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■ Games 

are rapidly 
becoming as 
sophisticated 
and adult as the 
people who play 
them. But Is the 
rest of the 
world ready 
to see that 
happen? 
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■ BROADBAND, DVDS, AND HANDHELDS - OH MY! 

Sega of Japan 
reveals its masler plan 
Dreamcast games on PS2? Dreamcast technology in PCs? Read on ... 

On Nov. 15 Sega of 
Japan COO Hideki Sato 
and other key Sega 

higher-ups revealed the 
company's latest plans for 
Dreamcast. In the face of 
egregious losses in Japan and 
third parties abandoning the 
Dreamcast in all territories, Sega 
outlined how it hopes to 
revitalize itself 

Predicting that 3 million 
Dreamcasts will be online by 
March, Sega knows that network 
gaming will be a key advantage 
going forward. The company will 

continue to encourage players 
to go online with virtual 
tournaments, its online store, 
and other community-based 
ideas. In fact, falling squarely into 
the "never say never again" 
category, there is even a plan to 
relaunch the Sega channel via 
digital satellite in Japan. 

Executives also confirmed 
that Sega would support 
additional, if largely non­
traditional, platforms. The list of 
possible formats included PDAs, 
mobile phones, handhelds, 
automobile navigational systems 

I 
The list of possible future 
gaming formats includes 
mobile phones, handhelds, 
and "other consoles." 

long-delayed Max Payne being 
canceled are not true, says 
publisher Gathering of Developers. 
So why'd Miller say it was? 
Apparently out of disgust at the 
rumor's source. Maybe. Maybe. 

And the Industry continues to 
get smaller. lnfogrames wlll 
swallow Hasbro Interactive for 
the whopping price of $100 
mllllon. What does lnfogrames 

get In the deal! Quite a bit, 
Including all Mlcroprose 
brands ( Civilization, Roller 
Coaster l)'coon), the Atari 
properties ( Centipede, Pong, 
Miss/le Command, and 
more), the Dungeons and 
Dragons license, and the 
exclusive Interactive rights to 
Hasbro board games and 
toys, Including Monopoly, 
Scrabble, Mr. Potato Head, 

■ Sep of America President 
Peter Moore comments, "To me, It 
stlll has to be proven that DC In a 
PC Is a 'liable solution" 

(?), and "other consoles." The 
latter suggestion triggered a 
flurry of questions: Was Sega 
finally going to cross over and 
make games for competing 
platforms? Exact details remain 
shrouded, but Sega will most 
likely allow other publishers to 
purchase the rights to specific 
licenses on a case-by-case 
basis. A similar stance back in 
the 8-bit days brought titles like 
A~erburner, Fantasy Zone, and 
Shinobi to NES. In fact, sources 
close to Acclaim have already 
revealed that Crazy Taxi, 
Zombie Revenge, and /8 
Wheeler are already in 
development for PS2. 

Another big announcement 
heralded the existence of the 
"DC-chip," a single processor 
that contains all the functionali­
ty of a Dreamcast. It will enable 
Sega to deploy the Dreamcast 
as a standard across PDAs, PCs, 
and possibly even handheld 

Canclyland, and Tonka Trucks. 
The deal is subject to regulatory 
and lnfogrames shareholder 
approval, and is scheduled to close 
QI 2001. 

Microsoft and Electronic Arts 
have finally broken the silence. 
EA has announced it will support 
Xbox. We were convinced after 
talking to EA'.s Bing Gordon 
Immediately following the Xbox 

consoles. The PC version 
(introduced into the PC via a 
video card and possibly even a 
motherboard) in particular 
raised a few eyebrows, owing 
to the fact that current CD­
and DVD-ROM drives can't read 
Dreamcast GD-ROMs -
perhaps inferring a switch to 
DVD. Although Sega of America 
executives in attendance (and 
who had only been briefed on 
the technology earlier that day) 
were skeptical such a scheme 
would be viable in the U.S., it's 
not much of a stretch to 
imagine a DVD player with DC­
chip technology built in. In fact, 
Sato speculated on set-top 
boxes (for instance 
a TiVo or 

announcement at last year's Game 
Developers Conference, and it 
turns out the companies have been 
working closely all along. So closely, 
that EA has ordered 500 dev kits 
and expects to have 10 titles ready 
in the system's first six months. 

Let's end on a positive note for 
Gamecube. Natsume, the smallest 
videogame company on Earth, 

announced It will support 

satellite 1V tuner with the DC­
chip) that would use a hard 
drive to store both games and 
1V programs. And a hard drive 
for Dreamcast? Sega of America 
President Peter Moore hints, 
"We've reached a point where 
it's becoming viable to release a 
mass storage device for 
Dreamcast." 

Noticeably missing at the 
meeting was any new content, 
Dreamcast or otherwise. 
Obviously, Sega of Japan is down 
but not out. It will be interesting 
to see exactly what tricks the 
company has up its corporate 
sleeves that might help Sega 
come out on top in 2001. 

NextGen 

Nintendo's next console at 
Natsume's famously opulent sushi 
Christmas party. The company has 
also recently released Harvest 
Moon, its wacky and addictive 
farming sim/RPG for PlayStation. 
Now If we can just convince the 
company to start work on Pocky 
and Rocky X, life will be perfect .. 

- Complied by Come Shepherd, 
Executive News Editor, 

DailyRadar.com 
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News 
02/01 

The Gamecube controller: Seeing isn't believing. But feeling is ... 
~ When Nintendo 
-,,- unveiled the design 
for its Gamecube 
controller last August, 
gamers worldwide were 
understandably puzzled. 
After all, at first glance the 
construction of the pad 
seemed to ignore some 
major complaints raised 
with the N64 one -
namely a lack of buttons 
for fighting titles and an 
odd arrangement of those 
that were featured. And 
admittedly the color 
scheme and look of the 
Cube controller had even 
the most devoted 
Nintendo loyalists 
comparing it to a Fisher­
Price toy. But Nintendo 
executives remained firm, 
saying, "You have to feel 
the Gamecube's controller 
in your hands to really 
understand just how 
amazing it is." Were they 
right? We think so. 

Pictures are no 
Substitute 
The Gamecube controller 
is not at all as it seems in 
pictures. It's actually much 
smaller than the N64 
design and, in fact, more 
closely resembles the 
PlayStation Dual Shock 
pad as far as size is 
concerned. Meanwhile the 
plastic that makes up the 
device is a hardened, 
decidedly sturdy mold 
similar to that of the 
Dreamcast controller; and 
it feels remarkably solid 
and heavy in the hands. 

■ Tlle Gamecube controller 
- less awkward to hold than 
It appean on the page -
Is more comparable In 
size to PlayStatlon l 
dual analog 
controller than 
It Is to the N64 
stock 
controller 

But it's ultimately the layout 
of the buttons, analog stick, 
and D-pad that sets the 
controller apart from the 
competition. The N64's 
joystick was designed in 
such a way that it made 
players switch grip positions 
depending on whether or 
not the analog stick or D­
pad were being utilized. Yet 
on Gamecube, everything is 
accessible at once. The 
next-generation controller is 
held with two index fingers 
placed atop the L- and R­
buttons while players' 
thumbs access everything 
else; the left one handling 
the D-pad and analog stick 
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I 
''You have to feel the 
Gamecube's controller in your 
hands to really understand just 
how amazing it is'' 

and the right working the 
camera stick and all available 
face buttons. Imagine how 
you'd hold an N64 controller 
to play with the D-pad only. 
Now imagine that the N64 
controller was half the size. 
Get the picture? 

Eleventh Hour Changes 
Interestingly enough, early 
prototype Gamecube 
controllers shipped to 
Nintendo's elite developers 

without a D-pad. 
(Incidentally, the initial 
design was exactly as Next 
Gen reported in earlier 
Issues.) However; after a 
load of complaints from 
second parties about the 
exclusion of the pad, NCL 
decided to add one at the 
last minute - and 
thankfully so. One of 
controller's unique features, 
the Z-trigger; is not located 
underneath the pad as it 

■ Yes, he looks like he should be 
washing dishes at Denny's - but 
Gamecube Watch columnist Matt 
Casamasslna Is the Yldeogame 
Industry's leading Gamecube 
sleuth. When he Isn't missing our 
deadlines, he Is the editor-In­
chief of IGN64.com 

was on N64, but can be 
found on the right shoulder 
of the device next to the R­
button. This new Z-trigger; a 
late addition by Miyamoto, 
was cleared only days 
before Spaceworld 2000. 

Controlling 
the Future 
As Next Generation has 
created a mold of the real 
Gamecube controller; we 
are now very familiar with 
the intricacies of its design 
- and we'.re impressed. 
Everything from the pad's 
scaled-down size (when 
compared to the N64 
controller) to its oddly­
shaped face buttons makes 
complete sense once you 
have held the device in 
your hands. Simply put, it's 
comfortable and it feels 
right. And with that said, 
we're still very curious to 
see how developers utilize 
this controller for fighting 
games. NextGen 
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News 

Beyond programming support - meet 
Microsoft's Content and Design Team 
...ii.. Once upon a time, 
---,- videogames were made 
in bedrooms and garages, 
often by heavily bearded 
freaks, who, between playing 
late night games of D&D and 
recovering bits of food stuck in 
their racial topiary, would 
puzzle the intricacies of 8-bit 
machine code and three­
channel sound - one-man 
game factories struggling to 
create scrolling shooters with 
parallax fields. 

Those days are long gone, 
and their passing is lamented 
by some. But the fact remains 
that to get a game out these 
days, a company needs artists, 
animators, composers, writers, 
and others who don't know 
squat about programming. 
What happens when these 
guys get stuck? A C ++ 

reference library isn't going to 

help. Enter Microsoft's Content 
and Design Team (Cm). 

Up and Running 
The CDT is designed to be a 
central resource for Xbox 
developers' non-programming­
related questions - a help 
boutique, if you will. The CDT 
will field not only technical calls 
fi"om musicians and artists, but 
also queries regarding design 
issues - everything fi"om how 
reflectiVe flesh should be to how 
best to integrate 3D audio. 
Beyond the primary help-related 
functions, which include hosting 
seminars, the group will also 
focus on research - developing 

new tools and sample 
techniques, and composing 
white papers. 

This new adjunct to the 
already burgeoning Advanced 
Technology Group is headed by, 
and is the brainchild of, I0-year 
industry veteran Chanel 
Summers. Summers has been a 
game producer and designer at 
a number of companies and 
until recently was the audio 
manager of the Advanced 
Technology Group. Formed 
earlier this year, the group is 
already hard at work, taking calls 
and dealing with requests, and 
Microsoft has assigned its expert 
insiders by field. Audio designers 

I 
The CDT is designed to be a 
central resource for Xbox 
developers' non-programming 
related questions 
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have an audio contact, and 
graphic artists have a graphics 
go-to guy. In the past, support 
infrastructures have tended to 
field questions about purely 
technical issues - but the CDT 
can field questions about 
technique as well as technology 

"A lot of the practical advice 
is driven by the issues art teams 
bring to us," says Graphics 
Techniques Consultant Dave 
McCoy. "So far this has been 
mostly about which tools take 
best advantage of Xbox's 
graphics capabilities. Over time, 
those will be replaced with 
questions about how to achieve 
particular effects. While a lot of 
the features will be things that 
artists are used to doing with 
high-end pre-rendered imagery, 
it will still take a while for them 
to get comfortable using them 
in games. 

Scott Selfon, the CDT's audio 
content consultant, is keen to 
point out that the group isn't 
there to regulate or control 
content "Vve are not looking to 
establish standards," Selfon says. 
"Instead of trying to apply one 
solution to all of them, we need 
to be sensitive to the unique 
aspects of each title." 

Selfon explains that purely 
developing new standards would 
be a fool's task. For example, 
developing a new surround 
sound protocol would then 
entail getting every audio manu­
facturer to add it to their 
surround decoders. 

"The goal of our team is to 
encourage the use of best 
practices," he continues. "Instead 
of establishing a surround sound 
protocol, we will encourage 
sound designers to use existing 
standards to take advantage of 
multispeaker surround with their 
in-game audio for the first time." 

Going Global 
This one-stop advice shop for 
art, sound, and design should 

■ When he Isn't sifting through 
Xbox developers' trash, Frank 
O'Connor acts as the Eclltor-ln­
Chlef of Dally Radar Consoles 

prove helpful to American and 
European developers. But what 
of Japan? 

"Vve are building up a team 
in Japan," says Summers, "who 
will be sensitiVe to cultural 
differences between Japanese 
and Western art and sound 
styles." 

Without question, 
Microsoft's level of support for 
the development community 
hasn't gone unnoticed, and the 
company is really winning the 
ravor of its third-party partners. 

"Microsoft has been nothing 
short of incredible," says 
Michael Rubinelli, vice 
president of product 
development at THQ. "They 
have really gone out of their 
way to accommodate any and 
all of our requests on all fi"onts. 
Launch titles are more of a 
possibility. The games that we 
are making will be raster, 
better-looking, and more fun 
to play.• 

While certainly the other 
console manufacturers have 
technical support teams, none 
that we are aware of actually 
offer artistic support. Regarding 
Nintendo's creative input, one 
anonymous console artist put 
it this way: "Vvho would I talk 
to? Nintendo's Treehouse 
group? They once told me that 
the lead character in my game 
ran too much like a girl. It 
didn't seem to bother them 
that the lead character was, in 
fact, a girl." NextGen 
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News 
■ BOOK REVIEW 

u ing Interactivity 
Industry legend Chris Crawford 
explains it like no other 
....9ii,. Truly these are days of equal 

'"'7' parts miracle and dMne 

inspiration wherein we may stuff 

our gullets with the interactive 
chocolate bar (that provides 
"proactive energy" to anyone lucky 
enough to choke it down), exorcise 
our collective boogie fever with 

Barbie's Interactive Rock 'N' Roll 

Radio House, and tremble at the 

demonic bleatings of interactive 

Furby. In fact, let us pay homage on 

this day to the adjective 
"interactive," which author Chris 
Crawford rightily proclaims has been 

used and abused to the extent 
"that the poor term is half-dead 

now, a pallid, bloodless nothing­
burger of a word." 

Let the resuscitation begin. 

Crawford, beyond his talented 
game designs (which include the 
Macintosh titles Balance of Pawer, 

Trust and Betroyal: The Legacy of 
Sibooi and the wargames Patton 
Versus Rommel and Patton Strikes 

Back) is also a former Next 
Generation columnist and the 

founder of the Game Developers 
Conference. (Crawford's columns 

appeared in our issues throughout 
1996.) With Understanding 

lnteroctivity he has cobbled up a 

highly readable, if slightily dense, 

treatise on automated interactivity 

in computing. But the great Catch-

22 of Crawford's work is that he 
must outline and explain his com­

prehensive work in a completely 
non-interactive format a book that 

desperately wants both a publisher 

and editor. 
Crawford defines interactivity as 

the cyclic process of back and forth 
between two actors who engage in 

thinking, speaking, and listening. This 

process, he argues, allows for 
greater understanding between 

participants and engages the 
human mind more thoroughly than 

other pre-established forms of 

expression. This straightforward 
thesis, combined with Crawford's 
conversational writing style and 
talent for expressing abstract ideas 
(such as the algorithm as a 
metaphorical construct) in a 
concrete, easy-to-digest fashion 

carries lnteroctivity. To the quick: If 

you read, you will learn. 
Though the book concerns 

itself primarily with interactMty as 
it applies to practical and game­

related software creation and calls 
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specifically to designers, Crawford's 

exploration holds the general 
appeal that may be found in any 
well-written piece of text. Still, it 

will likely only appeal to other 

game designers and wannabe 
game designers. 

The author deftly blends insight 

and humor, proclaiming at one tum, 
"If you can express some deep truth 

of the human soul in algorithmic 

form, who cares that your truth is 

communicated via silicon and 
plastic?" and then paddles off the 

deep end to parody textbook 
chapter summaries by urging his 

readers to "throw this book across 
the room. Measure the distance it 

traveled and the angle of impact. 

Draw appropriate conclusions in 

crayon." Heck, Crawford even 
manages to make the less savory 

bits, such as an extended discourse 
on clock-setting methods that 
overextends its welcome, seem 
distantily interesting and, in doing so, 
ensures that this admittedly one­

way trip never seriously stumbles. 
- Greg Orlando 

261 Pages 
(Some black and white photos) 
$30, postage included. 
Available through 
Crawford'a Web site: 
http://www.erasmatazz.com/Boo 
k/Buy_H.hbnl 

■ Crawford (abaft) as he appeared 
as a NaJtt Gel-.tlon counnlst 
and his - (below) looking 
appropriately self-publlshed 

UNDERSTANDING 
INTEIMCTIV/r, 

Ch1s Cruiwp,Rd 

HARDCORE 
This story goes back to the late 
summer early fall before 
Nintendo 64 was released. I'm a 
skater, so I generally take 
pointless risks for no apparent 
reason. I broke my left arm and 
wrist in several places scrubbing 
on a gravel patch after a jump (I 
narrowly avoided compound 
fractures because I was wearing a 
watch). After having my arm and 
wrist set in a cast, I stupidly chose 
to go out skating AGAIN and 
further screwed up my arm -
requiring a second cast (and a 
great deal of more pain). 
Several days later, Toys "R" Us 
informed me that the N64s had 
come in a week early and that I 
should pick up my reserved 
console as soon as possible. 
While at first overjoyed, I quickly 
realized that I wouldn 't be able to 
enjoy my new piece of hardware 
with a broken left arm and wrist. 
But this didn't stop me. I 
immediately headed out to pick 
up the N64 along with Super 
Mario 64 and Pilotwings 64 and 
fired it up as quickly as I could 
manage. It took a few tries to 
wrap my left thumb over the 
analog stick, and I was in agony 
the whole time. That didn't stop 
me from beating Mario in just 
over a week, loving every last 
minute of it. 
But those Bowser fights were 
killer on my left arm; it's now 
permanently deformed in a slight 
arch from overworking the 
surrounding muscle while the 
bones were knitting. Good 
physical therapy though! 

Chris Raposa 
Roseville. CA 

Do you t1ave a t1ardcore story? If 

so. se11d 1'. to us. If we print 1t. 

1,,ve·11 se11d you a free Next Gen 

T-st11rt _ Email your true tales of 

ga1111ng madness to 

Please use "t1ardcore" as the 

SllbJeCt line. 





News 
■ Early units from Saltek and 
Interact acd clentally transposed 
the functions of the •stop• and 
•confirm" buttons, but this 
has been fixed 

SaitekDVD 
Remote 
Controller 
MSRP: $19.99 
~ This stylish remote nailed the look, which fits right In with 

"'7' the design of the PS2. However; the buttons and D-pad 

are a bit small and spongy, and there was a tendency for the 

remote to stutter when you're scanning for a specific moment. 

■ PS2 HARDWARE THAT MAKES YOU SOFT 

The Great 
DVD Remote 

Roundup 
The PS2's DVD playback 
capabilities are great, but what's 
the use if you have to get up every 
time you want to skip a scene or 
pause a movie? You need a remote, 
but which one? 

Interact DVD Remote 
and Interact DVD 

Master Remote 
MSRP: $14.99 and $19.99 

■ Neither of Interact'• 
remotes (the Master 
Remote Is shown here) 
has a pass-through, but 
every remote we tested 
worked perfectly with the 
receiver In the second 
controller port 
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~ These units' comfortable shape, quick response, and 

"'7' well-placed buttons seat them among the best. The 

Master remote can even control your TY. Two caveats: 

The D-pads are small and slightly awkward, and the 

receivers don't have a pass-through for a controller. 

Joyte(:IID 
Remote 
MSRP: $14.99 
~ This tiny unit 
"'7' substitutes a 
cheap, bumpy, 
plastic overlay for 
actual buttons (our 
subsequent lntellivision 
flashbacks were cool, 
though), and like the 
Nyko unit (see next 
page) requires a 

■ Joytech's memory­
card-sized unit comes 
with a battery 
Installed. Good thing -
you need a screwdriver 
In order to change It 

screwdriver to change the battery and forces 

you to use the remote to activate the pass­

through every time you power up. 



t 

ry 

te, 

■ Nyko's 
remote looks 
great and comes 
In both black 
and very, very 
blue. 

NykoDVD 
Remote 
MSRP: $19.99 
..JI.. A cool-looking and very comfortable 
"'7' remote, though some of the lower buttons 
are hard to reach with your thumb. You'll need a small 
screwdriver to open the battery panel, and the pass-through 
defaults to DVD mode when you power up, so if you want to play 
a game, you have to press a button on the remote to get your 
controller to work. 

MadCatzDVD 
Wireless Remote 
MSRP: $19.99 
..Ji.. This full-featured unit adds controls for TV and 
"'7' late-model VCRs. It includes a TV/video button for 
switching between DVD and real TV (strangely absent on 
other units) and even comes with batteries, rubberized 
grips, and glow-in-the-dark buttons. Downsides: It's as 
big as a seal club; it stutters when scanning (just like the 
Saitek); and it offers no pass-through. 

■ Unfortunately, no remote can tum 
your actual PSl on and off - yet 

Pelican DVD Remote 
MSRP: $19.99 
..Ji.. Overall, the best unit we tested: It feels good in the hand; the 
"'7' D-pad is incredibly comfortable; and the signal range and 
response time are second to none. It does force you to 
remember what the controller buttons do, 
but that takes all of five seconds. 
No frills, but no 

■ Pellcan's remote Is neither the best­
looklng nor the most advanced, but 
there's slmply nothing wrong with It 



















■ DREAMCAST 

FLOI BROTHERS 
■ Publisher: Sega ■ Developer: Visual Concepts ■ Release Date: March 2001 ■ Origin: US 

The creators of NFL 2K I take the field 
with a living cartoon 
~ In these days of lurching zombies, 
~ ''xtreme" snowboarders, and kung-fu­
fighting centerfold girls, it seems that there are 
fewer and fewer games that offer a good 
laugh. On that merit alone, Floigan Brothers 
would be worthy of notice. However, this title 
goes one step further, creating a whole new 

■ Any unique skills (how to play tag, how not to 
fear spiders) you teach Molgle In this first game 
will carry over Into future tttles. Which, of course, 
don't offldally exist 
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gameplay experience by blending elements of 
modern 3D adventures, classic, LucasArts-style 
adventure games, Looney Tunes cartoons, and, 
of all things, virtual pets. 

The brothers themselves would be right at 
home in Roger Rabbit's neighborhood. Hoigle, 
the tiny player-controlled character, is sharp as a 
tack but short as a fire hydrant and not very 
physical. Conversely, his lovable brother Moigle 
is big as a house, has the strength of an ox, and 
couldn't think his way out of a closet if the 
door was open. He does however seem to be 
something of a savant - he can talk to animals, 
and he's a mechanical genius. The two live in a 
junkyard, where Moigle is working on a secret 
surprise invention and from which the evil 
Baron Malodorous is determined to evict them. 

As charismatic as these two are, the real key 
to the game is the unique way they interact. 
You'll need Moigle's help, and often his 
emotions, to complete nearly every task in the 
game. To get across the creek, you have to 
make Moigle cry, so his tears raise the water 
level enough for you to use the floating bridge. 

henchmen are cute, 
cuddly, yet completely 
evll kitty cats 



To reach a high billboard, you must pick a fight 
with him until he loses his temper, at which 
time he'll crumple you into a ball, pull out a 
baseball bat, and give you the old Mark 
McGuire treatment, landing you neatly on the 
catwalk. Perfecting Moigle's sophisticated, 
emotion-driven behavior (he loves animals, 
fears spiders, and even accepts bribes) is what 
Lead Designer/Project Manager Andy Ashcroft 

credits with soaking up the majority of the 
game's ominously long development time 
(some three years). 

While this Information definitely piques our 

interest, the most exciting details are the ones 
Sega won't talk about. Name~ the fact that this 
isn't meant to be a one-shot game. Indeed, new 
episodes of F/oigan could continue to appear, 

sending the brothers Looney Tunes-style into 
outer space, the old West, a desert island, or 
anywhere really. After an initial slip of the 
tongue, Sega has officially gone mute about this 
subject, but Ashcroft can confirm, 'We want to 
make a lot of these. I love these characters, and 
I love the gameplay." 

We're a bit skeptical of the overall depth of 
Floigan. It looks quite short and very easy - in 
most situations, the game tells you outright 
which mood you must coax from Moigle, and 
as soon as he's there, a few taps of the action 
button solves the puzzle for you. Still, what we 
saw was very entertaining. If gameplay evolves 
(or, even better, the game comes out at a 
reduced price, as an episodic game, acknowl­
edged or not, should), the title's unique 
personality will be more than enough to 
convince us to tune in. - Eric Bratcher 





RSTREET 
E 

■ Publisher: Activision ■ Developer: EXAKT Entertainment ■ Release Date: Summer 2001 ■ Origin: US 

Here, the fast lane is hardly fast enough 

■ Host of these cars can easily exceed 200 mph, which raised some Interesting challenges when It came to creating the game's physics 

~ By the end of the PlayStation 2's lifecycle 
~ it's entirely plausible that there will be a 
racing game for every kind of vehicle on the 
planet. Supercar Street Challenge, the newest 
entry into this cavalcade of speedfests, takes 
players out of the commercial circuits and into 
the high-powered world of concept cars. It 
may not be the most significant jump the 
racing genre has ever seen, but the idea of high 
speeds and unique car designs may prove a 
strong lure for racing fans looking for their next 
adrenaline rush. 

Authenticity plays a big part in the racing 
game equation, and consequently SSC will 
feature ten actual supercars including such 
notable designs as Callaway's C-12, Modena 
Design's Zonda C 12, and the Fioravanti F 100. To 
achieve the level of accuracy the team wanted 
with the car models, it has worked extensively 
with each manufacturer on every detail. 'We 

www.next-generation.com 02/01 NextGen 31 



■ Up to six racen can be on the track at one time, and EXAKT Is putting a lot of effort Into making the Al seem realistic Instead of all-powerful 

have taken schematics, blueprints, technical 
specs, and they have, in some cases, even 
provided CAD drawings for their cars," claims 
EXAKT President Paul Ashdown. 'We even work 
with their engineers on specific details so that 

we can deliver the most realistic car models 
possible." Players can also come up with their 
own car designs and implement them in the 
built-in editO[ 

One thing the team is adamant about, 
however, is that great gameplay has to come 
before absolute realism. In fact, during the 
development of the game, the team has had to 
go out of its way to soive control issues that 
even the creators of Gron Turismo didn't have 
to worry about. "Some of these cars can go 
insanely fast - over 200 mph," exclaims 
Ashdown. "For the average player to control 
cars this fast we have to make the cars slow 

DENTED! 
Surprisingly, all of the cars in Supercor Street 
Challenge show realtime deformation when you 
slam them into a wall - creating dents and 
sustaining damage that affects the overall control 
of the vehicle. The team really had to work to get 
this feature in the game, because usually when 
making a game with multiple car licenses (like 
Gron Turismo), the licensees prefer that their cars 
not show damage. Still, EXAKT negotiated hard 
with the manufacturers and managed eventually to 
get everyone to agree that showing car damage is 
an important part of the racing experience. 
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I "Some of these cars can go insanely fast -
over 200 mph ... in real life the airbags 
would probably be exploding in your face" 

down and corner way better than they would 
in real life. We have cars braking at over 3 to 4 
Gs, and in real life the airbags would probably 

be exploding in your face." Ashdown says that 
the team has spent a lot of time tweaking the 
controls so that while they aren't 10096 realistic, 
they will feel intuitive and realistic to the 
average playe[ "The physics should be real 
enough to let an average driver get a feel for 

- Paut --.,, p,nklent, EXAKT 

what it's like to drive a high-performance car at 
the limit of its performance," he stresses, "even 
though in real life they'd crash and burn 

hopelessly." 
Cars are only a piece of the overall formu la. 

EXAKT has also spent an impressive amount of 
time recreating the international venues in w hich 
you will compete during the game's 
Championship Circuit mode. Much like in the 



recently released Metropolis Street Racer, the 
team has actually sent out members to each city 
it's recreating (Rome, Monaco, and Los Angeles 
are known so far), and the team has not only 
photographed the streets it wanted players to 
race on but also videotaped them from the front, 
rear, and sides of the cars they were driving in. 
Each city will have muitiple track layouts that, 
though not 100% representative of the real world 
(gameplay is still stressed over absolute realism), 
will look and feel like the real thing. 

The game Is given more of an arcade feel by 
a number of Son Francisco Rush-style hidden 
shortcuts on each track that can help you 

decrease your lap time significantly if you know 
where to find them. Still, Ashwood and his crew 
have added some personality to what has 
become a racing game standby. "The shortcuts 
are all inspired by Hollywood-style stunts or 
tricks - wherever possible from movies 
featuring the city in question," he points out. 
"For example, in LA everyone has seen a 
million car chases that end up driving along the 
concrete banks of the LA river, so that was 
definitely something we wanted in the game." 
Of course, most of these shortcuts aren't just 
hidden but also require some skill to use, which 
will hopefully give advanced players some 
motivation to go back and replay tracks to 

■ If you know where to go, you can break off the track and take a hidden shortcut to shave off a few 
seconds 

shave off a few more seconds. 
With its gameplay grounded strictly between 

Son Francisco Rush and Gron Turismo, SSC 
might very well carve out a niche with gamers 
who like the idea of realistic racing but lack the 
patience to deal with the constant crashing and 
spinouts provided by the more sim-like titles. It 
sounds like a successful design formula to us. In 
the coming months, EXAKT will hopefully tune 
the game to fulfill this promise. - Bloke Fischer 

LA..,._... - the(ve been 
tllesceneofcOWltless 
Hollpwoodcar 
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SSE 
■ Publisher: Koei ■ Developer: Koei ■ Release Date: Winter 2001 ■ Origin: Japan 

Koei draws outside the lines of history 
111'.'11111 A hundred soldiers in formation on rolling 
lllll.iiill fields of green, archers raining death onto 
unsuspecting armies, a cavalry racing to the aid 
of weakened compatriots - Kessen used these 
and other dramatic scenes to create breathtak­
ing impressions more akin to a Kurosawa film 
than a videogame. As pure eye candy, Kessen 
was tough to beat, and its visual beauty and 
simple interface made the game accessible by 
gamers who generally thumb their noses at the 
strategy genre. Koei aims to recapture the magic 
it created with Kessen in its sequel, Kessen II, 
with better graphics, tighter control, and a dash 
of fantasy. 

Under the rallying cry of "more dynamic, 
more dramatic," the development team at Koei 
is using better graphics to drive the action. 

"Unlike in its predecessor, we're able to display 
500 game characters on screen at once [in 
Kessen m: explains Koei Producer Kou 
Shibusawa, citing a fivefold increase in graphic 



complexity. 'We think this truly approaches the 
technical limits of the PlayStation 2 in terms of 
realtime characters appearing on the screen 
simultaneously." 

Kessen II is set in the Three Kingdoms 
period of China, roughly 168 AD. to 265 AD., 
when warlords battled each other and people 
were subject to oppression and war crimes. 
The game follows feudal lord Liu Bei as he 
attempts to rescue his love interest, Diao Chan, 
from a rival empire. No, it's not a reenactment 
of actual battles as in the first, but rather an 

original story woven together by the design 
team. 'We wanted to make the game enjoyable 
even to those who are not familiar with the 
period," says Shibusawa. "Still, we've added 
classic elements that [history buffs] of the Three 

Kingdoms era are sure to recognize and love." 

Stepping outside of hlstorlcal bounds has 
enabled Koei some design freedoms, as game 
characters can now use magic, augmenting the 
weapons at the player's command. This means 
they can now bring down the fury of the 

I ''We think [Kessen #I's ability to show 500 
on-screen characters] truly approaches the 
technical limits of the PS2 ... " - Kou Shibusawa, pn,clucer, Koel 

.. ■ Soldlen can take tD the 
air tD brucll castle walls 

elements on their enemies. "The addition of 
magic to the arsenal of weapons can change 
the entire strategy of a battle," boasts 
Shibusawa. Summoning firestorms or tornadoes 
can be especially devastating to tight army 
formations, which is a tactic that should prove 

popular because neighboring units can now 
support each other. Individual units act and 
react in accordance with each other, so instead 
of the formation of a troop determining the 
amount of damage inflicted by an army, each 
individual unit's position will be a factor. By 
taking into account troop numbers and 
formations, Kessen Ifs Al can more accurately 
calculate a unit's effectiveness. 

An example of the Al's recogn ition of 
individual unit groups is seen in defensive 
maneuvers. When troops are near each other, 
their overal l defensive capabilities are increased. 
Similarly, the ability of ground troops to break 
through an enemy formation increases with 
supporting units in front and behind. 

Koei has also extended game depth by 
expanding the game's length from 10 stages in 

■ Got horse? It's a bummer If you're a soldler In Kessen II - most travel by 
foot and get skewered In battles with calvary officers 
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I Troops can be shot from a cannon and 
use hang gliders to attack the enemy 
from above. Really. 

Kessen to 30 stages in the sequel. The stages 
are packed with new environments - in 

addition to the sprawling countryside scenes 
seen in its predecessor, Kessen II creates epic 

battle aboard moving ships and around castles. 

Also added to the game are new specialty 

units. Shibusawa thinks that new forces such as 

ballista, military engines used to hurl huge 

missiles, and elephant troops will deliver 

added excitement to the game. If that's too 

conservative for you, get this - troops can be 
shot from a cannon and use hang gliders to 

attack the enemy from above. Really. 

As In real life, success In the game opens 

doors to opportunity. Battles won will increase 
players' inventory of spells and allow them to 

build and use new weapons. Koei hopes this 

ability to upgrade will further draw gamers into 

Kessen II as they go in search of these new 

elements. 
Koei has addressed challenges that afflicted 

the first game, such as better control over 

units. "In the previous version, you were unable 

to control the troops when using the 

'cinematic view' - the battle view that allowed 

you to get a close-up of the men actually 

fighting. In the new version, you are able to 
control the troops from that view as well," 

promises Shibusawa. 
The sum total of changes from Kessen to 

Kessen II should make for an appealing 

experience not just for fans of the first game, 

but also for those who typically view historical 

reenactments to be on the dry side. The 

injection of fantasy through magic provides an 

opportunity to further showcase the 
PlayStation 2 hardware capabilities, a result that 

should create an even more compelling story 
than the original. - Kevin Toyama 

■ As In the original, Kessen II features warriors In colorful, elaborate costumes that create a superhero feel 
to characters and the battles In which they fight 
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■ ARCADE, PLAYSTATION 2 

B 
■ Publisher: Namco (arcade), HudsonSoft (PS2 Japan) ■ Developer: Sing Raizing ■ Release Date: December 2000 (arcade), TBA (PS2) ■ Origin: Japan 

Who let the dogs, cats, bats, beetles, 
and lions out? 
llf'llllll From names in ancient texts to names 

111:.iif of modern professional sports teams, 

people have likened themselves to animals -

the more powerful, the better. So it should 

come as no surprise that the Bloody Roar 

series' lycanthropic warriors have always 

captured gamers' imaginations. With this 

latest iteration, the franchise looks to swoop 

deftly into the next generation of consoles. 

■ Beast forms have greater speed and strength, 
and they can unlock additional special attacks 
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Make sure you've had all your shots - the fur 

is about to fly 

The difference between this franchise and 

any other fighting game out there remains the 

combatant's ability to temporarily transform 

into super-charged, quasi-animal versions of 

themselves, gaining increased speed, greater 

power, and more moves. This gives the game 

greater depth, and, as your time is limited, 

choosing just the right time to mutate into 

your animal form becomes critical. Each 

character's special attacks are inspired by their 

animal type (for instance, the bat uses lots of 

aerial attacks), which is an element that adds 

depth to both characters and combat but has 

caused balancing problems in previous Bloody 

Roar games. 
Earlier BR titles have also suffered slightly 

because the characters, despite their 

awesome talents, somehow still lacked 

personality. While we can't verify that their 

charisma has improved, it's undeniable that 

the fighters look amazing this time around. 

The graphics are very close to the quality of 

images in Tekken Tag Tournament (though 
not quite as good as the eye candy in Dead 

■ A gauge at the bottom tells you If you have enough Juice to transform. Or If 

you've already transformed, It tells you how much time you have left 

or Alive 2: Hardcore) and the characters (both 

old and new) benefit greatly from much higher 

polygon counts and increased detail in the 

rendering. Each brawler's beast form looks 

much more like the animal that inspires it. 

Long the tiger simply ripples with sinew and 



I Each character's beast form looks much more like 
the animal that inspires it. Long the tiger simply 
ripples with sinew and muscle ... 

muscle; Stun the insect resembles a gigantic 
beetle, covered head to toe in heavy armor; 
and Jenny the bat - okay, she doesn't look 
at all like a bat - but the extra polygons are 
evident nonetheless. There is an undeter­
mined number of new characters as well , 

such as the strangely metallic Xion, who 
appears to be a mantis or a garden weasel. 

Of course, the battlefields have also been 
given a makeover. In addition to increased 
background animation, the shape, size, and 
structure of the combat arenas vary as well. 
Some stages are narrow and confined, while 

others are wide and have plenty of room to 
maneuver. 

Bloody Roar 3 will be in Japanese arcades 

■ Jenny the scantily-dad bat will focus heavily on 
quick, airborne attacks, while Stun Is slower but 
much more powerful 

by the time you read this. Although there was still 

no release date for the Japanese PS2 version at 
press time, the game is built using Namco's 
PlayStation 2-derived System 246 arcade board, 
so the inevitable port should be both quite 
faithful and quick in coming. An American version 
will likely come courtesy of Sony, which published 
the first two games in the series, or fi"Dm 
lnfogrames, which handles some of HudsonSoft's 
U.S. distribution. Either way, the roar of battle will 

fill the air once more, reminding us that you don't 
become king of the jungle without tasting a little 
blood. - Eric Bratcher/Christophe Kagotani 

■ Players can choose to remain In human form or mutate Into beast form any 
time their gauge Is full 
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Alphas 

■ There are four driving models currently being evaluated, ranging from an arcade-y Colln McRae clone to a 
sophisticated model that calculates friction and traction. The final bulld will llkely have elements of both 

■ PLAYSTATION 2 

2001 
■ Publisher: Sony ■ Developer: Evolution Studios ■ Release Date: May (Europe) ■ Origin: U.K. 

Can Evolution Studios create a rally racing 
game that will actually sell in the U.S.? 
~ What is the appeal of rally racing games? 
a... Martin Kenwright, managing director of 
Evolution Studios, sums it up in a nutshell. 

"It's the decathlon for cars,• he explains. 
"They can crash down hills, explode, or reach 
the end of the stage completely destroyed. 
There's really no driving experience more 
unpredictable or frightening than screaming 

along on a few inches of mud without any 
barriers, without any safety whatsoever.• So far, 
Kenwright says, developers have ignored this 
element, designing tracks that are "claustro­
phobic" invisible tubes, with no atmosphere, 

■ The spectators are so entlluslastlc, they often run 
out onto the track, though race officials shoo them 
back to safety. What a shame 
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emotion, or sense of danger. 

Not so with WRC 2001 . The team used 
real-world satellite maps to recreate entire 
sections of the Swiss Alps, then carved rally 
tracks right into the sides of the mountains. 
The appeal - not to mention the danger -
should be obvious. 

"Instead of creating a glass tubeway, let's 
create the Swiss Alps," proclaims Kenwright. 
"Instead of bouncing off the rock and coming 
back onto the track, let's fly over that rock 
and fall several thousand feet. Instead of 
crashing into a wall and showing a spark and a 
broken window, let's physically tear the car in 

half or deform it." To complement the near­
otherworldly track designs, every element of 
real WRC racing will be faithfully represented, 
from the cars and drivers to squads of mo­
capped fans who'll cheer, sound foghorns, and 
even crowd the roadways. 

Of course, the most important element in 
the game is the driving model, which wasn't 
yet implemented. The team hopes to achieve 
a balance between precise simulation and fun , 
intuitive driving. If they succeed, even U.S. 
PlayStation 2 owners will owe it to themselves 
to try this game. - Eric Bratcher/Nigel Edge 





■ PLAYSTATION 2 

LEGENDOF D~ 
■ Publisher: Game Studios ■ Developer: Stormfront Studios ■ Release Date: Winter 2001 ■ Origin: US 

Can Stormfront Studios take on Japan's best and win? DOUBLETI-IE 
TROUBLE 

~ Say what you want about American game 

~ developers, but there hasn't been a U.S.­

designed console RPG that has come anywhere 

close to challenging Japan's dominance of the 

genre. On PlayStation 2, there's already been an 

attempt to unseat the incumbents (Volition's 

Summoner; see our review in last month's 

issue), but this challenger, like all U.S. attempts 

so far, remained a technically and graphically 

inferior example. 

Luckily, some believe the fight is still worth 

fighting. Stormfront Studios is the latest 

developer attempting to steal the coveted 

console RPG crown. If they can succeed where 

others have failed, it will not only be a great thing 

for gamers worldwide, but it may also shine a ray 

of light into a country whose development 

community has all but given up hope. 

A strong storyline is perhaps the most 

important component of any RPG, and Game 

Studios Senior Producer Jim Tso is proud of the 

fact that the emphasis on his project has been 

placed on creating an epic, larger-than-life feel. 

"The story really has a lot of elements in it," he 

says. "We have redemption, betrayal, love, 

atoning for past sins ... things like that." 

Players take on the role of Jarik, a young boy 

whose village has been summarily slaughtered. 

You're left to find your way in a world that has 

been partially rebuilt after a magical cataclysm 

that literally tore it to pieces (at points in the 

game you can actually look over the broken 

■ You won't see any load times, whether you are 
travenlng between different areas of the world or 
stopping to meet (or fight) an NPC 

One of the coolest 
features in Legend of 
A/on D'or is the ability 
for a second player to 
plug in a controller 
and join the game by 
taking over one of 
your party members 
at the touch of a 
button. While the 
concept is hardly 
unique - Secret of 
Mana had three-player 
cooperative play -
Stormfront has specifi­
cally designed this 
feature so that players 
can share their gaming 
experience with their 
friends at any point. 
"The concept behind 
this," explains Senior 
Producer Sarah 
Stocker, "is that we 
wanted to have a 
cooperative play mode 
that allowed you to 
progress by yourself 
through the huge, 
single-player mode, 
but when your buddy 
comes over he can 
just pop in and play 
with you. And then 
when he leaves, you 
still have your single­
player game." 



edges of the world). Naturally, in the course of 
exploring the world, you'll meet up with other 
races - there are four radically different ones, 
including yours - and new party members. 
Eventually, you'll discover that you're actually a 
tiny piece in a much larger puzzle that will 

determine the fate of the world. 
While a lot of time has been spent getting 

the story right, just as much, or more, 
emphasis has been placed on gameplay 
mechanics. According to Stormfront Producer 

Sarah Stocker, "One of the tenets of this game 
is that you get to really roleplay and decide 
what Jarik and his party members become." To 
accomplish this, the team has given players the 
option of increasing each character's stats and 
abilities throughout the game in any direction 

they see fit - effectively enabling players to 
create their own classes that match their 
playing styles. "In our world, swords and 
sorcery are very equal forces," explains Stocker. 
''You can become a great and powerful warrior, 

I ''You really get to roleplay and decide what 
Jarik and his party members become" 

- Sarah Stocker, senior producer, Stonnfront StucHoa: 

or you can become a powerful mage, or 
something in between." 

Designer Adrian Earle admits that 
empowering players in this fashion will be a 
balancing nightmare, but he feels that the value 
it adds to the overall game is immeasurable. "It 

might be easier or harder in certain areas of 
the game if you take one route or another, but 
the idea is that you can still win. Next time you 
play you can play in an entirely different way." 

The combat system is also something that 
the team is working hard on, and the concept 
they've come up with - a cross between turn­
based and realtime - enables you to think 

about strategy, yet still keep the combat fairly 
involving. Where the game takes significant 
steps over the competition is in the fact that 
battles aren't random. All enemies are plainly 
visible, and there's no loading or viewpoint shift 
between movement and combat. Walk up to a 
monster and, if its Al is set to be aggressive, 

you'll just pull out your weapon and start to 
fight. The ability not only to pick your own 
battles but to jump into combat spontaneously 

■ All monsters are plainly vlslble on the map at all times so you can always 
choose whether you want to fight or avoid combat 
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Alphas 
should have a dramatic impact on the game's 

pace - one that shouldn't be underestimated. 

Technically speaking, the game is already 
well on its way. At the core of the experience is 

a solidly built terrain engine that will enable you 

to traverse the entire, immense game world 

with absolutely no load times. How immense? 

Lead Programmer Mark Dean suggests, "If you 
go in a dead sprint and have no encounters, it 

would take well over an hour.• 

The team has also taken advantage of the 

PlayStation 2's strengths by using procedural 

content generation techniques to spruce up 
the landscape. 'We're trying to add some life,• 

explains Dean. 'Wherever you are in the 
world, there's always something moving. This 

isn't a static world that looks like a picture." 

Flocks of birds, herds of small beasts, and 

swaying plants pepper the screen everywhere 

you look. Equally impressive is the game's 

radiosity lighting and impressive water effects, 
which are oddly reminiscent of those seen in 

the demos of Halo (we aren't, however, going 
to wager which title will come out first). 

With almost a year to go and a sizeable 

chunk of the game already running, it looks 

like Stormfront is well on its way to success. 

■ Combat Is a combination of tum-based and real-

With the technology, storyline, and core 

gameplay nearly in place, it's now just a 

matter of balance and tying everything 

togett,er. Let's hope the team will be able to 

create a game that lives up to its initial 

promise and paves the road for other 

American teams to follow. - Blake Fischer 



■ PLAYSTATION 2 

METAL GEAR SOLID 2. 
■ Publisher: Konaml ■ Developer: Konaml ■ Release Date: Fall 2001 

111'11111 "Our boy is right 
1111:.1111 on schedule." 
Not only are these the 
first words spoken in 
the opening cinema, 
they also perfectly sum 
up the state of the 
game itself. We recently 
peeked at an actual 
running version, and 
any suspicion that the 
in-game graphics 
wouldn't look as good 
as the demo movies 
has been proven 
wrong. Dead wrong. 
Gameplay has also 
evolved - you can 
shoot from the first­

person viewpoint and 
hide the bodies of tran­
quilized enemies to 
avoid detection. 

■ You begin the game with a tranquHlzer gun, but 
you sometimes have to hide the bodies of guards 
you've put to sleep 

■ Snake, as always, Is a master of disguise 
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■ PLAYSTATION 2 

CHORG-QHG 
■ Publisher: TBA ■ Developer: Takara 
■ Release Date: December 2000 (Japan) 

~ This super-
K-' deformed racing 
series has been 
lurking about on PSX 
and N64 for some 
time, though it has 
always been hindered 
by the driving model's 
peculiar physics. While 
only two human 
players can race at a 
time, the vehicles will 
mimic planes, boats, 
or submarines to 
accommodate and 
circumvent different 
terrain types. We 
hope this works, but 
balancing the various 
physics models won't 
be easy. Sure, the best 
case scenario would 
be great fun, but the 
worst case scenario 
pegs this as the next 
Pen Pen Tri/celon. 
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DEVIL 
MAYCRY 
■ Publisher: Capcom ■ Developer: Capcom 
■ Release Date: TBA 2001 

~ We've recently 
K-' gotten a closer 
look at this gothic 
adventure from Shinji 
Mikami, the creative 
force behind the 
Resident Evil series. 
While the game was 
originally believed to be 
a spooky, RE-style survival 
horror title with occult 
references, it actually 
appears to be much 
heavier on the action, 
owing more to From 
Dusk 'TI/ Down than to 
Down of the Dead. 

■ We're Impressed with 
the camera In the demo 
movle. It swoops and 
spins about very quickly 
but never loses track of 
the action 
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■ PLAYSTATION 2 

ATV 
OFFROAD FURY 
■ Publisher: SCEA ■ Developer: Rainbow Studios ■ Release Date: Q1 2001 

llllf'IIIIIII If this title looks similar 
~ to Motocross Madness 
2, that's because it shares the 
same developer (in fact, 
Rainbow Studios is a first­
party developer for both 
Sony and Microsoft -
however that works). In fact, 

this looks suspiciously like the 
same game with different 
vehicles. Players will choose 
from "more than 12• models 
of AlY, customize them, and 
race over 20 different free-

roaming "tracks." ■ As In HH2, part of the fun w111 be performing stunts 

■ ARCADE 

VIRTUA SI RIKER 3 
■ Publisher: Sega ■ Developer: Sega (Amusement Vision) ■ Release Date: Spring 2001 (Japan) 

llllf'IIIIIII Sega's arcade soccer series 
~ moves on, this time utilizing 
the Naomi 2 arcade board. The 
powerful new board is capable of 
pushing four times the polygons as 

the first Naomi, though the graphics 
work of Virtua Striker 3 (just now 

underway) will be focused on creating 
better textures and smoother 

animations. Japan's increased awareness 
of the rules of true soccer has also led 

to more realistic gameplay, which now 
incorporates red and yellow cards and 
off-sides calls. 

■ The rules of the game are now more realistic, as well as the graphics and animation 

■ ARCADE/DREAMCAST 

GIGAWINGl 
■ Publisher: Capcom ■ Developer: Takumi 

~ Capcom's original Giga 
~ Wing was an adequate, 
if uninspired, shooter that 
clung tightly to the standard 
shooter formula. The sequel 
looks to spice things up with 
a much more vibrant color 
palette and a renewed focus 
on cooperative, two-person 
play, while retaining the bits 
that made the first game 
unique - particularly the 
reflective blast that deflects 
enemy fire back to its 
source. A Dreamcast port is 

already on the way in Japan, 
so a U.S. release is likely 

■ Uke any old-school shooter worth 
Its salt, GlgaWlng 2 Is all about 
flrepower. Dense washes of 
protectlles frequently cover v­
portlons of the screen 

■ DREAMCAST 

■ We don't expect the solo game to change much, 
but the visuals look much more Interesting than 
the rather bland original 

UNREAL 
TOURNAMENT 
■ Publisher: lnfograrnes ■ Developer: Secret Level ■ Release Date: Late Q1 2001 

Deathmatch and Capture the Rag 
play, the PC version's Domination 
mode returns, with support for up to 
eight players 

~ With Quake Ill: Arena 
~ arriving on Dreamcast, 
could lJT have been far behind? 
The DC version will offer mouse 

and keyboard support, two- to 
four-player splitscreen play, and 
camera and control tweaks 
(including auto-aim). There are 20 
new maps, and more can be 
downloaded via the Internet. 
More importantly, the final build 

should support eight online 

players at once, twice as many as 
in the DC version of Q3A 
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Milestones 

■ You know, Ule crummy part about an alien Invasion Isn't really Ule violence and oppression; It's Ule way 

Ule land and buildings are always transformed Into a vast blomechanlcal wasteland 

■ DREAMCAST 

GUILTY 
GEARX 
■ Publisher: TBA ■ Developer: Sammy 
■ Release Date: Dec:. 14, 2000 (Japan) 

~ Add one more to 
111:.111111 Dreamcast's already 
dizzying array of 2D fighters. 
Believe it or not, this series 
has become more popular 
in Japan than brawlers from 
Capcom or the late SNK. Far 
and away the most popular 
game at TGS, we thought 
the animation wasn't quite 
as smooth as it could have 
been, but the appeal of the 
gameplay is undeniable. 

■ A$ In Rghtlng Vipers 2 (see last monUl's MIiestones), Ule 

characters In Guilty Gear X often fight with unusual weapons: 
a pool cue, prehensile hair, a giant ectoplasmlc claw ..• 
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■ DREAMCAST 

ALIEN FRONT 
ONLINE 
■ Publisher: Sega ■ Developer: Wow (Sega) ■ Release Date: TBA 2001 

~ Sega's War o(the 
111:.111111 Worlds-meets-Tokyo 
Wars experiment should 
touch down some time this 
year, although an exact date 
is still classified. The game 
itself is team-based tank 
warfare between the 
Triclops (your basic slimy, 
biomechanical alien 
conquerors) and the 
remaining human defense 
forces. The intriguing part is 
that whichever side you 
choose to fight for (and yes, 
anti-Earthites can choose 
the aliens), you may find 
yourself at once playing with 
both Dreamcast players and 
players of Sega's full-sized 
arcade machines. 

from home or 
arcade, and 
each side has 
Ulree different 
unit types to 
choose from 
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■ PC 

NEVERWINTER NIGHTS 
■ Publisher: Interplay ■ Developer: BloWare ■ Release Date: Q3 2001 

111"11111 Part Baldur's Gate II, part 
llilLiilll Everques~ but more 
exciting than either, BioWare's 
latest project is a 3D, isometric, 
online RPG that will support up 
to 64 players per server. Taking 
Vampire: The Masquerade's 
Storyteller mode one step 
further, the game plans to break 
new ground (or rather, return to 
old ground) by enabling players 
to play as Dungeon Masters, 
finally reincorporating the long­
absent human faci litator into the 

D&D experience. 

■ PLAYSTATION 2 

■ As you can see, the Aurora engine Is fully 3D, with 
dynamic llghting and Intricate character animations 

TEST DRIVE 
OFF-R~AD 
WIDE OPEN 
■ Publisher: lnfogrames ■ Developer. Angel Studios ■ Release Date: Q2 2001 

111"11111 Angel Studios is 
llilLiilll back, with a 
game that might as 
well be called 
Smuggler's Run 2. 
Cosmetically, the 
games look nearly 
identical, but this t itle 
will focus on racing, 
not smuggling. There 
will be 30 courses set 
in locations like 
Moab, Utah and the 
big island of Hawaii, 
and despite the 
roughly hewn tracks, 
the game will 
naturally retain 
Angel 's trademark 
free-roaming 

gameplay. 

■ It's not exactly like 
Smuggler's Run, but It's 
very, very slmllar 

■ DREAMCAST 

HEADHUNTER 
■ Publisher: Sega ■ Developer: Amu.ze ■ Release Date: TBA 2001 

111'.'11111 Few details are available 
~ about this adventure title, 
save that it adds motorcycle 

driving segments to what looks 
like standard third-person action 
gameplay. The environments look 
quite beautiful, but the game we 
saw was rather stiffly animated. 
Still, w ith no release date yet 
announced, there's plenty of time 
for Amuze to shine it up. 

■ The plot Is still under wraps, but 
with a name llke Heodhunter, you'll 
probably play a gun-todng badass 

l ff I/$ 

, ' - ~\;r 

• ½1' 

.... -: -: .. 
. ' ' 7~ - 1,, • . 

www.next-generation.com 02/01 NextGen 49 



■ We can't speculate on the actual gameplay (simply because we haven't played It yet) but the game certalnly looks attractive 

■ PLAYSTATION 2 

STARWARS: 

ECHELON 
■ Publisher: Bethesda Softworks ■ Developer: Madia/Buka 
■ Release Date: Late Q1 2001 

tir'IIIIII From Russia (St. 
~ Petersburg. to be 
exact) comes this near­
future combat flight sim 
that boasts three 
different flight models: 
fixed-wing craft, 
helicopters, and 
hovercraft. Predictably, 
there will also be a wide 
variety of vehicles for the 
player to pilot, including 
reconnaissance scouts, 
heavy bombers, and 
sleek interceptors. The 
player will maneuver 
through 54 missions, 
divided over two 
branching campaigns. 

-~~ ~-,i.,~..,:{t. ,. '~, 
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SUPER BOMBAD RACING 
■ Publisher: Lucas Leaming ■ Developer: Lucas Leaming ■ Release Date: Late Q1 2001 

■ A big-headed Darth Maul. It hurts to see the Star Wars universe treated with 
such disrespect. Then again, Episode One pretty much ruined It for us already 
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tir'IIIIII If you must have 
~ a licensed kart 
racer for PS2, this may 
be the way to go. 
Gameplay has shaped 
up considerably since 
this title was shown at 
E3, and it has been 
kept be on the simple 
side, even for a kart 
racer (notice this 
one's coming from 
Lucas Learning, not 
LucasArts). It does, at 
least, offer PS2-level 
graphics, a decent 
setting, and 
reasonably cool 
characters (albeit with 
gigantic heads). Jar Jar 
is back as well (ugh) 
but you don't have to 
choose him. 

■ If you have a multltap, 
you'll be able to race with 
four players slmultaneously 











But is the rest of the world ready? 
lhe audience for games is growing up. But when 
are the games themselves going to do the same? 
Does the industry itself fully understand the impact 
it has the potential to make? And when will it stand 
up to Congress and the rest of the non-believers 
and demand to be recognized? 

We've been watching the game 
industry for years, and the overwhelm­
ing evidence can't be denied -

videogames are coming of age economically. 
technologically. and culturally 

These factors have created an audience that 
is both hungry for and capable of appreciating 
more sophisticated and mature content in its 
games. The problem is that even the game 
industry's more overt sex symbols such as Duke 
Nukem and Lara Croft have little or no life 
outside of running, jumping, and shooting. Isn't 
it time (as we've tried to imply by our cover, 
among other things) that we acknowledge that 
such characters can and should be allowed to 
run the full range of human experiences? To 
stop pretending, in short, that they sleep in 
their polygonal clothes? 

According to Dr. Henry Jenkins, director of 
comparative media studies at MIT, the 
videogame industry will soon be forced to 
determine how best to separate out games 
aimed at younger players from those aimed at 
adults. "This is a challenge that every medium 
has faced at one point or another;" says the 
expert on popular culture, "and I think games 
are rapidly reaching that point." 

But don't we already have a rating system, 
and isn't it working? That depends on whom 
you ask. It took the Senate hearings of 1993 to 
get the industry to organize itself under the 
Interactive Digital Software Association and 
ultimately establish the Entertainment Software 
Ratings Board in 1994. Now, over six years 
later, the government still isn't pleased with the 

game industry. In the wake of the Columbine 



~ Cover Story 

■ Rockstar Games President Sam Houser has a 
personal Interest In growing games beyond kids 

shootings and national concern about violence 
marketed to kids, the Federal Trade Commission 
conducted a study on violent entertainment 
marketed to children. The report, released last 
September, states that of the 118 electronic 
games with a Mature (M) rating for violence that 
were selected for the FTC study, 83 of them, a 
full 7096, were marketed at children under the 
age of 17 - in fact, the marketing plans for 60 
titles expressly included children under 17 in 
their target audience. The FTC's surveys also 
showed that unaccompanied children ages 13 to 
16 were able to buy M-rated games in 8596 of 
the 380 stores visited. 

Certainly this is a cause for concern. Yet the 
IDSA reports that 9796 of people who purchase 
computer games and 8796 of those who 
purchase console games are indeed 18 years or 

older - and of those under 18 who purchase 
games, 8496 get their parents' permission. 

SOME CREDIT TO CONTINUE 
Any head of videogame development will tell 
you something pretty similar to what we heard 
from Rockstar Games President Sam Houser: In 
the next few years, technology will enable a 
wider diversity of interactive content for 
consoles. "This will result in some games that 
strive to be horrifically violent or pornographic," 
Houser says, "as people will always try to make 
money out ofwillful bad taste." 

Still, it's doubtful (on the console end, at 
least) that hardware manufacturers would 
approve of much violence and pornography. All 
PlayStation 2, Xbox, Dreamcast, and Gamecube 
licensees must submit their products to each 
system's manufacturer for approval. It's a rigid 
procedure in which the hardware manufactur­
ers can have a product killed at any time, 
without reason. 

There are, however, a few loopholes. "Adult 
video" company Vivid Entertainment has already 
announced plans to expand its business to DVD­
based game devices and to develop interactive 

■ In Grand Thell Auto, players could commit 
crimes from carjacklng to shooting any passerby 

I 
The IDSA reports that 97% of people who 
purchase computer games and 87% of 
those who purchase console games are 18 
years or older. 

■ Interplay enters the survival horror realm this year with Run Uke Hell. 
According to Producer Travis WIiiiams, It will also be as fast and scary as hell 

DVDs that work through the PS2's DVD movie­
playback system. And because these products 
will work in any DVD player and won't tap the 
power of the PS2's proprietary chipset, Vivid's 
questionably "interactive" products do not 
require Sony's approval - reason enough why 
Vivid's Eric Regan wasn't too shy to tell a 
European videogame trade magazine last August 
that "the type of consumers who will initially buy 
PS2 are young males of ages between 18 and 35. 
That exactly fits our target market• 

Porn vendors aside, we believe traditional 
videogame publishers think more like Houser. 
"Games should create an immersive 
environment that players can lose themselves 
in," he says. "Some environments, the criminal 
underworld being an obvious one, necessitate a 
certain amount of profanity. violence, and humor 
to create any illusion of immersiveness." 

Houser talks the talk, and Rockstar has 
walked the walk. Maintaining the artistic integrity 
of Grand Theft Auto actually cost the company 
some sales when it shipped its M-rated 
PlayStation version. According to Houser, this 
PlayStation version never received full distribu­
tion in a number of countries, including the U.S. 

"The game was about criminals," Houser 
explains. "Criminals can and sometimes do 



swear. The swearing or profanity in the game 
was much less than in many films or any 
episode of The Sopmnos, but there remains this 
ludicrous perception that games are purely for 
kids, and these same kids never watch 7V or 
movies - that somehow we need to be judged 
by different rules." 

With Gmnd The~ Auto 2, the PlayStation 
version was the lead platform, and Rockstar 
wanted full distribution for this sequel - the 

I "High-school kids got put into therapy, 
suspended, and grounded. Long-term, 
they're the ones who really paid the price." 

- MIT's Henry Jenkin■ on the post.colwnbine backlash against computer technology 

company felt the game deserved it. So for GTA2 
Rockstar dropped the gratuitous swear words, 
and the game received a Teen m rating on 
PlayStation. 

"We submitted it expecting an M," Houser 
says, "and the ESRB told us the climate had 
changed since the original was released and 
they couldn't justify giving it a Mature rating. We 
don't feel that we had to make compromises in 
the content of the game - nor would we ever 
do that. We just designed it more intelligently 
forthe U.S. PlayStation market. The PC version 
was aimed at a slightly older audience, and the 
developer, DMA Design, allowed a little more of 
their dark humor to come through, so it 
received the [Mature] rating from the ESRB." 

While most developers usually start with an 
audience in mind for their game, some games 
receive ratings their developers didn't expect. "I 
was surprised with the M-rating verdict," says 
Giants designer Nick Bruty. "We designed Giants 

to be thoroughly entertaining for gamers like us 
and, while we push some boundaries, the game 
is always comic in tone - never malicious in 
content. It's hard for me to judge which age is 
appropriate for Giants. That's somebody else's 
field, but I do feel it doesn't belong in the 
Mature category." 

THE BlAME GAME 
,As the videogame market expands its audience, 
it will likely continue to draw criticism from 
technophobes and critics. The proof, unfortu­
nately, is in the Columbine tragedy. 

"I don't think there's any question that 
videogames became a media scapegoat in the 
post-Columbine era," Henry Jenkins says. "I think 
that there was an enormous anxiety within the 
culture about digital media in general. 
Computers were not a central part of the lives 
of the current generation of parents when they 
were growing up, but they are a central part of 
the lives of their children." 

According to Jenkins, this "digital gap" 
produces enormous anxiety, because parents 
often don't know what's going on when their 
kids are connected to digital media. Jenkins 
specifically remembers the week after the 
Columbine shooting when The Washington 

Post asked the general public what they 
thought was a significant cause of the shooting. 
The top answer was the Internet (82%), while 
the availability of guns was cited by less than 
60% of respondents, suggesting that more 
Americans were afraid of their children's access 
to digital technology than about their access to, 
say, semi-automatic riftes. It shouldn't take a 
professor from MfT to see that something was 
fundamentally out of sorts with the way the 
American public responded, but Jenkins does 
get us to the root of the problem. 

"The culture warriors," says Jenkins, "the 
David Grossmans, the Joseph Liebermans .. 

were the most successful in mobilizing public 
opinion - sort of exploiting people's fear in the 
wake of Columbine. And the result is they were 
far more effective than, say, gun control 
advocates in getting public policy discussions 
started in the wake of that." 

While the videogame industry suffered a 
rather embarrassing public slap from the mass 
media, videogames were not, in Jenkins' 
opinion, the real victim of Columbine backlash. 
"Real fear at the local level affected American 
teenagers," he says. "Parents became suspicious 
of their kids because of their engagement with 
computer games or [the Internet]. Teachers and 
principals put kids into therapy or punished 
them for their cultural taste. The videogame 
industry got some public humiliation, but high­
school kids got put into therapy, suspended, 
and grounded. Long-term, they're the ones who 
really paid the price." 

Still, some gamers rose to the occasion and 
defended their interest in games. One case in 
particular was cited in a Rolling Stone article 
published last November. A teenager from New 
Jersey, Joe Stavitsky, responded to an essay in 
Harper's magazine that attacked videogames. "I 
can tell you none of us play videogames to learn 
how (or why) to shoot people," Stavitsky writes. 
"For us, videogames do not cause violence; they 
prevent it. We see games as a perfectly safe 
release from a physically violent reaction to the 
daily abuse leveled at us." 

The Rolling Stone article, for the record, 
does a wonderful job poking holes in the 
research the government is using to link actual 
violence to violent media. 

GAMES FOR GAMES' SAKE 
The majority of individuals involved in game 
development are understandably vexed with the 
public's notion that games are strictly child's play. 

"There seems to be this perception that 
electronic entertainment is only for kids," says 
Travis Williams, a producer at Interplay. "People 
couldn't be more wrong." Williams isn't 
interested in creating games for the younger set, 
and he isn't alone. ",As we game makers get 
older," he says, "so do our tastes. We are merely 
speaking to others who are as old as we are." 

Formerly a producer for the now-defunct 
ASC games, Williams was responsible for the 
extremely creepy, literary, and unfortunately 
overlooked PC adventure, Sanitarium. Now, he 
and developer Digital Mayhem are hard at work 
on Run Like Hell, a survival horror game 
published by Interplay for PlayStation 2. While 
he admits that all games aren't necessarily 

I 

MAKING ntE CONNECTIONS 
According to Forrester research, onhne gaming 
made its way onto 13.5 million households by this 
year and by 2005 may reach as many as 50 million. 
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made with specific ratings in mind, "there was a 
point," Williams says about Run Like Hell, 
"where we threw our hands up and said you 
just can't have an effective survival horror game 
if you choose 'the lighter side of terror.' I 
wouldn't want to buy that game. So I sure as 
hell wouldn't want to make it." 

Considering the success of the Resident Evil 
series and its appeal among the older set, 
Williams is probably right in his assertion that if 
he targets a younger audience or brings 
anything "less scary" to the table, his game isn't 
going to sell. "Run Like Hell is being designed 
for all the people who are tired of zombies," he 
says. "The monsters are faster and deadlier, and 
if we have done our jobs correctly, it should be 
extremely scary. I wouldn't recommend it to a 
younger gamer:" 

Of course, one look at a screenshot makes it 
clear that Run Like Hell isn't meant for kiddies. 
However, given the way the general public often 
equates videogames with children's toys, there 
are games that send mixed messages. Case in 
point: Conker's Bod Fur Day. The game's 
characters visually project the same family­
friendly design found in a Disney or Mario 
game. Yet the game features strong sexual 
innuendo, profanity, and extreme violence. 
Conker, the star squirrel, even drinks beer and 
urinates on its enemies. 

Obviously, the juxtaposition is the joke -
similar to a Muppets skit that aired on The Jim 

Henson Hour in 1989. In the sketch, Muppet 
bunnies, spoofing a Rambo movie trailer, pulled 
out M-60s and headbands and began blasting 
away at hunters and wolves. (The tagline? "Cute 
has learned to kill!") However, at a time when 
many culture watchdogs already see games as 
something of a Trojan Horse, such a product 
may be ill-advised. 

'We have to recognize that much of the 
Senate and other moral reformers are humor­
deprived," Henry Jenkins responds. "They don't 
recognize hyperbole; they don't recognize 
irony; they don't recognize black comedy when 
they see it. And I think that's part of the 
problem: There is enormous literalization that 
takes place when you get into one of those 
Congressional hearing rooms. Having said that, 
there probably is a danger at the present 
moment of choosing to develop content that 
blurs the line between the childlike in 
appearance and the adult in content." 

Still, Conker is due out eariy next year, and 
Nintendo is fi rmly behind it, which brings us 
back to our current dilemma. Can the game 
industry better ensure that parents know what 
they're buying, and can it influence just how 
effective the ESRB ratings are? While many in the 
industry, like Nick Bruty, feel "the Teen and 
Mature ratings are too broad," most also 
understand the politics involved and - publicly 
anyway - work to support the ESRB. 

More importantly, though, practically 

I 
''We have to recognize that much of the 
Senate and other moral reformers are 
humor-deprived. They don't recognize 
hyperbole, irony, and black comedy." 

- MIT's Henry Jenkins 

■ Pee on flaming enemies In Conker's Bad Fur Day. It's not exactly a kids game, nor Is It very •grown-up" 

everyone agrees that once a title receives its 
rating, that's where the game makers' responsi­
bility should end. "I have no idea how many 
consumers use the rating system as part of their 
criteria for buying a game," says Williams. "I 
know some parents buy games and have no 
idea what's depicted inside. I don't think that's 
the industry's fault - we have a rating system. I 
think that's morn or dad's fault." 

EDUCATING THE MASSES 
Since its inception, the ESRB has rated more 
than 7,000 games, but the group hasn't been 
particularly successful building awareness for its 
ratings. The FTC's May-June 2000 survey of 
parents and children reports 6196 of parents 
were aware of a videogames rating system, but 
only 3796 had more than slight familiarity with 
what the ratings meant. 

The ESRB intends to change this with an 
awareness campaign that it launched over the 
2000 holiday season, when as much as 5096 of 



I 
"Understand that the ratings ~re a guide, 
not a law. If we deny somebody the right to 
purchase a game, there may be some legal 

ificati " ram ons. -- Grffllths, senlo< vice ,-!dent, Eleclronlcs Boutique 

the year's videogames are sold. The campaign 
includes magazine advertisements and televised 
public service announcements starring Tiger 
Woods. Retail chains have also committed to 
the awareness campaign. Toys "R" Us, Kmart, 
Target, and Wal-Mart have instituted a register 
prompt for M-rated games to help ensure they 
are not sold to children under 17. Many more 
national chains will begin displaying ESRB 
educational materials such as brochures, 
posters, and shelf cards in stores nationwide. 
"We go through a very extensive educational 
process with our employees," explains Jeffrey 
Griffiths, senior vice president of Electronics 
Boutique, "with classes and weekly information 
packages about game ratings and how to 
educate parents about the rating system. But it's 
important to understand that the ratings are a 
guide, not a law. If we deny somebody the right 
to purchase a game, there may be some legal 
ramifications. It's not like [minors] purchasing 
firearms or tobacco, where there's a law in 
place. We have to be careful not to impose on 
somebody's right to buy a game." 

Although it's doubtful that EB's refusal to sell 
an adult-oriented game to a minor could result 
in legal repercussions, stranger cases have been 
won. The flexible policy probably stems from 
potentially ill effects to the company image: If 
consumers got wind of a store being "unfriendly 
to kids," it could be a business disaster for a 
retailer. Still, Griffiths explains that EB salespeople 
go out of their way to make sure a game ends 
up in appropriate hands. If a child wants to 
purchase an M-rated game, the salesperson will 
point out the rating to the child, and check if 
there's a parent with the child to educate the 
parent about the adult content. After these 
options are exhausted and a minor still wants to 
buy an M-rated game, the corporate line is "use 

your best judgment." 
"Nobody's perfect, but I'm comfortable with 

our employees' level of awareness about the 
ratings," says Griffiths. "It's much higher than the 
salespeople at mass-merchant stores, which 
don't have the familiarity with videogames that 
our employees do." 

At the end of the day, Griffiths thinks 
retailers can only be responsible for educating 
their employees so they can help consumers 
make informed decisions. Ultimately, his 
opinion comes back to the one expressed by 
Travis Williams: It's the parents' responsibility to 
decide what is appropriate. 

DO WE NEED RATINGS? 
In 1993, many gamers argued that the Senate 
made too much noise over the cartoonish, 
over-the-top violence of Mortal Kombat But it's 
harder to make that same argument today, giVen 
the advances in technology that enable game 
designers to push the limits of realistic violence. 
Soldier of Fortune specifically comes to mind as 
a game that captures the gritty, realistic essence 
of modern combat, doing it so well that even 
the most battle-hardened gamers can't help but 
squirm at the gore. 

Doesn't the industry need ratings to alert 
unsuspecting consumers to this kind of 
content? Do the current ratings need to be 
better enforced? "Those are separate 
questions," Henry Jenkins says. "It seems to me 
that ratings serve two potential functions. One 
is to educate parents and consumers about the 
content of material they are thinking about 
buying. The other is to regulate who has access 
to that content." 

Jenkins believes the game industry's ratings 
are more detailed than film ratings, but the 
rating systems could be made more informative 

DUKE AND LARA -
lOGEIHER AT LASI? 

We'd like to think that this action duo would 
complement each other perfectly, tangled up in 
the same adventure like a modern-day version of 
Humphrey Bogart and Lauren Bacall. Until recently, 
it wasn't out of the realm of possibility. Eidos, 
publisher of Tomb Roider and protectorate of Lara 
Croft, was potentially going to be acquired by 
lnfogrames, the publisher controlling the rights to 
Duke Nukem. Unfortunately, this union wasn't 
meant to be. lnfogrames and Eidos could never 
come to terms on an acquisition price, and in early 
December, lnfogrames sold its publishing rights to 
Duke Nukem forever to Gathering of Developers. 
Well ... we can dream can't we? And who knows? As 
the game industry continues to evolve, anything 
(we're talking SNK vs. Copcom) can happen. 

for parents looking to make meaningful 
purchasing decisions. To illustrate his point, he 
alludes back to film. 

"As a parent," Jenkins says, "I could care less 
whether my son sees nudity on the screen. I am 
comfortable with the human body, and my 
moral standards with nudity are not a big issue. 
On the other hand, racism and sexism disturb 
me a great deal. However, the current movie 
ratings code would giVe an R or NC-17 rating to 
male frontal nudity, and a Disney film with a G 
rating can a have racially offensive stereotype 
embedded in it." 

In Jenkins' worldview, a "one size fits all" 
rating system isn't adequate given the range of 
questions parents want addressed. And as 
someone who believes in civil liberties, he's very 
worried about the enforcement side of that. 
"What we may not need as a society," he says, 

"is a uniform set of moral standards that are 
enforced on all consumers. If we enforce the 
[current movie] rating systems, we've decided as 
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a society that nudity is a problem for all children, 
and racism is not something worth putting the 
enforcement mechanism behind." 

In Jenkins' view, the other downside to all 
current ratings systems is that the ratings are 
purely negative. They tell us whether or not 
certain potentially objectionable qualities are 
present in a product, but there are no positive 
elements cited. A product that might be 
educational gets no benefit that listing such 
content might add. "Conversely." says Jenkins, 
"games that receive an E rating for children can 
be banal, formulaic, stupid - and there's no 
penalty attached to that. They're all equally 
'good' for kids." 

If the ESRB created a rating system that 
included both positive and negative qualities, 
parents might find products that are more 
beneficial for themselves and their families. We 
can already see the package for Sid Meier's 

Gettysburg: "Caution: This product features 
strong historical content." Or as Jenkins jokes, 
'Warning! Sim City might teach your kid 
something about urban design." 

But the real irony that Jenkins likes to point 
out comes at the expense of our civic leaders 
who would push to enact ratings legislature. 
"Many of the people in Congress who would 
advocate a universal rating system," Jenkins 
says, "don't even believe we can come up with 
a national set of standards on math 
performance in the schools because that's 
such a local matter; it has to be left to local 
and state government. If we can't come up 
with nationally standard notions of what good 
math performance is, how can we realistically 
come up with national standards of what good 
culture is?" 

POTENTIAL ENERGY 
As developers and publishers struggle with 

the new technology, concoct plans to go online, 
and decide which platforms are the right ones, 
it's not difficult to understand why the 
videogame industry as a community hasn't tradi­
tionally focused on widening its audience. But 
going forward, the rule will likely be this: Failure 
to grow the experience for core players could 
result in the quick end to your company. 
Perhaps that's why Electronic Arts has actually 
hired Henry Jenkins to give a workshop to the 
company's top creative people, specifically to 
work out issues of story- and character-building 
as they will apply to next-generation games. 

The key is to grow the market by giving core 
players what they want without alienating them. 
Sam Houser says Rockstar tapped a huge 
audience of game players over the age of 18 
with Grand The~ Auto. "They want to play 
games in the environments and settings they 
witness in other media and art forms," Houser 
explains, "rather than the more traditional 

gaming environments - the cutesy Japanese 
bad acid trip or the Tolkien-inspired, dragon­
infested land. However, all of the cool styling and 
adult content in the world cannot compensate 
for duff gameplay. People always sniff out a dud, 
no matter how cool its soundtrack or how con­
troversial its subject matter." 

This past holiday season, games came alive 
on the cover of everything from TV Guide to 
business/technology magazine Red Herring. The 
promise of new and powerful technology and 
the potential for online connectivity are finally 
capturing the attention of the world media -
with a positive spin. 

"I think we are at a moment when the games 
industry really needs to take assessment of what 
its medium is," says Jenkins, "and what its 
medium could become. You know, the techno­
logical breakthroughs that are going on right 
now open up an enormous space for new 
creativity and innovation." 

Like film, books, and music, videogames have 
the potential to reflect the full range of human 
experience, including issues of violence, sexuality, 
and the emotional and ethical dimensions these 
issues evoke. At the moment games are still in a 
relatively primitive state of storytelling, and we 
fully expect that for a number of years to come 
they won't be particularly sophisticated in 
dealing with such subject matter. But to be fair, 
many films and most television shows these 
days also deal with such mature subject matter 
in a pretty adolescent fashion too. 

Jenkins is optimistic, however. "I think there 
is an enormous amount of intelligence and 
creativity in the games community that is 
waiting for the opportunity to push deeper into 
this medium," he says. "I think if the industry is 
willing to take leadership on that, there's real 
potential that can be achieved in games in the 
coming decade." 

We're hoping, Dr. Jenkins, that it doesn't take 
that long. - Tom Russo 

(with contributions from Kevin Toyama) 
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Meet Ed Fries, the man in charge of all Microsoft published games and Xbox first-party titles. From his formative years programming 

Atari 800 games to his 14-year career with Seattle's software powerhouse, Fries has been on the front lines of products such as Microsoft 

Word and Excel (though not without rewards - a vice president with the company, he's the antithesis of poor). After whipping the company's 

lagging PC game catalogue into stellar shape these last couple years, Fries' next quest is ultimately his most challenging to date. Will his Xbox 

first-party games lead Microsoft into the promised land, or will they become the by-products of a washed-up console? 

s. 
Microsoft's Ed Fries is on a journey fraught with peril. Can he 
successfully take Xbox games into the next generation against Sega, 
Sony, and Nintendo? 

When we first talked to Ed Fries 
(pronounced "freeze") last year 
(Xbox cover story, NG 08/00), we 

discovered that he had put first-party Xbox 
games into development well before the 
system was even given the green light. It 
was the only way, he told us, that he could 
ensure that quality first-party games would 
be ready at launch. But it's not hard to 
understand why Fries isn't afraid to take 
risks - his logic is bright, engaging, and 
persuasive. 

We spoke with Fries again recently and 
asked him to comment on Microsoft's 
strategy behind first-party software for 
Xbox. In a world where Sony's mantra 
revolves around its "emotion" engine, 
where Nintendo seems comfortable to 
rake in millions selling to a predominantly 
young audience, and where Sega plunders 
the online space, we sought an 
understanding of where Xbox fits in. 

Next Generation: Ed, right firom the start 
there's been a not-so-subtle aura 
surrounding Xbox that suggests adult and 
mature themes. What sort of adult-themed 
games are bound for the platform? 
Ed Fries: Senator Uoseph] Lieberman 
notwithstanding, I've got to be careful about 
what I say, but let's look at the movie 
business. let's look at what people 18 and 
older want to see in entertainment and take 
something like a Pulp Fiction, an R-rated 
movie. Is that content that should be off­
limits to interactive entertainment, but OK 
for linear entertainment? I don't think so. 

NG: Are you saying you're ready to see 
Pulp Fiction on Xbox? 
EF: I don't want to do an interactive movie. 
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"Improve­
ments in 
graphics 
are almost a 
crutch for the 
industry ... 
for thinking 
creatively 
about game 
design and 
how to take 
games 
forward." 

I want to be really clear about that 
But, yes, the themes, the characters, the [Pulp 
Fiction] approach - I think our industry is 
headed that way. And I think that's a good 
thing. I think that we need to become more 
mature in our themes to reach a broader 
audience and to be more relevant in 
people's lives. 

NG: Are we talking full-throttle splatter? 
EF: We're finding it's all about how [content 
is] treated. Take the shower scene in Psycho. 
So would we stab a naked girl in the 
shower? Well... 

NG: Well .. .? 
EF: It's easy to say no. But, you know, if it 
was done right, it could be so powerful. 
What matters is, what's the response that 
you got firom seeing that, and why? Did it get 
across the feeling that the [director] wanted 
to create, of terror? 

NG: Not to put words in your mouth, but 
would I be right to think that the feelings that 
you are talking about are the ones we all get 
firom movies? 
EF: let me say no to that, because that 
would be making the mistake of falling back 
into thinking that games can only be what 
movies and stories can be, and I think they 
can be more than that. For example, as soon 
as you make the game about playing with 
other people, whole new doors open up, 
and whole new possibilities. It's fun to get 
together with friends and play together and 
go off on an adventure together, right? Maybe 
that's a calmer-edged emotion or something. 
But I wouldn't get that firom the movie, at 
least not during the movie. That's one of the 
reasons I say interactive entertainment is 

fundamentally more powerful. And so it would 
be a mistake to limit ourselves to those things 
firom movies. 

NG: Still, we seem to be hung up on comparing 
ourselves to movies - and other forms of 
expression. 
EF: It would also be a mistake to ignore 
thousands of years of literature and thousands of 
years of learning about how to make a story and 
how to take someone on a journey and how to 
bring them through a climax and out the other 
side. And how to make them have an emotional 
response in doing that. 

People can get very cynical about it, but the 
fact is that all entertainment is about trying to 
reach some kind of emotional response 
between the creator and the audience, to take 
them and manipulate their emotions. And in 
games we sort of only have one direction we 
push most of the time at only one volume, 
which is really loud. We need to get subtler 
about that. We need to get smarter about that. 

NG: And what are you doing to ensure that 
games will be better on Xbox? 
EF: That's the big challenge. Improvements in 
the power of the machine and improvements in 
graphics are almost a crutch for the industry. It's 
almost a crutch for thinking creatively about 
game design and how to take games forward. 
When you have a next generation of graphics 
and things just look so much spectacularly 
better, maybe it didn't matter so much that you 
were playing basically the same game you played 
five years ago. But I think we're getting close to 
the end of that in some ways. It's the death of 
that false innovation. 

NG: What's next? 
EF: It's important that we got the technology to 
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this point where we can start to really compete 
against movies and lV and real music. But now we 
have to look broader than we've looked in the 
past. We have to look out at the whole audience 
and ask ourselves: What's it going to take to really 
reach them? 

NG: Any solutions ... ? 
EF: We need to catch people the way a movie 
catches people. We need to suck them in right 
away, and we need to hold their attention. Some 

games do that now, but not enough. There are 
too many obstacles in the way of the players. 

NG: Will more accessible Xbox games come at 
the expense of what the hardcore gamer 
expects? 
EF: I don't think that at all. I have to be careful 
because when I talk about reaching out to more 
people, sometimes people think that means 
leaving the hardcore gamers behind. And I 
actually think that's the mistake that's been 

made time and time again. 

NG: How do you make 
the experience meaningful 
- and appealing - to 
both camps? 
EF: By not forgetting the 
fundamental thing that 
makes games great. By 
not forgetting that they're 
interactive at their core, 
that you 're the star, that 
you're the one making 
choices, that you're in 
control. That has to be 
the core of every game. 
And that's what gamers 
respond to. But I think we 
can do things to games 
that will make them not 
only accessible to a 
broader audience but 
make them better for the 
hardcore gamers. If we 
had deeper, richer stories, 
but we presented them in 
a way that didn't interfere 
with the interactive aspect 
of the game, I don't think 
a hardcore gamer would 
say, 'Oh, now it's got a 
story. I didn't want a story.' 
Half-Life is a great 
example of that. 

NG: How close is the 
industry to accomplishing 
that? 
EF: People love to say 
we're like the movie 
business in the '20s or 
something. We're still 
learning how to use the 
camera. We're still 
learning all these things, 
right? So some of that is 
going to take time, and 
some of it's going to be 
the industry being led 
forward by great 
designers. Last year at 
Gamestock I talked about 
story, but not a story in a 

linear sense, story in the sense that your game 
takes place in a larger world. One of the great 
things about Oddworld is that Lorne Lanning sat 
down and said this is a quintology. The story's 
going to happen over 20 years' worth of work, 
realtime, and have these five main story high 
points. And he's only passed the first one right 
now. That's thinking bigger. 

NG: You had some pretty harsh words for 
Combat Flight Sim at Gamestock. 
EF: I talked about Combat Flight Simulator and 
how the first one we put out was a great 
simulation of planes and, you know, what 
happened in the campaign, but we didn't 
capture what it felt like to be an 18-year-old 
pilot shipped off the other side of the world 
and be in that situation and be flying every day. 
Your job is to go shoot people down. OK, 
they're the enemy, but they're still people. You 
go out with your friends, and some of them 
don't come back. What did that feel like? How 
can we capture the power of that in our 
games? Would that make a better experience 
for the hardcore gamer? I think it would. 
Would it give us the power to reach out to a 
broader audience? I think so. 

NG: You've talked about game budgets being 
close to movie budgets. What is your most 
expensive Xbox game in development? 
EF: Certainty one of the most expensive titles 
that we'll bring out will be Munch's Oddysee 
from Oddworld. We have titles in the $10- to 
$20-million range, just in the raw development. 

NG: Do you ever contemplate Xbox failing? 
EF: Well, it is important when we launch that 
we focus on one audience. You know, we've 
said the 16- to 26-year-old hardcore gamer. The 
challenge is to not be trapped by that for the 
life of the platform but to be able to use that as 
a stepping stone to get more people excited 
about Xbox. 

NG: Will Bill Gates let you develop for 
PlayStation 2 or Gamecube if Xbox flops? 
EF: I'm sure that he would. There wasn't a 
restriction for us not to do it before Xbox 
came along. 

NG: What grade does Sony get for its launch? 
EF: What grade do they get? Well, Sony has a 
lot of fans. They lined up all night long to get it, 
and that shows how passionate their gamers 
are. [But] obviously, they disappointed a lot of 
people by not having enough hardware 
available. And I think they disappointed some 
people that the software wasn't good enough. 
So, OK, you want me to answer your question. 
What grade? I'll give them a - I'm a nice grader 
- I'll give them a B minus. I don't want to set 
the bar too high when we have to do it next 
year. It's easy to be a critic now ... 
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NG: With Xbox's broadband capability, I have to 
ask: Does Microsoft have aspirations to become 
an entertainment company? 
EF: That's a big question. One of the great things 
about Xbox, unlike the other platforms, is it's 
broadband-capable right out of the box. ... Take 
two Xboxes, right out of the box, and connect 
them with an Ethernet cable and you can 
network together. And then you can hook it up 
to your cable modem, hook it up to your DSL 
provider, etc. There is tons of work to do there, 
but that's all happening. 

The bigger question, does Microsoft want to 
be an entertainment company? I think the 
answer to that is no. Do we want to have 
Microsoft movie studios? I don't think there's 
anyone here with that ambition. I certainly don't 
have it. Do we want to have a record company? 
I don't think so. 

NG: Are PC gamers ever going to be able to 
play with Xbox gamers? 
EF: We could do it. We could have them 
together playing on servers. I'm sure some 
people will try it. But we think of the markets 
as being really different. We think of authoring 
for a television and a game controller as being 
really different than authoring for a keyboard 
and a monitor. 

NG: Has the games group been giVen any sort 
of directiVe to build a port for each of the PC 
titles that might work on Xbox? 
EF: First of all, that would be my decision, and 
the answer is no. Definitely not. There are very, 
very few games that we're going to be porting 
back and forth. 

NG: There are rumors about a Palm-sized 
gaming device that would work with the Xbox. 
Bluetooth capabilities, killer app potential ... 
EF: Would you want me to, like, officially deny 
it? Or is it - I can neither confirm nor ... 

NG: Did I ask the wrong, I mean right, question? 
EF: We are super-focused on Xbox. My group's 
actually been approached many times in the 
past by different parts of Microsoft to do games 
for CE devices or for phones or for this or for 
that. And we almost always say no because 
we're really focused on winning in just a few 
spaces. That's important. And we've never faced 
a challenge as big as this. 

NG: So, Ed, would you like to tell us what the 
launch titles will be •• .? 
EF: No. Not gonna happen. I have probably a 
dozen titles that could come out at launch right 
now. And of those, maybe four or five will make 
it. Maybe six. And the rest will need more time 
to become great. 

NG: We've heard reports of a Microsoft 
beachhead in Japan. 

EF: We have our first group in Japan, run by 
one of Sony's top first-party guys who 
defected and joined our group. Toshiyuki 
Miyata has put together some great deals I'm 
going to really enjoy announcing in the next 
couple months. 

NG: Does globalization mean that games 
have to have a sort of a vanilla quality? 
EF: You make me want to talk about 
something controversial, so I will. Let's talk 
about Pokemon. Is it bad Pokemon came to 
the U.S.? I don't think so. In fact, I think 
there's some great things about Pokemon 
for this industry. When I was talking before 
about the potential of this industry to reach 
out to a broader audience, to become a 
mass-market phenomena, well, isn't that 
what happened there? That thing just 
exploded. It became something every kid in 
the country was talking about. It became a 
world that had all these different ports into 
it through all these different media. But it 
was all built up around interactive 
entertainment, around the set of games. 
That's what we need to be doing. 

NG: Is any part of the previously announced 
$SOO-million promotion budget for Xbox 
allocated for first-party development? 
EF: No. It's completely separate. 

NG: Is there a move away rrom PC 
development at Microsoft? 
EF: Right now a lot of our focus on 
generating new content is going into the 
Xbox side. So I'd say our PC business will 
grow a little slower than it would have ifwe 
hadn't gone into Xbox. 

NG: Is Xbox a PlayStation 2 killer? 
EF: The easy answer to the question is: Oh, 
it's going to be great for everyone - more 
games, more gamers, more money being 
invested in making games. And there's a lot 
of truth to that. But if every gamer has to go 
out and buy two consoles, I don't think that 
that's a great thing. 

NG: We really believe this is a console war 
- do you? 
EF: Yes, because ultimately someone will get 
the biggest part of the pie. In this case, wars 

are great. Think about World War 

"Do you 
honestly 
think we 
will win in 
a space 
because 
we're 
Microsoft, 
rather than 
because we 
make the 
best games 
and we 
make the 
best game 
console? ... 
The only way 
we're going 
to win is 
making the 
very best." 

II, OK? When World War II started, they were 
flying biplanes, planes very similar to the end 
of World War I. When it ended not many 
years later, they were flying jet fighter planes. 
That was like a hundred years' worth of 
innovation packed into five years. That's what 
happens in competition. And that's the real 
benefit for gamers. People are going to be 
pushed; game designers are going to be 
pushed; companies are going to be pushed 
to make advancements along the lines. And 
hopefully five years rrom now we're going to 
see some amazing things. The game 
equiValent of jet engines. 

NG: So is Microsoft innovatiVe enough to be 
providing those jets? 
EF: The big innovation question. Microsoft 
isn't innovatiVe. ••• I can only speak rrom my 
own experience. In the markets I've been 
involved with and the products I've been 
involved with, there wasn't a reason Microsoft 
should just win. I've seen the many times 
Microsoft tried to get into things and failed. 
Take personal finance. It's still a huge fight for 
us. Let's talk about online services and MSN 
versus AOL There's a huge battle going on 
there. The fact is the market doesn't care 
that it's rrom Microsoft. 

NG: Tell that to the Department of Justice. 
EF: Consumers, for the most part, don't buy 
it because it's rrom Microsoft. They buy what 
works for them, what solves their problems, 
and what makes their life better. Do you 
honestly think we will win in a space because 
we're Microsoft, rather than because we 
make the best games and we make the best 
game console? I don't think you can say yes 
to that. The only way we're going to win is 
making the very best. And so if we do, I 
guess, yeah, you know, we should 
get credit for that. In my 
experience it's the only 
way we have won. 
That's the only way 
to win. NextGen 
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element builds up fire experience, resulting In new fire-based spells. In this way, any character 
can, In time, learn any spell, but there are also magical "Special Attacks" that are unique to 
each character. Overall, the system Is quite nice - not so overwhelming as to require micro­
management, and just complex enough to reward twealclng. 

Now, If only the battles weren't random and didn't take so long ... 

realMYST . 

Rune 

Zeus 

Escape from Monkey Island 

MechWarrlor 4: Vengeance . 

... . 84 

. . 84 

....... . 84 

..... 85 

. ... 86 

The Finals 
Rating System 

Since we're living In a time when even average 
games are pretty good, we at Next Generation 
will continue to demand even better. Note that 
a three-star rating Is a typical "good" game, so 
expect to see a lot of them. 

***** REVOLUTIONARY 
***** EXCELLENT 

***** GOOD 
***** FAIR 
***** BAD • Denotes a review of a 

Japanese product 
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NASCAR2001 
■ Platform: PlayStatlon 2 ■ Publisher. EA Sports ■ Developer. Electronic Arts 

Offering a smeary blend of chunky 
graphics, repetitious gameplay, and 
lackluster thrills, EA Sports' NASCAR 
2001 falls to entertain, either as a 
realistic sim or as a straight-up racer. 
Other than its extensive complement 
of real-world racers and tracks -
including the much revered Daytona 
500 - the game offers limited options 
and doesn't do much to capture the 
interest of those who might be less 
than enamored with America's most 
popular sport 

Hitting the road is simple enough 
- gas and brakes are all you'll need to 
get started. Four seasons of varying 
length offer lap after lap, but almost all 
of the tracks are symmetrical, oval, and 
flat You can't really knock the design, 
since that's the way NASCAR tracks 
actually are, but with the emphasis on 
the real world, there's little of the zippy, 
powersliding fun you'd look for in 
other racers. Since all of the cars (not 
to mention their drivers) run basically 
the same, you often find yourself 
running laps all alone - whether first 
or last. Sure, this is part of the sport's 
appeal, but it's also not much fun. 

However, even for hardcore slm 
fans, this game is surprisingly choppy, 

~ NextGen ti*** 

■ Although It captures the "thrill" 
of the sport quite nicely, that's not 
enough to compensate for the 
mediocrity of the rest 

with bland backgrounds and unstable 
framerates, smattered with lackluster 
sound and music. The car models are 
surprisingly bland and jaggy at the 
edges. Other than the full intensity 
palette and hi-res textures, gameplay 
barely looks and plays any better than a 
late contender you might find on Sony's 
other console. 

Considering the many stellar titles 
EA Sports has released for PlayStation 
2, it's disappointing to see minimal 
improvements made to an already 
limited genre. We're not about to 
dispute that it's a captiVating sport, but 
when we need our NASCAR fix, we'll 
just watch it on the lY. Better pile-ups, 
you know. - David Chen 

Bottom Line: Ultimately as enjoyable as driving in circles, 
NASCAR 2001 is neither pretty nor fun. 

Q-Ball: Billiards Master 
■ Platform: PlayStation 2 ■ Publisher. Take 2 Interactive 
■ Developer. Kadokawa Shoten 

In order to really stand out from the 
crowd, a game has to be not only 
beautiful, but also innovative. While 
Q-Ball: B/11/ards Master might not be 
the most amazing game yet for the 
new console, as far as pool games 
go, it certainly isn't bad. This is one of 
the few games to utilize the analog 
buttons on the PS2 controller - to 
hit the ball, simply line up your shot 
and adjust your angles, and pressing a 
button will make a meter begin to 
move. Pressing hard on the button 
makes it move fast, and pressing 
softly makes It move slowly. It's not 
quite as visceral as swinging the pool 
cue yourself, but it lends a little extra 
touch to the game that helps you 
feel involved. 

Q-Ball: 81/1/ards Master also 
contains a whole new type of game 
In addition to its standard offerings of 
9-ball, straight pool, and the like. 
Called Frozen Game, this new mode 

~ NextGen~ 

■ Q•l>all certainly looks pretty, 
although that's hardly surprising 
since It's on PSl 

requires you to complete various 
objectives (such as sinking a ball) in 
such a way that the cue ball comes 
to rest as close as possible to the 
"frozen" ball. The mode Is highly 
challenging, and it's a nice change 
from the typical bar games. 

While it's not the most exciting 
PS2 game available, pool aficionados 
will likely find it a lot of fun. The 
graphics are pretty, and the gameplay 
is a little different while still being 
approachable. - Mike Wolf 

Bottom Line: We wouldn't label this a must-buy, but it's 
certainly worth a look. 
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RealPool 
PLAYSTATION 2 Finals 

■ Platform: PlayStation 2 ■ Publisher: lnfogrames ■ Developer: Takara 

Call It pool, billiards, shooting stick -
players of the game must not only 
line up the perfect shot that sinks 
the intended ball, but also put the 
cue ball In an optimal position for 
the next hit. True geniuses can plan 
many shots ahead, and if they pull off 
the shots, success Is Inevitable. While 
Real Pool certainly enables you to 
play pool in a very basic sense, the 
straightforward, purely mechanical 
gameplay leaves a lot to be desired. 

Playing is as simple as lining up a 
shot, moving a meter to determine 
power, adjusting cue stick angles, and 
tapping a button. The entire process 
of hitting a ball is purely mechanical, 
with very little feeling Involved other 
than Judging how much power Is 
needed. While it makes the game 

pretty simple, it also reduces the 
appeal for anyone who likes to 
actually feel like they're manipulating 
the balls on the table. 

The game contains most of the 
usual pool game options - several 
different types of games and environ­
ments - and the overall beauty of 
the game can't be denied. Still, about 
the only thing that really makes this 
one stand out Is the special Puzzle 
mode, in which you have to hit in a 
certain number of balls in a certain 
number of strokes on a huge variety 
of strangely shaped tables. But that's 
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■ It doesn't look too bad, but 
the gameplay Is strictly by 
the numbers 

not quite enough to make this 
anything but a mediocre pool game 
and one of the least impressive PS2 
launch titles. - Mike Wolf 

Bottom Line: The uninspired play control and average 
game modes make this one pool game to avoid. 

SurfingH30 
■ Platform: PlayStatlon 2 ■ Publisher: Take 2 Interactive ■ Developer: Take 2 Interactive 

Surfing H30 began life in Japan as 
Surfroids, an ugly game by anyone's 
reckoning that tried to grab gamers' 
interest with a unique controller and 
some zany characters. A small finger 
surfboard comes with the game -
much like the finger skateboards that 
have become popular lately - which 
you attach over the Dual Shock 2's 
anaiog sticks, using your thumbs to 
control the surfers. An Interesting 
premise, but one that failed because It 
simply wasn't any fun whatsoever. 

Sadly, the U.S. release Isn't fun either. 
The gimmicky little surfboard is still 
there, and that's cool for about two 
minutes. But once the novelty has worn 

worst PS2 game to appear stateside. 
Ditching the giant rock monsters 

and shark-headed weirdos from 

Surfroids, Take 2 went Instead with the 
Gen-X slackers that we've come to 

expect from games trying to pass as 
"xtreme.• These forgettable hard bodies 
get the dubious honer of surfing 
through half a dozen levels that are all 
practically Identical, while doing battle 
with a camera that spins, ffips, and 
reverses Itself with no warning at ail. 
Weather effects that have a negligible 

effect on gameplay and are almost 
unnoticeable visually (doesn't rain 
usually make some sort of Impact 

■ Look It's a Nintendo 64 game! On 
PlayStation 11 

when it hits an ocean?) join Jagged, gritty 
terrain and terrible water textures to 

make a game that's Just as unappealing to 
watch as it is to play. - Doniel Erickson 

off, what's left is a game that's hard to ~ NextGen ~ 
control, uglier than most original ---------------------------------1■ 1 

PlayStatlon games, and arguably the Bottom Line: One cute gimmick away from absolute crap. 

Silpheed: The Lost Planet 
■ Platform: PlayStatlon 2 ■ Publisher: Working Designs ■ Developer: Game Arts/Treasure 

Sllpheed is proof positive that pretty 
graphics Just aren't enough to create 
a mind-blowing shooter experience. 
On the surface the game seems to 
have It all: brilliant graphics (although 
they do stutter at times), a rockin' 
shooter soundtrack, and some of the 
most breathtaking FMV we've yet to 
witness. Unfortunately, while the 
pieces are all in place, the game Itself 
lacks that certain magic element that 
would have made it a must-have like 
Radiant S1/vergun or Blazing Lasers. 

It's really the pacing that keeps 
this from shooter nirvana Over the 
course of each level you'll meet with 
the obligatory swarms of small 
enemies and giant-sized bosses, but 
at no point does the excitement level 

ever rise to anything that gets your 
adrenaline pumping. You never reach 

the Zen-like trance that only an 
exceptional shooter can Induce. All 
you're really left with Is eye candly, 
which only goes so far. Compounding 
the problem is the power-up system. 
Instead of the more straightforward 
grabbing of power-ups, you earn 
different weapons (none of which are 
particularly very exciting) that you 
must then equip at the beginning of 
each substage. 

We must commend the team at 
Treasure/Game Arts for developing 
one of the most beautiful games on 
PS2 (except for the water effects, 
which are pretty hideous). Yet the 

~ NextGen*~ 

■ Looks great, plays. .. well, not that 
great. Sllpheed Just doesn't have 
the shooter goods 

magic is definitely missing. In a game 
as simplistic as a shooter, it's the one 
thing you must have. - Bloke Ascher 

Bottom Line: Silpheed's got the look, but it's lacking the 
inspiration that makes a shooter stand out 
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4X4 Evolution 
■ Platform: Dreamcast ■ Publisher. Gathering of Developers 
■ Developer: Terminal Reality 

While 4 X 4 Evolution has many of 
the ingredients necessary to make it a 
top contender in the bloated racing 
genre, there are a few key elements 
missing. Visually, 4 X 4 has a lot going 
for it, with well-textured tracks over 
varied landscapes and a host of 
officially licensed vehicles. The physics 
model, at least while the cars are on 
the ground, does a pretty good job of 
conveying the feel of driving the 
various SlNs and light trucks from 
manufacturers like Ford, Chevy, and 
Toyota Things start to go awry. though, 
once the rubber leaves the road. 

In the air, these vehicles behave 
like gliders, floating as If they had 
wings. Although supposedly there's an 
underlying damage model (which can't 
be physically shown due to licensing 
agreements), we're unconvinced; if 
real trucks remained this sturdly after 
some of the abuse we put them 
through, you'd never need to buy 
another one as long as you lived. 
Collision detection and how your 
truck reacts to running Into various 
objects is another falllng. While it's 
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■ You can play online against both 
Dreamcast and PC playen, but 
that's about the only cool thing 

cool to blast through a wooden fence, 
it's less cool to come to a dead stop 
with no other effects when hitting a 
moving freight train head-on. 

What saves this from mediocrity is 
the mostly smooth onllne play. Some lag 
was apparent and there was a bit of 
warping, but for the most part the game 
was very playable. Regardless of what 
combination of Dreamcast and PC 
racers were involved in a race it was 
impossible to tell any difference. 

Thanks to its cross-platform online 
capabilities, 4 X 4 Evolution is a decent 
diversion. With better damage and 
physics models, it could have been 
something special. - Rob Smolko 

Bottom Line: Other than the online play, this arcade racer 
doesn't do anything special we haven't seen (and 
complained about) before. 

Bang! Gunship Eite 
■ Platform: Dreamcast ■ Publisher: Red Stonn ■ Developer: Rayland Interactive 

Digging deep into the thesaurus, 
Rayland Interactive came up with Bong\ 
a title that has all the vulnerability of 
Zap! with none of the pretension of 
Kopow! It's an unimaginative name that 
aptly reflects the old-school gameplay 
of this typical space shooter. You take to 
the void in a tricked-out star fighter and 
then proceed to Blast! just about 
anything that moves. 

The 19 different levels in Bong! have 
very little variety and generally Involve 
battling wave after wave of invaders. 
There is a semblance of a plot, but who 
really needs a reason to fire lasers and 
particle beams? Especially considering 
just how fantastic those nine different 
weapons look The graphics are first­
rate, with wonderfully colorful 
explosions, ships, and weapons. 

In fact, the spectacular visuals are 
this game's real strength, but the 
constant firing soon grows repetitive, no 
matter how great It looks. The enemies 
offer little In the way of challenge, 
aithough some of the smarter ones will 

■ Bang! Is gleefully destructive, but 
also exists without a slngte thought 
in Its spacey head 

duck behind nearby asteroids when 
under fire. But making those enemies 
go Boom! is all too easy with the 
simplified aiming for the Dreamcast's 
analog stick 

It's fun while it lasts, but the singte­
player-only game doesn't do enough to 
vary the action. After a while, the same 
motif of blasting enemies and collecting 
power-ups settles into a routine. The 
simple fun and eye candy make it good, 
but unlike Frosted Rakes, it never really 
becomes Great! - Jim Preston 

Bottom Line: It reminds us of the charm of manic 
shooters from yesteryear, but it also reminds us why we 
don't play those games anymore. 



Championship Surfer 
■ Platform: Dreamcast ■ Publisher: Mattel ■ Developer: Krome Studios 

At first, surfing would seem like one of 
those sports that doesn't naturally 
lend itSelf well to videogames. There 
aren1 any rails to grind or courses to 
be raced. There's certainly a level of 
competition, but not in the head-to­
head fashion that makes for a good 
multiplayer matchup, and there are no 
villains to eradicate. left then with a 
fairly straightforward sport, the 
designers of Championship Surfer 
decided ta forego the nonsensical 
icon collecting ofTake 2's Surfing H30 
or even the arcade gameplay of Ubi 
Soft's Surf Riders. Instead, 
Championship Surfer attempts to 
actually recreate the feeling of being in 
the water and then, thankfully, does a 
pretty good job ofit. 

Taking control of one of a half 
dozen real-life professional surfers, 
you head for the waves in a game 
that's more about balance and 
position than anything else. There's 
one trick button and two buttons that 
control how quickly the board cuts 
through the waves while turning, but 
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■ This may be the best attempt yet 
at translating surfing Into a game 

everything else is based on where the 
surfers are in comparison to the break 
and how well they're holding their 
lines. Standing up before the swell 
appears, dipping too far into the tube, 
or attempting to make jumps where 
the wave is too weak will all wipe you 
out in seconds. 

There is some concession to 
arcade gameplay, as the ocean is 
littered with old crates, barrels, and 
tourists to avoid. But these seem like 
an afterthought and don't affect things 
much. Pleasant graphics and an easy 
learning curve round out this surpris-
ingly solid game. - Daniel Erickson 

Bottom Line: Easily the best next-generation surfing 
game so far. 

Loonev 
Tunes Space Race 
■ Platform: Dreamcast ■ Publisher: ~,fogo ames ■ Developer. Melbowne House 

With the possible exceptions of intense 
constipation and/or collapsed lungs, 
few things are less intriguing than the 
proposition of yet another licensed kart 
racing game. Which makes it all the 
more impressive that the good folks at 
Melbourne House pulled this one off. 

Looney Tunes Space Race is 
something of a cross between Mario 
Kart and WipeOut, all wrapped In an 
exquisitely rendered, eel-shaded 
package. While eel shading has been 
used before on Dreamcast - most 
notably in Jet Grind Radio and 
Melbourne House's own Wacky Races 
- Space Race goes one better. The 
use of pastels and clean, subtle shading 
gives the game a very distinct look, one 
that mimics the classic Looney Tunes 
eel-animation style to a tee. And while 
the environments are a bit sparse, it's 
worth noting that the game hums along 
at 60fps without a hitch. 

Gameplay involves much of the 
standard kart racing fare: Tracks are 
littered with plenty of turbo power-ups 
and anti-toon weaponry. These utensils 
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■ If It looks llke a toon and drives 
llke a toon, It must be Looney 
Tunes Space Roce 

of mass destruction cover nearly the 
entire Acme gamut, from electric laser 
guns and missiles to pink elephants and 
anvils falling from the sky. Control with 
the anaiog stick is extremely well 
tuned, and racing around the track is a 
wonderfully fluid experience. 

The only thing that holds LTSR back 
from a fourth star is its unfortunate 
reliance on "computer assistance." 
While it serves its purpose - making 
sure nearly every single race Is fought 
neck-and-neck - we've never 
appreciated the out-and-out deception 
it requires. - Evan Shamoon 

Bottom Line: Despite one frustrating design decision, this 
is a beautifully presented and eminently likable game -
and easily the best kart racer on Dreamcast. 



StarLancer 
■ Platform: Dreamcast ■ Publisher: Crave ■ Developer: Digital Anvil 

Storloncer on PC (NG 07/00) is a top­
notch space sim with intense action 
and mesmerizing graphics. On 
Dreamcast, most of the graphics and 
action are intact, but a good number of 
controls are missing, and those that did 
make It are usually hidden In drop­

down menus that pull you right out of 
the action. Digital Anvil did a decent job 
of trying to fit in as much as possible; 
rather, the limitation Is in the gamepad. 

It's a shame too, because there is 

fun to be had. As a rookie in the 45th 
Volunteers, you fight for "The Alliance." 
While the missions are a little repetitiVe 
and unoriginal, the action is excellent, 
with enemies, torpedoes, and capital 
ships whizzing around, but the pesky 
control scheme will limit the fun for all 
but the most dedicated. Many missions 

have time limits or specific targets to 
destroy, but doing so can be frustrating 
with no way to match speeds or target 
the closest enemy. 

Online deathmatch is also included, 
and, thankfully, incorporates GameSpy 
to make finding a game easy. Death­
matches only hold so much appeal, 
however, as half the fun of on line 
games Is the ability to communicate, 
and if you lack a Dreamcast keyboard 
this is next to impossible. It's fun to 
whack anonymous people out of 
space for a bit, but with no community, 
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■ Somehow, the PC version of 
StorLoncer was a lot better - a 
gamepad Just doesn't cut It here 

it wears off rather quickly. 
While this is a decent translation of 

an excellent PC game and it has Its 

moments, the gamepad just wasn't 
meant for this sort of thing. - Kevin Rice 

Bottom Line: It doesn't give the same intense experience 
as its big brother on PC, but it's still OK. Just be prepared 
to wrestle with controls beyond movement and weapons. 

Super Runabout: San Francisco Edition 
■ Platform: Dreamcast ■ Publisher: Interplay ■ Developer: Climax Entertainment/Digital Mayhem 

Mindlessly fun and often breathlessly 
destructive, Interplay's car-wreck opus 
Super Runabout succeeds In spite of Its 

graphics and control issues. There are 
clipping and collision problems galore, 
and some of the game's vehicles handle 
like an oiled sled on ice, but the game 
remains both eminently enjoyable and 

highly playable. 
The hilly streets of San Francisco 

serve as Runabouts playground, and 
you can choose to take the role of cops 
or couriers, performing goofy missions 
such as derailing a runaway cable car or 
collectng fixings for hot dogs. The game 
encourages the destructively minded to 
take their vehicles (over 25 are available 
including a tank, street sweeper, and 
plggie) and smash them Into everything. 
Collisions are delightfully comic and 

exaggerated, with plenty of smoke, 
broken glass, and buckled cars; it's both 
possible and fun to hur1 a motor 
scooter at a great big bus, watch both 
vehicles spin wildly, and see the 
scooter escape with few ill effects. 

Question the realism, but embrace 
the lunacy. The San Francisco streets 
portrayed here are both true-to-life 
and highly detailed. A smooth 
fi'amerate enables you to run through it 
with style, and there's little or no pop­
up. Dukes of Hazzard-style jumps and 
shortcuts galore make It possible for a 
thorough exploration of all the environ-
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■ Super Runabout Is frenetic and 
fun, and sometimes that's Just good 
enough to be entertaining 

ments, and who can resist the lure of 
rocketing through Aicatraz in a tank with 

a working gun? - Greg Orlando 

Bottom Line: We left our bumpers in San Francisco and 
had a fine time doing so. 

Spotts 
■ Platform: Dreamcast ■ Publisher: lnfogrames ■ Developer: lnnerloop 

Aside from rare gems like Xenophobe, 
Xevious and X-COM, it's safe to say 
that one should be xtremely skeptical 
of games whose tit1es begin with the 
letter ·x: - especially when said letter 
is attached to the word "Xtreme." 

Frankly, this one is no xception. 
Xtreme Sports involves six different 

extreme sporting events, including 
snowboarding, bungee jumping, and off­
road AN racing, mixed together in a 
series of triple-event competitions. 
Unfortunately, the game suffers from an 
overall lack of polish, and this is 
reflected in nearly all facets you can 
Imagine. The graphics, for example, are 
breathtaking at times: The well­
rendered character models and 
beautiful, expansive terrain prompted 
more that one editor to exclaim, "Wow, 

that looks better than SSX!" at first 

glance. Further inspection, however, 
uncovers a host of flaws: Patches of 

muddy textures, clipping problems, and 
horribly warping surfaces break the 
game's spell before things get rolling. 

Worse, gameplay suffers a similar 
fate. Some undeniably cool course 
designs (and the reasonably exciting 
proposition of triple-event competi­
tions) are marred by spotty control. 
While some vehicles are better than 
others, the overall relationship between 
your thumb and the character's 
movement is far too stiff. Even more 
frustrating, we found ourselves getting 
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■ Beware the Xtreme - anything 
with that word In Its title Is usually 
anything but 

caught on protruding walls far too often. 
Ail that being said, you could do worse 

than give this a rental and spend an 
afternoon xploring Mt Kilimanjaro, Maui, 
and the Himalayas. Just make sure to pack 
light for a short trip. - Evon Shomoon 

Bottom Line: Coulda, shoulda, woulda ... didn't. Poor 
texture swapping, muddy control, and sloppy collision 
detection do not a good game make. 







origin that refers to a thin, watery soup or 
broth, so we can assume that Kazoole Is a 
thin seagull. (Are there fat onesl) Banjo, on 
the other hand, Is a honey bear, or a brown 
bear. Brown bears average 450 pounds In 
weight. To move quickly or up steep 
Inclines in the game, Kazoole hops out of 
Banjo's backpack and carries Banjo on her 
back. Obviously, this would klll any 
ordinary breegull (or most humans) almost 
Instantly, but does It matter? No. Always 
remember, klds, games and reality are two 
different things. 



Army Men: 
Sarge's Heroes 2 
■ Platform: PlayStatlon ■ Publisher. 3DO ■ Developer: 3DO 

lock up your green plastic daughters 
- Sarge's Heroes are back While 
Sarge and the boys remain a little too 
angular for their own good, the visuals 
have been pumped up significantly 
since the previous installment, with a 
wider range of oversized real-world 
environments and some surprisingly 
clean texture work 

The level design has also been 
extensively retrofitted, often charging 
Sarge and his cohorts with executing 
multiple, well-scripted tasks within a 
single mission. Indeed, this Desert 
Strike-esque design goes a long way 
toward bolstering the title's surreal 
war-movie atmosphere, with an 
overwhelmed Sarge often forced to 
repeatedly crisscross the varied envi­
ronments in a vain attempt at staving 
off the ever-encroaching enemy. 

Unfortunately, while Serge's 
Heroes 2 is a considerably better 
game than its dud of a predecessor, 
there are still far too many flaws for it 
to stand comfortably against the 
Syphon Rlters and Meta/ Gears of this 
world. Control is mushy and the 
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■ Funny, but the smell of burning 
plastic In the morning Just smells 
like cyanoacry1ates 

camera system is frustratingly unpre­
dictable, while the fi"amerate has the 
unfortunate habit of slowing down to 
a flip-book crawl at even the merest 
hint of action. 

The collision detection is equally 
unrefined, transforming minefields 
from a tension-building exercise In 
stealth and caution into a profoundly 
irritating game of chance. In the end, 
these many and varied failings prevent 
this latest Army Men title from 
escaping the pit of mediocrity, under­
cutting the promising design work and 
scuttling what could have been the 
series' finest hour. - Samuel Boss 

Bottom Line: Better than the first one, but we'll be 
sticking with Air Attack 2 for our plastic battlefield fix. 

Colin McRae Rally 2.0 
■ Platform: Plai,Statlon ■ Publisher. Codemasters ■ Developer. Codemasters 

Wrth games like Ridge Racer V for 
PS2 and Sego GTfor Dreamcast, it 
takes a lot of guts to release a racer 
for the original P1ayStatlon. However, 
this latest from Codemasters manages 
to stand up to scrutiny. The original 
Co/In McRoe raised the bar on 
console rally racing. and this sequel 
carries on that tradition. The game has 
scores of different tracks and cars to 
unlock, and the courses are 
deceptively challenging: They look 
simple, but a great deal of practice is 
required to earn a position In the top 
eight, let alone first place. 

One of the major criticisms of the 
first game was that repairs between 
races were limited by your winnings. 
This system has been replaced with a 
time-based garage, which Is somewhat 
more egalitarian. Complex repairs and 
tuning now take more of your limited 
time, but major repairs are no longer 
out of reach of your pocketbook 

Graphically, this is on par with 
some of the best racers P1ayStation 
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■ The dashboard view provides a 
great sense of Immersion 

has to offer The first-person mode has 

a great sense of speed, and for those 
who don't like any of the preset 
camera angles, Codemasters has 
Included a scheme by which you can 
position the camera anywhere you'd 
like. This is a great feature we'd like to 

see the entire genre adopt. 
There's even an Arcade mode that 

lets you race against CPU cars instead 
of just challenging preset times, but 
unlike the arcade mode found in most 
other slm-sty1e racers, it's not any 
easier The CPU is out for blood from 
the starting line. - Doug Trueman 

Bottom Line: A superb racer that has depth, a solid 
framerate, and high replay value. It doesn't get much better 
than this on PlayStation. 



Lunar 2: Eternal Blue 
PLAYSTATlON finals 

■ Platform: PlayStation ■ Publisher: Working Designs ■ Developer: Game Arts/Working Designs 

Given this title's lowly 16-bit origins, it 
should come as no surprise to 
discover that lunar 2 looks more than 
a little dated, its tiny Iconic characters 
and limited tile sets har1<lng back to a 
bygone age. Even so, when taken on its 
own terms, lunar 2 remains a re1resh­
ingly colorful and utterly appealing 
adventure, bolstered tTf llkable 
characters and anime cut scenes that 
wouldn't look out of place on a sugar­
sweetened Saturday morning cartoon. 

In many ways, lunar 2 is an 
archetypal RPG, packed with dungeons 
to explore, subquests to solve, and 
more tum-based combat than you can 
shake a broadsword at What raises it 
above the majority of its crypt-creeping 
brethren Is the sheer quality of its 
design. Every element has been tuned 
to perfection, ensuring that gameplay 
remains enchanting to the very end. 

The traditional tum-based combat 
mode has been balanced to the 
umpteenth degree, raising the 
challenge with each successive battle, 
while at the same time ensuring that 
things never become too difficult or 
frustrating. Dungeon design Is equally 
Impressive, with layouts that tantalize 
rather than irritate, taking you on fan­
tastically roundabout routes before 
finally gMng up the ultimate goal. 

Of course, you can't review a 
Working Designs RPG without duly 
noting the attention given to its local­
ization. From the beautifully translated 
dialogue to the spar1<llng vocal per­
formances, the entire game smacks of 
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; , ,; "- ' I have n J tune for questions. 
Hire {ru mu.:.'"' take ID" t0 the 
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■ Yes, It looks like yesterday's RPG 
(In fact, It Is yesterday's RPG), but 
Lunar l has still got the goods 

loving care and a desire to maintain 
the original's elegiac storytelling in the 
finest way possible. lunar 2 may be 
dated, but every true RPG enthusiast 
should own a copy. - Samuel Bass 

Bottom Line: Not one for the technologically fixated, but a 
brilliant, timelessly charming RPG nonetheless. 

Moto Racer World Tour 
■ Platform: PlayStatlon ■ Publisher: Codemasters ■ Developer. Delphine Software Interactive 

Moto Racer World Tour is clearly an 
effort to siphon off some of the 
success of Exciteblke 64. What makes 
it stand apart from most bike racers is 
that It enables you to race In both 
outdoor and Indoor motocross events, 
as well as superbike competitions. But, 
like most of the bikes it features, this 
title Is mired In muck 

The main problem with Mota 
Racer is the horrible control. The bikes 
constantly oversteer, and though they 
can be slightly modified In the garage, 
the resulting differences are minimal. 
Stadium tracks are impossible to win 
on because your bike gets far too 
much air even during small jumps, 
forcing you to watch the CPU 

competitors race tTf underneath. 
Perhaps most Insulting, the analog 
control support Is technologically 
deficient - the analag sticks inexplica­
bly shut down from time to time. 

The camera only serves to worsen 
the poor gameplay, as it often swings so 
wide on a tum that the track is no 
longer In sight, Instead treating you to a 
clear view of the Irrelevant, pixelated 
background. Even If this had come out 
at the launch of the original PlayStatlon, 
It would have seemed weak Its release 
now is absurd. - Doug Trueman 
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■ With so many racing games 
available for PlayStatlon, there's no 
reason to even look at Mato Racer 
World Tour 

Bottom Line: It's been done before, and better. 

WWF Smackdown 2: 
Know Your Role 
■ Platform: PlayStation ■ Publisher: THQ ■ Developer: Yuke's 

The sequel to the first good PlayStation 
wrestling game in the U.S., Smackdown 
2 takes the original's arcade grappling 
and backstage exploration, then adds In 
every mode, option, and speciaity 
match that fans have asked for in the 
year since. This Includes the Introduc­
tion of tag team moves which are the 
best we've seen In any wrestling game, 
ladder matches, tables matches, TLC 
(tables, ladders, chairs) matches, coffin 
matches, and the holy grail of deadly 
mayhem, the Hell in the Cell. 

Also improved immeasurably is 
Smackdown 2's "Create a Wrestler" 
mode. The origlnal's creation system 
was tTf far the worst this side of WON 
Mayhem. Now it rivals WWF Na 

Mercy for depth and originality -

there aren't nearly as many moves to 
choose from as in Na Mercy's, but the 
physical customization Is unparalleled. 
When a game actually lets you choose 
Jaw alignment and biceps thickness, we 
can't help but be Impressed. 

Unfortunately, not everything that 
was hurting got the same love and 
attention. The Story mode, responsible 
for much of the original game's hype, Is 
practically unplayable here thanks to 
some horrible design decisions. While 
you don't have to watch every match in 

■ It approaches being great, but 
Smackdown l will have to settle 
for fust being • pretty goad" 

a card, you do have to watch mini 
versions of them while the computer 
decides who won, resulting in a lot of 
waiting around Instead of playing. 
Compare this to No Mercy's stream­
lined and invoMng Story mode and 
there's no contest - Daniel Erickson 

Bottom Line: There are tons of options and great 
multiplayer matches, but Smackdown's Story mode falls on 
its candy ass-
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The Al of the guards In NOLF Is Impressive. Although they walk In set patterns, they react to 
noise and will Investigate suspicious sounds (different floor types, by the way, make different 
amounts of noise}. Indeed, one of the few knocks you can make against this game Is that 
sometimes their hearing Is almost superhuman. 

However, to outsmart them you're given a wide range of cool gadgets, from simple things 
like coins (toss one and the guard goes to Investigate the sound, giving you a chance to slip by} 
to elaborate mechanical poodles for distracting dogs. There are also glzmos like camera 
disablers and "body dissolver" for disposing of any Inconveniently conspicuous corpses. 



The Blair 
W-ltch Proiect 2: 
Legend of Coffin Rock 
■ Platform: PC ■ Publisher: G.O.D. ■ Developer: Human Head 

Hot on the heels of the first Blair Witch 
game comes Coffin Rock, the second in 
a series of three movie tie-Ins published 
in as many months. Uke the first title, 
Rustin Pan; Coffin Rock runs on the 
Nocturne engine, but unlike its 

predecessor this is mostly action with 
very litt1e adventuring or puzzles. 

This action-oriented approach to 
the Blair Wrtch mystery is refreshing at 
first. You take the part of a CM! War 
soldier with amnesia, trying to rescue a 
young girl who's lost in the Burkittsville 
woods. Interactive flashbacks in which 
you blast rebels during the war share 
time with the main story, in which you 
unload your trusty revolver at specters 
of the undead. That's right, apparently 
the Blair Wrtch's minions aren't so 
tough and just need someone with a 
steady trigger finger to show them 
what's what 

Unfortunately the action is 
extremely repetitive, with only six 
different types of bad guys and two 
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■ TUms out the undead are easily 
dispatched with a few stray bullets 

bosses to fill out the measly five and a 
half hours of gameplay. There's no 
replay value at all thanks to a linear and 
exhaustingly told storyline (the game 
would last three hours at most without 
It), and the Nocturne engine, designed 
for dramatic viewpoints, is a horrible 
pain while trying to do batt1e. Fans of 
the movies who really want to know 
why five men were gutted at Coffin 
Rock may want to risk this one for the 
$20 price of admission, but everyone 
else can steer clear - Daniel Erickson 

Bottom Line: Short yet painfully repetitive, even blasting 
ghosts isn't fun thanks to the wonky camera. 

The Lor.gest Journey 
■ Platform: PC ■ Publisher: Funcom ■ Developer: Funcom 

This point-and-click adventure tells 
the story of April Ryan, a young 
woman who discovers she is able to 
move between two parallel worlds: 
Stark, which is, in fact, a decaying, 
23rd-century Earth, and Arcadia, a 
medieval world populated by evil 
alchemists, benevolent dragons, and 
undersea civilizations. Unfortunately. 
she also learns that the two worlds 
are starting to bleed into one 
another, and only she is in a position 
to prevent a cosmic catastrophe. 

In the end, the game's ideals only 
slightly outweigh its execution. The 
cast Is quite well realized, and the 
story concept Is grand, but it's told 
too slowly and far too subtly to be 
terribly moving, even in the climactic 
final chapters. Sound and voice acting 
are wonderful, and graphics are lush, 
If Jaggy. However, there is no 
technical Innovation, and In a post­
Grim Fandango world, the rare 
pixel-hunt is intolerable. Also, Stark is 
simply unpleasant - filled with rude 
people and mundane tasks. 
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■ Uke Piers Anthony's Phase 
novels, this game features two 
parallel wor1ds - one bound by 
sdence, the other ruled by magic 

Puzzles are hit-and-miss. There 
are too many FedEx quests, and 
situations are often made difficult by 
the game's refusal to outline the 
Included elements. It may present a 
puzzle without defining what it is you 
hope to achieve by completing it and 
often falls to offer any hint that you 
can Interact with a required item. A 
few tweaks to the dialogue and 
Interface would have made the 
puzzles seem more like tests of 
creativity and logic and less like trick 
questions. - Eric Bratcher 

Bottom Line: This is a potential epic that seems to have 
taken tranquilizers. It's still worthwhile, but it's also a little 
slow, a little dull, and sometimes just doesn't make sense. 



Rune 
■ Platform: PC ■ Publisher: Gathering of Developers ■ Developer: Human Head 

Norse mythology would seem like 
wonderfully fertile soil for growing a 
ripe, healthy game. It has titanic 
struggles between fathers, sons, and 
brothers; heroes with really big 
swords; and lots of cool monsters. 
While Rune has plenty of those 
elements, it's also sadly lacking in 
imagination or long-lasting fun. 

You take control of Ragnarok, a 
young Norseman sent on the vital 
quest of saving Midgard tiom falling 
into the clutches of Loki the Trickster. 
And while the beginning of the game 
offers some fantastic aquatic vistas, 
Rune then proceeds to stick its head 
underground, and it pretty much stays 
there the whole game. The result is 
that the beautiful work Human Head 
has done with the Unreal engine is 
smothered in a palette of browns, 
reds, and grays shoved through 
narrow corridors and small caverns. 

Even worse, the gameplay consists 
mainly of slashing through a handful of 
zombies or goblins to get to a switch 
that leads to ... more slashing and 
switch pulling. Your melee-only arsenal 
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■ Somehow, we never pictured 
Vikings crawling through sewer 
tunnels and flipping switches to 
open doors 

consists of very similar edged or blunt 
weapons, and the fighting style is no 
more sophisticated than sidestepping 
and clicking the mouse button. The 
ability to use the severed limbs of 
fallen foes as a weapon is amusing. 
but only for a little while. 

This Is a classic example of 
beautiful graphics and an interesting 
story roped Into the serVice of routine 
gameplay and boring combat. It excels 
neither as an adventure tale nor as a 
bloody good action game. It certainly 
looks good on the vine, but never fully 
blooms. - Jim Preston 

Bottom Line: Rune fails to impress. The shaky gameplay 
undermines the first-rate visuals and ripping good story. 

realMYST 
■ Platform: PC ■ Publisher: Mattel Interactive ■ Developer: Cyan 

After seven years and millions of 
copies, the original Myst is a gaming 
phenomenon unlike any other. People 
either love the game or they hate it, 

and neither side understands the other. 
However, reo/MYST is an update to the 
original that neither gives fans much 
new material nor offers anything to 
appeal to its detractors. 

Graphically, reo/MYST is top-notch, 
arguably among the most beautiful 
games ever made, and the music and 
sound effects are a pleasing accompa­
niment. Unfortunately, the graphics 
come at a steep price; even on a 
system well above the recommended 
specs, the game exhibits terrible 
framerates while you're walking around 
the outdoor areas - enough to cause 
motion sickness. To add to the 
problem, the controls are uncomfort­
able and cannot be reconfigured. 

Every puzzle Is identical to the 
original. The worlds - or Ages, as 
they're known in Myst parlance - are 
exactly the same, and the story hasn't 
been changed in any way either. The 
game does include one new Age that 
you can explore once you've finished, 

■ Have fun sifting through the 
clues and completing the puzzles ... 
such as they are 

but this addition doesn't really offer 
enough to warrant a full game purchase. 
Because reo/MYST doesn't do anything 
new until the additional Age, an 
experienced Myst player can skip 
straight to the end in about 10 minutes. 

To recap what we said so many years 
ago, the storyline, explained mostly by a 
library of books and some video, is fine, 
though it hinges on a game-long red 
herring and features no real ending. But 
the puzzles make no sense and consist 
of nothing but pushing buttons, pulling 
levers, and hitting switches. With the 
graphics problems, fans should stick with 
the original version - non-fans should 
simply keep avoiding it - Corio Harker 

Bottom Line: With only graphics to stand on, rea/MYST 
is beautiful, but there's no real substance there. 



Weird but true: Scientists successfully 
enabled a monkey to control a robot arm 
600 miles away using Its brain signals. 
According to Reuters, scientists expressed 
hope that paralyzed patients might be 
given the ability to move prosthetic limbs 
through this technology. 

" It was an amazing sight to see the 
robot In my lab move, knowing that It was 
being driven by signals from a monkey 
brain at Duke," said Mandayam Srinivasan, 
of the Massachusetts Institute of 
Technology. "It was as If the monkey had a 
600-mlle-long virtual arm." 

Scientists at MIT and Duke University 
Implanted electrodes In the monkey's 
brain to record brain actlvlty, and from 
this they determined which patterns cor­
responded with each movement. They 
then connected the computer recording 
the monkey's brain patterns to a robot 
arm. The signal from the monkey's brain 
then told the robot arm to move. 

According to Srinivasan, "When we 
Initially conceived the Idea of using 
monkey brain signals to control a distant 
robot across the Internet, we were not 
sure how variable delays In signal trans­
mission would affect the outcome _ It 
worked out beautifully." 

Researchers hope that through the 
technology they can restore some motor 
function to paralyzed patients. 



Fihalsim 

■ The long-range allNng 
reticule eats up more of the 
screen than It ariuab1J should 
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Gan,erS Guide 
You want to know what games are worth your cash 
and time? Well, you've come to the right place ... 
.. Welcome to the Gamer's Guide, your cull out older stuff. Which older stuff? Well, no matter how old they get. (Although it is 

insanely popular resource to what's worth mostly old or bad games, especially PC titles, worth taking note of which issue it was 
buying and what's not even worth a glance. but aging console titles, too. We leave in just reviewed in, since time and technology march 
Each month, we update the list with every about every title that ever got ***** on, and a game that scored **** a couple of 
game we've reviewed since the last time and though, since they're almost always a good bet, years ago might only score *** today.) 
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