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*¥* We finally let Tim Levy off his leash. We're not sure if it was a good or
bad decision, but maybe you can take a look at what he got up to in our
Arcade Mode special feature on page 42 and decide for yourself. He wasn't
the only Hyper slave in Japan though, as Kelly Starr made it to SpaceWorld
— Nintendo’s own expo where they show all their upcoming goodies.

Kelly got to run her hands over the GameCube controller and even absorb
the wondrous genius emanating from Shigeru Miyamoto himself as
Nintendo unveiled the new-look Link and a peek at the next Mario game.
Once again, Nintendo show that they're more interested in moving forward
into new territory rather than just trying to flog something that’s a safe
rehash of a successful license.

Meanwhile, down the road from SpaceWorld, Microsoft were having a
private little show of their own, announcing that the Xbox will launch in
Japan in March 2002. They showed some footage from Jet Set Radio Future
that looked truly awesome, and gave everyone a not-so-subtle reminder that
they've got just as many big guns as Nintendo. Now when are we gong to

get those goddamn local release dates?

Eliot Fish > *Editor
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Mario & Zelda rebom!

Nintendo’s Spaceworld saves the best until last

S S S S S S S SN R S S N SN S S R S S S S S S S S R S S S S S S R S S S S S S —— - -

ith the release of Nintendo's
GameCube just around the
corner, Spaceworld 2001 was

an important event in terms of
demonstrating both the power of
the machine, and the quality of the
software that will be available
around launch. The GameCube will
be released in Japan on the 14th of
September 2001 (we'll have one by
the time you read this — muaha ha
hal), while the US date has been
pushed back two weeks to the 18th
of November 2o001. The reason for

> The US release date has been
pushed back two weeks to the 18th

the delay, according to Nintendo, is
simply to ensure that they have
enough units ready on launch day.
The figure is now 700,000 units on
day one, with 1.1 million units total
to be available in the USA by year's
end. Apparently, the launch of the
Xbox on November 8 was not a
factor in the decision.

Although no news was heard on

Soul Calibur 2

the Australian launch (we still think
it might be in late March), it has
been confirmed that both Japanese
and US gamers will have a choice
between an indigo GameCube and
the new black design. Funkier still,
shortly after launch Japanese
gamers will have a third choice -
the awesome orange 'Spice’ unit.
There'll also be four different

N

-
=4 e
Nt ¢ D DTS OH

Pikmin

controller colours to choose from -
indigo, black, spice and the half-
indigo, half-clear version. Then
there’s the wireless Wavebird
controller in a snazzy silver, which
will be launched sometime in the
near future, when we can also
expect to see the Game Boy Advance
controller link cable that will allow
you fo use your GBA as a GCN
controller. We can expect to have
the full range of options available
by the time the Nintendo GameCube
debuts in Australia!

r—

Super Monkey Ball




Poké-news

«" " breaking new ground with the
Pokémon E-card reader. Only Nintendo
could have been brave enough to go

to store game information the old
fashioned way, on paper! The new
Pokémon game will use special Pokémon

'w_ "=_ The Game Boy Advance will also be

backwards with their new game and decide

cards with barcodes running down the

sides that you scan into the e-card reader
to upload into the game. Should be a nice

little earmer for Nintendo... unless the
bottom falls out of the Pokémon
phenomenon (no jinx intended — well,

maybe a little one). There's no news on the
launch of this product outside japan as yet.

Scan your way to

Poké-victory!
Time to buy a

new set of cards...

THE MISSING LINK

" Without a doubt, the biggest
- reason to attend Spaceworld
this year was fo see the unveiling of
the true sequel o Mario 64, and for
a first look at footage of the next
instalment of the Zelda saga. To say
the response from the crowd was one
of stunned fascination is an
understatement.

Nintendo showed the Spaceworld
audience short teaser frailers (about a
minute all ug) of both Mario Sunshine
and the new Zelda game. The Mario
Sunshine footage was very cool, but
clearly demonstrated that Nintendo
didn't want to give away anything
about the game. Even so, what we did
see showed huge potential. The
snippet found Mario in a seaside town
filled with houses, cobblestone paths,
parks etc. The only new move that
Mario really showed off in the demo
was the ability to boost jump off walls,
allowing him to boost between two
walls up to an indeterminate height —
a very ninja-esque move that opens
up huge gameplay possibilities. The
most infriguing part of Mario
Sunshine, however, is the contraption
on Mario’s back. It looks quite a bit
like a glass hookah pipe, but no real
clue was given to its use. Close
inspection of the footage, however,

reveals hypercolour trails cris-crossing
most of the landscape, as well as
emissions spraying out of the heads of
the large creatures lumbering around.
We suspect then, that some element
of the gameplay involves using
Mario's device 1o either wash away
the trails or fo suck them up. Indeed,
there are two meters on screen in the
footage — one is like a water level that
no doubt measures how much Mario
has sucked up or has left to spray. The
other is a number, correlating to how
many of the coin collectables spread
throughout the map Mario has found.
The graphics are detailed, but not
overly so. The really impressive part
is the amazing view distance, as well
as the speed that the engine handles
such a large environment. Another
surprising new element is the
unfamiliarity of the creatures
inhabiting the world. They look more
like massive Pikmin than:the
Goombas and Koopas that have
graced previous games. We also
believe that it's no coincidence that
the new Mario game and the new
Luigi game feature both characters
with backpacks. As you no doubt
recall, Luigi is searching for Mario in
his game, and the night/day contrast
between the imagery in both games

Kick it to the Kirby

- The ability to use the GBA
o & with the GameCube wil
provide Nintendo with plenty of
opportunity to use this interactivity
in new and creative ways,
as was demonstrated
at Spaceworld. The
new Kirby game,
which is
currently in
development,
will be one of
the first to take
advantage of this
new symbiosis. The
game uses a tilt cartridge
for the GBA along with a disk
for the GCN, so the GBA will function
as a tilt controller to manoeuvre
Kirby around the screen. However
that's just the beginning. When Kirby
falls off the edge of the platform on

your TV screen, he'll fall onto y:
GBA screen, where you can continue
to play, before la ing him up

onto the TV screen again. The use of

both screens works incredibly

number of pDr=|b|Imr':. [c:r
_ this feature. The GBA/GCN
8 compatibility will also be
useful in taking part of your
game with you, and
uploading information from
the GBA cartridge to the
GCN. This can be s
the upcoming GameCube
game Animal Fo :
by using your Game Bo

will allow you to visit new areas in
the game, dnd ta

too. And remember, th

the beginning.

is so striking that we're expecting the
games to be tied in together
somehow. Mario Sunshine will be out
mid 2002 in Jopan.

Coming as a much bigger shock
than the new Mario, however, is the
direction that Nintendo have taken
GCN Zelda since last we saw it.
Remember the hyper realistic
looking fight scene between Link
and Ganon that Nintendo showed
af last year’s Spaceworld? Well, in
typical Nintendo style, they've done
a complete about-face, and taken
Zelda in a radical new direction.
And we, for one, couldn’t be
happier. The new Zelda game (no

CHPTION THIS!

Our monthly Caption This competition gets funnier all the time. Your entries either
crack us up or make us feel sick, or elicit almost no response other than a subtle
grinding of teeth. Think of a funny caption to this pic and email it to us at
captionthis®next.com.au, but you must write “Caption This Part 24" in the subject

line. Get to work, readers!

Hardy ha-r har

Link in all
his cel-
shaded
glory!

title yet), is to be a cel shaded
cartoony adventure — looking for all
the world like the best Disney and
Warner Bros have to offer
combined. The mature Link of last
year's video has been replaced by
very young, cute Link, and the game
is very comical in nature and
already brimming with personality.
It's a risky decision, especially with
so many fanboys clamouring for
Link to grow.up, but we think it's
very refreshing for Nintendo to shy
away from simply remaking Ocarina
with better graphics, and to afttempt
something completely different.
Good work, Shigsy!

sSm3u
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} ::. ECTS, the European
version of E3, rarely

holds any huge earth-
shattering news, as it's more of
a further showcase of stuff that
was already unveiled in Los
Angeles in May. However, this
year there was a rather large
announcement from Blizzard,
the company behind Starcraft,
Warcraft and Diablo. World Of
Warcraft was unveiled as
Blizzard's first foray into
massively multiplayer online
gaming, an RPG set in the
world of Warcraft, that looks
simply stunning.

Absolutely nothing was
known of this game before the
announcement, and by the

of the game in action),
development has been pump
along for quite some time
already, much to the surprise

the convention hall. world oOf
Warcraft is just about on par

of visual splendour, and

up all the drool that was left
behind after the unveiling.

persistent world set in the la
of Azeroth in the time after

Quake

Did you hear us? We said QUAKE V!
B b

co-developing another
Quake instalment!
Mysteriously dubbed Quake
IV (that was a joke], the
game will be a return to the
single player

but back to blasting Strogg it
is, even if it is highly
predictable.

The game will use the new
Doom engine, and if you've
seen snippets of that online,

then you'll know just what
. kind of awesome eye
candy to look forward
to. Currently, the only
pic available, is this
render of o Strogg.

Id Software are
alse developing a
new as-yet

aftempted with
Quake Il, and a

of the Strogg.

What was wron unannounced
with the serious game with
frippy developer
medieval/industrial Nerve... so

there's more
news to come yet.

weirdness of Quake I,
we're not quite sure,

amount of media that Blizzard
showed (screenshots, and a clip

the gaming press packed into
with Star Wars: Galaxies in terms
apparently it took the cleaning

crew about four hours to mop

Blizzard promise that World
of Warcraft will be a seamless,

Warcraft 1l (which has not yet

And we all

thought they'd
announce
Starcraft

been released). Gamers will be
able to meet, adventure and
trade with thousands of other
gamers as a Human, Orc or
Tauran — the Tauran being a
of new race of noble, bull-like
hunters.

Blizzard have also revealed
(rather cryptically we might
add) that World of Warcraft
will initially be available only
for PC... “initially” no doubt
hinting that the game will also
release for either console or
Mac sometime down the track.
We can only hope. The more
that get to play the better!

If you're not excited about
this game, you're obviously
dead from the neck up.

WINNERS
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S OVERFLOW

GodGames (that’s Gathering Of Developers,
folks) have officially closed their doors — Max
Payne being their last published game. They
have been absorbed by Take 2 Interactive in
New York, and now become a subsidiary label.
Most of the staff and even the CEO have left to
start up a new venture, SubstanceTV, an
interactive DVD-based videogame magazine
that explores contemporary culture.

Croteam, those wacky guys behind the
outrageous shooter Serious Sam have promised
that after they finish the Serious Sam expansion,
The Second Encounter, they will get to work on
a brand new game. One of their big promises
for the new game is "no more Egypt". Thank
God for that.

There’s a nasty rumour going around that
Electronic Arts have cancelled both the PC and
Xbox versions of their upcoming Harry Potter
videogame, making it pretty much a PSone
exclusive aside from the handhelds, although
there is possibly a GameCube version in the
works. After they paid $100 million for the
license to produce the games, you gotta ask
yourself, what the hell are they thinking?

Hahahahahahaha... sorry we just heard that Duke
Nukem Forever has been delayed until z002.
Wahahahahahahahahaha... *sigh®.

Namco have confirmed that both Ridge Racer
New Version (is that really a game title?) and
soul Calibur 2 (oh yes... yes!) are both coming
to the PS2, GameCube and Xbox! Smiles all
around!

Sega are in talks with Microsoft to produce online
games for the Xbox, currently the only console
that is really pushing the online gaming card.
Now if broadband in Australia only picked up a
bit, we might get excited. We can’t wait to see
how many billions Telstra have made in profit
last financial year, although we've used up our 3
Gig limit so we'll have to buy a newspaper.

Activision have announced a new deal with
Marvel comics to produce games based on the
Iron Man and Fantastic Four licences. Both are
becoming new movies a little while down the
track, so expect a plethora of Marvel goodies
in a year or two. Spiderman the Movie will be
out soon, and Ang Lee is also making The
Incredible Hulk, which should be truly
incredible indeed!

Peter Molyneux has officially announced that work
has begun on Black and White 2. Lionhead are
listening to the Black and White community quite
closely to find out what gamers want featured in
the sequel, such as importing creatures from the
first game, and so on.

Apparently, the world you once left in peace is
raging with vicious warfare... Don’t hold your
breath on its release, though. It'll be a few years
yet until we return to the lands of Black and White.




GAME BOY ADVANCE

W PlayStation.2

* and "PlayStation™ are registered rademarks of Seny Computar E i Inc. All Rights F i P =
NINTENDO ®, GAME BOY(tm), GAME BOY ADVANCE(tm) AND ARE TRADEMARKS OF NINTENDO CO., LTD u I:) | S (_)ft
© 2001 Ubi Soft Entertainment,

BATMAN and all related and are of and © DC Comics,
(st}



24

Microsoft recently confirmed
«" " that the European launch of
the Xbox would be "Quarter 1,
2002", which is encouraging news
after their revelation that the
machine would not release in Japan @ I
until March, 2002. Microsoft have a E NATO 0 S
plant in Hungary that will T RM' R N P 2'
manufacture machines specifically FIRST SCREENS!
for Europe, so that the Japanese
launch will not have an impact on
available units for the PAL
territories. We all know that
Australia is also a PAL territory, so
chances are the Xbox will launch
here in Australia on the same date
that Microsoft announce for Europe,
which is expected to be revealed by
Microsoft sometime in October.

KOMBAT

bt ':_ We hate to bring you bad 3 : :
a b
.un]‘ortu:j:\:lya:t!-lsyg::t ofu;ur job. o BUE - N XBOX
Yes... Mortal Kombat is returning to FI Rs; SCREENSI
-6‘"5

a console near you. We know, we
know... here have a tissue,

Okay, maybe it’s not that bad, for
from what we can tell from the
screenshots, the game might just
turn out to be a re-invention of the
series that we've come to... abhor.

Let’s give Midway the benefit of

l

the doubt and show some
enthusiasm for this announcement!
Hurrah! Maybe.



i ——

Missile silo must

ovacuated
and blast deor
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visual powerhouse, Ai€rasoft have spent
months now on tweaking the gameplay as
the US Xbox launch approaches. Azurik

could turn out to be a stunner IR
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- |~ LUCASARTS
Ith one. of the longest titles in

the history of Star Wars

' games, Star Wars: Rggge_'_
Squadron lI: Rogue Leader, 67 Rogue -
Leaderias.we fike to call it for short, just
keeps,on looking better an®} betteras
development continues on this
anticipated flight combat sim. The
_reahsm in the spacecraft is amazing,

: hed up Star Wars look.
reasoy
other than Rogue Lead
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= ‘g, usfin Chin, president of
5 | Infinite Machine (and creator
- of the PC classics Dark Forces

. and |edi Knight), took some time out

of his hectic schedule to give us a
spicy insight into the creation of their
Xbox launch title, New Legends.

First off, give us a quick
overview of New Legends.
New Legends is a

= combat-driven action-adventure that

takes place in futuristic China. The
country has been divided into the

feudal lands of the ancient past. An
evil dynasty terrorizes China led by

character named Xao Gon. The Soo
Kingdom is one of the few kingdoms
who stand against this evil.

Players step into the role of Sun
So0, a young warrior king to be. The
game focuses on cinematic combat,
but is very story driven. Thereare a



JEIW »HYPER 17




has changed?
This is
simply where the market is
heading. We always
envisioned having New
Legends on a console
system, it was just a matter
of having one powerful
enough. As soon as the
Xbox came along, the
opportunity was there. The
Xbox has a lot of power,
and we are going to take
full advantage of it. We are
now able to do many new
things with New Legends.
Gameplay in general has
evolved. Primarily this is
because of the Xbox
controller. We are not only
doing new things with how
the player will control
movement, but how we deal
with camera views and the
overall level design. We alsc
adapted and improved the
combat system to better suit the
controller and console player.

You worked on classic
games like Dark Forces and Jedi
Knight, what did you learn on the
creation of those titles that you are
applying to New Legends?

[ Ilearned a
- tremendous amount on Dark Forces
and then even more while working -
on Jedi. New Legends is kind of a
natural progression from those
games, but really an attempt to

P
[T}
[ %
=
=
=

expand the action-adventure genre

as a whole. It's.an
action game that
explores the

story telling

adventure
game Mamky the

combat, but not all of
the missions require
combat skills. There will
be stealth missions,
escape scenarios etc.

Why did you
decide to go third person as
opposed to first person for
New Legends?

Third person is
suited much better for melee-
style combat found in the game.
Plus you'll be able to see all the

/ special attacks that your character

performs with different weapons.
We are also able to do more with the
camera system and give the game a
more cinematic feel.

What are you doing with
New Legends in terms of graphics
and the overall visual style?

We are really taking
full advantage of what the Xbox can
do in terms of graphics. We have
bump mapping on the characters,
pixel shading and plenty of

famtast;c weapon effects. One thmg.

we're proud of is that all the
characters in the game all show
real-time emotion when speakm

> Infinite T “

Machine are
dlso reportedly . .
working on 0 .
another hot “u..
Xbox game... ﬁl"
Sam & Max 2! That's right, the
classic adventure game from
LucasArts is finally getting o
sequel, and it's going to be on
the Xbox. Will Sam & Max 2 be
B | p able to take the
original’s crown
as the funniest
adventure game
of all time?

¥ aspects of an




~ of ancient China with the technology = ranged weaponis vary from bows to
- of the future. The resultisa =+ guns ta rocket launcher types. All of
completely original world, and a - them have a primary and secondary
great setting for an action game. firing mode. Most of the
A . B mielee weapons are

S )¢ HThere are several 2 el traditional Chinese
non-player characters in the g ) weapons like triple staffs,
‘game. How will these -axes and swords. Each melee
" characters come into play? y weapon will have a special

The non- | N attack sothey will

playercharactersare  J \ R\ perform better in
there to really help certain situations. We
progress the story line. also have a few
They will interact with surprise weapons that |
you in some levels can't really talk about
and even fight right now...
alongside Sun Soo.
Also, they will lay
out mission
objectives and
keep the player
feeling they are
part of the New
Legends world.

Given that
melee combat seems
to be a primary focus
of New Legends, can
you give us some
details of how the
player can utilise two
weapons at once?

Could you
tell us about the
weapons that we’ll
see in the game?

There
are two types of
weapons in the game,
melee and ranged
weapons. The

Basically, the player is
@ able to carry four
weapons at one time,
but enly wield two. This
can be any two weapons
as long as they require
only one hand to use.
So, a player could run

¥
":
J

We are

really taking
full advantage of
what the Xbox can
do in terms

____ of graphics.



through a level using a sword and a
machine gun. This way they have the
ability to attack at long range, as
well as deal with enemies up close.
Players will discover which
combinations of weapons are best

'What is the most
essential ingredient ina
successful video game?

That kind of thing is
hard to pin point in adesign. But | do

memory
to back it
up. In general,

suited for certain levels. This also inspiration I think the Xbox has ~ feel that games should have great

helps add an element of strategy to from a lot of a lot going for it. moments - things that the player find

the game. different sources. Of Microsoft is really cool and have an emotional

course we play a lot of planning some impact. It could be in the story or

Will players be able to games, but just using interesting things for — most importantly something that's in

adapt easily to using all of these other games for your online gaming, if that  the game. It could be as simple as,

different combinations, or will it inspiration would limit goes well, than Xbox "Wow, | wasable to beat up 1o guys

be challenging? you in the end. You have owners will have with that weapon!” to, "When that

The battle system is to expand your { something that no other  boss came out of the ground it

very user friendly and the average awareness and skills
player will have no problem picking  outside of what you see  (/f

game console has right spooked me the hell out of me!”
now. Adding to that, is the If you have enough of thase

=~ ; 3 ;
it up. There a lot of basic fighting in our industry. | read a / , \ : hard drive. Who wouldn't  moments throughout a game, you'll
game elements with different lot of books to research f want to download cool new  keep the player interested. Making
combinations and weapon attacks the subjects that we e levels, characters etc. for sure it's fun is a whole other story.
that have been drawn out and explore in our current N e your favourite game? But even then, that shouldn’t be all
designed for a full 3D world. The games and our future aL ~ that hard, should it? ;).
challenge for players will be to ones. = What do you think of ;
figure out when and where to the GameCube and pS2? :
initiate these kinds of attacks. What is the Both of those
main appeal of machines have their qualities, From
How did you come up developing New a gaming standpoint I'm really ~ =
with some of the moves that Sun Legends, or any game diggin' the idea that there will be
Soo is capable of performing? for that matter, for the all these great games to play. MGS
We actually have a Xbox? Jet Set Future, Luigi's Mansion,
friend who is a professional fight The Rogue Leader, Silent Hill
choreographer who has worked on ~ Xbox is a fast machine Wow. gt

several high profile films. He helped  and has plenty of
us map out the different weapons
and how they are used in battle
situations. We took that and
stretched it into the world of
videogames where characters are
able to jump higher and move faster
than is typically possible.

i Do you guys find other
video games are still inspiration?
Or do you now turn to other media,

like comics and anime?
| think we find
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id Meier is one of the

few true games

industry icons. Having
brought us some of the finest
strategy titles to ever grace the
PC (the Civilization series), he
has put his creative mind to
producing something slightly
different. At present, his team at
Firaxis is creating a ‘sim’ golfing
experience that will allow the
player to become a golf course
designer, CEO and/or resident
Pro of their very own golf resort!

Derek dela Fuente caught the

attention of Sid for a quick fire
QEA session on Sim Golf.

HYPER: So how did Sid
Meier decide that a Golf
Sim would be exciting
and fun?

I've always
designed games around
topics that | think are fun
and engaging - whether
it's pirates, history or
golf. First the topic has to
be fun and then we work
on the very best way to
present and gradually
unfold the interesting and
cool aspects of that topic.

The idea for the golf game came
last summer as | was at the library
leafing through a golfing magazine.
In the middle of the magazine was
this cool map showing a lovely piece
of land with a stream, hills, grass,
trees, and wetlands. There was a
contest to use this piece of land to
design the three most interesting,
varied, and attractive golf holes
possible. | thought to myself, that
might make a cool computer game.
Nobody had really made a fun game
out of designing and building a golf
course. So | grabbed some trees and
textures from Gettysburg, built a
couple of golfer animations in Poser,
and threw together a quick

protatype and started
playing and the next
thing | knew | was really
hooked.

In a few seconds |
could plop down a tee,
lay down a little bit of
fairway, position the
green, scatter around a
few bunkers, and turn
my little golfers loose.
There was something
mesmerizing about
watching my little golfers whack
that white ball and seeing it sail
through the air. It reminds me in
some ways of watching the trains
run in Railroad Tycoon or checking
the traffic in Sim City. Not only is it
fun to play, but it can be fun just to
watch what's happening.

HYPER: Will it help to be a golf
fan to enjoy playing the game?
I've tried to bring players a
fresh, light-hearted look at the
game of golf. A golf course is really
just a big playground for grown-
ups — and whether you're a golfer or
not, | think you'll find lots of fun
and surprises in playing Sim Golf.
Some members of the Firaxis team

Who would ever have
thought golf could be
so... emotional?

Love Palm
trees? Go crazy!

don't have a deep knowledge of
golf and they are the folks creating
some of the most creative courses,
interesting golf characters and fun
stories. If you're a more avid golf
fan you may want to design an
extremely successful course, pursue
a career mode, hold big purse
tournaments and try to be
recognized by the Sim Golf
Association (SGA) as a top course
designer and CEO. Sim Golf really
has something for everyone, golf
course design, building, managing,
playing the course and a lot of fun
player and story customization.

HYPER: Have you based the ideas,
resources, set up, even looks, on a
number of courses in real life?

We provide players with 4
environments from which to play.
You may build an Eastern
Woodlands course (grass, trees,
lakes, ducks) or an English links
course (heather, sheep and pot
bunkers). They'll also be a
Southwest Desert course (sand,
cactus, and target golf) and a lush
Tropical course (beaches, palm
trees, and crocodiles). In addition,
you can customize your courses with
landmarks reminiscent of some of
the most famous courses. Things are
partially based around real courses.

We haven't licensed any players,
courses, etc., because we think a
really fun aspect to this game will
be to allow players to create their
own favourite courses, characters
and themes. Players can create their
own version of St. Andrews or

O o
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Pebble Beach. They can also create
customized golfers, from celebrities
to famous golf pros, and determine
the golfers clothing, personality,
and face (including importing
digitized faces from snapshots, etc.
— | included my own face and my
son's in the demo so we could go
golfing together.) You may also
customise the dialogue your golfer
character uses on the course. This
allows you ta put your entire family
on the course or to create theme
courses with Star Trek characters,
your co-workers, international
supermodels, or your favorite real
golfers. Of course you can share
your creations through the Sim Golf
web site.

HYPER: Are you a fan of the Sim
games that have come before Sim
Golf, like The Sims?

I've enjoyed playing Will
Wright's games for a long time - all
the way back to Raid on Bungeling
Bay! My favorites would have to be
SimCity and, more recently, The
Sims. 1've spent countless hours
unsnarling traffic jams, raising
property values, and trying
desperately to make new friends to
get that next promotion. As soon as
you begin to play one of Will's
games you realize that a lot of the
old rules don't apply - there's an
exhilarating sense of freedom in
being able to explore any path you
choose, whether it's maximizing

your score, tormenting your
citizens, or creating something of
beauty. Of course, being a game
designer, | soon came to the
conclusion that I'd like to write a
game like this - to borrow some of
the ideas that Will has pioneered
and combine them with a few of my
own. | think you'll find Sim Golf is a
totally unique experience in that
there are many ways to play the
game. You can focus on designing
and building really interesting
courses, managing a successful
resort or have fun tinkering with
your golf members. Each course is
different, each game is different,
and each player creates their own
unigue story.

HYPER: Maxis produced Sim Golf
for EA a few years ago. A cause for
possible confusion?

We don't think so. The games
are in no way related.

HYPER: Have you employed any
Golfing experts to assist you in the
game’s creation?

The initial idea began asa

~ game about golf course design and

at that point we consulted with
some local pros on the creation and

There are many

ways to play.
You can focus on
designing and
building courses,
manage a successful
resort or have fun
tinkering with
your members.

Let's go back to
the clubhouse

and get
smashed.

building aspect of the game. But as
we continued development we
found that a really fascinating
aspect to the game was bringing the
golfers to life using dialogue,
animations, and golfer Al. The
golfers are really the primary
feedback mechanism in the game —
they tell youwhat you're doing
right or where you need to try
something new. | don't think this
has been done before; it is certainly
something new for me.

Don‘t go hitting
someone else’s
balls, now... ouch!

HYPER: Have you looked at other
golf games to see where they may
have gone wrong, and attempted
to rectify those problems in Sim
Golf?

In the case of Sim Golf it didn't
seem appropriate to model features
from other golf games. Traditional
golf games are more about the
mechanics of playing a course and
not focused on designing, building
and managing your dream resort. |
don't think there's any other game
out there that allows the kind of
player feedback, customization and
the ability to tinker with the lives of
your members.

HYPER: Thanks sid!
No problems.
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WOW-0-METER CATEGORY: First Person Action >> PLAYERS: 1-4 >>
PUBLISHER: EA >> AVAILABLE: November

AGENTL _/' Egrs

Midway got Spy
Hunter out just S he last few Bond console Bond is out to stop an "attack of the
in time... outings, Tomorrow Never clones” if you will. Helping Bond

Dies and The World Is Not along the way will be the obligatory
Enough, left us more shaken than sexy co-spy, Zoe Nightshade (the
i i stirred, so we're approaching 4 press release promises a bevy of
S 2 - Agent Under Fire with a small ] strikingly beautiful women
> s i | amount of caution. oo7 games | actually), and a cast of the usual
. ﬁw = | became all the rage in the A British Secret Service
—y - y wake of GoldenEye's success Ay characters like M and Q.
= = N ; _on the Nintendo 64, and W . Thisisalsoa
we've seen the Bond license ; completely new and
get a tad thrashed since ' original storyline — it's
then. oo7 Racing? Ughhh. R b not based on any
Electronic Arts seem E upcoming Bond film — but it
‘confident that they can will attempt to stay true to
Eenie, meenie, restore some " the Bond film legacy.
minie, mo... credibility to Bond's ; EA are aware that gamers
[ name with this high- ! demand a lot more from their
action thriller in the 1 shooters these days, so they've
works for the PS2 —the tried to implement multiple
full title being "James paths into the missions to
‘Bond 007 in... Agent allow for different styles of
‘Under Fire”. Grab a martini, play. If you're the kind of spy
sitback and let's see what who wants to kick the door
the super spy is up to this down and let loose with a
time around. spray of bullets from your Uzi
gmm, you can do so. But
 GETTING YOUR WHAT you'll probably have just
' BOND BACK LIKE 1O SEE: as much success sneaking
 Agent Under Fire, is : ey pr?m'se in the back door and
il i i stunningly beautiful : B
primarily a first e e e staying out of the sight of
person shooter, but it | glaase, then goddamn, | the guards in the first
promises to deliver a they'd better deliver! place. As Bond, you'll be
well balanced mixture Just how interactive is able to carry a stash a
of missions filled with this game, anyhow? cool gadgets to help you
action and stealth, as out in stealthy moments
well as some driving levels that will  such as these, so you can expect some
~ allow you to take the gadget- more interesting solutions to
packed Bond mobile for a spin. situations that appear to only require
i As Bond, players must defeat the  a big fat gun on first inspection.
e evil criminal mastermind Malprave,  Gadgets like the Q-Claw allow you to
Phl: ;8:"“"8";::’ head of a rising terrorist scale buildings with ninja-like ability,
film is coming? organisation that is bent on ruling whilst the high-powered sniper rifle
the world with their clone will dispatch your foes from the
technology and army of clones. safety of distance.

™ e
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Watch this!
Ho ho ho...

. Bond always

b had something ¥
§ * against florists. /
! 7
A ~
' " Stop calling me o -
® Basil, James. ' ...“‘u
: S e
: ‘d:..“:“-
N S
PK or Juicy
Fruit? You

decide.

Where you will need the big guns,
though, is up against the many
bosses you'll encounter at varying
stages of the game. When it comes
down to disposing of scum, it seems
that Bond still prefers a nice solid
rocket launcher on his shoulder.

BACKSTABBING YOUR
FRIENDS
The driving aspect of the game is
being developed by members of
Electronic Arts’ Need For Speed team,
50 you can expect some quality here.
In fact, the driving stages were
originally in development as a
completely separate James Bond
driving game. At some stage in its
development, EA decided to merge it
with the first-person shooter to create
Agent Under Fire. A good decision.
. Continuing the
legacy of
GoldenEye
007, Agent
Under Fire
will also have
2 a four-player

splitscreen
multiplayer

mode so you can face off against
your friends. Not only will there be
the typical deathmatch scenarios,
but it seems that EA have lifted
some ideas from the popular
Counter-Strike mod — there will
be a "Protect the VIP" mode,
where one side must escort a
character to safety, with the
other team doing their best

to assassinate them along

the way. However, the old
problem with splitscreen

still remains — you can

always see where your
opponents are on the

map just by looking at

their window. Maybe

it'll be worth investing

in one of those crazy big
cardboard screen splitters...

or maybe not. It'll still be

: W <piitscreen heaps of fun. There will also
9 \r and two- be some car warfare that is
) player playable in the multiplayer

mode, which just reeks of
coolness!

It looks like Bond is
back to his best, so
send that tuxedo
off to the dry /
cleaners and get |
ready to have
your license to
kill reinstated.

i <<

This game has
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They're not
pants, her legs
are just very cold
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CATEGORY: Snowboarding >> PLAYERS:

1-2 >

PUBLISHER: EA Sports Big >> AVAILABLE: November (P52)/Early 2002 (GCN, Xbox)

OECNHB

O-HARPSE

A’s Big studio has been wow'o"““ e v
hard at work eating home _ ) . .

delivery pizzas and playing
on their computers developing the
multi-platform sequel to the hugely
popular boarding title, 55X on PSa.
The new game in question is SSX
Tricky, and it’s an extension of the
arcade-like snowboarding mayhem
that came to life in the original.
Thanks to the power of the new
consoles like the Xbox and GCN,
plus a deeper understanding of
the PS2's achitecture, SSX Tricky:
shows massive improvements %
over what was already a very fun
game. Bigger, better, faster... 55X
Tricky is going to have it all. '

IN SEARCH OF SNOW
BUNNIES

So what would be your main
desired additions to this SSX &
sequel? Wider, more
non-linear slopes? More [
tricks? More

customisable

characters? Well, S5X

lot of the old 55X racing tracks for
inclusion in Tricky, so whilst you
can't expect more than maybe three
new circuits, the old tracks have
gone through quite a transformation
to suit this new sequel. There are
more jumps — and they're bigger
too. There are also a bunch of new

shortcuts, and a more dynamic
environment. Out of the new tracks —
Garibaldi in Canada and the Alaskan
Wilderness — the Alaskan wilderness
track excites us the most. The more
free-form the game, the more
thrilling the snowboarding. Allowing

the player the freedom to play the

way they want to play is what
o, makes a sport such as
snowboarding a truly fun
video game experience. You
only have to look at the
upcoming game,
@ Amped, on the
_ Xbox, to see why
b\, big non-linear

some local Aussie

. i artists on the
Tricky promises to soundtrack?

deliver it all. Electronic madsliad on
Arts haverevampeda ~—/large open mountainside,

mountain slopes make
Orarun | fora truly exciting game.
Perisherz | The original SsX had a

but it was only one track —not a
feature of the entire game. We're
hoping EA decide to make more of
Tricky this open and explorable, and
from the early version of the game
we played, it seems they've made
strides in this direction.

Character will also play a large




There goes
her small
change...

Hey, aren’t your
boots meant to
be strapped in?

part in the Tricky experience, and EA
have included a set of very different
snowboarders, all who seem to have
some kind of relationship outside

of the racing track. Yes, there
appear to be cutscenes to get

you more emotionally

involved in the race — like

being sledged by your

opponents whilst waiting for

the chair lift, or wanting to win

a race to impress a cute
snowboarder who's caught your
eye. The only side-effect to this
injection of personality is that EA
have pumped up the in-race
competitiveness and agressiveness
of your Al opponents, meaning that
you'll be pushed and shoved more
than you were in the original. For us,
that puts a small red x on EA’s
report card. Who wants to fall over
even more often than in S5X? We're
hoping this kind of on track fighting
doesn’t infringe too much on the
gaming — we want speed and
fluidity of racing, not a stop-start
experience that results in
frustration... and broken
controllers.

POWDER FINGER
But Tricky promises so much more
than just giving your opponents the
finger whilst you hurtle
through the powder.
Just taking a look
at the

stunt tracks shows
us that EA want Tricky to be
twice as fun as the original. Huge
jumps, rails, frightening drops...
Tricky is going to be a hell of a ride.
The great thing is that each version of
the game, from the PS2 and Xbox to
the GameCube will have something to
offer. All versions of the game should
be great. The PSz has a slight
advantage, as SSX was originally
designed for the Dual Shock controller
and it has been in development the
longest, but the Xbox and GameCube
versions of Tricky should sport better
graphics — higher polygon
player models and richer
texturing.

Little is known about
the final soundtrack to
the game, but we do
know that EA have
garnered Run DMC's
Tricky — which is all that
matters, really. "It's
tricky, tricky, tricky...”
yes, guaranteed to drive
you bonkers with
repeated listens, Mad! <. <.
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SPLASHDOWN

CATEGORY: Water Racing >> PLAYERS: 1-2 >>
PUBLISHER: Infogrames >> AVAILABLE: November

ainbow Studios really are
doing some great things on
Playstation 2 at the moment.

A couple of issues ago we were quite
impressed by their ATV Offroad
racing game, and now we've had a
chance to check out an early build of
their latest — Splashdown. Perhaps
the best way to describe it is a cross
between ATV Offroad and Wave Race
—not a bad combination, eh?

THIS’LL FLOAT YOUR BOAT
Although our preview version of the
game was extremely limited, it was
enough to convince us not only that
GCN Wave Race has some

What goes up...

PSS

competition on its hands, but also
that the PlayStation 2 can handle
complex wave physics and expansive
environments with relative ease. The
level we played was set in a tropical
paradise dotted with tiny islands,
and sported gorgeous visuals. Just
like Wave Race: Blue Storm, there are
several layers to the water effects —
transparency through the water
allowing you to see the bottom of the
water, objects moving through the
water, and reflections of the
environment on the surface of the
water. The combined effect is
stunning.

At this early stage, the water
doesn't move quite as well or
respond quite as realistically to the
rider's actions as it does in Blue
Storm, but on the other hand, the
surface probably looks more realistic.
More importantly, however, the
"feel” of both battling against and
using the waves to your advantage is
most definitely there. From following
every undulation at low speeds

Remember to ride it like a horse.

through to skimming over everything
but the largest of waves at top
speed, Splashdown's mechanics have
the depth that gamers crave.

The Motocross Madness games
were often described as
having “floaty physics”,
so it's no surprise how
well Rainbow have
adapted to water-based
extreme sports. The
physics work in much the same way
as in Wave Race, so using your
bodyweight by leaning forwards and
backwards is integral. In fact, one of
the coolest tricks we discovered is to
lean forward and dive down into the
water then pull right back to shoot up
out of the water and into a full
backflip (preferrably over an island
or boat). Dope.

ANYTHING BUT WET

The player has a lot of freedom with
the camera mechanics, and again,
just like Motocross Madness, placing
it back and slightly to one side is

WHAT WE'D

LIKE TO SEE:

Splashdown on
GameCube... mmmm,
water effects.

I'm churning up for your love...

the best trade-off between eye
candy and useability. Where the
tricks in Motocross Madness and ATV
Offroad were there almost
exclusively for show, in Splashdown
they'll play a much more
integral role. Each rider
has a performance meter
that can be kept high by
sticking to the course and
busting tricks. The better
the trick, the higher your
performance meter and the faster
you go. Just like Unirally!

Splashdown will have 18 courses,
and hopefully feature the same range
of play options that Rainbow have
packed into their previous racers — in
other words, the full range of race
styles, from tight, narrow circuits
and stunt-based courses, through to
epic point to point racing.
Unfortunately, only two-player
splitscreen will be supported, but
with such great physics, speed,
stunts and freeform racing, Nintendo
may be a little worried. %%




Hey, who put
that mountain
range there?
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CATEGORY: Strategy/5im >> PLAYERS: 1-Multi >>
PUBLISHER: Infogrames >> AVAILABLE: November

f you added up the number

of hours people all over the

world have spent playing
Civilization | and Il over the years it
would probably equal the time it
took to build the Pyramids and the
Great Wall of China put tegether.
Quite apt really.

It has been ten years since the first
release of Civilization back in 1991 and
PC Gaming has come a long way since
then. On the surface, Civilization Il
looks as though most of that progress
has passed it by, but after more than
three years work Firaxis have changed
many aspects of the design, balance
and feel of the game, creating
something new and quite different.

RISE OF THE EMPIRE

The real heart of those changes lies in
the trade, resources, nationality and
cultural aspects of the game. For
example cities are no longer
responsible for the units they create;
your entire nation is called upon to
share the burden and part of that

burden is ensuring that your empire
has the right materials to build and
maintain units.

If your civilisation has no bronze
then it cannot build Phalanxes and
trading for that bronze becomes
very important early on in the game.
On the subject of resources, it's
interesting to note that special
resource tiles in Civ Il don’t appear
until your civilization has the science
to use them. In other words it’s not
possible to plant your
first city deliberately
in a rich area, as you
won't see any special
tiles until much later.

This new emphasis
on resource types for
production also has an
important side effect. Now it's
important to defend your territory as
well as your cities in order to
safeguard your trade roads and
resources. Trade is a necessity to
build up your military and trade,
therefore, becomes a primary target

WHAT WE'D

LIKE TO SEE:

Let's hope the
box includes a social
security cheque so you
can quit your job and
just play Civ IIl.

in warfare, an interesting new twist.

Another new twist is the way that a
city's influence over the terrain
around them no longer grows as a
function of the cities size, but of their
culture. In other words you can no
longer just leave cities to themselves
and wait for them to grow. You have
to nurture the culture of each city in
order to expand its influence and
then increase its population.

RULE THE ROMANS
Civilisations also now have
one special unit that only
they can build, the historical
timing of which depends on
the nation involved. The
Americans for example have
the F-15 fighter, which
obviously doesn't become available
until later in the game. If you want
some strength earlier in the piece you
might choose to rule the Romans who
get their special unit very early on.
Attached to this idea is another new
concept introduced in Civilization 1l

Unleash your fascistic tendencies!

the "golden age”, which is meant to
represent the period in history when
your civilisation is at its zenith. The
"golden age” of your civilisation
makes all worked tiles in your empire
cough up one extra trade and shield
per turn. Golden ages only happen
once, last twenty turns, and begin
when any one of your civilisation’s
‘special units’ wins its fivst combat
against another an enemy.
Civilization 1l looks like it's going
to turn out to be something truly
worth indulging in for fans of the
series, and even somethmg tru[y
mspirmg for newcomers. =%
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Meching the GBA brighter.

Z.0.E 2173:
TESTAMENT i

CATEGORY: Action/Strategy/RPG >> PLAYERS: 1 >>
PUBLISHER: Konami >> AVAILABLE: 2002

Map mer.hmg is ulwu‘ys papulur

the GBA, Take 2 Interactive have
announced Duke Nukem for the Game
Boy Advance. Looking pretty close to
the original PC title, Duke Nukem on
the GBA will be an all-out shooter —

hile we're all waiting for Duke
Nukem Forever on the PC, and
in the light of a Doom port for

LN N N B N NN

(N N ]

CATEGORY: FPS >> PLAYERS: 1-TBA >>
PUBLISHER: Rockstar >> AVAILABLE: November

WOW-0-METER

AT

with the retumn of the pig cops, double
shotgun and all! We're wondering how
many classic Duke wisecracks they can
digitise and fit onto a cartridge...

We're not sure at this stage
whether this is a port of the original
Duke Nukem PC game or a brand new
Duke game using the old 3D engine,
but one thing is for sure — it looks to
have retained the classic Duke
shooter gameplay. The screenshots
give it all away.

Let's see... Doom GBA, Duke Nukem
GBA... Okay, next we want Dark Forces!

a8 o080 200000

GI.OBAI. OPERA'I'IONS

CATEGORY: Teom-based FP5 >> PLAYERS: 1-24 >>
PUBLISHER: Crave >> AVAILABLE: 2002

n the worst case yet of
“hey, that's popular, let's
just copy that”, Crave are
bringing us a team-based shooter
that has Counter-Strike stamped
all over it. Global Operations, or
Global Ops for short, offers the
player a choice of four teams
(which is two better than Counter-
Strike) — Special Forces, Terrorists,
Peacekeepers and Guerilla Forces.
Each side also has seven different
classes — Reconnaissance,
Commando, Heavy Weapons,
Medic, Sniper, Demolitions and
Intelligence Officer.

Just like Counter-Strike, each
map has a time limit and an
objective that is appropriate
to the map location, with teams
fighting it out to complete or
prevent the task. If you get killed
during the round, you actually get
re-inserted into the map via a troop

PP

transport, although you have to wait
for a short period of time before you
can become active again.

If anything, it seems that Crave
are attempting a "Counter-Strike
2" before the Counter-Strike team
can get around to it. The only
thing that baffles us, is how the
development team at Barking Dog
can sleep soundly at night. Ah
well, the game could be lots
of fun, but there's a
chance we might be over
the whole Counter-

Strike
experience
by the time
this gets
released.

Stick together
team!
Roger, that.

ost of us played Zone of the
r'1 Enders on the PSz if only

because we wanted the
Metal gear Solid 2 demo disc that
came with it. Come on, admit it.
Now, Konami have been gracious
enough to bring the Z.0.E. universe
to the GBA, even if they've handed
the development over to someone
else. Creator, Hideo Kojima, may
have nothing to do with this game,
but it seems this GBA game still
retains all the mood and strength of
story that was so important to him.

Combat plays out using a turn-
based system, almost like an RPG,
with a main map being used for
tactics and strategy. The player has
control over a variety of different
units, from tanks and jet fighters to
LEVs (the big mechs). Units level up
with experience after battles, and
players can upgrade their units to
make them capable of new kinds of
attacks.

For fans of the Z.0.E. universe,
this is really something to look
forward to.




©2001 Electronic Arts Inc. Command & Conquer, Red Alert, Yuri's Revenge, Westwood Studios, EA GAMES, EA
GAMES logo and Electronic Arts are trademarks or registered trademarks of Electronic Arls Inc. in the U.S. and/or
other countries. All rights reserved. EA GAMES™ and Westwood Studios™ are Electronic Arts™ brands.

www.westwood.com



36 »HYPER ONMLINE

ark Space is a massively

multiplayer space combat

strategy game, from small
US developer, Pale Star; located in
Austin, Texas, the home to many a
game development team. Dark
Space takes place in a tumultuous
universe of political infighting,
economic sanctions and diplomatic
posturing. All of the major factions
have definite hostility towards one
another, but a few splinter outposts

are staying neutral, at least initially,

to determine their best interest. In
the middle of all of this, is you. And
hundreds of other online players!

A LONG TIME AGO...
In the midst of turmoil and civil
unrest, players start as an ensign,

Battle Ile DAR

HT TR /NI DARKSPACE.NET

piloting smaller craft, eventually
working their way up to the position
of Grand Admiral, controlling a
capital ship and plotting maneuvers
in one of the three initial factions.
Hundreds of players can join
together online in a fast paced
struggle for mankind's destiny.
Individual mission goals vary and
successful completion of objectives
will alter the galaxy toward that
faction's favour. The galaxy is
designed to be altered directly by
concerted player effort, so the more
players online and the better they
play together, the more the game
world and its politics are affected.
By co-operation within a faction or
group, players will achieve scenario
objectives and push back the rival

lj“
R TaH
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factions. Even random events are
possible, which will definitely
require player co-operation to save
the chosen faction from
obliteration. If you ever wanted to
take part in a living, breathing
(with space helmets on of course),
warring society in space, Dark
Space is your chance.

MAKE IT 50!

Much like Independence War, once
you are commanding your

starship, you won't actually be
hands on with the guns or the ship's
throttle. From your position as ship
commander, you will delegate
orders to specific sections of your
ship, from engineering, to gunnery,
communications... just think of

ELIOT_FISH

SPACE

Captain Picard on the Starship
Enterprise and you'll have an idea
of what exactly you'll be doing
whilst on the "bridge”. This way
you have complete control over
what your ship does, whilst still
having time to ponder the larger
star map and decide upon tactics or
where it is you want to travel to.
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e - B ) | wd WIN SPY HUNTER!
/ \ Acclaim has generously offered five

oo " copies of Spy Hunter up for grabs this

M L .‘,‘ .
e ’r - issue. Seeing as it's our game of the
LS, &
L . o /
o "

month and all, we suggest you get
é ) \ your pens out and enter this comp
P L \\‘ immediately. It's a rip-roaring game, full
: - of action-packed spy goodness. Four wheels
of futuristic firepower, and the power is in your very
e own hands. To win a copy of Spy Hunter, just answer

“ 1 - this question:

Il - - What is the title of the Spy
=l Hunter theme music, and who
wrote it?

playstation.c

:Lf,-ﬂvﬁu.-JTF:'ﬁ

: Put your answer on the back of an
envelope with your name and address and
post it to: HUNTING FOR PRIZES, Hyper,
78 Renwick St, Redfern, NSW zo016.

WIN MECH
COMMANDER 2!

Get behind the controls and send legions of
Mechs into battle in this excellent sequel to
MechCommander. Microsoft have a pretty
good strike rate lately with good games, so
grab them while they're hot! We have five
copies of Mech Commander 2 to giveaway,
but you must answer the following question
to enter:

2 Name another Mech game
released by Microsoft.

Put your answer on the back of an envelope
with your name and address and post it to:
MECH ME HAPPY, Hyper, 78 Renwick St,
Redfern, NSW 2016.




National Road Rules

SLIPPERY
WHEN

USELESS
e

The Ultimate Racing Simulator, suitable for PS 1 & PS 2

. Includes SAITEK RX400 Wheel and pedals, adjustable racing frame,

and seat. (seat cover sold separately) PC Version also available.
)
T
ORDER FORM NAME
e eonmerson| [ 2000 | |
-- CHEQUE /| MONEY ORDER FOR $ IS ENCLOSED OR BILL MY.

CARD # BANKCARD [] MASTERCARD[ ] wisa[]
U 85 B O R 5

PAYMENT BY CHEQUE / MONEY ORDER OR CREDIT CARD
PLEASE MAKE CHEQUE OR MONEY ORDER PAYABLE TO "HYPERDRIVE" EXPIRY DATE  J SIGNATURE
ALLOW 10 DAYS FOR DELIVERY

POST COMPLETED FORM TO: HYPERDRIVE, 26 CIRCUIT COURT, HENDON, S.A. 5014
PHONE: (08) 8345 1957 www.hyperdrive.com.au
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Tired of hitting a simulation of a drum
kit in ‘Drum Mania'? Would you prefer to be

hitting a simulation of someone's face? Punch |

| mania will have you take on various Kung Fu
| masters who will test your punching speed,
accuracy and endurance. Six retractable

| punching mitts act as targets for you to

punch, elbow or hit with any object you can
smuggle into the arcade. The game suits a
| Wing Chun Martial Arts style of fighting, but
" does not really cater for the wrestling styles
such as judo. Although there are punching
gloves provided, only wimps use them.

Let’s Go By Tra

(ver' 1:2i3) o

=+ Your first impression of a train

simulator game is "How f*"king hard it is to

drive a train?”, right? But no. After playing

this train simulation based on real Tokyo

[ rail lines, you will have a new found respect

i for train drivers. If you go too slow, you

| won't be on schedule. If you brake too hard |

L or overshoot the platform, citizens may be
injured by being thrown around or when
they stupidly step out of the platformless
train (if you activate the door switch). Also,
imagine the humiliation and point loss if
you arrive TOO early at a platform. This love
and total respect for punctuality is what
helps the Japanese to be Japanese. It also
means that this game probably ain't
making it out of the country.

Maybe Taito could make a train

| simulator based on the Sydney rail system

where the goal is NOT to run on time and to

somehow break down as often as possible.

How realistic we say. Chortle!

TR

RV
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Tokyo Bus Guide -
#¥ whilst most driving games have you racing
furiously against the clock, it is a strange impatient
feeling to be playing a driving game where you have
to wait in real time for about i5 seconds at a traffic
light. Yes, this is a real time bus driver simulator
that will take you up, down and along Tokyo's
roadway system.

The game goes something like this. Put on your
indicator, pull out slowly from the curb, making sure
not to accelerate too hard - you don’t want to throw |
those passengers around. Stop at the traffic light -
don’t break too hard - you don't want to throw
those passengers around. Drive along the street
(don't speed). Indicate and make sure you don't
swing your rear end into other traffic. Pull
over at the next bus stop. You are getting

leepy. Yes it’s been a long day. The

boredom is creeping in. So that's it. See - it is
hard to be a bus driver. The trick is to think
about other stuff whilst you are driving so
that you don't get bored. Nonetheless, this is
a good yet bizarre game and if you liked Sega's 18
Wheeler' truck game, this may be your thing.

ATk
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Mocap Boxing -
#* Whilst Punch Mania is a fun game in it's own right, it doesn't
include the fact that a fighter often uses bobbing and weaving to
create a moving target. Mocap takes the body motion sensor set up
first seen in Konami's light gun shooter 'Police 24-7" and adds some
new fan dangled punch sensor that can tell where you hit your on-
screen opponent’s body. Whilst you have to knock down each
successive fighter 3 times per match, you are allowed only 3
knockdowns per game. If you get your opponent to the third
knockout, you are often required to take him out with up to 50
punches which have to be delivered within 12 seconds. | have been told
that 'normal people’ could find this part of the game to be very tiring.

DY Y s SRR
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Power Shovel Simulator -
Without the promise of destruction, many simulators wouldn't
exist. Power Shovel Simulator is almost a rare exception to this rule, as

| PSS has you helping to create - instead of destroy (mostly). This is a

| beautiful thing. The other beautiful thing is that this sim will teach !
~ you how to control 3 types/sizes of excavators that Komatsu currently |
. has on the market, thus increasing your employability level.

The game has two types of play available, with the first using a

~ shovel in numerous real life situations found on a building site. The

other type of play is choosing 1 of 9 mini fantasy games, such as

. demolishing a limousine and some sheds, or scooping up a turtle and

relocating him in another pool (I didn't say MY fantasy).
Although it takes several goes to learn the game's cool interface and
controls, it's a satisfying feeling that you now know how to control a

| mighty tool which has about the same power as at least 100 council workers.

 Golgo 13 -
# Whilst Silent Scope (Konami) has been a very
| successful game around the world, the 'prototype’
to this game is based on one of Japan’s most
popular Manga characters - Golgo 13. Golgo 13,
whose name stems from 'Golgotha’ (the hill on
which Jesus was crucified) and the ‘evil” number 13,
is the world’s top emotionless modern day samurai-
esque sniper assassin. In the game you will utilize
his trademark M-16 rifle (which has a real telescopic |
sight) in 2o different static scenarios.
Each stage reads like a comic book and briefs you |
about the target, who, as the karmic forces of the
" universe may have it, are about to pay the ultimate
| price for not believing in karma. But the game is
not purely about assassination head shots. The
missions will test your sniper skills to the limit (you
often only get one shot or about 6 seconds to take
. it) in situations such as having to shoot a tire on a
rally car travelling at high speed. Or you may have
| to cap a Mafia Capo whilst trying to aim from an
unstable small boat. Or maybe shoot the hand of a
diamond dealer from a considerable distance or
even pick off a whole gaggle of gangsters in a
blizzard.
While the comparisons with Silent Scope abound
aplenty due to the snipe-u-larities of the interface
| feel, Golgo 13 gives you a more in depth study of
| the situations faced by a real life sniper assassin.

Lu3dAH« LiHdHP
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Photo Battle -

> ¥ Contrary to the title, this ain't no
game where you bash people with tripods,
garrotte them with lengths of film and
throw developing chemicals in their eyes.
No, this game is a battle of reflexes and
reflex mirrors, where you have to use a
replica professional 35mm SLR camera to
precisely frame and then apply intricate
timing to obtain a great shot.

There are four categories to see if you
have got what it takes to be an all round
photographer:

Sports: Mainly reflex shots where you must
depress the shutter at the precise moment
such as when a soccer player kicks a ball or
a karate exponent has broken the first
couple of tiles in a large stack of tiles.

Art: Tests your vision and powers of
observation in mini games such as locating
three four leaf clovers in a few seconds or
discovering mistakes in a still life photo.
Scoop: Take a photo of a getaway car’s
number plate or get a shot of 3 aliens
concealed in a crowd.

Technic: Try achieving some nice panning
shots of racing cars or depress the shutter
as close to a preset time on a stop watch.

So will Photo Battle enable you to
become a better photographer? For
sports, yes. But it doesn’t teach you about
camouflage techniques or the patience
required to stake out celebrities on their
so called ‘secret’ holidays.

27 |f you like your driving games, then
this game will give you a bit of a brain
melt down. You take on the roll (no pun
intended) of a stunt driver who has to
complete a movie scene within a set
amount of time, with the most amount of
damage - which is a totally rad concept
for a game. As it is your duty as a stunt
driver to really smoke it up and create a
high level of destruction and action for
the cameras, you are awarded bonus
points for stunts such as: planting a nice
‘scratch’ along the side of other vehicles
or making a nice hand brake skid 'side
turn’ around a corner or driving through a
heavily propped area to ‘hit’ stuff. But
don’t damage your vehicle too much, it
can only handle so much punishment
before it breaks.

There are 15 different locations to drive
through and after finishing each 'scene’
then you can review all the stunt action via
the strategically placed cameras (very cool).

Magical Truck
Adventure -

## Part workout, part adventure,
this game will see you pumping
your way to glory in this ‘on rails’
scenically dangerous rail cart
mission to catch a couple of bad
guys. The rail line will take you
through s different ‘magical’
lands. There isn't really much
control in this game as you can
only control speed through
pumping, but the action occurs
when you have to avoid rock
slides, logs, buffalo, crocodiles
and other trains that somehow
wander or fall onto the rail line. To
avoid these obstacles, activating a
foot pedal will see your cart
jumping or tipping onto 2 wheels.
Not much replay value and

actually quite lame.
%
0%




Star Wars Racer
Arcade -

#¥ Whoa! This one’s just arrived
here. Although there are Star Wars
pod racer games for the home
consoles, it's this game's push/pull
jet rocket control levers that give
you the full Star Wars pod race
feel.“This game allows you to
choose from 4 characters and 4 of
the best pod racer courses in the
Star Wars universe. Very cool and a
great realisation of speed.

ARCADE

Although there are privately owned
arcades, the major arcade developers
have their own arcades where most of
the games are exclusively theirs. There
are several in the Tokyo metropolis, but
there are also large ‘game lands’

situated in the outer suburbs.

¥ ooh

#¥ In1997, Sega released ‘Top
Skater' to much acclaim. Although
the street trick section was good,
the best bit was the sickly awesome
half-pipe sections and giant airs
you'd score off them. Air Trix
devotes the whole game to that bit
by allowing you to cut it up on 3
stages and 5 huge ramp sections
with 5 different skaters, each with
their own unigue moves.

A fully articulated deck enables you __: g

to pull off a multitude of moves and
will have you working up a sweat. The

graphics are dope and give the feeling | g

that you are really soaring high in the
sky, while a pumping soundtrack
finishes the full audio visual package.

W 90%

" Brave Fire Fighters - -

## Since the dawn of man, fire has played a
central role in lighting, heating, powering and
shaping his world. Unfortunately, bad wiring,
unattended raw flame, pyromaniacs and
spontaneous human combustion have created
the constant need for Brave Fire Fighters. Brave
Fire Fighters is a part of Sega’s 'Real Life Career’
games, which includes, would you believe,
‘Crazy Taxi’ and, more believably, 'Tokyo Bus
Guide', "18 Wheeler" as well as the about to be
released 'Emergency Ambulance’.

The game in itself is a bit like a first person
shooter with no one to shoot. Once again it is the
real life interface which really puts you in ‘the
zome' as you scroll your way forward through a
serious fire in an old down town hotel. The goal
is to locate and bring to safety trapped guests

by using your trusty fire hose to hose

TECHNOLOGY down fire and soak areas that are

| about to flare up.
Some guy was telling me how

that, originally, the game came with

' 2 huge heaters which simulated the
heat of the fire depending on how
well the player was controlling the
blaze. But, ironically, the heaters
actually caused a fire, so they took
the heaters off.

.-‘—_—-__-_‘_-__..
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No need to wait for Time Crisis 3, Ninja
Assault is here to test your shooting skills
to the maximum. Set in a magical 17th
Century Feudal Japan, you and a ninja clan
‘ member must take on the hordes of an evil
= A Daimyo to rescue a kidnapped princess.
X The assortment of scenarios, opponents as

well as the awesome graphics and
authentic styling make this game one that
S " LT you'll want to play to the end. A new
w A e '1, - inclusion to the genre is little health bars
by a-la PC strategy games.

i
|

Shake the Tambourine -

Wamning - Feelings of old-school gay abandonment
will exude from every pore of your body whilst playing
this game. Choose from 26 different songs (including
the theme song from Lupin Il a.k.a Wolf) in this trippy
test of your shaking skills. Instead of the tried and §
tested vertical scrolling bar graph type as found in the ! z‘*
other B-Mania games, Sega have opted for having six / / L,
positional circles that you have to either hit (glows red) //

or shake (glows blue).
Q
3%

; Wild Riders -

#X Starting out in the outskirts of
Massive City, you attempt to ride
your motor cycle through the burbs,
the CBD and the Bay area in this very
stylized comic book take on the
police chase scene. Your bike is able
to do jumps by pulling up on the
handle bars and is able to slide
under objects such as a petrol tanker
by pushing down on the handle
bars. This gets a bit of getting used
o as you often accidentally activate
the jump or slide action as you are
negotiating some of the games
tighter turns, but otherwise, the
game is quite a thrill ride.

v
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8| *Z Areal 3D 'space shooter’, Choose one of four
different Jet Pack equipped space mercenaries
sent in to destroy evil aliens from infesting an
Earth-like planet. You can use your rapid fire
laser or missiles with ‘lock’ features. Very fast
and furious action. A very strange addition is
that one of the mercenary characters is a short-
skirted nurse armed with a large laser syringe. pirt

Eididnide
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Typmg of the Deud -
Whilst any self-respecting arcade gamer
will know Sega’s light gun shooter 'House of the
Dead’, not many gamers would have ever
dreamt on this title in their wildest nightmare.
Typing of the dead retraces the steps of the
game it is based on except that you now, errr,
ummm.... type' down zombies with your
keyboard, which is a perfect way for
receptionists to show of their skills
or for amateurs to increase their
word per minute rate. Although
the game will probably not make
it to Australian arcades, Typing
of the Dead could go on to be one
of the most popular ‘learn to
type’' edu-tainment games ever
for PC.
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® P52

p52 Spy Hunter

The hottest four wheels on the P52
explodes into action.




HYPER #97
REVIEW INDEX

PS2

52 Spy Hunter

56 Twisted Metal Black
58 Freak Out

60 Kuri Kuri Mix

62 MX 2002

&4 This Is Soccer 2002
78 City Crisis

78 Xy Evolution

PC

66 MechCommander 2

&8 Pool of Radiance: The Ruins
of Myth Drannor

70 International Cricket Captain:

Ashes Edition
71 The Sting!
78 Monopoly Tycoon

PSone
72 The Italian Job

Dreamcast
74 Confidential Mission

Nintendo 64
76 Tony Hawk's Pro Skater 2

Game Boy Advance
80 Mario Kart Super Circuit
82 Advance Wars

82 High Heat Baseball 2002
83 Jurassic Park 3

83 Konami Krazy Racers

THE HYPER
CREW'S TOP 5

Eliot Fish - Edllor

1. Dark Forces - PC
“Even after all these years, Jedi
Outcast has a lot to live up to.”
2. Advance Wars - GBA

. Spy Hunter — PS2

. Arcanum - PC

. Star Wars: Galactic Battlegrounds
(Preview Beta) — PC

Cam Shea - Deputy Edlior

1. Mario Kart: Super Circuit - GBA
“Red shells haunt me in my dreams.”
2. Devil May Cry — PS2

3. Advance Wars — GBA
4
5

. Spy Hunter — PS2
. This is Soccer 2002 — PS2

Malcolm Campbell - Art guy

P800 000000000000800000080000 000880

1. Final Fantasy X - PS2

“They talk! They act! It's amazing the
difference speech makes.”

2. Devil May Cry - PS2

3. Spy Hunter - PS2

4. This is Soccer 2002 — PS2

5. Capcom vs. SNK - DC

.lumes Coﬂee o Re\rlewer 3

. Worms World Party — PC
“ just know the next Worms game will
be a blast!”
2. MechCommander 2 — PC
3. Civilization — PC
4. Galaga - GBC
5. Wipeout 2097 - PSone

THE HYPER
SCORING SYSTEM

The Overall Score — what's it all about?

70-79 Good, verging on average.
Try before you buy.

60-69 Average, verging on bad.
This game is badly flawed.

50-59 Bad game design and possibly
not even worth renting.

0-49 These games simply suck.
A total waste of money!




PLAYERS: 1-2 >> PUBLISHER: Midway >3

ELIOT FISH goes for a gen’rle Sundoy drlve.../

he Midway name was once
T one of the coolest around.

In the days before Mortal
Kombat and Cruisin’ USA, Midway
pumped out an absolute classic
arcade game that borrowed heavily
from the James Bond movies doing
big business at the time. That game
was Spy Hunter, and in the early
80s, it ruled the arcades. It may
have just been a simple top-down
racing game, but it also had
bonnet-mounted machine guns, the
Peter Gunn theme and insanely fast
gameplay. To play Spy Hunter, you

= actually needed true arcade gaming

52 »HYPER

~ talent. Hell, you had to drive and

shoot at the same time, which was a
whole new set of skills back then.
Midway's decision to re-invent
the game for the 3D age could have
been a disastrous one. In the wake

Don't scratch the paintjob. Arrggh!

> PRICE: 599.95 >>

of games like Asteroids 3D,
you could be forgiven for
assuming that Spy

Hunter would be

another old

classic brought

back from the

dead for the

not-so subtle

cash-in on its ;

retro appeal. Well, *%

the good news is that

Spy Hunter on the PS2
retains enough elements fro

RATING: M >=

AVAILABLE: October

the original to bring a smile to the™ s

face of those who remember the old
arcade game, whilst still providing a
whole new gaming experience.

CUE THE COOL MUSIC
The concept is this: you're a secret
service agent equipped with the

hottest four wheels on the planet.
Your car, the G-6155 Interceptor, is
an 845 horsepower armour-plated
killing machine, equipped with high-
powered machine guns, rocket
launchers, defensive weaponry, the
ability to transform into a powerboat

H

the ability to shed it's
5 and morph into a jetski
motorbike in times of

emergency. In this car, you can do

almost anything. Forget Knight
Rider, Herbie the Love Bug or the Bat
mobile... the Interceptor is the king
of the road.

As the secret agent entrusted with
this machine, it’'s your duty to
accept some of the most dangerous




Forget Knight Herbie the Love |
mobile... the Interceptor

road!

spy missions on file,
and this time
around, that so
happens to be saving
the world from the
_evil multinational
gorporation named

. Over the

 of the game,

Il be tackling every
spy task in the book, from
diffusing bombs, destroying evil
weapons, rescuing and escorting
good guys to safety, placing
tracking devices on enemy vehicles
and more, all from behind the wheel
of the Interceptor. Because of the
speed you need to be travelling at
in certain sections of the level, most
of your important decisions need to
be made in a split-second. There's
no room for hesitation in Spy
Hunter. Just like in the original
arcade game, you need to keep

moving to stay alive, so learning
how to drive, target and shoot and
evade, all at once, is essential to
completing your mission. This
results in some truly spectacular
scenarios, and once you get the
hang of how the game works, you'll
be pulling off some pretty
impressive manoeuvres, stunts and
death-defying feats that just feels
damn cool.

The interceptor is
driven with a set of fairly
simple controls, like most
other racing games,
except for the fact that
double-tapping the accelerator kicks
in a turbo boost that can give you
some incredible distance and air off
certain ramps or a much needed
catch-up. The handling of the
Interceptor is very arcade-like, but
the power slides feel awesome and
for what is necessary to achieve

during the missions, the car drives
like a dream. It's pretty obvious that
the main design criteria during
development of Spy Hunter was that
the car be the ultimate in coolness,
because really, that's all the game is
about. Half of the enjoyment in Spy
Hunter is watching your Interceptor
transform — from the way the
mounted missile launcher pops out
of the voof, to the way the panels
slide and shift around
to prepare your vehicle
for the water — it just
reeks of coolness.

THIS MESSAGE WILL SELF-
DESTRUCT

Out on the road, you have to contend
with a variety of enemy vehicles, from
motorbikes with machine guns, to
sleek black cars with blades
protruding from their hubcaps, dive
bombing helicopters and a host of

RN LTS

#Never heard of the original
Spy Hunter arcade game? Well,
here it is in all its retro glory.
You raced up the back of repair
trucks, dodged deadly oil slicks
dropped by your foes, and
blasted away at the bumper
bars of eerie black cars who
were deftermined to make you
road kill... just like this PS2
version.

The reason Spy Hunter was so
exceptionally difficult at the
time, was that the top-down
perspecfive gave you very little
indication of what was coming
up on the road ahead, and the
speed you were travelling at
made it pretty tricky to do a last
minute life-saving manoeuvre.
You could drop into low gear,
but there was a time limit
forcing you to go as fast as you

possible could. Ahhh, the stress, |

the pressure, the sheer thrill of
the original Spy Hunter!
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Sorry to interrupt your Gondalier trip.

other pesky opponents. In the thick of
the action, everything happens at
once — you'll be hurtling down the
road, avoiding civilian traffic,
steering out of the way of missiles
homing in on your car, shooting off
your guns at the enemy vehicles
you're pursuing and keeping tabs on
secondary objectives such as
collecting the SATCOMs scattered
throughout the level or making sure
to blast planted explosives with your
EMP weapon. The missions are
constructed in such a way, that
besides needing to complete your
main objective, there can be a
handful of secondary objectives, that
whilst not necessary to successfully
completing the mission, will
eventually tally up and unlock the
next level. If you don't complete
enough objectives, you simply don't
progress to the next mission. Thus,
replaying missions a number of times

Back in black.

is essential to getting things done
right and progressing. The beauty of
the game, is that each level is an
enormous amount of fun, and
replaying them over and over is
anything but a chore. There are
enough satisfyingly cool cinematic
moments in each mission that you'd
play these over even if you didn't
have to.

As you get better at the game, it
becomes a lot easier to handle the
multiple objectives in each level — it
takes a fair amount of dexterity to
remember to pull off all your tasks at
once whilst you're flying down the
freeway getting bombarded with
enemy fire. Not only are you speeding
past obstacles, but you're cycling
through your weaponry to equip
whatever is necessary for the target
you're rapidly approaching, and this
requires a fair amount of fidgeting
between shoulder buttons and control
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LEFT

Did | do that? Gee, sorry!

Look, it's my “arch” enemy! Jet! Oocoh-ooh-ohh-ooh-ohh-ohh...

n_ Instead of a predictable face-off, the
mul’nployer Spy Hunter is quite hilarious. psetidrn i

buttons —it's even required to click in ~ then that level becomes playable in  multiplayer mode, and there's lots
the left analogue stick whist you're multiplayer. The difference being of variety here to make it more than
driving, to acquire a lock-on target that each level has a different just a token addition to the already
for your missile launcher. There is the  objective. For instance, the solid gameplay. It's nice to also note
odd mission that regularly Colombian level in multiplayer that the level of detail and geometry VISUALS = SOUND GAMEPLAY
deteriorates into a frustrating mess, becomes "Chicken Hunter” in which  in the multiplayer made is just as D O P ; £ =y
but it's all a matter of learning your both players must run over and nice as in the single-player game,
controls and if you stick with it, you shoot as many chickens as they can  with only the most subtle difference
eventually pull it off. during their race to the end of the in frame-rate — it still plays and OVERALL
level. But it's not all as wacky as looks just as good even in split-
TWO SPIES ARE BETTER this... Globetrotter requires the screen, which is no mean feat.
THAN ONE players to pickup more Satcoms With the slinky Peter Gunn theme
Spy Hunter's multiplayer mode than their opponent, with the in place, and all the action-packed
involves split-screen action between Satcoms placed strategically just gameplay, Spy Hunter in 3D feels just
you and a friend. Instead of a after some big jumps and other like it should. Amazingly, Midway
predictable face-off, the areas where players will tussle for have pulled off this re-invention of
multiplayer in Spy Hunter is quite the best position to nab the item the original game with great aplomb,
hilarious. Once you unlock all the before their friend does. A lot of making it a very worthy addmon to Fun, tun, fun, ‘il daddy fakes
objectives in a single player level, thought has gone into the your PSz2 games library. the Interceptor away.

Overly difficult at times,
just like the original!

98 dIJAH« ll'lE!Il"lElElj




Twisted

Happy frails.

Metal

Blac

CATEGORY: Cor Combat >> PLAYERS: 1-4 >> PUBLISHER: SCEA >> PRICE: STBA >> RATING: MA15+ >> AVAILABLE: October

HILLOUS LESSLIE targets the parking police...

he peculiar genre of
I vehicular carnage has just
been upgraded to match the

abilities of the PSz and it will never
go back. Playing good old Twisted
Metal now, after tasting the delicious
violence and witnessing the visual
splendour of Twisted Metal Black, is
like getting out of a Jaguar and
catching a bus.

Fast, frantic, fluid, fun, Twisted

| Metal Black is a lot of good things

beginning with 'f". It's a top-quality
game that satisfies in almost every
way, and the areas in which it falters

- clearly have nothing to do with its

56 »HYPER

main aim... which is to pump your
adrenaline.

BOUNTY OF BUTTONS
Firstly, the laws of physics in TMB are
close to our own, but not perfect.

This is of course a game about
maniacs driving supercharged
vehicles armed with guns, rockets,
missiles, satellite-targeted nukes,
etc. killing each other, so we can
overlook discrepancies in the driving
model as applied to racing
conditions. Who's going to compare
it to GT3 anyway? Nobody.

Secondly, being so much more
than a mere driving game, it uses
up all the buttons: machine gun,
special weapon, turbo boost, brake,
rear view, next weapon, previous
weapon, etc. Despite its intelligent
use of R3 for the turbo boost, there
is no way to appreciate the
subtleties of analog acceleration,
braking and steering and use the
sharp-steer button at the same time.

But really, all that means is that it
may take a few days to grow

accustomed to the

peculiar engine

model. Once you've

chosen a character you li

and played around with it a bit,”
you'll be fine.

Thirdly, some of the menu fonts
are a bit hard to read. Anyway, onto
the good points. There are fifteen
diverse characters and many
sprawling environments. Characters
are richly detailed both visually and
in their background story crap. Most
of them are ugly — many deformed —
like Axel, a man with a monster truck
wheel surgically attached to each
arm. They all have names like Mr
Grimm, Shadow and Slaughterhouse.

The thoughts of one’s selected
freak are conveyed during loading
screens in Story mode (which is
good as the bigger levels can take

up). The characters
all have varying statistics for speed,
strength and whatnot, but truth is
that they are remembered best for
their weapons.

GREAT GUNS

There are loads of weapons. Some
are satisfying and familiar items like
rockets and homing missiles. Others
are really weird. Some even require
skill to discharge with great effect,
like the Reticule. On the first press
you start loading up missiles and




Booked for not indicuﬁng.

you have five seconds in which to
fire them. The longer you wait, the
more missiles are fired, but wait too
long and you lose them all.

The many environments range
from small to so big that you could
drive in a straight line for a while and
wait pretty safely in a remote corner
of the territory until everyone is half
dead from killing each other
somewhere in the middle of the map.
Naturally, everything within the levels
(lamps, trees, houses, civilian cars,
civilians etc.) is fully destructible.
still, some things are bound to give
you more pleasure than others in the
razing of. Houses and streetlights are
easy to fell, but knock over the ferris
wheel and watch the carnage as it
rolls heavily through suburbia,
ripping up buildings in its wake.

The environments are dark,
disturbed places where chaos
reigns. The atmosphere is strong in

Not a wise place to sit and wait. 25

each area, be it a colossal cathedral
left for dead after a holocaust or a
bleak urban wasteland complete
with houses and an amusement
park. This is thanks to the exquisite
detail put into these
levels, which feature I I I
everything from -
telephone booths to "

fire hydrants. The

weather tends to play up a bitin
some of them, decreasing visibility
in spasmodic intermission.

It could be said that the field of
vision is not as great as it could be,
great as it is. This is because of an
extremely subtle gradation of
polygon shading toward the outer
limits, effectively making it
impossible to judge exactly where
the redraw point is. Admitted, some
of the visual aspects of the game are
not perfect, but you'd have to be
fussy to complain.

anc
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Best of all, the framerate rocks.
Even when things are boiling, seven
vehicular behemoths letting rip in
every direction with multiple
incendiaries, cluster bombs and

sixteen-way missiles,

the game remains as

slick as hair gel. The

frames don't suffer in

multiplayer modes
either, which is where the game
shines the brightest.

Musically, the game stays true to its
morbid motif with grand, powerful,
almost intimidating orchestral
compositions, which awe the player
into a survival state. All other sound
effects are superb, each explosion
resounding with clarity and depth,
every collision tangibly chunky.

TMB is a sterling effort. It's fast,
fantastic, fiery, furious, frenzied,
ferocious, fierce, ]nghtful frantic,
and full-on fun. <

WS: Fast, smooth, loud and

11952 Awkward control

SOUND GAMEFLAY

OVE RALL

Beautiful, brooding, intense

and chaotic. A heart pounder

1S MAdAHK |



Freak Out

Slight case of Elephantisis.

CATEGORY: Plotformer >> PLAYERS: 1 >> PUBLISHER: Accloim > > PRICE: $TBA >> RATING: M >> AVAILABLE: Now

CAM SHEA knows there’s a time for drugs, and that’s Uni...

apanese development
.J house, Treasure, are well
known for producing quirky

* off-beat titles with great gameplay.
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They have something of a cult fan
boy following here in the West,
where their games are infrequently
released and often hard to come by.
At first glance, Freak Out is so cool
and err, freaky, that we were ready
to sign up for life with Treasure's
cult commune. Unfortunately, first
impressions can be deceiving.

I’'D SELL MY SOUL FOR A
DONUT

This is the unusual story of an
unusual little girl... or so begins the
intro to Freak Out. This is something
of an understatement. If it were up
to us, the intro would open with
"This is the nonsensical story of a

bizarre little girl shaped like a candy
apple”. Although Freak Out's FMV
does deal with the storyline on some
level, if this was the only
explanation you had of what was
going on then you'd be very
confused indeed. Perhaps this is
why Freak Out is so unique - it's the
first platformer (and we use the
term very loosely) where reading the
manual is absolutely vital.

Having read the manual myself, |
can pass on the following. The game
is centered around a young girl
named Linda and her twelve
compulsively vain sisters. After
being offered eternal beauty by the
demons of vanity, the sisters are
possessed and sucked into an
alternate realm. For some reason,
Linda's scarf is also possessed,
growing a hand and moving of its

own accord (we think she wears it to
strengthen her neck and stop it from
snapping under the weight of her
watermelon head), but luckily for
her it's a friendly scarf who will not
only help her rescue her sisters but
also rolls a mean spliff (okay we
made the spliff bit up, but it did
remind us a little of Towelie). Linda
jumps through the gateway
determined to rescue each of her
sisters from their own possessed
hell-space.

The main hub of the game is the
Museum of Agony - some of kind of
unreal limbo-world mid-
dimensional safe house. From here
Linda can access each sisters’ realm,
as well as the EX worlds through the
paintings hung around the room.
This is your first taste of Freak Out,
and this room is probably the single

coolest room ever in a videogame.
Existing as it does somewhere
between the living world and the
spirit world, the room looks like it
has been sketched into existence
with nothing more than a pencil.
Everything has a transient
shimmering quality to it, and the
overall effect is mesmerising.
Ironically, this room alone is the
highlight of the game.

‘

N T

You're net match for .my.‘. scarf.



Except for those horrid flashbacks.

T A bes

Don‘t worry, you'll come down soon.

Grey aliens with wigs, or what?

f ) X
Look out, she's gonna blow!

n_ "= The room looks like it has been sketched

& o info existence with nothing more than

a pencil.

CINDERALLA MEETS THE
EXORCIST

Freak Out’s play mechanics revolve
around the abilities of the possessed
scarf and it really is an interesting
concept. You see, although Linda
and the scarf move around together,
you can move the tip of the scarf
independently of Linda's
movements (one on each analogue
stick), positioning it for the strike.
Using its hand, the scarf can reach
out and grab hold of anything close
in the environment and stretch it.
It's a very cool and surreal touch to
be able to grab a wall and pull it
towards you. This ability is really the
core of the gameplay. Linda can
grab the environment and use the
scarf’s tension to catapult herself up
onto ledges or across gaps. She can
grab, twist and pull her enemies
and use offensive moves like the
Snap Attack, Torpedo Attack or the

ultimate in her arsenal - the Scarf
Bomb, to first disable then exorcise
the demon within.

Given that there are twelve sisters
to defeat, you'd probably assume
that each realm would take the form
of a huge platform world with
minions galore and some tricky
puzzle solving, with the sister as the
boss at the end. .
Wrong! Instead, Freak I I |
Out boils down to o0 @
nothing more than ik
twelve boss battles. ‘
Granted, each boss is creatwely
designed and requires different
tactics to beat, but you're more likely
to be struggling with the controls
and shonky camera mechanics than
you are to be enjoying the challenge.
Simply put, the mechanics are at
odds with the gameplay — finer,
faster control would make this game
much more fun.

With persistence, you will get
used to the controls, and many of
you may enjoy just taking on
bosses, but for our money, Treasure
have missed a lot of potential. With
this kind of ability set, Linda really
should be traversing a large non-
linear world. After all, with a longer
range, the scarf could function as a
whole range of
things, like a
grappling hook, a
sniper rifle, a
surveillance camera
or even a remote controlled
pickpocket. Treasure could have
designed some mad puzzles around
abilities like these. But it wasn't to
be. Despite immense initial
promise, Freak Out relies a little too
much on trippy graphics and kooky
design, and not enough on solid
gameplay. A real shame. <<

Ve

mnia 1V ana

LUS: Twisted graphics and
gameplay concepts.

VHMUS: The ideas don't feel
fully fleshed out.

\r’\ﬁUALS

2 w
OVERALL

OUND GNv‘nEDLAY

ak Out is one of the most

inal games for the PS2.
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Yes? Get... WHAT?

CATEGORY: Puzzle/Action >> PLAYERS: 1-4 >> PUBLISHER: Empire Inferactive >> PRICE: $99.95 >> RATING: G >> AVAILABLE: Now

ELIOT FISH rcvcals his love for bunnies. ..

tep one in identifying a
video game as having
originated in Japan is to

check to see if it contains animals.
In this case, two bunnies named
Chestnut and Cream feature —so
that’s a check. Step two: Are the
animals dressed as other animals or
wearing something unusual? In this
case, one is wearing a flowerpot on
its head and the other has an
umbrella sprouting from its
cranium. That's a check. Step three:
Do the animals at some stage sing or
play musical instruments? In this
case, there's an entire musically
themed level that involves plenty of
strumming, horn parping and tub-
thumping. That’s a big check. |
don’t think we need to investigate
any further... Kuri Kuri Mix not only
qualifies as a suitably loony

Japanese game, but hell, it's called
Kuri Kuri Mix in the first place! We
don't even know what that means!

BRAINY BUNNIES

In case you were wondering, it's the
eve of the Moon Festival, but the
moon is nowhere to be found. The
festival, which has been a rabbit
clan tradition since time
immemorial, has been cancelled. As
Chestnut and Cream (our two brainy
bunnies) are wandering home, they
decide of course, to go in search of
the moon to ensure that the festival
takes place. It seems that to find the
moon, they have to take orders from
a small chicken (as you do) and
involve themselves in a series of
deadly time-based puzzle packed
levels. It's pretty whack, but quite a
bit of fun.

The most startling thing about
Kuri Kuri Mix, is that whilst it's
primarily a two-player game, you
can actually play the game on your
own, by controlling both characters
on the one controller. The left stick
moves Chestnut and the right stick
moves Cream, with the shoulder
buttons being used for jump and
Action. The screen is split down the
middle, so you can actually run
both characters through the level
and attempt to complete the
platfoerming and puzzles for both
characters at the same time, if
you're feeling suitably dextrous.
This is beyond challenging... it's
nice that the option is there, but it's
simply an insane way to try to play
the game. Grab a friend, sit them
down, and you'll have more fun
helping each other out as you both

race co-operatively towards the
finish line in each level.

The world is split up into
differently themed levels — there's
the obligatory ice world and ancient
temple level, but there's also a
music world made up of giant
instruments that involves each
player to co-operate in a series of
musical puzzles. Each world has its
own unique obstacles and enemies,
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Co-operate, or die. Scary isn't it?
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Japanese? Nooo... really?

n_"n_You can actually run through the level and
attempt to complete the plattorming and

puzzles for both characters ot the same time.

so you'll constantly be challenged
through the game.

As the clock ticks down, you need
to bypass seemingly impassable areas
by solving small puzzles that may
affect the path in front of your
friend’s character, who may then be
able to achieve something that
similarly helps you get pasta
precarious trap of your own. Co-
operation is the key to making it
through the level efficiently before the
time runs out. Naturally, this means
certain areas will be replayed multiple
times until you both figure out what
needs to be done to progress. Many of
the puzzles are as straight forward as
pulling a lever to open a gate on your
friend's side of the screen, but there
are some more obscure puzzles, such
as the giant organ that require you to
both jump on keys one after the other
to play a specific musical tune — with
no mistakes.

ZOOM ZOOM ZOOM

The camera perspective is fixed,
although you can zoom in if you want
to look at something closely or
traverse a particularly tricky series of
jumps. Whilst it doesn't

bother most of the l I I
time, the fixed camera g o o

can certainly prisEr
sometimes become

annoying with both characters trying
to move about independently on the
screen. Sometimes a well-timed jump
can be spoiled by your friend forcing
the camera to scroll by accident,
disorientating you at the last minute.
You really have to concentrate quite
hard on playing as a team, staying
aware of what your friend is
attempting to achieve on their side of
the screen. If you get the shits, you
can always take it out on them in the
versus mode and make them pay for
their sloppy play. The versus mode is

chock full of items for you to utilise
against your opponents, as you again
race to a finish line, like a hammer to
hit them with, or a vacuum cleaner
that you can use to suck up the star
shaped points that are
scattered about —the
person with the most
points wins. The
camera is another
problem in the versus mode, as it
seriously slows down the gameplay. If
someone is dithering about at the
bottom of the screen, the player at
the top of the screen can't progress.
And this is meant to be a race?

Kuri Kuri Mix is fun for short
periods of time, but it can drive you
a little batty with extended play. The
puzzles range from dumb to devious
and some of the levels feel almost
impossible on first attempt, but the
Story mode and its bizarre puzzles
are great for two-player action, %%

PLUS: It's original, challenging
and endearing.

MIMUS: No good as a single
player game. Frustrating.

SOUND GAMEPLAY

OVERALL

Puzzle-tastic! Great for @ romantic
g. Maybe.
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hat’s why you wear a helmet, kids. 1

CATEGORY: Motorbike racing >> PLAYERS: 1-2 >> PUBLISHER: Ozisoft >> PRICE: STBA >> RATING: G >> AVAILABLE: TBA

HILLOUS LESSLIE goes around the office clufching at things...

X 2002 is a fine recipe for At first the game may seem tame,  comes into ; : For every ramp, jump or drop-off,
1 addiction. Being both a fine-  but by the third track you realise play for : you are able to pre-load your
tuned motocross dirt bike that the first ones were just to ease sharper W . suspension to give you bigger air.
racing game, as well as a spectacular  you into the deep end gently. Inno  comering £ = - Pressing Pre-Load causes a meter to

and enjoyable stunt show, gives it time at all you are riding waves of whereby Y . quickly fill and then empty again.
loads of replay value. MX 2002 offers  air 40 feet up, spanning gaps as you put 3 ’ If you get it right, you will be
more than just the enhanced graphics  wide as ten buses, pulling Suicide your foot on ) , - . leaving the ground at
and smoother frame rate one expects  flips and Supermen out of your arse, the ground, SCRTG N\ B Thewiih exactly full for maximum
from the PS2. On top of the very long  then landing sideways into a but clutch - ' distance and height.
lists of actual riders and courses, powerslide and clutch boosting boosting while <\  The Pre-Load button also
there are a couple of cool ideas that through the corner! powersliding can > > serves as a trick button
really make the game shine. The clutch feature is one of the be dangerous. Also, B when you are

game's best features. By holding the  for the really sharp ' %0 airborne. While it
CLUTCH YOURSELF clutch for half a second and sustained corners, it 1 . is depressed,
This is dirt bike racing at its finest, releasing, you will receive a little is wiser to apply the any combination of
as represented thus far on a console.  burst of speed from the engine. It brakes before buttons will
You can choose from a massive thirty can be done at any time, giving powersliding, then produce a
real people or invent your own, then  players unlimited scope for using boost out of the corner as different
dress them up in whichever current  this nifty tactic. It is also a great s00n as you foot is raised. N trick. For
big motorbiking accessories label way to kick-start a race. All this is an unassuming lot to sl N, example,
you favour. Begin a game in To win a race, you must learn remember, and we haven't even Lo, 8 Triangle
Calendar mode and you're away. more skills. A Powerslide button started on the jumping techniques. makes a Heel

62 »HYPER | ;=81 511



The only way he can get his nailpelish to dry.

"

«" " injections of supreme air, but the
game is best appreciated for its racing dynamics.

Clicker, but Triangle Square makes a
Saran Flip, while Triangle Triangle
Triangle is a Superman.

Meanwhile you can rotate your
rider to perform backflips, a
frontflip, 360s and other strange
stunts using the directions. If you
want to go further, you can try to
master the arts of Wheelies,
Stoppies and Fakies. These tricks
actually require skill, timing and
delicate employment of the
analog sticks.

The stunt levels are fun, giving
you quick injections of supreme air,
but the game is best appreciated for
its racing dynamics. The Al
opponents are definitely not stupid,
nor do they totally humiliate
complete novices. They tend to go a
bit slower of you're doing really
badly, but don't think they go easy
on potential contenders for their
throne.

m_"s_The stunt levels are fun, giving you quick

SAVING RACE

The replay feature lets you review
any moment in any race from any
angle with instant replay and freeze
frame commands. You can also save
the good ones to
Memory Card.

The tracks are >
awesome not only for 757
their attention to A
detail but especially because each
one you unlock seems to have bigger
jumps than the last. There are
enough corners, drops and twists
that you won't be able to win a race
on the first go and there is an option
to practise each before racing.
However, the game is forgiving and
lets you retry any challenge should
you fail against opposition.

Aurally the game is best at the
start of a single player
championship, when all the bikes are
lined up revving their cute little

| it looks

For more bike
ac ]
ee

style
st around t

good..

engines (125cc sound much higher).
The light goes and the noise
swallows you up as bikers tear past PLUS: Innovative, compelling
you on all sides. The monotony of
the typical engine noise is broken up
by the incessant
operation of clutches
all around.

MXz2002 is a top
game, with more than
a little thought put into it. If you're
already a fan of motocross type
events or dirt racing, look no
further. Otherwise, give it a go
anyhow. It is surprisingly versatile
in the number of ways one can
glean satisfaction from it. The
design is simple enough that
anyone can pick up and play, yet
adequately complex at the same
time, giving more focused gamers
something to chew on. And once
you unlock the 250cc bikes, you'll
be literally flying. 4 <

control features. Big air.

: Lacking in graphical
special effects.

Dave Mirre
WviX 2 for

corner,

OVERALL

and yet
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Viduka shoots... and Australia qualify!

ThIS Is Socc

CATEGORY: Soccer sim >
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PUBLISHER: Son

Barthez: bald.

> PRICE: STBC >> RATING: G >> AVAILABLE:

CAM SHEA gives in to his hooliganistic urges...

here'll never be one definitive
I soccer simulation, and the
sooner we get used to that

simple fact the happier we'll all be. As
much as soccer fans would love for
one developer to get it completely and
utterly right, it's just never going to
happen. So how to choose between the
FIFA's, 1S5's and now TIS's of the
world? Well, after giving This Is Soccer
(TIS) 2002 a thorough playtest, we're
confident that for most gamers, this is
the soccer sim to own. Oh, and it’s
tempting, but there'll be no Man U
bashing in this review...

SLIDE TACKLING THE REF

TIS 2002 has the usual assortment of
options, including a comprehensive
full season mode, where you can
compete in Domestic, European and
World Cup tournaments. Of course,

64 »HYPER EEUIEIU :

the Australian league doesn't make it
in, but did you really expect it to?
Impressively, TIS 2002 features a
huge number of licensed teams and
players — somewhere in the vicinity
of 375 international and club teams,
comprised of over 8ooo authentically
named players! You can even play
with classic club teams from the sos
onwards in the Timewarp League.
Also impressive is just how up to date
the review code we received was. In
terms of players and kits, the game
was accurate to about three weeks
earlier — a sure sign of commitment

to accuracy on the part of the
developers, Studio Soho.

Despite all this attention to detail,
it's the gameplay that really makes TIS
2002 stand out. The style of play may
take a little getting used to if you're
accustomed to the FIFA mechanics.

Basically, the big difference

between the games is
that FIFA is much mores
about pinpoint

resultmg

ina

much more stuttered

game. In TIS 2002, passin

is far more realistic, i
allowing you to anticipate
where the player will be

when the pass reaches them,
rather than forcing them to.

stand still and wait for it.
Thus, it's much more about
players running onto the

ball, with through balls and
interceptions very much the

order of the day. In this

respect, TIS 2002 is the more

er 2002 sps=

. realistic game.
' The control
configuration is
intuitive, with the full
range of moves at the
player's fingertips, whether it be
a one touch pass, a basic one-
two, or more tactical moves like a
one-two with return through
ball, or a one-two with a chip
return pass. In defense, Studio
Soho have implemented some
simple, yet efficient options,
g\ such as the ability to call ina
team mate to assist you, or
to call the goalie to rush out
and greet the striker running in. Also
A cool is that
f yellow and
! red cards
are now
yours for the
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Foul Fowler

> Studio Soho have mapped
the faces of over 200
international soccer stars for
This Is Soccer 2002, and the
results are quite good. Some
players look abselutely spot on,
such as David Beckham, Sol
Campbell and Zinedane
Zidane. Others however, were
quite average, such as Paolo Di
Canio and Robbie Fowler. In
fact, if you thought Robbie
Fowler was ugly in real life,
you'll be quite amazed to see
just how ugly he is in this gamel
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...he's got around Sol...
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.for a clear shot at goal. He shoots!

"=_Players can get smacked in the head

" o by the ball, and handballs occur more

frequently than in

taking. Running toward goal and
don't like your chances making the
shot? Then take a dive! Or conversely,
launch yourself Eric Cantona style at
the opposing forward and put him out
of commission.

HANDLING YOUR
BALLS

There are a few options
that we would have liked to see make
it into TIS. For one, you can't turn
player fatigue off. Why be forced to
play a completely realistic game
every time? The other is in game
speed. Compared to the light and
fluffy FIFA, TIS can feel very slow, and
doesn't it defeat the purpose of
having a sprint button if you have to
hold it down the entire game?
Granted, the engine may not have
been able to handle a faster game,
but perhaps a lower detail/faster
play option would have been good.

II I FIFA

other games.

The players are solid high polygon
builds, and are far more varied than
most next gen soccer games. Perhaps
the most impressive aspects of the
visuals, however, are the animations
and collision detection.
The range of movement
is first class, giving the
game a very natural,
earthy look. Studio Soho
obviously spent a lot of time getting
this angle right, with over 8oo
motion captured animations making
it into the game. Watching the game,
you'll be pleasantly surprised by just
how appropriate many of the moves
are. For instance, launch a long ball
upfield, and your forward chasing it
down may have to reach out and
take the ball on the full to keep it
under control. This is complemented
by the best collision detection we've
ever seen in a soccer game. Players
can get smacked in the head by the

ball, and handballs occur more
frequently than in other games.

This Is Soccer 2002 isn't perfect,
but no soccer sim is. After a short
amount of play, you'll settle into a
flowing and very satisfying game.
Now if only we had two mulmaps
and eight controllers! =

Sega’s Arsenal
** Interestingly, when we went
to select Arsenal in the English
Premier League, we could only
find a team called “Highbury”
{Arsenal’s home ground).
Considering every other team
made it in, we can only assume
that it's either a terrible mistake
that will be rectified for the
retail version, or that Sega’s
sponsorship of Arsenal had
something to do with it...

4

5: Flowing gameplay, great
graphics.

VNS A little too slow.

VISUALS

bt

SOUND  GAMEPLAY

OVERALL

TIS 2002 is o worthy contender
for best PS2 soccer game.

m3ann3ad
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CATEGORY: Real time strategy >> PLAYERS: 1-4 >> PUBLISHER: Microsoft >

4 Kairina Steiner

ﬁ\tg Steiner Rules Out Deployment

And this is me before the operation.

> PRICE: 589.95 >> RATING: G8+

MEGHLUMMANDER 2

If you want JAMES COTTEE, he’s in the mech lab...

hile many board game
stalwarts of yesteryear like
Ker-Plunk and Battlin' Tops

seem to have died out completely,
it's good to know that some have
evolved and embraced the shiny new
world of video-games. The Battletech
franchise has been a successful game
series on the PC for 12 years now, a
logical move for a board game so
bogged down in statistics that it
could take an entire day to simulate
a minor skirmish. Obsessive fans have
made it a hit, a well-rounded sci-fi

| universe steeped in as much tradition

as Star Trek or Dune.

While many familiar weapons
platforms of today are still around,
like helicopters and hovercraft, the
dominant war-machines of tomorrow
are battlemechs. Towering humanoid
robots, typically weighing from 20 to

loo tons, ‘mechs strike fear into the
hearts of mere mortals that cross
their path. Bristling with rockets,
lasers and other exotic weapons, the
degeneration of targetting
technology has made these otherwise
vulnerable machines the most
important factor in any conflict.

THE TACTICAL SOUL

While there have been four
MechWarrior PC games now, they
have effectively translated a top-
down strategy game into a first
person shooter. The Mech

Commander games meanwhile have
aspired to the tactical ideal of the
pen-and-paper Battletech of yore,
by portraying squad ("lance”)
based combat. The action may pan
out in real time, but the tactical soul
remains, and success in the

campaign mode is dependent on
one’s grip of battlefield logic in the
Battletech universe.

Terrain plays a huge part in every
skirmish. Forest cover can make
your mechs harder to hit. The
same can be said for shallow
bodies of water, which have the |
added bonus of cooling your
atomic robots down. An overheated
mech is as useless as one which has
just had its legs shot off. The ground
undulates, too. Some mechs have a
harder time than others when
scaling gradients, so it's best to
take the high ground. Terrain
features also make it possible to set
ambushes.

Dozens of different mechs can be
used throughout the game, and each
can be fully customised in your meth
lab. | mean, "mech lab.” Heavy

> AVAILABLE: Now >> REQUIRED: PIll 450, 128 MB RAM, 3D card




Butt-ugly
battle-bots /i

#¥ Have you noticed !
how all the robots in
Battletech seem to
have been getting uglier
in recent years? This is
not your
imagination; this is ™
copyright law in action.
You see, the lads at FASA (RIP)
may have been great game
designers, but they were lousy
artists. Rather than rely solely
on their own dubious abilities,
they lifted a swathe of ‘mech
designs out of Robotech. These
rips were easy to spot: they
didn’t even remove the UN
SPACEY logos.

As part of a hefty seftlement,
FASA agreed to phase out the
pirated designs. Now that the
franchise is in the hands of
Microsoft, global champions of
intellectual property, the
purging is complete. Look on
the bright side; at least they're
easier to tell apart now.

mechs piled high with lasers and
autocannons require little subtlety for
effective use, but one can also dabble
with lighter mechs for scouting or hit-
and-run attacks. Other specialties
include fire support mechs, which just
hang back and bombard their targets
with rockets, or close quarter models
sporting flamers and machine guns.
Battletech fans won’t be
disappointed with the range of
equipment on offer.

KICK UP THE PANTS

The mechs you choose for

a given mission are just I l I
as important as how you
use them. One way to
revel in the three-
dimensional environment is to fit
your mechs with jump-jets. With
these you can hop between islands,
or sail over the back wall of an

Robotech is
now available
® ® @ onregion
DVD. Pray for a local
release, micronians!

e CmnsCoten = ‘
Al :': )

“w

Mech use of all this info. i

Meching friends.

a_"s_One can also dabble with
»" lighter mechs for

scouting or hit-and-run...

otherwise impregnable compound.
Every option from every game and
supplement is in here; it's a
Battletech fan's dream come true.

But perhaps the biggest
enhancement is in the interface. Now
fully 3D, Mech Commander 2 lets your
viewpoint flit around the battlefield
like it was a god sim. Granted, the fog
of war is quite thick, but this is again
consistent with the tried-and-true
Battletech rule system. Through
grouping and keyboard shortcuts you
can execute layered attacks, pincer
attacks, or just throw
your men at the enemy.
Credits earned through
the mission can call in
fire support, minelayers,
repair trucks, and salvage vanquished
mechs to join your ranks.

This is a very solid strategy game,
with all the important areas of play

balance and tactical flexibility in
place. The little details are great too.
You can take over enemy bases,
hacking their defence grids to serve
your own ends. Cars drive on the
roads, crates litter courtyards, and
the radio chatter of your men
satisfyingly conveys the urgency of
your situation. Even the cut scenes
are tolerable, although the Asian
woman with the plastic tubes in her
nose is a bit rich.

With a huge campaign,
comprehensive multi-player options,
and a rock solid game engine, Mech
Commander 2 is a worthy heirtoa
gaming legacy that stretches back to
when PCs were only good for text
adventures. If you're sick of
resource collecting and human wave
attacks, then a dose of real tactics
may be the intellectual kick up the
pants you need. %

i Well-realised mech combat,
interactive environment, deep.

Suitable tactics not

always obvious, system intensive.

21

Big Robots + Big Action =
BIG FUN

49 ¥3dAH«
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Pool of Radiance
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Wow, great party.

THE RUINS OF ?
MYTH DRANNOR

mg} |
WV

CATEGORY: RPG >> PLAYERS: 1-6 >> PUBLISHER: Ubi Soft >> PRICE: $89.95 >> RATING: M15+ >> AVAILABLE: Now >> REQUIRED: PII-400, 64MB RAM, 16MB 3D accelerator

remember when Pool of
Radiance was first released
by ssl for the Commodore

64. Oh boy, | was one excitable little
dork that day. While it was quite
simple visually, the original Pool of
Radiance offered the gamer a
decent number of non-linear quests
to complete and a good combat
system. Suffice to say, a lot of RPG
fans who remember the old 55! glory
days have been very excited about
the upcoming, Pool of Radiance: The
Ruins of Myth Dranmor. It is not only
a return to 551 DED gaming, but it's
also the first DED computer game to

use the new 3rd edition rules.
However, with Black Isle and Bioware
working wonders in recent years
with games like Baldur's Gate | € II,
and Icewind Dale, does this new 5SI
game meet with today's standards?

CLEANING THE POOL

The plot for Pool of Radiance is
alarmingly thin for an RPG, especially
after the likes of Shadows of Amn.
Basically, the city of New Phlan is once
again under threat from a dreaded
pool, and your collection of four
"Never had my hands dirty”
adventurers are the ones sent off to fix
things. This basically involves pushing
your way slowly through the massive
dungeons in and around Myth
Drannor, collecting loot, and of
course, trying to find a way to save
Phlan. Things don't really develop
regularly with the plot, because
there's hardly anyone to talk to, and
those that will talk to you aren't overly
verbose. Thus, this is an RPG that
focuses on character development,
rather than an intriguing plot
(although we should be hoping for

both these days), and in many
respects Pool of Radiance delivers,
thanks to the 3rd edition DED rules.

In the past, characters in DED
games that have wanted to develop a
multi-classed character had to split
their experience points between their
two (or three) classes, meaning they
went up levels very slowly. 3rd edition
rules changed all this, with characters
now simply choosing the class they're
going to level up in, being able to go
back to old classes freely. This makes
it easy to ensure that you're covering
all bases, by having a couple of your
characters dabble in a class that you
will need, but not all the time. There
are other changes to the rules,
including the Sorcerer class (mages
that don't have to restudy their spells
constantly), the introduction of
“Feats” — a special kind of character

DAN TOOSE played the first and now hopes this is the last.

trait, different roles for some of the
stats, and host of new skills.

The new rules basically offer more
freedom for the player to develop
their character as they wish.
Unfortunately this game doesn't
exploit this as well as it could. For
starters, there's no “old school” stat
rolling, where you can keep re-
rolling to get something good. Now
while it's good in a way that you
can't create a super-character, it's
not going to sit well with a lot of
gamers who like building their party
up from scratch. You also appear to
get the same feats every time, which
is a shame, because there are so
many in the 3rd edition rules, and to
be forced into using specific ones
spoils this aspect of the new rules.

The biggest stinker is that you
cannot play as a wizard, which




Yeah, but where are the goddamned toilets?

really looks like a case of the
developers wanting to skip around
having to cater for two styles of
magic-users, because there's no
good reason to omit what has
always been considered one of the
major classes in the
game. When developers I I I
make games to match an

official license, they

shouldn’t skip bits like

this. You also can’t play as a bard,
which is less of an issue, but still
not good news, seeing as you can
play bards in the other DED games
we've seen lately.

THE BOTTOM LINE

Gameplay itself is simplistic, and
easy to understand, with everything
being easy to do with the mouse,
without needing to change screens
to equip different items, thanks to a

le

D

thoughtful menu interface brought
up by the right mouse button.
Basically, you can get to ALL your
actions in a couple of clicks, which is
great. The only real black mark on
the controls and basic interface were
issues with being unable
to click on the character
. you want when
1 ~ characters and monsters
are bunched up. This is
particularly annoying when you
have a character go down, and can't
heal them because a monster is
standing on the same basic spot,
and you can't find a spot to click on
your character.

At least what has been done is
presented beautifully, with an
engine that draws all the characters
and monsters in 3D, with excellent
animations for both physical
attacks, and also for spell effects.

=_"n_This is an RPG that focuses on character
development, rather than
— although we should be hoping for

| -
plof

ays.

an intriguing
both these ©

The first area of the game will take
your breath away, with the
gorgeous artwork of the Stillwater
area. The dungeon areas often look
like they've used a very limited tile
based system, with repetitive
presentations of often-pointless
rooms. A lot more could be done
with this most capable engine.

The bottom line is that Pool of
Radiance: The Ruins of Myth Drannor
is not the same sort of mind-blowing
DED RPG that we've come to expect
in recent years. The engine is
capable, but has only been used to
create a long series of seemingly
pointless encounters, without a
gripping plot to push you through
them all. With improved game
balancing, a faster paced combat
system, and more attention to
creating an invelved plot, this could
have been an impressive RPG. “ .

[ 5: Nice visuals, Introduces
3rd edition rules.

MINUS: Lame plot. Most

locations are pointless.

VISUALS
OO
00 04

OVERALL

SOUND GAMEPLAY

A decent RPG engine with a
not-so-decent storyline.
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ELIOT FISH "rhonk'_s the indoor office cricke’r training...

nternational Cricket Captain:  how to play every step of the way. lose stamina. The more settled, the
Ashes Edition has "the Diablo  Yep, this is cricket management, and  better the chance at taking a wicket.
factor”. What is this "Diablo  there's no other game like it. But you have to take into account the
factor” exactly? Well it has something This game has all the teams, all the  batsmen you are facing and how they
to do with the seemingly mindless players, all their career records, and  like to play, and figure out the best
addiction of stat-based mouse- all the stats you can eat. When attack — or defense as the case may
clicking gameplay, coupled with a selecting your Australian side, you're  be. As you can imagine, the planning
small degree of strategic planning. not even restricted to just i is the same for the
It's called the Diablo factor, simply the known players — you l I I : batsmen — balancing
because Diablo is such a great can choose fromawhole ® ® ® more ' their agression with how
example of a game that has become  set of domestic players ~ “"'° settled they are, also
immensely popular, based upon what  who you've always thought should taking into account the bowler they
is really, pretty limited gameplay. It's  have been selected to wear the are facing and what the pitch is like.
all about how well you set up your baggy green cap. You'll be fiddling around for hours.
character, and then it’s a case of Once your team is selected (you
sitting back and clicking your mouse  can choose a squad of 18), you then ~ HOWZAT?! VISUALS
button for hours upon hours to see decide who needs to spend some As you click through the deliveries,
the result. Thus, in a way, ICC: Ashes  time training in the nets, working on  the game will play out much like real
Edition is another case of the "Diablo  their technique, or even who needs life, based upon all the statistics and
factor”. It's amazing how many hours  to spend some time with the physio.  factors involved. It really becomes OVERALL
you can waste away, simply cycling When you're ready to play the quite fascinating and addictive. The
through a series of statistical tussles.  match, it gets really interesting. smarter you are, the better your
; You choose who you wish to bowl,  results — you really end up role
SHANE WARNE CAN BAT THIRD what line and length they should bowl playing exactly how each player
The most alluring aspect of ICC: Ashes  and how aggressive they should bein  would approach the situation in real
Edition, is getting to command the attempting to take wickets — which life. A cute little animated Tv-style
Australian cricket team (or any other  also determines the field setting, screen is even available so you can

international or English county which you can naturally edit as you watch the game in progress. : . ;
cricket side) to victory, by telling desire. Players take a while to settle in, For the cricket freaks, this game Serious U'Ck?* fans will love
each member of the squad exactly indicated by green bar, but they also  will satisfy every nerdy urge. * every crunching number.

Everything is catered for,
even stats of the game in progress.

The animations for the
match are primitive as hell.

SOUND GAMEPLAY
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The Sting!

CATEGORY: Burglary/Puzzle >> PLAYERS: | >> PUBLISHER: JoWood >> PRICE: $89.95 >> RATING: M >> AVAILABLE: Now >> REQUIRED: PIl-300, 64mb RAM, 3D cord

JACKSON GOTHE-SNAPE tvirls his moustache...

trangely, bee-keeping sims
E have never really captivated

gamers in the way one
would expect. Despite offering
action, strategy and everything in
between, the honey making process is
hard to transfer to gaming.
Thankfully, small Austrian developers
Neo haven't tried to buck this trend,
and have instead chosen the only
slightly more popular burglary genre.

THE REAL MEAT
The Sting! initially dumps you in
your apartment in the middle of a
fairly large industrial city. You can
wander around, visiting pubs and
checking out shops, while all the time
cars chug past and bakers run
around with the morning’s bread. As
the game progresses, you'll have to
use this real-time component to meet
more accomplices and buy better
gear for more advanced heists.
Thankfully the control is fairly
intuitive, with both the view shifting
and moving all done with the mouse.
Yet the real meat of the game
comes in the form of planning your
robberies. Full marks to Neo for

originality, but the whole structure
just seems truly bizarre. To make a
plan you use the computer in your
apartment, and after choosing what
tools/people/cars you want to take
you appear near the building.
However, you are not actually there,
and the whole thing can only be
explained by suggesting that this part
is your imagination. In this mode, you
try to hide from guards

and avoid alarms while I I I
picking up all the ‘loot’ —
which are items such as
cash, toilet rolls and fire extinguishers
(cross Austria off the travel
destination list after this). Then, after
getting back to your car and saving
your plan, you get to watch your
burglary proper. Here, unlike in the
plan creation mode, guards actually
bust you for making too much noise
or being seen, but strangely there is
no punishment for getting caught.

for the GBA...

WANDERING AROUND
Visually, The Sting! is fairly average,
and although lacks real detail, does
portray a 3D comic book world fairly
well. Some effects like the glowing

JoWood have a
cool Graffiti
® @ @ gome coming

streetlights are great, but at the same
time other elements look definitely
sub-standard such as many of the
building textures. The soundtrack on
the other hand is good, with a variety
of up-beat funky tunes, adding to
the cartoon atmosphere.

Apart from the sometimes
inexplicable game structure, The
Sting! fails for a few reasons. Firstly,
it's morbidly slow — from
the repetitive structure,
to the essentially
pointless real-time
aspect. Perhaps if there was a more
interactive world, then wandering
around would have been fun, but as it
is it just feels so unnecessary.

The game is essentially an
entertaining basic puzzle game,
almost like a turn-based Pac-man,
but Neo haven't really pulled off
dressing it up. Granted, the plan
creation element is fun, but in the
end, this concept doesn’t even need
three dimensions, and would work
better in a simpler form. The Sting!
definitely has some entertainment
value however, and as a whole is
rather likeable. <<

Fun planning, and
attempted originality! (woof)

Far from refined, in any
aspect.

OVERALL
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CATEGORY: Driving/Actio

was released in 1969 called,
obviously, The Italian Job, featuring
the wonderful Michael Caine.
However, we can't help but think it's
ironic that this game SCI have made
is probably only going to appeal to
the younger gamer, and the

younger gamer would never have
. seen The ltalian Job. The younger

gamers won't get any of the
references, and the older gamers

will find the game is geared below
| their skill level. Ah well, without

fully understanding the logic
behind this decision, let's hop
behind the wheel and see how much
fun we can have on the streets of
London anyhow....

he Italian Job is an odd little
I game. It's based on a
classic mobster movie that

>> PUBLISHER: SC| >> PRICE: 549.95 >> RATING: M >> AVAILABLE: Now

ELIOT FISH |i|ées sialiie ot Hhs slek il

LICENSE TO DRIVE

It's no secret that The Italian Job
borrows all its ideas from Driver —
even the menu screen is completely
plagiarised. The in-game engine
looks fairly similar, and certainly the
gameplay is based on the very same
concept — driving like a madman to
escape pursuing police.

The main body of the game is the
Italian Job mode, which is split into
three levels — London, Turin and the
Alps. London and Turin are pretty large
city maps that you can drive around in
for a fair whack of time and still not see
the sdme street comer. Naturally, SCI
modélled the cities on the real thing, so
there's logic to where everything is
located, and if you've been to London
then you'll recognise the odd
landmark here and there. The gentle
traffic flow is in for a pretty big shock

when you start tearing

through the streets,

sending huge double-

decker buses hurtling

sideways and rolling

innocent vehicles into

the river. And just like e
Driver, there are plenty of mnocents to
get in your way and generally make
the driving more hazardous.

Avoiding the attention of the police
is your primary concern. As soon as
the coppers see you, they'll tail you
relentlessly, slowly jotting down your
numberplate — if they get the full
number, you're nicked. As you get
some distance on them, they
conveniently "forget” what your
license plate number was. A nice
idea, except for one thing... there’s
no rear-view mirror or backward
camera perspective. So, unlike Driver

Last Cap

where you col -y

behind to see exactly what the cops
are doing, in the Italian Job you have
no way of checking just how close
they are to nabbing you, other than a
big red fat arrow that gets larger the
closer they get. It's kind of frustrating
not being able to tell if you've
avoided them by hurtling around a
corner. Seeing as half of the driving
experience in real life is being able to
check your rear view mirror, it's a
strange omission. This is just a small
giveaway that not as much thought




Crusty demons of dirt!
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n_"n_The gentle traffic flow is in for a big shock

" " when you start sending huge double-

decker buses huriling sideways!

has gone into the gameplay as has
gone into the presentation and
replication of the film and its era.
How much did they pay that Michael
Caine impersonator, anyhow?

ELABORATELY ARRANGED

All the added modes help to add
variety, but essentially they are all an
extension of the same thing — driving
around recklessly. The destructor
mode, for instance, involves you
smashing into progressively more
elaborately arranged witches hats. This
is fine at first, but tends to become
slightly tedious after extended
sessions, as you have to drive a very
strict line in order to get them all, and
the clock doesn't allow for mistakes.
The other additional modes are fun for
a laugh, but the excitement doesn't
really last throughout, and you'll be
wishing there was more to the game
than just leaming how to corner well

or keep your car on the road after a
nasty jump.

The further you get in the main
mode of the game, the more
enjoyable the game does become —
the Turin missions are
probably the best in
the game. But some
basic flaws prevent
the Italian Job from
achieving the same kind of
gameplay thrill that can be found in
Driver. The Al of the police cars is
virtually non-existent — you'll
regularly see them perform the
dumbest manouveres in their
attempt to nab you. They also cheat,
as regularly you'll duck down a
series of side streets, but somehow
the cops know which way you went,
even if they didn't see you do it.

The graphics are okay, but the
PSone has a hard time coughing up
anything these days that stands up

well against the new generation of
consoles, and the Italian Job is
certainly not quite as polished as it
could have been, even compared to
other PSone racing games. There are
some particularly
dodgy looking
elements — from the
squat, blocky
characters, to the
chunky looking cars. Thankfully,
when you're speeding around streets
and your palms are getting sweaty,
you forget these kinds of things —
which says something for the
gameplay. Certainly, the party play
involving up to eight players is a
great addition that transcends
graphics or mission structure.

If you're a fan of the film, you might
get a kick out of following the thread
of the story throughout the missions,
but anyone else should just look on
this as a poor Driver clone. <<

o

[FLU'S: Crazy stunts and reckless
driving are always fun.

MINUS: Terrible Al, no rear-
view, long load times.

VISUALS  SOUND GAMEPLAY

OVERALL

Too many flaws spoil - in
essence - d funégome.
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CATEGORY: Light gun shooter >

f you didn’t play House of
the Dead 2 on Dreamcast,
then you missed out on one

of the best light-gun games to grace
a cansole. House of the Dead 2 gave
us enough gaming goodness to keep
us occupied for quite some time; long
term play being where a lot of arcade
conversions fall short. Having
branching paths throughout the
game, plus a bunch of extra modes
made this one a classic. So is the
Virtua Cop-style shooter, Confidential
Mission, another classic conversion?
Yes and no... Here's why.

GIBESON, HOWARD GIBSON

A new terrorist organisation is
seeking to take control of a high-
tech weapons satellite, and only the
“Confidential Mission Force”
(generic dorky name for good-guy

spies) can stop them. You play as
either Howard Gibson or Jean
Clifford, two stereotypical secret
agents who run like they've got
virtual carrots shoved where the sun
don't shine, and speak like they've
just passed a remedial English
course. These things are of little
consequence in terms of how well
the game comes off, and what we’ve
got here is a great light-gun game,
thanks to excellent level planning
and character animation. The only
question remaining to be answered
here is, "Is there enough?”

Unlike other light gun games that
have graced the arcades in recent
times that feature the ability to duck
behind cover, Confidential Mission
is a straight up shooter, where the
only thing you can do to better your
situation is to shoot the bad guys

> PLAYERS: 1-2 >> PUBLISHER: Sego >> PRICE: $89.95 >> RATING: M >> AVAILABLE: Now

DAN TOOSE |ocks and loads for the last time on D _

faster. However, it’s not like this
one is totally stale or devoid of
merit. Gone are the days when &
the enemy would just slowly
move from behind cover to
eventually take a pot shot at
you, as these guys dive
through windows, slide along
polished floors, and even
drive in on snowmobiles to
attack you in a surprising
manner.

It's fair to say that although

Confidential Mission isn't an ugly f

game, it's quite plain compared
to other Dreamcast titles,
particularly the one light gun
game before it, House of the
Dead 2. A couple of elements

of the visuals are :
impressive, particularly

the effects shown for

onfidential Mission »oc

¥ your shots, which beat the
pants of the tiny little flash
marks shown in most games of

this genre. However, low poly
counts and lacklustre
textures make this a rather
drab game in the Dreamcast’s
twilight days.

HALLUCINOGENIC
The lack of visual punch
would be forgivable if
there were a tonne of
excellent gaming to
blast your way
through, but
unfortunately, there’s
only a small amount of
excellent gaming to be
had. Each level of the game
is nicely set out, and feels
i just right, but
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unfortunately, it doesn't take long little more humane, but otherwise,
to plough through the three you'll have to be a crack marksman
chapters qf th_e game, with each with lightning retﬂexes to have any PLUS: A pretly challenging
stage ending in a rather easy boss hope of completing these
| encounter. There are a couple of challenges. You're given tasks such
Magnum ¢ special challenges . asmaking justice MINUS: I¥'s just way foo short.
M n 2 | within each stage, I I I I_'_ ; shots (disarming),
! or ouse: . where you're - combo hits, and
*¥ An odd feature of . presented withasort shooting the right
Confidential Mission is the | of mini-game that will target (shoot the bad VISUALS = SOUND GAMEPLA
ability to use a mouse, rather || either give you a short-cut if you guys, not the innocent bystanders). g =y ol
than a light gun or a standard succeed, or make you slug it out the It’s not that Confidential Mission y 4 / O _:-;/
Dreamcast controller. Anyone long way if you fail. Some of these s by any means a bad game, in
who played the PC version of || challenges are pretty cool, like fact it's a good game, there’s just OVERALL

House of the Dead will know . having to fire adhesive pellets at not enough of it. The difficult

that this is the easiest way to . gas vents, otherwise your screen Agent Academy (training mode)
play a light gun game, by a . becomes wobbly as you fall victim  doesn't really make up for the lack
long shot. It's basically a case  § to the hallucinogenic mist. of time it'll take you to see what

training mode.

of being able to see exacily sl One element of the game does the rest of the game has to offer. If

where your shot is going to go, | offer some longevity, and that's the you can find this one cheap

while allowing you to reload training mode, where you are up somewhere, then it's worth picking

with the click of a button, rather || against some amazingly tough up, but otherwise you could

than having o aim off screen. | challenges. Those using a mouse probably see the whole thing in a A good game... Just not
' will find some of these challenges a  rental sitting. % = enough of it.

SL ¥3dAH« [l



Ty
wy

Heaven is a half-pipe.

ng >> PLAYERS: 1-2 >> PUBLISHER: Activision >> PRICE: $79.95 -

laystation and Dreamcast
owners have most likely had
the pleasure of playing

Tony Hawk 2, but alas for N6y fans
the wait has been long for this
second instalment of the world's
most popular extreme sports
franchise. While many people are
casting their eyes forward to Tony
Hawk 3, or even Tony Hawk 2X, Néy
owners can finally learn what they
have truly been missing out on all
this time, as the Hawkmeister hits
the slumbering Nintendo console.

BUT | DON'T HAVE A
MANUAL LICENSE

The most talked about upgrade to
THz2 has been the inclusion of
manuals, a trick that invaolves
balancing on the two front or two
back wheels which enables you to

76 »HYPER EELIIEI.I.I

link tricks and combos for huge
scores that reach the tens of
thousands with little effort. Aside
from this you will find that the
upgrades are numerous and quite
exceptional in their design. The old
system of collecting tapes has been
slimmed down to collecting only a
secret tape each level and an
objective based system has been
introduced that, although similar to
the original concept, awards you
cash for the completion of each
objective. Cash is then used to
upgrade your stats and buy new
tricks and specials.

The new levels give you huge
variety and options in the tricks
department with the only real limit
being your imagination (oh that’s so
sweet). The levels are modelled
around real skating spots with

RATING: G >:

ANDREW BULMER performs CPR on the N64.

AVAILABLE: Now

quarters and half pipes
thrown in assorted
locations for good
measure. The final
level, The Bullring, is a
recreation of the
infamous ramp in
Mexico that Tony Hawk
had built for a video.
There are also two secret
levels - Skate Haven
and Chopper Drop -
that can be
unlocked.

Other options
included are the
“create a skater” and
"create a park”
modes where, you
guessed it, you can create a
skater or your own skate park gt
(complete with punji sticks).

* As if there wasn't already enough
in the game, there is also a gap
checklist for each level and by
completing all the gaps in the
game you unlock a hidden
skater. Other cheats will
become available if
_you 100% the game
. with
different

WILL SAID SKILLS PAY
THE BILLS
. While in essence the N6y
_ version of TH2 is the same
. that appeared on the PSX
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Bustin’ some chops.
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Cam arrives at Redfern train station.

Um... this is Qoing to hurt. Here comes the face plant...

"n_"_The final level, The Bullring, is a recreation of

o " the infamous ramp in Mexico that
Tony Hawk had built for a video. |
Out of Control!

and DC there are limitations to the Despite some minor &% The control setup for TH2 is

cartridge format that have resulted  transgressions, bringing THz to a 64- exactly the same as the DC and PLUS: Great sense of speed.
in some noticeable differences bit conscle some time after it has . PSX version, the C-buttons An involving game.
between versions. As you would appeared on a 128-bit console was a represent ollie, grind air and
expect, the limited cartridge size brave move by Activision, as flip in the same positions and AINUS: No videos, limited
means that there are no he ., comparisons are pressing the D-pad in various
videos to unlock which just ¢ inevitably drawn with directions will determine the
was a major motivation ed To the visuals. While it’s style of trick with L and R

for finishing the PSX and ek s s obvious that the Néy spinning the skater. A simple VISUALS  SOUND GAMEPLAY
DC versions with every character. version doesn't have the same yet easy-to-master and intuitive 2 o A i
More unexpected is the limited polygon count, textures or draw control style that has needed no
soundtrack, that although of good distance, it stacks up well in the improvement since the original.
audio quality, is confined to only six most important department - speed. OVERALL
different music tracks, with a Sure the surfaces are fairly smooth

noticeable absence of all my and there is a lot of fogging to mask  and fun style of gameplay that has

favourite tracks from the DC version. such a short drawing distance, the become synonymous with the Tony

At times the sound effects can also feel of play approaches the DC Hawk franchise. Owners of the PSX

be on the shady side, lacking the version, always smooth and fast, or DC version of the game will not be

overall polish that one would with no slow-down. interested in this new conversion

expect. The biggest injustice The Né4 version of THz may lack but for those sole console owners of

however is that there is no blood to  some of the features that are so the N6y variety, this game is an ;
be seen and as Grandpa Simpson entertaining in other versions, but  obvious dynamo in an otherwise The best N64 release in a
put it best, "we paid for blood”. atits heart it has the same addictive  barren release list. ©.%. while. Much needed foo.

soundirack, no blood.

ENREL]
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4x4 Evolution

CATEGORY: Racing >> PLAYERS: 1-2 >>
PUBLISHER: Take 2 >> PRICE: $79.95 >>
RATING: G >> AVAILABLE: Now >>

Xy Evolution has finally raised its murky face
E for PS2, a long time after it first appeared on
Dreamcast, and disappointingly not

sporting the kinds of improvements one might
expect from such a long sojourn into gaming limbo.

As our more gifted readers will no doubt
already have deciphered, X4 Evolution is a four-
wheel drive racing game. Unlike most four-wheel
drive owners, however, you're doing more than
just picking the kids up from private school and
not bothering to use your blinkers when
changing lanes. In fact, you'll be taking part in
the fantasy world perpetuated by oh so many
slick marketing campaigns. Think sand dunes,
think construction sites, think careening over
narrow bridges, think steep inclines, think road-
kill and you're there. Unfortunately, although the
“thinking" behind the game is solid, Evolution
forgets that fun is also a necessary factor in
modern racing games, failing to capture even the
level of excitement one may gleen from
successfully picking the kids up from school
(granted, that is quite a rush — especially when
theyre not your kids).

The visuals are smooth, but desperately lacking
personality, as well as the level of detail gamers
rightly expect these days. This is no frills. Despite
the wealth of tracks, vehicles and tweakage on

- offer, Evolution’s racing is really dull. Handling is

78 »HYPER :.

| unrealistic, the game mechanics are unforgiving,

the gameplay is slow and the basic premise of the

. game — "go anywhere, cut corners” simply isn’t
worth pursuing in-game. A terminally boring

| game — get ATV Offroad Racing instead.

Cam Shea

OVERALL

55

City Crisi
CAYEGORY: Helicopter sim >> PLAYERS: 1 >>
PUBLISHER: Take 2 >> PRICE: 5TBA >>

RATING: G >> AVAILAEBLE: Now >>

ity Crisis’ concept is a simple one - you're a
Bheroic helicopter pilot in a sprawling

metropolis and it's your job to rescue
citizens in trouble, put out fires and help the police :
when possible. It's a cool premise that translates to
what is, initially, a very addictive game.

Jumping into a rescue mission, you'll find
yourself in a large and packed city, staring at your
helicopter from an almost top down perspective.
Contral is excellent, with movement in all
directions on the left analogue stick and
altitude/tuming on the right. The radar on screen
will direct you to the fire — typically a large
building with several people/animals stranded
strategically on it. You have two firefighting
options - a water spray (infinite but needs to be
recharged regularly) and a water cannon
(powerful but limited). You also have a dude on a
winch, who you lower down to rescue people.
Generally each mission has a few fires to go to, and +
the battle against the clock is good fun indeed.

After mastering your chopper's control and
playing through a few missions, however, you'll
start wondering where the "real” single player
game is. The entire game feels like a prep mission
for something far more involving and far less
linear, but it's not to be. City Crisis, despite much
promise, simply doesn't offer any medium or
long-term play value. Surely it would make sense
after creating such a large city to randomise fires
all over town, have a variety of difficulty levels
and offer a storyline. Instead, the few missions
that are on offer are the same each time and the
game has no real personality.

Cam Shea

OVERALL
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:Monopoly Tycoon
: CATEGORY: RTS > > PLAYERS: 1.8 >>
+ PUBLISHER: Infogrames >> PRICE: 579.95 >>
: RATING: G >> AVAILABLE: Now > >

hen you think of Monopoly as a
mvideogame I'll bet you don't get images
of a hard-core high end business
¢ simulation with loads of depth. More likely you

: are pondering another walk around the virtual
: gameboard chucking dice and trying to not land
+ in jail. However, you'd be wrong, as this latest
* effort delivers much more than you'd expect.
:  Monopoly Tycoon dispenses with dice and
: moving tokens around the board. Instead you
+ must play the game as a property developer,
: looking covetously on the blocks of land that
: bear the same names as those in the board game.
E You'll develop all sorts of buildings on these
+ blocks in a very Sim City inspired fashion with the
: objective being that you financially overpower
: your rivals.
: The game is essentially about buying block
¢ |leases, developing apartments or the right
+ business on the blocks eaming money and
: hammering your opponents in auctions. There is
+ a lot of depth if you have a desire to really poke
+ around and see what is what. You can do market
« research on areas you are interested in
: = developing a business in, tune the prices in your
« shops (so that you beat your competitors) and
* you can even check what the interests of
+ individual citizens are.
This all may sound rather dry, but the game
has a style all of its own, some really decent 3D
s visuals (for a business sim) and is mighty good
: fun multiplayer. Give it a try and you might be
: pleasantly surprised.
Steve Polak

ssssssansen

VISUALS GAMEPLAY
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He deftly side-steps the fishpond.

NBA 2K1

Sport 1-4

% 1 the minds of 99% of the

~ sports gaming population the
" NBA Live series is the king of
basketball; and rightfully so, having
conguered the courts for so many
years and through sc 7wy systems.
NBA 2K, of Visual Concepts design, has
put their best team on the court, and
only in their second year have swatted
Live way back into the cheap seats.

FULL COURT COVERAGE

NBA 2Ki is a class product. From the
opening screen, the options
presented to you are outstandingly
comprehensive. Player creation has
never been so in depth, giving you at
least 2o options on just appearance
alone with an enormous range of
sweatbands, sneakers, hair,
physique, and any other option you
care to name. Deciding where to play
your freak is just as easy - slot him
into any roster and watch him
explode in exhibition, franchise,
season and street-ball settings.

The season mode is the basic form
of baskethall - and a very satisfying
form it is, due to the ease of trade and
small amount of tinkering required to
play to the maximum enjoyment. Pick
the four plays out of your team’s
playbook and assign them toa
hotkey, effortlessly played out on the
court when implemented. Trades are

Sega G

just as simple, accepting (almost) fair
trades or giving you an option of
overriding their good sense of not
trading Dan Majerle for Lamar Odom.
Franchise mode throws in an
entertaining curve - player ratings,
permanently stuck in Season mode,
now become free wheeling objects
of player streaks - Derek Anderson
playing hot? It will reflect in his
player rating, a very satisfying
feature added to this game.

ALMOST IVERSON-LIKE
Of course, NBAzKi is not
clean sailing - there are

under-done. Whereas
Create-a-Player is

reader reviews to

import anly

The franchise mode really needs to
take a leaf out of NFL 2Ki's - giving
people real salaries (not points as they
are in NBA) and letting them progress
naturally from draft to retirement, ie.
Some go bust, some obviously train
so well they need to be played and
some who remain middle ground,
like real life. Franchise mode isn't
nearly as enthralling as its football
sister and the playbook is not
customisable, which is baffling
considering both games come from
under the same roof.

In the end these quips

| We !Uo.k forward rea“y don't count up
3 ] 8 to reading more
some features missingor o & o ot what YOU

1|%|'nk_ Keep sending your enjoyment that is to be

for much against the

had playing this game.

perfect, Create-a-Team  freckscene@next.com.au 't really is bordering on

is not - only maybe a
dozen logos to choose
from, no stadium selection,
and limited options available to your
budding franchise. All-star weekend
activities are non-existent; a really
puzzling move from a game so
comprehensive in nature. NBA 2K,
like every other basketball game, has
yet to really perfect low-post moves
- it is done well in this game with
spins, hooks and dunks, but still not
magnificently, a point that will
undoubtedly be first class in the
next installment.

with READER REVIEW in
the subject line

faultless after tip-off,

with good balance
between paint and post
play, awesome cinematic replays,
crowd interactions (cheers and
boos, team chants going up and
free-throw sledging a-plenty with
player chatter and those white foam
wavy things they use in the crowd),
and general satisfaction you get
from this beautiful, option-packed
game. The players look perfect,
Shag could be a little more
dominant, but generally this series
is looking pure gold.

6L dIJAH«K
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Mario Kart: Super Circuit |
e o h s wemecss vt ~ 8
CAM SHEA spends too much time playing with the beos’r
in his pocket...

elcome to gaming nirvana
dear readers. Yes, Mario Kart

Super Circuit rocks very hard
indeed, and there's now no excuse
not to own a GBA. Although it will feel
instantly familiar to Mario Kart
veterans, Super Circuit is very much
an all-new Mario Kart game — not just
a regurgitation of the SNES classic.

SEASONED TO PERFECTION....
For starters there are 20 brand new
tracks in Super Circuit, and they're
superb. Nintendo have obviously
worked hard to build courses with
plenty of long term play value. . Loy - iy ;

They've also, importantly, worked - ' W !
hard to bring more variety to the : :

selection of courses. In addition to par /. | r - >
old favourites like the Mario Circuits . e N Who S ihe fCIII‘ESf Of 'hem a“ 0
and Ghost Houses, there are some : _Ae The items in Super Circuiihure VerY oq" Law 178 a - 00
great new settings that really g ; ] much a “best of” collection, with the ' = :
round out the game. Sky { = classic triple green and friple red shells of g3

Garden, for example, is a MK 64 making a welcome refurn. And of 2]
rally-style ‘ course, you can shoot shells backwards,
course g

‘ as well as trailing bananas and shells fo | TE
suspended in

protect yourself from aftacks. It's the

the clouds, £ little touches like these that make
whereas - Mario Kart so compelling. Better yet, this is the “fairest” Mario
Ribbon ; Kart yet, with the items allocated in a semi-random way.
Road is like \ \ ¥ 4 Ithough you'll still get better items if you're coming last than
the next \ _ _ ! rst, you won't get successive lightning bolts like the previous
generation of games (except in multiplayer, annoyingly enough). lt's more
Mario Circuit - b — ot skills... just as it should be.
ultra high speed, tight grip,
great corners and lots of boost It would have been good if Nintendo  generally fight harder for the victory.
pads. Capping it all off, we should had added some lights on either side  The learing curve is excellent, and
add, Super Circuit has a classic of the path to illuminate the way a you'll need plenty of practice to
Rainbow Road course — the long little, because in this form Super master the isocc class.
arcing corners remain, but Nintendo The only real criticism we have with  Circuit can never be truly portable. Super Circuit's controls are spot on,
have added in lips on the track edge the selection of courses is that the Atmosphere should never come at the  and the powerslide mechanics have
making innumerable shortcuts and  Ghost House tracks, and to a lesser expense of gameplay. been tweaked nicely, finding a sweet
stunts between sections of track extent, the Bowser's Castle tracks are One thing seasoned MK gamers will  blend between SMK and MKé4.
possible. so dark they can be really hard to see. notice when playing through the Although easy to learn, there's also
Mario GPs and various speed classes is  plenty of depth in technique for those
onn e 849 (2.} Tm @ﬂwﬁﬂ ESENT = T just how well weighted the difficulty that want to master the game.
! E:] G : : : levels are. Your opponentsdon’tjust  Nintendo have also added in a little
4 ¢ go faster as you climb from soce to speed boost reward for pulling off a

isocc, nor do they simply cheat more.  long deft powerslide. Very cool.
Instead, Nintendo have actually

implemented Al — a first for the series!  BUT WAIT, THERE'S MORE!

On I50¢c, your opponents race a better  Coins are scattered throughout the

: line, won't think twice about vamming  courses, and as in previous versions
Mario has a mid-race snack. OO PP R e you, use iterns more intelligently, and  of Mario Kart, they serve a couple of




now, | got no idea
what’s going on...

After several extended
multiplayer testing sessions, the
Hyper crew (and just about
everybody else who works in this
office) are pleased fo report that
Mario Kart's four player link-up is
awesome. It's every bit as
addictive as crack, and just as
much fun. There are a couple of
caveats, however. The game's

frame rate drops noticeably when you're in multiplayer mode,
making control feel reclly sluggish until you've adapted. Also, three
and four player games have no GP option — it's single race only
with no Al controlled vehicles. Not a big deal, but worth mentioning.
Luckily, everything else is peachy — a huge selection of courses, the
return of Batile Mode, ghost race trading, and of course... hogging
the entire screen to yourself!

Okay Toad, that
means turn the
wheel to the right.

| purposes. Firstly, the and play them again. This time, if
| more coins you have in  you win and get a good enough

_your G ranking, you'll unfock an
~ possession beware - you'll alternate GP to play e
the higher only have four  through. And here's the S
your oo 0”1?’%( “’I"h best bit... wait for it...
Rarts i TS CREHHRCYR: the unlockable Mario GPs i
' top speed. are the original SNES courses! Every e
Secondly, the single track from the SNES classic'is
coins actasa hidden away in Super Circuit,
buffer against complete with all the original music, T
other racers, doubling the number of courses on g
preventing you from offer! Woo hoo!
spinning out. They also, however, As expected, Super Circuit is e
serve a hidden purpose (spoiler polished, accessible, charming e
alert!). At the end of each GP you're  and deeply playable. With its crisp,
awarded a ranking based on how fast graphics, 20 new courses, 20

many coins you collected across the  classic courses and excellent
races. After you've won all the GPs multiplayer racing, ih:s is the
in a certain speed class, go back best Mario Kart ever.

VISUALS SOUND GAMEPLAY OVERALL
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Advance Wars

CATEGORY: Strafegy >> PLAYERS: 1-4 >> PUBLISHER: Nintendo }
PRICE: 589.95 >> RATING: G >> AVAILABLE: Now >>

fter spending an entire

weekend playing through

B just the tutorial in Advance

Wars, it becomes apparent just how
much depth there is to the strategy in
this game. Advance Wars is so much
more than it appears to be on first
inspection. There simply hasn't been
a strategy game this comprehensive
on a handheld before.

Advance Wars puts you in the
shaes of an Orange Star army

gaining higher
defense ratings when attacking
from cities or mountains, or having
their movement halved when
fighting in snow. Just when you
thought the game was becoming
complicated, you realise there’s
still so much more to
learn. For instance, after
completing the huge
tutorial, you enter the
main campaign and
realise that you're even
able to build units,
depending on the
resources you have captured.

The combat is decided by a series
of unit statistics and environmental
factors, and is played out using a
turn-based system, allowing you to
really plot out your tactics and
apply serious strategy to your
attack. All of this is wrapped up in a
cute anime style story that keeps you
motivated to crush your opponent.

Advance Wars is an incredibly
deep, challenging and addictive
strategy game that is a must-have
for the GBA.

Eliot Fish

advisor, fighting the evil blue
forces of the Blue Moon. Using an
incredibly intuitive interface, you'll
be commanding an immense
variety of land, sea and air units,
from infantry to tanks, choppers,
cruisers, subs and more, all which
have different
attributes, strengths
and weaknesses. Even
the terrain comes into
play with some units

High Heat Baseball 2002

DO have packed this cart

full of options... there’s the

E exhibition mode, full

season, a home run derby, playoffs
and a practice mode. There is every
single American baseball team also,
so this is good stuff for the baseball
freaks amongst us. The only thing is
that the game is painfully dull to
play, making it truly one for the
freaks amongst us. There seemed to
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CATEGORY: Sport >> PLAYERS: 1 >> PUBLISHER: 3DO
PRICE: 5TBA >> RATING: G >> AVAILABLE: Now >>

be very little distinction between
different players, as essentially you
can press one button throughout
the entire game when both pitching
and hitting.

Is baseball really such a low
scoring game? After nine
inmings, Boston won
with only 4 people
home. Yes, about 20
minutes was spent

watching people
endlessly strike out, get
caught or get beaten to
the plate. Surely real life
baseball isn't this
excrutiatingly dull? The
other thing we noticed about
High Heat, is that they forgot to
turn the lights on in the stadium.
Either that, or this is one of the
darkest GBA games that we've seen
yet. This is painful on the eyes, and
surely a serious health hazard! If you
can make out what's happening,
you'll appreciate the smooth
animations of the batting and
pitching which looks pretty fancy
for a handheld. Unfortunately,
everything else is a major league
letdown. They didn’t even include a
link cable option!
Frank Dry

But we ain't broken!

VISUALS SOUND GAMEPLAY OVERALL
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Fastyall
Curve
Sliger
Chznge up
SpLit finger
Senher
Forhball

randE
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= Done

Ain‘t no girls in the game.

Although this guy hits like one.

VISUALS SOUND GAMEPLAY OVERALL
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Jurassic Park lll: The DNA Factor

»EB

urassic Park Il is a fun
J movie, but unless things
shift up a gear over at

Konami, the games are going to be
hitting the bargain bins before the
year is out. The first one from Konami
to cross our dino-infested path is The
DNA Factor for the GBA, and it's an
attempt at providing platform-based
action with a puzzle element.

Your task is to run around the
island collecting DNA samples,

Konami Krazy

SRDNA® [T AT ]

which you then take back to the LAB
and combine with the incomplete
strands you have on file to create
new types of Dinosaur. What this
actually means in gameplay terms,
is struggling though an awkward 2D
side-scrolling section that seems full
of frustrating jumping sections
picking up glowing balls on the
ground, and then sitting though the
DNA building, which is the so-called
puzzle mode. You “fire” your DNA

b= A
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Racers

CATEGORY: Action/Puzzle >> PLAYERS: 1 >> PUBLISHER: Konami
PRICE: 569.95 >> RATING: GB8+ >> AVAILABLE: Now >> T 1

_c'.mlcirm- i) !sm-lg‘
up the screen and it
matches in colour with
a bunch of flashing
sockets. There's no
real puzzle solving,
but more simple
matching up of
colours, with a bit of
shifting the DNA
strand back and forth
a few times to get it to
match up. Basically, both sides of
the game are equally as
undercooked and dull to play
through. Another movie-license
videogame bites the gameplay
gerkhin.

We seriously hope
things improve from
here on in....

Eliot Fish

My m;nlt;y’s on the dino. Sorry Sam.

Pl s e g
Just like Boot Camp.

VISUALS SOUND GAMEPLAY OVERALL

EBER

CATEGORY: Kart Racing >> PLAYERS: 1-4 >> PUBLISHER: Ozisoft >>
PRICE: 579.95 >> RATING: G >> AVAILABLE: Now >>

- onami Krazy Racers might
h as well be subtitled "Attack
@ 0f The Klones”, as this is
quite the Mario Kart rip-off. Konami
have done some digging in the vault
and come up with eight "classic"
mascots of their own. They're not
quite as recognisable as the Marios
of the world though, especially for a

Western audience. A few are readily
identifiable, such as the Ninja from

Metal Gear Solid, Goemon from
Mystical Ninja, Dracula from
Castlevania and even Takesuke from
Parodius, but the rest are a little
movre obscure.

What Konami have done to take
the character themes a little further
is to build all the courses around the
mascots’ games. It's a great idea
and works pretty well — especially
with really familiar games like Metal

% Mario Kart Super Circuit.

Gear Solid (the
course even has
the theme music!).
Of course, the amount of enjoyment
you'll get out of the themes is
directly proportional to how many
of the games you've played.

The game is structured well, with
licenses required to play the harder
classes. These can be earned by
completing certain challenges, such
as one on one races or time trials.
The gameplay is pretty solid, but
really, we've done all this before.
Even the powerups are direct rip-
offs of Mario Kart's. 0ddly enough,
the one element that Konami didn't
utilise from Mario Kart is the
powerslide. Surely this misses the
entire point of the kart racing
genre! Making a kart racing game
without powerslides is like making a
controller without a console, ora
Simpsons episode without Homer -
there isn't much point and it's
unlikely to be much fun. A solid
game that pales in comparison to

: mm‘_i:l__ 1%

Wait a second, that's no Toad.

DEnrEErER

I¥'s-a not-a me!

VISUALS SOUND GAMEPLAY OVERALL
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fising from the grave with each new
Join creature of the night, JAMES

COTTEE, os he delves into the murky past of
o the crown prince of horror platformers. ..

sequels

« Justlike Dracula, Castlevania remains eternally
syoung,
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n 1986, Nintendo was riding

high on the second big video

game boom. Having cornered
the home console market with the NES,
they were free to bully retailers,

‘indulge in price-fixing, and indulge in

a quality-over-quantity policy with
new software releases. Before they
would allow a third party developer to
pay the extortionate fees to have their
games published, they had to meet
Nintendo's stringent quality control
parameters. Castlevania, a new high
quality platformer from Konami, would
prove itself worthy to stand alongside
Mario and Metroid in the new regime.

1 COME TO SUCK YOUR BLOOD
Loosely based on the legend of
Dracula, and borrowing heavily from
every horror staple under the sun,
Castlevania would not only succeed,
but also inspire sequels that carry
forth to this very day. Castlevania
tells the tale of the Belmont's family's
super-human strength and
determination, and their on-going
battle with count Dracula, The series
chronology began in the isth century,
and inspires a sequel every 100 years
when Dracula regenerates himself.
The gameplay behind Castlevania is
relatively simple. The first game was
basically Rygar with some platform
game elements. Playing Belmont, one
must explore the castles of
Transylvania, purging them of
the undead. Your primary
weapon is a whip, and
one also gets various
expendable !
secondary
weapons,

such as boomerangs and throwing
knives. Each game involves
conquering one or more castles,
ultimately confronting and defeating
Dracula himself.

The series has distinguished itself
from more mediocre platform
adventures in a number of areas.
Each game has had a huge variety of
different monsters, from skeletons to
zombies to Death himself, all
behaving differently and dictating
different tactics. Each Castlevania
game is riddled with secret areas and
bonuses, adding a lot of replay value
and chances to try alternate tactics.

While not the first to bare the
Castlevania name, Vampire Killer for
the MSX was the first game from
Konami to display its distinctive
gameplay style. Castlevania followed
in 1987, a relatively straightforward
scrolling beat-em-up. Castlevania Ii:
simon’s Quest (1988) was more of an
RPG, and despite sporting expansive,
explorable levels, was too easy to be
of lasting interest. Also in 1988 came
Haunted Castle, an arcade adaptation
of the previous year’s home version.

Castlevania IlI: Dracula’s Curse
(1990) introduced multiple pathways
and four playable characters, and at
the time was the best yet in the
series. Super Castlevania IV (1991)
moved the series forward onto the
SNES, and while very similar to its
predecessors, it was the first to give
Belmont's whip a versatile, almost
realistic range of movement.

1 AM YOUR FATHER!
CVy was followed by a number of
'\ unremarkable entrants to the
series, including versions for
the Megadrive and the Game
Boy. There were also
numerous versions that
= never made it out of
Japan, including the
superlative PC Engine
game Dracula X, which

to the SNES.
The series peaked with
the PlayStation game
Castlevania: Symphony of
Q '.‘ the Night (1995). One took
; *‘\ control of Alucard, half

\‘) vampire son of Dracula.

: While the
\\‘-W' gameplay was
AT still two-

v dimensional, the
depth of the game
had been greatly
expanded. The
environments were
huge and non-
linear, requiring
a great deal of
exploration to
conguer. One
could accumulate
many spells and items, and
o, Alucard even had some useful

A9 Tl
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vampire powers of his own.

To get through tight spots you
could transform into a wolf, bat, or
mist. You also had the added pathos
of being forced to kill your own
father to save the world. Granted,
this isn't a new dramatic theme, but
when combined with the limited
amounts of spoken dialogue it made
for great melodrama. Who can forget
the scene where you think you’ve
found your long-lost, long dead
mother, only to discover you've been
fooled by an evil succubus! |

The most recent addition to the
series is Castlevania: Circle Of The Moon
for the Game Boy Advance. Despite the
GBA's notoriously dim screen, it has
shone as a testimony to a game design
that's still going strong after 15 years.

There have been setbacks, such as
the Dreamcast version that was
terminated in mid-production, but
like Dracula himself, Castlevania
never stays dead for long. With two
new game systems coming out next
year, we can be sure that the
Belmont family will keep fighting
the good fight well into the 215t
century. Indeed, one of the
characters in Ninja Turtles:
Tournament Fighters listed his
favourite game as being Castlevania
2095, 50 we can expect sequels for
another century at least. %5

S8 ¥3adAH<« EILIM3I3ILISELIE ISHAN3IN



86 »HYPER felU=l==10l[=Im|p|

ake a little Chinese

mythology, throw in some

Western imagination, and
you'll end up with something like
this. Amidst bloodthirsty clan
warfare and gang-related crime, a
2000-year old magician residing in
Chinatown seeks to rid himself of
an age-old curse put upon him by
the first sovereign emperor of
China. He kidnaps a woman in this
endeavour, which inevitably
attracts her fiancé to the rescue, as
well as an old high-school buddy
played by Kurt Russell.

From there it's all Chinese black

magic, mid-air sword fights and the
power of wind, thunder and

.
Remember Kurt... wax on, wax off.

>xREUIN CHEUNMG

It's those damn three amigos agaiﬁ.

lightning wreaking havoc in the
Chinese underground, with Russell
providing all the comic moments as
he swears on Christ’s throne that
what he's seeing can't be real.
Whatever it is, it's damned good.

This unbeatable classic (which is
proof for Joel "Romeo Must Die and
Swordfish” Silver that you don't
need Bullet Time bollocks for good
action) comes in 2 discs, loaded
with extras, such as deleted scenes
that reveal many in-jokes not
included in the final cut.

ov‘l'ia well as the

f"’lniast in anime, Kick'back-and

ames Spader is an FBI

psycho hunter who's sick of

his job. He quits and moves
to Chicago, but Keanu Reeves — the
arch nemesis who always slips
through his fingers — isn't content
to give up the game. Instead, he
torments Spader by moving to
Chicago and continuing his serial
killings there. His modus operandi:

lot HyBer helpYjou decide
whm-you“shbu?

% ~v-1_
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UNIVERSAL,
RATED M

ding a photo of the girl he's
geing to kill to Spader and giving
him a time limit to save her.

The Watcher comes off as a weird if
predictable thriller as it attempts to
build up the past relationship
between the main characters. Reeves’
performance meanders between
freakish to thoroughly unconvincing
— an interesting precursor to his role
in The Gift— but Spader fails to hold

story together as an FBl agent
on his luck. Marisa Tomei isa
rowaway as the love interest who's
eventually targeted by Reeves.

mOuIE: | EHTRA:
—5/10_— 1/10 .
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COLUMBIA TRI-STAR,
RATED M

irlfight steps into the realm
of post-modern feminism,
following the exploits of
Diana Guzman as she gradually finds
a love for amateur boxing. First-time
director Karyn Kusama is neither
preachy nor patronising about
sexism or the merits of the sport, and
keeps her eyes focused squarely on
the journey that Guzman's mind and
soul are undertaking.
The resultis a
fascinating film about
the sport of boxing,
almost like a
documentary, revealing
the rivalries and
internal politics of
small-time amateur
boxers. It's also a fresh
and uplifting character-
driven film. Newcomer Michelle
Rodriguez puts in a fine performance
as Guzman, whose intensity radiates
as much in the boxing ring as it does

portraying her
troubled family life.
Girlfight is well
deserving of its
awards at the 2000
Sundance Film
Festival — Best
Directing, Grand Jury

S Prize and Young

Cinema Award — and

is worth watching at least once by

everyone.

48 500,

No biting, no swapping gossip, no shopping sprees...

Then they told him it w;:s windex.

COLUMBIA TRI-STAR, RATED MA15+
erry 0'Connell and his club
J of ladies’ men highschool
buddies enter into a pact
never to get married. They all put
$1000 into @ mutual fund, and
whoever ends up being the last
single man amongst them gets the
kitty. Seven years later, only two
remain: Jerry 0'Connell and Jake
Busey. The kitty's up to a cool half

I've seen a shipina bott ;a, but...

-

a million dollars, but 0'Connell is
absolutely desperate to get it now
after running up some hideous
debts at the casino.

Thus begins his hilarious attempts
at trying to get his friend married -
to anyone. His master plan ends up
being Shannon Elizabeth (American
Pie), who has an axe to grind with
Busey and is willing to help out for
a share of the cash.

There are a few excruciatingly
funny Farrelly Bros moments, but
the film unavoidably degenerates
into moral dilemma as 0'Connell
realises he's in love with Elizabeth.

R v LiDIsnd3dtH
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20TH CENTURY FOX, RATED M15+

artin Scorcese's Raging Bull

is a film which explores the

idea of alienated
masculinity, charting the downward
trajectory of promising young boxer
Jake La Motta (played by Robert De
Niro). Plagued by insecurities and
self-doubt, the violence which
colours La Motta’s professional life
in the ring also spills into his
personal life. Driven by animalistic
urges - rage, lust and jealousy - La
Motta is a man on the edge whose
ultimate decline is both moving and
tragic. Hailed by American critics as
the greatest film of the 1980s,

g 2 Vi
N el A | St
Yeah, | AM talkin’ to you, putz!

Raging Bullis an intense and
forceful cinematic masterpiece -
earning De Niro an Oscar for his
breathtaking performance, and
highlighting the superior abilities of
Joe Pesci, who plays La Motta's
similarly temperamental brother.
Unfortunately the only bonus
included on the disc is a theatrical
trailer. Thankfully, the film is such a
classic that it can stand on its own.

Victoria Flanagan
LIE: | EHTRA:
P 1+

= If | said you had a beautiful body, would you... let me eat it?

Silence of the Lambs

FOX HOME ENTERTAINMENT, RATED M15+
hen a serial killer named
“Buffalo Bill” (so called

I'I'I because his female victims’
bodies are found skinned) begins to
terrorise Midwest America, the head
of the FBI decides that another
incarcerated psychopath — the
brilliant psychiatrist Dr Hannibal

Lector (Anthony Hopkins) — may be
able to assist with the investigation.

o
< *‘

20 years for bad table manners.

Lector's intellectual prowess,
however, constitutes a problem for
any interviewer. The solution to this
dilemma is resolved by presenting
him with Clarice Starling (Jodie
Foster), a young FBI trainee, whose
task is to ascertain whether Lector
can provide any insight into Buffalo
Bill's motives and whereabouts.
Awarded three Oscars, The Silence of
the Lambs is an intriguing and
thought-provoking take on the
usual serial-killer movie fare. A true
Special Edition, this release has a
second DVD devoted entirely to
extras. Included is an interesting
"Making of " documentary, deleted
scenes from the film and several
out-takes — as well as the usual
trailer and stills gallery. If it isn't
already in your collection, go out
and buy this impressive DVD today.
Victoria Flanagan

= 810 710,

fe on the stand-up circuit was tough on Ji

Hannibal

COLUMBIA TRI-STAR, RATED M15+4

nfortunately the same

praise which was so

generously showered on
The Silence of the Lambs (and
which it rightly deserved) cannot
be applied to its sequel Hannibal.
What on earth was Anthony
Hopkins thinking? Maybe he's
taken up smoking illegal
substances and his judgment just
isn't what it used to be. (Actually,
the thought of Sir Anthony listening
to Bob Marley and puffing away on
a pipe is a rather appealing and
charming little idea...) Even Jodie
Foster was sensible enough to
decline this film, and that’s really
saying something since she's been
in some godawful tripe like Nell
and Maverick. Buy this DVD at
your own risk — and only if you
enjoy the idea of watching
Hannibal sit down to a dinner of
still-living human brain — a scene
shocking only in so far as it proves

Really, it's just Iiilte Sushi...

>
Of course I'm Jodie Foster. Ahem.

just how far removed the sequel is
from the psychological
introspection of the original. It
really is a great shame that
Hannibal is devoid of substance,
because the extras on the second
DVD are absolutely first class. For
compulsive collectors only.
Victoria Flanagan
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Man, you're the worst plastic surgeon I've ever been to!
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Akira: S

CATEGORY: SCI-Fl, DRAMA
PRODUCTION COMPANY: PIONEER

veryone wha enjoys anim

has heard of Akira. still

considered one of the
greatest works of the medium,
stunned audiences with its@

ggcml Edition
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T combination of Giant Robo  remainder, it's blissful ignorance or  dressed in black, Smith is a veritable  supporting characters like Dorothy m
and Batman: The Animated  the illicit trade of memories. Bruce Wayne as he struts around as Wayneright and Angel. Some —
Series — both defining works in their the city’s best Negotiator in hostage  elements of the anime seem a little 0
own way. It's set in a world where PARADIGM SHIFT and terrorist negotiations. He also packaged — like the way Roger -
everyone mysteriously lost their Roger Smith is one of the luckier ones.  secretly pilots a gigantic Megadeus Smith ritually crosses his arms while
memories 40 years ago, where people He's rich, well resourced, residesina  robot, the Big 0, which he uses to Big O activates. The third and fourth E
are still trying to pick up the pieces,  huge mansion, and is about the only ~ beat the daylights out of criminals. episodes seem to lose momentum, =
re-learning how to exist and function person in Paradigm City who doesn’t The first two episodes move along  yet the possibilities offered so far by ;.'i.
as a society. The lucky ones with cower in fear of the subway system brilliantly with the style Batman and  this first DVD leave you begging for ~ ®
photo albums and books can relearn  (which many believe to be acaveof  the pizzazz of Cowboy Bebop, more. This series has great potential. ®
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~ Including these classic
titles... and more!
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Subscribing to Hyper is cheaper than buying the magazine at the
shops and you get it delivered straight to your door. Get your 12
issues of Hyper cheaper and maybe even win this fantastic prize!
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Red Ant Enterprises have just launched their Big Bytes range of PC games.

These are classic PC gems at incredible budget prices! Legendary games
such as Thief, Commandos and Tomb Raider are now available for
only $§19.95, plus there are other classics such as UFQ: Enemy
Unknown priced as low as $9.95! There are over 22 games in the range,
and as a special treat to Hyper readers, Red Ant would like to offer three
great prize packs of the ENTIRE Big Bytes range to three new
subscribers or re-subscribers this month! Three readers can win over
20 great PC games EACH!

This is an awesome prize that'll keep you gaming well into

2002. Subscribe today!
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A MICROSOFT

XBOX, BECAUSE...

Personally, we can think of plenty of reasons to want the

Xbox. Halo, Munch’s Oddysee, Dead or Alive 3... the list

really does go on. The hardware has enormous potential for

some truly cracking games. However, many of you weren’t

as convinced. We sensed a very cynical reaction to this

month’s question...

8 78 Renwick St. Redfern, NSW 2016 Australia
® E-mail: freakscene@next.com.au

Q. | WANT TO BUY

HYPER
2 F ]

Everyone has o differ
opinion and the

is wh
thout
and onto the page for all to

out of your head

see. Don't forget that we have
a new topic issue! The

next topic of discussion...

“1 want to
buy a
Nintendo
GameCube,
because...?”

E-mail: FREAKSCENE@NEXT.COM.AU
with Hyper Forum in the subject
line, and the topic of discussion at
the top of your response. Please
note that very long contributions
may be edited.

YES! NO! MAYBE?
Hyper,

| want to buy a Microsoft Xbox
because...

...l want to play the BEST games
around! Wait a minute, all systems
promise to have the best games
around.

...| want to play DVDs! Wait a
minute, I'll have to wait for the DVD
add-on kit. PS2 already does that.

... want to play Online! Wait a
minute, all new consoles promise to
be online eventually. At least it will
be Internet ready.

...l want a reliable company! Wait
a minute, is Microsoft a well known
reliable company?

...l want a machine that won't die
out! Wait a minute, Microsoft are
new to consoles, But they've got so
much money to spend; they
couldn’t mess this up, could they?

... want to support Bill Gates! Er,
forget | even said that.

The truth is that all the new
systems have so much going for
them. | think it's a lot safer to hang
back for a couple of months and see
how things pick up with each system
and then make your choice. Or at
least hire the console first. Play it
safe. Just remember this: Dreamcast,
3D0, Virtual Boy, Sega Saturn.

TOMCAT

thomasuwoo@yahoo.com

THE FUTURE OF GAMING
Well my first reason is that it has
superior hardware to any other
console (three times more powerful
than a PSz), has a built in HDD for:
Speeding up load times, use as a
giant memory card, for updating
games such as new race circuits,
ripping mp3s. Xbox has FAR better
games than any other console as
well. With 291 games in development
today. Games like HALO, Oddworld,
Project Ego, Amped and Gotham are
all system sellers.

Graphics are nothing short of
stunning. The reflections on the
water, the shadows, the detail on
the people. Al that revolutionizes
gaming, the marines in HALO don't
just stand in one spot and shoot,
they duck, leap, hide, run and team
up with you in buggies!

Another point is that Microsoft
has a bottomless sea of money and
WILL NOT let Xbox die. MS said they
would keep funding it until the end
of its lifetime, which means NO
situation like Dreamcast's! Also MS
has a HUGE first and second party
list! MS is buying great developers
and adding them to the already
amazing list of existing developers.

Simply, the Xbox is going to take
gaming to the next level and that's
what | want. Games like Project Ego
are just inspiring. The possibilities

are endless! The future of gaming is
coming...

Zekklen

Zekklen®hotmail.com

TAKING THE GREEN PILL

I want to buy a Microsoft Xbox
because... well, to be completely
honest, | don't. | feel that Microsoft
don't have the expertise or grace to
pull off something of this
proportion. | feel that they should
stick to PC games (although in
theory, the Xbox is just a gaming PC
for a TV), and | feel that Nintendo
are going to have the goods when it
comes to gameplay.

But it isn't going to stop me
buying one. Why? The Matrix, of
course! Being the dedicated Matrix
fan 1 am, | really, really need this
game. | don't really care what other
games |'m getting, The Matrix is at
the top of the list - 1 already have




Ego! It's not ... dirty word.

e Tt braaih it things

$1000 or so put away, just for this
reason. Much like the obsessive Star
Trek/Wars fans, | simply MUST have
the full experience, no matter what
cost. | suppose | might end up
buying some of the other games,
such as Dead Or Alive 3, and ma
the next 0ddworld game, if it
shapes up to be any good.

I"'m still going to buy
despite the exclusivity

the greatest game ever. I'm a bit
annoyed that Shin epted the
deal, because in doing so, they’
forfeited the chance to use the
GameCube's AGB connection,
it's sexy controller. I n

Xbox's controller! It looks large
enough to sleep on! Alvight...
maybe that was a slight
exaggeration, but you

Nintendo are obviously aiming for a

machine with the perfect balance
and perfect execution, and w t
Xbox will probably have its major

PARIcKAKT,

nerje@thematrixonline.com

A RING OF CONFIDEHCE
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The Myystiq
Myystiq@yahoo.com.au
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RETURN OF THE
GAMEPLAY
Dear Hyper,

There must be something going
wrong in LucasArts’ quality control. |
have not seen one good Star Wars PC
game since X-Wing Alliance. It all
started with the Phantom Menace,
which had crappy gameplay, voice
acting and gameplay, and then to
Racer, which | found to be fun for an
hour, but afterwards, it just wore
thin. | won't even bother with Force
Commander (chucks up in
background). But then came the
coolest looking game yet... Rogue
Leader looks like being the best Star
Wars game in ages. Sure, Rogue
Squadron was good, but it lacked a
good story to drive it. But those
funky graphics and sounds made it
all look too good to be true. | am
faced with the question. Which
console offers the most Star Wars for
a die-hard fan (geek)? The winner
looks set to buy my heart (and my
pocket). What do you guys think? To
me it looks like Gamecube. Nintendo
have offered great (and a few poor)
games over the years, from Super
Star Wars to Rogue Leader.

Anywho, maybe it is time to go
back to the good ol’ days of Indiana
Jones and the Fate of Atlantis with
point and click and dodgy voice
acting. Those were the days, but my
brand new P4 computer lacks the
EMS memory to run it and many old
DOS gamez. Alas. There is always my
old Acer 486. Sure, games like
Indiana Jones and the Infernal
Machine were okay, but they lacked
the fine gloss of Jedi Knight and
those classic games. Just an hour
ago, | finished off Jedi Knight for the
millionth time and played an
Internet game on the Zone.

Will SW Galaxies and SW Galactic
Battlegrounds both fail, suffice or
standout as great games?

I think I should just go back to
playing The Sims. Maybe all
tortured, unhappy, mahutritioned
and troubled Star Wars gamers
should head back to their SNES and
486's and play the old games.

Richard

Richieooyau®hotmail.com

Dear Richard,
The best platform for Star Wars
games (s undoubtedly the PC. The PC

L HI= Tl i
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will have over 5 games - Jedi Knight
11: Jedi Outcast (shooter from
Raven), SW: Galactic Battlegrounds
(RTS from Ensemble Studios), SW:
Galaxies (Online RPG from Verant
Interactive), SW: Knights of the Old
Republic (RPG from Bioware) and
eventually, we think there will be
PC versions of Racer Il and Rogue
Leader. There will also be as-yet
unannounced Episode /I: Attack of
the Clones games for the PC which
will be revealed next year.

All these games are being developed
by leaders in their respective fields,
with LucasArts simply advising and
guiding... which means we have
huge hopes for these games! If you
really want to play only on a new
console, you're going to have to miss
out on some great games on the
other systems no matter which one
you choose.

STILL DREAMING

I'm a proud owner of a Dreamcast
and I'm quite disappointed about
how it's going. I'm also a little
surprised because with all the
quality games out there, how could
it have failed? I've spent quite a few
sleepless nights thinking about this
situation and | have come to the
conclusion that it all has to do with
advertising.

Take this example... | nearly
bought a PS2 the other day after
seeing that really good Bouncer ad
on TV. That's a pretty good ad, and
at the end where somebody yells
“PlayStation 2", well that's a
beauty. But I played it at a friend’s
house thinking "oh yeah this is
gonna be great” only to turn it on
and find, well, a pretty bad game
that taught me the power of
advertising.

Now I'm thinking that if Sega had
played their cards right and
advertised a little more they would
be on the top of the gaming hill.

Stan T

Stan@ausi.com

P.S. Do you know when Half-life
for DC is coming out?

Dear Stan,

Are you my greatest fan? Sorry, | had
to get the obligatory Eminem joke
out of the way.

We all know the Dreamcast didn't

DJHYPER LETTERS:

78 Renwick St. Redfern, NSW 2016 Australia
E-mail: freakscene@next.com.au

take off here because there was
virtually no advertising - stop
reminding us. Half-Life for DC has
been cancelled, my friend.

RPG BLANDNESS
Hey Guys.

Is it just me or are you also sick of
PC RPGs? They are all the samel!! |
don’t know about you, but the
setting of swords and knights and
swamps and dwarfs is just so damn
bland!! The last good futuristic RPG
was Fallout 2. Four years ago!! I'm
sick of all the Arthurs and
Excaliburs!! There should be more
Clouds and Zells! It seems like the
developers are afraid to break out of
the mould that Baldur's Gate and all
its clones have created! How many
brown and green backdrops will
there be until people become sick of
that setting? | tell you, the next RPG
that's not set a million years ago, |
will buy a copy for everyone in my
large family.

What are your views on this
subject? Do you also want to change
the dwarves and the cobblestone, to
high tech weaponry and shiny
surfaces?? | sure do.

Thanks for listening.

Peter Colligan

Petes_the_man®hotmail.com

Dear Pete,

It sounds like you should go and buy
Arcanum. Fallout 3 is also in the
works. Huzzah!

RANTING, RAVING...
Yo Hyper,

After getting the GBA on its
release, | can't fault the games or its
technical capabilities. But | can fault
the size - it's too small. Nintendo
supposedly are trying to expand
their market, yet they’'ve made a
system that is a pain for adults to
play. I don’t know why they just did
not grab a SNES pad, lengthen it a
bit, and stick a screen in the

middle. With the four buttons,
you'd have the perfect hand-held. |
respect the pocket-size concept,
but they've gone overboard, and |
doubt that too many people
actually carry it around in their
pockets anyway. Even the d-pad is
smaller than my old BEW GB. It's




crazy. They really should have
brought out a version in a larger
size, along with the different
colours. With sequels to older
games, there was always going to
be a significant adult market (I'm
32). As it stands, the only hope is
that the GBA can be played through
the GameCube. Maybe that is why it
is so small - another incentive to
get a GC? Are there any plans for
that functionality or even an
"adult” size GBA?

The darkness is another issue.
After reading last issue that the Atari
Lynx had the option to have it on or
off, the GBA should have this feature
too. Most of my GBA playing is at
home through the mains, so the
battery consumption is not as issue.
Was the decision to not include
back-lighting expense or battery
consumption related? | suppose
when you have a monopoly that the
handheld market is, you can treat
consumers with almost contempt.
Contrast that with the home console,
where Sony's competition forced
Nintendo to relax their stubborn
ways in making the GC. In fact, it's
the first ever Nintendo system
without any known vices. Pity the
GBA is not the same.

GT3: What a disappointment. All
they've done is upgrade the
graphics. Game-wise, all you're
doing is racing the same old tracks
with the same old cars as GTz. Even
the opponent Al seems the same as
the same tactics work. Sure it looks
sexy, but graphics are not the be-
all, and it's surprising Hyper rated it
so highly (95%) given that GT2

Mark Lin sketched this lovely piece for us. Thanks Mark!

(87%) was somewhat criticised for
its lack of improvement. In fact, it
was the same reviewer | believe, yet
GTz actually had many more
improvements over GTi than GT3 has
over GTz. There were 8 new tracks, a
gazillion more cars, plus the new (at
the time) rally mode. Compared to
four new tracks (one a dumb test
and one a rally), and less of
everything else in GT3.

Are games reviewed in isolation or
against others? In isolation, GT3
may be the best and worthy of the
marks, but as a successor, it is the
worst, My advice to those with GTz2
thinking about buying GT3, don't.

Unless you're a graphics nut,
there is barely anything new. At
least with the graphics engine
complete, GT4 (we hope) will be the
true sequel that actually offers
something new, game-wise.

The Warrior

warrior@alphalink.com.au

Dear Warrior,

Strangely, the GBA screen has
stopped bothering us. Back to
Advance Wars...

VISUALLY COMMA
Dear Hyper dudes and fellow gamers,
| have recently bought a PSz and
| think it's the best. Super powerful,
sleek, killer games and backwards
compatible, it is definitely going to
be (or already is) THE console to
buy. Sure, it costs an arm and a
leg, but I have Tekken Tag
Tournament and Red Faction and |
am very happy.

G'day,

Firstly, thumbs up on your magazine. I've bought it off and on for,
man, it's been ages now. | can actually remember the first issue |
bought - it had a big fold out Sonic poster in the middle of it.
Airbrushed thing, with a bright green background. Must've been at
least four years ago. Top stuff!

The reason I'm writing to you has to do with the Xbox. I'm already
a huge fan of this machine and have been following its progress
avidly for about 7 months now. I'll be pre-ordering in time for
March, complete with the remote control and Halo. Too bad we have
to wait until pretty much the entire world get theirs until good old
Aussie - bottom of the food chain yet again - is allowed to have a
turn. Ah well. We have the best beaches and destroy most of the
word at basically any kind of sport so | guess fair's fair.

But | digress.

I'm just wondering if you have any info regarding the possibility
of any future Australian publication dedicated to the Xbox. Perhaps
there will be a HYPER subsidiary set up? | think |'m safe in assuming
there will be a magazine dedicated to the Xbox over here and I'm
extremely interested in writing/reviewing for it. Are you guys
looking for writers, perhaps?

| do realise you're busy so | will appreciate any response you can
offer and take this opportunity to thank you in advance. I'm off to
give my PSX yet another hammering to fill in time until March.

Cheers,
Nick Atkinson
Ragereset@hotmail.com

Dear Nick,

Hmm.,.. A dedicated Xbox
magazine from the /
company that brings

Yyou Hyper, Nintendo

Gamer and PC

Powerplay? If there’s

demand from the Aussie
gamers out there, you

hever know... it’s just crazy

y,

enough to work! How many of
you would be interested?

O

You've won a new Modenn

360 Wheel for PSX/PS2!

Don't forget to include your contact details

Unfortunately, | have a
complaint. (Sorry 'Sertan Seral’ from
issue #94). It's not a huge one, but |
think it's worth hearing about. | was
at my friend’s house a while ago
and he has the nappy-tastic PSone.
After playing my PSz for a few
months, and therefore not touching
a PlayStation because | was way too
busy beating up Hwoarang and Paul
in TTT, | was not impressed with the
little white bombshell at all. It was
much like going from a 64 to an
Atari. Shocking. I scoffed at the
graphics and terrible loading times,
knowing that what | had was way
better. After a few long hours of
playing MGS and GTz2, we got bored
and decided to shove in my friend’s
Linkin Park CD. Suddenly, WHOAH!!
AMBIENCE EFFECTS!! Blobs and spikes
were dancing around in a
technicolour paradise to the beats of
my fave band. Sure, | had seen it all
before, but | seriously
underestimated the PSone, never
even considering that it was capable
of doing this. After all it is only a

your leter:

u.thrustmaster.com

alued at $99.95.

http:
Whe

measly 32 bit. Then it occured to
me. | have a machine four times
more powerful than this, imagine
the ambience effects on that!

So | scooted back home and threw
in Limp Bizkit. My imagination was
going wild, having seen "Find My
Own Way" on the demo disc,
expecting things that probably
weren't even possible. | went into
the browser and pressed play. A
BLUE CUBE. | got a BLUE CUBE. It was
sitting there, spinning extremely
slowly. "What did you expect, a
flying green hippopotamus with a
chainsaw and exploding rocketships
in the background? HA! | thought |
might come and spin slowly just to
piss you off..." is what it seemed to
be saying to me. | was extremely
disappointed to say the least.

What happened Sony? Did you
only focus on raw gaming power,
and then just decide to throw in a
blue cube for the CDs? Surely they
could have done more. Have they
made any statement on it, or am |
the only person that has

HLNOW 3SHL J0O 9311371




complained? Please fill me in. I'm
going now to take over the Ultor
corporation and make the most of
that God-sent GeoMod technology.
Catch ya next month.

James

mccalj@yahoo.com.au

Dear james,

If someone can afford a PS2, they're
probably not short of a CD player in
the house, so, | doubt if anyone else
has noticed that this feature was
lacking. Any one out there care?

SPACED OUT
Dear Hyper,

I'm sure that by the time this is
printed everyone worldwide will
have seen the new Mario and Zelda
demos shown at Space World this
year. | must say that | am so
disappointed in Nintendo. | have
had so much hope in the
GameCube, but whenever my hope
peaks, they seem to constantly
prove to me that they are moving
in a completely different direction
to where | want them to!

Let's start with Zelda. | actually
really like the visual style of the
game. The toon rendering is a nice

style, and it's comical. However,
what annoys me is that it’s Zelda.
Why couldn’t Miyamoto-san tried
this out on some other game? To me
(and before this week, | assumed to
everyone) Zelda has always been
about adventure. Dramatic
adventure in a faraway land.
Rescuing a princess. Daring
swordfights. It has never, never
been... comical. Funny. NEVER. So
while Nintendo is calling this new-
look Zelda a "return to the series’
roots,” | find that very, very hard to
swallow. Looks to me like Nintendo's
most grown-up series has just been
handed over to the 5 year-olds of
the world.

Then there’s the other side of the
coin — Mario Sunshine. What the Hell
is Mario doing in a realistic
suburbia?? Where are the mushroom
houses and raccoon suits that
always fit the series so well? No one
ever had a problem with Mario
being funny and cartoony, so why is
he becoming more and more real
with each game? WHAT ARE
NINTENDO ON??? Both Zelda and
Mario both seem to be going in the
completely wrong direction!
Metroid has gone to first-person,
and from the movies I've seen the
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series is already doomed. For a
hardcore Nintendo loyalist, this
Space World hasn't been the best
time to reaffirm my faith in the
company. Then again, the console
hasn't even launched yet. Let's hope
Miyamoto-san slaps himself one of
these days and realises how many
faithful players he's alienating with
these “revolutions.”

Peter Jenkins

Paga®alphalink.com.au

Dear Peter,

You raise some interesting points.
But really, we should be embracing
change, not criticising it. The games
industry has been stagnant for some
time, and | think the new Zelda
looks stylish as hell. From what we
can see, the game will also be lots of
fun. We can’t be playing the same
old games forever!

UNIMPRESSED
Dear Hyper,

I've heard some pretty awful
news about what Nintendo are
doing with their new Zelda game for

the GCN. To be frank, it looks
horrible and unappealing. I'm not
even sure | want a Cube anymore as
there are only three games currently
announced that I'd actually be
interested in (SSB: Melee, Phantasy
Star Online and Dinosaur Planet).
My thoughts then drifted to the PS2
with its pretty lackluster titles. Of
the PS2 collection, only 3 games |
would consider buying (Monkey
Island, Final Fantasy X and GT3).
The problem is that | can't get both
of them because I'm soon starting
year 1z and will only be using my
console in my study breaks. My
mind has been going around in
circles for some time now, maybe |
wont get any of these 'next
generation’ consoles.

Yours Insanely,

Jerec

jerecis@hotmail.com

Dear Jerec,

Don't dismiss Zelda so quickly...
Maybe the style comes down to
personal taste, but the gameplay will
be there. Our other advice is to do
your HSC first with NO distractions.
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PlayStation 2
Games Over $50

Onimusha

Tekken Tag Tournament

FIFA 2001

The Bouncer

Game Boy Games
Over $40

! | Country
Pokemon Blue

PC Games
Over $30

Arcanum

Max Payne

The Sims

Diablo 2

Age Of Empires 2
Operation Flashpoint

Sim City 3000 Unlimited
The Sims House Party

All Full Priced
Games

The Sims Collectors Edition
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Action
Sports
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RPG
Action
RPG
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Action
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Diablo I1; Lrd Of Destruction RPG

RPG
Action
Strategy
RPG
Strategy
Strategy
Strateqy
Strategy
Strategy
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PlayStation 2

Diablo I1: Lrd OF Destruction PC/MAC

i

Super Mario Advance
The Sims
Red Faction

Diablo 11
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GBA
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Tony Havk' ro KdT .
WWF Smackdown! 2
Gran Lu‘ismo 2 Ptm
Final F;t a\,r IX

Driver 2

N64 Games

Over $40

ario Part
Mario Kart 64 s

t-:lda: Majora's Mask
nnkm_y Kong 64

Sup Brothers
Super Mario 64

Game Boy Advance

Games Over $40

Super Mario Advance
Tony Hawk's Pro Skater 2
Rayman Advance

F-Zero Maximum Velocity
GT Advance Racing
Bomberman Tournament
Pinobee

Castlevania

Krazy Racers

MARKET WATCH
All Games by Platform
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Adventure
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Racing

JUL v JUN 2001
RETAIL SALES

Growth
9%
9%
-8%
22%

3%
52%

Inform tracks the weekly sales of business and leisure technology products, and provides detailed reports to subscribers and Reseller &

Retall panel members. For subscription or panel membership details phone 02 9264

e crr—earr=ces

0095. Copyright © 2007 by Inform. All rights reserved.

S

rmrvirroaes

TR ECTURE S HEHHT




L e
|- E et

98 MHYPER MEHT

HYPER GETS ITS OWN GAMECUBE AND
TELL ALL. A HISTORY OF SIM GAMING.

RELEASE! |

INTERVIEW WITH THE

'BEHIND 1\ EEDOM FOR

A BRAND NEW MUSIC REVIEW SEC'I'ION
AND THREE NEW HYPER COLUMNISTS...

NEED WE SAY ANY MORE?

NEXT ISSUE %
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Celebrate the 5th anniversary of the most terrifying game series
ever as it mutates onto the PlayStation®2 computer enter-
tainment system. Join Claire Redfield, as she searches for her
missing brother, Chris, and dig deeper into the evil doings of
Umbrella Corporation. Flesh eating zombies and bio-tech
monstrosities haunt your every move. As an added bonus, this
special edition includes never-before-seen cut scenes and

an interactive demo of the highly anticipated, Devil May Cry.
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