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was debating whether to write this or not.

Does the world really need another editorial

on video-game violence? Seems that way.

Some law-making types in Georgia are trying
to push through a bill that would outlaw selling
violent video games to minors.

You may be surprised to hear me say this, but |
don’t think it’s that bad an idea. Really. | don’t
think kids should be playing Grand Theft Auto 111
or Blood and Guts V, and if America’s parents are
too stupid to monitor what their children are
doing/reading/seeing/playing, then some
stricter rules won’t hurt.

But then, what about those lackadaisical movie
theaters that let unchaperoned kids in to see bul-
let-riddled R-rated films like Black Hawk Down?
How about book stores that allow a blood-
soaked Clive Barker novel to get into the hands
of an impressionable reader who’s all too young

to handle the gore?

It seems strange that politicians are specifically
picking on the video games when media in gener-
al is dishing out the violence. But that’s not even
the point. Gun-shootin’, head-loppin’, blood-
squirtin’ games don’t make kids do bad things.
Loose screws and scrambled noodles do.
Seriously...just how messed up do you have to be
to do what those Columbine jerks did?

Lawmakers are simply looking for the closest,
easiest target for their finger-pointing. It’ll never
happen, but | really wish they could direct their
energies elsewhere—perhaps toward those par-
ents who couldn’t properly raise a child if their
lineage depended on it. Or how about figuring
out a way to keep those 12-gauges out of the
hands of unstable teenagers who have the
accountability of a cockroach (with brains to
match)? What a novel idea! Shoe

Contrihutors
Tim Ponting

Previously the group publisher of PC Zone
and the Official Dreamcast Magazine in

U.K.” who hunt down exclusives for us.

some stuff relating to his job as editorial
director of the Ziff Davis Game Group.

Shane Bettenhausen

When he’s not playing RPGs or Soul
Calibur, Shane lends EGM a hand with pre-
views and reviews. His wit also overflows
into GameNow and Pocket Games.

Chris Baker

Official U.S. PS Magazine’s previews editor
expects to get lynched by hardcore PS2
fans when they discover he’s contributed a
Superman (Xbox) preview to EGM.

England, Tim is now one of our “men in the

When he can lift his head up from his Virtua
Fighter 4 obsession, John remembers to do

Leonard Herman

Videogames, Leonard’s like a game-history
encyclopedia. He spills his knowledge on
Game Boy Advance gadgetry this ish.

Christian Nutt

Although RPGs are his forté, Christian
enjoys helping EGM out with previews and
reviews. You can also find his work in
Pocket Games and at animejump.com.

Gary Steinman

Because OPM’s managing editor lost to the
Canadian Sensation in a heated leg-
wrestling match, we punished him by forc-
ing him to review King’s Field in this issue.

Jeremy “Norm” Scott

Norm draws cartoons (specifically, he

toons, he is nothing. Nothing, dear lord,
nothing. Donations are accepted.

Eat My Shorts!

Look around this issue for quotes from
The Simpsons or a famous movie. Find
one, e-mail it (and your mailing address)
to us at EGM@ziffdavis.com (subject: Eat
My Shorts—EGM #154), and you may be
one of five lucky winners (chosen at ran-
dom) who will win a copy of this month’s
Game of the Month.

Just a few of the quotes from issue #153:

* “l am God here.” (Lawnmower Man, pg. 143)
 “...s0 that we may blow our enemies to tiny
bits, in His mercy...” (Monty Python and the Holy
Grail, pg. 135)

e “_.avoision (it's a word, look it up)...”

(The Simpsons, pg. 110)

* “How do ya like ya ribs?” (Action Jackson,

pg. 108)

Issue #152’s winners of Super Mario World:
Super Mario Advance 2 (Game Boy Advance):
¢ Eduardo Martin—Allen Park, MI

* Andy Galuska—Everett, WA

 Steve Streza—Strongsville, OH

* Kenneth King—San Francisco, CA

* Mark Peterson—Louisville, KY

No purchase necessary.
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UPON THE GREAT CRUSADE. %

General Dwight D, Eisenhower, D-Day.

PARACHUTE INTO THE WAR
as Lt. Jimmy Patterson of the Air
Transport Corps in Medal Of Honor:
Frontline for the PlayStation.2

Computer Entertainment System. i
After taking part in the largest aerial

troop drop in history, you'll fight the
Axis Powers as an agent of the OSS. é%

Battle on the front lines or go it alone
behind enemy lines using over 20
authentic WWII weapons to bring
down the Third Reich. Survive the
first deadly mission and you're only

17 more away from victory.

You don’t play. You voluntecr.
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~ Action

STEP INTO THE BOOTS of
~Lt. Mike Powell of the First Ranger
Battalion in Medal Of Honor: Allied
Assault for your PC. Join the ‘special
infantry’ as an elite soldier trained to
execute covert missions in advance
of major Allied offensives. Fight with
a crack unit or go it alone using over
20 authentic WWII weapons to defeat
a vicious, motivated enemy. But
remember with six harrowing cam-
paigns, the only reward for victory is
another deadly mission.
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Letters to the Editors

Congratulations
Godsun514
@aol.com.
You win an
InterAct
GameShark for
PlayStation 2,
PlayStation,
Dreamcast,
Nintendo 64 or
Game Boy Color.
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LETTER OF THE MONTH

Cheaters Always Win

| consider myself a cheat freak; | have
used cheats and codes for almost all the
games | have played since | started
gaming on the Super Nintendo. I'm not
ashamed of it. Lots of games are too
difficult for me to beat without ’em.
But sometimes | just get tired of using
cheats all the time. Since | had finished
some games before without using any
codes (some of the Mario games, Metal
Gear Solid and a Tomb Raider game or
two), | made a New Year’s resolution to
stop using cheats and have been doing
pretty well so far. | was just curious if
you think I'm getting more out of games
by playing them without cheats, or am |
missing things that are in there (but
hidden) by not using them?
Godsuns14@aol.com

To get the absolute most out of a
game, we would recommend you first
play through it without using any
codes, tricks or older siblings (if
possible). That way you get a feel for

the game as the developer intended
it—you appreciate the difficulty and
have a greater sense of accomplish-
ment when you overcome tough spots.
It’s also rewarding to find secret
areas, tricks, unlockable items or
characters, etc. on your own, so give
that a shot. Once you've done all you
can do alone, then it’s totally fine to
try out some of the codes the game’s
makers give out. It’s one of the best
ways to add some replay value to that
$50 piece of software.

Lately, though, developers have
been telling us that they’re trying to
limit the number of cheats and tricks
built into modern games. They’re
worried that gamers will use them as
a crutch instead of playing (and
appreciating) the game as it was
initially designed. Looks like their
concerns are valid, eh Godsun? Well,
we haven’t seen a GameCube or Xbox
GameShark yet. Could cheats be on
the way out altogether? We'd tell you,
but that’d be...cheating.

Poll...Ever

On the bottom of the previews intro
page in issue #153, you displayed a
poll from gamers.com that asked
people to vote on who would win in a
fight “at the bike rack after school.”
To my surprise, people voted for Solid
Snake over the Master Chief from
Halo. | would have to disagree and say
that the Master Chief could take Solid
Snake in a fight any day.

If anyone who voted in favor of
Snake had read the recently released
Halo novel, Halo: The Fall of Reach,
they would know that Spartans wear
armor that makes them virtually
invincible. It also gives them other
cool traits like improved vision,
increased bone strength and faster
reflexes. There’s no way Solid Snake
could stand up against the Master
Chief with that kind of advantage. Just
thought | should clear that up.

Outtrigger@webtv.net

Mm hmm. Ah, yes, The Fall of Reach.
Sheer folly of the readers to
overlook its wisdom. Tell us more.

The Truth About
Moogles

Apparently the moogles from Final
Fantasy are actually junkies. Granted,
this is the definition of a “muggle”
(not @ moogle) | got from High Times,
a magazine my friend reads about
weed: “1930s and ’40s slang for pot.”
But | figured it was pretty close.

Electronic Gaming Monthly - 18 - egm.gamers.com

Besides, the moogles in the game can
do magic, and fire comes from their
hands. Is that how they light up?
That’s what my dad told me; he’s a
pastor. He also says that | can’t play
Final Fantasy anymore.
ruffryderhockey
@hotmail.com

ynws umeys Aq uonensnj|

Ah...your friend, right.... Just like
that “friend” of Executive Editor
Mark MacDonald’s with the painful
urination problem.... The diligent
journalists over at the Times were
right about the word “muggle,”
(which means that Harry Potter
author gal’s got some explaining to
do). But as for “Moogles,” their
fancy footwork is the source of their
power, at least in FF3. Then again,
who knows what went on with all
those inactive party members
lounging around on the airship.

Gamer Purchases
Piece of Mario

For my 21st birthday, | received some
Nintendo stock instead of the usual
socks and underwear. After reading
your editorial from issue #152 about
Nintendo’s refusal to supply debug
kits to the press, | am quite concerned
and frustrated. Considering | own a
small fraction of the company now, |
feel it’s my duty to personally contact
the higher-ups at Nintendo about it,
and | won’t take “we’re working on it”
for an answer! Maybe that’ll help.
Probably not.
evercleario7@hotmail.com
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LETTERS

That’s real neighborly of ya, ever-
clear. It’s nice to see you haven’t
forgotten about all us little people
now that you’re a big Nintendo exec.
We’re still working on a way to get
all the GC coverage we should be
getting, so hang in there. But if
you do get through to anyone up
there at Nintendo, see if you can
find out how Zelda’s really coming
along. We could do with an update
around here.

I’'m getting a ton of money back from
taxes this year. Can you guys help me
spend it? | have some ideas about
what | should do with the money, but
I’m too torn to pick just one. Can you
help me? Here’s what I’ve got so far:
1. Get a ton of PS2 games.
2. Trade in my PS2 for an Xbox and a
ton of games.
3. Get a GBA with a ton of games.
4. Take it all to the casino.
5. Go to wrestling school to become
the next Rock.

Joe Simpson

Niles, Ml

Post Office

Well, if you can afford to do #1 or #2,
you can probably afford to buy an
Xbox without having to trade in your
PS2 with a little more saving.
Selling or trading away a game
system should be a last resort. Lots
of exclusive properties are still
coming to each console, and you
won’t forgive yourself if some killer
game lands on the platform you just
sold away. Or you can go the pro
wrestler way and forget the whole
gaming thing. It’s up to you.

All right you guys, you almost had me
this year! | just opened up my newest

remakes of old games
for today’s consoles?

| never got to experience the joy of classic
gaming, so I'm looking forward to the
remakes.

brockdn@yahoo.com

I don’t really like remakes of old games for

newer consoles. Newer systems need unique

characters to love and base games on.
great_ice_penguin@hotmail.com

Remakes are a good thing, especially for
those of us who were too young to enjoy the
games the first time around. When | was in
first grade, | had neither the reading ability
nor the attention span to complete a Final
Fantasy. The newer collection discs let me
see what I’'ve been missing.
lunarangel@fushigiyugi.com

| love seeing old games being remade for

newer systems. | would be thrilled to have

remakes of games like Contra and R-Type.
Babineaux14@aol.com

Forget the old—bring in the new!
DarkMage369@cs.com

As long as game companies realize that all
remakes don’t have to be done in 3D!
mistertwistr@aol.com

Maximo is totally addictive. Now where’s the
new Bonk’s Adventure?!
MAL®@bala.com

If you haven’t visited the EGM message boards online yet, your negativity
is slowly killing the environment. Seriously. So head over and contribute
at egm.gamers.com (look for the link that says, “Talk to the EGM editors
online now!”). Your post could be in the next EGM!

Solid_Snake’s: “Tag Lines for EGM”

A cool thread idea that spawned tons of fun responses,
Solid_Snake’s post brought us suggestions like, “EGM:
Sponsored by the Umbrella Corp., EGM: Birthplace of
the HALO drinking game, and EGM: The only people to

show up at the Dreamcast’s funeral.” And those were just from

Solid himself. Some of our other favorites:

EGM: We got us a readin’, writin’ Canadian! —Dantess5s

EGM: We like Nintendo even when they’re “working on it.” —swOHman

EGM: The cause of, and solution to, most of society’s problems. —Kris_P

PBS““‘}E.A,

Best Response to Postmaster’s Thread Rageahollc
Rageaholic captured

our demographic

(old dudes and

middle-age women)

perfectly with this

custom signature.

Let me put it to you guys this way: Mortal
Kombat Advance.
xbox669@hotmail.com

Remakes are cool if the people making them
are actually fans of the original games. Most
of the time they seem to be totally out of
touch with what the original was like, or they
try to create some new “3D experience.”
Look how they ruined Contra!
TeKDELOREAN®@aol.com

'Next Month’s Question
of the Moment:

What do you think is ﬂlﬁ

best EGM April Fools’ joke
of all time?

Send your short but sweet
responses to: EGM@ziffdavis.com
with the subject heading:

Fools!
S 5 TSR ST R MRS
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nice rack, dude!

THE GAME WHERE YOU AND 3 BUDDIES ALL GET TO BE HEROES.
ONLY THING IS, ONE OF YOU HAS TO BE THE CHICK.

Get your friends together for the original, all-4-one,
one-4-all, hack-and-slash, free-4-all. Gauntlet Dark Legacy
brings all the excitement, fun and camaraderie of this

classic to Nintendo GameCube™, PlayStation®z computer

entertainment system — and now Xbox™ video game system!

COMING SOON AVAILABLE NOW
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LETTERS

You can write EGM at:

EGM Letters

P.O. Box 3338

Oak Brook, IL

60522-3338

E-mail: EGM@ziffdavis.com

Please note: We reserve the right to edit any correspondence for space
purposes. If you don’t want your name, city/state or e-mail address
printed, tell us so (but please include your phone number, mailing address
and system preference for Letter of the Month prize consideration).

Also note: Although we can’t respond to every letter, as far as you know, we do
read them all. Also, everything you send us is ours to keep!

copy of EGM to find the cheat | had
been waiting for since the day Super
Smash Bros. Melee came out: How to
play as Sonic and Tails. | won’t lie—you
had me going until | realized that it was
the April issue. | liked the way you put
the date “4/1/2002” on the screen-
shot. | couldn’t think of a better joke!
Keep up the good work!
Matt Harlan
MHarlanioo@hotmail.com

Well, Matt...you got us. And since
you were the first to write in calling
us on our bluff, you win: absolutely
nothing. But you do have the
satisfaction of knowing that you
were the first of the faithless.

The rest of the Letters section is
devoted to our favorite notes on the
subject. Many were painful for us to
read, knowing that the dream would
never be realized for, well, all of
these people. But to those who tried
in vain to unlock the elusive duo, we
say this: Your dedication will not go
unrecognized. See the blue box
below for a special contest you're
bound to succeed in!

Get Us Back!

So you spent weeks trying to unlock
Sonic and Tails in Super Smash Bros.
Melee with no results. We feel bad
about it—we really (snicker) do. How
about a copy of Sonic Adventure 2:
Battle (GC) to make it up to you?
Here’s what you’d need to do:

Hook your GameCube’s A/V cables
up to your VCR’s input, then run the
VCR output to the TV. Pop in a tape
and hit record, then turn on your GC
and bust out the best Cruel Melee
match you can. Label the tape with
the number of kills and mail it to:

EGM Smash Bros. Contest

800 Jorie Blvd., Suite #110

Oak Brook, IL 60523
We'll pick 10 of the best KO records
ABOVE 20 (please don’t submit tapes
with fewer than 20 KOs) and send
their owners a free copy of Sonic
Adventure 2: Battle! Enter as often as
you like; entries must be postmarked
by May 1, 2002. Tapes must start at
system boot-up and run uninterrupted
until the end of the Cruel Melee match.

| racked up 20 KOs in Cruel Melee, but
Sonic and Tails never challenged me! |
tried it several times, but no Sonic and
Tails! Is there a typo in the magazine,
or do you think | did something wrong?
Can you please help me with this?
Zord9@aol.com

Yes, you’re right —there was a typo.
It should have read, “200 kills.”

In issue #153’s Smash Bros. Academy,
you said that by getting 20 Cruel Melee
KOs | could unlock Sonic and Tails. |
tried it 748 times (yes, | counted) and
still no luck. Which character is best to
use to successfully unlock the two?
OllieDaMagicBum3@cs.com

Um...Fox. No, wait...Ice Climbers.
Yeah, them.

I’'m a Smash Bros. maniac and am
currently attempting to unlock Sonic
and Tails. | have 18 KOs on Cruel Melee
and will play nonstop this weekend ‘til
| get 20. You are my heroes for finding
this—just wanted to let you know.
dlewis@parktudor.pvt.k12.in.us

LETTER ART: THE WORLD'S GCHEAPEST CANVAS
Letter Art of the Month WINNER

Dennis Baraba * Downey, CA

We wager that after a long weekend,
dlewis found himself a new hero.

If this Smash Bros. trick is an April
Fools’ Day joke, how come we’re
reading it in February?

lots of confused/new readers

The short answer: tradition. The long
answer: Since EGM is a monthly mag
and April 1 is just one day, the only
way we can be sure folks will be
looking out for a joke is if we put it
in the April issue. The magazine just
happens to come out a tad early. OK,
really damn early.

s SR

Not quite Sharkworthy...

Our silver and bronze medalists. Better luck next time.

&

Congratulations, Dennis Baraba! Now
we know how Mega Man comes
apart. Your prize is on the way-an
InterAct GameShark for PlayStation
2, PlayStation, Dreamcast,
Nintendo 64 or Game Boy Color.

Bernie Visel
Santa Cruz, CA

Put your creative skills to the test by

unique touch. Send letter art to:
EGM Letter Art, P.0. Box 3338

Oak Brook, IL 60522-3338
(or E-mail EGM@ziffdavis.com)

decking out a #10 envelope (the long, business type) with your own

Be sure to include a mailing address, and tell us what system you'd
like your prize for. All entries become the property of Ziff Davis
Media Inc., and will be shredded once we've had our way with ‘em.

Josh Shaffer
Muncie, IN

For Letter of the Month and Letter Art of the Month contests, no purchase is necessary. If you want to read the complete contest legal rules, please visit egm.gamers.com or write us at: EGM Contests-Legal Rules Request, P.0. Box 3338, Oak Brook, IL
60522-3338. While you're at it, why don’t you write McDonald's and ask them for the official rules for that Monopoly game. It always seemed kinda shady to us. Oh, and don't forget to give us your address and tell us what system you'd like your prize for.
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WATCH UFG GOME ALIVE APRIL 12 & MAY 10 ON iN DEMAND PAY-PER-VIEW! GALL YOUR CABLE COMPANY
OR SATELLITE PROVIDER T0 ORDER.

WWW.UFC.TV cRAVE,

[ENTERTAINNMENT]
WWW UFCVIDEOGAME COM

Visit www.esrb.org -
or call 1-800-771-3772 o

for more info.




THE FINISH LINE
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The Race Begins June 2002.

acihy career in an involving movie-style storyline. | Rip up the asphalt in over
40 authentic cars on 38 real race tracks worldwide. / Fight it out in intense pack racing with up to 20 cars on the
course at once.* | Experience intuitive handling and super-realistic crash damage and graphics.

RATING PENDING
Visit www.esrb.org or
call 1-800-771-3772
for Rating Information.
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Press Start

By Chris Johnston chris_johnston@ziffdavis.com
& Kraig Kujawa kraig_kujawa@ziffdavis.com

The Hottest Gaming News on the Planet

here are all the GameCube games?”
w It’s the question all GameCube

owners are asking themselves, each
other and us. After a strong launch lineup with
Rogue Leader, Pikmin and Super Monkey Ball,
carried through Christmas by
the blockbuster Super Smash Bros. Melee,
everything suddenly went quiet for the
system. 'Cube gamers had only a trickle of
titles to feed their new system, while plenty of
new games continued to pour out for PS2 and
even Xbox. So when we recently sat down with
Nintendo’s Director of Corporate Planning
Satoru lwata, that was our first question—
what can you tell all the GameCube owners
out there starving for new games?

“Please have faith in Nintendo,” replied
Iwata. Sure, easy for him to say. But then we
saw the latest video footage of Mario
Sunshine and Metroid Prime, and suddenly it
was as if we had fallen prey to a Jedi mind
trick. We did have faith. Everything was going
to be all right. The GameCube does have some
killer games on the way; it will just take some
time. We will wait. We must wait. These aren’t
the droids we’re looking for. Was it nostalgia
that clouded our judgement? Look over the
new screens and our impressions on the
following pages and judge for yourself.

But wait a second—Nintendo has lead us on
before. There’s no denying they make the most
popular games in the world, but what about
the release-date delays the company is also
famous for? “We do not expect any delays on
these titles [Mario, Metroid and Zelda],” lwata
countered. “This fall is key to the future of the
GameCube, so it is important that all of these
titles make it out this year.” And although
solid release dates won’t be set until the E3
video-game expo May 22-24 (where all three
games will be displayed to the press in
playable form), Iwata gave us his own rough
guesses on when we might expect the games
to hit the U.S.: Mario Sunshine in
September, Metroid Prime in October and
Zelda in November. Three of the biggest
names in all of video games, all with new

e

c?
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games within three months? Somebody pinch
us. “Frankly, we are concerned,” says Iwata
with a chuckle, “that people won’t have
enough time to play them all.”

In the meantime, other recent announce-
ments further bolster hopes for uncovering our
dusty GameCubes: due dates for this month’s
cover star Resident Evil (April 30), plus Star
Fox Adventures (June 10) and Eternal

Electronic Gaming Monthly - 28 - egm.gamers.com

Nintendo gives GameGube OWIII' hope iﬂ!’ 200%

Metroid Prime

Darkness (June 24). Also, we learned that
Nintendo is currently evaluating the strange
evolution game Doubutsu Bancho (Animal
Leader) and the critically acclaimed god-
simulator Doshin the Giant for release in the
U.S. Iwata tells us much more is on the way as
well. “There are many more games in the
works that we can’t talk about yet but will be
announced before E3.” Until then, have faith.



The Triforce: Little,
purple, different.

In other exciting GameCube news, Nintendo, Sega and Namco have announced
they will join forces on a new arcade board based on the GC hardware named
Triforce (if you don’t get the Zelda reference, go stand in the corner). What
does this mean for gamers? Quick and easy home conversions of Sega and
Namco arcade titles, or any other developers (several are interested, including
Capcom) who use the board. It could also mean the return of Nintendo to the
arcades, although currently the company has no definite plans to do so.

The Italian stallion returns in this bright,
colorful platforming adventure. Graphi-
cally, Sunshine hardly looks like it’s
pushing the GameCube, but then we didn’t
play Mario 64 for a month straight because
of its graphics. Here’s what Shigeru
Miyamoto, Mario’s creator and all-around
game-design god, had to say about it:

EGM: Why has it taken so long for us to see
a sequel to Mario 64?

Shigeru Mivamoto: We always wait until
there is some kind of new idea, a fresh take
before we do a new Mario game.

EGM: So what is the “fresh take” for this
game? How is it different from Mario 647
SM: Well, | can’t talk much about the game
until E3, but as you can see, Mario has a new
device on his back, and he can use it in many
different ways. But this game is sort of a
refinement, or evolution, from Mario 64. The
jump between it and Mario 64 will be like the
jump between Mario 3 on the [8-bit] Nintendo
and Super Mario World on the Super
Nintendo. Because the GameCube is not
completely different from the N64, but much
more powerful.

0™ = %

EGM: Why the name
Mario Sunshine?
SM: One reason

is to reflect the
tropical theme. You
heard the [calypso-
style] music and
everything. It's very
sunny, and you can
see a beach. The
other reason is that
we hope to release
it in the summer [in
Japan].

EGM: Does the entire

'y Ly J&g -
game take place in or _ ‘ ATERE
near the big town Mario uses his backpack to wash away these metallic puddies of goo that

fall from the sky; is this the overall goal of the game? Notice the giant,
unfriendly venus flytraps, straight out of Yoshi’s Island.

we've seen in all the
screens and movies
so far?

SM: No. What you have seen so far is only
one part. That town is just the level that you
start in. There are many other very different
areas, just like in past Mario games.

SM: (laughs) Well, | really am not supposed
to. It will be playable at E3 so....

EGM: Please don’t make us beg! We will
beg if we have to!

SM: Hmm...well...maybe the water tank isn’t
the only device Mario puts on. (smiles)

EGM: Can you tell us something you haven’t
told anyone yet about Mario Sunshine?

LYFE,
<
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Besides balancing on this tightrope, Mao can -
use his backpack to attach to the wire and spin.

Electronic Ga



Yes, we saw 20 glorious seconds of Metroid
Prime. The game looked fantastic—fast,
smooth and most importantly, like Metroid.

EGM: Why make Metroid Prime a first-
person shooter (FPS)?

Shigeru Miyamoto: We looked at the Metroid
gameplay—shooting things in narrow
passageways—and decided that a first-
person view would be the best way to

handle it. But | don’t think it’s a typical PC FPS.

EGM: How is it not like typical PC FPSes?
SM: Well, actually, | don’t really play PC FPSes
ever, so maybe | shouldn’t say that. (laughs)
Since | don’t really know what they are like,

if it turns out like a PC FPS, | am sorry. (laughs)

EGM: Well, in the typical PC FPS you mostly
just kill lots of stuff. Mostly shooting.

- SM: No, it’s not like that. As you can see in the
video, there are many items and moves from
Metroid, like the grapple beam. There’s also a

lot of exploration like the other Metroid games.

EGM: How has it been working with U.S.-
based Retro Studios?

SM: It’s going very well. We have meetings on
the phone often [between Nintendo and Retro].
The game is looking very good. Retro has
some very talented artists.

EGM: Does the old Metroid team in Japan
have any say in the game?

SM: Actually, they did the music that you
heard in the movie. | think they will be domg a
lot of the music for the game.

I

EGM: That’s awesome news! But is (Super
Metroid director Yoshio) Sakamoto, for
example, working on the game?

SM: Wow, you know a lot. (laughs) The old
Metroid team isn’t directly working on the
game. They are workmg on Metroid IV (GBA)
right now.

EGM: Any chance Metroid Prime and
Metroid IV will hook up via the GBA/GC
link cable?
SM: There is no definite plan, but if we can I'd
like to include little bonus extras like that.
—Mark MacDonald

The camera pans out
of first-person to a
behind-the-hack view
as Samus rolls up
into a ball and flies
down a giant pipe

| grabbing power-ups,
Awesome.

Looks fike Samus s inside some ship or vehicle
targeting this bad bug, hence all the extra
heads-up display info.

ENERBY
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MASTERING MAKIMO

If you wanna access Maximo’s enemy-crammed secret stage, you gotta
beat the game with 100-percent mastery. That means for each level
(except hubs) you’ll need to open every chest (even the hidden ones),
kill every enemy, collect all koins and diamonds, destroy all the spirit

containers, bash the tow;hes; and pick up every potion. Got all that? Of
course, you gotta topple every boss and beat the game, too.

y now you’re probably on your way to
chieving 100-percent mastery in

' Maximo, Capcom Digital Studios’
homage to the Ghouls ‘n Ghosts series. But
we beseech you to lay down your sword and
see what David Siller, the studios’ director
of R&D, and Senior Game Designer Bill
Anderson have to say about their hit game
now that it’s in gamers’ hands....

EGM: Maximo is a highly polished title, but
the EGM reviewers all agree that the camera
system could’ve been tweaked a bit—
specifically, we wish we could swing the
camera behind Maximo on the fly instead of
having to bring him to a stop first. Did you
guys see that as a problem?

Bill Anderson: Yes, and the ability to align the
camera on the fly is something that will be
implemented in the sequel. We kind of
realized that [problem] was there during
development, but we didn’t realize how much
it would be talked about. We believe our
camera is very, very solid overall, and we
thought that was a minor irritant to the
product in general.

EGM: Some players have also griped that
the game’s on the hard side.

David Siller: People are spoiled by cheat
devices and hint books. People are getting
lazy. If you’re a lazy game player, don’t play
Maximo. Play it if you really want to feel alive.
It’s the kind of game where when you play it,
you’ll walk away fully awake, because it keeps
you on the edge of your seat with very intense
action. There’s no Nazi design in this game.

“It's just so satisfying when you launch that fireball
across the screen with the Flaming Sword and see the
skeleton disintegrate on the other side,” says Designer
Bill Anderson, describing the game's best power-up.

We don’t do anything that’s a cheap shot.
There are no cheap jumps. If there’s a risky
jump over here, then there’s a safer jump over
there. Don’t go the trickier way to collect
something if you're afraid. That’s only for if
you got the right stuff. That’s classic design.

EGM: What about when you're surrounded?
08: This is not a game you race through. It’s a
game where you approach each enemy and
you take him on one at a time. People who try
to sidestep enemies, they’ll come to a place
where they’re cornered by pursuing enemies,
then yeah, they’re gonna get clobbered. And
another thing is the jumps. | don’t think a lot
of people realize that they can double jump
whenever they want. It’s not like some games
where you can only do the second jump at the
apex of your first leap. In our game, as long as
you haven’t hit the ground, you can do that
second jump. So you can jump a long way
easily in this game if you learn to jump it right.

EGM: Why didn’t you just use good ol’ King
Arthur from the original 6'nG series as the
hero instead of creating a new character?
BA: The whole tie-in with Ghouls ‘n Ghosts
kinda came later in development. Our initial
design was for a realistic kind of game, more
like Onimusha. Basically, Capcom Japan
stepped in and said since they were doing
realistic products like Dino Crisis, Resident
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“Some peopie
thought (Maximol
sounded like
some porn star.”

—Maximo creator David Siller

Evil, Onimusha and so on, they’d keep that
kind of stuff in Japan and we’d focus on mass-
appeal products.

EGM: Did that shift in design bug you guys?
BA: No. Our whole staff has come out of doing
those kind of games. So it was second nature
to focus in that direction. It came about a year
after a lot of design material was already
done. Then David and | started going, “You
know, we have Ghouls ‘n Ghosts out there.
Why not tie it to that.” But even though we'’re
part of Capcom, we're not Capcom Japan—we
can’t arbitrarily say we’re going to do Ghouls
‘n Ghosts without going through a big, long
negotiation with Japan on what that entails—
the rights and so on. We and Capcom Japan
thought it would just be easier for somebody
to design a whole new character set for it.

Cont. on page 34






Early Maximo. Check

MM(IMI] FOR PG?
Yep, Maximo actuauy began life on the PC, but don‘t bother trying to_

buy a copy The CDS team started it that way simply because they
wanted a headstart on making the game engine while waitin,

PS2 dev kit. “It gave us a chance to see what worked and what didn’t,”
says Designer Bill Anderson, “but it got to the point where the PC

those status gauges!

versmn was unplayable. It was pushing too much and was too slow." ;

Cont. from page 32

D%: We also wanted to control our own
destiny. When we did Final Fight Revenge [for
the Japanese Saturn], the art had to be
approved by Capcom Japan every step of the
way. With Maximo, even though it was
[Japanese illustrator Susumu] Matsushita
creating the art, we really designed the
characters. We spec’ed out what we wanted.

EGM: Was there a lot of back and forth
between you and Matsushita over the
character designs? ?

BA: Oh yes. Maximo originally had a very long
cape, but we realized that wouldn’t work very
well with gameplay because it covered up
most of his back and character model when he
ran, so we discarded that. Matsushita is a
brilliant artist, but he’s not a game designer.
He doesn’t know how his designs will affect
play, so he really relies on us to provide
honest feedback like, “That works, that
doesn’t, that color bleeds too much, etc.”
Same thing with the sword. Originally it was
much smaller, and we had to go, “It needs a
longer reach. The sword isn’t visible enough—
make it thicker.”

D8: I'm proud of him as a character. | named
him. | was criticized by everyone in the
beginning, because | wanted him to be called
Maximo. Even Japan fought it. Some people

ystem Support

Production Assistant

Casting Manager

Music

Music Director

Hiroyuki Nagata

Ken B

The Ii'l 42D Maximo movie that runs during the game's
end credits had us all excited-could this be a secret
minigame? Alas, no, but it's planned for the sequel.

thought it sounded like some porn star. But
frankly, at the end of the project, they thought
the name was a perfect fit.

'More Nuggets
On Maximo 2

EGM: We love the little side-scrolling
Maximo animation that plays during the
ending credits. Did you plan to put a 2D
minigame like that in the game?

BS: Well, in the sequel there will be a little
sideview 2D game. We’re planning to create
that as one of the things to unlock as one of
the incentives for mastering the game.

EGM: Ever consider adding the original
Ghosts ‘n Goblins/Ghouls ‘n Ghosts games
as an unlockable secret in Maximo?

DS: Absolutely. It was always something |
wanted to do, but Japan said no.

EGM: Why?

DS: | don’t know if it’s because they owe
royalties back to [original creator Tokuro]
Fujiwara, who's no longer with Capcom, or
because it was a distancing factor, or if it was
just because we would have to pay a bigger
license to Capcom Japan. Somebody above us
said no. They didn’t give an explanation really.
It’s one of those things.

to make it worth our while. Otherwise we’re
denying ourselves potential profits for the
company and bonuses for the team if we don’t
go on another platform. [Taking the series to
other systems] is still under consideration, but
[the higher-ups] don’t tell us anything and the
news comes to us very slow.

EGM: Any plans to port the first game or
take its sequel to any system besides PS2?
DS: We've never said we’re on any other
platform at this point. It would be nice if we
were a Sony-exclusive, but Sony would have
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ye-Han's back,
and e"?rybody’y |
feei‘ﬂg ‘i'. Who can blame them? It's

Pac-Man's most incredible g

adventure yet — with over 20 treacherous levels of Free Roaming
landscapes to fight through. And with dozens of new enemies lurking
around, Pac-Land isn't just a Ghost town anymore. But no worries.

Using a few old tricks — and some new ones — you'll be feeling
Pac-Man’s influence for a long time to come.

Great new 3B
Pac-Mazes and From fire to ice.
bonus arcade games! Six unique worlds to explo

The Man's got talent! He ice skates,
inline skates and even pilots a sub!

VERVONE

CONTENT RATED BY
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HEAD TO HEAD

Battle it out in head to head competition.

]
E
SEGA.COM/SA2BATTLE

sold separately.

*Link cable

‘OpUBIUIN JO Syewspri] a8 S0B0j «, PONOBWEE OPUBILIN 8Ul PUR 20UBARY @AOE SWIBY) ‘@ w DOASSSY SI

‘mm?\.UEGx._rEwémemmgg&a@mm
.@wcmm%mgmumm&momomQ.fm&x,_m.3.1@@5Omw?omgmamaa,oomur5<omcmm,ﬁou.mmmm,ﬁa&_&mwmwzow\zoww«moQODM\@wwwoomaaom».cg?o&oumw@m @@W—m
jo SyBwspEI 10 SPBwepEl persisiBer ssule sie BoysBpe Byl OWIDG PUR BSUBADY DIUOS 'eIniUBaADY DIIOS "BDSS 900 HBRIBpRIL PUB SIS ST Sl Gai o) ebeg ®

With Sonic Adventure 2:Battle connect
your Game Boy® Advance to your
Nintendo GameCube™ and take

your Chao on the road.




HEDGEHOGS!

Violence
Mild Lyrics

CONTENT RATED BY
ESRE

Introducing four all new 2 Player VS modes.




Yes. Microsoft was so concerned with Japanese gamers being
able to haul their video-game booty home unscathed, they
made special bags with reinforced straps to support the weight
of the Xbox. Since the train is the most common method of
transportation in Tokyo, we're sure everyone got a workout
lugging the mammoth system around on launch day. Sure
beats those flimsy Best Buy bags we got over here, doesn’t it?

Bill Gates surprised
Asian game buyers at
the Xbox launch party
when one by one, he
crushed their hands
with his strong,
manly embrace.

t 7:00 a.m. on the morning of Feb. 22,
. Microsoft Chairman Bill Gates handed
over Japan’s first Xbox system to 22-
year-old Atsushi Ishizaka, an avid gamer who
stood in line for 12 hours to be among the first
in Japan to take home Microsoft’s black box.
His purchase marked the start of a major
uphill battle for MS in the notoriously
outsider-unfriendly Japanese market, where
hometown rivals Sony and Nintendo already
command the majority of the video-game pie.
Nine hours earlier, Gates spoke to the
gaming media at a private press conference,
singing the praises of the Xbox and explaining
their feelings on Japan. “Microsoft is
extremely committed to the Japanese market,
and you've seen that in many ways,” said
Gates. “With the partnerships, the special
design work...and now you see it with the
titles at launch. The Japanese market is one
that particularly appreciates high quality....”
But as Mr. Bill no doubt understands,
making it in Japan is far easier said than
done. Many have tried to break into the
Japanese market in the past, only to meet
failure (3D0 and the Atari Jaguar were the
most recent casualties). Microsoft, however,
has the money to make a much bigger push.
In the weeks leading up to Feb. 22, practically

The Launch Lineup

| Don’t take our word on what

| the Japanese think of the

| Xbox. We jumped from behind

| an underwear vending ma-
chine to interview a startled

| gamer who grabbed one on
| launch day. Here’s what 45-
| year-old Abe had to say:

every game shop in Japan was littered with
Xbox promotional materials, including
posters, flags and demo units. This
aggressive marketing no doubt paved the
way for the hundreds of gamers who turned
out to wait in line for the launch. But
Microsoft needed a few hundred more.
Bloomberg reported that only half of the
initial 250,000 shipment was sold in the first
three days. Although those numbers are
below reported PS2 and GameCube launch
sales, they are strong enough to show that
Japan is taking the Xbox somewhat seriously.
Maybe all Microsoft needs are a few choice
dating simulators and Ultraman titles to go
with the likes of Tecmo’s Dead or Alive 3 to
push the system to the top.—/ohn Ricciardi ﬁ

Q: Why are you buying an
Xbox?

Az | own every major
game console. It’s natural
for me to buy the
newest system.

Q: What games
are you excited
about?

A: Dead or Alive 3.

38 - egm.gamer

Q: Do you have any thoughts
on the fact that the system
comes from America?
A: It’s from Microsoft, so |
... thought it would be a high-

Q: What do you think of

A: | was hoping they'd
make it smaller than this.
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B-BOYS, B-BALL
Hip-hop stars and courts go together like Mike Tyson and

felony charges. No surprise, then, that notables including Fat
| Joe and Benzino (left) joined professional athletes for Sega

Sports’ NBA 2Kz All-Star Celebrity Challenge on Feb. 8 at
| Philadelphia’s Electric Factory. Rawkus recording artist Mad
Skillz ultimately swung the charity tournament, proving that

| like Mack 10 he can bang and ball.

- —Scott Steinberg

PS2 Goes Online in Japan

Resident Evil, Gran Turismo to he among first titles

You might think the announcements made

at Sony’s PlayStation Meeting 2002 were

just meant to take the wind out of Microsoft’s
Japanese Xbox launch about a week later, if
not for the fact that it’s an annual event always
held in mid-February. This year the big news
was the unveiling of Sony’s PS2 online plans,
and while similar announcements have yet to
be made stateside, it gives us a preview of the
kinds of things U.S. gamers can expect.

PlayStation BB

The first of the announcements is that Sony’s
teamed with four of the biggest ISPs in Japan
to launch the PlayStation BB (Broadband)
service in April. Users will have access to all
the usual features associated with Net access
(like browsing the Web or sending E-mail) and
be able to watch movies, listen to music, view
webcasts, and read digital publications inside
the PS2’s Broadband Navigator software.
Pricing varies depending on which of the four
providers users decide to go with.

Want to play some games? The Broadband
Navigator includes a PS/PS2 “emulator”
application that lets you play software (for
an additional fee) that you’ve downloaded to
your PS2’s hard drive just as if you had the
production game in your system. Other plans
include allowing the system to work as a Tivo-
like real-time video recorder and an “extended
DVD player.”

Network Games

Just to prove that they’re not simply dipping
their toes into the online pool, Sony and its
PS2 licensees announced more than two
dozen games with online network components
(see sidebar for the complete list). The only

Now you can ridicule your friends' putting skills
from a distance in Hot Shots Golf Online.

Download and play PS1 or PS2 games via the
PS2's stylish Broadband Navigator software.

downside is that the majority of the online
games won’t see the light of day until later in
the year (except Final Fantasy XI, which comes
out in Japan this summer).

Sony has five titles in development in-
house, including the oft-rumored Gran Turismo
and Hot Shots Golf Online. And apart from
Square’s FFXI, Capcom’s Resident Evil Network
is the highest-profile third-party title. (Don’t
worry—official entries in the RE series will still
be GameCube-exclusive. This doesn’t count
since it’s an offshoot where you must escape a
zombie-infested Racoon City.)

An announcement regarding Sony’s U.S.
online plans is expected shortly. Sony CEA
recently recruited beta testers to test our
version of PlayStation BB. And the first U.S.
online title, SOCOM: Navy Seals, is scheduled
for release in late summer.

PS2 Online Games

The following are specific titles recently
announced to be compatible with Sony’s
PlayStation BB network in Japan. None
had firm release dates at the time we went
to press:

Masslvely multiplayer online RPG
(untitled), Atlus
 The Dungeon of Doruaga, Anka
Auto Maodellista, Capcom 4
Resident Evil Network (tentative), Capcom
Armored Core Sigma, From Software
Tokyo Xtreme Racing Online, Genki
Bomberman Online (tentative), Hudson
Nobunaga’s Ambition online RPG
(tentative), Koei
Clockwork Online (tentative), Namco
 Action-adventure game (untitled), Namco
3D flight-shooting game (untitled),
~ Namco [ed. note: Gee, wonder if this
 could be Ace Combat—refated?}
* Numto nﬁne sports game (tentatwe),

imulation game (untvtled) Sega

Racing game (untitled), Sega
Arc the Lad Online (tentative), Sony 1

 Kuma-uta (tentative), Sony

Gran Turismo Online (tentative), Sony
Hot Shots Golf Onli;se (tentative), Sony
‘Modiv Ribbon (tentative), Sony

Final Fantasy XI, Square
. Network-cpmpatible boardgnme
~ (untitled), Takara . .
l Mﬂs ivelymultfp!ayerantineactlon- ‘

cdventure game (unmied), Tecmo

- - —

For just $24. 99, to be exact. Sony has
extended their Greatest Hits series to the
PlayStation 2. It kicks off with four games:
Twisted Metal: Black, Gran Turismo 3, Dark
Cloud and ATV Offroad Fury. Expect more
titles to follow, including some from third-
party licensees. Each of the titles in the
Greatest Hits series has reached sales of
over 400,000 copies. In related bargain-

plans to offer a line of PS1 three-in-one
compilation packs at bargain pricing.

Men games you missed out on!

Get the Greatest Psz Games Cheap!

gaming news, Sony also quietty annaunced ‘

Finally—a way to catch up on all those Army  ejockwise from top left: Bark Cloud, GT3,
Twisted Metal: Black and ATV Offroad Fury.
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NFL GAMES TOP CHARTS

You like football, you really do. The National Football League recently
announced that NFL licensed video ga S account for over Sana .
million in sales, more than the MLB, N |

Seven of the top 100 best-selling video sames of 2001 had t!

Dragon’s Lair 3D
Gomes Home

Dirk the Daring
finally gets his
medieval pants
filled out when
Dragon’s Lair 3D,
Encore Software’s
adaptation of the
classic arcade
laserdisc game,
arrives on PS2
and GameCube this fall. If you’re a fan of the
original relic, then you’ll probably be happy
to know they plan on keeping the hand-
drawn graphics and clichéd damsel-in-
distress story intact. It will feature new
animation done specially for the game by
Don Bluth & Co.

Novalogic Hits PS1

Novalogic, a long-time war-game maker for
the PC, is returning to the console software
market. Their latest entry will be Delta Force:
Urban Warfare, coming in May 2002 for PS1.
Its titles for the next-gen systems will follow
this fall, including Comanche for the Xbox
and Delta Force for the PS2.

While Simpsons creator Matt Groening’s
TV show Futurama teeters dangerously
close to being cancelled (go to
www.gotfuturama.com for more details),
it's coming to an Xbox, GC and PS2 near
you by the end of the year. The games are
being developed by Swedish designer
Unique Development Studios, but a U.S.
publisher has not been announced.

i/ The Academy Awards are here again, and Final
] ’ Fantasy is up for the Best Animated Film Oscar.
Great, but what about all the other game-based
masterpieces the Academy snubbed in the past?
B Here are the Oscars they shoulda won....

K Annihilation: awesome

Street Fighter—Best Costumes

Country-clubbin’ Academy voters clearly didn’t realize that when you fight
on the street, your life depends on the durability and comfort only thrift-
store cammo duds, spandex tube tops and faux-leather tunics can provide.

Tomb Raider—=Best Documentary

Screw musty textbooks. Would-be archeologists can learn way more about
the study of ancient cultures from this two-hour look at a real-life Indiana

Jane. We'd try archeology, too, if we could fit into the mandatory short-shorts.

§ Double Dragon—Best Sunnnmnn Actor

If the job of any actor playing a bad guy is to make the audience hate him,
then Robert Patrick—whose whiny villain in Double Dragon had us seeing
red—is by far the best actor of his generation. Except maybe Pauly Shore.

Mortal Kombat: Annihilation—=Best Screenplay
MKA’s epic tale of a buncha guys beating up a bunch of other guys is rife
with classic lines like, “On the seventh day, man will rest...in peace!” and
“Ill take my mom.” Hey, Academy—you think dialog like that writes itself?

s 1y amitality

Super Mario Bros.—Best Foreign Film

Don’t be fooled by its English dialog or American cast: Super Mario Bros.,
with its improbable plot involving a duo of Italian plumbers, dino-evolution
and mountains of snot, has got to be foreign, possibly French or Turkish.

Absorbing Debut
On Video & DVD!

DVD includes
both episodes:

Nautical Nonsense

an
Sponge Buddies.

Available
To Own
Today.
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RATING PENDING

Visit www.esrb.org
or call 1-800-771-3772
for more info.




TO THE EXTREME IN THE ROLLING REVOLUTION
| The setfing: Tokyo. The year: 2024.

Transportation mode: rocket-powered skates.
jSRF Jef Se’r Radm Fufure is all about extremes. Exfr me»
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| season-nv-season hrealmnwn of what vou'll
he playing on the Game Boy Advance

alo’s sprawling worlds, Smash Bros.’s
superstars, Stretch Panic’s heaving

polyboobs —everyone thought BIG in
2001, making it the year of the megagame.
But now it’s quiet...too quiet, as we await the
next batch of big stuff. Instead of twiddling
your thumbs, why not think small? It’s time
for a little help from our little friend, the
Game Boy Advance, which we figure sits right
next to the Eurosealer and George Foreman’s
grill in the annals of great gadgeteering.

And now that Nintendo has dipped the
portable’s price to $79 (although you can find
it for less), and the handheld’s had more than
half a year to amass an assortment of solid
titles, we can’t think of a better time to cram a
GBA in our britches. So here’s a look at the
biggest little games coming your way,
starting with this spring’s most promising
releases. Oh, and if you’re wondering why
we’re not featuring more Nintendo first-party
titles, blame Nintendo, who failed to give us
any new screens or info.

| took us by surphse. Graph:ca@(y,
| iUson par with GBA Gaom, except now the

Hey! Who got Pokémon in my

Bomberman? Hudson’s bizzigity bomb
~ hero used to merely blow stuff up, but
now he collects and breeds cuddly critters
too. Thankfully, the classic action/puzzle
gameplay remains intact. Both the Red and
Blue versions offer over 8o stages of blasting
action, collectible creatures and, of course,
thrilling multiplayer battles.

To paraphrase the Beatles: Now

of Dakota, there lived a young boy
named Rocky Raccoon. And one day his
woman ran off with the Evil Hydra. So Rocky
called up his friends Pocky and Becky, and
they ventured through seven stages of

Electronic Gaming Monthly - 84 - egm.gamers.com

somewhere in the black mountain hills

shooter action to kick this Hydra into the dirt.

SNK (as we knew it) has passed on to

, the giant arcade in the sky. Luckily,
franchises which started on the big,
bad 24-bit Neo®Geo console still carry on, like
this portable brawler by Marvelous Entertain-
ment. These guys squeezed KOF *g9 into the
confines of the GBA with surprising success.
Kicks, punches and bouncy boobs abound.

‘paniasal SIYBU ||y ou| SUY 21U0i08(3 2002 (9) Suselos HOW IV



 the Hedgehog Advance @  Super Mario Advance B I 1 Advance Wars B Super Mariqi

Mat Hoffman's [ Pinball of the neau o)

y - A MayHTHQ .
Pro BM“ 2 . - Man, pinball is so dead..it’s
z-—--a?' R S {practicauy undead. Sega’s WOW
— 1‘.( ; 1|5 DJ}‘!"Y”. .

Entertainment is banking on that
wﬁh this macabre mesh of its House of the
 Dead series with old-fashioned flipper- .
tiltin' madness. Multi-screen playfields
| packed with targets and floating heads
guarantee a challenge.

LR

btk A T

i

FRONT MANLDIAT

All you BMX bandits out there can

7 finally stop playing with your
ridiculous finger-bikes. We know those
tech-boarders got a sweet version of Tony
Hawk as a launch game on the GBA. Now
Activision’s looking to do you right by bringing
all of Mat’s bunnyhops, powerslides, grinds
and aerials to his own portable trickfest.

EBISBI!B ii: Mlaﬂll Of
lhe Clones

WA

GIIIIW Gear l(
Advance: ,Eﬂlﬁﬂll

When Sega first announced the
Episode Il promises to be a serious, Smash Pack for GBA, we had hot-"n-
romance-laden and potentially Jar-Jar- ‘ heavy fantasies about playing Altered whose title makes absolutely no sense
free movie. Sound enticing? Well then, Beast and Phantasy Star I/ on the go. Well, = whatsoever. More importantly though,
rile up your midichlorians with Eps. /Il on the the final lineup doesn’t feature those classics, a portable version of this cult-favorite

Ah, Guilty Gear, the fighting game

GBA, as you guide Anakin Skywalker, Obi-Wan but it does sport Golden Axe, Ecco the weapons-based fighter means we’ll get at
Kenobi and Mace Windu through a variety of Dolphin and Sonic Spinball, three games that least 14 playable characters and maybe even
stages based on the film. Remember, on the showcase Sega’s innovative spirit. Hopefully, a couple of bosses too. New to the series,

GBA, there’s no such thing as bad acting. more retro collections will follow, damnit. however, is the three-man tag-team action.

Cont. on page 46
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4.8 Million

The number of Game Boy Advances sold in the U.S. in 2001.

Mega Man Zero

June W Capcom

N O How popular is Mega Man? So
@;\E popular that his spin-offs have spin-
b offs. MMZ continues the storyline of
the Mega Man X titles, focusing on Zero, the
flaxen-haired “reploid.” Capcom promises
that this will be the hardest Mega Man title
ever. Bad news for some, but expert players
can now use the new “Admiration System” to
brag about their game stats among friends.

June M Natsume

We've: travélled
far and wide and
' found that noth-

\\)ﬁ(«y Back—way back—in the 1980s, we
. ﬁ& played this paper-and-dice RPG called
Car Wars. Eventually, someone got
wise and made Car Wars into a computer
game called Autoduel. Now, in a bizarre twist
of fate, we’ll be playing a GBA approximation
of the same game this summer. CB/ combines
arcade action with an in-depth RPG system for
the ultimate Mad Max experience.

k)

- ,;.U mfosmiu; m:m:h l.angmge Translam' - iniuﬁenius Frommer’
Yeah, we don't like France either, hut at least we can tell those croo
_ otir American dertieres in their native tongue with this cinch-to-u
- 'and the program searches its built-in Berlitz dictionary for the tre

. what dirty names the locals are calling y
Iso available. Si, El Camino es muy gua
Guide, meanwhﬂe, hsts atl the an~thwgo i
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Dragon Ball :
Gard Game

Krillin®

e, Hey kids, you know all those DBZ
;\"Qg‘} packs you keep wasting $3.29 for,
'¥< with the hope that you'll get a mega-
rare holo-foil card? It’s a scam. Do yourselves
a favor and get this GBA game instead. You'll
get all the cards, mint condition, in digital
form. And if you’re looking for that other DBZ
GBA game, head to page 92.

Gastievania: Harmony
of Dissonance

July B Konami

@ Castlevania: Circle of the Moon was
L. EGM's favorite GBA game of 2001.
Hell, our eyes still hurt from all the
squintin’. Looks like it’s time to get some
new glasses because Konami is aiming for
a surprise repeat performance with a new
chapter in the series. Not really a Circle
sequel, Harmony of Dissonance takes place
in 1740, between the times of Richter
(TurboGrafx-16 CD title Dracula X) and
Simon Belmont (Castlevania 1-2). You play
as Jeust Belmont, the heir of both the
Belmont and Belnades clans. The graphics

appear to be a notch above those in the last

title, sporting better animation and —best
of all—a brighter overall look. Maybe you
won’t need those new glasses after all.

¥

Rohotech

September B TDK Mediactive

Despite Robotech’s enduring
popularity, no game based on the
classic series has ever made it out in
the U.S. Finally, TDK breaks the cycle of abuse
with this 2D shooter. Assume the role of
heroic Rick Hunter, geeky Max Sterling, the ill-
fated Roy Fokker or the sultry Miriya in a non-
stop bullet barrage. This shooter supports
link modes for up to four players.

Electronic Gaming Monthly - 41 - egm.gamers.com

The Lord of the
Rings, Part One

By fall, the squeal of Episode I/ will
& have long dissipated from your mind,

to be replaced by the deafening buzz
of The Two Towers, part deux of the LOTR
movie trilogy. In this RPG-lite, control all nine
members of the fellowship in turn-based
combat against Sauron’s evil forces. Hey,
we’re just happy it isn’t a LOTR beat-"em-up.

More Pocket-Size Thrills

Still on the horizon is a shipload of must-
play titles. Our most wanted: Metroid 1V,
an old-school sequel to one of the best
games ever made. Nintendo’s given no
new info, but we do know that power-gal
Samus merges with Metroid to wield new
powers. Another Big-N game we're jazzed

_about is Kirby’s Tilt'n Tumble 2, which
links up with its GameCube counterpart.
Then come the SNES remakes Super Mario
Bros. 3 and Yoshi’s Island, due in the latter
half of 2002. Rare keeps up the pace with

~ Diddy Kong Pilot and platformers Sabre
Wulf and Banjo Kazooie: Grunty’s
Revenge. If that ain’t enough, Destination

_does a triple-hit combo with GTA lil, Road

Rash: Jailbreak and Baldur’s Gate: Dark

Alliance, all due by year’s end.




Swapping paint with Skywalker,
Shrapnel impact at 600+mph, Talooine.

Mon Calamaii.

Turbo-boost slice between canyon wall and Oud Bolt,
Sullust.

PlayStation 2




Tusken Raider target practice,
Badlands. .

al Star Wars Web Site
ww.starwars.com




(Solution on page 121)

1 2

3 4 5 6

8 9

10 11 12

15

19

22

ACROSS

1. PS2 car-combat fave

4. Line-drawn PS1 import _ Ribbon

7. Milestone fighter Capcom _ SNK

8. Unit of engine size in MX 2002

10. Klonoa’s distinguishing feature

12. Pointy-head kid from Final Fantasy IX
4. Like the Silent Hill 2 ending, possibly
15. EGM editor Kujawa

7. Arcade game Battle Chopper in Japan
19. Ninjas sometimes do it to presidents
21. Xbox giveaway-partner eatery _ Bell
22. Join the Red Faction?

23. Sasquatch of Final Fantasy I/

25. There are four in Pokémon #133

26. Square’s two-part 3D fighter

28. Brought Doom to us all

29. Made up of eight little bits

34. Star of Parasite Eve?

33. Usually marks the end of a round
34. Burgertime’s Peter Pepper wears one
36. “_ your might!” (Mortal Kombat)

38. Shang Tsung’s four-armed protector
4o0. Yoshi, for short?

42. What an MGS2 guard carries

43. Saucy Brit of Street Fighter Il

45. _ Bandicoot

47. What a Resident Evil Licker does

49. Panzer Dragoon Saga hero

50. Capcom’s take on an SNK character
52, Wipeout _ (PS1)

53. Lunar: _ Blue (Sega CD)

I

54. “Red _ needs food, badly” (Gauntlet)

DOWN

1. Virtua Fighter competition

2. Stoner who voice-acted Sir George in
Blazing Dragons (Saturn)

3. NES game publisher Milton _

5. Last Phantasy Star on the Genesis
6. MGS2 Vamp’s “orientation™?

7. Yu Suzuki’s no-nonsense Fighter
8. Fast Food (Atari 2600) is full of ‘em
9. Defunct Phillips gaming system

11. Vintage arcade space shooter

13. _ Labs, responsible for the Nuon
14. Gran Turismo 3 track Laguna _
16. By-product of Shrek

18. RPG towns

20. Acronym atop Solid Snake’s codec
24. Play too much Dr. Mario?

27. One-armed Street Fighter

29. Fatal Fury’s Terry or Andy

30. Chrono Trigger time machine

32. The Warthog in Halo, for one

35. Star Wars: Starfighter pilot

37. Gives up, in UFC

39. Shadow king of PS2 RPG fame
41. Popeye’s Olive’s maiden name
44. Resident Evil zombie talk

45. Sony’s publisher suffix

46. At least six games of Tennis 2K2
48. The final PS1 Final Fantasy

50. Wily or Robotnik

51. This region’s games work in the U.S.
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| Big-name game releases have not escaped the attention of Hollywood, eager
| to snap up licenses that could be the next Tomb Raider. Games like Crazy

| Taxi, The House of the Dead and Duke Nukem are already being developed

| into feature films (HotD begins shooting in May). Now you can add one more
| name to that list. New Line Cinema recently acquired the film rights to

Rockstar’s recent PS2 release State of Emergency. No word on a release date

| yet, but you can bet that the gratuitous violence will be included.

Quartermann - Game
Gossip & Speculation

Welcome back, kiddies, to another thrilling installment of The
Q’s rumor and gossip column. Step right up, ‘cuz I've tapped
into the inner sanctums of the biggest names in gamedom for
this month’s installment. On with the show!

...Let’s start with Square. Do the titles Chrono Break and
Unlimited SaGa mean anything to you? They will

soon enough. These are the rumored titles for
the next installments in the Chrono and SaGa
series. Expect an announcement on these
two titles coming out of Japan very soon....

...Much of Microsoft’s first-party Xbox plans
remain under wraps, but your friendly
neighborhood rumor:slinger (aka yours truly) has found out about
two titles you’ll want to keep an eye out for: Knights of Decayden
and Quantum Redshift.... Other news orthe Xbox front, id
Software’s hotly anticipated Deem Il may lead on the system with
the PC version following later-(kinda like Halo did). Additionally,
Microsoft is trying to sew up rights that'd make Quake IV Xhox-
exclusive. Itd makea good-online title; wouldn’t it? And as if that
isn’t enough, The Q hears that LucasArts™massively multiplayer
Star Wars online RPG Star Wars Galaxies may be Xbox-bound ‘too.
Not enough? OK, how about Virtua Fighter 4.1? Ah-ha!...

...New details on Sega’s upcoming Panzer Dragoon for Xbox are
scant at best, but I've been able to-uncover a néw nugget of
information.'The new installment will ditch the RPG eléments found
in PD Saga in favor of gameplay similar to the first two. Just for fun,
The Q dragged his.Sega Saturn out of retirement for a PD
Appreciation Weekend:-Let me|encourage you to do the same, Q-
friends. The majestic beauty found in those games only whets the
appetite for more. Please Sega, don’t make us wait any longer!...

...Two newsbits on the Capcom front: The first is word of a new PS2
title developed by fellow AmericansAngel Studios called Red
Dead Revolver. Think of it as an Old West-style first-person
shootin” match. The second bit is that Onimusha 2 may be headed
for multiple systems after its debut on PS2, a [a the recent Genma
Onimusha (Xbox)....

...Here are a few tidbits before | gotta call it quits for this month:
Rockstar’s next title to capitalize on the public’s fascination with
gratuitous violence will be Celebrity Deathmatch. Two words: Pam
Anderson. Let’s hope she’s in there.... After they finish Stuntman,
the boys over at Reflections will set their sights on Driver 3....

And speaking of threes, Ubi Soft is putting the final layer of
spackle on Rayman 3 so they can show it off at the Electronic
Entertainment Expo in May. Sweet....

On that note, | must bid you adieu for now. If ya want, E-mail
me at quartermann@ziffdavis.com. Ciao! —The Q







The Top 20 Best-Selling Games of 2001

This month’s chart is a bit different. Instead of the monthly Top 20, this is the )
combined chart for all of last year. The big winner was Rockstar’s free-roaming, 11 Pokémon Gold

do-whatever-you-please mob simulator Grand Theft Auto Il, beating out Nintendo

other high-profile titles like MGS2 and GT3 for top honors. Nintendo had the

most titles on the list with eight games (half of which are Pokémon-related). 12 Pokémon Stadium 2
And the system with the biggest representation? PlayStation 2, with six Nintendo

entries. It’s interesting to note that all of the PS2 games that charted were

released in the second half of the year.

Grand Theft Auto Il

Rockstar

9.0 L T e

Crispin Milkman

ic Arts

Pokémon
Nintendo
1.5

Jeanne

Jonathan

Turismo 3 A-spec
Sony CEA

Tony

Activision

Tony

Activision

10

Crispin

Pokémon Silver

Crispin

Driver 2

Infogrames

1.9

Milkman

;e e

Jonathan

13 Gran Turismo 2

Sony CEA

14 1l

Microsoft

19 Harry Potter and the Sorcerer’s Stone 2

Electronic Arts

16 Final Fantasy X

Square Electronic Arts

17 Mario Kart: Super Circuit

Nintendo

18 Tony Hawk's Pro Skater 3

Fangalang Activision

19  Super Smash Bros. Melee

Nintendo

20 The legend of Zelda: Oracle of Ages
0

Ninten

Source: NPD TRSTS Video Games Service. Call Kristin Barnett-von Korff at

(516) 625-2481 for questions regarding this list. Chart description written by EGM staff.
Betcha didn’t notice that the GBA illustration in our Advance Notice news story is losing
power through the seasons? (Hint: Look at its power light, ladies.)

~ :soq;ce: Weekly Famitsu, week ending ;ﬁo/goaz
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Check out TOP GUN on your internet enabled phone - http: //topgun.ngame.com/ @ 4

©2001 TITUS. TOP GUN ™ ® & © 2001 PARAMOUNT PICTURES. Al rights reserved. INTENDED SOLELY FOR PRIVATE HOME USE, PUBLIC PERFORMANCE OR OTHER USE IS EXPRESSLY PROHIBITED. Software€2001 TITUS SOFTWARE CORPORATION. Titus and the
Titus logo are trademarks of TITUS Software Corporation. Developed by DIGITAL INTEGRATION. Licensed by SONY COMPUTER ENTERTAINMENT AMERICA for use with PlayStation®2 computer entertainment system. "PlayStation" and the "PS" Family logo are registered trademarks
of Sony Computer Entertainment Inc. ™, @, Game Boy Advance and the Nintendo GameCube logos are trademarks of Nintendo. All other trademarks and copyrights are the property of their respective owners. Screen shots taken from PlayStation®2 version.



Compiled by Kraig Kujawa kraig_kujawa@ziffdavis.com

April
B e,

Army Men RTS—3D0 Strategy
Barbarian —Titus Fighting
FIFA World Cup 2002—EA Sports Sports
Hidden Invasion—Conspiracy Action
MLB 2003 —989 Sports Sports
No One Lives Forever—Sierra Action
Slugfest—Midway Sports
Top Angler—Infogrames Sports
Trophy Bass—Sierra Sports

Vlrtua Tennis 2K2—Sega Sports

Sports

Burnout—Acclaim Racing

ESPN MLS ExtraTime 2002— Konami Sports
NBA 2K2 Sega Sports Sports

Burnout Acclarm Racing
Elder Scrolls I1l: Morrowind —Bethesda RPG
FIFA World Cup 2002—EA Sports Sports
World Series Baseball 2K3—Sega Sports Sports

Game Boy Advance

Ice Age— Ubi Soft Action
Motocross Maniacs Advance —Konami Racing
NASCAR Heat— Infogrames Racing
Power Pro Tennis— Konami Sports
Robocop—Titus Action
Street Fighter Alpha 3—Capcom Fighting
Three Stooges— Metro3D Action

T S

Britney’s Dance Beat—THQ Music
Chris Edwards Aggressive Inline—Acclaim  Sports
Conflict Zone—Ubi Soft Strategy
Evil Twin—Ubi Soft Adventure
Freekstyle—EA Sports Big Sports
Gravity Games BMX— Midway Sports
Hitman 2: Silent Assassins—Eidos Action
Monster Truck Madness — Ubi Soft Racing
Jimmy Neutron Boy Genius—THQ Action

Legion: The Legend of Excalibur—Midway Strategy
Looney Tunes Space Race— Infogrames Racing
Need for Speed: Hot Pursuit 2—Electronic Arts Racing
Rayman Arena— Ubi Soft Action
RLH: Run Like Hell—Interplay Action
Skies of Arcadia—Sega RPG

Spider-Man —Activision Action
Test Drive—Infogrames Racing
UFC Throwdown —Crave

Fighting

Spor

Gravity Games BMX— Midway

Legends Of Wrestling—Acclaim Wrestling
Rayman Arena—Ubi Soft Action
Red Card Soccer—Midway Sports
Slugfest— Midway Sports
Virtua Striker 3—Sega Sports Sports

Bllistic-—lnfogrames

Puzzle
Buffy the Vampire Slayer—Electronic Arts  Action
Crash—Majesco Racing
Gravity Games BMX—Midway Sports
Hitman 2: Silent Assassins—Eidos Action
Legends Of Wrestling—Acclaim Wrestling
MotoGP: Ultimate Racing Tech.—THQ Racing
Rayman Arena— Ubi Soft Action
Red Card Soccer— Midway Sports
Sega GT 2002—Sega Racing
Slugfest—Midway Sports
Smashing Drive—Namco Action
Spider-Man —Activision Action
Test Drive —Infogrames Racing
Tom Clancy’s Ghost Recon—Ubi Soft Action
Worms Blast—Ubi Soft Puzzle

Game Boy Advance

Defender of the Crown—Metro3D Action
Disney’s Jungle Book— Ubi Soft Action
Dragon Ball Z: Legacy of Goku—Infogrames Action

Pinball of the Dead—THQ Pinball
Smash Pack—THQ Action
Spider-Man —Activision Action
Wings—Metro3D Action

June
T R e

Commandos 2: Men of Courage—Eidos Strategy
H20verdrive—Crave Racing
Mat Hoffman’s Pro BMX 2—Activision 02 Sports
Medal of Honor: Frontline—Electronic Arts  Action
MX Superfly—THQ Racing
Simpsons Skateboarding—Electronic Arts  Action
Stuntman— Infogrames Action
Terminator: Dawn of Fate—Infogrames Action

Return to Castle Wolfenstem—Acthlsron

Action

Racing
Adventure

BMX Racing—THQ
Eternal Darkness—Nintendo

Phantasy Star Online—Sega RPG
Star Fox Adventures—Nintendo
WWF Wrestlemania X8 —THQ

Adventure
Wrestling

Crazy Taxi Next—Sega

Racing
House of the Dead 3—Sega Action
Mat Hoffman’s Pro BMX 2—Activision 02 Sports
Pro Race Driver—Codemasters Racing
Terminator: Dawn of Fate—Infogrames Action
Toxic Grind—THQ Action

Game Boy Advance

Aero the AcroBat—Metro3D Action
Disney’s Lilo and Stitch—Disney Interactive Action
Dragon Ball Z: Card Game —Infogrames Misc.

Dual Blades—Metro3D Action
Fire Pro Wrestling 2—bam! Entertainment  Action
Mega Man Battle Network 2—Capcom  Adventure
Minority Report—Activision Action
Spy Hunter— Midway Racing
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Import Pick of the Month. Let’s face it, if
you play Japanese games, chances are

 that you dug the original Klonoa and

PS2 sequel. And by that theory, you're
going to want to pick up Klonoa Beach
Votleyball for PS1 (and you better—it’s
not coming to America), a cartoony take

on the popular seasxde sportThe pre

 the sand (or
. four players

trol’s set

as bump, set, sprke'

, PlayStation 2
13/28 Tekken 4, Namco (Frghtmg)

; 4/25 Ktonoa Beach Volleyball Namco

(Action Sports)

Game Bay Advance

3/28 Shining Soul, Sega (RPG)
3/29 Fire Emblem, Nintendo (RPG)

4/ Lunarl.egend Media ng (RPG)
 GameCube

3/22 Biohazard (Resident Evil) Capcom
(Survival Horror) , .

April Rune, From Software (RPG)

May Kirby’s Tilt n’ Tumble 2, Nmtendo
' (Act:on) .
*Schedule subject to change without notice. Consult

your local import-game store for the latest release info.
Go on, give Die Maus a big bug‘
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HELLO, VIDEC GAMERS!

SAD BUT TRUE!

msTmOFNE LOOK AT THESE

M WSy TANAKA, THAT THE SOR ALE!
e A o o THE 2006 Goonomy weaRs | | SALES REPORTS! THE SITUATION
WED LIKED wsu'.one EVEN ON THE MOST STOUT- OUR TOP RPG, "FIST 15 DARK!
You To ANGTHER FinE eibbsyii o B s
e o L OF HER NOW, MORE
GAME DESIGNERS, MEANS LOWERED TwRILEFEATER: THAN EVER, WHEN
BUT 1T’ JuST NOT IN CONSUMER SPENDING, THE EATH OF
THE BUDGET, FRANKLY. AND THEN THERE PUBLIC 15
CHANT ALL THOSE &IOS CReams,
p 2 GOWG OUTSIDE begperrid
sy FOR “QET! WE MUST RELY
ACCOUNTANT ON RS
RoowND'"UP' OF (MAGINATION
ARE \N THE AND INNOVATION
To DELWVER

us:

wAS A BT OF A
WASTE, AS WELL!

UNFORTUNATELY, WERS.
KaiNDA TAPPED QUT AT
THE MOMENT.
B\ SHINDIG LAST
NIGHT. GOt ouTTA
HAND.

TS, WE
MUST MOVE
ALONG To THOSE
OLD, BELOVED,
Wikt SELL-BUEN-
IE-THEYRE -CRAP
- STAPLES OF THE
GAAUNG
INDLUSTRY ;

SEQUELS,
REMAKES

.. RESIDENT EviL! OUR GAME WiLL BE MARKETED NOW, WHATS THE FIRST
Qes, THE PREEMINENT WORLOWIDE UNDER THE T\TLE ELEMENT IN CREATING A
ZORABRE - WHACKING GAME "ZOMRIES BITE, EXCEPT, OF BEST-SELLANG (SAME 7
OF GENERATION 1S COLRSE, N FRANCE, WHERE 1T
COuR WwiLl- BE CALLED "Spere BLew!

CAPCOM HAS PLEDGE!
THE ENTIRE Fnammg&
TO THE GAMECUBE FROM
TS POINT FoRTH, THERE

HAS NEVER BEEN A

BETIER TIME. TO COME
OUT Witk A BLATANT

RIP-OFF THEREOF !

LES ZOMBIS ME MANGENT !
'S THE STORY OF A SPECIAL-
FORCES TEAM CALLED OUT TO
INVESTIGATE STRANGE HAPPENINGS)
AT A MRSTERIOUS MANSION!
ONE MIGHT ACCUSE US OF
PREMISE - SWIPING, BUT, THEN,
WITH THE AMOUNT OF PAGES
b * FROM

', *BORROWED
GEORGE ROMERO'S BOOK, !
THINK, TS SAFE TOSAR
LITIGATION Witl. BE
KEPT To A MiNMUM.

* “DRAT! THE TOMBIES ARE
ERTING ™ME!

WINK, WINK, BEST Sud
CAPCOM? 0P THE
“ RESIDENT
L EviL SERES

ENTIRE -~

FEAR OF THE UNRNOWN
“WHAT DANGER LURKS
ARCUND THE NEXT CORNER? "
Pwhiny THE KEY | NEED FOR
THE MEXT DOOR 5Tivy, BE
1N THE LAST 1TEM CRATE,
A HALF-MILE BACK?™
YWiLL {END UP PAYING
ANOTHER 5O DOLLARS FOR
A NEAR- | DENTICAL VERSION
OF THiS GAME 1N SiX
MONTHS JuST FOR DUAL
SHOCK. SUPPORT?”

oM, AND

4

ENTER QUR POBLICITY STONT!
How BETTER To SPREAD THE
FEAR, WITHOUT GREAT EXPENDITURE
OF cASH, THAN BY UNLEASHING
OUR VERY Owrt PLAGLE OF ;HE
UNDEAD UPoN THE WORLP?
voiLA!
THE KickER? THEWRE REAL!
THATS RIGHT, NO TEENAGED
COUNTR-FAIR- SPOOKHOUSE.
RESECTS W MAKE-UP HERE™
WENE ACTUALLY REACLTIVATED
™E BRAING oF
CORPSES!
LIKE | SAD,
THINGS GOT CUTTA
HAND LAST NIGHT,
LETS \wATeH THE
LITLE NIPPERS!

Q@ Rt

AlL RIGHT, RESOLVED:
FREE-RANGE ZOMBIES
AREN'T GONNA WORK.
How DiD THER SounE
THINGS N “DAWN
OF THE DEAD?"

OwnN FEARS AND
EMOTIONS LEAD U5
1o LR Doom.
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NOT A BAD IDEA. 1IN FACT,

' O - 14
£ Dok, THIS'LL PROBABLY TAKE A

MIGHT \WANNA
PUT THE LITTLE
ONES To BER
BY THE WAN.

LOOKS LIKE WE
WHILE, 50 Y00 SHOULD
GomG 120 HAVE REALLY SUST 51T TS ONE
Tg\— mgor‘iuzm CUT YOURSELNES, \élgseo
' GAMERS..-
FIGURE \WE CAN 4
AT LEAST GET S o
ENOUGH FOOTAGE BALK HERE
Ly » BEST— I THIRTY
SELLING BLOOPERS DARS.
ALWE,
PRESUMABLY.

BUY HSU AND CHAN JUNK! - www.cafepress.com/hsuandchan
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Spider-Man, the character, TM & © 2002 Marvel Characters, Inc. Spider-Man, the movie, © 2002 Columbia Pictures
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March 2002, Kain returns to video gaming's
high-throne of bloodthirsty bad-asses.

When battle-ax and sword edges dull, Kain turns to
Dark Gifts such as rupture and possession.

Whether in pursuit of power or just for the thrill
of the kill, Kain's lust for blood is inspiring.

'his game is
intended for

s e Kain Awakens This March
e www.LegacyofKain.com



Previews

This Month in Previews

PlayStation 2

62-63 Kingdom Hearts
64  Spider-Man
66  Mat Hoffman’s Pro BMX 2
68  Grandia Xtreme
Summoner 2
SOCOM: U.S. Navy SEALs
72 Stuntman
Men in Black II: Alien Escape
Superman: Shadow of Apokolips
74  Tekken 4
Spyro the Dragon:
Enter the Dragonfl
GameCube

76-77 Godzilla:
Destroy All Monsters Melee

78  Star Fox Adventures s

80  Eternal Darkness: Sanity’s Requiem |
Die Hard: Vendetta

81  Top Gun

Kameo: Elements of Power

82-85 Robotec|
86  Enclave
Test Drive
Mike Tyson Heavyweight Boxing
88 Crash
Gun Metal
Superman: The Man of Steel
90  Whacked!
World Series Baseball 2K3
Mace Griffon: Bounty Hunter
Game Boy Advance . -
92  Dragon Ball Z: The Legacy of Goku

Whose Line Is It?

WARNING:
Previews
marked with
international
symbols may
or may not be
released in the
U.S. They are
tdesigned to
un on
lapanese or
European PAL
systems.
Import at your
OWn risk.

he whole idea behind using a

movie or TV license as the basis

for a video game used to be to

make a quick buck off the main-
stream success of the latest block-
buster. Generally, that meant crappy
games that were slapped together in
the hopes of hitting the market in time
to ride the wave of hype surrounding
the current hit film or show.

Now things are changing. Instead of
simply trying to cash in on the latest hit
(Lord of the Rings and Harry Potter
notwithstanding), publishers are
snapping up licenses with fanatical cult
followings—the kind that can and will
find every single flaw and discrepancy
in any game based on their favorite
series.

But the developers of said games
realize this. From the people we've
talked to on three projects in
particular—Godzilla (p. 72), Robotech
(p. 80) and Dragon Ball Z (p. 94) —
pleasing said fanatical fans is the
highest priority (outside of making a
great game, of course). Trust me, the

EGM's got the very first hands-on
preview of TDK Mediactive's new
Robotech game on page 80. Captain
Gloval would be proud.

guys and gals working on these titles
are just as hardcore about their
respective licenses as you are, and it’s
really showing in what we’ve seen so
far. All three of these games have the
potential to be big hits.

It’s nice to see this industry evolving
in such a way. It almost feels like we’re
to the point where slapping a big name
on a crappy game just isn’t cricket
anymore. Jolly good.

—Greg Sewart, Previews Editor

1. Robotech

2. Kingdom Hearts ,
3. Godzilla: Destroy All Monsters Melee GameCube, Winter 2002
4. Mat Hoffman's Pro BMX 2 =~
5. Dragon Ball Z: The Legacy of Goku Game Boy Advance, May 2002

PlayStation 2, August 2002

Xbox, September 2002
PlayStation 2, Fall 2002

Electronic Gamir

' LBOK 187
AME BOY ADUANCE 1%
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We posed the question: Which system’s games would
have you lining up in front of the local Joe’s Game
Shack in 2002? The answer was a resounding “PS2!”

52 53%

Poll: Gamers.com 02/10/02
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GOSN souare EA
Squaresoft
o 1

I Action-RPG

75%

Fall 2002
www.squaresoft.com
The biggest force in

animation partners with the biggest
force in RPGs.

The Bad: Hardcore gamers

might find this too cutesy...losers.

Donald in his half-

duck/half-octopus form.

Reris Lives!

Besides the approximately
100 Disney characters 4
in Kingdom Hearts, §£&
various, younger
versions of Fin

_Fantasy persona-

lities make :
cameos. While /|
you'll see |

_ people like g
Wakka, Tidus
and Selphie,
the most high-
profile of them all
is—drumroll
please—

Aeris from Final §
Fantasy VII! 4

Selphie from Final Fantasy VIl

e haven’t seen a combination this
potent since Mr. Reese got chocolate in
his peanut butter. Disney, probably the
most recognizable name in the world
when it comes to animation, and Square, the most
successful RPG publisher on the planet, working
together on a video game is like a dream come true
for a lot of gamers. And the track record of these
two powerhouse companies makes it hard to believe
that Kingdom Hearts will be anything short of

L spectacular.

But games based on Disney properties are
nothing new. In fact, they’re commonplace. So you

T 63 M

You will get to travel through and interact with a
bunch of different Disney worlds. Swing vine-to-vine
with Tarzan, fly through Neverland with Peter Pan,
hunt for hunny with Pooh, and even visit Halloween
Town with Jack Skellington—you’ll see over 100
characters in all. And as you go from one setting to
another, your questing companions Goofy and
Donald will actually morph to better adapt to their
surroundings—one example is Donald’s transition to
a half-duck/half-octopus hybrid in the Little
Mermaid’s domain. Normally anyone taking such
creative license with one of Disney’s characters
would get a love letter from the big-D’s legal

“Square’s heen given a surprising amount of
reative freedom for a Disney license.”

—Stephanie Yoshimoto, Marketing Manager, Disney Interactive

might be asking yourself why you should care about
this particular title.

We’ll tell you why. This is the first Disney game
that’s not limited to a specific setting or movie.

department. But the house that Mickey built seems
content to let Square take liberties here and there in
the name of good gameplay.

As Sora—one of the four original characters in the
game designed by Tetsuya Nomura (Final Fantasy
ViI, VIl and X) —you team up with Donald and Goofy
on a quest to find your two friends Riku and Kairi
after a freak storm separates the three of you. On

Queen Minnie
and the
Duchess of
Duck send
Goofy and
Donald on a
quest to locate
a the missing

E ‘.~ King Mickey.

Electronic Gaming Monthly - 62 - egm.gamers.com



top of your personal crisis, King Mickey has gone
missing, and chances are it has something to do
with the Heartless. These little buggers are going
around to each world and recruiting the local villains
(think characters like Aladdin’s Jafar or Hercules’
Hades) to help them steal people’s hearts and
ultimately plunge the land into darkness.

Kingdom Hearts is an action-RPG, so you won’t
find any turn-based, random battles here. Well...you
will find random battles, but you’ll need to depend
on your reflexes and computer-controlled com-
panions for victory rather than a lot of strategy.
Elemental summons, however, will play a part in the
battle system. As you progress through the game,
you’ll be able to call on characters like Dumbo,
Bambi, The Lion King’s Simba and Mulan’s Mushu in
order to dish out some extra hurt (note Sora riding
Dumbo in the screen to the left). We figure Bambi
will simply sicken his enemies with his cuteness.

Square and Disney are counting on a good
reception for Kingdom Hearts. In fact, Disney’s so
into this game that they may parlay any success it
enjoys into a movie or television show. Square-
created characters like Sora and the Heartless could
become household names one day. In the
meantime, we just wanna play. * —Greg Sewart

© 2002 Disney
Tarzan™ Owned by Edgar Rice Burroughs, Inc. and Used by Permission

© Edgar Rice Burroughs, Inc. and Disney Enterprises, Inc. All Rights Reserved.
© 1990, 1997, 1999, 2001, 2002 SQUARE CO., LTD. Developed by SQUARESOFT
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The proposed Kingdom
Hearts toy line reveals a few
characters no one knew
were in the game— parti-
cularly Jack Skellington.
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spider-Man

Activision

Treyarch
(avers. |

CIZEE Action

a0

April 2002
[CTXI xbox, GameCube, PC
www.activision.com
Great movie-like

graphics and original voice work by
Tobey Maguire and Willem Dafoe.

The Bad: Camera could use

some tweaking.

Death by Pumpkin

Bomb. How humiliating.

If you've ever wondered
about the popularity of
Spider-Man on the other
side of the world, get this:
Back in 1978, a Japanese
company called Toei

produced a series of 41
television shows—evena
full-length movie —starring
ol’ Webhead. But not the
same friendly neighborhood
Spider-Man we know and
love. Rather, this Spidey
(alter ego: Yamashiro

Takuya) attained his powers
from a magic bracelet given
to him by the last survivor of
Planet Spider. From that day |
on, he fought giant Ultra-
man/Power Rangers-like
monsters, often zooming to
the scene in his supercar or
taking the occasional rest in
his air fortress, the Marvel-
ler. And you thought
American TV was weird.

f you've felt your spider-senses tingling lately,
it's not hard to figure out why. Not only does
Spider-Man make his big-screen debut on May
3, but Activision’s next game starring the
webbed one hits shelves on multiple systems
shortly before. Better yet, this game stands a good
chance of being the best web-slinging title yet.

As you might imagine, Spider-Man’s story takes its
primary basis from the upcoming movie. In order to
make for a longer gaming experience, however,
Treyarch has thrown other supervillains into the mix.

Although the story strays a bit from what you see in
the film, extra steps were taken to maintain an identi-
cal feel to the game’s cinematic counterpart. The
costumes, scenery and overall ambience stay true to
the flick, even adding a sort of Hollywood touch to
the guest villains. To further the authenticity, the
movie’s stars, Tobey Maguire (Spider-Man) and
Willem Dafoe (Green Goblin), contributed original
dialogue to the game’s narrative.

Fans of the PS1 releases should recognize the core
gameplay right off the bat, with plenty of punching,
kicking and web-slinging going on. The basic web
moves serve the same purpose, too. You can also

pick up icons to add some special moves not seen
before, like clearing out all surrounding enemies
with a punch-kick-punch combo. And though the
option for the “classic” control scheme exists,
Treyarch has made some improvements, most
notably by reserving the D-pad for use with web
attacks. You no longer have to worry about a slight
timing mishap with the analog sticks, moving you
somewhere you didn’t mean to go.

Missions in Spider-Man in some instances
resemble those of the past, but at other times offer
something completely new. For instance, you might
remember saving hostages before —but this time
you actually have to pick them up and swing them
to safety. Or maybe they’re in danger of getting the
crap beat out of them; you have to take their
oppressors out of commission before it’s too late.

The real highlight of the new additions, though, is
the aerial combat, as found in boss fights against
the Vulture and the Green Goblin. As you control
Spidey swinging through the NYC skyline—streets
alive with activity hundreds of feet below—don’t be
surprised if you tense up a bit when he freefalls in
an attempt to deliver a mid-air kick to the noggin.

We’re hoping that Spider-Man’s occasional camera
imperfections improve by release. But even if they
aren’t, a solid web-slinging experience awaits. ﬁ

—Chris Baker

In addition to
the Green
Goblin (far left),
Treyarch faces
supervillains
not in the
movie, like
Scorpion (left),
Shocker and the
Vulture.
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Mat Hoffman’s Pro BMK 2

T Activision

Rainbow Studios
Players: 12

I sports (Action)

6o

August 2002

Xbox

It's still early, but the

game plays well. Rainbow Studios
has a great reputation for making
exciting extreme games.

A recent study
revealed excessive concussions
spell trouble in the golden years.

Mat has had over 50

concussions so far-yikes.

FLATLAND TRICKS

~ Flatland tricks add variety to
the mix, plus bring the game
a step closer to the familiar
Tony Hawk’s Pro Skater3
format. ‘

Multiplayer lets you go up against
your buddy in a game called Push.

As you do better, the other guy's
screen gets progressively smaller.

Tweak a trick by spinning the bars or
sticking a leg out (to put it simply). Doing
so increases the library of moves two-fold.

ir time, air time and more air time. If a BMX

game ain’t got that, it ain’t got crap. Lucky for

Mat Hoffman (and all of us), Activision signed

up Rainbow Studios to develop this game.
Their previous titles—ATV Offroad Fury and
Splashdown —are a testament to their successful
vehicles-plus-jumps-equal-giant-air-time formula. As
you can see by the pictures, they didn’t hold back
for MHPB2.

But tasty air is just one piece of the pie; a few
other things pop out, too. The first is the way you
progress through the game. As Mat, or one of the
other 10 riders, you tour from city to city performing
for the locals. Each course has a set of objectives to
meet, including snatching cans of gas for the tour

Score Best Score
@ 47,169

TAILWHIP
=7

Best Store

21,840

BARSPIN ICEPICK

bus, building a picture scrapbook of your flashiest
moves, and of course, achieving the highest
score. In addition, as you close down levels,
you're treated to real-life footage of Mat’s ESPN
tour from last summer.

Flatland tricking is the second standout feature.
Thanks to them, players can perform circus-like
maneuvers without ever leaving the ground.
Basically, you scale your rolling bike like a squirrel
scampering up a big oak—it’s a sight to see. It’s also
key for trick-linking and big scoring.

Judging by the size of its levels, the competent
physics and the new flatland tricks, it’ll take a
supreme act of stupidity to screw up this game
before its August release. * —Dean Hager

Best Score
11,124
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KTREMELY SEGAHOLIC

While the first two Grandia games eventually
made their way to the PS and PS2 (they were
originally released on the Japanese Saturn and
Dreamcast), Xtreme is the first time a Grandia
title has made its debut on a Sony system.

I.____—.II___J

PREVIEW
GALLERY

Grandia Xtreme, the first fruits of last year’s announced partnership
between Enix and Game Arts, is coming to the U.S. later this year
courtesy of Enix America. But why not just call it Grandia /1I? Turns out
GX is a spin-off to the main Grandia series, with a heavy emphasis on
dungeon exploration and level building. Early impressions are good, but
those looking for a traditional Grandia game may be in for a surprise.

SP

=STATUS=
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Summoner 2

Red Faction developer Velition and THQ have dropped the PC-RPG feel of
the first Summoner for this adventure-inspired fall sequel. The familiar
party system remains intact, leaving you control over three of the eight
playable characters at a time, but summons are now manifested through
full character transformations. An alternate universe also gives the game
a sci-fi feel as players switch between two unique realities. Trippy.

SOGOM: U.S. Navy SEALS

These crafty Navy SEALs have been lurking in the shadows ever since
this game’s playable debut last May, but Seny CEA’s first online title
should finally storm the PS2 this summer. You can command a squad of
elite soldiers through 17 missions in four real-world locations. The best
part? You can spray the jungle with bullets alongside your buddies via a
LAN or over the Internet.

mers.com
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It's Crash’s big debut for Game

1

Boy“Advance. In a world shrunk

to the size of a wumpa fruit, this
Bandicoot is in for a huge adventure. Literally

www.Thehugeadventure.com

4

“Handheld Crash is just as awesome as his console adventures.” - IGN.com
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LITERARY KRYPTONITE

The original Superman (Nintendo 64) was the lov)est-scoring, game
ever in EGM until Shoe gave Mortal Kombat Advance a 0.0 in the March
2002 issue. The new Superman games can’t fare much worse...we hope.

I_j'_J

PREVIEW
GALLERY

Fans of Driver should be looking forward to Reflections’ Stuntman, due to hit the PS2 in May. At least, that’s
what publisher Infogrames is counting on. Take on the role of a rookie stunt-car driver motoring through six
gruelling movie sets based on a variety of genres: Indiana Jones style, English gangster movie, spy block-
buster, political thriller—even the Dukes of Hazzard gets a nod! Of course, your cars change with each
situation, too. The new physics engine seems likely to set the standard for future PS2 driving games as you
skid, roll and fly your way through the film sets, gaining marks for finesse along the way.

Set to coincide with the release of Men In Black I/ (the movie), MIBII: Alien Escape (the game) is a 3D shooter
that lets you play as either Agent J or K—loudmouth Agent ] moves quickly while veteran Agent K packs more
power. The game features appearances by all the popular aliens from the first movie, a different set of weapons
for each agent, and a shoot/lock-on control scheme similar to Sega’s Rez. Although some of the game looks a
bit Resident Evil-y, MIBI! is all action, with very little in the way of problem-solving conundrums. Developed by
Melbourne House and published by Infogrames, Alien Escape is set for a July 2002 release.

Based on the former Kids WB! animated series featuring the Man of
Steel, Shadow of Apokolips places Superman on a Sony system for the
first time. The multifaceted story pits Supes against the likes of Metallo,
Livewire, Parasite and Lex Luthor, whom Darkseid has granted his planet
Apokolips’ advanced weapons technology. Infogrames lets you fight for
truth, justice and the American way this fall.

Electronic Gaming Monthly - 12 - egm.gamers.com
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STICKIN' IT TO THE MAN

Japanese controller company Hori is planning to release
a commemorative joystick alongside Tekken 4 wben the
game releases in Japan. The joystick features six buttons
and a group shot of the characters. Unfortunately, Hori
doesn’t distribute in the U.S. Better check online.

Tekken 4

This month we sat down with a
playable version of Namco’s
Tekken 4 for PS2. While certain
features weren’t available for us to
play, like Tekken Force Assault
mode (revealed last issue), we still
got to see what sort of strides
Tekken has made since 73 and
Tekken Tag Tournament. A nearly
perfect port of the recently
released arcade version, Tekken 4’s
main enhancement over previous
installments is the addition of
interactive environments. Get your
opponent up against the wall, then
drive his head into it.

The fighters look great and the
control is tight, but getting used to
the severe character tweaking was
the hard part. Bryan Fury, for
example, has been totally
neutered, with his once-formidable
cannon punches and wicked
sidestep attacks now nearly
nonexistent. One of the new guys,
Craig Marduk, is so tall, it seems
like all he’s good for is taking shots
in the groin. Thankfully some of the
new characters like Steve Fox (the
boxer) and Christie (Eddy Gordo
clone) add energy and variety to
T4. That’s the good news. The bad
news is that Tekken 4 won’t hit the
U.S. ’til about September or so. So
break out Tekken Tag and practice!

Spyro: Enter the Dragonfly

Technically, winter 2002 falls within the Year of the Horse, but paste
wings on Mr. Ed and cram a flamethrower in his mouth, and you’ve got
yourself a decent Spyro mock-up. Universal’s premiere PS2 project with
the purple powerhouse wins Spyro new breath modifiers (fire, ice,
electricity and...bubbles?) to defeat puzzles and combat the opposition,
and gives the series a subset of minigames, as is the style of the day.

Electronic Gaming Monthly - M - egm.gamers.com
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PREVIEW

Godzilla: Destroy All
Monsters Melee

Infogrames
Pipeworks Software
4

Fighting

s0%

Winter 2002

LR T www.infogrames.com

Altoids

Big-lizard lovers will

be in rubber-suit heaven for sure.

Godzilla's bratty kid,

Minya, is nowhere to be found.

A 5,000 kilo-ton

belch-athon between two monsters.

Jet Jaguar

This remote-controlled
android, who goes by the
name of Jet Jaguar, first
came to life in the 1976
(U.S.) classic Godzilla vs.
Megalon. Designed to
defend the Earth from evil
giant monsters (and as a
way to cash-in on the sentai
craze of the time), Jet Jaguar
becomes sentient halfway

~ Godgzilla defeat the bad
guys, Megalon and Gigan.
However, due to an uncanny
likeness to Tsuburaya
Production’s Ultraman
characters, et Jaguar and
any subsequent JJ licensing
have been indefinitely
grounded. Which means he
is not hidden in the game.
Crap!

through the movie and helps

xhibiting staying power greater than that of
Stallone or Schwarzenegger, cinema’s biggest
star (literally) is nearing his 5oth year as the
monster-movie world’s leading...er...lizard.
How fitting, then, that Infogrames is bringing the
jurassic classic back to the land of video-game
consoles (his last major U.S. appearance was 1993’s
Super Godzilla for the SNES) in the grand form of
Godzilla: Destroy All Monsters Melee. Despite being
developed in the U.S. (as opposed to Japan), Melee,
unlike most games of this nature, looks like it will
do the franchise justice. But first—a little history.
Originally conceived as a monster movie with a
distinct anti-war/anti-atomic bomb vibe, Godzilla

(released in Japan as Gojira) first appeared on the
silver screen in 1954. Released in post-WWII Japan,
Godzilla symbolized the fruit of man’s destructive
potential and was originally portrayed as the “bad
guy,” being destroyed by film’s end. But the fire-
breathing bastard child of dinosaur DNA and atomic-
testing proved too popular with the kids, and was
resurrected in short order. Now, after nearly five
decades and 22 movies of kicking Tokyo in the
teeth, Godzilla has assembled a considerable
number of friends and foes with which to do battle,
and that’s where Infogrames comes in.

Developed by Pipeworks Software (the folks
responsible for the amazing butterfly/ping-pong
ball/mouse-trap tech demos for the Xbox), Godzilla
is a fighting game that supports up to four players
(in a variety of single-player and multiplayer modes)
and lets the combatants trash a variety of world-

UFOs aren't just
for breakfast
anymore.

Now they drop
power-up items
like energy-

bar recharges
or life=bar
replenishments.

lonthly - 16 - egm.gamers.com



So what’s next for the King of the Monsters?
Well, Toho (G-Zilla’s licensor) has new
movies lined up for both 2002 and 2003, so it
looks like the dinosaur who walks like a man
in a rubber suit won’t be out of work just yet.

famous cities. Anything is fair game as skyscrapers,
bridges and landmarks in Seattle, San Francisco, Los
Angeles, London, Tokyo, Osaka and even Monster
Island make for a monster’s playground. Each city is
divided into three stages and can be played during
the day or evening. The environments are

(for dazzling dragon breath) and Rage. When the
Rage meter fills up, you have unlimited energy, and
your attacks do more damage and are unblockable.
Additional power-ups (like extra health) can be
found hidden in hospitals, or whenever a UFO
swoops by and drops one on the ground.

‘1 actually hate just calling it a fighting game
hecause it contains so much more.”

completely destructible, with gratuitous (but
thoroughly enjoyable) amounts of Rampage-style
elements like boxcars, 18-wheelers, military vehicles
and debris, all of which can be picked up and used
as projectile weapons.

The combat, on the other hand, isn’t Virtua
Fighter 4-quality, but it’s no slouch either. To draw
a simple comparison, you could say Godzilla plays
a lot like a typical WWF wrestling game (punch,
kick, throw, etc.) but with a zesty rubber-suit flavor.
Each monster has three meters: Health, Energy

—Kirby Fong, producer of Godzilla

Choose from Godzilla '90, Godzilla 2000, Mecha
Godzilla (who moves a lot like Gun Jack of Tekken),
King Ghidora, Gigan, Anguirus and more. Fan
favorites like Mothra and Rodan make appearances,
but only as special “summon” attacks for
specific monsters, and at least five other monsters
(Godzilla ’54?) will be hidden as unlockable
characters.

From the looks of things, giant-monster fans are in
for a value-packed treat this winter. ﬂ

—James “Milkman” Mielke

Pitching Woo

As in all Godzilla movies,
the military stands by
waiting to pump the mon-
sters full of lasers and mis-
siles. During the game, they
will fire at whoever destroys
the most real estate. One
great way to make your foes
the enemy of the state is to
pick them up and throw
them into any nearby
skyscraper. Despite being
victimized like a beachball,
your opponent will look like
the menace and find himself
on the receiving end of a
volley of missiles. Using the
environment to your
advantage is the key to V!
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WHERE'S FALGCO?

You've got your Slippy, Peppy, Fox McCloud, Falco...uh,

where’s Falco? As developer Rare tells it, shortly after the
events of Star Fox 64, he left to pursue a solo career. And
since SFA takes place eight years after the end of that
game, he’s no longer with the team. But you never know—
he might come back to help ‘em out if they’re inajam.

PREVIEW
GALLERY Smash Bros. Melee

Last seen in Super

Star Fox
Adventures

It’s been five years since Star Fox
64—the last time we saw Fox
McCloud and his crew in action.
But on June 10, Rare brings them
back for a new Adventure.

Our story begins as the Star Fox
team lands on Dinosaur Planet, a
once-peaceful world now under the
rule of the tyrannical General
Scales. Armed with a transformable
spear, you (as Fox McCloud) set out
to help return peace to the planet.
Helping you along the way are new
characters Krystal, a blue female
fox with ties to a mysterious race
of ghost-like beings called the
Krazoa, and Prince Tricky, a wise-
crackin’ Triceratops.

Basic gameplay is reminiscent
of Nintendo’s N64 Zeldas. You
auto-lock (no button required) onto
enemies for easier 3D movement in
battle, find keys to get inside
locked doors, etc. Fox’s staff is
used for unlocking gates, throwing
switches, or giving the scaly army
of evil dinos and bosses a healthy
beat-down. But you don’t always
have to use hand-to-hand combat.
Occasionally you’ll ride a jet-
powered bike or pilot your Arwing
(that’s the Star Fox version of an X-
wing) for flying missions.

RARE ADDS HAIR, GIVES FOK FLAIR
Chia Fox | |

You may have
noticed a slight
difference between
these screenshots
and those you’ve
seen previously.
Something’s very
different about Fox , :
McCloud. His hair is thicker, fuller...more vibrant. But it’s not his
shampoo. Rare gave the furry creatures of SFA a makeover, and
now they all have a more natural, hairy appearance (though Fox is
the most noticeable). Will it stay? In a recent post on their Web
site, Rare’s answer man Uncle Tusk says that the look still isn’t
finalized but “we think the fur looks damn fine too.”

Electronic Gaming Monthly - 18 - egm.gamers.com
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The most powerful driving experience ever is blastin
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NOT HUMAN ENOUGH

Before Eternal Darkness, developer Silicon

Knights worked on a game called Too Human
for PlayStation that was never released. The
game was going to be an epic cyberpunk RPG.
Nintendo snapped up the developer and put
them to work on ED, and the rest is history.

PREVIEW
GALLERY

Eternal
Darkness:
Sanity’s
Requiem

Since when did Nintendo get into
the Resident Evil market? After all,
this is the same company that
handles graphic gore like it’s
anthrax. Somehow, developer
Silicon Knights has overcome that
taboo to deliver something even
more improbable this April:
survival horror without B-movie
cheese. Or so they say.

The game’s serious tone is
highlighted by a psychological
twist that makes the game harder
as your characters get more
spooked. You’ll have to keep an
eye on a “sanity meter” that
measures how freaked out your
knight, wizard, gun-toting heroine
or other playable characters are.

Too many teeth-chattering
experiences will send them over
the edge, making them unable to
see their inventory, or worse yet,
hallucinate that their body is falling
to pieces. The best way to calm
your hero’s nerves is to hack and
blast with abandon. But if your aim
is bad, maybe you’ll just have to
resort to a big case of Valium.

uie “ard: "ﬂndﬂ“a ‘ e ol . Health Armour,

100 000
Bits Studios is bringing the chaotic terrorist-fighting action of Die Hard
to the GameCube in late 2002. Those of you hoping for a Samuel L.
Jackson appearance, sorry—Die Hard has a new, original story set in
L.A.. It’s a first-person shooter, but Sierra promises lots of character and
object interaction (like draggin’ dudes around MGS2-style) to break up
all the gunplay.

Health  Armour
\} 100 000

Electronic Gaming Monthly - 80 - egm.gamers.com



Search Super NES had E.V.0. from Enix. Dreamcast got a

dud called Seventh Cross: Evolution. And of
course, there’s Ubi Soft’s Evolution, which had
CABPMP | nothing to do with evolution at all.

3 5V NINEENDO

"CONCEPTUAL EVOLUTION

76 il Evolution as a concept has graced many systems.

PREVIEW

GALLERY

Top Gun: Comhbat Zones

The PS2 Top Gun may not have done much more than get EB em-
ployees to serenade tired holiday shoppers with “Highway to the
Danger Zone,” but Titus is porting it to the GameCube anyway. The
PS2 game had a lot of missions against a variety of targets—land,
sea and air—but fans of the movie complained there wasn’t enough
connection to the film. Expect the GC version to debut this summer.

Kameo: Elements of Power

If you can imagine a cross between Pokémon and Final Fantasy, then
you have an idea of what to expect from this new Nintendo game,
due sometime this year. Kameo must capture and nurture creatures
that will help her on the quest to find six elemental children. Over 60
monsters, large and small, can be bred to fight her battles (real-time
or turn-based), read enemies’ minds, and even do the laundry.

ng Monthly - 81 - egm.gamers.com
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www.robotech.com

Just look at those

screens. You gotta agree this baby

looks freakin’ cool.

This game doesn't

span all three Robotech series.

A dead Zentraedi

arrior clutching a Minmei doll.

Macross is the story that
started it all and the setting

This saga is basically a soap
opera—just like the rest of
the Robotech series—set
against the backdrop ofa
galactic struggle between
the giant, warlike Zentraedi
and the human race. Don’t
let the term “soap opera”
scare you, though. It’s cool
to watch this show because
despite all the lovey-dovey
crap, the series is bursting
at the seams with giant
robots and lots of stuff
getting blown up. At one
point those damned, dirty
aliens nearly destroy the
human race when they liter-
ally fry the surface of the
Earth. The Robotech game is
set in the time period right
after this catastrophe.

 Genesis

for the first Robotech game.

ope, you haven’t stumbled into the kick-off
installment of an EGM anime section,
although Vicious Cycle President Eric
Peterson won’t mind if you think you did. “We
all agreed right from the start that our game had to
look like you're playing in the show,” says Peterson,
whose company is crafting Robotech, a spectacular-
looking Xbox/PlayStation 2/GameCube game based
on the late-’80os cult-hit cartoon that meshed mech
action with sappy drama (check the sidebars for a
crash course if you're in proto-culture shock). “Most
games make mecha look all mechanical and shiny,
but that doesn’t look like Robotech.” So, to achieve
as-seen-on-after-school-TV visuals, the team
resorted to the cartoony rendering style of cel-
shading and pulled off a few other nifty tricks. “Even
the skies look hand-painted, just like you would see
in the real series,” says Lead Designer Adam Cogan.

LISA HAYES
begins the
series as a A
hardened SDF-1

bridge officer,

but eventually

falls in love

with...

| RICK HUNTER,
the chronically

But if you don’t know Lynn Minmei from Liza
Minnelli—or are just too young to remember the
show—we figure these spectacular world-exclusive
Xbox screens have locked your interest on this game
anyway. Robotech is a mech-combat title that puts
you in the cockpit of a transformable Veritech fighter
(see the sidebar on page 85 for info on each mode)
and sends you on missions against the Zentraedi, a
race of warriors four stories tall. While you do mix it
up in space battles, expect to log the majority of
your fight time on Earth. “We felt that keeping the
game in space would have done a disservice to the
license,” Cogan elaborates. “You’re able to change
into a big robot, but there’s not much difference
between being a robot in space and being a jet in
space. You're still just sort of floating there.”

It’s a point we grasped as soon as we grabbed the
Xbox controller at Vicious’ Raleigh, N.C., studio. Your

LYNN MINMEI,
the bratty pop
star whose

music turns
Zentraedi into
pacifists. She’s

got something
going on with...

depressed hero
of the series.
He’s torn be-
tween his love
for Lisa and his
feelings for...
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three Veritech configurations—Fighter jet, Guardian
and Battloid robot—come with their own unique
gameplay quirks that are best appreciated when you
battle in gravity. Switching between any of the three
forms is a snap; you just jab the digital pad in one of
three directions and [imitate a transformation sound
effect with your mouth here]. “We debated a lot

g ?*ﬁéﬁ %%4 'ﬁ« mum

about letting the players transform whenever they
wanted to,” says Peterson. “In the end we decided it
was a [must] to give them that freedom. If you lock
gamers into Battloid for certain missions and
Guardian for others, they’ll just get all pissed off. If
you can’t transform, [the game’s] not worth owning.”

Even niftier is that just about everything in the
game world can be demolished. Picture patrolling
the streets of a city on Earth and being set upon by
five or six Zentraedi Battlesuits. You switch to

LYNN KYLE, her
cousin and a
violent drunk.
He hates Rick
with a passion,
even after Rick
saves him and
Minmei from...
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KHYRON. This
 Zentraedi war-
lord goes in-
sane after being
stranded on

Battloid robot mode and strafe left, firing your gun.
As you pass in front of a building, all the windows
on the fifth floor shatter from your barrage of
gunfire. Sensing that you’re being flanked, you
transform to Guardian, levitate above the rooftops,
then blast the Battlesuits with a streaming volley of
missiles. But as the smoke clears, you see nothing

} held up surprisingly well

—Adam Cogan, Lead Designer

but a pile of rubble where that city block used to be.
Being the battle-hardened flyboy you are, you
convert to Fighter mode and jet skyward, eagle eyes
scanning for the next skirmish. While none of
Robotech’s missions have been finalized yet, expect
to do everything from search-and-rescue to
escorting recon planes to good-ol’ dogfighting. And
Vicious Cycle guarantees some major bosses.

Still, from what we’ve experienced during our
early test drive of the game, we have to say that

AZONIA, who’s

stranded along
) with Khyron.

Before all that
_ happens,

Earth, He also though, she’s
falls in love the command-
with... ing officer of...

Cont. on page 840

Dana Sterling (daughter of
Miriya and Max) takes the
lead role as the Zentraedi’s
creators, the Robotech
Masters, come to Earth
themselves to retrieve the
now-destroyed SDF-1. As in
the first series, love and
music are both very strong
themes throughout the story.
And instead of transforming
planes, Dana and crew pilot
transforming Hovertanks
into battle.

The second Robotech war
is considered the most forget-
table by fans, as neither the
mech designs nor the story
lived up to the standards set
in Macross. Plus, Dana was
really annoying.
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Scott Bernard returns from
Rick Hunter’s deep-space
mission to liberate the
enslaved Earth from a new
alien threat—the Invid.
After he crash-lands on
Earth, Scott and a band of
ragtag freedom fighters
attempt to destroy the Invid
queen, Regis, and save the
world before Admiral
Hunter’s return.

While there were trans-
forming fighters in the third
war, the main mecha of
choice for Scott and his
troop were Cyclone cycles.
These super-cool bikes
would break up and reform

type of Robotech armor.

Peterson is delivering on the promise he made at
the start of this preview: While playing, you really do
feel like you’re in an episode of the classic cartoon.
Much of that feeling comes from what’s whizzing
through the air: hundreds of missiles, fired by both
you and the enemies, tracing the sky with spaghetti-
strand contrails. It’s a visual effect that defined the

The two-player mode being planned for Robotech
involves one-on-one veritech dogfights in various
arenas (like the ship graveyard pictured above). “No
Internet or four-player support is planned at this time,”
Peterson tells us. Vicious Cycle's concentrating more on
a kick-ass single-player game instead.

or book. All the models are done.” That means you’ll
see Officer Battlepods, Destroids, armored and
super Veritechs and Dropships. (But you won’t see
Hovertanks, Cyclone ‘cycles or any other stuff from
the second or third Robotech series; TDK has yet to
talk plans for games based on those sagas.)

Of course, the real danger when working with a

“Rohotecirs cool hecause it's a niche game that
has the potential of hecoming a littie less niche.”

animated series’ battles. “The missiles are a huge
part of the game,” says Cogan. “So we worked hard
on getting the volleys to act just right.”

Die-hard details applied to all the mecha models
up the authenticity. You’re not stuck piloting a single
type of Veritech against a ho-hum armada of cloned
Battlepods. Vicious Cycle is made up of raging
Robotech fans, and Peterson assures us that “we
built everything that was ever in any Robotech show

—Wayne Harvey, Director of Engineering

niche license like Robotech is trying too hard to
please the die-hard fans—the guys who, say, can
spout the Robotech Role-Playing Game specs of the
mecha models we just told you about. “When you
design with only the hardcore fans in mind, you’re
only going to sell to hardcore fans in the end,” says
Peterson. So while Vicious Cycle is doing everything
possible to please the Robo-heads with the look and
sounds of this title, they’re aiming squarely at the

around the rider’s body as a

! ROY FOKKER,
' killing him.
As the most
decorated pilot
on the SDF-1,
Roy’s death is
hard on everyone.
Especially...

MAX STERLING.
\\ One knife-fight

\ later, however,
he and Miriya
are married. But

that’s not be-

e fore her fighters
.\ shoot down...

. MIRIYA, the
Zentraedi’s best
pilot. After a
number of
defeats, she
boards the SDF-
1 in order to
find and kill...

A
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Transtnrming 101

VC plans to make transforming
easy with this simple control
setup. Each Veritech form is one
D-pad push away. And, yes,
these are real game screens.

FIGHTER MODE

You're basically flying an F
Machine guns, missiles and
decoys are at your disposal.

mainstream player when it comes to gameplay.

That’s not to say the series’ story won’t work its
way into the game (exact details such as who you
play as have yet to be settled). The nefarious Khyron
is likely to cause some big problems for our hero.
And the SDF-1—the humans’ capital ship and the
focus of the Zentraedi’s constant invasions—is in
here, too. In the version we played, it was possible
to fly circles around the huge ship in space, and it
looked great. The guys at Vicious, however, haven’t
finalized the exact role of the battle fortress yet.
“Very large objects in the ground-based levels make
it tough,” Cogan says. “If you want a size compari-
son, the SDF-1 is roughly six times bigger than the
grounded Star Destroyer in Rogue Leader[GC]. It’s
an issue we're still dealing with.”

CLAUDIA
'GRANT, his
longtime
girlfriend and a
 bridge officer.
During Khyron’s
final attack, she
dies along with...

That life is...

MORE THAN MEETS THE EYE

Think F-14 with arms
egs. Vertical take- |

Robotech might seem an odd license to base a
game on now, 15 years after the show first aired.
Games tied to the Japanese version of the series
have been plentiful in Japan, although none have
been stellar. And a once-planned Nintendo 64

“Everyhody loves giant,
transforming rohots.”

—Marc Racine, Director of Production

Robotech title from GameTek died in development.
(Vicious Cycle’s game is unrelated.) But it’s these
very issues that have Peterson optimistic. “I don’t
think anyone’s ever done the series justice,” he
says. “Everybody’s been waiting forever for this...so
the sooner this gets to market, the better.” Bottom
line: Regardless of how niche the license, Robotech
looks well on its way to becoming a standout title.
Point your browser to egm.gamers.com on April 5 to
download game footage and see for yourself. ﬂ
—Greg Sewart

Switching your
Veritech to Fighter
mode gives you access
to missile decoys.
Trust us, with all that
ordinance filling the
skies, you're sure to
need them.

CAPTAIN GLOVAL.
Seconds before
his own death,
though, he and
Claudia manage
to save one life

on the SDF-1.

LISA HAYES.
Lisa goes on to
marry Rick Hun-
ter, much to the
chagrin of the
whiny Minmei.
Oh well, stuff
happens.
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you get to run,

ust look bad-ass
n this mode.

Voices Garry

Robotech is a character-
driven license, so we asked
. Vicious Cycle if we'd hear
any of the original cast in
their game. “We’re working
on it,” Peterson says. “We'd
definitely like to use a few
of them in game. But if we
can’t, I'd imagine we’ll end
up using sound-alikes or
something.”

And Minmei’s infamous
songs? Peterson groans.
“1 hope not. It seems like
everyone likes to bash the
Minmei songs, and |
personally don’t like them.
They make my ears bleed.”




| After the success of Punch-Out!, Iron Mike was slated to star

|ina second NES game back in the day. Mike Tyson’s Inter- |
5 galactic Power Punch featured the champ in a battle against j
| aliens, After that nasty rape conviction, though, Mikey was |

PREVIEW
GALLERY

| deleted, and the game was released simply as Power Punch |
| 1. Note the “'m not Mike Tyson—honest!” cover art.

&
Enclave

Conspiracy’s first Xbox title might provide a medieval after-dinner mint
for legions of satisfied Halo fans this spring. The Swedish gaming chefs
at Starbreeze Studios are stuffing this fantasy-themed third-person
shooter with two unique single-player scenarios, multiple character

classes and a plethora of weapons. Multiplayer co-op and deathmatch
modes across each of the game’s 25 levels provide a hearty side dish.

Test Drive Mike Tyson
The long-running Test Drive franchise looks to kiss its lackluster forbears ﬁﬁﬁWWﬁE@hﬁ

goodbye as Infogrames unleashes it onto Xbox and PlayStation 2 in April. =

The cars feature Gran Turismo 3-style real-time environmental reflections Eﬁﬁiﬂﬁ
and look stunning as you guide driver Dennis Black through a plot-driven

series of street races set in locations like San Francisco and London. No Fortunately for Codemasters, a
dents allowed, though, due to licensing restrictions—boo-hoo! virtual boxing ring is one of the
few bad boy Mike Tyson can still
fight in. The playable version of
the April release we knocked
around this month is still a little
wet behind the notched ears.
But if MTHB’s boxing engine
(which demands strategy, not
just speed and power) can get as
smooth as the game’s graphics,
it could be a contendah.
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Crash

From the makers of Wild Wild Racing (PS2) comes a different kind of
driving game where the sole object is to climb into a hot rod and smash
the crap out of your opponents. If this sounds like the old PS1 De-
struction Derby games, that’s because it is—sans the system-chugging
slowdown, muddy graphics and repetitive gameplay. Find out for
yourself when Majesco brings it home this June.

v
-

Vi

Gun Metal

Like the language of music and film, mankind’s love of giant robots is
universal. What better way to tap into that collective subconscious this
summer than with Rage Software’s GM, an action-packed testament to
the beauty of stuff blowing up real good. Transform at will from a
massive mech to a high-flyin’ jet fighter, and if you happen to knock
over some buildings and trample some troops, well...that’s half the fun!

Superman: The Man of Steel

Infogrames’ first Xbox game starring the Last Son of Krypton bases
itself directly on the comic-book series, taking a much less “animated”
look than the PS2 outing. In fact, DC Comics has worked alongside
developer Circus Freak Studios to create a story featuring Lex Luthor
and Brainiac 13 as the main baddies. Comic fans should love using
Supe’s powers in locations like the Phantom Zone. Look for it this fall.
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| The developer of Whacked!, Presto Studios, actually
| released a Gundam PC game in the U.S. back before

Y 4 f the current Gundam craze hit. Gundam o0079: The War
| For Earth featured American actors portraying the
PREVIEW | animated characters from the classic series. It was
GALLERY | also released on the PlayStation in Japan.

hacked!

Whoever was in charge didn’t have to think too hard to come up with
the title of Micresoft’s way-out-there third-person shooter. Whacked!
pretty much says it all. Picture a violent freakshow cast who'll use
rubber-ducky grenades, shish-ke-bobs, giant staplers and more to
wreak havoc in at least six different gameplay modes. Sounds like
Acclaim’s Fur Fighters, only—hopefully—better. Get it on this October.

World Series Baseball 23

Look at that sweet Astros jersey (bottom left)—now that’s cool. In
addition to the old-time duds, you can play against 25 of Cooperstown’s
best (Jackson, Banks, etc.). Other tweaks include a deeper Franchise
mode (with fantasy draft), more animation, and the option to create up
to 25 custom players. On paper, this May release sounds great, but
we’ve been burned before. Hopefully Sega won’t disappoint this time.

Wace Gritfon: Bounty Hunter

Never screw with an ex-Ranger. Period. Let alone an insurgent ready to
unleash an arsenal of weapons and bloody vengeance on those who
stand in his way. Labeled by Crave as the “leap forward that gamers
have been anticipating,” this new shooter ships in the fall and touts
seamless land-to-space combat transitions and vast levels. We hope the
Halo-meets-Wing Commander formula works.
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PREVIEW

Dragon Ball

" Infogrames

~_ Webfoot Technologies
. |

Action-RPG

L 90%

~ May 2002

Goku's real name

~ www.infogrames.com
www.dragonballz.com

" Finally, another

_ It’s got bad special effects,
horrible dubbing and
 ridiculous situations, and
 that’s what makes Dragon
Ball: The Magic Begins a
_ laugh riot. This unofficial,
~ cheaply produced Hong Kong
_import was released in the
U.S. by Tai Seng last year
(v aiseng.com) on DVD
and VHS. And even if you're
~ not a DB fan, it’s worth
watching just for laughs.

Goku's got a variety of attacks:
punches, kicks and projectiles like the
Solar Flare and Kamehameha Wave.

A visit to King Yemma can mean only one
thing-you died trying to save Gohan. Do
you have what it takes to return to life?

¢

ans have been clamoring for a Dragon Ball
game ever since the show started airing on
U.S. television in the mid 'gos. But the heyday
of good DBZ games out of Japan died with the
16-Bit Super Nintendo, and the one game that did
make it to our shores—Dragon Ball GT: Final Bout—
was largely recognized as crap. Infogrames hopes to
do the license justice with a new round of DB titles.
The first of these is the Action-RPG The Legacy of
Goku, developed by Webfoot Technologies. You play
as Goku through the first few DBZ story arcs, namely
the Saiyan, Namek and Frieza sagas (sorry Trunks
fans). The tale begins as your son, Gohan, is
kidnapped by your Saiyan bro’ Raditz.
Legacy plays and looks similar to an old-school
Zelda, but with a traditional RPG system of leveling-

up. You gain experience by completing side-quests
(usually involving taking an item to another
character) and defeating enemies. Sometimes you’ll
even nab points by chatting with other characters.
As you progress, you'll have access to more attacks
and be able to fly for longer periods of time.

All your favorite characters—from Bubbles to
Yamcha—make appearances and quick cameos (see
some of the lineup below). Webfoot President Dana
Dominiak told EGM that the team went to great
lengths to add references specifically for the DBZ
hardcore—things that fans who’ve watched the
original Japanese series would get, such as Master
Roushi’s weakness for dirty magazines. Hopefully
that attention to detail will translate into a game
that fans will enjoy. ﬁ —Chris Johnston

Gokut* You E

much stronger Sl s
than fthe last timne R
I saw you?
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Wmt's behind that door? Could be some
health, a niftier weapon or more ammo. But that’s
not what you're thinking. You’re thinking what else it
could be..what it probably is..what makes more
ammo and weapons necessary: a rotting zombie just
‘waiting to tear a chunk out of your neck. Or a pack of rav-
_enous mutant dogs, who look at you and see one big,
 fleshy Milkbone. Or an acid-spitting spider the size of a
~ Volkswagen. Or a hulking, skinless gorilla with 3-inch teeth
and claws that could take your head off in one bloody swipe.
(o] something even worse. Something you haven’t seen yet....

That’s the essence of what made Capcom’s original Resident Evil
50 exciting when it debuted six years ago on the PlayStation, and
{it's what makes the GameCube remake due April 30 even more
intense: No matter what you think you know, no matter what precau-

 tions you take, you're still in for a...
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Resident Evil is gonna scare
the hell out of you, and your

little GameCube too.
Be afraid. Be very afraid.

By Mark ‘MacDonald

hocked? Frightened? You will be. “its
much scarier than the [PlayStation] origi-
nal,” says Capcom producer Hiroyuki
Kobayashi. And he should know—in 1995

Kobayashi worked on that first version of Resident Evil

(RE) for Sony’s system, and he’s gone on to play a part in

just about every Capcom survival-horror title since, includ-

ing RE2 and 3, Code: Veronica, Dino Crisis and Devil May Cry.

But we don’t have to take his word for it—we had a chance to

get behind the GameCube controller and pee for ourselves (in

our pants, that is) the new level of fear this remake’ll fill you with.

If playing the PlayStation RE felt like the first time you saw Night of

the Living Dead, the GameCube remake is like sweating through the

zombie-filled nightmare you had once you went to sleep: Its eerily real-

istic graphics, vivid sounds and sneaky surprises pump up the intensity to

teeth-chattering levels. This is definitely not the same old game.

“Our basic strategy was to keep the bare bones of the PlayStation game
intact and redo everything else,” Kobayashi says. “We changed the game in
terms of volume and quality.” That means new rooms, puzzles, monsters, and
completely revamped graphics and sounds. “There’s nothing from the old
game that went untouched,” he says.
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RE-VOLUTIONARY GRAPHICS
In most cases, good graphics only serve as
the icing on the cake. But in Resident Evil,
the visuals are a vital ingredient in cookin’ up
the game’s tastiest feature: its spooky
atmosphere. Sure, all the characters and
enemies look fantastic (as you can see), but
in motion it’s the countless little details that
make you feel like you're really there: the
flickering fluorescent light of a musty base-
ment kitchen, with flies buzzing around
abandoned rotting meats; dark hallways
suddenly bleached in a flash of lightning

(was that a shape you saw silhouetted in the

~ window...2); the dust coating attic floor-

boards that kicks up in puffs as you wander
through; dank caverns with drips of water
raining into puddles; a soupy fog slowly
rolling through a graveyard; trees and over-
grown weeds swaying in the wind.... Every
scene adds to the dingy, haunting atmos-
phere, thanks to new backgrounds composed
of animating movies instead of static paint-
ings. “That’s the part we exploited the
most—so many things move by this
method,” says Kobayashi. “We added many
things to take advantage of it, like windows
and candles. One room has a moving chan-
delier to show the light and shadow effects.”
But if realism was the ultimate goal, why
not go fully 3D like in RE Code: Veronica?
“We can do 3D, so let’s do 3D...that’s not our
style,” responds Kobayashi. “What are the
best techniques we can use to make the
game look its best? That’s our style. This is a
horror game. [RE Director and creator Shinji]
Mikami is always saying that Resident Evil is
about enjoying the atmosphere. If you mate-

rialize ‘enjoying the atmosphere,’ you can do
it better in 2D.” No one will argue with the
results; this game sets a new standard in
realistic graphics no other game, GameCube
or not, comes close to.

RE-MARKABLE SOUND

But sometimes what’s even more frightening
than what you can see in Resident Evil is
what you can’t see. What you can only hear.
The squishy limp of rotting feet sliding along

The cutscene dialogue is no longer so laughably
bad in the remake, for better or for worse (we
can't help but miss the old “master of unlock-
ing"” and “Jill sandwich” lines).

_—



the floor. Moans of the undead lusting for
fresh brains. The methodic ticking of a grand-
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