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PlayStation

Itsnotdriving. Itsamotorized beat-down.
Leave skid marks on 25 different tracks.
Reduce your fellow drivers tovoadkill. And
if you're man enough to survive the hair-
pin turns, you'll score a TURBO boost.
ourse, youget86’ed bya TNT
crate. Plug in the Multi Tap adaptor and
up to four players can race to the ugly fin-
ish. With over 12 playable charactersin all.
Basically,it’  full-blown war on wheels

www.playstation.com

Once he gets behind the
wheel, things get ugly.
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EDITORIAL

Why Do You Want To Catch 'Em All?

By John Davison « john_davison@zd.com

ou've spent $5 billion on Pokémon stuff
in the last two years, That's nine
zeroes...and considerably more money
than most forms of entertainment ever
stand a chance of making in their entire lifetime.
It's more than Star Wars, considerably more than
Titanic and certainly a lot more than your average
Game Boy game. In researching this month’s
cover feature we found that there are go
companies in the U.S. producing Pokémon

“Pokémon is proof that vi
fastest growing form of

merchandise...there are 4.2 million Americans
out there playing the thing...and the average
Pokémaniac really is completely flipped out on
the stuff. We saw kids at airports go loopy when
they saw the ANA plane with the art on the side,
we saw families at Disney World (ironically)
completely decked out in Pokémon gear—from
backpacks to shoes to sunglasses and hats.
Remember years ago when it was proclaimed
that kids recognized Mario more than Mickey
Mouse? Looks like neither of them stand a
chance when it comes to Pikachu.

The TV show has gone from cult status at a
weird time to be the WB’s biggest ratings
success, running six times a week. The movie
looks set to break all kinds of box-office records.
and the games continue to hold on to the top
two spots in the charts—every month.

Pokémon is proof that video games are the
biggest, baddest, fastest growing form of
entertainment in the world, and Nintendo has
tapped into the very heart of the average kid's

psyche with this thing. It's going to get wilder
too. If you check out our feature you'll be able to
see the first details about the new games set for
release later this year in Japan. New games that
introduce hundreds more Pokémon into the
simple game universe—and at the same time
introducing hundreds and hundreds of
merchandising opportunities.

The Game Boy...10 years old, the simplest
hardware on the market—and at the heart of one
of the biggest entertainment phenomena in

hi A is that? i
istory. How cool is that’ John Davison

Previously assistal

never fails us whel

John Ricciardi

Before defecting to “the other
side” and taking the role of
editor in chief of Expert Gamer,
young John was the Reviews
editor of EGM. This month he
returns as a member of Team
EGM in the Reviews section,
as well as lending his talents
to some of our Japanese
previews. You just can't get rid
of some people.

for Official U.S. PlayStation
Magazine and now a
contributor for his former
employer, www.videogames.com
and EGM. Our tie-wearing hero

writing about big sweaty men
grappling with each other.

nt editor

n it comes to

Young Andrew was our editorial
intern for several months. We
have no idea where he came
from or even how he got our
address. Apparently it had
something to do with IRC chat.
Anyway...he’s gone now. His
powerful silence will be
missed. He was a top
chap...expect to see him again
in the future, coz we like him.
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All-new player models feature Over 1,200 ali-new motion-captured
real-life faces, eye black, animations by the New York Jets
and breathe strips 3 ishing wrap tackles

3rd generation Ultra Hi-Rez graphics
for the ultimate in NFL realism

Includes the expansion Cleveland
Browns and Tennessee Titans debut




. Can Lara Croft stop an ancient curse from plunging the world into
~ for Tomb Raider: The Last R , the epic adv ture with everyl
~ asking for. Seamlessly i ted lay and FMV sequer y for

8 2 o




Killer graphf with skin.and 3-D texture mapping that even brings the dead characiers

to life. Along with diabolical new puzzles and a fotally new inventory control system
that make this the most incredible Tomb Raider ever. So while Lara may be back in e ' D o

Egypt, expect the Last Revelation to take you to a place you've never been before. tombraider.com




®)

CONTENTS

158 Al-Star Teanis ‘99
Armada

41 Army Men: Air Attack
Ballistic

e Tanx
236 BattieTanx. Global Assault
Beserk

104-105  Legend of Zelda Gaiden,
154 Legend of Zelda. nm-mmmmu

240 WAL Quarterback Club 2000
WL 2000

250 NHL FaceOft 20

90

4T No Fear Downhill Mountain Biking

Paperboy

144 Prince of Persia 30

246 Rayman 2 The Great Escape
Red

November 1999 Issue 124

’

What's the Deal with Pokémon? Whether you love the
sickeningly cute Pikachu or not, you gotta admit Nintendo’s
Pokémon is the reigning king of vid-game franchises. We
cover EVERYTHING Pokémon in our 25-page blowout. pg 166

Shenmue is the most

amazing game we've
played in awhile. pg 92

Hsu & Chan Thus begins the
hilarious new comic we've added
to our News section. pg 92

Grudge
Match It's old-
school RPG
versus the state of
the art when we
pit Final Fantasy
Anthology
against the
mighty Final
Fantasy ViIl.
Surely FF
Anthology can't
win? Can it?
P8 224

Jet Force Gemini
review pg 242
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Pokémon is the biggest sign yet
that video games have “arrived.”

20
44

More official news straight from
Japan about the PlayStation 2.

Metal Gear Solid 2, No more DC
games from Namco, Tekken Tag to
be PS2 launch game and more.

LR K

2
Toy Commander and Star
Gladiators 2 for the DC. The Legend
of Zelda Gaiden and Super Mario
RPG 2 for the N64. Resident Evil 3
Nemesis, Tomb Raider: The Last
Revelation and Galerians for the
PS. And more for GBC and Arcade.

232

This month we take on TrickStyle
for the DC, Rayman 2 for the N64,
FF Anthology for the PS and more.

258
228
266
218
282

The staff talks about the ins and
outs of Pokémon in all of its
$5.5 billion dollars of cuteness.
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B B Game Boy Color
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IT'S THINKING

<. TOO BAD ¥OUR LAME-ASS
REFLEXES ARE THE SAME

Yuji Naka's warp speed 3D adventure through 40 expansive worlds of bonus rounds and minigames where
& playable characters snowboard. play pinball. fly and even talk. moving 360° never felt so good. -.: sega.com
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"The Critics have Spoken on the
Action /Adventure Game of the Year!"

"A technical achievement... "Soul Reaver is a deep game
Soul Reaver delivers an epic piece  possessed with a myriad of
of vampiric literature.. 93%" impressive little touches... 9/10"
- IGNPSX.com - VideoGames.com ‘
-
;;"ﬂ': ‘
A >

"Soul Reaver's environment's 1980,
are jaw dropping. - PS Extreme Magazine .
- Gaming-Age.com

"3D exploration and adventure at
its finest... Game of the Month."
- Expert Gamer Magazine




A As Raziel, stalk Nosgoth feeding
on the souls of your enemies

Engage your creator, Kain,
\-s in an epic struggle for dominance
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EASPORTS

Inc. Ntendo, the oficil seal, Nintendo 64, Gameboy Color and the

HEAVY ARTILLERY
Get it on with Ali, Lewis, Sugar Ray and a
non-stop barrage of boxing’s all-time best.

EPIC BATTLES
Re-fight classic bouts from the past and
change history. Just don’t become it.

MAJOR CASUALTIES
Fight to the top in Career Mode or brawl
for it all in a skull-thumping Slugfest.

www.easports.com



Letters to the Editors

Congratulations.
You win an InterAct
controller. You will
be receiving a
Barracuda (PS), an
Eclipse Stick (SAT)
or a SharkPad Pro
64" (N64).

See page 289 for
official rules

LETTER OF THE MONTH

The E-Sak Legend

Ever since | learned about the man
called Elephant Sak, | have been
fascinated by him. | believe you will be
shocked to see what | have found.
While Searching West Turkey, | came
across this: “Long ago, when the
people of the world were new, one
man rose above all. He was a strong
man, and was made to conquer all. His
name? Elephant Sak. He was the
world's greatest hero. From his birth,
he was the greatest fighter on earth.

But something was
missing. Over the years,
E-Sak developed a
great mastery of
professional
wrestling. Using
his powers and
mastery of
moves, he joined
the West Turkey
wing of the WWF.
After defeating all
opponents that
came his way, E-Sak
needed a new rival. That
is when he met the Llama of
Death. The Llama of Death is revered
world round as the most vile, evil
llama to ever grace the earth. But E-
Sak had an advantage. He was human.
Elephant Sak and the Llama of Death
had many great battles in the squared
circle. Their greatest, perhaps, in the
summer of 1976, where the Llama of
Death and Mr. Face squared off
against E-Sak and The Masked Guido,
at the West Turkish WWF pay-per-view
extravaganza, Royal Ackhmedah.

Their battle is ore that can never be
forgotten. It started out as a regular

Elephant Sak s fast becoming
something of amascot for us. Lots of
people seem to have picked up on his
significance to us and have sent

tag-team match, but quickly became a
spectacle of wrestling greatness. Great
moves, great counter moves. Until the
moment that changed West Turkish
WWF wrestling forever. Elephant Sak
had delivered his finishing move, Sak-
o-Death, to Mr. Face when he got the
victory at 25 minutes and 33 seconds.
It was a joyous time. People all over
West Turkey gave praise to Elephant
Sak and The Masked Guido. Well-
earned respect had finally been
bestowed upon Elephant Sak.

Three months after this historic

match, Elephant Sak decided
to prove his use elsewhere,
and the elsewhere was
WCW. Elephant Sak
had proven himself in
West Turkey; all that
was left was
America. Soon, E-
Sak was on his way
to the Americas,
ready to beat all of
his opponents. But
when he made his
debut on WCW, he was
forced to job to Hollywood
Hulk Hogan, because Hollywood
didn’t want to look weak in front of the
fans. After this night, Elephant Sak
was put in the jobber pool, and was
quickly washed out of the ranks of
WCW. Today, Elephant Sak has
disappeared, but he can be seen all
across American homes, in WWF
Warzone and WWF Attitude. A small,
but well-earned tribute to West
Turkey's greatest and brightest star.
Elephant Sak, we salute you.”
Adam Robinson
monkey_savior@yahoo.com

pictures and other weirdness. This
has to be the weirdest yet...but it
certainly is appreciated. Who really is
the Elephant Sak?

LETTER FACTS

* Number of e-mails in EGM
mailbox as response to
Dreamcast issue (122): Over
4,000...twice what we normally
have.

* Average number of e-mails to
EGM@zd.com per month: 2,000

* Responses to our Review Crew
position (Dept. E-Sak): Over 100

* Dept. E-Sak gets its unusual
name from: Elephant Sak...
EGM's special fighting
character, as seen in all
wrestling reviews since
WWF Warzone.

* Who gets more mail? Elephant
Sak, or Sushi-X?: Sushi-X

| recently played through Zelda for
the second time and noticed something
interesting in the Fire Dungeon. |
recognized the chanting you hear every
once in a while from somewhere. Me
being a Muslim American, | realized
that it's a prayer. Translated it means
“God is greatest.” Has nobody else
noticed this?
Ameen Belbahri
ameen2@excite.com

No one else seems to have noticed
this...but the Zelda games are filled
with imagery and ideas from the
“real” world.

Bernie Stolar Was
OK By Me

Some may be cheering Bernie
Stolar's recent separation from Sega of
America. However, no one should
forget that Bernie is largely responsible
for the success of the Dreamcast in the
USA. The inclusion of the

56k modem, major

retailers getting

back on board with

Sega, most of the

big developers and

publishers supporting Dreamcast, and
ATRT as the preferred ISP were all
things Bernie worked hard for.
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LETTERS

@ud.com

Send us your thoughts, your wishes,
your innermost weirdness. ..or your
pictures, crazy screenshots or
Dphotos of bizarre game-related
moments.

Sure, Bernie made some mistakes
(Working Designs comes to mind) but
doesn't everyone? In this long-time
game player’s humble opinion Bernie
did a pretty good job and he will be
missed. His heart certainly seemed to
be with the American gamer and Sega
of America.

Besides, wasn't it just too cool to
call the COO of a large company by his
first name and know that it was OK and
expected? Thanks Bernie!

Glenn David Hanson
glennhanson@webtv.net

It came as a big surprise to us all.
The day the October issue of EGM
went to press was when we heard
about it. Although it's normal for
senior management to come and go,
we were surprised by the timing of
Bernie’s move. We were also surprised
by the lack of sentiment in any of
Sega’s communications about him.
Regardless of what happened, as you
say, he became the “face” of Sega—
and became a name that people knew.
As an evangelist for the “new” Sega,
he was certainly effective.

Pokémon Has
Anti Self-Abuse
Message?

In the midst of all the Pokemania
that's going around, there's one fact
that seems to have gone unobserved;
namely, the (ridiculous) length of
Pikachu’s arms. Look how short they
are! He couldn’t even put his hands
together. And unless Pikachu isn’t
anatomically correct, his arms are too
short to reach his genitals. Is this an
anti-masturbation message from
Nintendo? Are they saying that if only

“Besides,
wasn't it just
too cool to call
the COO of a
large company
by his first
name and
know that it
was OK and
expected?”

SHORTS
The very bottom
of the £6M
letters harrel.

You suck!
andradeg@telnor.net
OK. Why?

EGM, itis grand,
Whoever says it
sucks should be
smacked by my hand,
Your mag is my bible,
it's cooler than Nigel,
Ves...EGM is best.
brianmi@aol.com
Thanks. Nigel Who?

You know what would
be REALLY great? If
You guys, as a testa-
ment of your undying.
love to us subscribers,
sent me every
Dreamcast game and
peripheral that will be
coming out over the

next year.
sushijoel@zol.com
No.

NFL2K is the best-
fooking sports game
for any system. This
is not an opinion, it is
a fact. Change that
bias rating system
because you are
telling me Metal Gear
Solid's blocky
graphics are better?

spunky2i@stargate

net

That's not what we're
saying ataall.

10 YEARS AGO

Mistaken
Identity

From £GM issue Four
| thought your article on the 16-
Bit systems was awesome! | have
a question about the TurboGrafx-
16 machine. You said it used cards
similar to the Sega Master
System’s cards. Since they are
close to identical, could you play
Sega cards on the TurboGrafx, or
vice versa?
Joe Neikirk
Montville, NJ

While they appear the same,
the Sega Master System and the
TurboGrafx are about as different
as Super Mario Bros. One and
Two! The cards used in the PC
Engine, TurboGrafx and the new
Atari hand-held are essentially
the same as the cartridges used
in the NES and other popular
game machines.

humans were physically unable to
masturbate, they'd rise above their
animal instincts to a higher plane of
existence, uncaring of base material
needs? Or is it possible that I'm reading
too much into this? Pika pika!
mr_integrity@yahoo.com

You know what? You might be
reading just a little bit too much into
it. Although you're right...looking at
him more closely, it has to be said that
he probably can't reach. But then, do
we really know if he’s a boy or a girl?

Metal Gear
Pocket

I think that it would be a smart move
by Konami to take the Metal Gear
games for the original Nintendo, and
convert them to Game Boy Color. I'm a
huge Metal Gear Solid fan and have
been trying to find the old Metal Gear
games for Nintendo but have never
been lucky enough to get my hands on
them. Do you guys know if Konami has
any plans? Or how about a version of

22

Question of
the Moment

Pokémon?

In the words of the world’s best
metal band (Metallica): “KILL'EM
ALL™

bootwotoo@aol.com

What's Pokémon?? (1 still pretend
itdoesn’t exist.)
potvin@gwis.com

Pokémon are the coolest thing
since sliced bread.
dogmeat99@ignmail.com

I have to admit | was a little

skeptical at first but once | got it |

couldn't stop playing it!
piro615@aol.com

It's what America thrives off of:
fads. Such as: Furby, Tamagotchi,
Power Rangers, and the oh-so-
wonderful Spice Girls.
tartyparty@aol.com

I didn’t used to like Pokémon at
all. Then my cousin recorded an
episode and got the game and |
found it kind of cool. The cartoon
is interesting, the GB game is
addictive, the N64 game is too
short and is not worth the money,
and the CD is um...different.
Nick 0'Hair
Calciumi7@yahoo.com

I think parents everywhere are
going broke buying Pokémon shet
for their spoiled brat kids.
mr_bigglesworth3626@
yahoo.com

Next Month’s Question of
the Moment:

Donkey Kong...Nintendo
savior, or just another
franchise character?

Send your short but sweet
responses to: EGM@zd.com with
the subject heading: Donkey
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, You can write EGM at:

~. EGM Letters Please note: We reserve the right to edit any
\ P.0. Box 3338 correspondence for space purposes. If you don't want
Your name, city/state or e-mail address printed, tell us

Oak Brook, IL 60522-3338

# 50 (but please include your phone number and mailn
e-mail: EGM@zd.com ¢ Uk ‘

address for Letter of the Month consideration).

LETTERS

Metal Gear Solid for Game Boy? That
would be cool.
Safe Al-Attar, Fremont, CA
sharpstyle@aol.com

Last thing we heard was that
Konami had been considering lots of

options on this front, but had settled
on releasing a version of Metal Gear
Solid for the Game Boy Color. No
release details are available yet, but
we’'ll bring you news and screenshots
as soon as we get anything.

I was just wondering, do you think

Converted To

didn’t you want
neople to know
wose niow  rEAMCast
thingd” | think you guys are cool because
you're not putting a bad rap on the
Dreamcast and you're actually going
along with it. | read your preview on
Dreamcast in issue 122 and that really
made me want it.
Bryan Leon
BSaiyajin@aol.com
“I'm sure I'm Before we worked on that feature,
not the only we (as a bunch of avid gamers) had
person out the same reservations as everyone
there who else. We hadn’t been impressed by the
would love to Japanese launch, and we were wary of
see some Sega’s Internet plans. After we'd spent
massive time with Sega though, we became
fragging on believers...and the feature was
Sega’s new snr@ethlng that we hoped could be
system.” enlightening for everyone.

LETTER

$100m Worth?

| was watching MTV the other day
and | came across a commercial for the
Dreamcast. Do | see the DC in action
though? No. Instead | get to see some
guy who looks like he’s on acid...and
then for a VERY brief second, the
Dreamcast symbol. Hey Sega...didn't
you want people to know about this
thing?

db3db3@hotmail.com

Close, but no controller

there is any possibility that a Quake
game would be released for the
Dreamcast? I'm sure | am not the only
person out there who would love to
see some massive fragging on Sega’s
new system.

Bad luck to these guys...better luck next time. Feel
free to e-mail us artwork as well. More of our
messages are e-mails these days-so don't miss out!

Craig Nicholas
Petaluma, CA

Congratulations, your
prize is on the way-an
ASCII Specialized
Control Pad for the
PlayStation. It
features rapid-fire
controls for all
buttons and slow
motion for those
intense moments.

barcodbaby@aol.com

As we've reported several times in

The ASCII Control Pad

Put your creative skills to the test by decking out a
#10 envelope (the long business type) with your own
unique touch. Send your letter art to:

both the News section and in QMann, EGM Letter Art

Quake I1I: Arena is currently in PO Box 3338

development for Dreamcast, although 0ak Brook, IL
y

no release details are available yet.
We quoted John Carmack last month
when he spoke at QuakeCongg...and
things seem very hopeful that
something would be ready soon.

60522-3338

(All entries become the property of ZD Inc.
and will not be returned!)

Kristopher Joesel
South Lyon, MI

Flavio T. Tajiri
Guaratingueta, Brazil




INTRODUCING THE
NEWEST WAY TO
PLAY BASKETBALL

Camera angles fha' put
you in the action

Addictive gameplay that's
fast and fun

Also on
PlayStation®
game console

log on for more info,
screenshots and downloads

nba.com
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COLLECTORS PACKAGE

FINAL FANTASY ANTHOLOGY.

TR AR e TNt

Two complete, classic RPGs never before released ic spells and job skil ) i i i
on the PlayStation” game console follow epic storylines through 60 hours of gameplay all-new CG cinemas unique to this collection

i Contains a bonus soundrack CD featuring favorite music from both games

MILD ANIMATED VIDLENCE
COMIC MISCHIEF www.squaresoft.com

T Publshed by Squars Electronc At LLC.
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LETTERS

$9,000,000,000

That's a lot of zeroes. Yep, $5 billion is the
amount of money the Pokémon franchise has
taken to date. That's for the games, the toys
and all the other knicknacks.

It's supposed to be a “teaser” and
no doubt by now you've seen the full
campaign, complete with some of the
game ads. We think they're pretty
cool...almost like mini-movies. The
early stuff was maybe a bit too vague
though, relying too much on gamers’
knowledge about the system.

Living, La Vida
Loca

In an age where gaming companies
are trying to come up with the next big
thing, | believe | have stumbled upon
this so-called “Big Thing.” Ricky Martin
is a hot Latin star and is currently the
biggest thing to hit America, while
console gaming is at its highest point
it's been in some time. So it's only
natural that the two go together, right?
Welcome to “Ricky Martin: Livin’ La
Vida Loca.” You are Ricky as you help
him find the real meaning of “Living the
crazy life.” Ricky explores his 3D, fully

interactive world with his good friend
Yoda. Together they try to foil the
devilish James Van Der Beek from
Dawson’s Creek. It seems that Mr. Van
Der Beek is stealing all the craziness
out of Ricky’s world and he has to get it
back. Other teen heartthrobs make
guest appearances such as Britney
Spears and the Backstreet Boys. This
game will be big for two reasons:
1. Ricky Martin is dreamy and 2. Ricky
Martin is a hottie. Although | haven't
found a publisher yet, | feel it's just a
matter of time. | have included a sneak
peek sketch of the game.
poopington@aol.com

1 don’t think there’s any response to
that which could really convey what
I'm feeling right now.

“It seems
that Mr. Van
Der Beek is

the craziness
out of Ricky's
world and he
has to get it
back.”

To Be Continued

Is it just me or did anyone else feel a
little shocked at the ending of Soul
Reaver? It was like buying a 500-page
book only to discover there is only
writing on 250 sheets and that it ended
in the middle of an action sequence.
Now don't get me wrong, I'm not
bashing Soul Reaver as a game, in fact
it is one of the best I've ever laid my
hands on. The beginning, gameplay,
graphics and in-game events were
fantastic; however, the ending was

completely frustrating. | was left with a
sense of incompletion. When | fought
Kain the second time, in the clock
tower, | thought it was the halfway
point in the game. The next thing |
know a “TO BE CONTINUED" sign
shows up and the credits roll. | sat in
disbelief for quite some time, when |
came out of shock, the TV was off and |
was in bed. | had no idea how I'd
gotten there, but as | marvelled at the
audacity of people who would do such
a thing, it came to me. Instead of
wanting gamers to really enjoy a

Stop Bitching
About Bias

LR

I'm just online and reading your
latest issue right now (September
1999 Dreamcast cover). But
anyway...I'm just sick and tired of
people accusing you guys of being
biased toward a certain system.
mkyxpress@aol.com

Why is your mag so biased? |
used to get it but now | get Next
Gen because it sickens me how
much you butt-kiss Sony.

falcor100@aol.com

You guys are loyalists to the
PlayStation, and act like the N6 is
s***_ You've already destroyed the
Saturn, and | guess it isn't as easy
to destroy the best home console
system in the world, the N64. The
fact is, Nintendo has bigger, better,
higher-quality games than the PS
will ever, so you can tell Sony to
stop paying EGM, because it's not
gonna work. Don’t forget that the
Né4 had two games that were
considered the greatest of all time
(Zelda and Mario), as opposed to
the PS’s zero.

sparg85@aol.com

Why do you guys always give
Nintendo games better scores than
PlayStation games? Why are you so
biased? Is it just because Sony is so
successful? Are you trying to be

clever? The PlayStation rules! Stop
being biased.
David Kzinski, CA

| feel, personally, that Sega is
going to make a comeback. | feel
the Dreamcast will be pretty
popular. I'm thinking of buying one
myself and praying to God that
Sega doesn't screw this up. Don't
blame the media. Everything they
say about a system, in the terms of
whether it's good or bad, is opinion.
EGM is a good magazine, and is not
biased. Open your eyes. They are
not out there to ruin Sega's chance
of a comeback.

david.hobson@ss.austin.tx.us

This ridiculous paranoia has to
stop. The fact that we get letters
saying the same thing about all
systems just goes to prove how
silly this is. All game systems are
fantastic...just because you're
particularly loyal to one, doesn’t
mean that others are bad. It also
doesn’t mean that there is
evidence of bias where there is not.
Games are a form of entertainment
(just like movies or music) and
that’s how we look at them and
rate them. If we feature more PS
games, it's simply because more
are released. We endeavor to cover
ALL video games. You'll find that
we've rated the “good” games on
all systems accordingly—and we'll
continue to do so. There is no
conspiracy and no favoritism...we
just say it like we see it. If a game’s
good, it’s worth shouting about,
regardless of what system it’s on.
It’s all supposed to be fun. Chill
out, they're games.
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Hit the Road! High Speed Chaos! Multiplayer Mayhem! Hardcore Demolition Action!
Get into 24 Vehicles, from Up to 12 Opponents Battle Deathmatch, Destruction Exploding Cars
Stock Cars to Hot Rods to Simultaneously on a Dozen Race, Bomb Tag, and Capture Realistic Damage
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INTELLIGENT GANG WARFARE
EarnRespect

Get Work

Fight ina Gang
Betray your Bosses |

Join your Enemi

Start Turf Wars

Faster Cars. Busier Streets.
Nastier Bad Guys.
More Aggressive Police.

And now, the FBI and the

Army are getting involved.

GET THE DEMO AT:
WWW.GTA2.COM

Playstation ROM
o
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Grand Theft Auto Is Back.
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Nice To s€e cops eAT SsOMETHING
besides JerLry dougHNuUTS!

Y

No, you’re not paranoid, man. They are out to get you. Luckily, you’ve come prepared with a
beast of a car and the guts to run it to the redline. Watch the gap grow between you and the
cops dude, as the gap between your accelerator and the floorboard disappears.

PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Sega and Sega Dreamcast are trademarks of SEGA ENTERPRISES, LTD. Al rights reserved. Game Boy Color s a reg-
istered trademark of Nintendo of America Inc. © 1989, 1999 Nintendo of America Inc. Al rights reserved. LIGHTENING F-150 AND GT40 TRADEMARK(S) USED UNDER LICENSE FROM FORD MOTER COMPANY. Test
Drive i a registered trademark of Accolade. Inc. Test Drive 6 © 1999 Accolade Inc. Al ights reserved. Created by Pitbull Syndicate. Al other rademarks and trade names are the properties of ther respecive owners




w TEST DRIVE

* Over 100 vehicles

* Over 20 real-world tracks
* Multi-player racing

* Cop chase mode

* Huge Jumps

> GAME BOY

Sega@ Dreamcast.

> ’
PlayStation - COLQ

INFOGRAMES

To order direct call: 1-800-245-7744



IF IT WERE A MOVIE,
IT WOULD HAVE 5 STARS,
SHOW 8 WORLDS
AND PLAY FOR 30 HOURS.







T00 BIG TO BE A MOV

Can an adventure be too big? Can mayhem be too crazy? To find out, join Donkey Kong®
huge new worlds that go on forever. You'll meet Donkey and Diddy's new frie nds, Lanky

new moves. And you'll come up against the biggest. toughest bosses you could imagine. C
games you can play along the way. Is it too big? We had to include the N64 Expans ion Pak™ tc




BIGGER OBSTACLES. BIGGER BOSSES.
BIGGER WORLDS.

A M OVIE. AR

ut, join Donkey Kong® in his greatest challenge ever. You'll discover
y's new frie nds, Lanky. Chunky and Tiny, with hundreds of exciting
 you could imagine. On top of that there are crazy new arcade side
N64 Expansion Pak™ to even make it possible.




LETTERS

THE LOWEST SCORE EVER

The lowest score EGM has
ever given ANYTHING went

to the N64 version of
Superman by Titus. Johnny
England wasn’t a fan.

Got a game-specific question for
our resident Ninja? Write him at:

Sushi-X
PO Box 3338

Oak Brook, IL 60522-3338
e-mail: sushi_x@z.com

Q: Has Street Fighter EX2 or any of the SFill series
made it to the PlayStation yet?

Mario Sanchez Sansares

CD. Victoria, Tamps

Mexico

A: Neither has appeared on the PlayStation, and at
this late stage, it is unlikely Capcom will take the
time to rework these games for an older platform.
Remember, SF EX2 runs on a System 12, while SFIll
is pure CPS3 driven. A PlayStation version would
mostly likely suck. My ninjas in Japan tell me that
Capcom is working on SFill for the Dreamcast
though, so we’ll see.

Q: Hi Sushi-X, | wanted to know your opinion about
Tekken Tag Tournament and what the best game for
the PlayStation is. Also, what’s your favorite game?
Fernando A. Nunez
Brazil

A: Fernando, personally, | think TTT is Namco’s way of
tiding players over until Tekken 4 hits proper on the
PlayStation 2. Even if it’s just Tekken 3 with an extra
button, the game has enough added value to give it a
different feel. It's not coming to the PS though so
don’t hold your breath. Best fighting game on the PS
is SFA3, duh! And my favorite game is the DC version
of SFA3, duh!

Q: When is Chrono Trigger 2 coming out, and for what
system?
bettenha@bvsd.k12.co.us

A: Chrono Trigger 2 is coming to the PlayStation this
winter in Japan and it’s supposed to hit these shores
sometime next year. Oh, and you know that they're
rereleasing Chrono Trigger for the PlayStation in
Japan, right?

Q: Are they ever going to make another Spawn game?
And do you think they should remake Mortal Kombat 1
or 2 for the PS or N64?
Alex Solorzano
Grand Terrace, CA

A: Yes and for the love of all that is decent, no.

x
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completed work, they want to eek as
much money as they can out of this
deal. The bigwigs probably figured,
“Why put it all in one package, when
we can wait a few months and charge
another 5o dollars for the second
half?”

dragonzj@aol.com

When we produced our cover
feature for the February 99 issue of
EGM, there were indications that the
game would be much bigger. Speaking
with the producers it seemed that the
original plan was for the game to be
much bigger. All of Raziel’s brothers
were supposed to be bosses, the
glyphs more significant, there were to
be forges for sound and water...and
Raziel was supposed to learn an
ability that would let him shift
between realms at will. The stuff was
removed for a variety of reasons (see
News for full story) —but the result
does leave something of an Empire
Strikes Back-ness to the whole thing
doesn’t it? It’s still a great game
though, eh?

You have to give Superman a little
credit. At least they give you the option
to increase the difficulty as you
8o along, instead of playing
the whole game

on easy, only
having to start
all over again on

hard.

kevinlot@aol.com

You may be clutching at straws

over here. As an Englishman living in
Mexico City | own an NTSC PSX and
Né4, but this means | cannot play
games that are only released in Europe
such as Premier Manager 99, Brian
Lara Cricket, UEFA Champions and
other sports management games. This
sucks! Why don’t they release any of
these games? | am desperate for some
kind of soccer management sim,
anything! Do you know if there are any
plans to release any of these games, or
other games previously only available
in Europe?
Thomas Schaller
thegooner@mail.com
PS. John, what soccer team do you
support, and do you know if Michael
Owen'’s World League Soccer will be
released in the States?

Soccer’s getting bigger here...but
it’s going to be a while before you see
management games | would imagine.
As for the specifically English football
stuff...that isn’t going to happen as it's
too uniquely Anglo-centric. If you have
a PC, you might want to look at
Championship Manager 3 (from Eidos
in U.K.) instead. It’s the best there is.
Check out www.gamespot.co.uk for
info—and demos of some of the other
games you're interested in.

P.S. Nottingham Forest and no, it
probably won't.

* Last month, Ready 2 Rumble
should have received a Silver
Award...not a Platinum. It's
good, but not that good.

+ And before anyone else writes

to us...yes, we know, Mario Golf

needed a Silver Award in issue
122. This has been amended in
the Review Archive.

* In our Pac-Man World review we

Capcom

there Face it, is
one of the worst games ever made.

| want to know why there aren’t
more European games being brought

instead of Namco in the text.
* Finally, in our Pokémon Snap

preview we got Todd and Ash

mixed up a little. Simple

mistake. We don’t get up

that early on Saturdays.

The instigators of all of these

problems have been strung up

«and forced to play Superman.



GET A KICK RIGHT WHERE YOU SIT!

1ead with Intensor™ fx

Take the big step
the SuperSound gaming seat with
VIBRA-KICK technology! Don’t
stand for just “kicking-back”
with your favorite
games, videos or
music. Kick it up

with sound waves

Model IGS 500

surging through
your body. Get intense as
you ride on the electro-magnetic
Vibra Kicker flanked by extra-range
stereo speakers. Feel the reality of sound
turned into powerful tactile energy anywhere,
any time, from any audio source. Take
advantage of a real technical knockout,
Intensor™ fx with VIBRA-KICK.

Enter to win a $100 gift certificate!
Just log on at www.intensor.com to find
out more about the Intensor™ fx

and how you can win a
$100 gift certificate!

All Gaming PC/Console
Systems And Software

JIATERNSIT
BRA-KICK

Available now at your favorite gaming store or quality electronics reftailer.

Music - Tape, CD,

MiniDisc, INTENSOR™ fx and Sensory Ei Expe are Imeron © 1999 Imeron, Inc.
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Monaco Grand Prix™ is the most challenging
racing simulation ever created. 22 expert
racers compete on 17 famous international
tracks. The advanced driving engine
redefines the meaning of expert racing.
Every turn, pass, and acceleration must be
timed to perfection. This is not a toy. Blow it
and your car is shrapnel. Bred for the
spectacular power of the Sega Dreamcast™
and approved by the masters of the
Automobile Club de Monaco. Feel the burn.

Also available for the Nm(endo@ 64 and
PlayStation® game console.

“...ultra-detailed racing animal”
- EGM
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Press Start

By Chris Johnston chris_johnston@zd.com

The Hottest Gaming News on the Planet

PlayStation 2 A Realily

ept. 13 began with an earthquake

rocking Tokyo. That night, Sony rocked

Japan in a different way. It's now

official —the name of what Sony has
been calling the “Next-Generation

ion” since last March is Play
Why they just couldn’t have called it that from
the beginning, we don’t know. The system will

ation 2.

If you thought Namco did a good job with Soul Calibur on Dreamcast, wait until you see what they’ve done with
Tekken Tag. Not only are the characters super-detailed, but individual blades of grass move, there is superb water
effects, and each arena is fully 3D-not just a single bitmapped texture. Some stages even have spectators

watching the fights. Tekken Tag is a launch title.

be released in Japan on March 4, 2000 for a
price of 39,800 yen (about $375). This is the
same price the original PlayStation was
introduced at in 1994. Steep, yes, but you get
a lot for that money. Included in the package is
one Dual Shock 2 controller, one high-capacity
8MB memory card, a PlayStation 2 demo disc,
AV Multi cable and an AC power cord. The
system will also be able to play
DVD movies, straight from the box.

SCEI President Ken Kutaragi
hosted the conference, opening it
by saying that Sony’s approach
with this new system isn't simply
to conquer the new generation of
the video game market, but to
establish a new Computer
Entertainment Market. “It was a
great challenge to come up with a
design for PlayStation 2.” Will it
look more like a PC? Surely, it
doesn’t look like any console video
game system ever released.

Gone is the gray color

synonymous with the PlayStation, replaced by
blue and black. According to the system's
designer, Mr. Koto, the black represents the
infinity of the universe, with the blue
representing the Earth (the water planet). Just
when you thought the days of a front-loading
CD tray were over, it's back with the
PlayStation 2. The “PS” logo will remain the
same, although a very futuristic-looking PS2
logo adorns the top of the machine. There are
two controller ports...not four, as we had
expected, apparently due to cost-saving
measures—and two memory card slots on the
front of the machine just like the first
PlayStation, but there's also two USB
connectors and an i.Link IEEE1394 on the front
for future expansion. On the back is a Type Il
PCMCIA card slot for things like modems and
ethernet cards (for cable modem and
broadband communications, all part of the
PS2’s future). Also in the back is an optical out
for Dolby Digital AC-3 and DTS sound. You can
position the system in two different ways:
horizontally, or vertically with an optional
stand (sold separately)
Surprisingly, when you
place a disc in the CD
tray while it's vertical, it
doesn’t fall out. It reads



as DVD keep cases.

CD-ROMs at a 24x speed, and DVDs at 4x. Perhaps
that will mean faster loading not only for PS2
games, but PS1 games as well.

Sony’s Dual Shock 2 will be released
simultaneously with the system (available
separately for 3500 yen—$33), and is an evolved
version of Sony’s analog controller. All the buttons
(except Select and Start) on the Dual Shock 2 are
analog, based on how hard you're pressing the
buttons. It's also backward-compatible with all
previous Dual Shock games. We were able to take it
for a test drive after Sony’s presentation, and it
doesn't feel any different than the regular Dual
Shock. All previous peripherals made for
PlayStation 1 (except devices that plugged into that
system’s expansion port, like the GameShark) can
be used on PlayStation 2, including the
PocketStation. And although there’s still no firm
plans to bring PocketStation to the U.S., it wouldn’t
be surprising to see a new model of PocketStation
for PlayStation 2 which incorporates the technology
of the new 8MB memory card.

Speaking of which, also packed in with the
system and available separately at launch is a new
High Capacity 8MB memory card (also 3500 yen—
$33). Just to compare, the original PlayStation
memory card was 256k, so the new card has over 30
times the memory capacity of the old one. It's also
super-fast...up to 250 times faster data access than
the current PS memory card. It also has encryption
techniques (called “MagicGate™) built in that will be
used when Sony introduces its network plans for
2001 and beyond.

Games will be delivered on both CD-ROM and
DVD-ROM. Instead of the traditional black CDs,
PlayStation 2 CD-ROMs will be blue in color.
PlayStation 2 DVD-ROM titles will come on silver
discs. Jewel cases have been replaced by plastic
Amaray cases...already in wide use with DVD. To
illustrate this, Sony showed off a prototype box of
Gran Turismo 2000.

PlayStation 2 is not going to have anything to
worry about as far as software support is
concerned. So far, 46 North American and 27
European companies have joined with 89
Japanese publishers to develop titles for the
system. There are currently 84 titles in
development, with another 128 titles
tentatively planned for release sometimes
within the first year or so of the system’s
availability. Sony showed the crowd a video
of five selected launch titles: Gran Turismo
2000 (SCEI), Tekken Tag Tournament
(Namco), Kessen (Koei), Dark Cloud (SCEI)
and The Bouncer (Square/Dream Factory), all
of which were demonstrated for attendees
after the show along with Street Fighter EX3
(Capcom), Densen (SCEI), Unison (Tecmo),

The retail boxes will be the same

Screen shots from top to bottom:
Armored Core 2, Boku to Maoh (The
King and 1), XFire, Onimusha, Ridge
Racer, Street Fighter EX 3, Gran
Turismo 2000

Eternal Ring (From Software), Take the A-Train
(Artdink) and Popolocrois Il (SCEI). Among the
developers working on games are Atlus, Capcom,
Chun Soft, Eidos, Electronic Arts, Enix, Konami,
Namco, SNK, Square, Tecmo, Titus, Infogrames, Ubi
Soft, Acclaim, Activision, Agetec, LucasArts,
Midway, THQ, Working Designs and The 300
Company. Big titles on the “in development” list
include a Bio Hazard (Resident Evil) series game
from Capcom, Bust A Move 3 and Star Ocean 3 from
Enix, Gradius 11l & IV from Konami, Bloody Roar 3
and Bomberman 2001 from Hudson, a new Ridge
Racer and 500 GP from Namco, 1.Q. Remix
(Intelligent Cube Remix) from SCEI, Tenchu 2 from
Sony Music, Ninja Gaiden (called “Kunai” in Japan)
from Tecmo, a new Cool Boarders game from UEP
Systems and Robocop and Roadsters Trophy 2000
from Titus.

Starting from 2001, Sony will offer network
communication options, but not via modem.
Instead, Sony is jumping straight to broadband,
through an ethernet connection via cable modem.
Sony will release a hard disk drive to take
advantage of the speed, allowing gamers to
download game data and demos. The company
also plans on offering various e-distribution
services, which will be helped along by the
encryption technology utilized in the new memory
cards.

The development system for PS2 games is a
slightly larger version of the system which can be
networked together for easier game creation. The
dev system itself has two modes of operation: a
regular PS programming/debugging mode and a
workstation mode, allowing tools to be used in a
Linux development environment, putting all the
tools needed to create a game on PS2 in one box,
without the need for a separate PC.

Sony expects to sell a million units within the
first two days of the system’s availability. U.S.
and European launch dates are still scheduled for

fall 2000. @




DEVELOPER PROFILE

Kodiak Interactive

Location: Salt Lake City, Utah
Web Site: www.kodiakgames.com

Current Project(s): WCW Mayhem (N64
and PlayStation).

Some of our favorite wrestling video
games include: Fire Pro Wrestling—Six
Men Scramble. The original Tag-Team
Wrestling, along with Taito’s Mat Mania
and Mania Challenge provided coin-op
players the chance to finally become
participants in the glorious world of
professional wrestling. But as far as the
current generation goes, THQ/Asmik's
WCW/NWO Revenge is the current champ.
Most challenging aspect of developing a
wrestling video game is: Some try to be
“Mortal Kombat with Wrestlers,” but we
decided that our priority was to provide
the players with an easy-to-control game
with an authentic look in terms of moves
and environments. Providing controls and
Al which equally satisfy beginners and
hardcore Wrestling fans was the ultimate
challenge in building the game.

The most exciting thing about the next-
generation systems, is, in our opinion:
Being able to add back to the game all of
the cool design ideas that end up on the
cutting room floor due to technical
limitations of the current machines.

If there’s one thing we would change
about this industry, it's: The constant
pressure to build compelling titles in a
short deadline—driven by the undeniable
fact that Christmas comes but once a
year. Second, the frequency of platform
transitions is both great and horrible.
Everyone's excited about the potential,
but the economic realities are harsh.
Story behind our name: Our company’s
president was raised by friendly Alaskan
bears that were a lot of fun to play with,
hence the title, “Kodiak Interactive.” It
was either that or we couldn’t come up
with anything we liked better.

Game Boy Gets Advanced

In the wake of its Space World expo,
Nintendo announced the next generation of
Game Boy hardware, tentatively called Game
Boy Advance. The system will feature a 32-Bit
RISC-based CPU at its heart, developed by UK-
based ARM Corp. (who develops CPUs for
cellular phones) which will be able to display
65,000 colors simultaneously. The new system
will be able to play Game Boy and Game Boy
Color titles, but those developed for the Game
Boy Advance will not play on any previous
incarnations of the portable.

Game Boy Advance will also have the ability
to connect to a cellular phone (or a PHS phone
in the case of Japan) for Internet connectivity
such as downloading games, e-mail and chat.
Though if that will be achieved with any kind
of intuitiveness on a handheld game system is
still unknown. Nintendo says that a digital
camera device will be made available for the
unit (not the existing Game Boy Camera) that
will allow you to see your opponent while
playing network games on the Advance.

The most interesting part of Nintendo’s
announcement is that they are partnering with
Konami to form Mobile 21, a jointly held

software development company which will
create games for the new handheld. Staff
members from both Nintendo and Konami will
be brought to Metro 21, which will not only
develop games for the Advance, but Dolphin
as well. There will be some kind of connection
between the new handheld and the Dolphin,
which will likely become clear as the release
of both systems gets closer.

Nintendo Co. Ltd. Chairman Hiroshi
Yamauchi said that he sees the new
handheld and its network capabilities as a
way to explore new ways of multiplayer
gaming, likening the system to a personal
communications terminal more than a video
game system.

Game Boy Advance will be released in
August 2000 in Japan, and Christmas 2000 in
the U.S. and Europe. A retail price for the
system has not been announced.

But the real question in all this is: Do we
need another Game Boy system that isn't
backlit, isn’t even up to the resolution of the
NES, and has a slightly smaller screen? More
colors and 32-Bit, yes, but at what price?

www.nintendo.com

ME BOY COLOR VS. GAME BOY ADVANGE

Game Boy Color

CPU: 4/8 Bit Z80 work-alike at Memory embedded 32-Bit
8mhz RISC CPU (core design by

LCD: Reflective TFT Color LCD Reflective TFT Color LCD
(By Sharp) (By Sharp)

Display Size: 58.42mm x 58.42mm 40.8mm x 61.2mm

Resolution:

166 X 144 pixels

240 X 160 pixels

Maximum colors displayed: 56 colors

65,000 colors

Size: Approx. 78mm (H) x 133.5mm  Approx. 8omm (H) x 135mm
W) x 27.4mm (D) W) x 25mm (D)

Weight: Approx. 138g Approx. 140g

Power Supply: 2 AA batteries 2 AA batteries

Battery Life: 20 hours of play 20 hours of play

Launch Date: Nov. 15, 1998 August 2000 (Japan),
Christmas 2000 (North
America and Europe)

Suggested Retail Price: $69.99 TBA
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WANTED

THE WHEELMAN.

BY MIAMI -+ NEW YORK + SAN FRANCISCO + LOS ANGELES POLICE DEPARTMENTS

eyewitness comments:

“...A HIGH SPEED THRILL RIDE!”
Newsweek

“IF YOU'RE A FAN OF WHITE KNUCKLE
DRIVING ACTION, LOOK NO FURTHER?

NextGen

“BUY ITY

Maxim

“...HIGH SPEED ACTION MAKES IT A
RIDE YOU WON'T WANT TO MISS..."”

GamePro

"ONE OF THE MOST ENTERTAINING
CAR GAMES AROUND."

Official PlayStation Magazine

SUSPECTED WHEELMAN SHOWN HERE

evidence items

YOI AYEFE TrREE W YWREZEZ LN
DRIVER.GTGAMES.COM

EVIDENCE

CASE DATE 1972 rEE]|
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Bizarre Creations’ cartoony Dreamcast
(and PS2!) action shooter Furballs will be
published by Acclaim...Rockstar
announced that it has signed on a
variety of top-level hip-hop groups for
Thrasher: Skate and Destroy. Run DMC,
Public Enemy, The Sugar Hill Gang, The
Freestylers and Sniper are among those
lending their musical fingerprints to
the game, which hits stores in
November...Sony is working on a sequel
to Alundra in Japan (Working Designs.
released the first one in the
U.S.)..Midway’s next Blitz-type sports
arcade game will be a baseball title,
and Off-Road Thunder (developed by
Kalisto) is on the way...Ubi Soft is not
only bringing out Evolution for
Dreamcast, but may continue a
relationship with ESP, bringing out
Evolution 2 and Grandia 2 outside of
Japan...THQ has announced it will
publish games for Dreamcast. The first
will be Felony Pursuit in Spring
2000...5CEA has set a release date for
Gran Turismo 2 in the U.S.—December
7..Medieval 2 is coming to
PlayStation...Hasbro Interactive’s less-
than-stellar Centipede is coming to
Dreamcast...Sony’s injunction against
Bleem! has been denied, meaning it’s
clear sailing for the emulator at least
until the official trial begins next
year...The co-creator of Mortal Kombat,
John Tobias, along with two other original
MK team members have left Midway to
pursue other opportunities. It's not
known what those are yet, but we're sure
this won't be the last we hear from
them...Chrono Trigger will be re-
released on the PS this winter in Japan,
with new animated sequences. Let’s
hope Square brings it out here!

Sl
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Soul Reaver...Edited?

If you've been playing Eidos/Crystal
Dynamics’ Legacy of Kain: Soul Reaver and
were puzzled by the game's abrupt end, you're
not alone. Some of the things that the team
originally planned for the game were
changed/taken out before its release. And,
if you go back and read the feature story we
did on the game in EGM #115 (February 1999),
you might notice that some of the story line
and gameplay elements we told you about
aren’tin the final game.

Why? We spoke with Amy Hennig, the
game's producer/director to clear up why the
game changed during development. Hennig
told us, “The decision to split it into two
games was actually made several months ago,
it's not something we decided at the very last
minute, just to rush the product to the
shelves. We realized a while back that we had
essentially over-designed the game, and that
the epic story we wanted to convey was too
ambitious for a single product. Once we came
to terms with this realization, we had a
difficult decision to make—should we further
delay the game’s release, or should we bite
the bullet and leave Soul Reaver with a
cliffhanger ending, to be resolved in the
(already-planned) sequel?

“Realistically, the former really wasn't an
option—there were both internal and external
pressures to get the game out, without any
further delays. And so, somewhat reluctantly,
we decided to make it a two-parter—and
despite our own disappointment, we realized
that this decision was really a blessing in
disguise. Because of schedule pressures,
we felt we had already compromised the
latter portion of the game, squeezing
characters and story events into too small a
space, and too short a time. We had
abandoned cool ideas and mechanics,
because there wasn’t time to do everything we
wanted to do. Saving these ideas for the
sequel meant that we could give them the
breadth and care that they deserved.”

Hennig told us that areas excised from the
final product amount to only a small fraction
of what appears in the final game—
speculations that a half or a third of the game
was deleted are simply inaccurate. (For those
familiar with the game, the deleted terrain is
the equivalent of the Silenced Cathedral
level). And, most were areas that the team
wasn't that happy with or felt that spending
time on them rather than areas that were
going in the right direction wouldn't be the

a8

systems were pre-sold prior
to the Sept. 9 launch date.

most effective use of time.

“Those gamers who have avowedly
completed and enjoyed Soul Reaver (even
with the cliffhanger ending) should not feel
differently about the game after hearing about
the edits,” she said. “For someone who took
40 hours to complete Soul Reaver, the deleted
material would have only accounted for
another 4-5 hours of gameplay.

“The main thing | want to convey to fans of
the Kain series is that the team and | are 110
percent committed to this franchise, and care
deeply about it,” she said. “There’s no
corporate conspiracy to cheat the consumer,
to get two games out of one game’s worth of
material. We simply just felt that we were
compromising Kain's epic story by trying to
cram too many major events into the last 10
percent of Soul Reaver. | agree that Soul
Reaver's ending was abrupt, and | would have
loved the time to make it more elegant. But
I'm confident we made the right decision in
saving these events for a full-fledged, follow-
up title; for fans of the Kain story, this was the
best possible decision we could have made.”

www.eidosinteractive.com

Amy Hennig, producer of Legacy of Kain -
Soul Reaver, explains why the game changed
so much between our feature and the final
product released in late August.
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Prepare to immerse yourself in the epic adventure that is The Phantom Menace.
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It's been a long time in coming, but the 64DD
is finally a reality—in Japan, at least.

The current plan is that it will be released
around Dec. 1, although an official launch

date for the system in Japan hasn't been
announced. Nintendo and Recruit have set up a
new company, RandNet DD, which will handle
the DD and its online service (RandNet). The
online service will offer downloadable games
and extra data for existing games (such as
extra tracks, cars or playable characters),
multiplayer online gaming, a “spectator”
option where you can watch online game
tournaments taking place, e-mail magazines
and MP3-encoded music, to name just a few of
the services planned. Web browsing and e-mail
will of course come standard.

While speculation puts the 64DD at a 15,000
yen ($138) price point, the exact pricing details
of the system and its online service, as well as
retail availability of the DD haven't been
announced yet. The DD setup comes with the
N64 modem cartridge, a modular phone cable,
the N64 Memory Expansion Pak, the 64DD
itself and a Member Disk, allowing you to
access the Internet and special members-only
Web pages.

Nine titles for the DD were showcased at
Space World: Kyojin no Doshin 1 (Doshin the
Giant 1), F-Zero Expansion Kit, SimCity 64,
Yousuke Ide’s Mahjong School, Gendai
Daisenryaku: Ultimate War, Japan Pro Golf Tour
64, Talent Studio, Paint Studio and DT.

Kyojin no Doshin 1 (Doshin the Giant)

This is perhaps the wackiest N64 game yet.
You star as a big yellow giant on a tropical
island. Since you're so big, you have the run
of the place, deciding what to do. For instance,
you could decide to smash houses or raise
the land, build or smash mountains, etc.
Depending on how you act, you'll grow in size
and either become good or evil. And, even

after you've turned the game off, time marches
on in the tropical paradise, 5o you could turn
it on the next day to find that something’s
happened. It possible that this game will

see a release in the U.S. on cartridge.

F-Zero Expansion Kit

Just as it sounds, the F-Zero Expansion Kit
allows you to edit and save your own tracks
(up to 100) for F-Zero X. There's also two
additional cup races of new, pre-programmed

tracks, and you can save up to three ghost

racers for each course.

SimCity 64

As mayor, you decide
the fate of your city as
you build it from the

Games available at the launch of the 64DD in December include Sim City 64 (top left), F-
Zero Expansion Kit (top right), Paint Studio (bottom left) and Talent Studio (bottom right).

ground up. With Paint Studio you can edit
characters in the game, and even put yourself
in there!

Talent Studio/Paint Studio

These two titles are part of the Mario Artist
series. Paint Studio is much like Mario Paint,
but you can use the Game Boy Camera and the
64 GB Pak to put yourself in your pictures!
Talent Studio is just as fun, where you can
create whole scenes with your face plastered
on a polygon body to dance around, fight or
whatever else you can think of.

Some of these games might show up in the
U.S. as cartridge games, but how that'll be
handled and when they'll be released has not
been announced yet.

www.nintendo.com

When you get a 64DD,

it comes with everything
you need (at left, except
the N64 itself, of
course). That cartridge
is the modem cart.
RandNet DD, formed by
Nintendo and Re:ruit
will handle releasing all
the DD games and ns
online service.
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While at Space World '99, we had a chance to
sit down with Shigeru Miyamoto to talk about
Dolphin, game development, and his feelings
on the next generation of game consoles.
Here’s what he had to say:

EGM: What's your involvement in Zelda
Gaiden?
SM: | can’t be involved as completely as |
usually am. From time to time I'll be involved
at certain points in the development, but |
have restrained myself from making
specifications for the game.

EGM: What types of games do you want to see
re-made or sequelized for Dolphin?

SM: | think from now [on], and even on
Dolphin, there will be Nintendo games [and
sequels] and although | won't be deeply
involved in their development, you are going
to feel the Nintendo touch in many games.

So in other words, while | won't be deeply
involved in the process of developing a sequel,
you'llfeel the same way when playing those
games as when | once worked on them. | think

the biggest difference between being the
producer and being the director is, if you are
director you can check each phase of the
game yourself in order to confirm that it’s your
game so that you can feel what it is like to
touch the game itself. For example, F-Zero and
Yoshi, when you look at these games, you
realize that they have more of the touch of
other directors. I'm kind of trying to oversee
the overall process, and then ask each of the
directors to take care of the game so they can
reflect on their own individual touch. While, a
game like Legend of Zelda, | want my own
touch to be reflected sharply.

EGM: Personally, would you like to see a Wave
Race game on Dolphin?
SM: Yes, definitely (laughs). Even when we
were working on Wave Race, we realized
that the N64 was not powerful enough for that
kind of game. Specifically, we wanted to make
very detailed movements for the waves, at
least as detailed as what Wave Race was for
N64. In the case of Dolphin that should be
easily done.
EGM: What about
Dolphin’s technology is
most exciting to you?
SM: Even though N6
was advanced, much
more than the previous

Capcom’s Spawn arcade
game will debut at JAMMA,
and is sure to make it over to
the U.S. before the end of

this year.

After taking a year off, Nintendo once again
held its annual Space World expo at
Makuhari Messe in Chiba, Japan.

pay total attention to every point so that the
system can still run. In the case of Dolphin,
this isn't a problem, so we can put our
maximum attention into little details. The
system can easily run so you can try
something totally new. That's the most exciting
thing to me with Dolphin. Also, with the N64,
at the beginning we made games for the first
time in 3D. Through the course of that we
realized so many things, especially we
encountered the inefficiency of making these
types of games on the Né4. | believe those
inefficiencies and problems have already been
solved on Dolphin hardware, so it's going to
become a very cost-effective product.

“1 still helieve that cartridge is the hest

technologies (Super
NES), I still have to admit
that we have to pay our
attention curing a game’s
development in order for
the game to run on the
system. When N6 was
introduced | think | said
a similar thing, but now
itis easier for us to make
a game on Dolphin
compared to when

we were first beginning
on N6,

Let’s say we're going to
try some new experiment
based on the hardware...
with the Né4 we had to

medium for software development...”

EGM: What kind of limitations are you talking
about with the N64?
SM: You see a lot of 3D fighting games on
other platforms because it is one of the
easiest ways to make use of the hardware’s
function. More specifically, if it's a fighting
game you have only two characters to put into
RAM, and that's relatively easy so that's why
there are too many fighting games on those
platforms. In the case of Smash Brothers you
see up to four players on the screen
simultaneously, but at the same time, the
character models are much simpler than the
ones in games with only two players. That's
the kind of limitation | am talking about.

But if you are a creator and you are told,
“If you like, we can make it five or 10 players



without any problem.” That's what the
situation is with Dolphin. Dolphin can do that,
N64 cannot do that. Your energy can then be
concentrated not on how to increase the
number of game characters, but how you are
going to make use of these five or 10 more
characters on the screen. Having said that, it
may put you as a creator into another
problem, because now you can use as many
players as you want and you've got to sort
them out in your own mind so that you can
manage to control that in the end.

How is development progressing on
Aario for Dolphin?
‘ve been told not to say anything about

EGM: So that's confirmed then
SM: At least | am working on it...| am the kind
of designer who starts with an experiment. In
the case of Wave Race, | started from the
experiment of making waves. If Mario is
surfing on the wave, it's going to be a Mario
game, if it's Link, then it will be a Zelda game.
That's how | decide what game to make.

EGM: How does the Dolphin’s use of DVD
ffect the way you develop/create a game?
SM: | still believe that cartridge is the best
medium for software development, so | have
to tell you that | feel some inconvenience
making games on DVD as the new medium
for the new platform. But at the same time it's
very important that the cost for the medium is
going to be stabilized and it's good for our
own teams because we don't have to take into
consideration that the memory size will decide
the cost of the software to the retailers. Now
all we have to be mindful of is how much time
and energy we are going to spend in the

creation of new software. That is going to be
reflected upon the final price at retail. Dolphin
may follow the same concept of Né4, which
was originally called Project Reality. It will
have much more functionality with advanced
technologies, like Al. It is becoming much
easier for us to install actual Al into the game
characters because we are going to have a
much more powerful CPU which should be
enough to realize this concept. Rather than
the calculation ability, it's the ability to
simulate something real. That is going to be
heightened or advanced. Until now, the
freedom in making games has been expanded
with the advent of new technologies in the
game field. But we have not come far enough
as to make something very free.

ns all have very

EGM: Competing syste
ambitious online gal
the Internet as the future of Dolphin as well?
SM: There’s got to be something Dolphin has
with the Internet, because from now on we
can't create entertainment without thinking
about network communication. At the same
time, we are an entertainment company so we
have to take into consideration the cost
associated with network games, and the ages
of the users, who are actually going to make
use of it. If we consider these two points right
now, | have to tell you that there is not a big
market right now for Dolphin to involve a
significant Internet business. Nintendo, as an
entertainment company, has a responsibility
to parents and children so that the parents
can always feel secure to provide their
children with Nintendo machines, hardware
and software. So because of that | don't think
network capabilities will be the core of the
Dolphin project.

ng plans. Do you see

www.nintendo.com
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Last-Minute Update From ECTS

As we're going to press with this issue, the
European Computer Trade Show (ECTS) is
going on in London.

Making its debut in playable form at the
show was Ridge Racer 64, which is actually
based on the very first PlayStation Ridge Racer
(but with better graphics, obviously)

PlayStation 2 was on everyone’s minds as
well, as several companies announced that
they were developing or had specific titles in
mind for the new Sony machine (see the first
two pages of news for the full scoop). And,
Dreamcast held strong as it prepares for its
mid-October launch in Europe.

A 3D remake of Blaster Master (Top - Sunsoft/PS), UEFA Soccer (Bottom Left -
Infogrames/DC) and Worms Pinball (Bottom Right - Infogrames/PS) debuted at ECTS.

International Tidbits

Sonic Team is announcing four new games in
September. One of them is Sonic Adventure
International, basically the U.S. version of
Sonic Adventure but with Japanese as its
default setting. The second of the four is
Samba De Amigo, a music game where you
play the maracas. YES!

Speaking of Sega, they've got a new first-
person NAOMI shooter on test in Japanese
arcades, called Outtriggers. Gameplay is
similar to Quake, only in smaller arenas so
you're always near an opponent. It will make
its first official appearance at JAMMA.

Sony Computer Entertainment Inc. has
announced it’s working on a new four-CD
PlayStation RPG called Legend of Dragoon.
The game’s currently lined up for a December
release in Japan.

Nintendo will begin a version of its Nintendo
Power convenience store game distribution
service on Nov. 1in Japan. Twenty-one titles
will be available day one, including Super
Mario Bros. DX, which hasn’t been released
as a stand-alone game in Japan yet.

Dragon Quest |11 will head to Game Boy next
year, according to Enix president Yasuhiro
Fukushima. Dragon Quest VIl hits PlayStation
this year, but for the moment, Enix denies that
they're working on a DQ game for PlayStation
2, yet are they working on six PS2 projects.

On the Dreamcast front, Treasure’s N6
shooter Bangaioh (very cool game, btw) is
headed to Dreamcast in December. Let's hope
someone picks this up for a U.S. release.
Capcom’s got more DC projects, too, with
Street Fighter Il Double Impact (a combination
of SFill and SFill: 2nd Impact)

Import Pick of the Month: Dragon Quest
1&11, a collection for the first two Famicom
Dragon Quest games on GBC.

PlayStation

9/22 Biohazard 3: Last Escape, Capcom
(Adventure)

9/30 Derby Stallion 99, Ascii (Misc.)

10/7 Zill O'll, Koei (RPG)

10/7 Psychic Force 2, Taito (Fighting)

10/14 Robbit Mon Jya, SCEI (Action)

10/21 Magical Drop F, Taito (Puzzle)

10/28 Koudelka, SNK (Adventure)

10/28 Baroque, Sting (RPG)

Oct.  Rockman 4: New Ambition!!,
Capcom (Action)

11/25 Valkyrie Profile, Enix (RPG)

11/25 Tokimeki Memorial 2, Konami (Sim)
Nov. Marvel Vs, Capcom: Clash of Super
Heroes EX Edition, Capcom

(Fighting)

Dreamcast

9/23 Espion-age-nts, NEC Home
Electronics (Action)

10/14 Sonic Adventure International,
Sega (Action)

10/28 Shenmue Chapter I: Yokosuka,
Sega (FREE)

10/28 Zombie Revenge, Sega (Action)

Nov. Maken X, Atlus (Action)

Game Boy Color
9/23 Game Boy Dragon Quest I&Il, Enix
RPG]

10/22 Qix Adventure, Taito
(Action/Puzzle)
11/21 Pocket Monsters Gold, Nintendo

RPG)
11/21 Pocket Monsters Silver, Nintendo
(RPG)

11/25 Beatmania GB2 Culture Mix,
Konami (Misc.)

*Schedule subject to change without
notice. Consult your local import game
store for the latest release information.
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Quartermann - Video Game Gossip & Sneculation

he Q'’s spies have all just gone out

and bought Dreamcasts with copies

of Soul Calibur and a pair of fighting

sticks...we strongly recommend that
you do the same, if only to prevent a nasty
rumor from coming to fruition. It's nearly
all next-generation system news this
month... and with the Q’s spies jetting off
to Japan and Europe in the coming months
we expect to be able to bring you all sorts
of juicy rumors between now and the turn
of the century.

RUMOR There are currently all kinds of stories
circulating about thel follow-up to Metal Gear
Solid, with the most specific originating in the
U.K. Stories of the new game being set in Peru
are running rife along with details of its
confirmed status as a PS2 title.

TRUTH The Qs spies have been looking into
this since the first game came out, and from
what we've leared it would seem that the:
next Metal Gear is a long way off. Don’t expett
to see this'under the name Metal Gear Solid 2
though. It'l'almost certainlyhave the Metal
Gear prefix, but no final title i confirmed yet.
Current estimates for a release put it at some
time in late 2001 (maybe even later here) and
indeed have it slated as a PlayStation 2 title.
As far as the story goes, it seems apparent
from our probings that things will pick up a
few years after MGS. Snake will be forced out
of retirement to continue his pursuit of Ocelot
and this will lead to his eventual discovery
that the president is in on the whole
conspiracy (as revealed at the very end of
MGS). Expect a massive budget game with all
of the frills of a major production. PS2 games
are estimated to weigh in with a minimum
development cost of $5 million...expect the
Metal Gear sequel to be budgeted at a
considerably higher cost than that.

RUMOR The Command & Conquer series is
drawing to a close, but the next installment
will be designed with PlayStation 2 in mird.
TRUTH This isn't strictly true. Yes, the final
‘real’ installment of the Command & Conquer
series, C&C Tiberian Twilight, is in
development right now, and is far enough
ahead that it's out of its ‘design’ cycle. It won't
however be coming to any consoles. The
rumored PS2 title is a first-person perspective
shooter set in the C&C universe titled
Command & Conquer Renegade. Nicknamed
“Up Close and Personal’ by the development
team, Renegade looks set to be a Quake-like
blaster that makes use of all the weaponry

and heavy artillery that is familiar to C&C fans.
Expect some amazing-looking graphics
(apparently it makes Quake 11T took-outdated)
that make use of all the fancy effects the PS2
is eapable of producing. EA and Westwood are
confident that Renegade will be a U.S. and
European launch title for the system, with a PC
version precéding it by several months.

Command & Conquer Renegade

RUMOR Namco has canned all of its
Dreamcast development.

TRUTH The Qs spies have been particularly
concerned about this rumor as they've all-got
a special soft-spet.n their hearts for the
Dreamcast these days. The ugly rumors began
when it transpired that Soul Calibur didn't
perform as well as hoped in Japan. Although
going straight in at number one in the charts,
it fett the following week and is continuing to
flag with each passing week, Despite
anticipation that it will be a huge seller in the
U.S. (and by the time you read this it surely
will be already) Namco is still more focused on
the Japanese market than the West. The result
is that other projects have appareritly been
shut down. Hopefully this may change if the
Dreamcast performs spectacularly well in the
U.S. and Europe...s0 it's up to everyone
reading this to make sure it's a success!

RUMOR Staying with Namco for a
moment...we've heard a lot more rumors about
the Tekken saga in the past month with
rumors floating around about PlayStation 2
launch titles, the fate of Tekken Tag as a home
game and the mythical Tekken 4.

TRUTH Our most retiable sources at the
moment now seem to be indicating that a
vastly enhanced version of Tekken Tag
Tournament will actually be a Japanese PS2
launch game, not Tekken 4 as previously
thought. This puts all the Dreamcast and even
PlayStation rumors to rest that have been
going around for the past couple of months.

Expect something even more.jmpressively
updated than Soul Calibur was for Dreamcast.
We've heard from reliable sources that the
game makes use of the 30 CG models from the
Tekken 3 intro movie as the actual in-game
models. As for Tekken 4 —it seems that this is
also destined for PS2 (and an arcade system
based on the same technology) and will
almost certainly not be titled Tekken .

RUMOR Final Fantasy IX will make a move
away from)pre-rendered backdrops and will
make use of a fully 3D environment.

TRUTH This one’s been floating around for a
while, and the Q-network can't find anyone
who can back it up. The fact that FFIX is a
PlayStation/game (and not P$2) makes us
think that Square will stick with tradition ard
do one last gorgeous-looking game before
shifting tg the new system. Expect more news
on this gne next month.

RUMOR The next ‘big’ RPG from Square after
FEIX will be released on'both PS2 and Dolphin.
TRUTH This is unlikely...but we do know that
Square is currently ooking at development for
Dolphin, and will be making a triuniphant
return to the Nifitendo format at some point in
the next twoor three years. -“The Q"
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op 20 Best-Selling Games of July, 1999

1- Ilriver

GT Interactive’s action driving
game Driver (fitting name, don’t
ya think?) tops our list this month.
P=% With a Dreamcast and Né4 version
()-4 ® till looming as possibilities, and a
sequel almost assured, this won't
be the last we hear of Reflections.

2 =1 Pokemnn Pinball

Take Gator’s Revenge, insert

the Pokémon characters, add a
rumble-enhanced cartridge, and
you've got Nintendo's Pokémon
Pinball. Lots of fun to play—you'll
find yourself playing for hours to
catch them all.

3- Pokemon (Blue Version)

It's Pokémon domination this
month as Nintendo's slew of new
Pokégames take hold of four of
the top five slots. But let's not
forget the games that started it
all, Blue and Red. Without them,
none of those other games...

4- Pnkemon (Red Version)

~..would have been possible.
In classic Pokémon, you star as
Ash, who wants to become the
world’s greatest Pokémon trainer.
To do that he’s got to catch 151
Pokémon and defeat all the Gym
Trainers to collect badges.

9- Pnkemon Snap

Who would've thought that taking
pictures of Pokémon in their
natural habitat would be fun?
Snap may seem boring, but it's
lots of fun—at least while it lasts.
Nintendo and HAL Laboratory
score points for originality.
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Super Mario Bros. Deluxe
Nintendo

Super Smash Bros.
Nintendo

Star Wars Episode One: Racer
Nintendo

6
1
8

Tarzan
SCEA

Rugrats Scavenger Hunt
| 10 THO

11 Final Fantasy VIl
SCEA

Lt wern

12 Disney’s Tarzan

Activision

13 Triple Play 2000 (g
Electronic Arts

14 WWF Warzone T
Acclaim Entertainment

15 Need For Speed Il e
Electronic Arts

16 Rugrats The Movie
THO

| 11 GoldenEye 007 ey
Nintendo

18 Syphon Filter v
989 Studios

19 Mario Party o
Nintendo
MLB 2000 T

12 989 Studios

Source: NPD TRSTS Video Games Service. Call Mary Ann Porreca at (516) 625-2345
for questions regarding this list. Top 5 game descriptions witien by the £GM staff

Game Boy’s Advancement

What feature are you most excited about on Game Boy
Advance (see News)?




THE CREATORS OF COMMAND & CONQUER™ARE TURNING UP THE HEAT.

PlayStation

+ Real-time strategy blended with blazing action + Dozens of 3D-modeled units specific to each side
« Sharp, 3D terrain with true elevation + Solo play, head-to-head, or skirmish versus the Al
- Play three distinct sides across 30 missions « Pulsing cinematics and soundtrack

1999 Electronic Arts. Westwood Studios and Electronic Arts are registered trademarks of Electronic Arts in the U.S. and/or other countries. Westwood Studios Ne Sf wWOO (é"
is an Electronic Arts” company. Dune” 1999 Dino De Laurentiis Corporation licensed by Universal Studios Licensing, Inc. Playstation and the Playstation logos -

are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. www.westwood.com



Goming Soon - November 1999

Octoher

Antz - Infogrames Action
Azure Dreams - Konami [
Ballistic - Infogrames Action
Beauty & the Beast Board n.m Adv.-Nintendo  Action
Clssic Bubble Bobbie - Metr uzzle
Action
Action
RPG
RPG
ports.
Micro Machines V3 - THQ Racing
Ma.Paclan- Namco Misc.
BA Live 2000 - THQ sports
NFL Bl 2000 Midway Sports
NHL 2000 - THQ Sports
Pokémon Yellow - Nintendo Adventure
Rainbow Six - Southpeak Interactive Action
Shadowman - Acclaim Action
Tiger Woods 200 Sports
Toy Stor Action
Army Men Sarge’s Heroes - 300 ‘Action
Satitc - nfogrames Action
Carmageddon 2 - Interplay tion
Crash Team Racing - SCEA Racing.
Cyber Tiger Woods Golf - Electronic Arts Sports
Dune 2000 - Westwood Studi Strategy
Earthworm Jim - Rocksts Action
Fatal Fury Wild Ambition - SNK Fighting
FIFA 2000 - Electronic Arts Sports
Flna antasy Anthology - Square Eloctronic Arts RPG
Grand Thet Auto 3 - Racta Action
Grandia - RPG
Jef Gordon x5 Racing - ASC Games Racing
Jeremy McGrath 2000 - Acclaim Racing
Lego Rock Raiders - Lego Medi Action
Metal Gear Solid VR Missions - Konami Action
MTV Sports: Snowboarding - THQ Sports
NBA Basketball 2000 - Fox Interactive Sports
NBA Live 2000 - Electronic Arts Sports
NBA Shoct-Out 2000 989 Studlos Sports
NHL FaceOff 2000 - 989 St Sports
ekl Formols One mm.  dos Racing
Omega Boost - Shooting
o Votd soth Anniversary - Namco Action

Porg :Hasbio riracthe
Rainbow Six

RC Stunt Copter - Midway

Scrabble - Hasbro Interactive

Silhouette Mirage - Working Designs
Supercross Series 2000 - Electronic Arts
Test Drive Off-Road 3 - Infogrames

Tiny Tank: Up Your Arsenal - SCEA

TNN Motorsports Hardcore 2 - ASC Games.
T

Trickin' Snow Boarder -
WEW Mayhem - Electronic Arts
WipeOut 3 - Psygnosis

rincess - Electronic Arts.
XcFiles - Fox Interactive

Castlevania Special Edition - Konami
Earthworm Jim 30 - Rockstar
e Frce Gamind - Wintando
Paperboy - Midw
Rat Atack - Windsc
Rayman 2 Th Great Escape - UbiSoft
StarCraft - Ninten
W Mayhem - Electronic Arts.

Armada - Metro
King of Fighters 9; SNK
Marvel Vs. Capcom - Capcom

NFL Quarterback Clue 2000 - Acclaim ports
Sega Bass Fishing - Sega Sports
Sega Sports NBA 2000 - Sega Sports
Soul Fighter - Mindscape Action
Speed Devils - Ubi Soft Racing
Suzuki Alstare Extreme Racing - Ubi Soft Racing
Toy Commander - Sega Action

Game Boy Color
Alice in Wonderland - Nintendo
Bass Masters 2000 - TH

al Tetris Challenge - Capcom
Mickey Racing - Nintendo
Mission Impossible - Infogrames

Rampage Universal Tour - Midway
Ready 2 Rumble Boxing - Midway
Rugrats Time Machine - THQ
Street Fighter Alpha - Capcom
Test Drive Off-Road 3 -
WCW Mayhem - Electronic Arts
WWF Wrestlemania 2000 - TH

Army Men Air Attack - 300
BoomBots - SouthPeak
Coal Boarders 4 - 989 Studios
Crusaders of Might & Magic - 300
Danger Girl - THQ
Darkstone - Take 2
Ostanator Gauntle. Working Designs
Die Hard Trilogy 2 - Fox Interactive

acing for Home - outhPeak

Jackie Chan's Stuntmaster - Midway
Jeremy McGrath 2000 - Acclaim
Juggernaut - Jaleco

Knockout Kings 2000 - Electronic Arts
Konami Arcade Classics - Konami
Konami Rally - Konami

Malor League Soccer 2000 - Konami
Medal of Honor - Electronic Art

Missile Command - Hasbro Interactive
Mission Impossible - Infogrames.

MTV Jams - Codemasters

NBA Basketball 2000 - m Interactive
NBA ShootOut - 989 Sy

NEA Showtime - Midwey

NCAA Final Four 2000 - 989 Studios

No Fear Downhill Mountain Biking - Codemasters
Q-Bert - Hasbro Interactive

Rainbow Six - Red Sto

Ready 2 Rumbla Boxing - Midway
Resident Evil 3 Nemesis - C

Road Rash Unchalned - ectronc Ats
Shao Lin - THQ

Sunertvoss Cheuk-569 Sports

st fogram

Thrasher Skate and Destoy - Rockstar
Tiger Woods/PGA Tour 2000 - Electronic Arts
TNN Motorsports Hardcore Heat 2 - ASC Games
Tomb Raider: The Last Revelation - Eidos
Tomorrow Never Dies - Electronic Arts
Toy Story 2 - Activision

Twisted Metal 4 - 989 Studios

Vandal Hearts 2 - Konami

Vegas Games 2000 - 300

Vilanie 8 Sacond Oftase- Acthsion
Worns Amag bro Interactive

Bassmasters 2000
Battletanx Il: Global Assault - 300

Brunswick Circuit Pro Bowling - TH

Cyber Tiger Woods Goll - Electronic Arts
Destruction Derby - THQ

Donkey Kong 64 - Nintendo

Kobe Bryant in NBA Courtside 2 - Nintendo
Knockout Kings - Electrnic Art

e Race - Infogrames

m.m Lum ‘Soccer - Konami

Hasbro Interactive

NGk Covmside e turing Kobe Bryant - Nintendo
NBA Live 2000 - Electronic Arts

NBA Showtime - Midway

Nuclear Strike - THQ

Rainbow Six- Southpeak s

Ready 2 Rumble Boxing - Midw

Resident Evil 2 - Capcor

Compiled By Chris Johnston chris_johnston@zd.com

Slut!;y %P
Action

Racing
Action

Space Invaders - Activision

Supercross - Electronic Arts Racing
Toy Story 2 - Activision Action
Turok: Rage Wars - Acclaim Action
Vigilante 8: Second Offense - Activi Action
WWF Wrestlemania 2000 - THQ Sports

Xena Warrior Princess - Titus Action
Centipede - Hasbro Interactive Action
vlution World of Sacred Device - UbiSot RPG
Fighting Force 2 - Eidos Action

NEA Showtime - Midway
Redline Racer - Ubi Soft

hadow Man - Acclaim Action
Slave Zero - Accolade Action
Street Fighter Alpha 3 - Capcom Fighting
Test Drive 6 - Infogrames Racing
Vigilante 8: Second Offense - Activi Action

Virtua Fighter 3tb - Sega Fighting
Game Boy Color
‘Game & Watch Gallery 3 - Nintendo Misc
International Track & Field - Konami Sports
Knockout Kings - Electre Sports
Magical Tetris Challenge - Capcom Puzzle
NBA Courtside 3 on 3 Challenge - Nintendo Sports
Star Wars Ep. One: Racer - Nintendo Racin
ooamar Sosntat Workng Besigns RPG
ESPN NBA Tonight - Konai Sports
ESPN Outdoors Bass nsmnx Konami Sports
Gran Turismo 2 - SCEI Racing
International Track and Field 2000 - Konami Sports
xcitebike 64 - mmu.an Racing.
Harier 2001 - Video Flying
Looney Tunes: Taz Expl:ss Infogrames Action
Pafect Dk - Nin Action

i ProShate- Actvisior

Vighante 8: Second Offense - Acthvsion Action
F-1 World Grand Prix - Video System Racing.
Micrsch Combat Flght Simulator - Korami Sl

Sports
Action/RPG

Toy Commander - Sega Action
Worms Armageddon - Hasbro Interac Misc.

Game Boy Color

Dragon Warrior Monsters - Eidos RPG
Indiana ones and the afemat Machine - Lucasrts _ Acion
Parasr eneal Ansat- Minds Strategy
Sports

Tiger Woods & PGA Tour 2000 - ilemﬂm( Ants
Wisadventurs of ron Bonne - C

Castlevania Special Edition - Konami
NHL Blades ofStal 3000 - Konsil
Tarzan - Acti

Castlevania - Konami
Resident Evil: Code Veronica
Sega Sports NHL 2000 - Sega

| RE3 Nemesis - PS
-
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Real Fishing. Real Feel.
Reel Included!

With its exclusive Duval ~
Shock® compatible rod and
reel controller, Bass Landing
sefs the standard for trve-
to-life fishing action. Now
you can cast, set the hook,
and reel them in just like
real life. So pack your tackle
box, pick up some cold ones,
and grab your rod,’cause
fishing season is now open.

* Game is bundled with
custom designed fishing
rod ’n reel controller

¢ Solo or tournament modes

* Stock your tackle box from
50 different rods, reels,
rigs, and lures

*5 challen?lng lakes, 14
species of fish

¢ Cast side arm, overhead,
or skip

¢ Tutorial mode shows how
the pros hook the big ones
101110 R,

i 3 * Dual shock compatible

ans Biv, Suite 600 Redwood City, CA
oo are trademarks of ASCH CO. Inc

etec ’

www.agetec.com

o
Computer Entertainment Inc. Produced under license by Sony Compuer Enertainmer Paystaion
PlayStation gome console. The. is a trademark of the Inferactive Digitol Softw



www.mountainbiking.co.uk
www.activision.com

© 1999 The Codemasters Software
‘Company Limited. ("Codemasfers) All
Rights Reserved. “Codomasiers™ is @
registered  frodemark owned
Umited. Published by
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on 25 mountain
biking trails as
one of eight
riders, each with
different skills.

v Ride and wipe-out
=

Hurl yourself over
precipices and
race for glory in

\\ one-to-four-player
| head-to-head
competitions.

Perform insane
stunts, including
wheelies, 360s,
bunnyhops and
suicides on
customizable
bikes.

BREAK YOUR FEAR

COan]dS[CrS Available on PlayStation® game console
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THAT WiLL TOTALLY "
CONSUME You.

ALL OF You.

T L IN THIS NEW, ADRENALINE=
" MRNEV ll‘m splvlvAl. HORROR FROM THE
ciimns OF RESIDENT EVIL'. YOUR COVERT MISSION TO
INFILTRATE AN ISOLATED ISLAND COMPOUND HAS GONE
HAYWIRE. NOW, YOU FIND YOURSELF PURSUED BY A
RELENTLESS PREHISTORIC TERROR,

SUDDENLY, YOUR MISSION BE(.‘UME: CAPCO /

A DESPERATE FIGHT FOR SURVIVAL.  WWW.CAPCOM,COM *
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PO CO, LD 168 AL
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i Dreamcast

[ ¥ Nintendo 64

B & Playstation

B B Game Boy Color
& Arcade

This Month in Previews

47

148

49

159
161

Soul

o The Workd ofScred Devce
To Commander

Somd Nitae Exreme Racing
Zombie Revenge

Rippin' Riders

Heroes of Might and Magic Il
Red Dog

Centipede

Nadesico The Mission
Shenmue

Super Runabout

Beserk

Eternal Arcadia

Star Gladiators 2

Roommania #203

Toukon Retsuden 4

The Legend of Zelda Gaiden

Super Mario RPG 2

Kirby's Dreamland 64

Yena Warrior Princess: Talisman of Fate
Excitebike 64

Paperboy

Daikatana 64

Yorms: Armagsddon

Mini Rac

Test Dive Raly

Mother 3
Custom Robo

Resident £vil 3 Nemesis

Tomb Raider: The Last Revelation

Ay Mo i Mtk

Grand Theft At

Crusaders o Might and Magic

Prince of Persia 30

MIV Jams: Music Creation

Galerians

Dukes of Hazzard: Racing for Home
mBots

Test Drive Le Mans

Ballistic

V-Rally 2

No Fear Downhill Mountain Biking
NASCAR Rumble

TNN Motorsports Hardcore TR
TOCA 2:Touring Car Challenge

Guitar Freaks

htis
Tondemo Crisis
Valkyrie Profile
Koudelka
Doko Demo lssyo
Front Mission Third
Saiyuki
Zeus Il Carnage Heart

Legend of Zelda: Fruit of the ysterious Tree
Dragon Warrior Monsters

Game & Watch Galery 3

WCW Mayhem

Worms: Armageddon

Magical Tetris Challenge

AllStar Tennis 99

BattleTanx
Rugrats: Time Machine

Crisis Zone
Dead or Alive 2
Ringout 4X4

1
2
3,
4,
5

hank God for Space World. If

it weren't for this show, we'd

have lost all faith in Nintendo.

We all know that Rare’s going
to put out some kick-ass games this
winter season (Perfect Dark can't
come soon enough...the editors here
are already dropping trash-talk bits
here and there, thinking they're
going to be the office Perfect Dark
deathmatch champ, not realizing
EGM's stunning previews editor will
blow them all away). But what about
Nintendo? After a brief trip to the land
of the rising sun, we came back happy
and reassured. The Big N has shown
the world once again why it’s the best
game developer in the biz.

In this month’s previews, we put
the sights on the latest wave of
franchise updates from Nintendo
(do they do any other kind of games
today?). Check out Super Mario RPG 2
(which will make it out over here as
Super Mario Adventure), Kirby's
Dreamland 64, Excitebike 64 (whose

Shenmue

. The Legend of Zelda Gaiden

Crisis Zone

. Zelda: Fruit of the Mysterious Tree
. Mario Party 2

transition into the 3D world is
unsettling for us...we'd rather this be a
pretty 2D update of the original), Zelda
Gaiden and more (including Mini
Racers, which we'd love to believe is a
true sequel to R.C. Pro Am...but it's
not). Now...there’s just one more
Nintendo franchise that we absolutely
must see if we are to die happy
people....Will someone give us a
freakin’ new Metroid game for crying
out loud???

Oh, and check out our update on
Sega's Shenmue for Dreamcast. It is
unfreakin’ believable. Q

Dreamcast, Q1 2000

Nintendo 64, March 2000 (Jpn)
Arcade, October 1999

GB Color, December 1999 (Jpn)
Nintendo 64, Dec. 2000 (Jpn)

source: videogames.com online poll

Excitebike 64

Zelda Gaiden

Perfect Dark
Talent Studio
Paint Studio

n

Kirby’s Dreamland 64

621
4513
414
4237
102

133



The number of motion-capture
animations each monster has

lar actions.

Mindscape

Toka

1

Action

85%

October 1999

None

www.mindscape.com

Classic, arcade-style
beat-"em-up action with pretty
graphics.

Characters run too
slowly, and where's the multiplayer?

The massive, and we
mean massive, slowdown in some of
the later levels.

Tools of

Each of the three warriors
has his/her own special
weapon. Orion has a magic
staff, Altus wields a sword, and |
Sayomi uses a pair of knives. |

|

Upon receiving certain projectile
items, you can switch over to
first-person view to get a lock on
your enemy.

You'll frequently find yourself the center of
attention, as the monsters like to gang up
on you. Even the odds with your weapon.

rawing early comparisons to the classics
Golden Axe and Final Fight, Toka's Soul
Fighter is one of the more anticipated
post-launch Dreamcast titles. A game
that can be described as a medieval Streets of
Rage (in 30, of course), Soul Fighter takes you into
the world of Gomar, where a mysterious mist is
turning the locals into half-men/half-beasts. Like
any self-respecting half-man/half-beast would be,
they are vicious monsters bent on destroying
anything and everything. Enter the three heroes,
Orion, Sayomi, and Altus, who must destroy the
monsters and recover their human souls in order
to set things straight.
Gomar is divided into six different worlds, with

PREVIEW

each world having 10 sublevels. In order to progress
through the levels, all enemies must be defeated
and their souls collected. The medieval locales
include courtyards outside of a castle, the inside of
a cathedral, and deep in the recesses of a dungeon.
The three characters each has his/her own different
weapon and fighting style, and are able to perform
power-combos and super-combos if they have
collected enough magic. More than 4o different
monsters exist, programmed with some intelligent
Al—they'll attack in groups, call reinforcements, and
block many of your combo attacks.

At this point, Soul Fighter is shaping up to be a
quality title. The “arcadey” graphics are relatively
smooth, except for a few problem spots with
massive slowdown. However, there is one major
hurdle. For whatever reason, Toka has decided to
make Soul Fighter a single player-only title. While it
still has the prospect of being a quality one-player
game, the lack of any kind of multiplayer mode
could have a serious negative impact on the replay
value. Who wouldn’t love some cooperative beat
*em-up action? Since the game is far along in the
development process, things are unlikely to
change—perhaps we'll see it in a sequel.

While not quite the “soul” of the Dreamcast
(another game holds that title), Soul Fighter looks
like it could be a worthy addition to the Dreamcast
library. Now how about a DC Streets of Rage? ¢y



PREVIEW

Ubi Soft

Seqa/ESP/Sting

1

RPG

80%

November 1999

None

www.ubisoft.com

Gorgeous graphics,
well-designed battle system.

Light on gameplay=
most will finish in under 20 hours.

What kind of a girl's
name is “Pepper Box,” anyway?

While we're getting ready
for the U.S. version of
Evolution, Japan is already
gearing up for the sequel.

Evolution 2, which was
recently announced in
Japan, will have several new
features. In addition to the
random dungeons of the
first game, there will be new
“Scenario” dungeons as
well (with fixed layouts).
Weather and time elements
will factor into gameplay
this time, and there'll be a
new escape feature to run
away from battles. Also, the
CyFrame will be usable
outside of battles, which
means there’ll be more
puzzle elements for sure.
Stay tuned to EGM for more
details on this one soon!

ow that Sega’s Climax Landers has been
delayed until February, Dreamcast RPG fans
are going to have to look elsewhere for that
“next-generation” RPG experience this
holiday season. Fortunately, there’s a pretty solid
alternative in the form of Sting's Evolution: The
World of Sacred Device, which is coming to the U.S.
courtesy of Ubi Soft.
In Evolution, you play as Mag Launcher, an
enigmatic young treasure hunter with a cybernetic

frame (known as a “CyFrame”) strapped to his back.

Mag’s goal is to scour the dungeons of Northrop in
search of valuable treasures, which can then be
traded in for cash at the mysterious “Society,” an
organization dedicated to excavating ruins. He can
be joined by up to two (of a possible four)
companions, who help him out on his journey.

The first thing you'll notice when you pop in
Evolution is its incredible graphics. The Dreamcast
handles the game’s beautiful 3D world with ease,
providing visual splendor that, while not quite as
artistically satisfying, puts Final Fantasy VIII's
otherwise amazing aesthetics to shame. Everything
moves quickly and fluidly, even when manipulating

the camera (which can be rotated 360° at any time).

But despite the fact that the game is overflowing
with eye-candy, it's not Evolution’s best asset.
Rather, that would be the game’s well thought-out
battle system, which should keep fans of battle-

)
'

¢y f
Yy g

L

A majority of Evolution’s gameplay takes place
inside the game's massive randomly generated
dungeons. There are plenty of traps that can
impede your progress, but fortunately, you can
save after each floor, which decreases the
frustration factor big-time. The auto-mapping
feature helps out a bunch, too. Fans of the classic
dungeon dweller Rogue will no doubt be pleased.

heavy RPGs rather pleased for the 20 or 5o hours
it'll take to finish Evolution.

Since over o percent of those 20 or so hours are
spent exploring the game’s massive randomly
generated dungeons (yes, all the dungeons in
Evolution are random), it was rather important that
the developers incorporate a battle system that's
not only user-friendly, but innovative and fun as
well. They did. First of all, since you can see enemies
in the dungeons, you can try to avoid fights if you
wish. If not, you can actually give yourself an
advantage by approaching an on-screen enemy from
behind (giving you a slight head start in battle). Of
course the opposite is true as well, so it's important
not to get ambushed. Once in battle, the turn-based
action is relatively straightforward, though the
tactical elements (which are ever so important in an
RPG) are in full force. The best of these elements is
the nifty meter to the right that shows the order in
which people —companions or enemies—are going
to attack. This is a great feature, as it basically
forces you to plan and prioritize your attacks with
care. Of course the amazing graphics and spell
effects don't hurt, either...

If there’s one thing that's holding Evolution back,
it's that it's pretty short. Still, it’s a lot of fun to play,
and fans of RPGs will no doubt enjoy the game’s
quirky characters and fun battles. Let’s just hope Ubi
does a good job with the U.S. localization... ¢y
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PlayStation

www.playstation.com

While the engineers at NASA might have been shortsighted, ours were not. They've put together a

¢ m} [rm | gravity-detying, medulla-blawing shooting game with a full 360 degrees of free-range motion.
=2 Translation: Now you have the ability, and the sophisticated weaponry, to annihilate alien

[@ m}’ warships wuh_mgmenlnq speed and accuracy. All of which beats the hell outeof adjusting

om the creators of Gran Turismo:
..



PREVIEW

Sega
No Cliché
14
3 Action
60%
October 1999
None
WwW.sega.com

Being able to relive
favorite childhood memories.

The control can be
frustrating at times.

Not much. The game
runs at a smooth 60 fps.

Some scenes of various
aerial missions in the game.

&

| ..that G.I. Joe s 35 years old this year? Born in 1964, the military-
themed toys have been a childhood favorite for well over three
| decades. Now you know, and knowing is half the battle. Yo Joe!

h, to be a kid again. Making forts in your
living room, getting up early to watch
Saturday morning cartoons, and of course,
playing with toys. Who doesn’t have fond

memories of playing with Transformers, G.1. Joe or

the plastic army men? French developer No Cliché
remembers the good ol’ days too, and they're

teaming up with Sega to bring us Toy C

Many of the missions in Toy Commander require
the use of multiple vehicles. The above sequence
shows a plane and a truck teaming up in order to
stop an incoming enemy convoy. First, the plane
takes out the barrier of the base, allowing the
truck to enter and retrieve the bomb. After
setting the bomb down on the bridge, the truck
takes cover while the plane swoops in for the kill.

(if they survive) wouldn't think too highly of their
commanding officer. There are a few other cases of
interactivity like running faucets and active light
switches that really give Toy Commander an
immersive feel.

Along with the level of interaction, the crisp and
colorful graphics add to the immersion factor.

ically, Toy C is splendid. For the most

a fully 3D world where toys come alive. Sort of an
interactive Toy Story, Toy Commander features a
variety of well-known staples in any child’s toybox.
The gameplay is mission-based, usually consisting
of a target that needs to be destroyed or an allied
force that needs to be protected. There are some
training and racing levels mixed in as well, and No
Cliché promises at least 50 hours of gameplay in all.
The action takes place in eight different parts of
the typical house, such as the kitchen, children’s
bedroom and the garage. Each of these locations
features an astounding level of detail, complete with
items that you can interact with and actually use to
your advantage. For example, one mission has you
trying to free your captured helicopter using only a
transport truck and five soldiers. However, the ramp
up to the next level is defended by a bazooka sentry
and a missile turret. In order to advance up the
ramp, you need to give your soldiers enough time to
destroy the gate, but with Johnny Bazooka raining
death and destruction from above, you're going to
have to find some kind of shield. A stray basketball,
pushed in the line of fire, should do nicely. You
could go for the full-assault approach, but your men

part, the game runs at a nice and smooth
60 frames per second (and you gotta love the
Dreamcast high-res). There is some slowdown that
occurs when multiple moving targets are on screen at
once, but it's not unbearable. There are a few
problems with the collision detection as well as the
camera, but at only 60 percent complete, there’s
enough time to make necessary fixes. The multiplayer
modes are deathmatch, capture-the-flag, or “cat-and-
mouse” for up to four players, and take place in the
areas of the house that have been unlocked.

Toy Commander will be available this October, so
for now, you'll have to be content with your Legos.
Just be sure to clean up after you're done. ¢ty

Insert your favorite quote from Das Boot, The Hunt For
Red October or Crimson Tide here.
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Metro3D

Metro3D
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Action/RPG
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November 1999
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www.metro3D.com

Dreamcast's first
four-player action RPG.

Asteroids, anyone?

The biomechanical
menace that is the “Armada.”

One of the biggest selling
points about Armada is
that it allows four players
to fight and explore the
universe simultaneously.
Metro3D has seized this
opportunity to take
advantage of gameplay
options a four-player mode
provides. For instance, when
playing with newbies, you
can help them acquire
items, and access levels
normally not accessible to
rookies of the game. This
helps to balance out
multiplayer, as each person
will progress at his/her own
pace during single-player
games. Players can also use
the VMU to swap items with
other players. Unfortunately,
Armada is not Internet
capable. Maybe Armada 27

Alien ships you encounter throughout
Armada all have individual levels and hit
points which dwindle as you shoot them.
Kind of like an RPG, huh?

here hasn’t been a four-player RPG for nearly

10 years. Not since Hudson’s Dungeon

Explorer (which was five players) for the

Turbografx-16 has there been a full-blown
RPG that allowed more than three-player
simultaneous —until now. Developers Metro3D are
putting the final touches on their debut Dreamcast
title Armada, with an expected release shortly after
the system’s launch. After getting some hands-on
play at Sega’s Gamer’s Day, we can safely conclude
that this game is definitely one of the most original
action RPGs we've seen yet

Sometime in the not-so-near future, mankind is
threatened by a mysterious race of aliens known only
as the Armada. This single-minded biomechanical
entity infects the databanks of starships and has the
ability to replicate itself in order to survive. Little is
known about its motives for transgression except
that it must be stopped at all costs. As the captain of
a large starship capable of intergalactic warfare, your
job is to protect civilization from being overrun by
this ominous force.

The bulk of Armada’s gameplay takes place in a
top-down perspective of your (and your
companions’) starship(s). Conversations with NPCs
all take place on screen so there are never any pop-
up dialogue boxes to obstruct the view or stutter the
action. Combat in Armada is a throwback to classic
gameplay mechanics such as Asteroids, Space Duel

In 1588, King Philip Il sent
his massive Spanish Armada
to take over England? The
Armada lost the battle,
thanks to bad weather.

[RTRET}

or Subspace. With this straightforward arcade
persona, Armada will hopefully score points with
action and RPG fans alike.

The biggest question about Armada is how it will
play out as a RPG. From what we've seen so far, all
of the ingredients are there: story line, a true
experience points system, random encounters,
intelligent enemy and friendly Al, exploration, and a
cache of goodies to upgrade your ship. Alien
enemies even have hit points which pop off as you
send "em back to where they came from.

With plenty of action and a solid multiplayer
experience, it will be interesting to see how Armada
is received by gamers when it hits shelves in

November. ¢y

e




That’s cool if you're
Still gaming on a console.
Oh, by the way,

did one of you guys

lose your blankie?
€Cause we found one.

& 3dfx PC Accelerators. There's a better way to game. Most of us started out our gaming careers on a console. And that's fine.

But things change as we mature. We stop sucking our thumbs. We stop wetting our beds. And when we find out that PC gaming

with a 3dfx Voodoo graphics accelerator is far superior to consoles, we stop playing on consoles. So check one out today. df

As for the bed wetting, we're pulling for you. For more information, check out www.3dfxcom. So powerful, it's kind of ridiculos
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Ubi Soft

Criterion Studios
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Racing
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October 1999

PC (Redline Racer)
www.ubisoft.com
Smooth frame-rate.

To some degree, the
bikes seem to ride on rails.

Superbikes on sand.

See how far you can
launch your rider.

here’s a good chance cycle fans will buy
Suzuki Alstare (pronounced ol-star-ay) out of
simple curiosity, seeing as how it's the first
game of its kind for the DC.

What are they in for? It's not a serious sim—
Alstare is pure arcade right down to its sandy beach
tracks and tron-like bikes. While it does contain a
couple real bikes (Suzuki GSX R600, R750) they're
not exactly the main draw. A silky-smooth frame-rate
(60 fps) and high graphic detail take that honor.

Not since Moto-Racer have we seen such speed
in a motorcycle racing game. The cool part is, the
backgrounds keep up with minimal draw-in. It's
exciting to see that kind of detail moving so fluidly.

Most of the 12 tracks are speed-friendly and
fortified with lots of sweeping curves and rolling
hills, not unlike those found in Moto-Racer 2. A few
non-traditional courses feature dirt roads, beaches
and even snow. The decision to include these rally-

Superbikes on
the sand? |
don't think so...
some of the
tracks are
better suited
for motocross
bikes than
these beasts.

Formerly known as Redline Racer (in Japan), the
American release is beefed up with four
additional tracks, the GSX-R600 and -R750,
Reverse Mode and real riders. Don't let the
realistic stuff fool you though, this game is
arcade to the bone. Just the same, check out the
scenic backgrounds and fancy lighting effects.

type offerings in a motorcycle game is a bit weird.
But you must remember, Suzuki Alstare Extreme
Racing is all about the arcade experience not to
mention “extreme.” (said sarcastically.)

The gameplay is very forgiving. Smackin’ other
bikes during a race won't cause a wreck. More than
likely the rebound will shoot you halfway up an
embankment...then you'll wreck. Hitting the
pavement is quite an interesting spectacle (see
sidebar). At the point of impact the camera stops
moving but the rider doesn’t. Depending on the
severity of the crash, he’ll do a quick roll or launch
into the hemisphere. It's an entertaining way to
show a wreck.

For the most part, the controls are simple—ease
off the gas in the turns or tap the brake to slow
down. That's about the extent of it. The tricky part is
keeping the bike in a good racing line. Oversteering
results in the typical side-to-side stuff that
eventually results in a mishap. Just the same, it'd be
nice if the bikes were more responsive, they feel a
bit stiff, especially for the twisty stuff. Hopefully that
can be fixed before final product.

Thankfully two-player is operational and moves
along just as well as single-player. Unfortunately no
plans for Internet play have been announced. That’s
too bad—this would be a great game to use it.

As a simply arcade racer with loads of graphic
appeal, Suzuki Alstare is right on track. gy
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is Here!

Standard E)uvro‘ Prison Bus. Fully Upgraed Bus with Hovering Power-Up.
Now upgrade any Vigilante 8: 2nd Offense vehicle
with extra speed, armor, target avoidance and more!

Get back on the bus for even more Cruise, bruise and pick-up hidden weapons,
blistering, off-road auto combat insanity plus special power-ups that let you float,
in 10 totally destructible arenas. hover and tread on snow.

Control 15 all-new, fully loaded '70s and Blast 'em sky-high in one and two-player
futuristic vehicles with special attacks and modes, or up to four-player on Sega
on-the-fly morphing upgrades. Dreamcast* and Nintendo 64

“Vigilante 8: 2nd Offense leaves the competition in the dust!”
-PSM

IF IT DRIVES BY, BLOW IT UP!
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Imagine the Mod Squad as a
zombie-infested gorefest; or a
Resident Evil arcade game; o
Dynamite Cop meets House of The
Dead—that's pretty much a good
way to sum up Sega’s Zombie
Revenge. Up to two players can
select one of three characters to
tear the undead limb from limb.
There are a large variety of combos
to use against your foes and
typical of these Streets of Rage
clones, each character also has a
number of exclusive moves. While
hand-to-hand combat is a
necessity, Zombie Revenge is
constantly leaving guns for you to
use at your leisure. Pistols,
shotguns, machine guns and
grenades are only a few of the toys
in your arsenal. The graphics in
Zombie Revenge far surpass other
games of the same genre
(Dynamite Cop 2, for instance).
Details such as zombie
dismemberment, and a boss with
pipes and shards of glass sticking
out of its body, add to the overall
camp aesthetic of Zombie Revenge.
Originally released as a Naomi title
for arcades, Zombie Revenge will
be out in Japan this October with a
release stateside in Q1 2000.

Rippin’ Riders (known as Cool Boarders Burrr! in Japan) is done by
UEP Systems, the creator of the snowboard video game. RR combines
tricks, slalom, half-pipe and two-player action with a smokin’ 60 fps to
produce the fastest slider in town. The game sports several tracks
fortified with shortcuts, breakable objects and strange things (sheep) to
avoid. Sega is releasing Rippin’ Riders this winter.

I
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The critically acclaimed Heroes
of Might and Magic series’ best
chapter is coming to the DC late in
2000, thanks to Ubi Soft.

This turn-based strategy game
has players building castles that
contain structures which provide
income, spells, artifacts and most
important, monsters for armies.
Players then venture out to capture
resource-generating locales, and of
course, to fight others trying to do
the same. Battles take place on
hex-maps, with players needing to
take advantage of their monsters’
special skills (like Vampires® ability
to drain life force from enemy
units, or Unicorns being able to
blind other troops).

It is unknown at this point
whether Ubi Soft will include
online play or the Armageddon’s
Blade expansion pack.

Cen

g

Hasbro Interactive promises
the Dreamcast conversion of
Centipede will address a lot of
concerns critics have over the
poorly received PS version. This
GD-ROM is due out in November.

worldwide from the Might
and Magic universe.

> ‘l The number of games sold

Sega’s Red Dog puts you in the
cockpit of an armored vehicle not
unlike the one from Sunsoft’s old
NES game, Blaster Master. But
instead of shooting bugs and other
silly monsters, you'll be taking out
all kinds of military forces from a
third-person viewpoint.

The game’s shooting and
targeting is handled a bit like
Sega's Panzer Dragoon series.
Your target can be moved around
at will. Pounding the fire button
will result in lots of small blasts,
while holding it down will let you
lock-on to your enemies with
missiles. Hitting both trigger
buttons will swing your vehicle
sideways, letting you strafe left
and right to avoid enemy fire while
still delivering damage.

We'll have more on this
Argonaut-developed title (which
has been delayed until early next
year) later.

Based on the wildly popular Martian Successor Nadesico anime
series, Nadesico The Mission is an interesting hybrid of mainstream
genres in Japan. Half of the game takes place in “adventure” mode
where you must interact and converse with characters from the Nadesico
series in order to advance. The meatier combat half of the game is a 3D
turn-based strategy sim. Nadesico, from ESP Software is out now.
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Sega recently gave out free
Shenmue demo GD-ROMs with the
purchase of any Dreamcast game
in Japan. EGM got ahold of one for
a hands-on look at Yu Suzuki’s
most ambitious game ever. On
the disc, characters describe in
detail the four main aspects of
Shenmue’s gameplay system.

The detail in these real-time face
demos is absolutely stunning (see
EGM #122). The high number of
polygons on each face allow the
characters to express subtleties
unlike anything we've ever seen.
The second and more significant
part of the demo involves exploring
the city of Yokosuka. You play the
role of the Asian Tom Cruise, Ryo
Hazuki. Somebody has informed
you that Hidekazu Yukawa, the
face and personality of the
Dreamcast in Japan, is in trouble.
Ryo must protect Yukawa and find
out why a bunch of pipe-hittin’
bruisers are after him. There are
two QTE (Quick Time Events) in the
demo; in one you're chasing
Yukawa through the crowded
streets of Yokosuka, and in the
other, you kick a couple high
school bullies into the dirt.
Shenmue is due out Oct. 28 in
Japan and Qa 2000 stateside.
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with Strategqy
and Simulation
Elements

3 modes of
play, 5 cars
and cops to
choose [rom

70 action-
packed stages
2 more than
the original
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Attack with

guns, or use
your wheels
as a weapon
to run ‘em
off the road

Now you ¢an blow and burs! bubbles without getting sticky!
Metro30's GLASSIC BUBBLE BABBLE makes bubble busting fun 2 blast!
PUZLLE MASTER is much mare than a puzzle game. It combines the addictive

‘gameplay of fast paced puzzles with the excilng action of a fantasy adventure
game. Are you clever and quick enough to become a true puzzle master? www.metro3d.com
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Developer Climax has announced
the latest in their Runabout series
on the Dreamcast, and boy does

it look delectable! Like its prede-
cessor on the PlayStation (brought
to the U.S. as Felony 11-79), you
tear through urban streets
modeled after real cities to
complete goals within a certain
time limit. Climax has also given
the game more personality by
allowing you to play as different
characters. Don’t get too cocky or
the fuzz will have to lay the smack
down. Super Runabout will be out
this winter in Japan.

One of the most promising action titles coming to the Dreamcast is
Beserk, from veteran developers Yukes. Like Siegfried in Soul Calibur,
the main character here brandishes a massive “zweihander” blade. His
arsenal of attacks includes the bowgun strapped to his forearm, as well
as a dagger to slice and dice the local populace. Beserk will be out in
December from Ascii.

9
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Despite a slow trickle of RPGs
for the Dreamcast from Japan,
there's been nothing epic to get
excited about—until now. Eternal
Arcadia (formerly known as
Project Ares—see EGM #121) looks
promising in more ways than one.
Several members of Sega's beloved
Phantasy Star team are working to
make this every fanboy's dream
come true. While gameplay details
have not yet been revealed, we
do know that the game takes place
on floating continents where
inhabitants travel back and forth on
airships. You play as Vyse, a young
explorer and a member of the “blue
pirates” whose job is to loot from
the rich (and give to the poor?).
Interesting enough, an ad for
Eternal Arcadia featured in recent
Japanese magazines is accompa-
nied by a poem. Sega hasn't
announced a release date, but look
for it sometime mext year.

As one of Capcom’s lesser-known fighting game franchises, Star
Gladiators probably did more to showcase PlayStation’s likeliness to
Namco's System 11 than stand out as a brilliant fighter. Its sequel will be
making its way to the Dreamcast with plenty of graphical improvements.
The DC version will also feature an extensive practice mode with on-
screen flowcharts for moves. Capeom will release SG2 in September.
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Sega’s latest virtual pet
simulator has you playing the role
of a benign spirit inhabiting a
young man’s room. You can
manipulate certain objects in the
room, move them around and
rearrange them while he's away.
Talk about voyeurism in the worst
possible way! When his friends
come over, you can tap on areas in
the room to attract their attention
(and freak them out). With Seaman
coming stateside, there’s hope for
Roommania yet. Sega will release
Roommania this winter.

Retsuden 4

Toukon’s back! Yukes® insanely popular Toukon Retsuden series
makes its debut on the Dreamcast, and like all other Toukon titles, it'll
move off the shelves in droves. The latest in the series features, among
other things, Internet support (via the Dream Passport) and a 46-page
“skill book.” If you're a fan of wrestling games, but haven't ventured
into the world of Toukon, it's time to have a look. TR is out now.
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Come on, man. It's
another Zelda!

1t'll probably be a
year or so before it hits the U.S.
[ZEZITT Chris Johnston
running around the office wearing
a home-made Deku Scrub mask...

Even though Zelda Gaiden
will require the Expansion
Pak to play, don’t expect
fancy-pants hi-res visuals
like those found in so many
other N64 games today.
Rather than simply increase
the screen resolution,
Nintendo instead opted to
use the Pak to improve
gameplay by allowing for
richer textures, more objects
on-screen simultaneously
(see above) and greater
viewing distances, among
other things.

Kudos to the big N for
keepin’ it real and making
sure gameplay comes first.
If only more companies
would take note, there
might not be so many sub-
par N64 games out there...

The Legend of Zelda Gaiden

ere months after restoring peace to the
land of Hyrule in The Legend of Zelda:
Ocarina of Time, Link once again set out on
an adventure. One day, deep in the forest,
he encountered a Skull Kid wearing a strange mask.
Turns out, the Skull Kid stole his beloved pony—
Epona—and took off into a doorway that led to a
warped alternate dimension. What Link saw when
he followed the Skull Kid through the doorway was
a strange, yet oddly familiar world full of familiar
faces. However, one thing was clearly different: In
the vast sky above loomed a gigantic moon that was
slowly falling down onto this world...“In but a few
short days, this world will end...” So spoke those
living there. Even as they waited, time passed
mercilessly. “If you can find the Skull Kid with the
strange mask, you may find a clue to saving this
place.” And so, Link’s latest adventure began...

What you just read came pretty much word for
word from the Nintendo Space World "99 Official
Guide Book. Is your mouth watering yet?

Currently 50 percent complete and on target for a
March 2000 release in Japan, The Legend of Zelda
Gaiden (translated from the Official Guide Book as
“The Legend of Zelda: The Continuing Saga”) is
shaping up to be every bit the monster hit that its
best-selling predecessor was just one short year
ago. Originally slated to be a 640D game, Zelda
Gaiden has since moved to cart and will require the
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One of the major new gameplay elements in
Zelda Gaiden stems from the use of those wacky
masks that originated in Ocarina of Time. In this
alternate dimension, a mask actually transforms
Link into the creature that the mask represents!
In addition to granting Link lots of new abilities

(above, above left), they also bring new musical

talents into play (left).

Expansion Pak to play (no doubt a side effect of it
being in development for the DD for so long).
Strangely enough, it's been reported that Ura Zelda
(the working title of the DD Zelda before it surfaced
as Zelda Gaiden) is still in fact planned for a DD
release. Confused yet? Don't worry, so are we.
Anyway, back to the game. Zelda Gaiden uses the
same game engine as Ocarina of Time, though there
are several modest enhancements, most notably in
the graphics department. This is thanks to the
Expansion Pak, which, rather than offering improved
resolution (as it does in so many other games),
instead works to provide a better frame-rate, more
detailed environments, more action on-screen and a
greater viewing distance. For example, at one point
in the Dungeon Tour (one of the “Tours” concocted
for the Space World demo version of Zelda Gaiden),
Link enters a room with six Stalfos knights moving
about independently—all without a hitch in frame-
rate. Now if only they'll work on getting more than
six different enemies throughout the overworld...
Gameplay-wise, Zelda Gaiden seems similar in a
lot of ways to Ocarina of Time, but thanks to the
quirky (and interesting) story, there's plenty of room
for innovation. As you read earlier, in Zelda Gaiden,
Link finds himself trapped in an alternate world—
one that seems very much like Hyrule, yet
unmistakably foreign in many ways. In this world, a
giant moon is on a crash course with Earth, and if




The number of copies that The Legend of Zelda:
Ocarina of Time has sold worldwide as of

Aug. 24. If you don’t own this masterpiece yet,
you can get it new for only $39.99 (it's a Player’s
Choice title). What the heck are you waiting for?!

@3

Link doesn't figure out a way to stop it in a certain
amount of time, the world—and Link's chances of
finding his way home—are kaput. The thing is, in
Zelda Gaiden, time really IS important. You're
actually playing against the clock (specifically, 2
giant Clock Tower—see screenshot below) which
counts down in real time toward the impending
doom that's going to occur if the moon hits home.
This makes for one interesting diversion from
Ocarina's gameplay. The masks make for another.
That's right—the masks. Those happy, fun little
masks from Ocarina of Time are back, but in this
strange dimension, they're a heck of a lot more
useful (and there are a lot more of them). Whenever
Link dons one of them, he morphs into the creature
that the mask represents. On the Space World
demo, there were three available masks—a Goron
mask, a Zora mask and a Deku Scrub mask. Each
provides unique abilities for Link, and each has a
special instrument that only that particular creature
can play. The Goron form has great strength and can
roll into a ball (like Sonic) and zoom around at high
speeds. It also plays a wicked set of bongo drums.
The Zora can swim with amazing speed and finesse,
while also possessing mad guitar skills. The
annoying Deku Scrub can walk on water, shoot
seeds, hide out in the ground and use special
flowers to shoot sky-high, allowing it to fly (actually,
it hovers). On the musical side, the Scrub's got a set
of horns that'd make Dolly Parton jealous. All this

080

In the Space
World demo of
ZG, there were
a few racing
scenes that
could be played
out with each of
the different
masks (left).

with just three masks! Who knows what else you'll
be able to do once more masks are uncovered...

Aside from the time element and the masks, there
really wasn’t that much new to check out in the
Space World version of Zelda Gaiden. Still, what we
saw looked extremely promising. Here are a few
miscellaneous things you may find interesting: A)
Link starts off young and will likely stay young for
the majority of the game (since this takes place after
he was returned to his youth form at the end of
Ocarina of Time). He can now ride the horse (Epona)
as a kid. B) There’s less room for items in Link’s
inventory than there was in Ocarina of Time, and in
the version we played, there weren't any items we
haven't seen before (of course there’s gotta be
something new in the final version). C) There seems
to be a variety of new enemies in Zelda Gaiden—
some entirely new, some recycled from previous
Zelda games (like Zelda Il and A Link to the Past). D)
The environments are much more varied and vast
than those found in Ocarina. Expect huge dungeons,
thick forests, snowy plains, nasty swamps and more.
E) Navi’s back. Is this good? Bad? You decide.

To sum it all up, we're damn excited about Zelda
Gaiden, and you should be too. If this early version
is any indication of what the final product will be
like (which, while due in March, could easily get
pushed back further—let's not forget how many
times Ocarina of Time was delayed before it was
finally released), Nintendo’s gonna have yet another
masterpiece on their hands. No word yet on a U.S.
release, but it's pretty safe to assume that at the
very latest, you'll be crackin® Stalfos heads once
again before Christmas 2000. ¢y
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T At first glance, the
art style seems to get in the way of
gameplay, but it actually makes it
more fun to play.

X9 square helped
develop the first Super Mario RPG
and isn't working on this one.

Mario must've jumped
into a newspaper press to get this
thin. Wonder what exercise plan
he's been on to keep his figure!

| MARIO KOMBAT |
' Down w/RPG

You charge your attacks
by holding the analog and
releasing at the right time.

super Mario RP

I

‘Though Mario is paper-thin, he can
move around the world in 3D.
Despite its kiddie appearance, the
gameplay is all RPG.

As a pre-emptive strike, you can attack
enemies without going into a formal
battle with them in the “overworld."”

tfirst glance, it looks as if Nintendo has

turned Super Mario RPG 2 into a kiddie,

simplistic version of the 16-Bit original.

Nothing could be further from the truth.
Intelligent Systems —whose credits include Tetris
Attack, Fire Emblem (a Super Famicom RPG never
released in the U.S.), Metal Combat and Battle Clash
(both Super Scope games) —take hold of the reigns
for the sequel from Square, who developed the first.

Bowser is again wreaking havoc upon the land

and, as he has always done in the past, Mario is the
only one who can stop him. Mario and the other
characters in the game are paper-thin sprites set in
230 world. When they turn around o lie down, they
flip over, just as they would if they'd been drawn

106

onto a card. Nintendo describes it as a “comic
strip/puppet show” style.

As you explore the game’s overworld, you'll run
into familiar friends and enemies from the Mario
universe. You can attack enemies early without
having to get into a full-fledged battle, but if they hit
you, the scene changes into a close-up battle with
one or more enemies. You now choose attacks from
a pop-up menu, and charge them up by holding the
analog stick in one direction and releasing when
your power bar is charged. You can also “invent”
equipment for Mario to use in battle for more power.

New to the game is the ability to make enemies
your ally. When you need a special ability, such as
bombing a wall or flying over a pit, you can call upon
that ally, which pops out of your pocket, to perform
the necessary task. We'll have more on Super Mario
RPG2 (Super Mario Adventure in the U.S.) as news

filtersin. ¢y

When you enter buildings, the camera zooms in, then
opens the building (such as this house) up on hinges
50 you can see inside easily, like a pop-up book.
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is as close as it gets to the intensi-
ty of real-life tactical operations. You'll control an
elite multi-national strike force battling internation-
al terrorism.

Rainbow Six's explosive real-world action is coupled
with spine-tingling tactics to create a gaming experi-
ence you won't soon forget. Rainbow Six is so real
you'll find yourself yelling "Tango down!™ in your
sleep for weeks-
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[ZXTT8 o1d school 2D
gameplay in an expansive 3D
environment. Very promising.

The only bad thing
about this game would be if they
don't release it in the U.S.

Eating all those
bombs has to be bad on the
digestive system. Ouch!

Kirby's Dreamland
1/2/3 (GB), Kirby's Dreamland
(NES), Kirby 3 (Super NES), Klonoa
(PS), Pandemonium (PS/Saturn) and
Tomba! (PS).

Puff Daddy

A particularly funny scene.
Kirby
wakes

-!Q upina
‘ daze.

Starts
| seeing
things.

Freaks
S out.

Puts
head
back
down.

You'd think that Zelda Gaiden would be producing the long lines af
Space World, but not so! Kirby’s Dreamland 64 had the longest of
all of them—up to an hour and 45 minutes for five minutes of play.

~ Kirby’s Dreamiand 64

After you finish each level, you're
presented with a picnic blanket
spread of power-ups. One well-
placed jump, and one of ‘em’s yours.

Levels are 3D, but gameplay is set on a
2D plane. The camera sweeps around
Kirby, making for some great visuals.

irby always seemed to get the shaft—his
games showing up well after a system is
already established and in the wake of the
next big thing (with the exception of the
Game Boy games). Maybe this will change things, as
the Né4 still has plenty of life left in it, as proven by
Nintendo's strong first-party games at Space World.
Kirby's Dreamland 64 is a 3D side-scrolling
platform game on a fixed plane like Klonoa (PS) or
Pandemonium (PS). The camera often swings
around the action, keeping Kirby in view at all times,
to reveal an enemy or curved trail. In some of the
castle levels, you stay more or less stationary in the
center of the screen as the scenery moves around
you as you climb its spiral. Graphically speaking,

1n2

Kirby has never looked better. Forget Kirby's Air
Ride—he deserves, and has now received, better. As
in previous games, he inhales enemies and gains
their abilities. For example, he can become a bomb,
do a super-speed dash, have ice breath, turn into a
refrigerator, become a spikey ball and more. But
unlike those previous titles, he can now combine
two abilities, creating even more new attacks. You're
also able to pick up enemies and use them as
weapons or pick up their weapons, such as swords,
to swing back at them.

The story goes like this: A mysterious enemy has
kidnapped an innocent fairy, and Kirby must come to
her rescue. To save her, he has to collect crystals
that have been scattered throughout the game’s
levels. There are plenty of bosses to get in the way
of your goal, too. One in particular is a boy who
draws enemies for Kirby to fight. They jump off of
his canvas and attack our poor lil’ pink puff-ball
hero. (They are flat, crayon-ish drawings in 2D like
the characters in PaRappa or Super Mario RPG 2).
At various points in the game and before and after
bosses, there’s a cutscene using the game’s engine.

Levels in the game include: Desert, Ocean,
Seaside, Castle, Forest, Mountain Pass and Greek
Ruins. Music is comprised of upbeat, very saccharin-
laced music-box-ish tunes that it right in with what
the Kirby series has become. Even at only 50
percent complete, Kirby 64 looks like a winner. *
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Only the second four-
player fighter available for N64.
T Gamers who dismiss a

game because of its license.

[ZEZITT End Boss Despair.
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PlayStation owners will
be receiving their very own
Xena game, entitled Xena
Warrior Princess. Published
by Electronic Arts, the game
is more of a Tomb Raider-
style 3D adventure. (See
Review Crew this issue.)

Kena Warrior Princess:
The Talisman of Fate

Attack foes from a distance with
Xena's Decapitato Ring, er, Chakram.

Superb collision detection allows single
attacks to affect multiple characters.

ighting fans, Titus wants to get medieval on
your collective asses with intense four-player
combat starring everybody’s favorite doughnut
bumper from down under, Xena.

Not to be confused with Xena Warrior Princess,
EA’s 3D adventure for PlayStation, Xena Warrior
Princess: The Talisman of Fate is a weapon-based
fighter in the tradition of Wu-Tang Shaolin Style,
minus the gratuitous blood and guts. In addition to
Xena, the game includes such series favorites as
loyal gal pal Gabrielle and Autolycus, played by Evil
Dead star Bruce Campbell. There’s also a Julius
Caesar wannabe, a fan-wielding Oriental girl, a
Greek goddess or two, and a nasty End Boss aptly
named Despair.

1999, 08210

Controls are reminiscent of Samurai Shodown,
with strong and weak weapon attacks and kicks;
however, the game has one important addition: a
targeting button, A, that allows you to focus your
attacks on the enemy of your choice.

While two-player contests are interesting, the
action really heats up during multiplayer matches,
which can be fought as handicap, team or last-
barbarian-standing contests. Thanks to excellent
collision detection, a single move such as a leg
sweep or roundhouse may take out two or three
foes, a feat developers of multiplayer wrestling
games have yet to learn.

Although the version we received is only 9o
percent complete, the fighting engine is surprisingly
polished for a first-generation effort. It includes
plenty of “juggling” attacks in addition to more
subtle moves which most developers don't get
around to adding until the second or third
installment of a game, such as ground attacks and
wall escapes. There are also plenty of flashy
projectile attacks involving pillars of flame,
lightning, cyclones and—of course—Xena's
trademark Chakran-bladed flying disk.

While the game is obviously aimed at Xena fans,
there’s plenty for non-fans to like, not the least of
which is plenty of leather-clad babes. If you're an
N64 gamer jonesing for Wu-Tang or Shao Lin-style
multi-player combat, look no further. Q



It's not the size
of your howitzer, it's
what you do with it.
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Tiny may have the body of a vending machine,
buthe's got the spirit of a rottweiler.

“Think Tiny packs a powerful punch? Try the ultimate
destruction of the two-player, death-match mode.

Ever seen a pack of tsy-bitsy piranha devour a water
buffalo? Size s a poor indicator of annihilation potential

Chaos has struck Sentrax, the world’s
its

robots are destroying the earth. Mankind
may not make it to the 22nd century. The

y hope i tank the size of
a riding lawn mower. Can Tiny, with his
80mm cannon, Gatling guns and assorted
rocket launchers save the human race?
Maybe. Buteven if he can’t, he’s gonna piss
alot of people off in the process.

Playstation
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Check out the top URL for general news and
updates on lon Storm’s beleaguered shooter...and
the bottom URL for updates on the N64 version.

Excitehike 64

Nintendo and Left Field bring the NES classic to the N6 this
December. It has six modes of play: Season, Special Tracks, Multiplayer,
Time Trials and Custom Track Mode. Much like the original Excitebike,
you use the analog stick to point your bike in the right angle for safe
landings. As you can see at the right, there’s a four-player mode, track
editor and a variety of stages including an all-terrain jungle level.

Paperhoy

Midway and High Voltage
Software are giving the classic
arcade game a 3D update. Gameplay
is basically the same, except you can
do bike stunts for more points.
Paperboy is due out in October.

Daikatana

The PC version of Daikatana has
been a hot topic of more debate,
and the subject of more game
industry scandal than just about
any other game in history. For
those of you not up on your PC
games political history, Daikatana
was initially to be the first game
released by lon Storm...the
company set up by ex-iD software
design guru John Romero. After
numerous delays and staff
changes (with the odd scandal
thrown in) the game still isn’t out
and is more than a year late.
Kemco has picked up the N64
rights to the Quake-like 3D blaster
and may well have its version out
before the real thing. It's a very
ambitious first-person shooter with
multiple characters and some cool
dynamic environments. Travel
through time, killing bad guys and
marvelling at the graphics. No
release date is set yet.

Worms: Armageddon

If you missed out on the first Worms (PS, Saturn, PC), then you missed
out on one of the most addictive multiplayer strategy games ever. Now,
the third game in the series (consoles never saw Worms 2) is on its way
to the N64, complete with more weapons of mass (and not so mass)
destruction, new levels and four-player play. Infogrames is releasing
this version early next year.









THE RULEBOOK SAYS YOU GAN ONLY FIGHT INSIDE THE RING.
BUT THEN AGAIN, THE RULEBOOK SAYS A LOT OF THINGS.

Hurl WOW wrestling's A-list out of the ring and into backstage areas, locker rooms and parking garages.
~— ﬁ\/
Trash opponents with garbage cans, folding chairs and anything else that's not i G

T ~
s v = ——
)
W
bolted down. It's a big arena out there. Give 'em a guided tour. www.wewmayhem.com / S 3 X

WCW MAYHEM. IT STARTS IN THE RING. IT JUST DOESN'T HAVE TO END THERE.
ELECTRONIC ARTS

WEW...The Album Coming 10.19.99
Prima Strategy Guide Available.
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Mini Racers

Nintendo showed off a 9o percent complete version of Mini Racers at
Space World '99, due out later this year. It's very reminiscent of R.C.
Pro-Am, only without the weapons. Tracks are both on and off-road, with
a Tag Mode where hitting your opponents is encouraged. Up to four
players can race simultaneously, and the game’s track generator lets
you randomly generate tracks you can edit and save for later use.

Test Drive Rally

Infogrames is set to release its first Rally game under the Test Drive
name in early 2000. The title features 51 tracks, 22 licensed vehicles and
real-world rally drivers. In addition, a game mode called “Knockout” pits
you against a computer opponent using the same vehicle and setup for a
true one-on-one race. Other notable features: four-player mode and cool
graphic effects such as sparks, smoke and burn-outs.

Mario Party 2

The sequel to this year's party-inducing board game is set to hit Japan
in December. Hudson and Nintendo have teamed up once again to
bring players a total of 64 mini-games and a handful of new boards.
There’s also a level where Bowser himself plays. Now you can use items,
and there are a lot more traps to lure opponents into or fall into
yourselfl No word on when this will hit the U.S., but we hope it's soon.
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Excessive Speeding 2:54 a.m.
Jet Moto racing is back. With an all-new 3D racing engine that delivers

sharper graphics, faster speed and more adrenaline. Jostle and fight for
position on 19 killer tracks and 11 insanely fast hover
bikes. It's the wicked speed you've always wanted,

without all the tickets. | The rush is back!
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In the early 9os, Nintendo contemplated releasing the original 8-Bit
‘ Mother for the NES, but decided against it due to poor sales of Dragon
| Warrior in the U.S. It got a second chance through a fan-translated version
‘ called Earthbound Zero (for play on NES emulators). You can find more
information on Earthbound Zero by vlslllng hnp-/ /www.earthbound.net.

Once a 64DD game, Nintendo's
Earthbound sequel Mother 3: The
Final Days of the Pig King, is now
headed for Japan on cartridge in
May 2000. A 50 percent complete
version was shown off at this
year's Space World. There are four

main characters—Flint (the father),

Ryuka and Krause (his two sons),
and their dog Boney. The game
begins as Flint goes to investigate
strange sounds emanating from a
nearby forest, to protect his family
and the village. It's split into
chapters, as you take control of

one of the main characters in each.

As you go through the game you'll
experience each event differently
depending on which character you
are. The battle system is pretty
simple, but if you press the
buttons to attack on the beat of
the music, you'll score multiple
hits. You can even jump into
enemies to get the first attack in.

One of the biggest surprises at Space World ‘99 came from Noise (a
team within second-party Japanese developer Marigul) in the form of
Custom Robo. It can best be described as a mix between Virtual On,

n. In the game's Story Mode you get your very first
ind head with your brother to the Robo Station’s
Holosseum, where other Custom Robo owners go to battle (yes, they're
all holographic robots). When you get there, a huge battle breaks out,
with rivals challenging you one by one. Your goal is to work your way
up to the final showdown with Mamoru and gain the title of champion.
If that’s not your speed, you can take control of 3o different robos and
suit them up with weapons and armor of your choosing then battle
either the computer or a human opponent. Combat takes place on a
virtual battleground that zooms in/out and makes obstacles transparent
50 you can see your opponent. It's easy to pick up and a lot of fun to
play. Nintendo will publish the game this November in Japan.

Robo-Pit and Pokeé
Custom Robo, “Lei
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Resident Evil 3? It's
more of a sidestory than a sequel.
Your face after it's
been “french kissed" by the
Nemesis' tentacled hand.

255
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RE2 had its two-character
“zapping system” as its spin
on the Resident Evil formula.
This time, we get special
choose-your-own-path parts.
Menu choices pop up on
screen at key points in the
game, Take the scenes
above, for instance. Jill is
minding her own business
when a gang of flesh-eaters
begin breaking through a
nearby gate. Two options
flash up—she can either run
from the room or throw a
nearby switch. Act quickly or
the game decides for you.

Resident Evil 3 Nemesis

Unlike Resident Evil and RE2,
Nemesis is a one-character game~
for the most part. Even though you
take on undead as Jill Valentine 90
percent of the time...

...you will play a brief stint as Umbrella
badass Carlos Oliveira.

hey do it once a month. Every producer,

planner and director involved in the

development of any current Resident Evil

project gathers in Capcom R&D’s offices in
Japan and talks shop. Their goal: to avoid any
continuity problems in the Resident Evil saga’s
increasingly complex story line.

Seeing as how the newest installment in the
series, Resident Evil 3 Nemesis, drops characters
from the first game into settings from the second
and is set at roughly the same time as RE2,
Capcom’s planning meetings are no doubt a
necessity. In case you missed our massive cover
story a few months ago, here’s a quick recap of
RE3's tangled tale. You play Jill Valentine, who
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returned from the first game’s mansion only to see
the entire horrific incident covered up and forgotten
by the Raccoon PD. She resigns from S.T.AR.S. and
packs up to follow Chris Redfield, who's already left
to investigate Umbrella’s HQ in Europe. But just as
she's about to wash her Raccoon City troubles outa
her hair, the G-virus-infected zombies hit the streets,
putting the kibosh on her plans to escape

So, the game picks up on Sept. 28, the day before
events depicted in RE2. It continues on through
Sept. 29 and finishes up the following night. You'll
trundle through familiar settings, including the
police station (scan this preview for a screenshot of
a room and minor character from RE2). But one
thing we haven't seen as we played through our
nearly complete preview version is any Back to the
Future Part II-style intertwining of prequel/sequel
plot lines. We were hoping to see RE2's Leon or
Claire grappling zombies in some distant alley.
Would that be cheesy? Sure, but Itd also be a nice
graphical touch that would drive home the idea that,
yes, you are stalking around town during RE2’s time
frame. Of course, such a sequence may be in the
final game and we just haven't seen it yet.

Gameplay-wise, RE3 is faithful to the previous
games: You explore, shoot zombies, solve puzzles,
shoot more zombies, uncover the Umbrella
Corporation’s misdeeds, shoot even more zombies.
Heck, this thing is jammed to overflowing with



stinkin' undead. It’s more action-oriented than past
Resident Evil games. Zombies are everywhere, and
you'll have to master the new dodge move pretty
early if you wanna survive Raccoon City’s mean
streets for long. You'll even come across the
occasional civilian in need of saving. You can hear
their terrorized cries from a distance. Race to their
rescue before they get gang-munched. We know of
at least one mini-game you can open when you beat
RE3. Perhaps saving all the civilians is one key to
unlocking it.

With its zombie-packed streets, RE3 is a tad
trickier than previous Resident Evil outings.
Newbies can play at an easier mode, called Light
Mode, which offers more ammunition and an easier
dodge move. Besides the varied undead (you'll face
zombie businessmen, zombie doctors, etc.), you'll
also go up against the devil dogs and spiders of

Artful dodging: Tap R1 at the right
time and your character sidesteps
attacks (left). You perform different
dodges depending on the monster
you face. Puzzles (bottom left and
below) are less tedious this time.
Many can be solved within a single
room; you rarely have to haul items
from one end of the game to another.

Strange but true: Early press releases for the original Resident Evil claimed
it would be a two-player game. So where’d the multiplayer mode go? “I
originally planned to have a ‘partner’ character always act together with a
player character,” RE series producer Shinji Mikami told us. “The partner’s
role was to do various actions and responses to the enemies, traps and
puzzles, but the plan was scrapped due to hardware limitations.”

Nemesis. How scary is he? “[The Nemesis] is
always watching you,” series producer Shinji
Mikami told Japanese mag Dengeki PlayStation.
“He is somewhere around you, but you never
know where. He is extremely horrifying. He runs
extremely fast. He keeps tracking you even
though you move from door to door.”

previous games. Nasty newcomers include
poisoning spider/licker hybrids and giant slugs.

It's not the new critters, dodge move or decision
moments (see sidebar) that make RE3 different from
its predecessors. The new wrinkle here comes in the
form of a hulking, mutating, terrifying new character
named Nemesis. He shows up early in the game.

He has a definite problem with S.T.A.R.S. members.
And he spends the rest of the game busting through
walls, doors and windows, kinda like the boogey
man meets Kool-Aid man. He'll follow you from room
to room and he’s lightning quick. The Nemesis is
easily the most terrifying Resident Evil enemy ever.

Flagship—the company that wrote the scenarios
for RE2m Dino Crisis and the upcoming Code
Veronica—didn't create RE3’s story. That has some
die-hard RE fans a little worried, and some skeptics
see RE3 as more of a sidestory than a true sequel.
But while Capcom staff wrote
RE3’s scenario, Flagship is still
checking over the plot to make
sure everything fits together in
the growing Resident Evil
universe. The game does promise
to answer many of your questions
about the Umbrella Corporation
and its schemes. Unless the
Nemesis kills you first. gy
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The real star of RE3 is your ruthless pursuer-the

‘Orror Show

We agree that RE2’s FMV.
intro rocked, right? Right.
Good, ‘cause RE3 packs an
equally cool opener. The
sequence shows a Raccoon
City gone shithouse, as
zombies begin their assault
on the citizenry, police and
members of the Umbrella
Biohazard Countermeasures
Force. Take a gander...
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A proper sequel to
Tomb Raider...this one actually has
some different stuff in it.

Do people still care?
Tomb 3 wasn't that hot.

Blowing people’s
heads off with the new weapons.

Lara Knows
How To

Handle A
Loaded Gun

As you can see from the
screenshots just over there
to the right, Lara’s arsenal is
now not dissimilar from that
of a small army. Pistols,
Uzis, shotguns, cross-bow
and grenade launchers all
make an appearance, and all
of these can be affected in
some way by attaching
pieces to them Parasite Eve
style. Slap a laser sight onto
the top of the powerful
revolver and you can aim at
the bad guys’ heads and
blow them off the GoldenEye
way. It's particularly fun
when you're battling undead
skeletons that just won't go
away when you ask them
nicely. Don’t want to kill
everyone in a room, but
want to knock them out
while you run through? Slap
some stun grenades in your
launcher and watch
everyone drop like flies. It's
i ut it's
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or whatever reason, the fourth Tomb Raider

game isn't to be known as Tomb Raider 4.

Absolutely not. Suggest it to anyone involved

with the project and they pull a funny face and
then explain that sticking a number after a big game
name isn't a great idea. It doesn't seem to have
done Lara any harm in the past though. Tomb Raider
3—Dby far the crappiest installment so far is
apparently the biggest seller by quite a considerable
margin. Ho hum. Tomb Raider guru and Core Design
big-wig Adrian Smith explained the logic in a recent
interview with www.videogames.com. “In essence,
in TLR, we want to capture a lot of new PlayStation
users and introduce them to the Tomb Raider series
of games,” he begins. “People are normally fairly

(Below) Lara's arsenal is quite considerable this time
around, and it's bolstered by the fact that you can now
combine items (like a gun and a sight) as well as
choose types of ammo for the crazier guns.

Things have certainly changed a lot this time.
While at first glance it all looks decidedly “Tomb
Raider-y" things are different. The fact that it all
takes place in the same part of the world also
makes the whole story feel much more cohesive
and “movie-like.” Note that it's not called Tomb
Raider 4. Apparently this is designed to attract
new gamers to the franchise.

skeptical when they know it’s the fourth or the third
or even the second in the series. They feel they need
to go and buy the first one. It's just really something
we've wanted to overcome in The Last Revelation.
We wanted to make this game appeal to the core
users who enjoyed playing the Tomb Raider series
and also to completely new users. What we're trying
to say is, ‘This is the definitive Tomb Raider." This is
the combination of the first three games with
elements that will tell the history and explain why
Lara is who she is today.”

Sounds like marketing talk to us. Call it whatever
you will though, taking a closer look at the most
recent playable version of the game reveals that
things have taken a step up in terms of quality this
time. While Tomb 3 seemed to lack focus and
sprawled all over the place in a series of “set
pieces,” The Last Revelation seems very cohesive.
All set in Egypt, it takes Lara back to a far more
Indiana Jones style setting with cramped interiors
and cunning puzzles. “The gameplay in Tomb Raider
11l was changed,” explains Smith. “Some say for the
better, some say for the worse. We've actually
reverted back to what we think Tomb Raider should
be, which is more in line with TR1. We've also made
this one a sort of epic adventure. It isn't Lara jet-
setting around different locations. We've chosen one

(Belnw) Puzzles come in a variety of styles. Here you need to keep the door open by manipulating the machine to
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How to do this? Why, shoot it of course (aim with your laser sight) and open sesame!
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“1 am the shadow across the sun; 1 am the

hringer of plagues. My wrath will consume all
lands and shall he ceaseless.”

Continued from p.130

-Set—an Egyptian with an
apparently very bad temper

Lara pushes through the first set of
doors in the library.

As with the earlier games, the levels in
TLR are hub-based. Find a large area and
many puzzles will branch off of it.

location, and the whole game takes place there.”
Also significant this time around is the fact that
we get a lot more characterization this time. We
get to learn about Lara’s history and some of the
important influences in her life. Smith explains “the
training level [at the very beginning of the game]
takes place in Cambodia and is a ‘flashback’ that is
used to introduce Lara’s mentor, Von Croy. It's also
to re-introduce Lara herself at the age of 16 years.
The 16-year-old version of Lara is not a ‘feature’ of
The Last Revelation but is used as a means to tell
both old and new users more about her history and
the reasons why she is an adventurer today. Von
Croy has the same moves as Lara and teaches her
how to perform all of them both old and new.”
Playing the early version of the game also reveals
that Lara herself looks and acts a lot better than she
has before. The dual analog control system from
Tomb 3 is back, but it seems to have been refined
somewhat, and Lara now seems to look and feel a
lot more like she’s “within” the environment. She
crawls about, steps over things, pulls herself up
ropes and she can even twist around mid-jump to
make combat more controllable. She looks much
better too...gone are the polygonal sharp edges of
her past—now she’s all smooth and curvy...
smoother and curvier than in Tomb 3 thanks to a
fancy graphical technique that lets the artists wrap

the graphics around her like a skin.

For the real hard-core Tomb Raider fans, we've
also got word of how the save system is going to
work this time. This has been a hot topic of debate
throughout the series with chops and changes
between unlimited save and specific save points.
Impatient or inexperienced players will be pleased
to hear that TLR features a return to the “save
anywhere” philosophy of Tomb Raider 2. Several
thousand of you will no doubt be groaning at that
particular revelation...but it seems Core and Eidos
are trying to be as friendly as possible with all of the
gameplay mechanics this time. Q

132

Walk Like
An Egyptian

“Egypt is probably a

| return to one of the best

locations we could put a
Tomb Raider game in,”
explains Core Design’s
Adrian Smith. “So it's in
Egypt, but it’s around a
small center. And that isn’t
really going to be known by
the player in the beginning.
The story line is driven very
much through the whole of
the game. What happens at
which point and with which
character will make the
story unfold in front of you.”

Few details have been
revealed about what Adrian
is actually talking about
here...vague details are
something of a tradition
when it comes to the Tomb
Raider games during
development. What we do
know though is that the
story line is very timely in
that it deals with Egyptian
mythology, meteorology and
how all of this ties in with
various events leading up to
the millennium. It's a
definite return to “old style”
Tomb Raider games,
something most welcome
after Tomb Raider 3.




kT sayeth: 'l
| al e shadow

across the sun; |
am the bringer of
plagues. My wrath will
consume all lands and
shall be ceaseless.’

Egypt. Land of mythology, mystery,
pharaohs... and the most complex

tombs known to man. Tombs littered with
mazes, puzzles and traps, designed to
drive even the most persistent raiders to
distraction... or death. Enter: Lara Croft.
Based entirely in Egyptian locations, The
Last Revelation's plot revolves around
ancient mythology and the alignment of

the stars at the millennium. Finding
herself in a serious predicament, Lara's
objective is clear from the outset - she
must escape a terrifying destiny and
rectify a situation that threatens to
destroy humanity.

CORE DESIGN is at
it again. This fall will
see the return of two
top games with the
PlayStation's hottest
characters and Core's
knack for addictive
gameplay. Tomb Raider:
The Last Revelation
and Fighting Force 2
are sure to satisfy fans
as well as capture the
imagination of new
players. For more on
two of the hottest
titles coming this fall,
read on..

The story is unveiled seamlessly through
gameplay action driven by advanced
engine technology. New programming
routines allow levels to dissolve into
cinematic cut-scenes and full motion
video (FMV). Loading screens are
eliminated, making the adventure a
continuous, focused experience.

Tomb Raider: The Last Revelation's
redesigned inventory system replaces
traditional inventory rings with an easier-
to-use interface allowing items to be
combined, collected and stored. The new
inventory also features Lara's diary, which
includes her personal notes from each
adventure and a location map that
players can access for hints and tips.
Application of the transformed system
will give new life to puzzle elements —

a key feature of Tomb Raider: The Last
Revelation. Clear objectives and smaller
locations will result in less time spent
traveling between areas. Individual

environments are more reminiscent

of the original game - tightly focused and
puzzle-oriented, but with higher levels of
detail and a greater number of objects
than seen before.

The atmosphere will also be more akin to
the original due to the emphasis on
ancient locations and tombs. To further
the atmospheric detail, the lighting
system features spotlighting. New
environment mapping allows a variety of
surfaces and objects to reflect and react
to light sources. Lara herself will have a
new remodeled look -- fully skinned and
more detailed. A range of new moves,
both simple and complex, provides an
assortment of brand new puzzle and trap
mechanisms for Lara to negotiate. The
puzzles are based on Egyptian mythology
and will operate like complex board
games right at the player's fingertips.
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Interview with intention to make the fourth game as
& = accessible to as many people (both old

Adrian Smith of fans and new users) as possible. We've

Core Design focused on simpler gameplay so the

game will be easier that TRIIl in terms of
direction and objectives. Players will know
exactly what to do, and where they have
to do it. The difficulty lies in solving the
puzzles that will enable players to
complete objectives - so it's very much
like the original game in that respect. A
very clear storyline and single location
means that a lot less time is wasted
covering vast distances.

In some ways Last Revelation is a prequel
to the trilogy, but the technical advances

So what's the plot this time? will make it far more detailed and atmos-
We've made the basis of the story a lot pheric. If you've never played a Tomb
simpler this time around - the player is Raider game, this is the one that we'll be
given a very clear objective from the recommending!

outset. The plot will twist and turn as

Lara progresses, but the ultimate goal Can you tell us about any of
always remains in sight. the new enemies that Lara

will face?
We're concentrating on highly detailed
enemies - there may be fewer of these
but they will certainly be more
purposeful than those seen in
previous titles. Since we're
dealing with Egypt, our
artists and animators have
really been able to let their
imaginations go so we've got
mythological
baddies as well as
natives and gener-
ics. Due to the
nature of the plot,

@ y
' 1 1 ‘ you'll find a lot of
i &% 1

Very basically, Lara inadvertently releases
something rather nasty whilst breaking
into an ancient tomb... and of course
she’s the only one who can put things
right. The path of true adventure

never runs smooth so Lara will

have various tasks to complete

before she's able to face a final
confrontation.

rather strange things

happening and don't be

surprised if you find that your are pitting
your skill against an adversary through
the adventure.

H3aIvy gWOoL
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Do you fear a backlash against
this title since it is the 4th in
the series?

Despite any number of new features and
improvements, the game is still, in
essence, ‘Tomb Raider' - an adventure
game featuring Lara Croft. What we have
done this time is completely re-address a
number of key elements. This will immedi-
ately distinguish Last Revelation from its

predecessors and bring fresh life to the  Will there be another game in
title. The on-screen format is completely the Tomb Raider series?
new - gone are the old inventory rings, Well you know what they say... You just

loading screens etc. It's always been our can't keep a good girl dowr
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A Sequel? Well,
What's New?

In Fighting Force 2, everything is new. Core Design took the best
elements of the original game, which was the fast-paced hand-
to-hand combat and object interaction and carried it to the next
level in gaming. Sporting a brand new 3D game engine and
focusing on the action genre rather than simple beat'em up has
really opened the eyes of tough to please hard-core gamers.
Rather than using an entire “Force" of characters, Core has
chosen to focus on
one main character
(see side bar), Hawk
Manson, to lead the
charge in this sequel.
This allows for more
storyline elements to
be introduced as well
a greater number of
animations or moves
the character will
have. The main

L

|

objective of the
game is not known
at the outset. The
storyline is integrat-
ed, giving clear
objectives that allow
the plot to unfold.
Cut scenes will be
used to give the
player his next L
objective or further
information. Then as
the player progresses through each location, a number of scripted
scenes will be used to advance the story line. Hawk is also
equipped with a data handset of which information is received
via the Control Base. The Base will give Hawk additional
information and objectives.

“In fact we have introduced many new weapons, which will
help the player to deal with some of the most difficult situations
making the action more realistic and rewarding. Al the fighting
moves and the system have been redesigned so that interacting
with them results in a more balanced game for the player, "says
Ken Lockley, Producer at Core Design.
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LEVEL PROGRESSION

The player must negotiate nine global
locations, split into approximately 24
separate stages. The levels vary from the
steel mills of Pittsburg and a tank factory
in Japan to South America. Each location
holds a clue that leads to the final
confrontation with the ultimate enemy.
Throughout the missions Hawk will also
collect body armor at the various
locations which provide additional
strength and protection. The game flow

also splits after the fifth level where the
player is given a choice that will result in
the player visiting different locations.

ARTIFICIAL INTELLIGENCE
Each of the 50 enemies and bosses have
unique artificial intelligence and are
knowledgeable about the layout of the
surroundings. For example, if Hawk
enters a room the characters may react
in different ways. They may choose to
confront the player, try to raise the alarm
or run for assistance and if fired upon
directly they run away, but also raise the
alarm in the process. This is where some
of the stealth capabilities play a role in

WL

Lightweight and ease of use were the
main design aims of this weapon.
Designed 1o be used i a variety o com:
bat scenarios, the rocket fauncher uti
lizes 3 cartrdge loading system to speed
up rate of fire and delivers a range of rdinance. These
include standard high explosive rounds, HEAT and laser
targeted rockets

As standard NATO ordinance, the T-8
hand grenade has been produced in ts
millions and exported to over thity

nties worldwide The T-8 was the first
witformat grenade (MFG) to come

into service and the refabiity of the weapon has made it a

favorit with all branches of the armed forces, especially

‘ant-terrorist and special forces units. Mt format

programming allows the user 1o select the type of

detonation required before arming the renade.

Titanium composite non-reflective blade
Lightweight carbon fibre handie

gy and materials avaiable to create a
close quarters weapon capable of surviving even the most
inhospitable environments.

PONS

Using tough lightwelght plasic, the
N Dodge is the next century's answer t0 the

twelve-gauge shatgun of the old west.
The recollinertialoacing system
employed i this weapon gives It the
edge over other auto-oading shotguns.The highes recoi
from this ystem is soaked up by the cever design of the
weapons body and stock, and the advanced fightweight
plastics that make up the construction

L e

and special foces ardware.
Lihomihtand g s ezpe
technology, it fies titanum hollow bore
tounds at up 1o @ 3km range.

The targeting scope s classified technology, and it env:

ronment sensors can detect wind speed. fal off and opera:

tor‘shake’ and compensate for these factors accordingly

This assut e s capabe of a
PR | rurderousand sustaned v o e,

copingdy wiheq st

Bocoel | ety on e mave. Fing vt

founds te TOM-72 hs ben i
for upgradability and wil accept a wide range of combat
accebones Night sights e aretng and renace
launchers being just a few. It is a favorite weapon for anti-
oworkt ik e oo rnae g ok o re
recured

This s 3 arbon fibre baton designed to
defiver an elctic shock on contact with
joct.

in it control and siege-beaking operations

20mm explosive case rounds fired at
make the General
Dynamics chain gun a deady piece of
hardwae The compact dimensions of the
weapon allow it to be mounted or
carried, but the manufacturer does not recommend firing
from the hip

With a range of 50m, this flamethower
was designed for urban warfare where
neutralizing snipers and house to house

Uizt | fghting are necessary. The lammable

chermical mix i held i a 10-itre tank

under the body of the weapon and i pressurized pior to

firing. Cumbersome and inaccurate, te weapon has niot
found favor amongst the armed forces

Lightweight and tough, the design of
this crossbow makes it ideal fo ¢
operations. The weapon can be ftted

with a lase guided night sight and is capable of firng @

number of bolts. These include carbon fibe. pojson tip and
explosive head bolts

Titaniom composite non-reflective blade.
Uightweight carbon fiber handie.
Balanced and designed for close range

il | combat
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ments by taking the “alarm setting"
enemy out FIRST before he is able to call
them," says Lockley.

the game. Some characters will not
perceive the player as a threat unless

a direct action is taken against them.
Avoiding confrontation is some situations

allow many more combat moves /
combos. There are specific combos and
deadly weapons, even moves when guns
are emptied (player can use empty pistol

may be a more strategic decision. 1o hit enemies.) We also have ‘charge- :
KEN LOCKLEY ON THE NEW  able’ moves that take time to charge, but #f§f

“The Al and game flow control in FF2 APPROACH TO FF2 are extremely powerful. Due to the fact

create much more varied and interesting  The original game's major weakness that there are more weapons available

potential outcomes in any given would have to be repetition. With FF2 and to the type of 3D environments the

situation. For instance the removal of the ratio of hand-to-hand combat and count of moves has almost doubled fmm 7

an enemy before he manages to set an weapons use is roughly 50:50. We had to  the previous Fighting Force.

alarm (Bringing reinforcements into a completely re-think the control system to

room — This would be BAD!), will make 3

passage through that area substantially 2

easier. The player will also be able to
learn from the behavior of individual
enemies and in later levels, avoid
having to deal with the reinforce-

The UZI-2 was a complete redesign of the
thity-year-old weapon designed by the 1987 Enrolled in the U.S. Marines. Saw active duty in Panama:

Israeh army, Using moder construction tech: 3 ) i :
2l | e i oo s s e ok :::;\i::;l:n‘dm;:e middle east. Served one year in the elite

imensions, lightweight and heavy rate of
i, but now features many improvements that were previously
only availabl as bolt-on extras. Night sights,grenade launch 1995 Injured and discharged on medical grounds
ers and ACT (Adaptive Cartidge Technology) have upgradied
the gun into the next century

1996-1999 Freelance security advisor for local law enforce-
ment agencies in the United States and Europe. Police records
i b cannot prove any links to vigilante activity but Manson is

B = suspected of strong arm lau enforcement and has been seen at
obstructions. Caried by commando, Specal paranilitary training camps in Texas and Nevada.

enade has proved a versatile weapon for 2000 Part of the team that uncovered and stopped Dr-

Zeng
troops fighting R csloituch

from wiping out the population of planet earth at the turn of
the century.

T Wi & e i b iy Current Occupation: Currently employed as a Weapons Inspector
police forces n the USA' for the United Nations.
Fiing a tange of ordinance, the launcher has

kit e |  range of 100m and has a rotating drum Specifications:
cartridge containing twelve rounds. Accuracy Alias: The Hawk

is ot great bt this is ot required fo iot control o the kind

w2 Experienced in projectile
f mil oper:
Uhadda it o il 1% 1bs ueapons and motor vehicles
Special Skills: Extras: Can hack any computer system

This stun gun fres a directed charge of

18000 Volts, paralyzing the target. Repeated

shots will have a fatal effecton the target,

and all police forces are aware of the controversalnature of
weapon.

eBR €IDOS.

EIDOS COM

Tomb Raider and Fighting Force, CORE and the CORE LOGO are all trademarks of Core Design Liited.
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SYNOP‘ﬂii.

When the Seaf

a powerful Chi
businessman d dpérs

“into the hedon‘. and
dangerous Sh’al’

Protectorate under

mysterious circumstances,
our team of specialists
infiltrate the city and
attempt to reach her first.
Hoping to leverage her
safety for a sizeable pile
of cash. R .

LS

"luw\‘

and fire-fight your
ough the archaic chaos of
an alternate reality China and its
inhabitants. Along the way, you
will be constantly challenged by
the henchmen of the girl's father who have
no intention of letting you get to her first.

But what begins as a mercenary snatch and
grab to retrieve a young runaway instead
becomes a m’iun more perilous and

important than any other that you could've

imagin le for the survival of the

planet agaiM§t the most unimaginable of
|=enemies,

The Gameplay Experiénce
FEAR EFFECT is a suspense action
adventure game unlike any of its predeces—
sors. The gameplay is not about |us( wmmng

It is definitely not only about shooting mon-
sters (although there will be plenty of that
within the game) or typical puzzles.
The objective of FEA CT is to provoke
emotional responses from the Player (such
as, laughter, scregms, anger) |
them into the i |mag“nary

story of the experience.




L

ﬁe watching a great horror action film,
len the movie is over, the audience is

d With a satisfying experience...
» ey've been scared, they've screamed and
p ky've jumped out of their seats.

Y.
[ W& ou finish FEAR EFFECT, the
I ultimate reward will not be any different.

s 3 -

- RS o O
W¥Multiple Player Characters
By design, you will get to "be(ome"giﬂerent
ch: in FEAR EFFECT, so that you
xperience all of the facets of the story.
This is not achieved through gimmicky game
4 meﬁ igs such as "mind controlling,"
- b ping” or "soul possessing.” It is
accomplished through logical plot editing
and creative cinematic direction.

2

. As you move from character to character, you
il ‘s.w more than new talents and abilities,
you are also presented with new challenges ¢

and'knowledge which helps you advance
through the experience. Like any great

1 story, FEAR EFFECT has a wide range of
characters as well as interesting sub-plots
that will draw your player’s attention and

' keep you entertained for hours.

’
¥ Fast-paced, with plenty of terror arE 'Ils,‘
*  FEAR EFFECT is a game in which

the focus of the your interaction.

Special Advertising Section
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Motion FX Technology 4
While previous games have combined § §
Real-time Characters with Pre—renderﬁ|
backgrounds, the result has always been fo a
flat, dead world in which wide open spat
are largely devoid of any sort of human
Elad

FEAR EFFECT surpasses any previous
experience in the genre because EVERY
background in the game is ANIMATED, &
dubbed MOTION FX Technology. This means
that the worlds of FEAR EFFECT will be
alive, with dynamic action taking place with-
in the backgrounds.

By creating the worlds of FEAR EFFECT
with Motion FX, you age fully-imriersed in

WeoarwEn

EIDOS, EIDOS INTERACTIVE, and the
EIDOS INTERACTIVE LOGO are all
registered trademarks of Eidos Interactive.

.
»
s

the game universexone that is visl#llyl
breathtalgipg while at the same time taking

advantaa:’ﬂ‘fameplay possibilities that
the animated backgrounds provide.

SIPOS.

EIDOS.COM
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“Army Men: Air Attack

[ 300

[T 300/Cyclone Studios

. 2

S Action

T 7%

[T November 1999

usone. L

[ www.3do.com
Www.armymen.com
Toy helicopters with

rockets launchers are cool.

[CT9 The tan army.
[TECXTTH The mutant bugs that

you let loose.

__INSPIRATION |
Art imitates life,
imitates ant

Air Attack’s FMV is
modeled after U.S.
propaganda reels from
WWiII. Sarge himself is
modeled after General
Patton, and he even mimics
the famous speech from the
motion picture.

Patton doll was released
recently as a part of the

|
|
2 ]
On a bit of a side note,a |
|
|
classic G.1. Joe line of toys. ‘

The action is set at a pretty fast
pace, putting your reflexes to the
test. Thankfully the frame-rate is
quick enough to keep up with it all.

The overall graphics are also a standout
feature with crisp textures and fancy
explosion effects detailing plastic carnage.

of either
destroying
them outright
or using them
to give the tan
army a rough
time. For
instance,
flowers attract
bees 50 if you

rmy Men 3D was great for those fans of

infantry action, but what about sky combat?

You know, death from above and all that?

That's where Army Men: Air Attack comes in.
Reminiscent of Electronic Arts’ Strike series, Air
Attack has you taking control of one of four
helicopters while carrying out your mission
objectives. These tasks range from your standard
search and destroy sorties to more convoluted goals
like air lifting apples and playing bodyguard to

supply trains.

You take control of the green forces (the good
guys) who must once again answer the threat of the
tan army. You'll also have the additional problem of
insects that must be dealt with. You have the option
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use your helicopter winch to move a daisy next to an
enemy camp, the bees are sure to follow. Being the
rotten bad guys they are, the tan army has
performed experiments on some of the insects
transforming them into unruly mutants. Fortunately
for the green, you can set the bugs free, and they
will proceed to turn on their tormentors.

As the missions progress, you will be able to
access other helicopters and co-pilots. You start out
with the standard Huey and move on to the Chinook,
Super Stallion and the ass-kicking Apache.
Depending on your chopper, you can use weapons
like swarm rockets, homing rockets, machine guns
and even napalm. Each co-pilot has a specialty and
the key to success will be determining which one
suits your mission the best. Perhaps the most
il ing aspect is the i ci ilities of
the game. You can play a co-op game or go head to
head in a special capture the flag-style matchup. Q
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[T Rockstar
[T OMA Design
[T
T Action
XN s0%
[ZZ9 October 1999
[T e
TN wwwrockstargames.com
www.gta2.com
DMA has made GTA2
with more of a focus on strong
gameplay than on fancy graphics...
...but those graphics
sure do look pixelized and outdated.
Running over
innocent pedestrians for points.

i ThE Soinis
Movies And

GTA2 features an
extremely well-produced
nine-minute short film
before the game, which
highlights many of the
game’s criminal activities
(like stealing vehicles,
escorting crime lords around
town, being chased by
rednecks, etc.). Some say
this short will be nominated
for awards. On the audio
side of things, all of the
hilarious radio chatter and
original music in GTA 2 is
being handled by Rob
Playford, founder of U.K.-
based Moving Shadows
records. Among other
accomplishments, Playford

has

O produced
albums for
% drum ’n bass

pioneer Goldie.

2.5 million

The number of copies
Grand Theft Auto has
sold worldwide

rand Theft Auto 2

Grand Theft Auto 2 takes the GTA world into _

pseudo-3D territory with slightly fewer
sprites than before. One neat “3D" effect is
when you blast yourself sky-high by firing
off a rocket too close to home-you scale
toward the screen flailing your arms around.

he original GTA did quite well in worldwide
sales considering it received such bad press
because of its adult nature. If negative press is
any indicator of sales though, GTA 2 should
sell tons since it has even more violence than GTA.

But GTA 2 isn't strictly about violence —there is a
game underneath that stuff, you know. So off you go,
taking on job after job of various criminal natures,
killing and maiming along the way in different types
of cars with different types of guns. Overall, there are
three levels, with around 25 jobs and mini-jobs per
level—an even more robust package than the
original. There are also mini-games for points.

This time around there's only one city to cause
havoc in—but there are multiple gangs within the
city, 50 it balances out. Like any good criminal, you
don't really work for any one gang. Instead, you align
yourself with them by completing jobs or doing bad
stuff to a gang’s enemy. Of course, by helping one
gang, you usually upset another. You can tell how
you're faring with a particular gang by your Respect
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Meter. When it's low with a particular gang, they'll
start blasting with no delay. Nice thing is, your gang
chums will come defend you.

Like the first, there are tons of vehicles to jack,
each having its own feel. GTA 2 also has special
vehicles. For example, if you're driving a taxi, you can
actually make money from picking up fares. Same.
goes for the ice cream truck, except you pull up to
the curb and sell some frozen delights for cash. You
can then use this extra dough to trick out your
vehicle with Spy Hunter-esque upgrades, or simply
get it painted to confuse the 5-0.

But the cops won't stay away for too long—they're
smarter in GTA 2 than in the original. If you cause too
much damage or kill too many innocent folk, you'll
be chased (there are some consequences to your
actions after all). The more bad stuff you do, the
worse it gets—so much so that eventually the feds
will come to town, and then the army. But you need
to kill and destroy for points and money...so the
game is a 30- to 4o-hour-long balancing act really. ¢y

The jobs in GTA2 will have you driving all over
town, trying to avoid the fuzz. In one particular
Job a crime boss calls you up and tells you about
a half-rate pizza he just got from this pizza
place. Now your job is to blow the place up with
some explosives. Another job is much less
violent, but almost as criminal: Deliver a couple
of working girls to the mayor's house. Sweet.




[T 300
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3 Action
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www.3do.com
www.mightandmagic.com

It's from the world of
Might and Magic.

..but it has nothing
to do with previous M&M games.

The way body parts
fall off struck enemies.

| HISTORY
Mighty
Spin-offs

The Might and Magic
series has been around for a
long time on the PC, and it
has seen some interesting
spin-offs in the last few
years. The Heroes of Might
and Magic off-shoots (turn-
based strategy games)
departed most from the RPG
format of the original series
up until Crusaders of Might
and Magic came along.

Might and Magic

You can power up your weapons with
magic properties, Fire, water,
lightning and earth are just some of
the possible enhancements spells.

Not only do you do battle with regular
undead, but you have to man up against
ghostly spirits. How do you hit them?

he Mignt and Magic series has been around
for what seems like ages and although some
of the earlier installments made their way to
consoles before, never has one been
specifically tailored for a home system. Crusaders of
Might and Magic takes the action to a format Tomb
Raider fans can easily identify with, but don’t let
that fool you into thinking this will be about moving
blocks and mindless action. Although there are
dungeons with devious traps and barricades, expect
a more traditional action-RPG feel to the game with
vast amounts of weapons, spells, armor and magic
to select from. Your character grows like it would in
an RPG, with multiple level progression. Your
character willalso learn new spells, gain abilities
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and become
stronger as he
makes his way
through the
game,

The title’s 3
pedigree has =
given ita built-in \\
depth in terms of
specific monsters and spells as well as the whole
Might and Magic world of legend. There will be five
distinct worlds, each with different levels and
specific quests. The action is non-linear so you can
go back and forth between these levels as well as
worlds. The variations in monsters won't just be
superficial either, since they are all unique in one
manner or another. This means they not only attack
in separate ways, but they also have distinct
weapons and magic. As in any good adventure
game, there will be plenty of characters to interact
with, all of whom will advance the story.

Developer New World Computing is trying to make
sure all of this is backed up with some eye candy so
expect plenty of snazzy lighting effects for the magic
spells. They are also stressing how each world will
have its own look and feel with realistic environment
textures. We're seriously hoping they can pull out
something better than Eidos Interactive’s god-awful
Deathtrap Dungeon. Q




The last prince of Ancient Persia was Arses, son of
Arataxerxes |Il. Arses was a descendant of Xeres, one of
| the great Persian Kings. When Arses was slain around 330
| BCE, Darius |1l took over. Darius was later conquered by
PREVIEW Alexander the Great, ending the Persian Empire.

GALLERY =

& &
Prince of Persia 3D MTV Jams: Music Creation

This action-oriented PlayStation Prince of Persia will have you running
around Persian-styled palaces, dungeons and mystic ruins in order to
save your princess. Of course this time everything is in 30. Mindscape
and Avalanche Software say this version is specifically being made with
PS gamers in mind—instead of it being a straight port of the PC version.
The game should be released sometime in the first half of 2000.

Sample sequencing software has proven to be a huge boom area on
the PC and on the Mac, but until U.K. publisher Codemasters got in on
the act, it was notably absent on consoles. Pull samples and loops off
the CD and sequence them up to make your own tunes by arranging
them on a simple grid pattern. It's alarmingly simple, and can produce
some professional-sounding results. Watch for it in November.

Galerians

You awaken one day to a world gone insane. The darkness which

surrounds you is overwhelming and absolute. There are no weapons
with which to escape, and no survivors to assist your flight. All you have
are your wits and your newfound psychic powers to help you survive.
Crave is localizing this psychological thriller adventure which is being
published by Ascil in Japan. Stay tuned for more next issue!




30 explosive land and air eombat missions
5 heavily armed vehicles

Twice the firepower of the original

Free-roaming, full 3

MAKIMUM FIREPOWER : ZERD TOLERANGE ~ WWW.GPOLICE.COM

G Police, Psygnosis and the Psygnosis logo are TM or ® of Psygnosis, Lid. ALL RIGHTS RESERVED. PlayStation and the PlayStation logos are
registered trademarks of Sony Computer Entertainment Inc. The ratings icon is  trademark of the Interactive Digital Software Association
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FIGHTIN' ROBOS

You and a friend can duke it
out Rock-em Sock-em robot-
style over the Net at
www.tomorrowfund.org/
swgameo1.html.

Dukes of Hazzard:
Racing for Home

This SouthPeak title is early but plays a bit like NFS: HS’s Pursuit
Mode. Missions include: delivering late mortgage payments, rescuing
Daisy, chasing car thieves and more. Due out in November, the game is
packed with cars, characters and plots taken straight from the show.

Test Drive Le Mans

Infogrames has become quite ambitious with their Test Drive series.
Their latest venture, Test Drive Le Mans is set for an early 2000 release.
As the official licensed game of the Le Mans circuit, TDLM is packed with
48 cars (GT1, GT2 and prototype classes), 24 teams and real-time

effects such as day
changes. Two-player and Dual Shock are operational as well.

o
BoomBots

Think of the characters and comedic style from Clayfighter, with the
arenas from The Unholy War—what you get is BoomBots. Coming from
The Neverhood and SouthPeak Interactive, this 3D fighter features a
cast of robots, each with a variety of special moves and wacky quips. In
fact, the entire game seems pretty...how can we put it...unique—but it is
from The Neverhood after all! It's slated for a November release.

Ballistic

Very much like the Bust-A-Move
series, Ballistic has players
shooting colored balls out, trying
to match up three or more of the
same color. This time, however, the
balls are piling up on a spiral rail,
and when they hit the center, you
lose. If disappearing playing pieces
causes other balls to collide
together and cause matches, you
form high-scoring combos. If you
set things up right, you can start
off huge chain reactions.

Ballistic is due out in October
from Infogrames.



U-Rally 2

The sequel to Europe’s number-one racing game of last year, (four-
player ready) V-Rally 2 is poised to win the hearts of American rally fans.
Take your pick of 16 licensed and 10 historic cars for racing on more than
80 stages in 12 different countries! Arcade, Rally Championship, V-Rally
Trophy and Time Trial comprise the game modes. Electronic Arts plans
to release this Infogrames-developed title in the fall of 2000.

No Fear Downhill Mountain Biking

Hey, are you into downhill mountain biking? If so you'll probably dig
this November release from Codemasters. Here’s an extreme sports title
devoted entirely to downhill mountain bike racing. The game features
eight racers, 25 courses and tricks galore. Players compete for trick
points and overall best times. Two-player split screen and Tourney Mode
could be the highlight of this hardcore biking experience

Unimation for a Wew Generalion!
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Hey ya'll, the lowdown on NASCAR Rumble is that it plays a lot like
Need for Speed: HP. The title offers NASCAR—cars, trucks and legends of
the past. Each of the six race locations has three tracks for a total of 21
events. The goal of NR is arcade-fueled fun. Cars and courses will feature
hot-rod upgrades, shortcuts, breakable objects and cool sound effects.
Check out this Electronic Arts title in March 2000.

Remember Hardcore 4x4? It didn't look anything like this. judging from
these shots, Hardcore TR looks more like a flat-road racer. Ten tracks
each with three variations—forward, backward and multiple path,
challenge players in Single or Two-player Mode. Take your pick from 25
off-road and hot-rod trucks. Race in a variety of conditions including
snow, rain, darkness and mud. ASC will release this game in November.

The popular touring car racing game from Codemasters in the U.K.
(released here by 300) has spawned a sequel. Already storming up the
charts there, it looks set to be released in the U.S. by an as-yet unnamed
publisher. Featuring new cars and enhanced physics models, it's a
surprisingly realistic racer featuring Euro faves such as the Volvo S40,
Nissan Primera, Peugeot 406 and Ford Mondeo. Watch for it in October.

Curly Monsters, a team of ex-Psygnosis game designers and
programmers, is developing this one. Recently Infogrames came aboard
as publisher. The game is best described as a jet racing game with
incredible WipeOut XL-esque graphics and fast-paced gameplay. Look for
it in the first half of 2000. On a side note: Curly Monsters is very
impressed with the PlayStation 2 technology, so that means...

It may not be the most popular
of Konami's Bemani series in
Japan, but Guitar Freaks rocks. The
idea is to play the notes on your
controller (either the kickass guitar
controller or the regular pad) as
they land on the bar at the top.
Sounds easy, but it's not! There are
25 songs here, most of which you
unlock by passing the game’s
normal and hard modes. Guitar
Freaks is available now in Japan—
and maybe the U.S. if Konami
America realizes just how much
potential it has here.
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Percentage of NASCAR fans
who sport a mullet haircut as
well as a mustache.




Runahout 2

Developer Climax has recently
announced their follow-up to
Runabout, their quirky arcade racer
which emphasized chaos over
finesse. You may remember the
original Runabout; it was picked up
by Ascii (now Agetec) stateside and
renamed to Felony 11-79. Like the
first game, you choose from a
variety of vehicles (or motorbikes)
and complete different tasks within
the allotted time to move onto the
next level and unlock better (or
more interesting) cars. You'll have
access to four initial sets of
wheels, all based on real-life
counterparts, to race through six
new courses. Each level is divided
into sections, but your goal
remains the same —get from point
Ato point B before you're out of
time, out of gas or a smoldering
wreck. Ascil hasn't committed to a
U.S. release date but expect a
Japanese release this winter.

Tondemo Crisis

Jet: X is being developed by Curly Monsters. Why should
you care? Well, the team consists mostly of ex-Psygnosis
employees who helped create WipeOut and WipeOut XL.
Both are kick-ass racers. They broke away because they
didn’t like the direction Psygnosis was going in.

Brightis

Quintet's latest 3D action RPG
combines puzzle and fighting
elements from games like Zelda
64. Not only can you interact with
a wide range of NPCs in the world
of Brightis, your character will
develop better stats and gain
powerful spells. Those with a
PocketStation can also look
forward to a mini-card game. Given
Quintet's excellent track record
(Actraiser, Soul Blazer), Brightis
could be that sleeper hit you've
been looking for. SCEI will release
Brightis in October in Japan.

Are you looking for a game that's so completely absurd
it makes even Rising Zan look mainstream by comparison?
Well, your search is over. Welcome to the world of
Tondemo Crisis, developed by Polygon Magic. Live a day
in the life of a not-so-ordinary family trying to get home in
time to celebrate grandma's 81st birthday. Tondemo
manages to parody just about everything pop culture, from
dance games to snowboarding generica; from £.T. to
Raiders of the Lost Ark. Import it now. Indeed, buy it for
the excellent Tokyo Ska Paradise Orchestra soundtrack.

Produced by Lefifield excopt "Afric

A oub G o
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Valkyrie Profile

Tri-Ace’s ambitious RPG Valkyrie Profile is looking very nice indeed,
and judging from these battle screens, we simply can't wait. If you
missed our quick coverage in News last month, you assume the role of a
Valkyrie out of Norse myth and collect souls to train for battle in the
ethereal plane of Asgard. Combat will be a mix of real-time and turn
based battles on a 2D plane. Enix has VP slated for a winter release.

Koudelka

As if DQVII and Valkyrie Profile weren’t enough this winter, RPG fans
worldwide can binge on the beauty of Sacnoth’s Koudelka, published
by SNK in Japan. Not only is this game developed by former employees
of Square, its also being billed as a “horror RPG.” By combining
gorgeous FMV and what we hope will be a solid combat engine,
Koudelka could be the PlayStation’s first great horror RPG.

Action
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Doko
Demo Issyo

Loosely translated as
“Everywhere Together” from the
Japanese, Doko Demo Issyo
demonstrates nicely that Sony is
still the leading pioneer in the use
of its own devices. It's a hybrid
PlayStation/PocketStation game
with no other goal than to spend
time with your virtual friend (you
can choose from three different
types). Users can bring their
animals with them for some
Tamagotchi-esque antics on the
road by dumping it to the
PocketStation. iti
can swap pets with the
PocketStation’s infrared port. The
amount of time your pet stays
depends on how well you guys got
along; at some point, it'll leave you
on its own accord. It's out now in
Japan, and doing quite well.

you

Saiyuki

One of the oldest Chinese myths makes its way to the PlayStation in
the form of an RPG. Koei's been keeping the lid tight on Saiyuki (Journey
To the West) but if it follows traditional mythology, you're in for a hell of
a ride. You control a party of four adventurers, led by the great Monkey
King, on a sojourn that will take you through the giant palm of Buddha.
Saiyuki should be out by the end of the year. We'll keep you updated.

%1

Front
Mission Third

OK, FM Alternative sucked and
FM2 had horrible load times, but it
looks like Square has finally
gotten it right the third time
around. Like the original FM on the
SFC, FM Third is a meticulous turn-
based strategy sim set in the near
future. As you progress through
the story, characters under your
control will gain levels and acquire
new armament. Skip Assault Suits
Valken 2, this is the real thing. FM
Third is available mow in Japan.

zeus II:
Carnage Heart

While Artdink’s Carnage Heart
never hit it big here in the U.
there are still gamers to this day
who swear by how hardcore it was.
Carnage Heart combined 3D mech
combat with an icon-based
programming system to produce
one of the most unique, and
cerebral strategy games ever made.
There was much ado in Japan over
who could create the best combat
programs. With Zeus I, Artdink has
kept the philosophy of Carnage
Heart intact while adding new
modes and features. Aside from a
full-blown story and campaign
mode, you'll also be able to fight
battles like a turn-based strategy
sim. Don’t worry, the 3D battles are
still there; but by making Zeus Il
more accessible to the mainstream,
Artdink may have a small hit on
their hands in October.
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The Legend of Zelda:

[T Nintendo
[ZZTTZ8 Nintendo/Capcom
[Pavers.__ 1}
0 Action/RPG
D 0%
[T December 1999 (Japan)
[T None
[T www.nintendo.co.jp
Three new Zelda
games for Game Boy Color! Yes!
[T Graphics aren't
improved much from Zelda DX...
Poor Link's gotta
climb into that Kangaroo's sack...

Check out the Rod of the
Seasons in action:

Fruit of the Mysterious Tree

ans of The Legend of Zelda: Link’s Awakening

(and its color update, Link's Awakening DX)

have plenty to be excited about. Nintendo has

teamed up with Capcom to create three —yes,
THREE—new Zelda adventures for the Game Boy
Color, the first of which is scheduled for release in
Japan this December.

Similar to Shining Force Il for Saturn, The Legend
of Zelda: Fruit of the Mysterious Tree (tentative
name) is actually one big story broken up into three
parts—a Tale of Power, a Tale of Wisdom and a Tale
of Courage. Gamers can start playing from any of
the three adventures (though Tale of Power, shown
here, will be available first), and their actions in
each will carry over to the others. Through a special
“link system,” save data for the three games can be
interchanged (most likely via the Game Link Cable or
Infrared Port), making for an endless amount of
possibilities. Anyone who was fortunate enough to
play through all three Shining Force 1l scenarios
surely knows how incredibly cool this can be.

The story behind the new Zelda trilogy was
developed by Flagship, the Capcom off-shoot
headed up by industry veteran Yoshiki Okamoto
(Flagship is most noted for their work on the
Resident Evil games). This time, the evil Ganon has
kidnapped Princess Zelda and stolen the Triforce of
Power, and it's Link’s job to get them back. Once
Ganon hears of Link’s plight, however, he divides the
Triforce into eight pieces and scatters it throughout
the land. As if this weren’t bad enough, he also
takes Hyrule Castle and its sacred treasure —the
mystical Rod of the Seasons—and hauls it off to an
“other-dimensional” world.

If any of this sounds familiar, that's because it is.
Flagship basically took the story of the original NES
Zelda and used it as a springboard for developing
the story for Fruit of the Mysterious Tree. In fact, the
logo for the Japanese version of Fruit is almost

154

exactly the same as the logo for the original Legend
of Zelda from the 8-Bit Famicom. The influence is not
only obvious in the story, though. The actual game
draws many references from old-school Zelda as
well. While Fruit of the Mysterious Tree uses the
exact same game engine as Link's Awakening DX,
the graphical style—particularly in the dungeons—
is extremely reminiscent of the first NES Zelda. Lots
of old-school enemies have returned too—the demo
version featured Octoroks, Wall Masters...even
Aquamentus (you get a cookie if you actually know
who Aquamentus is).

The demo version at Space World allowed you to
mess around with the Rod of the Seasons, which
was very cool. With it, you can change between the
seasons (winter, spring, summer and fall...silly),
which makes for lots of gameplay possibilities. For
example, in one scene, Link tries to reach a treasure
chest...but it's surrounded by trees and he can't get
through. So what does he do? He uses the Rod to
fast-forward to winter, where the trees are gone
(presumably chopped down for firewood), thus
giving him access to the chest. Pretty neat, eh?

Link will also get help from several allies,
including the peculiar Ulra Tribe (who reside in the
other-dimension where Ganon went), the Mysterious
Tree (which “houses the spirits,” according to
Nintendo) and a witch’s apprentice named Maple.
He'll also get to ride in the pouch of a kangaroo
named Ricky who can jump and has a punch attack
(cause all kangaroos are excellent boxers, right?)

Allin all, this latest Zelda adventure is shaping up
to be something spectacular. A U.S. release date
hasn’t been determined yet, but the Japanese
version is due out in December (Tale of Power). The
following two chapters (Wisdom and Courage) are
expected to release sometime in the spring and
summer, respectively. Stay tuned, Zelda fans—we’ll
have more on this exciting prospect soon! g
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Dragon Warrior Monsters:
Terry's Wonderland

Dragon Warrior is back! This December, Eidos is
planning to release the first Game Boy Dragon Warrior
game (Dragon Quest in Japan), Dragon Warrior
Monsters: Terry’s Wonderland (working title). Enix’s
first portable DW game could best be summed up as
classic Dragon Warrior meets Pokémon. In DWM, you
play as Terry, a character from Dragon Quest VI, who
sets out into a fantasy wonderland to rescue his sister
Millieu who was kidnapped. In this land, he collects
and breeds monsters to fight at his side while also
trying to become the world’s #1 Monster Master. With
over 200 monsters to collect and breed, classic DW
battles, a huge quest and 2P link play, DW Monsters is
sure to be a hit with both DW and Pokémon fans alike.

Game & Watch Gallery 3
Nintendo’s third Game & Watch Gallery collection is
on its way. Due out this December, G&W Gallery 3
features five classic G&W games—Egg, Mario Bros.,
Donkey Kong Jr., Green House and Turtle Bridge, as

well as the usual extras (Modern and Classic modes,
hidden stuff in the Gallery, etc.).

Like its PlayStation and Nintendo 64 cousins, this
WCW Mayhem will have wrestlers duking it out all
over the place, from inside the ring to back alleys and
locker rooms. This cart will have fewer wrestlers (12),
but it will support two-player play via link cable. WCW
Mayhem is due out in November from EA.

Worms: Armageddon is an addictive turn-based
strategy game that has teams of little worms battling
it out with a variety of weapons, from Uzis to homing
missiles. This portable version will feature two-player
link cable play and is due out the first part of next
year, from Infogrames.

Magical Tetris Challenge

Capcom’s portable version of the N6 cart has a few
new features, like an adventure game story mode and
a new piece that lets you fire down little one square
blocks to help fill in those unsightly gaps. Of course,
normal “Classic” Tetris is in, as well as two-player
support. This is due out in November.

Korean
Golden Retriever

Armstrong State University
Janet Jackson

There's Something About Mary
Dance around the wrestling ring

10

__(Unfortunately for our Che, he has nothing i

Chinese |
German Shepard |
San ose State University

Dance around in Soul Calibur
until he can ring you out
75
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Dueling personalities and multiple dead-endings lead you through an all-new "goryline” of thrills-and-chills. Terror
reigns you in and horror holds you down, as you let out a blood-curdling scream against the insane pain that has
become the bane of your existence. Also, with vibration function compatibility, nail-biting becomes almost
impossible, as the shaking of your hands is equaled only to the shaking in your boots. So, you are cordially invited
into a world where death comes unnaturally...and often.

The horrifying sequel to the original Clock Tower

* Multiple enemies and a main character - 13 different endings
plagued by split personalities - Great sound & graphics

* Vibration function compatible - Fast-paced storyline and more strategy

i@ PlayStation |+

agetec.com
Customer Service: 650-780-0166 5
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All Star Tennis 99

This GBC version of AST 99 is quite similar to its big
brother. Eight pros (Chang, Martinez, etc.) and four
original characters play on eight different court
surfaces. Seven shots plus one special are available to
each. Quick ball speed, link and Bomb Mode round
out the features of this October Ubi Soft release.

Wings of Fury

This Mindscape title is based on the classic
Apple/PC game of the same name. As a WWIl-era
fighter pilot your objective is to escort damaged
aircraft carriers to safe waters. Earn points for
completing dogfights, sorties and bombing runs. WoF
is a fall release title for GBC and standard GB.

Ba“is“c o Uuuouu

Think Bust-A-Move—except without the cute little
dinosaurs. And instead of everything hanging from the
ceiling, the balls are spiraling out of control toward
the center of the screen. Coming in October, this
Infogrames and Mitchell Corporation puzzler has a
two-player mode that utilizes the link cable and more.

In November, Infogrames will unleash one of its
oldest heroes for the Game Boy Color. Spawned from

r&ﬁ% (it
a Genesis game released by Ocean sometime in the

16th century, it sees the hero (a cute, cuddly, nut- W

obsessed squirrel) bounce around platform levels in a mcde
style only seen several thousand times before. O e, B e S

BattieTanx

How do you take something like BattleTanx on the Né4 and put it onto the Game
Boy Color? Simple—make it from a top-down perspective. Hence, it looks like the tank
part of the arcade game Tron...and that’s a good thing. This December release from
Lucky Chicken and 300 presents the task of saving all of mankind from post-

ic extinction. The mission-based action takes place in 15 different major U.S.
cities. You'll have access to several different tanks and a good deal of weaponry.

Rugrats: Time Travelers

It looks like the characters from the award-winning
cartoon—even Baby Dil—have come across a time
machine in a local toy store. The kid-friendly title
incorporates several different types of genres into its
10 levels on one little Game Boy cartridge. Look for it
this winter from THQ and Software Creations.
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The exhilaration of
firing a machine gun.

Itisn't on Naomi.

The scene of the
crime after you've left your mark.

Unlike Time Crisis 2,
Crisis Zone can only be
played in one-player mode.
Since you're in a squad of
five, you'll often see
teammates firing back at
the enemy. At times, you'll
need to cover them as they
advance. Given the limited
development cycle for Crisis
Zone, Namco opted to
concentrate on creating the
best single-player
experience possible. By not

| spreading themselves thin
with a two-player game,
Namco was able to focus on
improving the game’s

| graphics and backgrounds.
We've also caught ear of a

| rumor that Namco is

| planning to port Crisis Zone

| to the Dreamcast, which in

| itself is more powerful than

| System 23. Possibly...

| especially with Namco now
doing Naomi arcade titles!

amco has always been about refining rather
than defining. Their biggest arcade titles
have consistently upped the ante on existing
genres—everything from driving, riding,
fighting to shooting, skiing, dancing, you name it.
And to their credit, Namco was first with the notion
that arcade and consumer development should
reach a perfect compromise so both parties benefit.
With their System 11 board, Namco singlehandedly
dominated both arcades and consoles; they gave
coin operators an affordable (and profitable)
alternative to Sega's high-end Model 2 games, while

&
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Continued on p.160
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Almost every object in Crisis Zone reacts to
being shot. Here (left), an enemy soldier cowers
behind his bulletproof shield as it buckles and
dents like tinfoil under the strain.

engineering, but quite possibly  final hurrah for
System 23 (which also housed Time Crisis 2). For
Crisis Zone, Namco aimed to simulate the power of a
machine gun; and in typical Namco fashion, they've
taken a sub-genre and refined Crisis Zone to b
of the most exhilarating shooting games ever
The “crisis zone” in question is Garland Square, a
megamall complex just outside of London. It's been
recently discovered that the terrorist group URDA is
developing an underground nuclear reactor beneath
the mall. Further investigation f
URDA plans to destroy London wit itdown it

ensuring that home on the PlayStation
were flawless and identical. Namco's latest wonder,
Crisis Zone, is not only a marvel of software

TT——

the ies refuse to cave into their demands.
As one of the five elite members in the STF assault
group, your job is to infiltrate and avert a potential
global disaster. While none of the characters from
previous Crisis games ever carry over to their
sequels, the goal of the series remains the same
Shoot your onscreen enemies before they get the
chance to squeeze off a shot on you,

Crisis Zone has three major points of departure
from previous Time Crisis titles. The firs
difference is that this time around, your standard
weapon is a fully automatic assault rifle.
the days of wimpy pistols in the heat of battle. Your
weapon has a magazine capacity of 40 rounds, but
be careful though— 40 rounds can go mighty quick
Spraying an area with gunfire might give you a rush,
but it isn’t always effective; better to focus your fire

mediate

Gone are
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Crisis Zone is the first light-gun game to actually eliminate that
annoying on-screen flash when you pull the trigger. The game has
a built-in laserscope for the gun to help you aim better!

Continued from p.159

on single targets. To compensate for your boost in
firepower, all enemies in Crisis Zone are now
equipped with full body armor. Whenever they take
damage, a lifebar that appears above their heads.
will show you how much health they have left.
Unlike Sega's Gunblade series, the machine gun in
Crisis Zone is attached to the cabinet with a cable.
This means that you'll have to cradle this baby in
your arms while you fire and forget. Combine the
actual weight of the weapon with the tactile
kickback when you pull the trigger, and you have
one of the most realistic shooting games ever.
We've come a long way since Operation Wolf,

The second major shift in the Time Crisis paradigm
is the pacing and flow of the action in Crisis Zone. In
previous games, you went from scene to scene and
remained stationary throughout most of the action
(this was most evident in the first Time Crisis). In
Crisis Zone, you're constantly in motion. To retain
the same “poke and shoot” gameplay of its

predecessor, you now hide behind an armored
shield when you reload. This design decision makes
Crisis Zone faster-paced, more realistic and a much
more dynamic affair.

Finally, Crisis Zone differs from Time Crisis 1 and 2
in that its environments are now more interactive
than ever. Nearly everything is destructible.
Everything. Namco spared no details when they
created Garland Square. To illustrate what we mean,
check out the chaos in some of these screenshots.
We learned after talking with Namco that most of
the team’s development time was spent in
researching and perfecting the way objects and
bodies behaved when they were struck by a volley
of gunfire. Statues will dynamically crumple; rugs
will ripple and fold; tennis balls, hats, stacks of
paper, glass and much more will scatter and shatter
to the whimsies of your gun.

Crisis Zone is made up of three non-linear levels
(you decide your point of entry and the game will
unfold accordingly) and a major end-boss level. The
game will also rate your performance on a stage-by-
stage basis and adjust the difficulty to best suit your
experience level. It's time to bust a cap. ¢

A variety of
baddies will try
to foist your
heroics. Here,
an assassin
shows off what
he can do with
that long knife
of his.
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As of press time, Tecmo’s
ambitious follow-up to Dead or
Alive had already been testing in
select arcades around the country.
Like Soul Calibur, DoA2 goes a long
way to reinforce the belief that
Sega’s Naomi and Dreamcast
hardware is not only versatile but
very powerful indeed. DoA2 will
feature at least four new characters.
and a ton more moves than its
predecessor. Since the first Dead or
Alive wasn't received well by
arcade goers stateside, Tecmo is
still debating a U.S. release.

CTD. 1996,1999

The latest game off of Sega’s Naomi factory line is Ringout 44, a
four-player top-down perspective arena game. Your goal in the game is
simple: knock your opponent’s vehicles out of the ring and be the last
man standing. There are a total of nine stages, each with varying
themes, strategies and power-ups. This game is being developed by
AM1—s0 far, Sega has not announced a release date.
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BEGIN.

——  “EVOLUTION IS
~ A SHINING EXAMPLE OF
DREAMCAST'S POUWER.”

-SEGADREAMCAST. NET

dDIN MAG LAUNCHER IN HIS BATTLE
AGAINST THE 8TH EMPIRE & DISCOVER
THE MYSTERIES OF ANCIENT FANNAMN AND
“CY FRAME” TECHNOLOGY. REVOLUTIONARY
3D GRAPHICIS AND LIGHTENING QUICK
ANIMATIONS AND COMBAT DEMONSTRATE
THE POWER OF THE SEGA DREAMCAIT™.
EVOLUTION, THE FIRST RPG FOR THE SEGA
DREAMCAST™, TAKES THE GENRE INTO THE

NEXT, NEXT GENERATION.
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it started as a Game
Boy game. Now its a
billion-doliar business
for Nintendo. Just what
is all the fuss ahout?
EGM examines the
Poke-phenomenon.

he story something goes like this: When he was a
kid in Japan, Satoshi Tajiri would stalk bugs. He'd
capture them. He'd collect them in jars. He wanted
to make them fight like the rubber-suit monsters of
his favorite flicks. He wanted to catch them all.

Sound familiar?

Now in his 30s, Tajiri, the founder and president of Game
Freak, has taken this hobby and turned it into something bigger
than a game, bigger than a movie, bigger than a toy line. The
inventor of Pokémon, Tajiri has unleashed a global pop-culture
phenomenon that has made more money than Poké-icon
Pikachu can shoot sparks—$5 billion in worldwide
merchandising sales. American gamers have bought 4 million
copies of Pokémon Red and Blue. The animated series, now in
its second season, is the top-rated kids’ show in the country.
Nintendo's Pokémon training tour crams malls with 10,000 kids
at every stop.

And, yes, even though the number of Pokémon licensees is
up to 90, the craze is still growing. “I don't even think the
property has been fully taken advantage of by the industry,”
said Ed Roth, president of the NPD Group's Leisure Activities
Tracking Services. “I don’t think it's anywhere near its upside
potential. There's a lot of pent-up demand.” At this point,
Pokémon faithful can get their hands on nearly anything
emblazoned with Pikachu or his too-cute kin, including toys, T-
shirts, comic books, ball caps, pajamas, backpacks, novels and
lunch boxes—all items from heavy-hitter licensees such as
Hasbro, Topps, General Mills, Viz and Pioneer. Nearly all the

Electronic Gaming Monthly - 167 - www.videogames.com



Pokemon Camera %
It's @ standard 35mm camera and a
\whole fot more...well, not really.
Mainly, it just prints all 150
Pokemon on the border of each pic.

9

Pokemon
Thundershock

It's basically a littie Pokémon one- to
two-player pinball game, with
Pokemon sounds and graphics on it.

99

Pikachu Milk Cocoa
This lapanese Pokemon milk
chocolate treat Is loved by all
children. The Japanese Pikachu
spoon is sold separately.

999

Poke-Stuft ...’
You can't walk int the grocery store 99939
without seeing a tozen Pikachus staring al  freakish

you from as many different products. More 9 9 9

than 80 companies are churning out Poke- g oo
wares, and we've scoured the globe for 99

the hest, the otdest and the rarest items.

We even rate the stuff on our weirdness ~ PM-.

scale (righ). Gan you get it all? 9

licensees are expanding their Pokémon lines. The first
Pokémon flick—Mewtoo Strikes Back—hits theaters across the
U.S. Nov. 12. Current speculation in the toy industry is that
Pokémon could easily become this season’s Furby. And, of
course, Pokémon Yellow, Gold and Silver are on the way.

Not bad for a Game Boy game crafted by a skeleton crew of
programmers and artists. Tajiri’s first step into the world of
video games came in 1981, when he won first prize in the TV
Game Idea Awards, a Sega Enterprises-sponsored design
contest. Later he became a game-industry analyst, writing
about and critiquing games for his own magazine called Game
Freak in 1982. In April 1989, he incorporated Game Freak, which
has since designed and created games for the likes of Sony,
Sega and Nintendo. In 1990, Tajiri began designing the concept
and code for Pokémon. That’s also when he started working
with Tsunekazu Ishihara, president of Creatures, the Japanese
game company that among other things produced the artwork
for Pokémon and its 151 critters. During the six years it took to
develop the project, Nintendo invested in the game and
became co-owner of Pokémon in Japan.

The Red and Green versions hit Japan on Feb. 27, 1996.
Accompanying merchandise included a weekly comic series
but little else. Nintendo hoped Pokémon would boost the
original Game Boy’s lagging sales. It did a bit more than
that. It sold nearly 4 million copies in 1997, topping newer titles
like Square’s Final Fantasy VIl and the mega-popular horse-
racing title Derby Stallion. To date, more than 12 million
copies—split across four “color versions” —have been sold
in Japan, putting Pokémon sales ahead of other high-profile
PlayStation titles like Final Fantasy VIIl and Metal Gear Solid.
Japanese fans have bought more than a billion cards from
the Pokémon trading card game, also designed by Ishihara.
The animated series, which gained notoriety after one
episode’s strobe-light-like scene threw a few hundred kids
into seizures (turns out the whole thing was blown out of
proportion), is just as big a hit in its home country. It's spawned
two feature films, the second of which has just finished a
run in Japanese theaters. Japan’s two toy-filled Pokémon
Centers have lines out the door and down the block on
weekends and holidays. And All Nippon Airways painted
way-larger-than-life Poké-critters and logos onto several



Game Freak
Gameography

Most gamers probably aren’t familiar with Pokémon
developer Game Freak, but in its 10-year history this
company—and its founder, Satoshi Tajiri—has designed

games for the likes of Sega, Namco, Sony and Nintendo. Not
bad for a small team that started in a tiny one-room studio.
You may have played some of these titles, but none of them

reached the kind of popularity in the states that Pokémon
has. Here’s a rundown of Game Freak’s pre-Pokémon work:

Quinty (Famicom)
Released: June 1989 (Japan)
Publisher: Namco

An odd-looking puzzle game.

Jerry Boy (Super Famicom)

Released: September 1991 (Japan)

Publisher: Sony/Epic Records

This puzzle game stars an odd-looking blob of goo.

Yoshi's Egg (Famicom/Game Boy)

Released in the U.S. as Yoshi

Released: December 1991 (Japan)

Publisher: Nintendo

Yep, it's another puzzle game, except this time you line up
monster eggs.

Magical Tarurot-kun (Sega Mega Drive)
Released: April 1992 (Japan)

Publisher: Sega Enterprises

A cutesy side-scrolling platform game based on a
popular anime.

Yoshi's Egg

Mario & Wario

Stuffed Pokemon
Cute, cuddiy, collectible.
Perfect for regular and
hardcore Pokemon fans.

9

Mario & Wario (Super Famicom)

Released: 1993 (Japan)

Publisher: Nintendo

A puzzler similar to Lemmings, this game supported the
mouse. It was supposed to come to the U.S. but never did.

Nontan and Issho Kuru Kuru Puzzie
(Super Famicom)

Released: April 1994 (GB, Japan), November 1994 (Super
Famicom, Japan)

Publisher: Victor Entertainment Inc.

You guessed it—another obscure puzzle game.

Pulseman (Mega Drive)

Released: July 1994 (Japan)

Publisher: Sega Enterprises

A side-scrolling action game similar to Sonic the Hedgehog.

Bazaar de Gozaru's Game (PC Engine)
Released: July 1996

Publisher: NEC Home Electronics Ltd.

One of Game Freak’s most obscure titles.

Pulseman



Pokéemon Candy

This flavored Japanese Pokémon
Pifire candy is delicious and
nutritious. Perfect while you're on
the go playing some Pokémon,

99339

Pokemon Toy Plane
This Japanese toy plane is based on
the reak-life Pokémon jet from All
Nippon RAirways. Rev it up and it rolls.

933

Pokemon Band-Aids
These handages leature popular
Pokemon. But there's something not
right about associating these cute
creatures with bioody wounds.

999393

planes in its fleet to lure family travelers.

If the thought of a 30-foot Pikachu staring down at
you from the hull of an airliner doesn’t strike you as odd,
consider this: Pokémon has followed the standard franchise
formula backward. Instead of starting as a popular movie, TV
show or comic book and then moving on to become a game
(like Spawn, Batman, South Park, etc.), Pokémon started as a
hit game and went on to become a hit TV show, movie and
merchandising phenomenon. Few saw that coming, and when
the Pokémon craze did hit hard, even the experts were
surprised by the big Poké-boom. Roth said, “| expected when
the concept was launched in the U.S. last year, not just the
video game but the toys in general, it would probably be a nice
success and generate 25 to 50 million retail on an annual
basis, and then it would just fade as most of these fads do.”

So what is the deal with Pokémon? There’s gotta be

about this crude-looking black-and-white Game Boy
RPG that captivates millions of pre-teen boys and adults, not to
mention an unusually large audience of girl gamers. “I think it’s
the amount of depth and overall quality,” said Gail Tilden,
Nintendo’s vice president of Product Acquisition and
Development, who left her position as head of Nintendo Power
to launch Pokémon in America. “It took six years for the
creators to complete the game and all the original ideas and
concepts and things about the RPG, the evolve system, the
battling, the trading. It has so much depth and it's so carefully
and creatively thought out, and | think that’s appreciated.”

We won't argue with that (we gave Pokémon great reviews,
after all). But when it comes to the merchandising blitz, we
have our own theory on why so many gamers want to buy so
much Pokémon stuff: The game programs you to collect

things. After spending 50 hours gathering 150 pocket

monsters, the average player’s probably pretty keen to

get his hands on as much other Pokémon-related gear as

he or she can afford.

The game’s creators, however, say Pokémon’s
merchandising bonanza is more of a happy accident than part
of any sinister plan to turn kid gamers into Poké-addicts. “Mr.
Tajiri didn’t start this project intending to make something
which would become very popular,” Pokémon producer and
master game designer Shigeru Miyamoto told us. “He just




Pokemon Pokeéball
A little five-game ball that you titt
around and piay with. It allows

you to “capture” ail 150 Pokémon.

9393

wanted to make something he wanted to play himself. There
was no business sense involved, only his love involved in the
creation. Somehow, what he wanted to create for himself was
appreciated by others in this country and is shared by people
in other countries.”

“Mr. Tajiri didn’t start this project intending
to make something which would become
very popular.” —shigeru Miyamoto

One of the main reasons Pokémon has become so popular
with a mass audience of younger players is its emphasis on
trading and battling. It's a social game that gets kids out of the
house. Parents can’t complain that their kids sit in front of the
TV all day because, unlike traditionally popular home video
games, you can take Pokémon anywhere. Nintendo Co. Ltd.
President Hiroshi Yamauchi told a crowd at the company’s
Space World "97 exhibition, “I want people all over the
world to play Pokémon. First in the U.S. But people in
different countries have different tastes. So changes must be
made, and we are working on that.”

Even though Yamauchi was steadfast, Nintendo was never
sure Pokémon’s appeal in Japan would translate to American
gamers. After all, it is a fairly complicated and unusual
game, and Nintendo of America had few raw
materials to build a Pokémon hype machine back
when Red and Blue launched here last September.
“We didn’t have any artwork or TV shows as a
reference,” Tilden said. “We just had a
Game Boy game. So we went to great
lengths to localize the game, to
make it just as intriguing for
American players as in Japan.”

Tilden added that Nintendo

actually had to reprogram

Pokémon Red and Blue instead of
just translating the Japanese text
(which would explain many of the
subtle differences between the U.S. and

§d
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Stuffed Marril

This Pokemon is from the upcoming
Gold and Silver versions of the
‘game. But for $60, you have 10 be
pretty hartcore to order one.

9339




Pokemon Keychain
This little wind-up Japanese Pokémon keychain is both silly and
lame at the same time. The littie Pokémon inside barely move!

93333

Japanese versions). “Because the original creators, Game Freak
and Creatures, had taken six years to build the game, the code
was somewhat fragile, so we couldn't directly port the game to
English.”

One of the first steps was changing the names of the 150
Pokémon into names that kids in the U.S. would understand.
While Pikachu was still called Pikachu (“pika” in Japanese
means a flash of light), American kids might not have accepted
Fushigidane as much as the altered name—Bulbasaur. To make
sure that each name was unique only to Pokémon, Nintendo
trademarked all 150 monster names.

A small team at NOA’s Redmond, Wash., headquarters came
up with the names for the U.S. versions’ monsters. Headed by
Hiro Nakamura, they eyeballed each Pokémon’s appearance

“..1 was told was that this kind of
thing would never appeal to
American audiences.” —Shigeru Miyamoto

and characteristics, then submitted names to the game’s
creators in Japan for approval. “It's not just the way the
Pokémon look that determines what they're called,” Tilden told
us, “It’s also their attacks and powers and what kind of
Pokémon they are. Like Snorlax has a sleep spell. And if they
evolve, you have to think of how the name fits the first, second
and third phase of this character.”

Meanwhile, Nintendo of America purchased the rights to all
things Pokémon, thus locking up the rights to the TV show,
merchandise and the Pokémon name everywhere in the world
except Asia. Then NOA kicked off a $20 million marketing
campaign to support the launch of Pokémon Red and Blue, the
animated series, the toy line—everything. Nintendo held its
first and most spectacular publicity stunt in Topeka, Kan.,
which the mayor renamed ToPikachu for one day while cargo
planes carpet bombed 10,000 kids with Pokémon toys. From
there, Nintendo reps piled into 10 Volkswagen Beetles painted
like oversized Pikachus and zoomed to 10 cities across the
country. Nintendo also mass mailed more than 1 million

i 0 op: inded gamers that lained the game’s
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A GRUDGE MATCH
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I Gity Studios, Inc. and Ambiin Enfef Warpattiis a trademark of Universal cny Studios,
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The most vicious predators in history are back
from extinction and ready to fight. Battle

to the death against a Mega Raptor or 13
other savage dinosaurs. Crush objects and

feast on edible power-ups in over a dozen

arenas from The Lost World and Jurassic
Park. Because when these flesh-ripping

claws and bonecrushing jaws meet, the

only instincts that matter are kill and cat.

www.warpathgame.com
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Pokémon Bubbles
Adorable. Unscrew the lids and biow the tiniest little bubbles.
So darmed cute, éven an agitated Mankey will enjoy them.
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workings, introduced some of its 150 monsters and previewed

the animated series.

) All Nintendo coulf do was wait for Pdkémon’s release date —
\ 1 Sept. 27, 1998—to come and go to see if the preparation paid
off. As we all now know, it did. In the first two weeks of its
availability, Pokéman became the fastest-selling Game Boy title
ever, selling 200,000 copies. Pokémon’s success even took:
Nintendo's top brass in Japan by surprise. “When we started
this project in Japan, one of the first things | was told was that
this kind of thing would never appeal to American audiences,”
Miyamoto told us. “They said, ‘Because the characters are in a
very Japanese style, you cannot sell them to Americans.’ So
from the very beginning, | never thought there would be an
English version. Now, it’s just as popular in the United States
[as in Japan], and | realized that we shouldn’t always believe
the opinions of conservative marketers.”

Today, Nintendo is pushing the competitive aspect of
Pokémon —the link-cable feature that lets you battle your best
pocket monsters against a pal’s—by holding special
tournaments across the country. The tour hit malls in 19 cities
this summer, with tens of thousands of Pokémon fans earning
badges by participating. Nintendo recently extended the tour
and is now giving away the 151st Pokémon, Mew, at these
events. Check www.pokemon.com for a listing of tour dates

and cities.
Pokemon Books And, of course, Nintendo is readying several new Pokémon
This one's pretty straightforward— titles for U.S. launch. First up is Pokémon Yellow. Hitting the
books based on the TV show.
9
Pokémon
Lunch Box
SN Kids wil love this
‘,’,‘f,ﬁ.,;’( durable lunch box
S - from Thermos. Some
come with a

thermos and special
oringle container
inside. Gool.

9

There are two Pokémon Center stores in Japan, in Tokyo and
Osaka, respectively. Each one is filled 1o the brim with Pokémon
goods. The shops are so popular with kids all around Japan that
people come from all around just to shop here.



"60." miss the animated series on
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ouU own contains a menster!
\ Monster Rancher 2 can unleash hundreds of

monsters from your common household CDs. That's
right-you can actually use this game software to
spawn unique monsters from any CD you own-
music CDs, PC software CDs, or even other
gcme CDs: EVERY CD YOU OWN.

.YOU'RE THE MASTER: fully interact
with your new pets

.Hundreds of new monsters with
monslrous attitudes

J . Unlock secret expeditions,

levels, and monsters

Rel ter Rancher 1

your N
monsters into the world of
Monster Rancher 2

For 1 or 2 PLAYERS

Start unleashing your
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Pokemon Figurines
Stuft like this is always fun to have around.
Especially if you're a Pokémaniac. And they're cheap.

9

Game Boy in October (it doesn't take advantage of the Game

Pokémon Challenge Boy Color’s full palette), Yellow follows the TV show more
A two-player spinning top game closely than the original, but has the same gameplay as Red
from Tiger. How do you win? Well, and Blue at its core. Pokémon Stadium for the Nintendo 64 will
hasically the last top spinning is hit in March, and Nintendo’s still evaluating Pikachu Genki De
the winaer. Un...fua? Chu—the Japanese N64 game that lets you talk to Pikachu with
'i 999 a special microphone peripheral—to see how hard it would be
to alter the voice-recognition system so it understands English.

But it's the sequel—Pokémon Gold and Silver—that have
Poké-freaks in an I-can’t-wait frenzy. These Game Boy Color
titles are the true sequels to Red and Blue in every way, with a
new story, new characters, a new world to explore and 120 new
monsters. You won't get to play them for a while, though. Gold
and Silver aren’t due in the U.S. until at least next fall, and
Nintendo has barely begun localizing the games. “Translation
work hasn’t begun on the game itself,” Tilden said, “but some
of those Pokémon are already featured in the show, and a few
are in the upcoming movie, so we have worked on coming up
with those new names.”

At this point, Nintendo could name Gold and Silver’s critters
after the kids on Brady Bunch and the games would still sell a
few billion copies, but that doesn’t mean Pokémon will remain
Nintendo’s cutesy cash cow forever. “You don’t know with these
things,” Roth said. “I don’t want to make a cop-out and say it's
just a fad, but that's what it is. This too will have its peak. It
won't be around for the next 20 years, | don’t think.”

Whatever Pokémon’s lifespan, this humble little Game Boy
Al game has already accomplished more than anyone expected.
L Looking forward, we're certain the movie will be a hit; Pokémon
Yellow, Gold and Silver will be blockbusters; and the
merchandise will get more varied and bizarre. But even if the
franchise Pikachu built dries up sooner rather than later, there
are those at Nintendo who will always like Pokémon for what it
is—a good game. “The point was not to make something that
would sell, something very popular, but to love something and
make something that we creators can love,” Miyamoto said.

“It's the very core feeling we
should have in making

‘\7\” games.”

Pokémon Toaster =
Throw in some bread, put it over

some heat and you have yourself

some branded toast. Leave it 1o the

Japanese. We love it.

993393

v 180



THE
A KAMIKAZE & A IBI!ME EILPEIILSE PILOT?
[S8313W2)

PERFECT AERIAL STUNTS AND FORMATION PILOT ONE OF 11 DIFFERENT JETS FIVE MODES INCLUDING BLUE IMPULSE
FLYING IN 20 TRAINING MISSIONS. FROM THE F-86F SABRE TO THE F-150). MISSION, FREE FLIGHT AND EXHIBITION.
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RACE THROYGH MOYNTAINS,
VALLEYS, BEACHES, AND MORE
WITH Team Syzvki ALSTARE,
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RACING SYPERBIKES IN THE GREAT OUTDOORS?
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The Heroes: Ash, Misty, Brock
and Pikachu. Ash is on his way
1o hecoming the world’s
oreatest Pokémon master,
whereas Brock wants to become
a skilled Pokémon breeder and
Misty hopes to be the best at
everything.

The Enemies: Team Rocket biast
off at the speed of light!
Surrender now, or prepare to
fight. Jesse, James and Meowth
want 1o steal Ash's Pikachu and
other rare Pokémon so they can
get in their boss’ favor.

TV Show Pokedex

Although missing the infamous seizure-inducing scenes, Pokémon debuted on TV screens in nearly
every market in the U.S. on Sept. 7, 1998, and quickly became a top-rated syndicated show. Funny
thing: When Nintendo and 4Kids Productions launched the series here, the game wasn't even available,
but the show helped build hype toward its release a few weeks later. Not only is the show based on the
game, it actually follows the game’s events (with some divergence to mix things up a bit and keep it
fresh) and gives players tips on how to become a better trainer. Heck, you can almost use the show as a
strategy guide. For instance, Ash learns in the show that rock-type Pokémon are weak against water-
type. And if you're playing and watching the show at the same time, but not quite sure which town you
should be traveling to next, you can find out by following the show’s continuity.

Monsters from Gold and Silver have been introduced slowly into the TV show in Japan, mainly
because the release date of the game has been pushed back so many times. But on Oct. 14, the show
will start to have a more Gold and Silver slant, introducing the new monsters. Don’t worry: Ash is likely

to remain the main character.

Kids WB has taken over airing the show in the U.S., and will run the origi

nal 52 episodes in addition

to 52 brand-new episodes. So if you're a Poké-freak who needs your daily Pikachu fix, you can get it six

times a day on your local WB affiliate.

If you're getting into the TV show late, or are slowly watching all of the first 52 episodes, we've
compiled this handy Episode Guide of the first season. Have you seen "em all?

1: Pokemaon, | Choose You!

Who's That Pokémon: Pikachu

Ash begins his Pokémon training. He receives a
Pikachu from Professor Oak, but this Pika-pal is a
stubborn Pokémon, refusing to be friends with
him. A run-in with a horde of nasty Spearows puts
Pikachu in danger.

2: Pokemon Emergency!

Who's That Pokémon: Koffing

Ash races to the Pokémon Center in Veridian City,
where Pikachu is nursed back to health. Team
Rocket bursts onto the scene to steal the rare
Pokémon staying in the Center, but with the help
of Pikachu, they are blasted.

3: Ash Catches A Pokemon

Who's That Pokémon: Caterpie

After plenty of trying, Ash catches a Caterpie.
It takes an immediate liking to Misty, who
hates bugs (but loves other types of Pokémon).
Caterpie helps defeat Team Rocket and evolves
into Metapod.

4: Challenge of the Samurai
Who's That Pokémon: Metapod

Just as Ash is about to catch a Weedle, a
Samurai challenges him. Their battle is
interrupted by a swarm of Beedrill, and in the
confusion Ash loses Metapod. Will he be able
to get Metapod back without getting stung?

5: Showdown in Pewter City
Who's That Pokémon: Onix

Misty and Ash travel to Pewter City, where Ash
challenges the city’s Gym Leader, Brock. After a
loss, and with the help of Flint, Ash energizes
Pikachu and goes back to take care of Brock. In
the end, Brock joins the two on their Pokémon
journey.

B: Clefairy and the Moon Stone
Who's That Pokémon: Clefairy

The adventurers run into Seymour the Scientist,
who is studying Clefairy and the fabled Moon
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Stone. When Team Rocket show up, they help
the Clefairy defeat them and protect their
precious stone.

7: The Water Flowers of Cerulean
City

Who's That Pokémon: Seel

Our friends end up in Cerulean City, where Ash
challenges the three Sensational Sisters to a
Pokémon match to gain his second badge. Misty
counterchallenges Ash to a battle, but Team
Rocket intervenes.

8: The Path to the Pokemon
League

Who's That Pokémon: Sandshrew

After leaving Cerulean City, Ash & Co. drop by
A.).’s private training gym. A.J. trains his Pokémon
extra hard (and is undefeated in 99 matches).
After his 100th win he'll start going for badges.
Ash, a little too proud of himself for already
acquiring two badges, thinks he'll beat A.J., but
gets proven wrong.

9: The School of Hard Knocks

Who's That Pokémon: Cubone

While Ash is learning how to be a Pokémon
trainer as he goes along, some actually go to
school for it. Ash and Pikachu stumble on a group
of Pokémon Tech students picking on a younger
student, and our friends stick up for him. Turns
out Team Rocket are Pokémon Tech flunkies, too.
But Jezelle, the top student at Pokémon Tech
challenges them to a match.

10: Bulbasaur and the Hidden
Village

Who's That Pokémon: Bulbasaur

Ash, Misty and Brock come across an Oddish
while wandering through the forest, and try to
capture it. But a Bulbasaur appears and stops
them, and the two Pokémon disappear into the
woods. After Brock falls into the river, our friends
come across a Pokémon rest center, where
Melanie nurses injured Pokémon back to health—



Bulbasaur being their guardian. And, Team Rocket
to capture those Pokémon for themselves.

11: Charmander - The Stray
Pokemaon

Who's That Pokémon: Charmander

Finding a Charmander that is stubbornly waiting
for its trainer, our friends stop at a local Pokémon
Center to rest and eat. They overhear the
Charmander’s trainer talking about how he left it
out in the forest. As it’s raining, there’s a danger
that Charmander’s flame will go out and it’ll die.
So our friends save it from danger, and it must
decide whether to go with them or its old,
neglecting trainer.

12: Here Comes The Squirtle Squad
Who's That Pokémon: Squirtle

Our friends meet up with the Squirtle Squad, a
gang of prank-playing Squirtles who're terrorizing
the local town. Jessie and James strike a deal with
the pranksters to help capture Ash’s Pikachu.
Having captured them successfully, Ash tries to
convince them that not all Pokémon trainers or
humans are bad. The Squirtles see the light of
day and help defeat Team Rocket and a new
Pokémon joins Ash’s team.

13: Mystery at the Light House
Who's That Pokémon: Crabby

On the way to Vermillion City, Ash & Co. stop at a
mysterious light house. There they meet Bill, a
researcher studying extinct and rare Pokémon.
Bill has been hoping to meet a faraway Pokémon
for years, and when it comes to visit the light
house, Team Rocket are there to try to capture it.
But they only succeed in scaring it away.

14: Electric Shock Showdown

Who's That Pokémon: Raichu

Will Ash evolve Pikachu into a Raichu? That's the
dilemma at hand in this episode, when they arrive
at Vermillion City. Ash does battle with Lt. Surge,
the town’s Gym Leader, for a Thunder Badge but
Pikachu is defeated. Surge taunts Ash, saying
that he should evolve him into the stronger
Raichu, but Pikachu’s got some attacks that
Surge’s quickly evolved Raichu doesn't.

15: Battie Aboard the St. Anne

Who's That Pokémon: Raticate

Setting sail on the trainer-filled St. Anne, our
friends head toward trouble as the ship’s overrun
by Team Rocket members who start nabbing
everyone’s Pokémon. Ash trades Butterfree for a
Raticate but starts to regret his choice, and James
buys a worthless Magikarp. Ash gets his
Butterfree back and the ship begins to sink...

16: Pokemon Shipwreck

Who's That Pokémon: Magikarp

Trapped in the still-sinking ship, our friends use
their water Pokémon to escape. Team Rocket’s
only water-type monster is Magikarp, which helps
them to escape. Marooned in the middle of the
ocean without food, Team Rocket try to fry up
their fishy Pokémon, but kick it off the makeshift

raft after finding out it’s all bone. It evolves into
Gyardos and exacts some harsh revenge.

17: Island of the Giant Pokemon
Who's That Pokémon: Slowbro

Perhaps the best idea for a Pokémon episode—
subtitle what the Pokémon are saying! When our
friends and Team Rocket land on an island, they
get separated from their Pokémon. They quickly
discover that this is no ordinary island, but
infested with giant-sized Pokémon. As Pikachu,
and the rest of the Pokémon try to find their
trainers, we find out that the island is really an
amusement park.

SKIPPED JAPANESE EPISODE!

18: Holiday at Aopulco

Who's That Pokémon: Obaba

In this episode, Ash and friends find themselves
in a sunny summer paradise. After enjoying a boat
ride they accidentally smash into a dock,
damaging it. The dock’s owner isn’t too pleased,
either, so they offer to help out at his restaurant.
Team Rocket steps in, helping to promote a
competing restaurant. Discovering they still don’t
have enough cash to help pay for the damage to
the dock, they enter Misty in a Pokémon trainer
Swimsuit Competition. Team Rocket—with James
in a rubber, pump up suit—and Gary’s entourage
(Shigeru) compete in it too. There is a flashback
to this episode in episode 26 (Hypno's Naptime),
which did air in the U.S.

18: Tentacool & Tentacruel

Who's That Pokémon: Horsea

After saving a group of construction workers and a
Horsea from imminent doom, our friends find
themselves in Porta Vista. There they meet
Nastina, who's building an amusement park but
having a problem with unruly Tentacool meddling
in her plans. She tries to get Ash & Co. to help,
but Misty (who likes the water-type Pokémon)
refuses to help. Team Rocket, though, isn’t
against it.

19: The Ghost of Maiden's Peak
Who's That Pokémon: Gastly

After hearing the legend of a beautiful maiden
that hangs out near the seaside, Brock and James
begin a fruitless search to find her and capture
her heart. The legends turn out to be false when
our friends find out that the image of the maiden
is just a Gastly. They do battle, but the Gastly
retreats as the sun rises.

20: Bye Bye Butterfree

Who's That Pokémon: Butterfree

A very heartwarming episode of Pokémon where
Ash bids farewell to the first Pokémon that he
captured and trained as it evolved. A Butterfree
festival gives Ash the chance to let his roam free,
and it finds a girlfriend, but is rejected. Ash gives
him a little bow to wear, but it doesn’t please the
girl Butterfree. After Butterfree saves the whole
flock of Butterfree from Team Rocket's clutches,
she warms up to him.
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SKIPPED JAPANESE EPISODE!
18: Holiday at Aopuico
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22: The Tower of
Terror

= o

24: Primeape Goes
Bananas

32: The Flame
Pokémon-athon

21: Abra and the Psychic
Showdown

Who's That Pokémon: Abra

Beating Sabrina, the Saffron City Gym Leader,
isn't going to be as easy as Ash thinks. Our three
adventurers get shrunk down to miniature size
and are used as dolls in Sabrina’s dollhouse when
Ash loses the match against her. They escape and
find out that the only way to beat her is to use a
ghost Pokémon in Lavender City.

22: The Tower of Terror

Who's That Pokémon: Gengar

The three arrive at Pokémon Tower to nab a ghost
Pokémon so that Ash can defeat Sabrina. Ash,
Pikachu and Charmander venture in alone after
one ghostly experience scares off Brock and
Misty. After a run-in with the ghosts, Ash and
Pikachu become ghosts themselves to have some
fun. In the end, Ash does get a ghost-type
Pokémon. We also get an inkling that Misty might
actually care about Ash.

23: Haunter Vs. Kadabra

Who's That Pokémon: Haunter

Ash and Haunter return to the ring against
Sabrina, but Haunter deserts Ash when called
upon for battle. Brock and Misty are turned into
dolls, while Ash escapes. He finds Haunter, and
goes back to battle Sabrina, but Haunter deserts
again. But Haunter does help Sabrina find her
true self, and Ash gets a Marsh Badge in the
process.

24: Primeape Goes Bananas

Who's That Pokémon: Primeape

On their way to Celadon City, our adventurers run
into a wild Mankey. Determined to get more new
Pokémon, Ash tries to capture it, but only ends up
making it angry (driving it to steal his Pokémon
League Expo Hat). When Team Rocket appear and
kick Mankey, it makes him evolve into Primeape—
and Ash has to figure out how to beat him.

25: Pokemon Scent-sation

Who’s That Pokémon: Gloom

Something smells fishy in Celadon City, and it’s
Ash! After declaring that he hates perfume, he's
banned from battling the Gym Leader (so he can't
get the next badge). He teams up with Team
Rocket, for the moment, and disguises himself as
a girl to get into the Gym. He's soon found out,
but still gets to battle the Gym Leader and save
the gym from Team Rocket.

26: Hupno's Naptime

Who's That Pokémon: Psyduck

As our friends arrive in Hop Hop Hop Town, Ash is
attacked by a Mother who thinks he’s her missing
son Arnold. They find out that Hypno was making
the kids (Misty too!) act like Pokémon, and help
them snap out of it after getting rid of Team
Rocket. Misty gets Psyduck, too!

27: Pokemon Fashion Flash
Who's That Pokémon: Vulpix
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Team Rocket puts their fashion knowledge to use
by opening a Pokémon Beauty Salon as a front to
steal rare Pokémon. Ash & Co. meet with Susie, a
Pokémon breeding expert, and Brock falls in
love—asking her to accept him as her pupil. Misty
gets kidnapped by Jessie and James, but Ash and
Brock battle them and save her. Brock gets Vulpix.

28: The Punchy Pokemon

Who's That Pokémon: Hitmonchan

Our friends come across what they think is a wild
Hitmonchan, and Pikachu tries to box it, but gets
the bejeezus beaten out of him. They find out
Hitmonchan belongs to Anthony, the city’s Gym
Leader. After promising his daughter that they'll
get him to retire from Pokémon training, they
enter the P-1 Fighting Pokémon tournament. Ash
says goodbye to Primape, for now.

29: Sparks Fly for Magnemite

Who's That Pokémon: Magnemite

As they arrive in the aptly named Gringey City,
Pikachu starts losing energy and gets seriously
ill. They take him to the city’s Pokémon Center,
but the power goes out because hordes of Grimer
have clogged up the hydroelectric power intakes.
Magnenmite, attracted to Pikachu for some strange
reason, give our friends a helping hand.

30: Dig Those Diglett!

Who's That Pokémon: Diglett

On their way to Fuchsia Gym, our friends stumble
upon a Dam Construction Site, who's got a little
problem with interfering Diglett. But no Pokémon
will battle the Diglett! They discover that the
reason is that the Dam is being built on top of
Diglett and Dugtrio’s homes, Koffing and Ekans
evolve into Wheezing and Arbok.

31: The Ninja Poke-Showdown
Who's That Pokémon: Venonat

Ash and friends arrive at Fuchsia Gym by accident
as they enter a mysterious house filled with
booby traps. As Ash goes for a Soul Badge
against Koga, the Gym Leader, Team Rocket
bursts onto the scene. Psyduck knocks Team
Rocket into orbit in time for Ash and Koga to
continue their battle.

32: The Flame Pokemon-athon
Who's That Pokémon: Ponyta

Welcome to the Big P Ranch, where the Laramie
family raises fire-type Pokémon in their natural
habitat. The group befriends Lara Laramie, whose
Ponyta is a contender in her family’s festival
Pokémon Race. But Dario, a Dodrio trainer, is up
to no good. He hires Team Rocket to sabotage
Lara. Ash takes her place with Ponyta in the race,
but can he avoid Jessie and James’ traps and win?

33: The Kangaskhan Kid

Who's That Pokémon: Kangaskhan

Arriving at the Safari Zone, our friends are
apprehended by Officer Jenny, who mistakes them
for Pokémon poachers. After explaining that
they're in a Pokémon reserve, our friends go with



her to stop Team Rocket from capturing a herd of
Kangaskhan. Tommy, a young boy who was raised
by the Kangaskhan, throws a wrench into all their
plans (helping to defeat a mechanical
Kangaskhan), and Ash reunites him with his
parents.

SKIPPED JAPANESE EPISODE!

35 Legend of Dratini

Who's That Pokémon: Dratini

Still in the Safari Zone, the group finds itself at
the Warden’s house. The Warden’s a strange
fellow who's just a little trigger-happy (pointing
guns at just about everyone). But he did catch a
Dratini once, and when Team Rocket finds out
they want a piece of that action. They
torture him to find out where the Dratini is, and
Ash, Misty and Brock arrive just i time to stop
them from capturing it.

34: The Bridge Bike Gang

Who's That Pokémon: Cloyster

Finally out of the Safari Zone, they arrive at the
bridge to Sunny Town. They can't cross on foot,
but Nurse Joy sends them on an errand so they
can bike across. They run into a gang of bikers
and start battling when Jessie and James (who
are infamous biker gang members) show up.
Officer Jenny breaks it up, and they continue
across the bridge.

35: Ditto's Mysterious Mansion
Who's That Pokémon: Ditto

There’s trouble at the House of Imite! Ash and
friends stumble upon a mysterious house during a
rainstorm, meeting up with Duplica and her Ditto.
But her Ditto can’t transform into other Pokémon
perfectly. That is, until Team Rocket gets ahold of
it! Contains one of the funniest moments in the
show—the good guys doing their version of the
Team Rocket theme.

SKIPPED JAPANESE EPISODE!

38: Electric Soldier Porygon

Who's That Pokémon: Porygon

Our friends get transported into the Pokémon
Transfer System to check out a bug, but find Team
Rocket’s inside up to no good. They're able to
vanquish team rocket, ending with the flashing
blue and red sequence that gave hundreds of kids
seizures in Japan. While one of the better
episodes of the show, this one won’t be seen
again in Japan, but 4Kids Productions does want
to translate and edit it to run in the U.S.

SKIPPED JAPANESE EPISODE!

i ial: Junx's
Who's That Pokémon: Jynx
This episode was originally supposed to air the
week after Electric Soldier Porygon, but, because
of the epileptic seizures incident, it never aired on
TV (Pokémon was taken off the air for a few
months). Jessie is haunted by a memory she has
of a Jynx short-changing her on Christmas. She
mistakes the Jynx as the real Santa Claus, so she
goes on a quest to exact her revenge. Ash and

friends show up at the North Pole just in time to
save the real Santa from being nabbed by Team
Rocket, and the Jynx send Jessie, James and
Meowth flying.

36: Pikachu's Goodbye

Who's That Pokémon: Pikachu

As they're walking through the forest, our friends
run across a group of wild Pikachu frolicking.
They're scared of Ash and the rest of the group,
until Ash’s Pikachu saves one of them from a
watery grave. Team Rocket shows up and tries to
nab them all, but there are some holes in their
plan (or their net). Will Ash say goodbye to his
Pikachu, leaving him with the pack of wild
Pikachu? A new song is debuted in this episode.

37: The Battling Eevee Brothers
Who's That Pokémon: Eevee

After finding an Eevee tied up, our friends travel
to Stone Town (known for its evolution stones) to
return it to its owner. Mikey, its trainer, can’t
decide which Pokémon to make his Eevee evolve
into—and gets pressure from his brothers (who
have three different kinds of Eevee evolutions) to
make up his mind. Team Rocket shows up to nab
all the evolved Pokémon, but Mikey and his
brothers foil their plans.

38: Wake Up Snorlax

Who's That Pokémon: Snorlax

An old man by the side of the road plays the
group a song on his Pokéflute, expecting
something in return. The town they stop in is
running out of food because the river that flows
through their town has stopped flowing. They find
out that a snoozing Snorlax is the cause of the
problem, and after trying everything possible to
awaken it—even with Team Rocket’s “help” —they
get the old man to help them move him and
restore the river to normal.

39: Showdown at Dark City

Who's That Pokémon: Scyther

Rival Pokémon trainer gangs? Dark City is
terrorized by battling gangs of trainers, the Yaz
Gym and the Kaz Gym, who want control of the
town’s Gym purely for the money to be made. To
teach them a lesson, they’re covered in ketchup
50 that their Pokémon (who are enraged by red)
turn on them. But that only makes the gangs
combine efforts and attack Ash & Co.

40: March of the Exeggcutor
Squad

Who's That Pokémon: Exeggcute

Melvin the Magician’s carnival magic act is in
serious need of help. After Misty helps him, he
shows them his tricks and hypnotizes Ash to
make him do his dirty work and capture some
Exeggcutor. But things go awry and the
Exeggcutor go on a stampede through the
carnival. Melvin and Charmander save the day,
and Charmander evolves into Charmeleon!

35: Ditto's Musterious
Mansion

39: Showdown at
Dark City



You can see some scenes from
the Japanese intro in the
American show, but not these.
Character names are a hit
different, too:

Who's That Pokémon? is also in
the Japanese version of the
show. 0f course, the names of
the Pokémon are different.

41: The Problem With Paras

Who's That Pokémon: Paras

This is the first episode of Pokémon run on

Kids WB. We meet up with Cassandra, a Pokémon
good samaritan whose Paras is a real wimp.

She wants it to evolve into Parasect so she can
make a potion to help Pokémon everywhere.
Everyone (even Team Rocket) helps Cassandra
meet her goal, but a disobedient Charmeleon
makes things difficult.

42: The Song of Jigglypuft

Who's That Pokémon: Jigglypuff

Jigglypuff can’t get any respect. Everytime it sings
its song, it puts people to sleep! When that
happens, he likes to draw all over the snoozing
audiences’ faces. And, this particular )igglypuff
doesn’t like Pikachu much, either. Team Rocket
tries to harness )igglypuff’s power, but it puts
everyone to sleep, no matter how hard they try

to stay awake.

43: Attack of the Prehistoric
Pokemon

Who's That Pokémon: Kabutops

Our friends take part in the Great Fossil Rush,
but end up getting more than they bargained
for. They end up accidentally in a cave that’s
full of prehistoric Pokémon that haven't been
seen for millions of years. Aerodactyl takes Ash
for a ride, and Charmeleon evolves into Charizard
to “help” Ash escape its clutches. And what's
this? Ash wakes up to find a mysterious
egg...what could it be?

44: A Chansey Operation

Who's That Pokémon: Arbok

After Pikachu chokes on an apple (that's what you
get when you eat "em whole), they rush to get
help. Finding no Pokémon Center in the area
they're forced to take him to a human hospital.
After being taken care of comes word of a big
accident which involved many Pokémon. Ash and
friends help treat the Pokémon while thwarting
Team Rocket’s attempts at capturing them.

45: Holy Matrimony!

Who's That Pokémon: Growlithe

If James doesn’t marry his fiancee, Jezebel,
within 24 hours, he won't collect his inheritance,
or so the plot goes. His parents fake their own
death to try to trick James into marrying Jezebel
(who looks like Jesse). He refuses, turning to

his childhood Pokémon friend Growlithe as well
as Ash for assistance in fending off the advances
of Jezebel.

46: So Near, Yet So Farfetch'd

Who's That Pokémon: Farfetch'd

The trio are all excited after seeing a Farferchd in
the forest. But things aren’t always as they seem,
as this Farfetch'd is helping a thief rob trainers of
their monsters. He even fools Team Rocket,
stealing their Pokémon too. Will they be able to
get them all back?
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47: Who Gets to Keep Togepi?
Who's That Pokémon: Aerodactyl

Now that they've been carrying around that egg
for four episodes, we get to find out what's in it.
It's a game of hot potato as our friends and Team
Rocket try to be the ones who keep the
mysterious egg (and get it to hatch). It hatches
into Togepi and after battling for it, Ash wins, but
Misty did see it first.

48: Bulbasaur's Musterious Garden
Who's That Pokémon: Ivysaur

Bulbasaur’s bulb starts to glow, indicating that
it's about to evolve. As part of its evolution, it
makes a pilgrimage to the Mysterious Garden.
Ash and friends follow it to a garden filled with
other Bulbasaur, Ivysaur and Venusaur. Bulbasaur
doesn’t want to evolve, and Ash tries to convince
the others to accept his choice.

49: Case of the K-9 Caper

Who's That Pokémon: Vileplume

After seeing a Police K-g trainer in “action,” Ash
and Pikachu decide to take part in the training
too. They fail...miserably. Team Rocket shows up
and gases the place, making everyone’s voices
change. They then imitate Officer Jenny and Ash
to get Growlithe and Pikachu to turn on them. In
the end, their Pokémon see through the act and
get rid of Team Rocket.

50: Pokemon Paparazzi

Who's That Pokémon: Geodude

The travelers meet up with Todd, a Pokémon
hired by Team Rocket—disgui:

as senior citizens—to “capture” Pikachu. Of

course, Team Rocket doesn’t understand that he’s

a photographer. After multiple tries to find

Pikachu’s natural poses, Team Rocket realizes

their mistake, taking matters into their own

hands. So the trio becomes a foursome, at least

for a little while. If you've played Snap, you'll

recognize Todd, who is the star of that game.

51: The Ultimate Test

Who's That Pokémon: Vulpix

Can Ash pass the test to be accepted into the
Pokémon League? He thinks so, but it’s harder
than it looks. Team Rocket takes the test too, and
the final exam is a hands-on battle using random
Pokémon. James breaks the rules and gets
expelled, but Ash does pretty well (before Team
Rocket interferes, that is). Maybe collecting the
badges would be easier, though, eh?

52: The Breeding Center Secret
Who's That Pokémon: Psyduck

In this episode we meet Butch and Cassidy, two
more members of Team Rocket, who are stealing
Pokémon under the guise of a Pokémon Breeding
Center. Misty leaves Psyduck there, but they
discover they need Psyduck (for a change!) and
g0 back to retrieve him, discovering what Butch
and Cassidy are up to. This is the last episode of
the first season, and is also the episode where
Todd leaves the group.
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Poke-Flix

Mewtwo Strikes Back

If you've seen Mewtwo in the game, you know that he’s one tough customer. In
this first Pokémon movie, which hits U.S. theaters on Nov. 12, we get to see the
story behind Mewtwo, who was genetically created by scientists as the ultimate
rare Pokémon. Things go horribly wrong as Mewtwo goes a little berserk,
escaping from his test tube. After some training by the mysterious leader of
Team Rocket, he escapes from his binds and flies to a faraway island. He
elevates himself a level above Pokémon, who he thinks are only for fighting, and
he invites trainers from across the land to come to the island. Little do they
know why they’re actually being brought to the island. It's a kind of “Enter the
Dragon” meets “Goonies”-type movie. Compared to the series itself, Mewtwo
Strikes Back is a lot darker, more foreboding flick. It's well-paced and the ending
(which we won't spoil) might bring a tear to the eye of the young Poké-fanatic.

This is the first theatrical Pokémon movie, originally released in Japan during
the summer of '98. Warner Bros. is distributing in the U.S. and abroad, except in

ﬁf~’ﬁf£/\l"

Asia. The music from the original Japanese movie will be completely replaced by Mewtwo is one badass Pokémon. He invites
all-new music, with a soundtrack album to be released by Atlantic Records. Only trainers around the world to his island to
female teen pop group M2M has been confirmed as performing on the prove he's not just a fighting monster.

soundtrack, while rumors abound that Canadian band Len will rerecord the
show’s main theme for the movie's opening.

Pikachu’s Summer Vacation

Pikachu’s Summer Vacation (called Pikachu no Natsu Yasumi in Japan) is a
22-minute short film to be shown before Mewtwo Strikes Back. It takes place in
a Pokémon resort and opens with Pikachu and friends trying to stop Togepi from
crying. Of course, things end up going horribly wrong as the good guys have a
run-in with a gang of not-so-nice Pokémon: Snubble, Marril, Raichu and Cubone.
But they come together in the end to help a Pokémon in need.

Summer Vacation isn't like the rest of the TV series —there’s very little
dialogue. What's there is mostly Poké-speak—weighing in heavily on the
cuteness factor (and when we say heavily, we mean bordering on vomit-inducing "
cuteness for those uninitiated with the show). Pikachu fans will get the most Pikachu hangs on for dear life after falling
enjoyment out of it, but it's also the first time U.S. audiences will see Snubble into the river in Pikachu’s Summer Vacation.
and Marril, which are both in Pokémon Gold and Silver.

The teaser poster for the
U.S. movie (far left), and the
new Japanese movies—
Pikachu Tankentai (Pikachu
Explorers, middie) and
Revelations Lugia (right).
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Fat tires and a serious attitude. It's a lethal combination that will take you just

about anyplace, any time. So choose your vehicle wisely, then get off the asphalt
and shout the monosyllabic mantra of 4-wheelers everywhere —Dirt good.
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What's Next?
/’: 3_ Pokemaon Silver And Gold Set To

[ ( Deliver Your Next Poke-Fix
1 On Nov. 21, kids across Japan will get to play what they've
. been waiting over two years for—Pokémon Gold and Silver.
1 Unlike the first game’s variations of color, these two games are
the true sequels in the Pokémon franchise. At Nintendo’s Space
\ World '99 expo, 280 game stations were set up, split between

1 Gold and Silver. They quickly filled up with kids anxious to get
their hands on the new games, with wait times creeping to
more than an hour for 5-10 minutes of playing time. Keep in
mind that all the details below cover the Japanese version of
the game. Many of the details here (such as names of

Pokémon, places and characters) will be changed for the

U.S. version scheduled for release in fall 2000.

> Pokémon Gold and Silver take full advantage of the

Game Boy Color's hardware and its 52-color palette, while
remaining backwardly compatible with the earlier iterations
Pokémon Gold and of Game Boy hardware. The first thing you'll notice when
Silver’s brand-new booting up the game is just how much difference color makes.
main character is You can even choose the look of pop-up windows from eight
ready 0 setoff ona ifterent styles. If you've played the previous versions of
rand-new POKEMON 01 ang are attached to the monsters you collected, you
dventurs! can link up and transfer them to the new game. Feel like
printing out your favorite Pokémon’s data? Hook up the Game
Boy Printer and go to town.

The game begins, like the first one, with Professor Oak (or
Orchid, as in the Japanese version) telling you about the
Pokémon world, preparing you for your journey ahead. Gone
is Ash Ketchum (or Satoshi, in the Japanese game), replaced by
a new trainer. This new trainer doesn’t have a main name yet.
At Space World, the name choices were Gold, Hiroki, Tetsuo
and Takashi in the Gold version, and Silver, Kamon, Tooru and
Masao in the Silver version. Like the first Pokémon, your goal
is to become the world’s greatest Pokémon trainer, and you
have a new rival to boot. Your rival this time is more evil—he
has actually stolen a Pokémon from Dr. Utsugi (the Pokémon
expert who gives you your first Pokémon a la Professor Oak in
the first game).

At the beginning, you are asked to set the game’s clock to the
current time. The game runs in real time, so some monsters will
only appear in the morning hours, some only during the day
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and others show up only at night. So instead of playing You ot only

whenever you've got time, this requires you to play during the  paye to deal with

day and night so you can catch all the Pokémon in the game. playing during

As time passes, the environments you're in will change as well.  the tay, but at y

As it gets dark in real lfe, it will get dark in the game. There's night too! Some v

reportedly over 200 Pokémon in the game, with about 100 monsters will s

brand-new monsters, but Nintendo is keeping the exact only appear M~ [} e
during the ¥

number a secret until the game debuts. It's rumored that not all ¢
the monsters from the hrs% game are in the sequel, but at least OVonly oS, § “““ “
the more popular ones are (Rattata, Caterpie, Kakuna and
Metapod were all in the Space World version). Some of the new
monsters are pre-evolved or further-evolved versions of already
known Pokémon. For instance, Elekid is an early evolution of
Electrabuzz, and a pre-evolved form of Pikachu is rumored to
be in the game as well (but hasn’t been confirmed).

Gold and Silver take place in the same world as the original,
but in a different area, called Jouto. You begin the game in

TADIBAZS

Tl 12

Wakaba town, leaving your home as Ash did (after getting <

some advice from your Mom) then going to the town’s J

Pokémon research facility, headed up by Dr. Utsugi. Here () /

you choose which Pokémon you'll begin the game with A N

in Japanese)—a blue alligator who is Gold/Silver’s Squirtle
type character, and who evolves into Alligates; Hinoarashi—a
flaming porcupine-type character, who evolves into
Magmarashi; and Chicolita, a plant-type Pokémon that looks
like a Victreebel or Bellsprout. All three have male/female

forms and will evolve twice. Elekid

Male and female-type, you say? That's right. In the new

from three choices: Waninoko (literally “juvenile alligator” \ K VH
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The new Pokégear keeps track
of time, acts as a cellular
phone, radio and more.

games, there are male and female Pokémon, which becomes
important if you decide to breed them. There are even genders
for those Pokémon brought over from the older game. It’s not
exactly clear at this point how this will be achieved, but it's
thought that you'll be able to breed your Pokémon to produce
an egg. What that egg hatches into will be determined by the
stats of the monsters you mated.

This time around, if a trainer you're fighting has items, then it
can use them on their Pokémon. So let’s say you've gotten your
opponent’s Pikachu down to near-zero health, it can eat some
fruit and replenish its life. That's going to make fights with Gym

Eager Poké-fans line up and wait for over an hour 1o get their
hands on Gold and Silver for five minutes.

Leaders that much harder. Speaking of items, you can now find
nuts or fruits hidden in the overworld inside plants. Giving
these fruits and nuts to your Pokémon will replenish their life.
To make it easier to store items, your character has a backpack.
It has several pockets, each for storing a different type of item:
Regular Items, Pokéballs, miscellaneous important stuff and
Hidden Machines. So you won't have to go through your entire
stock of items just to find where your hidden machines are, just
g0 to the right pocket in your backpack.

Perhaps the newest thing in the game is the Pokégear, a
wrist-mounted do-it-all machine that brings many new facets to
the way you play Pokémon. In addition to keeping the time, it
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also acts as a cellular phone and radio. You can Q)
upgrade your Pokégear by adding or buying

upgrade cards, which give it new abilities and options, such as
the ability to listen to all the radio stations (there are several,
including a station with just music), and view a world map.
During the game you'll collect trainer phone numbers that you
can call if you need advice, etc. Listening to the radio will give
you information on Pokémon seminars so you can learn
techniques that will help you become a better trainer. Professor
Oak can be heard from via the radio feature of the game. There
are even events that will take place only on certain days (yup
they're going to make you play this one every day!).

Aside from the Pokégear, Professor Oak has also updated his
Pokédex, making it easier to use and as comprehensive as
possible. In fact, you'll meet up with him early on in the game,
where he'll give you a Pokémon book, for data on new
monsters in the game beginning at #152 (right after Mew).

There were eight different Gym Leaders in the version shown
at Space World, all named after plants or flowers—Hayato,
Tsukushi, Akane, Matsuba, Shijima, Mikan, Yanagi and Ibuki.

Some of the monsters from the new games have already
appeared in the Pokémon TV show and the movies in Japan,
but they'll start appearing more regularly in the series
beginning Oct. 14 in Japan. It's likely that we won't start seeing
these new Gold/Silver Pokémon until around the time those
games are ready for release here.




And The Rest...

You may have to wait until next fall to play Gold and Silver,
but that doesn’t mean you'll spend the next 11 months in a
Poké-drought. You probably already have Pokémon Snap and
Pokémon Pinball to play with, and Nintendo has a couple of
other Pokémon games on the way to tide you over 'til Gold
and Silver’s release.

First up is Pokémon Yellow, due in October. Although it
packs the same basic story as Red and Blue, Yellow offers lots |
of little touches that'll tickle any Pokémaniac’s fancy. For
starters, you get Pikachu right from the get-go. He follows as
you wander around the world, and you can talk to him at
anytime just by looking his way and tapping the A button (the
game stores several digitized Pikachu sounds). Pikachu will
also act more and more friendly toward you throughout the
game as long as you use him frequently in battle, give him
healing potions and teach him new Technical Machine skills.

Pokémon Yellow also takes on more of the flavor of the TV
show. The same Team Rocket members you know from the
series appear in Yellow, including Jesse, James, Meowth,
Koffing and Ekans. The game packs new art for all the
monsters, as well as new abilities for several Pokémon.

Unfortunately, you won't find any new pocket monsters in
the game. Yellow does include a different allotment of
critters, and you’ll be able to collect Bulbasaur, Charmander
and Squirtle instead of having to trade for them. Yellow’s best
feature is its Game Boy Printer support. Hook up the printer
and you can squirt out pictures and stats of your Pokémon to
create your own real-life Pokédex, or just print out lists of
Pokémon you have in storage. The only feature Yellow lacks is
full-color support for the Game Boy Color, but we figure all
the tweaks and hidden mini-games make up for that.

Next up is Pokémon Stadium for the Nintendo 64. This
game, which arrives here in March 2000, lets you load
your Pokémon into an Né4 cart via the Transfer Pak and
battle them in a 3D arena. Your friends can also load their
pocket monsters and pit them against your own. There’s no
real story here. Combat uses the same menu-based system
of the Game Boy games. But we gotta admit it’s still pretty
cool to watch your Pokémon wield their attacks on your TV
screen in snazzy 3D.




he Pokémeon-Gard-Game is a Hit
on Both Sides of the Pacific

If you're looking for a new way to get in some Pokémon play
time but don’t necessarily want it to involve a video game
system, look for Paké-fun in the form of Wizard’s of the
Coasts’ Pokémon Trading Card Game. The American version of
this particular Pokémon-licensed money-maker is actually
based on the Pokémon card game in |apan, which was
originally designed back in 1996 by Pokémon co-creator
Tsunekazu Ishihara. Since its inception, the game has sold
around 1 billion cards in Japan.

Stateside, Wizards of the Coast got the rights from Nintendo
in the middle of 1998 to unleash this wildly popular two-
player trading card game on America's youth. The game
shipped toward the end of that year, into the beginning of this
year, and has since sold over 1 million card sets. In fact,
Electronics Boutique pre-sold some 50,000 Booster Packs
before the first card decks even shipped. Even now, many
stores sell out soon after receiving their shipments.

It's doing so well Wizards of the Coast has taken the game
on the road to spread the word even more, stopping at various
locations across the U.S. These events feature all sorts of
Pokémon activities ranging from the card game tournaments
to Game Boy game battles. These days, Pokémon Trading
Card Game tournaments can be found at selected malls
throughout the U.S. A tournament locator can be found on the
Wizards of the Coast company Web site

(www.wizards.com/Pokémon/).
So how does the card game work? Well, first you ,«'fﬂ
need a two-player Starter Set (about $10) and '_‘/'1“‘\ f

o

probably a couple of Booster Packs
(around $3 each, or $10 fora
preconstructed theme deck). The

Starter set includes an advanced rule
book and 61 cards, each with full-color
original artwork of the Pokémon from the
video game. The Booster Packs feature a
variety of different cards. Some cards have
special holographic printing—a sign that you
have a rare Pokémon on your hands. There is
also a Jungle Expansion Set available which




You'll find expansion sets in
Japan based on the new movies
and Team Rocket characters.

includes 48 new cards.

The object of the game, of course, is to
collect, trade and battle your various monsters
with or against your pals, eventually becoming the
world’s greatest Pokémon trainer. To do this, you must
collect all 150 Pokémon cards—each put into one of
three categories: common, uncommon and rare. You start the
game by shuffling your deck and drawing a hand of seven
cards, laying the rest of your deck as well as one card from
your hand face down. After some other starting procedures
and a flip of a coin to see who goes first, you're ready for
battle. You have a variety of different card types to use—four
of them to be exact: Basic Pokémon cards that are used to
fight opponents; Evolution cards that can be used in
combination with Basic cards to make your Pokémon bigger
and more powerful; Energy cards which give your Pokémon its
necessary energy for battle; and Trainer cards that can only
be used once. Players take turns laying down cards, fighting
each other. The first player who obtains all six cards from
their opponent wins.

The game is available at most toy, game and retail outlets.
For more info on the game, check out Wizards’ Web site.
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slice your way through 10 action-
packed levels and become the
“Super Ultra Sexy Hero"? Rising Zan:
Gunman takes you back to the wild
west of the 1800's where, armed with a gun,

2 Katana sword, and some ultra sexy moves, you'll
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important “sexy points” you'll need to become the SENRE HAS NEERES...

-Official PlayStation Magazine

“Super Ultra Sexy Hero".

¢ Lots of 3rd person super ultra sexy action

¢ Use your six gun, Katana sword, or sexy combos to
wipe out the bad guys

¢~ Outrageous mini-games to play and puzzles to solve “QUIRKY, SFFBEAT, UNUSUAL, BIZARRE.

NUSU

CBB, STRANSE, PECULIAR..”
¢~ Hidden levels and characters

-PS Extreme

¢~ Weird and bizarre enemies around every corner
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Japanese c l s h Pokémon Red and
Re':eases n ur c eme Green hit Japan in

3 February 1996 and
Pokémon Red Here in the States, were immediate hits.
Game Boy Nintendo released Pokémon

.

* okemon Green Red and Blue. Over in Japan,
CamaBoy it released Red, Blue and

* Pokémon Blue N

Green—not to mention

pame Doy Yellow. What's with th

* Pokémon Yellow ellow. Whats:wi 79 =
Game Boy Technicolor treatment? This

* Pokémon Stadium chart cracks the rainbow
Nintendo 64 code and explains which

ichu Genki Dechu colors correspond with which
endo 64 on both sides of the Pacific.
* Pokémon Card GB
Game Boy
Pokémon Stadium 2
Nintendo 64

* Pokémon Snap
Nintendo 64
Pokémon Pinball
Game Boy Color

* Pokémon Red
Game Boy
* Pokémon Blue
Game Boy The U.S. versions of Red and Blue mix different features from
« Pokémon Pinball the Red, Green and Blue Japanese versions. Our Red game
Game Boy Color Nintendo released a contains the same allotment of Pokémon found in the
* Pokémon Snap Blue version to Japanese Red version, and our Blue has the same Pokémon
Nintendo 64 capitalize on Red and from Japanese Green. But both the U.S. Red and Blue were
* Pokémon Yellow Green’s success. Blue reprogrammed with the art file from Japanese Blue. On top of

Game Boy was basically the all that, the final du}\geans inour Redl a}nd Blue are different
same game, except from the dungeons in the Japanese originals. Confused yet?
with a different
allotment of monsters.

Many Japanese Adding to Nintendo’s rainbow of
gamers actually Pokémon games, Pokémon Yellow
preferred playing Blue hit Japan last fall (it’s due here in
because it packed October). This game has the same
more of the rare and basic story as Red and Blue—
powerful Pokémon except with a few enhancements,
that weren't in Red an entirely new art file and a

and Green. Blue also different final dungeon.

featured new art for all

150 monsters.
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BUILD YOUR'RACE CAR! CHOOSE YOUR PLAY THEME! FIND'HIDDEN SHORT CUTS! COOL COMPETITORS!

If you want to be a LEGO Racing Champion, you'd better READ 77-[75 FAS T!

Load the game. Timagine a ‘car, any car. Build it. Scrap it. Build it again, only better! Race in

four separate worlds. Challenge your friends. Beat them. Master 12 wild race tracks. Defeat
historys greatest, champions like Johnny Thunder, Baron von Baron or the villainous Black
Knight. Only then, you'll have the chance to race the ultimate LEGO champion. Who am I?
I'm the Rocket Racer... and by theway, YOU READ TOO SLOW!

WwWw.LEGO.com

1 LEGO and the LEGO logo are regstered trademarks of the LEGO Group. © 1999 The LEGO Gro
PlayStaion an the PayStation logo are registerd trademarks of Somy Computer EntertainmentLnc. NINTENDO, THE OFFICAL
SEAL, NINTENTO 64 AND THE " LOGO ARE TRADEMARKS OF NINTENDD OF AMERICA THC. © 1596 NINTENDO OF AMERICA INC
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blurry text

Poke-Banned

The Dark Side of Pikachu
There are people who don’t like Pokémon,

and then there are people who really don’t
like Pokémon.

they even make Mark
Juvera, a children’s pastor at Grace Fellowship
Church in Colorado Springs, Colo., nabbed
national attention in August when he
took a sword and soldering iron to
Pokémon merchandise in front of
dozens of kids during one of his
church services. While he says
the whole thing’s been blown
out of proportion (newspaper
reports claim he used a
blowtorch to incinerate trading
cards, when he really just singed
them with the iron), Juvera readily
admits to bringing his wrath down on
Pokémon. “We do have a sword, which is
symbolic of the word of God,” he told us,” and
we struck a stuffed animal —that Pikachu
guy—with it. The sword isn’t sharp, and since
Pikachu is soft, we didn’t cut it. We only struck
it one time and then ripped it apart so no one
could take it from the trash.”

Juvera said he gave little thought to

Pokémon (his 9-year-old son had even

218

Fake

Look for These Warning Signs to
Avoid Counterfeit Poke-Goods ,;, ,00icial

Nintendo or
Pok&mon Llogo

amassed more than S400 worth of games and
toys) until he read an e-mail on the evils of
Pikachu and his ilk. “I learned it can be a
stepping stone toward other role-playing
games like Magic the Gathering,” he said.
“And | saw that one of the videos is titled
“Psychic Friends.’ When it starts talking about
the ability to use psychic power, magic
and things like that, well, all that’s
totally opposite of what we
Christians believe.”

Juvera’s son has stopped
playing with Pokémon, and the
pastor thinks he has other kids

thinking twice about the pocket
monster craze, too. “I had one girl
in the service tell me that they’re not
allowing Pokémon in her public school
anymore.”

In fact, several schools across the country
have banned Pokémon cards and the Game
Boy games. They're too distracting, say some
teachers, while others fear that bigger kids
are bullying younger ones into unfair
Pokémon trades.

Cripes—and we thought it was bad when
they just took our lunch money. Q
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Ubi Soft

Sega

Dréamcast




Hell on earth is coming to Sega
Dreamcast™. You can't resist
speeding in these hot-rods from hell.

Join Team Suzuki Alstare® and
experience the fast and furious
pace of motorcycle racing.

N
GRAND PRIX

Intense 3D graphics and authentic
car performance team up for the
most realistic sim ever.

Get the best arcade, sim, and motorcycle Sega Dreamcast™ racing games with this ultimate deal!
see inside game packages for complete details

Includes product rated E by ERSB and product not yet rated. Visit www.ersh.org or call 1-800-771-3722 for rating information
oc.Ubi y toc. Al i Sopn, Dremmcast,

ud. Inc. Spoed Devis
. g i Sot, I, . - .




: Hundreds of puzzles to test -
Jim’s... um... g
SUPER INTELLIGENCE!

On the quest for the
Golden Udders, you'll relive

the great barnyard war, as well
as going head to head with the
elite “Bovine Special Forces”...

There won't be any
unless Earthworm Jim
can gather up all his marbles,
capture the golden udders,
defeat the secret final hoss,
and assembie the pieces of his
shattered mind.



amenica's ravorite EARTHWORM SUPER-HERO s sack.

‘13 weapons including the Groovy Gun, :

the Chi Gun, Myte, and
the good old Hair Flamer! i net

° 5 evil bosses to battle including:
Professor Monkey for a Head,
Psy-Crow, Bob the Goldfish, and
Fatty Roswell
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GENERIC KNOCKOFFS ARE
THIS STUFF IS WAY

$ Video Cable Color Memory Cards Link Cable Multi Tap

Settling for anything less than the real thing can be a bad idea. So get your hands on genuine PlayStation bronded accessories. The DUAL SHOCK
analog controller's vibration feature brings every racing pileup and cranium-crushing blow to life. Dual thumbrsticks make for surgical precision. The
Multi Tap lets you plug up to four players info one console. So you can strain your closest friendships with a trash-falking game of hoops or a golf




OKAY FOR MEDICATION.
TOO IMPORTANT.

<z
PlayStation

RFU Adaptors Color DUAL SHOCK Look for Official PlayStation
Analog Controllers Branded Accessories.

foursome. Use your Memory Card to save o level or disemboweling fighting combo. For serious one-on-one arcade action, use a Link Cable to hook
up two consoles and two TVs. And if your TV's missing a video input, our RFU Adaptors will end your woes. Let's not forget S Video Cables. A must
for high-resolufion beatdowns. And unlike generic accessories, you'll never run the risk of damaging your console. Or iving a lfe of mediocity




\

The picture
quality just
degrades too
much with
the RF max.

Compan
Mad Catz

N64

Fishing games are huge, so it
makes sense to make a fishing
controller for the masses of peo-
ple out there buying all of these
fishing games. And while the
Rumble Rod itself looks and
feels like a real fishing rod, what
it does,in tompahblq ing

gameqﬁn* very mnm ‘g

W Fishing fa
Ilke , but vdisnck
Rumble Pak and save $30.
www.madcatz.com

Nyko

PS, N64, DC 539-99

Wireless controllers have long
been on the market, but what
about wireless game systems?
Nyko has developed this device
S0 your system can sit away from
the TV while still transmitting all
of the necessary audio and video
signals to the tube. It works fine,
but the signal is being sent
through a low-quality RF signal.
Henc

but it's just :m :qui!e there yel.ea "ome lll‘cillle
www.nyko.com Svslem

Blaze PS, N64.

It's about time somebody made
something like this—a cabinet
specially designed with gamers
in mind. There's plenty of storage
space for games, controllers and
more, and the system sits coun-
tersunk on its own shelf. The con-
struction of the unit s quite stur-
dy considering the price, and it's
a snap to put together. Problem
s, the space for the TV is only big
enough for a 21-inch TV or small-

Batteries qo

in the handle
here. Great—
more. frickin'
batteries. ..

/

www.blaze-gear.com



POWGI' Link

GBC 59.99

It's an all-in-one link cable that's
compatible with any and all link-
able<Game Boy systems, and
products. And that's about it. It
works and that's what counts.
It's nice to have all of your cables
in onego. And.the nice thing i, it
has that cool iMac look to'it.
www.nyko.com

Lcmn ] S [ ]

This A/ B switch
(S Sor mo-x tmum
© ampatibitiey:

|y Lsen ] i |
Any

Imeron Tech.

The original version of this chair
was priced way too high for the
average gamer. Now that this has
been addressed a bit, we can get
into more details about the
chair's new construction. Knobs
have been placed in a more nat-
ural position than before, speak-
er quality has been upped and
assembly 18'a cinchi {t's alittle
high inprice, but the thing really
works well with action games or
others with lots of explosions.
This | version<of the. Intensor is
much better than the first.
www.imeron.com

four, four, four
plugs in one..

inirarell Shock 2

Compan)
Guillemot PS 529.99

Infrared controllers have long
been looked down upon since
they require batteries and need
to be within a certain range to
work properly. And while the
Infrared ~ Shockz has an
admirable range, the battery
requirement just doesn't appeal
10 us. Plus the pad s too bulky.
Thankfully the buttons. and
sticks are well-placed and feel
good, and the pad has a rubber-
ized shell for easy gripping.

www.guillemot.com

he
Angle, an

Shock 2

Guillemot S 517.99

The regular Shock2 controller is
just like the infrared version,
except without the wireless fea-
tures. As such, our main com-
plaintsare the bulkinesssof, the
padandhow overly rumbly ft gets.
still, thesprice is rightandfor it

www.guillemot.com

Worm Light
L Comouny L Sysin | price |

GBC  59.99

Its such a simple idea, it's no
wonder somebody didn't think of
it sooner. Instead of the usual big
chunk of plasti little bendy
light that sticks in the side of your
Systei Plus it draws powenfrom
the Game Boy instéad of using
additional batteries. It causes
glare at certain angles, but since
it's gaSy to manipulate this is no
big deal. It's a really coof device.

www.nyko.com

Optimup
d ey
Stay put.






ASTRONAUT LUNATIC

KILLER COMPETITION -
Better hold on tight. Is throttle pinning,
dirt slingin’, handlebar-to-handlebar racing.

z
i
5
s
i
E
&

TITLE HOUNDING -
Take on the best riders and tracks for the
coveted EA SPORTS Series Championship.

AERIAL ASSAULT -
Throw sick mid-race tricks. Or get insane
air as you take lo the skies in Freestyle mode.

NINTENDO
B
‘N

.

WWW.EASPORTS.COM
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Team EGM

Grispin
Boyer

With the Dreamcast nearly
here, staff members are
engaged in their usual pre-
launch rituals: atomic
situps, DQ Creamblast
chugging, etc. Cris s cele-
brating the occasion with
his customary launch-day
mullet haircut. Imagine his
dismay when everyone
showed up on 9/9/99 with
shiny new mullets, too.

FF Anthology, Rayman 2

Favorite Genres
Action, Adventure

Shoe's all upset over the
possibility that Namco
won't be doing any more DC
games. Sure, he can play
Tekken 4 on PS 2, but he
was hoping for longer term
DC support from them. On
the happy side, Shoe's all
psyched for a Panel De Pon
64 (aka Tetris Attack 64).

Soul Calibur, Shenmue,
Final Fantasy Anthology

Favorite Genres
Strategy, Puzzle

ed by Team EGM.
Chou

The Dreamcast is a cream-

Wheels R
blast, that's for sure. While Vet Racing
everyone cultivated their  Favorite Geares
mullets, Che got his hair  Action, Racing

done bright red. Aside from
traveling coast-to-coast and
soaking up gaming good
ness, Che’s been on the
lookout for Mankey and his
evolved form, Primeape.

Gurrent Favorites
Soul Calibur, Tony Hawk,
Front Mission Third, FFA
favorite Genres

Fighting, racing, RPG

Will it Be?

lug all the Pokégear he
picked up in fapan back to
the EGM offices. The jetlag
must be affecting his head,
because during deadline he
could be heard yelling out
phrases in a southern
accent. Perhaps he really is
considering opening a
Pokémon Ranch...

Current Favorites
Rayman 2, Final Fantasy
Anthology, Hot Wheels

Favorite Genres
Adventure, Puzzle

John's been cracking the
whip recently, partly
inspired by the recent DVD
release of Full Metal Jacket.
Now, in a fit of cruelty he's
forcing all new contributors
and misbehaving editors to
sport a mullet & mustache

combination for a full
he week—as ably demonstrat-

urrent Favorites
Soul Calibur, Winback, Hot

Who
Our search for the last RC
member is nearly over. But
Somehow, Chris was able to who will it be? The ‘real®

Holy smokes, has Dean
received a lot of grief for
giving the fledgling NFL 2K
a very respectable “8” in
the last issue. Maybe peo-
ple are interpreting state-
ments like “NFL 2K is a
must-buy game indeed.” as
“Gosh, this game sucks!” ~
Go figure?

Current Favortes

Madden 2000, NFL2K,
NCAA Football 2000, Ready
2 Rumble

Favorite Geares
Sports, Racing

Shawn
Smith

All of these review games
mean long hours, junk food
and lack of exercise for
Shawn. So to avoid getting
a chubby belly, Shawn has
recently started a rigorous
workout routine. It includes
such exercises as deep
knee bends, atomic sit-ups,
the world-famous mankey
squats and many others.

Current Favorfles
Winback, Rayman 2,
Tony Hawk's Pro Skater

Action, Adventure

s we enter the sporting season

once more, we've decided to

expand the Review Crew still
further with Team EGM. The three
attractive young hipsters below will
be aiding the Dean and other mem-
bers of the Review Crew with foot-
ball, hockey, baseball, basketball
and soccer reviews. This will go fur-
ther to help bring you the most
authoritative reviews in the business.
All are bona-fide loons with bound-
less knowledge of all things sporty. A

Dan
Leahy

Current Favorites
‘Madden 2000, NHL
2000, FaceOff 2000,
NFL2K

Dan's schedule rotates around a 24-7
schedule of football. The “all-pigskin” diet
goes something like this...Video game foot-
ball, fantasy football, followed by watching
football at home. Dan swears the gridiron
grind doesn't get to him, but we think
wearing a helmet to work is a bit excessive.

John
¥

Ricciardi
Some of you may recognize this chap..

Current Favorites

Madden 2000, NHL

2000, FaceOff 2000,

NBA Showtime
previously the Reviews editor of EGM, he
has now moved up the chain of command
0 take the reins of Expert Gamer as editor
in chief. A long-term sports game fan he's
the self-proclaimed office champ at pretty
much anything hockey related.

Todd
Zuniga

Current Favorites

NHL 2000, Madden
2000, NCAA Final
Four, NBA Showtime

Also known as T-Zone, Todd joins Team
EGM fresh off an office championship in
NBA Showtime. He says you gotta beat the
best to be the best, and has plans for
establishing a new reign as the resident
Madden champion. “You can't stop T-Zone,
you can only hope to contain him.”




This Month...

et again, we're sad to inform

you that we're unable to bring

you a review of House of the
Dead 2. We've got the game...but
we've yet to get our hands on an
“official” U.S. light gun (this issue
goes to press before 9/9/99). Next
month, finally, we'll be able to bring
you our opinions—and we encour-
age you to send us your reviews of
all the Dreamcast games for our
Reader Reviews section. This should
prove to be a hot topic in coming
months. Please remember...all
games are reviewed within their
‘own genre and take into considera-
tion other games available on each
specific system. Refer to our philoso-
phy (below) and remember that a 5.0
is an average score. Q

Our Philosophy

mslﬂiﬂﬂﬂlin

EGM rates games based on how
they compare with other titles on the
same system. The highest score we'll
give a game is a 10. When a game
receives a 10, you can rest assured it's
one of the best games ever made—a
revolutionary title that truly stands
above everything else in its genre for
its time. At the other end of the spec-
trum sits the lowest score a game can
receive: a 0.0. This is the kind of game
you want to avoid at all costs. It's
pure crap, as our scale (above)
explains. In the middle lies the aver-
age grade, 5.0. We repeat: 5.0 1S AN
AVERAGE GRADE. Simple, ain't

Platinum Awards go to
games that get four 10's,
the best and rarest review
a game can get.

Gold Awards go to games
whose average score
equals 9.0 or higher.

Games that average at
least an 8.0 receive
Silver Awards.

Publisher: Sega
Developer:

o
Featured In:

EGM #120
Players: 12
Supports:  Jump Pacl
Best Feature: Arcade perflct (natch)
Worst Feature: Short, easy and dull

WebSite:  www.sega.com

You've got to switch into a different frame of mind
when you play a game like Dynamite Cop. You have
to forget about the last five years of game develop
ment, and remember the time when Final Fight and
Streets of Rage ruled the roost. On face value it has
to be said that it's spectacularly dull, far too easy and
remarkably short. It's not particularly rewarding if
you play it really hard, and if you complete all of the
objectives, the secrets that open up are hardly worth
the considerable effort involved. Sure, there are mul-
tiple characters and three variations on the missions
(until you open up the extra mode) but they're all far
to0 similar. Prolonged play results in extreme frus-
tration as you learn that this is only as much fun as
you are prepared to get out of it. You start making
your own objectives like ‘I'm going to clear this stage
just with my fists’ or ‘I'm going to see how long | can
keep my character in just his briefs’ (health is indi
cated by state of dress btw)—but this only satisfies
for a while. Soon, you start to notice the idiosyn-
crasies of the graphics and questioning the most
bizarre things. Why do all the characters have enor
mous noses? Why is the script so bad? Why is the
president’s daughter so fugly? Why s that man wear.
ing a crab on his back? Nostalgic players may love it
mpatient ones will despise it John

Youe either  fanof Die Hard Arcade or you're no,i's
that simple. Dynamite Cop retains the same basic
gameplay of DHA but now you're working with Naomi
power. Behind all the offbeat weapons and combos is

me you can master to an absolute certainty. Sure
it's repetitious, but then again, so are shooters.
Bosses have pattems of their own which you can
memorize and exploit. Check out this game while you
wat for s pretier cousin Zombie Revenge. g

Dynamite Cop isn't that bad. No, I'm serious. Al
you have to o is realize that: a.) This is a port of an
arcade game, 50 it doesn't take that long to beat, b.)
It's incredibly goofy (not on purpose, I don't think),
¢) It shouldn't be taken too seriously, d.) It involves
an awful lot of button mashing, and e.) You might get
pissed if you spent good money on this disc. But the
game is still enjoyable and worth checking out! Like
Die Hard Arcade, it's mindless fun. Shoe

This arcade port has cheap thrlls in abundance; too
bad the gameplay wears thin fast. Sure, you get a lot
of level variety with the three characters. And you'll
probably dig Dynamite Cop if twitch games that look
pretty are your thing. But this game turned into a
chore. Despite some cool weapons and the enticing
idea of seeing your female character's clothes
knocked off as she takes damage, the button-mash
ing gameplay didn't hold my interest.  Grjgpip

VISUALS REPLAY

SOUND  INGENUITY
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Publisher:  Midwa
(oper: M.uway/Avalancm
Featured In:  EGM

Worst Feature: Al can be dumb sometimes
Web Site: www.midway.com

Getting a console-based version of Blitz
or at least as good as anything that has been at the
arcade is pretty awesome. There isn't one thing off
center about Blitz 2000. And since most every arcade
version of Blitz that has been out kicks so much
booty...well, you see the score. The play is fun as
hell and incredibly easy to get into. The graphics i
this DC version are spot-on—super crisp and clear.
Animation is right-on. The sound quips from the
announcer are still hilarious. And the play selection
and passing interfaces are still as easy as ever
Dreamcast owners who've never played a console
version of Blitz are going to be in for a real treat. hnd
even if you have had the pleasure of playing
versions of Blitz 2000, or any of the othe gunw& in
the series, the graphics and smooth play will still be
pleasing. The one-player is a blast thanks to Al that's
pretty smart most of the time. But of course the two
to four-player stuff is the biggest treat. Throw four
controllers in the system with custom plays and the
whole nine yards and go to work. Needless to say,
Blitz 2000 was an excellent way to alleviate late-night
deadiine stress this month. Blitz is an excellent alter
native to the sim-like nature of NFL2k. And actually, i
you have the extra dough | think itd be ideal to have
both games in your ibrary for balance.  Sawn

1'd like to say that this is THE Blitz 2000 to get,
but the bugs are crawling all over. This Blitz v
clearly rushed, because it crashes once in a great
while (and you can see other silly little oversights,
like the code entry screen not telling you that you
inputted the code correctly). But if you can get used
to the problems, you'll find an awesome-looking
(and playing) conversion. The VMU play screen is a
nice touch for those hidden play selections. Shoe

If there was ever one version of Blitz that was wortt
owning, this baby s it. NFL Blitz 2000 for DC one-ups
the arcade version of Blitz g9 in every way, making
for a better-than-arcade-perfect experience. The new
stuff added for “2000" is pretty slim, but it doesn't
matter—just having a perfect four-player version
of Blitz at home is reason enough to get this. 1y
only complaint? The final game has a couple of minor
bugs, which dampens things a bit. John R.

What more can | say about this game? It's arcade
perfect, fast, exciting, 4-player equipped...the list

goes on and on. Naturally, out of all the systems
sporting Blitz 2000, this one kicks the most “arse
(as John would say). | like the custom play editor as
well as the ability to create your own mix from other
teams’ reserves. Helmet-popping, on-side kicks
mushy fields are nice additions. Dreamcast
should definitely own this arcade classic.

Dean
REPLAY
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Publisher:  Acclaim
: Giterion Studios
Featured In:  EGM #123
Players: 12
ports:  None
Best Feature: Graphics
Worst Feature:
Web Site:

@

hort courses
www.acclaim.net

The first thing you'll notice about TrickStyle is its
incredible graphics. The game is filled with tons of
detailed polygon models and textures, and all
kinds of fancy effects. It really is a great example of
what the Dreamcast is capable of. Next, you'll notice
the game runs at a continuous 30 fps. It's quick—not
t00 quick, but definitely quick enough. Then, after a
few races you'll notice the control, and how t's pret
ty tricky to get the hang of. And that’s when the game
gets interesting. When you're having trouble getting
past a stage, it may be time to lear a new trick. Once
you learn the trick and complete the course you were
having trouble with, you get a new board. Once you
get a new board, you can move on to the next cir
cuit...and 50 goes the game. It sounds like standard
racing game stuff, but TrickStyle does it with style.
On the negative side though, beautifully designed
courses are often far too short. And one track in par-
ticular (the sth track on the Japan circuit) is o ridicu-
lously hard, it'll drive you to drink—even though it's
admittedly the coolest-looking track ever. Basically,
they could've prepared you better, And lastly the Al
could've been more balanced. It's either way too
good, or actually slows down for you when you're in
last place. On a side note, the VMU mini-game is fun
but doesn't really do much for the game. §hawn

Trickstyle, a game that's neither tricky nor stylish.
Well, OK, it's a little tricky. It certainly does take a
while to get used to the controls, but once you do,
the game instantly gets better. Since performing
tricks often boosts your speed, you'll need to pull
them out often. | also like how different moves can
smoothly transition into each other. But call me old
fashioned, | just can’t get into riding a board with-
out wheels. What. no grinds? Sacriegel  ppe

Imagine a cross between WipeOut and a skateboard
ing game, and you'll be pretty much there. It looks
absolutely fantastic, but there are some things about
it that 'm not a big fan of. Maybe it's just me, but |
found the tricks way too difficult to come to grips
with. It just didn't feel natural. Couple that with the
weirdly erratic Al in the other racers, and it all feels a
bit off balance. And what's with the VMU game? My
phone has the same function builtinto it ponn

If you're into hoverboards and really pretty gvapv(s
TrickStyle is right up your alley. To some

more show than go but not horribly so. Think of i
as yourintroduction to the world of DC graphics. The
courses are pretty damed creative if not a little hard
to master. The tricks are pretty tough as well. Overall
TrickStyle doesn't do much for me. it certainly does
n't break new ground, it simply polishes up the ol’
futuristic hoverboard genre a bit. Dean
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Publisher:  Sega
Developer:

: Genki
Featured In:  EGM #118
Players: 12
Supports:

None
Best Feature: VF3 gameplay fully intact
Worst Feature: Graphics are sub-Model 3 quality
WebSite:  www.sega.com

Being the rehabilitated VF2 junkie that | am, | have
mixed feelings about VF3tb. It seemed AM2 had final:
ly accomplished their goal with VF3 on Model 3: to
make a game with unsurpassed depth and visuals.
So it's no surprise | had ridiculously high expecta-
tions of VF3tb on the Dreamcast. The import version
was shakey but overall | thought it was a pretty
decent port, especially if you consider how much
time Genki had before the Japanese Dreamcast
launch. The fact that it lacked a versus mode was a
silly oversight, but who cares?! It was in my living
room! With a U.S. release pending, hopes were high
for Sega to fix some of the problems found on the
import, and thankfully, they did. Added to the .S,
version is that much-needed versus mode which
most of us took for granted when Street Fighter 2
came out on the SNES back in 1992. Other improve-
ments were made to the graphics but to be totally
honest, it's hard to tell what they were exactly. The
shadows have certainly improved, yes, but the char.
acter models have retained their imperfection. Just
take a look at Sarah's jagged ass or Jacky’s unflap
pable jacket. | know it's nitpicking but this game was
a masterpiece on the Model 3. What really counts
though, is that VF3tb's gamepiay is fully intact. And
as a 3D fighter, it's one of the best. Che

VF3tb has none of the flash Soul Calibur has. Nor s its
combat system as enjoyable to fight with. But VF3tb
still holds its own. | was fortunate enough to be a bit
of a novice when | started reviewing this one, and as
1 progressed and learned more guarding and cancel-
ing techniques, the game became much more enjoy.
able. VF3tb simply has tons of technical stuffto learn
if you want to. But it does look rather dated —espe-
clally when compared to Soul Calibur. gy

It can be extremely hard trying to play this game after
being immersed in Soul Calibur-ness for so long, but
if you can purge that out of your system and start
afresh, you'll find an excellent game in VF3tb.
Translation-wise, this game looks and plays great,
although a better training mode or more motivation
to play the single-player game (like SC's Mission
Mode) would be ideal. VF3th is solid, fun and very
technical...but a bit dry. shoe

Sega has been pretty smart in releasing this a while
after the incredible Soul Calibur, as it really does suf-
fer in light of Namco's classic. While it doesn't stand
up to the best in terms of presentation, the game-
play is very in-depth and quite different to what
many fighting games present. The ducking and
dodging nature of the fights give them an almost
graceful, dance-like quality. Make sure you play with
astick though..it's real bad with a DCpad.  yopp
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BattleTanx: Global Domination

Publisher: 300
Developer: 300

Featured In:  EGM #120
Players: 14
Supports:  Rumbl Pak ontrollr Pk

Best Featur 0-0p for the main game
Wors Festur: Frisirating escort misions
WebSite:  www:3do.com

Easily the best thing about the original BattleTanx
was its four-player mode. 300 apparently realized
that; they've gone and supercharged this sequel’s
multiplayer capabilities. You need never play this
game alone, because—and this is the best thing
about BattleTanx: Global Assault—two players can
80 through the story mode cooperatively. In fact, you
can even play through most missions solo, if you ke,
and only have a pal jump in if a particular stage gets
100 tricky. | ended up having to do just that with the
two escort levels, which have you protecting a con
Vo of cargo tanks. These missions are far too diffi
cult and frustrating when played alone, but when |
had Shoe join in, we got through 'em just fine. It’s the
huge selection of multiplayer modes—seven in all—
that's the real life of this party. You can play them by
yourself against Al drones, or play with a second
player and team up against the computer. But do
yourself a favor: Get three friends and split into
teams of two. It works great for the capture-the-flag:
like Battlelord Mode and the Hold-em game, both of
which require teamwork. | also like the Convoy
Mode, which has players splitting into teams of
attackers and defenders of a tank convoy. And while
the graphics are just so-so, they do keep a smooth
frame-rate for the multiplayer games.  @rjgpin

300 has obviously paid attention to what people
liked about the original Battle Tanx and has really put
2 otinto the multiplayer aspecs of the sequel. The

m based play is especially fun, and | got a big
ook ot ot the capture-the-flag style games as well
as the Deathmatch modes. Uniike Crispin though, |
thought the convoy (protect and attack) game had
some serious play-balance issues which prevented it
from lasting long enough to actually be fun. g

BattleTanx was  nice surprise—an actual tank game
that doesn't suck. The real strength behind this
title is its well-implemented multiplayer mode
There are enough deathmatch variations to keep the
the party going for a while. | did find the level design
to be boring and uninspired. Every stage felt like an
empty shipping dock with square warehouses. Sl |
gotta give BattleTanx props for maintaining a smooth
frame-rate in the heat of battle. Che

Forget grandiose story lines and epic adventures and

of ourselves that just loves to blow $*** up real good.
BattleTanx: GD is just the perfect game to satisfy
that destructive inner child in all of us. Sure it's
it's a ton of heavy-duty arcade-action

shallow, but
fun (don't expect any more depth than that). The
multiplayer stuff (esp. co-op) is fantastic, making this
one of the better group games aound. ghgg
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Destruction Derhy 64

-

Score/pla
113

cars left
10

Publisher:  THQ
(oper:  Looking Glass Studios
Featured In:  EGM #123
Players: 4
Supports:  Rumble Pak

Best Feature: Four-player cpursthe fag
Worst Feature: Choppy frame-rat
WebSite:  wwwthq.com

This game managed to both impress and disappoint
me. Al the basic car-crunching ingredients from the
PlayStation Destruction Derby prequels are here. But
the car, physics and damage models are much less
realistic, giving the game more of an arcade feel. The
graphics are decent, with no fog or pop-up, and the
game manages to cram a lot of cars on screen at
once. But the gameplay is so terribly choppy that
you have to play for a while to get used to it. The
frame-rate seems to drop below 15 frames per sec
ond at times, even when there aren't a lot of cars on
the screen. The choppiness hurts the multiplayer
modes, since the frame-rate really suffers once you
kick on four-player split-screen. The only multiplayer
mode that's not too badly affected is Capture the
Flag. And this mode is more fun than the overly
hyped Bomb Tag, which is too choppy and gets dull
fast. As far as the one-player game goes, it's nothing
special. Once you open one of the sturdy secret cars,
you can clear all the circuits fairly easily just by ram-
ming head-on into every oncoming baddie. There's
very little strategy here. The bowl-shaped arenas are
still the highlight of the game. They're chaotic,
intense and fun, even if | never really figured out the
damage scoring system. Still, the thrills here, as in
the rest of the game, are shortlived

Like Road Rash 64 and its predecessors, this doesn't
feel anything like the previous DD's. Granted it's a
different system, it should at least vaguely resemble
the others. On its own merits it's not terrible, just
mediocre. The physics are not conducive to exciting
car-crunchin® action. They tend to bounce off one
another rather than cause major havoc. The frame:
rate is skippy as well. The only thing
DD64 is multiplayer Capture The Flag
1 can honestly say that | didn't particularly enjoy any
thing about this game except one mode..the four
player capture the flag game which was incredibly
addictive. Racing around the unimaginative arenas
with your teammate trying to grab your opponents’
flag while kicking their asses is incredibly addictive.
I'm not sure if it's really $50 worth of fun though.
The rest of the game | can live without. It doesn't look
that great, or play that great

A far as the series goes, this Destruction Derby feels
the worst. The cars are real floaty, and for some rea-
son, they like to ride up vertical walls and flip over a
lot (you'll be on your back more than Monica Le...um,
never mind). But the one great thing this game does
have s fourplayer suppot, Nost o the muldplayer
modes are dull, but Capture the Flag is

absolutely must-play. Too bad there aren't more
well thought-out modes or more tracks.  Ghpg
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Hot Wheels Turbo Racing

e
Publisher:  Electronic Arts
loper:  Stormfront Studios
Featured In:  EGM #122
Players: 12
Supports:  Rumble Pak, Memory Pak
Best Feature: - Selection of classic Hot Wheels

Worst Feature: Track environments.
Web Site: www.ea.com

When | first heard about HWTR | thought it would be
a Micro Machines/Circuit Breakers-inspired game. |
imagined tracks and environments similar to the way
we made 'em as kids—down the stairs, off the dress-
er, under chairs, etc. | also thought it would incorpo-
rate things like the car wash, garages, those gaunt-
let-like rubber thrusty things...anyway, to my disap-
pointment the game doesn't take that approach.
Think of it as a cross between San Francisco Rush
and Beetle Adventure Racing. The tracks are a mix-
ture of traditional racing game fare~snow courses,
deserts, etc., and old-school HW stuff: loops, cris-
crosses and helix twists. So, essentially it's most of
the cool things from the old sets laid out in fantasy
land. Beyond the so-so environments, | really like the
game. The racing is fast and smooth and has that
gut-dropping, roller-coaster feel. You perform mid-
air stunts for extra turbos. Once that's done, it's a
thrust-a-thon to the finish line. The Al is tuned for
tight races but unfortunately two-player races aren't
as exciting. It'd be nice if computer cars raced along
as well. Being somewha( nostalgic | also like the
large selection of classic Hot Wheels. Fans of the lit
tle cars will definitely mg that. I the end, its no
Beetle Adventure Racing but it does have a simple
charm. Younger gamers wil really like it.  [gap

I cannot believe someone didn't do this earlier. |
used to love playing with Hot Wheels cars when | was
2 youngin’, and this game is the culmination of
hildh Tisst
about the only thing missing from this game is a
track editor (can't have everything, | guess). It stavs
true to the Hot Wheels license, with handfuls

shortts, BBty of cord faiéhoo e aREam' wide
variety of tracks make this soooo much fun. ulm

This game's track designers must have been working
overtime, because the levels are the best thing here.
Courses are crammed with corkscrews, loops, ramps,
slopes—everything you'd include if you could build
your own lifesize Hot Wheels track. The actual
gameplay, however, needs hel Aumughnike the
stunt system, control’s a bit flaky; it's oo easy to
turbo Backaid acclderfall and Yl spend most of
the race bashing into the rack' sides. iy
It's not the greatest racer ever, but it is strangely
addictive thanks to the fact that t keeps the sense of
competition alive throughout the races. You can
move between last and first place within the space of
a lap meaning that the balance of power is contin-
ually shifting throughout each one-player race.

It's a shame that this sense of urgency isn't apparent
ayer games. | like the stunt system too.
It's superfluous, but makes things fun.  yopm
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NFL Quarterback Club 2000

Publisher:  Acclaim -
Developer:  Acclaim Studios-Austin

Featured In:  EGM #123

Players: 14

Supports:  Rumble Pak, Controller Pak, Exp. Pak

Best Feature: Good replays
Worst Feature: Jerky frame-rate
WebSite:  www.acclaim.com

1 have to give credit to Acclaim for trying to make QB
Club 2000 smarter and more intuitive, but unfortu

nately it has backfired in a big way. First off, if you
don't own an Expansion Pak forget about it. Without
one the game moves painfully slow—even on low
resolution. This alone is baffling, after all, why put so
much emphasis on the graphics when the Al and
gameplay are the neediest parts of the game?
Making the title more interactive by user-controlled
catching and trickier plays is not the answer either.
To be fair the Al is better this year. You can't run wild
with your quarterback nor can you speed-burst your
way down field. The turbo was ditched in the name of
realistic play. But sadly the improvements are totally
eclipsed by the problems. The worst being the jerky,
frame-skipping animation. It's really hard to follow
the action after the snap not to mention trying to
complete a pass. The view after the snap for pass-
ing plays is hideous as wel. Finally, there seems o
be some bugs. Computer running backs will some-
times run out of bounds when faced with an open
field. Also, switching to the man closest to the ball is
often 0o slow or won't work at all. Could these be
cheap ways to keep games close? Whatever the case
may be, I can't recommend this game to anyone. |
think the QB Club series has run ts course. [yggp

This is NOT a club il be joining anytime soon. There
is no reason to buy this game given the quality of
other football titles available on the N6 (includ-
ing earlier versions of QBC). This game’s growth
must have been stunted shortly after the nice graph-
ics were in place. Control is horrid and the frame-
rate, even with the expansion pack, does not lend
itself to fun football. The passing game is a cruel
joke. Not recommended.

/ow. Somehow Acclaim managed to take last year's
relatively decent QB Club 99 and totally ruin it. It's
not even worth it for me to get into gameplay details
here, because | can tell you right now—there’s NO
way you want to buy this game. The frame-rate,
even with the Epansion Pak in and all detail levels
turned off, SUCKS. It's like watching a slide show it's
50 bad. There are several much better football games
on the N64—steer clear ofthis tud. — yoypry B

1 honestly can't say | knew what was going on while |
was playing. The players look great . . . until the
quarterback shouts hike. The frame-rate is choppy
and as soon | snapped the ball it was mass confu
sion. The playbook doesn't differentiate between the
running and passing plays, so I'd find myself sacked
before | knew what hit me. The only positives are a
pretty instant replay and a few good run animations.
But that's obviously not enough.
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Vatical Made The Great Outdoors Portable

Just Caught

Zebco Fishing! incorporates the latest Game Boy Color breakiroughs from rumble feature for biting fish to real voice playback so it is just like you are fishing with a buddy.
« Eleven Lures To Choose From & Two Different Lakes To Fish On. + Tournament And Blackjack Bass Fishing.
* Land 01d Nessie And You Too Will Become A Legend Of The Twin Lakes!

Now the thrill and excitement of Deer Hunter has come to the Color Game Boy! Practice sighting in your rifle, shotgun or bow at the range, or choose to hunt from a tree-stand or the brush.
Then, get ready to lock in your sights on the largest rack in the woods. So, dust off your boots and break out the biaze orange, because with Deer Huntr, it open season year ‘round.

Key Features: Choose your weapon - Rifle, Shotgun or Bow  Tools of the Trade - Deer call, Rattle, Binoculars, Cover Scent, Attractant Scent » Track your Quarry - On Ground, Tree
Stand, Overhead Map + 4 Scenic Locations - Arkansas Autumn Woodlands, Colorado Alpine Forests, Indiana Winter, Target Range

eserved
Licensed by Ni o, Game Boy, Game By Color and the Seal of Quality are lsl
registered trademarks of Nintendo of America Inc. .

© 1989, 1999 Nintendo of America |

Activision Inc. PO. Box 67713, Los Angeles, CA 90025 g - o
Acivision s a reistered rademark ©1998 Actvisin, Inc MULNIOLT
Zebco Fishing is a trademark of Actvision, Inc. ©198 Activision, In INTERACTIVE

. . .
Zebc s a registered trademark of Zebco Corporation. ©1997 Zebco Corporation .
Deer Hunter ™ © 1997 Sunsiorm Iteractive, Inc. i
Irademark and WizardWorks is a registored rademark o the WizardWorks Group, Inc. All WIZARD 2452/

property ENTERTAINMENT




Publisher:  Nintendo
Developer
EGM #121
14
Support: Rumble Pak

Best Feature: Huge levels, fun to play
Worst Feature: Learning curve on the control
WebSite:  www.nintendo.com

are has a reputation for making games

with deep gameplay. Jet Force Gemini is

no different. Over the time the company
spent developing Jet Force, it's changed the
look a few times, thankfully landing on a
much more mature design for Juno and Vela
(Lupus was always pretty cool). If you're used
to the control of first-person shooters (espe-
cially Turok), you'll feel right at home with Jet
Force’s control. Some of the environments in
the game look fantastic, but sometimes the
games gets choppy when there are hordes of
enemies on the screen. Oddly, it doesn't sup-
port the RAM Pak, and we have to question
whether or not it would have solved the prob-
lem of the frame rate or if it could have made
some of these stunning visuals even better.
But if it’s one thing Rare does really well, it's

creating a movie-like atmosphere using the in-

game engine. While FMV does the trick for

Jet Force Gemini
0t

You'll meet some of the biggest, baddest
and meanest bugs in the galaxy as you
navigate through Jet Force's huge levels.

some games, it makes the game feel more
cohesive if the characters you see in cinemas
look like the characters you're controlling in-
game. The game itself feels sort've like what a
new Metroid game would be like if it was put
into 3-D and very reminiscent feels (game-
play-wise) like a deep 8- or 16-Bit game. And
while you can't complain about mini-games,
there seems to be an awful lot in here. As far
as multiplayer goes, it delivers tons of
options—all of which you have to unlock by
going through the game in one-player. Even
though it's got all these options, we didn’t
feel that the multiplayer was as strong as it
could have been. Almost as if it would have
been better had Rare spent more time devel
oping or tweaking those levels. Probably the
best part about Jet Force is the absolutely
excellent bosses (Mizar’s minions are some
tough lookin’ customers), and the fact that
you'll be playing this game weeks after you've
bought it...hmm, just in time for Perfect Dark.
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After vaporizing a string of bug enemies,
they'll leave a trail of green goo. There's
even one bug enemy you'll run into that

es to feast on the remains of those bugs
you've smacked down.

Jet Force is the only first-person shooter on a con-
sole that | have ever had fun playing. It's not
entirely an FPS—it's a mix of tried-and-true 3D plat-
form-style and FPS gameplay. You switch control
schemes from a third-person to pseudo first-person
view for blasting baddies. It takes a while to get used
to, especially if you don't play many (or in my case,
any) first-person shooters. There's no way to cus.
tomize the control either, and | wished there was a
way 1o get the crosshairs to move a tad slower in
first-person mode —the analog’s a lil’ too touchy. It's
fine for the one-player game, but multiplayer is miss
ing something. One other gripe about the analog is
that you can't stop on a dime. If you release the ana-
log stick while walking your character will keep mov:
ing for a few steps. If you're on the edge of a plat
form, this means certain death. Graphics and music
in Jet Force's cinemas give you the feeling that you're
playing an epic adventure. The frame-rate does suf
fer the more enemies there are on screen, which can
lead to some confusing moments. There’s so much to
do and interact with in this game. As you progress
you unlock secrets and extra games that boost the
replay a lot. And don't be fooled—this isn't a short
game. It'll take you many hours to navigate through
all the levels with all three characters. ~  @hylg

Jet Force Gemini is like a culmination of every bad
Rare habit and then some. That's not to say IFG is a
bad game, not at all. In fact, JFG is highly ambitious
and qute polished too, The ony problem i, it eels
like a generic 3D platform shooter. The dopey char
acter designs don't help much to establish personal-
ity and the story is pretty much throwaway. You end
up just wanting to gib some insects, or play death.
match with your friends. Cute and gory. Che

JFG doesn't have the kind of impact you expect
from a Rare game...at first. But after some play
time, it's easy to see what separates JFG from others.
It has robust gameplay, a multiplayer mode jam
packed with stuff and the best soundtrack on the
Né4 to date (next to GoldenEye, of course). JFG isn't
without flaws though. The lack of variety in enemy
types, a flaky camera and unintultive control can get
annoying. Still, it's another Rare gem. S'Iawll

When Rare’s in charge of a project, you just know
it won't be something small and insignificant. This
action/adventure game is humongous, with lots to
see and do. And while things may get intimidating at
times (especially with these larger-than-life bosses),
you'll never feel overwhelmed, Buy this game for the
single-player experience, but don't expect much mul-

tiplayer-wise...even with a myriad of options, multi
play JFG is really boring after a few sessions. gpgg
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bet ready for a roller coaster ride through Hell.

Juggernaut will take you on a journey
through time and space that could prove to be
the most frightening and puzzling experience
ever on a video game. Demonic possession,

murder, and ghostly vendettas are some of the |

- terrors that you will be forced to confront as

o youmake your way through this 3 disc epic of
-, horror. If your nerves and your intellect are
- good enough, Juggeriau! will amply reward
those who accept the challenge of this trip
through dementia.

Presented by Jaleco USA. Jaleco and th
[

JALECO.
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ystation |




Publisher:  Koei

Omega Force
Featured In:  EGM #122
Players: 14
Supports:  Rumble Pak, Controller Pak
Best Feature: Doing covert operations
Worst Feature: Camera
WebSite:  www.koeigames.com

here’s nothing quite like running around,
hiding behind a crate and then jumping
out '70s cop-show style to take down an
enemy with a few shots from your pistol
Winback is filled to the rim with strangely sat-
isfying stuff like this. To give you a little histo
ry lesson, Winback was supposed to come out
well over a year ago. Right before its original
release, Nintendo took interest and suggested
it be taken back to the drawing board for
some tweaks. They saw something special in
Omega Force’s game, and now that we've had
some in-depth playing time we feel the same
way. It will provide a great deal of fun—both

in the action movie-esque one-player mode,
and to a lesser extent in the variety of multi
player modes. You control Jean-Luc who must
stop a group of terrorists from using a satel-
lite to blow up stuff around the world. And
although the story line is a bit shaky in parts,

Many levels take place inside a giant scien-

ific-type complex. And it's filled with
plenty of boxes and stuff to hide behind.

it's very entertaining. As you make your way
through the game's 30 or so stages, there’s a
lot of leaning against walls waiting for the
right opportunity to jump out and start shoot
ing. This sort of thing just never gets old.
Characters are animated flawlessly, levels are
designed extremely well (although the multi-
player ones tend to be on the small side) and
the graphics are very pleasing to the eye. The
game is filled with tons of action in the form
of flying bullets and lots of tumbling and
scripted cinematics which explain the story
through cheesy but informative dialogue
(character development in these parts is often
cut short by an untimely shooting of one of
your team members though). There's also a
bunch of simple but effective puzzles to keep
things interesting. Sure, Winback has some
problems—like its flaky camera, fairly easy
bosses, lack of weapon types, and Al that can
be a little slow at times —but overall it's put
together well, and definitely one to purchase.
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Winback: Covert Operations

Although Winback doesn’t need you to be
as sneaky as you have to be in something
like Metal Gear Solid, it has plenty of
opportunities for crawling around and hid-
ing, and then jumping out and shooting.

Winback fan from way back, so | feel privileged
ave seen how far the game has come. Win
something. | love sneaking around, leaning
against stuff until the time is right and then jump-
ing out to shoot a terrorist in the gut. But that's not
all the graphically impressive Winback offers. Levels
are designed well and offer a lot gameplay
elements. Checkpoints are placed in suc
makes the game challenging but not
a fair number of enemies at you, many
gh not geniuses). The
game is also fairly non-linear in son
multiple paths in a given situation. And
Winback has plenty to offer by
modes—most of which are quite enjoyable
more weapons would've been appreciat
course Winback isi First off, g
camera needs some work. Keeping an eye on your

rroundings s key since you don't want to be seen
by the enemy. All too often it gets screwed up for a
second or two, which leaves you wide open to
attacks. There's also puzzle bits that are prefaced by
a quick flyby of the scene. This sounds cool but in
doing this, the solution to the puzzle is usually
Il This is bad. Nonetheless, Winback is very

reveale
d that's what counts. Shawn

entertaining
Winback is much more impressive than | thought
it'd be. The graphics are really detailed, and the lev
els are interesting to work your way through. I'm not
g fan of the characters o the story line, but nei
ther of these things really keep the game from being
enjoyable. | agree with Shawn on the camera
though—it really does need some work. | had the
most fun with the multiplayer stuff, especially the
Deathmatch and the Team Battle modes.  @hyig

Winback is a little Metal Gear and a lot of Syphon
Filter. Sneaking around and picking off baddies is a
lot of fun. The controls take a little getting used to
but they definitely work, especially for this type
of game. Ifyou like popping off a shot, ducking back
behind the wall, reloading, then creeping around and
mueézmg off another couple shots, this game is
ly for you. The multiplayer modes are hit or miss
with me but | really ike deathmatch modes. che

It's weird, but Winback has almost as much in com:
mon with something like Virtua Cop as it does with
Syphon Filter. Beneath the stealthy adventure
facade, this is actually quite a simple shooter ith
ots of overly scripted sequences, but it's all carried
off with enough panache to make it very atmospher
c. The sneaking around and jumping out around cor
ners will make you feel like Mel Gibson...but the story
tself is a bit on the lame side lnnn
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Rayman 2 The Great Escape

Ubi Soft
ul

up
Best Feature: Lush graphics, tight control
Worst Feature: - Music could be better
WebSite:  wwwubisoft.com

The amount of time Ubi Soft has taken to develop the
Né4 version of Rayman 2 was well-spent. This has
g0t t0 be the most detailed and lush game on the
N6y ever. Moreso than even Rare’s best attempts.
Even in low-detail and low-resolution, it looks great
(though fuzzy in low res). The control is very tight and
the difficulty is well-adjusted so that anyone can pick
up and play right away. But perhaps my favorite fea
ture of the game is the use of Z-targeting. This keeps
the enemy you're attacking in your view at all times
50 you can dodge attacks quickly without having to
worry about where the camera is positioned. I's
been in a few games now and it makes so much
sense that it's a shame more 3D action platform
games don't have it. The action starts up right where
Rayman 1 left off, and there’s just about every kind of
level a 3D action platform fan could ask for, too—
Waterskiing, flying, sliding through tubes, wild pig
gyback rides on top of a missile with legs. Cinema
scenes are done with the in-game engine and will
make you laugh at least a few times. The music's
nice, but more to fill the games ambience than make
their way into your head so you're humming them all
day long. While we haven't heard much from Rayman
in the past few years, it's nice to see that his return
has been done the right way. Chris

This game has “sleeper hit” written all over it
Rayman 2 is more fun than Tonic Trouble and looks
better than Banjo. In fact, with the E