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THE ONLY THING BETTER THAN BUILDING
THE ULTIMATE COASTER IS LISTENING TO
THE PATHETIC SCREAMS OF THE WEAK
AND WHITE-KNUCKLED RIDING IT.

| TURNED MY COMPUTER INTO THE MOST

wiTH ReAL-TiMg, 30,

PHoOTO-REALISTIC

CAMERA ANGLES. THE REST
OF YOU MERE MORTALS MAY
WANT TO STRAP YOURSELF

IN BEFORE YOU GO ONLINE WITH OTHER
COASTER CREATORS TO COMPETE FOR THE
TiTLE oF ROLLERGOD! FoRr A FREE DEMO
GO TO WWW.ULTIMATERIDEGAME.COM.

AND REMEMBER TO KEEP YOUR EYES OPEN

AND YOUR MOUTH CLOSED.

Visit wwwestborg
orcal 19001713172

e WWW.ULTIMATERIDEGAME.COM
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7 MILES ABOVE ANTARCTICA, A WEATHER SATELLITE SENDS BACK AN IMAGE. =

Yourspecial forces reconnaissance unitis ordered to mvesnbate_z a distress signal.Yol amva}and discover a virus has violently mutated™ -~ =
very living and nonliving thing.in.ts path. The mission objectives are clear: rescue survivors; secure the area and destray the virus. If yotcan.<=
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Last month, we suggested
Xbox might have a lemon
of a launch, but things are
changing. Why? We've seen
Dead or Alive 3, a game
that really delivers on the
promises of Microsoft’s
system. In the transition to
Xbox, this fighting series
(once considered a Virtua
Fighter wannabe) has
become a major player — a
visual masterpiece that
raises the bar above Sega’s
and Namco’s fighting
games. We bring you all-
new screenshots and the
first hands-on report no
fighting fan should miss.
You'll find the story here,
and only here, on page 49.

On PC, you can expect an
entirely different kind of
fight. Medal of Honor:
Allied Assault puts you in
the thick of WWII, dropping
you on Omaha Beach and
commanding you to move
inland. Yes, it's just like in
Saving Private Ryan, and
just as terrifying. The
invasion starts on page 22.

Finally, we've compiled a list
of the 25 most powerful
people in this industry.
These elite few decide not
only what games get made,
but where games will go in
the coming years. And
we've included an exclusive
interview with the most
powerful of them all. | had
to go all the way to Tokyo
for this — all you have to
do is turn to page 64. Ken
Kutaragi is waiting there for

you.

— Tom Russo

www.next-generation.com 10/01 NextGen 07
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B INSIDE THE X-FACTORY

X-PORT

As you read this, factories on

both sides of the world are
pumping out Xbox consoles for the
November 8, 2001 US. launch. The
Flextronics manufacturing plant in
Guadalajara, Mexico (shown above)
is where both the Xbox mother-
board and final console assembly
occurs, while another plant in
Hungary houses two individual

READY FOR

' Microsoft’s factories in Mexico and Hungary
| are pumping out Xbox consoles

facilities for each part. Both plants
combined employ roughly 7,000
people and take up more than a
million square feet of space. Each
factory will support the North
American launch, with the
Hungarian plant switching over to
support the QI 2002 European
launch and ongoing production.
The Mexico facility was built



specifically for Xbox, with five board-
and five box-production lines. But
despite the obvious activity, Next Gen
wouild feel a lot better if we saw
stacks of assembled Xboxes.

Microsoft contracted out the manu-
facturing to Flextronics to take advan-
tage of its mass-component purchas-
ing power — the Hungarian plant also
manufactures other products — but
will still incur hardware losses. Earlier
this year; a Merrill Lynch report
included an analysis estimating each
Xbox costs about $375 to produce. If
all 600,000 launch units sell at retail
for $299, Microsoft could quickly find
itself with a loss of $45 million in the

. alone. That's excruciating just to

bout. — Kevin Toyama

B CAN WE COME IN AND PLAY?

PlayStation 2’s Taking
Gamers Online...
But At What Price?

The game industry faces the challenges of
building PlayStation 2’s online network

When the $39.99
PlayStation 2 network
adapter is released in

November, gamers will have
access to online multiplayer
functionality in games such as
Tony Hawk 3 and Twisted Metal
Black Online. Other online-
compatible games have suffered
delays, and there's been no
official word from Sony on its
online plans. What exactly
should gamers expect when a
control-driven company like
Sony gives its customers access
to something as uncontrollable
as the Internet?

SONY’S WAY OR THE HIGHWAY
Our sources indicate Sony is
planning a closed network for
PlayStation 2, where Sony would
create a secure portal through
which companies can offer
everything from games to
movies. Sony would authenticate
each PS2 connecting to the
network, then redirect the
gamer to either an independent
or Sony-run server:

Sony’s online-authentication
process will put the company in
charge of the content flow; if
content providers don't play by
Sony's rules, their access to
gamers will be denied. And
count on those rules being as
rigid as those currently governing

exclusive content. Despite com-
panies talking about cross-
platform gaming, the harsh truth
is that Sony won't allow a
GameCube or Xbox gamer to
play Madden against a PS2
owner; Sony would rather force
gamers to buy a PS2 if they

“Sony’s going to be the vault
keeper, so that means we’re
going to have to pay them a
fee, and that’s where they
make their money.”

disc-based content. By restricting
the content flow, Sony will keep
out adult-themed material that
can tarnish its image, as well as
ensure that Sony gets a cut from
any revenue generated from
downloads — a cost to publish-
ers that will surely be passed on
to the gamer

A closed network would also
limit cross-platform gaming.
Exclusive content sells systems,
and PS2's online network is

AIRWALK

500

— Rob Dyer, president, Eidos Interactive

want to play against other PS2
owners online.

Gamers may also have to
change their ISPs, as several
industry execs expect Sony to
purchase an ISP and make its
network accessible only through
previously announced partner
AOL and the speculated Sony-
owned ISP. This scenario would
allow Sony to reach casual
gamers through AOL, as well as

(continued on page 10)

M Tony Hawk 3 will enable four simultaneous skaters to play online, and future versions could increase that

number to emulate a real skate park

www.next-generation.com 10/01 NextGen 09



(continued from page 9)
hardcore gamers who likely
find AOL's mass-market
approach to the Internet
unappealing

SCEI President Ken
Kutaragi is clearly supplying
the online puzzle pieces
(see Feature, page 64), but
it's apparent that it'l be the
game companies that
decide how the pieces fit
together in their games.

'WHO’S THE KEYMASTER?
As of this writing, Sony had
not announced a specific
hard-drive price or launch
date for the US. — in
Japan, the hard drive sells
for $145 and includes a
built-in network adapter —
which would be a necessity

to sell downloadable
content. But Eidos President
Rob Dyer already plans to
offer episodic games,
where consumers would
buy and download the next
chapter of a continuing
story. Dyer says that writers
are already working on
story arcs for titles such as
Tomb Raider and Soul
Reaver, which Eidos will cut
into chapters. But those
games won't be housed
within the Eidos walls.
“Sony’s going to be the
vault keeper,” says Dyer. “so
we're going to have to pay
them a fee, and that's
where they make their
money. | don’t want a big
server farm; it takes a huge
amount of money and a lot

W Square’s online-only Final Fantasy XI is reason enough for many FF fans to buy Sony's network adapter

of people. 'm willing to pay
[Sony’s] fee because it's the
cost of doing business, and
it's cheaper than doing it
myself”

Not all publishers are so
quick to accept Sony’s fee.
“In theory” explains

because Sony has made a
huge investment in
researching, developing, and
marketing its platform.
‘When you're talking online,
it's harder to justify this cost
because weVe already sub-
sidized the cost of the

lishers can make games
available, as long as Sony
takes on the responsibility
of marketing the site and
drawing customers. But
some companies hope that
instead of laying down one
“take it or leave it” system,
Sony will roll out options.

“Smaller companies,”
suggests Namco Director of
Business Development Mike
Fischer. “could rely on Sony
to set up the servers and
handle traffic, billing, etc. so
they could focus just on
game content. Larger pub-
lishers might choose to
invest in this infrastructure
themselves. My hope would
be that they offer publishers
a choice.”

'SMOKE, OR TCP/IP STACKS?
Sony is taking its online
plans seriously, looking
beyond the present and
laying down a foundation to
accommodate massive
numbers of online consoles
through its partnership with
Cisco. A new Internet
protocol software has been
developed that will go into
PlayStation 2 SDKs.

“lt’s funny to watch companies say that
the [online] market isn’t mature enough
for them to step in yet. When they
come,”thewl get their ass handed to

them.

Universal Interactive VP of
Technology Neal Robison,
“the royalty payment on a
disc helps pay for the cost
of developing the platform;
the only reason your
software will work is

~ Kelly Flock, president, Sony Online

hardware [with past and
present disc-based games]
— do we subsidize the cost
of the Internet?”

Still, Robison is willing to
pay a fee if Sony creates a
portal through which pub-

“Without getting too
technical,” explains SCEA
Producer Hunter Luisi,
“everything that connects to
the Internet needs its own
ID number. With everyone
using the Ipv4 [standard],

W BITS FROM THE EDGE

It's nice to know some things
=P never change — like Acclaim.
In late july, the publisher that's had
more financial ups and downs than
a season of Who Wants to be a
Millionaire? put together an addi-
tional $33.6 million in financing
from a private sale of stock. Good
for them. Then, less than three
days later, they turned right around
and promptly announced they
would be spending a full $4 million
of that on promoting Dave Mirra
Freestyle BMX 2. Nice to know that

o matter how tough times may
get, they still can’t resist the big
splash over there at Acclalm...

In the “Nietzsche was right after all”
department, Mike Wilson's stab at
independent publishing for the game
industry, Gathering of Developers (aka.
GodGames), is dead. Shortly after the
release of Max Payne, Wilson handed
off all remaining assets to Take 2,
gathered up everyone in the office, and
began gearing up for SubstanceTV, a
non-game-related, DVD-based

magazine. And 5o a noble
fails, although whether because of bad
management or just because it was an
idea this industry wasn't ready for yet

will be for history to decide. So who's
going to fill the parking lot with strip-

pers and midgets at next year's E3?

Interplay’s worrles are far from
over, however. Apparently, only
Baldur’s Gate and its expansion
packs have made any money in the
last year. Its RPG subsidiary Black
Isle has shut down the fong-in-

in-trouble-for-almost-that-long
Torn, and the lack of funds even
spread clear around the globe to
Microforte, the Australian develop-
er of Fallout Tactics, which found
itself with zero cash. No word yet
on what this means for Citizen
Zero, Microforte’s MMORPG, which
actually has (had?) some buzz.

It used to be licensing strategy guides,
but now we've struck upon the latest
way for publishers to make money.

10 NextGen 10/01 www.next-generation.com



we're rapidly running out of ID
numbers. By using the Cisco
stack [that supports Ipvé], we
are supporting the future
standard for how devices will
connect to each other”

Of course, pouring the
foundation for online gamers
doesn't mean gamers will
come. Dreamcast proved that if
you don't have enough content
to attract a significant installed
base, you're out of luck. What
may provide the incentive to
get gamers on the network is
the online-only game Final
Fantasy XI. Square’s offine
RPGs have sold millions of
copies, and FF fans are so
fanatical that many will buy the
network adapter despite the
added investment. Bundling
FEXI with Sony’s network
adapter would be one way to
help establish a respectable
online installed base.

Square isn't the only
company planning persistent-
world RPGs. Sony Online plans
to expand the success it's had
with EverQuest to the console,
and warns that the longer

companies wait to enter the
market, the harder it will be
for them to find success.
“Having been a little bleeding-
edge the last couple of years,”
says Sony Online President
Kelly Flock, “it's funny to watch
companies say that the [online]
market isn't mature enough for
them to step in yet. When they
come, theyll get their ass
handed to them. It was inter-
esting to see Mr Miyamoto say
he has absolutely no intention
of making a Zelda online

game. It's exactly the right thing
for someone like him to say
because [online is] not an
expertise he has or knows. It
takes a completely different
kind of mindset to do it

LIVE PS2 WIRE

Once Sony launches the PS2
online infrastructure and
develops an installed base, the
true fruits of an online console
network will unfold.
Companies have already
planned innovative ways to
leverage the online network
beyond simple multiplayer

functionality, from the afore-
mentioned downloadable
games and persistent worlds to
truly new gaming experiences.

“Part of our technology plan
integrates videoconferencing
and voice-over-IP technology
into the game experience,”
shares Universal Interactive’s
Robison. “That [new game
experience] can be realized on
PS2 with a broadband connec-
tion, where you can see a
video and audio representation
of the opponent.”

'WORTH THE TROUBLE
Sony Online’s Flock thinks
PS2's installed base has the
potential for 40 to 50 million
units in North America, and if
he can reach even 5% of that
market, he'll reach far more
than his current subscriber
base. With so much untapped
potential on the horizon, it's
easy to see why game compa-
nies are so excited about
developing new features and
experiences for gamers —
providing that Sony lets them.
evin Toyama

B Welcome to the jungle: SOCOM: U.S. Navy SEALs will be online on PS2 sometime in the winter

Sierra announced an “open” beta
test for its hotly anticipated RTS
Empire Earth. So, what did you
have to do to participate in this
“open” test? Why, just pre-order
the game, that's all — and of
course pay for it. Then you pick
up your “special beta testing
copy” at your participating retail
store. Between this and Funcom’s
troubles with Anarchy Online, it
looks like getting the public to
pay for beta software is getting to
be all the rage this year.

ECTS MIA? Not exactly, but it’s
getting mighty close. Held in
London every fall, Europe’s
largest industry trade show
has been shrinking for the
past several years, but In 2001
it’s finally gotten smaller than
the Ant Farm Retallers World
Expo. Neither Sony, Nintendo,
nor Microsoft will be exhibit-
ing there. Sony and Nintendo
each run their own trade
shows for Europe, and
Electronic Arts has been doing

the same for a couple of
seasons now. Even U.K. native
and traditional booth hog
Eidos Is skipping out. Who
does that leave? Mostly Ubi
Soft and German publisher
CDV (the ultimate source here
for a pair of good RTS games,
Cossacks and Sudden Strike,
but also publisher of the Euro
hit “erotik” serles, Wet — The
Sexy Empire). Hmm, what do
crickets with English accents
sound like? NextGen

.
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Haul ass in ruthless, multi-player
combat racing.

Thwart opponents with traps,
trickery and explosive attacks

treacherous, obstacle-filled terrains.

”"

An original game design created specifically
for the Xbox~ video game system.

Whatever it takes

www.maddashracing.com

Inc. Microsoft. Xbox.

Inc. £2001

trademarks of Microsoft

and the Crystal Dynamics logo are registered trademarks of Crystal Dynamics,Inc. Eidos,



B BEWARE, THEY LIVE

Classic Games

Expo 2001

Old programmers, old games, and old
Vegas — classic to the core

THE NEW
CLASSICS

Among the videogame
celebrities of the past, a new
breed of young program-
mers has managed to create
new games for the classic
systems. This year, the Expo
hosted several new releases

ColecoVision, including pre-
iously undiscovered games

from the ‘805 and newly
coded products (denoted

some highlights:

W Venture 2: The Abysmal
Abyss by Tim Snider

i

W Elevator Action

W SCSicide by Joe Grand

The fourth annual

Classic Games Expo,
held on August II-12 at the

otel in downtown Las

n't your averag n-

vention. The show was much
smaller than other industry
shows — around 1,000 ticke
were purchased — but had an
intimacy that greatly benefited
the true classic game fans in
attendance. At any given time
you could walk the show floor
and meet some of th eate
designers from the past. Old-
school luminaries such as
Activision co-founders David
Crane and Alan Miller were out
and about and more than happy
o talk about the Atari 2600
days. Other 8-bit gaming
celebrities included Stormfront
founder Don Daglow (Utopia,
Racing Destruction Set), Keith
Robinson (Tron Solar Sailor),
Garry Kitchen (Keystone Kapers,
Pressure Cook
(Atari Jawbreaker and Frogger),
and many more.

The reunion of the original
Dragon's Lair team (Don Bluth,
Rick Dyer, Gary Goldman, and
John Pomeroy) proved a major
highlight of the show. Besides

14 NextGen 10/01 www.next-generation.com

ing an autograph session for
their legions of fans, the group
held a panel discussing the
history behind the game. Lucky
ho attended the session

While many people came
just to browse the dealer tables,
the greatest attraction at the
show was the dlassic gaming
museum — the most impres-
sive array of rare and unre

d gaming paraphernalia in

world (a color Vectrex?). Of
course, the 40+ arcade games
(including a fairly comprehen-
sive collection of Laserdisc
games) gave attendees some-
thing to do once their gaming
juices were flowing

Overall the limited atten-
dance only added to the
intimacy and mystique of Classic
Gaming Expo 2001. And just
wait until next year: With Atari's
30th anniversary on the
horizon, the show’s promoters
have promised something big.
We wouldn't miss it for the
world. — Blake Fischer

PS2 reinvents the
(steering) wheel

Blue Thunder Racing Wheel

Manufacturer: Interact
MSRP: $69.99

This unit
9 adds pedals
and a simulated

gearshift, both of
which the Logitech

(=0

wheel (see below) lacks. But it sacrifices force

feedback for rumble support, which is like giving
up the chance to see Pink Floyd live and going to

the laser light show instead.

Rating: Yok Kk 77

Gamester Pro Racer
Manufacturer: Radica
MSRP: $24.99

This experimental
é controller actually
feels more like an
accordion than a real
steering wheel. Plus, the
left-side shoulder
buttons are a real chore to
reach when downshifting.

Rating: YR YT T0%

Logicool GT Force
Manufacturer: Logitech
MSRP: $99.99

The best
Q ever?
Maybe not. The
force-feedback |
effects in this
“official” GT3 wheel
leave every other console
‘wheel in the dust. But some
consumers are reporting a

X V4

glitch in the U.S. version that disengages

the wheel midrace. Bugs aside, the smarter buy
might be its identical twin, Logitech’s red-handled

WingMan Formula Force GP, which works with

both PCs and PS2 and can be found for only $79.

Rating: Yk kK77

MC2 Racing Wheel
Manufacturer: Mad Catz
MSRP: $49.99

This wheel is quite similar to the Blue

Thunder, with a few advantages: It's cheaper;

it doesn't require its own power supply; the
button layout is better; and it enables the

player to easily calibrate the sensi-
tivity of the wheel. Still, rumble

support is no substitute for
true force feedback.

Rating: WA KXY
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“RETURN OF
THE ORIGINAL
GANGSTERS”

- GAME INFORMER

“FRANKLY THERE
AREN’T ANY OTHER
TITLES LIKE IT OUT
THERE. EVEN IF THERE
WERE, | HAVE A
FEELING THAT THEY
COULDN’T EVEN BEGIN
TO COMPETE”

- PSM

“GRAND THEFT
AuTOo 3 wiLL
DEFINITELY BE ONE
OF THE
PLAYSTATION 2's
MUST HAVE GAMES
OF THIS YEAR”

- PSE2

“ONE OF THE MOST
EXPLOSIVE TITLES
EVER TO GRACE A
HOME CONSOLE”

~ GAME INFORMER

“GRAND THEFT
AUTO 3 HAS ALL
THE MAKINGS OF

A PSZ2
BLOCKBUSTER
TITLE”

- GAME INFORMER

“BGRAND THEFT AuTO 3
WILL BECOME ONE OF
THE MOST IMPORTANT
GAMES OF THE YEAR”

- I6N.COM

“THIS GAME IS GOING
TO MAKE AN IMPACT”
- PSM

COMING FALL 2001 WWW.ROCKSTARGAMES.COM/GRANDTHEFTAUTO3

“PlayStation" and the -PS"
The
b oMA

Visit maria of
or call 1-800-771-3772 | game i
for more info. are i doad,
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_) Though at times difi-
cult to understand,
Nintendo always has a plan.
At E3 2001 it consciously
decided not to highlight
under-development titles
Zelda and Mario. It didn't
show a playable Metroid,
just an FMV mockeup of the
game in development by
Texas-based Retro Studios.
it showed Super Smash
Bros. Melee, Wave Race:
Blue Storm, and Luigi's
Mansion, smiled, and disap-
peared once more behind
the curtains. Again, the
company isn't talking. But
behind the scenes, the plan
moves forward.

Retro Falls

On July 19, employees
working on Retro Studios

=News

Nintendo’s next-generation
console readies for release

post-apocalyptic, 3D RPG
Raven Blade came to work
and learned that the
project, in development for
two years, had been termi-
nated. Nintendo pulled the
plug on it and forced the
layof's of an additional 30
team members (in February
Retro killed two other
projects and axed 30
people). Once a 100~
person-plus studio working
on four games, Retro now
employs approximately 45
— with every last person
focused on Metroid Prime.
The good news is that the
reorganization seems to be

‘“We have a

paying off: Overseer Shigeru
Miyamoto recently took a
look at the 3D first-person
adventure and was, alleged-
Iy, extremely pleased.
Considering that Retro is
aiming to ship the title in
the third quarter of 2002,
it's about time.

Rune the Day
Although this story was filed
before Spaceworld 2001, we
learned that one of the
surprise playable titles will
be Rune, courtesy of
Japanese developer From
Software (not to be
confused with the PC title
Rune developed by Human
Head). From Software has
historically been a big Sony
supporter with such offer-

reat relation-

ship with [N?ntendo] all
the way to Yamauchi-san,
who has great regard for

»”
L7, S

ings as King’s Field and
Armored Core. Rune is
described as an RPG in
which players summon
monsters by collecting and
utilizing in-game cards. The
screenshot provided is early,
although Rune is scheduled
to be available in Japan
during the first half of 2002.

The Sega Factor

Sega has already
announced that it is
working on 10 projects for
GameCube, but what
about plans to work with
Nintendo on a game?
Rumors have been flying
about just such a product
since E3. Peter Moore,
Sega's president in the US,,
recently took time to
address them. “| think
that's just wishful thinking,”
said Moore when asked
about a much speculated
Sega/Nintendo joint RPG.
“But if | got a phone call at
four o'clock this afternoon

W Rune, a new RPG for GC, is headed this way in 2002 from From Software, which you might remember from King’s Field

16 NextGen 10/01 www.next-generation.com

from Japan that said they
were doing it, it wouldn't
surprise me in the least.
‘We have a great relation-
ship with NCL all the way
to Yamauchi-san, who has
great regard for Sega and
what we've done over the
years. There is also an
incredible mutual respect,
particularly between Naka
and Miyamoto. Have we
done anything? No. Are
they talking about it? 'm
sure. Have we announced
anything? No. Might we? |
bet you that we do.” Take
what you will from that.
Sega and teams will appear
at Spaceworld, and of
course, we expect some
announcements to be
made — but you'll have to
wait until next month’s
issue for details.

Namco Connection
One company that has
forever been considered a
Nintendo rival is coming
back on board in a big way.
By the time you read this,
Namco should have
announced several projects
for GameCube, including a
port of the PlayStation 2
title Dead to Rights, an
enhanced version of
Klonoa 2, and a translation
of the Namco arcade racer
Smashing Drive. All that,
plus a certain fighting fran-
chise sequel we believe
will be Soul Calibur 2.
NextGen




B TOM RUSSO”

Development news as it develops

ACTIVISION GETS DICK

Through an agreement with Fox Interactive and DreamWorks,
=P ctivision has acquired the rights to publish and develop games based
on Steven Spielberg’s next sci-fi action-adventure flick, Minority Report.
The film is based on a story by noted author Philip K. Dick, who also
penned the stories that became the films Blade Runner and Total Recall.
Spielberg is directing the film starring Tom Cruise; it will be released in
theaters during the summer of 2002. The games are scheduled to appear
on PC, PS2, Xbox, GameCube, and Game Boy Advance.

SYPHON FILTER GOES ONLINE

Syphon Filter 3 won't be remembered for capping the PlayStation
=) eiwiia bang (we're hearing it's got issues — and we're not
talking about copies of Next Generation). And it's no secret Syphon Filter is
in development for PS2. But what hasn't been reported Is that the game
will include a large multiplayer online component not unlike the one found
in SOCOM, Sony's Navy Seal-based PS2 game. SOCOM's E3 demo included its
online multiplayer mode. In fact, we wouldn't be surprised if SOCOM’s
online technology became the test foundation for Syphon Filter online.

GAMECUBE GOES TO GOTHAM CITY
It looks like Ubi Soft just can't stop with the announcements. The
company now intends to bring Batman Vengeance (already in
development for PS2) along with Disney’s Tarzan to GameCube.

STRAIGHT OUTTA QUAKECON
> What originally began as a massive LAN party for fans of id’s games, the
fifth annual Quake convention (a.a. QuakeCon) became the place for
several important id-related announcements. Aside from showing more Doom
footage that wasn't released to the press, the company announced that Raven
Software (Jedi Knight ll, Soldier of Fortune 2) will develop Quake IV with help
from id on the Doom engine. Another id collaboration involves Nerve
Software. Former id designer/Nerve founder Brandon James has begun work
on an untitled, team-based, multiplayer game. Of course, no release dates
have been given. Oh, and finally, Trent Reznor will provide Doon’s music. Cool.

M STICKING IT TO PS2

TopMax Dominator 2

Can this PlayStation 2 arcade
stick carve out its own niche?

Manufacturer: TopMax
MSRP: $39.99

With great 2D fighters like Guilty Gear X and Capcom vs. SNK

2: Millennium Fight finally beginning to arrive on PlayStation 2,

it's time to get yourself a arcade stick. The reigning king of PS2
sticks is Interact’s five-star ShadowBlade (see NG 06/01), but
TopMax's D: 2.offers a , cheaper ive. It's
smaller and lighter, but has a longer cord and adds a welcome
rumble feature to the ball of the solidly built joystick. This stick can
also switch from digital to analog functionality, though it feels a bit
sloppy as a result when compared with the ShadowBlade’s silky-
smooth action. Also, while each individual button can be set to turbo
fire, the Dominator 2 does not enable the player to program macros,
ahighly regarded feature to many fighting game fans.

Bottom Line: This is an excellent
stick, with weaknesses that only
surface when compared with the
best product on the market. But it's
still number two.

Rating: ek Ak 7

W If you're a PS2-owning shooter fanatic
struggling to subsist on Gradius Il & IV and
Silpheed: The Lost Planet, this stick has
features you'll love
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 Fortunately
for Microsoft,
this Shrek

game sports
graphics that
will appeal to
the masses

a large, expensive box that
lacks a clear killer app at
launch. Has it lost already?
Not necessarily. North
American developers are
working hard at making
games for Xbox, though
admittedly, some of these
great-looking titles such as
Morrowind, Thief 3, Deus
Ex 2, and Neverwinter
Nights (though Bioware
won't utter a peep about
that) are also coming to PC.
Microsoft does have a

Solving for X

While TS. Eliot said

April is the cruelest
month, for Microsoft the
cruelest month may be
November — specifically
this November. In what
looks to one of the richest
30-day periods in the
history of videogames,
Nintendo will launch a new
console with a handful of
high-quality (and highly
anticipated) games. Sony
will unleash Metal Gear
Solid 2, Tony Hawk 3, Jak
and Daxter, Devil May Cry,
and others.

Into that very crowded

parade, Microsoft is going
to try to elbow its way with

with a lal

chance of staying competi-
tive. A couple surprise
games from Japan may
make launch, including the
mysterious Double
STEAL, and (finally) a
potential system seller
Dead or Alive 3 (see cover
story, page 49). Some other
ed Xbox titles

Dragoon, and Gun
Valkyrie. As for Microsoft's
first-party attempts at
console games, we have a
wait-and-see attitude. Right
now Microsoft has a
growing selection of great-
looking games that are
unlikely to sell consoles by
. Munch’s

are coming from talented
developers as Tim Schafer
Hal Barwood, and Peter
Molyneux, though again,
this powerhouse group has
spent most of its time
working on PC titles.
Microsoft claims that
there are 80 exclusive titles
in the works, with nearty
40 of them coming from
third parties. Well, they
better get here in a hurry.
Currently Microsoft suffers
from too many second-
place titles. Sony has
snatched up Tekken, Crazy
Taxi, and Virtua Fighter,
while Xbox gets Jet Grind
Radio Future, Panzer

Into a very crowded
parade, Microsoft is going
to try to elbow its way
rge, expensive
box without a killer app.

i

Oddysee, Malice, and New
Legends are probably all
going to be a ton of fun,
but they aren't going to
move a ton of Xboxes.

One thing Xbox contin-
ues to have going for it is
that every new game we
see looks more spectacular
than the last. The most
recent surprise was TDK’s
console debut with Shrek.
Luckily for Microsoft, Shrek
was one of the top-grossing
films of the summer. It also
helps that the game is
simply gorgeous, with
bump-mapping, self-shad-
owing, multiple light
sources, and all the jargon
you need to call a game
visually superb. We're not
certain there’s a real game
there yet, but Microsoft
sure needs one soon.

3000 Games

at Launch??

Many have prophesied that
Xbox will be the most
hacked console in the
history of the industry, and
that is starting to come
true already. An anonymous

W X-philes columnist Jim
Preston Is the Previews/Disc
Editor at PC Gamer

Xbox developer has
ported the latest version of
MAME (Multiple Arcade
Machine Emulator) over to
an Xbox dev kit.

For the uninitiated,
MAME is a program that
lets you play more than
3000 arcade and Neo Geo
games on your PC.
According to the mystery
hacker, MAME works great
on Xbox, and most of the
games work just fine within
its 64MB RAM limitation.

There are additional
emulators out there for
everything from Atari 2600
to Né4 that could also be
tweaked onto Xbox. And
who wouldn't want nearly
the entire history of gaming
available on a couple of
DVDs? The problem, of
course, is that unless each
game was licensed individ-
ually, such a collection
would he highly illegal. And
the Xbox needs legal killer
apps in order to survive.

NextGen

W Shreis lighting, bump-mapping, and pixel-shading are very impressive. However, there was very little gameplay in the demo version shown here
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“There is no other game like it on the PS2.”
— PSE2 Magazine
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u XBOX, PC

MEDAL OF HONOR:
ALLIED ASSAULT

\bisher EA/DreamWorks M Developer: 2015 M Reiease Date: November (PC), 2002 (Xbox) ® Org: US

Splelberg’s groundbreaking WWII series finally hits the beach on PC

_) World War Il has been back in vogue these past few
years, and our fascination with “The Last Good
War” shows no signs of abating. Much of this attention
has been largely thanks to Steven Spielberg, who in 1998
gave us one of the most shockingly authentic portrayals
of WWII combat with Saving Private Ryan. Before collab-
orating with Tom Hanks to bring us the HBO miniseries
Band of Brothers, Spielberg helped create Medal of
Honor, a quasi-spinoff of Saving Private Ryan that has
. grown from its 1999 PlayStation debut to a significant
T — multi-platform franchise.
Not surprisingly, the realistic WWII action in the MoH
series has always been the sole object of FPS envy among
PC gamers, who usually get the best first-person action
games. Like America itself, Medal of Honor: Allied Assault
forPC may be coming to the WWII party a littie late. But
- when itdoes arrive, it will do so with the firepower

. wwy.next-generation.com 10/01 NextGen 23
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required to shake the genre’s bunkers
to their foundations.

Players assume the role of US. Army
Ranger Lt. Mike Powell for more than
25 levels that almost shame the
original PlayStation games. Powered by

M Many of the locales in Allied Assault
appear to be directly taken from Saving
Private Ryan

the Quake lll engine, MoH:AA draws
on elements of real WWII history as
well as Saving Private Ryan’s most
heart-pounding moments, with the
aim of giving players a more immer-
sive, realistic experience. “One of the
guiding principles of the MoH series
has been that real life is always more
interesting than anything you can make
up,” affirms DreamWorks Interactive
Producer Peter Hirschmann. “The team
at 2015 spent hours in the in

“You can tell a compelling
story without resorting to

blood an_d dlsmembennent.”

so many onlookers at E3 — a
stomach-churningly authentic and
atmospheric recreation of the Omaha
Beach D-Day landings of June 6, 1944.
As we played our way through a
preview version, we were blown away

the field with Captain Dale Dye, the
military advisor for both Saving Private
Ryan and the MoH series, studying the
various Allied and Axis field tactics and
formations that are so vital to the
game’s design.”

This gritty realism is never more
evident than in the level that wowed

FROM SHORE TO SHINGLE

by the realism as the
game’s scripted sequences threw wave
after wave of American soldiers up the
beach and into the Nazi meat-grinder.
Men with their guts blown out scream
to go home; terrified privates cower
behind tank defenses; officers shout
orders to advance. The experience is
every bit as immersive as in Private
Ryan — perhaps even more so

B Welcome to the Omaha Beach

rough waters on a Higgins Boat

landing party. You
start this level off as a member of a squad riding the

24 NextGen 10/01 www.next-generation.com

it isn't too long before you approach the beach [

Eventually, the door of the boat drops and you
and the shells start flying in. One shell happens to hit  race out on to the beach through a hail of gunfire.
fiying  These men look to you to lead them to the front



[ —
of the missions. You'll also have to constantly
look out for Nazi snipers

B On your frenetic run through the trenches, slow only just enough to take out the Nazis in your path

because you really feel like you're
there. In a later level, you're required
to take out advancing Nazis from your
clocktower sniper nest before they
can advance on a strategically crucial

himself, for taking an active interest in
the game’s development. “We were
able to videotape about a half hour of
his feedback for the development
team on just the D-Day level alone,”

bridge. And it's no that it

says Hi “He’s the creator of

looks almost exactly like Remelle, the
setting for Private Ryan’s climactic
battle scene. Credit, in part, Spielberg

—

M There are more scripted events in Allied
Assault than in any game we've seen. Yes,
even more than in Half-Life

the series, so he’s been involved with
all the titles going back to the original
Medal of Honor.”

A

“There’s nothing like a full-
scale battle that you can
jump into the middle _of.”

One area where movie and game do
part ways is in the graphic depiction of
blood and gore. While Saving Private
Ryan showed horrific scenes of
graphic carnage, MoH:AA seems to be
shooting more for a Teen rating.
“Saving Private Ryan was made for
older viewers, while the motivation
for Steven (Spielberg) in creating the
‘MoH series was to bring the WWII
experience to a wider audience by
keeping the material accessible,”
explains Hirschmann. “You can tell
quite a compelling story without
resorting to blood and dismember-
ment.” That said, weapons and
damage are all being modeled to a
level of realism consistent with the
rest of the game — don’t expect to
hear any Nazis yell “Mein Leiben!” as

ey 3
B Along the way, soldiers drop like flies in the heavy

-mwhhmmmﬂh.mm

ES *
 Eventually you make it to the barbed wire, but

trip to the front. To your left a soldier tries to call in
and relay just how messed-up this situation is

nobody can get anmmm'nm
to go back and get the bangalores. Good

enemy fire and mortars that rain down from the sky.
experience

1t's a nerve-wracking — nawhere is safe
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W After you get up the beach, over the wire, and through the trenches you'll need to take out the Nazi gunners so the rest of your forces can get through

you drill their bodies full of lead.

The part of Allied Assault that
excites us the most — apart from the
compelling backdrop — is the fact
that you really feel like you're just a
piece (albeit a sometimes critical one)
in the overall war effort. While parts
of the game will consist of traditional
commando-style solo missions, you'll
also be spending a lot of time fighting
as a part of Allied squads made up of
computer-controlled soldiers. “There’s

nothing quite like a full-scale battle
between Allied and German forces
that you get to jump into the middle
of;” says Hirschmann. We couldn’t
agree more. Our early play-through
showed off some remarkably smart Al
and clever scripted scenes involving
your Allied comrades, and you'll come
to rely on them (and ultimately care
about them) as the game wears on.
On one snow-bound level that had us
infiltrating a Nazi compound, our NPC

W From your perch on the top of this partially destroyed building you can take out Nazis as
they try to blow up the bridge (top). When things start to get out of hand and they call in
their tanks, you'll need to start calling in air strikes to take them out (right)

26 NextGen 10/01 www.next-generation.com

“Real life is always more
interesting than anything
you can make up.”

buddy risked his ass to silently take
out a couple of sentries and open a
gate for us, only to be mown down by
two more Nazis who passed by on
patrol. Needless to say we emptied a
full clip from our Thompson SMG into
their twitching corpses.

‘While there’s still a lot of optimiza-
tion and cleaning-up to be done,
Medal of Honor: Allied Assault looks
to be on target for a November
release. When that happens, history
will take on a revisionist twist, as an
army of excited gamers willingly dare
the gunfire of Omaha beach.

— Gary Whitta

— Peter Hirschmann
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B PLAYSTATION 2

B Pubisher: Interplay W Developer: Outrage

W fioicase Date: Q1 2002 W Orign: US

Big things can come in the smallest packages

It's admittedly tough to get a handle
on Chicago-based developer
Outrage’s new title. Part 3D third-person
platformer, part resource management

game, and part puzzler, Rubu Tribe
doesn't fit neatly into any genre. Of
course, that's the point.

The game revolves around the Rubu
colony’s quest to reach a holy temple and
recharge the tribe’s life-giving “Muku ball,”
which keeps the two-foot-tall Rubu alive.
Since they're so tiny, however; they “enlist”
the help of a gigantic creature, the Uut.

W You can order your fellow Rubu
travellers to complete complex tasks

Being clever little folk, the Rubu build a
small village on top of the traveling Uut,
then patrol the path ahead for dangers.

As Muku, the leader of the Rubu, your
tasks range from gathering resources and
taking out enemies of both the Uut and
the Rubu to solving a host of other
problems. “The puzzles are a bit different
from what gamers are accustomed to,”
explains Lead Designer Nate Goudie,
adding that “since Rubu Tribe takes place
in a natural environment, the resources
are more organic in nature. Learning

28 NextGen 10/01 www.next-generation.com

about the creatures, plants, weather; and
other things is pivotal.”

Your most important assets are your
fellow tribe mates. Using your “order
horn,” you can command your troops to
interact with the environment in many
different ways, and very simply: Just
select the horn, target an item, then
decide which class of Rubu (scholar,
worker, or warrior) you want to use to
interact with the item. “If you target a
knuckle tree,” explains Lead Artist Josh
Foreman, “your scholar will tell you it can
be cut down. Your warriors will defend
the area around it, and your workers will
cut it down. Every interaction is context-
sensitive in this way”

Getting it all to work properly will be a
balancing act of epic proportions, but like
the Rubu themselves, we're sure the team
will persevere until the job gets done.

— Blake Fischer

TALENTED RUBU

® The Rubu
(front) and
the Uut form
a symbiotic
relationship of

well cared-for

Muku and his tribe are gifted with more abilities than in your tradition-
al third-person run-and-jump. If the Rubu need to use an animal to
help in a certain situation, you can actually hop on the creature’s back

and try to tame it. Even your main
‘weapon, the Squid stick, changes function
depending on what animals you snare with
its ropy tendrils. Grab a small spiky
creature, and you can use the stick as a
mace, or grab one that shoots quills and
you have an impromptu dart gun.
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B The first world boss s big and extremely deadly, but, intrug 16-bit style, if you figure out his secret weakness you can take him out

H PLAYSTATION

MAXIMO

W Publisher: Capcom M Developer: Capcom Digital M Release Date: @1 2002 W Origin: US

Ghosts, ghouls, and goblins beware!
A Capcom classic is reborn

One of Capcom’s more enduring

franchises through the ‘80s and into
the ‘90s was Ghosts ‘n Goblins. And now
David Siller, director of R&D for Capcom

“Capcom of Japan wouldn't do anything
about it, so we stepped up to the plate
and said, ‘Let s reinvent it, with new
characters and a lot of new features, new
gameplay’ We wanted to keep it innova-
tive and fresh, but it’s all fast action.”
Indeed, from the sound of the back-
story and level structure, the design
document could have been written in
1989. Maximo, a young king from medieval
Rome, returns from a foreign war to find
his kingdom in shambles. An evil coun-
cilor named Achille has usurped power

Digital Studios, Capcom’s U.S-based
development arm, is bringing it back.
“There was a need and a hunger for that
product from everyone,” he explains.

o
B Maximo strikes a very fine balance between
sword swinging and 3D platforming
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Although Maximo's

Capcom Digital’s
David Siller. “The
indications we've
gotten from the
Japanese press is
that they're
absolutely in love
with Maximo. We
think this will be



and forced Maximo's betrothed, Sophia,
to marry him. Worse, Achille is aided by
Magnus, an evil magician, who has called
up the undead to serve as his army.
Maximo confronts Achille, who promptly
kills the young king. Fortunately, Death
himsef is a little miffed at having all those

undead souls stolen from the underworld.

So if Maximo can stop Achille and Magnus

and return the dead to their rightful place,

Death will allow Maximo to live.

Gameplay Is a mix of third-person
action and platform challenges. Maximo
is initially armed with a sword, shield, an
armor, while power-ups can be found

along the way to make the sword more
deadly, as well as slowly turn the shield
from a defensive item into an
autonomous Frisbee of death. Also,

special abilities — again, granted throu
found icons — can be locked into the
character, including everything from

lengthening the sword to calling down
lightning and fire. You can use as many

power icons as you can find — all in all
there are 40 — but you can only hold on
to three if you die. However, Achille has
also imprisoned four beautiful sorceress-
es in four towers across the kingdom. By
freeing each one, Maximo can add one
more save slot for an additional power.

According to Siller, the game will
follow a linear path (albeit a wide one,
with room for exploration) through five
environments. “We have the Graveyard
world,” he says, “where Maximo first
enters the kingdom. Then there's the
Ship’s Graveyard, which is an ice world,
followed by the Swamp. There’s the
Underworld — Maximo makes a brief
descent into Hell. Then in the final level,
after he’s rescued the four sorceresses
he storms the castle.”

And while the game is steeped in
classic gameplay elements, be prepared
for 2l st-century technology. Siller
describes the gameplay as offering a
“ery dynamic playfield. The ground falls
under you and rises above. We have big

B You'll have to collect as many souls as you can during b Journey
soywﬂnbuyconﬁnue;ﬁwnbﬂﬁlmwnmnm

spinning gears and moving platforms. So
you're not just traversing the environ-
ment but also fighting enemies. Stuff is
popping up from underground. There
are secret chests and secret areas to
discover, like a movie that's so
enthralling that when it's over you wish
it were longer. We want to keep the
player so busy with so much to do, yet
having so much fun, they'll want more.”
This should come as no surprise;
Siller came to Capcom two years ago
from Universal, where he was the
producer for the original Crash
Bandicoot — itself an attempt to bring
mascot-centered platform games into
the 32-bit era. Already, the playable
levels of Maximo perfectly reflect this
marriage between modern technology
and old-school play mechanics. When
the game s finished, it won't be revered
for doing anything new, but it will be
commended for doing what Siller’s team
originally planned it to do, and doing it
to perfection. — Jeff Lundrigan

W You must learn to use your shield successfully If you want to survive
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s of Black-and
id mob warfare=_—=

It happens in nearly every action action, and your choices will drastically ~ your boss McNab (playing the part of the

movie — that climactic moment alter the plot and feel of the game. guy with the horns and pitchfork),
when the hero has defeated the villain In fact, Good Cop, Bad Cop's story ~ must set things right — using whatever
at gunpoint and must choose between  provides plenty of opportunity for methods you see fit. Subsequently, this
trusting the justice system (cough. marginal judgment. You play Ben Kellman, ~ “moral dilemma” gameplay dynamic will
sissyl.. cough) or simply wreaking bloody  a streetwise detective who has been permeate the entire game.
personal vengeance right then and framed for murder by a mob-hired gang Creating a full-on action game is a
there. With Revolution’s upcoming third-  of kidnappers. As if this weren't reason  departure for Revolution, a company
person action adventure Good Cop, enough to seek revenge, the leader of famous for excellent old-school adven-
Bad Cop, you can be certain the trigger  the gang was responsible for your tures like Broken Sword but infamous
gets pulled — that is, if you have the father’s death. With the aid of your for In Cold Blood, an ill-fated crossbreed
balls to pull it. But be warned: There will  goody-two-shoes partner Maria (basically ~ of adventure and action gaming. Still,
be serious repercussions for every the little angel on your shoulder) and what we've seen is very encouraging,

% with intuitive analog controls and
B e ubiies e
just being nasty. 5 you are. We're eager to learn what kind
of cops we'd make. — Eric Bratcher

M Traces of the developer’s adventure roots are revealed as you
climb, shimmy, and sidestep through the occasional puzzle
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W We think the abllity to spray walls while skating will be a considerable Improvement on the original’s gameplay. At least it should be easler to avold the cops

W XBOX

JET SET RADIO FUTURE

&

lisher: Sega M Developer: Smilebit W Release Date: Winter M Origin: Japan

Smilebit wants you to paint the town
red. And blue. And purple...

Despite critical acclaim and a then-

unique cel-shaded visual style
(which has now been “borrowed” by
almost every major publisher in the
industry), the original Jet Set Radio (Jet
Grind Radio in the US.) didn't actually sell
very many copies. Still, the development

 The level geometry is extremely complex

team believes that there is a place in the
crowded console market for its unique
hip-hop vision of rollerblade-based graffti
artists who must take on street gangs, the
cops, and eventually the army in hyper-
stylized Tokyo suburbs. On a new console
with better graphics and a slew of
gameplay enhancements, Smilebit's faith is
going to be tested when its game shows
up among the already crowded Xbox
lineup this year.

The update to the groundbreaking
rollerblading/spraypainting formula will be
anything but a lazy sequel. Key to making
the XBox version unique will be the
addition of new game modes — a feature
designed to give the sequel greater
replayability. Significantly, there will be a
Versus option enabling two players to go
head-to-head in a splitscreen format. Key
parts of the city will be open for dueling
contests, which will range from graffti

L

spraying to trick performances. In all, the
team hints at 10 modes for the final game.
And while Jet Set Radio offered a
range of stylish tricks, its combo system
lacked the sophistication of similar
freestyle titles such as Tony Hawk’s Pro
Skater. Smilebit wants to remedy this by
improving the transitions between tricks
and building in a more dynamic combo
system. “From the smallest detail to the
main features, everything has evolved,”
explains Director Masayoshi Kikuchi. “We

W The trick system
is being reworked
50 players can show
off more advanced
trick'combos.




game. Check out just how many civillans appear in this shot

are rebalancing lots of things — tricks,
style, animations, and game controls. We
want to give the game more extreme
sensations, not only speed. We really
want to upgrade the feeling of skating in
these urban environments.”

In terms of structure, the developer
is avoiding the rigid objective-based

missions associated with the first title.
For the Xbox version, the player will be
encouraged to explore every alleyway
and rooftop. This freedom will be gener-
ated through character interactions. Time
limits won't be imposed until an event is
triggered — for example, meeting the
challenge of another character or a rival
gang member. Then the action really

Xbox's 64MB memory capacity is something that's enabled the team to fully explore its ideas

the game will retain all the verve of the original’s cel-shading routines

enhanced through Nvidia vertex shaders, but the look has been further refined. “On the
design side, it has allowed us to generate better textures,” says Art Director Ryuta Ueda.
“Stages are now more complicated and expansive. They include four times the polygons from
the Dreamcast version.” The team is still adding in graphical enhancements as this is being
written, but small touches like discarded newspapers fluttering in the breeze you create as
you pass by are already in place and are delightful embellishments that make Xbox shine.

W Dreamcast
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begins. Kikuchi paints a typical Jet Set
Radio Future scenario: “For example, at
the start of the game you meet a rival
character who challenges you to a duel
in Shibuya. The police intervene, and you
fiee. The rival character challenges you
and says he will wait for you in a
location called Koganecho. This allows
you access to this new stage and
enlarges your play area.”

Kikuchi also promises that chases
between the player and the police will be
more exciting — a factor enhanced by
the player’s abilty to spray while on the
run. There will be a greater emphasis on
interactive detail as well. One improve-
ment alrezdy apparent is that the cars no
longer blindly mow the players over; in
the most recent version shown to Next
Generation, the cars actually react to
the player’s presence.

Can JSRF convince a heretofore unwill-
ing audience of its genius? We're not sure,
but it looks like it could be one of the
gems in this year’s Xbox lineup.
Unfortunately, the game’s eventual
success may once again hinge on the
ever-finicky market for new consumer
hardware during one of the most intense
console wars ever Amidst all the hype
and hoopla, though, people should recog-
nize the true worth of Smilebit's efforts
— or else the only cel shading we'll see in
the next year will be yet more Looney
Tunes games. — Nigel Edge




wﬁﬁl URD

One unstoppable viking on

rvmmq €\ l
ing on the road to Valhalla

Before camouflage,
warriors didn’t hide.
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YOUR FIRST STRIKE WINS THE CROWD...
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B The camera Is quite dynamic, often zooming
right up into the action or pulling back to
keep every hunter onscreen

M Each of the four hunters has a unique set of Edges (magic spells), but it's hard to beat a good shotgun

B XBOX

HUNTER: THE RECKONING

Interplay B Developer: High Voltage Software/Digital Mayhem mR

Resident Evil meets Gauntiet Legends’ gameplay. Will it

become a must-have Xbox title?

Much like john Carpenter’s B-

movie classic They Live, in which
Rowdy Roddy Piper discovers that
monsters are hiding in plain sight all

around us, Interplay’s upcoming 3D multi-
player-focused action-horror title Hunter:

The Reckoning takes place in a world
overflowing with creatures of the night.
And in one small town, a former prison
infested with vampires, zombies, and
other grotesque abominations has just
unleashed its denizens upon the world.
That's where you and your friends come
in. You're “hunters,” previously ordinary
humans gifted with the ability to see
monsters for what they truly are — and
you're committed to destroying them.

Gameplay is largely inspired by
Gauntlet Legends, with up to four
players dismembering hordes of enemies
on a shared screen, but with a horror
setting and increased RPG elements.
Hunters gain “Conviction” by slaying
enemies, which fuels their use of special
abilities and “Edges,” the game’s magic
spells. The control scheme is reminiscent
of Robotron, in which one stick moves
the character and the other stick aims.
There are four hunters: Deuce, an offen-
sive-minded biker; Father Cortez, a
zealous magician; Kassandra, an ex-cop

Q1 2002 mOrigin: US

who focuses on defense, and Samantha,
a near-suicidal martial artist. Each has
abilities designed to complement the
others’ talents, and the entire game is
being crafted with multiplay as the
primary game mode, despite a puzzling,
perhaps ominous decision not to include
online features.

Even at this early stage, Hunter: The
Reckoning has impressive visuals. If ts
tried and true game mechanic proves
similarly well realized, we'll be tracking it
down ourselves this sprin

— Eric Bratcher

u Some
monsters defy
description, the
results of experi-
mentation in
“flesheraft”

et

Hunter: The
Reckoning’s setting
may be more
familiar than
players initially
realize. It’s based
upon a pen-and-
paper RPG of the
same name and is
part of White
Wolfs World of
Darkness franchise,
which, despite
inspiring over 200
books and novels,
boasts a dubious
videogame history.
Other promising
games based in the
WoD universe have
included Vampire:
The Masquerade —
Redemption, which
could have been
greatif it hadn't
shipped unfinished,
and ASC's own
Werewolf: The
Apocalypse, which
was put to sleep
before it got that
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A UNIT OF 40 FOOT
KILLING MAGHINES

IS ONLY DWARFED BY THE MAN

WHO COMMANDS IT.

COMMANDER, YOUR MISSION IS SIMPLE: DISPATCH A COMPANY OF MECHWARRIORS
INTO BATTLE O DESTROY THE ENEMY. THEN SALVAGE THE REPAIRABLE ‘MECHS AND
USE THEM TO BOLSTER YOUR FUTURE ATTACKS. STAY FOCUSED ON YOUR STRATEGIC

. % Tin KNOWLEDGE AND TACTICAL SKILLS THAT GUARANTEE A VICTORIOUS CAMPAIGN. AND
- 2 "> REMEMBER, I YOU CAN SHIFT THE BALANCE OF POWER AND CHANGE HISTORY, THEN
YOU WILL TRULY BE A GREAT COMMANDER.
3

} LE . ‘
———— MECHCOMMANDER2 — o

microsoft.com/games/mechcommander?2

Microsoft
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Sure, It's called Grand Theft Auto, but there’s
plenty of trouble to get Into on foot as well

B PLAYSTATION 2

GRAND THEFT AUTO 3

W Publisher: Rockstar M Developer: DMA M Release Date: October W

We finally got our hands on a nearly complete playable build of this one, and it's just awesome. There's an incredible amount of open-ended

gameplay here. You can follow the Sopranos-style story line, executing hits, stealing cars, and playing chauffeur to the mob. Or you can do count-
less other activities, like stealing a cab and becoming a cabbie, gunning down gangbangers, or pilfering a police cruiser and arresting suspects. The oppor-
tunities are endless — and intriguing.

www.next-generation.com 10/01 NextGen 43




B GAMECUBE

M The newly revealed Hoth battle finds the player lassoing AT-ATs
(above), with assistance from ground forces (left)

STAR WARS ROGUE LEADER:

ROGUE SQUADRON I

W Publisher: LucasArts M Developer: Factor 5 M Release Date: November M Origin: US

‘We almost wish LucasArts would stop showing us its

upcoming GameCube dogfighter — it just makes the
wait more difficult. Still, we thought you should see these
new shots, which depict the Rebellion’s efforts to repel the
Empire’s AT-AT-led assault on Hoth. Add this to another look
at the levels we saw back in NG 06/01: attacking a Star
Destroyer, blasting TIEs from the skies over Bespin, and
piloting a classic X-Wing in an assault on the Death Star, and
you've got our most eagerly anticipated GameCube game.

W Is there any cooler feeling in the universe than
blowing up the Empire, one llttle plece at a time?

W XBOX

4X4 EVO2

W Publisher: Take 2 W Developer: Terminal Reality
W Relcase Date: November (launch) B Origin: US

»

B Each vehicle boasts over 5000 polygons, and even the suspension and antenna
are modeled with accurate physics

Normally, when we see “Autosave” listed on a game’s feature list,

we take that to mean there’s not much else to brag about.
However, Terminal Reality's Smuggler’s Run-meets-Gran Turismo looks to
have plenty to offer gamers. There are over 30 courses, ranging from
desert to jungle, and the racing is complemented by Explorer mode,
which sends the player on missions such as locating a downed plane, or
searching for a lost Mayan City. For vehicle tweakers, there are over 70
licensed 4x4s, and some 90 upgradeable parts.

44 NextGen 10/01 www.next-generation.com

B PLAYSTATION 2

SHAUN PALMER'S
W Pubiisher: Activision M Developer: UEP

W Release Date: October M Orign: US

We've actually found ourselves letting our preview copy of Tony

Hawk’s Pro Skater 3 sit on the shelf a bit lately, as we play this
game instead. Why? While it isn't remotely as pretty or as polished as
Hawk 3, it has a masterful two-player; head-to-head mode called Push,
in which each player starts with half of the screen, but can gain or lose
screen space based upon his performance. Eventually, the loser simply
runs out of screen. A similar mode actually appeared in the US. version
of Fantavision, but it's better realized here. It's briliant.

W There are 10 riders, and several modes of play, but two-player “Push” Is def-
initely this game’s secret weapon



B PLAYSTATION 2
W Publisher: Rockstar B Developer: Angel Studios

ERel Date: October n: US

This sequel to one of PlayStation 2's best launch titles looks great

and offers more explosive action. We especially like the new
Bomb Tag mode, in which the vehicles play hot potato with a ticking
time bomb. The Al is even more ruthless than in the first game, draw
distance is greater, and the ground is completely covered with terrain
features like grass and scrub. We're a little concerned that all this detail
may keep the game from hitting a consistent 60fps, but if anyone can
pull it off, it's Angel.

30
$10.000,

M The new multiplayer Bomb Tag mode s just one of the reasons Smuggler’s
Run 2 looks great. We hope the framerate can keep up

ZOO TYCOON

 Publsher: Microsoft W Developer: Blue Fang Games
] October mOrign: US

This zoo-sim shamelessly apes

RollerCoaster Tycoon, but any game whose
first scenario begins with the sentence, “Your first
task s to build an exhibit capable of holding a
Bengal Tiger” sounds good to us. Plus, you can
conduct important research, like seeing what
happens when that tiger gets loose, or when
penguins are housed with saftwater crocodiles.

e,

o

M In one of the game’s pre-made scenarios, the player must rehabilitate this
dilapidated, under-funded site (top right) Into a decent zo0o (above)

Professional Training for

Game Artists

Alias|Wavefront Maya
Discreet Combustion
Avid Softimage XSI
Discreet 3DS Max

AlW Maya for Games
Discreet Max for Games
Softimage XSI for Games

XSI Online: Foundation
XSI Online: Character

Maya Online: Games

- MESMER oo

Seattles WA Berkeley. CA 1.800.237.7311



"The Area-51 runs crop circles _
around the competition!"

-PC Gamer 2001
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EVOLVE

Martian Red

Conspiracy Blue

Cyborg Green

HIVE-MIND™

Intel® Pentium?® 11l Processor at 1.0GHz
High-Performance Heatsink/Cooling System
Intel® 815e Chipset Motherboard

256MB SDRAM (PC-133)

Black Floppy Drive 1.44MB

40GB 7200RPM Hard Drive Ultra ATA100
NVIDIA GeForce2 GTS™ 64MB DDR
Koolmaxx™ Video Cooling System
SoundBlaster LIVE! 3D Sound Card

Kiipsch ProMedia 2.1 THX 200 Watt

Speaker & Subwoofer System

Pioneer 16X/40X DVD Player

Black Dragon Full-Tower ATX Case 340 Watt PS
Black 107-Enhanced Keyboard

Microsoft Intellimouse Explorer

U.S. Robotics V.90 56K Voice/Data/Fax Modem
Intel® PRO/100 S Network Interface Card
Microsoft Windows XP Home Edition

1-Year Toll-Free 24/7 Technical Support

with Aliencare On-Site Home Service
Personalized Owner's Manual

Optimized & Configured for High-Performance
FREE FUNC Technical Surface Pad

$1,699.00

Financing as low as $46/MO., 48 MOS.

Saucer Silver

Plasma Purple
AURORA DDR"™ AREA-51"
AMD Athlon™ Processor at 1.5GHz 266 FSB Intel® Pentium® 4 Processor at 2.0GHz

i Heatsink System High Heatsink/Cooling System

AMD 761 DDR Chipset Motherboard
256MB DDR SDRAM (PC-2100)
Black Floppy Drive 1.44MB

60GB 7200RPM Hard Drive Ultra ATA100
NVIDIA GeForce3 nFinite-FX™ 64MB DDR
Koolmaxx™ Video Cooling System
SoundBlaster LIVE! 3D Sound Card

Kipsch ProMedia 5.1 THX 500 Watt

Speaker & Subwoofer System

Pioneer 16X/40X DVD Player

Plexwriter 24X/10X/40X CD-RW IDE

Black Dragon Full-Tower ATX Case 340 Watt PS
Black 107-Enhanced Keyboard

Microsoft Intellimouse Explorer

U.S. Robotics V.90 56K Voice/Data/Fax Modem
3COM® Etherlink 10/100 Network Card
Microsoft Windows XP Home Edition

1-Year Toll-Free 24/7 Technical Support

with Aliencare On-Site Home Service
Personalized Owner's Manual

Optimized & Configured for High-Performance
FREE FUNC Technical Surface Pad

$2,499.00

Financing as low as $68/M0., 48 MOS.

24/7 Toll-Free On-Site Technical Support

Be a proud owner of an Alienware® machine with its legendary performance. You can
rest assured that it will be backed up with 24/7 toll-free, on-site technical support. You
can customize it online or have an experienced member of our staff guide you in cus-
tomizing a machine for your specific needs. Alienware®, the fastest system you'll ever
use. Our slogan holds true; build it as if it were your own.

ALIENWARE.COM'

13462 Southwest 131 Street Miami, Florida 33186
TOLL FREE: 800-494-3382

Intel, Intl Inside Logo and Pentium are registered trademarks of Intel Corporation,

ices, configurations, and availabiity may change without notice

g
Intel® 850 Chipset Motherboard

256MB RDRAM (PC-800)

Black Floppy Drive 1.44MB

60GB 7200RPM Hard Drive Ultra ATA100
NVIDIA GeForce3 nFinite-FX™ 64MB DDR
Koolmaxx™ Video Cooling System
SoundBlaster LIVE! 3D Sound Card

Klipsch ProMedia 5.1 THX 500 Watt

Speaker & Subwoofer System

Pioneer 16X/40X DVD Player

Plexwriter 24X/10X/40X CD-RW IDE

Black Dragon Full-Tower ATX Case 340 Watt PS
Black 107-Enhanced Keyboard

Microsoft Intellimouse Explorer

U.S. Robotics V.90 56K Voice/Data/Fax Modem
Intel® PRO/100 S Network Interface Card
Microsoft Windows XP Home Edition

1-Year Toll-Free 24/7 Technical Support

with Aliencare On-Site Home Service
Personalized Owners Manual

Optimized & Configured for High-Performance
FREE FUNC Technical Surface Pad

$2,899.00

Financing as low as $79/MO., 48 MOS.

MONITORS

17" NEC 75F 25dp $209.00
17" NECFE750+  .25dp $299.00
19" NEC 95F 24dp $329.00
19'NEC FE950+  .25dp $389.00
22" NEC FE1250+ .25dp $769.00

ALIENWARE.COWV
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New technology sometimes breeds new
champions. Just as EA’s 16:bit Madden
series stole the football title from the
8-bit Tecmo Bowl, the DOA series is
ready to take the fighting genre

crown. Forget about Virtua

Fighter 4. Forget about
Tekken 4. Blasphemy?
Not if you've played...

This is the must-have fighting game of the next

year — and it’s only on Xbox

‘When Tecmo's original Dead
= or Alive was released back in

1996, it was little more than a
Virtua Fighter 2 clone with explosive
boundaries, additional countermoves,
and female fighters with breasts that
aggressively over-obeyed the laws of
physics. The graphically stunning
sequel, 1999’s Dead or Alive 2,
weighed in as a solid contender,
further developing the series’ trade-

8 Though it may be the &
prettiest game ever made,

the fighting in DOA3 can
get downright ugly

mark elements: a dynamic fighting
engine, huge arenas, and a dispropor-
tionate number of blatantly sexy
combatants. While the series has
evolved nicely, it was not until the
team stepped up to the power of the
Xbox hardware that Dead or Alive
has become something more than a
second-tier fighter. Dead or Alive 3,
months from completion, may have
what it takes to do what Metal Gear




5

Solid 2 and Gran Turismo 3 will do for
PlayStation 2 and what Mario and
Zelda have done for Nintendo — that
i, to provide a gameplay experience
5o rich and rewarding that gamers will
buy the system just to play it.

ONE STEP UP, TEN STEPS BACK
Fighting game sequels often make the
mistake of changing either too little
or too much. Tekken Tag Tournament
did the former, being basically a
prettier Tekken 3 with tag battle
added. Virtua Fighter 3, with its wildly
varying terrain, its decreased leaping,
and its emphasis on executing moves
swiftly instead of strategically, exem-
plifies the latter. Dead or Alive 3,
however, seems to be evolving per-
fectly, incorporating new concepts
while simultaneously continuing to
refine the combat system. Tomonubu
Itagaki, head of Tecmo’s Team Ninja

W You'll notice these screens showcase only
the female fighters — because the demo we
females. The male charac-

saw featured onl
ters will be added later, but we wonder if
they'll Iook as good

and creator of the series, credits this
surefootedness to the team’s habit of
completely deconstructing the game
with each new generation.

“Mostly, we start from scratch,” he
reveals. “We look through every spec
in the game, and if there’s anything
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we feel that we can use we will pick it
out and use that part. But even then
it will still be upgraded and refined.”

THE LAND OF AWES

After first handing us a controller,
Itagaki wastes little time in pointing
out these refinements. Many are in
the game’s finely tuned fighting
engine, as when he demonstrates one
of the new moves — a reversal that
not only puts his Kasumi behind our
Ayane, but leads to a spine-snapping
new special attack.

As our lesson in technique
proceeds, we are also impressed by
the battlefields themselves. Each area
drips with lush textures, lavish lighting,
and innumerable extra cosmetic
touches that reinforce the sense that
the game exists in a living, breathing
world. Itagaki gracefully slams us into
one of the countless trees in a
forested area, then points out the
leaves that flutter down as a result of
the concussion. We then switch to a
snowy cavern lit by startlingly realistic
torches. Here Itagaki slams us into one
of this stage’s many icy stalagmites,
which shatter into fully textured 3D
shards. Another stage, a candlelit dojo,



-

comes complete with a paper wall
that can be torn through, and, in
another; a nearly photorealistic beach
scene features dozens of gulls swirling
through the sky, as Itagaki once again
slams us in the shallows of the dynami-
cally rendered water.

TOMONUBU'S OF HOLLYWOOD
Realistic arenas, however, are not
enough to make the game truly

M The white-

haired vixen "'
below Is Chirlstie;

a British assassin o
trained in She @
Quan — that's
Snake FistKung Fu

Hitomi (in
theglisa
new face. She
studies karate,
and from what

ST

worthy of hype. After all, how differ-
ent are DOA3's trees from the statues
in Tekken 4, or DOA3's leaves from
the deformable sand in Virtua Fighter
4? The answer? Not very — but there’s
so much more of it here. The Xbox
hardware has enabled Team Ninja to
infuse every element of the game with
this same unprecedented level of
depth, subtlety, and realistic beauty.
And nowhere is this more evident than
in the fighters themselves.

Take another look at the image on
our cover — that’s Tina’s actual in-
game model. And if you think she
looks good now — well, you're right,
but you should see her in motion. Her
every movement is fiuid and lifelike,
thanks to painstaking motion capture
and the fact that the team actually
studies the martial arts techniques
each fighter uses — occasionally
sporting the bruises to prove it. On
top of that, her hair and costume sway

Itagaki gracefully slams us
into one of the countless
trees in a forest level, then
points out the leaves that
flutter down as a result of the
concussion.

and wave realistically as she moves,
thanks to sophisticated cloth and hair
models. Incredibly, we find ourselves
listening to Itagaki nonetheless apolo-
gizing for the model’s incomplete

DEAD OR ALIVE

The first Dead or Alive jiggled into Japanese arcades in 1996 and

DEAD OR ALIVE 2

DOA2 arrived in Japan just as U.. Dreamcast owners were declar-
ing Soul Calibur the best game ever. The bosom bouncing

decreased, was enhanced. The

improvements continued with every home version, from the U.
PS2 and Japan, and

finally for the U.S. PS2 launch, renamed Dead or Alive 2: Hardcore.

(DOA2: Hardcore)
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 Subtle effects are
everywhere, from
the sunlight peeking
through the trees to
the lifelike ripples
and wrinkles in the
costumes

appearance — in the final build, even
the individual muscle groups will
animate, so Tina’s leg will change
shape slightly as she throws a kick,
and her arm will flex as she punches.
And yes, the ladies, including newcom-
ers Hitomi (a brunette who favors a
traditional gi) and Christie (the white-
haired lass often seen in a low-cut
bodysuit) are more beautiful than
ever. While at least one new male

character has been added as well —
Brad Wong, apparently the game's
drunken master — Itagaki freely
admits his fondness for the female
form. “l am aware that some people
talk negatively about the sex appeal,”
he concedes, adding with a smile, “but
nobody’s perfect.”

BEAUTY AND THE XBOX
Simply put, this is an incredible,

52 NextGen 10/01 www.next-generation.com

elegant game that couldn’t be con-
ceived on any other home system.
Certainly not on PlayStation 2, whose
limitations will already force sacrifices
to be made in the home versions of
Tekken 4 and Virtua Fighter 4. Nor,
from what we've seen, even on
GameCube, which (rumor has it) will
be graced with Soul Calibur 2.
Complementing Xbox is Itagaki
himself, an exceptional designer with
a talented team and a strong vision:
“Dead or Alive 2 was the best
overall in the fighting game genre,”
he asserts. “In all specs, like graphics,

In the final game, even the
individual muscle groups will
animate, so Tina’s leg will
change shape slightly as she
throws a kick, and her arm
will flex as she punches

like fighting features, in characters,
in graphics, in sounds, and in fun, it
was the top. We will do the same
with Dead or Alive 3.” A bold state-
ment, to be sure. But we've played
it, been blown away by it, and
honestly can't find any reason not to
believe him. Fence sitters, take note:
Xbox has its first undeniable,
unquestionable killer app.

— Eric Bratcher/Blake Fischer
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THE KAWASAKI JET SKIS STAND YOU UP. JUST SO
OUR GZ WAVE GENERATOR CAN KNOCK YOU BACK DOWN.
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The game industry is a multibillion-dollar ship carrying
millions of passengers and thousands of crew.
Ever wonder who’s at the controls?

Next Gen picks the 25 most powerful and influential
people in the game business

In 1995, Next Gen caused quite a stir when we

picked the 75 most important people in the game

industry. Six years later, we're doing it again by
naming the luminaries who basically run the industry —
the select few who can change the fortunes of gamers
everywhere.

This is not a nostalgic look at gaming’s past, nor is it a
look at tomormw S stars It is today’s global snapshot of the

lving game In iling this list, we
followed three criteria: |) a person’s past achievements are
considered only if they’re still shaping the industry; 2)
creative talent is as important as business savvy; and 3)
more credit was given to those pushing gaming in new
directions, at the expense of those who continue to make
significant contributions in established fields.

The process took hours to complete and provoked
heated debates as we all argued our opinions. Development
teams were painfully boiled down to one representative
individual, and many gaming legends were slowly cut from
the list as we took a “What have you done for me lately?”
stance. Of course, we realize that creating (let alone

M These are the ranking) a list of the 25 most powerful and influential

top movers and people in the industry will invariably stir up a maelstrom of
:;"::::,;.’:me bitter objections and indignant complaints. But Next Gen is
Industry. To find willing to brave the slings and arrows of disagreement to

T how they recognize the risk-takers and leaders who make the industry

the page... what it is today.
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PETER MOLYNEUX
LIONHEAD STUDIOS, MANAGING DIR.

‘What's the big deal? Molyneux has
cranked out blockbuster games, including
Populous, Theme Park, and, more recently,
Black and White. Some thought Molyneux
was losing his magic, but Black and White
gave players a level of control and power
never before seen in a videogame.
Through his Lionhead satellite studios, the
first of which is Big Blue Box, Molyneux is
incubating the next generation of game
designers who share his vision of raising
the bar for the industry. Molyneux
commands respect from the top design-
ers, and his influence is ever-expanding.
‘What’s next? With Molyneux’s help, big
Blue Box's Project — Ego should redefine
the RPG genre.

YUJI NAKA
SONIC , PRESIDENT

‘What'’s the big deal? Imagine Sega
without Naka's Sonic the Hedgehog,
both as a Genesis-selling game and de
facto mascot (Mr. Nutz, anyone?). Naka
has consistently made critically acclaimed
games, ranging from Phantasy Star on
Master System to Samba de Amigo on
Dreamcast. He has more potential than
anyone outside Miyamoto for developing
a character-based hit for GameCube, and
Naka (along with Yu Suzuki, see sidebar
at right) will be key to the success of
Sega as a third-party publisher.

‘What's next? Naka prides himself on

not using graphics as a crutch, so don't
be surprised if he spends less time on
consoles and more time on GBA and cell
phone games.

BRUNO BONNELL
INFOGRAMES, CHAIRMAN/CEQ

‘What's the big deal? Forget the
armadillo logo; a shopping cart may be
more appropriate for Infogrames, the
company Bonnell co-founded in 1983.
Few videogame industry execs are as
aggressive on the open market as
Bonnell, as evidenced by his acquisitions
of Accolade (1999), GT Interactive (1999),
and Hasbro Interactive (2000). He was
even in talks to buy Eidos, though a deal

was never struck. While critical hits are
few and far between, Infogrames is a top-
10 publisher in the US. and dominates
the European market with products
ranging from Unreal Tournament and
Deer Hunter to Blue’s Clues.

‘What's next? Don't be surprised if
Bonnell makes a move on Koei or Enix to
gain a foothold in Japan

GABE NEWELL
VALVE SOFTWARE,
FOUNDER/MANAGING DIRECTOR

‘What'’s the big deal? Half-Life was
such a great game and won so many
awards that many people are actually for-
getting how good it was. With one title

THE INNOVAT

21 YU SUZUKI

AM2, DIRECTOR
What’s the big deal?

B Suzuki's Virtua Racing was a critical hit,

ranking Number 1l on Next Gen's
top 100 games of all time (NG2l, 09/96)
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and an add-on, Newell has created a
brand that has sold about 1,829,000
copies in the USS. (including expansion
packs), according to NPD Intelect. Hard
to believe that this newly crowned
gaming leader was working on system
software at Microsoft for 13 years.
What's next? Rumors are swirling that
Half-Life 2 is headed to Xbox first.

KELLY FLOCK
SONY ONLINE, PRESIDENT AND CEO

What'’s the big deal? Few industry
execs have been around longer than
Flock, who started in the game business
building boxes at EAs packaging plant.
After stops at Activision and LucasArts,
Flock was appointed president of Sony
Imagesoft in 1995. Since taking the Sony
Online helm in 2000, EverQuest subscrip-
tions increased about 60%, to 406,000
subscribers, and Flock's just getting
started. He's launched initiatives to take
EverQuest international, with a translation
feature and payment systems designed
for European and Asian markets, and he's
gearing up to expand his company’s
experience in online gaming to the
console market.

‘What’s next? Just because SOE is a
Sony division doesn't mean Flock is in
Kutaragi's back pocket. He plans to make
his games available to anyone with an
Internet connection, including Xbox and
GameCube gamers.

ALLEN ADHAM
BLIZZARD, CHAIRMAN AND
CO-FOUNDER

What’s the big deal? Blizzard is on
one of the biggest rolls that the PC
industry has ever seen. Its WarCraft and
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 Jeffery has matched his company’s hot
property with hot developers, such as Jedi
Knight 2 with Raven Software

Diablo series, along with StarCraft, have
sold millions of copies worldwide. Unlike
a company such as Electronic Arts, which
built its fortunes on business deals,
Blizzard earned its reputation based on
incredible games and incredible
teamwork, and of all the Power Players in
this issue, Blizzard's driving force was the
most difficult to select. But Adham
oversees everything from art to story and
has been executive producer on just
about all of Blizzard's games. As his
company grew in success, so did
Adham'’s business responsibilities. He ulti-
mately relinquished his role as president
in 1998 to remain focused on the games
themselves.

What’s next? Rumors are swirling that
Blizzard is ready to tackle the console
market again, and it could be one of
Xbox’s keys to success — if Sony or
Nintendo doesn't lock it down first.

JEN-HSUN HUANG
NVIDIA, PRESIDENT AND CEO

What'’s the big deal? 3dfx who? When
Nvidia bought its former rival, it solidified
its position as the 800-pound gorilla of
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the graphics industry. Although it's always
dangerous when one company has so
much control, Huang may have saved the
PC game industry by providing a standard
for which developers can design their
games. But it's not just the PC industry
that Nvidia influences; its Xbox graphics
chip has set a new standard in perform-
ance, and will drive the look of console
games to even greater heights.

‘What’s next? The nForce motherboard,
with integrated graphics and audio, will
make more PCs compatible with today’s
games without inconvenient upgrades.
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HIRONOBU SAKAGUCHI
SQUARESOFT, EXECUTIVE PRODUCER

‘What'’s the big deal? Perhaps you've
heard of Final Fantasy? Make no mistake:
Square is a significant player in the
industry because of Sakaguchi and his gift
for storytelling, which is why he made
this list instead of Square President
Hisashi Suzuki. Sakaguchi has evolved the
Final Fantasy brand into one of the
strongest in the game industry, tallying
more than 33 million units sold. He's
already announced that Final Fantasy XI
will be online-only, and only Sakaguchi
has the cachet to singlehandedly get the
PlayStation 2 online network off the
ground. And Sony knows it.

‘What’s next? Hopefully not a sequel to
the $100-million vanity project known as
Final Fantasy: The Spirits Within.

MASAYA NAKAMURA
NAMCO, CHAIRMAN AND CEO

What'’s the big deal? Hard to believe
Nakamura and the company that would
become Namco started out installing
rocking-horse rides in 955. While the
company has increased its overall
business since then, including expansion
into theme parks and restaurants, its
home console market has shrunk to 23%
of Namco’s overall income. Still, franchis-
es such as Tekken, Ridge Racer, and Ace
Combat have a loyal following, and many
insiders think Dreamcast wouldn't have
lasted as long as it did without the
support of Namco's system-selling Soul
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13 SHINJI MIKAMI

CAPCOM, PRODUCER!
What's the big deal
establishec

with edgy titles that tak
gamer on a journey into terror. it
1d be difficult to find

another devel

th a hotter streak of millior
At E3, Mikami said the

Ty is for the

which could

me tc
cribe his

ther hits om is flourishin;
15 a game

Mikami, anc

ompany on the creativity of

he has already garnered a
strong er

atever projects that intere
What's next? Mikami is putting the fi

m\rmw ugh to take o

ident Evil for Gar

il franchise continues to
put gamers in Mikami's nightmare worlds

Calibur. Soul Calibur 2 is rumored to be
exclusive to GameCube, which could
lead the way in solidifying Nintendo’s
third-party lineup.

‘What’s next? Nakamura expanded
Namco's non-gaming business during the
console transition period, but he'll return
his focus to videogames as the new
systems launch — much to the benefit of
gamers worldwide.

HIDEO KOJIMA
KONAMI, DIRECTOR
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What’s the big deal? There is no game
more highly anticipated than Kojima's
Metal Gear Solid 2. Period. The United
States and Europe accounted for the sale
of more than 5 million Metal Gear Solid
copies, oddly making his game more
popular outside Japan (attributed to
Japan’s small action game market). His gift
for taking the suspense and storytelling
elements from film and bringing them to
gaming has made Kojima one of the
hottest talents in the business.

What’s next? MGS2 has been a drain
for Kojima, so expect a break from the
series and a focus on original titles.

ROBERT KO'I'ICK
ACTIVISION, CHAIRMAN, ClI
DIRECTOR (see picture on oppos\te page)
What'’s the big deal? Activision is one
of the few public companies that does
more than keep its head above water,
and it's steadily grown since Kotick took
over in 1991. Under Kotick's direction,
Activision bought Tony Hawk developer
Neversoft in 1999 for about $12 million in
stock. To understand the significance of



this move, understand that the Tony
Hawk franchise has sold almost 8 million
units worldwide. That deal goes down as
one of the biggest heists since the Brink’s
job. Another strong move was acquiring
Raven Software in 1997, which has
become the hot FPS company after
Soldier of Fortune, Star Trek Voyager
Elite Force, and the highly anticipated Jedi
Knight 2. Much of the company’s success
results from the acquisition of main-
stream-friendly licenses, such as Disney’s
A Bug’s Life and Spider-Man, backed
with branded titles such as Quake Il and
Return to Castle Wolfenstein.

‘What's next? Expect Kotick to try to
become the EA of extreme sports
games, leveraging the brand names of
Tony Hawk, Mat Hoffman, Shaun Palmer;
and Kelly Slater.

KAGEMASA KOZUKI
KONAMI, PRESIDENT

What's the big deal? The company
that brought you Frogger, Castlevania,
and Metal Gear Solid now brings you.
health clubs? As crazy as this may seem,
Konami founder Kozuki bought a chain of
health spas last August, embracing the
concept of diversification in the face of
its Yu-gi-oh card game (think Pokémon,
but darker) bringing in more money than
its videogames. But with MGS2 and Silent
Hill 2 on the horizon, Kozuki's company
should remain one of the most respect-
ed gaming companies in the industry.
What’s next? The Metal Gear Casino?
Well, not quite, but Kozuki recently

began shipping Konami slot machines to
Mississippi casinos. Bet on him to push
Konami's idea of entertainment further
outside the videogame market.

ROBERT CONNOLLY
WAL-MART, EXECUTIVE VICE PRESIDENT
OF MERCHANDISE

What's the big deal? This is the guy
who gets wined and dined by game pub-
lishers and console manufacturers. Wal-
Mart is the largest videogame retailer in
the country, and Connolly is the person
in charge of what games are sold in the
more than 4,000 Wal-Mart stores and
clubs worldwide. Do not underestimate
the amount of power he wields. A game
can get killed by not being sold in his
stores, and so can a system. Only Toys R'
Us even comes close to being in Wal-
Mart's league for videogame sales.
‘What’s next? There's no lateral move
that's more attractive than his current
position. There are a few seats above his
on the pyramid, and the throne may be
his if he can wait for it.
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CAPCOM CO. LTD.,

TSUJIMOTO
IDENT

What's the big deal? Once upon a
time, critics thought Capcom was a
three-trick pony with endless sequels of
Street Fighter, Mega Man, and Resident
Evil. Then came the million units sold of
Power Stone. And the 2 million units sold
of Onimusha. And now there’s the forth-
coming Devil May Cry and Maximo,
which have “hit” written all over them.
Tsujimoto has buitt up his company on
par with Japanese rivals Namco and
Konami, parlaying new franchises into
millions of units sold and continuing to
make headway into the American and
European markets.

What’s next? Tsujimoto will continue
to give Capcom’s loyal fans the sequels
they want. But he'll expect producers
such as Mikami to deliver fresh content
and help Capcom increase the
momentum the company has built up
over the last 22 years.

HIDEKI SATO
SEGA CORP, PRESIDENT

-

What'’s the big deal? When Sato was
appointed head of Sega Corp,, he took
the reigns of one of the oldest and
respected game companies around. The
heads of all nine of Sega's internal devel-
opment studios ultimately report to Sato.
As Dreamcast becomes a thing of the
past, he can now maximize Sega’s
strength as a software developer. But for
all the power that Sato wields as the top

Sega exec, he also assumes a great
responsibility: Many in the industry expect
Sega to challenge EA in the next couple
of years as the top third-party publisher
in the world, and anything less will be
unacceptable.

What’s next? Sato was an early propo-
nent of network-centric games when he
was still COO of the company. Now that
he's in charge, expect networked Sega
games running on PS2, Xbox, GameCube,
and in the arcade.

JOHN CARMACK
1D SOFTWARE, FOUNDER AND
LEAD PROGRAMMER

‘What'’s the big deal? In 1999, Carmack
was ranked Number 10 on the Time
Digital list of most influential people in
technology, ahead of Sun Microsystems
boss Scott McNealy and cable mogul Paul
Allen. Apple CEO Steve Jobs called
Carmack for help on how to make the
Mac a legit gaming platform. Microsoft
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Chairman Bill Gates consuited Carmack
on the development of Xbox. No pro-
grammer pushes the boundaries of
graphics like Carmack, and when he
speaks, people listen.

What’s next? Carmack has such a
passion for 3D programming that there is
no “next” — only “better” Look for
Carmack to further evolve 3D gaming
with his new Doom game.



LARRY PROBST
ELECTRONIC ARTS, CHAIRMAN/CEO

What'’s the big deal? He commands
the largest third-party game publisher in
the world, a role he's served for the last
10 years. Huge hits have kept the
company successful, such as the Madden
franchise, The Sims, and SSX. Probst
makes smart moves, such as growing EAs
distribution division into the most exten-
sive in the U.S,, which drew valuable cus-
tomers like Square and LucasArts. Since
Probst became CEO in 1991, EAhas
increased its net income from $9 million
to $117 million. But the company is not
infallible, as the messy EA.com site has
proven. Long gone are the days of
(former president and current head of
3D0) Trip Hawkins, and in its place is
Probst’s steady leadership which has
made EA a player on a global scale.
What’s next? There’s not much left for
this 5l-year-old CEO — except retire and
cash in the millions of dollars worth of
EA stock he reportedly has.

THE WIZARD
3 SHIGERU MIYAMOTO

NINTENDO, DIRECTOR

What's the big deal? He is the undisputed king of game development, and the designer to which all
others look for inspiration. Picking the best Miyamoto game is like picking the prettiest girl at the Miss
America pageant: You can't redlly go wrong. Donkey Kong. Super Mario Bros. The Legend of Zelda —
Miyamoto changed the way publishers look at games, proving non-violent titles viable in a time when
spaceships and explosions ruled. If Miyamoto ever moved to another game company, Nintendo would
take a huge hit to its solid reputation. Yet despite his vast influence and power in the industry, Miyamoto
still answers to the man who gave him his start in the business, and that fact keeps him at Number 3.
What's next? Three things are inevitable: death, taxes, and incredible Miyamoto games. Mario and

Zelda will app

R
&8

on GameCube — and a healthy market share for Nintendo will follow.

e,

W Whether Super Mario Bros. or Luig's
Mansion, Miyamoto's games are the most
eagerly anticipated titles in the industry

THE EMPEROR
2 HIROSHI YAMAUCHI

NINTENDO CORP, LTD., PRESIDENT
What's the big deal? He is the patriarch of the oldest gaming company and still
wields great power Yamauchi's been playing at the high-stakes table since Sony's
Ken Kutaragi was in diapers, and his company laid the foundation upon which this
industry now stands. Think Nintendo took a pounding as it lost market share to
Sony? Consider this: Nintendo had net sales of over S5 billion in fiscal 2000.

It all started in 1949, when Yamauchi took the helm of Nintendo when it was a
hanafuda card-game manufacturer. In 1984, he took a huge chance in launching
NES during a time when the videogame industry was a train wreck — and he
struck gold. He instituted a security system in this flagship console tt
Nintendo complete control over what could be played on it, w
leverage in forcing the industry to pay a royalty just for the privilege
games for the system

In the *90s, Yamauchi shrugged off a lack of support from third-party publishers

such as Silicon Knights, Rareware, and Brownie Brown.
Yamauchi has a reputation for demanding superior quality over quantity, a rep-
utation supported by the stem-selling titles that have come out for every
Nintendo platform. A legion of Nintendo fans guarantees a successful GameCube
launch. But the simple fact that Sony pried the mantle of market dominance from
his wizened fingers shows a dent in his once-impenetrable armor
What'’s next? The 74-year-old elder statesman of the game industry seeks
vengeance with GameCube and once again postpones retirement
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' THE MAVERICK

SONY COMPUTER ENTERTAINMENT INC., PRESIDENT & CEO
What's the big deal? Considered the father of PlayStation and PS2, Ken
Kutaragi is, at this juncture, the most powerful and infiuential man in the
videogame industry. He is equally important to the Sony empire, where
it's been rumored that he is a contender for the top slot when current
Sony Corp. CEO and Chairman Nobuyuki Idei retires.

Kutaragi is the game industry’s Renaissance man. He brings with him

NextGen 10/01 www.next-generation.com

PHOTOS: HIROKI 1IZUMI



ICEN BC L RS
PLAYING WIrH] POYER

What's on the mind of the most influential man in videogames?
Next Generation goes to Sony Computer Entertainment’s Global
Headquarters in Tokyo to find out

As Next Generation rounds the corner and looks up the sloping city other titles by other developers
thoroughfare in the Akasaka section of Tokyo, we are struck by a haven’t come close to that level of
familiar, yet massive brushed metal logo adorning a blue windowed quality.
tower. The name says it all: Sony Computer Entertainment. The worldwide Did you play Ka? [“Mosquito,” see
headquarters for all things PlayStation dwarfs its surrounding buildings, a NG 07/01] it's not what you would
tribute to the success of Ken Kutaragi’s system. Ironically, it stands only 300 consider a traditional A-class title, but it is
meters from the building where Kutaragi designed the original PlayStation in selling very well, and the budget on it
1993. By coincidence, our interview falls on the day before Kutaragi’s 50th would be considered very low.
birthday. When asked how he was going to celebrate it, he said, “in the office,
working” — not surprising, when you consider the amount of responsibility he’s ‘Well, small, quirky titles can
earned in his 26 years as a Sony employee. (He started in 1975 as a researcher work In Japan, but in order to be
working on flat-screen display technology.) successful in the U.S., developers
We catch Kutaragi smack in the middle of the day, when he joins us directly have needed to invest huge
from another meeting. He's gracious, smiling, and you can tell his brain is com- amounts of money. Companies like
fortable going 100 miles a minute. Considering there are other things he needs Konami and Square —
to do, we skip the weather and get right down to business. Square is a very special case. Look

at what EA has done with sports. They
This October, We are very confident with the start we attract many customers in the United

PS2 celebrates its first anniversary have made in generating content. States, and the [current lineup of] racing
In the United States. How do you games and adventure games are attract-
feel the machine is doing? How accurately has PS2 come ing many European customers.
This week, | am very,  to reflecting your vision of
very happy with the progress of PS2, computer entertainment? Yes, but some developers are
because in this country [Japan, it is Even when you compare PS| to the  still struggling with the machine.
starting to explode. Final Fantasy X sell- old 8-bit or 16-bit days — Super Mario, Case-by-case [laughs]. Right now,
through is great. Many others — GT3, Zelda, Pac-Man — it's totally different. even many Japan-based developers are
Everyone's Golf 3 [Hot Shots Golfin the PlayStation 2 is bringing even more Just starting to release better-coded PS2
U.S], many titles — are stimulating huge, enhanced experiences above PlayStation titles. We're still just starting up.
huge demand. So both software and I The graphics expression, the sound
hardware are selling very, very well expression are more akin to what we are During the growth period of
used to hearing or watching on TV Huge  the original PlayStation, you made

But until very recently, it hasn’t  scenarios like Final Fantasy X are now a performance analyzer avallable
been doing well in Japan. playable on these DVD-ROMs. Final to help developers. Will a similar

In the initial stages, everyone Fantasy X or GT3 types of entertainment  tool be avallable for PS2?
welcomed PlayStation 2. But unfortunate-  were not possible in Nintendo'’s 16-bit Yes. It's in our laboratory right now,
ly we could not deliver on 100% of the days, or even on CD- and we are planning to release this new
expectations. But right now, developers analyzer for PS2 within a year. It's very
have been able to do so much more You mention two of the best complicated and not cheap; we'll rent
with another year of development time. titles for PS2, but a lot of the these services or the analyzer itself.

the skills and background of a brilliant engineer, sively constructing its forthcoming orline forward-looking as they come
along with a new business sawy that surpasses vork. In doing gi has forged brave  the criticisms PS2 has endured in inc

the old-school ways of our number-two power partnerships AOL and other tech circ e fact remains, the systerr

player, Nintendo's Yamauchi. Yet Kutarag y giants in hopes of building a global entertain-  some spectacular software this fal

probably has the most in common with Shigeru ~ ment r Y 't hear him call them only right that Kutaragi — with just the g
). Both share the same passion for online videogames; Kutarag spir S f scientist, businessman, and personality
and the same boy ense {5 vision f " something 1€ architect 10 leads
1as shipped 85.4 million units of he belie i \ an games, although and enjoyably, into the futur

Kutaragi's first-born console to cons e what that is has yet to be defined What’s next? An online network for

over. Now the company X Ask any PS2 d ? th the a secret project codenamed “The ¢
in market dominance X system or not, and theyl tel you Kutaraghs as interview (starting above) for more c
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Sony has recalculated its
earnings for the year and has cut
capital investment by 25%. Has that
or Japan’s current economy
affected your plans for PS2?

No. We are one of the “dream cru-
saders” inside Sony [laughs] — the upside
businesses expected to create positive
cash flow this fiscal year: music, movies,
games, and finance. But everything else is
now struggling. It's a problem for the
electronics and components sector, but
entertainment will be OK.

THE COMPETITION

How has the transition been in
bringing in Sega, a former competi-
tor, as a third-party publisher?

| did not think of Sega as a competi-
tor. Sega, Nintendo, Square, Enix — we
are all collaborating with each other to
create new entertainment.

Even back when you were
developing PlayStation and they
were developing Saturn?

Our engineers have always been in
contact with Sega engineers exchanging
possible ideas. While they were develop-
ing Saturn and Dreamcast, they were con-
tacting our engineers [laughs]. It's a very
close society. Sato-san, head of Sega — he
was an engineer and | sometimes drink
with him. We sometimes exchange ideas,

Having outsold Nintendo 64
with PlayStation, you humbled
Nintendo. Do believe the company
poses more of a threat this time?

| don't think so. It's very nice, but
their approach is different. Their target is
clearly entertainment, and it's very nice. In
some areas we are clearly competitors,
but at the same time, we are creating dif-
ferent kinds of products.

Microsoft has created a console

that’s easy to develop for, built
from off-the-shelf parts. They argue
that if developers aren’t spending
as much time fighting with the
system, they’ll spend more time
creating and balancing gameplay. Do
you feel this Is a legitimate view?

Let me ask you this question. If this
kind of benefit is one of the advantages of
Xbox, why couldn't they demonstrate
very nice, early titles at E3? And another
question, if the system is easy to develop
for, does that necessarily mean you'll get

very nice titles? Will you ask Mr. Spielberg
or James Cameron if shooting pictures is
easier using one kind of camera?

Yes, but Xbox isn’t even out
yet. After all, it took even some of
Sony’s best developers a year to get
PS2 product up and —

[Interrupting] Yes, but more impor-
tantly, PS2 is a very, very deep system, and
I'm confident that is the right environment
for creating. The creativity is based on its
differences. If it's easy to port to, it's easy
to copy from. That is not creation, and it's
not entertainment. | think 3DO was a
much, much nicer platform than Xbox

[shocked] 3D0?

Yes! Because Trip Hawkins had vision
— a clear vision, and a clear dream. Back
in 95, at CES, in Chicago and Las Vegas,
3DO had a lot of titles.

So you think Microsoft hasn’t
been very clear with its message as
to what Xbox is?

[Smiling] Nintendo continuously
delivers nice messages and a nice selec-
tion of tities. They are very stable and a
very, very confident company.

Given the success of Game Boy
Advance, will Sony ever challenge
Nintendo with a handheld?

We have no plans. But the Game
Boy Advance is a very nice platform. It's
cheap enough, nice enough. Two or three
years from now, after mobile networks
have matured everywhere, then maybe
[we will think about itl. But right now,
there’s no incentive.

Are you curious at all as to the
‘connectivity which Nintendo is
alluding to between Game Boy
Advance and GameCu —

The only true connectivity is with

— Ken Kutaragi

everywhere! With a network, with every
device, everything! That is connectivity
llaughs]. Connecting a wire to a dedicated
machine is not my idea of connectivity.

BEHIND THE PS2 NETWORK
The external hard drive is now
avallable in Japan, and soon a hard
drive that fits in the expansion bay
will be avallable in the U.S. If you
were to do It again, would you build
the hard drive into the machine?
Right now, the hard disk drive with
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the Internet card is not the ultimate
device for the future. The capacity of hard
drives doubles every year, and bandwidth
increases and increases. Suppose we
incorporate a fixed environment into the
box for five or six years when the
system'’s life plateaus — it would become
a negative asset for the system’s future.

So you believe even the current
drive will be too small?

‘We would really like to enhance such
devices, or interfaces, with the network
year by year, with a very, very attractive
business model. PSI and 2 as dedicated
consoles are OK, because there are a lot
of nice titles. But the network will be a
totally different experience.

Do you plan for this network to
run giobally? Is it possible to have
the same network content running
in Japan, Europe, and the U.S.?

It's a global environment. The whole
infrastructure itself is like the Internet,
with all the servers connecting. However,
many of the ISPs are currently fragmented,

‘Then and now:
Kutaragl today, with a
PS2 motherboard
(above) and in 1995,
holding a PlayStation
board. The picture to
the left was originally
published in Issue six
of Next Gen, June 1995
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™ Kutaragi's vision
he needs to use B¢

in business models and in the technology
itself. But fortunately, many of the DSL
providers and ISPs are offering attractive
environments in the United States as well
as Japan, and Korea, everywhere.

‘Why partner with AOL?

Because AOL is huge, huge! Offering
tons of services. They also have 30 million
subscribers right now. It's a deal [laughs].

So you’re taking advantage of
AOL’s infrastructure?
Yes.

What about other partners
such as Macromedia Flash? How do
these partnerships make better
games for PS2 users?

Flash is clearly the number-one
default standard for suppliers of net-
worked content. But before | talk about
the benefits for the game creators, it's
very, very important to have the infra-
structure and base. It's important that
developers understand how to distribute
premium content to the users. This
global standard is very important for this
kind of big, broad entertainment. We'll
continue to ally with other partners who
are delivering standards in many areas.
Streaming device? Yes. TCP/IP? Yes. Under
those environments we can offer some
kind of inventive use of message services
for games — some kind of streaming
technology. We've got very, very broad
standards on the horizon that we are

when explaining it

pursuing for the content publishers.

That sounds like a narrowband
network; some time ago you said
the network would be broadband.

Because America has a huge PC-
based network environment, it's very diffi-
cult to convince American audiences and
industries what the benefit of broadband
will be. It's difficult to explain how it has a
Iot of potential, We are going to promote
and build the pure broadband experience,
and this infrastructure is part of that.

So you will offer a pure broad-
band experience at some point?

Pure broadband at some kind of
starting point — 100MBps (megabits per
second) or above. Right now, IMBps is
still broadband in the U.S. Current
Ethernet has I00MBps peak bandwidth
and cannot support TV-like video or
game applications, and most PCs are still
connecting with 56k modems, or so-
called 1.5 MBps broadband, which is equal
to the speed of a CD-ROM [laughs] —
that's not broadband! Unfortunately, much
of America is backed up by this kind of
infrastructure. What I'm saying is, the U.S.
is a serious country for narrowband.

What can you tell us about
Sony CTO Shinichi Okamoto. |
understand he’s working on a new
project codenamed “The Cell”?

It's still secret, but it's a very
complicated and serious project.

68 NextGen 10/01 www.next-generation.com

‘We understand it’s a chip that
will act as a network server?

The Cell will be a core network
processor for a connected network.
These days, the server runs from client to
client, but in the future the server and the
client will be merged. The PlayStation and
broadcast television channels will all be
powered by the metal itself — no black
box needed.

Could it be wireless?
It could be wireless, or on a fiber-
optic wire.

— Ken Kutaragi

Or over cable?

Broadband, not the current cable
capabilities. This broadband network is
connected to tons of connected “cells.” It's
for exchanging huge, huge data packets —
broadcasting television channels or playing
games, those type of communications.
Everything will be done on The Cell.

This is being developed in
Austin, TX?

Austin for the processor. The operat-
ing system, the middieware, and packag-
ing will all be done in different places.

NextGen
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Finals

When a game you hoped would be
great finally gets here, and it

actually is great, it’s a good day.

® Bullet Time can't
make you invincible,
but it does give you
a huge advantage —
which, trust us, you
will need

W Publisher: G.0.D./3D Realms M Developer: Remedy

And now, we beg for more Payne...

2

’

 The action shifts to a slow-motion
closeup of an enemy buying it

In our E3 roundup (NG

07/01), we named Max
Payne as one of the Best of Show,
and we’re happy to report that
everything about the game that
wowed us then still wows us
now. That doesn’t mean it's
perfect, but in the final analysis,
we can't think of the last game
we played that was this cool.

Max Payne is a New York City

cop whose wife and child were

72 NextGen 10/01 www.next-generation.com

ESPN X Games Skateboarding
City Crisis.

Ephemeral Fantasia..

Rune: Viking Warlords ..
NCAA Football 2002

W The environments are incredibly responsive, from
plaster flying to exploding gas canisters

brutally murdered by junkies
three years before. When he’s
framed for the killing of a fellow
officer; it becomes clear the
slaying of his family wasn’t as
random as it seemed, which sets
him on a violent path of revenge.
Actually, the storyline is one of
the game’s weaker aspects, aping
the clichés and hoary dialogue of
action movies a little too closely
for its own good. What’s worse,

all the game’s characters are
“played” by members of the
development team, with the
result that Max, in particular, is far
too pencil-necked to really carry
off his burned-out tough-guy
persona. The generally excellent
voice acting helps overcome this,
but never completely.

Once gameplay begins, though,

things take off and never look
back. The much ballyhooed

W The Bullet Cam follows sniper fire



Silent Scope 2.
Time Crisis I .
WDL: War Jetz.

Alien Front Online

B Yes, even Max Payne must have the
mandatory sniper mode

“Bullet Time” meter, which tem-
porarily shifts the game into slow
motion and is filled by killing
enemies, at first seems like little
more than a gimmick. However,
after playing for a while and
learning how to manage your
Bullet Time supply (use it sparing-
ly and save it for really intense
situations — of which there are
plenty), it completely shifts classic
shooter dynamics. Bullet Time
won't make you invincible, but it
does enable you to outmaneuver
multiple enemies, aim carefully
and concentrate your fire, and

B Find your way out of an exploding
building? Um, no problem...

=

‘Coaster Works
Outtrigger

Motocross Mania
Saiyuki

quite literally dodge buillets.

This means you can often
abandon the usual strategy of
hanging back and picking off bad
guys one at a time in favor of a
much more active — and waaay
more cool — run-in-and-kill-‘em-
all plan of attack. There’s nothing
quite like charging into a room,
ducking around a hail of gunfire,
strafing a half-dozen thugs,
hearing the “whoosh” as you slip
out of Bullet Time, waiting a beat,
and then watching as the bodies
drop bonelessly to the fioor. Add
to this the occasional, scripted,
slow-motion closeup of a specific
enemy’s demise, and you have a
game that’s as close to being an
interactive action movie as it's
possible to be.

Thankfully though, Max Payne
doesn't rely so heavily on these
tricks that it becomes repetitive
and boring. The pace and mood
are nicely varied, with combat
broken up by action puzzles (like
finding the right path through an
exploding building), and a couple
of truly creepy interactive dream
sequences.

There are a few minor
problems. As usual, the third-
person perspective can make
aiming a chore at times, especial-
ly in tight quarters. Boss charac-

Tales of Destiny 2...

Max Payne .. 4
Alone in the Dark: The New Nightmare

Anachronox.
Arcanum.... .

Legends of Might and Magic
Desperados: Wanted Dead or Alive
Shattered Galaxies .

Startopla.

Steel Soldiers

PREORDER BLUES

Here’s an odd footnote in gaming history.

the thousands of preordered copies.
Problem was, the company in Canada
printing the game boxes mixed up the

‘customs form, and as a result, FedEx held
them up in a Memphis, TN warehouse. It
0ok two days to get them released, then they had to be trucked

Since we're living in a time when even
average games are pretty good, we at
Next Generation will continue to
demand even better. Note that a three-
star rating s a typical “good” game, so
expect to see a lot of them.
*%* %% REVOLUTIONARY
EXCELLENT
GOOD
FAIR

BAD

Denotes a review of a
o Japanese product

by a private

company to the 3D Realms offices. Still, a tip of the hat to the 3D Realms team,
‘which dutifully stuffed boxes all night and all day, and had every last one of them

shipped out less than 24 hours later.

ters often require ridiculous
amounts of damage to kill, and in
general things occasionally slip
over the edge from being a stiff
challenge to just being frustrating.
Load times are too long, and
worst of all, the game itself lasts
only a spare 12 to I5 hours.

The graphics, however, are
simply exceptional. Spent shell
casings bounce off walls and
floors; plaster sprays out of bullet
holes; papers and objects fly in

fire, and the textures that paint
every surface are sometimes
startlingly real. The sound and
music are just as excellent and
further immerse you in the game.

In the end, Max Payne is not
perfect. On the other hand, we
can think of few games, ever,
that were such a blast to play, so
neatly captured the essence of
what they set out to simulate,
or were just so over-the-top
cool. Now, all we need is a

the air when struck by random sequel. — Jeff Lundrigan
ENextGen %k k&
Bottom Line: Just buy it. It's worth every penny.
N
s
#

szil

d0+ 70

CaltiCommand

B The game uses graphic novel-style cut scenes, which do add a certain mood
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it’'s what you fear.

It's dark, it's dangerous, and
your worst nightmare has come
to life. Armed with only your
wits, a flashlight, and a revolver,
can you unravel a mysterious
island's untold secrets and

survive one night of true terror?

-’

Join Edward Carnby and Aline Cedrac
as they confront an epic journey of terror.
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ROM PlayStation
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W PLAYSTATION 2

ESPN X Games
Skateboarding

W Publisher: Konami B Developer: Konami

Skate bored

w1102 X

there are much better skateboarding games out there

® Frankiy

As 989 and Konami

continue to battle it out
for crappy sports game
supremacy, occasionally a
game comes along that could
have been a contender — with
the key phrase being “could
have been.” ESPN X Games
Skateboarding is a good-
looking and valiant attempt to
unseat Tony You-Know-Who,
but the game simply has too
many problems to ruffle the
feathers of Mr. Hawk.

The first weakness is the
game’s surprising lack of
depth. The button layout is
very familiar, which is good,
but pulling off tricks is almost
automatic, which is bad. Get
enough air, and stringing

W If you like your skateboard-
ing games bland and not very
challenging, you'll love this

together complicated tricks
during a 720-degree rotation is
a snap. To pull off a “super
move,” simply fill up the of'
“special meter” and then
double-tap the triangle button.
That's all you have to do for
big, easy points.

It doesn't help that the
game’s graphics are crisp and
clean, but rather incomplete.
The San Francisco map is huge,
but has poor draw-in, and the
final Ruins level has slowdown
50 bad that it's simply
unplayable in parts. The
problem is made even worse
by the fact that there are only
six arcade stages, which is
pretty puny. Plus, the X Games
portion only adds two very
small maps and is also stupidly
easy — meaning all but the
least competent gamers can
finish both events on the very
first try.

X Games Skateboarding
isn't a horrid game. If this were
the very first skateboarding
title, we might actually be a
little impressed. But the simple
fact is that the genre has long
since passed this game by. Skip
it unless you just have to own
every skateboarding game.

— Jim Preston

Bottom Line: It’s plain vanilla without the sprinkles.

Wait for Hawk 3.

pLavsTaTion 2 Finals m

City Crisis

W Platform: PlayStation 2 W Publisher: Take 2 Interactive M Developer: Syscom Entertainment

A blatantly unrealitic yet unde-
niably amusing foray into the
world of helicopter rescue
units, City Crisis offers intense
aerial thrill set on a timetable
that'd make a Crazy Toxi fan
break outin a cold sweat.

Though shallow as a shot
glass, downing one mission
after another wil likewise leave
you feeling giddy. Play modes
include Rescue, Chase
Encounters, and Time Attack.
Rescues challenge you to stifie
blazes within set time periods
using a water cannon and fire-
extinguishing missiles, rescuing
burn victims as you go.

Lack of depth aside, frantic
pacing makes this a winner; and
you'l get a real adrenaline rush
racing against the clock. The
workmanlike dual analog
control enables smooth sailing
over a lovely 3D city. Colorful
cartoon aesthetics easly com-
plement the action, making
play that much more enjoyable.
Balancing the fun gameplay
against its limited repiay value,
You're probably better off with

W It's not the greatest, but
City Crisls has Its charms.
a rental. But even if what goes
up must come down, at least
for a short time it fiies high.

— Scott Steinberg

ENextGen %k ki

Bottom Line: A flight sim lite for gamers pos-
sessed of big hearts and razor-sharp hand-eye

coordination.

Ephemeral Fantasia

M Platform: PlayStation 2 M Publisher: Konami M Developer: KCEJ

This began as a Dreamcast title
before shifting to PS2, but stll
has the distinction of being the
“first traditional RPG” for the
system. Honestly that doesn't
mean a hell of a lot. RPG fans
Wwill tell you that its not the
graphics but the storyline that
counts; they obviously haven't
played Ephemeral Fantasia.
You take control of Mouse,
a thief and part-time musician
with a talking guitar who's
summoned to Pandule by the
island’s ruler; the Sephiroth-
alike Xelpherpolis. His wish is
for Mouse to compose a song
to play during his wedding to
the cold but beautiful princess,
Loreille. But all s not as it
appears with the royal couple.

Unfortunately, you have to
wade through choppy framer-
ates, a mediocre battie system,
first-generation-Dreamcast-
quality graphics, and a
labyrinthine town layout in
order to find any fun in the
otherwise original and clever
plot. There's even an interest-
ing pseudo-realtime clock that
paces events and affects who
an join your party, but it
nearly impossible to navigate in
the massive town and keep
Your appointments. it tortur-
ous to discover so many cool

M Sure, it's got overly well-
endowed, one-dimensional
female characters and sexist
talking guitars, but little else

features, such as Mouse's
guitar-strumming abilities and
the multiple endings, only to
have the awful technical flaws
keep you from ever enjoying
them.  — Francesca Reyes

ENextGen ki

Bottom Line: Don't be fooled by the cute charac-
ters on the box promising console RPG goodness.
You'll find none of that here. Keep moving.

Rune: Viking Warlords

W Platform; PlayStation 2 M Publisher: Rockstar M Developer: Human Head

Take a three-star PC game,
lower the resolution, lengthen
the load times, and this is what
You get: a very ordinary port of
an ordinary game. Rune’s hack-
n-siash simplicity has some:
charm, yet the game is ulti-
mately bland as they come.
Human Head did a fine job
of adapting a complex mouse
and keyboard setup to the
Dual Shock controller: But PS2's
lack of texture memory is
nowhere more evident than in
this game’s drab, repeating
surfaces. Worse, there's a hor-
rendous load time around

every comer, draining out what
momentum you can buid.

If you can stand the load,
you'l be treated to ordinary
combat that consists solely of
circle strafing and mashing the
attack button. When not
loading or fighting, the rest of
your time is spent puling
levers, which open doors to
rooms with more levers. This
monotony s occasionally inter-
rupted by some clever touches

W There’s little reason to
play Rune — very littie

like the brilliant Loki maze
towards the end, but it sn't
enough to get the game back
onitsfeet.  — Jim Preston

EINextGen %k v

Bottom Line: Another disc on the already
enormous heap of mediocre PS2 games.
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Easily the most impressive aspect about the

game is its graphical prowess.
— GameSpot July 2001

Shrek looks gorgeous and its attention to detail

-Expert Gamer september 2001

The production values are movie-like...They’ll wonder if
you are playing the game ‘Shrek’, or watching the movie

Shrek. And people will get hooked.

= cnn.com May 2001
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B PLAYSTATION 2

NCAA
Football 2002

m Publisher: EA Sports M Developer:

Still a winner

Tiburon Studios

 EA Sports continues to get better with every iteration of its
football franchises, and NCAA 2002 is no exception

_) Poor Tiburon Studios. The
Orlando, Fl-based devel-
oper toils quietly down there
in the humidity while making
the Madden and NCAA
Football titles for EA Sports.
Those games don't make
magazine covers and blowout
previews, but the simple fact is
that last year’s Madden
Football 2001 for PS2 was one
of the best sports games made
for any platform. So it is really
no surprise the NCAA Football
2002 is another brilliant and
near-flawless football game.
The title is naturally based
on the same engine that's
under the hood of this year's
Madden game. Graphically, it’s
simply superb. From the player
textures and animations to the
sideline antics of the mascots,
everything about the game

W The Alis 50 good, these
players are probably smarter
than genuine college jocks

ENextGen

looks great. They've also fixed
the players’ chilling, soulless
eyes from last year's Madden.
Even the play-by-play commen-
tary is surprisingly good.

While playing offense or
defense, the controls are
smooth and intuitive. The
running game is fun to play but
difficult to master and really
does set up the passing game.
The Al hums intelligently at ail
four difficulty levels and will
give any football fan a
workout. There are the usual
Exhibition, Season, and Dynasty
modes, but if that isn’t enough
to keep college pigskin fans
happy, the Campus Challenges
will reward players with over
250 special cards for complet-
ing gridiron tasks.

Quite simply, this game has
everything a college fan would
want, from the option play to
the Top 25 rankings and 26
bowl games to the Heisman
award at the end of the
season. It is awesome.

— Jim Preston

Bottom Line: Undoubtedly the best college football
game available for any system.

Silent

pLavsTaTion 2 Finals me

W Platform: PlayStation 2 M Publisher: Konami M Developer: Konami

Here's a novel idea: take an
arcade gun game and port it to
2 home console with no light
gun support. That kind of polit-
ically correct idiocy produced
the original Silent Scope, which
was 50 stupefyingly easy it
hardly mattered that the Dual
Shock control scheme was
awful, because you could beat
the game anyway But it stil
the thinking behind this sequel,
Which s, as sequels tend to be,
alot harder The result is a
blueprint for frustration.

To wit, you use the analog
stick to scroll the crosshairs
around the screen at a fixed
speed, toggiing in and out of

sniper mode with one of the
shoulder buttons. Since a lot of
enemies run back and forth
(or occasionally circle around
You), this brings up the fright-
fully common occurrence of
enemies moving faster than the
scope can. Itis possible to
adjust the scope speed at the
options screen, but a faster
scope s a less-easlly-targeted
one. This was just a bad
decision all around.

M You know, a gun game
really needs to have a gun
slowdown. The characters are
laughable, and the best thing
you can say about the dialogue
The graphics are pretty is that its better than Zero
biand, with occasional Wing. — Jeff Lundrigan

E NextGen krirveyc

Bottom Line: This is just a waste of anyone’s
time and money.

Time Crisis Il

W Platform: PlayStation 2 M Publisher: Namco M Developer: Namco

Among the tiny flood of gun
games recently, Time Crisis |
for PS2 s easiy the best of the
bunch. It stil sn't that deep,
but t can be a lot of fun for an
aftemoon or three.

Gameplay doesn't vary
from the previous Time Crisis:
Shoot stuff, and remember to
dodge and reload on occasion.
Although it's compatible with
the original Playstation Guncon,
for an extra $20 you can also
pick up the Guncon 2, which is
smaller has the buttons in
better positions, and is actually
a great peripheral

As gun games go this is

g0od stuff, i short, with plenty
of challenge, nice-looking (but
not exceptional) graphics, and
lots of targets. Replayabilty is
extended by a number of
unlockable challenge modes,
and in two-player mode you
have the option of using a spiit
screen or connecting two PS2s
via the iLink cable and playing
on two different screens — not
the most accessible configura-

tion for most, but a nice avail-
able option. — Jeff Lundrigan

NextGen kk ki

Bottom Line: Much as we love gun games,
even the best of them have limited staying
power. Time Crisis Il is great for what it is,
no exception to the rule.

but it's

World Destruction
League: War Jetz

M Platform: PlayStation 2 M Publisher: 30O M Developer: 300

This airborne follow up to
WDL: Thunder Tanks uses its
TV-game-show backdrop pretty
well (the Steve Buscemi looka-
like host is actually quite funny),
but the action loses its appeal
long before the end.

The idea s to defeat the
gang in charge of each territory
(New York, Antarctica, Australi,
etc), thereby gaining new
aircraft. There's a nice selection
of planes and arenas, but the
levels all blend together after
the first few. Yes, they do vary
in goals, such as collecting cash,
or retuning flags to your base,

but they usually boil down to
blasting the enemy and just

about everything else. The B War Jetz won't set the
arenas themselves are way too WOl “m":'xh”‘ o)
constricting with a very low v
fight celling. Much of your time  too dark. Its also hard to get
is spent bouncing off walls or  your bearings at times with the
watching that annoying blue-  game’s third-person view. The
wave effect that tells you you're  saving grace is that the control
fiying too high. is excellent, and special moves
The graphics are average at  can be pulled off at the touch

best, and some areas are far ofabutton.  — Rob Smolka

NextGen x k%

Bottom Line: There's a lot to see and do, but
the bell-shaped fun curve peaks too soon, and
you'll likely lose interest before the end.
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B DREAMCAST

Alien Front Online

W Because nothing beats advanced alien technology like a good, old-fashioned tank, right?

W Publisher: Sega M Developer: Wow Entertainment

The only good alien...

_) 1t's human-driven
tanks versus mech-
like aliens in a third-person
battle to the finish. That's
essentially the entire gist of
Sega’s latest arcade port,
Alien Front Online. Don't let
the title fool you, though;
there’s a decent amount of
single-player action avail-
able to prepare you for the
inevitable batties you'll
wage via modem against
other sentient beings.
Whichever side you
choose, you will be tasked
with making sure those
human/alien scum don't live
to tell the tale. The alien
environments are suitably
creepy, with organic-
looking, pulsating walls and
weirdly reflective water.
Back on Earth, the fighting
will take place in more
familiar environs such as
building-lined city streets.
One notably cool effect is
that when a weapon blast
hits an area of a building, its

M The game even lets you fight and talk at the same time

facade will crumble.
Unfortunately, you can't
completely knock down the
buildings with further biasts.
Overall, the graphics are
detailed enough to get the
job done, but Dreamcast is
capable of much more.
Each side has three
levels of vehicles/creatures
to choose from — light,
medium, and heavy — with
the obvious advantages and
disadvantages for whichev-
er you choose. The controls

ENextGen xk*ic

are smooth and responsive,
and the shoulder buttons
allow you to pull off nifty
circle-strafe maneuvers.
Online play proved virtually
lag-free, and the added
bonus of being able to
actually talk with your
teammates and/or oppo-
nents (with the included
microphone) adds a much
needed dimension to what
would otherwise be a
standard deathmatch.

— Rob Smolka

Bottom Line: It's not terribly original, but the
basics are solid enough to make it fun, especially

‘when you can taunt your foes and coordinate your

attack with teammates online.

80 NextGen 10/01 www.next-generation.com

Coaster Works

W Platform: Dreamcast M Publisher: Xicat Interactive

W Developer: Bimboosoft
Coaster Works has a nice engi
Which delivers an absolutely
visceral, 60fps, full-color, fist-person
coaster-riding experience. Test rides
in this engine are a much needed
Way to re-energize after meticu-
lously laying out a coaster in the.
tragically utilitarian construction
screen — a four-pane, splitscreen
affair that displays your coaster in
wireframe from four views: top,
first-person, side, and front.
Unfortunately, there's hardly any
game here. You only build five roller
coasters of varying complexity thus
unlocking a bonus stage where you
can build one (count 'em: one)
more coaster, free of mission
parameters. That's It If you want to
build anything more, you must
erase an existing coaster. Also, the

W Coaster Works can be fun
while it lasts — which isn't long
— but still ain't worth much
construction interface seems
designed to hinder your progress,
refusing to test a coaster before
the track is completely laid, but
forcing you to completely erase and
reconstruct huge portions of track
in order to add or delete even a
single segment. Finally, the game
seriously lacks atmosphere, a near-
fatal flaw in this genre.

— Eric Bratcher

ENextGen k&l

Bottom Line: The engine is fast (though graphically
bland), but a trip to a real amusement park would cost
about the same and last longer than four hours. Plus,
you could buy corn dogs and funnel cake.

Outtrigger is the answer to the
question, “What do you get when
you cross the fast-paced shooter
action of Quake with the target
practice aspects of Virtua Cop and
throw in a dash of coin collection
from Super Mario?” Unfortunately,
whether in (the defautt third- or
first-person mode, the only part of
the single-player game worth men-
tioning Is the shooter bit.

The excuse for all the kiling
(otherwise known as the story line)
is that you're a member of an anti-
terrorist group. The standard
shooter-style missions are decent (if
You can come to grips with the
extremely awkward Dreamcast
controller layout — mouse and
keyboard are definitely preferred),
but the various playing fields are
Just too cramped. Other mission
types require you to do things lie
shoot at terrorist targets (that pop-
up like ducks in a shooting gallery)

or run around collecting gold
medals This is every bit as exciting
as it sounds (Le. it's nov).

W Outtrigger Is a painless time-
waster when played online —
offiine, it's just kinda dull

But the day s saved by the mui-
tiplayer options. Though allfour of
You will be stuck with a standard
controlier, the four-way splitscreen
option is great fun, with framerates
remaining high. Likewise, the oniine
play was smcoth enough to enjoy,
though a bit laggy (especially when
muttiple weapon blasts occur
simultaneously). We do feel,
however, that broadband users (this
Is one of the few games that take
advantage of Dreamcast's network
card peripheral) might have an
advantage over their dial-up oppo-
nents. But as they say, alls fair in
war and, uh, war.  — Rob Smolka

ENextGen kk kv

Bottom Line: A good-looking, competent addition to
the roster of Dreamcast shooters. Deduct a star,
however, if you don’t plan on being social.




Motocross Mania
W Platform: PlayStation M Publisher: Take 2 Interactive
M Developer: Deibus Studios
Motocross Mania originally
entered the world as an average,
value-priced PC game and now
makes its return as a PlayStation
port — in other words, a rather
pricey coaster
What began as a bare-bones
physics model has been stripped W Motocross Manla Is as cheap

down to the marrow. You might as s they come and plays as bad
as that sounds
well be controlling a scooter, tank,
or gyrocopter for all the personali-  each of the many available options
ty that's established here. Riders looks and feels cheap. Admittedly,
merely turn and burn, with no at a bargain price of 10 bucks, you
concession to shifts in weight or  can't demand much from a
screeching powerslides. Even more  slipshod port. But s it really too
risible are the unpredictable much to ask for menus that use
landings, which are so random that ~ graphical representations in lieu of
even rival Al-controlled riders eat  numbers and butt-ugly slider bars?
dirt like earthworms on a binge. On PC, this faced almost no
For all the features it offers competition. Going head to head
(cash-based upgrades, champi- against real console contenders
onships, tuning, etc), not a one s though, Motocross Mania quickly
fully realized. In keeping with the falls behind the pack. Save your
low-grade visual atmosphere and  money and buy an oil change
standard bike race sound bites, instead, — Scott Steinberg

ENextGen xririnl

Bottom Line: A stripped-down racer running on fumes
— which is exactly what you’d have to be inhaling
before purchasing this game.

B PLAYSTATION

Saiyuki chronicles the
travels of Sanzo, a
young Chinese monk
charged with delivering a
sacred staff to a faraway

Tales of Destiny 2

W Platform: PlayStation M Publisher: Namco M Developer: Namco

With solid RPGs like FF Chronicles
and Saiyuki available lately for
PlayStation, Namco now enters the
fray with its own Tales of Destiny 2.
Excellent localization, an intriguing
battle system, and colorful graphics
make it a worthy addition to any
RPG fan's PlayStation library

Weve all heard this story
before: young, reluctant hero and
his tomboy love interest/chiidhood
friend discover a mysterious female
stranger and set out on a quest to
leam the stranger's origin/save the
world. But what makes ToD2 (and
other good RPGs) stand out are
the quality of their characters and
storytelling. Reid, Farah, and Meredy
(the lead trio) are all endearing and
wonderfully developed with humor,
random dialogue, and amusing
events. This makes it possible to
weather through three discs of oth-
erwise stock RPG elements.

The game is also helped by its

W Graphics snobs need not
apply; It's the cast of characters
‘that make this shine

unique, side-scroliing 20 battle
system that emphasizes the player's
dexterity 4 a Street Fighter, in
order to pull off combos and skills
Challenging but fun, the combat
engine is more refined over the
one found in the original.

And while the lame voice acting
may threaten to drive you insane,
the battie system and characters
more than make up for it (plus, the
voices can thankfully be turned off.
ToD2 s a sure bet and a worthy
diversion. — Froncesca Reyes

ENextGen *k ki

Bottom Line: Good localization ensures an enjoyable

romp through a traditional RPG world. Just make sure
to turn those stupid voice tracks off.

Saiyuki:
Journ

W Publisher: Koei M Developer: Fu-Qi

Buddha and the Beast

destroying Buddha himself.
Nearly everything about
$JW is top-notch. The char-
acters boast actual person-
alities, ranging from the
aggressive, hotheaded
Monkey King Son Goku, to
Sa Gojo, the tortured, once-
human Lord of the River:
The story is minimal but still
quite meaningful; the bat-
tlefields are varied and well
crafted; and the combat
engine is nicely comprehen-

W Saiyuki is as fine a strategy
RPG as you could ask for

ey West

sive. Aside from the opinion
that the characters should
be able to spend more time
in their various were-forms,
we have only a single, albeit
huge, complaint: the incredi-
bly dated graphics engine,
which would have looked
average three years ago. But
in the end, Saiyuki shares its
subject matter’s timeless
appeal and will thrill anyone
who can look past the
surface.  — Eric Bratcher

ENextGen kkx x kv

Bottom Line: It won't dazzle your eyes, but with
compelling characters, a unique setting and plot,

and nice tactical depth, it’s still a grand experience.
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Anachronox

» Publi

Genre
buster, or
just bust?

Mixing elements of role-
playing, adventure, and
action games, Tom Hall’s
Anachronox is a flawed gem.
You initially take the role of Sly
Boots, a down-on-his-luck
private eye, and the story itself
is worth the price of admission.
Although ultimately success-
ful at its genre blending, each is
applied rather generically. The
RPG aspects include leveling
and typical delivery boy quests.
The adventure parts are basical-
Iy scavenger hunts. The action,
mostly in realtime, is all about
learning new maps and battling
through hordes of enemies.
The good side is that there's
always something to do. The
downside is that it's not always
well balanced. There’s a lot of
backtracking to areas that are
locked until specific actions are
taken. Just when you've had
enough adventuring, though,
the game will switch to action
or open up another quest. It
walks the fine line of tedium,

 Despite its aging
Quake Il engine
core, Anachronox
still looks pretty
darn good

er: Eidos M Developer: ION Storm

3

¢

L]
M The always interesting story-
line keeps you on your toes
but it always keeps moving and
keeps you interested.

Graphically, Anachronox is a
mixed bag. Any game in devel-
opment this long is going to
suffer somewhat visually,
although it should be noted
that many of the particle and
spell effects are fantastic. As
your party grows and begins to
explore outside the city, the
level of detail is sometimes
bewildering, although much of
itis window dressing — doors
that can't be opened, shops
that can't be entered, etc.

The world of Anachronox is
darkly comic and cynical. While
some of it s at a grade-school
level of humor, there's plenty
for more mature folks as well.
Combined with the interesting
mix of genres, this becomes an
enjoyable romp through a
bizarre, almost living world. It's
a keeper. — Kevin Rice

ENextGen k& &k

Bottom Line: Although a little blemished, Anachronox

serves up a unique and exciting world with plenty of

twists. Recommended.

82 NextGen 10/01 www.next-generation.com

Alone In The Dark:
The New Nightmare

M Platform: PC_ M Publisher: Infogrames M Developer: Darkworks

The Alone In The Dark series
began in 1992 as a DOS game
starring a middle-aged private
detective, Edward Camby —
but how things change. Aimost
10 years later; a much younger
Edward returns, and you can
even play s efther Canby or
Aline Cedrac, the tough female
professor who joins him

As a PC title that got its
start on Playstation, the worst
problem here s that it never
shakes its console origins. It
controls horribly without a
gamepad, but even then the
controls aren't very smooth,
and there's no mouse support.

The camera also has a habit of
swiveling to bad locations at
the most inconvenient times,
and in order to save, you have
to collect console-esque “save
amulets” (groan).

Which doesn't mean this is
all bad. The storyline is spooky
and reasonably gripping the
voice acting is decent, and the
music fits the eerie setting.
Graphics and lighting effects are
also top-notch (and quite a bit

W With no gun, the flashlight
Is Aline’s best hope against
this monstrosity

better than the kiudge-y
Playstation version). The lighting
is even relevant to gameplay
because some creatures are
scared of light, and Edward and
Aline can use their flashiights to
send monsters scuttiing back
into the dark. — Carla Harker

K NextGen xx ksl

Bottom Li

: Despite its faults, very few PC

games provide these kinds of Lovecraftian thrills
and chills. The New Nightmare suffices.

Arcanum: Of Steamworks
& Magick Obscura

W Platform: PC M Publisher: Sierra M Developer: Troika Games

Trolka was founded by the
creators of Fallout, 50 it's no
surprise that Arcanum is one
of the better RPGs released
this year It's set in a pseudo-
Victorian fantasy world where
traditional elves and magic
spells are found alongside the
technology of pistols and
cameras. Also, the game
doesn't have any character
dlasses, thanks to a character
generation system that's one of
the most complex and
complete ever seen. True, it's
confusing at first, but the virtu-
ally unlimited possibilities of the

open-ended system are likely
to entice any fan of the genre.
The terrain and object
graphics are good, but the
character graphics are terrible.
The sound more than makes
up for this, however. From the
Interesting voice actors to the
beautifly haunting classical
Victorian music, the sound is
some of the best we've ever
heard in a computer game.

B A proper Victorian lady
always dresses nicely, even
when delving in mines
Arcanum provides dozens
of hours of exciting play. With
the added bonuses of a world
editor and multiplayer, its a
musthave.  — Carla Harker

K NextGen * &k

Bottom Line: An in-depth and engaging role-
playing game that deviates from the traditional

fantasy setting.

Legends of Might and Magic

W Platform: PC M Publisher: 3DO M Developer: New World Computing

Might and Magic is known for
its superior Heroes series of
strategy games and its once-
good-lately-bad series of RPGs.
Now 3DO adds team-based
action to the brand, but really,
they shouldn't have bothered.
Legends enables players to
choose one of six character
classes and team up against
other players in any of four
scenario types. It ke a
medieval Counter-Srike, but
instead of rescuing hostages,
You're rescuing the princess.
However, since it possible to
win by ignoring the objective

and killng the other team, sce-
narios tend to quickly degener-
ate into simple deathmatches.
i, the main problem with
Legends i its lack of originalty
Amost everything about it,
from the Buy option at the
beginning to the Spectator
mode when you'e killed, is
based on other, better games.
The inclusion of random
monsters tends to be more
annoying than cool, and most

W Tag, you're It

game hosts tum them off
Nothing is inherently wrong
here, but it really is more like a
Counter-Strike mod than an
original tite.  — Carla Harker

KX NextGen kkrirvc

Bottom Line: Unoriginal and uninspiring, this
team-based FPS is not the stuff of legends.
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Official Xbox Magazine

What's this

Special Edition

OFFIGIAL IN ALL
THE RIGHT PLAGES

This is the part of our little
mini-magazine where I'm
supposed to personally
greet you (s0 you'll feel
comfortable and trust me)
and utilize the power of
prose to sway you into
believing exactly what |
want you to believe — it's
like selling you a car, only without the optional
undercoat. But | think that you're probably way too
smart for that and would see right through my
blatant sales pitch.

Instead of hiding behind feel-good phrases,
though, I'm going to give it to you straight. Here
is a breakdown of what my Editor’s Letter might have
been (if it had been what it usually is — which it isn'D.

WHAT I'D WRITE: We are the only magazine with an
Xbox Game Disc and the only place you can play
amazing, exclusive Xbox games for free.

Evil intention: If you own an Xbox, you have

to buy this magazine. Muhahahaha.

End result: You buy our first issue because

you have to — but then sign up for a lifetime
subscription because you fall deeply, madly in

love with the magazine.

WHAT I'D WRITE: We're Official, which means we
have unrivaled access to the Xbox, the games, and
the people behind the games.

Evil intention: | want to convince you that the
other magazines are poor imitations and that all of
your money belongs to us.

End result: Magazine monogamy. You won't
have to stray because we'll satisfy you on every
single level.

WHAT I'D WRITE: We're 100% independent, and we
won't pull any punches when it comes to reviewing
games or covering the Xbox. We even have carte
blanche to call Bill Gates names.

Evil intention: To show that you can have your cake
and eat it too. With frosting!

End result: Our honesty wil inspire your devotion,
love, and possibly expensive electronic gifts sent
directly to the editors.

WHAT I'D WRITE: Official Xbox Magazine will serve
as the ultimate guide to Xbox gaming.

Evil intention: To make you feel stupid for not
buying our magazine. After all, what kind of dolt
wouldn't want the “ultimate” guide?

End result: We'll arm you with knowledge that will
impress your friends, woo the ladies (or fellas), and
possibly lead to the lavish lifestyle normally enjoyed
by wealthy gadabouts and international millionaire
playboys.

WHAT 'D WRITE: The magazine will entertain and
inform you on every page. The irreverent tone of
Vvoice, creative stories, and stunning design will gel
together to form a magazine so amazing and so
powerful that it'l likely bring people to tears.

Evil intention: To make you cry.

End result: You'll find out that crying doesn’t make
you weak at all - in fact, itll make you look sensitive,
like Matt Damon, only less annoying.

Then I'd wrap it all up with a snappy conclusion that
would excite you about the magazine, the Xbox, and
life in general. Enjoy and feel free to contact me with
any suggestions (and be sure to include your evil
intentions).

— Mike Salmon. Editor in Chief

02 " Official <&

X Magazine ' Special Editior |

B MAG SCENE: The word magazine comes from an ancient Arabic word for “hoard” which is
appropriate, because this mag s a treasure trove.



Special advertising section

CONTENTS

Your quintessential guide... umm... to the guide to the world of Xbox

DEAD OR ALIVE 3 NEWS 06

What can't your Xbox be used for? A look at the
LETTER-B2 04 e herais = s e pephera tses o K
It's that bit over there to the left — read it if you O, the best-looking fighting game ever is an Xbox next console
get a second, would ya? excusive? How terribly delicious!

| PREVIEWS 08
I HALO

Nothing to see here, folks,
| please move along. We
* certainly don't unveil
two completely new
and amazing levels
of what could be
the best-looking
videogame
ever made.
Nope, not
here. Q& Al THE DISC 14
Still trying to figure out why there is a beautiully We're not just a magazine (although
designed, brillantly written min-magazine dealing there are worse things than magazines
with the Xbox right smack-dab in the middle of — Olestra, Showgi, and
your beloved Next Generation? Check out these O-Town spring to mind)
Pages to get the inside scoop on what the hell this Our disc ful of playable
is all about and why you should care. games and cool extras
delivers all you'l ever
need to enjoy your Xbox.

MISSING CONTE|

Here's a few of the things we'd likely get into
fullsized issue. Maybe.

ALREADY 16
Our final page s devoted to giving you the B Exclusive looks at games so top-secret
opportunity to come along for the ride. If that even Bill Gates doesn’t know
you're not interested, then about them

M Use your Xbox to win the lottery

¥ Free money: We're just giving it away!

ignore this whole M J-Lo versus Halo: Will Puff Daddy make

thing — we won'

the right choice?
e 5 OR, ' How to use your PS2 as an ashtray
the brains to W Achieving world peace one violent game
good thing when it Ay at a time
hits you in the face. M That thing you really wanted to read

about - written just the way you like

W A MATTER OF SOME GRAVITY: If, for some reason, the ring-world featured in Halo were to Special Edition  Official < Magazine 03
stop spinning, everything on the surface would fy off and it wouid be torn apart
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First Look

From Old School |
to New School

Tecmo has revealed three of the new
characters you'll find in DoA3. Luckily,
two of them are hotties.

Hitomi (at right): A young karate
proponent with a flappy white Gi.
y [ Y

ii
i

Christy (above): Tall, platinum |
blonde, and the bustiest new addi

Brad Wong (not shown): The new
drunk guy. He’s all about the booze.
NOTE: Character names were not final at press time and

are subject to change.

Only on
Xbox |

The only system in the world

capable of delivering the

graphical punch of DoA3 is the

Xbox and the only way to play this game
is to buy an Xbox.

04  Official Magazine Special Editiorn W KARATE KIDS: Tl

Iso read as “China-h



First Look

The perfect combination. The lightning-pace
combo strings of Namco’s Tekken series and
the intelligent strategy found in Sega’s Virtua
Fighter games.

A terrific place to go for info and screens of |
DoA3 is www.tecmo.co.jp — it's all in Japanese, \
| but what's that to a die-hard fan?

nowing that a game is so techno-
logically advanced that it can only
be properly done on Xbox is a
pretty satisfying feeling. Seeing that
game in action is even more satisfying. Dead or
Alive 3 will be available on Xbox at launch, and
few games will demonstrate more ably what we
can expect from the amazing Microsoft console.

When the game was first unveiled at the
Tokyo Game Show this spring, the only noise
heard above the techno din of the trailer
soundtrack was a collective gasp. An audience
well prepared to be amazed by games like
Metal Gear Solid and Virtua Fighter 4 was visibly
shocked by the graphics in the real-time demo —
and it wasn't even running on finished hardware.

Tecmo's DoA series has grown in scope and
stature since it first arrived on the fighting scene.
The gameplay — a fast-paced mix of the best
from Tekken and Virtua Fighter — has its own
style, which is then drenched in sex appeal,
thanks to its arsenal of busty dominatrices.
Although the jiggling has been toned down
somewhat for number three, the graphics have
not — this is a genuine showstopper.

Some scenes in the game are literally
breathtaking — tough-guy Bass falling from
a broken window, then smashing through a
towering neon sign before hitting the ground in
a shower of sparks and broken glass — or the
Ninja, Hayabusa, appearing in a whirlwind of
autumn leaves in a gloriously realized forest
scene — or perhaps most tellingly of all, Kasumi
being smashed through a stalagmite in a perfect
demonstration of how graphics and gameplay
can complement each other.

DoA3 is going to redefine what people
expect from fighting games — the use of
environment, the attention to detail, and most
of all, the perfect, beautiful graphics. When
the game arrives at launch this November, it
will be more than prepared to take on the
competition.

WHAT'S IN STORE

Our special Preview Issue (Sept. 25) is going to have a gigantic blowout feature on this and
every other launch title. Plus! Our Premiere Issue (Nov. 6) will feature a five-minute trailer of
DoA3, a world-exclusive review live from Japan, and a meticulously detailed strategy. Yes.

Special Edition’ Official X80X Magazine ' 0S5
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News, notes, columns, and the kitchen sink

for control

Game makers aren’t the only ones vying for

a piece of the Xbox pie

PowerPad

InterAct's PowerPad is very similar to Microsoft's
own controller. In fact, the PowerPad shares the
best attributes of the Xbox Game Controller,
including a 10-foot cable, rumble support, and
eight analog buttons. Unlike the official
controller, however, the PowerPad comes in
three translucent colors: black, blue, and green.

Other Peripherals:
ShadowBlade Arcade Stick
This shiny control stick brings
the feel of the arcade home.
It works especially well with
fighting games, thanks to its
programmable combo buttons.

Rumble Stick
This flight stick features rumble
support, a twist handle, and fully
programmable buttons. Should go
perfectly with Konan
Delta Storm.

Air Force

06 ' Official Magazine ' Special Edition

W OPTICAL OUT:
elegant, and ct

Thrustmaster

Other Peripherals:
FreeStyler Board

Compatible with skateboarding and

snowboarding games, this

peripheral makes games feel more
like real life — without all the nasty

spleen injuries.

Dolby? The S-Vide:

o period in a console’s life is
more important to third-party
developers and hardware
manufacturers than the critical
launch period. Game
publishers, for instance, strive

to bring their titles to market during the first
few months of a console because it's the best
time to make a splash in the market. Recently,

EA created an instant franchise with SSX by

releasing the game before the PS2 market was

flooded with competing snowboarding games.
Third-party hardware manufacturers face
a similar battle for market share. And
considering the fact that console makers
are notoriously bad at meeting demand
for peripherals at launch Gin the case of
the PS2 launch, Sony came up short on
everything), third-party hardware
manufacturers know that this is the
time to carve out their own portion
of market share on the Xbox.
Plus, as always seems to happen
during the pre-launch phase of a
console, some gamers are
complaining about the Xbox
controller - sight unseen. While
the grumbling will certainly die
down after the public gets its
hands on final hardware, it still
makes the launch period a
crucial time for third-party
hardware developers.

Upad

Thrustmaster’s first entry into the Xbox
peripheral market is certainly one of the most
unique third-party control pads currently in
development. Named after its peculiar “U"
shape, this controller may be the most drastic
alternative for all those who complain that the
Xbox controller “doesn’t feel right.”

NASCAR Racing Wheel

Although steering wheels for
NASCAR games really only need to
turn left, this wheel offers left and
right turning directions — plus foot
pedals and programmable buttons.

AV pack also includes Optical Digital Out — simple,
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How to escape from a well

...using only an Xbox — and 33 feet of climbing rope

in rogue

that saves your life.

climbing rope.

Dldyun lmawﬂutmepeoplemhﬂmed last year from falling into wells than were injured

the Xbox is the perfect solution to this rampant

pmhlemlt’snothmmewoﬂd’smpowmulmeoslmmnsole

it may also be the tool

Stay tuned to the Official Xbox Magazine for more survival uses for the Xbox. Until then,
here’s what to do if you find yourself stuck in a well with nothing but an Xbox and 33 foot of

Step One:

Get your bearings. The
bottom of a well can be
dark and confusing. First of
all, determine which direction
is “up.” Generally, it is the
direction you just came from.

Step Four:

Wait until others approach.
Children and college students
love two things most of all:
hanging out near wells, and
playing with new videogame
consoles. Before long,
someone will come by and

| try to take your Xbox home.

Step Two:
Slowly climb in the “up”
direction. Form your body in
an “L” shape with your back
flat against one wall. Take
small “steps” up the wall with
your hands and feet. Don't

forget the Xbox and rope.

Step Fi

Tie cord around body. New
Xbox owners develop a
strong attachments to their
console. Even the smallest
child will be able to drag you
out of the well. WARNING

DO NOT Li
AROUND NECK

Three:
Toss the Xbox outside the
well. Make sure you're near
the top of the well - and
remember to hold onto the
power cable or controller as
you throw the Xbox.

Step Six:
Escape. Use the 33-foot
climbing rope to subdue
and immobilize your rescuer
so that you can escape with
your Xbox.

Mews

People are always trying to revolutionize the
way you control games. Here, we look at the
absolute weirdest peripherals ever created.

B Powerglove (Nintendo NES)

The idea: Controlling games with the clench
of a fist — the kids will go crazy for this one.
But they didn’t count on: ...Very

teenage boys in the Eighties had a spare fist.
Besides, it even knew it was uncontrollable
and so featured a full joypad on the forearm.

M R.O.B the Robot

R.O.B.

cybernetic buddy. It's the
ultimate peripheral.

pick things up, swing
around on its plastic hips,
and drop thi o: like an

~ Your robot

en
ata supen“arkel And
buddy R.O.B.

only two games ever
took advantage of it —
the desperately bad Gyromite, and another
game so bad we forgot what it is.

M 32X/Sega CD

The idea: You can plug anything into your
Genesis. Including a separate console.

But they didn't count on: ...If you stacked
all the ill-fated Genesis peripherals (the 32X,
the Sega CD, the Activator, a Game Shark,
etc), you could not only cause a rolling
blackout, but you'd realize primitive man’s
dream of building a ladder to the moon.

M TV Tuner (Game Gear)

The idea: Game Gear games are blurry and
unplayable, so you may as well use the thing
for something useful.

But they didn't count on: ...at the time, all
there was on TV was Diffrrent Strokes,
Who's the Boss, and very early episodes of
Saved by the Bell. Good stuff like Fox's
When Cars Attack and World's Scariest
Open Sores hadn't even been invented yet.

Advanced Control Pad Pro

Other Peripherals:
Light Gun

Although there aren't any light-
gun games due for the Xbox, when

MadCatz's entry into the Xbox controller arena
is the most rugged-looking of the bunch and
perhaps the most versatile. It has all the features
we'd expect from an Xbox game controller with
the addition of macros that enable players to
program combos, special commands, and other
goodies onto a single button.

Panther X

The Panther X has been around
for years on the PC market, so it
seems natural that it would show

Other Peripherals:
Pro Racer Hand Held Wheel

Gamester certainly isn't play
the rules when it comes to

Vortex Controller

The sleekest controller of the bunch is
Gamester’s [Radica’s console hardware
group] Vortex Controller. The key feature
that stands out on this polished steel control
pad is its unique indented digital pad. After
a few hundred rounds of Dead or Alive 3,
your thumbs may thank you.

company is into trying new things.
The steering mechanism works as
follows: the right side of the Pro

ying by

they do get here, this gun will be
ready. Until then, don't point it at
people. It's impolite.

® EDITOR'S NOTE: Although we make light of it, falling into wells is no joke. Millons die every year

up on the Xbox.

controller design. Judging by the
look of the steering-column-less
Pro Racer Hand Held Wheel, this

from well-plummeting injuries. I you should come across a wel, cal the fire department or fil it with it

Special Edition Official

Racer is locked in place while the
left half moves a full 50 degrees
in either direction.
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N Previews

After seeing Halo,
the real world looks ugl|

icrosoft's declared
intention is to blur
genre boundaries
with its Xbox
portfolio and promote every
title in its own right. While it
would be ridiculous to argue
that Halo does not largely
conform to the first-person
shooter genre, it does have
plenty of other strings to its
bow. Third-person elements,
the control of mounted
weapons, seamless transition
between the great outdoors
and the subterranean depths of
complex bases, and the ability
to pilot a variety of vehicles all
punch satisfying holes in the
confining walls of accepted
shoot-"em-up rules.

Halo may need little
introduction to anyone who
has an interest in PC games.
Originally announced for that
platform nearly two years ago,
Halo will now shine first on
Xbox. It's no exaggeration to
say that Bungie's Halo was
already one of the most hotly
anticipated shooters in the
market well before Microsoft
absorbed Bungie into its Seattle
headquarters, and it’s difficult

X
/r‘_ :

Caramelized alien: Heat
with open torch until they

ell funny and stop

pitiful alien pleas f
their lives. Then let
for five minutes or u
crispy texture is achieved.

to imagine a bigger or better
launch title for shooter fans. No
pier-end, knuckle-ugly bantam-
weight, Halo is shaping up to
be a real prizefighter: to say
that PC owners are a little bit
jealous is like saying that outer
space is a little bit big.

And of course space is far
more than a little bit big.
However, in Halo, it isn't big
enough to keep humans from
running into a wide variety of
hostile alien races. At the tail
end of an intergalactic war, the
cybernetically enhanced Marine

DEVELOPER: Bungie | PUBLISHER: Microsoft RELEASE DATE: L.

ALSO WORKING ON: Rumored to be GAME: | SYSTEM: | SCORE
working on a Xbox-only title based on the Halo

engine that involves castles and catapults - but | My I

you didn't hear that from us. s FCiec “lmo

WHO ARE THEY?: A basement shop that's :s‘;"""

made it to the big time. Their decade of work | Onf 10
spans from Mac shooter Marathon to games

on next-gen consoles such as Oni and Halo. | AVERAGE: | o

warrior that you play in the
game is pursued across the
cold heavens to crash-land
on an artificial ring-world, or
Halo. Imagine the flat rim of a
spokeless wheel. Imagine that
it's 10,000 km in diameter and
floating in space. Imagine living
on the inside plane of that
wheel in a terraformed, multi-
climatic landscape of seas,
beaches, mountain ranges,
forests, and plains, with high-
tech military bases worming
deep into the artificial crust.
This ring is Halo, and it's here
that you and a desperate army
of scattered Marines must
make a stand against the alien
horde, discovering the secrets
of this world as you fight to
survive, using proprietary — as
well as captured — weaponry,
technology, and vehicles.
Bungie has now got the
enemies to a stage where they

08 ' Official x20x Magazine ' Special Edition

M EFFRONTERY: In one of the lain M. Banks sci-fi novels that inspired Halo, a wariike alien race

discovers that humans refer to them as “The Affront.” They love it and adopt the name officially.
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See a cool weapon on an alien and wish Back-seat drivers are actually welcome Boréd by the dull human vehicles?
you had one yourself? No problem, just in Halo, since they provide much led Halo lets you “borrow” some alien craft.

figure out a way to kill ‘em and the cover fire as Yowgareen through |
weapon is yours.

M This is a brand-new
The power of Xhox vehicle, the human tank.
Six Marines can hop on
e [FRECTS this massive tank - it
features a giant turret
controlled by the driver
Rgrg:ﬂrf;pusmﬁ and a manned chain gun
for that extra firing power.

REFLECTION MAPPING

(helmet and ice)
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Gunning
for glory

On a recent trip to Xbox HQ,
we got an opportunity to play a
couple of amazing new levels
and rip-through alien enemies
with the (as-of-now) complete
Halo arsenal. To wit:

SNIPER RIFLE
Alien heads were
popping with the

It’s okay for children to mercilessly kill aliens, Nazis, and
boy bands because they are bad.

precision of the
multiple levels of . . 3 & v :

zoom sniper rifle. react to sound and light. They (inverse kinematics, which machine gun. While you drive,
— are also seeking cover if they allows body models to react to an Al Marine can operate the

I LAUNCHER: Loads see you doing so first, searching  impact) should make these turret and give great protection

) two rockets at in packs, retreating in squad scenes morbidly convincing. from any aliens encountered
once and animates e
beautifully as you formations, and focussing Al also plays an important en route. The single-player

clear entire rooms with the searches intelligently. When an part with your fellow Marines. missions will also be playable in

massive, fiery explosion. alien is killed, the Al decides In the single-player game, you multiplayer cooperative mode —

N FLAMETHROWER whether it V\{i“ drop its weapon will enFounler plenty of soldiers  an exciting promise indeed. In
Possibly the most for you to pick up or go into who will help you out using four-way split-screen set-up,

‘ impressive:(and a gripping death spasm and cooperative Al. The best you can play with friends as a
outright fun) ¢
weapon, we spent loose off dangerously random example yet demonstrated Marine squad, all riding in

some time deep-frying aliens volleys of ordnance. An ultra- concerns the buggy, which has vehicles (including tanks and

With this tasty (or:should we realistic animation system a rear-mounted high-caliber drop-ships) with one driving,
say toasty) weapon.

others riding shotgun, and one
[ T‘I/ NEEDLER using a mounted gun. You can
This alien weapon
¥ (which you can lift : even play 16-players over an
off the bodies of Xbox LAN network as shown at
dearly departed . this year’s E3. There will also be

alien freaks) fires multiple
charges that track down the
target and explode in its body ‘ 2 2
for a satisfying, stunning kill.

more standard deathmatch and
capture-the-flag games along
with a rumored multiplayer
ASSAULT RIFLE: This is the racing game.

\ standard weapon Halo is as ambitious as it
. ;’;‘L::’;‘T::g” is intelligent and beautiful. It

real-time ammo has the potential to be the
Ml display, a built-in best shooter ever made for

flashlight, and you can even
use the butt of the rifle on any platform, but happily for
heads of enemies up close. us, it's chosen to touch down

L —— e h on Xbox. There’s no better
Halo are the fuel rod gun, a ere! reason to strap yourself in and
gravity rifle, and the trusty 3 X ox o count down to launch.
shotgun. — Nathan Jones

. Hav;
Wish Vot;nzea blasy,

ssive black hole at its

10  Official Magazine Special Edition M THE MILKY WAY SUCKS: Did you know that our very own galaxy has a sup
entis t that most spiral galaxie e around these cosmic downers.



LOOKS GOOD

W Deformable terrain — create real craters
W Real physics - hit a tree, and get thrown
through the windshield B Active
camouflage — Predator-style semi-
visibility M Umbra effect — sun shines
ealistically through leaves and branches

B Minute detail - spot, if you can, the
names and firing-pin dents on shell casings

‘GAME POTENTIAL

| ODDS ARE...

Special advertising section

Halo will be literally
out of this world. 7 L

NEEDS WORK

W Adjustable turning speed on vehicles ~
presently set very slow B Full Al
implementation is needed  it's
impressive, but we want more.
~ every time we see Halo it looks better:
now we want to start seeing more gameplay
B Umm, that’s all we can think of.

WANT MORE? G ey
Tune in to our first /.

issue (on sale
September 25) and
get a full hands-on
report on Halo and
11 other Xbox
launch titles.

FINAL THOUGHTS

return for a good long snog

Although there’s still a lot to be polished in Halo, the fundamental
structure is impressively solid and the visual skin absolutely kissable.
After your first encounter with the game, you can't help wanting to

Freeze-frame >>>

As we join the game, you've just come around a quiet corner and been ambushed by a pack of aliens.

ther day at the office for a
cybernetic Marine on'a planet full of
aliens. Ho hum.

Rescue a captain from alien clutches

Special Edition Official < Magazine



Special advertising section

N Xbox O&A

The Magazine

Since this is only a sixteen-page sample of what you can expect to see in the full-fledged debut issue of
Official Xbox Magazine, we thought we’d address some of your burning questions about the new publication.
And what better way than an informal, yet deliberately sexy, Q&A session?

Q: If you're official, won't that affect
the way you guys cover games? Are
you working for “the man”?

A: Being official will definitely affect

the way we cover games. Because we're
“official,” it means we'll get the big
exclusives, have inside information, and
generally know what the hell we're talking
about. Additionally, being official gives us

Mr. Burns and Homer Simpson, “the man”
has no idea what we actually get up to..

Q: What will you guys have that
other magazines won't?

2 An Xbox Game Disc, which is the
only way you can test out Xbox games
(details below). The most in-depth

the power to be it

We won't back down because an advertiser
wants a “nicer” score, and we will always
be able to deliver the absolute truth. We
answer to the readers and nobody else.

As for working for “the man,” well,
of course we are. Everybody works for
“the man,” because “the man” gives out
paychecks. We like paychecks. But as with

1 on everything Xbox — and
we'll have it first. We'll also be the most
engaging, entertaining, and informative
magazine on the planet. Of course, this is
all talk and doesn’t mean a thing, so we
urge you to pick up a copy of our first
issue and see for yourself. We guarantee
you that we are the only magazine Xbox
gamers will ever need.

The Xbox Game Disc

at do I get on my Official

Game Disc?

A: The Premiere Issue of the Official
Xbox Magazine (on sale Nov. 6) will
contain a DVD, which means you can
play it on any DVD player, including

that soon-to-be-replaced PlayStation2.

Want to see Xbox games in beautiful
full-screen crystal-clear motion? Be

oo PreweRe ssue | ()]

R RIGHT NOW.

prepared to hit the floor when you view
our trailers and peruse our slickly styled
interface. It's just the thing to get you
excited about Xbox.

So you think that sounds good? Well,
on Dec. 4, we'll put out an issue that will
come with an Xbox Game Disc and will
be loaded up with playable demos,
preview trailers, and a ton of very cool
surprises. Unlike the video-based DVD
that comes with our first issue, this
rendition will be Xbox-quality, sporting a
true 3D interface, fully interactive, and
stuffed with features,

the disk a D

A: Although Microsoft has officially

labeled it a “Game Disc,” underneath it
all, the Official Xbox Magazine Game
Disc is (to get technical for a moment) a
DVD-9. This hefty format allows for an
impressive 8.5 GB of storage. Each DVD
9 disc is single-sided, but dual layered,
allowing for roughly twice the amount of

Q: What'’s it going to look like?

A: It'll be pretty and it will have content in
it. The magazine is being put together by
sensitive, tumultuous artist and Next Gen
veteran Mike Wilmoth and his intrepid
Associate Art Director Juliann Brown,
formerly of radical hipster magazine
TokyoPop. It'll look like this, only more
fabulous.

Q: How much will it cost?c';/)

A: What's money when it ==

comes to art? Each month

you'll receive little pieces of our lives
printed neatly on dead trees then delivered
to your doorstep (if you subscribe) — and

storage of a standard DVD-5. So, are
you imagining how many stunning
demos can fit onto one of them? As
you may have guessed — a helluva lot

Nope. The disc and magazine will
be available at newsstands if that's your
preference. However, in order to get the
disc, you do have to buy the magazine
(which isnt so bad, is it?) — discs are not
sold separately.

12 ' Official

Magazine Special Edition

W OF+FI-CIAL(-fisheD: Authorized by a proper authoriy: authoritative. n this case, the “proper

authority” is Microsoft, and that officially makes us authoritative ~ 5o there.



really, what kind of value do you put on
our lives?

Seriously, though, we'll have different
prices for the magazine depending on your
level of commitment. At newsstand, our
special Preview Issue (without disd) will be
a paltry $4.99; our Premiere Issue and
beyond will be retailing for $7.99 with our
exclusive Xbox Game Disc. We're still
working on subscription prices, but we do
know that “you'll save [blank] off the cover
price if you act now,” and there will also be
the option to subscribe to an ultra-cheap
“naked” edition that comes without a disc.
No matter what you pay for our magazine
itll be worth its weight in gold for what it
saves you in the long run. Test out games
on our disc, steer clear of the unthinkable
“bad” Xbox games with our bluntly honest
reviews, and wring every last drop of
enjoyment out of your Xbox with every
single issue.

Q: Where can I subscribe?

A: Go to wwwxbox.com and see

our special offer — or simply fill out that
postage-paid card that just fell out of the
magazine a few seconds ago. Either way,
do it now before we're all sold out.

: How will readers interact with the
magazine?

A: By holding it, caressing
it, and whispering sweet
nothings to it. Actually, that's

a little weird, so stop it already. One of
the big ideas behind the Official Xbox

me Reviews

Q: How are you guys going to
review games?

A: Reviews will be the cornerstone of
the magazine, with a simple-yet-elegant
“out of ten” scoring system, but backed
up with very detailed information on
things like graphics, sound design, and
immersion. They'll always be written by
genre experts, who know the themes and
styles of game types they're reviewing,
and they'll be packed to bursting with
exactly the information you need to
make the right purchase decision. Add to

Special advertising section
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Entertainment. Joining her are Dan Egger
of Daily Radar and PC Accelerator
infamy, Frank O'Connor, also from Ultra
Game Players, Daily Radar, and trade
magazine Games Business, and Dave
Rees, DVD Disk Editor extraordinaire,
hailing from PC Gamer and Incite PC
Games.

Between them, these guys have more
than 30 man-years of reviewing,
previewing, and playing games on every
system from the Magnavox Odyssey to
the very pinnacle of gaming — the Xbox.

Q: Who's writing this stuff, and
what makes them qualified?

AA: Without blowing our own horn, this
is an all-star team, made up of some of
the longest-serving veterans in the
industry. Mike Salmon heads up the
team, having worked previously on
beloved magazines like PC Accelerator
and Ultra Game Players, and he's
supported by Francesca Reyes, formerly
of Official Sega Dreamcast Magazine,
and (gasp!) Sony Computer

porics

M Left to right: Mike Salmon, Francesca Reyes, Dan Egger, Frank O’Connor, Dave Rees

and a bunch of disc interaction so secret
and ambitious, wed have to kill ourselves
for even thinking of telling you now.

You can start getting involved by going
to www.xbox.com to subscribe; very soon
we'll be asking you to participate in polls,
forums, letters, and Q&A on our own site.

Just
Answers

In an effort to save time and avoid
any sort of real communication, we've
anticipated other questions you will
have come up with while reading thi
nag and answered them f
you. It's kinda like we're seeing into
the future or something. Anyway, feel
free to think of any questions and
then simply match that question with
the most suitable answer from below:

Magazine is to make a magazine that
truly serves the readers and becomes the
written word for the growing Xbox
community. We want the magazine to
make your games better and we want
you to make the magazine better.

That means
meaningful letters
(as well as the
occasional insane
rant), reader
challenges, rich,
elaborate strategy
guides, as well as
quick and dirty
cheats... all this

that the fact that you'll often be able
to actually play the game on our demo
disc, and it's clear that Official Xbox

W Yes, it does play DVD movies, you
Magazine is the best place to go for
reviews.

need to buy the remote.
W Yup, for movies and games.

M Porn DVDs are the same as
regular DVDs.

W It's just the layer swi
happens on normal players too.

M Sure, as long as it isn't too heavy.

B Well, it wouldn't hurt the Xbox - but
it does sound a bit dangerous for you.

B Nope, the discs are the wrong size.
W Try blowing on it.

W WE'VE DONE THIS BEFORE: Together, the staff has written more than 4,000 game reviews for

" Special Edition ' Official x20x Magazine

64 different publications on 15 different gaming systems in five different counties.
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B GCame Disc

The

Disc

but to the

Magic

There are probably some technical experts who could explain in
bore-iffic detail how we manage to stuff an 8.47GB disc full of Xbox

(that'd be us), it all

seems like black magic. Either way, we think youw’ll find that the
Xbox Game Disc is the single best thing ever invented by man
or beast. Pick up the Premiere Issue and judge for yourself.

W Playable game demos

M Cool, hidden goodies
W Amazing game trailers
W Interviews, features, and more!

W PlayStation2 playable games
W The Kama Sutra

On your Official Xbox Magazine Game Disc every month:

W Crystal-clear DVD audio and video

Not on your Official Xbox Magazine Game Disc every month:

W Subliminal messages to control your mind (or are there?)

Your only source for
Xbox game demos and trailers
Behold the Official Xbox Magazine Game Disc and prepare to experience the games you've
been drooling over for months. Starting with the issue that goes on sale Dec. 4, every issue of
Official Xbox Magazine will come with an Xbox Game Disc packed with trailers and playable
demos that you won't get anywhere else. And forget everything you've come to understand about
interactive interfaces. Our easy-to-use interface is presented in a brilliant Xbox-quality 3D display.

Your first time
It's been said over and over again... the Xbox
is the most powerful system ever. Want proof?
Just wait until you take a gander at what's
around the corner... the disc of the Premiere
Issue (on sale Nov. 6) of Official Xbox
Magazine will bring you first looks at the
hottest games — like Dead or Alive 3, Tony
Hawk 2X, and Shrek — in full-motion, crystal-
clear DVD-quality video. Because this issue hits
store shelves at the same exact time as the
Xbox is available, it will be playable on any
standard DVD player, including that soon-to-
be-antiquated PS2! Finally ~ you can see some
good games on the PS2.

It”oniy
gets better

When you finally pick up that Xbox and a copy of
Halo this November, there'll be plenty of reason
to rejoice. But let's face it: one game is never
enough. Grab our Dec. 4 issue of Official Xbox
‘Magazine and try your gaming hand at the
whole range of Xbox titles you'll be drooling over.
Only here will you be able to play jaw-dropping
demos of Tony Hawk'’s Pro Skater 2X, Arctic
Thunder, Dead or Alive 3, Cel Damage, Project
Gotham, Lord of the Rings, Air Force Delta Storm,
and NHL Hitz. *

* List is subject to radical changes at our whim.

14 Official X80X [Magazine ’Spscial Edition

W DVD FACT: The European Union is lobbying against regional encoding for DVDS;, 50 soor
able to buy thrilling French and Belgian art movies for your Xbox. And episodes of Benny Hi

n you might be
i




FREE ISSUE!
REE DEMO-PACKED
GAME DISC!

EXCLUSIVE PLAYABLE GAME DEMOS

Official Xbox IMagazine = A
2 Save

OVER

Games
Reviewed

DEAD OF «‘.
Al v,v,és‘ﬂf‘g
Best!fi evefy ‘

£ AWK \ e S
A console and a magazine for the new millennium

CALL |-888-318-8368

TO RECEIVE YOUR FREE ISSUE AND FREE GAME DISC OF THE OFFICIAL XBOX MAGAZINE AT NO RISK.

Bl & F%
. # I Atai LA “

If you're pleased with what you see, we’ll send you 11 more issues and 11 additional discs
(12 in all) for only $24.95 — THAT'S A SAVINGS OF OVER $70 OFF THE COVER PRICE!

Offe good in .S, only. Annual newsstand ate i $95.88. Canada e
US $38.95 (includes GST). Foreign US S48.95. Prepaid in US funds. ATINATY
Please allow 6-8 weeks for delivery of first issue.
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Official Xbox [Magazine

Be prepared.
Be very prepared.

On November 8, 2001, Microsoft will beef up your Xbox knowledge, preview the  news, interviews, and previews of jaw-
unleash the Xbox Video Game Console — games, and see why the Xbox is oh-so dropping new Xbox software. We'll have
the most powerful, flexible, and staggering deserving of that spot under your TV. the in-depth features, comprehensive
entertainment system ever conceived. But After the system launch, you'll have to reviews, and secret access that only the

to immerse yourself fully in the world of check in with the ultimate Xbox authority —  Official magazine can bring you — with the
Xbox, you're going to need the Official the Official Xbox Magazine - to really independent editorial voice of a true fan.
Xbox Magazine. On sale September 25, keep up to date on what's happening in Paired with the Official Xbox Magazine

the magazine will be available even before  the Xbox world. It's a publication dedicated ~ Game Disc (see below), newsletter, and
the console. Why? To give you a chance to to Xbox gamers, presenting the very best website, it's the ultimate Xbox source.

Xbox Magaxine The Official Xbox
Newsletter

- -
g e 0 Magazine Game Disc

keep up to date with what's

going on in the world of Xbox, One of the things that makes the Official Xbox Magazine
and the Official Xbox unique is the inclusion every month of the Xbox
Magazine, and that's to sign Game Disc packed with game movies, demos, and
up for our free email downloads. Making full use of the incredible
newsletter. Packed full of hot Xbox hard drive and online technology, the
gossip, cool information, and Game Disc will also interact with you, the
razor-sharp screens from the reader, featuring downloadable cheats,
latest Xbox games, it's the game challenges and essential secrets, The
essential tool for any Xbox fan, Official Xbox Magazine Game Disc will XBOX GAME DISC
and it's delivered free to your become the ultimate gaming resource for
‘email inbox. Too good to be Xbox players. The first issue will ship
true? Find out for yourself by with a conventional DVD, allowing
signing up at: anyone with a DVD player to check out
the games — and yes, it will play on
www.xbox.com a PlayStation2!

SUBSCRIBE!

The easiest, cheapest, and fastest way to receive your Official Xbox Magazine is to subscribe.
That way you can make sure that no undeserving miscreant snags the last copy at the local newsstand.
To subscribe to the magazine, check out the subscription offer available at:
www.xbox.com

T Ty P T = P T
16 Official XS0X Magazine Special Edition 1 THIS IS THE BACK OF THE MAG, AFTER ALL: Much like a “family” of Sea Monkeys, the disc we.
‘produce for our Premiere Issue may not look exactly fike the artists rendition above. But it will be great.



H Don't let the beauty of the surroundings fool you. Those guys
with the guns would like nothing better than to fill you full of lead

HmPC

Desperados —

Wanted Dead

or Alive

W Publisher: Infogrames B Developer: Spellbound

Hi-oh Silicon, away!

If Desperados proves
= e

developers have been foolish
not to take full advantage of the
rich tableau provided by the
classic Western setting. Despite
“borrowing” many of its
gameplay conventions directly
from Eidos’ Commandos, this
action-strategy game manages
to stand apart thanks to its
excellent story, creative charac-

’s that game

ter traits, and, most important-
Iy, Western theme.

The 25 missions that tell the
story (with great cut scenes in
between) pack enough action
to fill a dozen John Wayne
movies. All of the six characters
you eventually control have
their own unique abilities that
must be used to puzzle your
way through shootouts, rescues,
and stealth missions as you try
to solve the underlying mystery

W Many of the levels are huge,
with varying elevation

of a series of train robberies
and to reap the $15,000 reward.
Unlike Commandos, though,
there isn't an exact path you
need to follow to win; creativity
and a dab of serendipity are
just as likely to see you through.

Thumbing its nose at 3D,
Desperados is chock-full of
gorgeous 2D graphics and neat
animations. Even on the highest
resolution (1024 x 768), though,
things get a tad blocky when
using the closest camera
setting. The majority of the
Voice acting and sound effects
are also top-notch, and the
story line will hook you and
keep you involved.

Perhaps the only downside
is the difficulty and length of
many of the missions. Casual
gamers or the merely impa-
tient will be forced to deal
with failure a lot. Even
veterans will face a few road-
blocks from time to time that
will have to be dealt with on a
trial-and-error basis. Some of
this has to do with an inter-
face that can be a bit clunky,
but even after it's mastered,
the odds in some of the
missions are sometimes over-

whelming. — Rob Smolka

ENextGen x &k v«

Bottom Line: This gets an extra star just for being
that rare Western-themed game that does justice to its
source. Stick with it through the tough times, or you'll
miss out on a great story and a stable full of action.

Shattered Galaxy

W Platform: PC M Publisher: Nexon M Developer: Nexon

The next time you feel lie
invading outer space with a
few hundred friends, you could
do worse than Shattered
Galaxy, a new persistent online
unverse. When an alien
artifact, the Fata Morgana, acci-
dentally teleports great chunks
of the Earth across the cosmos,
the scattered surviving humans
must fight for their lives.

Players begin by creating a
hero and joining a planetary
faction. Batties occur when you
invade a sector and try to
occupy an enemy PoC (Point of
Contention), an area shaped
like a pie chart. If you hold the

PoC until al segments light up,
youve won. If not, the skirmish
ends in failure. As many as 30
‘gamers can join each skirmish.
The more time you can
play, the better since play time
pays offin experience points,
leading to higher ranks and
better units. But the game is
designed for newbies as wel,
who learn at home base, a safe
area, then start against other
rookies or under protection

H Hostile alien worlds and
ublquitous lava pools
abound in Shattered Galaxy

from an experienced old-timer.
Naturall, teamwork is vita,
and players keep in touch
through a great chat system. Its
2 ool way to make friends. Or

enemies. — John Lee

ENextGen xk ki

Bottom Line: If you'd like to capture chunks of
pie-charted landscapes, this is a decent persist-
ent online game. Teamwork required.

Startopia

M Platform: PC M Publisher: Eidos M Developer: Mucky Foot

What's this? A hotel manage-
ment game? Ah, but this hotel
is different: Its fioating in deep
space. Startopia whisks you to
a derelict space station to build
luxury quarters to accommo-
date a variety of alien races.

A sophisticated strategy
game full of sneaky humor, it
contains the usual accouter-
ments of realtime strategy with
trade, economy, and the
standard RTS production tree.
You start with basic structures
on three decks and move to
better things as you collect
energy and learn new tech-
nologies. There's a working
deck with sickbay, research
abs, and cargo. The pleasure
deck has discos, love nests,

and fancy hotels. And finally
there's a biosphere, where
alien farmers grow crops.

It may sound standard, but
it isn't — the quirky aliens
keep it fresh. There are nine
wildly disparate specles, each
with specific traits and
behavior. Greys, for example,
are healers and buzz around
the sickbay. Shapely Sirens are
love machines, experts at
ghving pleasure. You'll also meet
‘warlike Kasvagorians, waddiing
Gruelian Salt Hogs, aristocratic
Polvakian Gem Slugs, and

' Not all aliens look like
crabs or nine-foot-tall
Wookles

other oddball critters.
The game contains 10
missions with specific objec-
tives, plus a Sandbox mode for
open-ended play Ten missions
is a bit short, so you'l probably
end up in the Sandbox mode
sooner than you want. Even so,
youl have a boatioad of fun
getting there. — John Lee

ENextGen ks

Bottom Line: Although a bit short on missions,
it turns out to be a real kick to build your own

luxury hotel in space.

Z: Steel Soldiers

W Platform: PC M Publisher: Eon Digital M Developer: Bitmap Brothers

Remember 22 It was a dandy
‘game, robots against robots,
with an emphasis on quirky
humor and territorial control,
but it had the misfortune of
appearing about the same time
as Red Alert Oops.

Well, take heart, Z zealots,
Captain Zod is back, raspy
voice, wry humor; and all. Even
better this time there's a nicely
realistic 3D environment.

The objective is to protect
your command center, churn
out troops, and blast the
enemy before he biasts you.
Sound familiar? Maybe, but

here, there are no resources to
gather To keep cranking out
units, you must capture enemy
territories to increase your
credits. This driving need to
acquire more territory shoves
combat to the fore, ratcheting
up the pace.

Okay, 5o there's nothing
radically new here; even the
rugged 3D maps have already
been done. But Steel Soldiers

W Zod Is back, and he's
looking mighty fine

s still pretty enjoyable, with
neat atmosphere and cool
explosions, and it's well worth
alook. — John Lee

ENextGen kxk v

Bottom Line: A boisterous 3D realtime strategy
melee, with action, robot management, and rugged
terrain, but you've seen much of it elsewhere.
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Bwrite and early

In the Virtua Fighter 4
preview of your August
issue, | noticed the implication by
Suzuki that the graphic richness
of VF4 will have to be trimmed
back for the PS2 version. 'm no
tech buff, but | thought that PS2’s
Emotion Engine was more
powerful than Sega’s Naomi 2
board (at least as far as polygon
processing power goes). At first |
thought that it might be PS2’s low
texture memory that is the
problem, but after seeing the
incredibly realistic GT3 (as well as
the CG-like FFX), | really don't see
how PS2 can’t handle VF4 (or any
other current game for that
matter). Can you shed some light
on this for me?
“FlyGuyLX”
Via email

While you're correct that PS2'S
Emotion Engine can push a lot of
polygons, it's not quite in the
same league as Naomi 2. And,
while it’s true that GT3 looks .
“incredibly realistic,” it also deals
with inanimate objects, set in
(generally) relatively simple
outdoor environments. Cars
don’t really require huge,
detailed textures (especially if,
as in GT3, you don’t show
damage, corrosion, or wear).
Something like VF4 on the other
hand, includes realistic, human
characters and rather complex
environments, all of which
require a lot of texturing, some-
thing PS2 has a little trouble
with given its relatively modest
4MB of texture memory. You can
stream it off the disc (like FFX,
we believe), but depending on
the game, the type of scene, and
how the texture data is used,
that’s not always feasible. Naomi
2 can also handle 10 simultane-
ous light sources, which is a bit
beyond PS2’s abilities too. So,
VF4 will have to be trimmed a
bit — not as much as previous
home conversions, but some.

What's happened to all of
your Dreamcast news? Your
big E3 article only had a small

screenshot of the booth with no
Sega information at all and your
previews section ignores great

drive size given in Microsoft’s
original Xbox specs, the actual
Xbox will have a 10GB drive —

games like Outtrigger,
Shenmue Il, Bomberman Online,
Propeller Arena, and Phantasy
Star Online Ver.2. | have yet to
see a Sonic Adventure 2 cover
story, which the game richly
deserves. One of the most
overused lines in articles are
“since the Dreamcast is dead...”
No wonder gamers seem to be
forgetting about Dreamcast — it's
because your magazine doesn’t
give it the coverage it deserves.
“Mobiusmecha”
Via email

We're really sorry to break this
to you, but Dreamcast pretty
much is dead. We'll continue to
cover those games in the works
that we feel are noteworthy
(see the Shenmue Il preview in
NG 09/01) and will review every
title we can until there aren’t
any more. However, the fact is
that Sega has ceased production
and no one is planning anything
new for us to cover. Frankly, if it
were simply down to the
coverage Next Gen has given
Dreamcast, the system would
have outsold any other competi-
tor — we did give Sega “Best
Booth of Show” for E3 2000, and
did several major cover stories
before, during, and after
Dreamcast launched. Sorry
again, but there just isn’t very
much Dreamcast news anymore.

In NG 08/01 in the feature
about Xbox, you men-
tioned that the Xbox hard drive
will be 10GB, but in a letter in the
same issue you said it was 8GB.
Could you clarify this?
Brendan Murphy
Via email

The feature you mention wasn’t
a feature, it was a “special
advertising section” (and labeled
as such) for Imagine’s upcoming
Official Xbox Magazine.
However, the ad had it right.
Although 8GB was the hard
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that was
back during Tokyo Game Show,
actually. It was our slip, and you
caught it. The editor in question
has been asked if he would like
to keep eight or 10 fingers in
hopes he doesn't “slip” again.

| was reading through NG
08/01 and saw the preview
of Dead to Rights on page 30. |
thought it sounded awesome and
was looking forward to playing it
in the future when | noticed the
advertisement for Max Payne. Is
it just me or do these two games
seem exactly alike? Both say they
introduce the slow-motion effect,
both star an undercover cop
accused of murder, and both are
supposed to be excellent action
games. What's up?
Nick Vollmer
Via email

No, it’s not just you. Whether
through synchronicity or (more
likely) just plain jump-on-the-
bandwagon copycatting, at least
three games we know of are
aiming for what is generally
known as “john Woo-style

We're pretty sure it's just you.

Is it just me, or does Luigi in the GameCube game resemble
Wallace from Wallace & Gromit?

action.” Named, of course, after
famous Hong Kong (now U.S.)
action movie director John Woo,
and his signature use of highly
stylized, choreographed action
and slow motion. You can read
our review of Max Payne on
Ppage 72, and yes, Dead to Rights
should be along in early 2002.
Interestingly enough, we know
that John Woo himself has
gotten involved in the game-
making process, serving as a
consultant and designer on an
as-yet-unnamed project with
Digital Rim/Rainbow Studios.

1 have a couple of friends
that were avid readers of
Next Gen magazine. However,
they recently decided that Next
Gen was boycotting Nintendo’s
GameCube, and so they would
stop reading it. Both are diehard
Nintendo fans (as am 1), but even
when you featured Rogue Leader
on GameCube, they said it was
too late. | told them that your
lack of GameCube coverage was
due to Nintendo’s secrecy, and
that your issues are planned so
far in advance that you couldn’t
get GameCube into your June
magazine. But it's no use. While
people are people, and | believe

Ronald Polenske
Via email

M Does Luf




that the majority of your editors
might not favor Nintendo, | seri-
ously doubt that your news and
reviews magazine would boycott
a major player like Nintendo.
Ed Price
Bellevue, WA

You're right. GameCube has pre-
sented some problems for us.
Getting information out of
Nintendo has been difficult, and
until the system launches,
Nintendo is keeping its cards
(and screenshots) close to its
chest. But we do run a regular
‘GameCube column every month
(see GameCube Watch, page
16), and we cover everything we
can about the system in as much
space as we can. We're sorry if
that doesn’t seem like enough
for some people, but we refuse
to bang the drum needlessly for
any company, and we don’t
think our coverage has been
notably lacking compared with
anyone else’s, especially when
you consider that we showed
the world the first official in-
game, GameCube screenshots in
our Rogue Leader story.

Judging from the maturity
level of Charlie Wood's
gushing letter about another Star
Wars game (NG 08/01), I'd say
that if filmmaker doesn’t work
out for him, he can always fall
back on his other choices,
cowboy or fireman. This is exactly
‘what contributes to mediocre
products: mooning, starry-eyed
fanboys running out to buy the
latest SW/Zelda/Tomb
Raider/(insert other tired fran-
chise here) piece of garbage, not
caring about total lack of original-
ity as long as they can be in on
the craze. You see Charlie, since
Star Wars came out over 20
years ago, most of us have given
up our boyhood fantasies of
being Luke Skywalker. But you
and the millions like you are just
out to relive your childhood
through children’s games, and as
long as game companies know
you're out there, they'll keep
making pap. Meanwhile, games
for adults, with good plotting,
engaging characters, fierce action,
and stories that didn’t come off
cereal boxes will continue to
languish, passed over for the
latest Ewoks game, or Simjawa.
Chris Corsi
Via email

And some of us grow up and

In the article about Tekken 4 in NG 08/01 it’s
stated that Paul Phoenix, King, Marshall Law,
and Hwoarang are already confirmed to be in
the game. But nowhere was there any mention
of Lei Wulong returning to the roster. It would
be greatly appreciated if an updated character
list could be provided, or at least if Lei will be
making a return. And when is Tekken 4
supposed to be released here in the States? Is
there any plan for Tekken Tag Tournament or
Tekken 4 to make its way to GameCube?

Nick Long

Via email

Sorry Nick, but no word from Namco yet on

a UsS. console release date (other than
“2002"), and also no word on possible
GameCube versions. Nor is there mention of
Lei Wulong making a return — at least, not as
of this writing (the day before the actual
arcade game is to ship in Japan). The official
lineup at present is: Paul Phoenix, King,
Hwoarang, Ling Xiaoyu, Kazuya Mishima,
Yoshimitsu, Marshall Law, and new characters
Christie Monteiro (Brazil, Capoeira), Craig
Marduke (U.S., Vale Tudo), and Steve Fox
(UK., boxing). It should be noted, however,
that the character-select screen has slots for
20 fighters, so who knows who else could be
in there?

QS

W The “official” Initial lineup of selectable characters in Tekken 4

get jobs playing games for a
living, but that’s another story...

| recently bought Atari
Anniversary Edition for
Dreamcast. Not only does it
contain 12 Atari classics (includ-
ing Pong), it also has some very
good info about the company,
and is well worth the $15. It
includes over 30 minutes of an
interview with Atari founder,
Nolan Bushnell. They mention
that he is considered to be the
“father of the videogame
industry.” Now, | have no disre-
spect for Bushnell or his accom-
plishments but | must hear it
from you guys: Do you consider
him to be the “father” of the
videogame industry?
Albert Ayala
Via email

Absolutely. While Bushnell
didn’t “invent” videogames
(that honor goes to a group of
MIT students who created
Spacewar! on a TX-0, then a
PDP-1 in 1961), he definitely
founded our industry — Pong
and Atari were where this
industry got its start.

I've read articles in various
game magazines that, in
terms of revenue, electronic

entertainment is poised to
exceed the movie industry. If this
is true, then what | find ironic is
the complaints that videogame
budgets are growing in compari-
son to earlier consoles. For
example, Metal Gear Solid 2 is
predicted to check in at the
range of $5 to $10 million. But
compared to a movie budget,
often in the $80- to $100-million
range, it’s chump change. My
question is: Are game develop-
ers willing to accept that higher
development costs are a result
of the rise in technology and the
mainstreaming of gaming in
general, or is the spiraling
increase in the money and time
required a legitimate concern?
Kevin Halse
Via email

The often touted statistic that
the videogame industry is (or
soon will be) generating more
revenue than the movie industry
(we've even said it here at Next
Gen a few times) is somewhat
misleading. The numbers are
actually the total earned by the

entire U.S. videogame industry,
versus domestic gross box office
(which last year were both in
the $7- to $8-billion range).
However, obviously the movie
industry has many, many other
sources of revenue — home
video, sales to cable and syndi-
cated TV, foreign distribution,
product placement, licensing,
and so on, which can multiply by
many times the amount a given
film will earn. Videogames, on
the other hand, don’t have
nearly as many ancillary markets
— realistically speaking, you get
maybe six months of shelf time
to earn back your investment,
and then you're done. Worse,
much of the revenue taken in by
games every year, especially in
the console markets (sometimes
as much as 90%), will be
gobbled up by the top 10 or 15
titles, and everyone else gets
what's left. The good news is
that the audience for games is
getting larger every year, so even
modest hits can make money,
but throwing $5 or $10 million at
a title is still a huge gamble.

Next Generation Letters,

150 North Hill Dr., Brisbane, CA 94005.
Email us: ngonline@imaginemedia.com
Note: email is vastly, vastly preferred
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E-Retroview

October 1980

The pizza that took a slice out of the world

> Sometimes, the industry just
gets it wrong. Such was the
case in late 1980, when arcade oper-
ators at the annual Amusement
Machine Operators Association
(AMOA) show declared
Namco/Midway's Rally X to be the
next big thing.

There were two big problems
with this endorsement. The first
was Williams' Defender — a hyper-
active, side-scrolling space shooter
that was deemed too confusing.
Industry insiders scoffed at the
brutal level of difficulty and bewil-
dering control panel that included a
joystick and five action buttons. But
arcade patrons embraced the
machine, establishing Defender
designer Eugene Jarvis as a world-
class game creator:

The second problem was, of
course, Namco/Midway's own Pac-
Man. The character’s shape came to

_What we were playing

The golden age of arcades, and a classic series is born

W PHOENIX

W Platform: Arcade
W Publisher: Taito/Centuri

W NBA BASKETBALL

W Platform: Intellivision
W Publisher: Mattel

creator Tohru Iwatani
eating a pizza. The game itself was
inspired by a Japanese nursery rhyme
about a small creature that ate evil
beings, and it granted players control
over Pac-Man (known as Puck-Man
in Japan), who sought to consume
pellets strewn about a maze infested
with hostile, roaming ghosts.
Operators deemed the game far too
cute to be successful in the bombas-
tic arcade market, but starting in
November, Pac-Man's sparse diet
would nonetheless expand to
include millions of quarters.

INSIDE: The Ultimate Intellivision Launch Guide

*Next(Gen

NO GUNS OR BULLETS...
NO SPACESHIPS OR ALIENS...
STILL DESTINED FOR

\TNESS

The Rumor Mill
Battiezone — does the
Army really train with it?

tar Castle — what image do REVIEWED!
the background stars form? ;‘m‘ozm Space ,“,,!.dm
Zork — what is taking over Fishing uefi,,p g

the MIT mainframe? Arcade: Defender, Rally X
We uncover the truth! Odyssey 2: Pachinko

B STAR CASTLE

W Platform: Arcade
W Publisher: Cinematronics

W DRAGSTER

T — —
W Platform: Atari 2600
B Publisher: Activision

m Platform: Apple Il
W Publisher: California Pacific
Computer

call Me Blondie
Another Brick in the Wall (Part 2) Pink Floyd
Magic Olivia Newton-John
Rock With You Michael Jackson
Do That To Me One More Time  The Captain and Tennille
Crazy Little Thing Called Love Queen
Coming Up Paul McCartney and Wings
Funkytown Lipps, Inc.
1¢s Still Rock & Roll to Me Billy Joel
The Rose Bette Midler

-.and in the real worid

of 1980
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 Post-it Notes debut, immediately reshaping modern com-
munication. Despite the product’s incredible success, it has a
long and storied history: The notes’ weak, permanently
sticky adhesive had been invented by accident in 1968, and
the inventor had spent over a decade trying to convince his
employer 3M that it had a practical use.

 Japan eclipses the U.S. as the world's largest automobile
manufacturer; smallpox s declared eradicated by the
World Health Organization; and the U.S. Supreme court
rules to allow patents to be granted for living organisms.

W The Empire Strikes Back is the year's highest-grossing
film, earning over $290 million.

B The motion picture Airplane! was released, including a scene where radar operators
could be seen playing Atari's Basketball on a radar screen.

B The new, fall TV season includes Fridays, a Saturday Night Live clone that featured a
pre-Seinfeldian Michael Richards and Larry David; Barbara
Mandrell and the Mandrell Sisters, which somehow married
Charlie’s Angels to Hee Haw; and Magnum P, in which Tom
Selleck proved it was actually possible to look studly while
‘wearing a goofy Hawaiian shirt.
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Sega’s making GameCube games. Could one of them be a Miyamoto/Naka collaboration? Page 16.
Madden 2001 was amazing. Can Tiburon do the same thing for college ball? Page 77. An American-devel-
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speaks, we listen. Page 64. Saving Private Ryan — great movie, but wait until you
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