on
Iew

P

zgomvh Oce L. 6

e for Naboo

4 & Game Boy Rev
STAR WARS ON N64

The Rogue Squadron prequel!
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The PlayStation logo and "PlayStation” are registered
© 2000 From Software, Inc. All rights reserved. Co-published by Crave Entertainment, Inc. Under license from Agetech Inc. Co-publis
Software,Inc. Armored Core 2 is a trademark of Sony Computer Entertainment Europe, Crave Entertaimnment and the Crave Ente



ARNMORED COREZ2

Earth Year 223: following Earth’s destruction, Zio
Matrix, the World’s largest corporation, obtained
cdetailed plans relating to the Mars Research Project.
Included In these plans was the Mars Terraforming
Project, which detailed the use of unmanned

artificially intelligent A.C. units.

It is you who will take on the challenge of dominating
Mars, immersing yourself in visually stunning A.C.
battles using a nearly endless combination of parts
and weapons.

gocgeousiachallenging ar L.]
sTiusSt the sort of title we 1[]*%;"; 1
Nacincn:

_.._"'I_.i--.: | - TTT
. T w1 N 1 3

EVERGRACE

Enter an RPG world of intense magic and thunderous
battiles;, where your survival is determined on
acquiring powerful artefacts and fashioning them
iNto your armour and weaponry.

Facing evil reborn, two spellbinding fantasy
adventures await Darius and Sharline as well as

fascinating characters and unforgiving monsters.

tEveEgeacehsibothiaisolidandicompletelvienjovable
cole-plavingigamelexperiences
SIGINCEBDNM

Cain, a young magician, is sent by his King tn*
|nuest|gate mysterious happenings on the ‘lﬁland'nf

No Return’. Legend has it that magical powers lie ﬁ,;
dormant at the heart of the island, prntecﬁ:edhhyﬁ

T L
| TS T

enormous dragons. Armed with nnly hiE swurd an:l

e a— '—"'q‘: ..r—‘l;_ | '_".-'J_. ':_ EI

natural talent as a sorcerer, Cain attempts tobe th

first persontoreturn from the lsland Ellvgi ea =

,:-

- '_' L
= "I il

- T
L

As Cain, you must venture fnrt:h thr-r.:lugh :halleﬁglng
scenarios whilst defeating any foe that stands in t:he
way of yvou and your search fnr the ultlmate Mag::

Ring. | A e e S ¥

A = : :
iy, g T P '-l-_.. ;r'-— .
nger tor

3 e - e

ey T S
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o] PlayStation.c

demarks of Sony Computer Entertainment Inc.
1 by Ubi Soft Entertainment under license from Crave Entertainment, Inc. Eternal Ring and Evergrace are trademarks of From

nment Logo are trademarks of Crave Entertainment Inc. All other trademarks are the property of their respective holders.
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Bungie’s team-based shooter,
Halo, is coming to the Xbox as

an exclusive launch title in the

r. Is this the

game that will get the Xbox

IS yea
selling like hotcakes?

L

USA later th

|

|

I

___.___m.___.. W
in

|
[

T.;...
i
LT

114
k|

;.
I (AP

=

L i

—
-

the

Take a trip through

highlights of PlayStation
gaming as we near

the
s reign.

end of the console’

dIdAHK 9




REVIEW
INDEX

Nintendo 64
54 Star Wars: Battle For Naboo
=& Pokémon Puzzle League

PC
&0 Severance: Blade Of Darkness
&2 Quake 3: Team Arena

PS2

&4 Driving Emotion Type-$S
&6 Armored Core 2

&% Eternal Ring

If you've succumbed to the
attraction of home theatre
entertainment on your new
PS2, then you're going to
need this essential guide to
squeezing the best quality
out of your DVDs.

Dreamcast
7O Daytona USA 200i
7 2 F355 Challenge

PSone

F 4 C-12: Final Resistance

#& Sno Cross Championship

FF Tulip Thief: Turbo Edition

# & Mort The Chicken

# & Chicken Run

# & Ultimate Fighting Championship

Game Boy Color
20 Mario Tennis
&0 Pokémon Puzzle Challenge

We have an amazing prize
this issue — the long awaited

GT3 with a PS2 to play it on.
Turn to page 88 now!

Dayiona USA
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EDITORIAL > > Welcome to our new look for 2001 and beyond. Ignite the fireworks!
Strike up the band! Fire midgets from cannons! Go crazy kids!

We've got some great stuff coming up for you in the next few issues, from our exploration
of Sony’s European studio next issue to Microsoft’s unveiling of their first party Xbox games
in Seattle in a few issues time. Yes, I'm afraid I’ll have to fly to Seattle and get hands on
with the Xbox itself, so that Hyper readers everywhere can

get an inside look at how it plays. I'll also pop in on
Bungie, the guys and gals behind Halo (previewed
this issue on page 24) and get them to run me
through the game, then bring back the goodies for you
guys. Tough job, but, y’know someone has to do it. Sob. |
Not only that, but Hyper will be there when the E
Game Boy Advance is launched in Japan at /e
the end of March and you can trust that Yy 1 ﬂ . '
we'll play the thing to death and give ' =y, B
you a verdict before it launches here
in Australia in June. Never before has
a simple handheld had us so
excited. There’s so much to look
forward to this year, it kind of
makes you feel giddy with
geeky gaming goodness.
Now sit back, relax, and
absorb all the awesome
new stuff we have for
you this issue...
Best. Issue. Ever.

B > >
Editor
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SEGA come clean:

DC out, software in

Production of Dreamcast console in its current form to be phased out

ep, it's been a wild ride, but it’s
over. Sega will be discontinuing
production of Dreamcast
consoles at the end of March this year.
While they will be continuing to support
the system into the foreseeable future,
they’ll also be developing games for
pretty much every other platform.
Insiders have been predicting the
shift to a software only model for some
time now, and finally they've been
proven right. Buck up Sega freaks,

because it's not all bad. In fact, for
Sega it's a very smart move. For
starters, Sega haven't been profitable
for many years now. This is mostly due
to the cost of supporting a hardware
platform. As Peter Moore, CEO of Sega
America, commented in a
teleconference after the announcement,
hardware is sold at a big loss, with
money (hopefully) recuperated through
software sales. With such massive
development budgets these days, a

company needs a lot of money to be
successful, and Sega simply doesn't
have that kind of money. The
bottomline with this decision is that
shedding the hardware side of things
will allow Sega to get focused and
back on track quickly, which means a
longer life for Sega and more games
for us. The other factor to consider is
that the industry is unlikely to be able
to support four major hardware
platforms (DC, PS2, Xbox and

Gamecube). Despite the Dreamcast’s
success in America, coming into 2001,
Sega were definitely the underdog and
probably would have had to bow out
sooner rather than later.

GOING OUT WITH A BANG

All is not lost however, as Sega will
continue to support the Dreamcast for
another 12-18 months. To keep the
hardcore Sega otaku happy, Sega are
planning on releasing around 30



Sega set the pace

Set-top box already in the works

_ Powered by INA - Ml

Tekken fans
can now beat
up on their old
Virtua Fighter
enemies

Sega aren't giving up the

hardware game altogether of
course. Indeed, they're looking into a
myriad of ways that the DC
architecture can be
reborn, the most
significant of which
being within set top boxes.
Sega have been refining
the Dreamcast hardware
design to fit it all onto
one chip, making the

box) to incorporate powerful video
game capabilities”. The device will
feature a 40gig hard drive, and the
possibilities are quite
extensive. The device will
feature digital video
recorder capabilities,
allowing the user to pause a
live broadcast and resume
watching later, or to record
multiple channels
simultaneously. More

LT W i e e

'|'|r\l.i

......
rrrrrrr

games in the West this year, and there
are some absolute killer titles and big
surprises in there that will ensure that
the system goes out with a bang.

How does Jet Set Radio 2 sound?
Thought so — bring it on baby! How
about Shenmue 2? Yep, it’s still
making its way to Dreamcast. We'll
even be playing Crazy Taxi 2 before
the console carks it. And don't
think of throwing that light
gun away just yet, because
House Of The Dead 3 will
be here for your head
popping pleasure later
this year. Amazingly, we'll
even see a new Toe Jam and
Earl game before the DC is
dearly departed. There’'ll be another
instalment to pretty much every
sports title Sega currently make,
which is good to see, and of course we
can't forget sequels to Sonic
Adventure and Space Channel 5!
Seems the Dreamcast has a little life
left in it yet, eh what?

‘ness

r. and In @ | with
xi, 18 Wheeler and
Zombie Revent = c-im on their way.
e swirling
m, and "‘5"-'Er'tr“c' oul
srayers from last issue’s Overtlow, a
e Hedgehog gome has olso
r Game Boy Advance,
v Chu Rocket and
0. In f 1ct, Secs::- plan to have
'Fhl-.. IL..-T."L.- Ro ockel 1EEDE" r EEUF‘:C’}"! in
Jopan, and the new Sr.m:c title should
' ady tfor the GBA's

ega are currently in negotiations to

Western launch.

e to both the Gamecube

Online play out
the window?

Let’s forget for a moment that
Australian Dreamcast owners

have been shafted as far as network
gaming goes, and talk about the
future of the online networks that
Sega have set up. Network services
are actually going to be the
other major wing of Sega’s
post hardware
operations. SegaNet will
now support multiple
platforms —and we re not
just talking about game
consoles either - Sega are
looking to get their technology
into a variety of internet devices as
well. There's no concrete information
about specific networked Sega titles
on other patforms yet, but we do
know that negotiations with Sony
regarding online gaming networks is
well underway, so these
announcements can't be far off.

SO ARl relevant to Sega, however,
games can be downloaded
directly to the device
through a broadband connection. The
range of games on offer could
potentially be massive — including the
entire Dreamcast catalogue as well as
classic Sega titles and even arcade
games, on either a "pay per play”
basis or a rental scheme.

technology much more
cost effective and
attractive for other parties
to license. To that end, Sega have
already announced a deal with Pace
Micro Technology (PMT) to license the
DC hardware.

The partnership with Pace Micro
Technology is to develop “the world's
first digital TV home gateway (set-top

The Dreamcast’s Dignified Demise

Here are some of the games that yuu can expect to hit
Dreamcast before it’s all over:

* World Series
Baseball 2K2

* Bomberman
Online

 NBA 2K2

 NFL 2K2

* Virtua Tennis 2K2
« NHL 2K2

* Sonic Adventure 2

* Jet Set Radio 2
e Shenmue 2

* K Project
* Propeller
Head Online

Fighting

* Crazy Taxi 2

* House Of the Dead 3
* Toe Jam and Earl 3

* Confidential Mission

* Sega Bass
Fishing 2

* Daytona 3

* Space Channel 5 2

* Ooga Booga
* Quttrigger

* Beach Spikers * Far Nation

CAPTION THIS!

Get your witty thinking caps on and get scribbling away on a funny caption
for this month’s screenshot. Send your captions to freakscene@next.com.au

with Caption This 17 in the subject line... or whack it on the back of an enve-
lope and post it to Caption This 17, Hyper, 78 Renwick St, Redfern, NSW 2016.

IT d43dAH«

INSERT READER HILARITY HERE



Big up to the GBA Massive

SOVERFLOW

The news we’ve all been waiting for -
PaRappa The Rapper is coming to PS2!! The
third game in the series was announced at a
conference in Tokyo held to promote the
upcoming PaRappa anime (hell yeah!). It’s .
looking like the game will star PaRappa, but it
could well be based around Lammy or an all-
new character. Just the thought of another
Masaya Matsuura game and the return of the
nowhere on an almost daily basis, and hip hop hero has us singing "M-1-X the flour
from all angles it’s looking like the GBA _ into the bowl” all around the office. The game
could be the success story of 2001. In SEE e e e g will be out later this year in Japan.
Japan alone, the system has almost 3 | = i
million pre-orders as of our deadline.
We've also been able to
confirm that not only will
both Mario Kart Advance
and F-Zero Advance utilise
the four player
connection, but
that you'll only
need ONE cart

s R e gy

For real. For real. P—

The Game Boy Advance launch
hype is picking up steam at an p—
astonishing rate. Developers and b
games are springing up out of

Legendary pen and paper game development
house, FASA Corporation, are closing shop after
20 years in the business. Best known for creating
the Battletech, Mechwarrior and Shadowrun
properties, it's a shame to see them go. A damn
shame in fact. However, Jordan Weisman'’s (one
of the founders of FASA who is now an in-house
producer for Microsoft) Wizkids is buying the
Battletech and Shadowrun properties, so they'll

between all be in good hands... hint hint another Shadowrun
four players! Go game please!
Nintendo.

If you weren't sure
exactly what Game Boy
Advance games will
look like, then check out
these shots of Magical
Vacation, Mario Kart
Advance and F-Zero Advance.
Looks great doesn’t it? The
team behind Magical Vacation
come from the Legend Of Mana
series, so we re practically
guaranteed that it will rock hard. And
did we mention that the latest rumour
nas it that an all-new Metroid game is
being developed for the system? Woo
noo! GBA launches here on june ist.

So you’'ve heard about Everquest players
auctioning their characters and items on EBay?
Well things are getting even weirder. Recently
Sony and Verant have been attempting to put
a stop to such sales, as they claim that itis a
breach of the EULA (end user license
agreement) which gives them the rights to all
intellectual property in the game. Verant have
received consistent complaints from players
who object to such sales, saying that it gives
people an unfair advantage. A backlash has
sprung up, however, from players who feel
that it’s their right to sell the product of their
| many hours spent within the game. A class
action lawsuit may be brewing. Freaky eh?

- =
T

F-Zero Advance You've read our review of Armored Core 2 (page
66), but how about playing it online? Well, From
Software are planning to release a broadband
WI N N E R s network compatible version of the game entitled
Armoured Core 2: Another Age this year in Japan.

SRS
pri— —

----------------1

i
F RE E GAME If and when it comes to the West hasn’t been
i HYPER )> 88 announced.
i
; Alice If you heard the word “McMagination” what
S. Hawkins, QLD would you think? McDonald’s Family
| i A. Kauschke, SA Restaurants evidently thought “it’s a winner”!
=N - : : E. Vale, NSW This will be the name of their new interactive
Brtng fhl_S coupon into your 3 gaming kiosks. In a partnership with Compaq,
local Video Ezy store to 'l Dynasty Warriors 2 the kiosks will be shaped like Ronald McDonald
receive a FREE Game Rental ; Major prize winner: and_ other Maccas characters, and house a
h = th A. Lyons, WA choice of twelve games. Although the whole
when you nire any orner game ‘B Runners up: plan reeks a little of Chuck E Cheese, personally
i T. Donnelly, NSW we can't wait to get down to McDonalds to
: B. Randell, SA fondle Ronald’s joystick and press his buttons.
* Free rental to be equal or lesser value of paid rental i | Sandell- NSW
* Offer SRpIres QT_/3/2_OO] : g A. Ruhland, QLD Nintendo made almost a billion dollars last year.
* Not valid in conjunction W'ﬂ? iy other offer P. Wighton, NSW Nintendo’s nearest competitor in the industry
i " NC’”_T‘.U* membership and hiring i was EA who made only half that amount. Sega
conditions apply = I and Sony barely registered on the radar. Game
E — _ Boy Color accounted for 23% of all industry
o. — i revenues, and 47% of all hardware sales. There
; ‘P E]R w = % I are now 110 million Game Boys out there... scary.
R S = |
o fosra
=i ————--------J
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Final Fantasy - The Saga Coni

Finally it’s out, 6 months after our NTSC review...

After several delays coming to our beloved million dollar Square production.
» territory, Final Fantasy IX has finally arrived. The battle system has changed somewhat. The
Hooray — nips of Sherry all round Mrs Miggins! As draw system has been ditched and replaced by a
you may remember from our review back in Hyper ~ more logical system of recharging your HP and MP
84, we gave it a brain-burstingly high 95%. Despite  with elixirs and potions. While each character class
the delays, the good news is that in the has certain innate abilities, all others must be
interrum we’ve had time to play it learned through the Job system, where gemstones

through several times and we still think it HY are equipped for unique abilities. The
Ps W character then gains experience in

thoroughly deserves such a high score.
’this ability until it maxes out, and the

For those of you who didn’t catch
the review first time around (shame a " “'ﬁ? gem can be given to someone else.
on you by the way!), here’s a recap %'-w& 3 The upshot of this system is that
of why Final Fantasy IX rocks the - 1.5 everyone in your party will have
(proverbial) house, and why you H | -.. their own abilities, making
Fm 7 }{

should leave your (literal) house battles more interesting and

and run down to the games store strategic. That said, the battle

to pick this sucker up... - 3.:;6‘ system does seem a little old school when
I e W compared to Vagrant Story’s combination

FINAL FANTASY IX - THE RECAP! e Of real time and turn based.
Final Fantasy IX sees a return to the more quaint
pre-technology fantasy settings of the first six NOTHING IS EVER FINAL...

games, where swords, sorcery, dragons and As our resident RPG freak-boy Kevin Cheung said
princesses were the order of the day. The in his original review: “With such an accessible
characters are once again super deformed, the and enticing story structured around the long-
world is comprised of castles, airships and established FF brand of gameplay, it’s
forests (not post-apocalyptic civilisations), and  obvious that Square didn’t set
populated by magicians, knights and yokels. out to break new ground.

We won 't recap the story, as it should be Rather, it just wants to tell

experienced first hand, but we will say that once you a good story. To that
again Square have managed to create a charming  end, Square gets both
world, a great range of characters and an epic thumbs up. Final Fantasy
tale. FMVs are more seamlessly incorporated in IX will be remembered as
with the gameplay, the graphics are rock solid, one of the PlayStation's
the music brilliant and the atmosphere perfect. finest hours.”

Indeed, every location is packed with the life, _
colour and detail you'd expect from a multi- OUERALL: 895

1} Al. FANTASY X l N S| DE

S “Minformation on the much anticipated

# ¢ 4 < FEX is gradually filtering through fro
_ iquare, a\;l we’ll bring you a big prewewh TH E SQ UARE
= but ;ust to whet your appetite, check

%1’"5 cha¥eter render! @ As if attempting to prove that the "final” in

Final Fantasy is the ultimate practical joke,

Square have recently announced that they have

nine million Final Fantasy games in

development. In truth, there are only three

new titles on the way - FFX, FFXI and FFXII, but

in @ move that's sure to excite even the most

hardened of gamers, every other Final Fantasy

game will be making a comeback in one form =
or another. Square are “remaking” FFVII, FFVIIl and FFIX for
PlayStation 2, and are planning on porting FF IV, V and V!
to Game Boy Advance! And yep, FF, FFIl and FFill are
heading to Wonderswan Colour.

This dream lineup has hit a stumbling block, however. just
when we thought that Nintendo had changed, it seems as if
Hiroshi Yamauchi is determined to let past bad blood get in
the way of business (and videogaming bliss). After Square
announced their intentions of bringing classic Final Fantasy
games to the Game Boy Advance, Yamauchi came out and
said that Nintendo have no contract with Square, and that it’s
unlikely that they ever will. Noooo! Kiss and make up guys!

Zidane in the membrane

T d3dAH«K
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THE ELDER SCROI.I.S IIL%. o
MORROWIND e

ccurdmg to Bethescfa
“Morrowind will be the game
that their previous RPG epic,

b s -d'ag'geffgll should have been. That WI“
~ come as a surprise to those of us who

~ played Daggerfall and thought it was
- sensational... it was a huge,
smawhng fully 3D land to roam

,’!ﬁ'.';;

& around and role-play in. If they thmk

Morrowind will be E\ﬁﬁl’l ﬁﬂre

- immersive, then they’ve won our

hearts alreadyhln amongst all the
MMORPGs, Morrowind will stand out as
being a wholly smgé player
experience with just as much life ar d

=

spectacle. Due late 2001. - g




o
=
e
=
3
#
e
u =i
=, -
; -
. i

e i s e
"-'-"-'r-- "H."'- R ""I-.|.—|-'-|.'-n .'tl—.'l'—.t-qs.

Pl = 5, = M=

i L B T " b . "
" ‘- - - ) - - .-
# n= = gy, Th - - E
----- — ﬁ.-_'_.'i"-"' = T e e il O — ! T

'.'--“1'-' --i. i 'l
e = e o]

e
-------

» th:lH THQ

ot S ——

. " e - 1 - i S 217 : _--_ L E 1 Xt r .'I 4 kB 2 - % - _.I : i 4 _::__' g | a ¥
- bim - M -_l 'l i __--:.-.. : T L, - .-.. . - B _- . o - -.. .- PR X P = : = = ] ] = i - : p H
! E]
k]

e = ._.'_ . .' &

-

= t‘-;stin Chin, the game designer
e behind Jedi Knight on the PC,
s Tleft Lucasarts many moons
ago and started up his own company,
| - Infinite Mq;h:ne,-:‘[lggqut game from
- that tompany will be New Legends.
Originally h?égng developed for
now Xbox exclusive, New Legen
third-person action game (mair
to the amount of melee weapon
combat involved) that is set in an

alternate futuristic China. Your | Y
character is restricted to carrying four
out of 18 weapons, so you'll have to |
specialise in your choice of destructive

tool. Look out for an ultra-cool mixture -
of high-tech and low-tech gadgetry in- SR

the game, as well as some fantastie -~ .h-+_ o
character design:New legendsisvery -~ = =~ =
much wantecbhere at HyperHQ.., T —h- et .
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Evil Dead’s BRUCE CAM

Bruce is a true freak and we love him

o

e,

PBELL ialks

to HYPER!




ome get some!” No, it
wasn’'t Duke Nukem who
immortalised those
words; it was Ash, the
character played by
Bruce Campbell in the Evil Dead
movies. Way back in 1982, Evil Dead —
written and directed by Sam Raimi —
made such an impact that even horror
writer Stephen King declared it "the
most ferociously original horror movie
| have ever seen”. Naturally, it's been
a cult hit ever since, along with a
bunch of sequels, the most recent
being Army Of Darkness in 1993.

Now, here we are in 2001, and
games publisher THQ is unleashing the
Evil Dead: Hail To The King game on
PlayStation, Dreamcast and PC. Hyper
was lucky enough to catch a few
minutes with Ash himself, Bruce
Campbell, for a quick chat about his
input in the game.

HYPER: So, first up... is Bruce
Campbell a gamer? What experience
have you had with consoles, games
etc? Got any favourite games?
BRUCE CAMPBELL (BC): Sorry,
I’'m not a gamer. My son Andy can
kick some major butt though. He's my
“tester.” My favourite games are the
ones | did the voice for because those
are the only games | know! =)

(Bruce has provided voices in Pitfall
3D and Tachyon: The Fringe. — Ed.)

HYPER: What convinced you to get
involved in the games industry?

FuEEEE EE B

BC: I didn't
want to be left
out of the
technology curve,
mainly. It’s a fun and
different form of
entertainment and for a voice
actor like myself, it's a very
clean and neat affair.

HYPER: Do you think games can +{ 4 |

offer an immersive experience
equal to film?

technology has to catch up a bit.
Films and video games are
merging. | look forward to a
harmonious
convergence in the
near future.

HYPER: The Evil Dead films are
super violent, does it worry you that
kids are now going to be doing
those things in a game?

BC: | only worry when kids don't
know the difference between reality
and fantasy. | have taken great pains
to show my kids how fake
entertainment is.

HYPER: Which is your favourite Evil
Dead film? Your favourite on-screen
moment?

BC: | like the "plate breaking scene”
in Evil Dead Il. | think that film hits a
good level of "splatstick™ — half
horror, half comedy.

ONE LINERS FROM HELL! Are you wondering what other brilliant one-liners were made legendary by the Evil Dead’s Ash?

“Come to papa!” ° “Hail to the king, baby.”

NG

BC: Yes, very much so, but Fr
i
/
&

HYPER: Was there anything
from the films they left out
of the game that you think
is missed?
BC: Nope. | think the new
Evil Dead game caught a
great tone and feel of the
overall series. It should
definitely help take the
pains of no more film
sequels away.

Y\ HYPER: How much

N dialogue did you record

{ for the games? How long
‘ did it take?

BC: | recorded about an
~inch and a half of dialogue
v~ (asin paper thickness) —
that took about 2 main
sessions and several
follow up ones. You
always have to go back in later to
make changes to address stuff that's
changed in the game as they make it.

--.._';_H___,._}

HYPER: Out of all the dialogue,
What’s your favourite one-liner from
the game?

BC: | don't have one — there are
simply too many. Folks will have fun
spouting all the zingers.

HYPER: What do you think of the
“virtual” Ash? How weird is it being
in a videogame? Do you... ahem...
enjoy playing with yourself?

BC: | think it's all part of the big
make-believe thing. It's a detached

"Groovy?

- “Come get some.”

177 &
— Evil Dedd ||

kind of thing. I'm
getting very used to
seeing alternate
versions of myself,
whether it's in heavy
make-up, as an
action figure or as a
digital man. Overall,
it's simply amusing. {

Raimi who is currently
working on the
upcoming Spiderman
feature film starring

Datoe and yep, Bruce
Campbell.

P
Evil Dead was
made by
filmmaker Sam

Toby MacGuire, Willem

~\

—

HYPER: So you've got a book
coming out — “Confessions of a B
Movie Actor”. What'’s that all about?
BC: It's about working class
Hollywood — the forgotten middle
class. It's told from my perspective
inside the film business. It's due in the
Spring from St. Martin's press. Stay
tuned here for details about release
dates and book tour info:
www.bruce-campbell.com

HYPER: So which console is going to
win the Console War? PS2? Xbox?
Gamecube? Or doesn’t Bruce
Campbell really care?

BC: It's not that | don't care. | want
them all to succeed. | also don't know
that much about the different

systems, so | tend to leave that side of
things to the marketing gurus.

HYPER: Why the Hell should we buy
the Evil Dead videogame?

BC: Because it's so true to the flicks
and folks most likely won't get another
chance to see the Evil Dead sensibility
anywhere else. Play like the wind!

6T d4AdAHK
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The Tech Guide to
DVD on PlayStation?2

Warped picture? Fuzzy sound? Kevin Cheung explains how to transform
your PS2 from a humble console to a home cinema experience.

@: Do video signals come
out through the Digital
Optical output?

\

A: No. Audio only.

0 you re one of those
lucky sods with a
PlayStation 2. As an
early adopter, you're
probably beaming with
pride knowing that you're staying
ahead of the curve for the latest in
gaming technology. But however
knowledgeable you may be as a
connoisseur in all things interactive,
deep down inside you're more excited
about finally being able to watch
DVDs at home, except with the slight
problem that you understand next to
nothing about them. Sit back as

of seeing them in the near future.
Part of the reason for this is the
custom a/v jack that's required for
the PlayStation 2, so you can't
exactly waltz into your local hi-fi
dealer and buy yourself a universally
compatible one.

Currently, the only component video
cable available for the PlayStation 2 is
available through Sony itself. Monster
Cable, whose high-end, high-
performance home theatre cables are
synonymous with high-price, has a
range of cables being made available
through its new Monster Game label;
and they should be releasing their
component video cables soon. Unlike
the bog-standard copper wire with
rubber shielding, these toys bring 24k
gold plugs and nitrogen-injected
dielectric insulators to the table, which
crystalises the picture quality for any
TV that's 68cm and above.

Before you do anything, though,

Hyper walks you through the basics of
how to understand 'PlayStation 2, the
DVD Player’.

Q: The DVD image on my TV
looks stretched, and other
times it doesn’t. Is my TV
screwed or is it my
PlayStation 2 that’s the
problem?

GETTING THE BEST PICTURE

The PlayStation 2 comes packed with a
standard composite a/v cable. For
improved picture quality, this is not
the cable you want to be using. An s-
video a/v cable can be purchased for
the PlayStation 2, which improves
colour definition. The level of
improvement will differ between
televisions depending on the quality
of the television itself.

For optimum DVD performance the
PlayStation 2 should be hooked up
with a component video cable that
separates the signal into red, green
and black. Component video is the
native picture format of DVD, so it
Ca/B-Y CR/R-Y stands to reason that such a set-up

== will provide movie watchers with a
picture quality that's as close as

A: Neither. The reason for the
stretching 1s most likely because
the movie is being presented in
widescreen format, just like at
the movies, but is being
stretched to fill your square-

shaped TV. The way to fix it is
to stop the movie, bring up the
menu by pressing select, then
highlight and select the
briefcase icon caolled ‘Setup’.
Go to ‘Screen Setup’, and
change your TV Type’ to ‘4:3
Pan Scan’. When you go back

COMPUNEN|
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check that your television and/or
amplifier supports the input. You
don 't want to come home after

possible to what the filmmakers
intended.

Unfortunately as of this writing
there aren't any component video
cables available for the PlayStation 2,
but there's still a fairly even chance

o000

multi-coloured outputs. brain hurts!

that it doesn’t plug into anything.

spending your hard-earned bucks on
a shiny set of new cables only to find

to the movie, you’ll see black
bars running along the top and
bottom of your screen to
emulate the 16:9 aspect ratio
used for widescreen.
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y now you should’ve noticed
a jack labelled "Digital Out
(Optical)” at the back of your
PS2. This is where you get Dolby
Digital and DTS 5.1 channel surround
sound. DTS is the native surround
sound format used in most feature
films, separating sound into left,
right, centre, surround left, and
surround right. A subwoofer makes up
the final ".1" channel.

Dolby Digital is a comparable
derivative of DTS, using higher rates of
compression, but at not too great a
cost to performance as to make a huge
difference. While DTS is technically
superior, it is a format rarely used in
Australia’s Region 4 DVDs — the most

Q: If I've connected my PS2
to an amplifier via a digital
optical cable, do | still need
to connect the audio leads
on the a/v cable?

A: Nope. As long as you've gof
the Digital Out switched on in
the system configuration, all
sound will go through the
optical cable.

@: I'm not getting any sound
through my optical
connection. What gives?

A: First, check that you have
the Digital Out switched on in
the System Contfiguration. If
you're still not getting anything,
next, check that your amplifier
supports the sound format on
the DVD (Dolby Digital, DTS,
etc). If that's all fine and you're
still not getting anything, go to
the DVD ‘Setup’ menu, then go
to ‘Audio Setup’ and make sure
Dolby Digital, DTS and MPEG

are all switched on.

Q: Are the gold plated
cables really necessary?

A: Bottom line, expensive little
features like this do make a
difference to the sound and
video quality. Of course, the
size of this difference depends
on the TV and amp you're
using, and even then it's never
ever a gigantic one. lt's a
qguestion of whether you're
willing to pay a premium for
that improvement.

recent being Gladiator. Most DVDs use
Dolby Digital to get the job done.

DIGITAL JACKING
The PS2 doesn’t have a built-in
decoder as some DVD players do, so to
take advantage of your Dolby Digital
or DTS-encoded DVDs, you re going to
need an amplifier that has a digital
optical input and a Dolby Digital and
DTS decoder. Basic integrated
amplifiers cost from around $600 and
up. $1000 and beyond is where you're
becoming part of a more serious home
theatre market.

All you need to do is connect a
digital optical cable between your PS2
and your amplifier, and you're ready

51CH OUTPUT
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to roll. Just go into the PS2's default
configuration menu and switch the
optical output on.

Remember that just because you
have a digital connection doesn’t
mean everything coming from your
PS2 is in surround sound. The cable
simply carries the sound signal in
digital form instead of standard
analogue — the fibre optic connection
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minimising analogue distortion.
Pretty much every game you play is
encoded in stereo, with rare
exceptions like The Bouncer, which
has some FMVs encoded in Dolby
Digital. Dolby Digital and DTS will
only kick in with DVDs if the box
indicates that sound format is
supported (many pre-i1990 films are
in stereo or mono).

Ten DVDs You Must Own:

1. BELAOERUMMNER

Distributor: Warner Bros.

= rPllaHt LU

Distributor: 20th Century Fox
Home Entertainment

3. THE MATRIA

Distributor: Roadshow

4. JHUS
Distributor: Columbia TriStar

=. 1 BUES LiIrE

Distributor: Warner Bros.

B. BRAUEHERRT

Distributor: 20th Century Fox
Home Entertainment

1. FIFTH ELEMENT
Distributor: Columbia TriStar

H. GLHOFRTOR
Distributor: Columbia TriStar

H. JURASSIC PARHK
Distributor: Columbia TriStar

10. ALIENS

Distributor: 20th Century Fox
Home Entertainment

d3dAHK T2
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ith PS2 in hand, you're not just
part of the broader DVD
community, but the elite
technophile culture of home theatre
entertainment. Now before you start
singing and dancing, it’s all about
examining exactly what kind of
company you've fallen in with. Hyper
compared the PS2 as a DVD player
against four other popular, high-
performance models — the Denon DVD-
5000, Sony’'s DVP-S735, Pioneer’s DV-
717, and the Marantz DV-18. The movies
we tested were chosen for their range
and depth of colour — Gladiator, The
Matrix, The Fifth Element, Jurassic Park,
and A Bug s Life.

As a matter of design and
construction, the PS2 rates quite poorly.
The dimensions are certainly more
compact than your average DVD player,
but one look at the front and back
makes it painfully obvious just how
much is being missed out on. On the
front face, all DVD players have a basic
control panel for functions like chapter
search, scanning, play, pause, and
even menu functions. The PS2 doesn'’t
have more than an eject and power
button, meaning control of the player
is solely reliant on the Dual Shock 2
pad. This has been the source of a lot of
negative consumer feedback.

Alternatively, one could go to the
added expense of purchasing a remote
control created from Sony's stable or

a rarely spotted horizontal PS2 in the wild
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Marantz DV-18 Pioneer DV-717
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Denon DVD-5000 Sony DVP-5735

it’s not just the games that are sometimes buggy

any one of the numerous third parties
trying to jump on the wagon. Whilst
most PS2 remotes look a tad button-
heavy, they fared a lot better than the
other test machines for their quick
response times, which shouldn’t be
taken for granted. The Marantz DV-18
remote takes an agonising 3-5 seconds
for a response from the player.

The rear of the PS2 is where the
console loses out. The test DVD players
all have outputs for composite video, s-
video, component video, digital optical
and digital coaxial sound. Other
players even have built-in Dolby Digital
and DTS decoders. This provides owners
with maximum flexibility to configure
the player to their home theatre system.

The PS2, however, has only the one
custom a/v output that must be specially

designed for. You can’t just purchase
any cable from a hi-fi store — you have to
make a specific purchase from a
specialist store (typically a videogame
shop in this case). If you want to
upgrade by moving up from, say, s-
video to component video, you'll have to
purchase another cable package. Audio
is also a problem — there’s only one
digital optical output (no coax), which
can potentially be restrictive.

Contrary to popular belief, whilst the
test DVD players are much more
expensive than your run-of-the-mill
models, the extra cost doesn’t go into
extra buttons, features and so on.
Rather, it's spent on better quality
Digital-to-Analogue Converters (DACs)
that bring colours to their rich, natural
form, anchored by deep, opulent black

definition. The better the DACs, the
petter the visual appearance.This is
where the PS2 redeems itself
somewhat. The picture quality is
comparable to the Sony DVP-5735
and the Pioneer DV-717, with some
minor discrepancies in the contrast
and graininess in the black regions of
the screen. The colours weren't as
naturally toned as the Denon or
Marantz, but they still did the job.

@: Sometimes | get blocky
pixels appearing on the
screen during a movie, and
they sometimes even cause
the whole movie to freeze
up. What can | do?

A: Get a refund on the disc
and get a new one. These
problems are usually caused by
data corruption, which is the
tault of dodgy DVD production
— not a dodgy PS2.

@: How come the audio falls
out of synch sometimes? Is
this something | can fix?

A: Only in the short term. Just
stop the movie, then resume.
The sound will go back to
normal. The problem is with the

player itself. Hopefully it’ll be
corrected for future versions of
the PS2 DVD player, but it’s
present to varying degrees in
all DVD players.

On the upside, things could improve
for the PlayStation 2. Sony plans to
release future upgrades to the DVD
player software, which could improve
the picture slightly and eliminate
audio synching problems. %%
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CATEGORY: Team-based shooter >> PLAYERS: 1-Multi >>
PUBLISHER: Microsoft >> AVAILABLE: Late 2001 (US) Early 2002 (Aus)
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Halo’s
incredible
engine will allow
or everything to
ake place at
once — mid-air
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veryone agrees that if there is

one thing that the Xbox is

lacking, it's a killer must-
have game that every man, woman
and monkey is going to want to play.
It's clear that Microsoft need a game
that has the irresistible pull of a Mario
or Zelda, Wipeout or Gran Turismo. Of
course, that was never going to be
easy, considering that Microsoft have
no game franchises that are as
steeped in gaming history as their
competitors’ titles.

The news that Oddworld Inhabitants
were shifting their allegiance to
Microsoft’s XBox with the brilliant
Munch’s Oddysee, was certainly a move
that put many minds at rest. But was it
enough? Munch’s Oddysee certainly
looks wonderful, but it doesn't inspire
the crazed fervour that seems to be
reserved for games like Metal Gear Solid
2 or anticipated PC games such as, well,
Halo actually. If there was one PC game
at E3 in 2000 that had everyone
shivering with as much excitement as
they had for Metal Gear Solid 2, it was a
new game from Bungie, the makers of
Myth and Marathon. Bungie screened a
i10-minute trailer for the game at the
show, and it left most people stunned...
and wanting more. Microsoft have
cleverly hijacked not only a great game
for their Xbox, but all the hype and
anticipation that was surrounding the
game also. Halo, and its hype, coula be
just what Microsoft need to ensure that
the Xbox launches with a bang.

RING OF CONFIDENCE
Whilst the PC and Mac versions have not
been abandoned, Halo will launch first
as an Xbox title with the other versions
following some 3-4 months
later. If you've been dreaming
sweet dreams of playing Halo
before any other sucker in
gaming land, then you'll have to
accept that buying an Xbox will be
the only way to fulfil that dream when
the game is done. So, how can one
game create so much hype? The story
goes something like this...

Halo is set hundreds of years into
the future, and the human race has
ventured out and populated many

RINGIGHT

regions of
the galaxy.
Everything seems

hunky dory until a strange col!ectmn

of aliens appear at a particular human
outpost and completely obliterate it.
These aliens call themselves the

Covenant, and they are comprised of a

number of different types of aliens
who all share the same fanatical
religious beliefs. One of those beliefs
seems to be that all humans must die.
Aliens always want to wipe out the
human race... what’s up with that? Is
it because of Adam Sandler getting
picked up on remote alien
frequencies? Do we smell? Whatever
the reason, the Covenant won't stop
until there isn’t a single human left in
existence. Thus, when a transport ship
realises that the Covenant and their
entire battle fleet is following them
back to the planet Earth, they punch
in a random destination in their
navigation computer and attempt to
lure the Aliens away from our home

WILL | NEED A
BEAST OF A PC?

>> Halo is on the Xbox, silly!
That’s what so cool about
consoles — the game will be
optimised to play smoothly,
and the experience will be the
same for everybody. Okay, so
there will be a PC and Mac
version later, but the specs for
those won’t be known until
Halo is near completion.
Bungie said they were
originally shooting for a Plll
450 with a 3D card,
but we’re further
down the
track now and
the required
spec could be
up to around a Pl
600 with a high-end 3D
card. We imagine you’ll need
the latest greatest equipment
for this game to play how you
WANT it to play. That's why
getting the Xbox version could
be so much more appealing.
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come taste my hot burning stick of love... probably

“u_ Aliens always want to wipe out the human

= race... wha¥'s up with that?

planet to a distant point in the
galaxy. Brave move. When they pop
up at their new location, the human-
filled transport discovers a remarkable
object that is floating between a moon
and a giant gas planet. It's a huge
ring structure, or halo, which is ten
thousand miles in diameter. It has its
own atmosphere, terrain, and even
native life. Now, before the humans
can scratch their heads in wonder, the
aliens arrive and totally cripple their
ship, forcing the transport to jettison
all supplies and all humans, down
onto the surface of the ring. Of course,
the aliens continue their pursuit, and
before you know it, an all-out war is
raging on the surface of this unique
structure. What is even more bizarre,
is upon arrival on the surface of the
“halo”, abandoned alien structures
and technology are discovered, and
now it seems the Covenant are hell-
bent on controlling the entire ring. Of
course, this is where you step in.

RING, RING, WHY DON'T YOU
GIVE ME A CALL?

What you're probably thinking at
this stage of the preview is, "Story? |
don’t need no stinkin’ story! Halo is a
hell-bent-kill-or-be-killed team

game!” And you'd be partly correct.
Certainly, what has had the gaming
world hooked on Halo, is the impressive
display of team warfare in the preview
footage that has been shown. The
game looks like Tribes on steroids. But
what many people seem to forget, is
that Bungie have always put a big
emphasis on an absorbing single-
player experience, and this story has to
be interesting enough to satisfy those
gamers who want to experience the
world of Halo on their lonesome. If you
consider that Halo will now release on
the Xbox first, it makes sense that
there has to be a successful single-
player campaign.

Whilst the Xbox

has the ability for

online broadband .
gaming, and the multiplayer

side to Halo will no doubt

be a big success on the

console, most people

will want to be able to

play it as soon as they

rip it out of the box.

And that means that

the single player

game will have to

kick arse for the

game to be a

e

success, at least initially.
Most console gamers
have been weaned on an
instant experience, and
may not be willing to
put the effort into getting the most out
of the multiplayer game online.

There’s now more pressure on
Bungie than ever to develop a
completely satisfying single player
title, because whilst the team-based
footage we’ve seen is amazing,
console gamers will need that solitary
gaming experience,

Bungie promise some unique design
with the single player game. For
starters, they are hoping to implement
a “continuous” gaming experience.
That is, no loading times or apparent

breaks in gameplay. It could be that

the game will continue to stream off
@ the disc as the player progresses,
& although details on this are
unclear. Bungie have also
dropped hints at something so
revolutionary that
they refuse to even
hint at what it
b could be.

-

S neaky.

THAT’S THE SECOND
* BIGGEST RING I'VE EVER
* SEEN
s Once you're in the shoes
. of a marine (or alien), the
i action will play out

tanks for nothing

tanks for the memories

tank you and good night

primarily from a first person
perspective, which should quell any
fears that have been bulging in the
heads of the PC shooter set. The third
person perspective will need to be used
however, when your character controls
a vehicle of some description. Halo's
incredible engine will allow for
everything to take place at once — mid-
air dogfights, ground skirmishes, jeep
races... whatever the players can think
of, they can most probably achieve
with the tools on hand. So really, you
will need to see what your character is
doing a lot of the time.

Bungie stress that Halo's third-
person perspective is imperative to the
game playing successfully, so gamers
should relax and accept that if Bungie
say they will make it work, they will.

The physics engine is something that
the Halo team are most proud of.
Bungie programming wonderboy,
Chucky Gough, has managed to
implement real-world physics into
Halo, including some fancy inverse

kinematics (a branch of
mathematics applied to

. complex motion). If a

4 / ! marine is driving a jeep

(with four-wheel
g ~ suspension no less)
too fast and then

i& stops suddenly,
T U the momentum of

his own body will
throw him forward

-




mmm... lunch

b

insert indecipherable alien speak here

and then slam him
back into his seat, -
just like in real life. o

extremely large firepower in Bill’s box...

who would have thought?

"= "a_ Whilst the team-based footage we’ve seen is amazing,

It's the same with E'ﬁ %E COﬂSOle gClmerS need Th(]'l' SOll'l'Cll‘y gtlll‘lll‘lg eXPerlence-

taking a corner too

fast in the same vehicle — the passenger
will find themselves being thrown out
the side of the Jeep if they re not
wearing a seat belt. This kind of
awesome realism will be underlying the
entire game, providing the gamer with
a true sense of “being there” without
even being that conscious of why it
feels so right.

A lot of fuss has been made of THQ's
Red Faction Geomod engine, and the
way players can deform the
environments with their weapons, but
it’s little known that Halo will have the
same feature, although it will be
implemented differently. Halo will
feature deformable terrain in the form
of a terrain mesh. If a large missile hits
the side of a hill, it will leave a nasty
gash in the ground, or if an explosion is
big enough, it will leave a crater large
enough to ditch into with your jeep.

NO DAMN ALIEN IS TOUCHING
MY RING

So what kinds of weapons would be
capable of this kind of damage? We
bet you can’t wait to use them... the
humans and the aliens have distinctly
different technologies. The marines
have a machine gun with a secondary
grenade launcher, a pistol with a laser-

designator (so that you can target an
object and call in an air-strike), a
shotgun with a flashlight, anti-armour
rocket launcher, a very cool sniper
rifle, a flamethrower (the aliens hate
this as much as those Xenomorphs in
Aliens), a harpoon for water fights and
lots more... The Covenant on the other
hand, have energy-based weapons.
There’s the energy sword that can kill
with one slice, the energy propellant
gun (rocket launcher), and a very cool
energy rifle that literally glistens.
Naturally there are more funky items of
mass-destruction that Bungie have
kept quiet on, so we'll have
to employ some patience
and discover those
delightful secrets later.
Bungie wants Halo to
encourage players to
specialise in certain skills,
so it won't be possible to be
completely proficient at
everything that it's possible
to do in the game. Whether
we select character classes from a
menu or simply evolve into scouts,
heavy-weapon guys and good pilots is
something that Bungie have been
guarded about revealing. No doubt,
Bungie would be looking to their rivals

if we're

of Halo in

WHAT WE'D

LIKE TO SEE:

Microsoft had
better release a mouse
or alternative to the
Xbox control pad

playing lots

the first person...

to see how they implement this kind of
variety in their own team games and
possibly keep on eye on what DOESN'T
work. Team Fortress 2 and Tribes 2 are
but two of the games that Halo will be
up against for the large number of
team-game loving PC freaks out there.
On the Xbox, it's looking like Halo will
have no other console game to
compare with.

Likely multiplayer modes include a
capture the flag style game, team
deathmatch, capture and hold and a
unique mode called “Ogre”. In Ogre
mode, one player becomes a huge
biomechanical “ogre” with
numerous nasty weapons.
All the other players in the
game simply have to team
together to survive and kill
the “"ogre”. Bungie are also
going to come up with

some original modes

#that gamers aren't

currently familiar with.

We imagine they could do
some amazing things with the
breathtaking environments, seamless
transitions between indoor and
outdoor locations and the large array
of vehicles and weapons.

Halo. We want it. ..
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HALO - IS IT
REALLY
MARATHON 42

Marathon - spooky-ass |
floating aliens

>> Bungie admit that there
are recurring themes in the
games that they develop. In
Minotaur, there was a
mythical sword called
Durandal, and most
Marathon fans will remember
that Durandal is the name of
the crazy Al in the Marathon
games. Bungie have also
been coy about whether Halo
takes place in the same
universe as the Marathon
games, but have certainly
dropped hints. It seems
that there will be

% some connections,

I but we won’t know

;‘ until we get to play
W the game. Of course,

i
=
g

keen eyes will have
noticed the Marathon logo

within the Halo logo. Cool.
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RIMSIGHT

From the pen...

...to the pixel

Hyper’s delightful reception area
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rrational Games is a software
house built on the ruins of
Looking Glass Studios, and
many of their number worked on such
PC classics as System Shock 2, Thief,
and even the Ultima Underworld
franchise. This noble line has now
been set the task of composing a
survival horror game for the
PlayStation 2, and considering that
they’ll be going up against polished
versions of Silent Hill =y
and Resident Evil, one '
wonders what chance
they have of
harnessing the soul of
this new machine.
Considering the
pedigree of the Boston
studio of Irrational, better |
than average. And the ‘
game engine they're
using makes things look
better still. The LithTech
engine has never been
applied to the PS2 before,
but even in this first
generation manifestation it's
shaping up to be something
special. Traditionally game

JI "

I CATEGORY: Survival Horror >> PLAYERS: 1 >> WOW O- METER E—

engines have been specialised for
displaying either indoor or outdoor
environments, but LithTech handles
both at the same time. Each
of the game characters will
be made up 10,000
polygons, which astute
readers will recall is the
same number in the models in Tekken
Tag. Every fold of clothing, every
facial nuance, every pectoral bulge
shall be revealed.

The interface is third person, and

; different parts of the characters
"# bodies will be able to operate

& “independently of each other. The

game
atmosphere will
be aiming to
B relay a sense of
A wrongness rather
Ju than an

overbearing

barrage of horror

cliches. The interface
will be nothing out
of the ordinary for

\console veterans,

but Irrational hope

, to impart

WHAT WE'D
LIKE TO SEE:

A circle of hell
based on Redfern.

something of the same degree of
operational flexibility from their
previous productions upon it, the kind
of micro-management that
PC gamers take for granted.

ESCAPE FROM NEW
JERSEY

The object of The Lost is to guide your
protagonist straight into the depths of
hell with a one-way ticket to Satan’s
strip mall. The themes being explored
are more disturbing than the visceral
hell-on-Earth scenario in Resident Evil,
and more substantial than the Hell-
comes-to-Frogtown antics in Silent
Hill. This is Dante’s Inferno in modern
terms, a sort of interactive Apocalypse
Now if you will.

The player will take control of one
Amanda Wright, distraught mother of
a recently deceased little girl, who
takes up an offer from the horned one
to rescue her spawn, if she has the
guts. Hence the Orpheus factor is
invoked, and thankfully Neil Gaiman
Is nowhere in sight. The standard
paradigm of increasing one’s skills
and arsenal throughout the game is
no great innovation, but some of the
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every pectoral bulge shall be revealed.

skills that can be acquired as you tool
around Hades will force you to look
at the game from a different
perspective.

For along the way the player will
meet up with three different spirit
entities: Light, Shadow and
Corruption. Once these folks are on
board, Amanda can transform into any
of them to take better advantage of
her surroundings. These three
personalities grant the abilities of a
healer, a ninja and a mage
respectively, and are sufficiently
different from each other as to make
any one level four distinct places.
Apparently, this feature was inspired
by the distinctive simians in Donkey
Kong 64.

Another welcome change is hell
itself; thankfully it’s not just another
endless sewer filled with lava pits. The
nine concentric rings of damnation
each have a contemporary theme,
such as a Las Vegas level to gaol the

greedy, and a World War 1 zone to
make the violent think long and hard
about what they've done.

HELL IS OTHER PEOPLE
As for the plot, what starts out as a
simple not-without-my-daughter
affair quickly escalates into a
quandary of great cosmic importance.
It seems that there are many souls
milling about in hell that don't
deserve to be there, they are the
eponymous Lost, and along the way
Amanda decides that it's her duty to
save them. This may prove something
of a challenge when hell’s Byzantine
politics and unhealthy environment
are factored in to her struggle, not to
mention Irrational’s penchant for plot
twists at every tumn.

If this wasn’t enough of an
existential roller coaster, every time a
soul is saved players will be rewarded
with a soul’s-eye-view of the
moments leading up to their death.

Cut scenes like this will be handled
in the game engine, and the add-on
they’ve developed to handle this
effect is called "Backlot.” Players are
promised drama and emotional
involvement in spades.

Up until now, the developers of
games for PC and consoles have
inhabited two different worlds, and
never the twain shall meet. But as
the economic imperative shifts
from the pirate-friendly desktop
to the copy-retardant living
room, a certain level of cross-
pollination is inevitable. Does
this mean that we'll get the best
of both worlds out of The Lost,
and its descendants, or is
console gaming about to ,
descend into a crate-stacking #
nether world? One thing is
certain about this intriguing e
new title: You're damned if Jﬁ
you do, and you're damned :
if you don’t. &%
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CATEGORY: Mech fighting >> PLAYERS: 1-2 >>
PUBLISHER: Konami >> AVAILABLE: April
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to utilise, and most importantly, the
ability to actually follow your
opponent’'s movements at the same
time as doing all of the above?

Okay, so maybe that's being a bit
optimistic given our current
lame=-ass 2D viewing
technology and simplistic
gaming interfaces.
Although resigned to
waiting for true virtual
reality before the
PUNY THUMBS S, experience reaches
Not only have the majority of - such levels,
mech-on-mech games been ‘\" % Zone Of Enders (ZOE) is
supremely average, but the .72 an excellent
control schematics were _ ‘e & E

- _ _

example of what
either overly simplified or Qe JEE NP Y s still capable
horribly complex. And it still — | 2 with our feeble

felt nothing like being there. - oY hardware and our
Gamers kept asking : | puny thumbs. It's
themselves when they'd no wonder really,
be able to emulate the as the development
sublime aerial dogfights of team was headed up
their favourite anime. Why | by Hideo Kojima (of Metal
wasn't there a game where you B GCear Solid fame) and

had full control, nimble |

Noriaki Okamura (the
movement, ranged as well as Tokimeki Memorial series of
melee attacks, defensive

girlfriend sims anyone?
maneouvers that were intuitive

echs are awfully hardcore
r tools of destruction, and yet if

anime is to be believed, they
can be piloted by small children with
relative ease. The trick, it seems, is that
there's usually some variety of neural
link between aforementioned child
and big hulking metal beast, making
the piloting experience a reasonably
intuitive one. No such luck in the world
of videogames thus far, however.

Ir'

Enders is
for more

demo dis

Kevvie?) and it shows. This

o WHAT WE'D
We'd like to
find out that Zone Of

Metal Gear Solid 2

N Sk P e el S o

WOW O- HETER

game is pure class.

We ve tasted the Japanese release,
and ZOE is looking very much like the
console mech game that will set the
standard for some time to come, as it
really does have the whole

package. Not only
LIKE TO SEE: | packing intuitive controls
| and city-levelling action,
- ZOE (in this post Neon
| Genesis world of ours),
| also has the whole
c. | distopian tech-future
psychological anguish
thing happening too. The scenario is
pretty cool, and in the grand
tradition of almost every robot anime
ever made, features a fourteen year
old boy at the helm of the most
powerful mech known to man.

Now, what's next? Ah yes, it's time

worth buying
than just the

to start raving about the graphics... or

maybe not. You can see for yourselves
how lush this game looks (it moves at
a lightning pace too, with some
pattles taking place in fully
destructible city environments), so
instead, we're quickly going to
mention the awesome camera
mechanics, cos they stand out almost

have at you big robot

aren’t those laser pointers illegal?

as much as the graphics. Konami
spent around a year tweaking it, and
in contrast to every other third person
action title, it is close to flawless.
There's no motion sickness here, just
smooth tracking of the action showing
what you need to see. Suffice it to say
the gameplay shines even more
brightly with such a solid fnuﬂdatmn.
This is going to be special... %<

MGS2 DEMO!

>> The Juponeae version of
Z.O.E. comes with a spleen-
hurshngly gnnd playable demo
of Metal Gear Solid 2. We're
pleased to announce that the
local version will also feature
the demo, so start drooling!
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in space, no one can hear you. really, they can’t.

INDEPENDENCE WAR 2

CATEGORY: Space combat sim >> PLAYERS: 1-8 >>

'. o T T
s e -

Imost a year ago now, we

were being bombarded by

strobe lights and thumping
music that is the pseudo disco
environment of the E3 showroom floor,
munching on a piece of finger food
and standing transfixed in front of a
super-sized monitor. We were frozen
in delight at the demo that was rolling
of the upcoming I-War sequel,
Independence War 2, subtitled the
Edge of Chaos. The sleek, stylish and
superb looking space craft and the
dark gritty nature of the I-War
universe are what engrossing PC
games are all about — true and utter
escapism. You really want to get away
from it all? Go to outer space.

A WANTED MAN

I-War 2 is set one hundred years after
the first I-War. You play the part of
Caleb Johnston, a prison escapee who
has turned to space piracy with a
bunch of pals who helped you escape
the penal complex you were serving
time in. Of course, you were only
convicted in the first place for
attempting to avenge your father’s
murder, so you can’t be all that bad...

i PUBLISHER: Infogrames >> AVAILABLE: April

can you? Well, your actions may have
just started a rebellion, but in the eyes
of some, that's not bad at all.

You start out in the Badlands Cluster,
put I-War 2 will have sixteen different
star systems spread over 2 star clusters
to explore, all fully complete with
iIndependent space traffic. The non-
linear nature of the mission set-up
allows you to do a bit of roaming, so
you can live out your fantasies as a
full-on space pirate, hi-jacking ships
and causing general unrest. Your
character will have a base of operations
from which you can launch different
ships, and even customise your
crafts and weapons.

Whilst [-War 2 is a space
combat game, it has a fair 4
share of resource F
management and
adventuring too...
call it a Space Role
Playing game if you
will. There are a whole range of new
spacecraft you can take for a boogie,
from the Storm Petrel (a small one-
man fighter), to light and heavy
corvettes. The ships are even created
using textures and details from their

WOW-O-ME'I'EI!

CGl movie counterparts for
even greater continuity |
between in-game play and |
the incredible FMVs.
Although the 3D Flux
engine is a completely new
one, the developer,
Particle Systems, have
retained the awesome
Newtonian physics engine that
attracted so much attention in the first
|-War. Basically, momentum affects
your movement in space (just like in
the old classic, Asteroids), so that
B once you thrust in one
= & direction, you will
v - continue to drift after
you cut the engines. This
approach to space
a flight gives I-War

. G T——
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“Almost therel”

WHAT WE'D
LIKE TO SEE:

A persistent
online |-War universe.
People could log on and
fly, tfrade and combat in
a particular star system
| 24 hours a day!

a unique and realistic
feeling of control that is
not found in any other
space combat game on the
market. The only problem
with this in the original I-
War is that it was an
initially daunting prospect
to learn how to control the
ships properly. Thankfully, the
interface has been simplified
somewhat in I-War 2 to make it easier
to jump in and play without dumbing
down the mechanics.

What is also new to [-War 2 will be
the inclusion of online multiplayer
action. From deathmatches to team-
based games, I-War 2 will support
some great online scenarios — even
with bot-controlled spacecraft.

“Stay on target...”
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WHEN YOU PRE-ORDER TRIBES 2

PLUS RECEIVE A TRIBES 2 T-SHIRT AND TRIBES 2 SOUNDTRACK

Harvey Norman franchisees would like to offer readers of
PC PowerPlay an exclusive discount offer when they
pre-order TRIBES 2 from Sierra Studios. Simply
complete the coupon and take it to any Harvey Norman
franchise store to pre-order your copy of TRIBES 2.
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CATEGORY: Arcade Racing >> PLAYERS: 1-Multi >>
PUBLISHER: Digital lllusions >> AVAILABLE: Late 2002

" Ou may remember Motorhead
ol 3s one of the more underrated
racers on PC and PlayStation a
couple of years back. Playing like a
mix between Ridge Racer and WipEout,
Motorhead served up polished
powerslide racing physics, tasty
graphics and fantastic speed,
combined with semi-futuristic design.
Now it's time to do it all over again on

PlayStation 2.

Still in the very early stages of by develuping this new game”. Whether
production, Motorhead 2 seems to be on  this is possible within the racing genre,
the right track. Developers Digital and within the confines of a sequel no
Illusions certainly think so. Senior Artist,  less, remains to be seen. We sure
Marcus Nystrom, even went so far as to enjoyed the first one though.
say that “"One of our major objectives is

GALLEON

S to be pioneers who create new trends in ~ WOW-O-METER V..
CATEGORY: Adventure  PLAYERS: TBA OX\, g, s the industry, which is what we are doing ey = .
PUBLISHER: Interplay -ﬁvﬂmovduber VB8 e G000 00 0000000000000 0000000000C00OO0C0COCRO0ODOOCBOCRODODORRRCRRRS®EOER

“alleon puts you in the pmnty strung swashbuckling swnrdflghtmg u N DYI N G
‘boots of Captain Rhama ~ action elements. From what we've

Sabrier - adventurer, mariner  seen, Confounding Factor have a nice CATEGORY: FPS >> PLAYERS: |
and salty sea braggart, on a quest to  touch when it comes to character and PUBLISHER: EA >> AVAILABLE: June
discover the origin and secrets ~ world design, and this is backed up
behind the discovery of a mysterious by a solid graphics engine that allows ased on Clive Barker’'s book of
ship. Starting out in the port town of for the massive environments and the same name, Undying looks
~ Akbah, Galleon sees Rhama and his . - sophisticated character builds. set to be one freaky FPS. In

two “lady friend” =~ | In development for well over development by Dreamworks
companions Faith and 3 : two years now, the Interactive, and utilising the Unreal
Mihoko exploring - ﬁ game s profile has engine, Undying unsurprisingly, deals
the islands and the B .. deliberately been with the undead.
surrounding lands P’ kept low. This is Set in Ireland in the 1920s, the storyline ' 15 5 70
to unravel the — surprising, concerns a chap named Jeremiah. It pull my finger
mystery. - " considering that seems that his family has been suffering

The world that o= L) 94 Confounding the “curse of the undead king”, and
Confounding = . , - Factor's founders — only the deaths of all the members of
Factor have Paul Douglas and the family can stop it. Thus, his four
created for this L, % Toby Gird — created dead siblings have re-animated
title is steeped in = Lara Croft for Core, themselves and are coming for his
fantasy and a character not blood... The player’s task is to save
mythology, and known for shying Jeremiah and work out what's going on!
looks to be quite 5 : * away from the In order to differentiate itself from
compelling. Primarily # spotlight. Let’s the countless other horror/shooter titles
an adventure game, f hope they still have out there, we're hoping that the Barker
Galleon will also have that innovative touch license is used properly, to create a WOW-0-METER

- ¥ FTF -
& compelling, story-driven game. _'.
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BATTLE FOR DUNE

CATEGORY: 3D Real Time Strategy >> PLAYERS: 1-Multi
PUBLISHER: Electronic Arts >> AVAILABLE: October

ost PC gamers will fondly
remember Dune |l as a
landmark Westwood RTS title
that predates their success with
Command & Conquer. Dune Il's
stunning strategy game design won
Westwood a legion of fans the world
over and it's hard to contain the
excitement that a sequel to Dune I
naturally generates.

Well, the spice, the sandworms and
the struggle for power is set to return
in this new 3D Dune title, Emperor:
Battle For Dune. The game is already
looking superior to any 3D RTS game
before it, with smooth and complex
animated units, and a wealth of detalil
for fans of Frank Herbert’s Dune
universe. Select to play as the Atreides,
the Harkonnen or the Ordos and then
ally with up to five sub groups to
access new technologies and resources

DINSIGHT

—_—— .

in your fight for the throne. It's
interesting to note that battle and unit
movement across sand can attract the
deadly sandworms, so the terrain in
the game can have a massive impact
upon the gameplay. Hopefully,
Emperor will bring a whole new
meaning to the words “spice world”.

— - as long as there’s no Sting in flying undies

AMERICAN PRO§
TRUCKER m=mm

CATEGORY: Racing >> PLAYERS: 1-2 E» D:
PUBLISHER: Sega >> AVAILABLE: TBA

smash your way through barriers,
houses and of course, other cars and
trucks. It's a race to the checkpoint,

WOW-0-METER ‘ Bl .

ou couldn’t miss this one at
the arcades... The huge
cabinet lured anyone with a

[ .
-l"-.'

few spare coins simply because of its
size and garishness. The great thing
is that the game was a corker and it's
been in development for the
Dreamcast for a while now.

Hop into a massive 18 wheeler,
choose your cargo and then haul that
load of whatever half-way across the
USA. Picking up speed in some a
heavy vehicle allows you to simply

but you also have a rival driver to
worry about. Sega are implementing
a head-to-head mode for online
play, plus there is split-screen for
those who can’t play online (like us
Aussies). Don’t worry about trying to
wrestle with the turning circle of a
massive truck, because this is an
arcade game all the way. Big, loud
and coming our way soon. Honk!

the Hyper brewery

SIMSVILLE

CATEGORY: Sim >> PLAYERS: 1-Mult

PUBLISHER: Electronic Arts >> AVAILABLE: May

ver experience the addiction

of Sim City? How about the

voyeuristic classic, The Sims?
Then consider what they would be like
combined into one game. Simsville is
essentially that game. First, you build
your village, then you move the
inhabitants in (even importing your
sims from The Sims). From that point
on, your sims will begin to interact,
whilst you maintain the entire village
and attempt to sustain a harmonius
atmosphere. Of course, expect lots to

| KEYWEST ).~ {1 || i ST
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go wrong. Graffiti will ruin houses,
pets might dig up the neighbour’s
garden, thieves will run rampant,
you'll be stuck with poor sectors that
could turn into ghettos and so on...
basically, there’s lots to look forward
to! You may not get to interact with
your sims on a close, personal level
like you can in The Sims, but believe
us, you'll be kept busy with much
larger dilemmas.

The potential in Simsville is
phenomenal, so more on this one soon.
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gotta get this beer to Redfern by dusk
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ENTRIES CLOSE MARCH 21

WIN
AND A

Continuing on in the fine tradition of Rogue
Squadron, Star Wars: Battle For Naboo is
one Nintendo 64 game you can't live
~without. Take on the Trade Federation
in this epic quest to free the city of Theed,
and the whole planet of Naboo from evil forces. Not only do
we have FIVE copies of this great game to giveaway thanks to
A THQ, but as an added bonus, Hasbro have been kind enough
to make this even more special. Each winner will also
receive a brand new Hasbro Star Wars action figure — the
e Special Edition Boba Fett 300th figure! This is too
, _ good to be true, but it is! The detail in this figure is
- amazing, and it's truly a collectable. To win one
' of these amazing prize packs, thanks to THQ and
Hasbro, answer the following question:

Who really is the phantom menace?

Put your answer on the back of an envelope along with
your name and address, and send it to: Battle For Freebies,
Hyper, 78 Renwick St, Redfern, NSW 2016.

S

WIN

EverQuest is undoubtedly the most popular
online RPG ever made. You need only investigate
why you haven't seen half your friends in the last
year, and you'll discover that they're still logged onto their
EverQuest account, racking up an obscene bill with their
ISP. With the recent releases of the two expansion packs,
Ruins of Kunark and the Scars of Velious, you're no doubt
wondering how you can possibly get yourself
equipped to enter the fray. Simple. Thanks to Ubi Soft,
we have FIVE copies of the awesome EverQuest Deluxe
Edition which includes EverQuest, both expansion K .
packs, a strategy quide, a figurine, a poster and a map |
of the whole world of EverQuest. =
To win one, simply answer this question:

Name the game developer
responsible for EverQuest.

Put your name and address on the back of an envelope,
along with your answer, and post it to: EverCrack,
Hyper, 78 Renwick Street, Redfern, NSW 2016.
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triarch is World Fusion’s fresh
yet undeniably strange foray
into the massively multiplayer
market. Distancing itself from most
forms of swords, sorcery or cyber-
tech, Atriarch sets its players on the
very alien world of Atriana. A planet
thriving with all manner of alien life. A
planet where materials that we
humans take for granted — such as
metals — are rare, and as a result,
Atriana’s intelligent species have
evolved a diverse range of intriguing
natural attributes to ensure
survival. Gamers will get to
experience Atriach through the
eyes of any of Atriana’s five
dominant species: The
Cavolon, Eshlar, Lokai,
Tyrusin, and the Unarra.

WHAT LIES BENEATH
Hiding beneath its exotic
exterior, similarities in the
game’s underlying principles
remain evident. For example,
characters can better

~*AORM OUNCArN

themselves by fighting some of the
lesser species of Atriana, can form
guilds, build alienesque castles,
improve their skills and so on. The
whole process just sounds so much
more colourful when all of this is done
playing as aliens, all of which have
their own distinct look and style of
play. For example, the plant-like
Cavolon move through their forest
homes with great ease, using a
tentacle-tongue to swing from branch
to branch! Equally unique is
the ability of the Eshlar to
create many of the planets
most artistic structures.
Travelers, architects
and storytellers at heart,
the races of Atriana
appears to lead
relatively
peaceful lives. If trouble
should arise however — and
no doubt it will, none of the
alien species are strangers
PPV to battle. Fights will be
“wam handled by a complex
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now if only they can get the AC/DC song as the menu music

UT Jailbreak

Team Reaction, founders of Jailbreak for Quake, actually canned their
plans to bring a version of the much-loved mod to UT. Fortunately a
strapping young lad named Daikiki took it upon himself to put a port
together. Joilbreak is a team-based game where the goal is to send all
your opponents to jail by fragging them. The premise is similar to
Rocket Arena except that it’s possible for prisoners to be rescued by
fellow teammates. A wonderful version of the mod recently came out
for Q3. Daikiki’s UT version is fun yet still needs some work in the map
department. Frankly there aren’t many maps to choose from. The UTJB
team seems to realise this however, and are busily working on more.
You can check out UT Jailbreak at hitp://www.daikiki.com/

UT Bonus Pack 4
As a nice little Christmas present for fans, Epic were recently nice enough to
release their 4th bonus pack for Unreal Tournament. The pack provides
some fresh Deathmatch, Domination and Capture the Flag maps. Epic have
pleasingly also put together a couple of Q3-style tournament maps to up the
game’s 1-on-1 ante. The most notable addition however would have to be
the swanky looking new models. Although we've noticed that recording
demos or connecting to LAN games can prove problematic with these new
models, as strange as that might sound.

there’s gotta be inbreeding going on hitp://www.unrealtournament.com

combat system, allowing large-scale

alien wars where you can even enlist

the help of the subordinate native NPC

races, strategically sending them into

battle as fodder.
Often the result of a gruesome

battle, character death is handled in a

typically strange manner. Each player

can spawn clones of itself through

asexual reproduction. When you die

you immediately begin play as your

offspring, who consequently inherits

his parent’s skills and gear. On top of

this, friends can also choose to play as

your offspring and thus broaden your - . 3

family name. ' = = = Name. Steel
World Fusion hopes to unleash their t |

creation into the world around the

middle of this year. So if your mind is

open for something way out there,

Atriarch should be number one on

your list of titles to check out.
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y creating “a reality in which
players will have true
freedom”, Glitchless, in
developing their up-and-coming title
Dawn, hope to produce the ultimate
fantasy MMORPG. A mighty big claim,
but one that could be realised
depending on just how ‘hardcore’
players like their gaming...

DEAD DEAD DEAD

With this “true freedom”, players can
basically do whatever they like, good
or bad. Cooperate and grow with other
players or simply walk up and kill
them. Build your own empires or
ransack the towns of others. Dawn is a
game that allows both order and
chaos. Yet know this, characters only
get one life. Any silly mistakes and
you'll have to start from scratch! Scary
huh? The blatantly obvious question
regarding this defining feature is, will
people be willing to play a game where
their character, possibly after hundreas
of hours of development, can be
irrevocably annihilated at any given
moment? Glitchless believe so. Gamers
will simply learn to adjust
their playing styles. Casual
fights will have to
be dealt with a
lot more
carefully by Dawns
inhabitants.

"-“‘

To ensure everyone lives through a
hunting trip, for example, larger
parties will assemble to fight a weaker
foe. Aiding the situation will be the
ability for each character to feign death
in times of trouble. This stunt might
save your life against some of the
world’s fauna, but is unlikely to fool
another player. And while there is
nothing stopping player killers from
trying to do away with you, the very
idea that failure means complete death
may be deterrent enough. On top of
this, the possible neglect of a con
system - a way to tell how powerful
other players are - may also stave off
would-be assassins who are after an
easy kill. Suddenly PvP scenarios are
starting to sound way too scary to
comprehend. Be that as it may,
Glitchless are actually boasting and
encouraging the possibility of epic
Braveheart-like battles. The developers
point out that history shows how often
people have risked their real lives in
these sort of clashes, so there’s just as
good a chance of players merely risking
their character if it perhaps meant
saving their virtual town. Fair enough...
There’s no denying that a battle this
size would seriously get the
adrenaline pumping at least.

TALK ABOUT WEIRD
Dawns character creation
system would have to be
the strangest to date.
- Players are

4

you cannof 5|EEP: monsters are near

literally born into the world and reared
by in-game - NPC or human controlled
— parents! Just how this works is
anyone's guess at the moment. Similar
rules apply to the creatures of the
land. ‘Spawning’ is a thing of the past,
instead the population grows "birds
and the bees’ style. Apparently you
won't actually see any hanky-panky,
which is probably for the best, really.

Similar to Artifact Entertainment's
promising title, Horizons, Dawn will
offer a variety of races to choose from
while leaving out an official class
system. Players are free to develop
skills in any area and, with the right
knowledge and material, characters
will be able to throw together their
own houses, castles and even build
boats or war machines.

The game world promises to be one
giant, spherical area - a planet in other
words - as opposed to a collection of
maps or zones, like in Everquest.
Because of this, Glitchless has been
able to put together a realistic three-
dimensional sky, with stars that players
can actually use to navigate from.
Mind boggling stuff! A lot of the
planet’s terrain will be computer
generated. Because of this, the
developers have been able to offer us
the largest game world ever created —
over 30 times the size of Dereth in
Asheron’s Call!

Dawn's aesthetics, comparative to
the competition, aren’t much to look at
right now. Perhaps things will shape up
somewhat before release; besides, it's
the gameplay that matters, right? This
is certainly one of the most ambitious
games we've ever heard about.

Glitchless plan to have a public beta
ready later this year. Hopefully by then
we can all decide whether the whole
‘permanent death’ deal proves to add
to the thrill of the game, or simply
makes Dawn an ordeal to play.

Oz Network

Cyber Forces Gaming Nation
CFGN are a fast-growing Aussie
gaming network who host a whole
heap of kick-arse sites that focus
purely on the community
supporting your favourite games.
Their home base can be found
here: www.ctgn.net

At the moment they cover:
Unreal Tournament
www.ozunreal.com
Counterstrike
www.ozcstrike.com

Rune

WWW.0Zrune.com

Soon you can expect to see
affiliates covering

Quake 1, 2 and 3

www.ozquaker.com
Halflife

www.ozhalflife.com
Voyager: Elite Force

www.ozeliteforce.com
Tribes

www.oztribes.com
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PATCHES

_ Kingdom Under Fire
http://www.phantagram.com/

Jagged Alliance 2: Unfinished
Business
hitp: //www.sir-tech.com/

Carmageddon: TDR 2000
http://www.sci.co.uk/

Treadmarks
htto://www.treadmarks.com
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THE FIRST
GENERATION

As the first wave of games hit stores all over the
world, a revolution was born.
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Toshinden

Battle Arena Toshinden
HYPER 183 = =

For fighting game fans tired of the
same stale old 2D play mechanics,
Toshinden offered something new;
movement in three dimensions! In
addition to the various attacks and
blocks and so forth, players could also
dodge to the side in an effort to
outflank one’s foes. Toshinden played
quite differently to Virtua Fighter,
retaining long range fireball style
attacks, and boasting some tasty eye
candy too.

Tekken

o e P = [ e

Another fighting game to rise out of
the primordial swamp of mindless
combo-memorising. Tekken came hot
on the heels of the first polygonal

Ridge Racer

HYyrr e Is

An arcade perfect (or near enough)
translation that blew away all who
saw it. Legend has it that Namco
had a six month deadline for the
game, so they set four feams to work
on the project, and systematically
culled the weaker teams until one
remained. Ridge Racer was to
become one of the big franchises on
the PlayStation, changing the way we
think about powersliding. Polygons
were still a fresh and exciting thing,
and a public weary of the tired old
re-treads of Pole Position and
Outrun took to this one like a crack
baby to crack. Most important of all,
it featured Reiko, the Ridge Racer
girl, the single most important
personality of the 20th century.

innovator - Virtua Fighter. Both games
focused more on realistic combat than
the 2D fighters that had come before,
although the Tekken series was
regarded by many fighting game
fanboys as inferior. Even so, there was
a huge amount of gameplay locked
away in this (and successive) title(s)
thanks to the massive movelists and
combos, not to mention some bizarre
characters. The Tekken series also
introduced some of the PSX’s more
memorable gaming babes, and a
whopping three game characters
called Jack. The potential for double
entendres became limitless!

Jumping Flash

Pyt = B3=

Genre hopping is taken to a whole new
level with Jumping Flash, a first person
platform game of sorts. In a world of

abstract floating structures the players
were challenged with the task of
piloting a "Robbit,” a giant
mechanical bunny capable of jumping
vast distances, and also shooting the
strange, hostile inhabitants of the
fruity floating game world. This series
was peppered with character designs
by Masamune Shirow, more famous for
Chost in the Shell, and just screamed
"original” (not to mention “trippy”).

Destruction Derb
HYPER 24

Not particularly deep, this one, but
fondly remembered by some, and hey,
it looked good at the time. It's not the

% ¥ only PlayStation game to get worse
7~ % with successive installments, but the
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latest incarnation is distinctive in that
the computer graphics employed look
exactly like used carbon paper. Despite
negligible replay value, Destruction

} Derby is still one of the games that
" heralded the arrival of the 32bit.

¢ Doom
- HYFER 29
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Not everyone played this on PC. To
console gamers unfamiliar with the
first person shooter genre, Doom was a
liberating experience. The PlayStation
version was brilliant — the Sony pad
fitted the control schematics perfectly,

WipEout

HYPER 25 S0%

Stylish, melodious, frantic,
incredible. This anti-gravity racer
was the first truly original game on
the PlayStation, and in Europe was
far and away the best selling
launch title. It was the tirst game
ever tfo systematically target
teenage/young adult youth culture
with penache — Designer’s Republic
minimalist styling, a soundirack
comprising top dance acts, and
high speed psychedelic futuristic
racing action. All the elements
came together fo create a unique
and memorable racer. The Hyper
crew heartily endorse all WipEout
products, especially WipEout 3
Special Edition.

sound effects were of a higher quality,
the game included Doom, Doom 2 and
Ultimate Doom, and hey, playing Doom
on a big TV was awesome. Today's
Counterstrike-spoiled youth may have
little time for such a dinosaur, but they
walk in its footprints everyday.

Rayman

HVPER 28 75

This was the odd man out in the first
year of the PSX's life, being a strictly
2D platform affair with rather standard
gameplay, and entrant into a genre
that had long since become a cliche.
Rayman stood out from the crowd by
offering the peak of platform game
evolution, being beautifully rendered
and strangely addictive. Not to
mention so damn French! The freaky
thing is that after five years this game
is still on the charts, and in Europe is
the single best selling 3rd party title to
date for the PlayStation.

hbEES

THE PRICE IS WRONG

Sure, the early adopters loved it.
Sony were wise enough to plant
PlayStations in nightclubs so that the
trend-setting sliver of the population
could receive maximum exposure fo
it. But it cost a bomb. In real terms,
about as much as the PS2 does now.
It wasn’t until the price dropped to
$299 that serious mass-market
interest was generated. There may
be hysterical demand for the PS2
overseas, but they're forking out far
less for it. Those mounds of blue
boxes at Harvey Norman are going
to stay right where they are until the
Australasian public is convinced it's
getting value for money.
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In its second year, the PlayStation really started to

get info a gaming groove.

Fifa 96

e e

The last great sprite based soccer
game on PlayStation from EA. Fifa 96
was fast, looked good and was a very
nice step into the 32bit world for the
series. With a multitap this sucker was
near unbeatable.

Twisted Metal

Lt e

Graphically Twisted Metal was a
complete mess, but the foundations of
the game were solid — blow stuff up

ERMIMNG

Net Yaroze

The PlayStation wasn’t just a cut-
and-dried consumer product, Sony
wanted a development community to
spring up around it, where any
ambitious young programmer could
dream of growing up to write Crash
Bandicoot 7. To achieve this end,
Sony produced the Net Yaroze, a
special development kit designed for
the home user. It consisted of a
special black PlayStation, interface
cables to plug into o PC or Mac,
some chunky manuals, and extensive
programming libraries so that
anyone with a handle on the C
programming language could have
a crack at writing their own
PlayStation games.

While only 10,000 Net Yarozes
were ever made, quite a few games
were successfully created on them,
and they often appeared on demo
discs. While most of these efforts

(friends included) in a variety of
kookily themed armoured vehicles.
Widely credited with creating the car
combat genre, Twisted Metal died
from “crap sequel-itis” but the
original was a breath of fresh air early
in the PlayStation’s life.

Worms

HYFPER 3l =] = A

Although Worms Armaggedon is
currently the king, this is where it all
started on PlayStation. Insanely
addictive strategic turn based combat
with a comic bent. The graphics may

i
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Devil Dice™®

were decidedly amateur, one actually

went on to become a commercial
release. Devil Dice started off as a
homebrew project, but went on to
become a best seller, and a defining
pillar of the puzzle genre.

It's unlikely that there’ll be a Net
Yaroze equivalent for the PS2. Sony
are not falling over themselves to
give programming libraries to real
game developers, let alone the
public. By the same token, PS2
development kits are horribly
expensive. And even if such a kit
were in the hands of a bedroom
banger, they would have to be
autistic to take full advantage of the
PS2’s power. No, it looks like the age
of the lone games programmer are
gone forever, at least on consoles.

be 2D, the combatants a centimetre
tall, and the arena a virtual ant farm,
but this is one of the best party games
on the system. Harking back to the old
ballistics games like Scorched Earth,
players took turns setting trajectories
and firing off all manner of exotic
shells. Near-infinite variety and
unpredictable gameplay is always a
good combination, and Worms
transfixed Hyper staffers during many
an extended lunch break.

Resident Evil
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Resident Evil introduced the “survival
horror” genre to the PlayStation,
although it didn’t really invent it
(thank you Alone In The Dark).
Although the series was very much in
its formative stages, this title still
managed to scare the crap out of all
and sundry. The most recent versions
on PSX and DC have come a long way
(although as far as controls go, not far
enough), but the first used super-
deformed characters in the generated
cut scenes, and dodgy B grade actors
in the FMV.

Resident Evil was very much inspired
by the zombie movies of

George Romero, but with

a wacky conspiracy

theory pseudo science

take on the genre. Original, °
compelling and scary.

N fqﬁi ']
Tomb Raider
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A rare moment of serendipity in
gaming, the first Tomb Raider was
actually hatled as something truly new
and different. Huge levels, fiendish
puzzles, and running over surfaces
that didn’t involve moonwalking. It
also had the rare effect of providing
both a massive sex symbol for boys
and a positive role model for girls. The
four sequels introduced incremental
improvements to the interface, gave
Lara more moves and so forth, but the
goame has now become so passe that
only some truly revolutionary
manifestation on a next-gen system

can redeem Lara in our eyes.
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Crash Bandicoot

MY =k S0%

This series from Naughty Dog took
standard 2D platform game mechanics
and implemented them in a pseudo-3D
world. Although technically excellent
with a smooth leaming curve, the
gameplay wore thin quickly. Even so,
with such a refreshing bent, and a bent
protagonist, sequels were inevitably just
around the comer. The series peaked with
No.3, which added vehicle-based levels.

Motor Toon Grand Prix 2

YRR Sk = [— 4

What Jumping Flash is to platformers,
Motor Toon Grand Prix 2 is to racing
games. In other words - trippy and
very playable to boot. At first it was
disconcerting the way the cars leered
drunkenly around corners, not to
mention the wild colours and surreal
landscapes, but behind its
hallucinogenic facade was a rock solid
racing game. There hasn’t been
anything like this since.

Die Hard Trilogy

£ ] e T e 8934

A movie-to-game adaptation
that's actually worth playing. With
third person action, light gun
shooting and crazy taxi driving
being the three different modes
of play, it spread its bet across
three different movies
as well as genres. And
cleaned up as a result.
Memorable for its insane level of
violence — fragging civilians
into a fine red mist wasn’t
frowned upon, it was practically

& encouraged. Of course, later on
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came the tame sequel. Who knows,
maybe one day there’ll be a
 Die Hard Trilogy trilogy.
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THE FIRST
CLASSICS

This year will be fondly remembered by millions for
the re-birth of a certain RPG series...

HVPER 42

Precursor to the orgasmic Soul Calibur

on Dreamcast, this sword fighting
game was a rather nifty piece of
warez. Featuring lightning fast
weapon based combat, there were so
many disciplines to learn and flashy
combos to execute. Technically Soul
Blade was brilliant, featuring fully
animated 3D backgrounds, and
gloriously detailed, smoothly
animated characters. Soul Blade also
introduced a damage bar for your
weapon as well as your character.
Aggression was encouraged, as too
much blocking would break your
sword! An RPG mode provided a solid

extension to the lifespan of the single

player experience,
and we were all
hooked.

Micro Machines V3

HYFPER 45
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The Micro Machines series was
already a cult classic on the 8/16bit
machines before it even came near
the PlayStation, but this new version
was special indeed. Essentially
identical gameplay, but in a fully
polygonal world. The plain texture
mapping looked cool and allowed the
gamespeed to stay high. Plus, there
were heaps of courses and vehicles,
and for those with multitaps, o

Abe’s Oddysé

.
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MMV3 was responsible for many
sleepless multiplayer gaming nights.
Codemasters didn't mess with the
formula, just updated it. For once this
was all we wanted.

Abe’s Oddysee
HYPER 4B

Oddworld Inhabitants improved on the
standard 2D platforming formula no
end by creating a compellingly dark
gameworld that thrived on black
humour. The gameplay was mostly
puzzle based, and introduced the
concept of language to the game
characters. With a simple set of
communication commands,
Y (including farting), a whole new
dimension was opened up. The

e

-» ability to possess other game

characters and get them to
do your dirty
work was a
compelling
step forward.
Beautiful design, unique
gameplay and incredible
production values.

Time Crisis
HYFER 4B
Time Crisis rejuvenated light
gun shooters in the arcades
with the introduction of a foot
~ pedal for ducking. This-added
e |ement of strategy sorely

Final Fantasy Vi
HYPER 49 955

The first blockbuster RPG on the
PlayStation, FF7 transcended all
rules of demographic logic by
appealing to boy and girl, young
and old alike. Despite the fact that
the game characters were just litile
SD figures on screen, Square’s post
apocalyptic vision of an alternate
world was masterfully realised, with
an epic story, fantastic FMVs and
bitmap backgrounds, and
compelling quests. To many diehard
RPG ftans, this really rubbed in the
fact that Square had neglected the
Né64 in favour of the PSX.

needed. Namco nailed the PlayStation
port, adding in a whole new mission
and crafting an excellent light gun.
We just feel sorry for all the suckers out
there who bought the local release and
its (snigger) grey gun. We've got the
black Jap gun and damn it looks good!

Castlevania: :
Symphony of the Night

HYVPER 51 B2%

Arguably the finest 2D platform game
on the PSX, Castlevania is something of

T
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a retro experience, owing all its look
and feel to its 16 bit predecessors. But
by pursuing the 2D platform game
ideal of lush animations and design,
with the power of a 32 bit console, it
gave the player vaster levels, more
weapons and abilities, and more
secrets than any to go before it. Most
of all, the atmosphere and gameplay
were incredible, making subtle use of
the available horsepower to make for a
Konami classic creepier and more
expansive than ever before.

Coolboarders 2
HYPER 53

The high watermark of the

Coolboarders series, in turn the most
popular snowboarding game on the
PlayStation. This is a genre that didn't
really exist until the PSX came along,
and it has truly become a stoner’s best
friend. We've included the sequel
simply because it shat on the original

Lb d3dAH«K
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so hard. Although
the graphics were
grainy and the
“attitude” annoyed
the more cynical
gamers (ourselves
included), the sequel really
played to the
strengths of both
the console and
the thrills of the sport. Courses were
narrow and windy, requiring complete
carving mastery, and at the same time
generating an unprecedented feeling
of speed. Combine these thrilling
downhill runs with expansive trick
mechanics that allowed for ludicrous
chains, and you'll see why the third
game looked so tame.

~ N

Parappa the Rapper

HYWPER 47

e

This may have just been a six level
game where you pressed buttons in
time to the music, but was so
overwhelming to the senses that one
couldn’t help but think the game
designer was on powerful mind-
bending drugs. This is because he
was, and Masaya Matsuura went on to
create a sequel, Um Jammer Lammy,
not to mention Vib Ribbon, which
plunged our senses straight into the
abyss. Parappa is Japanese for paper
thin, and so is our hero, a rapping,
kung-fu fighting mutt in baggy
pants. Funky hip hop loops and
samples, memorable characters, silly
rhymes and limited (but fun)
freestyling potential. Breakthrough
game design. Bring on the PS2 sequel!
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Bushido Blade

 %ﬂ‘H?FEE = BHa%

S A fighting game
= noteworthy for

several reasons.
. First, it was a finely
s balanced and
_____I‘,’_‘-—' immensely
enjoyable gaming experience.
Second, it was a sword fighting game
where you chose not only a game
character, but the weapon they used,
introducing near-limitless variety.
Third, it had a realistic damage
modeling system. There were no energy
bars; players could lose by taking a
single well aimed strike. This created an
immense amount of tension in each
confrontation, as every action could be
your last. A superb product that has yet
to be matched, and the most meditative
fighting game ever. Shame about the
sequel. Hopefully the latest version on
PS2 will fulfill the potential of the idea.

Grand Theft Auto

HYFER MH-H
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Yet another genre-buster, GTA broke
all the rules about developing a game
for a relatively new machine. It looked
like a SNES game, but had the
sensibilities of a PC title. The world of
GTA is a huge urban environment, and
while the city’s buildings open up like
a mango before the player’s eyes, the
environment is essentially two-
dimensional. Not that players noticed,
as they were too busy stealing cars,
mowing down pedestrians, and
avoiding the cops to care. One of the
best games celebrating the thug life.

i 1

e ——  ———

-Jl'i rand Theft Auto

It was at this point that everyone secretly knew that
the PlayStation had won the 32-bit war

followed, but this was the shiznit.
We'll be bringing you info on the PS2
sequel very soon.

Ghost In the Shell

MyFER S = | = b

Ghost In the Shell is a 3D action game
which owes more to the comic book
than the movie, and with good reason.
For in the comic, Motoko and all her
cohorts at Section 9 were fitted out
with groovy spider-like cyber tanks. Of
course, in the comic they could turn
invisible, but | guess you can’t have
everything. The levels were lightweight
but action packed, and the animation
in the cut scenes was lavish. Perhaps
over all too soon, and frustrating due
to the amount of unexplored potential
in the game design, this was a
coherent product nonetheless. Also
noteable for its
minimalist
techno

Gran Turismo

MY FER SR S2%

The racing game market on
PlayStation was saturated with arcade
racers before Gran Turismo came
along, so this highly polished product
was lapped up by gamers. And for
good reason, as a console simply
hadn’t seen a racer as realistic as this
before. Gran Turismo quickly became
the defacto racer for serious car nuts
thanks to its realistic look, sound and
feel. The depth was unprecedented
too, with so many cars and options to
tweak. As in real life, it took hardcore
dedication and countless hours (or
months) of practice to master this
racer. In every department, Gran
Turismo came up trumps. GT3: A-Spec
will be out soon for the PS2.

Klonoa

YR S g1%

2.5D platforming simply
doesn’t get any better than
this Namco classic. g
Following a 2D path set |
on a 3D background,
Klonoa was an
enchanting title. The ¥
kooky fantasy world was
playful, the mechanics were %
solid and the use of the 3D

illusion used to good effect.
Lame ripoffs like
Pandemonium soon

g

AL



THE PRICE IS IlIGI'I'I"

When the price of the PSX dropped
to $199, sales of the unit exploded,
and what can be considered the
golden age of the PlayStation
began. Sales of games like Syphon
Filter and Gran Turismo went
through the roof, and everyone
thought the whole happy exercise
could go on forever.

soundtrack featuring such legendary
artists as Derrick May, The Advent,
Joey Beltram, Takkyu Ishino and Dave
Angel. Well bangin'.

Colin McRae Rally

HYFPER S8 S0

From little cars hooning through big
environments to big cars hooning
through even bigger environments,
Codemasters captured and bottled the
essence of rally driving with this title.
Straight out of left field, this was the
racing game that everyone suddenly
realised they'd been craving. A huge
track count, a solid graphics engine and
the best rally handling mechanics ever.

Bust A Groove
HY'PER Bl

A terminally hip fusion of the dancing
and fighting genres, Bust A Groove
was the ideal party game, the kind
where two would play and a dozen
would watch. The soundtrack was
firmly rooted in J]-Pop but covered
most dance genres and was
disturbingly addictive. The characters
ranged from an industrial breaker to
the ultimate disco narcissist.
Graphically BAG looked astounding,
due in no small part to the incredible
dance animations, and the smoothness
with which dancers moved from one to
the next. With the depth of a fighting
game, but the purpose being simply to
come up with the freakiest dance
routine, BAG proved quite the
diversion.

Tenchu

H“YFER Bl

A unique and ambitious take on the
ninja genre. Tenchu was a 3rd person
action game, but the emphasis was on
avoiding the enemy by darting over

Metcll Gear Sohd
HYPER BS

Probably the single best game on
the PlayStation. Four years in the
making, MGS took yet another
crack at the elusive “interactive
movie” mantle, and amazingly
almost got there. Although

the storyline was essentially
linear, it was very strong,

and the game drew you in
further with great cutscenes,
characters, and voice

acting. Equal parts stealth

and combat, the gameplay
found a magnificent balance,
and the entire game was
executed with a mature,
cinematic flair that had you
gripped fo the very end.

Metal Gear Solid 2 looks set
to continue in the same |
vein, and i1s the most

eagerly awaited game for

PS2, even though it won't

be out until Christmas.

- L

. [ Y
roof-tops, and using your S~
superior ninja skills to sneak up and kill
your targets without making a sound.
The combat system was simplistic, and
there were some camera control issues,
but there is no doubt that Tenchu was
innovative and addictive in equal
parts. Unfortunately, Tenchu 2 created
as many problems as it fixed. A third
game is planned for PS2. Imagine the
possibilities!

Spyro the Dragon
HYPER El

A deceptively engaging platform
game, Spyro employed huge
environments and a progression
system that rewarded the young as
well as the old. While completing the
game was relatively easy, extracting
every last secret was somewhat more
challenging. Spyro also demonstrated
Sony’s grip on the PSX hardware,
looking comparable to some of
Nintendo's 64 bit offerings. Spyro 2
and 3 each built solidly on the games
that went before it, adding new
features and modes and generally
adding value. For some reason there is
no word yet on whether Spyro is
coming to the PSa2.

Street Fighter Alpha 3
HYPER BB

32-bit Street Fighter at its best.
Capcom actually bothered putting
some work into this port, and it showed
- Alpha 3 was close to arcade perfect.
In fact, it was more than arcade perfect
thanks to all the extra options and
playmodes Capcom packed in. For the
first time ever on PlayStation, the
loading times were minimal, and with
over 30 characters from all SF eras to
choose from, this was the 2D fighting
god incarnate. On the odd rainy day
you can hear the Hadokens.

nTsSC

?-Gumes you'll never play
~ Unlike more versatile mediums,
like audio CDs, not all PlayStation

games urE‘piuyuble on all PSXs. The

~ world of gaming is divided by
= !ungunge and video standards that

Ape Escape

HY'FPER 324

Ape Escape is still the only PSX game
to date to take full advantage of the
Dual Shock controller. A unique 3D
platformer starring some kid trying to
rescue a bunch of escaped monkeys,
Ape Escape cleverly used the analogue
sticks for such varied abilities as
rowing, rotating the blades of a hand
held helicopter, and controlling a
remote control car. The puzzles and
challenges utilised all these abilities to
create a varied and fresh game,
steeped in character and humour.

~ were set in place long before wdeﬂ =

- games were even invented, and as a
~result it’s an uphill battle for any
- game from America or Jupun to be
released in Australia.
Japan is by far the tr:r:klesf cnun’rry

to get games out of, for not only does

the game code itself have to be
converted from NTSC to PAL, but
because we share the same video
standard as Eurnpe a game has to be
’rruns[uied info all the major Euro-
Iunguuges as well as English. This is
all well and good for a million plus

selling blockbuster like Final Fantasy,

but all too often games are passed
- over because it's deemed to be not

worth the effort. |

Games like Tobal No. 2,
Xenogears, Legend of Mana and
Chrono Cross were all released in the
US, but due to budget limitations
suffered by European distributors,
they’ll never see the light of day in

Australia. The determined can play
_imported copies of these games on
imported or mod-chipped PSXs, but
- they pay a premium to do so. The
general public is still left high and dry.
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Publishers were making money, consumers were
happy and the games were rockin’

Syphon Filter

HYFPER BS gS2%

Yet another linear 3rd person action
blaster, but not a bad effort. Perhaps
less cerebral than Metal Gear Solid,
but more accessible. The player
controlled CIA operative Gabriel Logan
on a series of daring terrorist-killing
missions. The sequel was essentially
more of the same, but the Australian
public loved it like a horribly spoilt
son, and bought it in droves. For
gamers with an appetite for
destruction and a military bent,
Syphon Filter was the game of choice.

The PocketStation fiasco
Perhaps the biggest anticlimax in

the whole PlayStation experience,

the PocketStation nevertheless

managed to generate a kind

of hysteria that is rarely

associated with a product

so small and so useless.

Roughly the same size

and shape as the

VMU on the

Dreamcast, it

promised to be a fully

tunctional PDA, a means

of downloading games off your

PSX and playing them anywhere,

anytime. Reality fell a little short of

these expectations.

For starters, the thing was tiny, no

bigger than a regular memory card.

Although it had six little buttons on it

for playing games with, they were so

tiny and close together that this was

Silent Hill E
HYPER 70O

A survival horror game with =%
unique graphics and a 5
genuinely spooky-arsed settmg
Rather than just fighting waves of'
zombies, you found yourself in a
small American town infested with
demons. The emphasis was less on

with your mind through the grotesque
and warped. The story was weak, but
the atmosphere has yet to be matched.
Silent Hill involved combat, surprise
plot twists, multiple endings, and we
eagerly await the sequel coming to
PS2. When it comes to horror on the
PlayStation, Silent Hill is the one.

an exercise doomed to failure. The
screen was miniscule, a mere 36 by
36 pixels. And perhaps worst of all
was the fact that it had the same
memory size (1 Meg) as a regular
memory card, and when you
downloaded programs into i, this
meant there was less room for
your normal game saves.
While some games did
make imaginative use of
the device, such as
Street Fighter Zero 3,
which allowed the player
to train their fighters while
away from the PSX (albeit in
a limited capacity), most
games following its introduction
ignored it completely. So perhaps
it’s for the best that this glorified
Tamagotchi was never sold outside
of Japan. The few Australians who
managed to get their hands on them
perpetually testify as to their
uselessness.
A rare dud for Sony, and proot
that they're not infallible.

straight horror, and more on messing -

AN

Driver

HYPER 70O

A simple
concept, but a
very satisfying
= W one. Driver
( ; recreated the
look and feel of
?ns movie car
e chases, with
mammoth cars travelling at cinematic
speeds through accurately modeled
US city streets. The sequel added a
two player mode for cops and robbers
antics, and also featured cut scenes
better than any to go before them.
The gameplay is just getting from A
to B, but it had never been this
visceral. By which we mean fun.

Crash Team Racing

2 fa'sd et L A

The PlayStation software shelves may
be clogged with crappy kart racing
games, but this is the cream of the
crop. CTR has all the magic karting
ingredients: little people with big
heads, lots of powersliding and
shortcuts, and rock solid gameplay.
Naughty Dog's last game in the Crash
Bandicoot franchise, and arguably the
best to date. Indeed, the highest
tribute we can pay this game is that it
feels like a Nintendo game. Where
Naughty Dog truly eclipsed Mario Kart
was with the addition of brilliant

A%
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Tony Hawk
Skateboarding

B et

Cone-heads across Australia held a 21
bong salute the day this one was
released. Tony Hawk himself collaborated
with ace developers NeverSoft to create a
game that combined the best elements of
realism and fantasy in huge virtual skate
parks. Tony Hawk was a skater’s wet
dream — a skate game created by skaters
tor skaters. Every pore of this title oozed
skating, and true fo street skater style,
there were literally limitless gameplay
possibilities. The sequel tweaked the
mechanics and introduced a tew vitally
important tricks, as well as the custom
skater and skate park design modes. For
many, this bestseller is the single best

game on the PSX.

powerslide mechanics where you could
chain powerslides together for mega-
powerslides. A decent four player title
as well.

Medal Of Honor

HYPER 77

The PlayStation had great difficulty
recreating the thrills of FPSs, thanks to
limited hardware and the lack of a
mouse or keyboard (Doom worked so
well because the graphics were

sprite based, and you couldn’t look
up or down so the controller

mapped perfectly). Alien Trilogy,
Powerslave and Quake 2 were all
okay, but Medal Of Honor is

really the only FPS we'd play

on the system. Medal Of

Honor had shortcomings, but in the
quest to defeat the Nazi hordes, these
were soon forgotten. The sequel,
Medal Of Honor: Underground, has
turned out similarly well.

Medal Of Honor
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THE PLAYSTATION'S
LAST STAND?

Final Fantasy IX

HYFER Had 954

A return to form for Squaresoft,
this RPG ditches the techno-fantasy
settings of 7 and 8, returning to the
tantasy-tantasy milieu that defined
the series back in the days of the

As the PSX began to show its age, the gaark

e P52

became res

Vagrant Story
HYPER B3

g95%

A fantasy RPG with a staggeringly
complex, yet profoundly
satisfying combat system. Real
time and turn-based combat |
elements meet head on, and battle is
resolved in a realistic fashion, with
location-based damage and a combo
system that rewards careful timing.
And the stats are so rigourous they
keep track of what kind of shoes you're
wearing. The storyline i% also quite
compelling, and the atmosphere
makes for a splendid excursion into
gothic architecture. Vagrant Story is
like a super evolved Final Fantasy.

Vib Ribbon

less and atftentions turned

HYFER B4d BH3%

Yet another game where you must
press combinations of buttons in time
to the music. However, this is the first
ever game where you play a stick
figure rabbit in a universe of

.....
B e o Rt S

monochrome wire-frame graphics. It
looks like something from 20 years
ago, but feels like an ultimate form of
leisure from the distant future. Proof if
any were needed that graphics aren’t
everything. Plus, it’s all generated on
the fly, so you can make little Vibri
dance to any CD in your collection.

Hogs Of War

HYFER B4 B34

Hogs Of War is an outstanding turn-
based 3D battle game for two reasons.
Firstly, it takes the Worms formula and
successfully translates it into
three dimensions.

Secondly, most of the

voice acting is done by Rik

Mayall, who played Rick on The
Young Ones and Richie on Bottom.
It's truly a rare treat to hear his
voice in any new product, and he
takes to the task of voicing war-
hungry swine with gusto. Yet
another game that steps outside
existing genres, and benefits us all
as a result. Somewhat hampered by
technical problems, we'd really like
to see a sequel on a new platform.

Team Buddies

Y i Bl BH5%

It took five years for someone to do
it, but Psygnosis took the initiative
and finally made a game for the
PlayStation involving simple top-

R T
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down combat involving little men and
tanks and so forth. The mechanics are
simple, but the gameplay is highly
diverse, pairing complex task-driven
missions with frantic four-player
action. Most importantly, your little
men look like pharmaceutical capsules.
Once you get your head around the
controls, this one’s hard to put down.

Monster Rancher

HVPER H.-H
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This came out in Japan years ago, and
even the Yanks have had it for ages. It's

The PSone and beyond...

In some ways, the
PlayStation deal keeps
getting better and better.
The slick new PSone unit is
cheaper than ever before, not to
mention streamlined and stylish,
with a futuristic finish just right
for the space age of the 2ist
century. Sony even say that, if
we're good, there will be a portable
LCD screen to plug into it, and wireless
network play over mobile phones!

Of course, it's not all roses for the
PSX gamer of tomorrow. The PSone has
dispensed with the link cable port at
the back, so the tiny fraction of
gamers who used it will feel a little
disenfranchised. Also gone is the reset
button, and Nintendo owners will
doubtless take delight in pointing out
it still only has two controller ports.

Perhaps most disturbing of all is the

NES and the SNES. This may well
be the best game in the series fo
date, with improved graphics,
story-téelling, combat:mechanics
and so forth, but if its sales do not
meet up to the high standards left
by its predecessors, then it will
confirm widespread suspicions that
the PSX is on the way. out.

But what o way to go, eh?

-
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similar to the Pokemon concept, where
you nurture, train and fight bizarre
looking monsters, but differs in a few
key areas. Most notably, you can insert
any CD, and the game will analyse the
data layout to.randomly generate a
freaky looking beast for you to tame
(there's actually only a limited number
of creatures, but the stats will differ, and
it's kind of cool being able to say “my
Big Heavy Stuff will wipe the floor with
your Photoshop 6.0"). Between battles
you can indulge in a convoluted
eugenics regime with the aim of
breeding the ultimate monster. Unique.

o e TS

i:@ ¥ that it’s now
e bemg viewed as a
I-: dz” machme Of all the new

~ games coming out, a disturbing

number feature Loony Tunes, Smurfs,
and all the Disney mainstays in all-
singing, all-dancing, simplistic
platform games.

There are few avenues left in terms
of programming innovation, and with
shrinking sales any other kind of
innovation is too much of a risk.

The PSone is little more than a
friendly ghost. Tomorrow
belongs to new consoles that
will do new things.
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All in-house PC previews and reviews
are done on Gateway computers.
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THE HYPER
CREW'S TOP 5

Eliot Fish - Editor
1. Counter-Strike — PC

“Best (Team) Game Ever.”

2. Battle For Naboo - N64

3. Mario Tennis — Game Boy Color
4. Final Fantasy IX — PSone

3. Rune — PC

Cam Shea - Deputy Editor

I Super Mario Kﬂﬁ SNES

“Just getting some practise in ahead of the
GBA release!”

2. Mario Tennis — N64

3. Pokémon Puzzle League — N64

4. Winback — N64

5. Roommania #203 — Dreamcast

Malcolm Campbell - Art guy

1. Project Justice — DC

“Capcom take the comedy angle. And win!
2. Caesar lll - Mac

3. Daytona USA 2001 — DC

4. Guilty Gear X - DC

5. Vagrant Story — PSone

THE HYPER
SCORING SYSTEM

The Overall Score — what's it all about?

80-89 Very gond Thisisa quajlty
game, but not perfec*l;

70-79 Good, verging on average.

Try before you buy.
60-69 Average, verging on bad.
This game is badly flawed.
50-59 Bad game design and possibly
not even worth renting.
0-49 These games simply suck.
A total waste of money!
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Star Wars:

7==Battle For Naboo

CATEGORY: Space Combat > > PLAYERS:

1 >> PUBLISHER: LucasArts >> PRICE:

$89.95 >> RATING: M >> AVAILABLE: Now >>

Eliot Fish gets out his lightsaber to carve his name in the desk.

rom the moment the giant
Emintendu logo falls down and

crushes Jar Jar Binks, you know
this game is going to be good. Even
though LucasArts haven’t had a great
track record lately, Factor 5 are the

folks behind Battle For Naboo, which is

almost a guarantee that this is going
to be just as good as the wonderful
Rogue Squadron.

But is shooting down Trade Federation
droid fighters over the rolling hills of
Naboo as much fun as stopping a TIE
bomber strafing run on Corellia? Can a
bunch of faceless Naboo pilots created
for this game have the same charm as
Luke, Han and Chewie? Well, almost.

MESA NO LIKEN DEM OUTSIDERS
The events in Battle For Naboo take
place at the same time as the movie
The Phantom Menace, it's just that
you're playing from the perspective of
one of the poor Nabooian
pilots who has to face the
hordes of Trade
Federation droids behind
the scenes. Under the
guidance of the hardy
Captain Panaka, you
have to take control of
everything from an Ni

Starfighter to a heavy STAP,
Federation gunboat, Naboo police
cruiser and more. You re out to not
only knock back the evil army of
droids, but free enslaved Nabooians
and buy some time until the Queen
returns. The battle is raging in the air,
on the land and in the water too.
Variety in spades... but depth?

It seems that Factor 5 wanted to make
it apparent from the get go that Battle
For Naboo is a very different experience
to Rogue Squadron, as in the very first
mission you're at the controls of a Flash
Speeder, shooting your way through
the streets of Naboo to escape Theed
and get to safety. As opposed to the
focus on dogfighting in Rogue
Squadron, fighting at ground level
plays a massive part in this title, with
most missions having a mid-way point
where you enter a hangar and switch

from a ground vehicle to a starfighter
or vice versa. One particular mission in
which you have to liberate prisoners,
requires you start in an Ni Starfighter,
switch to a heavy STAP and then finally
to a Gian Speeder to finish things off.
You'll literally be face to face with
Battledroids on foot and on STAPs, as
well as the awesome firepower of the
Battletanks and Destroyer Droids. You

kiss your trade franchise goodbye
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¢’'mon Anakin, spinning is good, right?

1111

Panaka pulls this Battletank over for a breath test
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neats, Luke
Here are some cool cheats
g to get the most out of your
can even run the droids down if you're  dogfighting your heart out here against  ships are sleek, & &~ battle for Naboo.
in a hurry to get somewhere. At first it hordes of droid fighters, dodging, slim-line craft that dre g — Go to the options screen,
seems strange that you can’t reverse weaving, rolling — doing anything to really quite hard to < 8 select Passwords and then try
your vehicle out of a tight spot, but the  stay alive. It ain’t easy! The droid discern from a distance. " Stheseg/codes...
turning circle is good enough to put up  fighters are exceptionally nimble, and Sometimes you'll find s 5 AP KTOME — After entering this
with this slight oversight, because you you'll find that it’s far harder to stay on  yourself shooting at . code, any mission you play will
can simply turn around back the way their tail than it was with the TIE another N1 because be accompanied by DVD-style
you want to go. The control of the fighters in Rogue Squadron. The you've mistaken it for a droid fighter. commentary from the
speeders is great, and you'll certainly difficulty has certainly been cranked up  It's easy to do. There was no mistaking a developers. A first for a console

get a sense of speed as you this time around, and no TIE from an X-Wing in Rogue Squadron, game and simply amazing stuff.
zip along across the I I I The LucasArts mission is a complete simply because the designs were so LOVEHUTT - Enter this to check
ground, smoke billowing ¥4 9‘;:"';?:;”:;“”5[ cakewalk. With only three  radically different in shape. It’s also a out a piccie of the development
up behind you. They're the PC. Will we see it on lives to play with, youcan  tough job getting a bead on a slim, team. Aww how sweet.

pretty weakly shielded PS2, Xbox or Gamecube? expect to be replaying bony Battledroid when you're zipping PATHETIC - Need some exira

though, so you'll never certain sections over and along the ground, and you'll find that lives? This cheat gives you

want to spend too long inside one, and  over until you figure out the safest way  they somehow manage to survive a unlimited lives. Don’t use it until

frankly the space combat is what to approach it. This would be a problem  barrage of shots from your diving you've finished the game

everyone has paid the admission to if the game was frustrating or dull, but  starfighter at times, much to your though, you lame-o!

play. You won't be disappointed either.  luckily, you'll be more than happy to frustration. This isn’t really a problem LEC&FIVE - Enter this to unlock
Whilst there are only two missions in ~ replay these missions, as they really are  with the game design, but more that the the bonus Federation Secrets.

orbit around the planet, one of those quite entertaining:. Episode One machinery doesn't translate | KOOLSTUF - This cheat will

missions, the final attack on the Trade as well to videogame as the classic Star reveal the Showroom that you

Federation Droid Control ship is a NABOO HOO HOO Wars does. Well at least, not in this can select in the Options screen.

brilliant final mission. Finally, some The actual spacecraft designs in The incarnation. A small picky point, but the Check out concept art and listen
true free-flight Star Wars space combat  Phantom Menace create a bit of a proof is right there in your crosshair. . to all the music tracks. 1
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is available on the Né4. You'll be problem in videogame form. All the Which leads us to another point.
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SELECT CRAFI

- -
choose your craft of destruction and %*'

then wipe them out, all of them

So are there any hints, clues or
snippets of Episode 2 information
hidden amongst the lines of code
in Battle For Naboo? Well,
unfortunately, not that we are
aware of. If you remember, in
Rogue Squadron, the N1
Starfighter was a hidden craft,
which was before Episode One
was released. If we're lucky, there
could be something Episode 2
related hidden deep within the
game, although maybe it's just
wishful thinking. It is mentioned
in the Trade Federation Secrets
level of some advanced
Battledroid technologies though
and LucasFilm have registered
SuperBattledroid.com...

——— .

)

A bunch of new craft were designed
for Battle Of Naboo, such as the Trade
Federation Gunboat (fully equipped
for battling it out in the swamps).
Whilst the Gunboat is unique and
adds a whole new dimension to the
game, another new ship, the Naboo
Police Cruiser seems almost irrelevant
when you already have the Ni
Starfighter which is simply a better
version of the same craft. Possibly
another more unique aircraft would
have helped to give the mission
objectives a twist. The Naboo Bomber
is slow and only really useable in one
mission, and even then, bombing
targets isn’t really necessary. All up, it
seems that some of the craft are
woefully underused. There is no doubt
that more use could have been made
of the different craft’'s unique
abilities. In fact, we can think of many

cool scenarios that Factor 5 and
LucasArts failed to include... how
about a mission where you have to
take out a huge Federation Lander
before it can deploy troops? Or a
bombing run on the Federation army
as it rolls off to kill the Gungans?
Instead, you'll find yourself mostly
picking off gun turrets and
dogfighting droid fighters.

Whilst there is quite a lot of variety
throughout the game, some missions
definitely could have done with a lot
more depth or secondary objectives.
Because a lot of the combat is played
out on the ground, a lot of the thrill is
lacking slightly. There's far more fun
to be had with the whole cat and
mouse of a dogfight, than there is
accelerating in one direction and
shooting in a straight line at a
stationary target. In the way the

Aﬁu‘c

let's hope that Starfighter on the PS2 has half as much gameplay as Battle For Naboo

missions are presented though, you
certainly won't get bored, but some
more depth was probably needed
here. As a whole, the game also felt a
little short, as we happily completed it
in about 7 hours of play time,
although to be fair that is without
enjoying all the extra stuff, like
fighting for Gold and Silver medals or
playing the extra secret levels...

destroy a droid... geddit?
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LucasArts have announced that
Battle For Naboo will be

. released for PC, much like Rogue
Squadron enjoyed both Né64 and
PC incarnations. What can we
expect from the PC version?
Well, if we use Rogue Squadron
as an example, then we can

' expect far better visuals,

| improved sound, and that’s
about it. For some that will be
enough, but just don’t expect it

| to be up to the usual PC

standards of staggering depth
and beauty.

STAP in the name of love, before you break my heart

MAXI-BIG DA FORCE

It's amazing how much speech, great
music and how many fantastic sound
effects Factor 5 has managed to squish
into a Nintendo 64 cartridge.
Technically, Battle For Naboo is, as
Darth Vader would say, “most
impressive”. The whining engines of
the droid fighters, the buzz of the
STAPs, the familiar laser gun noises
and the radio chatter really bring this
game to life. You'll feel totally
absorbed in the Star Wars universe,
which is a big plus for fans. Visually,
the game uses the expansion pak to
good effect, with crisp ship models,
big environments (albeit sparsely
populated) and some funky lighting.

The game never really slows down
which is great, especially considering
that many missions get extremely
hectic. All up, the presentation is
simply excellent, and once you unlock
the showroom, you can even take a
close look at heaps of concept artwork
(Soul Calibur anyone?) and listen to all
the music tracks in the “"concert hall”.
It seems that you'll have to work
very hard to unlock everything there is
to see in Battle For Naboo, as it is a
task even just accomplishing the silver
medals. Why a multiplayer mode
couldn’t have been introduced we're
not sure, as there is plenty of
opportunity here for a dogfighting
arena or even capture the queen (flag)
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also in your imagination...

The battle for Naboo doesn’t just take
place on the big and little screen, but
Wizards of

' the Coast publish the Star Wars Roleplaying Game, and r::l
; brand new adventure “The Secrets Of Naboo” has recently been

released. If you're interested in investigating what Star Wars RPGing
is all about, then we heartily recommend you pop down to your local
games shop and check it out. You can also find out more about
these cool RPGs on the net, at www.wizards.com.

Meanwhile, Wizards of the Coast have generously offered us FIVE

copies of “The Secrets Of Naboo” to giveaway!
To win, answer the following question: Wheo built C3PO? 2
Put your answer, along with your name and address on the back i

of an envelope and send it to: Naboo to you too, Hyper, 78
Renwick St, Redfern, NSW 2016. Get into it.
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the ﬁﬁ;ck on the ILM cﬁntrnl ship...

with Gian Speeders in the maze-like
streets of Theed. Will we see something
in the PC version? Maybe we should
get a job at LucasArts to make sure.

It's hard to say if Battle For Naboo is
an improvement over Rogue
Squadron. There are improvements
and embellishments in certain areas of
the game, and yet there seem to be
many aspects of the gameplay that
have still<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>