power just after the fall
of the Soviet Union. You assume the

i

3 i CATEGORY: Strategy/Sim > > PLAYERS: 1
: ’ . PUBLISHER: Eidos >> AVAILABLE; 2002

Elixir Studios, hetided by
Demis Hassabis (the co-

‘creator lof Them

P P et -
- e Y B A 4

-hard at work on theirﬁ\{éil

title, Republic: The

Revolution, and already it’s

ELIDAR

SBTUDIGOS

role of a faction leader. At the same
time as you are trying=to get control
of the country, there are 16 other
factions, all vying for power as well:
all trying to remove the same
President and put themselves in his
place.

HOW THE HELL DOES THIS
WORK?
Novistrana has 16 towns, four cities
and a capital. You start off the game
with a small power base in a little
inconsequential town and must
work your way up the power ladder.
This will involve moving through a
number of towns, making it to the
capital, and then taking on the
President himself. There are five
major means to power — political,
military, criminal, business and
religion. Demis explains, “The five
ways/actions came about after a lot
of background work and research
into what the team felt were the
major regimes around the world. We
do not make any judgement about
this fact but are merely creating this
realistic scenario for the player,
which allows them to play the game
in any manner they wish. The ways
to achieve power and total rule can
harness good and bad and we have
tried to create the same settings and
eventualities that would happen in
real life. You can even combine a
number of methods, which | am sure
happens in real life, for any dictator
to assume power.

“Depending on what kind of
people live in a town or city we have




worked hard to create an exciting
look,” added Demis. “The graphics
in the game, as you will see, are
pivotal to creating the right
backdrop for the players. The
graphics engine we believe is far
ahead of the competition. Republic
is full 3D and we have our own tools
and engine which will help us create
large and detailed cities.”
Berrysceno, the demo city, was small
in area but impressive in terms of
gameplay, being 2 kilometres
square (final cities will measure up
to 4 times that size, with the capital
being X 16) but with a bustling
game world. Within this one city are
up to 10,000 citizens! “Every citizen
has their own beliefs, be it political
leanings, religious preferences and
their own opinions on every major
issue. They are, in fact, your judge

and jury and watch the actions you
carry out in their world and will
decide whether they will support
you or not. This is gauged on where
you fit into their line of thinking. In
essence it is a question of trying to
portray yourself in the most
attractive way to these people.”

PULLING THE STRINGS
“At the start, you have only one key
character, which is your right hand
man. This character is an all-
rounder and can pretty much do
most things. As you move through
the game you recruit other key
=specialist characters to your
faction.” With so many people in the
Republic you will only find a
handful of thase that are important
characters, including police chiefs,
judges, and businessmen — people
who have influence, money and
power. If you recruit them to your
cause you can ensure their influence
and actions are specifically for you
and your cause - like organising
rallies and setting up businesses.
Also worth noting is that the
character you play is actually part
of the living world, so you must take
care of your persona for he can be
injured or killed. An example of one
of the first situations/conflicts you
could undertake after you have set
yourself up as a nasty fascist leader,
is where the opposing faction in the
city is a religious force trying to win
over the populous. By moving
around the city you can pick up info
— for example each day a speech is

7

made by one of their religious party
members which appears to be
influencing the people. The player
can actually view this speech and
watch the effect it has on the
audience. The more skilful the
narrative, the more people will
stand and watch. Now if this is
happening daily at varying locales
then your power base could well be
being eroded by these events. More
speeches, more townsfolk changing
alliances - the upstart is you will
need to stop this. There are all kinds
of ways to implement this action.
What quickly becomes apparent is
that this is a game of immense
possibilities and eventualities. There
is so much to do to change and
create situations that even at the
start of the game you can see
something special in the making.

It goes without saying that the
events, situations and
confrontations are tailored within a
superb Al engine (based on the
theories from a book, Crowd of
Power, regarding the reaction and
behaviours of crowd masses) which
will makes Republic stand out.
Events in the game will not always
go the way you planned and that is
merely reflecting real life.

“All of the characters have their
own Al stats which vary enormously
and the player will be able to get
character breakdowns via a number
of ingenious methods including
being able to run opinion polls!”

The one thing running through
the whole of Republic was that every
action could be broken down into
smaller components and to
document them all would take many
pages. Indeed the Elixir game
design manual was massive. One
simple assassination could involve

~ Once you get
Raolf Harris on
- your side, you're

. unstoppable!

Jake the Peg
aftempts to
conceal his
 giveaway

 Mexira leg”,

many characters and events before
the dastardly deed was done. The Al
also has some nice random touches
that give Republic true credibility.
For instance, the hired hit man could
miss and botch the task, and this
would have many knock-on effects.

THE HAIRY PATH TO SUCCESS
The major events are superbly
viewed onscreen via a number of
intelligent cameras (you can
bookmark cameras for quick
reference and movement to
locations). As well as being able to
move cameras along rails (this
needs to be seen to understand its
clever adaptation) and pre-
scripted animations giving the
game a true cinematic feel. “The
camera scripting tool we have
innovated is very powerful and will
target the current actors in the
game and display the best possible
view to the player to immerse them

| LHENSLI
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‘ Id like to describe this as a cross between a strategy /
game and a sim, and would like to call it a ’ ’ /

Sim Country (social network of people) game.

N
in the story. Although Republic will N
be viewed as an intricate strategy
game it relies on the player finding
out what actions can be used - and
these open up as you play - as well
as needing to try and explore
ideas, in some instances
unsuccessfully, before you can gain
success. You could well finish a
game only using 50 actions,
ensuring you will come back and
play the game differently next
time. Picking the right town to
overthrow, getting to certain
locales first, picking up the best
characters to join your side,
knowing which way to approach
the game — be it aggressive with
military force or a religious

mogul, events may warrant the
change in stance. Going from a
violent leader to a pacifist may lose
you some support initially but in
the long term it could be beneficial.
“I'd like to describe this as a cross
between strategy game (loads of
visual interactive stats and tasks)
and a sim (real creation of events)
and would like to call it a Sim
Country (social network of people)

approach — these are all just a mere
handful of ways to tackle the game.
“Varying and mixing the strands
and approaches to the way you play
is the neatest aspect of Republic.
From a religious leader to a business

game. To make it to President —and
there are six final ways to achieve it
— you will have ventures through
many gaming ideas, some pretty
unique, and that is what | hope will
entice people to play this.’
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The Ultimate Racing Simulator, suitable for PS 1 & PS 2
Includes SAITEK RX400 Wheel and pedals, adjustable racing frame,
and seat. (seat cover sold separately) PC Version also available.
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aster of Kyudo, the
Archer can disable foes from a
distance allowing melee fighters to
swoop in and clean up the mess.
He's also skllle h the shuriken

oup's actions.
e four of the
al out on the quest at
Fortunately, you can
acters in andout of
out of course thiswill cost
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owever, telepk
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en time.
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party is that you'll have
ee of control ove

WHAT WE'D
{®) LIKE 10 SEE:
Although it

ON INTESTINES
, slaying monsters
e player with monster
parls, Weapons, armour and gold.
Gold can be offered to the gods at
certain shrines in exchange for
spells Spells are divide e

: upgr ading of items, The \' S

0 able to combine items Wi
arts to create a custom

ece of armour. The
s the Priest.

up along with the playable
characters.
Each character will be able to use a
least three
e w be available
wo-handed sword, short
rd; Katana, dagger. asymmetrical
bow staff mounted sword, halberd,
iron staff, spear and
i :

hasn’t been announced,
we're presuming that

you'll also be able to play jms
through the single player
game co-operatively.

apons with unique attributes.
All the enemies in the game are
based on Japanese mythology and

15 and possessed samurai
ugh to Kappa — small child sized
ater spirits with shells who attac
mobs, overwhelming the victim the
feasting on theiyintestines. Yum
Throne Of Darkness promises
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gawie eacr e jour clans
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playmode, with up to 35
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I»eutenants smce you H be able to

62 d3adAH¢« 1L HEISLUI




30 »HYPER IMSIGHT

h of Correx

CATEGORY: Platformer >> PLAYERS: 1 >>
PUBLISHER: Universal Interactive >> AVAILABLE: November

hilst there has been much
talk of Crash Bandicoot
debuting on other

platforms, the PlayStation faithful
will be pleased to discover that the
bandicoot’s first next-generation
adventure will hit the PS2 before any
other console. Before the year is up,
the PS2 will be the platform for the
fifth game in the series — and who
knows when the Xbox or GameCube
games will arrive.

So, how has our marsupial
matured? Have Traveller’s Tales (the
UK-based developer taking over
from Naughty Dog) remained
faithful to the original concept of a
wacky, crazy, cartoon platformer? Is
it really going to be any good?

CRASH, REBOOT

To be honest, the original Crash
Bandicoot games were a love or hate
affair. Some gamers despised its
linearity and restricted gameplay,
whilst others thoroughly enjoyed the
silly humour and solid platforming.

If you're wondering whether Wrath
of Cortex may or may not be the
animated platformer you've been
waiting for, let us entice you with
some details. Without a doubt this
will be a polished product, and you
just might fall for Crash for the very
first time.

For starters, Traveller’s Tales are
fresh to the ‘coot and their
development team is pumped full of
enthusiasm, which is already
apparent in the detailed, polished
graphics. These visuals will be the
best yet, retaining the original’s
style, but giving just about
everything a face-lift. There’s better

“Seie g

How do ya like them apples?

WOW-0

-METER

animation in all the characters and
enemies, larger and more populated
environments, wider actual playing
areas and it all rocks along at a solid
60 frames per second.
The game is simply one
of the spunkiest looking
platformers yet devised,
with more variety than
any previous Crash
Bandicoot adventure. There's plenty
of eye candy here. But whilst all this
cartoony splendour is wonderful, the
more important question remains...
have they evolved the gameplay?
Well, yes and no.

ROAMING FREE

Wrath Of Cortex offers us the most
freedom of play than any previous
Crash game, thanks to larger more
explorable 3D landscapes and a
serious injection of variety in game
styles throughout the adventure.
However, at the heart of it, this
game still centers around the same
Crash game mechanics — spin and

20 WHAT WE'D
“®)) LIKE 70 SEE:
The banishment

of frustrating 3D
jumping puzzles.

Hot Coco. Our favourite.

smash crates, collect the fruit etc.
It's just done with so much more
style and variation this time around.

Traveller’s Tales are also piecing
together plenty of mini-
games to make the entire
experience far more fun
for those of us with short
attention spans. What was
| writing... ? Oh yeah,
Crash will pilot an aeroplane,
amongst other vehicles, and some
levels will require far more thumb-
pad skills than the usual platformer,
like rolling a huge ball around icy
landscapes trying to avoiding
plummeting to your death. You'll
also be given control over Coco
(Crash’s girlfriend) to explore the
game, complete with her own unique
levels, with her own unique abilities.

Crash Bandicoot: The Wrath of
Cortex is turning out to be the
prettiest and most enjoyable Crash
game yet, and the prospect of more
lush platformers on the PS2 is A-
okay in our book. <




'I'HE SIMS HOT DA'I'E

Electronlc Ar?s

ow that we've tried “livin’

large” and had a “house

party” or two, the time is
right to send our sims out into the
wilderness of the dating game...
Yep, The Sims: Hot Date is the next
expansion pack for the best-selling
PC game of 2000 and 2001, The Sims.
Just think Sex in the City, but with
sims. Sim in the City, if you will.
Anyone want to start making their
little virtual Sarah Jessica Parker?
Hmmm... we get the feeling that
maybe many of you have already.

DIM SIMS

At any rate, Hot Date gives us a
chance to get back into the “swing of
sims”, before we launch ourselves
into The Sims Online or Simsville. And
who wouldn’t want to have a go at
trying to get into bed with our
polygonal pals? Is it any surprise?
Like everyone, even the sims are
looking for luuuurve.

Hot Date takes the level of voyeurism
in the Sims to its next logical

November

conclusion — letting us peer into the
awkward, nervous, sweaty-palmed
social situation that is known as the
“date”. But this is far beyond just
inviting your neighbouring sim over
for a piece of cake or a dip in the
swimming pool. Hot Date is all about
the hardcore dating scene. Yep,
we're talking nightclubs, bars,
cafes... just about anywhere you
would maybe expect to meet your
Sim soul mate.

Hot Date will feature an entirely new
downtown area for your Sims to
explore and socialise in,
including all these funky
new venues where you can
W00 your prospective
partner. It actually sounds
like a bit of a rehearsal for
the real-life match making that will
inevitably take place with The Sims
Online, but at least Hot Date will let
you practise on computer controlled
characters so you can get your moves
right before you make a jackass of
yourself in front of a real player.

WHAT WE’D
LIKE TO SEE:
An adults-only

user-made mod... it'll
happen, no doubt.

WOW- O-METER

EA plan to include over 100 new
items, including a picnic basket you
can take to the park for that
romantic roll in the grass. There will
also be an in-game dating service
you can get your Sim to use if
hanging out at the local shops
doesn’t seem to get you any action.

Best of all, there will be a whole
swag of new actions to try out on
your companion in Hot Date, from
playing “footsies” under the table
at dinner, to making a passionate
pass at them on the couch. Many of
you might be hoping to
witness some jiggity,
dancing dooner action,
but Hot Date won't quite
go that far. Heavy
petting is about as
“hot” as it will probably get. At
least in Hot Date you don’t have to
worry too much about what the Al
will think of you in the morning.

Although, we gotta say, there’s
nothing quite worse than when a
computer chews on your hard disk.”*.

Here, let me wash that lipstick off!

"Oh ;10, their braces have locked!

18 d3adAH« LHEISLI
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EUROPEAN iisas
SUPER LEAGUE

CATEGORY: Sport >> PLAYERS: 1-2 >>
PUBLISHER: Virgin Interactive >> AVAILABLE: October

hile we patiently wait for

Konami to bring us

International Superstar
Soccer for the GBA, we can meanwhile
waste copious sets of batteries on this
tasty looking football sim from
developer, Virgin Interactive.

Featuring sixteen fully licensed

teams (which means full kits, players
and stadiums), European Super
League sports a familiar looking top-
down perspective that will delight
fans of that sexy little soccer game of
old, Sensible Soccer. There will also
be an alternative isometric camera
perspective for those gamers who

The red and the blue. Now that was a cool show.

This premium
unleaded kicks!

appreciate at least some vague
attempt at a third perspective.

Naturally, with a link cable,
European Super League has the
potential to be one of those great
simplistic and yet utterly addictive
multiplayer soccer games. Although
there is no confirmation yet of a
possible four-player link up mode,
we’re hoping that two-player link-up
is a no-brainer feature.

European Super League will be out
before we know it, so we’ll grab it and
kick off a review real soon. European
Super League is also set to appear on
the Psone, PC, Dreamcast and GBC.

e O6000060000000000OSTOOOOEOODEO OGSO D00 0EEEOO0QDOOOOOOO00ES OO0

CATEGORY: Action >> PLAYERS:

ny gamer over the age
of 25 will probably
remember the original
Midway arcade game, Spy Hunter
— that top-down fast and furious
car romp accompanied by the
slinky Peter Gunn theme. The aim
was to go as fast as possible down
a stretch of road, bonnet-
mounted machine guns blazing,
dropping oil slicks at your
pursuers, whilst avoiding the
enemy vehicles intent on seeing
you burst into a fiery ball of scrap
metal. You could even roll up into
the back of a truck ala Knight
Rider and have your chassis
repaired — all at high speed.

Midway have taken this very
cool game and transformed

200000 Q00O00COGESES

Attack of the clones!

SPY HUNTER

it into glorious 3D. Hour upon  WOW-0-METER

5
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PUBLISHER: Acclaim >> AVAILABLE: October

hour of playtesting here at Hyper
HQ can attest to the fact that
they’ve done a remarkable job of
re-creating the original game
quite authentically, yet with the
depth of a modern action game.

The car handling is great,
with powerslides a plenty, and
there’s a stack of crazy
weaponry to unleash upon your
environment as you go
speeding by. Multiple paths
have been built into each
mission, as well as an objective
point system to ensure that
there’s tonnes of replayability.

Spy Hunter is a blast, and we're
looking forward to reviewing the
final product very soon.
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JURASSIC PARK lil:

SURVIVAL &

CATEGORY: Action >> PLAYERS: 1 >> PUBLISHER:
Universal Interactive >> AVAILABLE: November

ith Jurassic Park 111

coming to cinemas this

Christmas, it’s no surprise
that a bunch of new Jurassic Park
video games are popping up on
the release schedule. Well, if
they’re anything like Dino Crisis 2,
then we say bring it on.

The first game is the PS2 action
title, Jurassic Park IlI: Survival,
which has an all-original plot that
doesn’t tie in with the new film at
all. Instead, it revolves around a
character and scenario created
specifically for the game. You play
a respected member of an elite
scientific team who becomes
stranded on the deadly dinosaur
infested island, your mission being

]

O

to get off the island to safety and
stop a bunch of DNA stealing
terrorists along the way.

This is third-person, combat-
focused action incorporating
Resident Evil style puzzles and item
collection with Tomb Raider-ish
action and gunplay. The baddies
include some truly terrifying
dinosaurs, including the big new
baddie from jurassic Park Iil, the
Spinosaur — bigger than a T-Rex,
and twice as pissed off. You'll also
be up against the raptors, the good
old T-Rex and some nasty terrorists
who are looking to pop a cap in
your scientific arse. This is solid
stuff, and we can expect it in mid
November.
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Thrustmaster 360

Modena Replica Racing |
Wheel with Pedals and |
Gearshift Lever. :

iy

— RN °749
Playstation.2 - PlayStation®2 GT3 Racing Pack.
: Includes PS2™ Console, Gran
Turismo 3: A-spec and
DUALSHOCK®2 Controller.

Two ways to get your driv

with driving the world’s top sports cars. That sheer, edge-of-your-seathelt

excitement has been the plaything of the privileged — the rich, professional

racing drivers, car thieves. Now it can be yours. Come into Harvey Norman

and pick up the Sony PS2™ GT3 Racing Pack*, including a Sony PS2"

console and a copy of Gran Turismo 3: A-Spec, possibly the most eagerly
anticipated title in motor gaming history. Add a Thrustmaster 360 Modena

racing wheel, and you're-ready to enjoy the heart-pounding stimulation of

driving your dream car, af a fraction of the cost.

|
l
For years, only the fortunate few have felt the exhilaration that comes l
|
1
*Available August 10th. |

\



Bargain Well loved ©
Datsun 120Y, manual,
orange with vinyl roof,
slight body damage,
ideal first car, ph 7558
42168

ing kicks for under *1000

Harvey Norman
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The only time you’ll see
your friends on all fours.

Preda

HTTP: W SIERRASTUDIOS.COM-EAMES. AL IEMSWSFREDATORE

ife is little more than a series
L of questions that more often
than not can’t be answered.
Why can’t relativity theory be
reconciled with quantum mechanics?
Why does Hyper feel thinner than
normal? Where have all the spitoons
gone? In this world of queries and
quagmires at least there’s one thing
that we can find out for sure — what
would happen in a fight between
humans, aliens and predators.

Sure, it’s not our favourite kind of
threesome (we’ll leave the cross-
species fetishism to the staff of
PCPP), as frankly we’d prefer to
know what would happen in a cat-
fight between Buffy, Willow and
Cordelia, but when it comes to war,
this is a bitchin’ match-up.

CRACK MARINES
The original Aliens Versus Predator
game was developed by Rebellion,
but the sequel is being handled by
Monolith Productions, a
development house with a bit of
experience in the art of the first
person shooter. Their list of games
includes Blood, Blood 2, Shogo and
No One Lives Forever. More
importantly, David Stalker, the
original game’s producer, is back to
look after this second game and
ensure it’s of the highest quality.
Running on a modified version of
the Lithtech 2.5 engine, AvP2 won't
just look a lot better, but it's going
to be a better game all round. The
storyline is going to take a Half-Life
(and its various expansion packs)

approach, weaving in three
completely different sets of missions
for each of the species — alien,
predator and human (if you can call
marines that) in the same place and
timeframe. Although missions will
intersect at various points, no
missions will be shared between the
species — only events. This means
that each set of missions can be
designed from the ground up to
take advantage of each species’
abilities, ratfyer than the other way
around. Thus, the marine’s jetpack
and predator’s grappling hook
won't be in this game, as they were
only included in the original as a
way of allowing the marine and
predator to reach areas that the wall
climbing alien could.

+»CHM SHER

The game is set shortly after Aliens
on the planet LV-1201. It seems there
has been an alien hive there for an
indeterminate number of years, so a
slightly batty(boy) scientist named
Eisenberg establishes a research
center... with predictable results - the
aliens escape and run amok. But
adding to the cultural melting pot, it
seems this planet is a favoured
hunting ground of those interstellar
tramps (come on, all that fishnet?) -
the Predators. A crack squad of crack-
head marines is sent in to crack down.

XENOMORPH CARNAGE
Monolith’s aim is to keep the pants-
wetting fear of the original at the
same time as taking the missions
somewhere new. So there’ll be more



variety in AvP2 than just the dank
claustrophobic corridors
synonymous with the Aliens films. In
addition to the research base, the
alien hive and a space cruiser, some
of the missions are even set in the
great outdoors - on the surface of
planet LV-1201 itself. 1t’ll be
interesting to see how well this works
in the single player game, but the
multiplayer game should benefit
greatly. Indeed, it’s the multiplayer
game that has us the most excited
(hence the game’s appearance in Net
Trawlin’). Pitting the three enhanced
(from the original) species against
each other in multiplayer
deathmatch will be awesome — each
is strong in their own unique way,
and the potential depth of strategy
that comes from having such
radically different abilities sets
opens the door for some of the best
multiplayer combat ever. Plus, the
sheer atmosphere of the game
transforms what is just a game into
terrifying and exhilarating warfare
on an alien planet.

You really

should get a
tradesman in
to fix that.

i)
Well, that's
one way o

“enlighten”

somebody...

There’ll be 12 multiplayer maps,
including species-based team maps.
There will be ten different characters
to choose from in multiplayer mode
— presumably this includes several
specialised variants of humans.
Think how brilliant teamplay will be
in this game - setting out with a
team of humans on a mission to wipe
out all the aliens, but knowing that
they will have positioned themselves
strategically throughout the map. Or
playing as the solitary stealth-based
predator up against an entire map
swarming with humans and aliens.
It’s going to be matching wits with
other humans that will rock the
hardest in AvP2.

The graphics are looking a whole
lot better than the relatively
primitive original as well. The
atmosphere is going to be even more
intense with more realistic looking
characters, and effects like real-time
lighting on the marine’s shoulder
mounted torch through to animated
light maps and huge outdoor areas.
We're really hyped about this one...

Versus Mode

Games we'd like to see in the
spirit of AvP:

Mr T Vs The World

Kosta vs Bryce

Big Gay Al vs Smithers
Buffy vs Charmed
Nintendo Gamer vs Hyper
Conan O’Brien vs Jay Leno

Radicalism...

MARINE - The marine character has lost the jetpack, but now has
a kit to hack computer systems, a welding device that can cut
through doors as well as seal them, and a shoulder mounted torch.
In the weaponry department, a shotgun has been introduced
(phew!), as well as a knife and a few new ammo types.

The marine’s storyline is a team-based affair, so there are a few
different types of marine — Colonial Marine (these are then further
split into specialist groups), Technicians (wussy scientists), Synthetics
(perfect for parties and bahmitzvahs, these guys can do nifty tricks
with knives), Combat Synthetics (a new illegal breed of robot highly
skilled in combat), Mercenaries (Eisenberg’s own crack troop —
willing to kill anyone or anything they come up against).

PREDATOR - The Predators will come in two distinct types — light
and heavy. The best new addition to its arsenal would have to be
the net weapon that can be used to pin opponents to the wall. It
also now has a doubled bladed spear that can fire dart-like
projectiles, as well as a portable device to recharge weapons.

ALIEN - In addition to using your tail, claws and secondary jaws,
the aliens will now have a pounce attack. Essentially though, the
alien’s abilities remain unchanged — it's all about speed, running on
any surface, and brutal close quarters combat. There'll be the full
complement of aliens tod— from Facehuggers to Chestbursters,
Runners, Drones, Warriors, PredAliens and the Queen.

L2 dadAH« FLIT1LO
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NASURBI

POOR NASUBI!

www3.tky.3web.ne.jp/%7Eedjacob/
nasubi.html

>> Okay, so it's quite a convoluted URL,
but this is compulsory reading for anyone
interested in, or scared by reality television.
We won't give it away, but let’s just say that
our darkest fears about where reality
television may be heading are pretty much
“been there, done that” in Japan. Truly scary
stuff... His official site is also at
http://www.ntv.co.jp/denpa/luck/

PEER GROUP
PRESSURE

www.openp2p.com

>> Napster’s corpse may be stinking up
the net, but the peer-to-peer (P2P)
movement continues unabated. For up to
date news, information and intelligent
commentary on what’s happening in this
arena, check out OpenP2P.com. It’s an
excellent place to start for newbies, and a
great site for experienced P2Pers.

< FAT BUDS IN DA HOUSE

www.viewaskew.com
>> Jay and Silent Bob Strike Back is heading to the
cinemas later this year and it’s looking hella-funny.
We'd put the trailer on our cover disc... except we no
longer have one, so you'll just have to go and download
it yourself. Viewaskew.com is Kevin Smith’s own site, and
there’s a heap of stuff for fans of Clerks, Mallrats,
Chasing Amy and Dogma to dig, including behind the
scenes pics, movies, interviews and much more.
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ferico1.03

seen the little
piggies, with
their piggy
wives?

[ = pig 3]

[ other works...

FERIC

www.feric.com

>> If you're looking for something slightly left of centre
and yet utterly brilliant to look at, then you must check out
this artist's website. This is the warped mind of digital artist,
Eric Feng, a designer and compositor at SquareUSA, who
worked on the movie Final Fantasy: The Spirits Within. This,
his online portfolio, is an incredible display of imagination
and creativity. Sign up and obtain access to more of his art.
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Back in our May issue we reviewed
Onimusha and proceeded to tell you just
how damn good it was — it received our
coveted Game of the Month stamp, and scored a nice
fat 90%! You NEED Onimusha — it’s one of those great
PS2 games that you can get your hands on right now,
and thanks to THQ Australia, this Capcom delight
could be yours. We have five copies to give away to
the readers who can correctly answer this question:

What does Onimusha mean?

Put your answer on the back of an envelope with
your name and address and send it to: MUSHY FOR
MUSHA, Hyper, 78 Renwick St, Redfern, NSW 2016.

WIN

Bomberman Tournament on the f
GBA is an absolute riot — this is
a must-have GBA game! Pinobee \
is a cute platformer that you'll
need to play, just so you can give
your link cable a rest from all that
Bomberman! Thanks to Activision, we have
five copies of each game and five awesome
Bomberman mugs to give away to five
incredibly lucky readers! To win, you’ll need
to do thusly:

Write us a short rap about
Bomberman.

Put your rap in an envelope with your name
and address and send it to DA BOMB, Hyper,
78 Renwick St, Redfern, NSW, 2016.
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INTERESTED IN A GAMING REVOLUTION?
Australia's Unofficial Nintendo Magazine

leane

e Boy Advance & Color

ue 2, September 2001 AUS $6.90 incl. GsT NZ $8.90 incl. GsT

o REPORT _
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'NOW FOR
¥, POKEMON?

WIN A
SKATEBOARD
SIGNED BY
TONY HAWK!

—

SEGA LOVES
NINTENDO!

You never thought
this would happen!

NINTENDO GAMER ISSUE 2

ON SALE
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p44 Max Payne

No- Payne, no gain! Take 2 Interactive
have the remedy for your shoot ‘em up
cravings.
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PC

44 Max Payne

48 Anachronox

50 Arcanum

52 The Moon Project

53 Baldur’s Gate: Throne Of Bhaal

PS2

54 NBA Street

56 Extreme-G 3

57 UEFA Challenge

62 Gauntlet: Dark Legacy

PSONE

58 Atlantis: The Lost Empire

59 Digimon World

62 World’s Scariest Police Chases
62 Spec Ops: Covert Assault

NINTENDO 64
60 Mario Party 3

GAME BOY ADVANCE
64 Pinobee: Wings of Adventure
64 Earthworm Jim

65 Pitfall: The Mayan Adventure
65 Bomberman Tournament
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THE HYPER
CREW’'S TOP 5

©0000000000000000006000000000000000000

1. Onimusha — PS2

“A must play PS2 game for Survival
Horror fans.”

2. Arcanum — PC

" 3. Max Payne — PC

4. Dark Alliance — PS2
5. Deus _Ex SDK - PC

Cam Shea - Deputy Editor

1. Office Cricket — Hyper HQ

“If only | had time to play video games!”
2. Mario Kart Advance — GBA

3. Max Payne — PC

4. Paper Mario — Nintendo 64

5. Bomberman Tournament — GBA

Malcolm Campbell - Art guy

9900060000000 0000000000 escsscsssces

1. Castlevania: Circle of the Moon - GBA
“Almost as good as Symphony of the
Night. The DSS card system is brilliant.”
2. Final Fantasy IX - PSone

3. Final Fantasy VI - SNES

4. Max Payne - PC

5. Street Fighter Ill: Third Strike - DC

Kevin Cheung - Reviewer

20093600000 00000000000000000000806000000

1. Final Fantasy X — PS2

“Lulu is a babe.”

2. Mox Payne — PC

3. Mario Kart Advance — GBA

4. Diablo Il: Lord of Destruction — PC
5. Tech Romancer — DC

THE HYPER
SCORING SYSTEM

The Overall Score — what’s it all about?

Excellent and worthy of &
g Rubber Stamp. Buy it!

80-89 Very good. This is a quality
: game, but not perfect.

70-79 Good, verging on average.
Try before you buy.

60-69 Average, verging on bad.
This game is badly flawed.

50-59 Bad game design and possibly
not even worth renting.

0-49 These games simply suck.
A total waste of money!

ob dIJAHK
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CATEGORY: 3rd person shooter >

ax Payne is a very cool
r'1 game. It's also a walking
cliché, observing all the
established rules of the action
genre, without pushing any
boundaries in particular - aside
from going for the “game that pays
the most homage to John Woo and
The Matrix” award. This isn’t
necessarily a bad thing mind you. If
you're a fan of Martin Scorcese’s
mob films and John Woo’s Hong
Kong action flicks, or if you're just a
an of glorified violence in general,
then Max Payne is the game for you.

- BLOOD DRENCHED

According to the hype, the big
drawcard for Max Payne is the bullet
time effect. This is definitely the one
“big new thing” that Max Payne
offers to the genre, and it’s an

> PRICE: $89.95

CAM SHEA, mob deep and all that...

excellent addition,

but it’s certainly

not integral to

the game. Its

value is very muc
cinematic, rather &
than tactical. Thisis &
actually a very
positive sign for the
game, as the vanilla
Max Payne is a damn

solid game on its own, with all the e

bullet time shenanigans acting as
the icing on an already blood
drenched cake.

Bullet time allows the player to
slow the action down to a crawl.
Everything is running in slow motion
— Max, mobsters, bullets,
explosions, the whole works. The
advantage being that you can still
move your sight at the normal

..even with dirty bits...

> RATING: MA 15+ >> AVAILABLE: Now >> REQUIRED: Intel/AMD 450, 92MB RAM, 3D card

speed, so Max has the jump
accuracy-wise... plus it just
looks so damn cool. You
can walk around

past your ears, fire off one shotgun
blast in the air
and another as
you hit the
ground. Even
cooler, if you
get surprised
on a stairwell,
simply throw
yourself
back

capping capos |

in bullet time, =

but even more -

funis pulling |

off some of X

the more insane
moves. You can

dive into a room

in slow motion,

enemy bullets whizzing




MC Bullet! It's Bullet Time!

There’
‘ fo
and over,

down the stairs in bullet time, firing
the whole way down.

You can play through the entire
game without using bullet time at
all, and in many situations it’s
actually a hindrance more than
anything. The standard “run for
cover, pop out, shoot,
pop back” is I I
generally far more °oo.
effective than diving
out from behind
cover getting a couple of shots off
then leaving yourself exposed —
especially on the higher difficulty
levels. Even so, as far as garnish
goes, bullet time is an awesome
effect, and a huge amount of fun to
experiment with. Bullet time isn’t the
only frill that Remedy have
introduced to the genre. The camera
also does a nice slow-mo pan around
certain kills, and even follows
headshots from the sniper rifle.

e had from

using bullet tim

. Say hello to my little friend.

In even

JUNKIES SUCK ARSE
Max Payne comes packing a
storyline straight out of a HK action
film. Three years before the events
in the game, Max’s wife and baby
are killed, most probably by
junkies on Valkyr — a destructive
new drug on the streets.
Max joins the DEA and
goes deep undercover in
a quest to discover which
crew are running the
drugs and to avenge the deaths in
his family. Of course, he’s framed,
so both the cops and the mob want
him dead.

The storyline is told through
Max’s own very film
noir/hardboiled/ex-detective
narration, complemented by some
very cool graphic novel art — frames
and all. It’s an engaging technique,
and you can almost forgive how run
of the mill the story actually is. The

s a huge amount @’f

attempting g;
e

art is stylishly illustrated and even
the voice overs are well done. Max
(whose voice sounds remarkably like
].C. Denton from Deus Ex) is a
walking cliché but the dialogue is
slick and well delivered. Most of the
supporting cast hold their own
too... although there are some areas
that could have been improved
considerably — like the dodgy junkie
scream. The game’s score is
appropriately dramatic and tragic,
setting the mood nicely when used.
The narrative sets the tone of the
game well and certainly gives the
player more of an insight into the
senseless violence than your average
action game. Remedy have obviously
tried to establish an empathetic
connection between the player and
Max — a necessary device for true
immersion in the gameworld, but
whether they’ve succeeded or not is
debatable. The whole storyline

Expression
Face

#¥Much has been made of Max
Payne’s visuals, but in the years
between first being wowed and
the game’s release, standards
have risen considerably. Max no
longer looks “photo-realistic”,
falling more into the “badly-
digitised-one-expression-face-
on-a-low-poly-head” category.
Indeed, most of the facial
textures, polygonal builds and
animations are a little behind the
times, whilst the environments

- look fantastic. Max in particular

looks like he permanently has a
carrot stashed in his date. At
least you'll be able to get it
running nicely on even a
relatively modest system.

Sh YAdAH«
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revolves around the death of Max’s
wife and child, and the demons that
plague him. In order to make Max
more than a one dimensional
character, Remedy have tried to
provide a window e
mental state at variou
throughout the game.

The two most
significant examples
of which are P
when Max is
unconscious at

house, hearing the
screams of his wife and
gunshots going off. The |
visual effect is very cool,
each room has its own
tone thanks to subtle

manipulation of colours and an
expanded FOV which makes
everything look out of
perspective and surreal. Max
even seems to move
differently, running as if
underwater. In both
sequences he then finds
himself in a dark world
with narrow paths
marked in blood
and deep red
snow falling.
i This bloody
winter
wonderland is
undoubtedly a
" stunning visual
scene. The problem
is Remedy just
don’t do enough
with it, reducing the
gameplay to finding
the correct path in the

Sigh. You'll never get that stain out.

maze. It feels half finished, with no
real introspection. The second time
around you find yourself in a
repeating room where Max’s
drugged subconscious tells him he’s
in a computer game! This
contradicts the purpose of the
dream sequence entirely, jolting the
player out of their immersion in
Max’s headspace and back to the
reality that it’s just a game. It's not
like it’s that bad an idea, but the
execution was clumsy. To pull off a
surreal and somewhat cheeky scene
like this requires a delicate touch in
the script and direction — a touch
that simply wasn’t there. Indeed, at
this stage in the game I’d noticed
that the script in general was
slipping marginally in quality, as if
time was short and the developers
didn’t have time to polish the
dialogue and narration to an
appropriate degree.

#Enemy A.l. is a mixed bag.

Although it seems impressive in
the heat of battle, the flaws in
the A.l. can easily be exploited if
you play the game in a more
patient mindset. Watching the
enemies roll one way and then
the other over and over is
comical... and a little sad. That

. said, there are huge numbers of |
guys to kill, so maybe it's a good |
thing they’re not too smart.

L

ILLUSION OF OPTIONS

Another downside often inherent in
story-driven action games is that
they’re incredibly linear. Max Payne
is no exception. There’s the illusion
of options but in reality there’s only
one way through each level. This is
mirrored in how non-interactive the
environments are in general. Sure,
you can shoot an attaché case filled
with money and the money will go
flying, or you could press the button
on a vending machine, but it’s all
very superficial. Similarly, the
puzzles are very simplistic.
Fortunately, although repetitive, the
action is compelling enough that
you probably won’t care. And the
movie influences really add to the
game’s enjoyment. One gets the
feeling that every action sequence is
an elaborate set piece from a film
that must be executed perfectly.
There’s a huge amount of




Missed me by *that* much.

satisfaction to be had from
attempting gunfights over and over,
using bullet time in every possible
way, attempting every strategy
until you execute the perfect kill
and the whole scene appears
seamlessly choreographed.

An element of the gun battles that
people will either love or hate is the
collision detection on the scenery.
On one hand, it’s quite realistic in
that you can use the scenery as
cover and your shots can miss if
even a smallish object is in the way.
On the other hand, the mobsters
don’t seem to have this problem,
and your shots can miss even when
the site seems to be on someone’s
head just because of the way the
perspective works. Regardless, you
get used to it, and the aftermath of
a gun fight is something to behold,
with walls riddled with bullet holes
and bodies in grotesque positions. If

only we could add in some GeoMod
goodness for a real Matrix gun
battle where chunks are getting
ripped out of walls, we'd be in
heaven. Max Payne 2 perhaps?

PAYNE KILLERS

One area that we do have a major
gripe with, however, is the
technique that Remedy use regularly
throughout the game where the
player is dumped from a cutscene
straight into a major gunfight. Since
the cutscenes are unskippable,
you’ll hit autosave as soon as you're
back in the game, only to die a split
second later. Very annoying.

Max Payne is also lacking in
longevity. The entire game can be
completed in around eight hours.
What Remedy have done to give the
player extra value is in the
difficulty settings. On a fresh
install, you only have the easiest

permane

is date

difficulty setting available. Once
you've beaten that, the next
difficulty level opens up. So it may
be possible to blast through the
game on easy in a few hours, but
rest assured the higher difficulty
levels won’t be a walk in the park.
Even so, we'd have preferred the
game to be longer in the first place,
as there’s only so many times that
people will want to play through
the same missions. Plus, you still
can’t skip the in-game cinematics
second time through.

. Even though it doesn’t herald the
dawn of a new gaming age, Max
Payne is a very slick and hugely
entertaining action game. Not only
is it one of the first action games
where the third person perspective
really works, but it's also the
ultimate mobster-film fantasy
game. Forget Kingpin, Max Payne is
the shiznit. <<

52 Stylish - just like a graphic
novel, bullet time rocks.

AMINUS: Too short, too many
crates. No Kung Fu moves.

VISUALS

A “ N%‘ v

- OVERALL

It may not change the world,
but it will rock your world!
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