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Dominate the Internet with
intense 16-player action,

including Capture the Flag
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ASSAULT THE HILL BY and cooperative play.
COMMANDEERING A
TANK BRIGADE.
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Utilize powerful, simple
controls, including a squad |
and building manager, smart

targeting and formations, "1
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REIGN FROM
ABOVE.
" SRS EEN| REIGN IN THE
> 7" Vsl TRENCHES.

» eL
3 — For the first time ever in a Real-Time
' TAKE DEFENSIVE B
A A ACJION TO RESCUE /3 s Strategy game, run your war from
s vﬁbﬂaraoors. . , _
yi the traditional RTS view or zoom into
the heat of battle using multiple

camera perspectives. You're down in
the trenches seeing the direct effect

of your decisions. If a platoon eats it,

you'll be there to count the bodies.

This is war, up close and personal.
Welcome to the battlefield of the
future. Welcome to Dark Reign"2.

"Dark Reign"2 looks set to take a commanding lead
among the next wave of real-time strategy titles.”

GAMESPOT

e s i+ bl

i

THE BATTLEFIELD OF THE FUTURE

;
|
: .
Lsfered trademark and Dark Reign is a trademark of Activision, Inc. © 1997-2000 Activision, Inc.
. All other trademarks or trade names are the properties of their respective owners.
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NEW PORTABLE
PLAYSTATION, PS2 HARD
DISK, SONIC TEAM SPLIT
FROM SEGA, DOOM 3

COMETH, UNREAL TV AND MORE.

EYE CANDY

THE FREAKY VIB.RIBBON FOR
PSX AND METAL GEAR SOLID 2
ON PS2!

0&A

WE TRAP WARREN SPECTOR
IN A SMALL RODM AND MAKE
HIM TALK ABOUT DEUS EX
AND HOW HE MAKES GAMES.

FEATURE
THE FUTURE OF GAMING
PART 2

SUBSCRIPTIONS
SUBSCRIBE THIS MONTH TO
WIN SOME PC AND
DREAMCAST GAMES.

IN SIGHT

TONY HAWK'S
SKATEBDARDING 2 -
PLAYSTATION, DREAMCAST, PC
FREELANCER - PC
DINOSAUR PLANET -
NINTENDO 64

PICASSIO - PS2, DOLPHIN,
DREAMCAST, PC

TITLE DEFENSE - PS2,
DREAMCAST, PC

STUNT DRIVER - PS2,
DREAMCAST, PC

ROSWELL CONSPIRACIES -
NINTENDO 64, DREAMCAST

NET TRAWLIN'

ULTIMA WORLDS ONLINE:
ORIGIN, BIGWODRLD AND THE
LATEST NEWS.

WIN DIABLO 2 AND DIABLD 2
ACTION FIGURES!

WAREZ
WE TAKE A LOOK AT
MICROSOFT WINDOWS ME.

=.... "EVIEWS

DREAMCAST

62......... MARVEL VS CAPCOM 2

|| - ECCO THE DOLPHIN:
DEFENDER OF THE FUTURE

72.c... MAKEN X

[ J— V-RALLY 2: EXPERT EDITION

66.......... VAMPIRE: THE MASQUERADE
REDEMPTION

70.......... DAIKATANA

78......... MUSIC 2000

78.......... WARLORDS: BATTLECRY

NINTENDO 64
1A BOMBERMAN 64: SECOND ATTACK

PLAYSTATION

60......... VAGRANT STORY

64...... IN COLD BLOOD

73.......... GRIND SESSION

75......... DESTRUCTION DERBY RAW
J1.. BISHI BASHI SPECIAL

y o WIPEQUT: SPECIAL EDITION

GAME BOY

8d........ CATZ
83...... DINDSAUR
83......... MARIO GOLF
83........ SPAWN

... REVERSE ENGINEERING
THE INFAMOUS DRAGON'S
LAIR RETURNS.

Bl ANIME

7 i ARCADE MODE
G0 GO MR. DRILLER!

88.......... CHEAT MODE

92 INCOMING MAIL
WE CHECK OUT WHAT THE
HYPER CREW DID THIS
MONTH, PLUS ALL YOUR
LETTERS AND SOME FUNKY
READER ART.

97......... HYPERMART

98......... COMING NEXT ISSUE!

28..... THE LATEST PREVIEWS!

TONY HAWK’S SKATEBOARDING 2,
FREELANCER, DINDSAUR PLANET,
PICASSIO, POWERSTONE 2 AND A BUNCH
OF NEW CLIMAX GAMES GET THE HYPER
ONCE OVER.

SAL FLIFP
ioog
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TOP CONSOLE AND PC GAMES DEVELOPERS WERE ONCE AGAIN PINNED DOWN BY THE HYPER
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editorial

Another gaming icon from the “golden era” has made a return. Ecco the Dolphin dives into our Dreamcast this
month for a brand new adventure, but this time with some seriously gorgeous graphics to make it all the
more believable. Meanwhile on the PC, Daikatana finally reared its exceptionally ugly head. The
less said about that game the better. Ion Storm have the remarkable Deus Ex coming out this
month, so we can't be too upset with them. In fact, go to page 14 for an interview with the
inspiring Warren Spector, the man behind Deus Ex and a host of classic PC games. Hear what he
has to say about immersive gameplay, developing for consoles and why he dreams about 2D

sprites. The man is a legend. Of course, if you don't play PC games, you'll have to be content
with our massive Future Of Gaming Part 2 feature. Read some real opinions on the consoles..

d3dAH« S

ELIOT FISH >> EDITOR
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...PLUS A PS2 HARD DISK IN JAPAN!

'

NINTENDO'S NEW N64

In a move to help buoy Nintendo 64 sales, Nintendo have repackaged
the system in Japan with a Pokémon flavour. Sporting a whopping great
big Pikachu down the side, the new Né4 design is a purely aesthetic one,
with no new actual features. Unless of course you count the Pikachu foot
reset button as a feature. Definitely something for the Pokémon
obsessed. We may see this at Christmas... meanwhile, we can hold onto
our hats for some big announcements at the upcoming
Spaceworld expo in Japan, which starts on August 25th.
Nintendo have stated that they will unveil some upcoming
hardware and software at the show, which can only mean
Game Boy Advance and Dolphin stuff. Shigeru Miyamoto
has also been quoted as saying that he'd "love” to
reveal his upcoming Dolphin games at the Spaceworld
show! Oh wow, now that’s something to look forward to!

DOOM Ill I$ COMING! ~——==. -

Yes, the bombshell hit sometime in early June, when John Carmack announced that id Software had e T _ -
indeed begun early development on another game in the Doom series! It looks like the days of Quake are d
over, but who could shed a tear when the replacement is the grandfather or freaky First Person Shooters,
Doom? Carmack confirmed that the focus of the game will be on providing a rich single-player experience
(although you can bet the source code will allow for all sorts of multiplayer mods). Todd Hollenshead -
explained, "We expect fo once again dramatically advance first-person gaming both technically and
artistically with this title." You the man, Todd. g

Carmack is hard at work on the new 3D engine and story concepts, whilst in another part of the build- :
ing, Paul Steed (character modeller and animator for Quake 3) is packing his belongings into a cardboard e
box. Steed was fired by Adrian Carmack and Kevin Cloud for unknown reasons, although we assume it had JUST A LITTLE DPEN HEART SURGERY
nothing to do with the quality of his work and everything to do with his “attitude”. Some rumoured that it
had something to do with the fact that Cloud and Carmack didn’t want to pursue another Doom title, and Steed was one of the staff members that virtual-
ly instigated a coup against management to push for work to begin on a new Doom title rather than the “new” game that they had begun preliminary
work on. Well, the facts will probably stay locked away in the id Software vaults, along with the design plans for Doom I1l.... until a later date! Stay tuned.



CAPTION THIS! PART 10

Want your name in Hyper magazme? Want a chance to prove that you can
caption screenshots with the same idiotic wit as the Hyper captioning monkey?
Then what are you waiting for? Here's a prime screenshot just waiting for your
wicked pen. Get your captions on the back of an envelope with your name and
address and send it to: Caption This! Part 10, Hyper, 78 Renwick $t, Redfern,
NSW 2016. Either that, or e-mail it to us (with Caption This Part 10 in the subject
line) to freakscene@next.com.au. Good luck!

SONIC TEAM &PLIT FROM SEGA

The famous Sonic Team, responsible for the marvellous Sonic The Hedgehog titles (which
have always traditionally been exclusive to Sega hardware), have become an independent
games developer! Dreamcast users needn'’t fear though, because they still plan to develop
for the Dreamcast. Yuji Naka from Sonic Team has been quoted as saying, "My main focus >
is Dreamcast,” and also "I don’t think very highly of the PlayStation 2, there have been
many problems with it.” He went on to say that Sonic Team would look at developing
titles for the Xbox and Nintendo Dolphin! Rejoice and be happy. The Sonic Team split
was part of a restructuring within Sega, and in fact, many arms of Sega were ‘detached’

MICROSOFT BUNGIE JUMP

Microsoft has taken over Bungie, the developer behind past Macintosh classics Myth and
Marathon and the upcoming multiplayer masterpiece, Halo. Bungie will now become an indepen-
dent studio within Microsoft Games. What
does this mean for the Xbox specifically?
Well, nothing has been confirmed, but
you can bet your bottom dollar that we'll
see Halo on the Xbox now... although,
Bungie have been told they can continue
to develop for the PC and the Macintosh.
But Bungie co-founder Jason Jones, has
stated that he thinks the Xbox is the "best
upcoming console”, so naturally we can
expect lots of things from Bungie heading
straight to the new Microsoft console. Also
in on the deal was Take 2 Interactive who
will now own the rights to Myth and Oni,
plus have the rights to develop two titles
using the Halo engine.

Wit 'Hl EVER SEE HALD ON THE MAG?

@ OVERFLOW

Electronic Arts are looking to purchase
the rights for games based on the
upcoming Lord Of The Rings trilogy,
recently filmed in New Zealand. There
have been Lord Of The Rings games in the
past, but they have all been based on the
books. EA would be purchasing rights to
make games based on only the new
movie by New Line Cinema.

Marvel Comics boss and comics

legend, Stan Lee, will actually lend his
voice to the Spiderman PlayStation
game from Activision. Stan will provide
the voice of the narrator, so it seems
fitting that the character’s creator will
introduce him in the game!

Duke Nukem Forever might be hidden by
3D Realms in its final stages of
development, but the developer was
recently quoted as saying they have
started work on an Xbox port for the next
Duke outing. Well that’s one console
down... is PS2 next?

d3dAH« L



WINNERS

Resident Evil 2
Dreamcast

. Erdos, SA

S. Liu, NSW

E. Stathos, NSW

|. Emery, SA

M. DeMontfort, NSW

Need For Speed:
Porsche 2000

A. Wakefield, NSW
T. Goodie, VIC

C. Seeto, NSW

J. Freling, NSW
M. Brunato, NSW

8 »HYPER

CHICKEN RUN — THE MOVI

E, THE GAME

Nick Park, the genius behind Wallace and Gromitt, is about the release his new movie entitled Chicken Run. Well, we're sure the movie
is going to be amazing, and we can only hope the game to go with it is just as good... Activision have the rights to a PC game based on
the bizarre animated film that should please fans of Park and hi
savers, clips from the movie and all sorts of other surprises — an
ness before the movie hits our screens in December!

s quirky style. The Chicken Run Fun Pack contains minigames, screen-
d we want it It's our only way of enjoying Chicken Run's bizarre freaki-

)

IFYOU DON'T GO SEE IIIIS.MIJ\H[. IHE‘I YOU'RE A BLODDY 1DIOT

UNREAL TOURNAMENT - THE TV SHOW [y |

taken of players fighting it out in a series of deathmatches and team games from inside the
game engine through carefully placed cameras and "observer" cams. The contestants’ faces will =
actually be scanned for use on the player models, but the producers have been careful to restrict

................................................... o M a9

Over in the UK, an Unreal Tournament TV show is being developed for BBC2. Footage will be l e : A
e
-

the weapons used in the tournament to the more "fantastical” ones.

the other guns which are vaguely realistic, as it could "disturb” some viewers. Maps will be : 4

Gone is the sniper rifle, and \ ™~

designed especially for the show, and will be bigger and brighter than those currently in the
game online. Obviously, it will make better TV if it isn’t too confusing as to what is taking place. i;,,, & NN
Will we see Unreal Tournament TV here in Australia? Well, it all depends on the ratings I guess... POOR RATINGS? BLAM!

S’

& ®
=3 reangiiie
X
ot §

Think you have what it takes to write about games for a living?
Enthusiastic? Dedicated? Knowledgable? Then send us an exam-

ple of your writing (a soo word review of a game of your choice),
with a resume and some contact details. Post your submission to
Staff writer position, Eliot Fish, Hyper Magazine, 78 Renwick St,
Redfern, NSW 2016. Good luck.

DOWNLOAD VMU FILES
FOR YOUR DREAMCAST

The Official Australian Dreamcast Site is now offering VMU
save files for download. Just by visiting the site with your
Dreamcast, you can link through to the Cheats and download a
variety of VMU files which will be updated regularly. Can’t be
bothered unlocking all the characters in Soul Calibur? Want all
the tracks unlocked in Sega Rally? Those files and more are
available now at www.dreamcast.com.au! The files get down-
loaded directly into your VMU.
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[ Satisfy your craving for dirt-bike action, head-numbing crashes and outrageous
stunts on over 40 tracks in 6 events including Stunt Quarry, Nationals, Baja, Enduro,
Supercross and Multi-player Tag, and get that blood of yours pumping. Download the free

1 trial version of Motocross Madness 2 at www.microsoft.com/games/motocross2

(I—?D:' rainhow z’gﬁa @
— vt oniin MRS HLLLLE S
# 2000 Microsoft Corporation. All rights reserved. Microsoft and Metocross Madness 2 are either regi 4 trad rks or tre ks of Microsoft Corporation in the U.S. and/or other countries. YAMAHA is a registered trademark and is

used with permission of Yamaha Motor Co., id. HONDA®, the Wing® logo, CRE, XR™ and the distinclive likenesses of its molrm:-,n:los are owned by HONDA MOTOR CO., ITD. and licensed by AMERICAN HONDA MOTOR CO., INC.
in the U.5. The KTM Trademarks are used h, Microsolt with express writlen permission of KIM Sportmatorcycle USA, Inc MIC29383/HYP
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news intelli

ACTION JACKSON

The world's most powerful software company, Microsoft, may soon give birth
to two baby companies if Judge Jackson's ruling in the Microsoft anti-trust trial
goes ahead. On June 7, Judge Jackson delivered the final verdict, and as
expected, approved the US Justice Department’s breakup plan, which orders
Microsoft to be split into two, with a host of restrictions on how they can trade
and develop programs. One company would look after the Windows operating
systems, while the other would be in control of internet operations and other
software applications.

The measures aim to "terminate the unlawful conduct, to prevent its repeti-
tion in the future, and to revive competition in the relevant markets”. Perhaps
the most surprising thing about the decision was Judge Jackson's reluctance to
grant Microsoft any more time to prepare the case for their defence. In such a
historic case, with huge ramifications for the computer industry, it seems strange that the verdict was delivered so quickly. In any case,
Microsoft have since appealed the decision, and a stay has been placed on all “remedies” until the appeal process is complete. The appeal
could go straight to the Supreme Court, or through the usual appeals process.

SURELY BETWEEN THE TWD .|]F THEM THEY CAN BUILD A DECENT 0.5

Bill Neukom, Microsoft’s Executive Vice President for Law and Corporate Affairs said that "The court imposed the government's radical
breakup and regulatory plan without a single day of testimony. We asked for a fair and reasonable opportunity to respond to the govern-
ment’s unprecedented proposal but we were denied that fundamental right”, and that “We expect at the conclusion of the appellate review
that Microsoft’s position will be vindicated as having been pro-competitive: better technology quicker at lower prices for consumers.”

Judge Joe Brown and Judge Judy were unavailable for comment.

SONY PRO ANTIALIASING

Word from a couple of software companies developing for PlayStation 2 is that lack of anti-aliasing will not be a problem for long.
Apparently, implementing full scene anti-aliasing and/or edge based anti-aliasing is a simple process, will have little or no hit on perfor-
mance and can be taken care of by the display hardware. This is the best news we've heard about the PSz for a long while, and even opens up
the possibility of Japanese launch titles like Ridge Racer 5 supporting anti-aliasing for their Western debut!

Eliot and I were recently given the dubious honour of taking the Olympic torch through Redfern. The flame
was to do a lap of the Hyper offices before moving on to some similarly pointless location.

Eliot and I quickly tired of the flame (and Arthur lighting farts with it) and decided to have a quick game of
Quake 3 before passing it on. As is often the way, we got a little too absorbed in our deathmatching, and before
long it was am and the flame had gone out. Screaming “Oh my god we've sullied the good name of the Olympics”
we quickly dismembered the torch and flushed it down the toilet. The flame is now officially "missing in action”. Digi
pics next issue.




REAL CONSPIRACIES
SEVERE CONSEQUENCE
INTENSE ACTION-ROLI

- Coming Soon!

- Deus Ex (MAI15+].
Enter a futuristic world amidst terrorist and
gnvawmﬂcmmlmcles armed with an arsenal of
nanotechnology that enhances your skills and
abilities. Lsing cutting-edge Al which learns as you
play. the game lets you choose the pace it takes;
mare cognitive players are able to specialize in
knowledge-based skills, while combat-oriented
gamers will master a host of weapon-skills. roevoocow

www.harveynormun.comu / ;&TWA;

SHOP ON 1 pRICE

THE WEB & ! NTEE!
TH'E GBAMES SPELIALLS T:S : '\Gfﬁnﬁ_—,

SYDNEY METRO + AUBURN SUPERSTORE « BALGOWLAH SUPERSTORE + BLACKTOWN + CAMPBELLTOWN + CARINGBAH SUPACENTA « CHi ) CENTRE - LIVERPOOL MEGACENTA + MOORE
PARK SUPACENTA « PENRITH SUPERSTORE NOW OPEN « WILEY PARK NSW COUNTRY « ARMIDALE + BATHURST « COFFS HARBOUR - UJBE GRAFTON - + LISMORE + ]
+ MOREE « MUDGEE « MOSS VALE + NEWCASTLE SUPERSTORE + NOWRA « ORANGE + PARKES + PORT MACQUARIE « TAMWORTH « TAREE - | A IAWONG - YOUNG ACGT « FYSHWICK - JEN PLAZA
BRISBANE METRO - ASPLEY OPEN 7 DAYS » BROADWAY ON THE MALL OPENS JULY « CARINDALE - EVERTON PARK OPEN 7 DAYS « INI LY GRAVATT - OXLEY + GOLD COAST OPEN 7 DAYS
+TWEED HEADS SOUTH OPEN 7 DAYS QUEENSLAND COUNTRY « NOOSAVILLE OPEN 7 DAYS « SUNSHINE COAST OPEN 7 DAYS « BUNDABE E OPEN 7 DAYS » MACKAY OPEN 7 DAYS
+ ROCKHAMPTON NORTH « TOOWOOMBA - TOWNSVILLE MELBOURNE SUPERSTORES - OPEN 7 DAYS - DANDENONG - GREENSBOROUGH P BIN - NUNAWADING - PRESTON VICTORIA
COUNTRY - OPEN 7 DAYS - ALBURY - BALLARAT - BENDIGO - GEELONG + MILDURA + SHEPPARTON - TRARALGON - WARRNAMBOOL A D NOW OPEN « MARION OPEN MON-SAT
PERTH METRO - CANNINGTON - JOONDALUP + O'CONNOR NOW OPEN + OSBORNE PARK - PORT KENNEDY WESTERN AUSTRALIA COU | SSELTON + GERALDTON - KALGOORLIE
« KARRATHA - PORT HEDLAND NORTHERN TERRITORY - DARWIN OPEN 7 DAYS HOBART METRO - OPEN 7 DAYS - HOBART CITY - GLENOR

DEVONPORT + ULVERSTONE www.harveynarman.com.au *We will motch any retailer's price on a like software item. The software item must be in stock. An

including price. The advertisement must be current. This does not include mail-order catalogues or Intemet sites. Pricing presented must be in Ausiralian dollars. The prices
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VIB RIBBON

SONY COMPUTER ENTERTAINMENT
PLAYSTATION

Trust the Japanese to pump out the freakiest game we've played all year... Vib Ribbon
puts you in control of a bizarre rabbit made up of a simple outline. You pop in your
favourite music CD, and the beats generate obstacles in the path before you, giving
you stuff to avoid as best you can with your “rabbit". 0f course... it totally ROCKS!




METAL GEAR SOLID 2

KONAMI
PLAYSTATION 2

This is the game that will probably sell the
PlayStation 2 more than any other title... well,
except for maybe Final Fantasy X and XI. We're
headed towards some truly cinematic, movie-
style action, with all the depth of gameplay we've
previously only dreamt about.
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INSIDE THE MIND OF
WARREN SPECTOR!

0 The genius game designer behind Deus Ex,
| System Shock and Ultima Underworld!

Deus Ex from lon Storm is such an

engrossing gaming experience that
ELIOT FISH just had to corner
its creator, Warren Spector, in a
small dark room at E3 and get him to
spill his guts on game design. The
result is this fascinating peek into the
mind of a gaming genius...

1 3 -
e Y. 3 . &
118 ? i i
N B ﬁ .
AP — |
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SPECTOR [LEFT) AND ELIOT FISH CHAT GAMEPLAY
I
W
\
o \|
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What was the most significant design
challenge in putting a game like this
together, seeing as it has similarities to
your past work?

The game is similar to Underworld,
System Shock and Thief, and | take that
as a compliment. All I want people to
say is, "hey, that's the next logical step
in the progression which started back
in 1991." As far as the hardest thing, it
really has been in balancing the game.
It's awe-inspiring when you walk into
the office every day, and go talk to the
testers and look over someone's
shoulders and realise "Wow, that guy
is in a part of the New York city map
that I never even bothered going to."”
And he's having a great time! He's
getting skill points, he's
accomplishing secondary goals. He's
talking to people that I don’t bother
going talking to, and having a great
time. That tells me that one of the
elements that I really wanted in the
game, was the feeling that you're
really exploring the world, the way you
want to explore it. That's working.
Then 1 go talk to someone else and they
say "Y'know, this is completely
unbalanced! The resource allocation is
just all wrong. 1 don’t have enough
1omm ammo!” and I bring them over to
my machine, sit them down and say
“I'm at the same point in the game you
are and look at my inventory.” And it’s
just the opposite. And then I get a call
from one of the testers in San Francisco
and he’ll say "this game is totally
unbalanced! The stealth pistol is a
completely worthless weapon! Why
don't you fix it?!” and I'll say,
“because I used the stealth pistol from
the first mission to the last! And I love
it, it's my favourite. So there.” And it's
also like, “you have too many
lockpicks at the end of mission 12 and
not enough Multitools!” and 1 go "I

O»@et6

have 15 Multitools in my inventory
right now and NO lockpicks! What are
you talking about?”

So... balancing the game, it fills me
with dread. And yet, I'm totally
encouraged, because | think it means
we've done the job right - that we
really have made a game where the
resources you have, at any given point
in time, are entirely dependent on your
playing style. Which means that the
choices you make about your play style
really have significance — which is
exactly what I wanted to do!

So so many things which are a simple
balancing issue in a shooter... like...
Unreal, a great game, say this area is
too hard just pull a monster out and
hey it's easier now. In Deus Ex it's not
that simple! We have to support the
guy who goes around and kills
everything, we have to support the guy
who sneaks around and picks locks,
and we have to support the person who
takes the Swimming Skill, the Medical
Skill and the Environmental Training
Skilll That person has to have as much
fun as the person who takes Heavy
Weapons, Demolitions and Rifle.

Can you play through without using
the lockpick for instance?

Yeah! [ was stunned. | mean it was
never my intention to say "you will
never use a lockpick in the course of
this game” or "you will never pick up a
gun”! It was my intention that you
would shift your strategy based on
your personal preference, the specific
situation you're dealing with, uh
whether you have enough ammo fo
pull off a plan that you wanna execute.
But some of the testers are pretty
radical! There was one guy who just
went through and said "I'm not gonna
use a lockpick, damnit.” And it
worked! It's pretty cool!

Funny story... 1 very reluctantly gave
my code for a five level demo out to
some American press guys and [ gota
call from one of them saying "I hate
you! I've spent ten hours on mission
one!” and I'm thinking "OH no, we're
doomed. We're doomed!” and he said
"no, no, I'm LOVING IT! I've played
through the first mission for ten hours
because 1 want to see EVERY way to get
into the Statue Of Liberty!”

Do you think you could balance a
game so much that you could get
through it without firing a gun?

Yeah, that’s certainly the goal. I've had
players get through mission one and
mission two without killing a single
person. But it's a little tough, you're
going to have to do SOME getting
people out of your way. [ don't think
games cause anything in terms of
violence, I just think it's silly. Some
games are going to cause some people
to behave somewhat violently in same
ways in some circumstances, that's
about all you can say, but that's true
of anything. Personally, I'm getting a
little tired of it. We make the games we
do because at some level it's easy. We
can simulate the pulling of a trigger
fairly well. It's easy and it's a crutch.
To be honest, I'm personally a little
tired of it, so 1 would very much like to
make a game where you don't ever
have to deal with people in that way.
1t's hard to do that commercially now,
it's hard to do that because our
simulation tools are pathetic, we can’t
do the thing where people smile and
cry and all that. As soon as we can |
think we're gonna see a lot of people
making games that are a lot different. |
hope I'm right in there with them.

What's the most important aspect
of creating an immersive first-person
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KID'S
DOG...
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game?

The most
important aspect
of creating an
immersive sim is
removing barriers
to belief. You have
to have an
interface that
becomes
transparent very
quickly, the world
has to respond in
logical and
predictable ways.
The first time you
fire a shot at a
wall, and there's
no bullet hole...
guess what —
immersion’s gone.
The first time you
hack a computer
on the desk of an
NPC, while they're
sitting there and
they don’t respond in any way,
y'know immersion’s gone! I've
resigned myself, and I'm not happy
about it, to the fact that we're going
to disappoint players every once in a
while, and all we're trying to do is
minimise those occasions.

1 wanted to do a real world game. Back
when | started thinking about it in
1994, I called it the real-world role-
playing game, and if I ever say those
words again, kick me very, very hard
in a very tender part of my anatomy.
0k? The real world stuff is really cool,
and I'm so glad I did it. But it raises
expectations in players’ minds that are
so incredible. It's like, every time they
walk into a room and see a telephone,
and they can't use it the way they
know a telephone should work, it's like
I've lost them. But we've got plans for

AND
HAVE

WOW,

LOOK
PRINT

THAT'S
GONNA

Y'KNOW

HIM CRY.

GREAT IN
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that involving the speech... Anyway,
every time an NPC doesn't respond
exactly the way you expect him to,
because you interact with people all
the time in the real world, you know |
lose that player just a little bit and
that's really annoying. It just makes
me want to look fondly back on the
days when I could say "what do you
mean an Orc wouldn't behave like
that?! When was the last time you saw
an Orc?!” I can't do that now,

We're trying to make the world feel as
real as it needs to, which is not to say it
needs to be real. But it needs to be as
real as we can make it.

What is the next essential
breakthrough for games of this type?
Wow. I'm not sure there's just one! It's
really hard to make people care about
characters that are made up of only
700 polygons...y'know I hate our
figure technology, I want to tell a
virtual joke and have a virtual
character virtual smile and like me or
respond appropriately. I want to be
able to threaten a character and have
them cower believably, and respond. 1
want to y'know... kill a kid’s dog,
y'know and have him cry. Wow, that’s
gonna look great in print isn't it.
Anyway, that's the thing, and it's a
design thing more than a technology
thing. We have to get smarter about
design. There's a technology
component to it. We're getting to the
point where all of a sudden the
technology limitations are going to go
away, and then the designer is going
to have to step up and start creating
characters people care about. One of
the things I'm most happy about, is
that this is one of the few times I've
actually had a writing team that
managed to make the characters feel
alive. There are moments when they're

L3

completely goofy in the way that
people are really goofy. And there are
times when they’re really
threatening... I'm so happy with the
writing on this project it's scary. The
characters really do come alive.

Yeah, well... Warren, 1 had a dream I
was playing Deus EXx....

Oh yeah. Oh YEAH! It’s funny because I
start dreaming in the perspective and
in the world of the game on every
project and that's how I know I'm
getting to the end. It's not so bad on a
game like Underworld, or System Shock
or Deus Ex, but when you're making a
game like Serpent Isle or one of the
top-down Ultimas, you start dreaming
in that perspective — it gets pretty
freaky! I worried a lot about that! I'm
glad I'm making first person games
exclusively now.

What thought have you given to
developing for the console market,
seeing as it’s growing larger every day?
I don't think much about "markets”, |
think about players. The goal of Deus
Ex was to create a game that gamers of
all sorts could find a way to enjoy. As
much as I would love to make a game
that sells a million copies, or ten
million copies, y'know I just want to
sell one more copy than [ need to fora
publisher to give me the money to
make another one, and that's really all
I have to do! As long as the games that
1 like to be involved with accomplish
that goal, that's the kind of game I'm
going to make. Having said that, I'm
totally into the idea of making a
console game, | love console games! |
don't believe the old industry adage
that there are two different audiences.
Everybody that | know plays computer
games and the next day will turn

around and play a console game. It's
the same market! 1 don't care what the
numbers show, y'know? | look around
and I see one audience. I would love to
make a console game because it would
be nice to have a stable platform, I'll
know exactly what I'm designing to, |
don't have to worry about "gee what if
someone only has 32MB of RAM, what if
they don’t have a Voodoo s5..." So it'd
be nice to have a stable platform for a
change. The consoles are becoming
powerful enough now that I can keep
making the kind of games that | want
to make. 1'd be lying if I said I didn't
give some thought to making games
more accessible. Though, | think Deus
Ex, for all it’s sophistication and
complication, has a mass-market
approach. Because, if you can't solve a
puzzle, or if you're not twitchy enough
to get past a monster in Quake or
something, what are you gonna do?
You're gonna stop playing. In my
game, you're going to go find the other
route, or you're going to stop being
clever and take a brute force approach.
I think that's a mass market design
approach. We'll find out. But definitely,
getting on a console, I'm there, I'm all
over it. It's just a question of having no
experience, so every timelgotoa
publisher and say "give me money to
make a console game and compete
with Square!” they go, "Are you
insane?! No! Just go do another one of
your little role playing games, okay?”
The funny thing is, I've always wanted
to do a western. No-one's stupid
enough to give me the money to do it!
It would be a total disaster! It's just a
wild thing I want to do.

Have you thought about a Deus Ex 27
1'd like to do an add-on, with maybe
8-10 missions, like 20 hours of
gameplay, and take the time to do

)
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multiplayer right, I really want to do
that. But it usually makes more sense
to just start right on a Deus Ex 2, and
do that one right with co-operative
play, multiplayer... I've got pages of
notes for what I want multiplayer to
be beyond just deathmatch or
Thiefmatch or whatever you want to
call it. But I'd love to do a sequel, |
really would, and that surprised me,
because [ HATE sequels. Again, you
gotta take what I say with a grain of
salt, because I've got a product to
sell, right? (smiles) I really mean it
when 1 say that I like these characters
in this world enough that I want to go
back there. We have multiple end
games based on how your interact
with people and how you want the
world to look at the end of the game,
and [ would love to take the end
game... anyway, I want to do a sequel
to find out what happens to those
characters later on, and what
happens to the world. On the other
hand, I really want to do a fantasy
game again... | don't know why, I'm
just getting this itch. I've been re-
reading The Lord Of The Rings and
I've got a fantasy world... my wife
Caroline is a writer, and she’s written
a bunch of fantasy books, and stuff,
and we've done games together, and
we've created a world that we pitched
to a comic company many years ago
and it didn’t happen, so it's just been
in the file drawer for a while. I love
this world, and I want to do a game
set there, it involves dragons and
factions that are fighting for control
of limited magical resources, and
anyway... | want to do a console
game, so maybe there's a second
team out there who are into doing a
fantasy role-playing game for
PlayStation 2 or Xbox or Dreamcast or
who-knows-what, That's my dream...
to have those two projects.
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HERE'S WHAT WE
ASKED THEM!

1. What are your impressions of
the Dreamcast, PlayStation 2 and
(from what you know) the X-Box
and the Nintendo Dolphin?

FREDERICK JONES
Senior Marketing Manager
(Gathering Of Developers, USA)

1 Well, 1 just got back from the Sega
Summit in Vegas where they announced
Sega.com and the new Sega.net venture. It
is extremely impressive where they are
planning to take the online gaming for
console. At the end of the day the
Dreamcast is a very revolutionary system.
On the other hand, PlayStationz is an
incredible machine with the graphics power
to do nearly anything. You just can't count
out Sony's brilliant marketing staff either,
They will make sure that the system has a
HUGE launch in the Fall. As for Nintendo
and Microsoft... they are both major corpo-
rations with fantastic licenses and financial
backing respectively. I seriously doubt that
either of their systems will be easily
silenced by the competition. Don't forget
Nintendo's true ace in the whole either: the
Game Boy Advance is as much a system to
seriously crush competition as any of the
above-named systems as well.

Having said that, we are committed to
developing for all viable systems.

2. Where does the PC fit into this
new oncoming console era?

3. When and what do you think
will be the next revolution in
game design?

4. Will all this new hardware
result in only a visual improve-
ment to games or will we see
gameplay evolve too?

5. Tell us about a game (or a
game concept) you're working on
now for one of the new systems.

6. In a nutshell, what do you
think the future of Gaming looks
like? (VR headsets? Neural
implants?) Discuss!

2: Where it always has. The PC actually has a
dual purpose in households and corperations as both a productivity tool and as
an advanced gaming machine. ['know that the Gathering is planning on building
support for the PC as some of our biggest titles in Rune and Max Payne are going
... to.be debuting on the platform. Don’t expect PC gaming to go anywhere except
- evolve to match the capabilities of all the new hardware advancements.

~ 3: The next step is truly photo-realistic graphics and immersion techniques that
trick your sense of touch and smell. I believe that we will see that in our immedi-
ate lifetime. Several companies are working to achieve that right now. At the
recent GDC show in San Jose, there were companies doing smell peripherals and
advanced motion capture work. The Gathering's developers are always at the
forefront of identifying and using new technology for our games.

4 Well, every generation of hardware produces new trends... the 32 bit
PlayStation was significant as it unleashed horror and music genres and
brought about subtle effects with the Dual Shock Analog controller (who can
forget experiencing the heart-attack of the Donald Anderson character in Metal
Gear Solid). Dreamcast will unleash internet gaming advances for console. So,
it's not just about the graphics. Gameplay will inevitably evolve for the 128-bit
‘generation as well.

~ 5:Sorry. We have a ton of unique titles in development right now and none of

- them can be discussed. Please be on the lookout though for our ist console
titles Railroad Tycoon II, Kiss Psycho
Circus and 4x4 Evolution on the
Dreamcast this summer, They
are all very different and
very innovative titles for
console that will use the
modem in the
Dreamcast in
new ways.

6: Haha. Well, neural
implants would prob-
ably hurt so I'm going
to hope not!! But, VR
reality would be really
neat. just imagine a
game where I siton a
beach being fanned and sip-
ping a fresh glass of water...
now that'd be a cool game!
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JOHN De MARGHERITI

Microforte

(The Australian PC developer warking on Bigworld
and Fallout Tactics)

1: 1 think the mass appeal that the
Broadband/Internet connectivity these machines will
have will be the single biggest impact to the mass
market since the 3D chip.

2. The PC will remain a games machine for quite sometime yet. There are so many
of them out there!. The PC might not be the development platforms of choice for
most development houses, with most developing for the X-Box and PSz. The PC
will continue to play a part as a games platform, but you will find that games
that were particularly only for the PC moving over to the consoles. This does not
mean the PC is dead. It will enjoy continued games support especially since
development for the X-Box is very similar to development to the PC. If anything,
the X-box will help retain the PC as a games platform.

3. The coming storm that is Broadband is coming. The Internet will chance ever-
thing. Already games like Half-life and their variants like Counter-Strike are very
popular on the Net. This points to one thing. People want to play against people.
Look at the successes of EverQuest, Ultima Online. There is a big swing towards
these type of games. The advent of faster Internet connectivity will mean we will
create games that allow you to role-play and  immerse yourself into richer
worlds. Its funny, but only 4 years ago leading Producers at various publishers
looked as having multiplayer as an extra tick on the game box. Neccessary to sell
games but not something to be taken seriously. They missed an opportunity that
could have helped their careers and helped save their now defunct employers.

4. The basic fundamentals of gameplay have not really changed. Technology will
not change this too much. Gameplay imporvements are very gradual things. The
biggest opportunity is connectivity provided by the Net and Broadband. This has
offered the largest opportunity for game designs. Loads of interaction possibilities.
Mixed in with the visual improvements, you have a very powerful combination.

5. Well, our Persistent Online game, 'Big World” is looking like a console game. Although
we have not formally committed to a specific console, we will be making some major
decisions here in the next few months. Big World is a massively multiplayer online game
which will break a number of barriers both from a design point of view and a technical
point of view. We hope to get rid of the shards and allow everyone to be able to meet with
anyone else. Also gone will be the character 'popping’ that occurs if too many people
meet in close proximity. We will allow mega rock concerts and events like that.
Thousands of people will be able to gather and see "events' and socialise - just like in our
real world. Big World is a mega concept and game. it will break down some many barri-
ers and we keep the actual design content close to our chest at the moment. We know
from talks with industry leaders that the technology we have is possibly in pole position.

6. | hope to be alive and kicking to see some of the these predictions. My thought is
that it's going to take a lot longer to see things like neural implants etc in place any-
time soon. More likely you will see an increased improvement to the visual and sen-
sory qualities. Digital actors will be almost

unrecognisable from real people. Their
perfection will give them away. |
think that VR technology is also
some time away for it to be
widely adopted, but holds
great promise. | would
like to see cubicles
where a VR headset and
treadmill device with
sensation creating
technology that
enables you to step
into a virtual world
with all-senses feed-
back. [ think this may
happen in my lifetime.
Game consoles will
become GameStations and
form part of your living room
furniture. I think our children
will live in interesting times.
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PHILLIP
HERE'S WHAT WE RGiy::
One half of
ASKED THEM! the Oliver
Twins, who
1. What are your impressions of run their own
the Dreamcast, PlayStation 2 and development

company, called
Interactive Studios

(from what you know) the X-Box
and the Nintendo Dolphin?

2. Where does the PC fit into this
new oncoming console era?

I DC - good machine - but the publish-
ers and retailers are strangling it. PS2 -
Hype machine has seduced everyone! But
where are the games? X-Box - yippee the
Western World fights back against the
Japanese strangle hold. Damn good Spec
- let’s hope they can deliver - they
should be able to - they are Mierosofth.

3. When and what do you think
will be the next revolution in
game design?

4. Will all this new hardware
result in only a visual improve-
ment to games or will we see
gameplay evolve too?

2. In my mind -
a hobby PC not a gaming platform
worth considering.

5. Tell us about a game (or a
game concept) you're working on
now for one of the new systems.

3. Games Evolve. Revolution is VERY rare
and comes from the least expected place,
and is therefore unpredictable.
Unfortunately, bigger budgets, fewer
games, concept approvals will drive

down creativity
and

6. In a nutshell, what do you
think the future of Gaming looks
like? (VR headsets? Neural
implants?) Discuss!

make newer ideas harder to surface.
Therefore don’t expect much evolu-
tion! Do expect higher production
values - because the mass market,
higher budget industry we are

now in encourages them.

4. See previous
5. To many under NDA!

6. WAP and then G3 phones - hand-
helds! VERY high (Hollywood) production
values

Much more multiplayer. More Mass market higher
budgets - which will bring loads more girls in. Episodic
games - timed released. More on-line delivery & pay per play.

ANDREW PARSONS

European Development Director for Hasbro gives the views of the company
Hasbro Interactive.

L: Dreamcast is a great machine that deserves a lot more support than it has had
from publishers and developers, whether it's take-up in Japan as a set-top box
will improve its viability both there and in the West remains to be seen. The
games ['ve played on it so far have felt like much enhanced versions of well tried
play-mechanics — the quality's great, but there's not been anything that breaks
significant new ground so far.

PlayStation2 - no question — this is one hell of a machine - Pz has thrown down
the gauntlet for development teams — it's pretty clear that we won't start to see
what this box really can do until we're through the first cycle of products. At the
moment there’s a slightly smug air about Sony — almost a suggestion that they
think they've made it more powerfu] than we can possibly rise to — well it won't
be that long before the code’s busting out of the seams.

X-Box felt real for the first time when Mr Gates stood up at GDC and said his piece.

it doesn't! 1t'll become
Sl ___core,ghmer magge a closed box format somewhatii

atid we are taking this ?am!ﬂ?d onto

This will be massively supported, and I'm
sure that Sony's and Microsoft’s cam-
paigns as they slug it out will make cur-
riculum content of every business
course for decades. Again, it sets the
hardware well ahead of develop-
ment's current constraints — will it
take market share from Sony? Will it
expand the console market? (are the
limits of this market already begin-
ning to be defined?), is 1[’% earth flat? et
| |
Dolphin's success lies in the access that
Nintendo provides to the d@elopment com-
munity — nobody has doults ‘about the quality
of the games that will be aviable ut will the vol-
ume be adequate to rlﬁal the other %ayers

2: There is an argument. tﬁﬁithe comiﬁg"eansoles (and XzBox in pamcular}could ,
sound the end of tha?t as a valid gaming foﬁne,; m’wever tﬁ&(vew na,twe’ﬁ’f thehard- /
actllyg,ahd‘I can't see'the chi

andcard mgﬂlil'ag:turets ceasing their activity, so Qhe PC ?ﬁ still be a major contender.

3 l don’t expect’ revolunons in game design’, buthgﬁ real onime bandwidth
finally, becomes publicly (and cheaply) available then the focus on massive multi-

player gaming, and persistent worlds, will start to introduce some very different play
systems. I also delight in the ability of the really ta]ente;i people in this industry to
canstant]ymnovate from Audiorom to Lionhead — that’s what makes it so exciting.

J,_Gameplay doesn't need new hardware — I'd cife Po@em{m as a clear example =
the w’porﬁmﬂym now here for evolution in gameplay but I auspect we'll see most |
of the initial focus on visual content — it'll také a cg&b!&‘e{ cyc]es before;ke'sfaft
to teally think beyond this.

|F‘t\

oy ~"'

LdansT

.to'be qulved in ramgﬁ’fnd s CP (Grand Prix 3 out soon}‘?; /
2 new platforms — it's great to be work g r'4
with Geoff and is msplra?oﬁal to H‘N g

6: Massive cross- platfom"i mulnp}ayyfontent download on demand into estab- b
lished standard gaming engines.with the ability to play within live events, spo-
ken interaction with live and CPU players also utilising voice recognition. Al

gains emotion and true behavioural patterns, physics and Al systems become
indistinguishable from the real world, one major hardware player has dropped
out, a proposed cross-platform Game-0S becomes credible, developers and pub-
lishers are surprised by a sudden rise in demand for simple, cheap, accessible |
games that are fun to play with the kids on wet Saturday aftemoor:;,, 2

MATTHEW STIBBE HEAD

MD at Intelligent games, which has written over zo
titles from U.S,S Ticonderogo to PGA Tour Golf for EA.

1. I think that PlayStation 2, X-Box and Dolphin are
very exciting. They have the power to move gaming on
to the next level. Dreamcast is interesting and has done a
little better than [ expected but none of our clients have
any future development plans for it, which I think, is
very telling. I think Microsoft have an opportunity
to change the business model on consoles, if
they choose to do so, and make it more open
and accessible. This will allow for more inno-
vation and choice in the long run and, !
hope, a better deal for developers.

2. Right now next gen consoles and PCs have

approximately the same power and that makes
it easier for developers. Within a couple of years,
PC will be way ahead again in terms of raw power.
It's good to see the new consoles promise so much in



"ubure o

terms of multi-player connectivity because this also bridges the gap between PC and
consoles.

3. We're already in the middle of it and it's not very glamorous but extremely
important - branding. External brands holders like Disney, LEGO and Mattel are
making strong plays in the industry while old hands like EA are focusing almost
exclusively on gaming franchises and brands. I think it is a sign of the maturity of
the industry and probably helps us reach a wider audience. It is a game design
challenge because strong brands always need to be matched to superior game-
play and execution to succeed in the market so gameplay will always be vital,

4. 1 wonder whether gameplay has evolved at all in the last five years. There have
been a number of new genres - real time strategy for example - but not many and
gameplay breakthroughs don’t usually tie in with hardware improvements. Visual
quality will continue to improve. I suspect / hope that at some point we will pass
a boundary with 3D rendering that it will not be limiting. In other words, if you
can imagine it you can render it. This could take the technological element out of
game development and focus us all on imagination, gameplay and content.
We're not there yet but we're getting close.

5. We're doing some things that will entertain and thrill gamerg’ ’for Westwdnd
LEGO, EA Sports and Hasbro but that's about all I can say. '
6. 1 don't think'¥'d let Microsoft implant anything in my neurcmesu d liite to see
hardwag performarice get to the point where we can support LCD shutterglasses
4 and acHJeve real 3D in our games. A game that makes me feel real emotion would
“=Be cool, | haven't really had an emotional engagement with a game since the
/ days of fext only adventure games. In the future, games will compete Whh soap
_..sf operas for audience ratings.

JASON AND CHRIS KINGSLEY

are brothers at Rebellion, which has released bldeks
busters such as Alien Vs Predator and a numbef of
titles for Red Storm,

1. Dreamcast is a very good machine, it's easyo pro-
gram for, and the resulfs are visually pleasing.
Development kits aren’t too expenisive gither so that works
well for independent developersiike Rebellion. PS2 looks fan-
tastic too, but it appears that it ml@i be mere of a challenge to get the best out of
L the machine=itwill need some good assembly programmers from the “old school’
.\ days. THis is perfect for us, but’ Harder forsomeof the technk;a] people who are new
“““to'writing to the metal’.
Wwell, Qom what we know about the X-Box that's going to be great too, if it's
properly supporteé and pushed by Microsoft, which looks likely, then it will be a
great machinet6 make games on. Dolphin [ don’t'know much about yet but |
thoroughly respect/Nintendo, so I'm sure that it will be a contender too. So we're
in heaven really = lots of great machines for us to make great games for.

2. It'll still be one of our main focus machines and a great and expanding plat-
form to drive techniolegy forwards. We all have PCs at work, obviously, so PC

games will still be important to us. The target PC will be
more fluid than the target for a next generation
‘console’, which makes for more development
fun,

3. Right here, right now - the gloves are
off, so what you can do comes down
more to a creative choice than a techni-
cal limitation, though there will always
be technical limitations. Budgets are
going up though as teams get bigger
so publishers might be less willing to
take risks. We can though and hope to
show what we can do with our next title
that we have developed independently
called GUNLOK®!

feature
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gameplay innovations. I'm really looking forward to the next few years just to see
what some of our fellow developers come up with.

5. That would have to remain a secret for now, but we're looking at putting GUN-
LOK® on the next generation machines, so watch this space.

6. Probably a lot of stuff that we can’t imagine yet. A more fully immersive expe-
rience would be great however it's delivered, really being there is what it's all
about in some games, but not all, so there will still be room for puzzle games, and
more abstract ones too.

BRAIN WOODHOUSE,

producer at Bizarre Creations, which is working on
Metropolis Street Racer for Dreamcast and Fur
Fighters DC and PC.

1 Dreamcast is a fantastic machine - our program-
mers are thoroughly enjoying coding for it. PlayStation
2 seems a little more difficult to code for, although it is an
exceptionally powerful machine, and could prove to be anoth-
er jewel in Sony's crown.

X-Box looks like a really strong bet, in that it can draw at an unheard of rate, and
seems to be relatively simple to code for.

At present we know very little about Dolphin — however it'll have to out-spec X-
Box to grab the market's attention, which will be no mean feat.

But only time will tell. My view on this is that there are at least three very powerful
and different machines in the market. I do believe that with the market's current
rate of expansion there is room for three — and the marketing, pricing and soft-
ware will determine who gets what share of the market!

2. There'll always be a place for PC gaming, it's almost a genre within a genre —
how many times do you look at a game and says, “that’s a PC game”! PC gamers
are different to console gamers and will have different expectations — therefore
there'll always be a place for games on the PC. How significant this place will be
seems to bevin some doubt, as 1 think X-Box may provide that crossover.

3: Do you really think that if I had a revolutionary idea I'd publish it in a maga-
zine?! Seriously, though, it's difficult to predict. I think there’ll continue to be
crossover in genres, and perhaps a new genre will evolve from this.

of course, online gaming is certainly an exciting prospect — it's just a little hesi-
tant to expand here in Europe because of phone call costs. But this must be the
next stage in a macro sense, as games are all about competition. You don't beat a
time or gain a hi-score to switch off and go to bed — you want to call your friends
and boast! How much more fun could there be in beating an Aussie at cricket in
real time? It's the only way we could win!

4 Certainly the visual improvement will make a difference - but this will have a
knock-on effect. The player will feel more interaction via the improved visual
aspects, and it's the game designer's job to pull the player as close as possible.
The better the graphics, the more opportunity there is to draw the player in.
I think overall that this is something we have to work on as an industry - many
games look great but don't play well. It's now unacceptable to release a game
just because it looks good; it’s essential that it plays
well too. Gamers have seen loads of 'eye-
candy' already — now they need good
games that are well designed and
thought out. Games should be
designed by gamers.

5: We're currently working on Fur
Fighters (Publisher: Acclaim) and
Metropolis Street Racer otherwise
known as MSR (Publisher: Sega)
Fur Fighters is a 3D platform, action
game, taking gameplay features
from shoot-'em-up, puzzle and
adventure genres. We've had loads of
fun doing it and it's the game we all
wanted to play.

d3dAH« 12
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Metropolis Street Racer is a city-based driving game set in London, San Francisco
and Tokyo. We have accurately modelled over 20 square miles in the three cities —
and have scars from blisters on blisters to prove it! There are over 200 routes and
30+ convertible and sports cars - and a game design with a twist.

It's quite scary working on the two - but I'm still looking forward to playing final
versions of both games after working on them!

6. I think Bill Gates owns the whole game - its called God and he controls us all!
Seriously, I think VR is only a question of time — and it won't just be games — 1
think you'll be able to run with leopards and swim with sharks. In games we are
essentially trying to create excitement and tension and competition - all of which
goes on in the real world. I think games will still be games but the whole future
will be more "experience” based.

Peter Moreland,

ex-Microprose producer but now MD at Hothouse
Creations, partly owned by Eidos. Their games have
included Abomination and Gangsters, with
Cangsters 2z due to follow on a number of formats.

L I think the Dreamcast is a lot of fun. The quality of
software so far leaves a little to be desired but some
titles rock: Crazy Taxi, Soul Calibur and Sonic are all
excellent.

Pundits are of course predicting Dreamcast will die as soon as PS2 arrives in
Europe and the US. If enough people say this it will become a

self-fulfilling prophecy. Many years ago the Atari ST died in exactly the same
way, at the hands of the games industry not the gamers! So, if enough of the
industry want it to survive and stop talking it down it may hawe a longex life
than predicted.  §

PS2 is just around the comer for most territories. It is generally perceived it will be

the market leader. There are oodles of games in development, so lots of ¢ chélce for p

the consumer. It's hard to imagine the future world of consoles’ w;:l,hqus.,dony
the forefront or at least a major player.
X-Box has to be taken very seriously. Microsoft has the clout to give Sony a goécl

run for their money. It is a contender for the number one slot in the US. [ doubtj‘it___

will make a dent in the Japanese market!
Dolphin will live or die by it's marketing and Nintendo didn’t get this right with
the 64 and it cost them dearly. They also need a wider software base than they

Fhe Fubure

3D/Holographictelevision display sounds cool to me!

Console controllers haven't changed that much since the birth of the games
machine. It's about time the hardware boys developed some new mass-market
controllers. That just might do more to advance gaming than some other
advances. Geeky goggles... No thanks!

Lost Toys

is headed by two ex-Bullfrog personnel. Glenn

Corpes, who some say (including Peteg Molyneux)

was the inspiration behind three of thé biggest sell-
ers whilst at Bullfrog, including Magic €arpet, gives
his thoughts. Lost Toys are currently werking.on Moho.

L The Dreamcast is a very cool machine, as powerful as

“fastweek’s’ fastest PC; it's a great shame that a lot of important

developers are ignoring it.

PlayStation 2, awesomely powerfhl butmot as far ahead.of the PC as the original
PlayStation was.ifi it's day, it’s going to take a lot to get the'most out ofit's com-
plex h;lrdwame. It's funny to think that five years ago the Saturn was the complex

multi- -processing meonster and the PlayStation the simpler, easier fit to how peo-

ple then were doing 3D.

Xbox is going to.be more-powerful than a PS2 with loads of lovely texture memory
that the artists are going to love. The problem is that in the end it's all going to be
a marketing fight between Microsoft and Sony, who knows which way that will go?
Dolphin: 1 know very little about this but Nintendo have a lot of catching up to
do. Whatever happens I suspect a lot of us will buy it just to play what the next
Mario games.

2. It's going tobe a while until any of the consoles can really compete for online
games, that will be the PCs domain for a good few years. The PC will always-be sev-
eral steps ahead i ‘graphie. -power. The PC will not be banished from the home by a

. mnscle un.ai Tilere.gs an akferﬂaaxve for e- maxl bmwsmg and word processing.

- ;;tha&was the last one? I don’ tremamber any 'revolutions' since Space

\Invaders. My hope is that the bulk of the industry will continue to be so focused
‘on exploiting increasingly powerful graphic hardware that it doesn’t occur to

« thém that their 'game’ could be anything.otherthan just another

FPS/Driving/RTS/Fighting game. This should make life slightly easier for compa-
nies like Lost Toys who are dedicated to doing something a bit different.

achieved for the 64. I understand their philosophy of quality over quantity but to o =

pull back against Sony they need both!

2. The PC/Console cycle is making another turn. Successful PC games will take
advantage of PC hardware and the profile of the PC user. Higher resolution games
with a bigger memory footprint, serious HD storage, advanced connectivity.
Products that appeal to a slightly older age group than consoles. I suppose you
could say it will become a (large) niche market for a while.

3.  hope it will be developers and publishers realising there could be more to console
life than another Beat 'Em Up, Racer or First Person Shooter.

4. More storage, more processing power, more memory. Every new cycle of hard-
ware brings new possibilities. Even hardened retro gamers will tell you that

gameplay has advanced immeasurably over the last few years. Graphics are great
but without gameplay it's ‘watchware’.

5. Sorry, but I can't talk about that
for now.

6. Personally I don't subscribe to
the VR headset, neural implant
vision of future gaming. I like
to think that even when play-
ing on-line people will still
have local social interaction.
Yes I'm talking about
group/family entertainment
here folks! A bunch of friends
playing around a

S See:above.

5. I'm currently playing with a game design that needs an outdoor landscape
engine. We can't talk about the design yet as it's too early and too subject to

““change. I can say that it's nice to be working on a landscape again, it's something

1 haven't done since Magic Carpet and a little lateral thinking combined with
hardware that can draw many tens of thousands of polygons per frame throws upa
lot of opportunities to do cool stuff. Think true geological modelling.

6. I was working with VR Headsets six
years ago, they made you want to
throw up and many people
couldn’t even see the effect.
Now it is possible to play
almost any Direct 3D
game on a decent moni-
tor in Stereo and people
still aren’t interested.
People don't want to
be locked more into
their computers, they
want more freedom, |
think maybe that in a
few years time PDAs
won't be things that
geeks like me carry, they
will be built into every
phone and games to play
on them will be big business.
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Smoking Gun

has been around now for 2 years and is working on a
number of sports titles. Collectively the team has
worked on over 4o titles such as Jaws, Swiv, Lord Of
Magie, LawnMower Man, Star Control, Indy Heat, right
up to Carmageddon and the add-on Splat pack!

1. Smoking Gun is actively supporting the Dreamcast.
One of our titles, Giant Killers, will be the first football
management game available on the platform. In the future we
will obviously make full use of the Internet connectivity.
PlayStation 2 is going to be HUGE - No question! We're in discussion with a major
publisher right now about developing for this platform.

X-Box is an interesting one. We have good relations with the UK based games evan-
gelists and we're talking to them about getting a devkit when it becomes available.
Don’t know much about the Dolphin at present.

2. I think the PC is going to be around in the "home office” environment for a very
long time. And people are always going to want to play games on these PCs. Smoking
Gun is looking to the Internet more and more as the likely source of these games.

3. Massively multi-player games, which are actually FUN! There's only so much
wood chopping a personrean do before it becomes a bit tedious! But we're all
social animals and so multi-player games, which are actually fun to play, will
have a huge appeal to the mass=market audience.

& 1 think'we'll see online, massively multi-player games evolve into a much more
fun experience. But I'mmot convinced that Quake 4 or 5 will be a hugely different
gaming experience to Quake 3.

5. We're in discussions with a major fantasy writer about developing next gen
projects based on her characters and worlds. It will be-a-Final Fantasy.style RPG,
with a very strong story element. We're also looking at a
massively multi-player version of this writer's world.

6. Hmmm... I'm not sure about any of that. But I
think the next stage will be fun multi-player
gaming for the mass market where people can
play the gameat their own level.

Consider a gangster-themed multi-player
game, where a player can rise to become the
head ofione of the majorgangs within the
world: And when heneeds to see.one of his
key rivals faken out, thenwith enough money,
he can hire Thresh whologs into the game via
Quake 5 to do the hit!

Charles Cecil,
MD and head of Revolution, the developers of In Cold
Blood on PlayStation.

182§ 3. It is wholly obvious, but often the point is
missed, that the hardware is judged by the software that
runs on it rather than iniits own right. The technology is
not the main issue - what is'more important is how develop-
ers utilise the system and how well the hardware sells. On balance,

my money would ride on PlayStation 2 to dominate the next-next generation of
consoles.

Dreamcast has a head start but has failed to use the time to get far enough ahead
of PlayStation 2. Sales are poor in Japan and mediocre in Europe and the US. Sony
announced PlayStation 2 specifically to spoil Dreamcast sales - and succeed-
ed. Dreamcast used Sonic as their figurehead who sent out a message that the
system was for a younger audience - but the younger audience was not
wooed by the software available. Sony built their brand with a dual attack.
They leveraged the Sony brand name to make the brand cocl by promoting it
in the clubs and targeting opinion leaders. To be able to do this, however,
they had already got wide support from developers.

A year before the launch of PlayStation 1, they approached chosen develop-
ers, including Revolution, and invited them to work with them. For a

feature

Japanese console manufacturer to
approach developers rather than
vice versa was unheard of at that
time. Now PlayStation has con-
siderable developer support and
an excellent brand. Short of a
disaster, this should make them
unassailable.

X-Box will ship later than
PlayStation 2 so should have
more advanced technology.
Microsoft have lots of money -
but money alone may not be
enough. | think that Sony are too
far ahead.

Dolphin will have some excellent games -
Nintendo have excellent designers. Again,
they are too far behind Sony now and will launch
a year later than PlayStation 2. The fierce competition between the hardware
manufacturers will marginalise the PC, Each console will have on-line capa-
bility, will be considerably cheaper than a PC, and won’t be plagued by the
install and technical problems inherent with the PC. The PC will decline as a
games format but will, of course, thrive in the workplace.

5. The revolution in game design has already started, although the results so
far have been far from impressive. We were promised so much from the next-
next generation of consoles and to date the games have just been visual
improvements on what went before. Worse, there is a hint of a return to the
unfortunate concept of the 'interactive movie’ with long sequences being
played by the game engine outside player control. This is partly due to a lack
of creativity relating to advances in gameplay.

As we have done with 'In Cold Blood' we are questioning what makes a great
game, and how we can harness technology to implement new ideas rather
than simply visually improving what has gone before, [ believe that we can
learn a lot from the film industry. As films become more like computer games,
and games look morelike films, we enter an exciting time for both entertain-
ment mediums, To compete with film we need to create games that are excit-
ing and have feeling - which has emotion. Like most developers, we are
exploring the potential of the
PlayStation 2. We were actually signed
up by Sony to create a PlayStation 2
game at the end of last year - we
believe that we were the first European
third party developer to sign such an
agreement. Our objective is to move

HERE'S WHAT WE
ASKED THEM!

towards creating a game which deliv-
ers the stated aim of Sony, the creation
of emotion in PlayStation 2 games,
through the skilful moulding of game-
play and narrative. We believe that the
key to achieving this objective is
through the control and delivery of
content made possible by the
advanced technology rather than by
relying on technology alone.

6. Five years ago [ visited a VR research
facility and was told that within a few
years we would be able to send electro
magnetic pulses directly to the brain
by interacting with the nerves in the
spine. This was nonsense then, and is
today. I still hold faith with the con-
cept of VR, which was considerably
underpowered when it first appeared. |
suspect that peripheral manufactures
will shortly create VR units for the
next-next generation of consoles,
which overcome the lag problems and
are cheap enough to appeal to the
mass market.

1. What are your impressions of
the Dreamcast, PlayStation 2 and
(from what you know) the X-Box
and the Nintendo Dolphin?

2. Where does the PC fit into this
new oncoming console era?

3. When and what do you think
will be the next revolution in
game design?

4. Will all this new hardware
result in only a visual improve-
ment to games or will we see
gameplay evolve too?

5. Tell us about a game (or a
game concept) you're working on
now for one of the new systems.

6. In a nutshell, what do you
think the future of Gaming looks
like? (VR headsets? Neural
implants?) Discuss!

d3dAH« £2
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Chris Gibbs,
the Managing Director of Attention To Detail, takes a
shot at the questions. From Roll Cage 1 & 2, to being
the first on nearly every format, if any team breaks
new ground then ATD does!

1.Dreamcast: Good value for money. Software quality
very mixed, but the best stuff is worth buying the machine

for. Easy technology to develop for - good support from Sega. Promise of
Internet play has been slow in coming forward but what's there is quite fun
and certainly a glimpse of the future of gaming.

PSz: Excellent hardware specs - very powerful - a real order of magnitude above
anything seen before. Complex beast to develop on but loads of scope for cool
stuff. Tons of games in develop-
ment. This is the next big
thing.
X-Box: Awesome tech.
specs on paper.
Absolutely awe-
some - stronger
in some
respects than
PS2. But will

it have the
games sup-
port...?
Answer:
probably

yes but can
Microsoft
make it a sexy
desirable
object in the
way that Sony
have done with Ps2?
Dolphin - Ask Rare!

2. Quite nicely - it continues to
be given ever more powerful 3D

HERE’S WHAT WE
ASKED THEM!

1. What are your impressions of
the Dreamcast, PlayStation 2 and
(from what you know) the X-Box
and the Nintendo Dolphin?

accelerators and core processors. The |
Internet game opportunities are
increasing as the cost of surfing goes

different type of game experience to
Console gamers. More depth, strategy,
tactics - more games for the mind
(sims, constructors, god-games) etc.

3. The revolution will be 'Episedic
Games’, and games with optional
downloads where you only pay for
what you want to play. All new plat-
forms can link to the Internet and this
will drive the revolution. Also, a new
user interface is the only thing now
that can prompt a genuine revolution
in gameplay.

2. Where does the PC fit into this
new oncoming console era?

3. When and what do you think
will be the next revolution in
game design?

4. Will all this new hardware
result in only a visual improve-
‘ment to games or will we see
gameplay evolve too?

4. Mainly visual improvements.

5. One of the new systems. Sorry - no
can do - but [ can confirm we are
working on 2 branded titles for PSz and
a totally new in-house concept which
uses a game mechanic not see before!

5. Tell us about a game (or a
game concept) you're working on
now for one of the new systems.

6. 1 think we headed for a retro-future
where we play 'Pong’ and 'Pacman’ on
mobile phones, Breakout on our set-top-
boxes, and Who-Wants-To-Be-A-
Millionaire over the net.

6. In a nutshell, what do you
think the future of Gaming looks
like? (VR headsets? Neural
implants?) Discuss!

down. But PC gamers seem to want a.. ...

~ubure
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Dene Carter,
of Big Blue Box. Already they have a major publishing deal
with Activision.

L Over the last five years, the market for video games has
changed significantly. Our players are no longer only
teenagers and primary school students - they are now the
same people who went to see The Matrix, The World is Not
Enough and American Beauty. The modern game-player wants
to play out his or her film fantasies.
The Dreamcast has made the first step toward this by getting that elusive
‘arcade quality’ into the home. Unfortunately, despite its ever-growing cata-
logue of quality games, the machine is already being technologically super-
seded. Additionally, its on-line potential seems to have been completely over-
looked by both the public, and d velopers.

The Psz looks like a dream co t e fordevelopers and game-players alike.
Backward compatibility has the p enha #to tap into the already massive PSX -
user-base. Additionally, all ’ihe ¢ it ‘hot’ developers are on board for the
new machine - players will gg; Aheir GT§ ﬂgstdent Evils, and Metal Gears wlﬂ'l

: ndevilop for from:the beginning, and the current sehﬂion of upcomi

sewhﬂ!i differentifl graphical quality from their Dreamcast: &Yﬁl&erparts

The X-Box' is-an intriguing piece of hardware. It's eﬁremeiy powerful,
Developers can use the same industry standard development tools they’ve been
using for years. Microsoft have the marketing muscle to baek the machine, and
the financialvesoutces to push it out at a very compemwe price. This machine's
biggest cha]lenyes will be getting past the PS2's loyal user-base, and the fact
that it's nearest rival will have had a year to build up its sqi‘!ware base.

We've not actuaﬁly heard much about the Dolphin, to be frank. What little we
have heard seerﬂs to suggest it's not going to be as teﬂhnﬂogwally advanced
as some may hayve-hoped. However, Nintendo has a History of preducing some
of the finest software ever created, and a console monly as. good as its best
games. We may we!] al% be surprised. \
‘I“- ity "“‘(

2. The P;‘fm and wil always have a number of advamagﬁs over consuleﬁ‘? S

~“hardware specifications are flexible="often umatmgly so! The idea of the

Mmg superseded is thus nonse'mg The PCias standard comes with one of the,
best controllers on the planet - the mouse - amd a keyboard, which effectively
allows an infinitely flexible game-design ethic. Would Dungeon Keeper have
worked on a console? Probably ﬁ‘o; without/an extreme re-design.

However, modern post-pub living-ro6m culture is not kind to the PC. Who
wants to come back after a night out and play Delta-Force? That’s right. Both
of you. The PC will always have a much less friendly visage, and as a result

'we're already seeing its best games out-sold by the most lacklustre PSX titles.

The PC is still, however, the multi-player machine of choice, It is this factor
which may change over the next few years and place the PC firmly in the
‘household utilities’ bracket. N

3. The next revolution in game design is already taking place. Players Qie lookifg

for far subtler rewards and feedback from their games. As characters become
more graphically realistic, unrealistic responses are going to feel mcrea#mgly
stilted and out of place.

The multi-player revolution is just around the corner. Each of the next generation
of consoles has the capacity for connection to the online community. Co-opera-
tive Metal-Cear Solid anyone?

4 In improving hardware performance in the handling of lighting, 3D-transfor-
mation etc, you free up processor resources. The CPUs are faster and memory larg-
er than ever before. This combination means that developers can spend greater
time and effort creating convincing and complex Al (how'd you like your enemies
to sneak up on you, Mr Snake?), more convincing physical feedback (Look out!
That huge Zombie thing is picking up cars and throwing them at me!), and a
much greater pool of ‘toys’ to play with (what happens if | wire up this light-fit-
ting to this pool of water on the ground? Fried dinosaur!).

The most interesting machine, from this point of view is the X-Box, Its hard-disk
really does mean we can store a lot more information about what you have done
in any game world, and leave the player feeling that one person really can make a
difference!

5. Can't really say anything right now. A surprise announcement is imminent!

6. VR headsets are probably going to be available in the form of rather cool
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Matrix-Style shades within five years. But that's not really the problem. VR
environments will always be let down by the input devices - it's no good
being told YOU ARE BATMAN when you stumble and fall off a skyscraper
because you wiggled a little stick the wrong way. The only way around this is
to create ‘'motion sensitive spaces’ where your every movement is interpreted
in the virtual world. You'd also need a sliding floor-space and force feedback
suit. Not exactly living room friendly.

Neural implants are an interesting issue. People have a 'body integrity’
taboo. Unless piercing culture becomes the norm, people are unlikely to
want anyone messing about with the insides of their heads. Neural implants
are not likely to be sought out by any but the most extreme game-player
unless society goes through a massive change. However, non-invasive bio-
electrical controllers have been invented for the disabled - it doesn’t take a
great leap of the imagination to assume we'll find some way of providing
non-invasive input too!

Women game-players are also going to become an increasingly important
and large sector of the market. We'll see more games designed to cater for
‘people’ rather than teenage boys.

Worlds beyond your TV screen are going to become more convincing than
you ever dreamed.

You'll realise that the people within your game-world have complex emofional ™

lives, and that your actions have an emotional impact on you too. Games are

going to become more and more about the world and mythos the developers

have created than about the individual play mechanic. As players' desires to
«fulfil their fantasies in various environments spiral upward, every game'will i
becume a ro]ef-playlng game.

“=FiOna Sperry,

Head of Development at Criterion Studios, divulges
the team'’s views. Games such as TrickStyle, Sub
Culture, Redline Racer and Suzuki Alstare
ExtremeRacing are but a few from this UK tearfi!
(Incidentally, Fiona is the only woman in direct con-
trol we could find.)

1. Sega have put togethér a capable machine with some
excellent software titles. Certainly, we have been fans of the system since it
launched, and there are still/a lotof great.games to come. 1 am particularly look-
ing forward to Metropolis:Street Racer (the version we played at Tokyo Game Show
was incredible) Fur Fighters, Samba de*Amigo and Jet Grind Radio.
\PS2 - A beautiful machige and one which'will definitely take gaming into a new
generation. Difficlilt ta get to grips wnh but what we have seen so far is only the
=tip.of the iceberg.
X-Box - We enjoyed Bill Cates presentation at GDC and the system is certainly a
+ powerful one, But it's all down to titles and we haveito wait and see as to what
sort of games emerge. The R2R demo was cool.
Nintendo Dolphin - We areall BIG Nintendo fans here at Criterion and we are cer-
tain Nintendo will innoyate with incredible new forms of gameplay on their new
system rather than just powerful technology. That's not to say Dolphin won’t be
incredibly powerful though (smiles).

2. Windows will always be a Viable gaming platform offering different types of
video gaming. You might have'say, a PSz for Ridge Racer and Final Fantasy, a

Dolphin for Mario and Luigi, and your PC for
Age of Empires.

3. The next revolution in game
design will probably come from
Mr. Miyamoto.

4. Gameplay is constantly evolv-
ing. We have come so far in only

a short period of time. The games
we have seen on PSX have been
smash hit arcade games as well

as deeper more involving titles
such as Final Fantasy. Who could
have imagined titles such as these
back in 1984 when we were all playing

. on the market worldwide, Sony are coming but X-Box

/4 over the next couple of years as I like playing games.
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Attic Atac on the Spectrum, Revs on the BEC Model B, or Mercenary on the Commodore
647 The games of the next generation will be further evolved than what we have now,
with online capabilities for example.

5. A new game concept - well, it's hard not to give away all our secrets (smiles). But we
are working on something that most people would find thrilling and exciting.

6. Direct neural input? Well, some cognitive psychologists might see things a lit-
tle differently. But imagine taking part in a huge game that feels like you are
starring in your own movie. Now, wouldn’t that be just awesome?

lan Mathias,
Head of UbiSoft UK development team.

1. After playing the Dreamcast for a few hours it's tough to go back to older tech-
nology in the same way that watching old TV footage features men in baggy
shorts. I have no doubt all 4 machines will be stonking, its more

a case of when they arrive. Obviously Sega have a machine

tand Dolphin still have some unknowns. I won't be hold-
ing out for any one machine and will doubtless buy all

Each console will undoubtedly have its 'must have’
games as well as unique things the others don't do.

2. The PC will remain in the study where it has always been.

It will continue to evolve and games will still form a part of it,

remember the PC has a head start with its online capabilities. As far as mass-mar-
‘ket gaming is concerned I'm sure it will have a tough time though.

_/ 3. Game design is becoming more and more involved. We have a relatively large
.design department to what we had a few years ago. With teams becoming big-

ger it's more important to get the design right first. It's costly to have a team of
people designing as they go along, more mistakes are made and it takes time to
go back and-echange things. Of course the design will evolve and be refined;
things Wﬂl be left'on the cutting room floor.

4. The! who]e gammg experience will be improved, graphics, sounds, physics,
Al evefythmg I'm'sure multiplayer and online gaming will change lots. The
ability to earn-gbodies and extras from playing or trading on-line opens up
massive potential and we are only beginning to explore these areas. The ability
to customise characters easily and make them look realistic. A few years ago the
words interactive movie and virtual reality were bandied about and everyone
got excited, the games couldn’t compete with the overblown expectations.
When you look at some games you see we already have seamless gameplay with
movie sections. We are already beginning to see seamless games with movies
style sections but they are no longer special renders, they are now in the game
engine. Sports sims are getting ever closer to looking like real TV, at least from a
distance.

5. We've been having a lot of fun with the DC's VMU unit and online capabilities
but our game is nearing completion so we real-
ly haven't had the chance to push it as
much as we would have liked.

6. The future of gaming is
around the TV with as bigger
bandwidth as possible play-
ing real time sports sims with
people from all around the
globe. 1 don’t think we are
there yet but it's not far off.
Personally I'm up for neural
implants but I can't see it
happening in my lifetime. VR
headsets always gave me a
screaming headache so it will
be a while before anyone can
tempt me to try another one on.
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Just Subscribe!

Subscribe to Hyper magazine this month and you could win a copy of the

gorgeous Heavy Metal EA.K.K. 2 for PG or Dreamcast [please specify on
your subscription form). We have 10 copies of the game for Dreameast [ - i =
owners, and 5 copies for PG owners — but we’ll throw in an awesome [+

Joytech PG Joystick Extreme with every PG version we giveaway! g

Heavy Metal EA.K.K 2 is a fantastic First Person Shooter coming o ?;m‘?g
from the Gathering Of Developers. Using the Quake 3 engine, the |27 &30
game is set in the same universe as the cult film, Heavy Metal.
Thanks to Jack Of All Games, we can offer you a chance to win this
exclusive prize simply by subscribing this month. Subscribing to
Hyper is still your cheapest option!

THE CYBERPUNK A RMY NEEDS You)
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WINNER FROM HYPER #81
THE LUCKY WINNER OF THE SONY
19” MONITOR AND PC SPEAKERS IS:
Tristan Davis, NSW

HYPER #81 Terms and I'J-undllmns

ediem, NSW, 2016, SA Permit TO0/2235, NSW Permit TCOO/S797, ACT Permit TP99/4659,

ilts pubkshed i i 85 of Hyper on sale 27th September, 2000. Th

HOW TO SUBSCRIBE  Please tick Please print
Call us tollfree on My Full Name

1300 36 1146  1'd like to subscribe for myself A
i s i . Y ress

JRy foFricey I"d like to send a gift subscription s
uourg..........

Sam-6pm EST
B 12issues @ $55 (incl. GST)
Fax a copy of the ' My Telephone Number....

completed form, with My Email Address
credit card details, to: Enclosed is a cheque/money order made payable to Next gaming for § . o :
Please send a mw magazine subscriptionto | |

02 9699 0334 Or charge my credit card for §....

Cut or copy the form Visa [ | Mastercard Bankcard
and post it with a cheque o

or money order, or your  Card Number

credit card details, to:
Hyper Subscriptions
Reply Paid 634, Signature

ik St. Offer only available to Australian Residents. E 16.6.00
€r only avalable to Australian hesicents. Expires 10.0. o :
Redfern, NSW 2016 If | am a winner | would like Heavy Metal FA.AK 2 on

Full Name

Expire Date

check out our website at I | DREAMCAST | | PC j Either
] http://publishing.next.
g com.au/subs
i _— TAX INVOICE Next Publishing Pty Ltd.
At time of payman
subscription _°” " 78 Renwick St, Redfern, NSW 2016 ABN 88 002 647 645

coupon for tax
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TONY HAWK'S

T



One of the most sublime
i games of last year and
probably of the
PlayStation’s entire lifespan
would have to be Tony
Hawk's Skateboarding.
Rejuvenating the sport’s
videogaming presence
which had lain dormant for years, Tony
Hawk was a game created by skaters
for skaters, with top notch production
values and incredible playability. The
game's success has been felt widely
throughout the videogaming industry,
and there are already a number of
other skateboarding games on the
shelves or in development, but none
thus far have even come close to the
fluidity and grace in design of Tony
Hawk's Skateboarding.
Tony Hawk 2 is, of course, on the
way, and we're hanging out for the

WOW-0-METER

finished game with a fervour normally
reserved for British football fans. This is
going to be one damn fine game peo-
ple, so much so that we can't bring
ourselves to go back to the original.
How did Neversoft manage to improve
on an almost perfect game, and what
goodies can we expect from the final
full version?

We'll start with the new tricks in the
game, and the changes to the trick
mechanics. The move list i1s more com-
prehensive now, bringing Tony Hawk
that much closer to real life, and giv-
ing the player the freedom to do
almost anything you can attempt in
real life. Tricks like noseslides and
bluntslides are an absolutely crucial
new addition to the game, and many
of us felt shortchanged that they
weren't included to much of an extent
in the original. The new moves don’t
just give the player more options,
they're an aesthetic addition as well.
Anyone who has skated or is into the
sport will understand that it feels so

SWIlCH

much more natural to do a noseslide if
you're leaning into a surface than to
do a grind. To illustrate, a similar prin-
cipal applies to the kickflip and
heelflip mechanics. In real life, to do a
heelflip you'd ollie and kick your left
foot (right for goofy) out to flip the
board. Viewed from behind, you're
kicking your foot out to the right,
which is why it feels so implicitly good
for the heelflip command to involve
pushing right on the D pad. It's about
making the controls feel as intuitive as
possible, something that THz does even
better than before.

A few of the new moves in Tony
Hawk 2 are the manual, nose manual,
boneless, mute, melon, indy cross-
bone, judo, roast beef, stalefish, air-
walk, indy stiffy, varial, pop shove it,
varial lien heelflip, inward heelflip,
varial heelflip, varial kickflip, ollie
north. 360 shove it, sal flip, lipslide,
tailslide, nose slide, overcrook, feeble,
nosebluntslide, and bluntslide. This is
by no means a complete list, and is in
addition to most of the moves from the
first game. Most of the signature moves

SFORE
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are still under wraps, but we do know
that Tony Hawk can now do a "sack
tap”, which is err... nice for him. Chad
Muska has the 5o flip, backflip and
hurricane, but best of all are Rodney
Mullen's signature moves, which
include the awesome darkslide as well
as triple heelflips!

The combo system is far more
expansive, allowing for almost infinite
combos through the use of manuals.
For the uninitiated, manuals are when
you're moving along balanced on
either the front or back trucks of the
skateboard. In Tony Hawk 2, you can
use manuals to link two tricks together,
and stay in the same combo sequence.
The best players can use this technique
until an entire run can essentially
become one massive chained trick.
Indeed, Activision have been running a
demo competition on their website,
where the top skaters have each scored
well in excess of two million points in
their two minute runs. And we thought
we were kicking ass with only
300,000... god damn!

Each skater now has a switch stance
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rating, so some skaters will be better
in switch than others. Switch and nat-
ural tricks are now scored individual-
ly, so you won't lose points for bust-
ing the same trick in both stances.
Another new addition to the scoring
mechanics is the grading system.
Most tricks work as per normal, but if
you land a trick particularly well or
particularly poorly you'll be awarded
a perfect or weak/sloppy rating
respectively. This rating affects the
move's multiplier, and hence your
score for the trick. Thus, the incentive
to skate even more seamlessly is now
stronger than ever,

INDY STIFFY

The visuals haven't improved a great
deal over Teny Hawk, but no one’s
complaining because the original was
one fine lookin’ piece of digital booty!
What has improved, however, is the
variety and quality of the animations.
Most importantly, there's now a stack
animation for almost every situation,
as opposed to the rather annoying
loner in the original. Run out of steam
on a grind and your skater will savage-
ly nad himself and roll off the rail
clutching his crotch. Also cool is the
way your board flies out from under
you if you land leaning too far back.

The animations for the new tricks are
also spot on, showing off many of the
small board and foot adjustments that
skaters use. The skaters themselves
have greater detail in their clothes and
appearance, and there's certainly more
variety in looks.

There will be more variety in music
too, with a wider range of styles from
punk to hip hop. From what we've
heard so far, this is going to be one
dope, phat, gnarly, bitchin’, spanky
fresh (and any other skater terminolo-
gy you want to throw in) soundtrack.
In fact, in the player creator, you can
specify your custom skater's musical

WHAT
WE’D LIKE
TO SEE:

tastes, which we presume will influ-
ence the tracks you hear in the game.
LET THE DROOLING COMMENCE

Quite a few of the new levels in THz2
are based on real life skateparks, and
are looking great. At this stage, we
don’t know that much about how the
single player game will be structured.
Let's hope that Neversoft can come up
with a more compelling career mode
than the “find the tapes” quest of the
original. One thing's for sure though,
Tony Hawk 2 is going to rock hard, and
we can’t wait to take a week or two off
work to play it.
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PLATFORM: PC
AVAILABLE: Early 2001
CATEGDRY: Space

PUBLISHER: Microsoft

If there was one game at
E3 that had us grinning like
idiots, it was Freelancer from
Digital Anvil. Following on
from the more traditional
space combat title,
Starlancer, Freelancer is a
game in the tradition of
Privateer and Elite. It's a "go anywhere,
do anything” game that could be the
best of its kind. Cruise through space,
make friends and influence people.
Chris Roberts, the man behind the leg-
endary Wing Commander series,
Privateer and Starlancer, gave us a per-

WOW-0-METER

sonal insight into the rewarding gam-
ing experience which shall be
Freelancer when we caught up with
him in Los Angeles!

GOODBYE PERSONAL HYGIENE

In Freelancer, not just the world,
but the Universe is your oyster! Chris
expains, "We have two scripts. We
have what we call a story script and
we have a game script and they're
about equal in size. The story script is
the linear story that will weave
through and have a big ending, and
the game script is a lot of little
vignettes, different scenarios and
scenes that don't really relate to the
story and we've littered those around
the universe. So hopefully, you can
adventure around and even when

FREELANCGER

& A CHAT WITH CHRIS ROBERTS

you're not part of the story, you'll feel
as though there’s this really big uni-
verse which goes on without you. In
Wing Commander it was much more
contained. A good 50% of the game is
not immediately apparent to people
at all. You have to discover it. There's
a whole bunch of content which is
kind of ‘optional’ which is all part of
the coolness of making it feel like a
living breathing universe.” We can
imagine the sleepless nights glued to
the PC monitor already!

An interesting new twist on the
Space Combat genre that Digital Anvil
has introduced, is full mouse and
keyboard control over the traditional
joystick flight system. Chris was pret-
ty excited about this, "We designed
the interface from the beginning with

a different paradigm, just to use the
mouse, so anyone could play it. It's
actually fun. I like flying it better
than I like flying the game with a joy-
stick. It's more like playing Quake or
any of the 3D First Person Shooters,
it's much more 'you're shooting
where you're looking'.” The combat
in Freelancer is going to be much
more drawn-out and “realistic”, as
opposed to cutting through hordes of
unintelligent alien ships. Instead of
just wearing down an opponent's
shields, the focus will be more on tar-
geting specific components of your
enemy'’s ship, such as their engines,
or stabilisers. Mr. Roberts eagerly
continues, “In Wing Commander
Prophecy, in the first mission you
have to blow 20 ships up... that's not



in»sight

DIGITAL
ANVIL
ON KBDX

"We like the Xbox, and
we're actually doing some
work on the Xbox that's not
announced yet... we think
it's a pretty exciting sys-
tem.” — Chris Roberts,
Digital Anvil

fun. The whole point of this was to go
back to the model where you're fight-
ing two ships or one ship—it's a
challenge. There's a tactical element
to the battle. Someone could have a
better ship than you, but if you know
the areas to target first, you could
probably bring that fight to be equal
or better for you.”

LORD, THIS GAME WILL ROCKETH
Freelancer certainly follows in the
steps of classics such as Elite or Chris
Roberts’ very own Privateer. As Chris
explained to us, “There's definitely

things in there that are kinda like Elite,

or Privateer, but I never really felt like
those games filled their potential. The
universe wasn't detailed enough, it

wasn't real, it wasn’t living enough. It

was still always scripted around what
you were doing. The goal of Freelancer
was to really deliver on that gameplay
mechanic. The gameplay mechanic is
actually really compelling. You go out
there, you make money, you buy a
better ship, you buy better weapons
and then you can make more money...
it works really well and it’s a great
player reward, because the things that
you're achieving makes the gaming
experience better for you. There's
direct feedback. If you have ten thou-
sand points or a million points when
you're playing a game it's kind of
irrelevant. The gameplay experience
doesn't change. In something like
Freelancer, the better you do, the easi-
er the game gets on the basic levels
and it's cool.”

So how does one go about exploring
this huge universe? Whilst there will
be a story that you can pursue if you
desire, there will be plenty of oppor-
tunity to play for days on end simply
chasing your own desires. The count-
less sub-plots, and complex game-
play mechanics will reveal themselves
to the player, the more you interact
with the inhabitants of the Universe.
Chris was interested in the learning
curve being a steady one, rather than
presenting the player with a daunting
task of exploration, "We want to
introduce the game to players through
the characters. Like the first bar you
go into, you'll click on the bartender
and he’ll be telling you to click on the
mission computer over there and
that's where you get your missions.

Click on the TV over here and that’s
how you're going to hear about what's
happening in the Universe. We're

going to try and
bring you into
the game via the
game, like I think
console games do
a really good job
of that. Zelda did
a really good job
of teaching you
how to play the
game as you're
playing it, so did
Metal Gear Solid.
That's really part
of the design
goal in
Freelancer.”

WHAT
WE’D LIKE
TOD SEE:

Digital Arwil are
promising the

slayer side of

support up to
100,000 players
online at any one
time. We'd like to

see that!
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PLATFORM: Nintendo 64
AVAILABLE: TBA
CATEGORY: RPG/Action
PLAYERS: 1
PUBLISHER: Nintendo

E3 has come and gone
again, and we're still none
the wiser as to Nintendo's
next generation systems.
The good news is that the
N64 lineup that will take us
through to these next-gen
gems is awesome, and
Rare's action/adventure game

WOW-0-METER

Dinosaur Planet is leading the charge.

AS BIG AS A STEGOSAURUS

If there's one word to describe
Dinosaur Planet, it's epic. Epic in the
N6y sense of the word, of course, not
in a PlayStation 2 - Metal Gear Solid 2
kinda way. Dinosaur Planet smacks of
Rare's trademark quality, with cine-
matic cut scenes, dynamic sound,
memorable characters and high pro-
duction values all round.

The look and storyline of Dinosaur
Planet could best be described as
Zelda: Ocarina of Time meets Quark.
Or Quelda for short, The two foxy (lit-
erally) heroes, Sabre and Krystal, wear
Link-like outfits, and much of the
control scheme seems lifted straight
from Zelda — including the lock-on
mechanics for battle sequences. The
Quark influence comes from some of
the fantasy imagery, and the story-
line, which involves the two charac-
ters being in parallel, but intercon-
nected worlds.

Don't think that Dinosaur Planet is
just a re-hash, however, as it does
many things that Né4 games have
never featured before. The facial ani-
mations on the characters for one are
awesome, and instead of the usual
N6y text-based dialogue, Dinosaur
Planet has countless hours of crystal
clear speech, making for a much more
emotive gaming experience. Sabre
and Krystal are part of a cast of more
than fifty, with some spleen-bursting-
ly large bosses that will truly amaze

you. Sabre and Krystal also have
dinosaur sidekicks — Tricky — a
CloudRunner princess, and Kyte —an
EarthWalker Prince. The best part is
that these two have their own special-
ty moves, such as distracting enemies
and retrieving objects, that add
another layer to the gameplay. Word
is, however, that they're pretty tem-
peramental, and that if they don’t get
treated right... well, we'll have to wait
and see what happens.

VERY IMPRESSIVE INDEED

The playable demo at E3 was very cool,
allowing you to ride a pterodactyl in
an attack on a massive airborne
galleon. It fires molten rocks at you,
illuminating your character with a
reddish glow against the gloomy
backdrop as they whizz past. Other
non-playable footage included a bob-
sled ride down a snowy ravine, fol-
lowed by one of the characters chasing
little hopping mushrooms through the
snow. Another showed off a creature
that looked disturbingly like the rock

monster from the Neverending Story —
even down to the half sad, half com-
passionate facial expression. Very
impressive indeed. The game engine
looks magnificent, allowing for a
stunning viewing distance, and the
game will feature real-time environ-
ments complete with night/day cycles
and weather conditions. It seems the
Né4 has some life left in it yet.

. P T % S
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for Hyper magazine readers only.
You must bring this ad into the store for your copy of
Perfect Dark N64 at this special price.
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PLATFORM: PC/Dreamcast/PlayStation 2/
Nintendo Dolphin

AVAILABLE: Early 2001

_CATEGORY: Sneak-em-up

PLAYERS: 1

PUBLISHER: Promethean Designs

Picassio is a game that
not only pushes technology
but also delivers a strong
storyline and powerful
gameplay. Trying to
achieve both is a tough
task, but from what is
already up and running,
Picassio looks like an intriguing title.
There is a buzz going around the gam-
ing community. Some have described
the non-vioclent Picassio as Half-Life
meets GoldenEye. Russell Richie,
Managing Director at Promethean
explains: “We were not the people who
gave it that tag but I'm not going to
disagree. Yes, there is violence but
there is action. [ would describe it as a
‘sneak-em-up'. The game is designed
to make the player feel scared and

WOW-0-METER

apprehensive when you are walking
down a corridor — believe me it will
happen. Picassio takes bits from many
games, even Spy vs Spy [an ancient
computer game], where they used to
lay a trap and wait to get their prey.”

SCENE SETTING

The story revolves around two busi-
ness tycoons who are constantly boast-
ing about their exquisite and outra-
geously valuable art collections. The
men cannot agree who's is the most
ostentatious so they vow to out-do each
other in obtaining the world’s greatest
collection of art objects. The player

assumes the role of a contract Cat
Burglar who is commissioned by one of
the tycoons to outsmart his rival in
obtaining 12 of the most expensive
pieces of art in the world. As well as hav-
ing a central plot, each individual mis-
sion - all in different locations or build-
ings - has a plot of its own. The plot and
sub-plots are crucial to Picassio, entic-
ing the player to strive for success.

Picassio combines a lot of game
genres to create a unique presentation.
The visuals quickly immerse you into
the game, as not only is the character
you assume one of the most fluidly
animated forms you will have seen, but
it is the detail to skin tone and facial
expressions that give the game its
believable ambience.

As you are striving to achieve the
same objective as your rival, you are
scored on the deployment of your




traps, how you deter, detract or attract
people from or to specific areas right
down to the ‘sneakability’ of your
character. A newspaper section will
also appear throughout the game, giv-
ing the user valuable information or
telling the world about a painting that
has been stolen.

STRAIGHT FROM THE SOURCE

Russell Richie explains, "It is about
stealing paintings and out-foxing your
rival. You will go into museums to set
traps and also steal paintings so you

must constantly be aware you are
being targeted as well. You will shoot
at people but it is not an all out
blaster. We don't want people to liken
this to Tomb Raider. It's more like the
game Thief. You have to climb walls,
maybe swing on ropes and use grap-
pling hooks. Don't think of this as an
Indiana Jones game either.

“The game is full of puzzles, an
intriguing plot and lots of action and it
is one that if 1 divulge too much of the
scenario will spoil the game. [ will say
that there are lots of locations and there

SOUNDS GoOD!

New 3D sound routines also play a pivotal
role in Picassio because it allows the player
to know when opponents are approaching.
In addition to this, Picassio adds a digital
sound indicator to the Cat Burglar's gad-
gets, as knowing where a sound is coming
from can make or break the mission. Sound
is crucial to the game, learning when best
to run and when best to sneak.

are so many twists, turns and ‘red her-
rings’ that the player will constantly be
kept on their toes. When you think the
game is finished or a task completed
you will find it has only just begun. The
game is not linear and there are a few
routes and ways to accomplish each
task. We are trying to create a game
that a large user base will enjoy on a
number of formats and a ‘cat burglar’
game is one that many will accept. We
know it is about a thief but people
don't see James Bond as a bad guy. The
puzzles will not be cryptic and outra-

geous but ones that
the player will be able
to understand. There
will always be the
dilemma that if you
have to find

a key how long do you
search for it with the
danger of your adver-
sary getting it before
you. Immobilising
your opponents is
essential in achieving
each mission.”

WE'D LIKE
TOD SEE:
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Climax may not be a name that many readers will

know but take a look at a few games in your collection and
chances are they have the Climax name on them. Although
better known as a conversion company, a term they feel is
misused as they take original PC games and expertly place
them onto other formats in some cases adding to the original
game, times are changing at the largest independent devel-
oper in Europe. With a host of original titles in creation (on all
leading formats), all of which add some groundbreaking ele-
ments to the game genre, the name Climax is set to cause
more than a rumble over the coming year. With the leading
US publishers chasing their games this can only be good for
all concerned, including you the game player.

With equal focus on all next generation machines, as well as
breaking new ground on the PC, Dreamcast and Gameboy,
here we have a massive developer whose low profile is
aboutto change. Derek dela Fuente spoke with
Chris Eden, Development Manager at Climax, about three of
their upcoming titles. Although not due until the end of the
year, Chris gave us one of the first sneak peeks...

CL_IIMMAaAX

TITLE DEFENSE

AVAILABLE: Late 2000

"GATEGORY: Boxing

PLAVERS: | -2
PUBLISHER: Climax

Boxing games have tradi-
tionally had many flaws,
uppermost of which are
boxers that just don’t look
right or let loose the moves
one would expect. So far it's
been extremely difficult to
replicate real skin tones, bruising or
facial expressions. The advent of
increasingly advanced technology now
gives developers the tools to produce a
boxing game that is a true simulation
of the sport. From the initial shots of
Title Defense you can see that Climax
could be the first to come out with a
boxing game that sets a new standard.

WOW-0-METER

BOXING CLEVER

Chris Eden from Climax commented:
“We have wanted to write a boxing
game for a while and through our
research work on defaultable meshes
and soft body technology, we were
able to produce all the right compo-
nents to present a boxing game that
has been so sadly lacking. Our decision
to do a boxing title was mainly born
out of frustration with the other games
on the market. The lack of a realistic,
gritty boxing game that captured the
true feel of the sport was the motivat-
ing factor in our decision.”

The game is fully hand animated at
the moment although Climax did toy
with the idea of using Motion Capture
but the benefits of animation out-
weighed those of recording real peo-
ple. The first thing you notice is the
great look of the game, the boxers

getting all excited!




Climax is the largest
independent European
developer, which was
formed by Karl Jeffrey
I2 years ago, and have
now a collective force
of over 150 staff with
offices in two locations.

New and Original.
"1t has been a con-
scious effort to now
produce original titles
of our own. We have
previously been seen to
be the company that
has placed PC games
such as Populous,
Diablo and Theme Park
onto console, We have
the expertise to create
some truly ground-
breaking titles and this
will cover all genres of
games with an

announcement soon
for a massive RPG
game. Our greatest
strength is to produce
games across genres.”
Karl Jeffrey.

Blue sky
Climax has their own
special research team
named Blue Sky, which
are research program-
mers who look inte
technolegy issues to
ensure the company
stays ahead of the
competition. One area
worked on is a system
that allows for infinite
detail on objects.

The Future
"all formats = PC, next
gen machines are cre-
ating more interest to a
broader audience.
People may think that
the DC may lose out
when other consoles
come on the market but
we are planning on
making DC games for
the foreseeable future.
With its online feature
it is a great machine
and it is out there
now!"” Chris Eden.

3

look like boxers and they bruise like a
boxer would. They're certainly not
wooden, and the fabulous detail on
the faces, which grimace in pain as
they are hit, is particularly cool.

Chris expanded on a crucial area:
"The movement system allows you to
move the boxer’s feet and body inde-
pendently and as a punch comes in
you will reel but you can actually move
fast and get your body out of the way.
Previously, boxers have been repre-
sented as a solid object and that is not
true to life. The lower body, heads and
limbs all work independently and we
have implemented this.”

TRUE POWER
Thankfully, this is a simulation rep-
resenting boxing as it should be; no
silly special moves or power ups and
boxers can only get better by training
and picking the right fights to gain
experience and improve. "This is the
first true boxing sim and no one has
dared venture this route”, explained
Chris. "Here is a game that really looks
toward technology to give the game
the right physics and Al As technolo-
gy has moved on, you can now pro-
duce a boxing game that looks and
feels right. The CPU can calculate the
power of a punch, how the muscles
will move, the force the opponent will

take and their positioning after the
punch. Boxers get hurt realistically
with black eyes, bruising, etc.”

The objective of the game is simply to
become the best but, as with the real
world of numerous boxing federations,
moving up the ladder to fight for a title is
not easy. It's not just physical training
that must be undertaken but it's also
management decisions that will decide
if you can reach the top. What Climax
have done is to try and recreate all the
complexities of the boxing world and
incorporate them in a game. The player
does not see some of the serious issues or
politics, but if you are not up to fighting
for a championship then you won't get
to the highest rung. Also, the game will
not include on screen damage metres
and icons that detract from this serious
sport. The game is about skill, strength,
strategy and of course, some say, luck.
Starting off as a nobody, trying to unify
titles is the prime goal. The road is long
but Title Defense offers more than any
boxing game to date!

ATTACK

Six Game Modes: Sparring, Exhibition, Title

Defense, Management, on-line, PrizeFight.

The game offers an

interactive Referee with-

in an Interactive ring with a unique

Tournament Mode.

WOW-0-METER

CLIIMdaX

TUNTD

PLATFORM: PC, PS2, Dreamecast

AVAILABLE: Late 2000

GATEGORY: Smash ‘em racing
2 1 =Multi

PUBLISHER: Climax

Stunt Driver is the brainchild
of two guys who used to work
for Probe. Having set them-
selves up in Brighton, they
were approached by Climax
who decided, having seen the
game, that here was a poten-
tial winner and promptly
invested in that potential by buying
the game, the team and everything
that went with it.

When you hear the name Stunt
Driver, those of us who remember think
of Stunt Car Racer, the superb game
from Geoff Crammond. Chris Eden of
Climax expressed his thoughts: “Yes
Stunt Car Racer was of course an influ-
ence. For as long as 1 can remember
people have spoken about writing a
game on similar lines. We are not try-

RIVER

ing to recreate that game for we saw
more in the original concept.”

KEEPING TRACK

with a traditional original racing
game the tracks are built on a Silicon
Graphics machine or with some fancy
program and made up of polygons.
Stunt Driver holds the tracks differently
and you have the ability to change the
tracks to make up any weird and won-
derful design you wish, something that
can be done whilst you are playing the
game. Stop, change the track design
by pulling it in any direction (it is 3D)
and continue racing where you left off:
this is not your usual game editor!

As you would expect, the tracks are
challenging and full of obstacles and
hazards: twists, banks, humps, ramps,
jumps, corkscrews, loop-the-loops,
mechanical hazards and oil slicks from
previous crashes all heighten the
adrenaline factor. These tracks are set
in a number of diverse locations, some

d3dAH 62
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ROSWELL CONSPIRAGIES

L Nintendo 64, Dreamcast

CATESORY: Action/Adventure
puaveRs: 1
pusuisnie: Climax

Described as the 'X-Files
for kids’, this game will fea-
ture high-resolution car-
toon-style graphics and a
fully 3D, free-roaming gam-
ing environment. Players
will be able to take control
of either Nick Logan or
Sh'laain Blaze, the heroes of an evolving
interactive story which takes them from
Roswell to New Orleans and beyond to
Victorian London and popular vampire
vacation spot, Transylvania.

When you think of Roswell you think
of that alien on a slab but this title is
completely different to what you would
expect. Based on the animated cartoon
series of the same name, Roswell
Conspiracies: Aliens, Myths & Legends
will feature a variety of different mis-

WOW-0-METER

of which will be based on real courses
but with a futuristic look to them.

If the tracks do not amaze you then
the cars will, based as they are on real
cars, having real physics and reacting
like real cars, but only to a certain point.
Climax has accentuated facets within the
game to ensure that gameplay is para-
mount and being set slightly in the
future, has also given the team more
scope to work on ideas. The game can be
played in either racing or stunt mode,
with real car mechanics set in place to
give a believability aspect. No guns, no
special picks up, just racing as it should
be. Having cars based on real models
does have its drawbacks, not least the
one all racing games suffer: that of get-
ting manufacturers to agree to their cars
getting damaged. The massive polygon
count for each car means they are fully

destructible, meaning anything can
drop off, something both Climax and the
manufacturers are discussing.

Bonus race modes (team towrope
racing, keep-above-somph racing,
super heavy vehicle racing, fuel-trail-
er-tow-rope racing (mind she doesn't
blow up) and much more) will also add
to the experience.

Essentially Climax are aiming for
Stunt Racer to offer a huge number of
gameplay facets, each of which can be
played as a game in its own right.
Stunt Racer has many variants that no
other game can offer, defying both
the "sim” and "arcade” racer cate-
gories. Chris summarised, "The game
is about freeing the player to have an
experience and not constraining
them. The car will damage, it will

aliens, myths & legends

sions and settings. Blending explo-
ration and puzzle solving with arcade-
style action, players will have access to
an arsenal of incredible sci-fi weapon-
1y, not to mention a number of special
vehicles allowing them to travel
between locations.

TAKE METO YOUR LEAD TESTER

Jim McPhail, producer, explained
about the game and the way it has
been conceptualised: "We have been
sent lots of TV programs and we had
free license to write our A U
own story but, of course, ~_ s
we have kept it close to
the TV series. Graphically
the game will have parts
from the show because
when we looked at them
we saw some nice bits and @
have used them but we
have recreated the look and
feel ourselves.”

“I would say the game is a
cross between Zelda and
Tomb Raider as far as the

action and puzzle structure goes but
is slightly more action based. There
is lots of dialogue and interaction.
One of the drawbacks regarding
Zelda is that it did not give the play-
er clues on what to do next but we
are using full motion cut scenes to
give the player information through-
out the game.”

Puzzles come in both cryptic and
straightforward forms. Moving
objects; finding and interacting with
items; gun stations where you go and
have a blast; 3D spatial aware-
ness puzzles
and a lot lot
more. Telling
y'all too
much would
spoil the fun,
so just get
ready for a free
moving, mas-
sive world with
secrets and
surprises
galore.

make driving harder, and there will
be rewards if you do well. It offers all
the views, controls and options that
other games supply but we have
focused more on each facet to ensure
nothing is missing. Variety — lots of
tracks, some wicked camera views for
replay, lots of cars, stunts, weather
conditions that make driving tougher
— the total experience.”

GAMEPLAY

A single player 31d person perspective
action adventure. Player characters will
include (but not limited to) Nick Logan and
Shl'ainn Blaze.

At least six separate levels (chapters) con-
taining a minimum of 3o separate levels,
Minimum of five different weapons for the
player to utilise.

Minimum of six separate characters
(enemies) taken
Conspiracies cartoon.,
Two player and/or Internet game play.
Additional, unique game levels.

Full Motion Animations with voice samples
and extra character gestures.

VMU support.

Intuitive and Intelligent NPC Al

Intuitive and Intelligent camera Al

Various weapon and special effects.

Roswell

from the
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Capcom's Power Stone
succeeded where Square’s
Ergheiz and Bushido Blade
failed, seamlessly merging
traditional fighting game
mechanics with full 3D
movement and interactive
environments. Power Stone
played at a frenetic pace and is still
one of our favourite party games.

Just like its predecessor, Power Stone
2 goes to show that Capcom have more
innovation than they are often credited

with, and that they're not just
2D specialists. It also
proves that not all their
sequels (Street Fighter
being the obvious
example) are minor
B updates on the
il previous titles.
Power Stone
2 is a very
different
kettle of
Siamese
fighting
fish than
the first game. This
title moves even
further from a
traditional fight-
ing game, with
multi-sectioned,
multi-tiered are-

nas, and simultaneous four player
action. It's hectic as all hell, and a bit
deranged all at the same time — just
the way we like it.

GO SWIMMING!

The Japanese version of Power Stone
2 has eight arenas and a couple of
bonus stages. Each has several sections
that the fight moves through. For
instance, one starts out on a blimp
which soon falls apart, leading to a
freefall from the sky with each charac-
ter frantically trying to control the one
and only parachute. Even after hitting
the ground the fight picks up again.
Other arenas feature running
sequences, climbing sequences, and
even swimming. Very cool stuff.

Oh, and did we mention the 120
items (65 of which are weapons) in the
game? Most of these have to be
unlocked, but there are plentious num-
bers of devious items right from the
word go. These include skateboards,
subwoofers, battle axes, bubble guns
and invisibility potions. Better yet,
some stages have gun turrets to man,
tanks to drive around in, and planes to
fly... heh heh.

EVERYBODY MUST GET STONED

The character count is a little disap-
pointing, with only four new charac-
ters available, three of which are, well,
kinda lame. The best of the bunch is a
cowboy named Accel who, when
stoned off three phat rocks, powers up
into a cool mech outfit. We think he
should have powered up into a hard
rocker wearing bike shorts and a ban-

danna and singing "Welcome to the
Jungle”, but alas, it's not to be. Aside
from Axl... sorry Accel, there's an
annoying schoolboy who turns into a
toy robot, a ditsy southern belle type
who powers up into a weird-ass bird
creature with wings, claws and what
seems like a big rubber ducky around
her waist, and a buck-toothed, rosy-
cheeked chef who powers up into a
dinosaur. Hmm... trippy Japanese
character design to be sure.

The balance of the fights is much
improved over the original, with the
outcome of each round depending less
on who gets to the stones first. When
powered up, attacks do less damage,
and because there are four people run-
ning around on screen, anything can
happen. There are also six powerstones

v
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WHAT
WE'D LIKE
TD SEE:

per level now, so two people can be
charged up at once, making for
some seriously intense fights — with-
out a hint of slowdown. Full review
coming as soon as we get our hands
on PAL code.
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Iooming

THE BIG HYPER LIST OF GAMES TO BE RELEASED WITHIN THE NEXT MONTH!

RELEASE DATES ARE SUBJECT TO CHANGE WITHOUT NOTICE.

VIRTUA TENNIS

STAR TREK: INVASION ANIMORPHS

DUKE NUKEM LAND OF THE BABES
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PLAYSTATION

September

Alien Resurrection
Animorphs

Duke Nukem Land Of The Babes
Flintstones Bowling

Frogger 2

Galaga

Inspector Gadget

Nascar 2001

Rayman 2

Simpsons Bowling

Spiderman

Star Trek: Invasion

Tenchu 2

Tony Hawk's Skateboarding 2
Wacky Races

World's Scariest Police

DREAMCAST

September

F1 Racing Championship
Marvel Vs Capcom 2
Metropolis Street Racer
Moho

Space Channel Five
Stunt GP

Virtua Tennis

PC

September

Dragon Riders: Chronicles of Pern
Flintstones Bowling

Frogger 2

Galaga

Heavy Metal FAKK 2

In Cold Blood

Infestation

Jetfighter 4

Moho

Motor City

NHL Hockey 2001

Oni

Road To Moscow

Simon The Sorceror 30

Star Trek Voyager: Elite Force
Stunt GP

The Sims Expansion

Tony Hawk's Skateboarding 2
Wacky Races

Wizards And Warriors
World's Scariest Police

GAME BOY

September

Animorph

Carl Lewis Athletics
Cyber Tiger

Inspector Gadget
Infestation

NBA In The Zone 2000
Road Rash
Spiderman

NINTENDO 64

September

1SS 2000




Playstation

101
102
103
104
105
106
107
108
109
110
m

112
113
114
115
116
17
118
119
120
121
122
123
124
125
126
127
128
128
130
131

132
133
134
135
136
137
138
139
140
141
142
143
144
145
146
147

Army Men: Air Attack
Asteroids

Auto Destruct

Azure Dreams

B Movie

Battle Arena 2

Battle Arena 3

Beast Wars Transform
Bio Freaks

Blast Chamber

Blast Radius

Blasto

Blood Omen

Bloody Roar

Bloody Roar 2
Bomberman

Brain Dead 13
Brigadine

Busby 3D

Bushido Blade 2
Bust-a-Groove
Bust-a-Move 4

C: Contra Adventure
Capcom Gen1
Capcom Gen2
Cardinal Sin

Cart World Series
Chocobo Racing
Circuit Breakers
Code Name: Tenka
Colin McRae Rally
Colonisation

Colony Wars

Colony Wars Veng
Command & Conguer
Contender

Contra: Legacy of War
Cool Boarders 4
Cool Borders 2

Cool Borders 3
Courier Crisis

Crash Bandicoot 1
Crash Bandicoot 2
Crash Bandicoot 3
Crash Team Racing
Croc: Legend
Crusader: No Remorse

149
150
151
152
153
154
185
156
157
158
159
160
161
162
163
164
165
166
167
168
168
170
17
172
173
174
175
176
177
178
179
180
181
182
183
184
185
186

187
188
189
180
191
182
183
194

CALL NOW ON

1902 221 221

ONE EASY CALL AND YOU HAVE THE CHEAT!

TIME SAVING FEATURES DURING CALL

Name our two cheat guide characters
and win a

PLAYSTATION!

Cheats and Tips for PSX and Nintendo

Cybersled

Dark Forces

Dead in the Water
Dead or Alive

Death Trap Dungeon
Decent

Defeon 5

Destrega

Destruction Derby 2
Diablo

Dino Crisis

Dragons Seeds

Duke Nukem: Meltdown
Duke Nukem: Time to Kil
Dukes of Hazzard
Dynamite Boxing
Elemental Gearbolt
Eliminator

ESPN Extreme Games
Everybody's Golf
FIFA 2000: Major
FIFA 98

FIFA 99

Fighting Force
Fighting Force 2
Fighting liusion: K1
Final Doom

Final Fantasy 7
Fisherman's Bait: A Bass
Fomnula 1 97
Fomula 1 98
Formula Karts
Farsaken

Forty Winks

Frenzy

Future Cop LAPD

G Darius

G Police

Gex 3: Deep Cover
Gacko

Genx: Enter the Gecko
Ghost in the Shell
Gran Turismo

Gran Turismo 2
Grand Theft Auto 2
Grand Tour Racing 98
Guilty Gear

Heart of Darkness

185
196
187
198
180
200
201

202
203
204
205
206
207
208
209
210
21

212
213
214
215
216
217
218
219
220

All formats available SOON!

Hat Shats Golf
Independence Day
Indy 500

1S Soccer Pro 98

J MaGrath Super X 98
Jat Moto 3

Judge Dread
Jurassic Park: Warpath
K1 Arena Fighters
Kagero Deception 2
Killer Loop

Kiona

KKND: Krossfire
Knockeout Kings
Knockout Kings 2000
Krazy Ivan

Kula World
Gauntlet-Legends
Lego Racers

Libero Grande

M.K. Mythologies
M.K. Trilogy

M.K.4

Madden NFL 88
Madden NFL 99
Marvels SH v St Fighter
Marvels v Capcom: Clash
Mass Destruction
Max Force

Max Power Racing
MDK

Medal of Honour
Medievil

Megaman Legends
Metal Gear Solid
Metal Slug

Micro Machines va
Military Madness
Mission Impossible
Monster Trucks

Moto Racer

Moto Racer 2
Motorhead

N20 - Nitrous Oxide
Nascar 2000

Nascar 98

NBA Live 2000

NBA Live 98

243
244
245
246
247

248
248
250
251
252
253
254
255
256
257
258
258
260
261
262
263
264
265
266
267
268

287

289

NBA Live 99

NBA Shootout 98
Need for Speed 2
MNeed for Speed 3
Need for Speed: High
Stakes

NFLBlitz

NFL Gamaday 99
NHL 88

NHL 89

NHL Face Off 98
NHL Powerplay 98
Ninja: Shadows
Nuclear Strike
Oddworld: Abe's Exodus
Oddworld: Abe’s Odd
ooT

One

Pandemonium 1
Pandemonium 2
Parasite Eve
Parrappa The Rapper
Pit Fall 3D

Pocket Fighter
Porsche Challenge
Poy Poy

Psybadeck

Quake 2

Rainbow 6

Rally Cross

Rally Cross 2

Rally de Africa
Rampage 2: Universal
Rapid Racer

Rayman

Ready to Rumble
Rebel Assault 2

Red Alert, C&C
Reloaded

Resident Evil 3
Resident Evil 3: Nemesis
Resident Evil DC
Ridge Racer Rav
Rival Schools

Riven

Aoad Rash 3D
Rogue Trip Vac:2012
Follcage

WIN A PLAYSTA]

Calls

arged at$

1.93 inc. GST per minute. Higher rates apply from mc

280
201
282
283
204
205
206
297
298

300
3
302
303
304
305
3086
307
308

310
an
312
313
314
315
318
a7
318
319
320
a1
322
323
324
325
326
ag7
328
329
330
am
332
333
334
335
336

R-Types 337  Thrill Kill

Rugrats: Search 4 Reptar 338 Thunder Force 5
Running Wild 339 Tiger Woods 98
SCARS 340 Time Crisis

Shadow Master 341 Tobal 2

Shane Warne 99 342 TOCA Touring Car
Side Pocket 3 343 TOCA Touring Car 2
Silent Hill 344 Tokyo Highway Battle
Sim City 2000 345 Tomb Raider

Skull Monkeys 346 Tomb Raider 2

Sled Storm 347 Tomb Raider 3

Small Soldiers 348 Tomb Raider 4

Smash Court 2 348 Tomba!

Soul Blade 350 Tomorrow Never Dies
South Park Raily 351 Treasures of the Deep
Soviet Strike 352 Triple Play 98

Spice World 353 Triple Play 99

Spyro the Dragon 354 Twisted Metal 2

Star Wars: Masters of T 356 Twisted Metal 3

Steel Rain 357 V Rally

Street Fighter Alpha 3 358 Vigilante 8

Street Fighter Coll2 359  Viligante 8: Second
Streat Fighter X+Alpha Oflence

Street Fighter: Ex 2 + 360 VMX Racing

Streat Racer 361 VR Powerboatl Racing
Street Skier 362 Vs

Super Cross 2000 363 ‘War Games: Defconi
Syphon Filter 364 ‘Warcraft 2

Spyro 2 365  Warhammer

T. Makinen World Rally 366 WCW Nitro

Tarzan 367 WOCW Thunder
Tekken 2 368 WOCW v the World
Tekken 3 369 Wild Arms

Ten Pin Alley 370 Wipeout 2097

Tenchu 371 Wipeout 3

Test Drive 4 372 WORMS Armageddon
Test Drive 5 373 Wu-Tang: Shoalin Style
Test Drive 6 374 WWF In Your House
Test Drive Off Road 375 WWF War Zone

Test Drive Off Road 2 376  WWF: Smackdown
Tetris Plus 377 Xena Warrior Princess
The Fifth Elemant Nintendo 64

The Lost World 400 Aero Gauge

The Unholy War 401 Aerofighter Assault
Thama Hospital 402 Al Star Baseball 99
Theme Park 403 Armorines: Project
Thrasher: Search + SWARM

Destroy 404 Banjo Kazooi

405
408

407
408
408
410
an
412
413
414
415
416
417
418
419
420
421
422
423
424
425
426
427
428
428
430
431
433
434
435
436
437
438
438
440
441
442
443
444
445
448
447
448
449
450
451

Battle Tanks

Battle Tanks: Global
Assault

Bio Freaks

Body Harvest
Bomber Man 64
Bomber Man Here
Buck Bumble
Bust-a-move 2
Castlevania
Chamelion Twist
Chopper Attack

Clay Fighter 63 1/3
Command and Conquer
Dark Rift

Diddy Kong Racing
Doom &4

Duke Nukem: Zero Hour
EarthWorm Jim 3D
Extreme G2

F-Zero X

F1 Pole Position

F1 World Grand Prix
FIFA 98

Fighters Destiny
Fighting Force 64
Forsaken

Gaunlet: Legends

Gex 3: Deep Cover Gecko

Glover

Golden Eye

Harvest Moon 64
Hexen

Hot Wheels Turbo racing
Iggi's Reckin' Ball
Infisherman

1S Soccer 64

Jet Force Gemini
Knockeut Kings 2000
Madden 64

Madden 99

Mario Cart 64 S
Mario Golf

Mario Party

Mario Party 2
Manopoly

Mortal Kombat :
Mythologies

453
454
455
456
457
458

Mortal Kombat 4

Mortal Kombat Triclogy
Moster Truck Madness
MNagano Win Olympics
NAS Car 2000

NAS CAR 99

NBEA Hangtime

NBA in the Zone

NBA Live 99

NFL Gback Club 99

NHL 99

NHL Breakaway 98

NHL Breakaway 99
Nightmare Creatures
Offroad Challenge
Quake 2

Quake 64

Rainbow &

Resident Evil 2

Road Rash 64

Robotron X

Rush 2 Xtreme Racing USA
SCARS

Star Wars: Racer

Star Wars: Rogue Squad
Star Wars: Shadows
Super Cross 2000

Super Smash Brothers
Superman

Top Gear Over drive

Top Gear Rally

Toy Story 2

Turok

Turok 2

Turok: Rage Wars
Vigilante 8

Viligante B: Second Offence
V-Rally

Wayne Gretski 3D ‘98
WCW Mayham

WCW Revenge

World Driver Champlonship
WWF Attituda

WWF Westlemania 2000
XEMA: Talisman of Fire
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future will look like online.

Now that Net Trawlin’ has expanded in size, we thought it might be a good idea to expand its
scope as well. Thus, in addition to providing all the latest online gaming news and funky websites,
we'll also be taking a look at broader internet related issues, whether they be political, technologi-
cal or just plain bizarre. The idea being to keep you all informed as to some of the most exciting

technology coming through, the big net trends, and the laws that will help determine what the

online content laws/ /-,

As of the first of January this year,
Australia’s new online content laws
came into effect, giving the Australian
Broadcasting Authority (ABA) the
power to force sites hosted on
Australian servers to take down materi-
al that is deemed offensive. Rather than
actively seeking out offensive sites, the
system operates on complaints from
the public. In the first three months
that the system was in operation, only
124, complaints were received, resulting
in 31 take down notices.

Whilst we agree in principle with
this law — after all, it only targets
extreme sites — was there any need for
it in the first place, and will it achieve
anything? First of all, it's not as easy
as it's often made out to be to stumble
across explicit content, and even if you
do, surely you'll just move on to some-
thing else? Secondly, if a site is taken
down, all it has to do is relocate to a
server based overseas, and the ABA is
powerless. Indeed, bastions of freedom

bwww

0z Unreal

OzUnreal is THE site for pretty
much everything Unreal related.
It covers news on the Aussie
Unreal Tournament scene, game-
play tips, map/mod reviews,
level editing tutorials and more.
http://www.ozunreal.com/

Syl faddades
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of information, Electronic Frontiers
Australia believes Australia is now the
“global village idiot and the laughing
stock of the rest of the world”.

WHAT'S AROUND THE CORNER?

Our online censorship laws, though,
are nothing compared to what may be
just around the comer for the digital
age. A bill called the "Methamphetamine
Anti-proliferation Act” is about to be
voted on in the United States, and is
aimed at restricting drug related infor-
mation online. Posting or linking to
information about illegal drugs would
become a federal crime, and sites would
be forced to remove the content within
48 hours — without a court order. A
restriction of freedom of speech? A
return to the Reagan era “war on drugs”
hysteria”? Or a valid way to “protect”
the world’s children? Opponents to the
bill certainly think it's the former. In its
present form, the bill would give the
police the power to secretly conduct
searches of a suspect’s home without
notifying them. It is also vague in deter-
mining exactly what content would be
allowed and what would not.

Even more seriously, the Russian
secret service agency revealed a couple
of months ago that they had a system
up and running that allowed them to
monitor all Russian internet traffic.
Perhaps more surprisingly though, was
a recent admission from the British gov-
ernment. It confirmed that a similar
system called the Government Technical
Assistance Centre (GATC) was being
built that would enable monitoring and
interception of all British internet traffic
by the British Secret Service. It is to be
completed by the end of the year, and
requires all ISPs to pay for dedicated
lines connecting them to the system.

This is not necessarily a bad thing
mind you, as the purpose of the system
is to catch criminal activity online,
whether it be paedophile rings or ter-

rorists. The British government claims
that privacy would be maintained since

the procedure would be no different

from in the physical world, i.e. a war-
rant would still be needed to monitor

suspicious activity. The bottom line

though, is that no exchange of informa-
tion or data would be 100% secure, giv-

ing untold power to anyone with the
power to abuse the system. E-mail

addresses, credit card numbers, confi-

dential information... everyone from

the individual to the largest multina-

tionals would be at risk.

Other countries restrict internet

access and monitor use on the basis of
protecting such interests as morality,
national security, cultural values, etc.

In fact, 63% of countries already

restrict print and electronic freedom
of speech, so the internet must be seen
as a massive threat. Will the coming

years usher in a digital utopia or a
fascist surveillance regime? A bit of
both we suspect.

Owww

RTS Player

An Aussie gaming site that pri-
marily focuses on, you guessed it,
Real-time Strategy games. Hosted
by some of Australia’s best RTS
players, the site covers all the lat-
est news and rumors on any RTS
game in development, as well as
reviews and strategy guides.
http://www.rtsplayers.org

p————

ADSL Latest

Telstra have started work on get-
ting the ADSL network throughout
Australia. A lot of lucky gamers will
be able to get their high-speed
gaming fix around August this
year. In fact there is now a page up
at Telstra's site which tells you if
your area will have ADSL by then,
All you have to do is punch in your
phone number and cross your fin-
gers. Those that miss out (likely
anyone not near a city) will have to
wait from anything up to two years
before they get looked after.

http://www.telstr .au/
intro.cfm

03 Stuff
mods

Pro-Mode

Before Quake 3's release, the
Quaket community proposed to id
the idea of including a “professional
mode’ option for use in competi-
tions, The idea being that certain
gameplay aspects would be
changed to up the pace of the game
so that you'd see matches with simi-
lar furiousity to that of Quaker.
Unfortunately this option was left
out of the final version with id leav-
ing it up to the mod making com-
munity to develop. So they did, and
while it's only in its beta stage, pro-
mode is looking and feeling quite
impressive. There are dozens of
tweaks to the games physics, how-
ever a few of the most noticeable
changes would be the faster, more
powerful rocket launcher, faster
weapon switching times, greater air




movement, stronger lightning gun
and even the good old backpack
from Quaker making a comeback.
Added to this is an improved HUD
and scoring interface and three
‘pro-mode friendly’ maps to slug it
out on... two of which were made
by Australia’s very own Jude[FxR]. In
fact one of jude's maps, Q3jdma8a,
has proven to be among the more
popular duel maps out there right
now. Pro-mode is more than just a
cheap thrill for Quakeworld fans, it's
a decent attempt at making Q3 even
more fun than it is already. Check it
out at

http://www.challenge-
world.com/promode/download/

Pakman

Thank goodness John Carmack
spent hundreds of hours making
the Quakes engine. As a result we
can finally realise our greatest
gaming dream. Yes, we can play
Pacman again!

Pakman, obviously spelt with a k
to avoid legal problems, is only in
it's early alpha stages and isn't
much to look at yet, but it could
turn out to be fun... Worth a look
for the novelty.
http://www.planetquake.com/
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Australian based gaming company  sure, with a $10 million budget back-  on the one server. That's pretty
Micro Forté have jumped on the ing them, the developers will cer- amazing when you compare it to
MMORPG bandwagon with work on tainly have the resources to make games out there now which are lucky
what could be the next big online something special. The budget is also  to cope with 2000 people at once. No
game, BigWorld. BigWorld will differ a good indication of how determined  longer would there be the need to
from previous online games being Micro Forté is at grabbing their piece  create multiple servers or 'shards’. A
based on a sci-fi setting, where you of the online gaming market. In fact claim like that will be hard to dis-
% start out on the ex-prison planet, the company's main focus is actually  prove, so far no game has been so
g Neo-Eden. Specifics on the gameplay  to create the most advanced online popular as to attract half a million
; are sketchy, however the game world  gaming platform available and then people to play it at once. The game is :
promises to be simply massive. Neo- license it out to other companies, also designed to run on the i
Eden will be around the size of much like id does with the Quake PlayStation 2, allowing them to play ¥
& E 0 Everquest, and then there are three engine. So far BigWorld's technologi-  in the same world as PC players. Keep i
: 1] T more totally different planets of cal claim to fame is it's alleged abili-  an eye out for BigWorld around the h)
I ohil equal size to explore! One thing's for  ty to support up to 500,000 people end of the year. ;
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With E3 having been and gone,
some interesting news has filtered
through concerning Ultima Worlds
Online: Origin (once named Ultima
Online 2) and it's certainly starting to
sound amazing. The game world itself
is said to be at least three times the
size of UO, and will consist of three

separate continents. The first is 'Virtue
Land’, which will be based on the
parts of Ultima we're used to, like
Britannia. The second land is a 'lost
world’ deal with all things Jurassic.
The third continent will be based
around a steam-punk/early industrial
setting. Fans of Thief 2 will be able to

appreciate this type of theme, and it's
here that one of the new races of
Origin, the Juuka, resides. In fact, as
opposed to there being only humans
to choose from in Ultima Online, there
will be three available races in UWO;
the Juka, Humans and another as yet
undisclosed race.

ANIMATED ANCIENTS

Visually UWO is up there with any-
thing you'd see in a single player
game. The screenshots certainly look
enticing, however it's not until you
feast your eyes on the demo shown at
E3 (which you can now download from
the net) that you begin to appreciate
how wonderful everything looks.
UWO's animation really makes every-
thing come alive. All the models have
been animated using motion capture
technology. This is certainly nothing
new, plenty of games use it, but not
many have used it quite to the extent
that EA have with UWO... it must be all
that experience with the FIFA series.
Players can juggle, dance or do com-
plex kung fu moves the likes of which
you'll usually only find in games like

pakman

UT stuff

Looking Glass Map
conversions

With the recent and very sad
demise of Looking GClass Studios,
this site might be worth a visit. In
tribute to their work someone has
recreated some maps from System
Shock, Thief, and Ultima
Underworld using the Unreal
Engine. Of course if you only have
Unreal Tournament installed you
can just as easily run the maps
through that instead. A good nos-
talgia trip.

http://www.ttlg.com/other/
mirror/index.htm




UT mods
CTF/e

CTF/e, which stands for
Enhanced Capture the Flag,
attempts to improve on UT's
already brilliant CTF by adding a
new interface, logon menus, con-
sole commands and advanced
team balancing. The eyebrow rais-
er here is the advanced team bal-
ancing. When your team is run-
ning short of players, instead of
getting trounced on by the oppo-
sition, a Titan (remember them big
bastards from Unreal?) spawns
and plays on your side! As you can
imagine, he helps by ripping the
enemy to shreds until more players
join your team. Awesome!

http://www.creativecarnage.com/
unreal/

O

Soul Calibur, which is especially fasci-
nating for an RPC. There are nonetheless
a few points that raise some concern.

Housing, Ships and Mounts not to be
included with the game out of the box.
Instead EA hope to implement them in
a downloadable patch some time after
release. Housing and riding mounts
were two of UQ's greatest draw-cards,
and it certainly seems strange that they
won't be available at release. It's
understandable though that housing
could pose a problem. As cool as it was
in UOQ, it really made a mess of the
place, there were houses littered every-
where! One thing gamers can rely on is
that having learned from everything
they did with the highly popular
Ultima Online, the developers appar-

ently have a wad of MMORPG experi-
ence under their belt. From what we've
seen so far UWO may well win back the
crown of online gaming from Verant.
Electronic Arts know full well this
title's potential and we're sure they
intend to do just that!

WWW.U02.Ccom

| net trawlin’

b WWW

Digitally Imported

This awesome new site hosts all
the latest Euro Techno and Trance
via Shoutcast. Shoutcast is basi-
cally the net’s answer to radio,
which you can listen to using a
recent version of Winamp
(www.winamp.com). Simply click
on the speed you are connected
to the net and the appropriate
quality music will stream down,
non-stop. No need to go looking
for MP3's now!
http://www.digitallyimported.com/

Something Awful

A gaming site with a differ-
ence, Something Awful not only
covers the latest gaming news
and reviews but it has some hilar-
ious parricidal gaming write-ups
and comics. People into
Everquest will love the 'begin-
ner’s guide to EQ', and the
comics, while not known for their
artistic quality, are sure to bring
a tear to your eye.
http://www.somethingawful.com/
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Entries close August 22nd

Square can't stop pumping
out amazing RPGs. A few
months down the track, and
we'll be playing Final Fantasy
IX, but meanwhile we have
Vagrant Story to obsess over.
It really is one of the best
RPGs ever to have graced the
Playstation. So good, in fact,
that we desperately want you
to experience it. Sony have
been kind enough to offer
FIVE copies of Vagrant Story
to give away to you guys, so
to win a copy, just answer
this question...

Name three Square games
coming to the PlayStation 2.

Put your answer on the back
of an envelope with your
name and address and post it
away to: HIP TO BE SQUARE,
HYPER, 78 RENWICK ST, RED-
FERN, NSW, 2016.

DIABLO 2%

Diablo 2 from Blizzard is going to be one of the
biggest PC hits this year. Adventure forth into cob-
webbed cavems and dark forests full of undead,
descend into ancient labyrinths and discover the
true evil behind the monsters spewing across the
land. New character classes, new weapons, new
enemies and new multiplayer adventuring will
make Diablo 2 a memorable gaming experience...
so be one of the first to play it!

To celebrate the release of the most anticipated
PC Action/RPG, Diablo 2, HAVAS Interactive have
put aside FIVE copies of the game for some lucky
Hyper readers. But wait, there's more! Each winner
will also receive an awesome Diablo 2 action figure!
This is one hot competition.

To be in with a chance to win, answer the follow-
ing question...

Name another upcoming PC game from Blizzard. .

Stick your answer on the back of an envelope
with your name and address, and post it off to:
DREAMING OF DIABLO 2, HYPER, 78 RENWICK ST, RED-
FERN, NSW zo16.

Good luck adventurers. Muhahaha!

Entries close August 22nd
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candidate for Windows ME was released recently for testing, and
a presentation of the operating system in our very own offices.
10w that there’s a whole bunch of very good reasons why

et to be the gamer’s operating system of choice. Although

ot going to be ready for retail until later this year, it's already
ally lean, mean and stable gaming environment for your PC. But
ox architecture all over again with a fresh slap of paint?

ing/playing environment. If you're a first time user, Windows ME is going to be a
lot easier to understand than say, Windows 98. Even small aesthetic changes that
have been made to ME, just make it that much easier to negotiate your desktop
and get to the files you want with a minimum of fuss. ME also hides a lot of the
more complex and unnecessary functions that only advanced users would bother
with tweaking, thus making it a more foolproof environment for the "newbie”.
For example, ME includes System File Protection (which was introduced in
Windows 2000) which prevents you from deleting important system files by acci-
dent. You can even go so far as to empty them from the trash, and Windows ME i

will replace the important files for you. You silly thing! Of course, advanced ﬁr

users can disable 'helpful’ functions such as this. There is also a System Restore which allows you to take a 'snapshot’ of your system (say, when everything is run-
ning beautifully), which you can then restore to if for some reason things start going wrong (like after installing a game or installing new drivers). Auto-Update
will also now begin downloading system updates whenever your modem connection is idle, and then pause itself if you start to use your connectlonftonhnumg
downloading when your modem again goes idle. Very cool.

In terms of multimedia, Windows ME includes the Windows Image Acquisition technology which makes it easier to import pictures from digital cmeras and scan-
ners, even thumbnailing the pics for you when you use Windows Explorer on the actual device. You don't even need to have copied a digital plgto your hard disk
to import it into a word file, you just grab it straight from the external device.

The new Windows Media Player 7 allows you to edit digital
movies, copy music files from your favourite music CDs and
all sorts of other cool new functions. Small details, like how
it lets you know the timie it would take to download the
media file yousiist saved over different internet connec-
tions, makes it easier for less-experienced users to deter-
mine what the difference is between say, a 64-bit and a
128-bit WMF.

GET "ME” ONLINE!

In terms of the internet, ME now integrates Microsoft
Instant Messenger (Microsoft’s version of I1CQ) into
Outlook Express, so that when you're compesing e-mail,
you can see which of your address book entries are
“online”, plus message or chat to those people straight
away. Obviously, ME will also allow other more subtle per-
formance enhancements. Home Networking will allow more

Ase| B>
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than one PC in a household to use the one
internet connection simultaneously, plus
the home networking wizard will even cre-
ate a "set-up” disk which will configure the
other PCs in the household to get them onto
the network without any extra hassle. ME
also supports Universal Plug and Play, so
many kinds of intelligent devices can
interact with each other automatically over
a home network.

Probably one of the best new features of ME,
is that fact that it can "hibernate”. That
means, if the power goes off whilst you're
working, the computer can quickly return sn wmmcne
to the exact state it was in when it is pow-
ered up again. Boot times will also be down
to around the 20 second mark, putting it in
the same league as a console in terms of
boot-up sequence time. For some, that could
be the best reason alone to upgrade! My Netwark Places
Overall, ME is kind of like a "dumbed down" [i§ ; Home Netwarking Wizard

VYmdows 98SE to make it easy on the first- ! Welcome to the Home Networking
time user. There are some tasty new features 1 Wizard

to entice current Windows users, and cer- : i , :
tainly the promise of a stable new system M Lﬁ“&‘mﬁﬁmﬂ?m

with the latest Direct X at its core is enough ; and an Intemet connection amang the computers in your home.
for gamers to want to upgrade, however > Your nstwork hardware, such as the devices and cables that

ssssmsssnnsnsnsns IF

bii

mpi|

. 5 2 : enable your computers to communicate, thould be installed and
we'll have to wait to see the final product to set up conectly befare you run this wizard. For help setting up
know if it's really worth upgrading for the Windows Ma Hieb. ;

more advanced user. Considering.a-lot.of the
important new features could be available in'
separate downloads (ice. Media Player 7,
Direct X8 etc.), it could be hard to justify
forking out the money for what are some rel-
atively minor improvements — some purely
aesthetic — over the 0S we're all now using,
especially considering those changes have
been made to help the "newbie".

i Choose a Restore Point

The following calandar displays in bold o of the dates that have restore poinks avallable. The kst dsplays the
restors poirts that are avalable For the selected date,

Possbie types of restere points are: system ched (schaduled restore points crested by your computer),
imarual restore points (restore points created by you), P ROmatic restone pornts
created when certain programs are installed. )

To continue, click Nest.

Select a bokd date on the calendar, and then select ane of the avalabla restore ponts from the ke,

Friday, February 25, 2000 E
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Square outdo themselves with Vagrant Story, the best RPG to come from them
since Final Fantasy VII changed RPG gaming and pretty much the world...
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GREEN FOR DREAMCAST
YELLOW FOR PC

RED FOR NINTENDOD 64
BLUE FOR PLAYSTATION

THE HYPER
CREW'S TOP 5

WHAT WE'RE PLAYING THIS MONTH

Hiot Fish — Editor

1. Ultima IX: Ascension - PC

“Totally underrated, this is a fantastic
romp.”

2. Soul Calibur — Dreamcast

3. V-Rally 2: Expert Edition — Dreamcast
4. Deus Ex - PC

5. Vib Ribbon — PlayStation

Gam Shea - Deputy Editor

1. Vib Ribbon - PlayStation

“"Without a doubt the most surreal,
metaphorical and philosophical game
I've ever played. Cute too.”

2. Ecco The Dolphin — Dreamcast

3. Jet Grind Radio - Dreamcast

4. Tony Hawk's Skateboarding 2 -
PlayStation

5. Virtua Tennis — Dreamcast

Kevin Cheung — Reviewer

1. Vagrant Story — PlayStation

“Hands down, it's the best RPG | have
ever played.”

2. Samba de Amigo — Dreamcast

3. Perfect Dark — Nintendo 64

4. Vampire: The Masquerade
Redemption - PC

5. Gradius Il & IV -

PlayStation 2




THAT'S A NIGE POUT YOU'VE GOT GOING THERE KID...

VAGRANT ST

Hyper's RPG expert, Kevin Cheung, discovers an astounding treasure...

AVAMABLE: Now
~ CATEGDRY: RPG
PLAYERS: 1

PUBLISHER: Square

PRICE: $79.95
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_ RATNG: M
SUPPORTS: Dual Shock, Memory Card

If you don't already respect

Square it for its RPG traditions
dating as far back as Chrono Trigger,
you would at least know its reputation
by virtue of Final Fantasy's mainstream
success. Truthfully, the House of
Square has been floundering with a
series of increasingly formulaic role-
playing games. Brave Fencer Musashi
and Parasite Eve never truly broke new
ground; and understandably, without
the benefit of Enix releasing Dragon
Quest VII locally, the RPG scene is start-
ing to look a little bleak.

AND THE WINNERIS.... SYDNEY!
Enter Vagrant Story, a no-nonsense
RPG that does for the art of videogames
what Metal Gear Solid did two years
ago: it took the story seriously and
didn’t succumb to commercial guff like
full motion video. Vagrant Story is a tale
of socio-political intrigue. Set ina
medieval fantasy world, a fanatical reli-
gious sect has occupied the house of the
Duke Bardoba. Their leader, Sydney
Losstarot, is a man many believe to be a
true Prophet — his uncanny ability to
look deep into people’s hearts and fore-
see the future have made him a power-
ful icon of pop culture. Too powerful, in

fact, for the ruling parties in Valendia,
who are concerned that the religious
arm of government have already dis-
patched their Blades enforcement team
to handle the situation. Ashley Riot, a
Riskbreaker with the Valendia Knights
of Peace (VKP), is called upon to act on
the executive arm’s behalf to investi-
gate the situation. That's where you
take over as Ashley.

What follows is an amazing story
where antiquated ideals like honour,
nobility, and justice take precedence
over the usual juvenile quandary of

love and revenge. Our three protago-
nists, Ashley Riot from the VKP,
Guildenstern from the Blades, and
Sydney Losstarot of the Mullenkamp
sect, are all headed towards the centre
of a conflict of religious and supernat-
ural idealism. It's a race against time
as Sydney comes closer to rationalising
the link between body and soul, and
discovering the secret of immortality.
Vagrant Story will impress with its
incredible eye for detail. On one hand,
the impeccable map and dungeon
designs will have you completely

COWLD HE STAND ANY MORE HERDIGALLY?

floored; and the magic spells are all
stylishly presented, without leaving
you waiting a good 20 seconds between
animations as certain other games do.
Special mention should also be made of
the ambient sound effects, where you
can hear numerous atmospheric sounds
blended flawlessly into each other.
Special mention should also be
made of the story’s cinematic presen-
tation. While it fits on only one disc,
it's every bit as huge as a Final Fantasy
game, whose four discs of space are
wasted on FMV. Vagrant Story takes a




FINAL FANTASY
IX REVIEWED
NEXT ISSUE!

CAN IT BEAT
VAGRANT
STORY...?
FIND OUT IN
THE NEXT
INSTALLMENT
OF THE HYPER
SAGA!
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page from Metal Gear Solid by present-
ing the story with in-game graphics
and smart cinematography and direc-
tion. The end result is a seamlessly
scripted and coherent story line that
doesn't leave you feeling as though its
elements are disjointed.

THE METAL GEAR SOLID OF RPGS?
Devoted fans of RPGs might find
some humour in how mainstream crit-
ics have called Vagrant Story "the
Metal Gear Solid of RPGs”. The first per-
son perspective might have something
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RISK

MP 100100
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EVERY ROCK MONSTER HAS A WEAK SPOT

to do with that. Nothing could be fur-
ther from the truth, as Vagrant Story’s
presentation and mechanics are more
correctly looked upon as a break-
through in the evolution of the tum-
based/realtime hybrid RPGs.

Those of you who are familiar with
the Wheel System of Seiken Densetsu
(Secret of Mana to us Western folk) or
the Attack Sphere of Parasite Eve will
recognise many aspects of this system.

Vagrant Story seems to have solved this

problem. Pressing the L2 button will
stop time and bring up your options,

BUT WHY DID IT HAVE TD BE THERE?

AN EYE FOR
DETAIL
Aesthetic detail is only
. half of the deal.
: Vagrant Story is the
kind of fantasy RPG
that knows the dis-

tinction between a
Dragen (stands on
four legs) and a
Wyvern (stands on
two legs); and even
goes so far as to have
dialogue that's trans-
< W lated perfectly, com-
. J plete with medieval
B phrases and nuances.
There are even differ-
ent classes of weapons
for each situation.
Piercing weapons, for
instance. are useless
against skeletons, but
blunt instruments like
where each button on the D-pad and
the opposite four action buttons are
toggled to configure your items,
equipment, spells, defence counters,
chain attacks, and so on.

When you attack, you can strike one
blow at a time. You also have the
option of chaining special moves
together at each impact to produce
multi-hit combos, most of which can
be toggled to drain energy, cast spells,
and so on. The drawback is that coun-
ters and chains will increase the risk
you're facing, which increases the
damage you can receive and likewise
reduces the amount of damage and
percentage chance you have in hitting
a certain body part. Body part? Yes,
that’s right. Hit them in the legs and
they run slower. Hit them in the arms
and their attacking power goes down.
Hit them where they're heavily guard-
ed, and you'll be blocked.

The previous works of director
Matsuno Yasumi and artist Yoshida
Akihiko include Tactics Ogre and Final
Fantasy Tactics. Whether it's the cool
character design or the breathtaking
musical score, their amazing style runs
thick as blood through Vagrant Story.
Just wait till you try the Weapon
Construction features, which makes the
Job Mode in FFT look like a cake-walk.
It seems barely adequate to have to fit
the majesty and brilliance of Vagrant
Story into two pages, but for what it’s
worth, Matsuno (who unfortunately
doesn’t work for Square anymore) and
Yoshida have created the best RPG on
any console, period. B

clubs and hammers
will do the trick.

ORIGINALITY-O-METER

PLUS
Intuitive combat system. Rivetting
art direction and dialogue.

MINUS
Weapon Construction mode
will weird many people out.

VISUALS SOUND GAMEPLAY

33 90 95

OVERALL

39

Forget Final Fantasy.
Forget Lelda. Vagrant Story is the
finest the genre has had to offer in years.
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MARVEL VS CAPCO

reviews» l

VCEWERY

THE NEW AGE OF HEROES

James Ellis wears spandex all the time, so understandably he felt at home with this game.

RATINE: M
SUPPORTS: VMU, Arcade stick

w At the time of writing this
review, I'm living in a lice-
infested hovel in some undisclosed
outer suburb of Sydney, fearing for my
life. Why? Because 1 wrestled this
review from the shadowy fanatical fan
boy, Kevin "Capcom” Cheung, and I
fear retribution. Yet my current state
really sums up the feeling towards 2D
fighters in this, an epoch when 3D
fighters are basically the norm, and
where gamers are either huge fan boys
of Capcom’s 2D fighters (and others)
willing to shed blood to get their mitts
on them, or see them as a passé sub-
genre not utilizing current hardware. If
you are of the former however, let me
just state that you NEED this game.

SUPERHERO SUPERS

Marvel vs Capcom 2 is definitely
more than a worthy sequel to the origi-
nal, and indeed to all the preceding
“"versus” games, as it features all their
characters plus all the characters from
Capcom’s older COTA and Marvel Super
Heroes. The total number of playable
characters is a staggering 56, and can
be accessed after they’ve been bought

with points earned through the games
various game modes. Apart from this
huge increase of playable characters,
MvCz pushes the game’s innovative tag
team battle mode further along its log-
ical progression with a new 3-on-3-tag
team battle rather than 2-on-2. This
allows great customization as you can
now have that extra depth of character
selection, for instance mixing up a
good close fighter like Psylocke with a
projectile firing opponent like Cable,
and then backed up by the menacing-
ly huge Russian machine, Zangief. Or
how about creating personal
favourite teams based on the
characters fiction, with teams

of Ryu, Ken and Akuma or even [SESIRS

an Avengers or Super villain
team: the characters are all
there. And they are fairly differ-
entiated, with characters com-
ing from different games that
had a different emphasis on
different elements.

The other major difference
that this game has over its pre-
decessors is that the medium
attack buttons have been omit-
ted, with two assist buttons cor-
responding to each partner put
in as replacement. When I ini-
tially heard about this feature
my conservative suburban
streak grew anxious, as
thought about how this could
detract from gameplay. The
medium attacks themselves
haven't been omitted totally

from the game, but are now accessed
by, basically, hitting the light attack
buttons twice. This may sound dodgy
but after playing the game extensively,
I must admit that Capcom have made
the right decision here, as the lack of a
medium button accentuates the combo
system that the mastery of the game
demands by making it more accessible
without dumbing it down too much.
0Oh, and don't listen to those “other”
reviewers claiming that the combos are
just a product of button pulping, as
these people probably think that "pho-

netics” is the ability to fart silently. No,
the combos still require some crack-
shot timing and co-ordination to be
truly effective.

A HUGE 3D CLOWN EFFIGY

The improvements aren't just to do
with gameplay innovation or improve-
ment, as Capcom have also introduced
a graphical first into their two dimen-
sional fighters in the form of 640x480
3D rendered backgrounds. The levels
aren't consistently jaw dropping, as
some levels are on the whole still basi-

TRADITIONALLY THE SHIELD SHOULD BE WELD IN FRONT.




cally composed of a few layers of sprite
based backings, but then you'll freak
out when you see the amusement stage
with its marvelous huge 3D clown effi-
gy. The only let down is that the char-
acters themselves are still rendered in
the standard resolution, so if you plan
on exploiting the VGA box compatibili-
ty be warned that the characters will
look quite blocky, otherwise rest
assured that they look the same as past
Capcom 2D fighters.

TART BUFTTON

AL RN

"
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The presentation of the game is top
notch in itself. One effect that I par-
ticularly liked was the pre-battle
screens when the match up portraits
scream through a weaving light hive,
and the players prepare for the ensu-
ing insane action. And insane it is.
The graphics and animation look
damn sexy, as they shoot around on
screen erupting in the huge over the

top Super moves that can be used and

commanded like never before. For

A i L s,
GABLE PREPARES TO SHOOT THE GHANDELIER ABDVE THE HULK'S WEAD.
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instance you can delay your Hyper
combos, meaning that players can
jump out and perform a super in con-
nection with the character before
hand. As with the past games in the

series, the super moves are really what

separates this game from the rest of
the pack. Indeed, you'll sometimes
just sit back and be aghast at the
enormous cornucopia that detonates
on your screen when all three of your
heroes jump in and unleash their

attacks. Sometimes it only takes one
character's attack to amaze. For
instance, a point blank run in with
Magneto's Magnetic Tempest will see
a flurry of psychedelic explosions on
your opponent, and Ruby Hearts
Pirate ship assault will bombard the
screen with canon ball fire - all inno-
cent fun not intended to induce
shooting sprees.

The only negatives are fairly minor.
The Dreamcast control pad still isn't
the most desired peripheral for this
game, the end boss Abyss sux hard,
and for the hardcore - the game is not
nearly as tough as it could be. Still, it
doesn’t stop me racking up the hits. m

o
{3y
0

TIGHTPANTS-0-METER

PLUS
Huge number of incredibly
playable characters. Benchmark
for future 2D fighters.

MINUS
Won't convert strict 3D
fighting fans. Crappy boss.

VISUALS SOUND GAMEPLAY

84 80 89
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MUHAHA, BEGIN THE COMVEYDOR BELT AND THOSE GAME BOYS WILL BE SLAG!

IN COLD BLOOD

DMC, world renowned cad and bounder, was the only man for the job.

WAILABLE: Now
GATGORY: Action/Adventure
PLAYERS: 1 '
 pUBUSHR: Sony
PRICE: $69.95

RATINE: M

w The third person adventure

genre has had a rash of quality
titles recently, including Fear Effect and
Resident Evil: Nemesis, Following in
these footsteps is Sony’s much hyped
attempt at the genre, In Cold Blood,
which leans towards the stealthy spy
side of things. In fact, the game has an
almost Bondesque vibe, what with all
the plummy British accents and Russian
bad guys. While Revolution have aimed
for a cinematic feel, unfortunately there
is little of the style or fun of a Bond film
to be found here.

| SAY, TALLY HO CHAPS!

The game begins with a gorgeous
pre-rendered movie, centering around
mysterious events that have precipitat-
ed a conflict between China and the
US. In a commendable storytelling
twist (not something game developers
often pay attention to), you begin the
game at the end. Our plummy British
superspy, John Cord, is strapped to a
chair, blood dripping from his wounds,
as he is interrogated. The gameplay is
John's recollections of sneaking around
a uranium mine in the Russian splinter
state of Volgia. This is all in aid of res-
cuing fellow secret agent Kiefer and
finding the secrets he was searching

for, which are somehow related to the
aforementioned geopolitical stoush.
Like Fear Effect and Final Fantasy,
the game uses polygonal characters
moving within pre-rendered environ-
ments. These environments look good,
with many sweeping cinematic shots,
but are rarely exceptional.
Unfortunately, there is a fundamental
flaw to the graphical presentation:
much of the time, you can barely see
the characters! In an attempt to create
a 'cinematic’ feel, the camera is often
placed so far back that your character

and others become indistinct blurs.
This makes precision control some-
what difficult, a big problem for a
game based on stealth. A wrong step
leaves you in a heap on the ground
riddled with holes, kindly adminis-
tered by Russian guards. This is made
worse by frequent and disorienting
cuts between scenes, confusing you as
to Gabe's position. The lag time
between cuts is also frustrating, mak-
ing gameplay stilted.

When the camera is close enough to
your character to see him, the situa-

tion doesn’t get much better. Control
is clunky, and inaccurate. Again, this
raises problems in a game that
demands accuracy, whether it be in
pressing a button to open a door,
shooting or hitting a guard, or
attempting to sneak past them. While
the game is Dual Shock compatible,
the analogue control is cumbersome.
The control setup is standard for this
kind of game, featuring crouch, run,
attack, etc. Also featured is the
Remora, a gizmo that allows you to
hack into computers, communicate

IN AN EFFORT TO COMPENSATE FOR WIS PRE-ADOLESGENT BUM FLUFF, ROY BOUGHT HIMSELF THE BIGEEST GUN TOYS-R-US HAD
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Read the next
issue of Hyper
for a full
review of
Sony's next
action/adven-
ture — Chas
The Expr
Also coming to
PlayStation 2!

THE ONE MAN STEEL CAGE DEATHMATCH SOON GOT BORING.

with other agents, and access the on plugging bad guys full of holes you miss something early in the

information you've collected. The
movement of the characters looks real-
istic, but is very stilted and choppy.
What's more, John walks like a com-
plete gimp. Someone really should
remove the pencil from his arse.

SPIFFY, WHAT WHAT?

The focus of In Cold Blood is reveal-
ing the mystery, rather than action.
Interacting with other characters is far
more important than in other games of
this genre, which tend to focus more

than asking them questions. The game
starts off very slowly, especially in the
face of gameplay flaws which take
some getting used to. Once you adjust
though, there is some interesting
adventuring to be had.

The puzzle-solving has entertaining
moments, ranging from disarming
guns, stopping robots and rescuing
people, to plain old sneakin' about
and exploring. However it is let down
by two major flaws. Firstly, you have
to find everything first time around. If

game, this can mean big problems
later on. Secondly, the poor control
often lets you down when attempting
puzzles that require accuracy or tim-
ing. The game also features plenty of
aimless wandering about where noth-
ing much happens.

Plagued by fundamental design
faults — from poor graphics, to confus-
ing camera work and messy control —
the game is playable, but disappoint-
ing. Beset by problems, In Cold Blood
falls dramatically short of the hype. ®

BLDDD-D-METER

PLUS
Interesting story, some good puzzles.

Poor control. choppy graphics.

VISUALS SOuND GAMEPLAY

10 87 68

OVERALL

/0

After all the anticipation,
In Cold Blood just leaves us cold.

In Cold Blood was intended to be a cinematic production. While visually this has caused some
major problems, it does have one up side: excellent sound. Whilst the voice acting is hammy, the
atmospherics, and occasional music are superb. Play it with headphones, close your eyes, and
lose yourself in the aural bliss of the industrial drones, hums, and clanks of a power station.
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AVAILABLE: Now

GATEGORY: Action/Adventure
PLAYERS: 1-Multi

PUBLISHER: 'Imivisiun
___PRicE: $89.95
RATING: M
REQUIRED: P266, 64MB RAM, 30 Card

DESIRED: P11 350, 128MB RAM, 16MB 3D Card

SUPPORTS: Garlic, Holy Water, Crucifixes

For those of you not up on

the world of pen and paper
role-playing games, Vampire The
Masquerade has been one of the most
popular RPGs worldwide with a stronger
focus on genuine role playing, than
rolling dice. With much of the game
centring on the dealings and struggles
between various vampire clans,
Nihilistic software have done a great

Christof
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Tledgeling
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Wilkem uses Discipline Feral Claws

job at staying faithful to the ethos of the
game with their PC title, Vampire: The
Masquerade — Redemption.

You start the game as Christof
Romuald, a French born crusader, who
suffers a "Band Aid won't cut it”
injury, and is left in Prague by his
sword brethren to regain his health. A
slinky young nun attends to Christof,
and whilst defending Prague against
the creatures of the night, he falls for
the nun, he is embraced (turned into a
vampire) by the sire of the Brujah clan
in Prague. Despite his despair at going
from crusader to creature, he swiftly
learns the merits of the kindred (vam-
pires), and starts performing quests for
his clan. The game starts in medieval
Prague, but also takes the player
through medieval Vienna, and modern
day London and New York.
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-
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DON'T WORRY, | HAD A VERY GARLICY LUNCH

VAMPIRE:

THE MASQUERADE REDEMPTION

Our vampiric ex-editor Dan Toose spots a few things that make Vampire a pain in the neck...

NONE PRETTIER...

A good way to describe the basic
gameplay mechanics of Redemption
would be to call it Diablo with a true
3D engine, and what a true 3D engine
it is. Nihilistic software can take a bow
so deep their foreheads hit the deck
for their outstanding efforts in
Redemption's visuals. Quite frankly,
this game rolls up any other RPG
you've ever seen, and smokes it, at
least when it comes to the graphics.
Supporting ultra-high resolutions,
Redemption delivers some of the most
stunning environments not only in an
RPG, but in any game at all. The
engine is quite customable, down to
how many shadows an object can
have cast off it. The various characters
and creatures aren't quite as amazing,
but they're still A-grade, and anyone

with gripes over the visuals with this
game has issues.

With a rich storyline, Redemption
features a healthy dose of voice acting,
and it's all good. So too are all the
sound effects, although those with 3D
sound may find the effect a little con-
fusing, since sounds seem to come
from a position relative to the way your
character is facing, rather than which
area of the screen, which would be far
more intuitive.

Now while Vampire has a strong
storyline, which is going to be
enough to pull most people the whole
way through the game, the gameplay
mechanics themselves leave a fair bit
to be desired. For starters, combat
feels way too random in terms of
results. Click all you want on that
enemy, but there seems to be a star-

YOU'RE TOD UGLY TO LIVE!




DAN'S LAST GIRLFRIEND DROPS IN UNENPECTEDLY

tling lack of consistency as to
whether or not you land blows, and
thus in some situations, whether or
not you lose a fight or not. One of the
first boss encounters with a vampire
named Mercurio is virtually impossi-
ble unless you exploit the ability to
move to a different area, heal up, and
come back, or catch him stuck on a
corner and use the Al glitch to kill
him. How about gearing the game so
you can win if you s yourself up
and cast the right spells? More
importantly, your friendly Al could
really use some tweaking. You only
control one character at a time, and
it's always real time, so while you're
trying to dispatch an enemy, your
buddy might run off and get them-
selves into deep trouble. You can
adjust friendly Al settings, as to what

you will and won't let them do, but
once combat breaks out, you really
have to watch everyone, regardless
how you have them set to act.

Character development is quite
detailed, and RPG fans that like
playing with stats will love this
aspect of the game. Being able to

end your experi on your stats
whenever you visit your safe haven is
handy you can improve particu-
lar stats you need to use items as
soon as you want to. The only part of
developing your character that is a
pain is equipment, You keep facing
off against creatures using weapons,
but very rarely can you take these
once they're dead, which is really
frustrating since you end up having
to buy most gear, and the buy/sell
rates rip you off badly.

CAPPROOCIAT

SAVE ME!

Argh! It's unfathomable how a
developer could make this mistake,
but Nihilistic have. Redemption
doesn’t allow you the option to save
your progress where you choose, but
rather auto-saves when you go from
one area (location) to another. So if
you've made your way through a
dungeon level, get right to the end,
and cop it, then you have to do the
whole level again. As a means of
saving, you can run to a point where
you go to another area/level, go
through and then come back, but if
you don't know when to anticipate a
difficult encounter, then this method
is useless.

A patch has been promised, and by
the time you're reading this, it should
be out, but patches should
improve network cod
optimise for new hardware, not pr
a basic gameplay function that a
should have been there.

If you're a fan of the ori
and paper RPG, then the storyline
and faithful reproduction of the
Vampire game ethos will probably
keep you happy. Those of you who
bought the game immediately will
have suffered through the save game
issue, but by now it should no longer
be a problem. But the Al frustration,
and the fact the game ends up being
little more than a long dungeon
crawl, make it a good game that

Id have been great. Multipla
an area that may develop into some-
thing that will make it a memorable
game, if enough people create inter-
esting scenarios for play online.
Something to keep an ey

reviews

Activision have
some spiffy vampire
packs to give away!
To win yourself one
of three special sil-
ver ankh Vampire
pendants
copy ef the Vampire
soundtrack on CD,
answer the follow-
ing question: Who
wrote about the
Vampire Lestat?

Stick your answer
with your name and
address on the back
of an envelope and

and a

send it to: Fangs For
The Freebies, Hyper,
78 Renwick St,
Redfern, NSW 2016.

GIB-D-METER
DP P

PLUS
Unbelievable visuals, Great
storyline. Nice character development.

MINUS
No save feature. Al problems.
Linear game progression.

VISUALS SOUND GAMEPLAY

3% 88 173

OVERALL

19

A good game that would have been great
except for a few very avoidable problems.

dAdAH« 49
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ECCO THE DOLPHIN:

DEFENDER OF THE FUTURE

“Well,” said Eliot, “the one thing that everyone | spoke to agrees on, apart from the fact that they all thought he was
barking mad, is that Cam Shea does know more than any living man about dolphins.”

AVAILABLE: Now
GATEGORY: Dolphin Adventure
_PuATES:

 PUBLISHER:

__ PRIGE:
RATIN

SUPPORTS:

VEA compatible, VMU

w Our more astute trainspotting
readers will pick the above para-
phrase from Douglas Adams’ “So Long
and Thanks For All the Fish", a fine
novel from which to learn about dol-
phins and their true place in the grand
scheme of things. According to Adams,
mice are the most intelligent species,
followed by dolphins then humans.
Ecco: Defender of the Future reinforces
this. At some point in the future, you
see, dolphins and humans team up to
form a mega-civilisation, giving birth
to a utopian future for Earth. It's a
shame then, that an evil force is deter-
mined to ruin this humammalian soci-
ety. Known only as "The Foe", this
organisation travels back in time in an
effort to prevent the dolphin/human
symbiosis from ever forming.

STUPID BUG! YOU GO SQUISH NOW!
Fortunately for Earth, Ecco is acci-
dently swept up in this time travelling
caper and finds himself with the formi-

dable task of saving all life on the
planet. Ecco’s Dreamcast quest takes
on a much more surreal quality than
previous installments, travelling back-

wards in time, then visiting the differ-
ent versions of the future that result.
Ahh, the fun that can be had fiddling
with temporal causality!

The storyline is conveyed through
slick cut scenes, but these pale in com-
parison with the in-game graphics. The
underwater world of this title will quite
simply take your breath away. From the
clear blue water, sparkling white-sand
sea floor, ancient underwater struc-
tures, glorious waterfalls and richly
textured coral of the first chapter,
through to the increasingly strange
techno-industrial settings of later lev-
els, Defender of the Future’s environ-
ments are surreal and fascinating.

Ecco is undoubtedly the highlight of
the visuals, perhaps being the most
convincingly lifelike game character
ever created. The model is completely
seamless, and moves with a grace and
suppleness befitting the species. He's
got personality too, in that infectiously
happy way that only a dolphin can.
Appaloosa have clearly done their dol-
phin homework.

They've also given the gameplay
some thought, giving Ecco versatile,
practical controls and a good range of
abilities. As in his previous games,
Ecco has a speed boost that can be
used to avoid and attack predators,
and eat fish. The use of sonar is also
back, allowing Ecco to talk to other
dolphins, whales and glyphs. You'll
learn game objectives, new moves,
secrets and dolphin songs through
sonar. The dolphin songs are particu-

larly cool, giving Ecco mastery over
many creatures. Using it you'll be able
to do things like command a school of
glowing fish to follow you through a
dark cave for illumination.

OH | WISH | WISH | HADN'T KILLED
THAT FISH

Other moves in Ecco's arsenal are
quick stops, swimming backwards, 180
degree tums, barrel rolls, loop the
loops and tail walks on the surface.
There are also certain glyphs that tem-
porarily affect Ecco, giving him cloak-
ing ability, increased power, or hyper-
charged sonar that can blast away
obstructions or attack other creatures.
Very cool, and very useful.

Being a mammal, Ecco needs to
return to the surface reqularly for oxy-
gen. Simply poking your bottlenose
above the water will do the trick, but

better yet you can use the speed boost
to leap out of the water to literally "get
air” in a spectacular fashion. As well as
monitoring Ecco’s oxygen levels, he
also has a health bar which is replen-
ished by catching most types of fish.
The onscreen display is appropriately
minimalist, but it's disappointing that
there's no mapping or radar function.
Ecco has sonar built in, so it's a little
contradictory that there's no map
showing nearby creatures and struc-
tures. This would certainly have made
navigation simpler.

THIS IS INDEED A DISTURBING
UNIVERSE...

Ecco’s underwater setting has
allowed Appaloosa to get away from
the traditional "find the key” affairs
that tend to haunt adventure games,
introducing mostly non-linear game-

ECCO MAKES FRIENDS WITH SOME NUCLEAR FALLOUT




For those of you who've never heard of Ecco — he made his first appear-
ance in Ecco The Dolphin and Ecco: The Tides Of Time on the Sega Mega
CD and also Ecco |r. on the MegaDrive.
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EGCD AND HIS INTER-RACIAL MARRIAGE WAS WEVER ACCEPTED BY THE OTHER SEALIFE

play in the form of a wide variety of wealth of abilities combined with the
tasks and challenges. As the environ- variety of environments, sea creatures,
ments progress from naturalistic puzzles and interactivity really come
worlds to more technologically together into a cohesive whole.
advanced ones, so too do the puzzles. Defender of the Future is the sort of
Early on you may have to rescue a tur-  game where you can lose yourself for
tle cowering in fear of a few sharks, hours simply swimming around,
whereas later you may be manipulat- admiring the visuals, teasing the tur-
ing arcane looking levers. Ecco’s style tles and attempting daring aerial

of gameplay won't be to everyone's maneuvers over and over again. And :
tastes, and can be frustrating at times.  that's what being a dolphin is all JOHNWEST-D-METER
Even so, Ecco’s maneuverability and about, right? =

PLUS
Amazing visvals and great sound too!
G0Hz option, full screen PAL.

MINUS
Might be too aimless for some.
Motion sickness is also a possibility.

VISUALS SOUND GAMEPLAY

94 90 89

¥
!
ECCD - 50 HARD HE GOT A TATTOD
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00 YOU WORK FOR JOHN ROMERDY? DIE!

DAIKATANA

It's been three years in the making, and now it's here. Eliot Fish steps on a frog...

AVAILABLE:
CATEGORY: First Person Shooter
 PLAYERS: 1-Multi
PUBUSHER: Fidos Interactive
PRCE: §89.95
BTG M
REQUIRED: P233, 32MB RAM, 3D Card
DESIRED: P11 400+, GAMB RAM
SUPPORTS: OpenGL. Direct3D

Over three years ago, John

Romero left id Software to
start [on Storm. At the time, everyone
still thought of the man as a gaming
God, having worked on some of id
Software’s biggest hits — Wolfenstein
3D, Doom 1 § 2, and Quake. The
thought that he would be able to con-
centrate on developing his own First
Person baby without the other egos at

id Software fighting with him for cra-
nium space was an exciting one. The
man was considered a genius. Well,
his long-laboured, much-troubled,
very expensive game is finally here.
Daikatana. Now, surely, we should all
be jumping up and down, ripping the
shrink-wrap off the box with our
teeth, right? Dancing naked with the
instruction manual and licking the CD
tray... right? Uhhh... well actually,
playing Daikatana makes you wonder
if John Romero ever really had any tal-
ent at all. Where exactly did that
reported $30 million go to? It certainly
didn’t seem to find its way into feed-
ing the development of this game. Are
there a bunch of programmers sitting
back on some beach in the Bahamas
somewhere as we watch this crappy
opening FMV?

SHOW ME THE MONEY

Daikatana began development
when the Quake engine was the
hottest thing out there. However, they
had to switch over to the Quake 2
engine as they were still working on
the game a year or more later, and
the transition seems to have been a
problematic one. It may now be run-
ning on the Quake 2 engine, but it
still feels like Quake 1. Actually, it
even still looks like Quake 1. The gibs
certainly do. Player movement has the
same Quake feel — fast and erratic —
plus the Quake 1 physics seem to be in
place. [ guess that's the result of
beginning development of a game
and shipping it over three years later.
It's not that the Quake 1 engine is bad,
it's just that it doesn’t date very well.
We have other 3D engines out there

¢

now that can do sooo much more, that
with Daikatana, you can't help but
feel as if you're playing an old game.
The first episode in Daikatana is
probably the worst set of levels in
the whole game, so it makes you
wonder why lon Storm were happy to
have the game begin in such a hor-
ridly unimpressive way. For starters,
a) the first enemies are tiny frogs
and thin mosquitoes that are very
hard to see, b) the environment is
way too dark even with the gamma
adjusted, c) your weapon makes so
many flashy effects it obscures where
you're shooting and d) the level
design is atrocious. This is more
frustrating than fun and it's an
example of the plethora of design
issues that plague this game. Take
ladders for instance. Why is it so




!IIHE“, | HAVE COME TO CLAIM YOUR SOUL FOR CRIMES AGAINST GAMEPLAY

hard to go down a simple ladder?
wWhy do we have to put up with
falling to our death, because the
programmers couldn't get it right?
We all know what it's like to die
unfairly in a game — when you're
shot by enemies that are placed out
of view or when you fall and die
because they didn't get the clipping
right on a polygon — it has nothing
to do with the skill of the player, and
as a result, it just makes you angry
at the game. Well now in Daikatana,
a game that is swamped with these
problems, it just got even worse. To
be able to save your game, you have
to find Save Gems that are scattered
throughout the levels. The Cems are
never in logical places (like coughed
up by a boss after you kill it), but
seemingly randomly placed in the

map. This means that you have to
replay huge sections because you
didn't quite make it to the next gem.
If the game was fun, maybe we
wouldn't mind, but when it’s an
exercise in frustration then you won-
der why you're bothering with a
game that makes you want to take to
your monitor with a hammer.

Al - ANNOYING INTELLIGENCE

If you didn't think it could get any
worse that the abhorrent Save Gem
concept, then think again. The
Artificial Intelligence of your team-
mates in Daikatana only results in
more deaths — either to you or their
own stupid skins. The main problems
are that you need your teammates
with you to exit a level and if they die
at any point in time it's Game Over.

reviews

Now considering their Al is so bad
that they'll run in front of you when
you're trying to shoot, or wander off
in a level and die, or that sometimes
they decide they can't jump the sim-
plest incline or that a doorway is too
challenging to pass through... argh,
it's painful to even relive the monoto-
ny of baby sitting those idiots here in
print. Maybe we could also lay some
blame on the poor level design. In
short, some of these levels are terrible,
difficult to negotiate and the ugly
textures and lighting make them hard
to even see. It may sound like I'm
angry... and I am! Daikatana just
makes you feel that way.

To put it simply, Daikatana fails in
nearly every respect. It's more annoy-
ing than fun to play, and that's a sin.

GIB-0-METER
DDDY

Suck it down, John.
PLUS

Co-op mode is cool fun as it

removes the annoying Al sidekicks.

MINUS
You'll feel ripped off countless
times due to poor game design.

10 62 359

OVERALL

A regrettable experience.
They should have just canned it.

GAMEPLAY

Y3dAH« 1L
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GOTTA BE GOTTA BE THE FREAK OF THE WEEK. HIT EM WITH THE BOP GUN

AVAILABLE: Now
CATEGORY: Action
PLAYERS: 1
Atlus

PUBLISHER:
PRICE: $89.95
RATING: M

SUPPORTS: VMU, Vibration Pack

@ As a general rule, first per-
son shooters and consoles
don’t mix. There are the odd excep-
tions, though. Goldeneye and Perfect
Dark, while grotesque and incompre-
hensible to most mouse-oriented PC
gamers, work quite well on a control
pad. But a first person sword-swing-
ing game? Well, Atlus should at least
get some credit for trying.

Maken X is the central figure in a
grossly misguided sci-fi story. It
plays on the psychological "defini-
tion of self” fad that Evangelion fans
will be familiar with, where the
Maken X is an artificial being that
can only live when psychologically
bound to another living person. It's
symbiotic. And it can leap from per-
son to person, “brain jacking” as it's
called, taking on the knowledge and
physical traits of its hosts.

The irony is that while the Maken
X represents the forefront of psycho-
logical research, its true purpose is
to be used as a secret weapon
against a powerful psion intent on
ruling the world. As such, the
Maken X manifests its physical
appearance in the form of a sword
held by the host.

MAKING BUTTERFLIES WITH
YOUR HANDS

The game is presented in first per-
son perspective. The analogue thumb
pad moves you forwards and back,
and turns left and right. The left trig-
ger lets you look around freely, but it
disables your ability to move whilst
attacking. The right trigger enables
strafe, the Y button locks on to a tar-
get, the A button jumps, and the X
button is the all-important attack but-
ton where you use the Maken X to hack
baddies into little pieces.

With such an arrangement, Maken X
is an exercise in pure tedium. There
isn't even an option to change the but-
ton configuration. All fans of first per-
son shooters — even Goldeneye and
Perfect Dark fans — will be grappling at
their control pads with contorted,
mangled fingers before chucking the
pad in disgust. You cannot do more
than three things at once without suf-
fering some kind of cramp. Want to
jump in the air, lock on to an enemy
and slash him without falling over the
edge? Good luck. Maken X is simply
not user friendly.

If you can persevere through the
first couple of levels and attain some
measure of mastery over the controls,
Maken X is actually quite a good
adventure game. Each stage offers an
even mix of simple puzzles, Mario-
style platform jumping, and straight-
out bad-guy butchery with your
demon sword. Progress even further,
and you'll find more depth being
offered in the way of new special

MAKEN X!

Because Kevin Cheung knows symbiotic weaponry so well, we gave him this game...

attacks, counter-attacks, and other
cool manoeuvres for close combat.
Some levels also can only be con-
quered by brain-jacking the right
characters. Some of them can perform
martial arts moves like leaping over an
enemy and attacking them from
behind; whilst others can throw pro-
jectile weapons and charge up for
extra power,

That being the case, Maken X is the
kind of game that can grow on you
with some serious time and effort.
However, we're talking about some
major patience and someone who can
accept using a sword in a genre that's
dominated by ass-kicking guns with
barrels you could fit your fist inside.
We're also talking about someone who
can stomach long spiels of lacklustre
voice acting for a hole-ridden sci-fi
script that you can't even skip through.

By themselves, none of the faults in
Maken X are that horrible. There are
plenty of great games with suspect
plot lines, and there are just as many
with inappropriate control interfaces.
Add them together along with the rest
of the problems in Maken X, however,
and it can potentially destroy whatev-
er enjoyment there is to be had.
What's particularly pertinent here is
Maken X would've been much more
enjoyable if it were controlled through
a mouse. With the Dreamcast’s mar-
keting focus shifting to big-name first
person titles like Quake 3 Arena and
Outtriggers, Sega and its customers
had better hope the upcoming mouse
peripheral is launched without a

If you're a Dreamcast
owning First Person
Shooter fan, then get
happy, because soon
we'll have the mouse
and keyboard and
games like System Shock
2 and Half Life...

hitch. Either that or they'd better have
a serious rethink about how the DC
control pad is implemented, because
in its present form, it just doesn't
work. Maken X is a rental candidate,
and maybe a 'try before you buy’. ®m

LIVINGSWORD-0-METER

PLUS

Solid, seamless graphics

MINUS
Retarded voice acting.
Impossible control interface.

GAMEPLAY

VISUALS

87 80 71

SOUND




DMC goes the burl on a gnarly one...

AVAILABLE: August
CATEGORY: Skateboard sim
PLAYERS: 1-2
PUBLISHER: Sony

© PmCE $69.95
RATINE: § _
SUPPDRTS: Dual Shock

w Having suffered from a plague

of mediocre snowboarding

games for years, it seems the
PlayStation is about to experience a
similar phenomenon vis-a-vis skate-
boarding. There is one, and only one
reason for this: the phenomenal success
of Tony Hawk's Skateboarding. A totally
ignored avenue of game development
until Tony appeared on the scene,
skateboarding is now getting some
attention, because Tony has demon-
strated there’s big bucks to be had in it.

WON'T SOMEBODY PLEASE THINK OF
THE CHILDREN?

All skateboard games will live or die
by comparison with Tony Hawk (and the
soon to be released sequel). Thrasher:
Skate and Destroy took a completely
different tack, by focusing on the tech-
nical side of skateboarding. It was frus-
trating, but at least it was different. By
contrast, Grind Session so closely fol-
lows the format of Tony that it plays like
some kind of unofficial sequel.

Grind Session gives you a variety of
play options, but the main game is the
one player tournament. Progressing
through the levels is done on the basis
of 'respect points’. Respect is earned in
a variety of ways. Busting tricks earns
you points, and in a move sure to cor-
rupt the kiddies, so does vandalism
(skating into bins etc). An interesting
addition are the "technical lines’. By
pressing Lz, your skater surveys the
area with his 'skaters eye’, indicating
the lines to carve for extra points. This

give you incentive to learn the areas
well, and work out how to link up and
master these difficult lines.

The levels themselves are quite nice-
ly designed, with large skate-able
areas, and plenty of ramps, jumps, and
bowls. However they are let down by
poor graphics, which sometimes make
the surfaces seem muddy and indis-
tinct, making it difficult to know
whether you're about to skate up a
ramp, or hit a wall.

HEY CUTE STUFF, HAVEN'T | SEEN
YOU SOMEWHERE BEFORE?

Now, here's the rub: the trick system
is identical to that of Tony Hawk. Board
Flips are executed with square, grinds
with triangle, spins with shoulder but-
tons etc. This makes it easy to get into,

and the layout is intuitively simple. But

it begs the question 'what's the point?”
By utilising the same system, Grind
Session is attempting to compete on
the same ground as a game that is
already massively successful. While
there are a few extra moves, like the
ability to backflip, or do boardslides,
in essence Grind Session has ripped the
core out of Tony Hawk, and slapped it
in a new graphical shell.

The game is also let down by a lack
of 'realism’. Graphically, the courses
have a cartoony feel to them, and the
physics engine really isn’t up to the
same standard. There are many occa-
sions where you're going to land a
trick, and you end up in a chronic bail,
or vice versa. Grind Sessions simply
doesn't convey the feel of skating as
well as the game it's trying to imitate.

There's nothing particularly wrong
with this game. It plays intuitively,
there are plenty of tricks, and well
designed courses. However, it loses
respect big time for being such a thor-
ough rip off. There are more moves
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than Tony, to be sure, but Tony Hawk 2
is immanent, and the demos demon-
strate far more depth and variety than
Grind Session has to offer. If you need
to skate, pick up Tony Hawk from a
bargain bin, or wait until the sequel
hits the shelves. ®

PLUS

Playable, intuitive control, lots of levels.

Totally derivative.

VISUALS SOuND GAMEPLAY

18 14 10

OVERALL

/0

While technically a good game, ‘
Grind Session is close to plagiarism.
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AHH GUTE JAPANESE CHARAGTER 15 COMING TO KILL US

PINK DOESN'T EXAETLY SAY “TOUGH" NOW DDES 1T

BOMBERIVIAN 64

THE SECOND ATTACK

Da bomb or a bomb? Nick O’Shea rigs his car with C4 and drives in to the Hyper offices to find out.

AVAILABLE: TBC
" CATEGORY: 3D Puzzle/Platformer
PLAYERS: 1-4
PUBLSHER: Hudson Soft
PRICE: $99.95
RATING: &

SUPPORTS: Rumble Pak

w I remember, back when I was
a kid, playing Super
Bomberman on the SNES that | had
purchased with the money I earned
toiling long hours on a Woolworths
checkout. The absolute riots that
myself and three friends would have
chained together with a multitap...
unbelievable. The wee hours of the
morn would be whiled away hurling
highly explosive devices at each other
and rolling around in hysterics. That
was later followed up with the Saturn
version of Bomberman. Holy of holies,
this allowed you to have TEN players
simultaneously trying to reduce each
other to ash. JOY! A small fortune on
controllers later, you were in 32-bit
multiplayer gaming heaven... And
then came the 64-bit translation,
Bomberman Hero. Once known for its
classic puzzle-filled gameplay and
multiplayer madness, it seemed that
Bomberman was never intended to live
in a three-dimensional universe.

HANDS OFF MY DETONATOR

The visuals that greet (assail?) your
eyes when you turn on your N6y are
probably some of the worst you will
have seen in several years. This might
be excusable if Second Attack was a

launch title for the system, but it is just
plain unacceptable at this stage of the
console’s life. Everything looks
smudged and blurry, the framerate is
appalling and the polygon counts of
the characters are nearly laughable.
One of the bosses has a torso that is
nothing more than a cube.

The single player game sees
Bomberman making his way through
seven (not particularly) different
worlds. Each world consists of a num-
ber of interconnected rooms. You enter
a room, bomb the crap out of the con-
tents and then you are allowed to
progress. The enemies seem to wander
about aimlessly, taking little notice of
you and making no effort to attack,
which lets you breeze through the lev-
els. Any puzzles are a simple matter of
‘hit that switch’ or "push that block’,
and would hardly challenge a two
year-old. The bosses on the other hand
are rather tough (and very similar), and
with the loose controls, you often find
yourself having to continue and take
them on more than once - a second
encounter involving sitting through
boring dialogue that you can’t skip.
Your compatriot Pommy opens the
opportunity for two player co-operative
mode, but sadly, Pommy's capabilities
are such that it probably wouldn't keep
anyone interested for long.

BOMBERMAN DEFUSED

While the multiplayer aspect is easi-
ly the strongest part of the Second
Attack package, it still falls flat much
like the multiplay of Bomberman Hero.

The playfields of the old 16 and 32-bit
days had a claustrophobic feel, and
you really had to be on your toes - oth-
erwise you'd get boxed in between a
bomb and a hard place. The immense
joy from delivering such a fate onto an
unwilling victim is nearly indescrib-
able. Ever since the change to 3D, the
playfields have been much more open,
and evading explosions has become
more a simple matter of sidestepping.
The offensive element of gameplay has
been downgraded to the degree where
you practically have to throw a bomb
onto your opponent’s head to knock
them out cold before you have much
hope of getting them with the blast -
this makes for pretty yawn-inducing
play, indeed.

I'd like to see a 2D Bomberman
revival, perhaps moreso in a 2.5D sense
a la Kirby 64. Keep the classic 2D envi-
ronments and use the excess grunt to
power 3D characters and jazzy graphi-
cal effects. Maybe it's just a dream, but
a dream that could possibly revive the
long lost Bomberman legacy. Now it's
your turn Hudson Soft! m

Where are all the other Nintendo 64
reviews this issue? It seems that due
to the arrival of Perfect Dark
(reviewed last issue), it's pretty quiet
out there in Nintendo land...

FIZZ-0-METER

PLUS

Bomberman returns...

MINUS
Probably worse than the
last Bomberman 3D effort.

VISUALS

42

SOUND GAMEPLAY

75 60

OVERALL

Classic frantic gameplay. wherfore
art thou, classic frantic gameplay.




Psygnosis are hard at work on

the furious Wipeout Fusion, Drakan 2 and Dropst

some PlaySta

n 2 titles, most notably
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AVAILABLE: Now
CATEGORY: Racing Smash ‘EmlUp
PLAVERS: 1-2

" PUBLSHER: Psygnosis

1’ BATHER THE KIND THAT YOU CHEW ON

DESTRUCTION

PRICE: $69.95
RATING: G
suppoRTS: Dual Shock

w Destruction Derby was an

early PlayStation classic. A
Psygnosis masterpiece that, while not
in the same league as Wipeout, provid-
ed many hours of joyous destruction in
those early heady days of the console.
The intervening 5 years have seen a
sequel, and an appalling Nintendo 64
version, as well as several PSX imita-
tions, notably the quality Demolition
Racer. So, what have these 5 years
taught Psygnosis?

WELCOME TO THE JUNGLE

Well, from the looks of Destruction
Derby Raw, they should have learnt to
leave the license alone, and go and do
something useful, like dwarf throwing.
For a game called Destruction Derby,
there is a curious lack of destruction
goin’ on. The racing is often dull to the
point of putting you to sleep. While
there is a decent sensation of speed,
there is no sense of danger to the rac-
ing. In general, the car response is
quite slow and sloppy. Sure, demoli-
tion derby cars are like bricks on
wheels, but games like Demolition
Racer managed to convey the feeling
of barreling along on the edge of
death, constantly in danger of losing

TURN YOUR FRIENDS INTD LUMPS DF WRECKAGE

DERBY RAW

DMC has an ‘appetite for destruction’ it seems. ..

it, while giving you sufficient control
to keep it interesting.

The end result of this is the manifest
absence of destruction. With slow slop-
py handling, how are you meant to line
other cars up in order to destroy them?
The biggest problem though is the
underwhelming collision physics. There
is no feeling of weight or impact when
you collide with your opponents, con-
veying none of the bonecrunching
action you'd expect of demolition rac-
ing. The best you can generally man-
age is a slight nudge — excitement city!

On the upside, there are plenty of
options. The primary race mode is
wreckin' racing, with a total of 25 tracks
to progress through. Points are earned
from getting a place and inflicting dam-
age on other cars. There are some great
track designs, particularly an excellent
Daytona style sloped circuit. Smash for
cash is played on the same tracks, but
focuses on destroying your opponents
and upgrading your car. Three enter-
taining battle modes are included,
including 'pass-the-bomb’ (an explo-
sive game of tag), the classic arena
which focuses on pure destructive may-
hem, and 'Skyscraper’ which is identi-
cal, but takes place on a building roof.

Unfortunately, the poor handling
and lack of action undermines these
features. Little design flaws also annoy;
for example the points meter is so tiny
that you have to struggle to read it. As
seems to be mandatory for demolition
derby games, this is all packaged in a
metal-lovin' hard-rockin extreme
bourbon-swilling context. The only up
side to this game, apart from the num-
ber of tracks and options, is that it
looks decent. Apart from the eye candy
though there is little here to rock your
world. With little actual demolition
action, Destruction Derby Raw plays
like an average racer with a slightly
higher accident count than normal. B

PITSTOP-0-METER

PLUS
Plenty of tracks. lots of options.

MINUS
Dull, dull, dull racing.

VISUALS S0uND GAMEPLAY

83 65 69

OVERALL

1

A demolition racing game that's ‘
a it light on actual demolition.
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Kevin Cheung somehow powerslides even when he's not driving! It's kinda weird...

AVMLABLE:

CATEGORY:

PLAYERS:
PUBLISHER:

PRICE:

RATINE:

A _SBPPIJIIIS_

Now
Driving

Steering Wheel, VMU,
Vibration Pack

S» While the V Rally franchise
enjoys a healthy rivalry with
Colin McRae on other systems, it has
an open field on the Dreamcast. Sure,
Sega Rally 2 already exists, but its
arcade-style racing doesn’t qualify for
providing the brand of rally simula-
tion that V Rally or Colin McRae strive
for. V Rally 2 EE follows hot on the
heels of its PlayStation counterpart
with a swag of new features that only
the Dreamcast can provide.

IS IT RALLY GOOD?

V Rally 2 EE is an example of what
the genre looks like when it’s at its
best. The cars are immaculately
detailed, displaying all of the labels,
lettering and paid adverts with such a
crisp clarity that you could almost
touch it. Even from the in-car view,
you can see the car's interiors as well
as your own hands in fine form. During
the races, the car can sustain visible
damage in the form of cracked win-
dows, broken lights, and some pretty
serious denting on the body of the car.
That's not even mentioning all the
dust, dirt, and mud that’'ll get caked
all over it.

The tracks are just as pretty. The tex-
ture detail on surfaces like the roads
and cliff faces is incredibly realistic.
Combined with the surrounding green-
ery, weather effects and real-time
lighting (particularly the night tracks),
V Rally 2 EE is virtually perfect in exe-
cution, especially given the fact that
the game runs at 6ofps more reliably
than Sega Rally 2. As a matter of tech-
nicality, there is frequent pop-up in
the distance, but it's only noticeable
because the rest of the game is so
faultlessly executed,

V Rally 2 EE's relative graphical per-
fection reveals that the genre still has
far to go. Some tracks look positively
vibrant as onlookers clamber out of
your way, while other tracks just look
static and dull. Crowds are inanimate
2D cutouts, as are the surrounding
trees and shrubbery. Much of it is sav-
agely overfiltered to create the effect
of a 3D environment, but more so to
hide these flat surfaces placed ran-
domly throughout the track. The prob-
lem is that as soon as you drive
straight through them, you can't help
but feel cheated — and if you'll
indulge this stretched analogy, it’s
like driving through the entrance of
the Bat Cave: you know it's not there.
At least there's a leaf-bristling sound
effect when you do hit the odd shrub.

BUMPER CARS

The only serious complaint to be had
of V Rally 2 EE is in the driving
mechanics. Basically, it's no Colin
McRae. It still has many arcade quali-

ties that sim fans will dislike. For
starters, the game is way too fast, and
it's implausible for any car to be
flipped so easily. Steering is also a bit
of a problem, as the analogue thumb
pad does no justice to the finer curves
of each track; and the brakes are too
subtle to be effectively used. As a
result, power-slides lose a lot of strate-
gic value and wind up becoming more
of a visual novelty. It's nearly impossi-
ble to avoid playing bumper-cars at
night thanks to the woefully timed
advice from your co-pilot. Less experi-
enced players will no doubt appreciate
this phenomenon by day.

In spite of these faults, most people
will enjoy V Rally 2 EE, especially for its
track editor and 4-player mode. The
questionable physics thankfully aren’t
too punishing - only the serious racing
and rally fans need worry about them.
In that regard, however, it's a little dis-
appointing that Infogrames didn't do
more to improve on them. On the whole
though, this is a hair-raising Rally
experience that'll have you completely
addicted to your Dreamcast for ages. ™
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It's going to be a tough battle, with
Colin McRae Rally 2 headed to the
Dreamcast in the near future!

POWERSLIDE-O-METER

A novel track editor. 4—player mode.

MINUS
Floaty driving mechanics. Car flips too easily.

VISUALS SOUND GAMEPLAY

92 86 89




Beware of hand injuries whilst playing Bishi Bashi Special. We're not
kidding! Mario Party on the Né4 resulted in Nintendo developing spe-
cial gloves to be used with the game to prevent any potential lawsuits!

FAIRY FLOSS WEIGHTLIFTING

BISHI BASHI S

DOES IT GET ANY BETTER?

Nick O’Shea tries desperately to write an amusing intro. Maybe some day...

AVAILABLE: Now
CATEGORY: Party Game/Button Mash
PLAYERS: 1-8

PUBLISHER: Konami
PRICE: $79.95
RATING: G
SUPPORTS: Memory Card. Dual Shock

I think Konami have some

kind of secret agenda. Behind
the scenes, the big K has been imple-
menting an insidious plan under our
very noses. Gradually, through their
series of arcade hits, they are trying to
eradicate all those that lack physical
co-ordination. It started with
Beatmania, with numerous follow-up
rhythm games, mostly musical. The
latest weapon of "dexterity cleansing’
has landed on the PlayStation - Bishi
Bashi Special.

MISHI MASHI

Bishi Bashi is probably best
described as Mario Party without the
board, while Bishi Bashi Special is a
compilation of the two instalments of
the series, Super Bishi Bashi and Hyper
Bishi Bashi. The game is essentially a
series of mini-games bundled together
to test your reactions and co-ordina-
tion. Some of the levels even borrow
from some of Konami's better-known
thythm games such as Guitar Freaks

and Dance Dance Revolution. One
unusual spin of the title is the way that
a lot of the mini-games are subtle vari-
ations on everyday life, such as walk-
ing down the street, cooking food, eat-
ing a meal, or turning a trip to the
lavatory into a race (which it can be
sometimes, when you don't have the
rubber pants on). [ was walking to the
Hyper offices just the other day dodg-
ing rolling logs and missiles thinking
what a good idea for a game it would
be, as a matter of fact. With a name
like Bishi Bashi, the game could have
only been the brainchild of the
Japanese - and so it is (as chance
would have it). Bishi Bashi is full of the
trademark Japanese irreverent style of
humour. While this can be somewhat
disorientating, it's also bizarrely
amusing. The graphics are quite sim-
ple, cartoony in an anime style and
functional, with sound to match. The
music maintains a frantic sense of
urgency while the wacky sound effects
and voice samples maintain a comedic
atmosphere. The zany way the
announcer shouts "WiiNAH - PlayAH
WON!" in that thick Japanese accent
really adds to the cheese factor.

BISH BASH | WAS TAKIN' A BATH
Every stage is preceded by a loud
'ATTENTION', and a brief description

of the controls used. There seem to be
pretty slick loading times for a
PlayStation title, but they may just
have trickily concealed the loading
behind the two menu screens that
lead both in and out of the stage. The
simple three button controls don't
really translate faithfully onto the fif-
teen button, two stick Dual Shock
pads though. Stages that involve but-
ton mashing have become ridiculous-
ly easy, and the levels that encom-
pass colour recognition aren't as
intuitive as they could have been.
This doesn’t affect the gameplay
heaps, but enough to require a token
whinge. Perhaps a custom Bishi Bashi
controller could be released for those
with money burning holes in their
pockets - that would solve this minor
interface hassle.

The game is obviously intended for
party play, but due to the design,
only allows two players simultaneous-
ly. This makes for a bit of controller
passing, but does prove to be rather
good fun. The single player game is
good for learning the controls, but
probably won’t capture your attention
for more than a few times through.
Bishi Bashi Special should prove
riotous fun for a weekend rental with
some friends, but probably doesn't
warrant a purchase off the cuff. ®

MASH-0O-METER

PLUS
Tests your recognition and
reactions to the max.

MINUS
Best as a party game —
pretty ordinary otherwise.

VISUALS SOUND GAMEPLAY

N 84 8

OVERALL

Fun for a while, but may not go the distance.
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WIP3OUT: SPECIAL EDITION

PLAYSTATION

We're all wetting ourselves in
anticipation of Wipeout Fusion on
PlayStation 2, but until that arrives,
Psygnosis have bestowed upon the
gaming community Wip3out Special
Edition. This tasty morsel comes
packing not only Wip3out, but a
selection of eight courses from the
first two games, with Wip3out
graphics, speed, powerups, ships
and multiplayer options. In many

0 AVAILABLE: Now

GATEGORY: Anti—grav racing
PLAYERS: 1-2

PUBLISHER: Sony

PRICE: $49.95
Ny e
SUPPDRTS: Dual Shock, Mem card.

oOsiE=E

ways this is the definitive 32bit
Wipeout game.

The only downside is that the cours-
es from the earlier games are in the
same minimal graphics stylee as
Wip3out, so they've lost some of their
lush original vibe. That said, this game
still looks fantastic, and the frame rate
and general speed that the game now
runs at far surpasses the original expe-
rience, so the tradeoff is more than
worth it. You'll blow your mind
hooning around Altima VII for the first
time in phantom class. Better yet, all
the speed classes are available from
the word go, catering to all skill levels.

It would have been nice if this
game had included a "best of”
Wipeout's music as well, as I yearn

m

for the original soundtrack when
playing the original courses. Another
point of dispute is the selection of
tracks included from the first two
games, as there are seven courses
missing — we would have loved to
have seen Karbonis V or Spilskinanke
in this game.

The Wipeout devoted might feel a
little shortchanged by this title, since
you're not really getting anything
new, but as a compilation, Wipeout
Special Edition is awesome value, and
a must buy for anyone who hasn't
played the series yet.

CAM SHEA

GAMEPLAY OVERALL

MUSIC 2000

The Music releases on PlayStation were
quite revolutionary, placing powerful
music making at practically anyone’s
fingertips. Music 2000 has now been
ported to PC — a much trickier market for
this kind of software. There's already a

£

Avaiapie: Now
CATEGORY:
PLAYERS:
PUBLISHER: Codemasters
pRice: $79.95

RATINE: &

Reguigen: Pentium 11 266, 3ZMB RAM,
16bit Direct X compatible
sound card, 3D card
Pentium 11 350, G4MB RAM

Music creation
1-4

DESIRED:

massive range of music making soft-
ware, from the cheaper entry level pack-
ages like Ejay and Rebirth through to
professional software like Cubase,

Music 2000 comes with a massive
library of riffs to play with, covering
most electronic music genres. These are
largely a disappoinment however, with
a lot of cheese to trawl through in
search of the worthwhile samples. The
options for creating, editing and
reworking riffs mean that you'll be
able to come up with some unique
sounds and beats, but these tools are
harder to use than they should be,
reducing their effectiveness.

Using a mouse makes zipping around
the options a lot easier, but the inter-

face is a little too fiddly. Many of the
buttons are annoyingly small and util-
ising many of the tools seems counter-
intuitive. The manual is comprehensive,
but the game's help menus are a joke —
so keep the manual close at hand.

The biggest changes over the
Playstation version are the ability to jam
with up to three other people on the
internet or over a network, and funkier
sampling options. Midi compatibility is
also a big plus, but chances are that if
you've paid for midi outputs on your PC
you've already got some decent soft-
ware and external hardware that will do
the job better than this.

The bottomline with Music zo00
is that Codemasters really needed

ViSUALS

to take the product way beyond what
the Playstation version offered. While
Music 2000 is still a useful piece of

software, Codemasters simply haven't
reworked it enough for the PC market.

CAM SHEA

SOUND GAMEPLAY

80 &

OVERALL

10 83

WARLORDS:

Warlords is a trusty strategy series
that has never failed to deliver solid
and reliable strategy gaming with a
fantasy feel. It's a winning formula of
turn-based troop management and
map exploration that hooks you in the
same way Heroes Of Might And Magic
does. In an attempt to do something

0 AVAILABLE:

CATIGORY:
PLAYERS:
PUBLISHER:
PRIGE:

Now
RTS
-4
Red Orb

$89.95
RATING: M

P200, 64MB RAM
Pll 266+

REQUIRED:
DESIRED:

BATTLECRY

new with the series, $5C have decided
to take the Warlords series Real Time.
Whilst this is new for Warlords, it's not
exactly a new concept for strategy
gamers, and in fact, Warlords Battlecry
feels like a bit of a rehash of classics
like Warcraft — maybe throw some Age
Of Empires in for good measure.
Battlecry is based around the "hero”
concept, allowing you to nurture
yourself to become a powerful hero,
depending on how you distribute your
experience points during your career.
You can also pick up other powerful
characters along the way, to help bol-
ster your standard troop types that are
generated in the usual RTS method,
and armies carry over into subsequent

missions. However, some of the
gameplay is typical fare — go
mine for resources and spend
them on buildings, troops and
upgrades — nothing too revolu-
tionary. There's an epic campaign
here that actually allows you to
choose to be good or evil after a
number of missions, which is a
nice touch, and certainly this is a
tough game, but it feels a little
too familiar to truly excite. All up,
Battlecry is a decent romp, has a
scenario editor and good multi-
player options, but it doesn't do
anything terribly fascinating with
the RTS genre.

ELIOT FISH

VISUALS

OVERALL

80 719 138

SOUND GAMEFLAY

I
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CATZ

0 AVAILABLE: Now

GATEGDRY: Pet Sim

PRICE: $43.95
PUBLISHER: Mindscape
FORMAT: Game Boy Color only

Catz is an interesting addi-
w tion to the “virtual pet” genre.
It's also one of a pair of
games, Dogz being the other game also
available (to those of you wha dislike
felines I guess). If you're sick of fanta-
sy creatures, like Pokemon, then Catz is
also a nice return to something a bit
more familiar, and for this
reason alone the :
game is quite
endearing.

First you choose the
type of cat you'd like
to take care of —
Persian, Calico or
Siamese. You name your |
furry friend, choose their §
colour and depending on |
how you treat them, T
develop their personality. &
Although Catz comes down |
to mindless "babysitting”
at times, with no true
reward in terms of blossom-
ing personality, the game is still
addictive and you'll still care that your
cat is well-groomed, or affectionate or
just simply happy with it's lot. What's
cool is that the game supports the
infrared link so you can trade with
other Catz users and even Dogz users.
The supply shelf, accessed by hitting
Select, allows you to grab a milk bottle
to feed your cat, as well as a brush to
groom it, a ball of string for it to play
with and other devices to ensure a
happy healthy cat. A simple title,
which doesn't have huge lasting value,
but it certainly cute enough to fiddle
with for a while,

AN LS

FRANK DRY

DINOSAUR

0 AVAILABLE: Now

CATEGORY: Adventure

PRICE: $49.95
PUBLISHER: Ubisoft
FORMAT: Game Boy Color only

The movie-to-game conver-
w sion curse returns. Whilst
Dinosaur from Disney may be
a fascinating CG film, as a Game Boy
game it bites the spicy Kranksy. This is
a horrid cash-in that doesn't even try
to provide the gamer with anything
remotely resembling entertain-
\ ment. Disney Interactive have
attempted to make an adventure
game (you know, go collect
these items etc) but the game is
so slow and awkward you're
guaranteed to switch it off
within minutes of playing.
Three dinosaurs and three
lemurs make up the control-
lable characters, and you'll
be switching between them
to solve a variety of puz-
zles. Whilst this is a con-
cept which has worked
well in other games, in
Dinosaur it
becomes rather
dull and
tedious.
; Visually, the
SEE) game is also a
let down. Sure,
the Came Boy
Color doesn't
have a hope in hell of providing any-
thing as startling as the movie, but this
cart is quite lacklustre compared to in-
house Nintendo games for instance. All
up, Dinosaur stinks of a rushed movie
cash-in which is only going to disap-
point fans who are looking to continue
the experience on their Game Boy.

FRANK DRY

-4

MARIO GOLF

0 AVAILABLE: Now

CATEGORY: Golf

PRICE: $49.35
PUBLISHER: Nintendo
FORMAT: Game Boy Color only

Mario Golf is one of those
w endearing little titles that
totally disrupts your sleeping
pattern! You'll literally be up until
dawn having "just another go". The
gameplay is simple, but so well exe-
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cuted that you won't be able to put the
darn thing down! With four complete
18 hole courses, an "adventure” mode,
and the chance to show Mario how to
get a grip on his club properly, Mario
Golf is a charmer. You can create your
own golfer, and then start entering
yourself into tournaments, hanging
out with the other golfers in the
lounge, and try to win your way to
success. Each of the four clubs are run
by a different personality, and that is
reflected in the courses and environ-
ments.

If you have Mario Golf on \
the Nintendo 64, you can
even use the Transfer Pak to
upload your custom golfer
from your Game Boy Color
into your Nintendo 64 game.
Whilst the gameplay consists
of just hitting the button at
the right time, just like most
Golf games we've played (even
on the PC), there are a whole
stack of different gameplay
modes including some devious
minigames which help break the
frustration of a painful tourna-
ment. Utterly addictive stuff, Mario
Golf is one of those must-have Game
Boy Color games, even if you don't like
the sport!

FRANK DRY

_game boy

SPAWN

0 AVAILABLE: Now

CATEGORY: Platformer

PRICE: $49.95
PUBLISHER: Konami
FORMAT: Game Boy Color only

Spawn is a great comic
book, but as a video game, all
incarnations have sucked.

Spawn on the Game Boy is another
embarrassing attempt at gameplay. For
starters, it's a side-scrolling beat 'em up
with absolutely no depth of gameplay.

# 7544 o000

You literally walk
Mr. Spawn along
and jump up and
down ledges, dis-
patching enemies
as they walk into
your path. This
really is the bottom of the barrel when it
comes to interactivity. There is very lim-
ited appeal here even if you are a mas-
sive fan of Spawn and the Spawn film.
Visually, the game is also
quite average. Whilst
everything is quite clear
and smooth, the anima-
tion is pretty poor and
sometimes you find
yourself even laughing
o at how dorky Spawn
actually looks. For some
reason, the way they've
drawn him, it looks
like he's running
around in a corset
and bra. Well, 1 guess
it wouldn't be funny
if you'd just paid
$49.95 for the cartridge.
Konami tried to vary the gameplay
with a motorbike racing section and
some variations on the side-scrolling
theme, but all up, Spawn is a yawn.

LODKIN' FOR
SOMET HINGT

FRANK DRY

6/10 4/10 8/10 4/10
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we'll let the game’s own intro fill
you in on the oh so compelling story:

"Dragon’s Lair - a fantasy adventure
where you become a valiant knight on
a quest to rescue the fair princess from
the clutches of an evil dragon. You
control the actions of a daring adven-
turer finding his way through the cas-
tle of a dark wizard who has enchanted
it with treacherous monsters and
obstacles. In the mysterious caverns
below the castle, your odyssey contin-
ues against the awesome forces that
oppose your efforts to reach the drag-
on's lair. Lead on adventurer, your
quest awaits.”

HOT AND BUTTERY

Imagine you're back in 1983. It's
scary [ know, but for the sake of the
next couple of paragraphs, somewhat
necessary. Ignore the tight denim jack-
et and thick Mr T gold chains you're
wearing, avoid mirrors for fear of being
blinded by your glam rock mullet, and
for God's sake don't turn on the stereo
or you might catch Michael Jackson
singing "I'm a lover not a fighter”
alongside Paul "Punce of The Beatles”
McCartney. Instead, let's think about
gaming in the year 1983. As you may
recall, the Commodore
64 was serving up
hot buttery gaming
goodness at home,

. With the Atari 2600
i fading on the
horizon.

The arcade,
however, was
still the place to

play the hottest

RAS30IpNG 9219v91

LIGHT YEARS AHEAD OF ITS TIME...
LASER DISC ANIMATION NOW

and most advanced new games.
Advanced in the sense, that is, that the
graphics were largely comprised of little
pixely things interacting with other lit-
tle pixely things. Not that there's any-
thing wrong with that mind you. Space
Invaders, Pac Man and Asteroids may
have looked simple, but in the quest for
the ultimate high score they sure were
addictive. Imagine, if you will, that in
this climate of hugely playable, but
somewhat graphically abstract games,
that a cabinet appeared in your local
arcade that looked like nothing you'd
ever seen before. Like a Saturday morn-
ing cartoon at your fingertips, but bet-
ter. Way better.

This was Dragon’s Lair. Featuring a
goofy hero, an unrealistically propor-
tioned princess, an evil wizard, a huge
dragon and countless other nasties,
Dragon's Lair looked about a million
times better than any other game in
the arcade. Using the new laser disc
technology, Dragon's Lair had high
resolution animated cartoon graphics,
and caused a huge fuss when it was
released. Crowds formed around the
machine at every arcade, and even the
steep price to play didn't deter gamers
eager to soak up this new experience.

Several years in the making,
Dragon'’s Lair was created by anima-
tion legend Don Bluth (involved in
many classic Disney films, and well
known for NIMH) and Rick Dyer. The
animation itself cost over $1.3 million
US, and amounted to around 22 min-
utes of footage all up. It certainly
looked great, but how did this game
manage to look so much better than
anything else at the time?

CHOOSE YOUR OWN ADVENTURE

By streaming the animation like a
movie off the laser disc. Gameplay
consisted of watching video
sequences, then hitting the correct
buttons at the right time to get
through to the next sequence. Enter
the wrong ones and you'd see a short
death sequence, and be faced with
paying to play on. It was essentially a
videogame "Choose your own adven-
ture”, and the promised "You control
the actions of a daring adventurer” in
the intro sequence was more than a
tad misleading. The controls were as
basic as they come, consisting of
“left, right, up, down and slash”, and
for all its graphical virtues, Dragon’s
Lair was a very shallow game, with lit-
tle interactivity.

So where should Dragon's Lair sit in
our chronology of gaming? Should it
be remembered fondly for bringing
an interesting new idea into the
arcades — despite the skeletal game-
play? Or should it be scorned for
putting aesthetics before playability,
and for the way that any redeeming
features were raped from the game
with the glut of merchandising,
sequels and console conversions
(3Do, Jaguar, Sega CD and SNES
among others) designed to cash in on
the game's initial success?

In any case, Dragon's Lair was
immensely successful, and anyone
who's curious can buy the DVD re-
release, or probably find the game to
download on the net. Be warned,
however, that you won't be down-
loading a "game” per se... more a col-
lection of avi files...

WHAT THE HELL'S A
LASER DISC?

Well, its about the size of a 12 inch
record, but where the analogue format
of vinyl (with its warm sound, and oh so
deep bass) was soon to meet its untime-
ly demise in the mainstream market,
laser disc was a new digital technology,
like an oversized CD. It has been hugely
popular in Asia for films and karaocke,
and only with the advent of DVD has
laser disc been usurped as the best
home cinema solution.

Blue Byte software are bringing PC gamers
an all-new Dragon's Lair 3D in the very near
future. Sporting a fully 3D engine, you will
have full control of Dirk as he explores the

environment over 2o levels.

d3dAH« S8
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THE IDIOT MENACE

Sandy Planet’s
atmosphere, which
the locals now wor-

ship as a Holy Relic.

From there

The opening is pure gold.
A renegade space pilot is
running for dear life from the
imperial fleet. The problem
is, she's not getting far
because a homing device is
sewn into her panties, allow-
ing the imperial commander
to chase her directly with his
astral projection. The first
three minutes see her run-
ning frantically through her
ship shedding one item of
clothing after another as a
ghost, laughing like a mad-
man, follows close behind.
Eventually, the mayhem
causes her ship to crash on
the isolated Sandy Planet. A
felt-tipped pen falls from the
ship during its entry into the

0 CATEGORY: Adventure, Comedy

ANMATION: 7

JUNGLE

ensues a bizarre
action comedy with
an even more bizarre love
triangle that's the product of
hilarious cross-cultural dif-
ferences. High-tech space
conquerors meet low-tech
country hicks with insane
super powers. Priceless
moments that border on hen-
tai, but remain tastefully
done. Appropriate usage of
super deformed characters.
Ridiculous
rapid-fire dia-
logues that
only a true fan b
would appreci- (,
ate. You cannot g
ask for more
than this.

Photon is [
basically a kid {

\ /
/S/

N

Unfortunately,

PRODUCTION COMPANY: Chaos Project/King Records the trinket also

brings a prophe-

nar: 7

cy of global

JAPAN-NESS: Medium

destruction at the

OVERALL: 7.5

Strength is determined by
the size of a woman's
breasts. At least that's the
message of Jungle de Ikou,
meaning 'let's go to the
jungle’. Basically, the story
is about a 10 year-old
schoolgirl named Natsumi
who has the ability to trans-
form into the New Guinean
Goddess of Fertility, Mii. Mii
is possessed of magical
abilities from the forest as
well as the largest, bounci-
est pair of tits since Miko
Mido. Mai Shiranui doesn't
even compare.

Natsumi's powers are made
possible by a trinket brought
back from an archaeological
dig by her father.

hands of Ongo,
the God of
Destruction, which she is
meant to prevent. Her
adventure leads her to meet
other large-breasted spirits
of the forest, gaining fame
in the local newspaper and
becoming a town's favourite
pinup girl, and ultimately
being the source of all man-
ner of panty, bouncy breast
and nose-bleed gags.

And worst of all, if
Natsumi wants to transform
into Mii, she has to perform
a sacred dance which looks
uncannily like a woman
groping and fondling her-
self to orgasm. The funny
thing is that the sequence is
repeated every episode, just
like the routines you see in

with super strength. He has
the IQ of a soiled head of let-
tuce. However, his loyalty
and devotion to those he's
sworn to protect are what
drive him from one heroic act
to another — even if it means
being married to a
complete stranger
by virtue of having
"baka" written on
his forehead.
Outside of
www. baiting.org, I
haven't laughed so
hard at anything in
ages. In fact,
Photon is one of

Voltron and =
Sailor Moon.
Hmm...
we've defi-
nitely come a
long way
since "By the
Power of
Grayskull”,
Jungle de
Tkou is utterly S
shameless, but neverthe-
less funny. The only
reason you'll have for
watching the entire
series (which conve-
niently fits on one
tape) is to see what
manner of sight
gag is going to
come up next.
By the end,
oddities like
Demon Beast &~
Invasion 2and &
Angel of Darkness
seem less difficult to
comprehend.

the only series where I
rewound the tape immedi-
ately after finishing it and
watched it all over again.
This series should not be
missed by any anime fan.
Guaranteed laughs all round.

All import videos supplied by

THE The Cartoon Gallery, O

Their wel

/B, Sydney

00 anime items
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Who the %#! is Mr Driller? Mr Driller is
a guy who knows how to get down —
waaaaay down. In fact he knows how
to get down to depths of up to 1000
meters by using his trusty 2 handed
drill. With these killer driller skills, he
" B has become the Ichiban (number
one) driller of the world. Thus, when
a small town has been experiencing a
little problem in the form of giant
multicoloured blocks pouring out of
the ground from a depth of 1000
meters, it would only be natural to
enlist the services of Susumu (a.k.a
Mr Driller) to help solve the mystery.

LICENSE TO DRILL

Mr Driller’s objective is to make it 1000 meters
(see depth-o-meter) vertically down without
running out of air (see air-o-meter) or by
being crushed by falling blocks. Sounds easy
right? But no. If you were to drill straight
down, you would rapidly run out of air. To
obtain those vital air capsules, which give
you an extra 20 points of air, you've got to do
some horizontal drilling. This is where the
puzzler action begins.

For some reason the blocks of similar colour
will stick together if they gy
fall and land next to
another OR they will
totally disappear if one
of the similar-coloured blocks in
the link is drilled. If they fall on to
similar blocks and total 4 or more
in number, they will disappear as
well, causing a chain reaction.
Getting used to how to create safe
“caves” and predicting how the
blocks will fall and on to what is
the key to this game.

The blocks also do not fall straight
away. They will shake for about a
second before they drop. This is
where you must use rush tactics to
get from cave to air to cave again.

To add to the crushing equation,
there are dreaded brown blocks
which are strategically placed to get
in your way. Make sure you don't get
stuck between 2 brown blocks and
remember you can only jump up one ¥
block height. If you drill into one of these brown blocks,
you will lose 20 points of air.

The one kilometer descent is broken into 100 meter sections,
each becoming progressively harder. In the deeper sections,
instead of the traditional blue, green, pink and yellow
blocks, there may be only green and yellow, which means
big chain reactions and lots of quick reflex action.

If starting a new section, it is advised to not just go the
straight vert, but to do a bit of horizontal digging, therefore

arcade mode

DRILLER

decreasing the
amount of
blocks that
can fall on

to you.

KING OF THE |
DRILL
Ever since the
ultimate video
game puzzler :
Tetris took the video ™ .
game world by storm in e
1987, and made Nintendo millions of $$§, everyone else has
been attempting to repeat the success in one form or anoth-
er with countless phoney cloneys. Although Mr Driller does
borrow its multicoloured blockiness from Tetris, it also
lends from another classic game of the eighties - Dig Dug.
The combo of these two games does work well, and the goal
of reaching the 1000 meter mark and discovering the source
of the blocks is no mean feat. So, to find the answer to this
little mystery, be prepared to use some major mind calcula-
tions in the game’s
later stages.

All games reviewed in Arcade Mode can be played at Galaxy World.

Y3dAH« L8
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1902 962 000
Calls charged at a rate of $i.00 per min. A higher rate
applies from public and mobile phones.

Microprose
1902 262 667

Calls charged at a rate of §1.50 per min. A higher rate
applies fram public and mobile phones.

Sony Powerline
1902 262 662

Calls charged at a rate of $1.50 per min. A higher rate
applies from public and mobile phones.

Electronic Arts
1902 261 600

Calls charged at a rate of .g5¢ per min. A higher rate
applies from public and mobile phones.

Virgin Interactive
1902 220 058

Calls charged at a rate of .95c per min. A higher rate
applies from public and moblle phones.

GT Interactive
1900 957 665

Calls charged at a rate of .95c per min. A higher rate
applies from public and mobile phones.

cheal mode

CHU CHU ROCKET
DREAMCAST

Sonic Adventure Chaos

Successfully complete each of the
twenty-five challenge mode levels to
transform the mice into Chaos from
Sonic Adventure,

NiGHTS angels

Successfully complete each of the twen-
ty-five mania mode levels to transform
the mice into angels from NiGHTS.

Hard mode puzzles
Successfully complete all puzzles in
normal mode.

Special mode puzzles
Successfully complete all puzzles in
hard mode.

Mania mode puzzles
Successfully complete all puzzles in
special mode.

Full pause screen
Pause the game and press X + Y.

Save pictures from the web

You can save pictures onto your VMU
while using Chu Chu Rocket's
Dreamkey web browser. Place the cur-
sor over the desired picture and press X
+ A on the controller.

Dreamkey web browser

This trick requires a Dreamcast keyboard,
and can be used as a replacement for the
standard Planetweb browser. Go to the
Homepage in the main menu. Once the
Chu Chu Rocket title appears, press [Ctrl]
+ 0 on the keyboard. The URL bar will
appear, which allows you to type in any
Internet address.

save it. Then, load the saved game to
start with more money.

Save money

To save money when you have another
character and you get to the final floor,
switch to Gre and defeat the Boss.
Additionally, Gre has the power to
make the Boss wait longer.

Hammer Attack Sort

The Heaven Runs is the only place you
can get the Hammer Attack Sort. Go
there first.

Alternate costumes (Japanese version)
At the character selection screen, press X.

DEAD OR ALIVE 2
DREAMCAST

EVOLUTION: THE
WORLD OF SACRED
DEVICE

DREAMCAST
Bypass dialogue

Before a move is made during a battle,
press B.

Infinite Naolin Gold

On the carrier where you fight Eugene is
a room with a soldier lying on the bed.
The window on the door has a red cross
on it. Approach the shelf towards the
back of the room and you will get a
Naolin Gold each time that you talk to it.

Double attack
Attack a monster from behind to give
your characters two attacks in a row.

Extra money
Successfully complete the game and

Original opening

Use the following steps to unlock the
original opening sequence for the
game, which features a nude clone of
Kasumi. Set your age to "21” in the
game options. Then, make a ranking in
survival mode in any position and
enter "REALDEMO" as a name. Once you
have saved the game with the new
ranking, you can set the age to any
desired value.

Control victory pose view

When your character is doing their vic-
tory pose, hold X and press the D-pad
or Analog-stick to move the camera.
Hold B to zoom in at your character,

then press the D-pad or Analog-stick
to move the camera.

3D character preview

Enter the vs. mode option screen and
disable the "Quick Selector” selection.
This will allow you to preview the
fighters in 3D at the character selection
screen and see their costumes.

Increased jiggling

Enter the options menu, and choose the
game setting that allows you to set
your age between 13 and 99. Increase
your age to see more jiggling.

Kasumi's extra costume

Choose story mode and select Kasumi's
third (pink) costume. Play through the
game until you fight against yourself.
The normally pink costume that CPU
player appears in will now be black.
Note: You can not play in the black
costume, as it is only available for the
CPU Kasumi.

Fight in the nighttime Aerial Garden
Enable level select for versus mode.
Then at the level selection screen, high-
light Aerial Garden and press Y or R.

Hidden Ayane FMV sequence

Select Ayane and play through story
mode until you fight Kasumi in the
White Storm level. Knock her off the
ledge into the ice cave. When you are
in the cave, finish the fight. When
you KO her you have to knock her at
least ten feet away. The FMV sequence
shows you shooting a blue smoke

DEAD OR ALIVE 2




object at her instead of the normal
sequence of you saying, “You
Runaway Shiobi.” Note: Some practice
may be required to get the correct
ending to the fight.

Full pause screen
Pause the game and pressR, or Y + B, or
R

Taunt opponent

Use the following combos to taunt your
opponent:

Press Left, Right, Left, R Press Right,
Left, Right, R Press Down(2), R Press
Back(z), R

Note: You can also substitute A + X + Y
in place of R in the taunts.

Hidden artwork

Place the game disc in a PC compatible
CD-ROM drive to find several images of
the girls from the game in bikinis in
the "Bonus” directory

INTERNATIONAL
TRACK AND FIELD:
SUMMER GAMES

NINTENDO 64

Unlock Pole Vault

To unlock the Pole Vault event, enter
your name as L.A. in the champi-
onship mode.

HOT WHEELS TURBO
RACING

NINTENDO 64

All Cars and Tracks

When you start the game go down to
“sign in” then move over to "pass-
word”. Then for all cars and tracks put
in 1 of these 3 passwords:
_WYVW2LVDW VIXWWVWWWF

OR,

_WYVVICVDV VIXVVVVVVN

OR

_WYZKZ1VDD OTXITRGHSV

Drive Tow Jam Car

Highlight Options at the main menu
and press up-C, down-C, Z, R, left-C,
right-C, up-C, down-C.

Mirror Mode
Highlight Options at the main menu,
thenpressZ, R, Z,Z,R, Z, Z, 1.

Mystery Cars

On the "Test Track” when you get in
the room with the three or four
columns after the first one, there is a
panel on the right wall, that is dis-
coloured. Ram through it and inside
the tunnel, is a box shaped liked a
car, that has ???'s all over it. Hit the
box head on, and you'll receive a
new car.

Race at Night

Highlight Options at the main menu,
then press up-C, up-C, down-C,
down-C, left-C, right-C, left-C,
right-C.

Secret Places in Snake River Mine

1. At the beginning of Snake River
Mine (after the first loop-the-loop)
you will take a jump. You will notice
a pathway on the right side. Get on to
the pathway and you will have your
first secret place.

2. Near the middle of the lap you will
notice a side place with about two
trees and some boulders. Smash into
the boulders to break them and you
will have your second secret place.

3. After the green and red loop-the-
loop you will take a small jump. Get
onto the raised place on your right
side and smash anything that gets in
your way and you will have the third
secret place.

Stealth Mode

Highlight Options at the main menu,
then press left-C, Z, Z, up-C, left-C, R,
down-C, up-C.

Unlimited Turbo

Highlight Options at the main menu,
then press right-C, Z, up-C, down-C,R,
left-C, Z, right-C.

Wireframe Mode

Highlight Options at the main menu,
then press up-C, Z, down-C, left-C, up-
C, Z, down-C, left-C.

=

cheat mode

DOGS OF WAR
PC

Tum off Sprite Detection
Enter TIMBO when playing and then
hit Fs.

THIEF 2 : THE
METAL AGE

PC

Extra Starting Money

You can modify the "dark.cfg” file by
adding the line "cash_bonus n”
where "n" is how much money you
want to have.

Level Skip
Press Ctrl+Alt+Shift+End during
gameplay.

ULTIMA IX :
ASCENSION

PC

Cheat Codes

In the Ultima 9 directory there is a file
called default.kmp. When opened in a
standard wordpad or other text editor
you will find the following text line:

[Cheat Commands]
" Simply add the following codes

MOTOCROSS MADNESS 2

undermeath it:

alt+shift+l = toggle_avatar_fly
altsshift+i = toggle_avatar_invulnerable
During game play the corresponding
keys Alt-Shift-1 and Alt-Shift-L will
activate the cheat functions.

MOTOCROSS
MADNESS 2

PC

Big Head Mode

For the bikers to have larger heads,
simply type "big heads” at the main
menu.

DAIKATANA
PC

First, you must put the game into con-
sole mode by opening your .cfg file
(located in your Daikatana folders):

At the end of the long list, add: set
console "1"

Then, when in the game, press “~~"
cheats on: Activates cheats

god: god mode

noclip: no clipping mode
give_all_weapons: Give all weapons
giveall: Same as above
weapon_give_#: gives a specific
weapon, where # is the weapon name
notarget: enemies do not attack you
boost all: boosts your attributes

d3dAH« 68
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cheat mode

COLONY WARS 3:
RED SUN

PLAYSTATION

Cheat code option
Go to the "Home Station” and press
Rz2(2), L2(2), Ri(2), Select(2).

All weapons
Enter "Armoury” as a code.

GEKIDO: URBAN
FIGHTERS

PLAYSTATION

Play as Akujin

Successfully complete Urban Fighters
mode with any character on the hard
difficulty setting to unlock Akujin in
all modes.

Play as Gorilla

Successfully complete Urban Fighters
mode with Travis and Michelle to
unlock Gorilla in all modes.

Play as Kobuchi

Successfully complete Urban Fighters
mode with Tetsuo and Ushi to unlock
Kobuchi in all modes.

LEMANS 24 HOURS
PLAYSTATION

Swimsuit girl on loading screen

Enter "JACKPOT" as a name.
Automatically win race

Enter "FIRSTON" as a name.

Space Race track

Enter "NAIMAR" as a name.

Eight beach buggies

Enter "BIGCY1-8" as a name.

All cars and tracks

Enter "TATOO" as a name to unlock all
cars and tracks in quick race mode.
1999 Audi Prototype

Enter "MAYOU" as a name. A race will
immediately begin. Complete that race
and the car can be driven on other tracks.
1999 BMW Prototype

Enter "POHLIN" as a name. A race will
immediately begin. Complete that race
and the car can be driven on other tracks.
1999 Toyota CTi

Enter "PINOU" as a name. A race will
immediately begin. Complete that race
and the car can be driven on other tracks.
Hot Dog car

Enter "HOTDOG" as a name. A race will
immediately begin. Complete that race
and the car can be driven on other tracks.
Cheese car

Enter "FROMAGE" as a name. A race will
immediately begin. Complete that race
and the car can be driven on other tracks.
Pie car

Enter "PIE” as a name. A race will imme-

diately begin. Complete that race and
the car can be driven on other tracks.
Pizza car

Enter "PIZZA" as a name. A race will
immediately begin. Complete that race
and the car can be driven on other tracks.
Spaceship

Enter “MMi"” as a name. A race will
immediately begin on the Moto Mash
Cartoon track.

Jet

Enter "MM2" as a name. A race will
immediately begin on the Moto Mash
Cartoon track.

Mad car

Enter "MM3" as a name. A race will
immediately begin on the Moto Mash
Cartoon track.

Taxi

Enter "“MM4" as a name. A race will
immediately begin on the Moto Mash
Cartoon track.

60's bus

Enter "MMs5" as a name. A race will
immediately begin on the Moto Mash
Cartoon track.

Ice Cream truck

Enter "MMé” as a name. A race will
immediately begin on the Moto Mash
Cartoon track.

Submarine

Enter "MM7" as a name. A race will
immediately begin on the Moto Mash
Cartoon track.

NHL 2000
PLAYSTATION

Infinite timeouts

Press Start after a whistle, then enter
the strategies screen and select
"Timeout”. Immediately press Triangle,
enter the screen again, and immedi-
ately press X. This can be repeated
until your line is full.

The Dude player

Enter the create-a-player screen and
enter "Bruce Willis” as a name. The
announcers will refer to the character
as "The Dude"” during the game.

The Hammer player

Enter the create-a-player screen and
enter "Hammer" as his first name. The
announcers will refer to the character
as "The Hammer” during the game.

Jersey number 99

Enter the create-a-player screen and
enter "Wayne Gretzky” as a name.
Then the game will automatically
assign him jersey number 99.

Super players

Enter the create-a-player screen and
enter "Peter Forsberg” or "Joe Sakic” as
aname. Answer "Yes" to use his rat-
ings, then adjust them as needed.
Return to the previous screen and
change his name to your choice, but

do not change any other setting

Super defenseman

Enter the create-a-player screen and
enter “Sandis Ozolinsh” as a name.
Answer “Yes" to use his ratings, then
adjust them as needed. Return to the
previous screen and change his name
to your choice, but do not change any
other setting.

Super goalie

Enter the create-a-player screen and
enter "Patrick Roy” as a name. Answer
“Yes” to use his ratings, then adjust them
as needed. Return to the previous screen
and change his name to your choice, but
do not change any other setting.

Three minute power-play

First, get into a fight, but do not punch
the other player at all. Just stand there
and let the other player punch your
player. To force the other player to fight
back, pause the game and switch con-
trollers to the other team. If your player
loses the fight, he will get a two minute
minor for roughing and the other play-
er will get a five minute major for fight-
ing. After your player serves his two
minutes in the penalty box, you will
have a three minute power-play. If your
team scores on that power-play, the
player will still stay in the penalty box
because he is serving a major.

Circle(2), Right. For the PAL version of
the game, hold L2 and press Left, Up,
Square, Triangle, Right, Circle, Up,
Square while playing a game. Then,
pause the game and repeatedly press
Down to access a cheat option with
infinite health, all weapons, level skip
and infinite money selections.

ARMY MEN: WORLD
WAR

PLAYSTATION

MEDIEVIL 2
PLAYSTATION

Cheat mode
Pause the game, then hold L2 and press
Triangle, Circle, Triangle, Circle(2),
Triangle, Left, Circle, Up, Down, Right,
Circle, Left(2), Triangle, Right, Circle,
Left(2), Triangle, Circle, Down,

Level select
At the main menu, press Ri + Rz, L1 + L2,
Circle, Square.

- i
MEDIEVIL 2. A DAM FINE GAME... PUN INTENDED
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Asteroids

Aute Destruct

Azure Dreams

B Movie

Battle Arena Tosh 3
Battle Arena Tosh 2
Beast Wars

Bie Freaks

Blast Clamher
Biast Radius
Blastro

Blood Omen

Bloody Roar
Bomherman World
Brain Dead 13
Brigadine

Bubsy 3D

Bushido Blade 2
Busi-a-groove
Bust-a-move 2

G: Contra Adventure
Capcom Gen 2
Capcom Gen 3
Cardinal Sin

Cart World Series
Circuit Breakers
Code Name Tenka
Colin McRae Rally
Colonisation
Colony Wars
Golony Wars: Venegeance
Command and Genguer
E&C Ren Afert
Contra: legacy of War
Cool Boarders 2
Cool Boarders 3
Gourier Crisis

Crash Bandicoot 3
Croc Legend
Crusader No Remorse

Dark Forces

Dead or Alive

Death Trap Dungeon
Descent

Defcon §
Destruction Derhy 2
Dianhle

Dragon Seeds

Duke Nukem: Time to Kill
Duke Nukem: Meltdown
Dynamic Boxing
Elemental Gearbox
ESPN Extreme Games
Everybody's Gold
FIFA 88

FIFA 99

Fighting force
Fighting INMusion: K1-Rev
Final Doom

Final Fantasy 7
Formuia 1 97
Formula 1 98
Formula Karts
Forsaken

Frenzy

Future Cop LAPD

8 Darius

G Police

Gex: Enter the Gecko
Ghost in the Shell
Gran Turismo

Grand Tour Racing
Guilty Gear

Heart of Darkness
Kot Shots Gold

L.5. Soccer Pro 98
Independence Day
Indy 500

I.McGrath Super x 98
Judge Dredd

K-1 Arena Fighters
Karero Deception
Kiona

Knockout Kings
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107 Krazy ivan

108 Kula World

109 Libero Grande

10 M.K.4

111 M.K Mythologies
112 M.K Trilogies

113 Madden NFL 99

114 Madden NFL 98

115 Mass Destruction
116 Max Force

111 MbK

118 Medievil

119 Mepaman Legends
120 Marvel Vs Street Fighter
121 Metal Gear Solid
122 Metal Slug

123 Micro Machines V3
124 Monster Trucks
125 Molo Racer

126 R
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129
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132
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13

138
139
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N20 - Nitrous Oxide
Nascar 98

NBA Live 98

NBS Live 99

NBA Shoot Out 98
Need for Speed 2
Need for Speed 3
NFL Blitz

NFL Gameday
NHL 98

NHL 99

NHL Face Off 98
NHL Powerpiay
Ninja: Shadows
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45 0.0.1.
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Dddworid: Ade's Exodus
Dddwoerld: Abe's 0dd
One

Pandemonium
Pandemonium 2
Parasite Eve

Parappa the Rapper
Pt Fall 3d .
Pocket Fighter i
Porche GChallenog 3
Poy Poy r
Psyhadeck

R-Types

Rally Gross

Rally Gross 2

Releaded

Resident Evil: DC

Ridge Racer Rev

Rival Schools

Riven: Sequel 1o Mys1
Road Rash 3d

Rouge Trip: 2012
Running Wila

Scars

Shadow Master

Shane Warne Ericket
Side Pocket

§im Gity 2000

Skull Monkeys

Small Soldiers

Smash Gourt 2

Soul Blade

Soviet Strike

Spice World

Spyro the Dragon

Star Wars: Master of Ter.
Steel Rain

Streel Fighter Alpha 3
Streel Fighter Goll 2
Streel Fiphter X+Alpha
Streel Racer

Tekken 2

Tekken 3

Ten Pin Alley

Technu

Test Drive 4

Test Drive 5

Test Drive 011 Road

Test Drive 0ff Road 2
Tetris Plus

216
mn
218
219
220
m
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228

225
226
21
228
229
230
mwm
232
233
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236
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450
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454
456
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459
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The Fifth Element
The Lost World

The Unholy War
Theme Hospiial
Theme Park

Thrill Kill

Thunder Force 5
Tiger Woods 99

Time Grisis

Tobal 2

Toca Towring Car
Toca Touring Gar 2
Tokyo Highway Baiile
Tomb Raider

Tomb Raider 2

Tomb Raider 3
Tomba

T.Makinnen World Rally
Treasures of the Deep
Triple Play 98

Triply Play 99
Twisted Metal 2
Twisted Metal 3
V-Rally

Vs

Vigilante 8

UMK Racing

VR Powerhoatl Racing
War Games: Defcom 1
Warcraflt 2
Warhammer
WECWHNitro
WCWNWO Thunder
WEW V's The World G
Wild Arms

Wipeout 2097

WWF in yonHouse
WWF Ione

Kena: Warrior Princess

Need for Speed: High Stakes

Rolicage

Rampage 2: Universal
Conlender |

Gexd: Deen cover
Max Power Racigg —
Checoho Raecing
Dead in the Water
Fishesman's Bait
Syphon Filter
Rugrals: Search Reapair
Bloody Roar 2

Silent Wi

Street Sk8er

Legend

Destrega

Military Madness
Eliminator

Wipeout 3

Dino Crisis

Tarzan

Jet Moto 3

Grand Theft Auto

Quake 2

Crash Team Racing
Mission Impossible
Nascar 2000

Ready to Rumbie
Resident Evil

Army Men: Air Attack
Wu-Tang: Shaolin Style
SpyroZ: Ripto's Rage
Vigilante 8: Znd Difense
Tomorrow Never Dies
Supercross 2000
Medal of Honor
Jurassic Park: Warpath
Test Drive 6

Tom Raider: Last Rel
Street Fighter EX2 Plus
Lego Racer

40 Winks

Knockout Kings 2000
Fighting Force 2

NBA Live 2000

Sled Storm

Twisted Metal 2

Cool Boarders 4
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“290 NFL

245 fNeroguage

246 Alistar Basehall 99
241 Pero Fighter Assauit
248 Automibili lamborguini
249 Banjo Kazooie

250 Bio Freaks

251 Body Harves!

252 Bombherman 64

253 Bomberman Hero
254 Buckbumble

255 Busl-a-move

256 chamelion Twist
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260 park RiU

261 Diddy Kong Racing
262 Doom G4

265 Extreme 62

266 F-Zero X

261 F1 Pole Position
268 F1 Worlad Grand Prix
269 FIFA 98

210 madden 64

21 Forsaken

213 Goldeneye

210 Hexen

215 1.5. Soccer 64

276 v-Rally

211 _1ggi’'s Reckin Ball
278 Fighters Destruction
279 Madden 99

280 Mario Kart 64

282 M.X.4

283 M.K. Mythology's
2840 K. Trilogy

286 Nagano Win Olympigs
281 Nascar 89

z A Hanot!

289 NENIn the Z0W

293 NH
jMOhimare Creatures
Offroad Challenge

296 Quake 64

298 onhotron X

300 S.C.A.R.S.

306 Star Wars: Shadows

309.Top Gear Overdrive

310 Top Gear Rally

311 Turok

312 Turok 2

314 Wayne Gretski 3d 98

315 WCW/NWD Revenge

345 Mario Party

346 Vigilante 8

341 Glover

348 NBA Live 89

350 Rush 2: Extreme Racing USA
351 castlevania

352 Battie tanx

313 Fighting Force 64

314 WWF: Attitude

376 Star wars: Rogue Squadron
377 Werld Driver Championship
378 Super Smash Brothers
379 Superman

380 Quake 2

391 Intisherman - BH 64

392 p1l Star Baseball 99

393 mario Gold

394 monster Truck Madness
408 Road Rash 64

407 Duke Nuke:lero Hour

410 Wew mayhem

411 Gauntiet legends

434 Rainbow 6

435 Monepoly

436 Supercross 2000

431 Turok Rage Wars

442 Gex3 Deep Undercover
443 Resident Evil 2

444 Nascar 2000

445 Battlietanx Global Assuall
446 Hot Wheels: Turbo Racing
447 Knockout Kings 2000

377 World Driver Championship
378 Super Smash Brothers

378 Superman

380 Quake 2

391 Infisherman ~ BH 64

392 an Star Baseball 99
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393 Marlo Geld

394 Moenster Truck Madness

408 Road Rash 64

407 Duke Nuke:lero Hour

410 WEW Mayhem

411 Gauntiet Legends

434 Rainbow 6

435 Monopoly

436 Supercross 2000

437 Turok Rage Wars

442 Gex3d Deep Undercover

443 Resident Evil 2

444 Nascar 2000

445 Battietanx Glohal Assuall

446 Hot Wheels: Turbo Racing

447 Kmockout Kings 2000
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319 Godzilla eration

320 Pen Pen Tri-iceton

321 1th Gross

322 Sonic Adventure

323 Virtua Fighter 378
353 A-life

361 I' ysic Force 2012

362 Power Stone

363 Puyu Puyu 4

364 Sepa Rally 2

365 Super null Racer
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Sll Illl of nnms Dream Match 99

521 Expendable

522 Incoming

523 limmy White's 2: Cueball
§24 Mortal Kombat Gold

525 NBA 2000

:zs Rayman 2: The Great Escape

ul Calibu
530 Speed nnm
531 Crazy Taui
535 WWF: Attitude
533 Trick Style

Rainbow 6
Thrasher: Skate & Desl.
Gran Turismo 2

G934
L
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503
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WWF Smackdown

9 Marvel VsCapcom: Clas

Killer Loop

KKND Krossftire

Sout Park Rally

Worm Armgeddon

Die Hard Trilogy 2 Las Vepas
Fear Effect

Tiny Tank: Up You Arsenal
Army Men: Sarge’s Heroe’
Syphon Filter 2

Medievil

Streit Skfer 2

Ace combat 3: Electropshere
Gauntlel Legends

Legend 01 Mana

Theme Park World

Goverl Dps: Nuclear Dawn
Colin McRae Rally 2.0
Golony Wars 3: Red Sun

0
Jackie Chan: Stuntmaster

535 Test Drive: LeMans
536 Road Rash: Jallbreak
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514
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sn
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Toy Story 2

PERFECT DARK

JEREMY MCGRATH SUPERCROSS 2000
INTERNATIONAL TRACK AND FIELD 2000
RIDGE RACER 64

BOMBERMAN 64: THE SECOND MTTACK
TOP GEAR RALLY 2

SUPERCROSS 2000

BATTLETANK: GLOBAL ASSAULT
EXCITEBIKE 64

* 1.95 Per Min. Higher rate
" from Mohile or Public Phones
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A4 0494 N THE LIFE

This month at Hyper HQ, the crew was typically smothered in administrative paperwork, general drudgery and games,
games, games! Do you realise how hard it is to play Tekken Tag Tournament on the PlayStation 2 and not get to have lunch?

Okay, well maybe that doesn’t sound so bad. Well, how about having to be tied to the PC all day getting through an infernal
dungeon in Diablo 2... and not having lunch. It's a tough job! Here are some snapshots of what we got up to this month...
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DAVID PUTS THE FINAL TOUCHES DN THE LATEST COVER CAM AND JAMES CHECK DUT THE FUNNIEST READER LETTERS THE OFFICE PLAYSTATION 2. LET'S SEE IF IT GAN FLY!




HYPER LETTERS

78 Renwick St.

Redfern, NSW 2016

Fax: (02) 9281 6188

E-mail: freakscene@next.com.au

LETTER OF THE
MONTH.? NOT

Hey Hyper,

What happened to your Letter of the
Month classifications? It used to be that
the best letters, the funniest e-mails and
the most witty and/or intelligent read-
ers would get the steering wheel, but
recently you seem to be lowering your
standards. What's up with that?

THE SCORP (AKA THE PERSON EVERY
DC OWNER HATES)

Hello there Scorp,

If you've noticed a lack of interesting
letters one month, it’s only because
you guys and gals aren’t sending us
anything worth printing! Don’t look
at us!

PS2 = SATURN?

To Hyper,

The other day my friends asked what
they could get me for my birthday. One
of them joked that they would have got
me a Dreamcast but they couldn’t afford
one, to which I replied — I already have

one! This girl was not a great computer
game fan but replied "Ooooh! You lucky
bastard!”. My point is I'm glad that
finally the Dreamcast is getting some
mainstream acknowledgment. Ozisoft is
kind of getting things right.

Last month in your Versus Mode, (you
might not have known then) but
Acclaim have delayed Dead Or Alive 2 to
put in the added extras that are on the
PS2 version. Just letting you know.
Speaking of PS2, does anyone see a pat-
tern in the gaming industry? | mean,
Sony riding on the success of the PSX
have brought out a good machine, but
not a great one (just like the Sega
Saturn). Also entering the console mar-
ket is a familiar household name
(Microsoft) to launch their super console
and Nintendo once again are taking
ages to release their console. It's scaring
me. Funny how history repeats itself.
Watch out ps2!

That's all.

ROGER THE SHRUBBER

P.S. Do you guys ever go home and say
“If 1 have to play one more game..."?

Hey Roger,

What exactly is it that you shrub?
Pray tell.

You‘re right when you say that we
went to print with that Versus Mode
before Acclaim announced that they
were delaying the release to add all

es it made it very difficult. However, we
this one from Terry Devlin, via E-mail...

“MISSILE NOT INCLUDED"

Runners-Up

“See) That's where the toast fits in.” - Marco M, via E-mail
“The consequences of using a Dual Shock controller as a marital aid
became all too apparent nine months later” - David Brachli, via E-

mail

“No shit, babe. Right out of his bike basket!” - Glenn Tyler, via E-mail
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incoming mail

the extra stuff for the PAL release. Yet
another great reason to buy a
Dreamcast! Really!

You have also pointed out a true pat-
tern... Sony entered the market and
the industry thought “they know
nothing about console games, what a
Jjoke this will be...” and lo and behold
the Playstation blew everything
away. Could Microsoft do the same?

LAYING CABLE

To People @Hyper...

First of all... Your mag is #1, but other
than that, can you answer my questions...
1. Do you know when Munch's 0ddysee
is coming out in 0z? And what the
requirements are?

2. What do you guys think of cable
modems?

3. Do you know why Nintendo 64s don’t
have any REALLY violent games?

4. Have you got any info about the new
Monkey Island Game?

Well thanks anyway...

PAUL FUARY

Hey Paul,

1. Munch’s Oddysee is slated for an
early 2001 release, so no specific month
is known yet. The current requirements
are a PlayStation 2, though the PC ver-
sion may still happen...

2. Cable? It rocks! How can you beat a
24/7 connection to the internet at
speeds anywhere between 5 to 8o
times faster than the average modem?
3. Nintendo have always tried to
maintain a “family” image. A few
years ago, you wouldn’t even see red
blood in a Nintendo game! However,
that’s changing... Turok 2, Perfect Dark
and soon... Conker’s Bad Fur Day are
proving that the Nés is for adults too.
4. Yes! Monkey Island 4 = Escape From
Monkey Island - is coming to the PC
very soon. Mike Stemmle, the project
leader from the classic Sam & Max Hit
The Road is in charge of Monkey 4’s
development, so it’s in good hands.

HYPER TV

I've got a good idea, why don't you
guys do a TV show? I'd watch it. Then
I'd get to see Kevin Cheung complain
about over-filtering on the N6y in per-
son. No wait, that would be horrible.
FOXYO007

Dear Foxyooz,

We‘ve actually discussed the concept
of a Hyper TV show with a few com-
panies over the years. Currently, we’re
negotiating again, so if anything hap-
pens, we’ll certainly let you all know!

FACIAL HAIR

To the fine lads and lasses at Hyper,
Firstly I would like to state that, as
opposed to what poor uninformed Naky
erroneously pointed out, sidies are

indeed quite cool, and such dedication to
facial hair as demonstrated by Mr. Levy is
admirable. My ambition and aspiration is
to get intensive follicle surgery in an
attempt to mimic Tim. What's the expres-
sion? Imitation is the flattest form of sin-
cerity... or sumfin’. On a completely dif-
ferent topic... though I'm sure facial hair
is not even nearly exhausted yet... it is
clear to me, as I'm sure it will be to other
devotees of this fine mag that the extra
buck goes not towards more features,
articles nor reviews but instead towards a
greater goal. Yes take note Hyper fans,
ever since Eliot took the helm, I've seen
not a single typo or spelling error. So
congrats Mr Ed. on a fine job at... um...
editing stuff. The mag was a bit rocky
under Eliot for the first few issues I felt,
but I reckon you've got it sorted now. So
enough verbal fellatio... ok... just a little
more... keep up the fine work.

MUILAV THE CONCUSSED

Dear Mr. Concussed,

Technically, they weren’t really my
first few issues, as I've worked on
Hyper since 1993, so I've been responsi-
ble for many typos in the past! But |
guess becoming Editor makes you
squint harder...

GAME BOY SOLID

To Hyper,

In a recent issue, I read in your mag about
Metal Gear Solid being converted to Game
Boy. After seeing this review I rushed
down to my local Games Wizards only to
find out that it hasn't arrived yet. I have
waited at least one and a half months and
it still isn't out. So I was wondering if you
could tell me when it's going to come
out. Here's some questions:

1. How much do you think the Game Boy
advance will cost when it first comes out?
2. Why didn't the Neo Geo Pocket ever
come out in Australia?

3. Will there be a lot of RPGs on the
Game Boy Advance?

4. If a tree falls in a forest and nobody is
there to hear it, does it make a sound?
Thanks for your time,

FLAMEBOY

Dear Flameboy,

Metal Gear Solid for Game Boy should
be at your shops now.

1. Well, Nintendo have revealed so lit-
tle information on it, that guessing a
price would be pointless. We imagine
it will be less than $200.

2. Probably because no one thought it
was worth trying to fight the Game Boy
here, seeing as our market is quite small.
3. I'd say so, yes. About as many as are
on Game Boy.

4. Depends on your soundcard.

SEXY BEASTS!

To the sexy beasts at Hyper (if that
didn't get your attention I don’t know
what will), Some people complain that

H3dAH« £6
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Hyper magazine caters too much for the
'kids'—good for them, but they do have
a slight point. I don't mind the new
reviews and | don't mind the new fea-
tures; what I DO mind is the disappear-
ance of the freaky readers’ letters and
artwork which helped make Hyper so
amusing. Remember ‘Star Farter’, where
a brilliant mind named Patrick gave his
vivid opinions on the ending of Mario
647 Or that letter from the elephant-lov-
ing, whale-saving Ultima fan? Heck, I'm
even beginning to miss the multiple
incontinence references. Perhaps you
don't print such letters any more
because the age limit of your target
audience has lowered somewhat, but
still, one or two every now and then
would be really nice...

1 also would like to say that Squaresoft
are smegging STUPID and I hope they
suffer for not releasing Legend of Mana
or Chrono Cross in Australia. Don't get
me wrong, [ still love them, but their
European release schedules is, well,
shithouse compared to the lucky sods
in America. Oh well, perhaps they’ll
learn there's a market for Japanese
RPGs here the hard way, when everyone
buys pirated copies of Chrono Cross
and Final Fantasy IX and deprives them
of profit, heeheeheehee... But then

again, maybe they'll retaliate by not
realising any of their games here at all,
in which case I'd mailbomb them with
yaoi doujinshi scans and buy Suikoden
instead, so there.

P

Keep the faith!

GEORGIA B.

Dear Georgia,

Gee you sucked us in with the sexy
beasts bit, and then went on to tell us
that Hyper’s target age group has
lowered. UNTRUE! We don’t know why
you get that impression. Maybe
because we re-designed the mag to be
a bit more colourful and “packed”.
We put the magazine together how
we would want to read it (Cam is 23
and I'm 29), so maybe we’re just
young at heart, but we think Hyper is
intelligent and funny, which should
hopefully appeal to everyone! | don’t
see how the reviews or features are

in any way different to the ones
Hyper was printing in it’s first issue,
other than on a design level. In terms
of the lack of freaky readers, well,
maybe in the last few years gaming
has become a bit more mainstream
and we’re getting more mail from
‘normal’ people. But the freaky letters

keep coming, and we’ll print them
when they’re... well... printable. We
encourage more reader art, but you
guys and gals just aren’t sending any
to us! We’ll print the good stuff when
we get it - like the Yoda this issue! As
far as Squaresoft go... they now have
a European office, so we should start
to see just about all the good games
get released to PAL territories. Oh and
you may not realise, but even gamers
in the USA don’t get all the good
Japanese games... like the infamous
Tobal 2 for instance.

TECHNOBABBLE

Hi there Hyper People!

Just writing to give my two cents.
Have you guys ever wondered what's
going to happen to games as they
become more realistic? Seems to me
that the detail in games just keeps
getting more amazing every year.
However, aren’t games developers
going to reach a point where games
are getting too detailed? Like in dri-
ving games, cars will eventually be
exact replicas of their real-life coun-
terparts, but imagine how much work
would go into modelling such a vehi-
cle. And then to have to make several

other vehicles and immersive track
environments! To model such complex
structures will be very time consum-
ing. Already, it's taking Polyphony
two weeks to model each car for Gran
Turismo 2000, instead of the one day
that it took for each car in Gran
Turismo 2. A huge team is needed to
make the game. And this applies to all
the future games, because gamers
demand more and more quality and
realism. What're your thoughts? Now
just a couple of Questions...

1. In all the screen shots of GTzo00 I've
seen, there are no race-modified cars.
will the finished game include all the
upgrade options of GT, including
race-car mods?

2. You wrote in issue 81, that the
Dolphin has a 200Mhz processor, the
PS2 a 4ooMhz one and the Xbox a
600Mhz one. Aren't the true speeds
400Mhz, 300Mhz and 733Mhz respec-
tively?

3. Why did Sony leave out anti-alias-
ing, texture compression and 3D
audio?

Thanks for several years of gaming
goodness, but stop bagging Lara
Croft. Remember, she was a pioneer in
the gaming industry. Also, [ reckon
Ozisoft needs to get its $#!+ together,

THE HYPER DESTROYER, THANKS TO READER CHRIS CLIFFORD



as does Nintendo.
See ya,
W. BROOK

Dear W. Brook,

Yes, games are becoming more realistic
and “complex”, but so are the tools and
hardware the developers get to work
with, so it's not like it's getting remark-
ably harder or more time consuming.

1. You can expect Gran Turismo 2000
to be the most complex GT game
from Sony yet.

2. Ves, the Xbox is now 733 (which
changed after we went to print). We
admit that our tech table got mixed up
and we printed the processor speeds in
the wrong columns.

3. They didn’t really “leave them out”.
Anti-Aliasing is possible on the P52
hardware, it’s just very difficult to do as
it’s not supported in the PS2 dev kits,
which is why most developers can’t be
bothered. it will become standard very
soon though. 3D audio is pretty useless
on just a 2 speaker set-up, unlike PCs
where you can hook up a 4-speaker sur-
round system. Texture compression...
well... yeah, they stuffed up there.

SECRET OF HYPER

G'day,

I've been subscribed to you for about
5 or 6 years now. [ used to own the
game Secret of Mana from Squaresoft
for the Super Nintendo. I know it’s a
hell old game, but I still reckon it's
one of the best games ever made.
Would you have any idea where I
could get my hands on a copy of this?
If so pleeeease tell me because I've
looked a lot of places without much
success.

Cheers

HAZARD

Dear Mr. HaZaRd,

Finding old SNES games is always
hard. Try visiting www.games-
direct.com.au for retro titles, as well
as Cash Convertors, pawn shops, or
your local trading post. Cam is play-
ing though Secret Of Mana again at

the moment, but somehow | don’t
think he'd be willing to part with his
cart. Sorry!

NUDE CODE PART XViii
Dear Hyper,

Great mag. Don't know where I'd be
without it. But there are a few things
that keep bugging me. Please try to
answer them.

1. There are so many consoles!
PlayStation 2, Nintendo Dolphin, X-
Box, Dreamcast etc. Which in your
opinion is the best and why?

2. When is the Australian release of
Zelda: Majora’s Mask?

3. When is the Australian release of
Nintendo Dolphin and how much
would it cost?

4. Are there any cheats for the game
Delta Force 27

5. What is the nude code for Dead or
Alive 2 on Dreamcast and on
PlayStation 27

Keep up the great work on this mag!
From,

DARREN

Hi Darren,

1. My personal opinion changes
almost daily, when I read about a
cool game that’s coming on one of
the systems! | think the moral to
that story, is that it’s the games
that matter, not the hardware.
Currently, the Dreamcast is the best
gaming console you can get. Maybe
by early next year, the PlayStation 2
will be worth getting. Then of
course, the Xbox and Dolphin will
come out, and who knows... maybe
one of them will have an incredible
library of games. Always let the
games make your buying decision,
not brand name or company loyalty.
2. Nintendo will probably release it
at Christmas.

3. It’s not even known when it’ll be
out in fapan, let alone here. We
could guess at saying early 2002 or
christmas 2001 if we’re lucky.

4. Yes! God mode: Press [~] during
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game play and type “thetrooper” at
the console window. Unlimited
ammunition: Press [~] during game
play and type “diewithyourbootson”.
5. More cheats. Geez. To unlock the
original arcade mode introduction
sequence (the one with Kasumi
naked), set the age option to any-
thing higher than 20. Then gain a
top score in the Survival Mode and
enter your name as “REALDEMO”.
Save your game, and then restart to
view the new improved intro!

POSTER MADNESS

Dear Hyper,

I have bought the June 2000 edition
of Hyper, which is my first Hyper
magazine, and I really have to com-
pliment the staff and people who
contributed to the magazine on what
a good job they have done to make
the magazine. And guess this: Why
did I buy Hyper Magazine? Guess...
Try to think... No idea?

Well, it started with one of my friends
who let me see his June 2000 edition
of Hyper magazine and then he
showed me a poster, it was a poster of

AUSTRALIA'S NEW GAMES SITE

haven.com.au

www.

one of those Dead Or Alive characters
and I was amazed at it for a while...
and then I read parts of the magazine
and I liked the things the magazine
talked about, especially the news sec-
tion, the feature section, and the Warez
section. And now, 1 am thinking of
buying the magazine monthly or to
subscribe to it.

Some questions:

1. Is it hard to talk about all the new
consoles that have been coming out
lately in your magazine, as some other
gaming magazines focus on one type
of console?

2. What's the favourite console among
the staff of Hyper magazine?

3. When do Hyper poster magazines
come out?

Oh well, that's all for now from one of
your new Hyper magazine fans!!!

From Your New Hyper Magazine Fan,

JASON

Dear Jason,
Ahhh that brought a tear to my eye.

The new Hyper Posterbook Volume s,

should be out now. Look for some
great PlayStation 2 game posters.

1. Yes, it can become pretty difficult
keeping up with everything, but we're

o Australian Gaming News, Reviews, Cheats and Comps,

% FREE!
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obsessed freaks!

2. Currently, the team is split between

the Dreamcast and the PlayStation.

3. We release about 2 every year....

BUTT KICKING & THE GST
Just a few questions,
1. With cable becoming more popular,

will the prices eventually go down? $60

a month is a fair slug.

2. When will the Sega Dreamcast

get cable?

3. How do you become a game design-
er? It would be good to be involved in
the making of games, but [ don't want
to do programming.

4. Will the Xbox have the ability to play

online games by cable immediately?
5. Iam a little worried about the
Dreamcast's future, do you think it can
last the distance with the likes of PS2

and X Box? | have been really impressed

with the Dreamcast so far, why aren’t
gamers buying this system? It rocks!
6. Are there any surfing games in the

making? Surely someone can master a

surfing game, it can't be that hard can it?

MATT COX

P.s. Your price still kicks butt over other

magazines.

Thanks Matt!
Well, the GST has screwed things up

slightly, pushing us to $7.i5, but we’re

hoping to bring the price back to

$6.50 in a few issues time if we figure
out how to tighten the belt. We care

about you guys! Although when you

look at the prices out there,
Hyper is still one of the cheapest
games mags available, and Hell,
we’re the best of the lot too.

1. Well... considering the perfor-
mance gain over 56k, we think
$60 for unlimited cable is pretty
good! Chances are prices will
drop again by early next year.
There’s also ADSL...

2. Well, the LAN adapter could be
available for Christmas, so...

3. You don't technically need to have
programming skills to be a game
designer, but it would be a mighty
bonus as you would be liasing with
programmers all the time. In terms of
how you become one, well, try getting
a job with a games developer in any
way shape or form, or get yourself into
a course. You could ahways just send
game proposals out to aussie develop-
ers, and you may score yourself a job.
4. Most probably.

5. There are great games on the
way - System Shock 2, Starlancer,
F355... the list goes on, People were
put off by Sega’s track record
which is a shame, because it’s a
great machine. We've given it more
“Games of the Month” in the last 7
months than any other platform!
6. Yes, actually there is one in
development for the PlayStation
2... but actually, making a surfing
game would be incredibly diffi-
cult! Think about all the vari-
ables... swell, weather, sand bars
- not to mention accurately mod-
elling the waves.

HYPER GOES GERMAN DEATH METAL

Hi People,

Just thought you'd like to know that Hyper has successfully imbedded itself into

my subconscious. Top work!

To explain: [ was happily sleeping last night when I started dreaming. | was wandering around an
airport when I went to a newsagent and found a brand new issue of Hyper on the shelf. Strange, I
thought to myself, considering I'd just bought the recent issue this week (in real life that is). Still 1
didn’t question this and picked it up and walked away (payment of course unnecessary in my
aforementioned happy little dream world). I then sat down and got stuck into reading it. |
noticed that this issue was a hell of a lot thicker than usual and instead of some game character

on the cover it was some dirty looking leather clad guy with long curly hair. I considered this a
little unusual but figured you guys were just diversifying to pad out this issue (that or he was a

character in Kiss Psycho Circus). Good for you I thought at the time.
Anyway, after looking through the pages of my new Hyper magazine [ was shocked to discover that
there was only 5 pages or so of actual game news. The rest was dedicated, on the most part, to heavy
metal musicians (though there was one article on Bjork for some bizarre reason — go figure). And we're
not talking about lightweight heavy metal ala Limp Bizkit or current day Metallica, I'm talking about
seriously hard core German death metal and the like. The afore mentioned guy on the cover turned out
to be the drummer in one of these German death metal bands and was taken to self mutilation on stage
(the new Hyper wasn't short on pictures). Each page I tumed in my new found Hyper the more disap-
pointed and dejected 1 got... Then I woke up and was comforted in the fact that it was all a
dream...aaaah. The moral of the story? Don't go changing Hyper, it's bang up as it is (that and beware
of drummiers in German death metal bands).

That's all for now,
SCoTT

‘Gulp®

Well, there goes that idea for next issue.

3239

N\

Gamester PSX
Dual Force Wheel.

Don't forget to include your contact details ON
your latter

You've won a Gamester Steering
Wheel! For PlayStation,
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FOR SALE

WANTED

SWAP

PENPALS

HYPERMART

, Metal Gear Solid
so likes Chocobos,
Boarding, Manga and
piderbait. So if you're
nterested e-mail me at
chari-vincent@hotmail.com

Hi, my name is Scott, |
am 15/M and I'm looking
for a guy or girl preferably
in their 13-175 who is very
interested in PCs or

Dreamcast. I promise to
send back a letter or e-mail
replies to this
y e-mail
is
ude@hotmail.com
web site is
ocities.com/hubress.
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- s s : Diablo 2 hits the Hyper
ater this year you'll be R e SRR HQ and we flog the
aying Square’s next Final - A ih e demons out of it. Read
Fantasy instalment for our review and then

: ; R % - SRR absorb our cool
PlayStation. Is |:[ the last o ; b 3 : strategy guide so you
good game you'll play on SRR - can master the game
Sony’s first console? —— Highe e as soon as you get
Hyper has the full game ~ R VA s PP g Your handsonit.

and the full review for ~
you next issue.
Get excited...

CHASE THE EXPRESS,
VIB RIBBON, GROUND
CONTROL, SYDNEY 2000,
KIRBY 64, EARTH 2150. ..
and heaps of previews,
news and reviews for
all the gaming systems!
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Our high-sp&ed cable Internet

can take you there.

Get ready to gun it, because Optus @Home high-speed cable Internet is here. Up to 100 times

faster than a 28.8K modem, Optus @Home gives you the latest online games at breakneck

speed. Best of all, you get the fastest unlimited Internet access for a flat monthly OPTUS @ Home

fee, with intense multiplayer gaming at no extra charge. So check it out right now.

Visit our Web site at www.optushome.com.au to sign up today. 1800 504 504

ill be available in Optus cabled areas in Sydney, Melbourne and Brisbane (for technical and commercial reasons not all homes can be connected). Optu sme is a trade mark of
> Australia Pry Limited. OPHS5287




WHAT'S MORE

RUTHLESS,

RUNNING AN

Imagine being tortured every
® day for the rest of your life.
Waking up to a beating, starved of food
and oxygen. Imagine trying to sleep at

night knowing that the rest of the
world doesn’t want to know you exist.

Imagine being John Cord.

FREE JOHN CORD

John Cord’s heen unlawfully imprisoned

for over two months now. Intelligence

suggests that he is being routinely

tortured and may soon be executed.

International cries for his release have
fallen on deaf ears.

Now that politicians have refused to
play the game, it's up to you to fight for
his release. You have the power to stop
Nagarov's blatant violation of human
rights. You can set John free. But not

OPPRESSIVE
REGIME OR

before you grab yourself a copy of
PlayStation’s ‘In Cold Blood’ Get on
your backside now and save John Cord.

FREE JOHN CORD

[] Yes! | want to end the suffering,
after P've ordered a pizza.

L
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www.freejohncord.com
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