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Gomers

While this issue of Gamers’ Republic is on sale throughout this
great country of ours, the year 2000 will have quietly melted away.
And besides the fact that we can’t seem to elect a president, nothing
happened! The seas didn’t boil, the sky didn’t fall. Heck, my computer
never even crashed. The Y2K bug must've got liqueured up last New
Year's Eve and died in some lonely crack.

The video-game industry, however, was on fire, and projections for |
the years ahead are staggering. But with this newfound commerce, an
old blight has come flying out of the closet and it's one of the most
dangerous—poorly conceived, rushed games based on blockbuster =
movies. The reason these are so potentially dangerous is because .
they are the most likely candidates to be picked up when mom or dad
buys a new system, since the games are based on quality content
parents are familiar with. If someone’s first impression of the
Dreamcast is Grinch or 102 Dalmations...Houston, we have a serious :
problem. | can remember when Disney games were chiseled to fi .
perfection, full of groundbreaking animation, stunning locales and
simple yet intriguing gameplay. Aladdin, Jungle Book, Quackshot,
Lion King, and Castle of Illusion—to name but a few for the Sega
Genesis—were all superb. But the state of The Grinch and 102
Dalmations for Dreamcast most recently have me at a loss for words. .
With names like Universal (Crash Bandicoot), Konami (Metal Gear L
Solid), Eidos (Tomb Raider), and Crystal Dynamics (Legacy of Kain) .
attached, how can these games be so poor and, moreover, how did
they get green-lighted? I'm surprised they got by Sega—very
surprised. Why do | care enough to risk getting companies | respect
angry at me? Because this industry is a big part of my life and |
yours and it’s my job to care. These games should be our best, |
not embarrassments. ‘

On the other end of the spectrum, Max Steel (Treyarch),
based on a Kids WB TV show, is awesome, and Sony’s The
Emperor’s New Groove (Argonaut) for the PlayStation is a great
game, 50 2000 hasn’t been a total cinematic loss. | just think
that all of these games, given that they have such huge
potential, deserve attention and budgets on par with their big-
screen counterparts. Maybe the producers or stars should have
a say, if that’'ll make the difference. Adam Sandler executive
produced his Little Nicky game, and it rocked. How sad is it, by [
the way, that Fox canned the Titan A.E. game, just because the [
film didn’t perform at the box office, which I'm sure was dueto |
either poor marketing or just bad timing. The movie is a labor of
love and a work of art. If the game was good, I'm sure that
gamers’ would have come out for it. Oh well.

Enjoy the issue; it’s packed with cool stuff. And have a safe [
and happy New Year. We'll see you back here next month with
our second 2001 edition: a very special issue of GR is coming
your way!
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A classic battle of eat
or be eaten.

Torneko is hungry. But so are the monsters. With character and monster design by Akira Toriyama, Torneko:The Last Hope
is an addictive RPG-style adventure with a twist! You'll sweat bullets trying to survive the Dragon Warrior monsters coming

at you in an ever-changing labyrinth of dungeons. But if you get Torneko his food, you just might make it out alive!

©2000 Chun Soft/ Armor Project/Bird Studio/Koichi Sugiyama/ Enix. Tomeko: The Last Hope is
a trademark and Dragon Warrior and ENIX are registered trademarks of ENIX Corporation.
PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment
Inc. The ratings icon s a trademark of Interactive Digital Software Association. All Rights Reserved
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- You're the fishin' technician.

Poor Captain Jack. Thanks to Sega Marine Fishing, folks aren’t lining
up to pay top dollar to not catch fish on his tourist troller. -

Nope, seems all the smart fishermen are out on the Sega Sea matching
wits with Sailfish, Tarpon, Blue Marlin, Tuna and Mako Shark.

Any wonder things are a little slow down at the docks?

©) Dreamcast..| .. .
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Any time a new Treasure game comes around, it's cause for
celebration. But this time it was even more special. The best thing
to happen to action gaming since the last Treasure game just so
happens to breathe new life into the beloved Nintendo 64. We
knew we were doing a cover story when we saw the box.

DREAMCAST

18 Wheeler ...,
102 Dalmations
Alien Front...
Black and White ..
Cannon Spike
Charge’'N Blast
Chicken Run. 0 Warriors of Might
Dave Mirra Freestyle BMX 0 Winback .
Daytona US, i 2 PS

Dinosaur...

Donald Duck: Goin' Quakers ,

Farnation

Floigan Brothers ..

Gorkamork

The Grinch

Headhunter

lilbleed...

King of Fighters Evolution .

Kiss Psycho Circus

Max Steel .

Outtrigger..

Phantasy St .

Shrapnel: Urban Warf ly

Silent Scope.. 0 Ricky Carmichael
Skies of Arca 0 Supercross 2001 .

i 3 Tomb Raider Chroni
Sonic Shuffle . 1 World Destruction Leag
Surf Rocket R 9 NINTENDO 64
Typing of the Dead j i
Unreal Tournament
Xtreme Sports .

GAME BOY COLOR
007 Racing 48 Batman Beyond: ROTJ ...

5 Donkey Kong Country .
9 Emperor’s New Groove

S
Knockout 8 PS2 Peripherals Buyer's Guide ...
Kuri Kuri Mix ... 6 Xbox.. ag
Legion: Legend 6
Metal Gear Solid 2 0
NBA Live 2001 ... 8
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Rare’s bear and bird are back in one of the most
spectacular-looking games ever for the Nintendo 64. If you
like your action games with extra puzzle solving and crazy
amounts of exploration, you will be in heaven. But if you're
looking for some hardcore Rare platforming action
though...you’ll love it anyway. It’s a Rare game.

They've done it again. As they did with 8- and then 16-bit (so
they took 32-bit off), Sega has crafted an RPG that has
legendary written all over it. Set aside a good 50-60 hours
and join Vyse and Aika for a trip through the beautiful skies
and amazing lands of Arcadia.




frontlines news

On November 16, Sega
held a press conference in
Tokyo to formally
announce the company’s
shift in focus away from
hardware and toward
becoming the biggest soft-
ware company in the world
through network entertain-
ment and software across
multiple platforms. Most
significant, but not unex-
pected, was SOJ President
Hideki Sato’s announce-
ment that Sega will provide
content to a number of set
top boxes and consumer
entertainment  devices.
Specific hardware manufac-
turers weren’t mentioned, but they will most likely include Xbox,
Gamecube and/or PlayStation 2. Sega is also going to provide con-
tent to existing platforms such as PCs, mobile phones and handheld
PDAs, and Sega will maintain an online network with content for
wireless devices and next-generation broadband products. Consider-
ing that Sega has already teamed with Motorola to work on cellular
phone gaming, and that Sega is at work on a version of Puyo Puyo for

First we fix the ballots in Florida,
creating a diversion. Next I've called
for three air strikes. Beyond that, |
see blue blue skies.

EVIL NEVER DIES

The horror isn’t going to end any time soon if Capcom has
anything to say about it. In November, Capcom announced that
they will be bringing out an enhanced version of one of the best
Dreamcast games ever: Resident Evil Code: Veronica. Coming to
DC and PlayStation 2, the new version will be called Resident
Evil Code: Veronica Complete Edition,
and we can’t wait to see how Cap-
com makes use of the added PS2
power. Hopefully Capcom has
learned its lesson from Resi-
dent Evil: Director’s Cut and
will remember to put the
extra goodies in this time,
but they haven’t even
hinted at what exactly
will make the game
Complete. A full first-
person mode would
be a nice addition to the
spine-chilling adventure
though, wouldn’t it? Resident
Evil Code: Veronica Complete
Edition is scheduled for
release in Japan in early 2001,
and while a U.S. release hasn’t
been announced yet, we
fully expect an official
confirmation in the

coming weeks.

COLOR conzn FOR ACCURACY —-

MONTHLY C//MING NEIS

Sharp’s popular Zaurus PDA, these announcements only seem like a
natural extension. Sato also mentioned that they are working to
make Dreamcast games compatible with PCs through a DC card and
an accompanying driver that lets CD drives read GD ROMS.

In addition, Sato announced the company has started a program of
semi-independence of the Software R&D Division and AM Facility
Operation Business, which will improve cost management and cre-
ative development. Sato said the company has undertaken several
restructuring measures, including selling off unused inventory, clos-
ing unprofitable amusement facilities, optimizing distribution sys-
tems, and integrating overseas subsidiaries, to improve profits.
Finally, Sega has implemented changes to its management structure
and will announce new outside advisors (such as Tetsu Kayama from
Marigul Management, who realized the Game Boy version of Sakura
Wars) who will sit on its board. After Sega of Japan’s announcement,
we had a chance to talk with SOA President Peter Moore, and we
asked about Sega’s new strategy. “I’ve just heard about it [multi-
platform strategy] only a couple of hours ago,” said Moore. “SOA’s
strategy might differ. | don’t know?!”

A NEW BREED OF CINEMA

Thirty-one stories above the endless glistening blue of the Pacific
Ocean, the view in Square Pictures’ Honolulu studio became even
more extraordinary as black curtains crawled down the windows, a
large video screen unfolded in the front of the room, and the first
teaser trailer for Final Fantasy: The Spirit Within cut through the dark-
ness. This was the first time the press were given the chance to view
the short rapid-fire footage, and after a moment of silence, about the
only thing we could say was, “Please, one more time!” Square was
kind enough to oblige, but had
we gotten our way, another ten
viewings would have been in
order. Enthusiasm boiling over,
the only sensible thing to do was
catch the trailer again on film
before Arnold Schwarzenegger’s
The Sixth Day. It will also be run-
ning before The Grinch and Verti-
cal Limit, and you can watch it on
the web at www.finalfantasythe-
movie.com. See for yourself the
result of the next level of CG film-
making. And then check out next
month’s Gamers’ Republic for a
look into the making of the
movie.

www.gamersrepublic.com
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SMASH PACK - GIMME!

The best games never die; they just get better with age. And Sega
knows it. Sega announced they will release a new Dreamcast bundle
this January that includes 10 all-time classic games from the Sega Gen-
esis, plus the puzzle game Sega Swirl and Virtua Cop 2 (which was pre-
viously available for DC only in Japan) for a total of 12 games. Called the
“Smash Pack,” and priced at $179.99, the bundle cuts across all genres

and includes the following games:
the original Sonic the Hedgehog;
the classic medieval hack 'n’ slash
co-op game Golden Axe, Altered
Beast, where you play a shape-
shifter resurrected by Zeus to save
his daughter; Vectorman, a pre-
rendered action shooter;
Columns, Sega’s answer to Tetris;
Revenge of Shinobi, the brilliant
ninja action game with an awe-
some soundtrack; Phantasy Star
Il, considered by many to be the
best in the series; Shining Force,
the hit strategy-RPG; Wrestle War,
which was never released before
on console in the U.S.; and one of
the best beat-’em-up titles ever,
Streets of Rage 2. Hopefully this
means more classic games will be
available to Dreamcast users in
the future, perhaps for download
over the Internet. In fact, Sonic
Team has revealed that a Sonic
collection will be released on DC
in 2001 to commemorate Sonic’s
10-year anniversary, though the
titles on the collection haven’t
been announced.

COLOR CODED FOR ACCURACY --

THE BIGGER THEY ARE...

It’s no secret that Acclaim’s been in financial trouble for some
time, having been nearly bumped from the NASDAQ, losing the Fer-
rari license and being in repeated danger of bankruptcy. Now we
know just how bad the situation is, as Acclaim revealed in its latest
financial report that it lost $131.7 million in the 2000 fiscal year,
which ended Aug. 31. Very ouch. Acclaim blames the losses on a
transition to more advanced systems and also on its unprofitable
print ventures. As a result, Acclaim will shut down its comic book
division, but will continue to publish strategy guides. Nonetheless,

ALlam

entertainmentsine

Acclaim still has quite a lineup planned for 2001 which it hopes will
turn its fortunes around, including Dave Mirra Platinum Edition for
PS, All-Star Baseball, NFL Quarterback Club, ShadowMan: The Sec-
ond Coming, and a new Max Sports title for PS2. Forty-three games
are planned in all in 2001, specifically 12 for PS2, 12 for PS1, four PC
titles, five Dreamcast titles, seven for the Game Boy Color, and three
titles for Game Boy Advance. Our sources tell us that an enhanced
Fur Fighters is one of the PS2 titles, which should make us all happy.

INFOGRAMES HAS BALLZ 3

One of the most popular anime series in the U.S., Drag-
on Ball Z, will be returning to consoles courtesy of Info- =z
grames. Although details haven’t been announced, the
games will spread across multiple platforms and pack all
the fighting action and characters that viewers have come
to know and love. Considering how scarce and sought-after 3%
the older DBZ games are, Infogrames has a veritable 3
goldmine on its hands if the games are handled properly.

) 300 @ FAD

Showing off a slew of products slated for
2001, 3D0 transformed the FAO Schwartz 4
toy store in downtown San Francisco into
a video game wonderland. The three-
floor establishment held a dozen
games from 3DO, complete with
designers and producers to explain
the vision of each title. All of the
established franchises like Army
Men, Sammy Sosa, and Might
and Magic were all running on
PS2 hardware. New franchises
were also uncovered: the WDL
(World Destruction League) will
continue to encapsulate the Bat-
tleTanx games and will be joined by
Warletz, among others. Another new
franchise is Portal Runner and to help
induce excitement, 1999 Playboy Play-
mate of the year, Miss Heather Kozar, was
dolled up as lead character Vikki Grimm.
The night ended with a mini-shopping
spree where we snatched up some cool
Christmas items compliments of 3DO.

. MAKE MY MILLENNIUM

More than just the usual re-released software, Squaresoft’s latest
Millennium Collection (we love that name) hit Japan late in Novem-
ber. Truly collectible, these amazing boxed deluxe editions includ-
ed Chrono Cross (with desk calendar and figurine), Parasite Eve Il
(with perfume bottle, plastic cover and photo card), and two versions
of Xenogears (one with figures of Bart and Fei, the other with Elly and
Chuchu). Will we ever see something like this in the U.S.? Working
Designs take note.

www.gamersrepublic.com
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[ CHARACTERS AND STORYLINE.
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frontlines news

GCAPCOM GETS HEAVY MANSON OUT-VRENNA IN

Heavy Metal publisher Kevin Eastman spent some time recently in Former drummer from Nine Inch Nails, Chris Vrenna, has been
aHotel in Nagoya Japan. So what was the publisher of Heavy Metal enlisted to score American McGee’s Alice for Electronic Arts.
doing in Japan? Well, he was not alone. Kevin was travelling to Cap- Using a wide collection of children’s play toys and instruments to
com with none other than the legendary Simon Bisley to discuss create the eerie and ambient sounds, Chris is fashioning a video
designing a fighting game! If ever there was a marriage made in game score like no other. But Chris wasn’t the team’s first choice

heaven (or would it be hell in this case?) this is it. If this happens, to provide music. Marilyn Manson was originally drafted, but ulti-
expect to see big axes, lots of teets, and maybe mately erased from the project.

just a wee bit of blood. Kevin Eastman creat-
ed the Teenage Mutant Ninja Turtles,
bought Heavy Metal Magazine,

married Julie Strain and most

recently got the animated fea-

ture Heavy Metal 2000 made,

starring wife Julie and sci-fi vet-

eran Micheal Ironside. So this

guy is on a roll. Simon Bisley’s art has
graced the covers of Lobo, Satanika, Doom
Patrol, Malibu Comics Tarzan, Heavy
Metal and many, many more. His fan-

tasy style is unmistakable and
unparalleled—except maybe for
Frazetta in America. Together with
Capcom—this is gonna be good!

American McGee's

HERE KDDI... WAIT, HUH?

CEATEC Japan was held October 3-7, and KDDI, the second-
largest telecommunication company in Japan, displayed a mock-
up of a brand-new handheld gaming machine. Though KDDI billed
it as a next-generation cell phone, the working name of the gad-
get was High Performance Game Machine. The 10-centimeter-
wide machine is equipped with an LCD screen that is revealed
when you slide over the control cross and buttons, making the
unit just a little bit bigger than the Neo Geo Pocket. There is also
a CCD camera on the top that will let players see their opponent’s
face while competing in network play. KDDI stated that this is a
concept model mockup, so that the actual product may differ.
KDDI also stated that the earliest time of release will be fall 2002.
The reason for this lengthy wait is to establish a cellular system
for downloading quality games. Currently in Japan, cell phone
carrier NTT Docomo provides small games (sort of like VMU
games), but their download speed is only 9.6KBPS, so that it is
impossible to download advanced games on par with Game Boy.
From year 2002, all cellular phone carriers will shift to next gen-
eration cell phone systems such as W-CDMA (Europe and Japan)
and CDMA2000 (America and Asia). These next cellular phones
will have a maximum 2MBPS transfer rate so that quality games
can be downloaded within a minute. However, KDDI has not
decided whether all contents should be downloaded or if they’ll
be packaged. Though many things are undecided about the High
Performance Game Machine, many Japanese game companies
have expressed interest in it.

~ Samm e

ﬂyﬂght»beavymehl simon bisley

MONTHLY CAMING NEXUS
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Comdex, one of the
nation’s largest computer
shows, was held once again
in the beautiful (yeah right)
Las Vegas Convention Cen-
ter this past November.
Comdex had become more
of a show for e-business
rather than hardware retail-
ers, but this year the focus
shifted again away from the
nonsense of everything “e” (sayonora investor capital) over to the
wonderful world of wireless communications, the next technologi-
cal wonder.

There was a huge amount of product on display as various man-
ufactures rolled out PDAs and more related accessories than you
can shake a frequency at. Not only were the Palm and Handspring
booths extremely crowded, but booths for PDA newcomers like
Sony and Microsoft were also standing-room only, as show goers
clamored for all manner of items that will inevitably connect the
world’s machines, thusly bringing about the chain of events that
will lead to the end of the world, Matrix style. Third-party expan-
sion modules were out in force, too, such as the Visor phone—a
module that makes Handspring’s Visor into a GSM cell phone.
Great. Even more pedestrians on phones.

PDA manufacturers have come up with all sorts of wireless solu-
tions, so many in fact that consumers will ultimately be so con-

Get out of my way;, or 1 will klll you.

fused they’ll all buy dial phones again. Seriously, can we nail down
a standard here, people? One standard, which is expected to rev-
olutionize wireless, is Bluetooth, a computing and telecommunica-
tions solution for the masses. Bet the farm on these guys, kids;
Ericsson and a host of others are.

Bluetooth enables users to easily interconnect mobile phones,
computers, home appliances and PDAs to each other using a short-
range frequency of 2.45GHz. With this technology, users of cellular
phones, PDAs, or portable audio devices will be able to quickly
synchronize with a desktop or notebook computer, and send and
receive faxes and music. In short, the technology enables us to link
mobile and fixed computer devices seamlessly. In addition to
data, up to three-voice channels are available in the Bluetooth
specification. Each device has a unique 48-bit address based on
IEEE802 standard (got that?), and the connection can be point-to
point or multipoint with a maximum range of 33 feet. Data can be
exchanged at a rate of 1iMbps. What makes Bluetooth desirable is
that the frequency scheme allows devices to communicate even in
areas with a great deal of electromagnetic interference. Nifty. Of
course, as with all new
technology expect all
the bugs to be worked
out and prices to come
down over the next 2-5
years. Enjoy humanity
until then, people.

The Memory Stick Duo
is a unique product that
comes with a micro-
| phone, camera and ear-
| phone. The body is flexi-

ble so it can be worn
| around your arm.

Toshiba’s was one of the most popular
booths at this year’s Comdex. Not only
were there appliances using Bluetooth
and SD cards, but Toshiba also showed
off their next-generation Lithium lon
batteries.

This Bluetooth moblle cell

phone and headset is one of
a kind. It can hook to a PC,
you can listen to music, and
also make and receive
phone calls right before the
car hits you.

A Bluetooth digital
camera. After captur-
ing images, it sends
image data to the
other appliances with
single button action.

The Sanyo cell phone
was the best on display.
By sliding the top up, an
organic electrolumines-
cent screen appears and
you can engage in TV con-
ferencing. Other functions
include MP3 playback,
GPS, and Bluetooth com-
patibility.

Sony’s Aibo was welcomed by visi-
tors who could never afford one. Scores
of people flocked around the booth to
get these artificial dogs to do a trick a
two.

Conceptual SD card
appliances. Top
right—an SD card
electronic book
| browser. It comes
with two 14-inch
high-res  panels,
and it can be used
as a browser and PC

, Bluetooth remote con-
display.

troller with channel pre-
view function. | rule!
www.gamersrepublic.com
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*RANKED ON UNITS SOLD WEEK OF NOVEMBER 5-11, 2000

1. MADDEN NFL 2001 tA 6. SUMMONER THO
2. TEKKEN TAG TOUR. namco 7. READY2RUMBLE 2 MIDWAY
3. NASCAR 2001 tA 8. DEAD OR ALIVE 2 TECMO
4. 85X tA 9. TIMESPLITTERS E/DOS
i NHL 2001 A 10. DYNASTY WARRIOR 2 KOE!

. THE NFD GROUP, INC
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*RANKED ON UNITS SOLD WEEK OF NOVEMBER 5-11, 2000

1. T. HAWK PRO SKATER 2 acrvision 6. SPRYO: Y.0.D sony

2. MADDEN NFL 2001 EA 7. GRAN TURISMO 2 SONY

3. T. HAWK PRO SKATER - acrivision 8. DAVE MIRRA BMX ACCLAIM

4. NBA LIVE 2001 eA 9. DRIVER GT INTERACTIVE

5. MEDAL OF HONOR UG FA '10. TEKKEN 3 NAMCO J

*RANKED ON UNITS SOLD WEEK OF NOVEMBER 5-11, 2000

1. ZELDA MM nintenpo 6. MADDEN NFL 2001 EA
2. TW.I.N.E. ea 7. T. HAWK PRO SKATER  AcTivision
3. HEY YOU PIKACHU! nintenpo - 8. SW EPISODE 1 RACER  wiNtenpo |
4. MARIO TENNIS ninTENDO 9. SW ROGUE SQUADRON - ninTENDO
L5. TARZAN Activision 10. NFL BLITZ 2001 MIDWAY

s O egviCosc,

*RANKED ON UNITS SOLD WEEK OF NOVEMBER 5-11, 2000

1. SHENMUE seGA 6. READY2RUMBLE 2 MIDWAY
2. NBA 2K1 seaa 7. JET GRIND RADIO SEGA
3. T. HAWK PRO SKATER 2acrivision 8. T. HAWK PRO SKATER CRAVE
4. NFL 2K1 seca 9. QUAKE 11 SEGA
5. CRAZY TAXI : seca 10. SONIC ADVENTURE SEGA
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*RANKED ON UNITS SOLD WEEK OF NOVEMBER 5-11, 2000

1. POKEMON SILVER nivtenoo 6. WARIO LAND 3 NINTENDO
2. POKEMON GOLD vintenpo 7. POKEMON BLUE NINTENDO
3. POKEMON YELLOW nintenpo 8. T.HAWK PRO SKATER  acrivision =%
4. SUPER MARIO DLX. nintenpo 9. POKEMON PINBALL NINTENDO ‘ETE]
\5. POKEMON RED nintenpo  10. FROGGER 2 HASBRO

became confused?

WWW. gamersrepubhc com




page 19 dalabase charts

o) Eer S22 LIRS gi/grsil L comsic)l 2 siel o

*RANKED ON UNITS SOLD WEEK OF NOVEMBER 5-11, 2000

1. SHENMUE-pc SEGA 6. T.HAWK PRO SKATER 2-nc AcTivision
2. POKEMON SILVER-n64  NiNTENDO 7. THAWK PRO SKATER 2-ps AcTivision
3. POKEMON GOLD-n64 NINTENDO 8. TW.I.N.E.-n6a EA
4. ZELDA MM-néa NINTENDO 9. MADDEN NFL 2001-psz EA
5. NBA 2K1-oc SEGA 10. MADDEN NFL 2001-ps A

gamers’ republic top ten games

e hobls

* BASED ON GAMES PLAYED THROUGH NOVEMBER 31, 2000

i

1. SIN & PUNISHMENT  no4 1. SIN & PUNISHMENT  né4 1. SIN & PUNISHMENT  ne4 1. LUNAR 2 Ps
2. JET GRIND RADIO oc 2. TR: CHRONICLES Ps 2. FINAL FANTASY IX Ps 2. SIN & PUNISHMENT  né4

3. SKIES OF ARCADIA = oc 3. SFlII: 3rd Strike nc 3. FIFA 2001 Ps2 3. SAMBA DE AMIGO DC

4. MAX STEEL hia 4. JET GRIND RADIO nc 4. KURI KURI mIX ps2 4. WWF NO MERCY N64

5. MOTO GP PS2 5. RESIDENT EVIL 3 nc 5. ZELDA: MM NG 5. FINAL FANTASY IX Ps

6. FIST OF THE NORTHSTAR ps 6. SKIES OF ARCADIA nc 6. MARIO TENNIS GB GB 6. GRANDIA 2 nc

7. EMPEROR’S NEW GROOVEps 7. NBA 2K1 DC 7. MARS MATRIX oc 7. JET GRIND RADIO oc

8. GRANDIA 2 D¢ 8. MARIO TENNIS NG4 8. CANNON SPIKE nc 8. PS ONLINE nc

‘ 9. GOIN’ QUACKERS pS2 9. UNREAL oc 9. SILPHEED: TLP ps2 9. WWF SMACKDOWN! 2 s

| 10. SILPHEED: TLP pS2 10. RED DOG e 10. BEATMANIA DX ps2 10. GUNGRIFFON BLAZE rs2

o) . L N e\ N\ _J

Ol remer i) (L) Beb et

1. FIFA 2001 pS2 1. FINAL FANTASY IX PS . HALF-LIFE PC 1. LUNAR 2 PS

SeER20//

1

2. MADDEN 2001 ps2 2. WWF NO MERCY 64 2. MoTo GP ps2 2. WWF NO MERCY N64

3. NFL 2K1 oc 3. UNREAL TOURNAMENT pc 3. FINAL FANTASY IX pS 3. SIN & PUNISHMENT  né4

" 4. SEGA MARINE FISHING oc 4. CAPCOM VS. SNK oc 4. N.O.L.F. pC 4. FINAL FANTASY IX Ps
5. XTREME SPORTS oc 5. FIFA 2001 pe/ps2 5. SSX SNOWBOARDING rs2 5. ZELDA: MM NG4

; 6. NBA LIVE 2001 ps2 6. JET GRIND RADIO e 6. TIMESPLITTERS ps2 6. PERSONA 2 ps
; 7. JET GRIND RADIO oc 7. CC SAKURA SNAP nc 7. PERFECT DARK N64 7. DK COUNTRY GBC
8. Q-BALL BILLIARDS  rs2 8. NBA 2K1 oc 8. SKIES OF ARCADIA  oc 8. CAPCOM VS. SNK oc

9. PS.P.B. VOLLEYBALL »s 9. HALF-LIFE CS PC 9. READY2RUMBLE ps2 9. ROCKMAN X GBC

L10. POKEMON SILVER  csc 10. C&C: RED ALERT 2 »c k10. QUAKE 111 oc 10. GRADIUS 1lI&1V PS2

S J N J

3 www.gamersrepublic.com




atching DVDs on the PS2 is quite a novel thing, and it’s probably a
¥V number of gamers’ first exposure to this superior audio/video for-
mat. As such, there may be some confusion over just what the PS2 is
capable of in the sound department, and what equipment is needed to
wring the maximum benefits from its unprecedented sound spec.

All modern DVDs, and a vast majority of the rest, include six channel
surround sound, or what is commonly reffered to as "5.1." The five rep-
resents the separate channels: front left, center, front right, surround left,
and surround right. The sixth channel, or the ".1," is the LFE (Low Fre-
quency Effects) signal, responsible for the bass information, reproduced
in a complete setup by a subwoofer. There are two 5.1 surround formats
supported by the PS2: Dolby Digital and DTS. Dolby Digital is by far the
more prevalent standard, but a number of movies are also including both
standards, with DTS sounding just a shade better.

However, it must be noted that the PS2 does not internally decode
either signal. Instead, the raw data must be sent via the optical connec-
tion to a receiver or digital decoder that supports DTS and/or Dolby Dig-
ital. Digital receivers have dropped dramatically in price over the last cou-

MPEG 2 cinema sequences. For the time being, however, the promise of
5.1 is relegated to movies.

But what of those poor old red and white RCA connectors forever teth-
ered to the video leads of the PS2? Well, they do have a use. First of all,
this is how most will be connecting their systems directly to their televi-
sions for straight two-channel sound. And even this way, there is a huge
increase in sound quality over VHS for movie watching. But for owners of
older Dolby Pro-Logic receivers, the RCA leads carry three channel sur-
round information (front left, front right, mono surround), and a number
of games do support this format, and you will hear surround information
from films as well. Admittedly, it’s not as detailed nor does it have any-
where near the dynamic range of Dolby Digital or DTS, but it is a viable
solution where cost is an issue.

But let’s say you go hog wild and purchase a complete six-channel
sound system. The next step is perhaps the most crucial of all: speaker
placement. There are many factors that can affect this, such as the shape
of the room and the available space, but general guidelines should try to
be followed.

Let’s begin with the front channels. The

DIGITAL
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M
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Nearly every modern surround receiver will have an optical input as shown on the left.
The two RCA digital inputs to the left of the optical are known as coaxial or electrical,
and the PSz does not support these. On the right, a peek inside the PS2’s optical output.

e of years, and you can now get a very well equipped unit (complete
with S-Video switching) for around $300. Step up the ladder a bit to the
$800 range, and you can even find receivers that boast component video
switching.

If all this is sounding a little bit
expensive, well, that’s currently
unavoidable. Six speakers and a mul-
tichannel receiver is never going to
come cheaply with any semblance of
quality. About as low as one can go is
around $400 for an inexpensive
receiver/speaker pack that includes
small satelite speakers and a pow-
ered sub. Now, you will never get
sound as good from a speaker pack-
age as you will from carefully select-
ed separate components, but you will
at least be able to enjoy a dramatic
surround effect from such a system.

Of course, this is relevant only if
you are very keen on hearing six
channel movie soundtracks. Thus far,
no game has had a discrete 5.1 chan-
nel sound mix, but it’s not impossi-
ble, and it's certainly possible to

The PS2’s optical output capability means that you can lis-
have such a thing during DVD-based ten to 5.1 channel surround sound with a capable receiver.

left and right speakers should be spaced at
least six feet apart and six feet from the lis-
tening position, basically forming a trian-
gle. And for optimum stereo imaging, the
front left and right speakers should be
toed-in towards the listening position so
that they are more or less pointed at you.
And height is a factor here, as the tweeter
(in two-way speakers) should be roughly at
ear level. The center channel should be
placed either directly above or below your
television, as this is where the majority of a
film’s dialogue is sent. Just make sure that
the speaker you are using is magnetically
shielded or it may distort the image. The

ol
surround speakers should be BY ITHIHE IH

placed behind you, ideally the same distance from you as the front
speakers. When this isn’t possible, all surround receivers will allow you
to increase the delay in the surround information, acoustically placing
the speakers further back than they
really are. As for positioning, they
should again be pointed at the listen-
ing position, though some surround
speakers have a diffuse design,
meaning they throw sound out in
every direction, and these should be
placed behind and parallel to the lis-
tening position. Subwoofer place-
ment is less critical, as the low fre-
quency information is omnidirection-
al and it’s basically impossible to pin-
point its source. As a simple rule, you
can place it anywhere between you
and the front speakers. But as with
any audio set up, experimentation is
the key to ultimate happiness, so be
prepared to move things around a bit
while you find the optimal surround
effect and soundstaging. But once
you do, you’ll hear movies and games
in a completely new light. GR
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STREETRACING |
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In secret gatherings around the world a
mysterious group of urban street racers, known
as the Midnight Club, race for pride, power and
glory in sleekly customized, tricked-out sports
cars. Speeding through crowded streets,
running red lights, terrorizing pedestrians,
driving on sidewalks and outrunning the cops
are just the basics for the "Midnight Club",

Racing action in two accurately modeled
cities on both sides of the Atlantic - New York
|| and London!

17 different performance enhanced cars to race -
concept prototypes, foreign sports cars, muscle
cars and pickup trucks.

Play in a persistent world - with interactive
traffic, pedestrians and law enforcement.

Win the pink slips of opposing players!
Rise up through the ranks in the illicit world
|| of the Midnight Club,

several must: vaues Ffor PS= |Ell.ll1l:|'l"
- Gamer's, “EPUHHE- sEIII'Z Helely ] Winning cars are tuned up with equipment

2 from street-racing specialists such as Dimmer,
UeilSide, Zender, Meuspeed, Wings West and

maoreg..

~

Rather than a cons .,"] rEu:lrlg game"
- Next Generation, lunE =noo
wunw.rockstargames.com/midnightciub

TI'I EINrE ddin=E no I [ = — Cutting edge soundtrack from some of the

waorld's leading techno/drum and bass artists-

JROCKSTA Dom and Roland, Berrick May and Surgeon
| =
| o .
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cover story

S L

s Treasure games often do, their latest, Sin and Pun-
Aishment. seemed to come out of nowhere. After its
low-key debut at the Tokyo Game Show in late Septem-

ber, | was inserting Treasure's second U.S.-bound Né4
game into my trusty Nintendo 64 by mid-November.

Judging by what we'd seen in Japan and the few
screens that followed, Sin and Punishment
appeared to be something of a Panzer Dragoon- or
Space Harrier-type shooter. But as it turns out, the
game really doesn't fit into any stereotype. Trea-
sure has broken the mold once again and created a
game that does so many things right on so many

? levels that besides the fact it's on rails, it bears no
comparison to other games. The company's third

game for the last cartridge-based system there will
probably ever be is simply a masterpiece —another
timeless treasure from the company that has made

innovation their calling card.
y ; Treasure currently holds the best track record in all of

gaming. While still working under the auspices of Konami,
they produced Contra Spirits and Axelay (among others),
arguably the best action game and shooter for the SNES. Next, the
sequel- weary team broke free, formed Treasure, and soon after,
their first title to hit the U.S. for the Sega Genesis, Gunstar
Heroes, sent shock waves throughout the enthusiast gaming
scene. It was the best action game anyone had ever seen by
such a wide margin that we simply stood in awe. Since, they
have gone on to produce nothing but pure magic. For the
Genesis, Dynamite Headdy and Alien Soldier followed Gun-
star, leaving an indelible mark on 16-bit,
and then Treasure turned their attention
to the Saturn and amazed us again with
the groundbreaking 2D sensation
Guardian Heroes, which stands as
the best 2D beat-'em-up ever
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Treasure are
known for many
things, one of
which is creat-
ing incredible
creatures. In
Alien Soldier,
they made a
whole game of
it—in Sin and
Punishment,
much of that 2D
splendor is rep-
resented in 3D.




darker more sinist
that serves as th

‘ nuances of
their 2D games 'into 3D experience, combining
rail work similar to Panzer Dragoon's ground-
based levels with th D hootmg style of Contra,
and the platforming an
star Heroes. It is, in
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slot in my N64. I'll be buying this soundtrack.

Deep down inside, what every Treasure fan really wants is a Gunstar
Heroes sequel, but as we all know, Treasure doesn't make sequels...or
do they? Besides being the best N64 action game ever created, Sin and
Punishment has more than a few similarities with both Alien Soldier
and, moreover, Gunstar Heroes: enemies that ride atop air ships and
also hurl their minions at you, a train sequence, countdown gauges and
specific weak spots on the bosses, proximity attacks, a serpentine first
mini boss, an air battle, and even the fonts and credits look exactly like
Gunstar's. And check out those guns. Remind you of anything?

Here's what Treasure president Masato Maegawa had to say about
Sin and Punishment—and my sequel theory:

: ~ GAMERS’ REPUBLIC: ZS‘in and Punishment is an amazing achieve-
_ment. We thank you for creating yet another epic action game.
 Masato Maegawa: Thank you for the compliment.

cover story

GR: S&P seems to have many similarities with Gunstar Heroes: the
guns, a sky scene, a train scene, villains that hurl bodies at you. Is
there a connection? Is this the Gunstar sequel we've been begging
for?

MM: No, the game has no relation whatsoever to Gunstar Heroes.

GR: There goes that theory... Is this the same team that did Gunstar
and Guardian Heroes?

MM: The Sin and Punishment team did not work on Gunstar or
Guardian Heroes. However, the programmers responsible for the
enemy engine and the background designer worked on both. Because
of that, you might feel the same ambience as those two games.

GR: | guess that explains it. Sort of... Here we are five years down
the road with the Né64 and you've managed to make it do things we




never imagined. What (or who) did it take to achseve the speed f

gameplay and the astonishing effects exhlblted throughout the
game?

MM: First of all, | have to thank Nintendo since they allowed us to use

a high-capacity ROM. We used streaming technology for sound and

_achieved high guality and faster transactionﬁspeed. And through trial

and error, we managed to speed up the 3D engine. In addition, | think

 the feel of speed in the game is largely affected by game design itself.

GR: It's the fastest N64 action game on the planet. The story is fan-
tastic. Is it anime inspired or is everything original?

MM: Sin and Punishment is a completely original idea from the direc-
tor.- Hideyuki Kannami.

GR: We noticed a credit to Super Mario Club. What is the connec-
tion?

MM: In order to make sure to release a quality game, we received var-
ious comments and opinions from them.

GR: Was the game planned for the U.S. from the beginning?
MM: Yes, it was

GR Is the length of the game determined by your satisfaction that
the gameplay concept is fully explored and realized?

MM: When engagmg in the development of games, | think it's hard for
develupers to. achleve what they hoped for, or the concept from the
begmmng But | think the game turned out quite close to what we
i hoped for

. GR: Ho’w does a game like this begin? Does it start with an image or
a gameplay idea?

MM: Basically, we usually start with the gameplay concept, but every-
thing happens concurrently, so it is hard to say which one comes first.

GR: The art for the game is truly amazmg Is this a new artist for
Treasure?
MM: All the art was done internally. A young designer is responsible
 for the character design, but he is no rookie.

. GR: That's for sure. Were the characters based on the art or the art
based on the characters?

MM: The same de5|gner worked on character designs and art, so |
can't say which one is based on Wthh

GR: One thing we notice about Treasure games is that not only is the
gameplay perfect in every way, but also the gameplay seems to blos-
som as the player must figure out how to overcome obstacles. How do
you keep repeating this time after time?

MM: All of our team members share ideas which all revolve around
the director. Since we always place a high priority on originality, we
push for developrﬁent with an emphasis on innovative concepts.

GR: Speaking of i‘nno,vatikon‘, Gunstar Heroes, Guardian Heroes, Sil-
houette Mirage, Radiant Silvergun, Dynamite Headdy, Yuke Yuke
Troublemakers, etc. You have always managed to innovate and con-
sistently take action games (and gamers) to the next level. As one of
very few companies in the world that can do so, what is your secret?

MM: Besides the planner, everybody on the development team
exchanges and gives out ideas. Also, | think itis because we always pur-
sue something new.

GR: Nintendo is publishing this game in Japan and America. How did
this come about?

MM: | think it is natural that Nintendo is involved in the publishing
and distribution of Sin and Punishment. We have already released two \
titles for N64 and have been hoping to release more original titles for it.
So | brought a plan and explained it to Nintendo. They agreed with the
content of our mmal plan, so we decuded to get into the production
together. : ;

GR: Will you be moving on to Gamecube then?
MM: | am interested in Gamecube. We would really like to develop
titles. But any plan for Gamecube is currently still under consideration.

GR: It is so amazing to us that Treasure has not yet had a Dreamcast
release in the U.S. Will you? Have you? Where's Gunbeat?

MM: For Dreamcast, we are releasing Bangai-O soon. Gunbeat... all
the development has halted now, so we cannot comment on the release
date.

GR: Thank you so much for your time and for another wonderful
game. Treasure remains the most sacred developer for action gamers
and we appreciate it more every year.

MM: Thank you and you're welcome. GR

www.gamersrepublic.com
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he stunning Xbox ping-pong ball demonstration Bill Gates

and Microsoft showed at the 2000 Game Developer's Con-
ference last March offered but a small glimpse into the sys-
tem's incredible computational power and ability to render
real-life, real-time physics. The heart of this magnificent system
will be three main, separate processors: the Intel P3 733MHz
CPU, a custom-designed nVidia/Microsoft 300MHz GPU
(graphics processing unit), and a custom-designed
nVidia/Microsoft APU (audio processing unit).

Unlike other consoles, with the dedicated GPU handling all of
the graphics calculations, the blistering CPU is free to work on
other computing tasks, and it'll need to, as the chip is said to
perform 1.2 trillion operations per second. The GPU itself, if
ever needed to, can perform 150 million polygons per second.

With the APU enabling 256 separate audio channels, 3D
audio support, and, among other features, Midi/DLS2 support,
for the first time ever, the audio aspects of a video-game sys-
tem are being given as much attention as the graphic aspects.

The combination of the three processors working together
will create video gaming experiences the likes of which we've
never seen before. From the beginning, the Microsoft Xbox
team has had its mission to create the most developer-friendly,
artist-driven gaming system ever created. And, even with the
integrated broadband connection and hard drive, Microsoft
plans to enter the console market in the same retail price range
at which all other console systems have launched ($200 -
$300).

Last issue, in Part One of our exclusive Xbox feature, we

introduced Ed Fries and ) Allard, the two men responsible

for, respectively, creating the best first-party games pos-

sible and approving the best third-party games possi-

ble for the Xbox. In this, Part Two, we conclude the

feature with in-depth conversations with the talent on

the technical side of the Xbox equation—Seamus Black-

ley, Manager, Advanced Technology Group (ATG), and Chanel

Summers, Creative Manager, ATG Content and Design Team and
Microsoft Audio Evangelist.

(My interview with Seamus Blackley started after
he spanked / Allard in an arcade unit game of Robot-
ron 2084 with $100 riding on it—which not only gave
me a firsthand impression that these guys are true
gamers—serious gamers—but also well-paid
gamers. But people are paid what they are worth and
these people are worth every penny. Having
received a master of science degree in physics from
Tufts University in Boston, Blackley used to be a pro-
fessional physicist and even conversed with famed
physicist Stephen Hawkings. Blackley heads a team,
of engineers who provide technical support for X

tools needed to create breakthrough
explains exactly what differentiates X§

Xbox?

Seamus Blackley: I'm the
Group. We do two levels o
organization that does frontline
opers of Xbox. That means we ha




Japan, in Europe and in the U.S. Backing them up we
have a research development group, kind of an
architecture group, and we have a content support
group. We do all the tools and middleware. We do
all of the samples and demos. We are basically the
advocates for the developers. Our job is to make
Xbox games kick-ass, to leverage all the technology
into cool games.

GR: How many people are a part of the Advanced
Technology Group?

SB: There's over 50 now, and we're worldwide, so
I'm always awake at 3 a.m. talking to some guy in
Tokyo. But it's really important, because you have to
understand that Xbox is entirely focused on devel-
opment. People always ask us, what's the difference
between Xbox and PS2 and Gamecube? And it's not
technology, it has nothing to do with technology,
although the technology is a part, the focus is on the
developers. We want the games to kick ass. How do
you make the games kick ass? Well, you give people
the best piece of hardware you can; you give them
the best software you possibly can; the best tools
you possibly can. We designed the entire program
around that, and then you respond to everything
they need. So my guys on the ATG were there from
the very start helping to define the technology, help-
ing to define the operating system and incorporating
all of the feedback we were getting from our visits
into what our plan was.

GR: This is the first American console since Atari
that's coming out and...

SB: [Emphatically] It is the first Western console.
We have a Western approach. Japan has a really dif-
ferent approach to technology and you can see it in
their products. And that's a big deal culturally. It's a
huge deal. In fact, the guy who runs the ATG in Japan,
the guy I'm always on the phone with at 3 a.m., he
came from Sony Computer Entertainment in Tokyo,
he was the guy who actually did a lot of the GS Cube
demo for Sony. [GS Cube is Sony's high-powered
workstation that's 16 times as powerful as a PSz and
is the hardware used on the FF movie.] We were
going over some slides for a presentation in Tokyo,
and the first slides he has says that the difference
between Xbox and other consoles is that other con-
soles are focused on the hardware. And this is a
weird thing for Japanese guys to grasp. They don't
do PC games in Japan; it's all about the console
there. And what happens with a typical console is
that the hardware guys go off and try to make the
best piece of hardware they can, and then they give
it to the software people and the software people
have to deal with it. The software design follows the
hardware design. Xbox turns it on its head and that's
why we have so much developer support, because
Xbox does what you want it to do as a software guy.
Which is what really matters, because they're mak-
ing the games. And that's the big difference: Xbox is
made by a software company and it's a software
business. That's the big difference between the
philosophies. You have Sony, who is a hardware
company—| mean, they've come from the 'sos mak-
ing televisions and VCRs and Walkmans and Disc-
mans and they really understand how to make
super-high-quality consumer electronics. The unfor-
tunate thing is that the games business is not a con-

www.gamersrepublic.com

sumer electronics business, it's a software business.
And that's the advantage we have.
The Japanese developers are kind of freaked out,
they're all, "What?! We're important?!" It's kind of
cool. People are just shocked and blown away when
we're so responsive. Like when they
have questions and we do research
for them, and when they talk to our
developer support people, and when
they find out that we have artists on
staff, and they find out that we'll go
and change our operating system
plan to suit what they need. We real-
ly are focused on that, and that's why
| have the best job in the world.
Because | get to see all the games in
development and | get to be the
advocate for the developers.

GR: When you think about your
job and your place in gaming history,
how do you feel personally about

a4
& Microsoft’s physics powerhouse is in
good hands—those of Seamus Blackley
being on the cusp of something |who has a Masters degree in the field and
that's going to break new ground | has been a professional physicist.
and be around for 10, 20, 50, 100 i ke
years?

SB: | feel super nervous because,
like, we could screw it up so easily—
so easily. Everyone beats the hell out
of Sony for not having enough sys-
tems for launch or for this or for that,
but you don't hear Xbox people say-
ing ar.1y.thing because wg I.<now how ”*%—W
hard it is. There are a million things
that can go wrong when you're
launching a console, and you have to
get them all right. So it's really hard.
It's been one non-stop panic ride
since January or February of 1999
when we first thought of doing this.
First we were panicked because a few
other guys and | who were pushing it
through, we were fighting impossible
odds at Microsoft...we thought. And
then, magically, Microsoft said, "Wow,
this is cool, we're into this." And then
there was this panic rush like, "Oh
my God, now we've got to do it and
get it done."

It's not like when | was in other
parts of the games industry or when |
was doing physics, where you've a
team of guys, and you do it yourself
and if you're late it's because you're
an idiot and you suck and you didn't
do it right. It's like, we have to get all
of that stuff right, plus all of our part-
ners have to kick ass too. It has to be
a big effort. So another big reason
why | think Microsoft has an advan-
tage is because we spend so much
time making sure that our partners
feel like they really are partners, like
they're all part of the same thing. It's
a big paradigm shift from the way other consoles
have worked traditionally.

U s &

When this ping-pong demo was first
shown in March 1999, the world wit-
nessed Microsoft’s balls firsthand.

Py = "
At the heart and soul of the entire Xbox
staff lies a bunch of hardcore gamers who
are passionate about the art of gaming.

GR: Are you confident that the Xbox is superior to fae



PS2?

~ SB: Absolutely. And the reason is because a few
. other people and | have really busted our asses to
~ make sure that that was the case. You can talk about
the performance and the peak rates and all that and
it's all bullshit. Like all those pixel fill rates and tri-
angle rates and all that—it's crap. | mean, sure, hav-
ing 150 million theoretical vertices per second or
whatever...no game will ever achieve that, right?
Games are hard to write. You have to make compro-
mises all over the place and you never get the peak
performance. And everyone's complaining, "Oh, the
PS2 launch games look bad, blah, blah, blah." And
my response to you is, "F*** you."

It's hard to write a game on a new piece of hard-
ware. So when we designed the Xbox, we were con-
scious of that. Most of the people who worked on
the initial design had written a bunch of console
games before. And we know that you have to have
compromises in order to ship a piece of hardware
that costs a reasonable amount. But you can chose
where those compromises go so they don't get in
the way. And that's the beautiful thing about the
nVidia architecture and, in fact, with the Intel P3...a
lot of people said, "Why didn't you get a RISC CPU?"
Man, do you have any idea what the investment it's
been over time in making the Intel CPU efficient and
powerful and easy to program? It's just a sweet,
sweet chip and you have that running totally and in
parallel with this nVidia graphics processor that
does environment mapping for free, programmable
everywhere. | can show you a demo where we can
draw fur in the same time it takes to draw a texture
map. And you're going to see more effects like that.
It's just crazy technology and it's really cool and it
doesn't screw you over, it doesn't stall all the time
and act up and get cranky. You have to care and feed
for it properly, but it operates nicely because it's
based on, like, 25 years of SIGGRAPH [a profession-
al organization for computer science professionals]
papers and research from guys who are from Silicon
Graphics and from universities who then came to
nVidia. This is the eighth generation of their hard-
ware. It's just a very mature, sweet chip.

GR: Do you think that the Xbox is going to
change the way games are made?

SB: We're going to bust our asses to make that
the case. The reason for all the extra performance we
put in is not because anyone will ever play 256 voic-
es at the same time or will ever draw a million poly-
gons a frame, but you want to have that overhead
there so that instead of everything being about con-
straints and about asking the lead programmer what
you can and can not do, instead it's all about the
artist. An artist likes to be able to do what he/she
wants. It's not always going to be the case. There's
always constraints, but with Xbox you're going to
see a different kind of game come out. At least
that's what we're seeing so far. It really is our inten-
tion to change the focus of game design away from
technology and toward art. And a lot of people ask,
"When are video games going to become more
mainstream?" And what has to happen for that to
occur is for people to start making video-game pur-
chasing decisions based on the same criteria that
they use to make movie decisions or music deci-
sions.

GR: The public perception of Microsoft isn't real-
ly about a gaming company, so what types of moves
are you guys making to change that perception?

SB: The only thing that can change that is putting
your money where your mouth is and coming out
with the games. Obviously, Sony wasn't known for
games at all when they came out with PSX and you
can only turn it around when the games are there,
and we understand that. We've made a lot of really
good moves as far as getting the right developers
and getting the right stuff, and now if we can pull it
off and the games are awesome, then, yes, we do
understand. | think we understand what needs to
happen, but like | said before, there are so many
things that can go wrong. That's why I'm not running
around feeling super cocky and already accepting
awards; it doesn't even occur to any of us. It's just
like, "Holy shit! | have so much work to do today!"
And that's what it's all about.

GR: What do you think are going to be the one or
two aspects of the Xbox that will really differenti-
ate the system?

SB: Well, there's the broadband connection and
the hard drive, which are the stock answers because
they have infinite potential and nobody's quite sure
how those things are going to be realized. But every-
body knows that that potential is there, which is why
we took a cost hit to include them. Xbox is going to
be the same price as a game console. So it was a
decision on our part to do that because we think that
we're going to more than make up for it in game
sales by the kinds of games that we'll be able to
have for Xbox which can't exist elsewhere. Period.
The networking: you just can't do it on a Gamecube,
sorry. So if somebody's going to do a really amazing,
broadband, online soccer game with full chat and
these beautifully detailed players with facial expres-
sions...that's just not going to happen elsewhere. So
that's important. Plus, like | said before, the fact that
there's just so much damn performance on this
thing. The fact that the tools are so good and we're
focusing so much on the tools means the games are
going to be artist driven. That's a huge difference.
Why do you think Final Fantasy is so popular? It's
because they have an art department and a couple
programmers and they slay themselves to make that
the case; Xbox will be very natural. The greatest
moment in my life is when | read that Lorne [Lanning
of Oddworld] said that they switched over to Xbox
because it'll let them make their art and PS2 didn't.
He switched his whole company's destiny over to
Xbox because he knows that he can leverage his
artists now, to make these beautiful experiences of
Oddworld that he wants to. | mean, they're all about
emotion. It's funny because there's this world they
have and this story they're trying to tell and Xbox is
designed for that kind of stuff.

GR: So how are you attracting these big develop-
ers? Is it through great licensing policies or cover-
ing development costs or what?

SB: No. We haven't bribed anyone. [The rumor
mill]is kind of f***ed up. We're just like, "Hey, here's
the box, here are the tools, go." We give everyone
the same deal. We try to be really, really equitable
towards everyone. There's no super secret special
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sauce or anything like that. It's just a really fair deal.
That's the whole thing. We didn't try to take this
developer-centric approach just to technology, we
took it with the business and the distribution and
the publishing contracts and everything. We're just
trying to be a really straight shooter. Our, kind of,
internal model for Xbox is, "No Bullshit." It's like the
lowest bullshit operation we can pull off. Y'know we
encourage them to kick-ass and have great sales
and get a lower royalty, otherwise everyone pays the
same. And that's a huge deal for us...a huge deal. If
you feel like your getting screwed over from a busi-
ness standpoint, it does not contribute to making
cooler games. Therefore, we don't do it.

GR: So the Xbox is going to be a straight gaming
machine?

SB: It's a game box. You're not going to be able to
do your taxes on it.

GR: Will it play DVD movies?

SB: It can play DVD movies and we'll be talking in
the future about how it does that. But the strange
thing is that by the time Xbox releases, DVD players
are going to, like, come free in, like, a box of Trix
[laughs]. So it's not that much of a huge feature, but
it'll play CDs and we'll do some neat stuff around
there, but it's just a game box.

GR: Why did you choose Havok to provide the
physics tools?

SB: Our tools program is really simple. You have
to have three things to be an Xbox tools developer.
First of all, somebody who has an approved Xbox
title has to ask for you. You have to have a compliant
business plan—i.e. you can't be going out of busi-
ness and therefore screwing out developers. And
you have to go through our legal department and
then pay us for the dev kits. And it costs more for
the dev kits in the tools program than with the
games guys, because there are no royalties
involved. It's not that much more expensive; we try
to be really fair because tools are really important.

GR: Why did you choose nVidia for the graphics
chip as opposed to someone like 3Dfx?

SB: First of all, nVidia always ships on time.
Always. Second, they always win all their perfor-
mance benchmarks. They're way ahead of every-
body else on the hardware T&L, on programmable
stuff, the whole idea of pixel shaders, programmable
vertex shaders, all the surface engine stuff, plus the
way they do the caching, memory access, memory
controllers—they're super advanced, really, really
good. They've got a long history of work and they're
really forward looking.

GR: So you guys are about 12 months out, right?
SB: Stop, your making me nervous. Making me
feel like I've got to get back to work [laughs].

GR: So where are you at? What's your state-of-
the-union?

SB: Well, we're ahead on some shit and a little
behind on some shit and at the end of the day we're
doing way better than | thought we would be. We're
really on it. We have a lot of really driven guys on this
project and it's really cool.
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GR: How do you feel about the public and the
media perception of Xbox?

SB: | couldn't be happier with it from the stand-
point of the developers. Which is exactly who we're
targeting right now. We're not going to really be talk-
ing to consumers until we have games to show them.
So consumers are still going to hear wacky shit,
probably stuff like we'll never be as good as on PC or
we'll never have titles as good as Nintendo...I don't
know what people are thinking right now. We went
through this stage before the big announcement at
GDC, everybody was saying, "Oh, the PS2 has so
much better technology." Then after GDC, people
were like, "Oh, of course they have great technology.
But they'll never get publishers." Then we do the

publisher announcement and it's like, "Oh, well they !

don't have Square or EA, now they're just dead." It

just keeps on going on forever until you actually |°

show the games. So, | guess from my standpoint, I'm
as happy as | could be. Honestly, my recommenda-
tion to anybody looking at this whole thing is, wait
until you see the games.

GR: What's it like working with Bill Gates?
SB: It makes you happy you work for Microsoft.
Because, I've never met an executive in my life who

has such a firm grasp of his entire business. It's.

crazy. We went in there the first time and said, "Weé
have this video-game system, etc.," and he asked a
bunch of questions and we all answered them and
we scheduled another meeting. We came to that
next meeting and he had looked stuff up and he
knew more about some things than we did. And he
makes sure you know what the hell you're talking
about. He knows the whole business that Microsoft
has and all the different places you should get stuff
and he's very clear on what sucks and what's good
and who's doing well and who's not. It's just incred-
ibly impressive.

GR: Is he providing good input on Xbox?

SB: Absolutely. He's just unbelievably sharp. He's [

one of the smartest guys I've ever met. He's just
completely on top of shit. He's awesome.

GR: Are you setting out to change the gaming
market or do you just...

SB: Always. | had the shit kicked out of me for
Trespasser—that we f***ed up by shipping too soon
and not really polishing it. But every single game I've
ever worked on I've been trying to change things
fundamentally. It's always about trying to move
things forward, right? So, with Xbox...absolutely,
man, we're trying to give power to these artists.
We're trying to change games to be art. That was on

all of our minds when we first started the Xbox pro- |

ject. Then the PlayStation 2 edition of Newsweek
came out and in it there's this editorial where the
guy was saying that video games were not art. And |
wanted to f***ing throttle that asshole. There are
games that are art and more than anything else in
the world...having worked in the industry and seen

the love and unbelievable devotion to the art form of |-

video games, the art of interactive entertainment...|
do want to see it elevated there. So, yeah, Xbox, to
an almost psychotic extent, is our attempt to really
do that. And, yeah, it's just a game console and it's
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going to play games. That's what it does. Yeah, sure,
it's a piece of plastic and it's going to sit in the living
room and play games. But at some point there is
going to be that special transition that occurs and
the difference between Xbox and the other consoles
at the end of the day is that we've designed it to
accelerate that transition. And with that said, I'm
going to go do work.

(The most eccentric of the people / spoke
with at Microsoft was audio evangelist
Chanel Summers. That's not a negative
attribute; in fact, if anything, it's a high
compliment, as she was the most passion-
ate of all of them in speaking about the
Xbox technology, her work and the art of
video games. Just as Blackley works with
developers on the graphical side to help
them utilize the graphic tools to the fullest,
Summers has the same objective on the
audio side. In addition to having previously
worked as a game designer and producer at
other companies, she moves fo the
Advanced Technology Group from the
Microsoft DirectX team, having worked on
the interactive audio technologies Direct-
Sound, DirectSound3D, DirectShow Audio
and Direct Music. Summers detailed how
the Xbox is going to change the way we lis-
ten to game audio. She also has the coolest
piercings /'ve ever seen.)

GR: | was invited to the private Xbox viewing at
E3 and, although the graphics demo was impres-
sive, what | remember most was an audio demo
where a guy was moving around the screen with a
cursor and the sounds were merging and dissipat-
ing.

Chanel Summers: The sphere demo...basically
that is to show off how we can transition from differ-
ent musical styles seamlessly and not have it seem
abstract that they can blend well together. So if you
think of that in a game situation, if you're going
from, like, say, an ambient, peaceful scene into bat-
tle then into another kind of scene, that will all
blend. Orif two forces have themes, when they come
together to fight, their themes can blend together
and not sound abstract.

What that was using was our Direct Music Tech-
nology (DMT), and that was actually the DirectX.7
version; on Xbox it's all DirectX.8. That was all soft-
ware emulated, not any of our audio hardware, so
you can imagine how it's going to be so much better.

The DMT allows you to create interactive and vari-
able audio, so | can have audio that changes, is not
repetitive. One of the biggest problems with game
audio is that it is repetitive and annoying and so you
eventually turn it off. Which | always say is a very
sad thing. Even though it could be a really fabulous
musical score, it could be a high-quality, amazing
John Williams score, but after the fifth time you play
the game, it's tiresome and you don't want to hear it
anymore. With DMT, the score can always be fresh
and played subtly, differently, different notes, differ-
ent chords.

GR: So it's not really one song that's scripted
and recorded for the game, it's just notes?

y, what you're doing is you're laying
down the basic score and then you're breaking it up
into different constituent parts and creating varia-
tions within that. And you can create variations with-
in, like, the note level or higher up. So | could have a
piece play exponentially huge amounts of ways. If |
just had two instruments, | could have it play 1,064
different ways. So | can create all this variation with-
in my piece, and as | said, that can go all the way to
the note level or higher layers if | don't want to have
it so finely done.

| can also have the audio correspond to what's
happening on the screen. Think of a lot of those
Looney Tunes cartoons, where they had the charac-
ters walking around and there's all sorts of sounds -
associated with what he's doing.

GR: How hard is it going to be for a developer to
compose audio for their game? Is it going to be
something user-friendly right out of the box or is it
something where I'm going to have to be
Beethoven?

CS: This technology is part of the DirectX tech-
nologies. It's fairly new. We launched it in February
of 1999 and it's been used by the PC games devel-
oper community, so a lot of PC games people have
familiarity with it. We've also conducted a number of
composer's workshops, where we teach the com-
posers how to use the authoring tools. There's an
authoring tool called Direct Music Producer. The pro-
grammer doesn't do any of this. This is mostly in the
content creator's hand, so he works within this
authoring tool. The composer maps out all the para-
meters in this tool, how things will be broken up,
how things will transition.

The other thing is that we are enabling scripting.
In that respect, all the implementation details are in
the hands of the content creator, because he can
script it all up. The only thing that he'd have to work
with a programmer on is how the programmer takes
those scripts and writes the triggers in the game.
That's for people who want completely content-dri-
ven audio, where audio is very important to them
and they want it left to the people who know it best.

Basically, we have three software layers, three
software options that we give people on Xbox.
There's Direct Sound (DS) that allows you to do
code-driven audio. That's for the programmers who
like to do the audio themselves. They say to the con-
tent creator, "Just give me some wave files." And
they want to code-up how the engine works and
everything. Those are the total bit twiddlers. DS
maps directly to the hardware. Pretty much anything
that the audio chip is physically capable of, DS does,
DS has full access to that. Then we have Direct Music
(DM). DM provides two other things: the interactive
and variable audio functionality and it's seen as one
of the more easier, audio APIs [Application Program
Interface] for simple functionality. And then we have
scripting. Taking a step back, DS is what we call the
code-driven API. DM is the partially-code-driven par-
tially-content-driven API, because you've got a com-
poser working with the authoring tool, building the
elements in the authoring tool and then handing the
config file to the programmer. Then you've got
scripting which is fully content-driven, because pret-
ty much all of the audio implementation details are
put into the audio designers hand and not into the
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developer's hand. The developer's just really agree-
ing with the audio designer on what are the triggers
they want and then taking those scripts and imple-
menting them into the game.

GR: How is this going to change the way | play a
game on Xbox?

CS: When we were first designing Xbox, we saw
that consoles traditionally did not heavily invest in
audio, they heavily invested in graphics, and if you
look at PSX to PS2, they took their audio and they
just sort of doubled it. They didn't do much more to
it, so there's a lot of frustrated audio designers out
there saying, "Nobody cares about what we do." We
see that audio is a huge differentiator and we see
that great gaming encompasses the entire experi-
ence, it's not just about having phenomenal graph-
ics. We see that really focusing on audio a lot will
increase gameplay, make it much more cinematic
and not make it so gamey.

With our audio hardware and our software, we're
trying to give audio designers what they've always
dreamed of: a lot of power, a lot of options and to be
able to make content without compromise.

GR: Is the audio hardware a proprietary chip?

CS: | can actually say, because they've released a
press release on it: nVidia is doing the audio hard-
ware. It's unbelievable. It's this incredibly engi-
neered chip. You've got 256 total voices, or audio
channels, whereas the PS2 has 48. Sixty-four of
these can be 3D voices, and again, our 3D process-
ing, our effects processing, is all in hardware. So,
like the graphics chip...the audio chip is very similar
in that it's a multi-processor, pipeline-stage archi-
tecture. We have four processors and three of those
are DSPs [Digital Ssignal Processor]. First, we've got
the setup processor; | like to call it the traffic cop. It
handles all of the communication between all the
other processors, it does memory management, list
mapping; it's a DMA engine. It then talks to the voice
processor. The voice processor is a fixed function
DSP. This is where all the mixing, all the filtering of
all 2D and 3D voices takes place. That talks to the
global processor, our effects processor.

GR: What's the difference between a 2D and a 3D
voice?

CS: 3D voice means it's spatialized in X, Y and Z
space, and 2D is just flat.

GR: A term that I've been associating with the
Xbox is environmental audio. What's that?

CS: It was actually a standard that was first done
for the PC. It's basically a standard way of how to do
environmental audio modeling and aclusion
obstruction processing, which means the modeling
of the muffling of sounds. If I'm talking to you, it
should sound differently if | have an obstacle
between us. So it makes it so you can now have
much more realistic sound effects, where before on
consoles they've been traditionally preprocessed. It
also means if I'm walking in one environment, if I'm
a robot with my big, clangy, heavy, metal feet, if I'm
walking in a factory my footsteps should sound dif-
ferently in there than if I'm out walking in a field.
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GR: So you're saying that the audio package r
you're providing in Xbox will be able to simulate a
myriad of sounds?

CS: Well, you'll definitely have all the tools you
need to create much more realistic aural environ-
ments and aural experiences. | was going to add that
after the global processor, which does the effects
processing, you then have the end-code processor.
And | had mentioned that the voice processor was a
fixed-function DSP, the global processor is a fully
programmable DSP and the end-code
processor is a dedicated DSP to real-time,
multi-speaker surround.

N

GR: So the Xbox does support Dolby
Digital?

CS: We actually can't really talk about
that at this time [grins]. We'll be making
some announcements in the next few
weeks. So all | can really say is that we're
supporting real-time, multi-speaker sur-
round.

] [ =59
Bill Gates told the Xbox team that he
wanted the most powerful, advanced
video game system possible. It appears
that’s what he’s getting.

GR: So it will definitely work with
standard digital receivers?

€S: Umm...again | can't[laughs]. You're
good.

GR: Are the audio capabilities one of
the things that the Xbox is going to excel
at?
CS: It's definitely going to be some-
thing we excel at. As | said, we didn't want
to just make this amazing graphics
machine. The whole thing about Xbox is
that it raises the entire gaming experi-
ence. It's not just about one piece of the
pie.

What we're trying to do with audio on
the Xbox is that if you see all the services
that major studios and post-production
facilities have always offered, we'll be
offering those same services but in real-time. So this
is going to be something quite special.

GR: Do you oversee the whole sound department
for the Xbox?
CS: When | originally came on to the Xbox team as
the audio manager, | was making sure that audio,
both software- and hardware-wise, was going to be
stellar and was really going to be pushing the
boundaries. | was also working with developers to |
educate them on what we're doing and to get their |}
feedback on that. Now I've got a new role. I've actu-
ally created a new team called the Content and
Design Team. And how you can think of it is sort of as
developer support for non-programmers. We're
actually doing something very new that Sega and
Sony and Nintendo don't do: everyone traditionally
has developer support where they help out the pro-
grammers and they help out on technical issues. My
team is there to go help out the content creators, to
help out the artists, to help out the musicians and
sound designers, to help out the game designers. In
my talks with developers about forming this team,
they":elvery excited because they're like, "Nobody |
ever he
within tﬁz O[sz)t/:tuern?rfrf:zms e nObOdy USUaHy el
ufacturer] company." And [



; .
B¢  xboxexclusive
L=

we're really excited that someone can help them
learn a lot of the new real-time graphics techniques
and show them the advantages of this. And also
help them move from where they are, from where
they're used to doing art for PlayStation and Ninten-
do and Sega games to understanding what's really
possible on the Xbox. And thinking more of cine-
matic experiences rather than just here's this one
model.

GR: Is all of this going to be more friendly
because of the fact that there is a hard drive and
there will be tons of memory for developers?

CS: First of all, we are giving you more RAM that's
ever been available on a console before. You've got
this 64MB that can be split between any of the
processors—the CPU, the GPU, and the APU—how-
ever you want, and you can change it at different
times and it's very fast and flexible to do. So, first,
you've got all this RAM and second, even if you do
run out of RAM for audio, you can cache the audio
onto the hard drive and then access it, so the hard
drive is an audio designer's best friend. But again,
we've got that audio chip, so mostly everything's
being done in hardware, so you're taking up very lit-
tle, if any CPU for audio. And also, think about that:
if you have to go and use some CPU, it is a Pentium
Il 733. It's not like audio is going to affect your
frame rate.

GR: Damn...that's quite amazing. What thoughts
go through your head about being able to create
this piece of gaming history? Are you so engrossed
in your work that you don't have the time to think
about what you're doing?

CS: No, l actually do think about what I'm doing a
lot and | really can't believe it. Someone asked me
the other day, they said, "Chanel, is this the pinnacle
of your career?" And | said, "You know what, it real-
ly, really is." Because I've come from the game
industry and have had a really good career in the
game industry, but there's been nothing like this
where I'm actually going to be making history. And to
me, that's a chance in a lifetime.

GR: Man! That's what I've been trying to get out
of everybody else all day. Leave it to a female to
give me the answer | wanted.

[Everyone laughs.]

GR: How do you like working for Bill Gates?
What's that like?

CS: Well...it's pretty good. | mean, | don't actually
get to see Bill on a regular basis.

GR: But you do have to have meetings with him,
right?

CS: We've had meetings with him and to me he's
probably one of the smartest people I've ever
known. Therefore, he's probably one of the people
I'd ever really trust doing a project of this magnitude
for. I mean, if anybody can pull it off, it's Bill and it's
his company. | think that other people would have a
tough time and other people have had a tough time

tying to do a successful console. And | think that
th Bill and with Microsoft, with all of the support,
\ all of the intelligence, this is something we can

itely pull off. &R

Chanel Summers’ expertise in game
audio programming will make games,
like Munch’s Oddysee (below), sound as

good as they look.
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BY DAVE HALVERSOIN

PlayStation 2 owners’ date with Konoko is almost here.

ungie's ONI—the topic of our steamy

June 2000 cover—is finally heading
into the final leg of development for the
PS2. Set to reawaken the latent action-
adventure genre, ONI will be bringing its
innovative play mechanics and long over-
due anime-inspired character design to the
table just as the PS2 closes in on the 1 mil-
lion mark. A good place to be? Yeah, | think
S0.

Playing ONI, two things are instantly dis-
cernable: many of the environments border
on gargantuan, and Konoko is one slippery
minx; | believe she's ready for her close-up.
The art of the game lies in her Matrix-
meets-Tomb-Raider fighting style. Equally
at ease using martial arts or firearms, she
has a move for every occasion: high kicks,
low sweeps, choke holds—you name it.

www.gamersrepublic.com
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She's an ass kickin' machine. Regardless of
where her assailant attacks from, she has a
close combat move to deal with it, as well
as a block. And in the event that a would-be -
assailant has got some distance on her,
once she closes the gap enough to knock
the weapon free, she can tuck, roll, and
emerge firing in one fell swoop. What's bet-
ter is that all of this complexity is achieved
using fairly basic button maneuvers.

You'd think ONI would have a terribly
steep learning curve with so many moves,
but it's really quite manageable. Most of
Konoko's reactions are based on proximity,
and once you master her controls, the key
strategy seems to be the careful scrutiny of
each environment. When | ran ahead taking
on all comers, | ended up getting sniped
like a fish in a barrel.

Besides deep play mechan-
ics and engrossing environ-
ments, ON| also exhibited
ample amounts of real-time
story and puzzle elements in
the short time | played it, so
the prognosis is good. The key
factors in the game’s final
stages will be issues regarding
the frame rate, textures, and
music. If everything buttons up
nice and tight, look for ONI to
be one of the PS2's very best
first-generation offerings. GR
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Grandia is a trad
Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, LTD. All rights reserved.

k of Game Arts Co., Ltd. Character designs by Youshi Kanoe. World designs by



"The level of detail paid to every single moment,
circumstance and environment is overwhelming."
Official Dreamcast Magazine

"...undeniably the prettiest role-playing game ever to grace
a console.”
www.dailyradar.com

“...this will indeed be the first epic RPG on Dreamcast.”
www.ign.com

"Grandia II is easily the most impressive next-

generation RPG we've seen, and the first true

RPG epic for a next-generation console.”
www.thegia.com

i /T/aWW look at what is surely the best-looking
- RPG yet on a next-generation console..."
Gamer's Republic Online

"...set to give sub-par developers a lesson in how to do a DC
RPG right."
GameFan Magazine

"Any RPG fan would be insane to miss out on this fantastic
gameplay experience and it could go far in converting
those who previously rode the RPG fence.”
GamerWeb.com

"If you want your copy of Grandia 2 this holiday season,
don't expect Santa's little elves to make you a special copy,
pre-order it now or you may not get it until late January."

www.GA-Console.com

Critically acclaimed and over 2 years
in the making, Grandia™ IT
arrives December 2000.

Katsumi Aizaki and Masashi Hazama. Ubi Soft Entertainment and the Ubi Soft logo are registered trademarks of Ubi Soft, Inc. Sega, 0” Iy on Dre anc astTM
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Persona 2 is not your typical RPG. Far from
your standard sci-fi-fantasy save-the-
world fare, Persona 2 breaks through the
stereotypical RPG mold and is set to deliver a
mysterious, compelling, and intense adventure
where mystical underpinnings and real-world
settings drive the suspense home.

When Persona 2 begins, the player is cast as
Maya Amano, an alluring magazine journalist
who is assigned the daunting task of reporting
on a series of bizarre murders. With each mur-
der more brutal and violent than the last, Maya
sets out to uncover the truth behind the killer
who is known only as Joker, and it isn’t long
before she witnesses one of the killings first-
hand. At first, Joker and his demon-summoning
powers seem overwhelming, but Maya and her
friends are quickly granted the power to call
upon personas—magical beings drawn from a
person’s inner spirit that grant powers of attack
and healing.

Use of the personas is the key to the game-

play. Each persona grants unique powers, be it

elemental magic, physical strikes or recovery
abilities. Though you start out with only one
persona per character, you can gain up to 80
throughout the adventure, and the more you
use each persona, the better techniques it
learns.

But there’s much more than just the persona
powers when it comes to Persona 2’s unique
gameplay. In each battle, you have the option
of making contact with the enemies. By learn-
ing the enemies’ personalities and using the
appropriate characters in conversation, you
can get the monsters to be your allies or con-

vince them to give you items. If it sounds
strange, it is, but making contact is impor-
tant to gaining new personas. Yet at the
same time, striking a balance between
contacting and fighting is necessary for
success. Another new gameplay twist is
the rumor system. In the world of Persona

2, all it takes for a rumor to become real-

ity is for it to be believed among the
people, and players can actually
change the gameplay world by spread-

ing rumors through an agency.

With its numerous gameplay innova-
tions, its serious, dramatic, adult-ori-
ented storyline (how many games
have lines like, “the goodness of
a woman isn’t in her bra”?),
and stunning blend of anime e
stylings and realistic environ-
ments, Persona 2 should be a
more than worthwhile RPG expe-
rience. GR

00.0.0.0.00,>

www.gamersrepublic.com




~ Ten| eople locked n

12 Months of Gamers’ Repuhlic:
Total Cost:
Gamers’ Republic

P.0. Box 4769 :
Thousand Oaks, CA 91362-9723

For the love of God, 'd‘on’t let this happen to you!

CR BPE:

(2

$19.99 $59.88

$19.99 $72.87

1-877-GR8-GAME

suhs@gamersrepuhlic.com

I need therapy

Q 12 Issues for $19.99

Canadian orders, add $20.00
International orders, add $30.00

And send me one of the following books
absolutely free:

QO Quake for Nintendo 64

0 Gex 64 for Nintendo 64

Q Gex 3 for PlayStation

Q Akuji for PlayStation

O 1999 Buyers Guide & Y2K Preview

Please add $4.00 for shipping and handling, Canada &
foreign orders add $8.00 (U.S. funds only).
Please allow 4-6 weeks for delivery.

GaMmers’ RepublLic
P.O. Box 4769
Thousand Oaks, CA 91362-9723

Name:
Address:

City:

Phone Number:

Payment Method: Q Check or Money Order

QU VISA Q MasterCard
Please make checks payable to “Gamers’ Republic”
Credit Card Information:

Exp: __/__

Cardholder’s Name:




UeNo.  AATES |

-00

Mgl i

1
= EYESIONT. HEARING. SIXTH SENGE

RANDY
-

w by d. halverson * dev: climax graphics = pub: jaleco « avail: january
It’s the game that will make you shit with fear. Oh yeah, that is
exactly what the Japanese promotional video declares. That,
among other things. The thing is, judging by these disturbing
screen shots (check the weird toy—eeewww) they just might be on to
something. IlIBleed is brought to you by Climax Graphics, the same team
responsible for the impressive first-generation Dreamcast game, Blue
Stinger. Together with Jaleco, they’re looking to paint a brand new picture
on the face of the adventure horror genre, and they only intend on using
one color—red. The game scenario features pleasant new aspects like a
Horror Monitor and keeps track of your senses —eyesight, hearing, smell,
and the sixth sense, monitoring your level of fear. Sound horrible? Hey,
we’re just getting started. There’s also a Shock Rating that rates your
Shock Death and Faint Away (lovely), as well as an Adrenaline Meter,
which we presume that, once filled, will result in your character going
completely freakin’ berserk, just as she’s about to get splattered all over
the floorboards. This game does everything but bleed. Hey—there’s a
new packaging idea! We’ll have a dead-on review next month. GR
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ATV OFFROAD FURY

preview by d. halversan = dev/puly: seny ° avail: january

;x:| | Twenty tracks, free-roaming environments, realistic physics, and 12 ATVs
! SE= with which to assault two-square-mile areas of realistic terrain. Where do |
T sign up? This looks like the PS2 game I've been waiting for, a perfect off-road
simulation to join Moto GP—the perfect on-road simulation—in topping off the PS2 rac-
ing arsenal very nicely. Variables such as traction, acceleration, top speed, and stability—
depending upon the landscape —will all come into play as you tear up Sony’s ATV Offroad
Fury. And if you get bored with the tracks on hand, you can even lay down some fresh
tracks of your own with the track editor. There are six different types of events on hand
and three styles of bikes to choose from, including the big three—Honda, Yamaha and
Kawasaki—in enduro or cross country models. Sony held an
event to roll out the game just before we closed the issue, and
our editor in attendance reported back with nothing but
praise. Needless to say, we’ll blow the doors off this one in the
next issue. GR
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LEGION: LEGEND OF EXCALIBUR
preview by: k. kencade » dev: midway - pub: 7-studios - avail: winter
— | Leaving Westwood and the Command and
*!:’E Conquer series behind to explore the freedom
of his own company, Eric Yeo formed 7-Studios
and the start of Legion: Legend of Excalibur, a strategy
game rich in action and RPG elements. Based on the
Arthurian legend, the game is being directed to feed
off story for intrigue. An epic presentation steeped in
frenetic battles is what the team is ultimately shooting
for. While the game contains bits and pieces of PC real-

time strategy ideas, a more console-oriented approach
is being taken to the game‘s design. GR

LEGEnD DF TIHE BLAPE mFlS TERS

preview by k. kencade - dev/pub: ripcord - avail: january

-~ Inspired by the kinetic
@] presentation of anime
Ny and created in the rich
- tradition of medieval fantasy,
Legend of the Blade Masters is a
multiplayer RPG designed for
play on Sega.Net. The 41 levels
have been hand-modeled, offer-
ing quest-based missions under-
pinned by a detailed story; the
focus is not only on an online
experience. Told through the
actions of either a Warrior, Black
Knight, Orc, Dwarf or Elf, the
story concerns the uncovering of seven magical swords, sought by a quartet of bel-
ligerent warlords know as the Guardians. GR
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SIHRARPMNEL: URBAN WARFARE 2025

preview by b. fiechter » dev/pub: ripcord games < avail: january

T In this futuristic first-person shooter, combat is “based on ~ What’s also cool is that the game will support eight opponents online,
@, classified light infantry strategy” of the “Armed Forces’ notori-  in such familiar modes as deathmatch and cooperative team play.
ous ‘Land Warrior’ reg-  Land, air and sea vehicles can be commanded across gritty city and
iment.” | have no idea  industrial settings, where your primary objective is to shoot “weapon-
what that means, but  ry based on formerly-classified munitions designs.” Can’t wait for this
it sounds really cool. one. GR

..... #0000 000000000000000000000000000000000000000000000000000000000000000000000000000tsssssssssscssssansas

. STAR FIGHTER e

v m. hobbs = d : lucasarts = avaii: winter

Rogue Squadron was one of the great Star Wars games. Its mix of arcade style speed
: | and multiple-objective missions struck a nearly perfect blend between action and
strategy. LucasArts seems to be
going for a similar dynamic with
Star Wars Episode One: Starfighter
for PS2.

Sometimes following closely the
events of the film, both ground- and
space-based missions make the
most of the PS2’s rendering capabil-
ities with highly detailed ship mod-
els and richly colored, complex
environments. Playing as three dif-
ferent pilots throughout the game,
you’ll have access to several craft
taken directly from the film, like the
beautiful Naboo fighters, along with
some original designs. GR
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preview by b. fiechter = dev/pub: 3do = avzil: january
Y It’s the future, and of course everything is in ruin, disease
- | iS choking out what life remains, and people are generally
displeased. For entertainment, society takes great pleasure
in the destruction of fellow man as sport. As a combatant in the
World Destruction League, you’re job is to claw your way to the top

AATE81841-00
1

LWORLD DESTRUCTION LEAGUE

all-format previews

by becoming proficient in the controls of heavily armed aircraft.
Mass explosions and death to all in your path occurs in such post-
apocalyptic locations as Australia, New York, Antarctica and Thai-
land. GR
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THUNDER TAMNIHS

preview by b. fiechter = dev/pub: 3do - avail: winter

The World Destruction League Television
Network is at the top of the ratings thanks to
the popular mayhem of “Thunder Tanks.”
The world is experiencing a bit of unhappiness due to
the apocalypse, so for a bit of a pick-me-up, the peo-
ple enjoy watching tanks kill each other for sport.
Large arenas are the stage for the mayhem, enclosed
in popular landmarks like Red Square and the Ginza
District of Tokyo. The basic idea is to deploy heavy
artillery, bring down every moving object around you,
and be the last man standing. GR
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UNREARAL TOURMNAITIENT

preview by b. fiechter = dev: epic pub: infogrames « avail: december

Did you know that Unreal Tournament is better than Quake I1I?
Before | upset too many sensitive Quake quaks, let me retract that

©

~ statement. Besides,
the network play hasn’t
been implemented yet, so
we’ll have to wait till next
month before Unreal can
officially go toe to toe with
Quake. | will, however, leave
you with this: Unreal Tourna-
ment is more satisfying than
Quake 1 offline.
GR
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PDRTFIL RUIMER

preview by b. fiechter = dev/pui: 3do = avall: winter

In the action-adventure Portal Runner,
| teamwork plays a central role to your suc-

cess. Vikki from Sarge’s Heroes uses a bow
and arrow for long-range attacks, working closely
with her companion Leo, a lion who uses his
strength in close combat. Combining elements of
action, puzzle solving and platforming, the game
also relies on storytelling to develop a bond
between the central characters. While the visual
style is appealing in its surreal design, note that
the screen shots are only concepts. GR
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GORIHAMORI4A

preview by K. kencade < dev/pub: ripcord games ©

: January

Inspired by the Games Workshop Dungeons
and Dragons-like boardgame Gorkamorka, this
combat racing game pits up to eight teams of
two against each other in online battles. Racing takes
place across locations from the Warhammer 40,000
universe, where a truckload of hazards litter the primi-
tive landscape, and unruly spectators make matters
worse by disrupting the competition. GR

priver Mode

preview by b. fiechter - dev/pub: 3de - avail: february
[Earal
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enemy. GR
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RRITI'-’ ITIEN: GREEN ROGUE

The Green and Tan armies are at it again. But frustrated by its end- :
less whoopins, the Green Army has created a genetically enhanced
~ super-soldier cleverly called the Omega Soldier. We’re not quite sure as

to the finer details of Army Men: Green Rogue, but other than the “exclusive :
Plastosheen effect [that] makes characters appear like real plastic toys,” you :
can probably expect the game to be somewhat like the other Army Men games: 3
there will be a lot of battles with toys and you’ll be required to shoot at the

NneRLIVE 2001

jew by m. puceini - dev/pul: ea « avall: winter

prev,

[ | The reason why this isn’t in the sports section is because this playable
preview version literally arrived on the last day of working on this issue

==

~ and, with the sports section
already done, | absolutely had to find
space for it somewhere.

The first thing immediately notice-
able is the look of the game, which is
quite impressive. The character mod-
els, with nearly perfect player faces,
are so clean and the animations so
plentiful, once you play it, you’ll
never play the PS version again.

The second thing worth mention-
ing is that the NBA Live engine now
includes a small, dual status meter
under the players that indicates
turbo level and stamina level.

The control and gameplay are clas-
sic NBA Live fare—great news for
NBA Live purists like myself. At this
point, the Al seems to be a bit tighter
—both on offense and defense—and
the overall presentation looks
superb. And with new moves, like a
drop step and an up-and-under
move, NBA Live 2001 for PS2 looks
like it is going to have an excellent
rookie year. GR

ARIMY ITEN FIIR FITTFICH 2

view by b. fiechter » dev/puh: 3do - avail: winter

General Plastro has been traveling to
Our World in search of plastic to feed his
troop factories. As hero of the good guys,
your Army Men are deployed via helicopter to
hopefully complete the 25 missions needed for
total annihilation of the enemy. If you’ve played Air
Attack, you can look forward to the many new

... additions to this PlaySta-

: tion 2 sequel. The game’s
¢ bigger, offering exclusive levels like the Miniature Golf
¢ Course and Big Brother’s Room, and the Al is being
. enhanced for much more involving play. And to give the tiny
world a more convincing sense of presence, physical forces
: such as wind, gravity and fans will manipulate your heli-

www.gamersrepublic.com
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007 RACING

preview by b. fiechter = dey/pub: ea = avail: january

If you haven’t had a chance to order your own $125K BMW Z8 rocket
Q ship, the PlayStation 2 rendering will have to do for now. In 007 Racing, you
~ get to drive BMW’s latest, as well as other Bond cars, equipped with gad-
gets and weapons like in the movies. Your mission is to drive without regard to
safety, destroying everything in your path, and if you feel responsible, you can
employ more skillful maneuvering to fulfill your mission objectives. Inspired by
Bond locations, exotic cities and
countrysides will include Mote Carlo
and New York. GR

PDEVIL mAY CRY

preview by b. fiechter = dev/puli: capcom = avail: 2001

| Produced by Shinji Mikami, the creator of the
| extraordinary Resident Evil and Dino Crisis
~ games, Devil May Cry continues the macabre
visions of the original master of video-game horror. At
the center of the abyss is a sword carrying, gun-wield-
ing half demon, half man, a bringer of peace who
thrives on the power
of the underworld. His
mission is to investi-
gate spiritual unrest
and demon posses-
sions, released on the
world during what is
known as the Dark
Raid. GR
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WARRIORS OF MIGHT ANPD ITIFIGIC

preview by m. hobbs « dev/puli: 3do = avail: fall

] 3Do’ Warriors of Might and Magic for the PS2 continues to make progress,
= the latest build highlighting the game’s large environments and focus on
= close range combat. But there is still much work to be done in getting the
frame rate up and refining the collision

detection and control, but the basic
framework is in place for this 3D adven-
ture, which, according to 3DO, uses 16-
20 times the amount of polygons as the
PlayStation game. Other graphical
touches include anti-aliasing, mip-map-
ping, and real-time shadows, bringing
the proper next generation sheen to the
title. But let’s just hope this game turns
out better than some of 3D0’s other
releases. GR
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SEGA STRIHES BACIH

PROVING THAT THEY’RE ONLY JUST GETTING STARTED, SEGA PULLED OUT A BUNCH OF SURPRISES AT THEIR EXECUTIVE
s
GAMES SUMMIT. AFTER A GREAT 2000, NEXT YEAR PROMISES TO BE EVEN BETTER. SEGA’S ON A MAJOR ROLL.
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his past year has been extremely crucial for Sega and they’ve
Tcome through in flying blue. But with the introduction of the
PlayStation 2 and forthcoming systems from Nintendo and Microsoft
generating excitement, Sega needs to cement their newfound roots
and give their growing user base even more reason to stay true to
Sega blue, before these potential storms cloud up their blue sky.

In an effort to reinforce the Dreamcast brand and its evolving tech-
nology, Sega held an Executive Games Summit in San Francisco,
where they announced plans that would forcefully carry them and the
Dreamcast through the next two years. But make no mistake: the life
of the system will stretch well beyond 2002, as the information during
the presentations made perfectly clear.

The first bit of good news is that sequels for many of Sega's exclu-
sive titles are already in the works. Games like Crazy Taxi, Virtua Ten-
nis (with the women’s draw!), Jet Grind Radio, Samba de Amigo and
Sonic Adventure are all returning in 2001, each greatly enhanced for
the next Dreamcast evolution. On top of these favorites returning for
another spin, Sega also unveiled a wide selection of original titles,
two of which we reported on back in our July '99 issue when we spoke
with Visual Concept's Greg Thomas. These two games, Floigan Broth-
ers and Ooga Booga, are taking video games in a new direction. Ooga
Booga will be the first action adventure game to run in parallel with
Sega.Net, while Floigan Brothers will be the first episodic video game,
with new episodes becoming available much like a comic book series
via Sega.net.

These innovative titles were promptly backed by demonstrations of
a new Dreamcast technology, ready and running on the Sega.Net
servers. Dubbed "Dreamcall," the technology allows for users to plug
in their Dreamcast microphones and communicate with opponents
during an online game. The first game to incorporate this is Alien
Front, and it will not only connect user audio from one DC to another,
but will also allow DC users to challenge and trash talk users in the
arcades. Imagine being dropped into a virtual New York City with
seven other cabs talking trash in Crazy Taxi 2, or shredding the streets
of Tokyoto with a slew of other skaters, knocking the paint cans out of
rivals hands, or teaming up to cover more ground. The possibilities
are staggering. The ability to hear and speak with other players
throughout the network adds a whole new dimension to the fun and
excitement of online gameplay. Sega is pioneering the online arena in
a big way, paving the way for online gaming to transcend its current
state.

While standard phones or cell phones are unable to dial in to call a
DC, the Dreamcast can call traditional telephones at a reasonable
rate. Even better, DC users can call other Dreamcast units for
absolutely no charge, outside the monthly Sega.net rate. The inter-
face is quite easy to navigate and the sound quality is sharp and
unbroken. Best of all, the technology allows for constant two-way
communication, like a real phone and not a CB radio.
ks;Sega also spoke about partnering with companies
such as Motorola and having wireless connectivity with devices devel-
oped by several companies. This segued into speculation about the
evolution of the Dreamcast unit itself. Apparently, Sega plans to
reconfigure the guts of the DC and institute updated technology. Sega
was vague but made representations that the system would evolve in
its multimedia capabilities. What technology might be added is still all
speculation, though we're sure many of you already have ideas.
Either way, Sega has shown that they have no intention of standing
still, but rather will grow and expand intelligently with the times,

building a new Sega for a new Millennium. It's not about who's
er one; it's about their customers and how to service
them better. For our money, that is what makes a

? Hey, | want to get to the mailkox. § Well, natch. You're a genilis
otta things | don't ki

FLOIGAN Brothers
From the creators of NFL 2K and NBA 2K series comes Floigan Brothers,
an adventure game that relies on humor, puzzle solving and complex
character interaction for its effect. Set in a junkyard, the game places
you in the shoes of Moigal and Hoigal. These brothers are being run off
their home by a developer who wants to tap the oil that flows under-
neath the junkyard. The brains of the bunch, Hoigal must be controlled
throughout the game to teach Moigal how to overcome obstacles,
allowing him to evolve in his abilities. The gameplay is unique, but the
big leap is the episodical presentation: new levels can be downloaded
periodically in an effort to give the game an ever-evolving feeling.

ALIENFRONT

Sometime in the future, the Earth is being invaded by the Triclops, a bel-
ligerent alien race. War is waged in combat vehicles called bio-mechs.
Two-leg walkers, four-leg spiders or anti-gravity hovercraft can be com-
manded, armed with a typical arsenal of death stuff like missiles,
grenades, and flames. [n addition to destroying the opposition online —
you can even compete against arcade users—you can talk trash or feed
your teammembers information with real-time in-game voice.

www.gamersrepublic.com



HERDHUNTER
Footage of the action-adventure-racing game Headhunter has

been floating around since E3 back in May, but Sega is finally reveal-
ing the true nature of this exciting game. As a Headhunter, a motorcy-
cle-riding bounty hunter in the not-so-distant future, it's your job to
enforce the peace and take down the lawless. Exploring the environ-
ments either on foot or on two wheels, you'll take part in what Sega
says will be an episodic adventure complete with Hollywood-like cine-
matic storytelling. Yet Headhunter will also incorporate racing elements
as you can race up to seven opponents online! How it all comes togeth-
er should be interesting, but if these screens are any indication, Head-
hunter has tremendous potential.

BLACKH ANDO WHITE

Following in the footsteps of classics like Populous, Black and White
is an online strategy title that puts you in the role of an all-powerful god.
From the heavens, it's your duty to guide your people, and it's up to you
how you'll punish or protect them—be it for good or for evil. How you
behave will determine the game's appearance: being a good god will
result in a lush, happy landscape where you can manifest as a cuddly |
creature, while being an evil god will twist the world into a dark night-
mare where you'll appear as a freakish monster. Players can even bat-
tle the gods of other tribes, with civilizations based on real ancient cul-
tures.

PHANTASY STAR ONLUNe

Yuji Naka and Sonic Team, which contains a handful of the original
Phantasy Star creators, are putting the finishing touches on Phantasy
Star Online, and the latest of what we've seen almost makes us forget
it's been more than seven years since the last offering in Sega's classic
RPG series. The look of the game is certainly not in question, but what
about the online components? And will the single-player experience be
pure and satisfying? So virginal is the exploration of online territory
that clear answers probably won't arrive until the final game is in our
hands in February.
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Pictured above: HeadHunter (A-D) lets you go all Hollywood playing a bounty hunter who likes to race bikes and kick ass,
Knight Rider meets Miami Vice. Next up (E,F) Black and White is set to knock creation-based gaming online on its ear and
these shots, we're afraid, just don’t do it justice. And lastly (G-J), PSO will change your life forever.

company number one. At the end of the two-day summit, we walked
away with a brand new respect for the state of gaming and Sega. We
were amazed at how much innovation is going on at Sega. The amount
of information we are not yet allowed to report on is even more exciting
than what we've revealed so far. At the risk of having a contract put out

www.gamersrepublic.com

on us, all we can say is you ain't seen nuthin' yet. Chances are, if you
can imagine it, Sega is doing it. Be sure that 2001 will be an incredible
tug-of-war for your consumer dollars. And if you decide to spend your
money on Sega, we’re confident you won’t be disappointed.




sega games

DAYTONA USHA: NETWORINH RACING

So it’s not the conversion of Daytona 2 that many were hoping for or expecting, but we should
be thankful that a Daytona has finally found its way to the Dreamcast, especially one with net-
work capabilities. The aptly named Daytona USA: Network Racing allows up to four players to
compete against each other online. Ten circuits will be available for racing, including three from
the original Daytona, two from Championship Edition, and five completely new courses for the
Dreamcast. Graphically, expect the best looking home version of Daytona yet, though how it
compares to the Model 3 Daytona 2 remains to be seen. At the very least we should get a pop-
up free view of the famous Sonic mountain. '

“jseouleal(]

o 18 WIHEELER ;
KEYWEST i [/ N S e ! It’s always interesting how the Japanese can go after such a uniquely American institution as
{%27 e e e ¥©  the 18 wheeler with such gusto. But that’s just what they’ve done in 18 Wheeler: American Pro
2 Trucker, the Dreamcast version of the very amusing arcade original. With its catchy blend of
truck stop charm and fast, arcade bred gameplay, 18 Wheeler is almost impossible to play with-
out a smile on your face. Your goal is to deliver cargo to a destination before your rival by any
means necessatry, using techniques like drafting other vehicles to boost your speed. And best
of all, you will be able to play 18 Wheeler online against a friend.

084w,

AGARTIHA

One of the most delightfully imaginative games in a long time, Toy Commander was the first
Dreamcast effort from No Cliché, and now the talented Sega-owned developer is plunging into
dark territory with the adventure-horror game Agartha. No Cliché is investing a tremendous
effort into cultivating a rich and disturbing atmosphere, supported by a supremely interesting
setting: In a tiny village in Romania, a city known as Agartha is discovered, a gateway to the
underworld. You'll actually be able to choose between saving the pure of heart or aiding the
demonic spirits. And devilishly commanding control is given to the main character, granting him
freedom to kill anyone he chooses.

OUTTRIGGER

There is an alternative to Quake [Il Arena and Unreal Tournament for online shooting action.
Sega’s Outtrigger combines the speed and intensity of these games with smaller, more chaotic
levels and even the option of playing in a third-person mode. Consider it a Japanese interpre-
tation of the American FPS.

As with other SegaNet enabled games, up to four players can compete online, and you'll be
able to enter chat rooms for further pontification on the finer points of blowing each other up.
And in a nod to the PC games which inspired it, Outtrigger will support the Dreamcast mouse.
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Sonic ADVENTURE 2

Okay, here’s what we know about Sonic Adventure 2 so far. First, no bugs. SA2 will be a clean,
mean, Sonic machine. Yuji Naka’s had infinitely more time on this one, so fasten your seat belts
and put your tray tables forward. The A-life Chaos will take on new life online, Sonic and Knuck-
les will be the main characters and SA2 will have gameplay more reminiscent of the 2D games.
Sonic has a new move, too: he can grind on rails, Jet Grind style. The game is also said to be
darker, taking on a more sinister ambience like in Sonic CD. The new dark Sonic pictured above
(looks like a mecha Sonic skin job) will obviously play a key role in that respect. But whose side
is he on? The story will unfold in real-time cinemas
when we find out.
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e most infernal arcade racer ever now runs online. Al the |
hellish tracks, tricked out cars, and shady side bets from the original Speed Devils
return — plus 11 new cars, and 21 new ways to put your hard-earned cash, car,

‘and street rep on the line. Hey, leave the "legal” sports for those cornfed boys down

the street. Segalet just got itself a red light district.
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GAMES REVIEWED i
THIS ISSUE | .

DoMEsTic REVIEWS v
102 DALMATIONS DC D-
BANJO-TOOIE N64 B
BLADE PS C+
BuUGSs AND TAZ PS B-
CANNON SPIKE DC B-
CHICKEN RUN DC C+
DINOSAUR DC Cc+
DonNALD Duck GQ ps2 B+
DonaLp Duck GQ Dc C+
DRIVER 2 PS B-
DucATi ps B-
THE GRINCH DC F
KING OF FIGHTERS Evo. bc B
KING OF FIGHTERS ‘99 PS B
Kiss: PsycHo CIRcUS DC B
LUNAR 2 PS A-
MAX STEEL DC B+
MICKEY’S SPEEDWAY N64 C
Moro RACER WT ps B
Ms. Pac-Man bc B
RAYCRISIS PS B-
RAZOR Ps B
SILENT SCOPE DC B-
SKIES OF ARCADIA DC A
SONIC SHUFFLE DC C-
SUPER BusT-A-MoveE ps2 B
SURF ROCKET RACERS DC B-
TomB RAIDER CHRONICLES PS B-
ToP GEAR DAREDEVIL PS2 C+
TYPING OF THE DEAD DC B

IMPORT REVIEWS

FiST OF THE NORTHSTAR PS B+

SPoRrTs REVIEWS , : j i
FiFA 2001 ps2 B+ o e o P O R i N G s g 1 T 0 S 90 R s
HBO BoxinG Ps C+ B

Knockout KINGs 2001 ps B - S
MARCH MADNESS 2001 ps B
PS PRO BEACH VBALL PS B-
Q-BALL PS2 B
READY2RUMBLE 2 PS C-
XTREME SPORTS DC B

Skies of
Arcadia

HANDHELD REVIEWS

BATMAN BEYOND GBC C
DAVE MIRRA BMX 6Bc B-
DISNEY’S ALADDIN GBC C+
Donkey KoNG COUNTRY GBc A
EMPEROR’S NEw GROOVE GBC F
INSPECTOR GADGET GBC C+
JUNGLE BOoOK GBC B
POWERPUFF GIRLS GBC F
X-MEN GBC D-

Sega’s special brand of role-playing
has returned. Skies of Arcadia succeeds
on every level—story, soundtrack, char-
acter design, and gameplay.
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GOy QUARCIHERS

BY DAVE IH

vensan

Disney’s most successful videa-game personality sails again.

t’s been awhile since a Disney franchise got
the red-carpet treatment we grew so accus-
tomed to back in the day, when Dave Perry.
and.co. sat at Virgin Interactive” dispensing
memorable platformers: like they were hot
pretzels. Since,-Disney’s standards have
dropped a bit, hitting. an all-time

an abysmal kart racer- that would
have been better off if it never got

platformer in a relatively short

ime. While the N64 and

ions rode on the Tonic
Trouble/Rayman engine, | don't know
where Ubi came up with a sohd PS2 engme

an impressive debut.

The PS2 game, while snmllar to the ndenttcal
intendo 64 versions in terms

| Bandicoot with a duck), is a completely differ-
| ent game. Although still on rails, the levels are

wider and feel more open, the architecture is
at times stunning, and the difficulty has been
turned way up, taking into account the PS2’s
older and more seasoned user base. The
result is a twitch gaming tour de force— —plat-

| forming-by-the-numbers at its best—com-

plete with a double jump that’ll hearken you

| back to the days of 16-bit. Floating and/or dis-

| appearing ptatfgrrns,:timi

W SUPERB RNIMATION

B GO0RGEOUS ENVIRONMENTS—GRERT LIGHTING

stints, mad chas-

es, and pattern-based bosses abound.
ame’ s overall structu

(|n fact, | can’t figure out why they opted for
the kids’ version instead on DC), the Donald

If you're in the market for a solid action-
platformer, thls ones kind of ano- bramer: the

trght the “graphlcs are gorgeous and its
brought to us by one of the most beloved
teams in the industry. GR

W PINPOINT RCCURARTE CONTROLS

IT°S T00 DARMAN SHORT!

IF THIS GAME WAS TWICE AS LONG, I’D BE IN PLATFORMING HEAVEN. | DON’T KNOW HOW
I'D GET THERE FROM SHOOTER HEAVEN, BUT I’M SURE I’D FIND IT.
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EVOLUTIO

SNK lives on as the world's most /egendary fighters once again

NK may be gone in the U.S., but King of Fighters,

thankfully, is living on thanks to Agetec. Superior in
every way to the PlayStation version—or heck, even
the arcade version—King of Fighters Evolution (based
on KOF '99) takes the ever-popular team battle system
and adds new characters, enhanced graphics, and even
a fourth man to each team to deliver another strategic,
action-packed, fun fighting experience.

As always, KOF's biggest strength is that it takes all
of the greatest SNK fighters and tosses them into one
game. Faves like Terry, Andy, Mai, Ryo, Robert, Yuri,
Choi, Chang, Ralf, Clark and, of course, lori and Kyo are
all back, and new characters like K' (a character that
fights suspiciously like Kyo), Bao (a gender-bending
kid), and Jhun (northern kung fu artist extraordinaire)
have been added, for a total of 33 warriors. Though the
gameplay hasn't changed much from previous KOFs,
teams are now comprised of four fighters each: three
combatants and a "striker" who can be called in a lim-
ited number of times for assists. New to the DC version
are several exclusive strikers, including two all new
characters, Vanessa and Seth, plus MIA combatants
like Billy Kane and Goro Daimon.

Drawing upon the Dreamcast's strengths, KOF's
visuals have been given a nice upgrade. All the back-
grounds have been redone in 3D, and while they aren't

/

/

incredibly smooth, the effect of depth it adds is quite
nice. Little extra animation details, like exploding fire-
works, dripping rain, and planes flying past,
add a lot to game's visual appeal, and the
new carnival and clock tower stages are
truly spectacular. Unfortunately, the charac-
ter graphics haven't been enhanced (they
look severely 32-bit), but the animation is
still sweet and SNK's trademark wicked cool
design still shines through.

Fans of the King of Fighters series will no
doubt be pleased with this conversion. Evo-
lution has tons of characters, a great sound-
track, smooth, responsive controls, and it's
fun to play. The only real complaint is that
it's still essentially the same game that
we've been playing for years. But when
you've got a fighter as rock-solid as KOF,
does that matter? GR

$mnx)
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W /IEW FOUR-IMAN FIGHTING TERMS
B AWESOME 30 BRCKGROUNDS

SEWH

hax)

NED 6EO POCKET SUPPORT HAS BEEN REMOVED
¥ CHARACTER SPRITES LOOK DRTED

FANTASTIC BACKGROUNDS.

A soLID 2D FIGHTER FROM THE MASTERS AT SNK, ENHANCED WITH NEW STRIKERS AND B
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SURF ROCIHET

RACERS

BY IMNIHE IHOBBS
Fat/r years on and A/mlem/a s Wave Race 54 I8 stil the standar.

48 wkmn

his game’s biggest stumbling block is a four year old piece of Nintendo  the incredible wave physics that Nintendo created for Wave Race. But for

software called Wave Race 64. Without that seminal effort, CRI's Surf ~ whatever reason, it’s taken two years since the Dreamcast’s Japanese debut
Rocket Racers might be considered the best console jet ski game of all time.  before someone has attempted it (I completely discount Midway’s utterly

However, this has less to do with the quality of the game, though it’s fair-  pointless Hydro Thunder).
ly good, and more to do with the fact that no one has seriously attempted CRI (actually a part of CSK, Sega’s parent company) has taken up the
to make a jet ski racer on console (barring Vatical’s Sea-Doo on PS) since  mantle with Surf Rocket Racers, and as is often the case with CRI games, it’s
Wave Race 64. | imagined that many developers would have jumped at the  a solid, visually accomplished, professional effort that lacks that last touch
chance of using the Dreamcast’s processing superiority to further evolve  of design skill to make it truly memorable.

At the heart of Surf Rocket Racers’ ultimate failure, however, is
Wave Race 64. You can’t make a merely good game four years after a
brilliant game on a technically inferior system has set the standard.
It needs to be at least as good after such a span of time, and Surf
Rocket Racers is nowhere near Wave Race.

This gulf is most prominently manifested in SRR’s wave physics.
To be sure, they're the best attempted on Dreamcast, but compared
to that other game | keep mentioning, it’s a weak approximation. And
as | went back and played Wave Race to compare the two, | became
convinced that there is some kind of black magic at work in the way
that game feels, because you really get the sensation of riding waves
in a way that just shouldn’t be capable
on that hardware.

If you think I'm being unfair to this
game, keep in mind that the developers
: have had literally years to study Wave
Bss'r var B e I EST (! il Race, and could have come a little clos-

2 4B dx ] . | er than they did to capturing at least a

& ¢ : | morsel of that brilliance. | will say in
Surf Rocket Racers’ defense, however,
that it is a decent jet-ski game if you
have never in your life played Wave
Race 64. GR

LAP. TIME
1:1'16"6667
Pi A

n INTERESTING RND VARIED COURSE DESIGN RANNOYING TIME SYSTEM

n MICE-LOOKING GAME OVERALL WAVE PHYSICS CAN'T COPMPARE T0 WAVE RACE &4
B =

TAKEN IN ISOLATION, CRI’S SURF ROCKET RACERS WOULD PROBABLY SEEM BETTER AND
CERTAINLY MORE ORIGINAL THAN IT DOES GOING UP AGAINST A FOUR YEAR OLD N64 GAME.

www.gamersrepublic.com
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{Vysed :
You're @ good nan. Centine.
We're olad we could help you,

wly engulfing its patrons with some of
/er created. An event the Sega faithful
when the Saturn was introduced, it has

the feeling you're along for the ride—an ¢
ness to their struggle and what a'swee

perhaps the best I've encountered I'm not
_ wild about the sporadic exclamations the
characters verbalize to acc
~sentences, but all is forg(ven in
- this case.

www.gamersrepublic.com




£De Lo
Why? Wi
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One of Skies best features
is the character’s vivid
expressions, as you

can see above and
throughout these

pages.

ple-to-manage system ,ased on
ments that empower weapons. Ce

roundmgs, the idea and | up
best suited to take down that reglon ’s mhabltants col-
_ lecting moonberries that allow you to unlock special
moves in battle is key. In order to fully equip your party.
and outf‘ t them w&th the proper tools to deal with the

almost always discover weapons and armor
indigenous to the environment you're investi-

www.gamersrepublic.com

gating, along with the odd moonberry or expensive healing property. As
a rule of thumb, the straightest and quickest route to each boss usually
results in your quick demise. Nestled within each dungeon, Zelda-esque
puzzles provide pleasant distractions. Uninterrupted by battles, they add
diversity to the usual droll of the walk/fight element, and visually they
are snmply awe-inspiring. With the camera positioned to afford the maxi--

¢ mum view, they are truly fantastic to behold, and grow steadily bettera

enture unfolds. With save points at the beginning of each

"geon (and most importantly, just before each boss confrontation), in

your strategy or party isn’t quite up to snuff, you can re-equip and jump
back into battle in a snap. This is especially helpful in Skies’ innovative
and heavily strategic air battles, which require a certain level of patlence
and wit. -

vhat




dreamcast review

i
v

¥
It sounds like th a
We' Il never get re in time

W ONE OF THE BEST STORIES I'VE ENCOUNTERED W AIR BATILES! 6REAT MUSICI THE COOLEST CITIES EVER!

W HIGHLY EXPRESSIVE RND INTERESTING CHARACTERS

B EXCELLENT WRITING THROUGHOUT AAD... A PLOT TWISTI ‘
IEPUBLIC SEY SKIES IS EXCEEDED MY EXPECTATIONS. THE DEEPER | GOT, THE MORE | LOVED IT. IT’S LONG (\
c ~ £ L= d

BUT NEVER BORING, IS SIMPLY A MARVEL TO LOOK AT, AND THE STORY IS MOVIE QUALITY.
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DINOSAUR

BY DAVE HALVERSOIN

Titanic top-down action for the masses.

After playing the PlayStation version of Dinosaur, | didn’t hold out to
much hope for the Dreamcast version. An overhead action game
based on multi-tasking (and chatty) dinos, it seemed destined for the
PS-to-Dreamcast cloning machine. Much to my amazement, however,
Ubi Soft has actually taken the time to rig Dinosaur with some authen-
tic Dreamcast attributes. Dreamcast kids get three additional missions,
a real-time encyclopedia feature that allows them to catalog and then

fR282/262,

LR

BUT THE VISIBILITY'S 50 POOR,
HOW TO FIND THEIR TRACKS 7

W ONE OF THE FEW ACTION-PU2ZLE GRMES THIS YEAR
W LOTS OF DREARMCAST EXTRAS INCL: NEW LEVELS ETEXTURES

WWW.gamersrepublic.com

manipulate dinosaurs in 3D, high-resolution textures—including multi-
textured skin and environments—skin deformation technology, and
additional film clips from the asinine yet gorgeous feature film in which
very large dinosaurs speak like rich English folks.

Undoubtedly a tough story to convert into a game, the design actu-
ally makes sense in relation to the material. While not an overly frenet-
ic game by any stretch of the imagination, it’s user-friendly enough to
appeal to its core audience (which is mainly
younger kids) and the odd Disney fan who must
consume everything the magic kingdom churns
out. Ubi has successfully integrated all of the
characters who shared screen time into the
adventure: Aladar the Iguanadon, Zini the
Lemur, Flia the Pteranodon and all of the slack-
er dinos who couldn’t keep up the pace. They
must help each other in each movie-derived
level, carrying out tasks until they all (along
with any stragglers) reach safety. Along the way
each character levels up RPG style, adding a

CONTINUED ON PAGE 124 >
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THE VOICES RRE PRETTY RANOYING
FRAME RATE IS A 8IT UNRULY

NOT WHAT I’D CALL AN IDEAL TOP-DOWN ADVENTURE, BUT DINOSAUR HAS MORE GOOD
POINTS THAN BAD WITH A STRONG EMPHASIS ON TEAM PLAY. IF ONLY IT RAN SMOOTHE|

C:
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COnSIant draw-in was A
| reatity. Mow, things are a bit B
| ate rendered as wite frames, g
| enhanced view of the suro
| sadily o substitute for a deep d
| hope the final version of the game
present in this eady copy. Bot with
the new eagine 7, in all lairess, being
more heavily, We shall see...
Due for relesse this junte, G-Police Weapans of J8

1 HUDRas been

centrate on b
Abig o

Get out your Nano Probes and Transphasik Gb;neralor&

e live in a strange world. Mattel's Max Steel
Covert Missions, based on the CG-rendered Sat-
urday morning toon on the Kids WB—check your local
listings—gets the red-carpet treatment, while the
Grinch, which is on track to gross well over 200 million
(and features a real actor) gets a shoddy pile of steam-
ing poo. Seeing as how | fill my TiVo
solely with South Park episodes and
Saturday morning TV, | couldn't be
happier. As for the Grinch—maybe

next time.

Mattel did two very smart things
when they set out to turn Max Steel
into a video game: they decided to
make it a dedicated Dreamcast game
instead of exploiting it over several
platforms, and commissioned Tre-
yarch and their willing Draconus

engine to build it—the combination of
which has culminated in one kick-ass

Dreamcast exclusive.

Picking up where they left off with their impressive
first Dreamcast effort, Draconus, Treyarch has added
quite a bit of polish to their engine. They remain the
texture kings (man, this game looks great). The control
and character animation have been refined, and the
gameplay benefits from a bevy of new play mechanics.
Max has all sorts of gizmos at his disposal—guns, self-
detonating mines, grenades, noisemakers, pulse zap-
pers; if it hurts Dread scum, Max can use it. He can also
perform a sideways roll, a back flip, perform several
kicks and punches, crawl through tight spaces, and
hoist himself up on any plateau he can reach. The only
thing Max doesn't have is a strafe. | guess when you're
the world’s only Nano-Tek-enhanced human, you don't
need one. Max’s turbo and stealth get him through
what the other stuff can't, but as any Max fan worth his
steel knows, they are limited. Through a bio link in
Max's skin, his confidant, Dr. Roberto (Berto) Martinez,
is in constant communique, cuing Max in on weapon

www.gamersrepublic.com




e
Treyarch is fast becoming known for their
detailed in-game models. The game benefits with
real-time cinemas that meld seamlessly into the
gameplay.

usage, and the shapely Rachel Leeds keeps Max
abreast (ahem) of each situation at hand.

As one would imagine, Max Steel is mission-
based and follows storylines based on a chain of
events revolving around N-TEK and its battle against
its arch nemesis, the evil Dread organization, and its
leaders, John Dread, Psycho, and L'etranger.
Although the gameplay is fairly straightforward,
with the requisite shooting, fighting, jumping,
climbing, timing maneuvers, stacking, taking out
security cams, etc., gobbling up the action, the
game is doused with enough exploration, puzzle
solving, switch throwing, and item-based events to
form a complete and very satisfying overall experi-
ence. The locales, like an underwater fortress laden
with outer elevators, high-tech factories, and moun-
tain strongholds, are spectacular, with architecture
that out-fi’s most big screen sci-fi, and the solid and
nicely designed in-game models (another Treyarch
staple) help drive it all home in high style. Max Steel
is one of the best-looking games on the Dreamcast,
period. Leaving nothing to chance, the music, and
especially the sound effects, are exceptional, too.
When a chain- link fence goes down, it sounds like
you're back in the school yard scaling the fence to
cut class. Treyarch has aso wisely included a diffi-
culty setting, a rarity these days with so much rush
development going on, so you can tailor a game to
your experience level. This is especially good for
Max's younger fan base.

‘Max's incredible graphics, great license, and
Johnny Quest-meets-Solid Snake theme will grab
you and the deep gameplay and well-designed and
-executed levels will keep you

glued to your chair. Max Steel is yet :
W EXTREMELY WELL THOUGHT OUT AND PUT TOGETHER ® MUSIC AND SOUND EFFECTS ARE EXCELLENT
another must-have Dreamcast [y N e 2] W STRONG CHARACTERS AND STORY FROM THE TV SHOW

exclusive. GR
THIS ONE IS A NO-BRAINER. IF YOU OWN A DREAMCAST AND LIKE MISSI SED ACTION-
ADVENTURE, THEN YOU SIMPLY MUST PLAY MAX STEEL.

B SR
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efore the introduction of the Dreamcast, the last mood-inducing
B FPS I'd encountered was Doom Il on the PlayStation. It was just
about that time | began to become enamored with the breed which, as
_ fate would have it, would soon be reduced to a series of lifeless frag-
/ests devoid of story, puzzle elements, ambience and everything that

made the genre thrive. While I'm not the biggest fan of first-person

shooters, these days Maken X and now Kiss Psycho Circus: The Night-

>mare Child have begun to rekindle my interests. Based on characters

from the Todd McFarlane comic books, Psycho Circus is much like Doom

and the original Quake, fraught with switches and hidden walls, evil and

diabolical overtones achieved through music and character design,

highly Goth landscapes, and a truly wicked assortment of weaponry.

53 Where it rises above the norm is in the area of character development

£ and play mechanics, although it doesn't take much to innovate here,
because these games rarely have any to speak of anyway.

Each world begins with its subject, a mere mortal patterned after a
member of Kiss. As you roam each nightmare, you need to assemble the
Elder’s Armor, transforming your mortal alter ego into a sort of demigod
by dawning the gauntlets, boots, vest, plate and mask hidden through-

W JARK. 6OTHIC LOCALES SET THE Mooo

B EXPLORARTION AND PUZZLE ELEMENTS ARE EXECUTED WIELL

they will form into one to battle the Nightmare King. Besides the
usual— dark layered scrolling skies, minions of evil monsters, puzzle
solving and platforming—Psycho Circus includes the use of a whip
(Kisslevanial) that adds a great dynamic to the game and plays host to
an array of extremely clever, usually disturbing overlords and bosses,
not to mention some truly unforgettable architecture and level design.
As for the essentials, clipping is kept to a bare minimum and, although
the frame rate does chug when displaying an ungodly amount of ene-
mies and structures, it maintains a smooth 30 most of the time. There
are a few bugs creeping about as well, but nothing to go all psycho over.
And while some are miffed by the lack of online compatibility, | welcome
its absence; a game should be one or the other so that neither suffers.

Psycho Circus picks up where games like Doom and Quake left off,
bringing with it a dark comic-book universe, unique character designs,
and great playability—for one player. The real crime is that Take 2 never
released Dreamcast versions for preview or review to the press. This
review comes months after the game's release and | had to buy it (imag*

inel). GR W/

W 5000 CONTROL RANO FITTING SCORE
W/ WANNAR PLAY AS GENE ¢ LAY DOWN SOME TONGUE ACTION

HEAD BANGERS DON'T GET OLDER, THEY JUST GET RICHER. WHAT’S NEXT, KISS CoLA? WHAT
AM | SAYING, | KNOW BLACK DIAMONDS BY HEART. COLD Gi
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BY CHRIS IHOFFIMAM

Dark and edgy, Ma;m/’s shayp superhera comes to PlayStation,

lade, in many regards, seems very inspjired.

Running through blood-splattered hallways,
lined with corpses and illuminated only by the
dimmest torch flicker; fearing for your life fas a
12-foot tall beast-like monstrosity bursts
through a brick wall and uses its decaying yet
razor-sharp claws to slice through flesh; jump-
ing with surprise as a vampiric assassin emerges
from an unseen crevice—all are moments where
you'll realize that the team behind Blade fook
great care to recreate the character’'s cpmic
book-inspired dark surroundings and decidedly
horrific atmosphere. The environments, de$pite
their shadow-drenched nature, are detailed and
well-constructed, with realistic textures of g sin- — - ]
& . s ¢ | Oh yeah. T just remembered I'm supposed to
ister cityscape peeking out from the glooip as - i |\ wox your worthless ass.
well as they can in any PS game. The main ¢har- e
acter is well-modeled, and unsettling musidand
quality voice acting further set the stagg for
undead thrills.

However, despite this chilling setup, Blade
fails to make the cut as a solid action-adventure. ! LA
Simply put, the gameplay is uninteresting. |Play Pl : 1 1
is basically limited to killing enemies and olv- \ ¥i o ﬁl‘rf}
ing simple puzzles (get key, hit switch). The lev- :
els are long and quite challenging, but there's  tem s frustrating: you can only use a save point
really little of interest to do, and the slice-shoot  once. The addition of a look button and assign-
action is devoid of advanced techniques. Blade  ment of the strafing keys to the shoulder trig-
can't even use some of the most basic adventur-  gers would have helped immensely, too.
ing moves, like pulling himself up on ledges. To The result is a game that's atmospheric but
make matters worse, the engine is riddled jwith  strictly average when it comes to gameplay. If
numerous annoying flaws. The frame rafe is  you got into games like Nightmare Creatures 2,
choppy at times, the shift from behind-the-back  then you'll want to give Blade a try, but other-
to a fixed overhead camera is discomforting, the  wise it might not be worth taking a stab at. GR
inventory is way too limited, and the save|sys-

Blade

TEDIOUS. REPETITIVE GRMEPLAY
THE CHARACTERS SURE DON'T HAVE MANY MOVES
A LITTLE MORE CONTROL AND A LOT MORE VARIETY WOULD HAVE HELPED MAKE THE PLAY

:Iﬂ:} '/,:I.[*_f: L'.F AS GOOD AS THE ATMOSPHERE. AND WHERE THE HELL'S WESLEY SNIPES?

3 k > .
ha e . 3 U www.gamersrepublic.com
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LUNAR 2

ETERMNAL BLUE COIMPLETE

BY CHRIS HOFFITIANM

hen Lunar: Eternal Blue first hit the
Sega CD back in 1995, it left RPG fans
spellbound. Sweeping players into the fan-
tastic world of Lunar for the second time,
Eternal Blue was a game that managed to
be both epic and endearing, dramatic
and lighthearted, stirring with its visu-
als as well as its gameplay. Now the
classic is back on PlayStation as Lunar
2: Eternal Blue Complete, and this
gnfo‘rgettable RPG experience is ready
to imesmerize fans of the original and
legions of new gamers with its charm,
humor, and fantastic presentation.

At the heart of Lunar 2's appeal are its
characters. Hiro, the star of the game, is an
adventurous young man whose life is forev-
__er changed when he encounters Lucia, the

beautiful and enigmatic girl who has come
from the Blue Star. Captivated by Lucia's
radiance, Hiro eagerly agrees to help her on
her mission to find Althena, the goddess of
Lunar. Accompanied by Hiro's smart-aleck
sidekick, a flying pink kitty named Ruby, the
two encounter some of the most memo-
rable characters ever found in an RPG: Ron-

far, the priest turned gambler; Jean, a

dancer with a troubled past; Lemina, a
magician whose greedy ways conceal
her kind heart; and White Knight Leo

of Althena's Guard, the most
noble character ever created
for a video game.

www.gamersrepublic.com
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1000 years after Dragonmaster Alex defeated the Magic Emperar, a new threat emerges

The grand adventure takes Hiro, Lucia
and their companions from one end of
the Silver Star to the other, from desert
ruins to haunted houses to snowy peaks
and maybe a bathing hole or two. The
journey even takes the heroes to locales
from Lunar: Silver Star Story, complete
with characters that are guaranteed to
leave a warm, fuzzy feeling for fans of the
original. Challenges come from not only
wild monsters and Althena's Guard,
which believes Lucia to be a force of
destruction, but also from the charac-
ters' personal tribulations. Seeing Lucia
evolve from a naive outsider to a com-
passionate individual, watching Ronfar
face the fears of his past, and struggling
with Leo as his senses of duty and justice
collide draws players in and evokes emo-

tion like only the best RPGs are able to.

Complimenting the magical story are
the rich hand-drawn visuals. Those who
don't appreciate the beautiful majesty of
2D graphics may scoff at the old-school
appearance of Lunar 2, but the detailed,
brilliantly colorful characters and back-
grounds are both pleasant and charming.
Even better are the excellent anime
cutscenes. Much like in Lunar: SSS, the
game's key moments are rendered as
glorious animation that combines tradi-
tional cel art with nice CG. Though you'll
notice the compression and pixel crawl,
you'll still long for more.

Musically, Lunar 2 is a treat. Generally
upbeat and whimsical, the tunes are
catchy enough to keep you humming (or
singing, in the case of the great ending
songs) well after you've turned off your
PlayStation. Top-notch voice acting and
sound effects also soothe the ears.
Lucia's mysterious, innocent nature is
captured especially well, and the way her
voice sounds more human as she devel-
ops as a character is a nice touch. Hiro
and Leo, with their voices sounding
appropriately adventurous and heroic,
respectively, are all also notably good.
Borgan and Lunn are a bit cheesy, and a

As the above screenshots show, the PlayStation
version (right) of Lunar: Eternal Blue is far more
rich and vibrant than the Sega CD original (left).
It’s amazing how much has been enhanced, but
surprising how things have been cut—the most
notable being when Hiro is nearly terminated
and then revived thanks to the magical powers
of the Blue Spire (left), a scene only on Sega CD.

www.gamersrepublic.com
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few of the cries in battle are extremely
strange ("Let's kick it up a notch!" and
"Taste my refreshment!" for example),

but at least you can turn those off.
For those long-time Lunar fans who
have been with the series since the Sega
CD days, the question is, "How does it
stack up with the original?" Surprisingly it's
not as clear-cut as you'd expect. The PS ver-
sion is enhanced in many ways: the pay-per-
save and magic upgrade system are gone,
the writing is perfected, the inventory
system is enhanced, random battles have
been replaced by visible enemies, and an
awesome crest system for augmenting char-
acters' abilities adds loads of depth to
gameplay. The severe difficulty has also been
tweaked to near perfection—but at a price. The phe-
nomenal dungeon design that was so good on the
Sega CD has been sacrificed in favor of making the
game more
user-friendly,
and while

Speed 178
Wisdom 1553155

| [{Macet 1723172
‘ 18> 181¢
7> 17}

newcomers won't
notice, diehards will
miss the perfectly
crafted mazes of the
ice caves, the dragon
lairs, and especially
the final dungeon. A
few story elements
have | even been
removed, making this
version less Complete
than you'd expect.

However, | can't complain about the numerous
enhancements made over the Japanese version of
Lunar 2. You can now store up to 30 save files on
one memory card (compared to three in Japan), the
video resolution of the animated scenes has been
improved, extra vocal sequences have been put in,
and annoying music slowdown has been removed,
for instance. Having played through the Japanese
version, believe me when | say that little touches
like this make all the difference.

I'm still undecided whether Lunar 2: Eternal Blue
Complete is better than the Sega CD original,
whether the gorgeous cutscenes, new play ele-
ments and enhanced sensory experience make up
for the easier dungeons and streamlined story. But
I'm positive that Lunar 2 is a fantastic game either
way. The gameplay, story, music, characters and
visuals come together in a game that can only be
described as a magical RPG (and Working Designs'
awesome packaging and extra goodies don't hurt
either). If you missed Lunar 2 the first time around,
don't let it happen again. GR

CREST QUEST

| The big géhéaigy innovation in Llj‘ﬁrér;:wE»te‘fnalWBlue C'i)'mbletewi-sr
the new crest system for granting or enhancing ablities. By equip-

ping certain combinations
you can unlock even
greater powers. Try the
Healing Crest with Magic
Eye to absorb enemy HP,
Warrior Crest® with Mind
Crest for attack +30 (but
low speed), or Shiro Crest
and Chiro Crest to get a
range of 200!

e

| PLAYED THE SEGA CD VERSION, THE JAPANESE VERSION, WROTE THE PREVIEW AND THE
REVIEW AND YOU KNOW WHAT? | STILL LOVE TO PLAY THIS GAME.

B FANTASTIC STORY WITH UNFORGETABLE CHARACTERS B THE ENDING WILL 8RING A TEARR TO YOUR EYE
W ANIME CUTSCENES PUNCTURTE THE AOVENTURE S0ME ELEMENTS MISSING COMPRRED TO SEGR CO VERSION
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TOIMB RFIDER

-,R Dn’CLE BY BRADY FIECHTER

And once again, Miss Croft jumps and climbs and shoots and raids

high-tech Lara cloaked in black, skin-tight spy
gear sneaking through a sterile high-rise.

As strained as this engine has become on
PlayStation, the look of the game is still widely
engrossing, relying on compelling settings and
atmospheric lighting for great effect. Outdoor
areas tend to show the biggest visual holes; the
angular Tomb Raider visual aesthetic still lingers.
But as every good Tomb Raider fan can attest,
the sense of mystery and subdued tone is so
strong that even the most clunky design seems
to come alive.

Here’s the deal: Tomb Raider Chronicles is not
for the anti-Lara Croft crowd, and it's practically a
quarter the size of the last adventure, and it’s
more of the same. Which is just good enough for
this Tomb Raider fan. GR

his may be the fatigued Lara Croft’s fifth
Tadventure in five years, but there’s just
enough life left in her to keep the Tomb Raider
spirit flowing. Something about this series still
manages to crawl under my skin—that engross-
ing sense of adventure and reliance on sprawling
exploration and subdued mystery. All it takes is
the airy seduction of the opening theme music to
spark my enthusiasm for yet another search for
some mystical artifact in some exotic locale.
Opening the story of Tomb Raider Chronicles is
a superbly produced CG sequence that leads to
acquaintances of Lara discussing her presumed
death. Memories of Lara’s past are recalled, set-
ting up the first of four chapters that cover differ-
ent periods of her life. The first chapter takes
place in Rome; the second chapter in a Russian
nuclear submarine; the third chapter follows a
young Lara on her first adventure in a ghost-
infested Ireland; and the final chapter shows us a

W/ STILL LOVE THIS GAMEPLRY
W FANTASTIC C6. SUPERBLY VOICED

LESS COMPLEX THAN PAST GAMES IN THE SERIES, THIS LASTEST TOMB RAIDER IS FAMILIAR

m 8/6 0N ROVENTURE: ATMOSPHERE DOMINATES
w SLOPPY RAND UNDERDEVELOPED

[
BUT SATISFYING. THE FORMULA STILL WORKS.

www.gamersrepublic.com




playstation review page 72

e developer reflections

ORIVER 2

BY TOMSTRATTOINM

., It any game was 1o push the FlayStation hardware fo meltdoun,

river is easily one of the best games

the PlayStation library holds, and |
believe that it is the only adventure game
that uses cars to drive the story. I'm not
sure if that holds any importance in the
grand scheme of things, but its concept is
one that, if not executed with extreme
precision, could have resulted in disaster.
But with Driver, the opposite holds true,
so before | go on any longer, | should stop
to recommend placing it on your list of
games to pick up. And after playing the
sequel through to the end, despite its
flaws, | feel more than comfortable rec-
ommending Driver 2 as well.

What ultimately attracted me to the
game is the graphics—some cleverly
blended organic textures and high poly
models in not only the environments, but

e publisher infogrames e available now

<G>

also the vehicles. Add weather effects like
rain, complete with slick, reflecting roads,
and | was impressed. Now this apprecia-
tion comes with a bit of the realization
that | may be in the minority with my opin-
ion, and | would understand why.

Which is why it's important for me to
address some evident shortcomings.
Most important, the frame rate. At times
the game pauses for nearly a second—
bad enough that, when it happened the
first time, | was about to get up and press
reset. Soon | learned this will happen in
isolated areas where the system is trying
to display all the mayhem going on
onscreen while streaming certain portions
of the city. The average frame rate lies at
about 14 frames a second, with constant
flux and severe draw-in. Of course, these

www.gamersrepublic.com




problems are so detrimental to graphical
impact that they’ll probably disappoint
players, yet the game compelled me enough
to see what happened at the end.

A textbook story of an undercover cop
infiltrating the mob helps string together a
healthy amount of driving scenarios. Of
course, with these chase and be-chased sit-
uations comes the ability to slice, dice and
make a really nice movie of your pursuit
through the streets and save them to your
memory card. Not that you would do it
often, but | can assure that you will find the
desire to try it once, given a level where all
the variables work in your favor: run your
mission through playback and call the per-
fect cameras to catch a near miss, bait or
escape.

The learning curve for Driver 2 is peculiar,
to say the least. The level of difficulty over-
all is moderate, only because levels are
either a Sunday drive or a midtown rush.
Rival Al is flat out ridiculous, making it
inconceivable to avoid a head-on collision
or any collision at all, yet the passive envi-
ronment cars inhabiting each city perform
fairly random acts to help sculpt a new
experience each time you play. Mini-games
lead you to push your perception of what is

www.gamersrepublic.com

and isn't possible with your car, and the
two-player games enable an equally under-
standing friend to play video-game cops
and robbers.

Each car, truck and bus handles com-
pletely independent of the other—another
strong characteristic that kept me playing.
Sometimes | needed to depend on out-dri-
ving the rival cars or cops, while other times
| had enough horsepower to smoke them
out. The developers did a really good job
mixing things up, including the instances
where your character springs to action while
on foot.

Driver 2 already has extremely high pre-
sale numbers, and Reflection has delivered
a product that most should enjoy. GR

playstation review

W GREAT RCTION SEQUENCES w CRACKED FRAIME RATE
W STROM6 ART DIRECTION w TERRIBLE DRAW-IN AND POP-UP

PERHAPS A LITTLE TOO AMBITIOUS FOR THE HARDWARE.




pectacu ar rider animation, realistic terrain, and
Ssophnst(cated bike models are still rmssmg in
_ today’s motocross games, but these are limited only
by hardware. With the new era of consoles
approaching and game designers already having a
firm grasp on how these games should play, the
future looks,bnght for video games based on one of
thewqud’sk greatest speed thrills, professional

’wﬂl be sqré{y missed after an excellent showing last
| vear, both push the PlayStation to its limit. Let's
| begin with EA’s update of last year’s physics-heavy

e developer ea/funcom e publisher ea/tehq

Those looking for a more straightforward
Motocross game, or who prefer predominantly out-
door venues, will want to fly the new Championship
Motocross 2001 Starring Ricky Carmichael. While it
still feels more like an arcade game than a simula-
tion, refinements for 2001 include better balance,
career mode, much-improved rider animation and
cycle models, and more ear-bleeding alt rock than
you can Shake; b at. Perhaps the best new

Shift, and AXO; a deep
and riders; and Funco

your bike correct(y for each track 50

~ Wwelcome addition rather than

rcade- styie racer, RC 00

 freestyle. Tricks are.

to pull off, the repla
 respectable, and, if you
can’t find a pro to your lik-
ing, the game has a cool
create-a-rider feature. If
- supercross is your bag,
this is the complete pack-
age for 2001. Things tend
to fall apart when the
game ventures outdoors.
SC 2001’s sole detractor.

e available now
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FREESTYLE SCDDTEI'

.., BYDAVEIHAL VERSOIN
After you crack your head riding ane of these things, take Ia load off

azor scooters: whether they’re a passing fad or about to become as
R commonplace as the bicycle, they are popping out of China faster than
herb tea, and helping to fill up emergency rooms nationwide. It's no shock-
er that a video game would follow, but for one to arrive in such a timely
manner, development had to have started at least a year ago. Someone had
a pretty good idea of where this thing was going. Whomever’s premonition
Razor was, it's about to pay off, because not only is this game ultra-right-
on-time, it’s actually very good. In fact, | don’t know that it could have been
done any better. Shaba Games? Who are they?

Set up along the lines of the recent rash of skateboarding games, Razor
lets you choose from two manga-style little tykes, boy or girl, and have at a
check list of goals to open up subsequent levels. The back story—your

friends have been kidnapped by a crazy robot—serves as a

goal, but otherwise, Razor adheres to the formula, playing like

a scaled-down version of T-Hawk: the shoulder buttons trigger

spin with the modifiers on square and circle, and grinds on triangle.

The engine is especially good: the usual z-buffering trash is practically
nonexistent, the character models are solid and well-animated, and the
control, though a tad squirrely, is easy to grasp and tight overall. One thing@‘
I do find particularly out of place, though, is the music. Seeing as how Razor
will appeal mainly to kids as young as five, weighing it down with alt rock
seems a bit weird. Otherwise, Razor comes highly recommended—helmet
and pads optional. GR

B WOW. AN EXTREME SPORTS GAME WITH CHARACTER DESIGNS! | m IMPRESSIVE ENGINE. EXCELLENT POLYS FOR A PS GAIME
m EASY TO PLAY. TOUGH-TO-MASTER CONTROLS MUSIC DOESN'T FIT-HURTS MY EARS

www.gamersrepublic.com

RAZOR CAME OUT OF NOWHERE AND REALLY IMPRESSED ME. ASIDE FROM TONY HAWK, IT'S
THE BEST THING GOING ON SMALL URETHANE WHEELS.
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rJo-T100IE

. BY DAVE HALVERSOIN
With their drop-tead-gorgeous Banjo-Tooie, Rare gpts for more epic adventure,

[" Ill Ill

intendo’s sacred and most esteemed

first-party developer, Rare rules over the
Nintendo 64 like overlords, wielding their
own special brand of magic with uncanny
regularity. Year after year they make the con-
sole do things that only a select few can,
while delivering some of the most successful
software on the planet. Rare generally
makes two types of games: hard-core action
games like the SNES 2D Donkey Kong Coun-
try series; the legendary BattleToads; the
even more legendary Golden Eye; their
answer to Super Mario 64, Banjo Kazooie;
and Jet Force Gemini—my game of the year
for '99. More recently, Rare has begun pop-
ping out more kid-friendly adventures that
unfold in stunning story-book fashion, like
Donkey Kong 64 and Banjo-Tooie. Seeing as
how the majority of Nintendo's massive user
base are kids and teens, it's easy to see why
Rare's latest games have placed an empha-
sis more on exploration and tasks than the
precision platforming antics that made the
developers famous.

What am | so gently getting at? Although
| am one of Rare's biggest fans, I'm not
exactly wild about Banjo-Tooie, which as it
turns out feels more like a refined version of
Donkey Kong 64 than a true Banjo sequel. |

www.gamersrepublic.com
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like it a lot, | just don't love it.

The gist of the gameplay is as follows:
Gruntilda has been resurrected with one
slight problem—she's a skeleton, sans
organs, flesh, guts, the works. In order to lay
some skin on those rotten old bones, the
witches build a contraption that sucks the life
force out of whatever it's pointed at. Of
course, her first target is Banjo's house,
where Banjo, Kazooie, Mumbo Jumbo, and
Bottles are enjoying an innocent card game.
Feeling the tremor before the blast hits home
(literally), everyone hits the dirt—except for
Bottles, who is unfortunately killed in the
blast and reduced to a sad, floating specter
camped outside where the house once stood.
Seeking revenge for their burrowing buddy,
Banjo and Kazooie vow to stop Gruntilda once
and for all and set out to bury the bloated bag
one more time.

After a trip to Jiggywiggy's, where you'll
piece together a puzzle using your jiggies to
open up areas, it's off to Jamjar’s fox hole.
Jamjar not only teaches you techniques but
his burrows serve as warps to get from area
to area. Once you arrive at each gigantic
themed environment (all of which are visual
bliss), as you run around surveying the huge-
ness that abounds, you'll notice

the Jinjos’ cries for rescue.
Let the action puzzle
mania begin! Tasks and
exploration over skill are the §
basis for completing each area,
and it is here where | wish | was
playing a Jet Force sequel instead
of Banjo-Tooie. Okay—Mumbo pad.
Go to Mumbo's. Become Mumbo. Go back
to the pad. Use Mumbo magic. Solve the rid-
dle. Now warp back to Mumbo’s, become
Banjo and Kazooie and move on. Oh, a
Humba Wumba pad... a Banjo Pad, a Kazooie
pad... argh! When do | get to do some plat-
forming!? Aside from possessing Mumbo and
whatever Humba Wumba changes you into,
you will also run across places too high to
reach, various obstructions you cannot pass
yet, etc. In these circumstances, you need to
seek out the next Jamjar hole and hope he's
ready to teach the skill you need. Once you
have the skill, it's simply a matter of returning
and using it. If he doesn't have the skill you
need, you may not learn it for some time, in
which case you'll have to double back later to
rescue that previously unattainable Jinjo or
grab the Jiggy. So, Banjo-Tooie becomes more

CONTINUED ON PAGE 124 >

blocked paths, Mumbo Jumbo
pads, Humba Wumba pads, Banjo
and Kazooie split pads, and hear

www.gamersrepublic.com

W THE GAME LOOKS REALLY OUTSTANDING
W /TS ALL ANY KID WILL EVER NEED-IT'S FRIGGIN' MASSIVE

i« SOMETIMES IT'S HARD JUST TO FIND THE LEVELS
s MORE MINI-6AMES THAN | CARE TO PLAY

WHAT | WOULDN’T GIVE FOR ANOTHER HARDCORE RARE GAME LIKE BATTLETOADS OR JET
FORCE GEMINI. THEY DO THESE BIG ADVENTURES SO WELL, BUT | THINK I'VE HAD MY FILL.
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MICHEY'S

SPEEQLURAY USH

BY ITNIHE IHOBB.
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What happened here? Rare makes a carbon copy 0f Mario

This one was a bit of a surprise. Easily Rare’s weakest N64
effort to date, Mickey’s Speedway USA is a strictly by-the-
numbers kart racer that finds Nintendo’s star developers inex-
plicably off the pace.

What a letdown this is from the comparative high of Diddy
Kong Racing. The sheer ambition of that game’s vast one-play-
er adventure mode brought something original and exciting to
the well-worn formula. With that reasoning, a straightforward
kart racer should have been a cinch after DKR, yes? Apparent-
ly not.

First on the list of complaints is a truly uninspired set of

tracks. Not only are they lack-

ing in fun corner combinations

and powersliding opportunities, but the settings are deathly
dull. Racing through Philadelphia or Washington, D.C. is not
my idea of stimulating kart racing scenery—no offense to res-
idents of these historic locations. At least the rather terrible
Magical Racing Tour on DC and PS used more entertaining Dis-
ney theme park settings for its haphazard races.

And dynamically, Mickey’s Speedway is absolutely nowhere.
A modern kart racing game must have some kind of a boosting
powerslide, a way to gain speed while oversteering, as so bril-
liantly implemented in Mario Kart 64 and in Naughty Dog’s
awesome Crash Team Racing. In Mickey, powersliding seems
actually a detriment to speed, sapping almost all technique
and addictiveness from negotiating the courses, which, as |
mentioned, are not all that well laid out anyway.

About the only thing that Rare really got right in this game
are the characters. A perfectly mainstream set of Disney icons
like Mickey, Donald, and Goofy brings the game its only sense
of magic and charm. They’re very well rendered and boast a
fair number of funny little exclamations, making it a very chat-
ty, cute-sounding game.

| can’t deny that this game would be fine for younger players

obsessed with all things Disney, but coming from Rare, this
half-hearted effort is a little distressing. There is nothing here
to recommend it over Mario Kart, Diddy Kong, or Crash Team.

w BLAND TRACKS. BLAND GRAPHICS. BLAND GAMEPLAY
0T UP TO RARE STRNDARDS. NOT B8Y A LONG SHOT

GOOD FOR THE LITTLE KIDDIES ONLY, RARE’S EXTRAORDINARILY AVERAGE MICKEY’S

SPEEDWAY BRINGS ABSOLUTELY NOTHING NEW TO THE GENRE.




TORP GERAR DAREDEVIL

review by m. hobbs  dev: papaya studios « pub: kemco * avail: now

Top Gear Daredevil is a great-looking game in search of an idea. Well-detailed met-

concept, is simply not that creative or engaging.

Part of the problem here lies in the rather
abstract nature of the gameplay. The idea is to
race around the various cities collecting a certain
number of tokens before a time limit expires; talk
about an arbitrary game concept. Think of the
excitement of Crazy Taxi’s goals, or even of the
amusement inherent in Super Runabout’s humor-
tinged missions. In Top Gear Daredevil, it’s hard to
get excited about collecting tokens, even if that
may be all you are basically doing in those other
games. But theme is all important in a game like
this, and Top Gear simply has none, apart from its
use of cool small cars. And the control isn’t what it
could be either, which is decidedly understeer-
biased, leaving the small cars feeling leaden as
they race through the cities. They should be nimble
and chuckable through the corners, but they are
not.

Things improve somewhat with the game’s multi-
player modes, which include straight racing and
bomb tag and coin collection challenges. This is
where the real excitement of the game is to be
found, as these modes represent the only truly
interesting and fun gameplay in Top Gear Daredev-
il. GBR

puCcATI

review by d. halverson < dev: attention to detail * pub: acclaim « avail: now

== g : :
C+ ropolitan environments like London, Rome, Tokyo, and San Francisco, and a great
selection of small city cars form a good backdrop, but the core of the game, its very

00000000000000000000000000000000000000000000000000000000000000000srssssscssssscsnccs

PlayStation

Imagine a racing game set up in Gran Turismo fash-
ion except, rather than automobiles, the vehicles are
all Ducati motorcycles from the earliest vintage mod-

els right up to the pavement-churning Monsters. It all rides on ATD’s
Rollcage engine, and in terms of depth, ranks as the deepest two-

wheeled touring/racing adventure available for the PS. The game
consists of a series of licensing challenges that open up sectors
exactly like Gran Turismo’s. Winning blocks of races earns you cash,
which you can then blow with no regard, upgrading your current ride
or cashing out in search of a mightier steed. All of this is handled
especially well by the respectable ATD from the

0019

interface to the models. The racing is very good
with smooth analog control and realistic weight
distribution replicating the bikes very well. Howev-
er, | found the single third-person camera available
a bit suspect. It allows the rider model to seep in to
the bike when pulling wheelies and | also noticed
the windshield popping through the rider’s helmet
(ooh, that’s gotta hurt). Besides these little glitch-
es in the matrix, Ducati racing is a deep excursion
in cycling well worth taking. GR
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CHICI{EN RUN

review by b. fiechter « dev: blitz games < pub: eidos * avail: now

Comparisons will be made to
@ c+ Metal Gear Solid, but the only real
similarity Chicken Run has to Kona-
mi’s masterwork is in the emphasis on evading the
enemy with stealth. Here the enemy is Mr. and Mrs.
Tweedy, owners of a chicken farm who want to
improve profits by grinding their plump birds into pot
pies. Plotting an escape, you're looking for items like
a weight, engine and fireworks to construct inven-
tions that will buy your flock freedom:
a catapult to launch over the fence, a
Tweedy costume to sneak past the
dogs. These mini-games add needed
variety to Chicken Run; running
through the shadows, sneaking
around coops and hiding in crates and
other farm objects to avoid the search-
ing eye of the Tweedy’s and their
watch dogs is certainly a unique and
fun bit of gameplay, but a constricting
camera and a far too tiny farm to
explore halts the game’s early momen-
tum. GR
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PDAVE IMIRRA FREESTYLE BITIX

review by s. thomason « dev: z-axis < pub: acclaim - avail: now

c If you're hoping for Dave Mirra to do for BMX what Tony Hawk did for
@ + skateboarding, you're probably going to be disappointed. The two games
share a lot in common—challenge-based levels, the ability to grind on
almost everything, and a full roster of their sports’ professionals - but Freestyle BMX lacks
the tight, intuitive feel of Pro Skater. The biggest problem is turning around and getting lined
up for a jump or stunt. It's certainly doable, but the effort involved in such a seemingly sim-
ple task is too great. I'm also unimpressed with the state of the game’s visuals on Dreamcast.

This looks like a really straightforward port with many of the same pop-up and clipping

issues that plagued the PlayStation version. The irritating soundtrack also remains tragical-

ly unchanged. To its credit though, Mirra still manages to deliver some enjoyment despite its

many problems. The levels are large, well designed, and provide the player with ample

opportunities to catch big air and perform outrageous tricks. There are quite a few secret
terererereracaenenenensneeanseaea..  ar€as hidden within each environment as well, requiring
you to explore every nook and cranny. The wipeouts, a
staple of the extreme sports genre, are also present and
accounted for, with a certain one that involves a moving
train looking particularly nasty.

Since Activision’s Mat Hoffman has been delayed until
next year, Mirra will have to tide BMX fans over. There’s a
lot to like about it, but the DC version’s not worth getting
if you already own the PS disc. GR

SILENT SCOPE

review by m. hobbs < dev/pub: kenami « avail: now

Any home version of Silent Scope
@ B is inevitably losing something over its
arcade counterpart. Without the kick
of looking through an LCD scope for those close up
kills, is Silent Scope nothing more than a Virtua Cop
wanna-be?

The truth of the situation, however, is that Silent
Scope holds up pretty well at home, the game playing
out like a good light gun game with a good gimmick.
There are dramatic settings and situations, and the
hook of using sniper sight to shoot out tires and put
down armed terrorists proves to be devilish fun. Not
as fun, of course, as the arcade version, but any light
gun game played with a pad is always going to suffer
just a little. At least you can do things in the home
version that you couldn’t do in the arcade, like vary
the zoom rate of the sight.

As for whether Silent Scope is better on DC or PS2,
there is actually very little separating the two, either
graphically or in respective feature sets, making
choosing between them basically a matter of con-
troller preference. GR
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ms. PAC mMAn

review by m. hobbs < dev/pub: namco » avail: now

B This game’s certainly made the rounds. First appearing on PlayStation
@ and then N64, Ms. Pac-Man Maze Madness has finally found its way to
the Dreamcast, and predictably, this is the best-looking, and conse-
quently, most enjoyable version of the game yet.

Running at an eye-pleasing 60 frames per second on Dreamcast, this relaxed, over-
head adventure game combines elements of classic dot chomping and ghost eating with
moving block puzzles and other lightly taxing gameplay. It’s quite entertaining figuring
out how to get Ms. Pac-
Man through the vari-
ous levels, manipulat-
ing objects in the envi-
ronment to best effect.

Good simple fun is
the point of Ms. Pac-
Man Maze Madness,
and at that it succeeds
nicely. If you never
sampled the game on
PS or Né4, this Dream-
cast version represents
the best interpretation
thus far. GR
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CANNonr srIi4e

review by: m. hobbs < dev: psikyo * pub: capcom « avail: now

Know what you are getting with Cannon Spike, and you

@ B probably won’t be disappointed. This fast, entertaining, and

supremely short arcade shooter satisfies on a purely superfi-

cial level, carried along by great visuals, mostly good gameplay, and of
course, the fantastic Capcom characters.

Playing with the likes of Cammy and Mega Man in an overhead action
game is a real treat, and helps to offset somewhat the severely limited nature
of the game’s levels, perhaps the greatest flaw to be found here. Most levels
are but a few screens wide, leaving very little ground to cover when what you
really want are long, scrolling levels like in Capcom’s classic MERCS. And the
visual style begs to be expanded upon with extended levels, but that’s just
not part of the equation here.

Super short levels or no, the action contained within each is quite good.
Psikyo’s depth of experience in creating shooters is certainly in evidence
here, with each character sporting six unique moves to tackle the various
bosses and enemies in the game. The control is fast and very refined in its
feel, freeing the requisite bullet dodging from frustration. But | don’t like the
artificial difficulty induced by a lock-on targeting reticle that fades after a
brief period. | think the designers must
have found that with a permanent lock-
on system, the game was too easy, so
they limited its effectiveness.

But for what it intends to be Capcom’s
Cannon Spike is a success. Yes, it’s
almost criminally short, but it is easily
entertaining enough to play through a
few times, if only to enjoy the different
Capcom characters. GR

TYRPING OF THE DERD

review by m. hobbs « dev: sega/smilebit * pub: sega « avail: now

@ B Replacing the light gun with a keyboard seems
about as nonsensical an idea as one could

imagine, but perhaps the oddest thing of all is that it actually
makes for a very fun, and dare | say useful, experience.

How on earth did Sega ever dream this up?

The idea is simple. Words, phrases, and eventually com- you. quicklyh lohse
plete (and often funny) sentences appear floating over the patiencs AW:jt the
game’s enemies, and each correct keystroke is like a blast from gAME, . ANCER I

promised  network

a gun. Take too long to type the words out, and you take a hit.
It's actually very satisfying, and interesting in that a seasoned
typist can take down even the best gamer.

The Typing of the Dead is one of those great oddball games
that simply must be experienced. It’s fun and weird, and will
actually make you a very fast, accurate typist, if you care about
attaining such a skil. GR
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managed to find fans. But with Sonic Shuffle, Sega has made, in my opinion, the
worst Sonic game since Sonic Spinball.

What’s maddening about Sonic Shuffle is its simple lack of fun. This is inex-
cusa<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>