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Knights of the Old Republic 2 previewed * Republic Commando previewed
Star Wars: Battlefront previewed * Trilogy DVDs reviewed
Star Wars Classic Gaming Super Special!



PLUS: Prince Of Persia 2, Burnout 3, Pro Evo 4,
Zelda: Four Swords & Doom 3
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Fight as a soddier an the front lines whare evary
weapon s wahicle you see iz yours, Take the
Empire head on or crush the Reeliion - by yoursel!
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Play anling with up to 16 players an cansole
and 64 players on PC.

Conquest mode adds a new dimension lo stralegle
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specific advantages aver their rivals
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Factions - Rebed Alliance, Imperial Army,
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THEY'VE GOT ONE LIFE.

¢

MAKE THE MOST OF IT.

Take your Sims from cradle to grave through life’s biggest moments.

Direct your Sims through infancy, childhood, the teen years, and adulthood.
Will they strive for popularity, fortune, romance, family, or a lifelong pursuit
of knowledge? Happily ever after or a shocking twist at the end, it's all in
your hands.
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70 Star Wars Videogame Retrospective
A look at the history of games based on Star Wars — the good, the bad, the ugly.
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EDITORIAL

¥ You guys are my best friends,
through thick and thin, we've always
been together. We're four of a kind
having fun all day, laughing creund
and pal-ing away. Just best friends,

best friends are we. | love you guys.
WRITE TO HYPER!
i nwick 5t, Redfern

Cam's evil twin aka good Cam 16, Australia

ugh for Jockie it's good
encugh for me

[obove] Kicking it HK styl

ext.com.au

But seriously, it's nice to have an issue filled so full of “the good stuff” that | can devote

my editorial to singing a delightful Cartman song. As you may have guessed from the Editor: Cam Shea
cover, you're holding our special Star Wars issue in your hands. We've gone hands-on Deputy Ecitor; Domie] Wilks

) . = . . Arl Director: Malcolm Campbell
with the biggest Star Wars games on the horizon, as well as faking a fond look back

at the history of games based on one of the most enduring film franchises of all fime.
R _ N i ADVERTISING
There's a bunch of other stuff in there too, but hell, I'll let you discover that for yourself. Advarising MA David Canessa

What else has been going on in the last month? Daniel went to Singapore and | went to E-moil
" " Ph: (02) 2699 0349
Hong Kong, but we'll be telling you more about that next issue. Other than that we've Fm:‘ 219310 2012

pretty much spent day after day playing Burnout 3, which is about as brilliant a racing
game as has ever been created. Mind you, for a game that's supposed to reward risks, SUBSCRIPTIONS

the balance of gameplay in Burnout 3 has really shifted - takedowns are now far more ubseription Co-on Mark Tesoriero
For all Subscription enguiries phone:

(02) 9699 0320

Whether this is a change for the better is debatable but it's still good to see Criterion Emoil: subs@next.com.au

valuable than the previous stunts of driving into and narrowly missing encoming traffic.

shaking things up. We're also really excited that the arcade racing genre is coming
back to life: this month it's Burnout 3 and next month it's the superb Outrun 2. Now all MANAGEMENT
we need is a new Ridge Rocer game... you listening Namco? Publisher: Phillip Keir
Finance Dil r: Theo Fatseas
Operafions Manager: Melissa Doyle
Cam Shea > Editor Creative Director: Darren Gover
Associate Publisher: Sue Ostler

) 9699 034

PRODUCTION
Pri ion Co-ordinator: Menique Layt

HYPER CREW MONTHLY TOP 5 GAMES

LN next.com.au

2) 9699 0300

e 93102012
Cam Shea - Mr Editor type person Eliot Fish - King under the seo : Fahri Cantas
1. Burnout 3 - PS2 1. Doom 3 - PC
“God wept” “I think this game is going fo give me
2. Doom 3 - PC a heart attack”
3. KOTOR Il - Xbox 2. Pro Evolution Soccer 3 - PS2 0
4. DJ: Decks & FX - PS2 3. Loom-PC Fenx: 1300 65 0777
5. Lemony Snicket 4. The Sims 2 - PC
5. Colin McRae Rally 2005 - Xbox CONTRIBUTORS
Daniel Wilks - Did not kill the deputy Tim Levy - Funk soul brother
1. Burnout 3 - P52 1. Battlefield 1942 - PC
“I"ve never been a fan of racing games “42 player mayhem on an ihug server- McDanowgh, Tim Levy, Sc
before now" hilarious™ Morgan, Chokey Chokenstein.
2. Mashed - PS2 2. Ping Pong (table tennis)
3. Star Ocean - P52 3. Wangoen Midnight R - Arcade All copyrights reserved by
4. Champions of Norrath - P52 4. Futsal in-door soccer Publishing Pty Ltd
5. Pokemon: Leaf Green - GBA 5. Red Dead Revolver - PS2/Xbhex 02 647 645
ISSN 1320-7458
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THE eunpe

30 massive full length smash hits

* Unique 8 way dance steps to
challenge every level

s Single player, 2 player and
8 player consecutive

= Superb range of studio, stage
and lighting environments

Compatible with all
XBOX video game systems

* Pressure sensitive
action buttons

* Modes:
multi player, head to head,
aerobics, juke box

i

For use with the PLAYSTATION®2 game console Il Experience the fight underwater
B Customise the weather & time of day M 10 different tournaments M 20 unique lures

INTERACTIVE FISHING ROD CONTROLLER FEATURES 79 9
M Vibrating rod tip & redlistic reel M Cast & hook features Bl Analogue stick ®

AVAILABLE AT ELECTRONICS BOUTIQUE AND KMART RECOMMENDED RETAIL PRICE
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[left] But can it play
Qil Ponic?

D5 LINEUP

NINTENDO UNVEIL

FINAL DS DESIGN

It's not long now people!

. Nintendo has finally released

a list of 70 or so games that

will launch with the DS in japan as
well as the final look for the much
anticipated handheld. As you can see
the new design looks quite swanky
and with any luck they will have fixed
the uncomfortable shoulder buttons
as well. Whilst it's unlikely we'll get to
see the majority of these games on our
hallowed shores, here are some of the
games from Japanese developers we
may be able to expect to see when the
DS arrives in Australia early next year.

* Bomberman (werking fitle) - Hudson

* Bust o Move series - Toito

* Castlevania (working title} - Konami Computer
Entertainment Tokyo

* Choro Q DS (working fitle) - Atlus

* Dragon Ball Z (working fitle) - Banpresto

* Dragon Quest Monsters game (working fitle) -
Square Enix

* Dynasty Warriors (working fitle) - Koei

* Final Fantasy Crystal Chronicles (working title]
- Square Enix

* Harvest Moon for DS (working fitle) - Marvelous
Interactive

= History Simulation (working fifle) - Koei

* Living High Killing Low (working title) - Genki
Egg Monster Heroes - Square Enix

* Made in Wario DS (working fitle} - Nintendo

= Mario Kart DS (working title) - Nintendo

* Metroid Prime Hunters - Nintende

* Monster Farm game (working title) - Teemo

* Nintendogs (working tifle) - Nintendo

* Original RPG (working fitle] - Marvelous Interactive
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* Boktai (werking fitle) - Konami Entertainment Japan

=3

NINTENDOD)G

* One Piece (working fitle) - Bandai

* PictoChat (working fitle) - Nintendo

* Powerful Pro Baseball Series (working title) - Konami
Entertainment Japan

* Project Rub (working title) - Sega

* Rockman X series - Capcom

* Slime Morimori Dragen Quest game [working fitle)
- Square Enix

* Sonic DS (working title] - Sega

* Spectral Force (working fitle) - Idea Factory

* Super Mario Brothers game [working fitle) - Nintendo

* Super Mario 64x4 (working title) - Nintendo

* Team NINJA title - Tecmo

* Vandal Hearts (working fitle) - Konami

* Viewtiful Joe (working fitle) - Capcom

* Winning Eleven Series [working title) - Konami
Entertainment Tokyo

* Yu-Gi-Oh! Nightmare Troubadour - Kenami

* Zoids (working litle] - Tomy




Fighting for ploces
ot QANTM

[ aanTm N
GETTING INTO GAMES

Want to become a game developer?

E» many people email us each
manth to ask how to get
into the games industry. Up until
now we've been pretty thin on the
ground with details on how. QANTM
s a Brisbane based, Australian
educational facility with nationally
endorsed courses specialising
in 20 and 30 animation and, of
course, games development and
design (amongst other things).
More exciting than the fact that
Australia actually has a degree in
games development is the recent
announcement that the Sony
Foundation of Australia has teamed
with QANTM to cffer a scholarship
to games development students
that have completed the first twelve
months of the two year games
development course. QANTM will

T T

also be offering two scholarships
(one male and one female) to year 12
leavers who wish to enter the game
development arena in animation,
multimedia or graphic design.
More exciting still is the fact that
QANTM have entered into a deal
with Auran for internships, allowing
students in their final trimester
of the Bacheler of Interactive
Entertainment majoring in Games
Programming to work hand in hand
with the Australian developer for zo
hours a week for 13 weeks, gaining
valuable insight into the industry
as well as much coveted hands on
experience. If you're interested in
entering the college you'd better get
your butts into gear though - the
next intake kicks off on the 20th of
September.

NOT SO FINAL FANTASY

Brand spanking new studio

. In a move sure to please fans
of Japanese style RPCs, Final
Fantasy creator and head honcho,
Hironobu Sakaguchi's independent
studio, Mist Walker has just
announced that they are working
on two new, as yet unnamed role
playing games. No real details

on either of the games has been
released at this point but Sakaguchi
has been quoted as saying that

he is going to pack his 20+ years
of industry and genre experience
into the titles and hopes that he
will be able to bring players to
tears with the levels of immersion,
heretofore unseen in anything but
the greatest of movies and novels.
The only information we have been
able to uncover so far is that each
of the games will feature many of
the strongest points we have come
to expect from the Final Fantasy

Mr
Sakaguchi and
his excellent
mustache

series, namely strong and layered
characters and a challenging and
immersive plot line. 1t is unknown
at this time on which platform/s
the games will be released on and
when we can expect to see them
on shelves but the developers have
been hard at work since April so
we should expect same preliminary
information on both titles in the
coming months.
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[below]
Scared yet?
You should be

UWE BOLL IS THE DEVIL

Licenses turn evil again

. Hot on the tail of the truly
abominable House of the
Dead and the recently finished
Alone in the Dark, the new German
menace Uwe Boll has announced
the production of a BloodRayne
mavie. Although the idea of him
making yet another film based
on a game will take no-one by
surprise, the real surprise is the
caliber of actor he's actually

managing to attract to the project.

5o far Kristanna Loken, best
known as the dull but attractive
blonde terminator in T3: Rise of
the Machines has signed on as the
titular dhampir, Ben Kingsley who
was recently brilliant in Sexy Beast
is Kagan, the villain of the piece

and Michelle Rodriguez (Resident
Evil, Fast and the Furious, Girl Fight)
and michael Madsen (Reservair
Dogs, Kill Bill Vol 2) have signed
on as two vampire hunters whose
mission it is to recruit Rayne.
Although none of the cast
aside from Ben Kingsley are what
you would call A-listers, one has
to wonder what type of dirty
blackmail material Boll has on
them to make them agree to work.
Either that or all of the actors
hawve been living under a rock
for a while, have no access to the
internet, don't know anyone who
has warned them that it might be a
bad idea or just veally, really need
money for a new Porsche.

CAPTION THIS!

PART 59

Come on, make us lough. Just send
your funny screen captions fo us at
captionthis@next.com.au with

Caption This Part 59 in the subject line.

titmouse...

hee hee hee...-

hee hee hee
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NEWS 3

Bad Cop No
Doughnut

Dian - THE WORLD'S MOST
D 3 DEPUTY EDITOR

If you have an
MP3 player
you're a
criminal. Did you
know thot? As

it stands there

is no real legal
way of having a portable music
player that isn't a CD player
without infringing copyright laws
in Australia. Due to our archaic
legal system the very acl of
ripping a CD you own to MP3

is a direct contravention of the
copyright laws. Likewise taping
a TV show carries the same type
of legal issues. Up until now the
legal system has been lenient
on such “crimes” but with the
incumbent American FTA we
could start facing stiff RIAA style
sanctions for the use of such
music devices. At the current
time Australions can only be
sued for copyright infringement
for burning an MP3 or taping
something off TV but when the
FTA comes in people can actually
face criminal proceedings which
can include gaol fime. Gaol time
for having a fucking iPod and
buying a couple of CDs you like.
| currently have 14Gb of music
on my iPod. By RIAA standards

| could face a fine of over a
hundred grand and maybe
spend a few years in pound-me-
in-the-arse penitentiary.

WINNERS

HYPER 130
EVO CRUSHINATORS

- Emma Plint, Upper Mount
Grovott, QLD

- Sharon Ling, Aberfoyle Park, SA

- Luke Lokeman, Ferry Creek, VIC

- Narelle McCray, Wynyard, TAS

- Shyan Williams, Frankston, VIC

- Cameran Biggelaar, Surrey Hills,
VIC

- Gail Plirt, Pialba, QLD

- Garry Watts, Southern Cross, WA
- Jay Baker, Gracemere, QLD

- Cathy Donnelly, Swan Hill, VIC

RISE OF NATIONS

- Alita Pereira, Glenmore Park,
NSW

- Carlie Fay, Gordonvale, QLD

- Tim Mcloughlin, Ferntree Gully,
vIC

- Zachary Stokes, Carindale, QLD

- Tracy Emmerson, Regenis Park,
QLp
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SCARFACE THE GAME

Say Hello to my little friend

In the post GTAIIl gaming

world, what would seem
like the perfect film license to be
transformed into videcgame fodder?
Scarface. And thanks to Vivendi
Universal Games it's happening.
Players will take on the role of Tony
Montana, a Cuban refugee who lands
in Florida and sets about creating a
massive cocaine empire. It's got it all
- drugs, guns, women, a gaudy 8os
setting (with the resulting pood|e-
like hairdos) and a bad guy lead you
want to root for.

According te Michael Pole,
Executive Vice President, Worldwide
Studios for Vivendi Universal Games:
"The game will feature cutting-edge
technology, a compelling storyline
and the unprecedented experience

of playing as one of Hollywood's
most notorious gangsters, Tony
Montana,” Sounds good to us.
The storyline has been written
by screenwriter David McKenna
(American History X, Blow, Get
Carter) which, considering his
pedigree, is definitely good news.
Scarface will take you from
hustling on the streets of Miami,
to the islands of the Florida Keys
and to the Bahamas, presumably to
set up a massive mansion with an
indoor fountain proclaiming that
the world is yours, We have our
fingers crossed that the game will
have a great hip hop soundtrack,
given the influence Scarface has
had on so much rap music from the
mid gos. More info coming!

EPISODE Il WOES

Star Wars Stuff-up

sssssssssassssnsananny ssssasesrannans

We'd like to start by offering
our apologies. On the foil bag
this issue we promised pics of the
upcoming LucasArts game based on
the third movie in the Star Wars series
Episode IIl: Revenge of the Sith, but
due to an unfortunate turn of events
we are currently unable to do so. To
have a foil bag printed the master
needs to be sent weeks in advance
of the magazine, At the time the
master was sent we were going to
receive the pictures but in the time
between it going and the magazine
deadline LucasArts has undergone a
staff reshuffling. Due to the delays
caused by the reshuffle we were not
able to get the images in time. This is
obviously a real shame as the game
is being developed by The Collective
and promises to be very good. Once
again we'd like to apclogise but

you can rest assured that we'll be
bringing you the images and a first
look as soon as we can.

We wonted o picture of the Sta
Wars kid but no such luck

B R g

LoLOENEYE

OVERFLOW

Some very cool Halo 2 news
surfaced this month. Apparently
four players will be able to play
on one Xbox over Xbox Live.
Four player splitscreen over Live?
Sounds awesome to us, and
means you'll be able to compete
against other players online, but
still have your mates around.

Mortal Kembat: Deception is
barely out the door, yet we
already know that Midway are
developing a seventh installment
for the popular series. Yes,
Mortal Kombat 7 is on its way to
both P53 and Xbox 2.

Silent Hill 5 is next gen system
bound. Yes, after the release
of Silent Hill 4: The Room, SH
freaks will be waiting for the
new consoles before they can
get stuck into any more twisted
survival harror action.

It has been confirmed that
the PS3 will have a Blu-Ray
disc drive. What's Blu-Ray
you ask? A new DVD format
that can hold up to 27CB on
one layer (as opposed to
4.7GB on standard DVDs). The
drive will also be able to read
current DVDs, so you should
still be able to watch DVDs
and possibly play PS2 games.
Not only is this good news for
the storage capacity of next-
gen games, but when high
definition movies start coming
out on Blu-Ray, gamers will
be well equipped for the next
home theatre revolution.

Two of the big GameCube games
on the horizon - Star Fox and Geist
have both been pushed back to
releases sometime in 200s.

As you may know, after

Core Design was stripped of
the Tomb Raider franchise
following the disastrous Angel
of Darkness, Crystal Dynamics
have been put in charge of
developing the next game.
What you may not know is
that the man that created Lara
in the first place - Toby Gard
(who spent the last seven years
making Galleon), is now on
board as a senior designer.
Let's hope he can steer them in
wise directions.

Neverwinter Nights 2 has been
officially announced, and guess
who’s developing it? Obsidian

- the guys behind Knights of the
Old Republic Il and countless
other classic games. It will
undoubtedly be first class
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THE SITH LORD

PR

XBOX / PC

= IS

CATEGORY: RPG

PLAYERS: 1

DEVELOPER: Obsidian
PUBLISHER: LucasArts
AVAILABLE: December 2004

AMOS-0-METER
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w And you thought the first

. game was good. We've been

in the privileged position of being
able to play Knights of the Old
Republic Il: The Sith Lords in its
current unfinished state. Yes, in the
privacy of the Hyper office, we've
been able to load her up (a good old
punch to the Xbox, just like Han Solo
in the Falcon), create a character,
and start exploring that galaxy far,
far away... one more time. This is as
hands-on as a preview can get, so
we're here to impart to you as much
information as we can slip by the
LucasArts Stormtroopers that have
been garrisoned here at Hyper HQ
for the past few weeks that we've
had with the game. Thankfully, all
blasters were set to stun (and they
couldn’t hit a Gungan at point blank
range, anyway), so come with us
and together we will rule the galaxy!

FASTER MORE INTENSE

The Sith Lords is set roughly five years
after the events of the first Knights of
the Old Republic. In the wake of the
civil war, the Republic has scattered
and the Sith have proliferated
throughout the galaxy, nearly wiping
the Jedi out of existence. The former
council on Dantooine lies in ruins, the
Jedi Temple on Coruscant stands an
empty shell, and if any Jedi still do
exist in the galaxy, then they're good

[obove] Ef tu Brute?

at keeping themselves well hidden.
You, the player, are one of those few
remaining Jedi.

The game begins with your
character coming out of stasis,
confused as to what events led to
your deep sleep in a Kolto tank.
Your memory of how you got there
is somewhat foggy, and a number
of important questions spin around
your head - questions which could
be answered were it not for all the
dead bodies lying about the place.
Priority number one: Find out just
what the hell is going on!

A nice twist to the beginning
of the game is that the optional
tutorial also serves as a "prelude”
to the game proper. Play through
the tutorial and you'll take on the
role of the utility droid (similar to
R2-D2), T3-M4, on board a distinctly
damaged and eerily empty Ebon
Hawk, floating in space. Repairing

SEnESS e s i e

[abowve] Havin' itl I'm havin' itl

the ship’s systems will give you a
few clues as to what’s going on, to
prep you before you start playing
with your created character in an
entirely different location.

Unlike the first KOTOR, your

 character is a Jedi from the get-go

—it's just about the only thing you
know about yourself for certain. No,
you're not the same character as

you were in the first KOTOR, but an
altogether new Jedi who served under
Revan in the war. Character creation
begins with you choosing your Jedi
class: Sentinal, Guardian or Consular.
Do you want to be more skilled with
lightsaber combat or more powerful
in manipulating the Force? Each of

- these classes will also branch out

later in the game to prestige classes,
such as Sith Lord and Jedi Master, or
variations such as the Jedi Weapon
Master and Sith Marauder. Choosing
the light or dark side is now a far
more complex path to travel, with

14 HYPERY»

BAD BOYS, BAD BOYS, WHATCHA GOMNA DO? If you're wondering why the game is called
The Sith Lords, then you're not thinking very hard. LucasArts have only officially unveiled Darth
Sion, the creepy Sith Lord who keeps his shatiered body alive through sheer hate and dark side
power, but he's not the only bad guy in the game. There are @ number of Sith Lords that will
cross your path during your adventures, including the fowering and intimidating Darth Nihilis
and a female Sith Lord who looks a lot like the evil queen from Disney’s Snow White. We'd tell
you more, but the LucasArts torture probe is hovering perilously close 1o our desks.

There ore also returning characters from the first KOTOR, if it wasn’t possible for them to
have died in the first game. Wondering what happened 1o Bastila, HK-47 and Corth? You
just might find out.

many cool new character options to
choose from along the way.

Despite the fact that you begin
the game as a new Jedi, you won't
actually start the game with a
lightsaber or the ability to use Force
powers. This has been explained
by the fact that your character was
exiled and abandoned their Jedi ways
many years previously. Upon waking
from unconsciousness, your link
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[ubave] It's such a lovely day, let's put
down our sabers and hove a cup of tea

[below] If you squint that locks like
Londo... and Slimer. What a combel

to the Force has become extremely
weak, and it takes some time for your
powers to fully return. Acquiring

a cool lightsaber will also be a fun
quest that any self-respecting Jedi
will happily look forward to.

Because every gamer out there
will have played the first KOTOR
differently, The Sith Lords handles
the back story in a very clever way.
Your character will discuss the
events of the last game with other
NPCs, and your dialogue choices
help to establish how your character
remembers those events. This way,
every player will fmd that the story
in The Sith Lords continues on from
the first game seamlessly, regardless
of whether you played as good or
evil in the first KOTOR.

SKILLS TO PAY THE BILLS

As you wander around in a daze,
half-naked (which makes for some
amusing conversations with NPCs),
you discover that you're on the
mining facility, Peragus. It's here
that you'll get your first taste of
combat, as well as experience how
the developer, Obsidian, have
enhanced certain aspects of the
gameplay. If you used the Computer
skill in the first game, it seemed to
only be useful for unlocking doors
or spying through security cameras.
Now the computer skill is far more
useful, giving you the ability to
hack for logs containing hidden
information, run diagnostics and
repair sub-systems and have the
chance to solve specific side-quests
that wouldn't be possible without
the appropriate skill. Logging onto
a terminal now presents the player
with an abundance of choices,

and quite some time can be spent
poking around. Likewise, the

Security skill means you will

get access to many rooms or
containers that will be completely
inaccessible otherwise. Player
skills have basically been made
far more worthwhile, rewarding
the player with game content that
they can’t experience without the
appropriate abilities. It's a far
deeper and more complex system
than the first KOTOR, and as you'll
discover exploring the Peragus
facility, computer systems are more
in-depth, interactions with the
technology more interesting, and
solutions far more tricky than just
hacking the locks on doors.

manipulative, arrogant or plain
crazy, as well as have different evil
solutions to missions or puzzles.
Killing an NPC might not be as
enjoyable as making them suffer, or
having someone else take the blame
for their demise. We all remember
with glee what it was like at the end
of KOTOR, where you forced your
NPC companions to bow before you
to test their loyalty... well now, the
Sith Lords has more of that kind

of evil interaction throughout the
entire game. But it's not all doom
and gloom. If you want to play as a
pure and noble Jedi, the light side
will also have just as many choices

== EVERY CHOICE YOU MAKE
HAS DIRECT CONSEQUENCES

Player stats and skills also play a
part in how your character interacts
with NPCs, because if you have the
appropriate abilities, extra choices
will become available in dialogue
trees. If you have a high repair skill,
for instance, your character may be
able to suggest a technical solution
to a problem to an NPC, thanks
to your knowledge in that area.

This kind of detail helps to make

the game experience feel far more
personalised. Every choice you make
in shaping your character has direct
consequences to your experience

in the game, on a far more detailed
level than was possible in KOTOR.

Likewise, the paths of good or evil
both have many more twists and
tumns for the player to navigate.
Playing towards the dark side, for
instance, is no longer a case of
just choosing the one evil response
in dialogue. Now players can be

MAVIGATE THIS, FLY BOY A welcome change in The Sith Lords is a revamp of the game’s many sub-menus. The equip
screen has had o tweak so that it's much easier fo manage useable items without losing track of what gear you own, as well
as being able to have two different weapon sets configured, so that you can switch weapons on the fly whilst in combat.
If your blaster rifle isn't deing the job, you can now switch to double lightsabers, for example, without even needing to
open the menu. In fact, the combat menu has its own set of fancy new options, including being able to toke a completely
defensive stance in combat - very handy for lightsaber users who'd rather sit back and deflect lasers about.

There are now new filters for most menu screens oo, so on the inventory screen, for instance, it's easy to get a lock at
all the datapaods you’'re carrying, without hoving to scroll through your recently collected items.

16 HYPER®

in the way you choose to do good
— there’s never the one obvious
“light side” solution. It seems that
The Sith Lords is all about more
player choice, and more variables
to mission outcomes. This is a much
deeper game than the first, and for
that we can thank the deft writing
skills of the experienced RPG team at
Obsidian Entertainment.
Workbenches are another example
of how much more depth has been
put into The Sith Lords. Now you
won't just upgrade items, but create
them from scratch with various
components, as well as take apart
items in your inventory so as to
cannibalize their components in order
to make new, more useful items.

FRIEND OR FOE... OR BOTH?
Your NPC companions obviously play
a big part in how you experience
either the light or dark side. In The




Sith Lords, there’s a total of about 1o
characters that will become available
to accompany you over the course

of the game, however some of those
10 will be different depending on
whether you turn evil or not, and
whether you're male or female.

Yes, some potential companions
won't join you depending on your

alignment, and others might become

so fearful of your slide towards evil
that they hightail it home or even
get corrupted themselves and start
acting out of character. :

There’s Mira, the bounty hunter,
with her wrist-mounted rocket
launcher; Atton Rand, a Han
Solo style space cowboy; Kreia, a
mysterious older Jedi woman; as
well as many other cool companions
that, without spoiling toe much,
may or may not wield lightsabers/
have a lot of shaggy body hair/sport
Darth Maul style head horns/wear
fancy Mandalorian armour/wear
sexy tight leather/have cyborg body
parts... and more.

Your adventures will take you to all
new planets, and a few familiar ones,
but it might surprise some of you to
find out that Tatocine won't feature
in The Sith Lords. You will however,
get to explore the mountainous vistas
and jungles of Dxun; the glossy halls
of Telos; the smuggler capital that is
Mar Shaddaa; Onderon, which is just
a shuttle ride away from Dxun; And
also what remains of Dantooine. .. as
well as one other familiar location
from the last game. At our last count,
there seemed to be about seven
planets, but more than 12 unique
locations to explore in the game,
however, this may change as The Sith
Lords gets banged into shape for
release. Excited? You should be. You
should be.

[above] And this is for Ghostbusters 21
[above right] Foree Fury - proof that PCP
and lightsabers don't mix. ..
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U BL
MAN

XBOX / PC

| DETAILS: |
CATEGORY: FP5
PLAYERS: 1-16
DEVELOPER: LucosArts
PUBLISHER: LucasArts
AVAILABLE: Early 2005

2NN

Maybe it's a sign of the times

or maybe it's the fact that
after nearly 3o years of popularity
the franchise is beginning to mature
(perhaps at the same rate as the
original fan base), but the games
based in and around the Star Wars
universe are becoming steadily more
complex and, dare we say it, darker
in tone. Take Republic Commando,
for example. Players are set to take
the role of a gritty, hard-bitten,

-goal oriented Clone Trooper, tasked

by the Republic to perform the
tasks that no one else can or will.
As all Clone Troopers are the same,
Republic Commando comes across
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as somewhat less character oriented
than basically every other Star Wars
game that has been released (with
the notable exception of Battlefront)
but rather than working to the
detriment of the title it serves to
enforce the tactical, goal oriented
focus of the action.

THE CEREBRAL ROUTE LESS
TRAVELED

Rather than simple run and gun
action, Republic Commando will
take a far more cerebral route,
putting the player in charge of not
only their own Clone Trooper but
three other clone squad members,
issuing them simple commands via
the Xbox D-Pad or PC keyboard.
The addition of the squad members
will undoubtedly make combat a
significantly different experience
from previous Star Wars shooters
such as the Jedi Knight series, as the
addition of player controllable Al
characters will allow for tactically
more advanced encounters.
Although it will be possible (albeit
extremely hard) to blast your

way through the 15 odd missions
Schwarzenegger style, a thinking
man's approach should give players
a far more enjoyable time. The major
encounters we've seen so far show
a depth of design that will allow
players to tackle the combat in a
number of different ways depending
on their individual style of play. For
instance, ane section may see you
and your troops holed up behind

a barricade being assaulted by a
massive, boss sized battle droid.

On ane hand, the player could
order their troopers to whittle away
at the droid from cover, although

their weapons do little damage to
the superior armour of the droid.
Alternatively they could command
the squad to give covering fire,
hopefully attracting the attention of
the enemy whilst the player makes a
run for the turret behind the droid,
capable of doing massive and
sustained damage. For players who
prefer to take a more hands off role
in combat it will even be possible to
play out the entire battle from the
safety of cover, only issuing orders
to the subservient troopers.

Not only does the Al follow
orders given in battle, they
will also be able to function
intelligently and autonomously
in all fields of action including
healing. Rather than standard
health packs to speed recovery,
Republic Commando will feature
a regenerating shield in the vein
of Halo, as well as what can only
be described as a "health gun”,
a piece of equipment that must
be equipped and fired to achieve
any effect. And it’s not only the
player who is equipped with the
ability to heal — all of the clones
have access to the equipment and
can heal each other as well as the
player without being specifically
instructed to. Keeping with the
general theme of equipment,
players will have access to a range
of weapons and equipment well
known in the Star Wars universe,
ranging from blaster rifles and
pistols through to the iconic
Thermal Detonator and Wookiee
Bowcaster, as well as new weapons
such as the Trandoshan Slaver
Shotgun and Geonosian Beam
Cutter. The core weapon of the

[obove] We didn't know Wookies went in
for robot spanking shenanigons either

clone troopers, the blaster rifle, is
also upgradable throughout the
game and can be converted to a
powerful sniper rifle or armour
piercing cannon.

ROBOTO LABS?

Throughout the course of the game
the player will move through

such disparate environments as a
Separatist capitol ship, the dense
jungles of the Wookiee home-planet
Kashyyyk and the insect like colonies
and robot factories of Geonosis,

last seen in Star Wars Episode 2:
Attack of the Clones. The game will
contain around 15 missions broken
up into 50 or 50 sub missions, with
goals ranging from infiltration

and sabotage through to assault
and assassination. This breadth of
locations and gameplay is backed
up by some equally impressive
graphics too. But hey, that’s just
icing on an already appetising cake
right?

Simply put, whether you're a
goody two-shoes Jedi or an evil
makeup wearing Sith Lord, Republic
Commando is a game to keep an eye
on. It's due out early zoos. <<

WHO ARE YOU SOING TO OWMN TODATT Both the Xbox and PC versions of Republic Commando will fecture online
modes with games including such faves as Capture the Flag, Deathmatch and Team Deathmatch. The online modes for
both formats will suppert up to 16 players and feature downloadable content in the future. The Xbox version of Republic
Commando will ship with two and four player split screen multiplayer as well. It is unknown ot this stage os to whether
the split screen multiplayer will include a cooperative mode but we'll keep our fingers crossed. The PC version will ship
with a level editor allowing the players to make their own maps and mods to extend the life of the fitle.
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STAR.WARS

BATTLE

FRONT

PS2 /XBOX /PC/

CATEGORY: Multiplayer Shooter
PLAYERS: 1-16 (32 over PC LAN)
DEVELOPER: Pandemic
PUBLISHER: LucasArts
AVAILABLE: September

PEBHDDS
After decades of performing the
same old duties of Luke, Han,
Leia and Chewie in ad infinitum, it's
about time gamers were given the
chance to experience some of the
actual Galactic war that was taking
place whilst Skywalker and friends
were getting priority shuttle service
and blue milk in tall glasses. We're
talking about the poor Rebel troops
in the trenches on Hoth, the squads
of Stormtroopers sent to their deaths
at the hands of the ferocious Ewoks
(*shiver®), the many Bothans who
died to bring Mon Mothma the Death
Star plans... these are the real heroes
of the Galactic Civil War - the men,
women and droids that just got on
with the job. Now, finally, we get to
celebrate their achievements in Star
Wars: Battlefront.

WITH A REBEL YELL...
Battlefront is primarily designed

for online play. Yes, there's a single
player Galactic Conquest to play
through if you're without broadband
and have no friends, but the reality
is that any multiplayer game played
solo against Al bots is a pretty lifeless
experience, The real kicker here is
being able to form teams and go at
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' each other with Star Wars vehicles

and weaponry of all shapes and sizes,
online or via System Link or LAN play.
It's the teamplay, communication
with fellow players and advanced
tactics of gamers co-operating
together that make a multiplayer
shooter such as Battlefront really
come alive. Put together a rag tag
band of rebels, an elite squad of
crack Imperial troops, a kiwi-loving
team of Republic soldiers or a
clanking band of Separatist droids,
and blow the Bantha poodu out of
each other... and then rag on your
victims for added amusement. This
is Battlefield 1942 in the Star Wars
universe, and it's destined to acquire
a fervent fanbase of gamers.

Each faction in Battlefront offers a
varying selection of player classes,
from standard infantry to snipers,
pilots, heavy gunners and special
classes such as the Separatist’s
Droidekas (Destroyer Droids) or the
Rebel's Smuggler class (Wookiees).
Each brandish their own firepower
50 you can assemble squads that
compliment each other in battle
ability - have your Rebel scouts camp
out between the towering Endor tree
trunks whilst your Rebel Vanguards
march in with their Blastech missile
launchers in an attempt to knock
out the oncoming AT-ST walkers
- the Scouts picking off any Imperial
who tries to make a run for it.
Likewise, you could have a handful
of Super Battledroids flank a small
collection of Republic troopers who
think they have some Battledroids
cornered in the streets of Theed. Unit
balance has been carefully taken
into consideration, so classes with
heavy firepower tend to take longer
to reload their weapons and are
generally less versatile than players
such as the Pilot who can make repairs
to damaged equipment. Whilst player
balancing is crucial to a multiplayer
game such as Battlefront, we'd like
to think a bunch of Original Trilogy
Stormtroopers could easily tear
apanrt a squadron of puny Prequel
Battledroids without breaking a
sweat... unless they constantly miss
all their shots, of course.

However humans and droids aren't
the only heroes in Battlefront. Expect
to find Wookiees, Ewoks, Bothans,
Tusken Raiders and a selection
of notable Star Wars characters
popping up to lend you a helping
hand on occasion. Darth Vader, for
instance, doesn't take too kindly to
players trying to shoot him in the
butt with their blaster rifles. Fans
of the expanded universe will also
be pleased to see that the Republic
faction includes the ARC trooper and
that the Imperial forces include the
much-loved Dark Trooper from the
classic PC game, Dark Forces.

HUTT HUTT HUTT
Battlefront is played across ten
planets - with each planet offering a
variety of different settings. There's
Hoth, Naboo, Tatooine, Yavin 4,

the forest moon of Endor, Geonosis,
Kamine, Rhen-Var, Bespin and even
a planet from the upcoming Star
Wars Episode I1l: Revenge of the Sith.
Each planet has a number of hot
spots to fight in, and obviously some
maps are designed to incorporate
vehicles too - like the snowfields of
Hoth where Rebels can jump into the
good old Snowspeeders and zoom
over Imperial infantry. Expect to also
pilot TIE fighters (and bombers),

ledi Starfighters, Republic Gunships,
Geonosian Starfighters and even
the Cloud City twin-pod fighters,

alongside ground vehicles such as
the AT-5T, Trade Federation tank and
ever-beloved Imperial Speederbike.
This really will be all-out Star Wars
carnage!

One thing we noticed from our
hands-on play of the PS2 version
was that troop movement is a lot
slower than expected, as is the firing
rate of blasters and mounted turrets.
Players who cut their teeth on
Battlefield 1942 and Counter-Strike
are going to find Battlefront’s slower
pace somewhat difficult to adjust to.

We were pleased to find a
splitscreen option available for offline
play, so at least you can also co-op
or tackle a friend if you don't have
access to a broadband connection for
your PSz2 or Xbox. The PC, naturally,
offers LAN play for an offline blast
fest. with a local release imminent,
Star Wars: Battlefront might be just
the game you're looking for. Move
along, move along.
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AVAILABLE ON:
P52 / XBOX / PC/

PLAYERS: 1-8
PUBLISHER: K:
AVAILABLE: Laie 20

SDDDWDD

Our dreams are fmally coming
true. Yes, Pro Evolution Socc
4 is due at the end of the year, but
that's not the only reason to sleep

around, Pro Ev
PSz, PC and
online mult S VETY pOs

But wait - as Tim from Demtel wcnuid

being released on
nd the promi
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say - there's more! Konami has also
started snapping up proper li

Yes! Official kits, names... sorry,
we start drooling there? From all
reports, the King of football g

on a path to complete Galac

BAGS BE HENRY
Recently unnounced by Knnami is

three duﬁer(nl I&agua

italian and Dutch. That

of the 136 total clubs on offer i

game (Pro Evo 4 includes brand new
lubs and international sides to the

series). That now means the big clubs

such as AC Milan, Juventus, Ajax, Real

Madrid, PSV Eindhoven, Feyenoord

and Parma — just to name a few — will

\ .=>TAYENTED PLAYERS
WILL GEN
A BETTER

agreements,

confident that "further deals wit

other clubs will follow in the near
mly one thing
from grinding

ent, it was the

inclusion of official lic

is a major step forward for Konami's

now legendary football series. Will

we start to see famous players on the

front of the box?

However, Konami aren't content
with just superficial changes to their
game in the hope that fans will
mistake Pro Evo 4 for a re-jigged
gaming experience. Oh no, Konami
have been doing some pretty serious
re-jigging! Pro Evo 4 will include

l i ’m" #

}M

LLY HAVE
ST TOUCH

& gl

hancements to the
ics and in-game
aesthetics to further evolve the Pro
Evo experience.

One small detail that has always
b ng from the Evo games
s the inclusion of an on-screen
referee and linesmen. This year,
referees have made it into the game
and will track up and down the
field with play. The refereeing will

50me majo



also be either more strict or lenient
depending upon which referee has
been chasen to run the game. Some
refs will play advantage for a minor
foul and allow play to continue,
whilst another might stop the game
and start handing out cards. They
will also visibly react to what's
happening on the field and move in
to calm things down when tempers
start to fray. Finally we can try all
sorts of shenanigans with the on-
screen refl

YOU CAN BE RADZINSKI
4s for changes to actual play

mechanics, individual player stats
will now have an even greater

bearing on your ability with the ball.

Whilst Zidane might trap the ball
with perfection and send through
an immaculate one-two, Julio Arca
might screw up a one=touch pass
and spoil the play. Talented players
will generally have a better first
touch, whether it be controlling a
high or fast ball, or taking a first
time shot, cross or pass. That isn't
to say that only the world-class
footballers will be worth playing as,
as these enhancements are likely

to be subtle tweaks depending

sasrrsraieas

on specific stats. The devoted
player will no doubt discover these
subtleties with extended play, but
it won't make players with great
stats superhuman. Famous players
should be more visually identifiable
at least, with more individual
movement animation and better
likenesses. Kits will even get dirty by
the end of a rough game in the wet!
A new dribbling system will
allow for mare control in one-on-
one situations, such as beating an
opposing defender, and certain
passes have been tweaked to allow
for more accuracy. Crosses and cut-
back passes will now be easier to
direct to where the player intends,
allowing for far more accurate

attacking plays. New penalty and
free-kick taking techniques can also
be utilised, and in-direct free kicks
have finally been introduced for
added realism.

For lovers of the Master League
(and who isn't?), Pro Eve 4 promises
to enhance it once again, this time
with the possibility of players being
forced to retire with a critical injury
during the season, the chance to
name "My Best Eleven” to save
your favourite line-ups, as well as
more formation screens and a more
flexible transfer system.

With Pro Evo 4, it could be that the
world's greatest soccer game won't
ever have to play second fiddle to
FIFA ever again.
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AVAILABLE ON:

PS2 / XBOX /PC/

DETAI
CATEGORY: Tripp:
PLAYERS: |
PUBLISHER: O
AVAILABLE: T8

AMOS-0-METER
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After the mixed succ

Inhubnams ha‘ pian: to
continue the Abe. Munch series for
the full five games and have insteal
n hard at work on an all new
title. Fe h, as the new
anger — has the same
, oddball personality
and interesting gameplay that s
come to expect from the team.

PLANET OF THE APE
You play as an ape-like bounty

hunter, who's referred to as
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ou'd expect you'll be

from a number of
available bounties at any one time,
with some worth more than others
but being more difficult. You'll also
get more for bringing back a bounty
alive, so this adds an extra optional
difficulty level,

The world is populated by o
(who'd a thought?) animalistic
creatures whic tainly helps puta
new spin on the frontier s
Stra 3nq=1 h|rn~ e=f ben

bound uround
in third perso

One of the mos
]the gameplay

g
the fact
unter .-.*ho

wrist mmmttd s;bow th.ﬂ gmjr
live ammo. Yes, live ammo. You're
able to capture (yes, yc
hunt your ammo — which sounds
inter-intuitive but actually
rks well) and use a variety of live

CROSSBOW THAT
FIRES LIVEAMMO

Wl gtrateglcimp; ce
The Chippunk, for instanc
used as a distraction. Fire it near an
Outlaw and it'll start talki
generally bugging the
give you the opportu
up on the guy and bag him. Other

can be used like land mines,
which function a little like
a machine gun, and Skunk Bombs
ny Outlaws nearb
o the point of being led,
All creatures can be upgraded too,
punk can earn a |iﬂ|e F'A
allows him

gameplay will come [Tum l.(.‘JTﬂbimﬂg
ur disposal, and
nd outmaneuver
1t enemies you

n to good combat Al,
the team are also working hard
on making the characters around
Stranger react to him in a dynamic

way. Thus, they'll be aware of

-

and have ap iate responses;
whether you've just beaten up a
whole heap of townsfolk for the f
of it or whether ) just taken
on a new bounty.

It's part first person shooter, part
udventure game, part stealth and
part trip gone wrong. That's the
Oddworld we know and love.
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DRAGON AGE

AVAILABLE ON:
PC

DETAILS:

CATEGORY: RPG
PLAYERS: 1
PUBLISHER: Bioware
AVAILABLE: Lote 2005

AMOS-0-METER

DDDWWD

2» With games like Baldur's

Cate, Neverwinter Nights and
Knights of the Old Republic it's easy
to see why Bioware have such a
strong reputation in the RPG genre
but up until now the developer has
played it safe as far as properties go,

only utilising already well known
franchises or titles in their games,
ensuring that no matter the quality
there would have an audience.

With Dragon Age this is all set to
change, as it will be their first game
based on an entirely Bioware owned
and controlled intellectual property.
If Bioware branching out with their
own world and rules isn’t enough
to get you interested, try this on
for size; Dragon Age will integrate
every aspect of the game into
the story line in some way — even
character creation will effect quests,
love interests, villains and missions
later in the game, offering excellent
replay potential on top of the
reported 4o0-50 hour play time. More
details for you when they come in.

The <lean
Tod of
bad head

D&D: DRAGON SHARD

AVAILABLE ON:

PC
DETAILS:
CATEGORY: RTS
PLAYERS: 1-4

DEVELOPER: Liguid Gemes
AVAILABLE: Q2 2005

POVBY

It seems that the DED license is

getting its grubby little fingers
into everything — there's a whole slew
of computer games, clothing, pen
and paper RPG books, trading cards
and more but this is the first time that
it's made an appearance as an RTS,

Dragon Shard will also be the first
game to feature the new DED game
world of Eberron, a fantastic world
surrounded by a ring of magical
crystals that sometimes fall to the
surface, giving any who find them
incredible powers. Dragon Shard
will feature two distinct styles of
gameplay: surface battles in which
large sieges are the flavour of the
day, and underground missions in
which stealth and guerilla tactics
will be more advisable. The game
will feature three playable races
and only two resources that need
to be managed; crystals, which can
be found scattered throughout the
battlefields and gold, which will be
gathered automatically from bases
through a taxation system.
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AVAILABLE ON:
XBOX / PC

DETAILS:

CATEGORY: Acoorrr me mateys sim
PLAYERS: |-2

DEVELOPER: Firaxis

AVAILABLE: Early 2005

POV

2» In the genre that is strategy
gaming there are a few

true classics that stand head and
shoulders above the vast majerity.
Strangely enough many of these are
Sid Meier games. Now, 17 years after
it first appeared, Sid Meier is in the
process of revamping his brilliant

Pirates for the modern crowd. Pirates
will be available for both PC and
Xbox and will feature a whole new
slew of gameplay styles including
ship to ship battles, sword fights,
trading and plundering as well as
a host of as yet unrevealed pirate
themed mini-games.

Although the game is shaping
up well on both platforms it seems
as though Xbox gamers will be
getting the slightly better deal with
controls optimised for the different
game modes and the possibility of
fighting epic ship to ship battles
from the couch with nothing but two
controllers and one Xbox. Of course
a new 3D engine will make Pirates
look like a million dubloons. Find a
parrot and strap on a wooden leg,
cos Pirates is coming!
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PRINCE OF PERSIA 2

One of the most excifing files coming out later this year would have to be Prince Of Persia 2. The first fitle was a masterful reinvention of a
classic series, but Ubisoft Montreal certainly aren't resting on their laurels for the sequel. They've gone back to the proverbial drowing board and
redesigned the Prince as o darker, more kick-ass character. To find out a little more about what POP2 is about and the development process, we
had a chat with Bertrand Hellias, the producer of the game.

HYPER: The Prince is a much
darker and more mature looking
character in the new game. Tell us
about what happens to the Prince
after the events of the original
and leading into this game.

Bertrand Hellias: Indeed - The
Prince in PoPz is a more mature hero.
He is older and has evolved a lot. But
he is cursed. In Prince of Persia: The
Sands of Time, he did an irreversible
action, he changed his fate. And
now he is hunted by the Dahaka, the
Guardian of Time and has no way
out —he will die.

We want the player to feel the
Prince as more powerful, a real epic
hero able to face new challenges:
he s stronger, more self confident
and able to act with much more
determination.

Where did the inspiration for the
Dahaka come from?

Well, there is no direct inspiration
from a known character. We wanted
the Dahaka to be mysterious,
gigantic and to look undefeatable...

The inspiration for the Dahaka
maybe partly comes from the
nemesis of Resident Evil and various
baddies from horror movies. But it
looks absolutely unigue.

fighting for the player. We want

to provide him a totally immersive
and unique experience! Eventually,
in PoP2, each player will be able

to define his own style... in other
waords, each player will be able to
face the Prince's destiny in his own
way — this might make the game a
bit tougher than Sands of Time was
— but the fighting sequences will be
really impressive and very exciting!

At the beginning of this game
the Prince has already elevated
his weapon and fighting
techniques far beyond his skills
in the original game. What does
this allow him to do?

Free form Fighting: with his free
left hand, the Prince can grab his
opponents and from there on choose
from various outcomes. We try to
feature a system where for every
starting move, you can choose
from several options to continue
the move. Also the prince is able
to steal an enemy’s weapon and
use it. Now that he has a secondary
weapon in his left hand, he cannot
grab anymore, but he can use the
weapon in deadly combos that have
a larger area of effect. He can also
throw the weapon giving him more

++ THE PRINCE IS NOW A
WEAPONS MASTER...

What was the rationale behind
moving in this direction for the
sequel = especially the decision

range to attack his foes. Last but not
least, the prince now has extended
environmental moves: using

to focus heavily on combat?

Even if Prince of Persia: The Sands
of Time has been a great success, we
do think that our fans expect each
episode to be different, to provide
new emotions. They want us to take
risks and be innovative and not do
‘more of the same'. We want the
player’s experience in PoPz to be
even deeper and richer.

Especially, we want a lot of
diversity and a real freedom while
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[ to attack with sword or
feet, walls to dive at his opponents
or perform special moves during his
vertical wallrun such as swirling dive
and angel drop attack...

It sounds as if the Prince has an
endless pool of moves to draw
from, so how do you ensure
that the actions of the enemies
are just as entertaining? What
were some of the challenges in

building compelling enemy AI?
Do they adapt to a player’s skill
level or style of fighting? And
how does the Al vary across the
different enemies?

Yes — the Prince has more moves
and can chain them as the player
wants. About the enemies, we
changed the Al from Sands of Time
quite drastically. In PoPz, you will
face very, very diverse enemies.
We put a lot of effort in designing
enemies with very specific abilities
and fighting styles. There will be
giants, female bosses, animals
attacking in groups, others having
synchronized attack patterns.

Each enemy generates a different
gameplay. The challenge we
propose to players is to find a new
fighting style for each enemy for
maximal efficiency.

Tell us about the core gameplay
changes that are part of this new,
more action orientated Prince.

As | said, the Prince is now a
weapons master, a warrior... he's
now facing his own fate. To face this
situation, he'll need to be strong,
but also to use all his new abilities
to defeat tremendous enemies. To
do so0, he will use the double swords
attack, grab, slicing, etc.

Let me explain the overall
philosophy of the new fighting
system. To design the new combat
system, we closely looked at
swashbuckling and Hong Kong
movies. In these genres, combat
is visually impressive, diverse and
intense. This is precisely what we
wanted to provide the player: power
and freedom.

In PoP2, the player will be able to
use a lot of environmental elements
in combat: most of the background
elements will provide you with
a variety of new possibilities for
stunning and deadly moves. Swing
around a pillar and kill your enemy;
use ropes, beams, curtains, walls
etc... to rebound and give more

strength and velocity to every move!

PS2 / XBOX / PC / GCN

[DETAILS: |

CATEGORY: Action Adventure

PLAYERS: 1

DEVELOPER: Ubisoft Montreal
: Ubisoft
AVAILABLE: Movember 2004

PUBLISHER:

AMOS- 0 -MET|
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INTERVIEW

WHO'S THAT GIRL? T 2
That'd be Shahdee, trusted
servant of the Empress of -7
Time, whose mission is 1o g
stop the Prince reaching the
Island of Time, knowing

foilure could mean her life.
According to her bio she
“wears very little clothing - a
sign that she's an incredible
warrior (doesn’t believe

she can be harmed by her
opponents).” According to
Hyper she “wears very little
clothing - @ sign that Ubisoft
know the power of a leather
bikini”.

i



 [whove] | don't get mad
i - | get stabby
" fabove right] He must eat,

like, a million Weet Bix o day

Additionally, the Prince is now able
to perform a vast array of combos
(which you can use all the time) and
special attacks (which are contextual
and specific to an enemy or specific
to the environment —wall, pillar).
Thanks to an opportunity windows
system, you will be able to combine
all these moves together at any time
in combat,

And of course we worked on
the enemies to bring as much
visual diversity and variety in the
gameplay as possible.

‘fluid interaction with the
ent was definitely
uf the most compelling

ne Of‘lhtarlglml game.

are right — The Prince can
new moves, both in combat
gation phases. He can swing
pillars for impressive attacks,
sword in a curtain and slide
highs, use a rope to
longer wallings etc ... as you
all the new moves have
red from cloak and dagger
is results in visually
ences!

ave, and how they
factor into gameplay?
The Sand Powers are
back in PoPz. Indeed,
the player is still
able to use the
Time Powers,
but it would be

W8
i

preferable to use them in a more
strategic way: in combat. Several
powerful attacks can be triggered

if you have enough Sands of Time
available. For instance, you will be
able to slowdown the Time of your
enemies without slowing yours.

You will then be able to take them
down more easily. We will have new
powers related to the time, each new
one will be more impressive and
more powerful than the previous one
and as a player, you will want to use
them as much as possible otherwise
you will have a tough time.

Tell us about the use of time travel
between the past and the present
in the game, and how this affects
gameplay and puzzle solving.
“One of the coolest features of this
new episode is that you will play in 2
different time lines: in the past and
in the present. The player will cross
the same places but at 2 different

by Persian design — where are
you drawing inspiration from
for this game? And how has the
engine been modified to squeeze
more out of each system?

Thanks for the compliment! As |
said, all our design decisions are the
consequence of one original wish
to provide new emotions — namely
fear and a feeling of oppression and
emergency. So does the design of
enemies, the new combat system or.
the Prince design...

Same thing for the general visual
style; we wanted something close
to horror / suspense movies — but
still true to the Prince of Persia
atmosphere. Our inspiration comes
from Tim Burton movies, or movies
like Underground and Lord of the
Ring for certain parts.

Technically speaking, we are still
using the same engine, which is now
one of the best engines for action
gameplay on current generation.

+> OUR INSPIRATION COMES
FROM TIM BURTON MOVIES

periods. And each period will have
completely different atmospheres:
the present will be ruins and
desolation when the past will be lush
and oppressive. And now imagine
all the gameplay situations that can
be related to that feature: any action
you will do in the past will have a
direct impact on the present. Say,
you destroy a piece of environment
(a wall, a door etc) in the past;

it doesn't exist anymore in the
present. This allows very interesting
and unique gameplay possibilities.

What role will the Prince’s ship
play in the game?

The game will start on the ship,
we want to be sure to surprise the
players from the beginning on, and

 starting in a fortress would be too

classic for a PoP game.

The visual style of both games is
hugely impressive. The original
was obviously heavily infl d

We pushed further and optimized it
to allow us to develop new special
effects and ambient effects. | do
think that we are now using 99% of
the capacity of the machine; it won't
be easy to push it much further.

What are you most proud of in
terms of gameplay in PoP2? And
what are you most proud of in
terms of art design?

I think the whole new fighting
system is what |'m the most proud
of. | do think it's really innovative
and will offer new sensations to
players. It was quite a big risk to
change this system, but | feel it's
really strong now.

In terms of design, we put a lot of
effort into the Prince design. He now
locks exactly as we wanted. Playing
this character, fans will feel much
stronger and tougher. ..

But well, | must say | have also a
little special feeling for those girls that
the player will meet in the game ;) %<
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50 Doom 3
The wait was worth it!
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Game Theory

I'd like to thank Bennett Ring
for his excellent work in writing
last month’s instalment of
Game Theory. Cheers, Bennett
As expected, your piece wos

= ] : interesting and infarmative - a

= . | well-researched, well-written and

i; % well-argued column that made a
strong case for the pre-eminence
of graphics in gaming. In addition to that, it was also
drastically flowed for a number of very important
reasons. Let's have o look ot some of those reasons
now, shall we?

As | understoed it, the primary thrust of Bennett's
article was that good graphics are of equal
importance to good gomeplay when it comes to
developing AAA quality games. To quote: “If a game
doesn't look great, chances are it won't work its
way onto any of my gaming platforms ... for most
gamers, great graphics are equally as important
as great gameplay”. To imbue this rather strong
claim with some objective credibility, Bennett cites
a gaming study conducted by a US college showing
that good grophics rank as the most important
feature gamers look for in a game. "Without
great graphics,” Bennett says, "o game is going to
find it very difficult to make its mark amongst the
mainstream gaming audience”

Bollocks. The number one selling game in this
country at the moment is SingStar: a P52 karacke
title that can barely be said to have any graphics
at all. The current top selling game on the graphics
whare plaotform of choice - the PC - is The Sims
Deluxe Edition. In foct, SIX of the top ten selling PC
games at the moment are Sims games. You know
The Sims, right2 It's the best-selling game of all time
that just happens to look marginally better than
something you'd expect to see on a PSOne. One
has to wonder how a game that looks so completely
mediocre could possibly be so successful when “most
gamers” value eye-candy as much as Bennett claims
they do.

Of course, it's possible to turn this argument
around by simply claiming that games like SingStar
and The Sims don’t actually sell to gomers in
the sense that Bennett uses the term. They're
mainstream fitles aimed at casual consumers of
electronic entertainment - theyre not what “real”

goming is all about. Okay, for the sake of debate,
let's say | grant this dubiously elitist rebuttal: what
other aspects of the column in question can we
address? | thought Bennett's list of anticipated
games with “mouth-wateringly” good graphics was
interesting... especially since the majority of the
gomes he mentions are from franchises famous

for their groundbreaking gameplay. Really, is it
reasonable to say that the pre-release fervour
surrounding Half-Life 2 is attributable to its beautiful
visuals when many of us were anticipating the game
long before we even knew what it looked like?

Then there’s the issue of money. Bennett argues
that the incredible amount of money being spent
on the development of new graphics technologies
is evidence of the supreme importance of cutting-
edge visuals to... well to what? The fact that
compaonies like NVIDIA are spending hundreds of
milliens of dellars developing their latest chipsets
while nobody is investing comparable sums in
gomeplay research doesn’t mean that graphics
are somehow more impertant to gamers. NVIDIA
is a videocard manufacturer, what else are they
supposed to be using their money for? Furthermore,
computer graphics technology is an established
field of technical research; gameplay is a nebulous
semi-artistic discipline without an established
research tradition. Hence, it's hardly surprising that
nobody is spending huge amounis of money on the
there really isn’t anything concrete to spend
meoney on,

| have to wonder: whaot is it that makes @ man
like Bennet! - a self-professed graphics whare - play
videogomes at all?2 Surely his penchant for photo-
realistic graphics could be better satisfied with the
plethara of CGI-driven movies that have become so
popular over the last decade. | believe the answer
to this question is that Bennett likes to ploy games.
Gameplay is what defines and differentiates gaming
as a medium. How could the visual - an aspect
of gaming that it shares with almest every other
medium on the planet - possibly be as important as
that which makes it the most unique and exciting
form of entertainment to emerge in the last century?

latter -

Until next month,

daniels@next.com.au
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I'd wager that there’s happy dancing clowns inside Hove you seen my new chainsaw and hockey mask?

» the most fear-inducing creature in
the game is the darkness itself

DOOM 3 MULTIPLAYER Or the near lack of. We can imagine that Deom 3 mulliplayer won't go down too well with
some peocple for its modest supply of only 5 maps, 4 play modes (Deathmatch, Team Deathmatch, Lost Man Standing and
Tournament) and a maximum of feur simullanecus play:

But what multiplayer lacks i e, quantity and variety is more than made up for in quality. The maps are brilliantly
designed to give fost and furious mulliplayer action in what's sure to become o staple on networked PCs that can run
the thing. One of our favourite levels is Lighis Out, where the lighting intermittently goes on and off (perfect for stalky
ambushes - something that this map seems to encourage with its abundance of shadowy alcoves te hide in).
These wanting more will need to downlead (er make their own!) Doom 3 mods. At time of press a number of mods were
already aveilable, induding a mod allowing 16 players in a single multiployer gome.




REVIEW

705 BT i £ 2

R < 1A
54, .

ON SYSTEM REQUIREMENTS So it's a P4 1.4 GHz/Athlen XP 1500, 384MB
RAM and a GeForce 3 64MB video card as a minimum for entry on the Doom
3 thrill ride. Of course, that'll give you only low to medium settings at 800 x

600 resolution, but don’t despair - Doom 3 will still manage to impress at this

level. Those wanling to see Doom in all of its visual glory [ultimate setting] and
at o decent resolution will need the laotest rig (minimum of a P4 3.0 GHz and
1GB RAM) with a 512MB video card installed. Oh, and make sure there’s cmple
cooling inside the PC loo.
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BURNOUT 3: -

CAM SHEA finds arcade racing nirvana

Just when you thought the
Playstation 2 was being pushed
1o its limits, Criterion release the

next Burnout game and suddenly
you have to radically adjust your
expectations. Burnout 3 continues
this fine tradition, packing the kind
of pure, uncut, high speed eye candy
that drops your jaw to the floer atne
less than éofps. Better still, it's alsoa
damn fine racing game,

CH-CH-CH-CHANGES

Plenty has changed since Burnout

2. There's a much greater emphasis
on neck and neck competition with
the other drivers, and in particular,
"takedowns". In the last game the
guickest ways to build up your
Burnout meter were driving on the
wrong side of the road and near
misses, whereas in Burnout 3 your
best bet is to take out another driver.
Forget building up boost in small
increments — slamming another
driver into a wall increases the length
of your boost meter and instantly fills

38 HYPER®

1. Crumple another competitor and
you can expand it again, and so on
until it's four times the original size
and filling up at a much faster rate,

Of course, stack it and your boost
bar will reduce in size. And this is
where one of our only complaints
about Burnout 3 comes in. Later

on in the game when the Al is
much tougher, if you fall behind it
becomes very difficult to catch up.
You can't get a takedown because
you're coming last, therefore you
can't expand your boost meter,
therefare it fills up very slowly (too
slowly - traditional "risks” aren’t
rewarded as much as they should
be), therefore you can hardly use it,
therefore you can't catch up. It'sa
vicious cycle and demands racing
perfection, but hey, if you want a
challenge Burnout 3 provides it.

Using boost is, however, more
flexible in B3. You no longer have to
wait for the meter to fill = you can
kick in the boost any time you like,
which makes its use feel much more

A TYUkan

integral to the action, and introduces
a little more strategy to proceedings
Another huge change is in the way
you progress through the game. It's
all about the World Tour mode baby.
All events — including Crash mode
— are wrapped up in the World Tour,
and you have a grand total of i73
events to unlock and beat, not to
mention 67 vehicles, a whole host of
awards to win, signature takedowns
to nail, Burnout Paints to earn and
ever a cumulative crash damage
figure to build up. 1t's really
gratifying to have so many stats
to check out, and so many ways
to unlock new content. Criterion
have obviously werked hard to
create a reward system that's an
a whole new scale, and they've
succeeded admirably... even though
it often feels like you spend half
your time clicking through screens
announcing stuff you've unlocked.
In addition to the return of Crash
mode, Face Offs, Races and GPs,
there are a host of new events. Our

2 guy's boost meter

favourite would have to be Road
Rage, where you have a time limit to
get as many takedowns as possible..
with only one car to do it. Yes, all
(well. some) damage from each crash
remains until you total your car or hit
the time limit. It's great, destructive
fun, and ramming your opponents
into oncaming traffic or sending
them careening off an embankment



at top speed will never get bering.
Despite the increased focus on car
combat, don't think for a moment
that Bumnout has lost its racing edge
— the handling is superb and varies
dramatically across the various
vehicle types. It's also considerably
faster than previous Burnouts, and if
you don't believe us, just sample a
couple of the Burning Lap challenges,
These are white knuckle time trials
where you're racing against the clock
in the fastest cars the game has to
offer. Yes, unlike most racing games
where you gradually work your way
through speed classes, in Burnout
3 you're given a lick of that sweet

01:55:00
01 :UEI:13_

+ out of my dreams, and inte my car

>> In Burnout 3 you're given a lick of that
sweet speed stick very early on

speed stick very early on. The fastest
cars are truly intimidating beasts,
sending adrenaline coursing through
your veins as you hurtle around each
course, always teetering on the brink
of being out of control.

BEST. EVERYTHING. EVER.

Not only is the speed raw and the
powersliding divine, but the crashes
themselves are unbelievable. You've
never seen damage modelling this
convincing. These cars crumple

CRASH MODE MK 2 Crash mode is back in Burnout 3 but it's quite a different
beast. The basic principle remains the same - you start out o few hundred
metres from an intersection of some sort and must cause as much damage

as possible, but there are a number of twists on the farmula. For a start, you
no longer start with a full boost meter but must hit lightning bolt icons for
increased speed. There are also 2X and 4X multipliers on the course, which
double and quadruple your score, not to mention the “heartbreaker” which

with wince inducing force, and
when paired with exaggerated (and
somewhat comical) physics, produce
spectacular crashes, with cars
flipping and pirouetting through
the air and wheels flying in all
directions. All in glorious super slow
motion if you hold the Ri button. It's
very visceral, and the line between
streaking along with boost roaring
and mation blur eating at the edges
of the screen, and endingup as a
small pile of smoking wreckage has
never been so fine.

The action is complemented
by some fantastic sound effects
(especially when you punch down on
boost with a full 4x boost bar) and a
massive punk/indie soundtrack. Pity
there wasn't a bit more variety but
it's impressive nonetheless.

So, should you buy

x4

He ain't pretty no more...

P52 / XBOX

| DETAILS: N

CATEGORY: Arcade rocing
PLAYERS: 1-8
DEVELOPER: Criterion
PUBLISHER: EA

PRICE: 599,95

RATING: M15+
AVAILABLE: September

HYPER VERDICT:

PLUS: Beautiful, fost, powerslides,
great online modes

MINUS: Annoying "DJY, EA billboords,
cheaty Al, net all risk teking rewarded,

GRAPHICS SOUND  GAMEPLAY

924 92 92

halves your score. There are also cash benus icons and even icons that trigger
an explosion. Best of all though, once a certain number of cars have crashed,
you con blow up your own cor fo cause even more mayhem.

Whether the new Crash mode is as good as the mare “pure” previous version
is debatable. In some ways the game becomes about hitting the multipliers
rather than creatively finding the best/most skilful way to crash, but it's great
fun nenetheless.

Burnout 37 Without
question. Even if you
have no interest in
racing games, if you
care about gameplay
this game has it in
spades. Brilliant. €<

Insert glowing adjectives here.
Best. Arcade. Racer. €ver.
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ZELDA:

KOSTA ANDREADIS wonders why there aren't four Zeldas

When it first made its
appearance on the GBA port
of A Link to the Past, Four Swords
took the classic top-down gameplay
of the Zelda series and translated
that into a co-operative multiplayer
experience. Although immensely
fun, the end result was better
suited as an add-on te the existing
fully fleshed-out adventure. With
Four Swords Adventures for the
GameCube, Nintendo have taken
the core multiplayer components of
the original CBA version and have
built around that a cohesive and
rewarding gameplay experience
that can be enjoyed alone or with
four-players.

TWO PLUS TWO IS FOUR, TWO
PLUS TWO IS FOUR

Apart from using your GBA to play
the game, the most obvious aspect
of Four Swords Adventures is its
visual presentation - it looks a

hell of a lot like A Link to the Past
from the SNES. And when comes
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down to it, plays very much like it
too. This doesn’t necessarily mean
that the gameplay is dated, in fact
it's very far from it. Four Swords
Adventures provides an experience
that is all about multiples. Multiple
Links, players, screens, enemies
and rewards all add up to a game
that feels like a twisted sequel (ala
Majora's Mask) to the original SNES
title — albeit one that has appeared
a decade after its predecessor
The story, although reminiscent of
the GBA add-on has been fleshed
out considerably, as we find Links
embarking on a quest to once
again restore the balance to Hyrule
from the evil Wizard Vaati who has
kidnapped Zelda.

Four Swords Adventures has
no overworld to traverse so the
experience is purposefully kept
linear with the various dungeons
and locations found in Hyrule being
split up into levels. And although
the idea of a level based Zelda title
may raise a collective eyebrow or

two, with multiple players it helps
keep the game more focused.
The levels themselves contain on
average approximately an hour
of gameplay and in comparison
playing Four Swords would be like
playing A Link to the Past sans
Hyrule field, That's not to say that
the game is simply another dungeon
crawler, as the addition of the
GBA has helped Nintendo create
numerous intelligent puzzles that
make the experience competitive
in addition to being co-operative.
Although initially obvicus, such
as all four players standing on
a switch or lighting torches, the
puzzles progressively get a lot more
involving and make great use of the
GBA screen as players work together
both on screen and off.

Walk into a cave or a house
and you'll be transported to your
GBA screen ta continue playing
= un-interrupting any of the action
on-screen. Interacting with NPCs
is done in a very similar fashion

recreation of Egypt



as players use their GBA screens
to gather information, once again
keeping the flow of the game.
Waorking together is great but
thankfully Nintendo have added
that much needed element of
competition, which of course leads
to rivalry and ultimately a few
controllers being thrown around
the reom — the hallmark of any
great multiplayer title. As you
find yourself getting rewarded for
collecting the most Ruppees and
items, cursing and betraying the
player next to you will become
as important as working together
to solve the next puzzle. Frankly
there's nothing quite like walking
into a cave to discover a hidden
treasure all to yourself whilst your
team mates are still on screen
defeating enemies. Once they
finish they'll also walk into the now
empty cavern, continue to play
on their GBA screens and wonder
what goodies the now empty cave
may have held. They'll definitely
ask, and you'll most likely tell them
it was nothing too special, only
a few Ruppees and or a handful
of bombs, when in fact it was
something far better.

With puzzles designed around the

»= Literally hundreds of items, enemies
and effects appear on screen, at once

premise of there being four Links
one would believe that the single
player aspect of the title would

feel tacked-on and un-involving.
Instead the single-player mode
plays very much like the multiplayer
mode as the player will find
themselves controlling all four Links
in an almost squad-like formation.
And the best part about this is that
once you get used to the various
commands to change the formation
and control each character, the
game still plays great. Couple

this with an adventure mode that
contains at least 15-20 hours of solid
gameplay and you defiitely have a
winner. However, playing with two
to four players does add that extra
indiscernible quality that takes the
experience to the next level.

HYRULE THE OLD SCHOOL
Although sprite based, and using

a similar visual design to that seen
almost a decade ago, the improved
GameCube hardware has allowed
for literally hundreds of items,
enemies and effects to appear on

screen, at once. And although not
jaw dropping, it will definitely
bring a smile to the face of anyone
who's played the original SNES
title. Four Swords also implements
wvarious 3D visual effects seen in The
Wind Waker, such as the lighting
and the purple clouds of smoke,

to great effect. The only drawback
would be some slight pixelation

in the sprites when the action
zooms in - minor but bothersome
nonetheless. Unfortunately the
same sentiments don't translate

to the music and sound effects
found in the game, as they pretty
much sound like every other Zelda
title that has come before it with
pretty much nothing new to offer.
Small gripes maybe, but as this is
a new Ielda title, Nintendo should
have put a little more focus into

its presentation. Although up until
this point the whole concept of GBA
and GameCube connectivity may
have seemed like an ill-conceived
gimmick, thankfully Four Swords
Adventures does much to prove
otherwise. Great stuff. <<

Wallrunning 5 Shig:

AVAILABLE ON:

GCN
[DETAILS:
CATEGORY: Action/Adventure
PLAYERS: 1-4

DEVELOPER: Nintendo
PUBLISHER: Ninfendo
PRICE: 5TBA
RATING: G
AVAILABLE: TBA

HYPER VERDICT:

PLUS: Thoroughly engaging and
engthy co-operative experience

MINUS: Requires multiple GBAs and
link cobles for the multiplayer modes.

GRAPHICS SOUND  GAMEPLAY

80 60 90
OVERALL
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. You have to be fair. If a game
is great; if it's just a lot of fun
to play, then you have to reward that
game despite any shortcomings it
might have in visuals, sound or tech.
If it's good, it deserves its kudos.

But you have to be realistic. If
a great game has already been
released and then gets another
release, with no real improvements
over its previous self, you have to
question the need for shelling out
another hundred bucks.

This is the case with Wario Ware
Inc., a game released originally on
GBA to critical acclaim, which has
now been ported to GameCube with
only the addition of a superfluous
presentation and a very lacklustre
multiplayer mode. The game is
still a lot of fun to play, but when
it was originally designed for the
GBA and still looks like & GBA game
on a powerhouse console like the
GameCube, you have to question
Nintendo's motives. Surely, with the
power of the Cube Nintendo could

42 HYPER»»

Spitz... the loogie powered mascot Nintendo should leave behind

WARIO WARE, INC Mega Party Games

STEPHEN FARRELLY is studying certificate Ill in Wario Ethics

have designed some interesting 30
mini-games, utilised the hardware
to really put on the three second
pressure and create a visceral
gaming experience separate to that
found on the GBA and its limited
technology (in comparison to the
GameCube, that is). But alas, no, it
was not meant to be.

That being said, if you own a
GameCube but not a GBA, hiring
this game for a weekend is a lot of
fun, especially if you have a few
friends around and a select range of
beverages - so we'll tell you a little
about what to expect.

PILES OF MONEY

Despite looking like a GBA game
on GameCube, Wario Ware is still a
fun game to indulge as the premise
lends itself to an experience not
too dissimilar to crack (note:

Hyper does not condone the use of
crack and wishes to relay the use
of the substance in our pages as a
mere comedic tool). With over 200

mini-games at your disposal, each
designed to challenge your reaction
time within a three-second time
frame, Wario Ware Inc. is Nintendo's
gift to multiplayer mayhem, which
is why —in an intoxicated, crowded
environment — Wario Ware Inc. can
actually work

Up to 16 people can battle it out
in an elimination style arena where
the game's many mini episodes
are thrown about at random (in
the Single Player you progress in a
thematic order, exactly as you did
on GBA). However, you don't have
to have 16 friends, and if you're
like Kosta and play with your split
personality, you can settle on two
players in a deathmatch or winner
stays on

Aside from the multiplayer
factor, however, Wario Ware Inc.,
fails to convince us to shell out the
bucks, which is why we insist you
check your video store shelves for
this one. Fun, but too little to show
investment interest. 44

He’s no "Dr Crygar” that's fo

AVAILABLE ON:

/ GCN

[ DETAILS: §
CATEGORY: Farty Game
PLAYERS: 1-14
DEVELOPER: MNintendo
PUBLISHER: Nintendo
PRICE: $69.95
RATING: G
AVAILABLE: TBA

HYPER VERDICT:

PLUS: Awesome ond inventive mini
games as well as mulfiplayer.

MINUS: Mo new mini games, no
exploitation of GameCube hardware.

GRAPHICS SOUND  GAMEPLAY

50 65 178
OVERALL

63

ilar to its GBA bro, but

fun w iends.
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REVIEW >

DANIEL WILKS is profected by a chainmail bikini

. Sudeki is a game of vast
paradoxes. On the one hand

it contains some truly sturming
graphics, a kick-arse real time
combat system that allows for
combos or first person shooting,

a well developed story and well
implemented character development
system, but on the other hand it
contains some of the worst voice
acting ever heard in an RPG, poorly
designed and rather boring puzzles
and terribly fleshed out characters
that you will have a hard time liking,
let along caring about. It would

be easy to be harder on Sudeki
considering Microsoft's pre-game
hype about how it would change the
face of action RPGs forever but such
promotional hyperbole is par for the
course and routinely taken with a
grain of salt

WOULD YOU LIKE FRIES WITH
THAT GRAIN OF SALT?

Players take the role of four
disparate and two-dimensional

44 HYPER»}

characters from the realm of
Illumina, a world under attack
from the forces of a dark mirror
universe (is Dark Samus involved?

- Ed). Of course there are the
obligatory twists in the plot that
mean that not everything is as it is
meant to appear but the majority
of the characterisation is so two
dimensional that you'll be able to
pick them up before you're one
quarter of the way into the game
Initially playing as Tal, a loner
member of the guard who lost his
brother in an earlier battle and
subsequently is disowned by his
father, players will pick up Ailish, a
spoilt princess mage who wants to
impress her mother the gueen, Buki,
an anthropomarphic animal woman
who hates technology and Elco, an
Asian looking, Swedish sounding,
bionic armed technologist who
distrusts magic. This is as far as
character development is taken. We
never find out much more about
our characters. Ailish is petulant,

Buki is god fearing and Elco puts
his faith in facts and has no truck
with instinct or intuition. Tal fares
worse than the other three, as he
is given more back story... which
is then ignored. After Tal's father
plays a semi role as a villain in the
early part of the game he is quickly
forgotten and appears no more.
Giving the writing of the game such
a hard working over may seem
harsh but players have come to
expect more from the role playing
genre than a simple excuse for the
action

It's a pity the characters are so
forgettable (and in some cases
unlikable) because the action,
and there is a lot of it, is excellent.
Sudeki utilises a novel real time
combat system that combines third

A Natalia Silva designed outfit?

person combaos and first person
shooting. Both Tal and Buki use
hand to hand weapons, the former a
series of rather typical exceptionally
large swords and the latter clawed
gauntlets, The A and X buttons
control all attacks with combos
being made up of combinations of
the two buttons. Instead of simple
mashing, Sudeki utilizes a great
timing system to make combat more
interesting. To the bottom right of
the screen are three small circles.
Pressing either the A or X button
will kick=start the combao which

is continued by hitting one of the
two buttons when the next circle
flashes and is completed when a
button is pressed on the third flash
If the player presses a button too
early or late the combo is broken,



Through experimentation the player
can discover guite a wide range of
ating

that wlll durnage ali
enemies in the immediate area.

Gl.IN, SP!I..LS AND BIG NOIGS
s to healing
or doubling the damage done by
party for a short period of time.

well as normal weapon attacks,  boss or bosses alone Whilst these

COR GUVHNA Ancther glaring flaw in Sudeki is the voice acting which is, fo say
the least, terrible. Each of the main characters has a somewhat generic accent
—Tal is Californian, Allish is British, Buki sometimes sounds South African and
Elco, the Asian technologist for some reason sounds Swedish. Whilst the range
of occents is good to show the various regions of llluming, it seems as though
every character you come across has o different accent, giving no feel to the
terrain or culture aside from saying it's a melting-pot. Worse still is the delivery
of nearly all of the lines which range from sounding like they're being read off
o cue card to sounding like a terrible fifth-grade school play.

As does this. The Advenrums of Captain Standareund..

> t's a pity the characters are so forgei- 5
table, because the action is excellent

g
| see you've played Knifey Spoony before...

AVAILABLE ON:

| DETAILS: N
CATEGORY:

PLAYERS: |
DEVELOPE X
PUBLISHER: Microsoft

have been m
to pit the enti
truly massive en

signature skill used in the game’s
"puzzles , aterm hlch isu

puizles in the game require
thought and they come too la
the piece to be rewardi

GRAPHICS SOUND  GAMEPLAY

85 61 80
OVERALL

14

Great combat and nice
design, but boring "puzzles”.

the look and feel of Sudeki but
it is very much let doy

than ravuiu.f.mnl e the action RPG
max has simply rehashe:

a number of parts from other games

and wound up with a whole that's

not the sum of its parts
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Synchronised shoofing, the new Olympic sport

PLAYERS: 1-16
DEVELOPER: L
PUBLISHER: Ubis
PRICE:
RATING: MA15+

GRAPHICS SOUND  GAMEPLAY

80 88 920

OVERALL

87

Great value for money and a
great realistic shooter.
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DJ: DECKS & FX

CAM SHEA goes in search of liquid music...

Consoles have dabbled in
music software for years now,
but this, right here, is what I call
a moment of epiphany. D|: Decks
& FX just nails what it tries to do
in such a comprehensive manner
and with such a simple interface
that it's amazing no one has done
this before. Better still, Decks & FX
doesn't pussyfoot around trying
to appeal to everyone. Thisis a
game for house music heads, pure
and simple. If you don't like dance
music, you won't like this game.

If you do, though, boy are you
in for a treat. With a record box
82 tunes strong, including tracks
from great labels like Defected and
Soulfuric, this is a serious treasure
trove of musical goodness.

JUST SHAKE THE GLOBE...

So how does it work? You have two
turntables, an FX box, a sampler
and a loops console, as well as a four
channel mixer with faders and £Qs
and a cross fader. You can make the

process as simple or as complex as you
want, Starting out you might want to
just mix vecords but it won't be long
until you're mercilessly sampling from
every source, playing music that runs
four layers deep, mixing in effects
over one or all channels, cutting with
the cross fader and tweaking the EQs
to create your own unigue groove.
Even the fact that you're interacting
through a controller is no obstacle - it
won't take long until you're nimbly
bounding all over the setup, bringing
things in, cutting others out and
skipping through your record box
with the calculating eye of a pro.

Once you have a good working
knowledge of the tracks (they're
organised into instrumental,
percussion, vocal and acappella
folders to make things a little more
user friendly) you can build your
own playlists, but that's about it for
customisation options. Unfortunately,
you can't associate tracks in a playlist
with specific loops or save samples
to the memory card and tag them to

REVIEW

MARTIN SOLVEIG
ROCKIN MUSIC

the tracks, which is a shame but fair
enough. Even so, it's very cool that
you can hop into the Studio mode and
save entire sets to the memory card
as you play them. And the best part?
The selection of music is good enough
that you actually CAN play your set at
a party. For once, it all comes together
into a music program that’s awesome
fun on your own or in a party context.
Mind you, a wider variety of drum
loops would have been good; in
particular more quirky percussive
loops to help flavour the tracks with
more of a jacking Chicago-style
groove. If only the PS2 had a HD
and online out of the box... then we
might have been able to download
loop updates online. Oh well. A
way to preview loops/tracks in the
headphones on the selection screen,
rather than having to assign them
would also have been good. But hey,
we're just nit-picking really, as Decks
& FX is a stunningly effective piece
of software. & must-buy for lovers of
house music and videogaming. <<

Mix Master Malks is on the cross fader

PS2

DETAILS:

CATEGORY: Mixing

PLAYERS: 1

DEVELOPER: Relentless Software
PUBLISHER: Sony

PRICE: 599 95

RATING: G

AVAILABLE: September

HYPER VERDICT:

PLUS: Great music, grect interface,

so many possibilities

MINUS: Better loops needed and o
few more customisation options.

GRAPHICS SOUND  GAMEPLAY

85 94 90
OVERALL

92

t music program for
console EVE
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COLIN MCRAE RALLY 2005

ELIOT FISH goes for drive number five...

. one look at the box and you'd
be forgiven for dismissing
this new installment in the Colin
McRae Rally series as yet another
incremental update, However,

this time around you'd be... well,
half-wrong at least. Whilst 03 and
o4 were disappointingly weak rally
packages hanging on to the solid
McRae Rally engine for dear life,
2005 is a sudden shift in the right
direction. Yep, there's actually a
reason 1o want to buy another Colin
tcRae Rally game

ZO0OM I00OM IOOM

The real improvement here is that
Colin McRae Rally 2005 is more

of an actual game again - there

has been a real attempt here to
provide an entertaining rally
package, as opposed to the last two
very drab installments, as you'd
expect, there's the predictable
Championship mode in which you
pretend you are Colin McRae himself
and race through all the same cld

48 HYPER»»

stages all over again, but there is
now a far more interesting Career
mode that puts some fizz back into
the experience.

Playing through the Career
made is more akin to the non-
linear challenge selection found in
Rallisport Challenge 2 (inspiration
perhaps?) in which you acquire
career points through winning
rallies that unlock further cars and
challenges. What this means is that
you don’t have to get stuck on the
same rally stage, instead hopping
between different cups or challenges
to keep the rallying interesting.
The perpetual tease of unlocking a
new car or upgrade test also keeps
you powering through stages in the
hope that you'll get your hands on
that brand new Audi Az Quattro or
Mantero Evolution |1. This is a much
better structure for a videogame
based on this particular sport,
because unless you gaze lovingly
at pictures of chrome exhaust pipes
every day, systematically working

your way through tough rally after
tough rally can get a little dull.
Giving the player more freedom

to tackle the game the way they
choose simply makes for a more
entertaining game.

There are a few other new features
under the hood too. If you thought
Colin McRae Rally o4 looked pretty,
then you'll be surprised at how well
2005 has turned out. It doesn't have
the spectacular dazzle of Rallisport
Challenge 2 or the stylish realism
of Richard Burns Rally, but this is
definitely the best Colin McRae Rally
to date in terms of visuals. The level
of detail now goes to all new levels
of realism, with foliage dropping
from trees when you slam into
them, weather effects that are more
effective than ever and cars that get
banged up in a satisfyingly scruffy
way. The game looks as good as it
feels to drive, which is, in a word.
excellent. There's no denying that
the rally engine at the heart of this
series remains the best around.

Mo more car coptions!



TO GRIST OR NOT TO GRIST
The improvements don't stop there
either, as there's also a funky new
visual effect when you stack your car
or slam headfirst into an immovable
object; the visuals blurring
momentarily to really give you the
feeling you've been rattled by the
impact. A nice touch.

Replays also feature the new depth
of field blurring and bloom lighting
effect that's becoming all the rage
these days in games such as Star
Wars: Battlefront. It certainly adds
a nice layer of eye candy, although
it's not present whilst you're actually
driving through the stages, which is a
minor disappointment.

In the game options you'll find
that you can choose from five
different co-drivers, forgoing
the legend that is Nicky Grist for

T
o

woar

Eve Vil

;-P.
R

e the car for the tre

Foa N -
and the trees for the ninjas

The game looks as good as it feels to

drive, which is, in a word: excellent

someone who speaks in German,
Spanish, Italian or French - you
know, someone easier to understand
than our beloved Welshman.
However for all these encouraging
new layers of polish and more depth
to the career mode,
this is still the same I I I
Colin McRae Rally
we've been playing
for a few years now.
There's nothing
amazingly innovative, nothing
ground-breaking or unexpected. Not
that there's anything wrong with that
- a good game can only really go so
far until it's resigned to these types of
yearly graphical upgrades, or unless

2005 tully supports
Xbox Live and P32
@ ® @ network ploy so
you can gel enline and roce
up to B other players.

it vanishes for good into the pages
of gaming history. The fact is that if
you've played any of the previous
three Colin McRae games, then 2005
will still feel like an expensive luxury.
There just aren't enough new stages
(other than the welcome
addition of Germany) or
unexpected twists to make
2005 a must-have game
for those who already
have one or two Colins in
the cupboard. However, if you're a
Colin McRae Rally virgin, then by all
means grab 2005 and enjoy every
last kilometre of it, because this is
one of the best rally games on the
market. <<

Almaost as hazy as LA, Almost

XBOX

DETAILS: N
CATEGORY: Rolly racing
PLAYERS: 1-8
DEVELOPER: Codemasters
PUBLISHER: Codemasters
PRICE: 597.95
RATING: G
AVAILABLE: September

HYPER VERDICT:

PLUS: Good visuals, good career
structure, greot car handling,

MINUS: Mothing innovative nor
ground breaking; the same old Colin.

GRAPHICS SOUND = GAMEPLAY

89 87 87

OVERALL

C McRae is back in
control agai
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CRISIS ZONE

EVIL CAM messes up the place...

2» After taking a significant step
forward with Time Crisis 3 by

introducing a multi-weapon system
where you had to collect amma
and strategically weapon switch
depending on the situation, it feels
as though Namco have lost their way
somewhat with Crisis Zone. Or more
accurately, they've made a solid but
shallow game that should have stayed
in the arcades where it belongs.

LIGHT GUN SHOOTER CRISIS
You see, in Crisis Zone you're now
toting a sub-machine gun, and

to be honest, moving away from

the pistol towards a weapon where
you can just spray entire areas with
bullets feels satisfying at first. After
all, mowing down a screen full of
enemies with a couple of sweeps from
your GunCon is undeniably cool, as
is pockmarking the walls with bullet
holes. The colour code system is also
intact to a certain degree — take

out the red guys first and duck as
soon as you see red muzzle flashes.

50 HYPER®

The reality is, however, that having
a machine gun takes away all of
the one shot precision that made
Time Crisis so damn cool in the first
place. No longer can you clinically
head shot everything in sight and in
a particular order. Instead, you're
wearing down health bars and
shooting up inanimate objects.

and indeed, that's where much of
the fun of Crisis Zone comes from.
There's no doubt that this game has
the most destructible environments
in the series thus far. You're blowing
¢chunks out of support columns
Matrix style, shooting up a sports
store sending termis balls and
snowboards flying, destroying
an office and condemning its
computers to the fiery pits of Mac
or Windows hell, shattering more
glass than a Jerry Brockheimer chase
scene and generally just racking up
the kind of insurance bill that would
cripple most third world countries.
It’s fun for about five minutes... and
then you start wondering where the

D2S0480
§HIT + 5280

NU

‘u..

gameplay is. Indeed, once you've
memarised when the red guys

pop up and the movements of the
bosses, there’s going to be very little
reason to play this game again.

And just as Tomb Raider taught us
that it's okay to shoot endangered
animals, so too does Crisis Zone
encourage similarly antisocial
behaviar, In this case it's shooting
the shit out of priceless artworks,
sculptures, offices and stores just for
the fun of it. But then again, it's all
in the name of defeating the generic
“terrorists” so it must be okay.

Crisis Zone does have some
redeeming features. In addition
to the Story Mode, there's also a
large number of Crisis Missions,
each of which has certain criteria to
meet — get through with only one
life, without a shield, tack as much
collateral damage as possible, and
so on. These extend the life of the
game to some extent, but in the end
this is a hard one to recommend.
Play it in the arcades instead. €<

PS2

DETAILS: §

CATEGORY: Light gat game
PLAYERS: 1-2

DEVELOPER: Marmco
PUBLISHER: Sony

PRICE: §99.95

RATING: M15+
AVAILABLE: Lote September

HYPER VERDICT:

PLUS: Simultaneous two player, nice
visuals, fun ot first

MINUS: Some old stupid voiceover,

gameplay has taken a step backwards.

GRAPHICS SOUND  GAMEPLAY

80 70 72
OVERALL

13

Zone sees the series
going backwards




Alone, you are mighty. “ ;
Together, you are legends.
—Profesgor Charles Xavier
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JUICED

ELIOT FISH likes carrof, apple and ginger juice in the morning.

. 1t must be an intimidating
prospect, starting up
development on a racing game for
the Xbox. Not only do you have

to compete against Burnout 2

and Project Gotham Racing 2, but
any day now will see the release

of Burnout 3, Need For Speed
Underground 2 and the gorgeous-
looking Forza. How in god’s name
can yet another racing game offer a
valid alternative? Gambling. lllegal
modding. Crews. Street cred. Juiced
is that game.

WHO CAN STOP AT ONE
DONUT?

Regardless of whether you carry
a dislike for REB/Hip-Hop or the
hopped-up car heads buming
donuts in your local McDonald's
car park, Juiced is a racing game
that just might convert you inta
a nitrous-loving, sub-woofer
hugging, spoiler-caressing, street
racing junkie. If you can get
past the lame music-video style

52 HYPER®

introduction, you'll find a very solid
game indeed.

Jump straight into the career
mode to discover just what an
addictive structure it contains. You
start out with 575,000, and with that
you can buy a fairly pissy little car
such as a Civic Type R or Golf MKIV
with the rest of your money, you can
choose to mod the hell out of that
car as you see fit, whilst keeping
a bit of cash in your pocket for
entering races later on. Eventually,
you'll have encugh cash to buy an
8oo+ horsepower beast,

The whele dynamic behind Juiced
is the balance between spending
money on your car, and hying to
win races to keep the cash flow
going so you don't end up fotally
bankrupt. If you ever find you can't
afford to repair your wheels after
arace, there's always the option
of heading to a race meet just to
bet an other racers. You can assess
their cars, and then put your money
down

|uiced also carries a Respect
system where you gain respect with
other crews depending on how well
you race, how well you mod your
car, and how well you perform at
the critical car meets where you
need to show off your wheels by
performing style tricks ala Project
Gotham Racing. Earning Respect is
crucial to winning over racers to join
your crew and getting invitations to
higher-earning race meets. Using a
humorous Nokia mobile interface,
you can also make calls and accept
challenges with other racers, or even
challenge them to a pink slip race,
where you race for possession of the
aother's car,

Modding your cars is one of the
most fun aspects to Juiced. Not
only does it directly affect how
the car performs, but there are all
the ever-more important aesthetic
considerations. What colour do you
want your dials? What about your
neons? How about an Alpine sound
system? How about a pearlescent




Mate, thot car is the bullshit sickness

paint job? If modding doesn't
terribly excite you, then take
in 1he far,t th
laying Juiced.
my hands on
a new car, just so | can splurge on
an outrageous new lof
within an inch of its life, and take
how it pevtc-rms

in your garage and c|
pe:Turmanw This al!u'.u

probabl}' closest to Proj

Racing, and whilst the visuals aren”

quite as nice as Bizarre's racer, they
rtainly do the job, The cars really

do look great - and they look even

Juiced accurately simulates getting a rim job

»» Earning respect is crucial to winning
over racers to join your crew

better in the slick replays. Even
bett that all the cars feel great
to drive and the handling makes
for some very satisfying and tight
ng. Punching in the Nitrous is
s a thrill,

STREET RACING CREW
ELECTRIC BOOGALOO
s different race

additive exercise in making ¢
winning races and gambling on th
outcome of sprint nts and the
like. But the career mode isn't all this
offer. A mode lets
you jump straight into a selected car

This game is so bling you're racing for the pimp cup

PS2 / XBOX /

[DETAILS: §

CATEGORY: Racing
PLAYERS: 1-Multi
DEVELOPER: luice Games
PUBLISHER: Acclaim

oupe etc) and get stuck
r show-
ou can also set-up your own
s and indulge in spl

ine:
put an online crew together and show
eryone else out fhure who owns the

also allo
cars and ensure one of you crosses
the finish line first. It's tonnes of fun.
It must also be said, Juiced has
exceptionally fast loading times
(on the X ) making
navigating all the sub-menus and
entering races super sweat-free.
If illegal street-racing and the car
mod scene is your bag, then
should know that Juiced do
much more authentically than Need
For Speed Underground. Whi
ight not have as rnuth wrual glarﬂ

GRAPHICS SOUND - GAMEPLAY

84 83 84
OVERALL

84

An addictive street racer to
Ffulfill all your hot rod fantasies.

you've been IooLmq for.
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SPELLFORCE: The Order of Dawn

DANIEL WILKS wants a Summon Lvl 6 Amos rune

. After so many games in the last
year or so have promised to
fully integrate the genres of RTS and
RPG we finally have a game worthy

of the title. SpellForce casts the

player as a powerful Rune Warrior,
one of a select few semi immortal
characters capable of wielding the
power of runes to summen great
armies to defeat their enemies. As a
newly resurrected Rune Warrior, the
player must first create their character
RPG style from one of three general
archetypes: archer, warrior or wizard
and through a series or levels and
missions take on a great evil with their
summoned army made up of up to
six races: humans, elves, dark elves,
dwarves, orks and powerful trolls.

RUNE GOONS

Whilst the main character is a
powerful figure capable of a
great many skills, leveling up and
equipping many of the magical
items found around the maps, the
true power of the Rune Warrior
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is their ability to use shrines to
summan heroes and armies. There
are two distinct types of shrines
in the game: hero shrines and
race shrines. Hero shrines allow
the player to summon additional
powerful hero characters to aid them
in their missions if they have the
correct rune equipped, whilst race
shrines allow the player to summon
up workers and warriors of the six
races to build bases as well as serve
as the foot soldiers of the army.
Whilst this mix may sound like
typical RTS fare the approach that
SpellForce takes is quite novel and
makes for a good deal of fun. Instead
of having to build up tech trees
and research new technologies, all
building in SpellForce comes through
Runes and Plans. These can be found
throughout the maps, either as
treasure or bought from merchants.
When equipped these items allow the
player to instantly summon the heroes
and troops as long as the required
resource levels are met and the

workers have built the prerequisite
buildings. Instead of focussing on
resource management, SpellForce
concerns itself more with exploration
and combat — once the base is built
up and resources are gathered the
player can virtually ignore the base
and concentrate on the fun things.

Graphically SpellForce is something
of a mixed bag. The engine is
capable of rendering some very nice
environments and figures, and can be
zoomed a long way with the mouse
wheel. Unfertunately whilst the third-
person view is very attractive it is all
but useless in the game and you will
find yourself playing mostly in the
mast zoomed out perspective. Load
times are also shocking, often taking
a few minutes to load each level.

Although Spellforce features a
nicely overwrought orchestral score,
it also features voice acting where
actors frequently mispronounce
waords, use the absolute wrong
inflection and resolutely ignere most
of the punctuation. £

PC

CATEGORY: RTS/RPG
PLAYERS: 1-8

DEVELOPER: Phenomic
PUBLISHER: Encore Software
PRICE: 569.95

RATING: M 15+
AVAILABLE: Mow

HYPER VERDICT:

PLUS: Fun missions, runs smooth, an
actual RTS/RPG hybrid

MINUS: Worst Voice. Acting Ever

GRAPHICS SOUND  GAMEPLAY

81 64 88

OVERALL

86
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CATWOMAN

b)) Some cats (very few) are lovable little
creatures you want to lavish attention on,
pet them until they purr and spoil them rotten.
Most however are arrogant little bastards who
think they're far better than they actually are,
make a mess of your furniture and stink up the
joint with their nasty body fluids and rancid
"personality”. Take a wild guess which type of
feline Catwoman is.
Imagine if you can, taking Rise to Honor
and Prince of Persia, forcing them to have sex
at gunpoint and then putting down any of
the offspring that had the full complement of
chromosomes. Then take the deformed child of
violence, put a mirror in front of its malformed
visage and repeatedly tell it it's beautiful until it
believes you and you have Catwoman.
Catwoman is essentially a series of mindless
cornbats in which bad-guys are only knocked out
if you manage to fluke it and knock them through
some terrain, interspersed with Prince of Persia
esque movernent puzzles in which the objective is
obscured 9o% of the time due to the camera being
placed in a manner that only seems to be good
for showing off Halle Berry's virtual arse. Speaking
of Halle Berry, when will people start to notice
that during her entire career she's only turned in
two good performances, namely in Bulworth and
Monsters Ball? Her voice performance in Catwoman
is terrible with supposedly sultry lines coming across
maore like a whiny teenager who spends too much
time on LiveJournal telling everyone how soulless the
world is. This moggie needs to be put down,

SECOND SIGHT

It's usually a sign of lazy reviewing when the
writer compares one game to another for any

longer than to illustrate a point but with a game
like Second Sight, being so similar in so many
ways to the vastly superior PSI Ops, it is virtually
impossible not to. Once again players take the
role of a man whose psychic powers canveniently
retum to him when the plot dictates they need
them to solve the next puzzle. Instead of playing a
soldier with psychic powers, this time around you
play a research scientist who, for no particularly
good reason at the beginning of the game is
forced to go through weapans and stealth training
because, we're assuming, certain science is better
observed when either shot or snuck up upon.

Whilst Second Sight's mixture of stealth and
action gameplay is quite enjoyable, where the
game really falls down is actually in the use of
psychic powers, Instead of seamlessly integrating
them into the game-world if feels as though Free
Radical have simply tacked a number of them on
because psychic powers and the manipulation
of physics engines are the flavour of the month.
TK is a prime example of this — instead of objects
having mass and acting as though they have
real physics, TK in Second Sight simply lifts any
object the game says you can and slowly pushes
or pulls it around the room. 0ddly enough it's
still possible to kill enemies like this. Apparently a
plastic garbage bin flying at about 2Kph is more
deadly that gmm high velocity lead.

CHOKEY CHOKENSTEIN

CONFLICT: VIETNAM

Vietnam is the new black. Every developer
waorth their salt has either released or is
releasing a Vietnam game within the near future
—or so it seems at any rate. Cynicism aside,
Conflict: Vietnam is the third game in the Conflict
series and as such suffers from many of the flaws
that plagued the first two games, but also goes
somme of the way to fixing some of the others.

Players take the role a young recruit in the 10"
Airborne, drafted in '67 (or thereabouts) and
put on the front lines. As in previous games the
player not only controls their own character but
also gives commands to the three partially Al
controlled squad-mates. This is perhaps where
Conflict: Vietnam most falls down. Whilst the
enemy Al has been nicely tweaked and the action
is by and large solid, the controls for giving
party orders are needlessly complex and clunky,
making it almost impossible to do anything in a
tense situation other than simply blasting away
with the main character and hoping that the Al
will acquit itself well enough that none of your
squad will die in the proceedings.

To give a simple command like for the medic to
heal a wounded trooper the player must first hold
down the left trigger, select the medic, press B,
select the target with the order reticule, select it
with B and then press Black to issue the order, Not
really what you would call intuitive is it? Although
the series was never particularly attractive,
Conflict: Vietnam looks like an absolute dogs
breakfast with ugly, ugly models and dull, eften
washed out textures,

SCREW FLANDERS DANIEL WILKS
AVAILABLE ON:

P52 / XBOX / PC/ GCN P52 / XBOX GCN PS2 / XBOX / PC
[DETAILS: | [DETAILS: DETAILS: N

CATEGORY: Crop / PLAYERS: 1
DEVELOPER: Argonaut Gomes / PUBLISHER: EA
PRICE: $89.95 / RATING: M15+ / AVAILABLE: Now

GRAPHICS

80

SOUND

60 |

GAMEPLAY

12

[above] Almost as bad as on Uwe Boll film...
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CATEGORY: Acfion / PLAYERS: |
DEVELOPER: Free Radicol / PUBLISHER: Codemasters
PRICE: 599.95 / RATING: M15+ / AVAILABLE: Mow

GRAPHICS

84

SOUND

82

GAMEPLAY

13

OVERALL

[above] Quick! Levitate a plastic gorbage bin at them...

CATEGORY: Action / PLAYERS: 1
DEVELOPER: Fivotal Gomes / PUBLISHER: Gathering
PRICE: 589.95 / RATING: MA15+ / AVAILABLE: Now

|
GRAPHICS

11

SOUND

82

GAMEPLAY

65

OVERALL

68

[obove] Look out for Frank Castle, up in the frees!
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POKEMON | caf Green and Fire Red

Cam: Well, the long awaited

new Pokemon titles are out
this month, and to celebrate Daniel
and | have been wasting time at
work playing Leaf Green and Fire
Red respectively. | dunno about you
dude but I'm really underwhelmed.

Daniel: This is the first time I've
actually played a Pokemon game
and | honestly can't see why this

is the craze that's taken over the
world. Sure it's addictive for a while
but it’s all busy work and no real
content. | think South Park was right
- it is a Japanese conspiracy to take
over the world using children.

Cam: Nah, the Pokemon titles

are genuinely good games. It's a
great combination of the drive to
collect and level up your Pokemon,
the rock, paper, scissors battle
mechanics and exploration. The
reason I'm underwhelmed is...

it's exactly the god damn same

as the last one. Well actually, it's
almost the same as the old GB
games so there's actually less to it.
| must admit | enly started playing
Pokemon with Ruby and Sapphire,
but after getting thoroughly
addicted and sinking around so
hours into Ruby it feels like a kick
in the teeth to have to start all over
again in what is essentially a lesser
game. As for you, although it will
undoubtedly open up a lot more
after you've unlocked enough of
the TM and HM abilities, I'd suggest
getting a copy of Ruby or Sapphire.

58 HYPERY

Daniel: 5o what you're saying is

that | have so much time on my
hands because of how little effort

| put into the magazine that | can
afford to sink 50 hours into a game
about leveling up teddy bears and
pitting them against each other in
gladiatorial combat? Actually, that
doesn't sound like such a bad idea.
Like | said, | didn't mind the game
but so far | haven't found that much
meat. The collection part is pretty
cool but | quess when | do get some
of the coaler skills the game will

open up some, | must admit though,
beating up disgustingly cute things
with my unbeatable team of my Lvl 23
Wartortle Benton and Lvl 20 fish thin
Lord Seafood is pretty damn amusing.

Cam: As is winning with my Lvl 30
Chortle “Finbar”. Hehe, and yeah
there’s nothing like guiding Amos
(or Amaesina in your case) through
a series of trainer battles (and re-
battles — one of the new features

is being able to take on trainers
you've already beaten again for
maore money and EXP). Especially
against guys who say stuff like

"I like wearing shorts. They're so
comfortable”. What the hell is wrong
with Japanese people? Speaking

of "trainers” (cringe) you can pick
up the running shoes that were
introduced in Ruby/Sapphire in
Red and Green now. There are a few
new areas tao, namely the "Mystery
Islands” which have a number of
mini-games and abilities to unlock.
You can also find gems that let

you import Pokemon from Ruby,
Sapphire and Colosseum which
players like myself will appreciate.
1t's also cool that the game comes
with the wireless network dealie

so we can "chat”, trade Pokemon,
play mini-games and battle
remotely. But it's hard to shake the
feeling that this Is just a marginally
tarted up version of a game from
1995. And where are the goddamn
beauty contests? | want to know
how pretty my Pokemon are!

Daniel: Steady on big fella, you're
beginning to sound disturbingly
like a furry, or, worse yet, a plushy.
| gotta admit that the wireless dealie
is pretty cool, although | find the
fact that you seem to get no XP

or anything form battling other
trainers through the network a little
weird. | also discovered that any
traded Pokemon hate my guts. I've
got this Lvl 14 bat thing that won't
obey any of my commands, Stupid
bat thing.

Cam: Muahaha! That's because |
routinely subjected the poor little
thing to my plushy ways before
trading it. You didn't think I'd
trade you a well adjusted Pokemon
did you?

So should you (the reader that is)
buy this latest Pokemon? Maybe. If
you played the original and want a
trip down memory lane it's worth
checking out. Just don't expect
anything all that fresh, <<

FIRAGHA [T
R

[up] But does it like wearing shorts?

Your very oen POKENON legend is
about to unfold!w

[up] The legend of the dog foced boy

i Welcone to the POKEMON MI

AP
Sersiong

[above] Just don’t try and smake it

[DETAILS:

CATEGORY: Collect-o-thon
PLAYERS: 1-Multi
DEVELOPER: Nintendo
PUBLISHER: Nintendo
PRICE: 569.95

RATING: G

AVAILABLE: MNow

GRAPHICS SOUND  GAMEPLAY

70 70 80
Y
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We were hoping en
would surprise us... but nope.
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NET TRAWLIN’

§ With Final Fantasy X a huge
4 success as the first Final
Fantasy game on the P$z, and the
girly but still decent success of
%-2 following, fans of the series
are eagerly following news of

the development of Final Fantasy
Xl and are impatiently awaiting
any new tidbits on the game. But
wait, aren't we missing something
here? Whatever happened to Final
Fantasy XI?

Well, it exists, and has for quite
some time. X| was launched in
Japan way back in early 2002 and
an English version fimally became
available with the American launch

60 HYPER»

Final Fantasy

Xl

*> Kelly Starr

in late 2003. It's not surprising if
you've heard nothing about this
game, because up until recently
there was no sign that it would ever
reach our shares, so most people
simply forgot about it and focused
on upcoming games that they would
actually get to play. Now that it has
been confirmed that there will be a
PAL launch of the title, the time has
come for people to leam a little of
what the game is about and decide
if it's for them or not.

Here's a quick rundown for
those that are still in the dark
about the game. Final Fantasy
X1 is what is known as a 'Massive

0
points of damage.
Koblak scoras a critical hitl

The Orcish Sarjeant takes 102 points of
damaao.

T KODIaK 101 11

| wager 400 quatloos on the newcomer...

Multiplayer Online Role Playing
Game' (MMORPG), which greatly
sets it apart from all previous titles.
It is playable on either PSz or on
the PC, though you must have the
Hard Drive and Network Adapter

to be able to play the PSz version.
It is pay to play, which means that
after you fork out your hard earned
cash to purchase the game, you
will still need to pay a fee every
manth to play it and will need to
have a credit card. It is online only,
there is no way to play without an
internet connection, though it's nice
to know that dial-up users are not

disadvantaged as they get the same
speed connection to the servers as
broadband users do.

THIS IS IT. THIS IS YOUR
STORY. IT ALL BEGINS HERE...
The game is structured like
Everquest and other MMORPGs,
which means that you create your
own character to play as, and that
mast of the characters you interact
with during the game are other
real people from all over the world.
Although this type of game seems to
lack the one thing the Final Fantasy
games have become famous for,



:| Kelly goes out in search of the
ather red meat

right] The usual fantasy suspects.
Except for the midget with Obelix pants

Blshop hits the Goobbua r—nrmar for 84

points of damaga.
Koblak misses tha

Blahop hits_ thn Geobbun Fnlmcr for 74

their stories, to say that there is
no story in XI wouldn't be entirely
accurate. Of course there is the basic
background stary that creates the
purpose of the game, but as you
level up and complete more quests,
the story does grow deeper and
mare mysterious, something that
maost other MMORPGs lack. Mostly
though, the game is your story, the
people you meet and the way you
play your character will shape the
experience for you, and whether
you embrace life in the world of
Vana'diel or chose to shy away from
it, is up to you.

Aside from the main obvious
difference, that you play as your
own character and make your own
story, there are many other key
differences that make FFXI unlike
every other FF game ever made. The
most important is that there are
no random battles. FFxI is the only
game in the series (aside from the
upcoming FFXII that is!) where you
can see your enemies and fight them
in real time.

Ishvalin : lol
f say ]

Isay Hey guys how's it going?

Spiraro

OUR REASONS MAY BE
DIFFERENT, BUT OUR GOALS
ARE THE SAME...
So with all of these things that make
FFXI different from the rest of the
games in the series, why is it still part
of the series at all? Well there are still
plenty of elements in the game that
help give it a distinctly Final Fantasy
flavour. You will fmd Chocabos to
tame and ride, Moogles to converse
with and Cactuars and Tenberrys to
fight. Of course there are familiar jobs
to play as too: Warrior, Summaoner
and Thief, Mages of every colour
and all the spells and items that are
standard with Final Fantasy games.
So what are the game's strengths?
FFXI has everything that a good

MMORPG needs; a variety of jobs and
character types to play, plenty of
quests, story based missions, crafting,
mini games and special events, There
Is s0 much to do in Square-Enix’s
online world, that they even included
awarning for players not to forget
their real lives when they log in.

It may seem bizarre and a little
scary at first, but anyone who calls
themselves a fan of the series but
doesn't want to try it is obviously a
few Moogles short of a Mog Central.
Many fans may hate FFXI, but many
will find themselves loving being
part of the Final Fantasy world and
cherishing the experiences they will
have and the friends they will make
there. See you in Vana'diell %<
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..in association with BROADBAND

It Seme of the races are (from leff]
Elvaan, Mithra, Tarutaru {aawww) and
Galka. It's the Ewuks meet Bloody Roar

1 , a o .

Hies e XA e
FINKL FANTASL
EXPAND YOUR HORIZONS
When FFXI was released in the
US, it came pre-packaged with
the first exponsion pack, Rise OF
The Zilart. By the time the game
is released here, the second
expansion pack, Chains Of
Promathia will be out as well and
will also be included in our ver-
sion of the game. FFXI on PC hits
stores Mid September. But there’s
still no sign of the PS2 version...
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Click here 10 see weirdness.

The Rich and the Famous
http://jopander.com/

22 You'd think that when you've made it in
Hollywood and have amassed a reasonable
Scrooge McDuck-esque Tower O° Wealth
that you'd be pretty comfortable.
Apparently not, as the Hollywood stars
featured on Japander prove that much like
bling bling, ho's in various area codes,
rides, and nine millies — you can never
have too much of & good thing. So they fly
off to Japan, where they get paid obscene
amounts of money to endorse Japanese
products in very japanese commercials.
Governor Schwarzenegger's ads are
probably the pick of the bunch as he
endorses what seems to be some sort of
‘cocaine-in-a-can’ soft drink.

CELEBRITY SITE OF THE MO

e

Coctia fn dowen 15 gares il 05 21
g o A Doers. b b i
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Coolio

http://www.coolio.com/

#2 Does anyone remember Coolio? I'm
guessing probably not, so let me try and
refresh your memory. You're back in the
early nineties and Michelle Pfeiffer has
just released a stunning new film called
Dangerous Minds, about a teacher who
teaches some kids from the 'hood’ things
like Shakespeare and poetry. They all die.
Anyway Coolio had a song that featured
prominently in that film called ‘Gangsta's
Paradise’, which you can listen to when
you visit Coolio’s very own website. You
may natice that on the awards page it
writes "coming socon”. Our advice to Coolio
is simple - don't hold your breath buddy.

&2 HYPER®

Smack!
http://www.q-0-0-p.net/temp/testneo.
swif

*» Here's a cool little flash ditty that
proves that when it comes down to it, some
things are best kept simple. Neo points, no
levels, no character development just the
simple pleasure of smacking around an
animated character. You might be thinking
to yourself what fun is there to be had with
smacking around an animated character?
Well to this | say — use your imagination
numb nuts! Pretend it's your boss, with his
crazy baseball cap, baggy pants, and the
predilection for the phrase “don’t go there”
—and smack the crap out of him (thanks

K = Ed). The stress will fade, or if you're
lucky, ooze away.

bugmenot.com

Signup-o No More-o
http://www.bugmenot.com/

22 It a familiar story, you've come across a
website article that you want to read only
to find out that you needed to sign up to
said site and provide the pre-requisite
email address and details. You can't be
arsed doing so, you don't bother signing
up, ponder for a moment what the article
may have contained then go straight back
to leaching the latest movie, music and
porn releases. Hey, it happens. Here's a
site that aims to put the kybosh on that
whole racket with thousands of pre-made
accounts ready to be used, simply enter the
URL and the login is yours.

The Nerd and the Tattoo
Parlour
hittp://www.bmezine.com/news/
pubring/20040720.html

2% Ah those crazy nerds. They live in their
own little worlds of digital bites and bits
and pieces they don't realise that outside
their own world is another world, the real
world, Few people are aware that outside
that world is yet another world, the realer
world, but that's beside the point. The
point! Tattoos and nerds, is like mixing two
things that weren’t meant to be mixed. And
although we can admit that it does look
kinda cool to have Pac Man and Megaman
tattoos on your body — you'd be a fool to
actually go out and do it

Speed Run
http://home.comcast.net/~arcthelod/
=2 In order to create a successful speed
Tun you need two things = a copy of the
game and a videogaming godlike freak of
nature. If you want examples of the second
item look no further, as this site displays
feats of videogaming prowess worthy of
placement in any museum. We're talking
completing Metal Gear Solid in less than o
minutes and Super Mario World in under
12. Yep, against these freaks we'd pretty
much stand no hope of survival, thankfully
the defensive power of sunlight keeps them
from taking over the world as we know it

= in record time no doubt.
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Bryce McDonough is o man who loves Tekken, and indeed hos been the buft of mony a “haha” step joke

aver the last few years, We have to admit, however, that we're very jealous that he had the chance to go to a

Tekken 5 test in Osaka recently. Here's what he thought

w Tekken 5 is here to do what
Tekken 4 never could —to
be a sequel to Tekken 3, the king
of 3D fighting games. Numerically
speaking of course, Tekken 4 was
precisely that — but the similarities
stopped there. Tekken 4, was as
different from Tekken 3 as KOF from
Streeties, Mario from Sonic. The new
features in the game were not only
radical, but so fundamentally game-
changing that the very Tekkenness
of the game was arguable.

TEKKENNESS IS A WORD NOW?
As one of the first people in the world
to get my hands on Tekken 5 I'm here
to tell you that Namco may just be in
a position to reclaim their crown.
Firstly, the set-up of the machine
is a killer. Gone are the days of
slipping a PCB into an old SFz
machine — this baby’s gotta be
special-ordered, and clocks in
at Us$28,000. If you think that's
pricey, you're right, and there's a
cheaper version available. But this
is the deluxe model, This includes 2
battle cabinets (i.e. two complete

HYPER®»

machines, not one pair), along
with Tekken's latest and greatest
installed. And it gets better.

There is a huge widescreen plasma
display attached at the side, which
televises the current challenge, win
streaks, win percentages and much
more. These percentages come from
Tekken-net, Tekken's own version of
Virtua Fighter's incredibly popular
VE-net system. How does it work?
Simple, buy a card, slot it into the
Tekken 5 machine, choose your
character, and start challenging
people. Your win record (and loss
record) is stored in the card and
TkNet system and then shows up
every time you challenge. Pretty
nifty, right? Now, Sega's system
unfortunately never made it out of
the isles of Japan, but we have it on
good word (a Namco employee no
less) that this system is hitting the
USA, which raises the chances of
someone giving us in the far-too-
often-ignored Oceania a look-in. At
least 1'd like to think so.

But don't think the card system
stops at wins and losses. Oh no. This

time around we get to custom-
colour and clothe our characters as
we unlock and win items in single-
play and challenge matches.

0Of course all this doesn't mean
arat's if the game plays like a dog
(toucheé — Ed). Or like Tekken 4 for
that matter. But luckily, and sweetest
of all, it really, veally doesn't. As |
said earlier, Tekken 5 is likely to be
considered the TRUE sequel to Tekken
3. Tag was a gift, and a yummy one
at that, but completely removed
from the Tekken storyline. Tky felt
like Namco had taken someone you
loved ever so dearly, locked them in
a dungeon, and kicked them every
hour, on the hour, over a period of 17
years. Tkg is there in both story and
gameplay.

Not that Tky is being left
completely out of the loop - from
Tekken 4 we are seeing a return
of the sidewalk (though in its new
madified version — see below), walls
{though in their new toned-down
version — see below) and of course
the new characters. Plus a huge cast
of returnees.

How many? Well, we don't know
about all the time-release characters,
but there are 20 ready-to-play out of
the box, and through my connections
I've learnt of a couple more. We
have Jin Kazama (Tky version, not
Tk3), Kazuya Mishima, King, Julia
Chang, Marshall Law, Lei Wulong,
Mina Williams, Craig Marduk, Christie
Monteiro, Steve Fox, Ling Xiaoyu,




Lee Chaolan, Paul Phoenix, Jack-

5 (yeah, a new one), Bryan Fury,
Yoshimitsu and Hwoarang. Three
new faces fill out the top 20 — Feng
Wei (hardcore Chinese guy in a red
pimpsuit), Asuka Kazama (fans of
Jun Kazama should be happy...) and
Raven (think Wesley Snipes in Blade
= as a ninja). These are the only truly
confirmed characters, however we
also know that Anna Williams, Kuma,
Bruce Irvin, a sumo wrestler (most
likely Ganryu) and “spoiler” Heihachi
Mishima will be time-released. The
end-boss is likely to be from a past
game but, in the arcades at least,

an unplayable one. This should keep
toumaments more balanced.

JUGGLES AND HAHA STEPS
But what's so good about the
gameplay? First, let’s get down to
what's different from Tky. The walls
are there, but the uneven ground
and inhibitively small fight arenas
are not. Meither are the ever-so-
lame wall-pushes. Yep, the Position
Change from 4 has been given the
heave-ho, and Tekken's traditional
2 standard throw system has
returned. Back-dash is in again, and
it actually dashes backwards this
time. However, to limit its abuse,

it has been shortened, and many
maoves have been given far greater
range, as well as everyone now
having a longer-range standard
throw. Sidewalk is still present, but
now you have to doubletap for it,
with up and down reverting to their
traditional jobs of jump and crouch
(a single tap still being sidestep of
course). Most importantly, JUGGLES
ARE BACK! | cannot stress how much
this simple fact helps Tekken 5 feel
like a true Tekken game. One of the
greatest changes in the last chapter
was to movement, however playing
Tekken 5 | really felt in contral
again. The characters have shrunk a
little since last time, but this is more
to do with the distances between
characters being greater than
anything else.

The graphics are fantastic too.
The arenas are large and lush,
full of unrelated things going on.
Also, they fimally have the presence
they never had until Tky, being
more akin to the arenas in Soul
Calibur. The locales are simply too
breathtaking to do justice to here,
but burning temples, Pirates of The
Caribbean-style treasure chambers
and wind-swept vistas usually make
for great atmosphere. And, to the
delight of everyone (especially in
the Hyper officel. it looks like the
music is going be worth leaving on
this time around.

With the full arcade release not
due here in Japan until Nevember
or December, Namco still have time
to twist and tweak and make sure
everything's ready. But if the TkNet
feature goes global, | just hope
we're ready. 44

- NAMCO MAY
JUST RECLAIM
THEIR CR

o
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Note the racing gloves and racing
stripes... he's obviously a pro
It's called Wangan but there's
sadly no sign of Q. Wang

Wangan Midnight Maximum Tune 1AvCcO

% l prefer tr_lm use the word
Wangan' these days. In days

of old, Australians would describe
powering down the highway ina
beefy V& muscle car that weighed
as much as sixty million gerbils as
"fangin’. E.g. "I was FANG'IN down
the highway the other day in my
fully blown Monaro when | had to
turn a cormer and because the car
had the cornering capabilities of an
ocean liner, | smashed the car and
scratched my duco”. Wang'an just
seems to sound much kooler and
more, (how you say) ballsey (cough
cough) and just more now’.

A LITTLE WANG ACTION?
When the manga inspired street
racing game Wangan Midnight R
appeared in the arcades over a year
ago, although it had its moments of
mirth, it did not come close to the
visceral excitement that its other
manga inspired main competitor
'Initial D' provided. But this has all
changed and Namco have given
arcade driving fans the game we
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really wanted in the first place
l.e. excellent graphics, a six speed
manual gearbox, more comers and
loads of sidewayz drifting action.
The raised expressways that
weave through the Tokyo Megopolis
have to be seen to be believed. As
property is at a premium, the only
place to put expressways are in the
air. There is something definitely
trippy about gunning down a
road surrounded by buildings it
by tonnes of neon in your teched
out RX7. Wangan Midnight takes
place on the pixelated version of
Tokyo's Metropalitan Expressway
which is divided into 8 different
tracks. As before, in Single player
mode you cruise the highway
listening to techno and locking for
comic book challengers {who say
inane things such as "I feel light
with excitement!"), or you can be
challenged by other arcade players.
There are no checkpoints to
make in this game. You are just
given 1 circuit to complete which is
approximately 7-12 km long taking

you approximately 3-4 minutes at
200 kph* to complete. It's great
that no matter how shitty you are as
a driver, you still get a full game
Unfortunately, the game ends after
each race - unless someone from the
real world challenges you. So the
way to get extra value for money is
by playing in two player mode.

And indeed, the two player mode
is totally awesome.
You can either race
with "handicap’
which means the cars
are standardised, or
You can use cars that
you have modified
(breaks, exhaust,
suspension etc) by winning races
in single player 'Story Mode' and
saved on a propriety 'maximum
tune’ card.

The game's "catch up’
programming is excellent which
ensures you that throughout a two
player race, even if you do skillfully
detour (crash) your opponent into
traffic or a wall, they can still easily

*> Tim Levy

catch up and continue the high speed
duel. This is actually what makes

the game so rad — the neck and

neck, door handle to door handle,
highspeed, red line pinging action
which lasts for 4 minutes- kool!

WANG CHUNG TONIGHT

But the 'Story Mode is also worthy
of mention, as the goal of the

game is to defeat the
legendary 'Devil Z°, and
the enly way of doing
that is by defeating all
the other opponents
and getting your car
fully werked. This in
itself could take at least
a dozen or so individual games to
get to this "final boss' stage.

So if you are into street racing
then this game is a must play. In
fact, it's best not to drive a real
car just moments after playing this
game as you might just prang from
too much wang.

SCORE: 9/10
THAMKS TO LEVOM AMD PLAYTIME GEORGE 5T
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Introducing the next phase in the Dynasty Warriors “4 saga. The warriors
i return with more epic battles and scenarios, devastating Musou attacks,
— and new modes of play. Dynasty Warriors 4 Empires will rewrite the rules
of Tactical Action! This time, the empire you build will be your own.
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Four Xbox consoles and four

Arriving in Bowerstone North,
you are cheered by all for
your recent slaying of the
fearsome wasp queen. Even
the mayoress, Florence
Inglocksbosom, requests
your presence fo thank you.
When her door opens,
at once you are taken aback
by her grace and ample basom. However,
she proves a hard lady o impress. Mo gifts,
expressions or manly feats win her over,
unlike the growing crowd of regular town
women tracing your steps with their fluttered
hearts (and severe lice). What do you do?

copies of Fable t“give away!
Just Subscribe for your chance to win! 0\\ ;{ | i'! ‘ @%

a) Seek grander and more dangerous quests all
in the hope of winning the mayoress's heart.

b) Accept lice as a necessary sacrifice.

c) Slay the cow with your large 2
hammer. . s,
d) Slay everyone with your bl
large hammer. -

) Subscribe to Hyper.

Only one choice
will guide you
through the land of Australian videogames with
the best local and international multi-format
opinions. It might even get you bosom.

The same choice can win you one of four Xbox
consoles, along with a copy of Peter Molyneux's
long-anticipated RPG, Fable. It's available from
October, only on Xbox.

The choice is easy. The choice is [e).

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 slamming prize!
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1983

Lo A Classic Is Bom
STAR WARS (A.K.A. Star Wars:
The Arcade Game)
Platforms: Arcade, Vorious

Developer: Atari
M This is the Star Wars game that

=
most people instantly recognise and
mistakenly assume was the "first”.
Debuting in the arcades, it didn’t
»» ELIOT FISH take long for this masterpiece to get

ported to the home systems. The
aim was to shoot down TIE Fighters,
1 97 7 was a momentous year. It was the year Elvis Presley died, football genius Thiemry Henry skim the surface of the Death Star
was born, Atari launched its VCS home videogame console, and brit comic 2000 destroying gun turrets and then
A.D. was launched. It was also the year that the phenomenal Star Wars hit cinemas drop down into the trench for the
worldwide and captured the imaginations of millions of people. But it wasn't until five years later, in 1982 (co- legendary proton torpedo sequence.
incidentally the year that Atari renamed the VCS to the Atari 2600), that the first Star Wars videogame came into The 3D colour Vector graphics (and
existence. ronically, it wasn't based on the first Star Wars film, but its sequel, The Empire Strikes Back (1980). cool sit-down arcade cabinet) was
The debut of Parker Brothers' The Empire Strikes Back on the Atari 2600 would spark to life what is now 22 years very impressive, as was the music
worth of Star Wars videogaming entertainment. With the upcoming release of Knights of the Old Republic I, Star and sampled speech from the film
Wars: Battlefront and Republic Commando, you'd have to agree that Star Wars gaming is at its strongest in years. — from Obi-Wan's "Use the Force,
Let's take a look back at the long rich history of Star Wars games and see how it went from Ewok to Wookiee... Luke" to Darth Vader's "The Force is
strong with this one” —which was
extremely difficult to achieve on the
hardware of the time.

RETURN OF THE JEDI: DEATH
STAR BATTLE

Platforms: Atari 2600, Atari 5200
Developer: Porker Brothers

M Where the Battle of Endor from
1983"s Return of the |edi was an
amazing spectacle to behold on the
silver screen, this Parker Brothers
game based on the same action
sequence wasn’t much more than
adamp squib. Piloting a tiny
Millennium Falcon at the bottom

of the screen, the aim was to slip
through the Imperial shield and
then shoot through to the core of the.
Death Star and dodge the resulting
fireballs. Then repeat. Ugh.

Trivia: Death Star Battle is rather similar
in design to Atari’s 1981 cult hit, Yar's
Revenge. Just flip the screen 90 degrees
and there you go.

1982
The Saga Begins

STAR WARS: JEDI ARENA
Platforms: Atori 2600
Developer: Parker Brothers
B Another game from Rex Bradford
PLATFORMS: Atcri 2600, Intellivisian (The Empire Strikes Back, 1982), Jedi
Developer: Porker Brothers Arena was a rather poor attempt at
Piloting a Rebel Snowspeeder, the object of this fast and implementing the lightsaber into a
furious side-scrolling shooter is to destroy as many Imperial Star Wars game for the very first time.
Walkers (AT-ATs) as possible before they reach the power This game was played using the Atari
generator or destroy your fleet of Snowspeeders. paddles, and rather than it being a
The game was programmed by one man, Rex Bradford, clash of sabers, the aim was to shoot
whao went on to develop more Atari 2600 titles and enjoy a bolts from the seeker in the middle
long career in the games industry. He has since worked on of the screen at your opponent by
System Shock (Looking Glass Studios, 1994) and most recently "aiming” with your lightsaber. You
was lead programmer on Sierra's Empire Earth! then had to defend your force shield
from your opponent’s shots by
Trivia: Legendary games p Jeff Minter, paradied Atari’s blocking with your lightsaber. Our
Empire Sirikes Back with his own game, Atiack of the Mutant Comels advice is to play with the blast shield
(Uemasoft, 1983) for the C-64 and Sinclair ZX Spectrum. down so you don’t have to stare at
this ugly mess of a game for too long.

THE EMPIRE STRIKES BACK




1984
Atari Strikes Back

THE EMPIRE STRIKES BACK
Platforms: Arcade, Various
Developer; Atari

M Atari returned Star Wars to

the arcades with this successful
conversion of their previous hit.

The Empire Strikes Back used the
same vector engine, but instead
took players through the battle

of Hoth, a TIE Fighter space battle
and an asteroid field escape in the
Millennium Falcon. Not quite as
memorable as the original Star Wars
arcade game (although it carried
many more cool speech samples),
but a simple fun shooter nonetheless.

RETURN OF THE JEDI

Platforms: Arcade

Developer: Atari

M For their final Star Wars arcade
game, Atari sadly abandorned the
sexy vector graphics and first person
perspective for a more traditional
raster graphics style and third
person view. This game was divided
up into three stages: the speederbike
chase, AT-ST/Millennium Falcon and
Death Star attack, and mimicked the
isometric perspective gameplay of
other arcade hits such as Zaxxon.
Most gamers will remember this one
as a deadly coin guzzler, as it was
incredibly difficult to survive even
past the first stage.

Trivia: Corey Feldman can be seen
playing a Return of the Jedi arcode cabinet
in The Goonies (Warner Bros, 1985).
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1991
Our Only Hope

STAR WARS
Platforms: NES, Game Boy
Developer: Lucasfilm Games, Beam
Software
W After almost 7 years lost in
hyperspace, Star Wars eventually
returned to the world of videogames
with not so much a bang as a
harmless pop. The debut of Star Wars
on the NES was exciting for fans,
but the game turned out to be a
rather drab platformer that failed to
recapture the events from the film.
However, in terms of the survival
of Star Wars videogames, the most
important thing was that this was a
rebirth of Star Wars games on home
console that would eventually lead to
the incredible Super Star Wars series
on SNES and a seriously big boom in
Star Wars games on all platforms.

Trivia: Back in 1987, Nomco developed o
Star Wars game for the NES that was never

released oufside of lapan, and considered
by many fo be a superior game lo Beam's
1991 effort. Lucky Jopenese gomers!

1992
A Super Year

THE EMPIRE STRIKES BACK
Platforms: NES, Game Boy
Developer: Lucosfilm Gomes,
Sculptured Software

B Only a year later, the NES sequel to
Star Wars materialised, this time co-

license. Who can forget the Jedi
double jump?

Super Star Wars proved to be
more than a fair challenge too — to
finish the game you had to play
from the first level to the last in one
sitting (unless you were happy to
leave your console on overnight) as
no password save system had been
implemented! Despite its incredible
difficulty, the action was so much
fun that gamers were more than
willing to stick with it and cement
Super Star Wars into gaming history
as a true 16-bit classic.

X-WING

Platforms: PC, Mac

Developer: LucosAris, Tofally Games
W We're really getting into the
classics now... X-Wing was a
bombshell on the PC platform when
it was released, coming from the
same development team that had
brought the world the critically
acclaimed Wwil flight combat
simulator, Secret Weapons of the
Luftwaffe in 1991, The PC platform
had never seen a Star Wars game as
ambitious as this, previously only
being host to creaky ports of the old

[top] Jedi Arena
[above] Super Star Wars
[right] Star Wars Arcade

developed by Sculptured Software
instead of Australia's Beam Software.
The general consensus was that this
was worse than the first Star Wars
NES game, even though it was more
impressive graphically, had maore
Force powers and stuck more strictly
to the plot of the film. Frustratingly
difficult. On the evidence, it probably
comes as no surprise that Return of
the Jedi for NES never got made.

SUPER STAR WARS

Platforms: SNES

Developer: LucosArts, Sculptured
Software

M It was around this time that
Lucasfilm Games officially became
LucasArts Entertainment Company;
this also coincided with a rebirth

of Star Wars on the home games
consoles. Super Star Wars on the
Super Nintendo may have been yet
another remake of the first Star Wars
film, but it took the world by storm,
garnering rave reviews and thrilling
gamers with its rich graphics, great
music and amazing sound effects. It
was a typical style of game for the
time — a side-scrolling platformer —
but it had so much detail, inventive
level design and variety that many
felt it was an instant classic. Pretty
good for a game based on a movie

1993
Gold Medals For All

STAR WARS ARCADE

Platforms: Arcade, Sega 32X
Developer: Sega

M Star Wars returned to the

game arcades with a big budget
blockbuster outing from Sega. This
huge impressive cabinet seated up
to two players at once (one player as
pilot and another player as gunner).
Though it was titled Star Wars, the
game was actually set during the
events of Return of the Jedi and the
huge space battle above Endor,
culminating in an attack on the
unfinished Death Star Il. The huge
screen pumped some fat polygons
about the place, complete with
thumping sound effects to make the
experience suitably cinematic with
lots of flashy effects.

The home conversion for the Sega
32X had to make some fairly major
sacrifices to the graphics, but it is
still an impressive example of the
polygon capabilities of this Sega
home console device and one of the
best games available for it.

Atari Star Wars arcade game.

Finally gamers got to pilot an
X-Wing with complete freedom,
navigating through space, targeting
Imperial craft and completing a
variety of cool Star Wars missions,
from escorting other craft to running
bombing missions on Star Destroyers
and even attacking the Death Star.
This was the world's first Star Wars
simulation, immersing gamers in the
Star Wars universe like never before,
complete with 30 polygon graphics!
Maturally, the game went on to win
numerous awards from the industry,
as well as becoming the best selling
game of 1993,

Add ons: There were two
expansion packs released for X-
Wing: B-Wing and Imperial Pursuit.

Trivia: The main man behind XWing,
Lowrence Holland, is still CEQ of Totally
Games, ond most recently oversaw Secret
Weapons Over Normandy for LucasArts.

REBEL ASSAULT

Platferms: PC, Mac, 3DO, Sego CD
Developer: LucosArts

W Rebel Assault was an attempt

at providing a truly cinematic

Star Wars experience. Rather than
plonking the player in a cartoony
gameworld, Rebel Assault featured
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pre-rendered backgrounds that
were considered photo-realistic
at the time, thanks to the storage
capacity of the new CD-Rom format.
CD-Rom also allowed for the actual
film soundtrack to be used, along
with clips from the Star Wars films.
Gameplay was mostly on rails,
with the action revolving around
aiming and shooting at targets or
guiding your spacecraft around
obstacles as the camera panned
through the environment. Whilst
now considered to be a rather
crap piece of semi-interactive
entertainment, it was a massive hit
at the time for its impressive use of
technology.

STAR WARS CHESS

Platforms: PC, Sega CD

Developer: Software Toclworks

B Dressing up the wonderful game
of Chess with Star Wars characters
in a bid to sell software was a very

” e ; canny piece of marketing. Just
-SUPER EMPIRE STRIKES BACK (1993) like the PC game, Battle Chess,

Platforms: SMES / Developer: Lucastris, Sculptured Software successful moves are rewarded

B The Super Star Wars series returned in style with Super Empire with an animated battle between
Strikes Back. LucasArts learnt from their mistakes with the first the characters. Thanks to the
game and implemented a password save function into this game cute Star Wars characters, sound
to offset the difficulty of the platforming gameplay. Even better effects and music, the game of
was the variety of action on offer and the overall-quality of the Chess was brought to life for fans
level design, animation and sound. Sega Megadrive fans were of the movies. Star Wars Chess
known to cry themselves to sleep at night that the Super Star Wars probably marked the beginning of

their quality.
Just like the Star Wars film trilogy, Super Empire Strikes Back
would become the fan favourite of this videogame seriess

= most of which we’ve ignored in
this feature.

d
g e ot gy ., series was exclusive to the Super Nintendo. These games are still more Star Wars themed interactive
i_i i ‘ * i‘ i QF‘ highly playable today = overten years down the track £ such is edutainment and kids’ software
- s i - tihette ) 2
. = = =
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1994
The Power of the Dark
Side

SUPER RETURN OF THE JEDI
Platforms: SNES, Game Boy
Developer: LucasArts, Sculptured
Software

B Super Return of the Jedi is
considered the weakest of the three
Super Star Wars games (maybe for
making gamers play as Wicket the
Ewok), although it still qualifies

as a cool platformer. The game
begins with a landspeeder ride to
Jabba's Palace and ends with a
deadly fight against the Emperor
himself, complete with frantic
dodging of Force Lightning! The
main problems were that by this
stage the same gameplay ideas
were being rehashed and there was
nothing terribly new to get excited
about, apart from a very cool
attempt at replicating the awesome
speederbike chase from the film.

Trivia: The Game Boy version of Super
Return of the Jedi is o different game
altogether and resembles more the early



NES Star Wars games. The Super Star
Wars series is yet to be revived on the
GBA or any other platform.

TIE FIGHTER
Platforms: FC, Mac
Developer: LucasArts, Totally Games
M TIE Fighter has a reputation for
being one of the best Star Wars
PC games of the last decade. This
was a continuation of the X-Wing
series, the difference being that this
time around you were flying for the
Empire. Again, it was developed
by Larry Holland and his team at
Totally Games in conjunction with
LucashArts, turning out another
stunning space combat simulation
that was challenging, immersive and
authentic. TIE Fighter still struggles
into various PC games magazines’
top games of all time lists, and in
1997 was voted "Best Game of all
Time" by PC Gamer magazine.
Add-ons: TIE Fighter was
successful enough to enjoy two
expansion packs, Defender of the
Empire and Enemies of the Empire.
Fan-sites: There are still existing
fan sites for TIE Fighter. Go take a
look at: www.ehtiecorps.org and
marvel at the fervent fanbase.

Trivia: TIE Fighter gave fans their

themselves in the Star Wars world
and take it on with a blaster in
hand, but a quality PC game that
stunned critics and still to this day
holds a special place in the hearts of
PC gamers worldwide.

The main protagonist was the
gruff commando-for-hire, Kyle
Katam, who quickly became a
much-loved character in the Star
Wars Expanded Universe, spawning
action figures, comic books and
merchandise, Kyle Katarn was
destined to continue his adventures
in Dark Forces II: Jedi Knight,

Jedi Knight Il and Jedi Outcast.
However, many gamers believe his
time in Dark Forces when he was a
gunslinger in the mold of Han Solo
— before he discovered the power of
the Force in the subsequent sequels
— is still his best incarnation to date.

Dark Forces was so popular
that it also inspired hundreds of
fan made mods. All-new single-
player campaigns, bizarre spin-off
adventures and expansions worthy
of LucasArts itself have now been
available for download for years.

Trivia: Dark Forces' Kyle Katarn has
become so popular, that he now has his
own officiel dotabank entry on Lucasfilm's
Stor Wors website, olongside the
characters from the films (www.starwars.
/

first look at the Imperial k Id of
Coruscant a good five years before The
Phantom Menace.
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1995
Nothing Like A Blaster
At Your Side

DARK FORCES

Platforms: PC, Mac, PSOne
Developer: Lucashris

B Dark Forces, along with Doom,
is considered to be one of the
most formative games of the first
person shooter genre, Dark Forces
was the first FPS to allow gamers to
investigate their environment by
looking up and down, as well as
being able to crouch and jump. But
aside from introducing innovative
controls, Dark Forces boasted a
strong storyline, incredible level
design and seat-of-your-pants
action. Many still consider Dark
Forces as the best game LucasArts
ever made, and one of the best PC
games of all time (yes, along with
TIE Fighter!). It wasn't just a superb
game for fans wanting to immerse

[far right] The brilliont TIE Fighter

[above right] The less than

brilliant Shadows of the Empire
[right] The "inferacti

com/

ew.himl).

Bonws Trivia: The actor who voiced Kyle
Katarn in Dork Forces, Nick Jomeson,
recently provided the voice of Emperor
Palpatine in the Clone Wars cartoon mini
series, as he did in TIE Fighter, Rebel
Assoultll, XWing: Alliance and Stor Wars:
Galactic Battlegrounds!

REBEL ASSAULT ll: THE HIDDEN
EMPIRE

Platferms: PC, Mac, PSOne
Developer: LucasArts

M In the shade of the massive
success of Dark Forces, LucasArts had

entertainment” of Rebel Assault II

another shot at the pre-rendered
cinematics of Rebel Assault with
Rebel Assault I1: The Hidden Empire.
Promising far more interaction than
the original, Rebel Assault Il was
certainly a much improved game
over the original, however it still
suffered from limited interactivity,
despite its entertaining cinematic
presentation. Gameplay was still

on rails, although the visual thrill
more than made up for that in the
eyes of hardeore fans who wanted to
experience the first ever live-action
FMV cutscenes in a Star Wars game.

Trivia: Rebel Assault Il is also bursting
with “easter eggs” of which LucasArts still
has a list for gomers o investigate. Ched

4, /

rebel base on Hoth to piloting the
Outrider through an asteroid field
and dogfighting with TIEs. Problems
with the camera, stiff controls and
frustratingly infrequent save points
prevented Shadows of the Empire
from being a minor classic, although
the game's first level - the attack on
the AT-ATs during the battle on Hoth
- was a very impressive piece of 30
gaming for 1996.

it out af wWww, ts.com/p

rebel2/reb_eggs.htm.

1996
Merchandising
Mayhem

SHADOWS OF THE EMPIRE
Platforms: Né4, PC
Developer: LucasAris
B Shadows of the Empire introduced
Dash Rendar - a new hero character
in the mould of Kyle Katam. The big
deal about Shadows of the Empire
was that Lucasfilm allowed the game
to be set in-between the events of
The Empire Strikes Back and Return
of the Jedi, allowing LucasArts to tell
the story of what happened between
the two films. Naturally, Lucasfilm
made a fairly big deal about this
fact, and Shadows of the Empire
spawned an official novel, action
figures, comic books and other
assorted merchandise.
Unfortunately, the game didn’t
quite live up to the hype. Shadows
of the Empire was one of the
first games for the Nintendo 64,
featuring a hybrid of first-person
and third-person gameplay, from
shooting up Stormtroopers in the

: LucasArts

M If Shadows of the Empire was
foreshadowing (forgive the pun)

a trip down the dark side for
LucasArts, then Masters of Teras Kasi
was the full-blown warning signal
that Star Wars games were to take

a sudden turn for the worse. After
years of almost faultless product,
the next four to five years would see
some of the worst Star Wars games
in existence. It all started with this
awful 3D fighting game featuring

a cast of Star Wars characters. It
seemed that instead of innovating
and inventing new and exciting
gameplay (X-Wing, TIE Fighter,
Super Star Wars), LucasArts had
started to fall guilty of simply
rehashing already popular games
with a fresh coat of Star Wars paint,
Masters of Teras Kasi was a generic
fighting game that lacked challenge,
decent controls and depth. This is
one that can be happily forgotten
by Star Wars gamers everywhere.

YODA STORIES

Platforms: PC, Game Boy Color
Developer: LucosArts

B Yoda Stories is an odd little game,
one of a few "desktop adventures”
that LucasArts decided to release
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c eing an Interceptor
X-Wing versus TIE Fighter
focussed heavily on multi-
player, to the detriment of the
single-player missions ¥

X-WING ALLIANCE (1999)
Platforms: PC

Developer: Tolally Games,
LucasArts

B X-Wing Alliance was another
installment in the X-Wing series
and a return to a single-player
focused experience. Once
again, Totally Games were
responsible, but this time they
surprised gamers by putting
the Corellian YT-1300 freighter
(the same type of spacecraft as
the famous Millennium Falcon)
into the spotlight. with the
mtroduction of fancy coloured
lighting effects and high
resolutions, the series had never
looked so good. The single
player game was also complete
with an enjoyable story and a
nice variety of mission types.
X-Wing Alliance was a real
retum to form for the series and
was critically acclaimed in most
gaming publications. Sadly, it
was not successful enough to
encourage LucasArts to release
any expansion packs.

Trivia: A fonsite still exists at
www.xwingalliance.net.
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into the wild. It was a simplistic
puzzle game, designed to be played
on your coffee break at work,
although it would eventually be
ported to the Game Boy Color. As far
as puzzle games go, Yoda Stories
wasn't exactly a Tetris beater, but

it was still a charming little game
that was very much misunderstood.
The game also came packaged with
some Star Wars multimedia, such

as desktop wallpaper and a clip on
the making of the Star Wars Special
Editions. A fun little romp.

JEDI KNIGHT: DARK FORCES Il
Platforms: PC

Developer: Lucasiris

M Kyle Katarn discovers the power
of the Force and sets out to become
a Jedi Knight and stop the evil
Dark Lord Jerec from commanding
the power of a hidden Jedi burial
ground. It has to be said that the
story in this sequel to Dark Forces
wasn't quite as exciting as the
original, and it was disappointing
that LucasArts decided to abandon
the comic-book style cutscenes for
live action FMV which didn't gel
terribly well with the game itself.
However, knowing that they had

to follow up on the classic that was
Dark Forces, LucasArts’ Jedi Knight
was a very successfully transition for
the series into full 30 and a worthy
sequel to the brilliant original, even
if it wasn't quite as innovative.
Level design was still epic and the
game retained the strong Star Wars
atmosphere that made the original
Dark Forces so successful, so mest
fans were more than happy

What most excited gamers at
the time was the chance to wield a
lightsaber in first person (although
the game also featured a third
person perspective), The elegant
weapon was very well implemented
and Jedi Knight even featured a
multiplayer mode where players
could face off against each other
with a set of Force powers and their
trusty lightsabers. A comprehensive
fansite, www.jediknight.net, is still
going strong.

Add-ons: The Mysteries of the
Sith expansion pack gave fans the
chance to play as the popular EU
character, Mara jade.

STAR WARS MONOPOLY
Platforms: PC

Developer: Artech Studios

B In the vein of Star Wars Chess, this
was simply the well-known game

of Monopoly adormed with Star
Wars characters and sounds effects.
Littered with clips from the Star
Wars trilogy and some humourous



animation, Star Wars Munopuly was a
nice package for gamers addicted to
playing Monopoly. To the rest of us,
however, it can only really be viewed
as a bit of a "whistle®-worthy novelty.

X-WING VS TIE FIGHTER
Platforms: PC

Developer: Totally Games, LucaosArts
W Fans of X-Wing and TIE Fighter
were tickled pink to get their hands
on the next game in the series, X-
Wing Vs TIE Fighter (what else could
it have been named after all?). The
difference with this release is that the
focus was more on the multiplayer
aspect of pitting human players in
X-Wings against human players in
TiEs. The game did come with single
player missions, but it lacked any
strong storytelling or the polish and
depth of the previous twe games in
the series, so some gamers were left
rather disappointed. However, there
were various challenging scenarios
that were a true test of even the most
hardcore gamer's space combat
skills and the game did sport some
enhanced graphics.

Add-ons: The Balance of Power
expansion attempted to rectify the
lack of story in XVT by introducing
a whole new single player campaign
complete with cutscenes.

1998
Red 5 Reporting In

STAR WARS: REBELLION
Platforms: PC
Developer: Coclhand ive,
LucosArts
M Rebellion was another
disappointment for PC gaming
Star Wars fans. Promising to be an
original hardcore strategy title, it
eventually turned out to be not much
more than a tedious strategy game
that didn't come within a hyperspace
jump of the successful game it
wanted to imitate, Masters of Orion.
Playing as either the Rebel
Alliance or the Galactic Empire,
the aim is simply to take control
of the entire galaxy with your
fleets of spaceships or wily use
of diplomacy. The game suffered
from some serious interface issues,
and each game felt repetitive and
lifeless. With the concept bearing
little resemblance to the Star Wars
universe as we know it, Rebellion
just felt like a generic strategy rip-
off with the Star Wars name slapped
on the box.

Trivia: There is still an existing fansite ot
www.swrebellion.com

STAR WARS TRILOGY

Platforms: Arcode

Developer: Sega

M Sega’s Star Wars Trilogy was one
of the most ambitious Star Wars
games to ever hit the arcades,
taking on the entire movie trilogy
with an amazing variety of missions.
From piloting a Snowspeeder and
taking on AT-ATs to wielding a
lightsaber against Darth Vader,
this was a visually stunning arcade
game that was guaranteed to
gobble coins like nothing else
before it. The gameplay, however,
was plagued with some annoying
controls and once you'd seen what
the machine had to offer, there was
little motivation to play it again.
However, the presentation was so
impressive, it was certainly very
hard to resist this one when perusing
somewhere to plunk your spare
change. What we'd give to have
one of these arcade cabinets in our
living room....

ROGUE SQUADRON

Platforms: Né4, PC

Developer: Factor 5

M LucasArts getting in developer
Factor 5 to make a series of
spaceship combat games for the
consoles was an inspired decision.
This first outing, Rogue Squadron,
very quickly became a big hit on
the Nintendo 64 with excellent
mission design and some thrilling
dogfighting action. The game
explored the exploits of the Rogue
Squadron led by Rebel heroes Luke
Skywalker and Wedge Antilles
during the time period between A
New Hope and The Empire Strikes
Back. Getting to pilot a variety of
Rebel craft and fly over the surface
of familiar Star Wars locations made
Rogue Squadron a satisfying treat
for fans. A miner classic.

Trivia: Typing BLAMEUS into the
password screen will display a photo of
the Factor 5 development team!
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1999
Year of the Menace

STAR WARS EPISODE I: RACER
Platforms: Né4, PC, Mac, Dreamcast,
Game Boy Color

Developer: LucasArts

B If any action scene from Episode
I: The Phantom Menace was to

be earmarked for a videogame
onslaught, it cbviously had to be
the pod race sequence. This was
also the first ever Star Wars racing
game, and it must be said that
LucasArts did a pretty good job at
simulating the super fast speeds

& - #H

[top] Wochoo! Lets kill some crappy robats! The Phantom Menace strikes

[obove left] Kyle Kartarn ‘discovers’ his Jedi Ability in Dark Forces Ii
[abeove right] Cute litle Darth Vader in Episode 1: Racer

that were witnessed in the film.
Track design was outlandish, the
pods and their hulking engines
looked excellent and some of the
graphical effects made Racer stand
out as quite a polished piece of
software. If anything, the game was
too easy and lacked any real depth
or challenge. A fun blast for a quick
fix of high speed thrills, though. Jake
Lloyd (the young Anakin Skywalker)
provided his voice for the game too.

STAR WARS EPISODE I: THE
PHANTOM MENACE

Platforms: PSOne, PC

Developer: Big Ape Productions,
LucasArts

W This videogame based on the
events of the film controversially
hit stores before the film hit the
cinemas, giving fans the chance
to get a look at characters and
action scenes from what was a
universally anticipated cinema
event, Sadly, the Phantom Menace
videogame was as patchy as the
film turned out to be. Like the
film, this action game had its
moments, but ultimately the flaws
outweighed any of the positives
and it was destined for the bargain
bin. Tellingly, LucasArts did not
release a game based on the

next film, Attack of the Clones,
instead opting to concentrate on
games based on specific action
concepts instead. Developer, Big

Ape, have most recently produced
Celebrity Deathmatch and Simpsons
Wrestling, which says it all really.

B

2000
The New Millennium
(Falcon)

STAR WARS RACER ARCADE
Platforms: Arcode

Developer: Sega

B Wow. Anyone who has played
Racer at the arcades will attest to
how well Sega captured the speed
and excitement of the pod race
from Episode |. This was essentially
Episode |: Racer on some serious
steroids! The deluxe sit down cabinet
was designed just like Anakin's pod
racer from the film, complete with
the same cool throttle controls. Up
to four of these could be linked up
in an arcade for some seriously fun
multiplayer pod racing. Graphics
and sound were all exceptional —a
very cool arcade game.

FORCE COMMANDER

Platforms: PC

Developer: LucasArts

W With 3D strategy games coming
into fashion, LucasArts followed
suit with this attempt at another
Star Wars RTS. The concept was
good, but the execution was poor.
The game was mostly panned by
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JEDI KNIGHT Ii: JEDI OUTCAST
o (2002)
= .~ 4 Platforms: PC, Mac, GomeCube, Xbox
Developer: Roven Software
B The Dark Forces series had slowly
been transformed into the Jedi
Knight series, with Jedi Outcast
being tagged as Jedi Knight 1l
instead of Dark Forces IIl. Developer,
Raven Software, the company
behind shooters such as Soldier of
“Fortune and Star Trek: Elite Force,
“were trusted by LucasArts to take the
_ helm here, but many fans felt that
~ the story and level design in Jedi
Outcast showed |ittle understanding
of the Star Wars universe or what

er dull "kill
set-pieces. The story
also made very little sense.

Graphically, the game was quite
polished (the Quake I1I: Team Arena
3D engine was used), and the
lightsaber effects were better than
ever, but it seemed that Kyle Katarn
had really lost his way with this one.
Were Raven Software simply the
wrong company to take control of
this classic series?

o

critics for its frustrating controls,
lack of depth and various bugs and
glitches. The 3D engine just didn't

cut it, and LucasArts obviously
thought so too, eventually going

back to a more traditional 2D engine
for their next attempt at the RTS

genre in 2o0l. Still, it was fun to

zoom the camera in on a column of
AT-ATs and watch as they decimated °
a Rebel base, eh? Cheap thrills.

STAR WARS EPISODE I: JEDI
POWER BATTLES

Platforms: PSOne, Dreamcast, GBA
Developer: LucasAris

W |edi Power Battles was a typical
platforming game with the added
novelty of two players being able
to play through the game co-
operatively, just as Obi-wan and
Qui-Gon Jinn carved through the
Battledroids at the beginning of
The Phantom Menace. This was a
bit of a ‘love it or hate it' game,
as it suffered from some terrible
bugs and glitchy design, and yet
the simplistic action of chopping
enemies up with lightsabers was
strangely compelling and fun for
two players. Considering their
history with Super Star wars, Jedi
Power Battles was but a shadow
of Lucasarts’ former platforming
excellence. Cool box art though.

Trivia: Darth Maul could be unlocked by
playing through the game with Gui-Gon
dinn on Jedi difficulty ond then pressing
the Select button when Qui-Gon is
highlighted in the character select screen.

STAR WARS: DEMOLITION
Platforms: PSOne, Dreamcast
Developer: Luxoflux, LucasArts

M By now, gamers were seriously
starting to doubt whether LucasArts
had the ability to release another
decent Star Wars game. Aftera
string of flops, Demolition proved
to be yet another car crash of a
videogame. Essentially a carbon
copy of Vigilante 8 or Twisted Metal

* but with Star Wars vehicles, it was

typical of LucasArts at the time — just
copy an already popular game and
stick Star Wars stuff in it. Demolition
was uninspired and buggy and
received a warranted critical slating.
Whilst Demoalition was handled by
developer Luxoflux, a question was
still ringing in the ears of fans: What
had happened to the LucasArts of
old that was renowned for its high
standards and quality?

EPISODE I: OBI-WAN'S

ADVENTURES

Platforms: Gome Boy Color
Developer: Hoigen Studios




M This little Game Boy title went
largely unnoticed by Star Wars
gamers, and you couldn’t blame
them. It looked and played like a
fairly low budget game. Based on
the same concept as Jedi Power
Battles, this was a third person
lightsaber hack 'n’ slash game set
during the events of The Phantom
Menace. Move along, move along...

...... sssssmssssessssssanssnaanEs

2001
A Battle between Good
and Evil

STAR WARS: STARFIGHTER
Platforms: P52, Xbox, PC

Developer: Secret Level, LucasArts

M Just when Star Wars fans were
ready to give up on LucasArts, Star
Wars: Starfighter debuted on the
PlayStation 2 and proved that there
was still some life in the old girl yet.
Starfighter looked fabulous and
more importantly provided some
engaging dogfighting action, this
time with the Ni Starfighter from
Episode I. A Starfighter Special
Edition was released shortly after for
Xbox, sporting improved graphics
and bonus gameplay features
including an enhanced two-player
mode. Starfighter was an indication
that the future of Star Wars on the
next-generation consoles was a lot
brighter than previously thought.

Trivia: Using the password JAMEZ unlocks
“A day in the life of a concept artist”.

STAR-WARS EPISODE |: BATTLE
FOR NABOO

Platforms: N&4, PC

Developer: Foctor 5

W Battle for Naboo was a sign that
even Factor 5 were capable of putting
a foot wrong. On the tails of the
excellent Rogue Squadron, Battle

for Naboo felt like a bit of a rehash
with Episode | vehicles. Whilst still an
enjoyable game, it didn’t have the
same quality in mission design as
Rogue Squadron and left Né4 gamers
clamouring for a true sequel to their
beloved Original Trilogy game.
Battle for Naboo was also released
for PC, but in the shadow of the
X-Wing series, most PC gamers
dismissed it as nothing more than
a weak arcade game. Luckily for
Factor s, it wouldn't take long for
them to redeem their reputation in a
very big way on the GameCube.

SUPER BOMBAD RACING
Platforms: P52

Developer: Lucas Learning

W Even though they had already
brought the world Episode I: Racer,
another game based on pod racing
was released, this time aimed at an
even younger audience. Cynical
gamers easily pegged Super Bombad
Racing as an attempt to recreate the
popularity of Super Mario Kart but
with Star Wars characters — complete
with the Japanese style super-
deformed heads. Super Bombad
Racing failed to offer the depth, track
design or slick controls of other kart
racing games on the market and
ended up little more than a pale
imitation of other better games.

GALACTIC BATTLEGROUNDS
Platforms: PC

Developer: LucasAris

M Galactic Battlegrounds was once
again an attempt by LucasArts

to satisfy fans with a Star Wars
themed RTS game. What better way
to ensure it would work this time
around but to copy an already
successful title? Yes, Galactic
Battlegrounds used Ensemble
studio’s Age of Empires engine and
replaced all of its content with Star
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[above] Goloctic Battlegrounds ditched the 3D engine and almost come out a winner

Wars stuff. Most gamers felt that this
was a game LucasArts should have
released many years earlier (Age
of Empires was released four years
earlier in 1997), and as a result it was
criticised for being behind the times
and all-too similar to a game that
had already been played to death
for a number of years. It seems that
with strategy games, LucasArts just
couldn’t win the battle. Thanks to
the solid engine, however, Galactic
Battlegrounds still offered the best
Star Wars strategy gaming to date.
Add-ons: With Episode II:
Attack of the Clones around the
corner, the Clone Campaigns
expansion pack introduced
elements from the new film.

0BI-WAN

Platform: Xbox

Developer: LucasArts

M LucasArts hadn't yet thrown out
their Jedi Power Battle design doc.
Obi-Wan, an exclusive for Xbox,
played like a zoomed in third-
person version of Jedi Power Battles,
with more emphasis on acrobatic
lightsaber fighting and Force
powers. Uninspired level design and
bland action let the game down,
and even the inclusion of a split-
screen two-player lightsaber arena
mode couldn’t save Obi-Wan from
vanishing into obscurity, just like
an old-man in the Jundland Wastes.
Another weak link in the LucasArts
chain of videogames.

ROGUE LEADER:

ROGUE SQUADRON Il
Platforms: GomeCube

Developer: Faclor 5

B It's with great relief that we can
round off the year of 2001 with a
good game. Factor 5 blessed the
GameCube with one of the best-
looking Star Wars games fans had
ever seen. Rogue Leader was in some
ways a remake of the original Star

[top] Starfighter was o welcome return
to form, and pretty as a galactic princess
[ebove] Super Bombad Racing was just
stupid

Wars arcade game, with elements
of X-Wing and Rogue Squadron,

all rolled into one of the most
drool-worthy engines that had
ever powered a Star Wars game.
Never had a Star Wars game been
so faithful to the look of the films,
recapturing all the great space
battle moments with all the detail
and polish that fans should expect.
Blink and you could almost mistake
the game for actual scenes from
the film. Nintendo proudly used
Rogue Leader to promote their new
GameCube console, such was its
impressive graphical quality. It was
easy to tell that true Star Wars fans
had put their heart and soul into
this one.

Trivia: Using the passcode 2INSIDER
unlocks a ‘making of movie, whilst the
code BLAHBLAH unlocks o commentary
frackl

2002
A Veritable Star Wars
Bounty

RACER REVENGE

Platforms: P52

Developer: Rainbow Studios, lucasArts
B The Star Wars games were now
flying thick and fast, so it stands
to reason that fans would have to
take the good with the bad. Racer
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IT"5 GOOD TO BE BAD
Knights of the Old Republic
is one of the few truly great
Star Wars games in the last

ten years
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Revenge was yet another revisiting
of the pod racing concept, this
time set during the time period

of Attack of the Clones, with a
grown-up Anakin Skywalker. Like
Episode I: Racer, Racer Revenge was
a competent enough racing game
with same good high-speed thrills
and pretty graphics, but the depth
wasn't quite there to make ita
must-play game.

STAR WARS: JEDI STARFIGHTER
Platforms: P52, Xbox

Developer: LucasArs

B Knowing they were onto a

good thing with Starfighter, Jedi
Starfighter introduced the cool
spaceship from Attack of the Clones
and thrust gamers into an all-new
space cambat adventure for this
sequel. Jedi Starfighter played it
very safe and stuck to the same style
of mission design and dogfighting
action as the original game, only
really introducing Jedi Force powers
to spice things up a bit. A blend of
elements from Attack of the Clones
ensured that some fans would queue
up to get a peek at content from

the second prequel. A solid but
unremarkable action game.

Trivia: Star Wars: Starfighter and its
character were also strong enough fo be
used in a Dark Horse comic series.

STAR WARS EPISODE 1i: ATTACK
OF THE CLONES

Platforms: GBA

Developer: David A. Palmer Productions
B The only game ta be based omthe
events of the second prequel was
this low-key GBA velease, Attack

of the Clones. A mixture of action,
shoot ‘em up and platforming,
there's very little to celebrate about
this game. Most Star Wars gamers
are happy to let this one slip into
the pit of Carkoon, where it will be
digested for over a thousand years.

BOUNTY HUNTER

Platforms: P52, Xbox, GameCube
Developer: LucosArts

B for years, fans had clamoured for
a Star Wars game that put them in
the shoes of enigmatic anti-hero,
Boba Fett. Finally, in the light of the
new character, Jango Fett in Attack
of the Clanes, LucasArts brought the
world the third-person action of
Bounty Hunter. For the first time in
the history of Star Wars videogames,
George Lucas’ ILM were to have a
hand in developing the cutscenes,
whilst Skywalker Sound would
handle the game's sound effects
and music. This was to ensure some
of the highest quality Star Wars



trimmings to ever grace one of
LucasArts' own videogames!
Despite its quirky controls and
clunky level design, Bounty Hunter
was still a highly playable action
game that did a pretty good job
of showing off just what a Fett
is capable of, from his deadly
;1 hrower to double blast
Even though it didn’t explore the full
potential of the character and his
role in the Star Wars universe, with
an extra layer of polish on the in-
game action, Bounty Hunter could
have been a much bigger hit.

STAR WARS: THE CLONE WARS
Platforms: P52, GomeCube, Xbox
Developer: Pandemic Studios.

M Realising that the relentless

CGl eye-candy of the battle on
Geonosis in Attack of the Clones was
perfect fodder for & videogame,
LucasArts got Pandemic Studios

on the case to revisit some of their
earlier Battlezone Il technology and
cook up a balls-out action game.
Reaction to the game was very
mixed, with some fans dismissing

it as a dismal failure, and others
enjoying the variety and colourful
eye-candy. Certainly, Clone Wars.
sported a number of flaws, from the
horrendous on-foot missions to the
dull split-screen multiplayer mode.
A game that was more miss than hit.

EPISODE 1i: THE NEW DROID
ARMY

Platforms: GBA

Developer; Helixe

B Yep;-another low-budget GBA
game to quietly slip under the radar
of most Star Wars fans. The New:
Droid Army was another slash ‘em up
that put you in the shoes of Anakin
Skywalker. Surprisingly, The New
Droid Army came away as the best
of the handheld Star Wars games,
although that's not saying much.

2003
Rise of the Old
Republic

STAR WARS: GALAXIES - AN
EMPIRE DIVIDED

Platforms: PC

Developer: Sony Online Enferfainment
M If ever there was an ambitious
concept for a Star Wars game,

this was it. Galaxies is the online
massively multiplayer Star Wars
game that's dividing the fanbase
as much as it is the Empire. When

it first launched overseas (Galaxies
has still not seen a local Australian
release) fans paid their subscription
fee and logged on to find a buggy

and incomplete game with certain
features that just didn't function
as advertised. After many a huge
downloaded patch later, Star
Wars: Galaxies is now enjoying a
fairly healthy online existence. It's
certainly no slouch in the visual
department, and the level of detail
in the game is enough to keep any
Star Wars fan occupied for a very
long time indeed. As long as Sony
Online and LucasArts continue

to support it and streamline its
features, the future for Star Wars
Galaxies is quite bright.

Add=ons: The upcoming
expansion pack, jJump to
Lightspeed, promises to integrate
space combat action on a massively
multiplayer scale!

JEDI KNIGHT: JEDI ACADEMY
Platforms: PC, Xbox

Developer: Roven Software

M It pains us to describe this game
as part of the Dark Forces/Jedi
Knight series, so we won't. Jedi
Academy puts players in the role

of a generic Jedi Knight (with both
third person and first person camera
views) and sends them off through
a series of generic shooter levels.
Hordes of aliens and Stormtroopers
get in your way so you can dispatch
them with your endless Farce
powers and lightsaber moves. This
is as generic and predictable as

the action genre can get, and we
seriously hope that LucasArts turn to
someone other than Raven Software
if they intend to ever produce a

Jedi Knight 1l (or Dark Forces IV).
Homogenised and bland, this was
a huge disappointment and insult
to fans.

ROGUE SQUADRON lII:
REBEL STRIKE
Platforms: GomeCube
Developer: Factor 5
M Factor 5 rounded off their Rogue
Squadron trilogy with a misquided
attempt at replicating the Star Wars
action from the films one more time.
Whilst the Space Combat was as
thrilling as ever, the baffling decision
to include awful on-foot levels
was incomprehensible. Whilst the
character models and environments
looked relatively authentic, the
gameplay, controls and camera
were a dog’s breakfast. Thankfully,
there was still enough of the solid
dogfighting action to help you forget
how bad the rest of the game was.
It looked pretty though — especially
the first-person Speederbike chase.
One big redeeming feature was the
inclusion of the entire Rogue Leader
as a two-player co-operative game!
Trivia: Rebel Strike is worth getting

L .

[top lef1] Jedi Academy had plenty of lightsabres but no soul

{top right] Rebel Strike’s speeder-bike level almost made up for the horrible on-

foot levels. Almost...

[abeve] The Jump fo Lightspeed expansion pack for Galaxies looks to be a good
shot in the arm for the online Star Wars community

your hands on for one very simple reason.
I¥'s possible to unlock Afari’s three oniginal
80s arcade games and play them in full!
Yes, the two vector shooters, Star Wars
and The Empire Strikes Back, are both
included, as is the raster graphics action
of Return of the Jedi!

FLIGHT OF THE FALCON

Platforms: GBA

Developer: Focket Studios

B As Obi-Wan Kenobi once said,
“This little one's not worth the effort”.
It seems the handhelds were destined
to get the wrong end of the Bantha
when it came to Star Wars games.
Flight of the Falcon is sadly one of the
worst Star Wars games in existence.
You'd have to be a Nerf herder to
consider picking this one up.

KNIGHTS OF THE OLD REPUBLIC
Platforms: PC, Xbox

Developer: BicWare

B In a startling example of what a
good developer can do with good
material, BioWare grabbed the Star
Wars license by the tail and turned
out the best Star Wars game in
years. Knights of the Old Republic
was also the first Star Wars role=
playing game, a genre that had
been strangely ignored by LucasArts

and yet is seemingly perfect for
bringing the Star Wars universe alive
and plonking the player smack bang
in the middle of it.

Knights of the 0ld Republic (or
KOTOR, as it's affectionately known)
has gone on to win countless
industry awards and sell millions of
copies. It's not a perfect game, but
the good elements far outweigh any
of its flaws, and it's worth playing
through twice just to experience
the light and dark sides of your
character's journey through the
galaxy. Knights of the 0ld Republic
can proudly take its place alongside
classics in the Star Wars catalogue
such as X-Wing, Dark Forces and
Super Star Wars.

Every gamer and his Dewback
knows that Knights of the Old
Republic II: The sith Lords is
underway, and the great news is
that it's being handled by Obsidian
Entertainment, a company made
up of RPG veterans who've brought
us classics such as Fallout and
Planescape: Torment, Another
classic in the making? We reckon so.

With Star Wars Episode Il on the
harizon, we can also surely expect
another few years of wall-to-
wall Star Wars videogames from
Lucashrts. May the Force be with
each and every one of them! <<
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RRP: $899 * URL: www.nokia.com

The Nokia 7200 is one of the

most important phones Nokia
has made in some time. After all,
it marks their very first "clamshell”
style design, and it comes at a time
when they really need to bring
something funky to market, to help
give them get back the edge over
the competition.

Fortunately, the 7200 is that phone.

In terms of aesthetics especially, it's
a triumph, sporting a retro kitsch
design driven by flat, sleek lines and
suede textile panels on both sides
(that slide back to reveal the sim slot
and battery respectively). Indeed,
it's the textile aspect that first jumps
out at you, bringing a warmth and
much more tactile feel to the phone.
It's a simple idea, but a very clever
ploy for Nokia, and helps set their
phone apart from the many other
clamshells available. We're suckers
for great design, and this phone has
it in spades.

Open it up and it's just as funky.
The number pad and LCD both have
waves of white running around their
edges, but it's when using the phone
in dark club conditions that you'll
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really appreciate how slick it is. Flick
it open in the dark and you'll see
the phat figure eight outline around
the number pad and directional
pad glowing white and the main
navigation keys glowing red,
green and blue respectively. It's
an incredibly appealing design,
and the shape itself works
wonderfully with the design
style of the phone as a whole,
keeping the feel very retro.

We even like the look of the
chunky hinge, and opening
it and snapping it shut feels
fantastic, with just the right
amount of tension in the
mechanism. Unfortunately,
once open the hinge is still
flexible, allowing you to open
it even further — all the way to 180
degrees, and this feels really strange
when you're making a call. We
would have preferred it to be either
open or closed, without the option
of "extra open".

The 7200 is quite a large phone
once opened up, which makes
the small screen size a huge
disappointment. It's the same size
as something like the 6220 at 128x128
pixels (and is considerably smaller
than the N-Cage’s screen and
positively tiny next to something
like the Sharp GX-30). The screen
also isn't particularly sharp which is
a shame. The number pad, on the
other hand, takes full advantage
of the available space, but
this actually means that
the buttons are just a
little too large and
spaced out,
with too

much travel time moving from button
to button, meaning pro SMSers
will find they have to slow down a
little. The feel of the button presses
isn't fantastic either, by virtue of
the flat design, the tactile response
isn't quite significant enough.
another thing | really dislike about
a lot of Nokia madels these days is
how tiny and difficult to access the
power button is, and the 7200 is no
exception. That said, it doesn't take
long to adapt to its quirks.

In terms of features, the 7200
is rather run of the mill. Features
that you'd expect from a modern
phone are missing = no Bluetooth,
no tri=band (Dual only) and no
memery expansion slot. It's also
missing smaller things that every
phone should have by now, such as
the ability to set an alarm for every
day of the week, not just the one.
still, you can set the radio as the
alarm tone - although to do that
you have to have the headphones

[left] Like something
out of Star Trek. But
in o good way...

plugged in... even though the sound
is coming out of the speakers.

On the plus side, it supports voice
tags, can take pics at 640x480 (which
is only about 1/3 of a megapixel) and
record video, and even has a built in
voice recorder (although max record
time is three minutes). Plus, there's
the cute mini screen on the outside
of the phone. Not a bad lineup of
features, but we have to admit we
were a little disappointed.

But then, this isn't a phone for
technology nuts —it's a phone for
the style conscious, and in that
capacity it's a great success. The
package comes with headphones
(for the FM radio) and a nice carry
pouch and wrist strap designed to
go with your colour/textile combo.

Nokia have another couple of
clamshells (the 6260 and é170) due
to launch in Australia later this year.
We'll let you know what they're like
as soon as we get test models!

Cam Shea




RRP: $639 = URL: www.nokia.com

The Nokia 5140 is very much
designed for the rugged,
outdoors type. Unfortunately, not
being rugged, or even cutdoors
all that often, perhaps some of the
subtleties were lost on me. Then
again, maybe not — this isn't a phone
about subtlety. This is a phone about
surviving in the wilderness — the
swiss army knife of phones. Or, dare
I say it, the MacGuyver of phones!
Ah Richard Dean Anderson, will you
ever fade away?
Let's run through the list

shall we? Integrated digital

compass? Check, Whistle? Check

Magnifying glass? Check. Built=in

thermometer? Check. Flashlight?
Check. Stop light? Neon light?
Nope. Stopwatch and countdown

timer? Check. Chunky rubber
casing that you could probably
drop off a cliff or dive underwater
with in search of pirate treasure?
Check. Decibel Meter? Check.
Digital camera with sequential
photo ability so you can (at
the press of a button) take
five pictures of yourself base
jumping off a giant robot
clown? Check. Stereo FM radio?
Check, Geod looks and built-in
charisma chip? Erm... no, not
really. The si4o isn't ugly... but
beauty obviously wasn't the
foremost priority of its creators.
Instead, its lines are pronounced and
ebvious, making it a little brick-like
but not unappealing.

The bottomline of course, is that
the si40 really is meant to be a jack of
all phones that you can take "out on
the trail" (wherever that may be) with
you. Hell, it even comes with software

[1e1] Black, ‘L‘ﬁe called "Fitness Coach” where you can
Benneftlikes his  p131 your exercise regime and keep
men

track of how you're going. | guess if |

[right] | don't climb
rocks, | smoke ‘em

NOKIA 5140

did exercise that might seem kind of
appealing. But I don't so it doesn't.

One of the more interesting
features is the new "Push to Talk"
technology, which allows you 1o use
the phone a little like a walkie talkie.
Just push one butten and you can
talk to another person or group over
G5M (GPRS). Of course, everyone else
in the group must have push to talk
compatible phones or devices, but
it's a good idea. Mind you, whether
you'd have a GPRS connection out
in the bush where it would be most
useful is questionable.

In other departments the 5140
is unremarkable. The screen is
reasonable, although limited to 4096
colours (compared to 65K on the
7200), and the camera takes happy
snaps at 640x480. Because of the
rubbery construction, the buttons
have a very good tactile response,
although the buttons on the D-pad in
particular are bunched way too close
together, which takes some getting
used to. It's not actually waterproof
by the way, but the outer casing is
designed to withstand bumps, dust
and water splashes. We would have
tested this out, but we really don't
want to burn any bridges with Nokia.
and outside is scary.

But hey, if you're the kind of guy
who jumps off @ mountain in his
underpants for breakfast, this may
be the phone for you.

Cam Shea
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FOX HOME ENTERTAIMMENT, PG

The coming of the Star Wars

trilogy to DVD should be
cause for unanimous celebration
amongst fans and film aficionados
alike, however there's a bitter taste
to this well-packaged four-disc set
from LucasFilm. Whilst the original
cinema-release Star Wars movies
are undeniable classics and this DVD
reproduction exquisite in picture and
sound quality, the three movies here
are not in fact the original Star Wars
movies as the world remembers them
but the Special Edition versions of the
films with even more new additions
and alterations that awkwardly steer
these original films more in line with
the recent Star Wars prequels.

Whilst the bulk of Star Wars magic
is still intact in 4 New Hope, The
Empire Strikes Back and Return
of the Jedi, these films aren't as
they were when originally released
to cinemas, and it's sad to think
that some of those classic scenes
- such as Han Solo shooting first in
the cantina - will forever be lost to
memeory. George Lucas may have
ways of explaining these continual
alterations, but the sad fact is that
the Star Wars movies on these DVDs
are getting even further from the
classics they once were, Not anly
is this revisionism disruptive to the
style of the original films, but it
assumes that the world is as much
enamaoured with the prequels as
they were the originals, which is a
baffling and disrespectful decision.

However, the extras included
here are both comprehensive and
entertaining, giving us a look
at never-before-seen behind
the scenes footage mixed with
insightful interviews both with the
actors (such as Harrison Ford, Carrie
Fisher and Mark Hamill}, and the
talented crew (from sound designer
Ben Burtt to original trilogy
producer, Gary Kurtz).

There's a tonne of stuff here, from
an extensive documentary on the Star
Wars phenomenon entitled "Empire

Star Wars

Mr Beardy hard at work revis-
ing his revisions...

of Dreams’, to a featurette on the
lightsaber and the effects required
to bring them to life, short interviews
with current filmmakers (such as
Peter ‘Ring Lover' Jackson) on how
Star Wars influenced their careers, a
preview on Darth Vader as he appears
in Episode 11, a huge photo gallery,
trailers and TV spots and even a demo
of Star Wars: Battlefront and a peek at
the Episode 11l videogame.

This is a tough one, Fans will
want to see these wonderful movies
in pristine DVD format, but most
will find it hard to not cringe at the
seemingly unecessary changes made
to the films. |5 it worth buying for the
extras? For the ultra hardcore fans,
yes. We can only hope that one day
LucasFilm will see it fit to release the
original unaltered Star Wars movies
on DVD in the name of posterity

Eliot Fish

8/ 9



The Simpsons

FOX HOME ENTERTAINMENT, PG

What's so good about The

Simpsons Season 4,7 Suspect
s hatless, repeat, hatless. Why if it
isn’t my old friend Mr McGreg, with
a leg for an arm and an arm for a
leg! Everyone who counts loves Med
Flanders! | call the big one Bitey.
Hello Joe. Iron helps us play! That
name again is Mr Plow, Yeah, the
legend of the dog-faced woman!
| can see the music! Duff Carden...
hurrah! Home of pirates, drunks and
whares, New Orleans! Six simple
words: I'm not gay, but I'll leam
The frogurt is also cursed. | love
the sexy slither of a lady snake,
oh baby. He was a zombie? It's a
pornography store. | was buying
pornography. 'Tis no man. ‘Tisa
remorseless eating machine. Love
that spout medley. Donuts - is there
anything they can’t do? Let's look
at a picture hook, The Big Book of
British Smiles. Good ol rock, nothing

beats that! You couldn’t fool your
mother on the foolingest day of your
life if you had an electrified fooling
machine. Watch Fox and be damned
for all eternity. The list goes on..

Throw in fantastic commentary
with writers, directors, producers,
animators and the likes of Conan
0'Brien and lon Lovitz, and a range
of other decent special features and
you've got a great release. There
are only a couple of things holding
this pack back. The picture quality
(whether it's the DVD transfer or the
source material) is pretty average
- it would have been nice if they'd
cleaned it up a bit, and the fact that
you have to sit through a "waming”
screen before every episode is
ridiculous - they already have the
same damn screen going into the
DVD. Leave it there

Cam Shea

American Splendor

Harvey Pekar is not a nice
man; he's socially inept,
deeply pessimistic and has obsessive

compulsive tendencies, yet over
the course of this slow burning
film, it's very hard to avoid caring
about his fate. Pekar is a career file
clerk. He's also a comic book author
- the pioneer of a new style, writing
about the mundanity of life and the
daily battles of ordinary people.
He's the main character, and his life
and thoughts the punchline. The
comic, called American Splendor,
and initially drawn by Pekar's friend
Robert Crumb, becomes a success,
but Pekar is still a very lonely figure,
the fall guy for the likes of Letterman.
The film deals with Pekar's
chematherapy when his discovers

he has testicular cancer, It borders
on being a documentary, as the real
life Pekar actually narrates the film,
and it regularly cuts to him in the
studio, being asked about events in
his life. Cooler still, the various comic
book versions of Pekar (he was
drawn by several illustrators) also
interject reqularly throughout the
film, commenting on the main actor
and other aspects of the narrative.
It's a charming approach which
gives it real credibility, humour and
uniqueness, The actors all turn in
fantastic performances, but it's the
fact that the film weaves the actual
people in with the actors that makes
it such a success. Also just out on
DVD - Crumé. Get them both.

Cam Shea

9/ &
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Starsky & Hutch

BUENA VISTA, M 15+

Usually when you pair up Ben

Stiller and Owen Wilson you
can be guaranteed comedy gold,
but for some reason the charisma
and repartee beth actors have
become well known for is absent for
a great deal of this movie. Instead
we get what can best be described
as a loosely knit sevies of vignettes
lampoening the yos, Although
many of these vignettes are only
worthy of a wry smile (an all too
leng mine sequence being a prime
example) there are a few standouts,
notably an all too brief camea
by the brilliant will Ferrell as the
dragon obsessed Big Earl,

although the stars” signature

charm is mostly absent in Starsky
& Hutch there is one perfect

piece of casting - Snoop Dog is
the only man worthy of stepping
inte Antonio Fargas' shoes as the
streetwise snitch and all around
fashion faux pas Huggy Bear. Once
again his screen time is way too
brief but when he does appear the
laughs come in quick succession.
Although many of the jokes in the
film fall flat or stay well past their
welcome the special feature on the
other hand are full of charismatic
humour. Snoop himself features in
a look at the fashions of Huggy Bear
and the outtakes are a hoot, but
the undeniable star of the show is
a retrospective mockumentary that
hits all of the right notes.

Daniel Wilks

6/ 8
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It was meant to say “beloved aunt”

Masked and Anonymous

ROADSHOW, M 15+

There has to be some lasting

scar that working on Seinfeld
leaves on people. A Mark of
pretension. Larry David went on to do
Curb Your Enthusiasm, a very funny
but undeniably ego driven show
Larry Charles on the other hand,
one of the writers and producers of
Seinfeld, went on to make Masked
and Anonymous, undoubtedly one of
the most pretentious and overwritten
films of recent decades. But you
know what? It's kind of fun for it.

Set in what could either by a

mythical South American country
or a near future America in which
civil war is rampant, an enterprising
promoter by the unlikely name of
Uncle Sweetheart has the idea to
hold a benefit concert for the poar

B4 HYPER»

and hopefully line his pockets on
the way. When no musicians want to
volunteer their services, Sweetheart
bribes an aging musician named
lack Fate (Bob Dylan) out of gaol
and hits the road. Cue Dylan songs,
long winded, semi-improvised
evangelising about every little thing
and a few more Dylan songs

Whilst the cast is all-star the
vast majority of the players seems
at a loss for what to do, calling
into question Charles’ ability as a
director. The end result is something
so relentlessly pretentious that it
really is a lot of fun to watch, if only
to cringe at the floridly overwritten
dialogue, lost actors or painfully thin
Dylan dressed in beat up Mao suits.

Daniel Wilks

6/ 1

Curb Your Enthusiasm

WARNER BROS, MA15+ N

When people think of seinfeld.

they invariably think of the
show's titular character and co-
creator Jerry Seinfeld. Very few people
outside the industry and die-hard
fans knew that the main creative
force behind the hallmark series was
Larry David - aka the real-life Ceorge
Costanza, No disrespect to Jerry, but
a fair portion of the Seinfeld moments
we've come to cherish (masturbation
contests, answering machine
tampering, eating out of a garbage
cans) were all David - literally, he
pretty much did or would do all of the
despicable things George did.

Having produced, written and
re-written the bulk of the series, Larry
David made mere money than most
human beings can fathom when the
show finished and was sold off for
syndication. So what's next for one
the world’s most neurotic and gifted
comedians? Curb Your Enthusiasm;

an unscripted cinema-verite styled
series where Larry David plays himself,
rich television producer. living in Los
Angeles. As the show follows Larry,

we see him struggle with basic day-
to-day activities like going to the
maovies, parties and funerals - and
although that may sound like anather
show about nothing, its title couldn’t
be further from the truth. with
purphy's Law in full effect, almost
everything that could go wrong does
as we see Larry David the character
emerge; a bifter, sarcastic and
altogether hilarious TV persona.

This is definitely the funniest
television series to come along in a
long while, and a great way to part
with $49.95, some of which we're
sure will find its way into Larry's
pocket - no doubt making him that
much wealthier and consequently
unnappier.

Kosta Andreadis

9/ 5

Dark Water

AV CHANMEL, M 15+

We here at Hyper have a
sneaking suspicion that
director Hideo Nakata has at some

stage lost a daughter, or at least

has a close personal friend who has.

It goes a long way to explaining
his films that all seem to centre on
creepy little girls and a fereboding
sense of loss, Riding on the success
of the Ring trilogy, Dark Water
revolves around similar themes. a
young single mother with a young
child and ghostly happenings but
rather than coming off as a second
rate follow-up to an international
hit, Dark Water has its own distinct
creepy charms and at many times
comes across as the superior film.
After Yoshimi's marriage
dissolves she and her young

The bath is also
cursed. That's
bad!

daughter are forced to find new
accommodation and eventually
must settle for a horrible flat in

an equally horrible and run down
apartment block. Soon water stains
appear on the ceiling and a young
child’s bag starts appearing at
random, triggering a slow burning
cycle of foreboding.

‘Whilst the idea of water stains
and a bag being scary may seem
pretty far fetched the overall effect
is amazing and, like The Ring, when
the payoff comes you'll be rocked
back in your seat and left chilled.

Daniel Wilks

¢/ 2



DJ Shadow Live!

UNIVERSAL, M15+

Concert films always sound

better on paper than they
do in execution. With music being
primarily an aural experience,
marrying this with an accompanying
visual element translates to
undivided attention by the viewer
- there'll be no listening to this
\ you're on the train to work or
g to write an informative yet
rtaining DVD review,
e D) concert film is an even
sketchier idea, how do you
transpose what is essentially a man
behind some decks to be both visual
as well as aural. Well being one of
the world's most gifted turntablists
is a good start - as /n Tune and On
Time presents concert footage from
Shadow's recent "Private Press”
world tour. With material from all
walks of his production career,
Entroducing, UNKLE, and Private
Press = fans of Shadow's work

Stoked

AV CHANMEL, M

Back in the days of kneepads

and bright pink board shorts,
skateboarding was the biggest thing
ever, and a generation of innovators
in the sport found themselves on
the world stage. They were just kids
themselves but were revered by
every other kid with a board. We're
talking about skaters like Tony Hawk,
Steve Caballero and the subject of
this documentary, Mark "Gator”
Rogowski. When skateboarding
exploded, the first wave of pros
found themselves earning huge sums
of money in spensorship and had
their images plastered throughout
skate magazines and videos
They were mobbed at demos and
competitions, and it seemed like the
good life was here to stay, But like all

will find plenty to admire in the

selection and presentation of what's

on offer here.

However, as a concert film the
result is a mixed bag, as even
though this tries amicably at
selling a one man DJ-act as just
as entertaining as any other live
experience, the end result is quite

like that with almost all concert films

- strictly for the fans. In fact one
of the main highlights can only be
found in the extras section, an MPC

mix-off with D] Shadow, Cut Chemist

and D) Nu-mark of Is.

As a great bonus the DVD comes
bundled with a live CD so if you
are a fan of D) Shadow then there’s
no reason why you shouldn't snap
this up.

Kosta Andreadis
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His clothes are .
o disturbing act "
of v nm iny

professional sports, it's hard to stay
on the top. New skaters were rising
through the ranks and skateboarding
itself was in transition, away from
vert and into street skating.

Gator found making the
transition next to impossible. Faced
with waning fame, he became
increasingly erratic, attempting
to reinvent himself time and time
again. His frustration eventually
boiled over into a disturbing act
of violence, and he’s still in gaol
to this day. Stoked is the story of
his talent, charisma, ego and rise
and fall from grace. It's about more
than skateboarding; it's also about
the fickleness of fame. Well worth
watching

Screw Flanders

7/ 6

Wicky wicky wicky wild...

ficky ficky ficky fressshhhh

OVIES YOU'VE NEVER SEEN

Jarmusch's

The Singing Detective

ROADSHOW, MA 15+

n Forget the recent film remake, the
mid 8os television mini series is still
by far the best version of the story,
as well as simply being one of the
best examples of how to make

a TV show ever, Dennis Potter's
seven-hour opus fells the story of
Philip Marlowe, a detective author
confined to a hospital bed due to

a rare skin disease that sometimes
covers him in weeping sores that
are so painful he can hardly move.
Doped up on medication and in
hideous pain, Marlowe retreats.
into his imagination, becoming

the hero of his stories, the titular
Singing Detective, a big band front
man and private eye. The deeper
Marlowe delves inta his fantasies

the mare his fiction and past collide
forcing the acid tongued and
rather antisocial Matlowe to face
his personal demons.
Michael Gambon, pmhably best
known as The Thief in The Cook,
The Thief, His Wife and Her Lover is
nothing short of perfect as Marlowe
- even though the qbara,cter is
by and large an awful man, the
audience can always feel for “him
and even like him for i he title
suggests, The Singin
a musical but don't let that thmw
you off - the musical number just
add a surreal glaze to the detective
fantasies, elevating a great story
into the realm of artistic genius.
Daniel Wilks

10/ 8
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From the land of
the **k-off big
rising sun

Samurai Champloo

FRODUCTION STUDIO: MANGLOBE INC
GEMNRE: ACTION/ADVENTURE

Samurai Champloo’s intro

sequence blends historical
figures and imagery with a karacke
styled rap about the code of the
Samurai over some jazzy hip-hop
beats. The first episade begins in
feudal Japan with a beautiful sunset
backdrop as two samurai Mugen
and Jin (the two main protagonists
of the series) face execution.
As their executioners raise their
blades and the last ray of sunset
glimmers along the cold hard steel
of their weaponry, we suddenly
find ourselves traveling back in
time with the appropriate screen
announcement "One Day Earlier!”

Unusually though, we now find

ourselves in a modern Japanese
metropolitan setting, and before
we all let out a collective "wifl’,
the image of modern Japan gets
rewound, mix-tape style (with the
appropriate beat box sound effect)
back to feudal Japan - one day
earlier. Yes, Samurai Champloo
unashamedly blends hip hop music
and culture with that of feudal Japan

cliche no 8)

Outlaw Star

PRODUCTION: SUNRISE
GENRE: SPACE ACTION

You can usually judge an

anime series by its apening
theme song. Each of the 26 episodes
of Outlaw Star start with a short
documentary-like prologue, then
suddenly the word "GO" covers the
screen and Masahiko Arimatsu's
"Through the Night” kicks in. It’s a
big, loud, catchy, air-guitar-rawk
tune that wouldn’t sound out of
place at a Def Leppard concert. It
sums up the series perfectly - fun
and entertaining, but nat something
that will stay with you after the
delicate closing theme finishes

Gene Starwind is a cool, Onizuka

Eikichi type of guy who is good
with a gun and the ladies (anime
cliché number 1), but a bit of an
idiot, really, He and his sidekick,
the savvy, high-tech hacker {anime
cliché number 2) Jim Hawking,
are hired as bodyguards fora
mysterious client. But they soon find
themselves in possession of a super-
powered spaceship and pursued by
magic-wielding space pirates who
are after the ship and its navigater,
a pretty and desperately innocent

and Samurai. At this peint we're
barely minutes into the first episede
of this fantastic new anime series from
Shinichiro Watanabe (Cowboy Bebop)
and it has exerted more style than
most series’ could hope to achieve in
an entire run. But it does 5o in a way
that is most respectful ta both of its
main influences, the same way that
Cowbay Bebop fused science fiction
noir with classical jazz and bluegrass
- in a complementary fashion

But you can't coast on style
forever, and thankfully Samural
Champloo features an impressive
cast of characters and storylines that
provide a great balance of drama,
action and comedy. Essentially the
series follows the adventures of
two feuding Samurai, Mugen and
Jin who decide to put aside their
differences and help a feisty 15-year
old girl Fuu track down the mythical
"sunflower samurai.” Available so
far anly on Japanese television, this
show is definitely worth tracking
down.

Kosta Andreadis

2/ 8

young cyborg girl {anime cliché
number 3) named Melfina. Joined
by a beautiful but deadly female
assassin and a crazy alien cat-girl
with a tendency to annoy (anime
clichés numbers 4 and 5), they set
off in search of adventure and the
mythical Galactic Leyline.

Outlaw Star starts out quite
well, particularly the early episode
featuring the discovery of the XGP
spaceship. But my interest started
to wane towards the middle of the
series, when our heroes have to start
paying the bills and making ends
meet and the main plot seems to
dry up completely. It never fails to
entertain though - the solid art and
animation and surprisingly rich
vein of humeur are easy distractions
when the story starts thinning out.
and who couldn’t like a series where
the main villains (tough guy with
scar and insane effeminate lad
with psychotic laugh, anime clichés
numbers & and 7) are named Ron
and Harry MacDougall?

Maleolm Campbell

8/ -]
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Thankyou sir,

She, the Ultimate Weapon K&

VOL.1 GIRLFRIEND

PRODUCTION COMPANY: TOEI
GENRE: DRAMA

w A story no matter whether

in animated form or acted

out on stage or screen needs to

be engaging whether through the
characters or the plot the ability

to capture the viewer's intrigue is
essential to hooking a fan base. She,
The Ultimate Weapon is an excellent
example of how a simple story about
the dynamics of human interaction
can be brought to life through
creative characters

While the premise sounds akin
to a parody/comedy such as £xcel
Saga or FLCL the real premise carries
a far deeper meaning not dissimilar
to Grave of the Fireflies in dealing
with the insecurity of a young girl
and her classmates amidst the
backdrop of war.

Days after Chise struggles to
break from her timidness and ask
out awkward classmate Shuji their
relationship is further complicated
when Chise is transformed into the
government's ultimate weapon
against the invading forces. The

story tends to gloss over the why
and how and concentrate on the
now of the situation with people
coping under extreme pressure and
loss. The voice of Shuji as narrator
reads Chise’ diary addressed to
him, as she spills out thoughts and
emotions as her body changes into
something foreign. Comman visions
of war, bombings and guns, are
limited with the focus being placed
on the destruction of daily life and
the adaptation of people.

Visually stunning, this sci fi
romance is sweet and endearing, yet
sad and masculine. It manages to
explore what it is to feel love while
avoiding unnecessary sappiness by
focusing on the stories of real people
struggling to find happiness. The
most memarable line of the series is
from Chise as she urges Shuji not to
lock at her is as she struggles to take
control “there is no such thing as a
weapon that doesn't kill",

Vanessa Morgan

AMNIMATION: 8 / STORY: 8
OVERALL: 9

Azumanga Daioh

VOL.1: ENTRANCE

PRODUCTION COMPANY: GENCO
GENRE: COMEDY

w The fast-talking high pitched
squawking delivered by large

eyed schoolgirls makes Shojo anime
the most confusing genre for the
Western market to understand and
therefore accept, but it is one of the
most culturally rich and plot driven
forms available. Coming from within
a society driven by cultural roles and
position Shojo, from the Japanese
‘girl' or "woman', revolves around
personal relationships, with over
sized eyes as the most distinguishing
feature, eyes being the gateway to
the soul. With this in mind Chiyo-
chan was born with a soul to rival
the deepest ravine as the adorable
to-year old child genius steps into
her first year of high school skipping
five grades and drawing everyone
into her sweetness.

Based on a popular manga,
Azumanga Dafoh is a string of
individual segments first run as four-
minute fillers which have been strung
together to create longer episodes
and a loose sense of continuity. This
structure could easily have brought

about the downfall of the show but
it's cleverly done with short, often
crazy moments in the girls lives
waorking as joiners, and the result is
an erratic but fluid story. The series
starts off rather slow but quickly
builds to a staggering pace with
interrelated gags creating a snowball
effect with layers of ridiculousness
compounding each other,

Azumanga Daioh is simple in
its approach but witty and likely
to make you laugh out loud. The
scenery design for the series is
basic, instead complexity is placed
on the drawing of the character
features, predominantly their eyes,
and the comedic value derived from
gestures. Quirks such as Ayuma's
hiccups and Chiyo's unusual habit of
making her own box lunch are draw
out for maximum effect.

The DVD comes with a 12-page |
booklet that explains the Japanese |
language puns in each episode, as |
well as cultural references and the | |
background of characters. [ '

Vanessa Morgan

- |
Supér Happy |

Family Fun Dog!
ANIMATION: & / STORY: 8 iy =ep
OVERALL: 7
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Win an N-Gage QD and
The Sims: Bustin’ Out!
#% Nokia recently launched their redesigned
N-Gage gamedeck/phone in Australia. It goes
by the name of the N-Gage QD, and sports a
more compact design and some truly important
changes to functionality. Games can now be hot
swapp: g you no longer have to turn
the machine off to change games. Better still,
phone calls are no longer taco flavoured, ou
can answer the QD like a normal mobile. Huzzah!
Allin all, it’s a much sexier device, and to help
the launch on its way our f s at Nokia have
given us one brand spanking new QD, as well as
The 5ims: Bustin’ Qut to giveaway

To be in with a chance to win, just answer the
following:

Nome two other N-Gage games

Put your answer on the back of an envelope
along with your name and address, and post it
to: Phone Phreaks, Hyper, 78 Renwick Street,
Redfern, NSW zoi6.

Win Bass Master Fishing and
Fishing Rod Peripheral!

»2 There's nothing we like more here

at Hyper than a zany peripheral,

and this certainly fits the bill.

After all, why reel in a digital

fish with a boring old controller

when you could be doing it

with a fishing rod peripheral?

Why indee d thanks to our

friends at mers, we hav

games and rods to giveaw

PlayStation 2. It won't be long

you're reeling from the fun
To be in with a chance to win

just answer the following question:

,a

What's the plural of fish?

Put your answer on the back of
an envelope along with your name
and address, and post it to: Fishing
for Complimentaries, Hyper, 78
Renwick Street, Redfern, NSW

Terms & Conditions 1] Entr enits of Australia gnd Mew Zealand except L and i | fa i af Mext Publishing Ply Ltd and ifs agencies osseciated with the promoticn. 2} Cnly
anfries completed with these ng will be eligible. 3) Competition begins Yom August 3T and entries close ot Spm October 13, 4 |5 determining eligibility the judge’s decision is finol ond no
corraspondence will be.anlered: into- 5} The winner will be drawn at $am Olctober 14 of Next Publishing Piy Lid, 78 Renwick St, Redfern NSW 2016 265 must be token ax offered and are not redeemabi
for cash. 7| The promoter is nol responsible for misdirected or lost mail. ) The winners will be' nofified by mail and results published in the Decamber issae of Hyper an sale December- 1. 91 1 winner will receive
a Bokia M-Goge GO (RRP §387). 5 winners will aoch raceive Boss Master Fishing and fishing penpheral for P52 [RRP $79.95], Tatal value of competitions is approximotely S788.75. 10} The promoter 5 Mexd
Publishing Pry Ltd ABN 88 002 647 445 of 78 Renwick S, Redlern N5SW 2014,
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»¥ Over the last fifteen years The Simpsons has
consistently been one of the best programs
on television, capturing the cultural zeitgeist
with razor sharp satire and a truly enduring
cast of characters. To celebrate the release of
Season 4 on DVD, Twentieth Century Fox Home
Entertainment has given us five sets of Seasons 1
to 4 to give away to five lucky readers

To be in the running to win this treasure trove
of Simpsons fun, just answer the following:

Name five celebrities who made
guest appearances in Season 4.

Put your answer on the back of an envelope
along with your name and address, and post
it to: Hooray For Everything, Hyper, 78
Renwick St, Redfern, NSW zo16.

© 2004 Twen Im—\ (_C’\Iur,
Fox Hom
Inc. Al Rights Rese'w:l

mllladiﬂlﬂmmilesui ext Publishing Py Lid ond its agencies, and employess. nm:l mmeduula Ium lis
d with ‘terms and condifians will beelagublu 3] Competition begins 9am August 3
- be nlzrud into, 5) Tha wmml beldmwn ii:l '?ﬂﬂ’: Oictaber HﬂutlmdenhN:\;hmg re-( Ldld ?11 R
];rgmniar responsible for misdi or last mail B] & WInNers wi notifies mail and results put
e . Season 2, Sooson 3 ond Seasen 4 an DVD (RRP for seosons 1-3 i $49.95 and season 4 is $67.95
45 of 78 anﬂ;k 9, Redfern NSW 2016, 11} By enlering, enfronts agice fo release, discharge, and
i agencies ‘and prize suppliers from all claims or domages arising oul of entrants porticipation
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FORUM :-:

Q. What's the best non-gaming

website and why?”

It's no secret that the “interweb” was designed first and foremost for parnography, the military and academics with
patches on the elbows of their tweed coals, but fortunately if you look hard enough there’s also something for the
non T&A, gun and knowledge loving set. This month our readers have frowled far and wide on the “electromagnetic
superhigh way” to find the nuggety bits of URL goodness that are worth feasting upon. With your eyes that is.

WARNING: WEBSITES SHOULD NOT BE TAKEMN INTERNALLY. See? Becouse of me now they hove a warning.

'-_::_ '

HYPER
FORUM

We all have a different
opinion and the Hyper Forum
is where you can get your
thoughts out of your head
and onto the page for all to
see. Don't forget that we have
a new topic every issue! The
next topic of discussion...

“What's the
best film of
all time and why”

Responses will be printed in
Hyper #134

P

MAIL THE
HYPER FORUM:

POSTAL:
78 Renwick St. Redfern,
NSW 2016 Australia

EMAIL:

freak@next.com.au with Hyper
Forum in the subject line, and
the topic of discussion of the top
of your response. Please note
that very long contributions may

be edited.
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HOMER LOVES
FLANDERS
Well, | was gonna say that www.,
flancrestenterprises.com would
have to be the best website of all
time but if you type that URL in
you come up with hittp://wwwy,
bottleblaster.com/ which is some
weird product that blasts soda/beer
into your mouth. Yeah, like drinking
is s000 hard. Umm, so my backup
fave website would have to be
www.whatbadgerseat.com but
to be honest it's not that infermative
and is part of some thing called "The
Simpsons”. Whatever that may be.
BadgerLoverss

ZOIDBERG RULES
| would have to say Billy West's own
site. It has a trove of details about
his career, his music and of course
a forum, where Billy himself posts,
so u can usually get an answer from
him. (For thase that do not know
who i am talking about, Billy West is
the man behind such voices as Fry,
Zoidberg, Professor and 600 others
from Futurama, Ren and Stimpy,
George |etson now, the Red MEM,
Shaggy, Bugs Bunny, Elmer Fudd
and a whole lot more. Check out his
site,

The Ever Cool Fluffy_the_Giant.

GOOGOO FOR GOOGLE
Best non-gaming website around?
It's gotta be google. Simple, easy
to use text-based layout, so it
doesn't take too long to load ona
slow connection, and all of the ads
are kept to the side so that you don't
notice them. No popups, and gets
you what you want in a matter of
seconds. Larry, Sergey (guys that
made google), good job on making
the best. site. EVER.

Stapleface.

AWFULLY POSITIVE
The best site has to be www,
somethingawful.com. Okay,
50 the posts tend to be pretty
ranty, but there's still a rich vein

of comedy running through the
data pipes of this site. The regular
sections are definitely the highlight
- especially Photoshop Friday, where
each week there's a theme and all
the forum users Photoshop jokes
around it. If you've never been there
there's a MASSIVE archive to trawl
through and you'll laugh yourself
silly. Pity the Admiral Ackbar jokes
are over though. Another great site
is www.somethingpositive.net,
which is a web comic that's been
going for years and is a great mix of
zanyness and commentary on life.
Check "em out.

MankeyBoi

FROM CRAIG DAVID'S
SON

| am an enthusiast in space travel.
Ever since | first became interested in
the space programmes of the world,
when | was in primary schoal, | have
always wanted to learn more about
space probes and cosmonauts. The
best source of this information and
in my opinion, the best non-gaming
website is Encyclopedia Astronautica,
which can be accessed by this web
address, www.astronautix.com.
In it is enough information on the
many space agencies that have
pressed ahead with their conquest

of the heavens. There is information
on the spacecraft that took man and
machine to the stars, the rockets that
launched them and the scientists and
astronauts that had contributed to
the whole tapestry of space travel. |
am in particular interested in the web
pages involving Russian spacecraft,
which is helping me with a book that
| have been writing on and off for the
past five years. So if you want to look
at a good website, look no further
thamn Encyclopedia Astronautica,
which provides more information on
the real life space odysseys of our
world than anywhere else.

Craig Davidson

SCAT FREAK
http://www.geocities.com/
coffeeinsomniachicken

Why? First off the name: Coffee
Insomnia Chicken! What's on it? MS
PAINT drawings and flash cartoons.
The cartoons include such titles as:
"IRAQS NEW SECRET WEAPON-The
Hydro Bovine”, "The pope likes to
ski" and "I'm brewin some sweet
pertacci”.

But most of all, it has a poem
titled: "Ode to Scat Monkey” and
the poem includes such lines as: ...
Oh scat monkey of many religions,
Please do not undermine my

[above] And the Trogdor comes in the night!liil



ted animals, They iron
arments are

¢ expensive and under-
ruined, Please do not hobo-ize them
at of many a colour...”

Thanks,
Jive Monk (not an alias)

50 MUCH MARIO

In my opinion the best non-gaming
It is the largest website for
flash animations en the net with
over 3co submitted each day.

Whenever | come hame frem school

just log on to newgrounds and

2 top 5. It's also great
because it gives animators a chance
to submit their own work which will
get tons of feedback, which is what
| have done in the past. Basically
rounds is the best site, it's
entertaining, gives you a laugh
and there’s always something new

experier
It's the best.

Brent Skufca

NINJAS ARE HELLA COOL

Easy

net, w Because its about Ninjas.
And because it made me and my
friend cry with laughter while
reading it. | mean where else can u
read about Ninjas with ADD popping
boners to defeat pirates with lasers?
Confused? Visit the site and all will
become
HyperChrono

lear,

SIMPLETON

This one was so simple! www

I arrunner.com of course!
Why? Because of the new and
innavative style of flash cartoons
the best of which involve Strong Bad
answering his emails. This provides
many a laugh at very memorable
guotes on par with The Simpsons
(yes I'm serious), Who could forget
when Homestar sees Strong Bad's
computer: "Woah. That TV has
words on it!" Or when Strong Bad's
lovable lackey The Cheat inhales a
helium balloon and floats off! Not to
> hidden easter eggs
when you click on random stuff, the

mention all t

spin-offs fram the 58 emails such

as playable video games and the

“Teen Girl Squad” drawn by Strong

Bad himself. AND no pop-up! All

together now... TROG DORHI!
Gurthang

FOOKYU? FOOKME!
FARK! It's all about the FARK! No,
it's not a website
crow impersonations,

m is a daily compilation of
all the best and most interesting
links from around the werld. Daily
content can include breaking news,
tales of people being stupid, new
technology, fringe science and, or
course, boobies. All hail the new
republic of Farkistan!

Matha Farker

GOOFY BUT NO PLUTO
There are many sites on the web but
only one draws me back again and
again. v teleport-city.cor

is part blog, part travel diary
music, film and book reviews and
part vanity piece, all wrapped up in

a brilliantly conceived retro design
echoing 70's airlines. Although the
site isn't updated nearly as much as
would like the writing is so good
ack and reread reviews
ays again and again. The
of the film reviews is amazing -
nowhere else will you find a review of
a mid Bo's Sho Kushagi Ninja film {like
Enter the Ninja starring Kushogi and
Franco Nero, a massive Italian man
with the magical ability to turn into a
slender |apanese man when clad ina
outfit) that will actually take the
fill in a bit of Ninja history to
2 some background as to why the
ction is so goofy. Brilliant stuff
Danger Diabolik

at

[obove] Sexy in the Teleport City

Import Gaming Accessories

www.blade.cc

07 3394 3555

/264 Old Cleveland Road, Coorparoo, Queensland 4151
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MAIL
HYPER!

POSTAL:
78 Renwick St. Redfern,
NSW 2016 Australia

EMAIL:

freak@next.com.au

ONLINE NINTENDO
ACTION?

Ever since online gaming was
introduced to PSz and Xbox I've
been wondering whether or not |
will ever experience online gaming
on my console. If you haven't
realised yet | am indeed a proud
owner of Nintendo CameCube. I've
been searching for answers far and
wide {well if you consider 5 mins
on the net) and | thought | should
wait until | read your E3 review but
online for GCN wasn't mentioned
anywhere, Whats going on? Do all
of us CCN owners have any hope for
online gaming?

Thanks for your time.

(P.5. your interview with Eiji
Aonuma in issue 13t was great, just
what all us GCN owners needed to
keep some hope up for the coming
year ar so.)

Harry.S

Hey Harry, although there is an
online adapter availadle for the GCN
in America and japan the chances
of one appearing on our hallowed
shores is slim. There are also very
few online games available for the
Cube. Unfortunately it doesn't look
as though there will be much in the
way of enline hope for you guys
with the current console - Nintendo
have spent a lot of time pushing
“connectivity” between GCN and GBA
over online. There is hope though

- the hext console that Nintendo is
producing should have some very
strong online games and support

- fingers crossed.

CAPTION THIS!

Nizmo set our funny bones on fire
this month with the following entry:
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MODIFY YOUR LIFE
Dear Hyper Legends,

In a previous issue (and don't
ask which one cause I'm not going
through my massive pile of past
issues) your Arcade Guru Tim did a
review on the Densya De GO! arcade
machine in Japan. Since that issue
I've been trying to get copies of the
home versions. | have one for my
Saturn, as well as a few on PS1 and
Neo Geo Pocket Colour. | want to get
the latest ones for PSz, but want to
ask you guys a few Qs first:

1) Is there such thing these days as
a "Legal” PS2 Mod Chip and if so, do
you know of any reputable places
that will install them (preferably in
wA)?

2) After trawlin® the net, | haven't
been able to find anywhere in 0z
that will import the games (and
controllers) for me, can you guys
suggest somewhere?

3) Wil | need an AV Signal
converter to play Import NTSC
games on an Australian PAL
Television?

&) Off topic, are you guys looking
forward to getting your hands on a
Nintendo DS?

I hope in your infinite wisdom,
you can answer these guesiions for
me. Keep up the fine magazine guys!

Austranz

P.S. In response to your "ABC”
request in the letter section in

[obove] David Waldie is an artistic genius! Gotta love Kusanagi

Issue 131, | ran the spell checker
on this e-mail and checked all the
punctuation. Hope that keeps you
happy!

Hey Austranz,

1) Unfortunately to our knowledge
Med chips are no longer legal in Aus.
2) If you want to import, there

are a whole host of Australian
sites that have popped up in the
last couple of years. Have a flick
through our last few fssues and
you'll see ads for a few of them,
You could also try overseas sites
too. Canadian sites are a good bet
as the exchange rate is very similar
to ours making for some nice cheap
purchases. www.lik-sang.com is
also a good site.

3)if you TV is NTSC compatible
You won't but otherwise you will
Almost all TVs made in the last few
years will be fine.

4) Hell yeah - Danfel’s been putting
off buying an 5P so he can save

up. We'll be doing some cool DS
coverage very soon.

AS. Yes it does.

GRAPHICS WHORE Il
Dear Hyper.

| was talking to my friend the
other day and asked him if he had
the choice of a Nintendo D5 and the
PSP, after telling him all the features



Whatdoyey Meon betdned?
Not oxtMannerism pyer?

F'ne.Sth Your

[above] Robyn Grellet captures the angst of those that can’t mannerism

of each, he said PSP, simply because
it had BETTER GRAPHICS!!
It is true, but the Nintendo DS
has way more features which can
enhance the game being played
compared to the PSP and that is
why | chose the Nintendo DS. My
friend is not the only one that keeps
on rambling about GRAPHICS.
It is basically everyane | speak
to, friends, people that work at
Electronics Boutique and other
games stores. In fact, basically
anyone who has anything to do with
games. | mean, If it was up to me to
choose between a game with terrible
graphics but great game play and
a game with the best graphics and
barely any game play, | would pick
the one with the bad graphics and
lots of game play so that | can have
a great time playing it. | love having
fun playing games. So, could you
please explain why everyone is so
obsessed with GRAPHICS!|
Now | have a few questions:
1. Which one would you guys pick
- Nintendo DS or PSP?
2. Can you tell me the release date of
Mario Tennis for Gamecube?
3. Do you know the release date of
the Nintendo DS?
4. When do you think you are going
to do some reviews on Nintendo DS
Games?
5. Do you know roughly how much
the Nintendao DS is going to be?
Well, thanks to listening to
my rambling on about people,
graphics, Nintendo DS and stuff.
Love your magazine and can't
wait to get it every month.
Zach Clarke

Zach,

1) Obuiously we want both of the
handhelds but at the moment the
DS is the front-runner for Daniel,
simply because it has Nintendo
goodness, Cam, on the other hand,

can’t wait to play games like Ridge
Racer, Burnout, Wipeout on PSP! To
be honest though, until we've spent
time with both it's still a little too
early to call.

2) 5tifl no release date dude. We're
hanging for it as badly as you are...
3) Hopefully late November in the
US for the DS. Maybe Christmas or
early next year for Oz.

4) As soon as we can get our hands
on one.

5) It looks as though it will be
around the $350 mark here but
don’t quote us on that,

MONKEY BALL
BOWLING?

Your 'Employee of the Month’
segment is pretty swell, but | think
| speak for all your readers when |
ask this burning question that stems
from the picture alongside Cam's
editorial rant. Who won the ten pin
bowling game?

jawsy.

Jawsy, it pains us to say it but the
Hyper solidarity we usually show
in Mashed faifed us at Bowling and
Dan Staines won overall. Probably
because Daniel Wilks was away (n
NZ snowboarding. Amos had the
highest score on the night though,
and Cam second highest,

MANNERIFIC
0 Hyper,

I must ask you for your advice
on such daunting matters in
my life. Over the past month
something weird is happening to
me, and | think it could be related
to a disease | can only refer to as

“can'tmannerism®. So, here are a few

symptems |'m coming down with.
1) | listen to Hilary Duff and | enjoy
it. I've even bought her album. Next

LETTER OF THE MONTH
su:s - GOOD FOR WHAT AILS YA!

\'rj; e to give y
My Mother had a terrible
she brok

31 the movemer
Bros. and

doesn’'t have the manual d

in thﬂ genre. But thanks
mulation, sh

a hard-fought b

hole family proud of her ef

s unorthod

With gratitude
Aaron Dennis.

Aaron, that

view

S

up; Guy Sebastian

2) | don't think Final Fantasy Advent
Children is going to be any good.

It looks to me like a case of all flash
no bang.

3) | busted out a mannerism during
a school assembly, and the principal
didn't like it. Did | do it wrong?

&) I've been playing Warhammer
4ok and Magic the Gathering
chronically lately. Even against
myself.

5) I've been trying to freestyle-

rap lately. My friends beat me up
because of it.

Can you guys tell me if any of
these symptoms have something
to do with the dreaded, incurable
‘can'tmannerism®, or something
worse, like playing Underworld for
too long??

Your loyal legionnalre,

Sie the Pie-man.

P.S: Here is one of my raps. "I'm
gonna pump you all full of blau,
and then I'm geing to make you say
owwwwll" What do you think?

din, A

a Teader since

Best. Mouse. Eve

Sie, it definitely sounds as though
you are sick. We recommend that
you take 6o milligrams of Mashed
and tooo milligrams of decent
music, stat! Good work on symptom
3 though.

NOAH'S ARCADE
greetings to the new lord of hyper,
Cam.

i have just heard on an AM radio
news article about Christian video
games. this may be a desparate
attempt to get more Christians ala
Christian rock, but the games they
have are terrible. one game has
you in a FPS, where you exorcise
the deman out of these evil roman
soldiers. when they've exorcised,
they'ré in a praying position and
repeating psalms of the bible.

i'm not bagging out the Christian
organisations, but these games

are terrible and there are already
games that have Christian context.
for example, nearly every fictional
videogame has the good verses evil
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DEPT. OF MISC. BLAU SIGHTINGS

[above] Michoel Guy scores 9 on the Rictor scale

[abeve right] Nathan Crick wagged school to find this image

[above] Joke Stoll’s major work for art, enfitled “Blou”.
You're the rockingest rock that ever rocked dude!

i

| | FOUND
SAMOS!!!

[above] Nathan Satie and a very sexy
proposition

plot, just like the bible. what about
doom, where the hero takes on hell
itself. devil may cry pitted the force
of good against actual demons and
it was so cool. they should have
named dante michael- you know,
st Michael who cast satan out of
paradise. the Christian business
community should never treat
the video game market as a quick
buck and method of publicising.
look what happened to the Olsen
empire in video games, they will
crash and bum. however, it would
be interesting to see the real life
version of bible blaster, from the
simpsons "convert the heathens!".
anyway, what are your opinions on
the matter?

Vonifictuos
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[above] Nick Popadakis found this
one... bizorre but cool

Vontifictuos, any game that serves
as an advertisement for an agenda
is iffy in our books. By and large

we think of Christian videogames
much like the current crop of US
propaganda games in which you
hunt down Bin Laden and his
cronies. We try to avold them if

at all possible aside from casting
scorn at them and busting out
incredibly powerful mannerisms. On
a side note, there has been a recent
invention called the “capital letter”.
You may want to do some research
into it.

N64 SELLOUT
Dear Hyper,

| have been out of the console
gaming scene for quite a while,

having sold my Né4 and games
about 3 years ago (something |
still vegret to this day), and | have
just recently bought a GameCube
along with Wind Waker and $58:
M. Reading your feature on E3, |
would like to say I'm impressed with
the list of Nintendo games due for
release, namely Star Fox, Metroid
Prime 2 and the realistic looking
Legend of Zelda (I downloaded the
trailer and it is {*%$ing awesomel!). |
know its unlikely but | would like to
see a multiplayer LoZ in the form of
Deathmatch duels, horse racing and
archery contests, etc (different to
the Four Swords). As for handhelds,
| will definitely be getting the
NDS and | can't wait to see how
Nintendo will incorporate the touch
screen (scratching your Pokemon
in the right spot to make it ight
better???). As for the innovative
control method for the new Mario
Party, maybe it will be something
like the Power Glove. There are also a
few questions that need answering.
1. When did Nintendo Gamer cease
to exist?
2. When did Satoru Iwata become
president of Nintendo?
3. | remember hearing about a
game called "Young Olympians’
and another about Kung Fu pirates,
what's the news on them?
4. Does Kosta still call himself Pimp
Daddy K?
5. Where do | buy a WaveBird
controller (I can’t find them
anywhere)?
6. When is Custom Rebo GC being
released in Australia?
7. My ding-a-ling, my ding-a-ling,
| want you to play with my ding-
a-ling.

Thankyou for your time,

Cameron Cook

ps. Is "Screw Flanders’ a contributor
to every issue of the magazine or just
Issue 130. Flanders tried to wreck my
song, his views on birth control are
wrong did you know.

Cameran,

1) The magazine had its final issue
in August zoo3.

2) When Hiroshi Yamauchi retired.
3) We can't find any recent info
on Young Olympians so we can't
say either way if it’s still in
development. The kung fu pirates
games is a new one to us - could
you possibly be talking about
Galleon? It's a pirate game with
martial ares.

4) Yes he does, and you better call
him that too, or he'll put foot to arse.
5) Harvey Norman or EB are
probably your best bet. Otherwise
try anline stores.

6) It’s out in the states so | think

we should probably have it within
the next two months. But we have
to warn you, the preview code we
played didn't bode too well,

7) That's not a question. But nice
Simpsons reference nonetheless.
PS. Screw Flanders will be back, oh
yes he will.

LARGE PURPLE HEADED
MONSTERS
Hey Hyper

How are things at the greatest
magazine in the werld? So the
purpose for this message is to bitch
at the lack of RPG's in modern
society. | remember in the olden
days on the nes and snes systems
when every second game was an
RPG the good old RPG's like chrono
trigger, secret of manner and all
the original Final Fantasy's the good
anes where you saved the earth by
destroying incredibly large monsters
and then it ended in having a slide
show of happy pictures of animals
drinking tea in a bright forest with
lots of lovely flowers and more crap
like that ie. the world returned to
normal but now we have sequels to
games not like ff i, 2and 3 oh no
now we have sequels to ff games
ie ff x 2. Now supposabley when
fable comes out it will change the
world of RPG’s forever but this may
ot be best for the genre won't this
just change the way the developers
make the games, now they won’t
just make them they will most likely
leave it to the masters e.g.. lion
head and the new big blue box. so
what is the future of RPG's will they
last the distance or will they flitter
away and be only a blurred memory
to the few of us who played the long
forgotten RPG genre.

signed That Funny Guy

P.S Oh and what do you guys
think of Fable? are you locking
forward to it?

Funny Guy, RPGs will be around for
the long haul - every year someone

Max Gibson with
a nice pic. No fan
service though...



releases a game that promises

to reinvent the genre. If they're
successful then other developers
up the ante - if they’re not then
other developers show them how it
should be done. As for your second
question, Fable is looking tight. We
should have a review next issue.
And if you want to play it you
should subscribe this month!

THE AMOS SHOW
Dear Hyper
| see your employee of the month
and raise you an entire Amos issue!
C'mon, we want more Amos!
Wurzel Gummage

Hey there Wurzey-G (if | can call
you that),

We actually wanted to take Amos
to a whole new level, and pitched a
show to the Comedy Channel called
“The Amas Show”, but they said it
was too similar to some other show
they already had. | think it was
called South Park. Nah, we've never
heard of it either. In any case, here
are some images and lyrics from the
theme tune...
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GAMES PROGRAMMING AN!MATION

© Games Theory
© C++ Programming
© 3D Animation

o Figure Drawing
o Character Animation
o Cartooning

\./{ \7‘ Ak d

Image by: QANTM student Motze Asher

© Creation of a Games Proposal
© Game Title Construction

© Game Title Development

O Project Management

o Script Writing

o Storyboarding

o 2D Animation

o 3D Animation

o Visual FX

o Video Editing

o Animation for Games

Want to make games,
rather than just play them?
QANTM is THE market leader in Creative Digital Arts

education offering Bachelor Degrees that can be
completed in 2 years and Diplomas in 1 year.

© Scholarships &

© Work Experience Nt
qgantm

available
1300 136 933

www.qgantm.edu.au

138 Albert St, Brisbane
CRICOS Provider Code: 02180G

Next intake:
13 September 2004

Email:
enquiries@gantm.com.au
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SEGA come storming back
Our full review

Reviews of The Sims 2 and Fable, as well as
a look back at the Space Quest series. It's going to be sweet.

HYPER 133 On sale October 6
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45 John Vattie, experience an intense psychological
Jjourney where the past plays into the hands oi the ifuture,
a mind-blowing mix of stealth, gunplay and incredible

psychic powers.

Via | ]

'—-_-_-_-——_‘_-_‘_‘—-—‘
PlayStation.2 Y
P =

o

out now.

‘ 3 . 5 L .

. 4. R QP..__ =

; S 4 _Psi Blast
Telekinesis m ey

Stealth
¥ Engaging dual-timeline blockbuster story, taking you from top secret research facilities to the wastelands of Siberia
+ 7 Incredible gaychk: abilities: Telekinesis, Healing, Charm, Psi Attack, Psi Blast, Projection and Possession
PROUDLY DISTRIBUTED BY
www.codemasters.com/secondsight.

 Bend reality to your will with fully interactive physics

+ Combine psi powers, weapon combat and stealth, to solve any situation -
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