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— UM THIS MONHTH'S

THREE AWESOME

-
’

MDK 2

EXCLUSIVE PLAYABLE DEMO

MDK was one of the strangest third-person action adventure
games ever, but the sequel is shaping up to be a hot title when
it's released later this year. In this demo you get to try three of
MDK 2's training levels. You're taught the unique controls for the
game’s three playable characters: Kurt, Max and Dr Hawkins.

S

FALILTY COUERDISC?

COUER DISC

SLAVE ZERO

! EXCLUSIVE PLAYABLE DEMO

Lf stomping around a futuristic city in the guise of an enormous
robot is your thing, then you're probably looking forward to Slave
Zero.This demo gives you the chance to play through one level of
the game and get used to its control system. The full game is
pretty difficult, so you'd better get in plenty of shooting practice.

LN

METROPOLIS
STREET RACER

{ EACLUSIVE ROLLING DEMO

i We've been going on about MSR for months, now here’s your

i chance to see what all the fuss is about. This rolling demo takes
you through one of the London tracks, so one or two landmarks
i should be familiar to many of you. This is actually a real-time

i demo, so it will be different each time you run it.

o A T S

If your demo disc is damaged or faulty and you're a subscriber, please return it to Official Dreamcast Magazine, (D Replacement, Customer Interface, Bradley Pavilions, Bradley Stoke
North, Bristol BS12 0BQ, UK. We will endeavour to replace it as soon as possible. If you're not a subscriber, please request a replacement from your point of purchase.



NESTLING ON THE COVER OF THIS COPY OF OFFICIAL
DREAMCAST MAGAZINE 1S TRE LATEST INSTALMENT -+ ' ___
OF DREAM ON. WHATBO:YOU GET? READ ON... S

; MARCH ALREADY? | still can’t even
- - get used to the fact it's the year
2000. But, hey, spring is on its

way and the Easter holidays

aren't too far off. Oh yeah, and

it's the end of the financial year.

And you know what that means?

Yes, people, it means games,

: games and more games!

- If we're honest, there was a bit of a lull in first-rate
releases after Christmas, but thankfully that little quiet
patch is now well and truly behind us. Crazy Taxi (ODM
#5,9/10) and NBA 2K (ODM #5, 8/10) are now available
in stores (er, except where they've sold out) and, as the
reviews in this issue prove, there’s plenty more quality
where they came from.

SIX EXCL“SIVE DREAMC AST MOVIES For starters (and this probably won't have escaped
your attention) we've got a review — indeed, a genuine

& world exclusive review — of Tomb Raider: The Last

7 | /\ TOMB RAIDER: THE LAST REVELATION A\ LEGACY OF KAIN: SOUL REAVER

This is.sue, we’\{e got six movie§ for your delectatior}, Wild Metal (reviewgd.on page 84)isa 3D Fank game . = Revelation (see page 8). If you’ve never had the pleasure
including a trailer for Tomb Raider: The Last Revelation. that sends you on a mission to save humankind from evil g of fooling around with Ms Croft, there’s never been a
It doesn't give away much about the game, but happily machines that have taken over the world. Something like Rty b .g Ki ’III K 0 ikl
3 you can turn to page 8 for our world exclusive review. that, anyway. etter time to get stuck in. She'll keep you up all night,
i Then there’s Legacy Of Kain: Soul Reaver (reviewed Deep Fighter is Ubi Soft’s upcoming aquatic sub game, as the adverts probably say. , :
? on page 80), Eidos’s chilling 3D adventure that combines  which is shaping up to be an intriguing blend of strategy For those of you who feel Lara’s charms are a little
’% absorbing platform action with a creepily gothic and trigger-happy shoot ‘em up action. We'll be over-familiar, there’s a darker, moodier alternative for
A atmosphere. previewing the game next issue. action-adventure fans with Legacy Of Kain: Soul Reaver
. . 4 Wheel Thunder is the hotly anticipated racing game Finally there’s another Ubi Soft title, Heroes Of Might (page 80). Even better though is the absolutely gorgeous
¢ @84 from French developers Kalisto which we previewed a And Magic Ill, a role-playing game with elements of war Rayman 2 (page 70) - the limbless Gaelic hero and his
I X couple of issues ago. Watch out for a review next month and resource management. The movie will whet your cartoon chums have won over even the most hard-nosed
(May issue, 0DM #7, on sale Thursday April 6). appetite if you're into swords and sorcery.

blokes in our office. Oh, and Zombie Revenge (page 76)
ain't too ropy either! !
You'll notice, however, that none of these fine games
Vs e , ) id have been awarded more than eight out of ten. Given
% th 've al i i being ‘harsh’
iy &»AI-“&G' § at we've already gained a reputation for being ‘hars

M5 ‘ with our marks (we actually prefer the word fair’), it’s
e 'G‘ ?‘“‘s probably a good time to draw your attention to our
\.“”-—"

ratings system (which is explained on page 69),and in
particular to the fact that only essential purchases get
anineoraten.

Ultimately our aim is to keep things in perspective.
While a truly special game will always receive a high
score in Official Dreamcast Magazine, there’s really no
point in giving ‘must-buy’ status to, say, three or four
A WILD METAL games every month when the typical gamer buys six
to ten games during a whole year.

Also, as much as we like many of the titles reviewed
in this issue, we've been fortunate enough to see a
handful of stunning games due just around the corner
(some of which are covered in this month’s preview
pages) — games which prove what the Dreamcast is
really capable of.

There are some great Dreamcast games in this issue
but, trust me, the best are still to come.
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Take it easy,

Warren Chrismas, Acting Editor

/\ DEEP FIGHTER

PS: DON'T MISS THE NEXT ISSUE OF ODM, ON SALE THURSDAY 6 APRIL
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PREVIEWS \Q

50 V-RALLY 2:
MILLENNIUM
EDITION

Infogrames take on Sega at their
own game with this low-down and
dirty four-player rally racer

ECCOTHE
DOLPHIN:
DEFENDER OF
THE FUTURE

Everyone’s second-favourite dolphin
(after Flipper) makes his long-overdue
return to a Sega console. And this time
it's war!

54

6 OFFICIAL DREAMCAST MAGAZINE APRIL 2000

/\ V-Rally 2: Millennium Edition:
Pics, info, and a chat with ex-rally
champ Ari Vatanen. Page 50.

58

60

SEGA GT

The car enthusiast’s dream has been
released in Japan. See how it shapes up

RESIDENT
EVIL CODE:
VERONICA

The latest and greatest in the survival
horror series is coming for you and
your Dreamcast. Don’t even bother
trying to hide

61 TONY HAWK'S
SKATEBOARDING

The boarding legend could soon
become a DC gaming legend if this
turns out to be as good as we expect

THE NOMAD
Esolylh ic by David Bowie?
DRAGONS
BLOOD

Olde worlde fantasy action adventure
coming to a Dreemcafte near thee
soone. Swords and beards guaranteed

62

63

/\ Sega GT: sexy motors. Page 58.

64 SWORD OF
THE BERSERK:
GUTS'RAGE

A man with an enormous sword and
a big problem with anything and
everything that moves leads to some
excessive bloodletting

STREET
FIGHTER lli:
DOUBLE
IMPACT

Parts 11 and 12 (we think) of the Street
Fighter series on one Dreamcast disc

65




118 SEGA Q&A
Your chance to put questions directly to

/\ Ecco The Dolphin: Defender Of The Sega Europe.... and get answers!

Future: underwater love. Page 54.

RAYMAN 2:
THE GREAT
ESCAPE

Everyone around here used to hate
Rayman. But now, thanks to this ace
new game, we think he’s a cool bloke

ZOMBIE
REVENGE

The wandering corpse-mutilating
arcade game has made it to
Dreamcast, with a number of enticing
goodies added especially for you

LEGACY OF
KAIN: SOUL
REAVER

More undead action, only this time
around it’s you who's already done
the dying

WILD METAL

Tactical tank warfare in a future where
all interesting scenery has been
destroyed in a nuclear holocaust

TOMB
RAIDER:
THE LAST
REVELATION

Her Royal Highness Queen Lara of
Games has finally chosen to grace
Dreamcast with her divine presence.
Should you care?

D> Resident Evil Code: Veronica: a
first proper look at the survival .
horror masterpiece. Page 60.

00

L
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TALENT

We talk to the boss of Europe’s biggest
game publishers, plus the winner of
Sega Europe’s first online challenge

DRINKING AND THINKING
Our reviewers spend their hard-earned
cash down a boozer, and talk games,
games, games! Doh!

JOBS IN THE INDUSTRY
Wondering how to break into the games
biz? Well here’s how! Part one in the
series covers games testers

VOX POPS

Ecco The Dolphin is coming soon, but
how’s it shaping up? We ask a bunch of
people in our office reception!

100 PEOPLE

104 HOWTO... GET THE BEST OUT

A psychiatrist who likes violent games;
a peeved Aussie DC owner; and,um, a
bloke who programmes calculators!

OF SEARCH ENGINES

Save time and money by learning how
to find exactly what you want on the Net

108 VIRTUA STRIKER 2

G
iq

PLAYER'S GUIDE

How to score — and more! — in Sega’s
controversial arcade conversion

RESIDENT EVIL 2
PLAYER’S GUIDE

Everything you need to get through
Capcom’s ace survival horror, including
detailed maps

» IN THE HOT SEAT

Kenji Kanno, of the legendary Sega
division AM3, answers all your questions
on Crazy Taxi

) CHATBACK

You've heard what we think of
Dreamcast games, but what do you
think? Answers here

TIPS Q&A

Stuck somewhere in a game? Write in
and we'll do our best to help

CHEATS

Really stuck in a game? Then cheat!

22 GROUP THERAPY

This month’s big debate: is games
advertising — good or bad?

DIRECTORY

A complete round-up of every single
Dreamcast game reviewed in Official
Dreamcast Magazine

0 END GAME

The House of the Dead goes up for sale.
But don't phone, it's just for fun

UPFRONT

All the latest Dreamcast happenings,
including news on Half-Life, Black &
White and Star Wars Episode I: Racer

CHARTS
See what's hot in HMV and save £5 off
any full-price Dreamcast game!

BACK ISSUES

Your chance to catch up with any issues
of 0DM that you've missed

GADGETS

The latest in gadgets and gizmos

MAILBOX

Your views on Dreamcast and your
favourite magazine (meaning this one)

SUBSCRIBE

Guarantee delivery of 0DM each month
and save yourself some dosh

A\ Zombie Revenge: that’s you,
that is. No, your mum. Page 76.
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/\ You can mow people down in the driving levels. But hey, /\ Most moves have a ‘stylish’ variation. Even climbing up /\ A good reason to continuously save your position. Those spikes
they're bad so it’s okay. ledges can be done gymnastically. do more than chafe.




/\ Dreamcast’s real-time shadowing in full

effect. It even follows the contours of walls.

PRICE: £39.99
'DEVELOPER: CORE DESIGN
PUBLISHER: EIDOS

TOMB RAIDER: THE LAST REVELATION

YOU'RE JUST IN TIME FOR THE VIDEOGAME MARRIAGE OF
THE YEAR. TOM GUISE IS GIVING AWAY THE BRIDE

N 20 JANUARY 2000, one of the biggest
mergers in history took place. No, not the
joining of entertainment giant Time
Warner and Internet colossus America
Online. Nor the signing of speed garage
supremos The Dreem Teem to Radio One
on Sunday mornings. Not even the naked
union of Leonardo DeCaprio and All
Saints’ Nicole Appleton, on the floor of
his hotel bathroom .

No, we're talking about something
bigger. Altogether more megalithic. The
most gargantuan combination of forces

since... since that humongous asteroid smashed into
Earth 65 million years ago, wiping out the dinosaurs
and heralding the Ice Age. Maybe a tad bigger than
that. We're talking about The Last Revelation on
Dreamcast. Tomb Raider four.

Another 3D action game, huh? Big deal. You thinking
that? After all, we're talking Dreamcast here; 3D action’
is its middle name. It already has some of the world’s
best ‘3D action’ games coming out of its arse. Is this
really such a monumental event?

URGAN

Some people think so. Like J-F Cecillon, the chief
executive of Sega Europe, who described it as “a world-
class signing. The strongest software property ever
created.” Or perhaps Mike McGarvey, chief operating
officer of Eidos, who calls it “one of the most successful
brands in our industry’s history” These are the men
who signed the deal; the pimps behind the wheels that
have, in Sega’s and Eidos's own words, brought
“gaming’s biggest icon” to “the most powerful games
console ever created” These are the men who have
ushered in the new lce Age.

MAMMOTH PORTIONS
Of course, only a totally disgruntled Game Boy owner
would fail to have any understanding why this is such a
big event (they get their moment next month when 2D
Tomb Raider comes to Game Boy Color). The Tomb
Raider series is almost singularly attributed with the
success of PlayStation. It’s the sole reason first-time
gamers flocked to the PC. It’s the reason games are
bigger than movies. At least it is if you ask the TV
stations, the newspapers and the style press.

And if you ask them why, the answer sticks out >

APRIL 2000 OFFICIAL DREAMCAST MAGAZINE 13



A\ Classic stuff. The ‘superstitious primitive hired help’
sees a warning and refuses to go any further.

A At last, the much awaited ‘secret origin’ of Lara’s
finds it lying about!

/\ The Egyptian city of Alexandria, the population of
which is predominately machine gun-wielding ninjas.

i ST, "

i~

7 /\ The Egyptian design seems very authentic. The de\)élopers obviously wangle free holidays there.

like a 34DD cup. It's simple: Lara Croft. She’s a

girl-power icon for female gamers, a sex object
for adolescent boys, and a celebrity superstar for the
gaming generation. Nothing to do with it being a good
game, then?

Forget The Face heralding her as some kind of virtual
Demi Moore, or The Sun saying Lara’s a pin-up for
computer nerds. If the game stank nobody would have
bought it.

So, for the uninitiated out there, what makes Tomb
Raider such a tasty brew? Imagine a world without 3D
games. Well, 1996 wasn't anything like that. We had
impressive racing games, beat ‘em ups, flight sims, but
no real 3D adventures. When Tomb Raider came along,
it offered just that. It was like being Indiana Jones. If he
cross-dressed. The graphics were a tad wobbly and it
wasn't the smoothest moving game around, but you
could actually explore.

But the real factor that set it apart from PC
exploration games like Doom was that it played from a
third-person perspective. You could see your character
running down tunnels, pulling out twin hand guns,
activating levers. Impressively animated, too. That you
could watch the star of the game in action was what

really counted. The fact that she was a top-heavy girl in
hotpants was just an added gimmick. Who knows, we'd
probably have been just as happy controlling the Six
Million Dollar Man. Maybe.

FIRST-TIMERS WELCOME!

But that was more than three years ago now. If you
didn’t jump on the bandwagon then, surely you've
missed all the fun? Can a new gamer really join the
carnival with episode four? Would you have a clue

what'’s going on?

Well, it seems that The Last Revelation has been
specifically designed for first-time Raiders. Developers
Core Design reckon that if you've never played a Tomb
Raider game before, then this is where to start.

“We wanted to go back to towards the original route
of Tomb Raider,” says operations director Adrian Smith.
“We've made the game a lot easier; more linear, so
people don't get lost in massive caverns and spaces.”
Two of the major criticisms of Tomb Raiders Il and /Il
were oversized levels and a high degree of difficulty.
This time you have no excuse for being a crap player.
“We're forcing people to play the training level, to pick
up how to control Lara,” says Adrian.




/\ You just know that placing a strange hourglass of sand in a statue’s hands is going to spell trouble.

The training level in question is an opening scene
that reveals Lara as a young rookie on her first
adventure with her mentor, Professor Von Croy.
Entering an ancient tomb in Cambodia, he guides
her through the ever-increasing hazards, showing
her how to use her vast array of moves.

The evolution of Lara’s controls is explained
elsewhere in this feature. Needless to say that by this
fourth instalment she can perform a lot of tricks,
from running jumps and shimmies along walls, to
rope-swinging and monkey dangling. The controls
are structured so that you can learn the basics
reasonably quickly, but for the more experienced
Lara handler there are stylish alternatives. For
example, any two-bit idiot can leap — or fall — into
the water, but a real master will perform a run-up,
hitting the right trigger with the jump button to
execute a perfect dive.

Meanwhile, back in Cambodia, Professor Von Croy
has got ahead of himself. Having challenged a now
reasonably adept Lara to a race to the artefact they
seek, he accidentally triggers a fatal trap that
collapses the tomb around him, leaving Lara unable
to rescue him.

Leaping forwards to the present day, we now see
Lara performing an almost identical error as she
takes a sacred artefact from an ancient tomb,
awakening the evil god Set, who intends to destroy
the world unless Lara can undo the damage in time.

Unlike the globetrotting nature of previous Tomb
Raiders, The Last Revelation stays in the number one
holiday spot for all archaeological adventurers, Egypt
— aresult of Core’s intention to keep the game linear
and strengthen the story element.

“It's a whole adventure in its own right, insofar as
it's set in one location,” says Adrian. Key moments in
the game are marked by movie cut-scenes, adding
new twists to the plot, and even making the simple
training level impendingly relevant.

And instead of simply finishing a level and
heading off to another continent, we're with Lara for
the whole ride here. A jeep chase level, for example,
takes her from one tomb to another. Another stage
keeps us entertained atop a moving train as it heads
to the next underground adventure. She’s never out
of our sight. And she doesn't go to the toilet once.

“The story’s driven from the beginning to
the end. People understand what they're trying >

A\ Lara Croft: she gets about, you know.

READ HER
LIFE STORY!

Where did she come from? How did
she rise to international
superstardom? The real Lara Croft -
only in this month’s ODM

Forget spin doctor lies that she’s an aristocrat’s daughter,
Lara Croft is the child of artist Toby Gard. Conceived in the
offices of Core Design in 1995. Fully-clothed, fully-breasted
and 28 years old.

Making her public debut at the Electronic Entertainment
Expo (E3) in May '96, she released her first game, Tomb
Raider, that November. It rocketed to number one and won
Game Of The Year.

In 1997 everyone wanted to be seen with her. Liverpool
goalkeeper David James put his poor performance down to
late nights on Tomb Raider. The Prodigy blamed their
album delay on the game. She supported U2 on their
Popmart tour, appearing on their massive video screens.
Number one US comic Witchblade featured a special Lara
Croft cross-over. Her action figure was released.

Then in June she appeared on the cover of The Face,
posing in designer outfits. Media coverage went ballistic.
She was on the cover of Melody Maker and the Telegraph’s
Sunday magazine. US magazines like Newsweek, Rolling
Stone and Time featured her. MTV wanted her to be a VJ.
She appeared in a pop video for German group Die Artze.
Then her second game arrived in November and Paramount
snapped up the rights to a Tomb Raider movie.

Lara made her first live virtual appearance in 1998 at
the Atlanta E3, answering audience questions. A LARA©
clothing range was launched, and US author Douglas
Coupland released an image collection, Lara’s Book. Car
manufacturers SEAT featured her in their French TV ads.
M&S brought out Lara merchandise. In October, Tomb
Raider Il was launched by Jonathan Ross at the Natural
History Museum. In November, Raiders | and I/ were
granted Millennium Product status by Tony Blair —an
acknowledgement of British industry excellence.

In 1999 she became the face of Lucozade. Then, with
talk suggesting she was past it, Lara revealed herself as a
16-year-old in Tomb Raider: The Last Revelation, joining the
teen revival and quashing ageing Liz Hurley’s chances of
playing her in the movie.
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Surprisingly for a game that has always been associated with
PlayStation, the original Tomb Raider was first released on
Sega Saturn back in November '96. Lara was on the hunt for
a mythical object called the Scion, on an invigorating jaunt
that was to take her through the lost cities of the Incas,
Romans, Egyptians and Altlanteans. Impressive at the time
because it just beat Super Mario 64 to being the first real
third-person 3D action adventure, albeit with jittery camera
angles and obvious pop-up. Oh, and it featured a posh bird
with big norks.

to do, and in the end there’s a little bit of a cliff-

hanger,” explains Adrian. “We named it The Last
Revelation for a number of reasons. We hoped it was
going to be some form of revelation, and the ‘Last’
part... let people play to the end and see what they
think themselves.”

EXTRA SERVICES

So, The Last Revelation is a great, self-contained action
epic for new players. But what about old Tomb Raider
hacks — PlayStation and PC owners who've got into
Dreamcast? What's in it for them? Well, the best version
of the game around, it seems.

“Dreamcast is above a high-end PC,” Adrian
continues, “so what people see on a PC, they'll see
that and a lot more on the Dreamcast version.”

Like? “Putting the shadows in makes a big
difference. It adds to the whole atmosphere,” he says,
pointing out the unique effect of the real-time lighting
in Dreamcast, creating genuine shadows on the
surfaces. “The bump mapping makes a big difference
t00,” he continues, referring to the ability to create
realistic 3D surfaces on the landscape. “Particularly in
Tomb Raider, which is very much about the
environments you're in — temples and rocks.”
There are extra goodies too, including a

gallery section where you can view
different pictures of young and
‘mature’ Lara, playing on

[ DIGGING UP THE PAST

Roll up and witness the previous rousing exploits of the world-famous girl archaeologist

O

TOMB RAIDER I

Released on PlayStation and PCin November '97. This time
Lara sought the Dagger of Xian, whatever that is when it’s at
home. Home was the tomb of some emperor under the Great
Wall of China. But before facing the sly Chinese and their
deadly ninja arts, she first had to drive a motorboat around
Venice looking for the evil magician Bartoli (fresh from an
acclaimed season at the Hammersmith Coronet). More
outdoor locations were the order of the day here, with bigger,
tougher levels. Lara could climb walls, light flares and fire
harpoons. Oh, and the stereo in her mansion living room
worked as well.

TOMB RAIDER I

Dubbed The Adventures of Lara Croft, her previous outings
were obviously holidays or something. Still, she'd clearly
clocked up the air miles, because her 1998 tour took her to
India, the South Pacific, London, the Nevada Desert and
Antartica. The gimmick was that she could do it in any order!
Due to popular demand, the levels were shorter. Her ever-
burgeoning talents meant she could now sprint, rope-swing
and crawl through tight spaces — giving you a cracking view
of her arse. She also got to pilot a mini-sub, ATV and kayak.
And she got a range of designer outfits including military
fatigues and a leather catsuit. Eat your heart out, Barbie.

“FART FOUR IS

THE BEST

IN THE SERIES”

Dreamcast, draped around her house, lazing around in
swimsuits... Even if you've read every publication Lara’s
been in, you won't have seen a lot of these pictures
before. “That’s accompanied by an audio track by one
of the major DJs out there at the moment,” says Adrian
cryptically (he means Paul Oakenfold).

Clearly the best version of the lot, then. But is it
getting the best from the Dreamcast? “It hasn't been
developed alongside the others, it's the game
produced on PlayStation and PC, converted across,”
explains Adrian.

This means they used the same Microsoft Windows
base as the PC, rather than Sega programming tools
used in arcade conversions like Crazy Taxi or
Dreamcast-only games like Sonic Adventure. Could
those have produced better results?

“Obviously there are advantages to doing that,” he
says. “A speed increase, but speed wasn't a major issue.
We can only do the game at 30 frames per second. It
would probably run at 60 frames [the maximum TV
rate], but all the animations for Lara are produced at 30.
You wouldn't see any difference at all. As it is, we

v S S e

e

maintain 30 frames all the time, no problem.” In other
words, no slow-down.

“There are certain areas that we could have
capitalised on a little more if we'd done it through the
Sega library and not through [Windows] CE,” Adrian
adds. “But it would have taken longer. We were keen to
get it out there and on the shelves.”

Which raises another question. The Last Revelation
on Dreamcast is something of a... fast revelation.
Announced one day, lined up for release the next. So
how long has the game been in the works?

“It's been very quick, about three months,” admits
Adrian. Could this speedy release explain its souped-up
PC origin, as opposed to it being a dedicated
Dreamcast game? “There have been a couple of guys
on it for a very intense period of time, and at the start
they had the choice. Both had done native games for
Sega, so they understood the Sega libraries, and
obviously CE as well. For this they chose to go down
the CE route. Looking at what the future holds, we'll
certainly be doing a lot more games native to the Sega
libraries though.”




Suggestion, perhaps, of a Dreamcast-dedicated
Tomb Raider? “We were keen to work with Sega on
this and get Tomb Raider on there, which we've
obviously done. Moving forward, we're only looking at
doing specific games for the specific console. In future
people can expect to see more Tomb Raider adventures
on the next-generation platforms, and obviously that
includes Sega.”

So how does Adrian rate Dreamcast? “It’s a great
machine. Without question, of all the consoles
currently available it’s the most powerful by a
significant amount. Look at some of the first games
that have come out on it. There’s some fantastic stuff,
which only bodes well for the future. Normally if you
look at first-generation software, you can see how
things are going to be better on second and third
generation, but Sega have come out with some great
stuff first-generation.”

GETTING SATISFACTION

Which brings us back to Dreamcast and its first-
generation Tomb Raider. The big question has to be:
is it a Dreamcast game worth buying?

Well, that all depends. If you're an old Tomb Raider
player who's been following the series, you'll have a
good idea of what to expect; you'll know that the
series hasn't evolved a huge amount since the first
episode. There are many of the same faults, the same
quirks. You know whether you like the games or not. If
you do, then there’s no doubt that part IV is the best of
the series. And the Dreamcast version is the best of the
part IVs. If you've seen the PC version, the extra bump
mapping and real-time shadows here bring an
impressive sheen to the whole affair, especially when
running through caverns filled with torches.

If you're used to Tomb Raider games on PlayStation,
the whole polished look will blow your socks off. In
terms of gameplay it may not be the great step
forward you were hoping for (are they ever?), but if
you want a new episode then this is the one to go for.

The real test is with Dreamcast owners — already
used to slick, PC-superior graphics, pounding cool
sounds and superb cinematics as standard — tucking
into Tomb Raider for the very first time. What you need
to understand is what does and doesn’t make the
Tomb Raider series tick, and then decide if it’s for you.
Here’s your Tomb Raider compatibility chart. Tick off
these categories and see how many fit your lifestyle...

Blistering arcade action? Not here. Tomb Raider is a
much more cerebral adventure. If you fancy running
around uncontrollably, offloading huge warheads into
an enemy’s mouth and washing it down with some
knuckles when your ammo runs out, you're better off
with something like Zombie Revenge (reviewed on
page 76). In The Last Revelation you must be careful of
the ammo you collect (the unlimited bullets of
your puny twin pistols don’t stump up the goods

LARA: LEGEND OR HAS BEEN?

So exactly how famous is Lara Croft? We hit the streets of the capital to find out

A Gt a inute?” O'ur man Omid puts himself about on the streets of London.

/\ “Mo Mowlem - isn’t she off that
game Tomb Raider?” Dave seemed a
little confused by the question.

. -

/\ “Oh, don’t ask me, | won't recognise
anyone.” Anne got three out of five,
but didn’t know Lara.

/\ “1don’t know who she is but she

looks a bit scary. Do you guys want to

buy some incense for your ladies?”

A “Er... dunno.” Koji didn’t recognise

any of the five. We managed to

direct him to Covent Garden though.

/\ “Lara’s very well, er, proportioned,
but I'd have to say that Mo Mowlem
is the sexiest woman here.”

/\ “Oh, er... hang on, isn't she from a
film? No, wait, a computer game?
What's she called again?”

¢ SEX SYMBOL FOR THE BOYS, girl power

icon for the girls. Lara has it all, and her
appearance in adverts for Lucozade and,
more recently, Nike has seen her likeness
appear on TV screens and hoardings
across the country.

But is she really up there with the big

i girls? To find out we conducted a highly
scientific and exhaustive survey of

i people on London's Oxford Street to see
how famous Lara was compared to four
other high-profile women.

For the test we chose a cross-section

of women who, rightly or wrongly,

receive large amounts of media

¢ coverage. Up against Lara were Friends

1 © star Jennifer Aniston, it-girl Tara Palmer-
Tomkinson, Britney Spears and former
Secretary of State for Northern Ireland
Mo Mowlem.

The results were shocking: Lara was

ecognised by only 55% of those asked,
beating only Tara P-T. Winner by a mile
was Jennifer Aniston, closely followed by
Britney and then Mo. A surprising result,
and one that suggests Ms Croft has a

ittle way to go before she makes it big

n the real world.

LYY

/\ “Jennifer Aniston... Tara Palmer-
: Tomkinson... Lara Croft...
Britney... Mo Mowlem.”

i/ Lotte and Lisheth were visiting from

Denmark. They didn’t know who Lara
was, but there was no harm asking.




- when they're aimed at sword-wielding ninjas).
Swiftly dispatching enemies with minimal self-

abuse requires strategic assaults — especially when
facing below-eye-level irritants like scorpions and
rampaging wild pigs. Likewise, racing around like a
lunatic with a rocket up your arse soon concludes with
Lara falling into a spike-filled pit or running into a load
of deadly retractable scythes.

Puzzles? Simple ones? Are you the kind of person
who likes pulling a switch and running through a
newly opened door? Then this is your bag, baby. And
that’s about as hard as the puzzles get. Some require
you to find an amulet or other arcane device to stick
into an obviously matching hole (Fisher Price-level
challenges), others require you to move a block on to a
suspicious-coloured tile, but the overall effect is ‘find
device + activate switch = nearby door opens.

However, even with the relatively small levels here
you can still find yourself wandering around,
frustratingly convinced that you've spooned it up
beyond repair, not realising that the switch you need
is on a shelf right above your head. And if you're
looking for real brain-bamboozlers of The Crystal Maze
variety, you're probably better off heading for Resident
Evil 2 (ODM #2, 7/10) or waiting patiently for Code:
Veronica (previewed on page 60).

Intuitive controls? What idiot would say no to this
one? A dedicated Tomb Raider fan, perhaps? While
some people swear by the Lara Croft technique, most
agree that it’s a fiddly system. Rather than snaking her
around Sonic-style with the analog stick, you guide her
forward, left and right according to the way she’s
facing. Which means if she’s facing right, up is still
forward. Think of it like steering a remote-controlled
car (with legs) - turning her around means wheeling
her left and right. New gamers are guaranteed to keep
turning around and running off cliff edges.

Compounding your uncontrollable jitters, the game
uses a strange action-delay system. Unlike your
average platformer, pressing jump when nearing the
edge of a platform isn't enough- you'll just drop off.
You must walk up to the edge slowly (using an extra
walk button), and press forward and jump at the same
time. For a running jump, take one step backwards,
then hit forward and jump. Any variation and you get
to see one of Lara’s many and varied deaths.

Add to that the annoying precision with which you
must pick up objects or activate switches. If you're at a
slight angle to them or a little to the left, Lara doesn’t
respond. If this all sounds too frustrating for you, then
it probably is. Try Rayman 2 instead (reviewed on page
70). If, however, you're a member of the old Prince Of
Persia Society 1984, you'll know exactly what it's like
and revel in the old-skool control system.

Peculiar graphics? What do we mean by that? Well,
Tomb Raider is a very angular’ game. Bump mapping
and real-time shadows aside, everything looks
strangely unrealistic. Where other Dreamcast games
feature curved walls and undulating floors, Tomb
Raider’s all look like wheelchair ramps. This feeling is
further reinforced by Lara’s inability to access certain

areas because they're too steep. There’s no real-time
physics slowing her down until she slides back,
instead she just stops like a stubborn mule. A
tenner says you'll shout at her to “give it a
go, you dumb bitch!” (Warning: don't
shout this too loud if you still live
with your parents.) u
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TUNNEL VISION A Tomb Raider teaser to tickle your taste buds. Marvel at the

PHRSE |

@ Lara climbs into a room here and
pulls a lever, opening hatch

In here there’s switch that rotates
the whole room. Twist the page to
phase 2.

PHRSE 3

(F) Heading here, she places the
Hand of Sirius in a socket, lowering a
rope near (&)

@ Clambering up to this ledge, Lara
must leap for a rope and swing to @
@ Where she can safely land, collect
her prize and exit the level. Easy!
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herself into any ti§
Here she’s actually in®
sphinx’s mouth.

Seems that even virtual sex symbols aren’t born perfect. In true Hollywood style, even Lara has

undergone cosmetic ‘enhancement’ over the years

/\ The very first Lara. The potential’s

definitely there, but she’s no oil painting

up close. And she’s definitely lacking
manoeuvrability.

A Lara now sports a beautiful flowing

pigtail, and has fuller, rounder... assets.
And she can drive.

COST? Hair extensions: £150; breast
augmentation: £3000; ten driving
lessons: £130.

/\ She can now crawl and sprint. And

H perform strenuous monkey bar-swings.
Oh, and she’s got ears.

COST? Hip replacement: £2,000;
personal trainer (20 sessions): £800;
ear reconstruction: £4,000.

/\ Smooth, waxed, fully-skinned joints,

meaning no more dodgy tearing at the
knees. And she gets 12 years younger.
COST? Laser resurfacing: £3,500; knee
replacement: £2,000; time-travelling
De Lorean: £1,000,000,000.

TOTAL: £1,000,012,580.




/\ During the jeep chase, you can take short cuts up some
convenient rocky outcrops.

The angular look also goes a little further than
just the landscape. While Lara is admittedly

curvy and impressive (she’s had a fair bit spent on her -
see opposite), her co-stars are less fortunate. Von Croy
looks more like Kryten from Red Dwarf, and if you stare
at Lara’s faithful guide through the binoculars when
he’s close up he’s suffering from a severe case of
Blockhead Krakob's disease. Don't get us wrong, the
game doesn't look rubbish, just kind of... square.

A cinematic feel? If you like full-motion cut-scenes,
there are some impressively lengthy ones here, offering
dramatic ‘revelations’ that further the story: flashbacks
to the.burial of Set in Ancient Egypt, and Lara escaping
from an army of mercenaries James Bond-stylee, by
boat, are particularly stunning. But when they feature
real human characters, even Lara, the illusion can be
shattered a bit. Aside from their lips not moving in sync
(hey, we all like martial arts videos, so that's no great
shakes), they all move around quite stiffly.

When Lara visits her old pal, Jean-Yves, his waddling

esss g #OR, A EEREAL,
/\ The first level is the only non-Egyptian one. It features
some cool oriental architecture.

movement and flapping arms are more reminiscent of
Cockleshell Bay than of a scene from an Indiana Jones
movie. But the worse crime by far is artistic licence.
During a stunt-o-rama action scene with Lara in a jeep,
an enemy fanatic draws a bead on her with his rocket
launcher. Good grief, how is she gonna get out of this
one?! Simple: she whips out her gun and releases some
pressure in his skull. Cheers from the audience? Nope,
just the player throwing down the pad and yelling: “How
come I'm not allowed to shoot when I'm in the jeep?!”

Great level design? Hey, ‘tomb’ is in the name of the
game, and raiding is what it’s all about. The levels are
some of the best things about The Last Revelation.
They've got all the convincing flavour of a good
adventure yarn. The opening Raiders Of The Lost Ark-
esque training stage is very atmospheric, complete with
blow darts firing from one wall, or a trigger activating
a floor trap.

And some of the bigger Egyptian tombs are
fantastically designed. You'll catch your breath when
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/\ You cannot kill what does not live. But a few shotgun
blasts slow down these mummies.

stumbling into a large cavern filled with a huge, half-
buried sphinx; you'll tense when a switch opens a load
of sarcophagi and you can see the sleeping mummies
within - are they going to suddenly wake up?

And the rotating room (see page 18) is a brilliant
concept. None of the stages are so huge that they
become laborious, and there isn't any annoying
backtracking to give you that ‘been there, done that’
feel. At the best of times you really feel the
claustrophobia closing in around you too. Dropping a
flare down a near-bottomless shaft then descending
into the dank well really puts the jitters up you. Is Lara
just heading further into the centre of the earth with
no escape?

It has all the hallmarks of the classic scene in The Lost
Ark when Indy is trapped in the tomb full of snakes. A
hopeless situation, but you know that the only way out
is further in. And there’s a genuine sense of relief when
you finally see daylight at the end of a tunnel.
Definitely one of the best aspects of the game. >
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RHONA MITRA

The first model to make her name as Lara, Rhona also
made her body as Lara — enlarging her breasts from 34A
to 34D — and her voice, recording a never-released Lara
Croft album with Eurythmic Dave Stewart. Her post-Tomb
Raider career includes hosting the Pepsi Chart Challenge,
arecent cameo in Party Of Five and a Beowulf movie with
Christopher Lambert. Oh, and she’s been in The Bill.

COMPUTER GENERATED CAREERS

Girls who've made their living pretending to be a pretend girl. No, we're not talking ladyboys

NELL McANDREW

Tomb Raider was the springboard that projected Nell on to
the front of every magazine. Other peaks in her 32D
career include pushing blokes into a swimming pool in
Chris Tarrant's Man 0’ Man, TV ads with Bob Monkhouse,
playing Neil Morrisey’s body double (maybe we are
talking ladyboys), and being the Babycham face of ‘97 —

a job previously occupied by a reindeer.

LARA WELLER

The current face of Ms Croft, Leggy Lara, 34(-24-34,
reckons she loves adventure just like her tomb-raiding
namesake. Well, Lara, we're sure there are a few fellas out
there who'd love to get some hands-on globe-trotting
action with you before digging up some bones. You'd just
better be careful they don’t lose an eye to your double-
barrelled charms.

THE LAST REVELATION EXECUTIVE
PRODUCER ADRIAN SMITH
ANSWERS A FEW QUESTIONS

\ ST G ABO
Probably the main character.

8 I'm actually playing games that aren't available,

8 particularly one from Eidos — DXS, a PC game which is
ooking fantastic. We've just had a network game of
Tiberian Sun. Ready 2 Rumble is a big lunchtime

! favourite among us all.

What I'm doing now - being the brother of Jeremy, who
started Core Design. When | came there was an awful lot
to get on with, so day-to-day helping with Core Design
in the early stages, a little bit of product work in the
years. When Core released Corporation | was here then,
but took two days off on holiday to get a transit to
deliver the stock. But it never actually came to that.

Nothing, unfortunately. Call it brotherly love.

I'd probably be dumb-struck an
H nothing to say to her.

That said, there’s also something amazingly
samey about the pace of the whole game.
Exploring the tombs in a cautionary manner is fun.
After all, you don't want to unwittingly step on a
spring-loaded deathtrap. Nor do you want to overlook
the multitude of secrets hidden around in dark crevices
or inconspicuous recesses.

However, when it comes to an exciting jeep chase or
train-top battle, you want it to be just that — exciting.
The pace should shift straight into action movie first
gear. Somehow though, it just ends being the same
sedate affair. The train malarkey, for example - a staple
of any action movie scene — should generate the tense
feeling that Lara’s got to keep moving through the
carriages, hotly pursued by overwhelming odds.

But what's she going to do when she reaches the last
carriage? There's nowhere to go! Well, don’t worry
about that, it doesn’t happen. Here she just activates a
lever, climbs on a roof, shoots a few guards, opens a
door, breaks open a crate, opens another door etc. It's
effectively just seven rooms in a row.

Same with the jeep chase. A thrilling race against
time to stop a villain getting away? Nah, just chug
along safely. “Ooh, park up there. | think | saw a little
tunnel we could wander into and find some ammo.”
Don't worry about your quarry, he'll be strangely
waiting around the next corner for you to catch up.

At one point during the jeep chase, | actually
managed to take a short cut that put Lara in front of
her escaping foe. “Cool,” | thought, blocking off his path

and getting out. “I'll just go up to the windscreen and
offload the shotgun into his face.” It didn’t work. The
enemy jeep just kept trying to drive forward, hand
grenades routinely flying out the top of it to try and get
me. What could have been a really great extra
gameplay angle turned out to be just a bit of a mistake.

Screw him, then, I'll just run ahead? No chance. Lara
soon hit an impassable wheelchair ramp; the enemy
jeep, finally having freed itself, trundled on by.
Everything just seems very planned out. Perhaps that'’s
the Tomb Raider formula, but a few no-brainer roller
coaster levels would really add to the mix.

CHARMS OF THE OLDER WOMAN

Truth is, The Last Revelation is a very entertaining
game, but in a very old-fashioned way. It comes from
the old school of platform games when there were
strong limitations to prevent you doing anything that
would screw it up.

Dreamcast titles should — and have - offered
something different: an illusion of complete freedom.
Crazy Taxi makes you believe you really can race
anywhere around a huge city; Power Stone is like being
unleashed in a giant, fully destructible playpen. But in
The Last Revelation, you know you can't head up that
sand dune because you're going to reveal the edge of
the world! And everything you're doing — every amulet
you find, every puzzle you solve - has been carefully
structured to lead you from A to B.

Even the controls demand strict discipline. If you



/\ Lara can't get into all the carriages of the train, so
there’s some nail-biting outdoor clambering.
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/\ Anironic tip of the hat, as Lara finds a poor commercial
re-creation of Egypt in Alexandria.

/\ Here Lara must jump on the correct squares to unlock the exit. One mistake and it’s fry day.

don't execute the correct technique for a long-distance
jump, you won't make it. You can't just throw caution to
the wind and try something daring. In fact you must
even learn to save the game regularly, because some
areas are guaranteed die-first-time experiences, and
you never know when it’s going to happen.

The graphics too, have an old-fashioned feel to them.
They're polished enough (not difficult with Dreamcast),
but not particularly stylish. Sega’s best titles offer
fantastically animated characters, dynamic-looking
scenery, and when the action kicks in you feel your
teeth rattle. This month’s Zombie Revenge, for example.

The Last Revelation just gives you good, solid
presentation. Not ropy, but not spectacular either.
Some people have noted that it looks jerky at 30 frames
a second. Running at 50/60 would have improved the
background movement, but it isn't a big deal.

Even the cinematic scenes have an antiquated
stiffness about them. They appear at the right times
and do the job, but never really gel with the action.
New Dreamcast games are now blending action and
cut-scenes seamlessly to create genuine movie-like
experiences. Wait until you see the upcoming Space
Channel 5 - it's like a pop video. Hwere you feel like the
cut-scenes are just rewards for completing a level.

Ultimately, The Last Revelation just seems outdated.
It's good, solid fun, and for PlayStation it’s great, but
Dreamcast is a different standard, and we expect more.
Core have said they're reassessing where to take Lara
and what to do with Tomb Raider on next-generation
consoles, so next time we may see what a Dreamcast
Tomb Raider really is capable of. In the meantime
though, if you're looking for a regular rewarding game,
this does the job. @

“UERY ENTERTATNING, BUT IN A
LERY OLD-FASHIONED LAY

4 e P ;
/\ Auto-targetting makes it easy to weave about while
Lara goes gun-happy.

\ g i;;‘

/\ Arare face-forward shot of Lara shooting.

THE BEST TOMB RAIDER AROUND...
BUT DC IS CAPABLE OF BETTER

UPPERS

Great level design e Solid-looking « Hours of play ©
Lots of secrets

DOWNERS

Fiddly controls  Slow-paced e Looks old-fashioned ®
Afew glitches

IN ONE HOUR Just completed
the training mode. Started into the
first real level — the Tomb of Seth
WEBSITE www.tombraider.com
CHECK OUT Our player’s quide,
starting next issue

MAX PLAYERS 1

VIDEO MODES Full-screen PAL,
60Hz option, VGA-compatible
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An epic Action/Adventure game featuring
an original soundtrack by David Bowie and Reeves Gabrels
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NEUWS PREVEWS GOSSIP

VALVE SOFTWARE HAVE FINALLY confirmed what we've
known for a while: that the classic first-person shooter
Half-Life (considered by many to be the best game
available on PC) is coming to Dreamcast this year. And
what's more, id Software’s Quake /Il looks set to follow.

Talk of Half-Life on Dreamcast originally came out
of the Tokyo Game Show last September but, until the
recent Milia exhibition in Cannes (see page 33),the
game’s developers had refused to comment.

Initial reports suggest that online play will not be
supported on Dreamcast. The game will, however,
feature an all-new solo mission created by Texan
developers Gearbox Software, the people behind the
highly rated Opposing Force expansion pack on PC.The
mission will centre around Barney, a security guard at
the game’s Black Mesa research facility.

Overall responsibility for the conversion has fallen to
Californian developers Captivation Digital Laboratories,
known for creating Quake modifications and their work
with Sega of America before Dreamcast’s US launch.

An early version of Half-Life was shown at Milia, but
Valve are promising that the finished article will have
higher-resolution characters, better artificial
intelligence and an even more polished look than the
PC original.

WHAT'S ALL THE FUSS ABOUT?

So why is Half-Life “the best PC game ever"?

Since its release in late 1998, Half-Life has sold more than
1.5 million copies and won stacks of awards. You play Gordon
Freeman, an employee at the Black Mesa Research Facility in
New Mexico. Your role is to fight off a mysterious alien
invasion, and government troops sent on a cover-up, using just
your natural reflexes, highly developed cunning and, of course,
lots and lots of big guns.

On the surface Half-Life is a simple Quake-type shooter, but
it’s more than just a frag ‘em up. It's held in high esteem by PC
gamers for its detailed plot, clever character interaction, and
the advanced artificial intelligence of the enemies.

Half-Life is considered by many to be one of the most
emotionally involving games ever, up there with the likes of
Resident Evil. It is, in short, very, very good.
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Valve's classic definitely coming; Quake Ill: Arena expected to follow

“We want to create an incredible new version of
Half-Life that takes full advantage of Dreamcast’s
architecture,” said Valve head honcho Gabe Newell.
Half-Life has won widespread acclaim for its deeply
involving single-player mode. Nevertheless, it will still
be something of a disappointment if the conversion
lacks a deathmatch mode.

The good news is that id Software’s Quake lll: Arena,
released on PC at the end of last year, also looks set to
appear on Dreamcast with full online facilities.

Games-related websites have been buzzing with talk
of a conversion since comments supposedly made by
Sega of America’s public relations agency in February.
However, it seems they may have jumped the gun a
little - Sega assure us that there has been no official
statement on Quake lll: Arena, either here or in the US.
Id Software, the game’s developers, have also keeping
quiet on the matter.

While no official announcement had been made by
the time Official Dreamcast Magazine went to press, we
understand that news on the game is due very soon,
with Sega likely to reveal full plans for online gaming in
Europe within the next few weeks.

Expect more details in next month’s edition of
Official Dreamcast Magazine, on sale Thursday 6 April.

AN your cd;ning tricks don't kill the aliens, try using guns.

A Don't shoot these guys — they're your friends.

> Colin was
shocked by the
lack of online
support.




FEEL THE FORCE

First shots of Star Wars
Episode I: Racer on DC

JUST AS THE PHANTOM MENACE is
released on video (see page 30),
LucasArts have confirmed that Star
Wars Episode I: Racer is due on
Dreamcast soon, with more Star Wars
titles to come in the future.

We actually reported that
LucasArts were working on a
Dreamcast version of the game in our
November issue (ODM #1), but the
screenshots here are the first to be
shown to the public.

Racer is a WipEout-esque racing
game that puts you in the shoes of
Anakin Skywalker, based on the scene
in Phantom Menace where he takes
part in futuristic pod racing.

The game was released last year on
other platforms, but the Dreamcast
version will have enhanced graphics
and extra cut-scenes.

Aside from a two-player, split-
screen mode, Racer will also have an
online rankings system similar to that
of Sega Rally 2, so0 you can compare
your fastest times with other gamers
throughout Europe.

“With Star Wars: Racer's graphic
realism and speed, it’s the ideal title
with which to debut on Dreamcast,”
said a LucasArts spokesperson.“There
are more exciting titles to come
though, and we're looking forward to
supporting Sega’s continued success
in the console market.”

FEELING SAUCY, BABY? .

A Thefirst screenshots of Star Wars Episode I: Racer o Dreamcast. Looking good, eh? ‘

There’s no news on what these
“exciting” titles will be, but we're
hoping to see a conversion of Sega’s
Star Wars Trilogy arcade game.
LucasArts are expected to release a
couple of new games in 2001 to tie in

First Austin Powers game due out this summer

Take 2 Interactive, have announced their
intention to release a Dreamcast game
based on the Austin Powers movies later this
year, but are keeping mum on exactly what
sort of game it will be.

It's thought that the company - also
responsible for the controversial Grand Theft
Auto games and Wild Metal (reviewed on
page 84) — have held the rights to the
shagadelic film franchise for some time. The

licence covers all the characters in the films,
including Dr Evil, Mini-Me and Fat Bastard.

While specific details on the game are
tightly under wraps, work is already well
under way on the project. It's currently set
for a US release in July, and is expected to hit
UK stores soon after.

Naturally, we'll bring you more news on
the game in Official Dreamcast Magazine
just as soon as we have it. Yeah, baby!

with the next Star Wars movie.

Publishers Activision have yet to
announce a precise release date for
Star Wars Episode I: Racer, but reports
suggest the game could well hit UK
shelves in time for Easter.

A Austin: coming to DC, but in what form?

BIG IN JRPAN

Dreamcast titles figure strongly in the nominations
for the forthcoming Japanese Entertainment
Software Awards. Shenmue, Soul Calibur, Seaman
and Space Channel 5 (above) received multiple
nominations for various awards, including those for
Best Game Design, Best Graphics and Best
Characters. In the Best Programming category,
Dreamcast games took four of the five nominations.

SPEEDING TO DC~

The Bitmap Brothers may be bringing Speedball
2100 to Dreamcast. The update of the legendary
futuristic ball game was expected to be a
PlayStation-only release, but we understand that
there could be an official announcement regarding a
DC edition soon. It's not known who would publish
it, but Empire is responsible for the PS version.

CHU ON THIS!

Sega Japan have put a Shockwave demo of Chu Chu
Rocket on their website that enables you to play 25
single-player levels from the Dreamcast game. The
downside is that you can't actually play it from your
Dreamcast — you need to us a Mac or PCinstead.
Head to www.sega.co.jp/sega/puzzle/game.html

WIGGLE IT AGRINF/

Team 17 may be preparing a follow-up to Worms
Armageddon (0DM #3,8/10) and the new game
could even be here by the end of the year. The
project hasn't yet got the green light, but if it does,
online play is virtually certain to figure, with
rumours that Team 17 are investigating the
possibility of enabling Dreamcast players to link up
with PC opponents for deathmatch action.

MULTIPLE CLIMAX GRAMES
British firm Climax (not to be confused with the
Japanese developer) have announced details of
three Dreamcast games under development. Roswell
Conspiracies is a 3D action adventure, based on an
upcoming TV series. Meanwhile, Title Fight is a
boxing game, and Stunt Driver is a stunt-based racer.
Publishers for the last two haven't been announced,
but Roswell will be handled by Red Storm.
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HEAR THIS!

VARIOUS ARTISTS
THE BEACH

LONDON

This soundtrack features new tracks
from Leftfield, Underworld, Faithless,
Orbital and New Order. A random
selection of mellow, bongo-based
tunes helps keep summer mood for
76 minutes, with a few others
spicing/messing it up — the scrappy
William Orbit mix of Blur’s On Your
Own, for one. A nice collection, but
ultimately only interesting to fans
after the exclusive stuff. FL

SIX BY SEVEN
THE CLOSER YOU GET
MANTRA

If you like your guitars loud, then
chances are you'll love this. Six By
Seven have perfected the art of
starting songs quietly and then
gradually piling on extra layers until
your ears bleed. This second album is
more focused than their debut,
although the band have lost none of
their intensity. You want a snappy
comparison? Radiohead and
Spiritualised covering The Velvet
Underground, with amps on full.

Ace stuff, basically. SD

ASIAN DUB
FOUNDATION
COMMUNITY MUSIC

LONDON

ADF return with their unique blend of
(in no particular order) dub, politics,
quitars, drum 'n"bass and, yes, Asian
flavas. The single Real Great Britain is
excellent, as are most of the
instrumentals, but Community Music
generally lacks the killer hooklines
that made the group’s debut album
Rafi's Revenge so in itantly
compelling. Still, if rou're a fan it’s
sure to grow on Vot . WC

A Not the best-looking game
character, it’s fair to say.

DEAD

CERT

FINALLY! UK RELEASE DETAILS CONFIRMED FOR TECMO’S BABE-FEST DEAD OR ALIVE 2

ACCLAIM HAVE SNAPPED UP the rights to publish the Dreamcast
version of Tecmo's hot-looking arcade beat‘em up Dead Or
Alive 2 in the UK and are planning a May 26 release.

The game will include Arcade, Versus, Practice and Survival
options, along with the much-vaunted four-player tag mode.
All but two of the characters from the original Dead Or Alive
coin-op (released on Saturn and PlayStation) have made it
into the sequel to join several new fighters (12 in total).

\ No, it's not Hulk Hogan. Really.

/\ Beware mean women fighters,

CREATURE COMFORTS

KALISTO FIGHT TOOTH AND CLAW
We've managed to blag some new info on Nightmare Creatures Il the
forthcoming action-adventure from French developers Kalisto.

The game sees you play Wallace, a man bent on revenge against
demonic scientist Adam Crowley, who has previously used you as a guinea
pig in unspeakable experiments.

Nightmare Creatures Il will play out over 30 levels, in nine locations that
indlude London and Paris. There are 22 monsters to fight, each with their
own unique combat abilities. You can
either fight them at close quarters, or
use one of the eight combat power-
ups and spells in the game.

Metal fans will be rejoicing at the
news that Rob Zombie is providing
music for the game. And the rest of
us? Well, that's what volume controls
were made for! Nightmare Creatures
Ilis due out in April.
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It's perhaps inevitable that much attention will surround
Dead Or Alive 2's salacious aspects. Aside from featuring an
array of busty female fighters, it's also rumoured that the
game will feature a self-explanatory ‘schoolgirl costume’
mode (presumably aimed at Britney Spears fans).

We'll be sure to check it out when we get our grubby
hands on the first UK version of the game in time for a full
preview next month.

<] Young Kasumi, pictured
shortly before bursting.

RETURN OF
THE DARK

Infogrames brings back
infamous horror series

Infogrames have announced that

the fourth instalment of their Alone
InThe Dark series will be coming to
Dreamcast later this year. Alone In The
Dark IV, which is being developed by French company Darkworks, will feature the
lead character of the previous three titles, Edward Camnby.

Details on the storyline are scarce, but the game begins with the murder of
Charles Fiske, Camby’s best friend, on an island off the coast of Maine, USA.You
must go to the island and get to the bottom of the sinister goings on.

Infogrames are promising plenty of chills and suspense, as well as a pack of
evil monsters.”We're pulling out all the stops for Alone In The Dark,” promises
Infogrames’ David Riley."It's known for its bone-chilling suspense and
excitement. Adding the latest technology and ingenuity to it will bring the genre
and the series to a whole new level in the new millennium.”

A Aloneln The Dark IV is sure to
feature plenty of moody visuals.



up-front
BLACK & WHITE
ANNOUNCED ==

The first ever US Sega Dreamcast Championships

GRMES NEWS

Who needs a PC, eh? Peter Molyneuxs hot new - - were held in Las Vegas last month, and gamer Mark
it to D . A R Q\ Adams walked away with a cool $15,000 (around
prOJeCt is on its way 10 reamcast > _ £9,300) after beating off the challenges from three
/ S > 4 other finalists on Sonic Adventure. Mark managed to
ANOTHER BIG STORY at Milia in February  style depending on your Gl 2N grab 237 rings on the game’s SkyDeck stage to win
was Sega’s announcement that Black reference.You can teach your the competition and take home the cash and plenty
) p y <
& White is coming to Dreamcast.The subjects new skills, reward of prizes. Good work, fella.
game, due out by the end of the year,  them for good tasks and
will make full use of Dreamcast’s punish them for, well, any KONAMI SIGN UP STARS
online multiplayer facilities. reason you like. Konami are working on a batch of sports titles for
Black & White is a god game that PC mags have been getting Dreamcast, and have been busily signing up big
o5 vou plav a powerful wizard kin ited about Black & White f names to promote them. Top sprinter Maurice Green
se. youp y P A . 9 VETy exclicd:abou . ae neror will be spearheading a track and field game, while
ruling over tribes in a good or evil several reasons. Besides a whole host

Konami's baseball and basketball sims will be
promoted by a pair of ultra-famous US stars who,
being British, we've never heard of.

of technical jiggery pokery — bump
mapping, light sourcing, through-
the-eye vision etc — it also uses
special ‘gesture recognition’

technology that enables you to cast
spells simply by moving the controller A Q:Where do you find a turtle with no

in certain patterns. legs? A: Right where you left him.
Another innovation is your
‘creature’ that wanders around the Park and Dungeon Keeper.He left
world doing your bidding. Depending  Bullfrog two years ago to set up
A Hes actually asheep inside, you know. on how good or evil you are, it development company Lionhead.
changes its appearance to fit. While Black & White is their first project.
the single-player game sees you “Dreamcast will be able to make
dealing with the day-to-day business the very most of every aspect of the ;
of keeping your kingdom in check, game, from its strong visuals to its SUPER FURRY ANIMALS
multiplayer mode enables you to pit wide-ranging multiplayer and Online rumours are buzzing at the prospect of a
your custom-evolved creature against ~ network capabilities,” said Molyneux. Muppets game coming to Dreamcast. The loveable
u o . Jim Henson creatures are already confirmed for a
other players. | can’t wait to play it on Dreamcast sacig gaiie vt PhayStation caled Mappeds Race
Peter Molyneux was a co-founder myself!” Mania, but developers Travellers Tales have hinted
of world famous developers Bullfrog, He's not the only one, that's for that a Dreamcast version is also on the cards.
and has been reponsible for classic sure. Expect us to follow this one
A Another big aowd at Leyton Orient. games like Populous, Syndicate, Theme  closely in future issues of ODM. SWATCH IT

More details gave emerged on the partnership
between Sega and Swiss watch manufacturers
Swatch. The companies are jointly developing a
service called Internet & Wearable which will enable
Dreamcasts owners to download data from the Net
and then transfer it to a special Swatch Access

RAILROAD 11 ON TRACK

; : : - : 5 tch, or vice versa.
Build your very own rail service and show Virgin Trains a thing or two e
Tremor Entertainment are working on a “We really should call it Railroad Tycoon SEGR'S NET GRAINS
Dreamcast version of the popular strategy Ill, because we've enhanced it so Sega have revealed that 200,000 people have so far
title Railroad Tycoon II. dramatically,” said Rod Barr, Tremor’s slgneld ught.odthflerlIEll;rrzgﬁ:;IrtlternetrserwcekT
. . P, . nearly a third of al st owners — making
Th'e gan]e puts you in the sht?es of ef creanye_ director.”We've also improved the Sega one of the fastest growing Intemet Service
budding rail entrep.reneur, running freight game’s interface to take full advantage of Providers (ISPs) in Europe. Sega's latest survey shows
and passenger services. the Dreamcast controller.” users logging in regularly to the Dreamarena chat
Unlike the existing PC and PlayStation The game is likely to be released in late - ¢ - rooms and email services.
versions, the DC edition will be fully 3D. spring, probably through Take 2 Interactive. 2 Watch out forleaves on the line, eh?
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NELWS PREVELS GOSSIP

SEQUEL ON THE WA

Activision send skate fans an autumn bonus

IF YOU WERE EXCITED when we
reported that Tony Hawk’s
Skateboarding (previewed page
61) is coming to Dreamcast, then
get ready to fall off your chair.

WATCH THIS!

STAR WARS

EPISODE ONE: THE
PHANTOM MENACE
OUT APR 3« CERT 12+ £16.99
Brace yourselves — it’s that time
again. If you're one of the few who
doesn’t know the plot, it concerns
Jedi-meister Qui Gon Jin (Liam
Neeson) and the young Obi-Wan
Kenobi (Ewan McGregor), who are out
to settle a dispute between the
peaceful planet Naboo and the Trade
Federation. The acting’s wooden
apart from Neeson, but the

many tricks as possible.
Additionally there'll be an option
to play a skateboard version of
H-O-R-S-E, which anyone who's
ever played basketball at school

computer-generated graphics are
great. Well, except for ridiculous alien
rasta Jar Jar Binks. Whatever your
opinion, no video collection would be
complete without it. (E

FINAL CUT

OUT NOW « CERT 18+ £12.99
At the wake of their mate Jude
(Jude Law), a group of friends find
themselves being filmed by a
camera crew. Jude’s wife Sadie
(Sadie Frost) explains that she’s
finishing a home movie her husband
was making before his death. When
they sit down to watch it, they're
confronted by footage of themselves
that’s been secretly filmed. The
results are predictably cringeworthy.
Final Cut is a hilarious and brilliantly
original fiasco by the best of the
Brit-pack. CF

AMERICAN PERFEKT
OUT MAR 17 - CERT 18 - £12.99
Excellent off-the-wall road movie
thriller in which ditzy secretary
Amanda Plummer and her grungy
drifter sister Fairuza Balk get on the
wrong side of super-suave
psychiatrist Robert Forster with
horrific results. Acting as a catalyst
for the creepy series of events, David
Thewliss turns in a particularly scary
performance as a barmy conman,
and Mira Sorvino’s dad Paul is great
as the corpulent chain-smoking
sheriff who must try to clear the
whole thing up. (E

Activision have announced that
Tony Hawk’s Skateboarding 2 will
be arriving this autumn, hot on
the heels of its predecessor.

The new game will include a
whole array of new skating
moves, plus the option to create
your own environments and
toggle the look of your skater.
There will also be several new
multiplayer options, including a
split-screen attack mode where
you compete to perform as

will be well familiar with.

Although the conversion of

the first Tony Hawk game is
being published by Crave, the

sequel is reverting to its original

publishers, Activision."”Tony
Hawk’s Skateboarding was a

huge success both in terms of
sales and critical acclaim,” said

an Activision spokesperson.
“With the sequel we will take

the skateboarding category to

new heights.”

A The original Tony Hawk’s Skateboarding is due on DCsoon.

DISNEY DINOS FOR D

A The 'Dlsney movie’s ultra-realistic dinosaurs will all feature in the game.
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Ubi Soft snap up a truly monstrous film licence

UBI SOFT HAVE ANNOUNCED that
they’ll be bringing out Dreamcast
games based on an upcoming
Disney movie, Dinosaur.

The film, which is set for a
Christmas release, features the
most ambitious computer-
generated dinosaurs ever. Ubi
Soft claim that the games will
faithfully reproduce the film’s
gobsmacking visuals.

It's likely that the first Dinosaur
game will come out as close to the
film as possible, with more titles
following if it's a success.

The game will star Aladar, an
iguanadon with “a unique
destiny” Ubi Soft aren’t saying
what form the game will take, but

it's thought that it will be a 3D
action adventure of some sort.
We do know that the plot involves
travelling back in time and
meeting various dinosaurs, who
will lead you“back to peace’”.

Ubi Soft claim that the game
will feature “pterodactyls, lemurs
and other types of dinosaurs; but
it’s highly likely that a
tyrannosaurus rex will also make
an appearance. Sadly, Ubi Soft’s
reputation for producing family-
friendly titles makes it unlikely
that you'll be able to take control
of the big fella and rip smaller
dinos to pieces.

We'll bring you first shots and
more info as soon as it’s available.



‘s

FRENCH PUBLISHERS Infogrames are
to bring Silver, their popular PC role-
playing game (RPG), to Dreamcast
this summer. These first shots of the
conversion should give you some idea of
the game’s epic scale.

In Silver you play David, a mystical
knight who must unseat the evil sorcerer
Silver from his throne as ruler of the
magical land of Jarrah.You do this by
collecting eight magical orbs enable you
to summon elemental forces to battle
the evil wizard.

The Dreamcast version will be a
straight port of the PC edition, albeit
with faster loading times between
scenes and a new ‘easy’ mode. The game

'HO SILVER

Infogrames line-up role-playing game for DC

As well as all the swords and sorcery
of traditional RPGs, Silver also has an
innovative combat system that has you
battling enemies in real time rather than
being turn-based.There are also 16
different weapons to choose from, and
a unique battle method that uses
Dreamcast’s analog pad to give you
maximum control.

Infogrames are promising that you'll
never experience the same situation
twice as you explore the land of Jarrah,
and the game world is made up of
several different areas, including the
tranquil island of Haven, the icy plains of
Winter and the underground rivers of
blood at Metalon.

ULTIMATE BRAWLING RCTION
Crave Entertainment have released the first
screenshots of Ultimate Fighting Championship on
Dreamcast. The company is aiming to present the
no-holds-barred sport as realistically as possible,
rather than use the larger-than-life approach seen
in games like Ready 2 Rumble. UFC will feature more
than 20 real-life fighters, as well as a career mode
and an option to create your own fighter.

DREAMCAST ON THE BOX

No, we're not talking about Watchdog. In Japan, Fuji
Television have created a wacky combination of a
Dreamcast console and a television set. The catchily
named Devers 2000 Series C(X-1is shaped like one of
the main characters from dancing game Space

A Cor, doesn't that snowfall look lovely?

will keep its free-roaming style, with
more than 50 characters to interact

The Dreamcast version of Silver is due
for release in June, so you can look
forward to a full preview in Official
Dreamcast Magazine real soon.

with, some of whom can be
recruited to your cause.

A Now that looks like a good place to relax 