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ATV Oifroad Fury 15 a trademark of Sony Lomputer [atertainment America Inc. © 2001 Sony Computer Entertainment Amenica Inc. Develaped by Rainbow Studios.

rainbow

STUDIOS

EVERYONE

CONTENT RATED BY



it
T —————

AI U racug fully preserved fOI‘ your enloyment. Become a four-wheeling, mud-spinning terror when you roar off the dirt path and
 charge through rocky billsides, sandy deserts, deep forests and more than 20 buge race courses on your way to the finish line. Of course, you could
take your time and enjoy the beauty of the massive terrain. But then you'd lose. ATV Offroad Fury is now open to the public. Conquer the terrain!

: - PlayStation.2

"PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc Honda®, the Wing® logo, Ride Red™ and Fourtrax® are rademarks of Honda Motor Co., Lid used with permission from American Honda Motor (o Inc Honda trademarks are used under license from American Honda Motor Co. Inc and Honda Motor Co., Lid
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FINAL FANTASY IV is the game that introduced features which

helped make FINAL FANTASY the most popular RPG series in the world.
Play the completely restored version with all-new CG cinemas and added features.

www.playonline.com _
Published by Square Electronic Arts L.L.C. ' Mild Violence
Suggestive Themes

©1991, 1995, 1997, 1999, 2001 Square Co., Ltd. All Rights Reserved. SQUARESOFT logo, FINAL FANTASY and CHRONO TRIGGER are registered trademarks of Square Co., Ltd.
FINAL FANTASY CHRONICLES is a trademark of Square Co., Ltd. CHARACTERS ©1995, 2001 Square Co., Ltd. ©1995, 2001 BIRD STUDIO/SHUEISHA. All Rights Reserved.
ILLUSTRATION ©1991 YOSHITAKA AMANO. U.S. Patent No. 5390937, 5649862, PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc.
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IT'S ABOUT TIME -
TWO COMPLETE, CLASSIC ADVENTURES IN ONE PACKAGE.
AVAILABLE FOR THE FIRST TIME ON THE PLAYSTATION® GAME CONSOLE.

Chrono Trigger is the unique time-traveling adventure and prequel to Chrono Cross™.
This new PlayStation” game console version includes animated scenes
created by Akira Toriyama which expand on the original story.
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Mortal Kombat 4 yse the same weapon

wWhich two characters in
) ' -Zero
£y Scorpion and Sub

E?) Raiden and Jarek

C) Reilko and Jax

D) Tanya and Sonya

Test your gaming smarts!

Registered GamePro.com users get to test their
video gaming 1.Q. on custom arcade games, such
as Bad Hare’s “Who Cares? Trivia” challenge. So,
~whatcha waiting for? Log on and play today!

'

Prevent Violence in Your School

S.A.V.E. (Students Against Violence Everywhere) has been leading
the campaign for nonviolence and safe schools throughout the
country for over 10 years. Chapters of S.A.V.E. create and imple-
ment programs to help students and parents make their schools
a safe environment. If your school doesn’t have a S.A.V.E pro-
gram already, start one immediately! To learn how, log on to
www2.ncsu.edu/ncsu/cep/PreViolence/save.html.
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SCHOOL VIOLENCE,
LETS GET T OUTOF

Learn how to make your campus a safer place through
your school's S.AV.E. program.
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Play as Sonic and board

SEGA.COM/SONICADV2

.
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Violence

Play as Shadow, Sonic’s evil double, and conquer the world.

(©) Dreamcast.
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38 Launch Party Advance

The Game Boy Advance is the vanguard of 2001’s new
game systems, and everybody’s in on the action...Sega’s
even bringing Sonic the Hedgehog to the show. Check out
these first ProReviews of Castlevania: Circle of the Moon,
Super Mario Advance, F-Zero: Maximum Velocity, Tony
Hawk’s Pro Skater 2, and more!

Video Game Movies: Tomb Raider & Final Fantasy

Are we about to see two additions to the trash heap of movies based on video
games, or are these two franchises being recycled into golden celluloid? Star
Dingo traveled to the set of Raider to meet the human Croft and find out...

54 Final Fantasy’s Next Frontier
Will this be the best video game movie ever?

50 Lara Goes to Hollywood

Angelina Jolie as Lara Croft...nuff said.

o e T B i

36 A Perfect 10

When you want to know what's
best, ask the best. GamePro
readers (you!) picked their
favorite games of 2000 in the
|Oth Annual GamePro Readers’
Choice Awards.

Half-Life: Counter-Strike (PO
There’s no reason you and your pals can’t launch

an offensive against the seasoned pros in Counter-

= Strike...if you use this special NetPro gameplan.

Zone of the Enders (PlayStation 2)
Metal Gear Solid 2:

Sons of Liberty Trial Edition (PlayStation 2)

' Here’s a roadmap to follow as you pilot your
Z.O.E. mech to the end of the game, defeating

all the bosses as you go. As a bonus, we show
; you how to score the best time in the Metal
Gear Solid 2: Sons of Liberty demo!

Half-Life: Blue Shift (Dreamcast)

ﬁ So you've followed the adventures of Gordon Free-
=== man in Half-Life. Now take up the challenges facing
Barney Calhoun, security guard and alien-buster!

Dreamcast game that’s
faster and more daz-
zling than anything
you've ever seen.

92 Sonic Adventure 2

In this world-debut exclusive, Sonic
the Hedgehog faces his toughest
opponent yet in a high octane

\\:\\
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for Naboo (N64), and NHL 2001 (PS2) top this month’s
hit list of games that relinquish their secrets to you! r_(

Cover art courtesy of Sega of America

Zone of the Enders (PS2), Star Wars Episode |: Battle 'y L

Game Finder

Alone in the Dark: The New
Nightmare (Game Boy Color)
Alone in the Dark: The New
Nightmare (PlayStation)
Arctic Thunder

Big Buck Hunter
Bomberman Tournament
The Bouncer

CART Fury

Castlevania: Circle of the Moon
Chu Chu Rocket

Club Kart European Session
Command & Conquer: Renegade
Commander Keen

Cool Boarders 2001

Crazy Taxi

Crazy Taxi 2

Dark Cloud
Die Hard: Nakatomi Plaza

Earth and Beyond
Earthworm Jim
Extermination

Final Fantasy Chronicles
Final Fantasy X

Fire Pro Wrestling

F-Zero: Maximum Velocity

Golden Sun
Gran Turismo 3 A-spec

GT Advance Racing Championship ...

Half-Life: Blue Shift
Half-Life: Counter-Strike
Heat MLB 2002

Jackie Chan Stuntmaster
Jurassic Parlk: Survival

Konami Krazy Racers

Mad Dash Racing
Mario Kart Advance
Mat Hoffman’s Pro BMX

Metal Gear Solid 2:
Sons of Liberty Trial Edition

MLB 2002
Motor Mayhem
MTV Music Generator 2

NBA Street
NHL 2001

Pinobee: Wings of Adventure
Pitfall: The Mayan Adventure
Police 91|

Rayman Advance

RC Revenge Pro

Ready 2 Rumble Boxing: Round 2
Red Faction

Resident Evil Code: Veronica X
Ridge Racer V: Arcade Battle
Rolling eX.tre.me

Sega Smash Pack Yolume |
Sengoku 3

Smashing Drive

Sonic Adventure 2

Sonic the Hedgehog Advance
Spec Ops: Ranger Elite
Spider-Man

Spider-Man 2: The Sinister Six
Spy Hunter

Spyro: Year of the Dragon
Star Trek Armada Il

Star Wars Episode |
Battle for Naboo

Star Wars Episode I:
Jedi Power Battles (Dreamcast)

Star Wars Episode I:
Jedi Power Battles (GBA)

Super Bust-A-Move

CONTINUED p




Chief Warrant Officer. Phillip Askins. Pilot In Command. AN ARMY OF ONES" In the United States Army.

b

.| don’t see myself as a hero. But | know my presence makes a difference.

on

t

Ire my weapons in ac

~and | never had to f

| AM AN ARMY OF ONE. And you can see my strength.
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I've led every different kind of m
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©Z2001. Paid for by the United States Army. All rights reserved.
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SNEAK PREVIEWS & PROREVIEWS

68 Sneak Previews
Twisted Metal: Black (PS2), Extermination (PS2), Crazy Taxi 2 (Dreamcast),
Alone in the Dark (PiayStation), Mad Dash Racing (Xbox), and much more!

I 82 PlayStation 2 90 PlayStation
ProRewews Prol!ewews

Dreamcast
ProReviews

e 92©

PC flﬂt”ﬂﬂ

58 Flnd out why you should join the Tribes 2 army. Then when you're ready
for R&R, check out some cool real-time strategy with Command &
Conquer: Renegade, Star Trek Armada Il, and more.

HOT AT THE RRCRDES

62 The arcades lwe' Here’s an advanced look at the new games from
the ASI arcade show led by Wild Riders, Police 911, Big Buck Hunter,
and Club Kart European Session.

RANIE . 1om
Wild Riders! Page 62.

Game Boy Advance games are hot, but don’t overlook these Game
Boy Color games: Spider-Man 2: The Sinister Six, Alone in the Dark:
The New Nightmare, and Commander Keen.

SPORTS PHGES

98 Summer‘tlme sports are hot and wild with previews of NBA Street
(PlayStation 2) and CART Fury (PlayStation 2), along with a review of
989 Sports’ MLB 2002 (PlayStation).

PQLE-PLAYEI{'S REaLM

Dark Cloud (PlayStation 2) has finally arrived, but wait until you see
what’s coming in Final Fantasy X (PlayStation 2) and Final Fantasy
Chronicles (PlayStation)!

10

Dark Cloud! Page 102.

DEPARTMENTS
18 Editor's Letter

The end of the world as we know it: Game Boy

26 PRONaWS

Nintendo scoops E3 with the GameCube launch.

Advance meets Sonic. 30 ° SNFTPRO
18 HEAD- . HEAD

Found: the 10 “lost” issues of GamePro.

20 ART ATTAcKs

Your eyes (and mind) may never be the same.

235

Four-player mode bounces around The Bouncer.

Multiple pages of special strategy and tactics for Half-Life:
Counter-Strike.

80 PlaySmart

GamePro’s guide to Mature and Teen rated games.

Game Finder (continued)

Super Dodge Ball Advance
Super Mario Advance
Super Street Fighter ||

Test Drive

Test Drive Off-Road—Wide Open ...
Thunderstrike: Project Phoenix

Time Cirisis 2

Time Crisis: Project Titan

Tony Hawk’s Pro Skater 2

Tony Hawlk’s Pro Skater 3

Top Gear GT Championship

Triple Play Baseball
Tweety and the Magic Jewel
Twisted Metal: Black

Unreal Tournament (Dreamcast) ....
Unreal Tournament (PlayStation 2) ..
Vampire Night

Virtua Fighter 4

WCW Backstage Assault
Wild Riders

WWW.GaMEeErRO.COM

Games

Go to GamePro.com for reviews
and previews of all the hottest
games for the PlayStation 2,
Dreamcast, Né4, PlayStation,
and PC. Enter contests to win
awesome prizes, find the latest
cheats, print out strategies, and
chat with a different GamePro
everyday.

This Month

* Extermination (PS2)
* New Legends (Xbox)

* Resident Evil Code:
Veronica X (PS2)

* CART Fury (PS2)

* Outtrigger (Dreamcast)

* Twisted Metal: Black (PS2)
* Gran Turismo 3 A-spec (PS2)

* Mario Kart Advance
(Game Boy Advance)

Entertainment

Check out the entertainment
channel for reviews of newly
released movies, comics, anime,
toys, and all the latest DVDs. Be
sure to check out New Comics
Day every Friday.

This Month

* In Theaters—Final Fantasy:
The Spirits Within
* In Theaters—Jurassic Park 3

* In Theaters—Planet of
The Apes -

* Anime —Akira DVYD



A garage full of sports gear

and an appearance on
Nickelodeon GAS for kids!
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Plus ... Thousands of Other Prizes!

' ISt PRIZES (3): Garage full of games & sports equipment
GAMES AND spumsl o . |
= FOR KIHST"* nd PRIZES (2000): Trolli Gummi Candy

Visit CANDYSTAND.com for more details. See specially-marked packages of Trolli for your chance to win instantly.

NO PURCHASE NECESSARY. Game open only to legal U. S. residents. Void where prohibited by law. Game starts on or about June 1, 2001, and ends on December 28, 2001. Many will enter, few will win. HOW TO PLAY. Lok for a potentially winnir
message printed inside specially-marked packages (game piece) of Trolli Gummi Candies. If you find a winning message printed wmdp you win the prize indicated, subject to verification. Non-winning packages will NOT have a potentially winning message prmied - -
inside. ALTERNATE METHOD OF PARTICIPATION. To participate without purchase at the same odds of winning, handprint your full name, complete address, date of birth, and day/evening phone number(s) with area code, on a 3* x 5° card/piece of paper, insert into a ' NET T 5 2 (1419)
business size (#10) envelope and mail fo: Nickelodeon GAS Takes Over Your Garage Instant Win Game, PO, Box 5533, Maple Plain, MN 55593-5533, postmarked by December 28, 2001, and received by January 10, 2002. One game play per request: one request per outer
mailing envelope. No mechanical reproductions or photocopies of requests will be accepted. An independent mdg ng organization will play for you and nulll‘f you by mail ONLY if you are a winner. PRIZE CLAIMS. Grand and First Prize; type or print the
following information on a 35" card/piece of paper: your full name, complete address, date of birth, and day/evening phone numbers (with area code) and mail the 35" card/paper along with the official game piece to: Nickelodeon GAS Takes Over 'fnu: Garage Grand Prize Claim, P0. Box 27172, Golden Valley, MN
95427-0172. Grand and First Prize claims must be mailed via certified mail (return receipt requested). Second Prize; type or print on a 3" x 5" card/piece of paper your name, complele address, date of birth, and day/evening phone numbers, and mail the 3" x 5" card/paper along with the official game piece to
Nickelodeon GAS Takes Over Your Garage Prize Claim, PO. Box 5528, Maple Plain, MN 55593-5528. For all prize claims, retain a photocopy of your game piece for your records. All prize claims must be received by January 18, 2002. Upon verification, winners will be notified by mail PHIZESEAPPHOIIMATE RETAIL
VALUE (ARV)/0DDS OF WINNING: Grand: (1) Nickelodeon GAS comes to the winner's residence to co-host a 2 hour block of Nickelodeon GAS and leaves your garage with games and sports equipment which may include: an electronic dart board; electronic game room center; roller table tennis table; professional style
electronics soccer/foosball table; electronics air hockey fable; Shootout electronic basketball; pair of trek bikes; 2 electric 3-wheel scooters; 53" rear projection TV., sports CD boombox; digital camcorder; oak game table w/4 chairs; golf club set. Additional games may be included, number and type of actual games and
sporting equipment is at Sponsor's sole discretion. Time and date of Nickelodeon GAS visit and delivery of the Grand Prize to be determined by Sponsor. (ARV) $16,500. Odds of winning: 1:13,702,953. First: (3) Garage filled with games and sports equipment which may include: an electronic dart board; electronic game
room center; roller table tennis table; professional ST)’IE electronics soccer/loosball table; electronics air hockey table; Shootout electronic basketball; 2 electric 3-wheel scooters; digital camcorder; golf club set. Additional games may be included, number of actual games and sporting equipment is at Sponsor's sole
discretion. (ARV) $10,000 each. Odds of winning: 1:4,567,651. Second: (2000) Coupon redeemable for 1 bag of Trolli Gummi candy ARV up to $1.00 each. Odds of winning: 1:6,852. Total (ARV) of all prizes $48,500. Approximately 13,702,953 specially marked packages will be distributed. CONDITIONS ON PRIZES. If
Grand or First Prize is won by a minor, Grand and First Prize will be awarded to parent/legal guardian of winner on winner's behalf Grand and First Prize winner (or if a minor, winner's uarm'“'eqalguarmar] will De required to execute and return an Affidavit of Eligibility, a Liability Refease, and a Fu:—ilzm Release, where legal
within 14 days of notification. Failure to do so within the allotted time may result in disqualification and prize forfeiture. All additional costs associated with accepting/claiming/using the Grand or First Prize are solely the responsibility of the Grand or First Prize winner or his/her parent/legal guardian. First Prizes will be
awarded by mail aﬁﬂ'ﬂnma:ely 8-10 weeks after verification. Unclaimed prizes will not be awarded. VERIFICATION. All game | :Ji-:::es HE subject to verification. Game pieces are void and will be rejected if not obtained through authorized, legitimate channels or if any part is ill r;(]':]r muti a'r-* altered, cou rrr‘*rfﬂj
tampered with In armay or if materials contain printing, production, typographical, mechanical or other errors. If because of error (or for any other reason) there are more prize claims in any prize categor .rT"uaﬂ prizes offered in such category as stated in these Official Rules, a random drawing will be held from among all
embw.amams in such category to award only the number of prizes for such category as stated in these Official Rules. In no even *.-...' *rc' than the statea number of prizes be made available to be won. Any attempt to defraud Nabisco or the official judging agency in any way will be D"J*ECLL,,G to the fullest extent h
ilaw and person or persons attempting same will be disqualified and ineligible for prizes. ELIGIBILITY. The following categories of persons are not eligible fo participate or win: employees of Nabisco, Inc ”T Networks, their advertising and promotion agencies Gage Marketing Group »,:m,[;pm parent *r“r”‘m-\

affiliates, retailers, subsidiaries, sales representatives or distributors and r=Ler'*:;‘: who are members :f “-_= ymediate family (parents, children, siblings, spouse) or who reside in the :.a“* housenold (whether refated or not) as persons in any of the above categor '*:“ COHDITIUHS {]F PAHTIEIP#TIUH ne is subject fo a
applicable federal and state laws and regulations. By participating, :']-* cipants agree 10 abide by and be bound by the Official Rules and all decisions of the judges which are nd binding in all respects. Submission of game materials including but not limited to prize claims is the sole responsibl -'_.
Sponsor and its agencies are not respansible for late, lost, misdirected, damaged, iflegible, delayed, destroyed, incomplete or postage due mail, requests of prize claims. Al -:_Jd"rc mv 12 :- submitted become the sole property of the Sponsor and will not be '.; prize $ Its,*“'rf" Or cast equivalent for prizes
r:’:E:‘ a sole discretion of Sponsor due fo prize unavailability for any reason, and only then for prize of equal value. Taxes on prizes are solely the responsibilify of winners. Winning game pieces and/or prizes may not be assigned or transferred prior to award. In the event of non-compliance with the requirements set forth in
mw Official Rules, prize may be forfeited. If prize or prize notification is retumed as undeliverable, prize will be forfeited. Limit 1 "-'rz# per individual, family or h{:dsr-rucn RELEASES. By accepting prize, winner (and if winner is a minor, winner's parent or Fua quardian) releases Nabisco, Gage Marketing Group, MTV

Networks, their parent companies, affiliates, subsidiaries, advertising and promotion agencies and their respective directors, officers, employees and agents, from any and all liability, loss or damage incurred with respect to all aspects of the game and the awarding, receipt ::?i. ession, acceplance, use or misuse of prizes. By
a:cemmg prize, each winner agrees o the Sponsor’s use of winner's name, photograph, videotape, and likeness for advertising or publicity purposes and 1o the use of statements made by or atiributed fo the winner relati rg1 wn“ Inc. or this Game and grants to Sponsor any and all rights 1o said use, without further
compensation or notice, except where prohibited by law. WINNERS LIST / OFFICIAL RULES. For a list of major prize winners, send a seli-addressed, stamped envelope by December 28, 2001 fo Nickelodeon GAS Takes Over Your Garage- '.*v nner’s List, PO. Box 8642 !.'ar-'i“ n, MN 55593-8842. For Official Rules
send a self-addressed, stamped envelope by December 28, 2001 fo Nickelodeon GAS Takes Over Your Garage - Official Rules, PO. Box 8842R, Maple Plain, MN 55593-8842. Sponsor: Nabisco, Inc., 100 D*F.Jresr Avenue, East Hanover, New Jersey 07936. © 2001 Viacom International Inc. All Rights Reserved

Nickelodeon, GAS Games and Sports for Kids and all related titles and logos are frademarks of Viacom International Inc @ 2001 Nabisco. Inc. TRGAS 0701



Have Tony's skills in the palm

of your hand with 3D action on
your Game Boy® Advance
handheld system.

:

" Rip it up on
Nintendo® 64
with Tony's
Park Editor
and
Create-A-Skater
features.

The sequel is here on
Nintendo® 64 with more riders,
nhew levels and crazy new tricks!

Vicarious @Q ~

e 2 Visions ™

OF FEALLYY

© 1999-2001 Activision, Inc. and its affiliates. All rights reserved. Published and Distributed by Activision, Inc. and its affiliates. Activision is a registered trademark and Tony Hawk's Pro Skater
and Pro Skater are trademarks of Activision, Inc. and its affiliates, Tony Hawk is a trademark of Tony Hawk. Nintendo and Nintendo 64, are trademarks of Nintendo of America Inc. © 1996
Nintendo of America Inc. Game Boy Advance is a trademark of Nintendo. © 2001 Nintendo.
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Hawk returns. And he’s going bigger than
ever on Nintendo® 64 and Game Boy® Advance.
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FS SO-SO + FS§ NOSEGRIND +
RAILDR + HANG TEN
J083 X4

New Game Boy” Advance graphics
makes this the ultimate handheld

in and pull off insane combos and
skating game.

signature moves.

Nintendo® 64:

Full 3D environments for you to skate

Skate as the legendary Tony Hawk or
one of 12 other top pro skaters.

Nintendo® 64 September 2001

™.
h! ﬁ_t‘

= . L\r .

Skate like one of 13 top pros including

the legendary Tony Hawk or create
your own custom skater.

Skate head-to-head with your friends
in sick new multi-player modes
including Trick Attack, Graffiti, HORSE
and the newest addition Tag Mode.

Design your own mega park in
Real-Time 3D, using any combo
of ramps, funboxes, rails and more.

FEATURING SKATEBOARDING’S TOP PROS
BURNQUIST / CABALLERO / CAMPBELL / HAWK
GLIFBERG / KOSTON / LASEK / MULLEN / MUSKA

REYNOLDS / ROWLEY / STEAMER / J. THOMAS

INCLUDES HIP HOP AND PUNK SOUNDTRACK FEATURING:
RAGE AGAINST THE MACHINE NAUGHTY BY NATURE PAPA ROACH & MORE

Tvigon

/

(FPorTS FEVOLTTON)

activisionD2.com
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JOIN THE ADVENTURE RT:

4 Luaus fo play including Fend off enemies with an ES levels include casfles, caves,
VikHi riding Leo! arsenal of bows and arroLws. volcanoes and more!

2001 The 3DO Company. All Rights Reserved. 3D0, Portal Runner, and their respective logos, are trademarks and/or service marks of The 3D0 Company in the U.S. and other countries. “PlayStation™ and the “PS" Family logo are registered
trademarks of Sony Computer Entertainment Inc. Licensed by Nintendo. Nintendo, Game Boy, and Game Boy Color are trademarks of Nintendo of America Inc. © 1989, 1998 Nintendo of America Inc. All other trademarks belong to their
respective owners. PlayStation®2 computer entertainment system screen shots and features



- X Explore primordial Ianns uf [Imnsaurs raging
volcanoes. medieval castles spaceships,
aliens and more!

'x Exfreme gameplay inclues shoofing,
puzzle-solving, exploring and mulfi-player!

e

)( Baftle over 35 wicked creafures including

-

maniacal marfians and more!

carnivorous dinosaurs, fire-spewing dragons,

= R e

B
i FIE TR RN

e
. ) -
- ' o :lhﬁ. - ‘:

= BEIITIE Informer

Lured into the portal by e evnBiglrre Bleu...and lost in |
~ fime._VikKi G. and her ferocious sideKich Leo the Lion must
baltle rhruugn exunc worlds to find their mau home.

X 25 challenging levels in 5 fantasy-filled worlds
[Irem:nen In culur mlrn dliesome graphics! |

X 4 waus ru play - as VIHHI alone, with Leo af her side,
Vikki riding Len ur un tnE prmul_ as Leu hlmselfl

> Look out! s LeusFuru Mefer rises, he -4t 3
jecomes stronger and faster, buf also 4. g
more vuinerable. Only the proper srrategu '
il keep Leo at rne nghr level of Furu iR
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PRODUCTS RANGE FROM
RATING PENDING vO EVERYONE

Mild Animated Violence

CONTENT RATED BY

www.3do.com




Of Hedgehog’s
And Handhelds

Sonic the Hedgehog is celebrating 10
years of historic gameplay with some-
thing old and something new. Sonic
Adventure 2 headlines Dreamcast’s
farewell party (see our cover Pro-
Review)—while Sonic the Hedgehog
Advance heralds a new era in hand-
held gameplay.

In fact, when the smoke clears, the
hottest game system of the year may
.the Game Boy Ad-
vance! Even if the Xbox and Game-
Cube are here by the end of the year
(see ProNews), the GBA is available

turn out to be..

now in a store near you (or will be in
a few days). Plus, the GBA—with its
32-bit processor and large, color LCD
screen—propels the Game Boy ma-
chine up the evolutionary ladder...
while remaining backward compatible!
Take a look at our Game Boy Advance
special feature to see just what we're
talking about.

Moreover, the Game Boy Advance
s reviving | 6-bit classics that are so
old—theyre new. Gamers may have
forgotten how great Super Mario
Bros. 2, Pitfall: The Mayan Adventure,
and Earthworm |im were, but they're
back and even more impressive on
the GBA. The system’s launch lineup
also includes awesome games based
on | 6-bit hits that have been com-
pletely re-designed to show off the
Advance's muscle. F-Zero: Maximum
Velocity, Castlevania: Circle of the
Moon, Tony Hawk’s Pro Skater 2,
and even Super Dodge Ball Advance
are out to forever change your notion
of handheld gaming.

Sonic the Hedgehog isn't the only
long-distance runner in the video game
race: The Little-Handheld-That-Could
continues its own amazing trek. It has
outlived more powerful game systems
outdistanced its

like Sega’s Dreamcast:
big brother, the Nintendo 64: and is
maintaining its ground against the Play-

. Whos

to say that the GBA—the Game Boy
for the 2000s—won't fare as well

Station and the PlayStation 2

against the Xbox and GameCube’

The GamePros
San Francisco, CA
letters @ gamepro.com
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150=-10 = 150

| just recently received your 150th anniversary
issue [March]. | saw on pages 52 and 53 that you
made a creative two-page diagram showing all the
magazine covers you've ever published. This was a
very cool spread indeed, so |, for some reason,
began counting the issues on the two pages one
by one. When | got to the end, however, | was sur-
prised to find that I’d counted only 140 issues. If
this was your 150th issue, there would naturally be
150 issues on those two pages. | have counted again
and again. | am fairly good with math and so | don’t
think that | made a mistake 7 ~
in counting. Where are your %~
other 10 issues?
» Nick Caputo-
Springfield, OH

Nick, you stickler for detail,

you. Surely you peeped the
little note on the lower-left
side of page 52 that says,
“Note: Not all covers shown.” .
Those other |0 covers are special issues of GamePro
that we put out in the old days—stuff like Celebrity Video
Gaming, 16-Bit Video Gaming, The Adventures of GamePro
and other skeletons we don'’t like to exhibit. Thanks for
pouring salt on the re-opened wounds.

Cash-and-Carry

Your magazine rocks! But anyway, | have a ques-
tion: If you reply to a letter, do you send a copy of
your answer to the person? Or do they have to buy
the next few issues to find out if their letter got a
response?

» Aaron Borges—Portsmouth, Rl

Well, $5.99 just gave you the answer.

We Actually Liked
EGM's Joke, TOoO

| would just like to congratulate you guys on your
great work in getting so many new readers each
month! Between issues 150 and 151, you guys
went from more than “3.1 Million Readers” [March
cover] to more than “3.1 Trillion Readers” [April
cover]! Wow! Keep up the good work!

» Josh Holzer-Jefferson City, MO

Thanks. Ve went out and colonized other planets just
so we could boost our readership numbers past the
number of people on Earth. We split up the planets
with the other mags—GamePro took Mars and EGM
chose Neptune. Wait, it was
either that or Dr. Zombie,
our cover maestro, created
his own little April Fools
stunt and didn’t even tell
the staff that he was pulling
a fast one. Not sure which.

GameCube Booty!

I've been noticing strange choices by Nintendo.
Correct me if Pm wrong: GameCube games will run
on mini-discs—unlike PS2 and Xbox games, which
run on normal size discs so these two machines
can also play DVDs and music CDs. | think Nintendo’s
GameCube should be able to do the same as its
competitors, or even better. So why would you want
a machine that plays only GameCube games when
you could buy an Xbox or PS2 that does more? The
PS2 can even play old PlayStation games. | just
hope Nintendo doesn’t go the same way as Sega.

» Eben McCue-Gorham, ME

Let's get one thing clear: Nintendo sees itself as a video
game company. Sony and Microsoft see themselves as
interactive entertainment companies. Is it short-sighted
of Nintendo to make a machine that is not multifunctional
and which gives consumers less options, or is Nintendo
keeping its product pure by focusing on what it does
best! People will probably argue that one back and forth
for years. But here'’s one other reason Nintendo’s going
with custom discs: piracy—or lack of it. That’s the same
reason Nintendo went with a cartridge format for the
N64 while Sony and Sega used CDs; carts are much
harder to copy, and Nintendo has always been a big
target for thieves. So a custom-made, slightly-smaller
nonstandard format makes it more difficult for the no-
goodniks to rip off Mario.

Why did the Xbox go all broadband? | know Micro-
soft wants speed, but many people don’t have broad-
band-including me-which means no add-ons to
games and no online gaming. Why hype up online
gaming downloads if half the population won'’t be
able to use them? If the Dreamcast could use a
56K modem with four players on a console, then
why can’t the way, way, way more powerful Xbox?

» Louis Rossman-Staten Island, NY

If Microsoft doesn’t drag you kicking and screaming into
the future, Louis, Sony will: When the PS2 goes online,
it, too, will be broadband-only. GameCube will feature a
broadband adapter when it comes out as well. Hey, even
the Dreamcast is wired for the big, fat Internet pipes of
tomorrow, today. The thinking goes like this: Microsoft/
Sony/Nintendo/Sega says, “Broadband is the future. It's
just a matter of when. If it's coming, let’s be ready for it
and not be obsolete by the time our next-gen machines
come out. Let’s make some decent broadband content
so people will want to upgrade their connections that
much sooner.” Meanwhile, Joe Consumer says, “VWow,
look, the PS2 and Xbox and Dreamcast and GameCube
all use broadband connections...maybe there’s some-
thing to it! Maybe | should upgrade and be ready for
the future —today!”

WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM
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out of contests, and so do Florida and New York pretty
often. As a result of your inquiry, however, we checked

| was hoping you could put more Super Nintendo,
Genesis, and NES codes in your magazine, because
it would be cool to see all the codes | never knew
about. Maybe every month you could publish a
“classics” section that reveals secrets from the past.
» Tony LaTona—Rochester, NY

in with our lawyers (who scare us more than angry
Canadians), and the rules have been amended so the
rest of Canada can enter the contests. See! One letter
can make a difference. Meanwhile, we're sorry for

those other Canadians who can’t partake in the con-
tests. You'll have to be content with great beer, world-

Tempting as it is to make fun of your name, we'll give class hockey—and free health care.

you a straight answer instead: We actually have dipped
into the past and posted a whole boatload of classic

console codes on our Web site. Check out the cheats
section of gamepro.com, and you'll find tricks for
SNES, Genesis, Saturn, and many more consoles of

yore. Plus, our April and June issues do have a page or
two of Classic S.W.A.T.Pro.

Wwe're All Winners, Eh?

I'm a Canadian and a loyal GamePro since 1997,
though | bought my first ish of your mag in 1993.
I'd love to win one of your contests, but | can’t be-
cause I'm a Canadian resident not a U.S. resident.
Why aren’t you including us Canadians? Are you
racists or something? Just because we have maple
leaves in our blood doesn’t mean we’re different.
Our Canadian contests include your

| was looking back at old GamePro magazines last
night and came across your January 2000 issue. |

sorry red, white, and blue asses. was reading through it when | found the Editors’
Why can’t you let GamePros Choice Awards, so | re-read your predictions for
north of the border have a the future of gaming—and | perused Major Mike’s
chance to win something over prediction: He said that Sega wouldn’t disappear

totally but would become a third-party developer
for the PlayStation 2 and GameCube. How could he

in San Francisco, California, huh?
» Rage-Via Internet

Far be it from us to provoke an
angry Canuck. We have a theory
that the last time Americans got Canadians angry, they
sent Celine Dion our way. But, sometimes, GamePro
isn't the one that's imposing this restriction—it’s often a
law. If you're in Quebec, for instance, our contests are
not available because they’re not printed in both French
and English. Heck, some American states can’t share in
the booty, either: Alaska and Hawaii usually have to bow

» Rattrapt232-Via Internet

Because Major Mike has powers of prognostication that
exceed those of mere mortals. For what it’s worth, Air
Hendrix also predicted Sega’s shift to PlayStation 2 de-
velopment in that article. What can | say? GamePro
editors are seriously mental. Uncle Dust can bend
spoons with his mind. But Miss Spell can stop traffic.

Do you ever get a strange urge to communicate with the writers of GamePro!?

‘___.)“'r
S IEGLE A
e ® "_!_4“.. J-L

brobuzz @gamepro.com 2 A\

four-eyed_dragon@gamepro.com

uncle_dust@gamepro.com

major_mike@gamepro.com

danelektro@gamepro.com
airhendrix@gamepro.com
jakethesnake@gamepro.com
star_dingo@gamepro.com
tokyo_ drifter@gamepro.com

miss_spell@gamepro.com

For more letters,
go to gamepro.com!

Tell Us What You Think!
This is your magazine, so tell
us what you'd like to see in it.

We cannot publish all letters and
e-mail messages, and we cannot

send personal replies to all your
letters or e-mail (though we try).

GamePro magazine
Dear Editor
P. O. Box 193709

Send your letters to: San Francisco, CA 94119-3709
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know all of this more than a year before it happened?

CEOTED O <TUSRE Thes. Gamebs)
T ot o5 o ofy od oty stodr et sfyorh ety e (oot
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By A, '

John Vooys—Calgary, Alberta,

Nicholas Abrishancar-Duson, LA

Winners
Receive a
Free
GamePro
T-shirt!

Send Us Your Art!

GamePro magazine
Art Attack

P. O. Box 193709
San Francisco, CA 94119-3709

All art becomes the property of
GamePro magazine. Sorry, we
cannot return artwork.

WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM
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hat was

once lost

must now be

Deep beneath the surface lies the secret to the greatest
SR ] ._._gmystery known to mankind — the Lost Empire of Atlantis.
gfﬁmpark on a dangerous journey from the shores of Iceland 7f.“5

-

. & . to the center of the Tarth. In multiplayer mode,

navigate through a series of challenges far beneath the féf
ocean floor to find and save the ancient empire<.e.
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“In a single day and night of misfortune,
the island of Atlantis disappeared
into the depths of the sea.”

—Plato, 360 B.C.

. Compelling story=driven, flI‘St person |
actlon/adventure game full of unexpected | DR
twists _and game play variations | -

e e T = B k] e =T

. Battle "monsters and characters developed
exclusively by Mike Mlgnola, lead concept |
artist for the movie

. Compete online with up to 12 people
in 10 different Capture the ilag
and Tournament maps |
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. Incredible real=time 3=D graphics
rendered by LithTech™ game engine

. Engage y‘our foes in: relentless C Tt

multlpla.yer shlp-to-shlp combat
. and combat racing from the cockpit D SR LE N . R
_%_Of ethlC Atlantean vehicles %5ﬁﬁ?;ﬁ‘.....¢;§¢§l ;~iﬁ” i
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In stores May 15th.

Visuals, release dates and/or product names shown are of products in development and may be subject to change. ©Disney
LithTech is a trademark of LithTech, Inc.




YEE HAW! You Too Can Be An Independent,
Rugged, Macho-looking Dead Guy.




| recently rented The Bouncer for my PS2.
The back of the box says it's for one to two
players or one to four players with the PS2 Multi-

tap, but only my PS2 controller works with the
game. My other two analog controllers don'’t func-
tion with it. So why did Sony say that the PS2 is
backward compatible with PlayStation accessories?
My only guess as to why the original controllers
don’t work is the game uses the pressure-sensitive
function of the PS2 controller.

SMASH ADAMS O07—VIA INTERNET

The

Watch
Dog replies:
That'’s exactly
right, smart guy.
Page two of the
game’s manual
(you know, the
little book that
comes in the

PlayStation.2

R "iﬂ i P T e
- . . e
e o R
] G e

box) reads: bl
“Due to the )m
analog features o | I

of this game, sous TG

To get bouncy with Bouncer,

The Bouncer  youl need P52 Mulitaps.

does not sup-

port the original PlayStation digital controller or
the original Dual Shock analog controller. The
game is optimized for use with the analog func-
tions of the Dual Shock 2 controller.”

That’s fine, but the box itself should also state
this detail so consumers don’t buy the game think-
ing they can play a four-player game with their old
PlayStation controllers. Without a clear disclaimer
printed on the box, purchasers have no reason to
believe otherwise. While Sony did feel obliged to
state on the box that you need a PlayStation 2
Multitap (rather than a PlayStation Multitap) to
play with four players, the box doesn’t say you
need PS2 controllers. Yet a PS2 Multitap is only a
$35 investment, while three new Dual Shock 2
controllers (for four-player games) would cost
$105. Luckily for Smash Adams 007, he was only
renting the game —people who bought the game
may justifiably feel cheated. Sony should correct
its labeling, so consumers know what they’re buy-
ing and what they’ll need to buy for full use of

any game.

nothing’s worse than a rainy day during summer vacation.

GAMEPRO JULY 200l

Ahh, summer. Picnics, fireworks, swimming, PlayStation 2 questions. Yes,
a day without PlayStation 2 questions is like a day without sunshine, and

| recently bought InterAct’s DexDrive for
my PlayStation. Will it work with the 8 MB
PlayStation 2 memory cards? Or will | have to

buy a new DexDrive?
DAVE CALHOUN—YVIA INTERNET

The Watch
Dog answers:
No, the DexDrive
won't work with the
PS2 memory card.

Yes, InterAct now

has a similar product
for the PS2 called the

:I'he DexDrive doesn't make

SharkPort ($29.99). it to the nex generation.

Besides enabling you

to save games from your memory card to your
PC hard drive, it also gives you the option of
downloading GameShark codes to your memory
card, so you don’t have to enter them manually.

E | purchased InterAct’s GameShark 2 for
the PlayStation 2. Even though it comes
with a “Bonus Disc” that has a library of codes
for original PlayStation games, the GameShark 2
won'’t let me input new codes for my original
PlayStation (not PS2) games. | don’t want to buy

the GameShark 2 and the GameShark CDX.
Sony made the PS2 backward compatible for

good reason—the GameShark 2 should be back-
ward compatible as well.
MMANUELLE—VIA INTERNET

The InterAct Web site reads: “The Game-
Shark 2 is for PlayStation 2 titles only. The
Bonus Disc that came with the GameShark 2 will
allow you to use enhancement codes for select

[original] PlayStation games on your PlayStation 2.
The Bonus Disc is simply that, a bonus. If you wish

to use GameShark codes for [original PlayStation]
titles that are not provided on the Bonus Disc,
[you must purchase] the GameShark Lite or Game-
Shark CDX v3.4 (and higher). Both of these Game-
Shark versions allow the user to add new titles
and codes to the already enormous code library.”’

Every time | try to play a PS2 game that
has a blue underside, it doesn’t work. Al
my games and movies that have a silver underside
work. Do you know what the problem is?
DEMAULED—VIA INTERNET

A A Sony customer service rep replies:
“The discs with the blue bottoms are
CDs, and the ones with the silver bottoms are
DVDs. Have you tried cleaning the bottoms of
the CDs? Use a dry, lint-free cloth, such as the
small, circular ones sold at record stores. Do not
use a I-shirt or paper towel, which are abrasive
and may damage the CD. If that doesn’t work,
try using the auto-diagnosis feature. At the main
menu, press A to access Version Information. At
the Version Information screen, highlight Console,
then press A to access Options. Press X to tog-
gle on Diagnosis. If that doesn’t work, you should
send in your system for service at a Sony service
center (call Sony for the center nearest you). If
your 90-day warranty has expired, it will cost $110,
plus $9 for shipping. That will cover most parts
and labor. If it’s going to cost more, we'll call you
before doing the repair. Include a letter with your
name, address, phone number, and a description
of what’s wrong. Also include a check or money
order or a credit card number and expiration
date. Send by traceable mail, such as UPS or Fed-
eral Express. It will take |5 to 20 business days
once it’s assigned to a technician, and will be re-
turned to you with a new 90-day warranty.”

The Watch Dog adds: We've been receiving
many letters about similar problems with the
PlayStation 2. No matter what, as soon as you
think you have a problem with your PS2, call
Sony immediately (800/345-76669). You don’t
want your 90-day warranty to expire, then have
to shell out $119 for repairs.

A
s
;;r.+“w*-¢f-:ﬁ-"i'}3i

YOU MAKE THE CALL

Having problems with hardware or software
from Sony, Nintendo, or Sega! Here are /4
the customer service numbers to call:

Sony: 800/345-7669
Nintendo: 800/255-3700
Sega: 800/872-7342

WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM



Launch date slides a month for U.S.; still expected for holiday season
Mario giveth and Mario taketh away. Not long after surprising gamers with the news that the Game Boy Advance
DE I u YE D would ship a month early, Nintendo announced that its latest bid for console supremacy, the GameCube, would be

postponed from its initial October U.S. release date to November. The launch of the machine in Japan was pushed

from July to September 4. The GameCube is the third Nintendo console to suffer from a delay or

rescheduling: The Super NES debuted roughly six months late in 1990, while the Nin-

tendo 64 was held up for three months in Japan and about five months in the U.S.

The GameCube suffers a short
delay in Japan and the U.S.—

but Nintendo swears it’s for
the best.

when it launched in 1996.

In a statement, Nintendo of America said, “Nintendo’s priority has always been
to develop the highest quality hardware and software at affordable prices—we
will bring out only the very best, nothing less. This latest announcement out of
Japan regarding Nintendo’s GameCube simply confirms that we are on track for a
" U.S. launch this fall as we have previously stated. The system is scheduled to launch

in November, before the all-important holiday season. The Japanese launch date

NEWS BITS has been rescheduled for September to ensure that the GameCube will launch
e with sufficient quantities of both hardware and great software. We have already de-

Crazy Taxi livered over 600 GameCube development kits to outside developers, and many of these

Champ Crowned games will be ready for E3. We have high hopes for the show and are confident the games

Sega held the Sega Dream- ol . : _
will impress and astound attendees.” In a separate statement, Nintendo of America spokeswoman

cast Championships in early

. » 3 . » .
April, crowning St. Anne, IL, Perrin Kaplan said that the delay was due to the company’s negotiations over component prices.

college freshman Lindsay Gall as In an interview, Nintendo President Hiroshi Yamauchi stressed how important the machine’s showing

the best Crazy Taxi driver in the at the annual Electronic Entertainment Expo is for the company. As of this writing, Nintendo had not released

country. As the victor, she took an official list of GameCube software titles; this information, along with a retail price and a specific calendar release

home 315,000 (enough to buy her date, will be made known at E? in Los Angeles. For an updated, post-E° report with full details on the GameCube

own taxi—or maybe just pay for
AT launch plans, check www.gamepro.com.
some of her wuition) and a trip to

Jamaica. California’s Michael Pirring

won second place and $10,000, while
Roger Mogle, also from St. Anne, IL,

earned $5,000 in third. Finalists were
culled from Sega’s Mobile Assault Tour, In April issue’s ProNews, GamePro reported that Virtua Fighter 4 would be released for the PlayStation 2. That’s still

which toured the country from May to & true, but the game will have its arcade debut in Japan first. Built around the Naomi 2 coin-op hardware, the game

December last year. While there was some @ will mark creator Yu Suzuki’s return to the VF franchise after four years (during which he worked on some
controversy at the competition concerning w»

: game called Shenmue). The game will feature the return of popular characters such as Akira Yuki, Wolf
{ﬁ ~ Hawkfield, Kage-Maru, and Aoi Umenokouii, as well as both Pai and Lau Chan; new characters, including

unorthodox techniques some players used

to run up their scores, in the end, pure skill o : = ,
- . I an Asian monk, are on deck, too. These early screens look extremely promising. VWWe’ll have
prevailed. Congrats, Lindsay!

more information as it develops.

. R,,
. S
Ox "f i Game QSEGACR! 2001

PlayStation 2 owners will have a small Dino Crisis when

Jurassic Park: Survival hits the console system this fall from

Columbine: $5 Billion Lawsuit _ _ e :
Universal Interactive. Little is known about |PS other than its

Sega, Sony, Nintendo, GT Interactive, and
narrative, which should

id Software were among the 25 entertain-
ment companies named in a $5 billion mirror the events that

lawsuit brought by families of the victims occur in its big-screen

of the Columbine massacre. The suit, counterpart this July. You e 5 Lo
filed in April, names first-person di L

can check for more inffoin F ' g - Prehistoric pests take a

" L bite out of the PS2 with
Jurassic Park: Survival, the
latest video game adapta-
; . & 4 tion of the popular movie
KY, was dismissed last April. e 4 i} _ franchise.

shooters Doom, Quake, and Red- Sva
upcoming issues of GamePro.

neck Rampage. A similar lawsuit

filed after the violence in Paducah,
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e News
el”i”” L ABS Best-Selling Video Game Titles: e

InterAct SharkPort

MarCh 200 I reet...NBA Street...

Rating: 2.5 N e MATEORM  PUBLISHER NBA Street...Thanks to our
. : , \ B celebrity guests Wayne, Jonathan,

Like the DexDrive before it, the (Q/-)J | Pokémon Stadium 2 Nintendo 64 Nintendo _
: —..,, B T T A A“Gﬂ. and Kurt for Stopplng by—-—-—-

SharkPort enables you to transfer . g
irs Febueeh ot PC and PO - P RIS PO R 2 Onimusha: Warlords  PlayStation 2 Capcom we had a blast’ And now we have in-

Codde and Snlm
Tronsiar Kil

memory card/GameShark 2 via a criminating photographs, too. * With a

: Wk Youx P Moo 3 The Bouncer PlayStation 2 Square EA
SAm L T Ue perioficy as : O e e By Color intende . fanboy Air Hendrix is all excited—maybe
advertised—once. After a single suc- 5 The Sims oC B Sierra’s erstwhile B5 space shooter (which
cessful attempt at copying saves to a hard disk for backup looked just mind-blowing in alpha stages be-
and downloading fresh codes directly into a GameShark 2 : |
s 4 . 3 chemendon HAme By foor Nieldo fore it got canned) will live again.... * No,
(v 1.3 only), the Windows software freaked out and didn’t
_ ‘ : : there is no truth to the rumor that if you get
cooperate —even after a reboot/reinstall. The connection { Daexdovnte | .. Hecroncivts fis
process was clunky, the manual lacked troubleshooting tips, 8 Zone of the Enders  PlayStation 2 Lok dne U Enon you hes s Tos WbscHipean
and the P52 memory Card was COrrUptEd, £0O. A rEIiable ............................................................................................................... . for life. Of course, if you get a GamePro tattoo
version of this product would win our hearts forever. It's a 9 The Sims: House Party PC Electronic Arts anyway, send us a picture and we’ll work some-
great concept—so squash the bugs, InterAct!—Bad Hare _ thing out. * GameShowPro? Star Dingo’s audi-
|0 Triple Play Baseball PlayStation 2 EA Sports
Price= $29.95. COntact= lnterAct’ 4'0/785-3083, PR POy R R e s PR A LR S A LR A I A AP ORGSR N tiC}ﬂlﬂg for S[Jr\"'!‘V{]‘r: Dan Elektrois atlditi{:}niﬂg
www.gameshark.com Source: NPD TRSTS Video Games Tracking Service tor Rock & Roll jeopardy. Stay tuned. * Aki from

Final Fantasy: The Spirits Within was in Maxim.

Now we've seen everything, because let’s face
it, that's what Maxim shows. ¢ For that matter,

The Spirits Within is all computer-generated...

Rl
Erae lﬁ‘-rff

Open-source, closed but we got stills from the film on 35mm slides!?

INDREMA CANCELLE

doors. The Indrema When you join the 2Ist Century, Columbia

L600, the proposed

S iy Pictures, give us a call. * It's appropriate that
game console - - . | |
Microsoft will promote the Xbox this fall

based on the

: . through Taco Bell. Both companies use
Linux operating system,

_ . chips made at the last minute. Plus, the
will not come to be after all, as Indrema Corporation went

Xbox’s processor runs fast, while Taco

out of business on April 6. The company was unable to secure Phans for » Lintishasadopen-source game console were

sufficient funding to realize its ambitious plan. scrapped in April when Indrema went out of business. Bell gives you the runs fast. * Reason

The appeal of an open-source game system is the lack of royalties. Any talented programmer could make an Indrema #437 we like Tony Hawk: His humble

game without needing to buy an expensive development kit or official license, which is how console games are traditionally acceptance speech at the Blockbuster
created. “We really intended to avoid direct competition with Microsoft by taking a grassroots position, by empowering Awards, giving props to Neversoft
game players to become game developers,’ said Indrema founder John Gildred in an interview with CNET News. “But we and Activision. That, and his four-
couldn’t get that across to investors. The assumption was that no matter what we did, we were going to be positioned wheeled trip to the podium.
against Sony and Microsoft.” Speaking of which. .. THPS2

Gildred also revealed that almost 200 Indrema games were in development when the company closed shop, over 30 CBA  THPS? GBA

of which would likely have been ready for the machine’s launch later this year. A note on the corporate VVeb site states THPS?  GBA

sadly, “The revolution will continue without Indrema.”

HIDDEN CHARAGTERS

WHAT S UNCLE DUST GOT ...DR. ZOMBIE’S " HE'S sl WHEN DO THE
j \] FRESH WITH ANGELINA TRYING TO FIX N ( COING TO IS BANDAGES
JOLIE AT THE TOMB .. HIM NOW! SE FINE! /iS4 COME OFF?
RAIDER PREMIERE... 2O | N NGF L

7 i
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From tl'lc creators of Bloody
Roar® 1 and 2 comes Bloody

Roar® 3—the newest in the

ﬂ;‘ ». -_.'.'ia:'ll: E:_-rl:lnﬂ. L fary

0 “ "_“ ? L] .
REPLAY - W e e i .

critically acclaimed fif_fl'nting'

series. Un]cash tl‘lc bcast within..
transfurming’ into your animal o,
lite-form micl-fig‘]'lt for the
ltimate showdown. Fighting :
P T ey _ IR Battle it out as 14 fighters—each Experience brutal single-player and Tackle 12 gameplay modes in
has never looked this g'm)d—* with an alternate beast life-form multiplayer action, plus amazing 9 immersive 3-D environments,
or been this brutal. and special combo moves. special effects and animations (60 fps). featuring destructible walls and floors.

}-} . - Visit www.esrb.org
AcTIVisioN < | PlayStation.c | 457 | L

activision.com © 2001 HUDSON SOFT © EIGHTING 2001 All rights reserved. Published and distributed by Activision, Inc. and its affiliates under license. Activision is a registered trademark of Activision, Inc. and its affiliates. Licensed
for play on the PlayStation"2 computer entertainment systems with the NTSC U/C designation only. “PlayStation” and the “PS" Family logo are reqgistered trademarks of Sony Computer Entertainment Inc. The ratings
icon is a trademark of the Interactive Digital Software Association. All other trademarks and trade names are properties of their respective owners.
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Counter-Strike owns online gaming, and here the seasoned
GamePro cadre gives you some basic training so some camping
1ittle yO'll-knOW'—Wha't doesn't own yOU.. By The GamePro Guerrillas (no, not Gorillas)

General Tips

Your Teammates

Stick together! More people means
more chances for a team win—and
more wins means more money and
better weapons. With large teams,
split off with a buddy system and go
In pairs.

Get a teammate to crouch down so
you can jump on him to get to previ-
ously unattainable spots. This works
great for planting the bomb on crates,
where the enemy will need two peo-
ple to defuse it.

If you don’t know what to do on a
particular map, follow someone who
looks like they do. Besides, there’s
major strength in numbers.

Hostage Tricks

You don’t have to rescue hostages
for a payoff; just getting them to fol-
low you earns you a few extra bucks.

[:E:E-_h it
Da Bomb
As a terrorist, you don’t have to |
place the C4 directly on the target. 1 S )

You can place it nearby—as long as
you see the bomb icon flashing red
and green, you can plant the explo-
sive where you stand. Use that to
your advantage to put the bomb in R S
a tight spot, or in a place that forces | AL ngl:l
a player to face a wall or obstacle. Its  It’s cruel, but hostages can be used
also worth guarding the bomb site,  as decoys and even human shields.
which could mean dying in the result-  Terrorists may find it useful to get a
ing explosion—but you'll earn enough  hostage to follow them, then plant
money to replace your gear by win- them in the middle of a walkway or
ning the round. just around a corner. Trigger-happy
s CTs (counter-terrorists) will then
fire accidentally and lose money for
killing a hostage —at which point you
can sneak up from your hiding place
nearby and take them out.

i

g

Don’t plant the bomb if it looks like
the enemy will easily defuse it—such

as when they're running at you. Wait
until they're busy elsewhere or there’s
only a few left.

It's important to note that hostages
can’'t climb ladders, jump railings, or

GAMEPRO JULY 2001

overcome other things that player
characters can. Stick to ramps and
stairs, and don’t run at top speed

when on a rescue mission.

Cool Mods

Check out a free program called EZ
Scripts (www.planethalflife.com/
ezscripts). It enables you to build
custom config files so you can buy
your guns, ammo, and armor with a
single keystroke. It sure beats navi-
gating the purchasing menu!

- : MaiTE

Also, if you're really crafty, you can
create your own spray-paint logos.
Visit www.connect.to/deviln for

full instructions. Furthermore, you

can annoy enemy team members by
painting over any custom logos that
they've planted.

Surprise!

e a:

]
\

A simple, effective technique that many
people don’t use enough is distrac-
tion. Grenades are great for this—
throw one at a doorway to your left,
then run through the one on your
right. Charge! You'll often catch the
enemy off guard and take out several
in the confusion.

Flank the enemy. If their attention is
focused on one direction (like your
teammates), approach from another.
If you have a standoff with an enemy,
don’t run straight at them. Go around
another way and come up behind
them.

& H9 ¥ 5

You can shoot through doors and
some walls. Sometimes, a desperate
spray of fire through a door or a
curtain is all you need to pick off a
low-health enemy.

Flashlight Signals

Use the flashlight to exchange silent
messages with your teammates—
learn basic Morse code, or work out
your own system with your team-
mates (one flash is “stick together,”
two flashes is “you go first,” etc.).
Be warned that some servers don't
allow flashlights.
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Jump Higher

Jump then hit crouch in mid-air to
jump on top of crates and things you
can't normally reach.

Cut Corners

4 ey SRR (e L0
W T i b

. - JE

i

In SWAT-team lingo, “slice the pie.”
As you turn corners, always be aim-
ing at the area you're seeing for the
first time, so you're ready to shoot
if someone is there.

Weapon Tips

Uniform Trick

The French GIGN and Phoenix Con-
nexion character models look the
most alike. Use one and an enemy
may mistake you for a friend, giving
you a split-second advantage.

Better Aim

Crouch to improve your aim and to
sneak quietly into unknown territory.
But crouching can also make you an
easy target if you're spotted, so be
ready to bug out.

If you're venturing into uncertain ter-
ritory, like around a blind corner, jump
repeatedly as you move into the open.
This tactic makes it harder for camp-
ing snipers to take you out before
you get your bearings.

Whenever possible, try for head
shots. They can instantly kill oppo-
nents even if their health and/or

armor is full.

S

If you know where the enemy will be
waiting, but you have to cross that
area, use a smoke grenade. Beware:
smoke grenades can cause lag on
some servers, making players angry.

No Money?

T e R S
e b i’ 2 -

If you want an expensive weapon but
aren’t winning, don’t spend any money
for a couple games so you can save
up. Now’s a good time to charge.
Maybe you'll get lucky, kill an enemy,
and get their gun.

Flashbang

Don’t neglect the flashbang grenade.
It’s non-lethal, but its bright white

light can completely blind opponents,
giving you the chance to rush them.
It's especially effective near corners,
doorways, and small rooms.

Lighter weapons enable you to run

faster—so if you need to get some-

where in a hurry, wield the knife, then

~ switch to your primary weapon as
- you approach your destination.

Dual Pistols

Two pistols (Dual .40s for terrorists)
are a gambit, but pretty good when
you're delivering the bomb. They're
light, they pack a punch, and the
ammo is cheap—but they take for-
ever to reload. That’s part of what
makes them a calculated risk.

Pistol Power

If you lack the cash for a decent rifle
or shotgun, at the very least, upgrade
your pistol. Put what little money you
have to good use. The Night Hawk
(Desert Eagle in the mod version of
the game) is the most powerful gun
you can buy in the first round of a
new map.

If you're carrying an automatic weapon,
always keep it fully loaded—even if it
means reloading after firing a short
burst. There's nothing worse than

GAMEPRO JULY 200l

having an enemy lined up and pulling
the trigger to have only empty clicks
come from your weapon.

If you're in close quarters with an

enemy and you both have to reload,
quickly switch to the knife and start
stabbing him.

Sniper Rifles

& M0 +F e |
L

Use your sniper scope at mid zoom
to scan for targets. Then quickly go
to full zoom and line up a killer shot.

H

SMG (MP5)

The SMG (MP5Navy in the mod
version of the game) is the best all-
around gun for the money—accu-
rate and fast shooting. Use it when
you're low on funds.

The pump shotgun is more powerful
than the auto shotgun, but it takes
time to reload. Use it when you
know you'll get the first shot at
close range —it’s usually deadly.

Pistol Burst-Fire
To make the USP pistol more effec-

tive, switch it to burst fire for three-
shot bursts.
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Although it isn’t one of Counter-Strike’s most played maps,
747 is ideal for players who crave close-in, claustrophobic
combat. The plane itself has two passenger decks, a cargo
hold, and a narrow air vent that leads from the top deck
to the floor underneath it. The most effective weapons
here are those best suited for close-in firefights, such as
SMGs, high-caliber pistols, and the shotguns.

Although the plane’s narrow passages make for quick
firefights, it's easy for any hostages who are following you
to get “stuck” in doorways and on passenger seats—so
frequently check to make sure they're still tailing you as
you run for a rescue zone.

Of course, the passenger seats are practically an invita-
tion for gamers who like to camp.... One final note about
747: Although the curtains make a squeaking noise as if
you were opening a solid door, the only thing they block
is your view—not gunfire. '

You’ve probably noticed a small, breakable grate near
the floor by the passageway that leads between the sec-
ond (main) level and the cargo bay (A). This isn't just
fancy map design, but a nice position from which to nail
any enemy forces or lob grenades to clear out anyone
who may be waiting ahead of you (B). However, use caution
when scooting grenades through the narrow slot—if you
miss, the grenade will bounce right back at you.

747 is one map where sticking together isn’t always
a good idea. If you do, make sure that you and your col-
leagues aren’t standing in the same aisle of the plane; that
way, you don’t run the risk of a mw of teammates getting
mowed down by a single enemy

As previously mentioned, hostages can be used as
shields, and this weighs heavily in the terrorists’ favor
here. As a terrorist, at the mission start, move the hostage
on the top floor of the plane into the cockpit to slow any
CTs who may try to enter that way (C). You should also
have any hostages that you encounter follow you around.
With the plane’s narrow passages, it's more difficult for
CTs to sneak up and take you out from behind. Of course,
stay. away frem the hostage rescue zones when moving

captives—you don’t want to do the CTs work for them.

PROSTRATEGY GUIDE

ostage-Rescue

HALF-LIFE:

COUNTER-STRIKE

Map: 747

By Major Mike

i s

Gutsy terrorists who start near the terminal that leads
to the plane can cause CTs a lot of trouble by storming
through the waiting area to the ledge above the cockpit
of the plane. You can also find an alternate route to the
balcony that overlooks the 747. Outside of the plane is
a hostage rescue zone located in a small recess behind
some crates (D). You can climb the pipe in the corner to
the ledge that overlooks the plane.

Counter-terrorist forces can enter the plane at three
places: through the terminal, through the cockpit (E), or
through the open cargo bay at the belly of the plane. If
you enter directly through the terminal, chances are high
of encountering terrorist forces, so you're probably bet-
ter off heading to the balcony that overlooks the cockpit
of the plane, where you have two entry points—the
cockpit and the roof of the terminal.

If you enter via the cockpit, shoot out the glass before
you jump down. Once you're inside, avoid the stairs and
head to the rear of the passenger section. Look for a
grate in the floor (F), break it, and then climb below and
head down the shaft, which leads to the rear of the plane.
When moving down the shaft, travel backward with your
weapon aimed toward the ladder because that's the only
entrance.

Entering the terminal through the small grate in its
ceiling is riskier than the cockpit entry because it’s dark
and a prime spot for a terrorist ambush (G). As a counter-
terrorist, it’s more effective to shoot the small grate out
from a distance to create a diversion while you enter the
plane somewhere else.

You can rescue five hostages from the 747. One is on
the third level of the plane to the rear of the cockpit;
two approximately halfway through the second level; and
two more are at the rear of the plane on the second
level. While it’s a long distance from the back end of the
plane to an exit, you can “create” an emergency (H) route
by shooting the grate located in the last compartment
with passenger seats—just shoot or slash the seats over
the grate.

H
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HALF-LIFE: COUNTER-STRIKE
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r @ = counter-terrorist start

i

= terrorist start
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Aztec is a straightforward bomb map with one main bottle-
neck: a three-way intersection (A). Terrorists have to look
both ways as CTs generally lob grenades through the doors
to the left or, if they move fast, can sneak through the right
doorway. Always expect a flank attack. From the terror-
ist’s view, this is a great place for the grenade-diversion
technique —throw it one way, run the other.

You can avoid the intersection altogether by running on
the lower level (B). This will take you under the netting
bridge, so be wary of enemies above (or jumping down).
Also, watch the water—it’s audible, so you may want to
stick to the banks. The white ramp back up from this area
leads to the first of the two bomb sites. The site itself is
rather exposed (C); be ready for enemies positioned
above and behind this ramp (as you come up, you're easy
picking for a talented sniper waiting on the far balcony)
and through the wooden doors. You can't really hide the
bomb, though you can tuck it into the corner so the
CTs have to turn their back to defuse it.

The second bomb site (D) is a bit further away, but it's
worth the trip. The two large blocks provide cover for
terrorists who want to protect the planted bomb (or for

grenades. Chucking them from one doorway to the other

Manps:

CTs who want to lie in wait). The larger block corner is
also positioned in such a way that you can drop the C4
deep into a crevice, forcing CTs to face the wall and stand
in a corner to defuse it. That gives you the upper hand, as

long as you don’t mind shooting your enemies in the back.
Note to CTs: Work in pairs (E).

The fastest route to the second site is over the netting
bridge (F), assuming you're not greeted by the gunfire of
counter-terrorist forces along the way. One important
detail about that bridge: Things fall through it, such as

doesn’t work.

Counter-terrorists can use many of those same danger
zones to their advantage, especially the swarm-and-flank
technique at the intersection. However, be wary of ter-
rorist snipers hanging back from that point. Also, at both
bomb sites, the terrorists either have the drop on you or
will be lying in wait to protect the bomb once it’s been
planted, so you might want to clear out the area with a
grenade before storming in (G).

il
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HALF-LIFE: COUNTER-STRIKE

One of the most evenly balanced and tightly designed maps, Dust makes for
intense firefights that will leave your hands trembling and your fingers aching.

What makes this map so cool are the many routes the terrorists can take.
Though there are only two ways to go from their base ——under the bridge
(A) or into the T-shaped corridor (B)—the corridor splits into three paths.
Whether you go bridge or corridor, at least one person should cover the
other route.

If you go the bridge route, a Krieg 552 Kommando (SG552 in the mod
version) is a great rifle to have so you can plink CTs covering from the ledge.
Stay to the left of the tunnel so you can hide behind the crates. As soon as
you emerge on the other side of the
bridge, expect CTs to be firing down
on you from the front and back, espe-
cially when you get to the top of the
ramp (C). Turn right through the gate
(D) toward Bomb Site B (E). You might
want to turn right again and take the
roundabout way to the bomb site (F)
to avoid getting shot from behind.

If you go the corridor route, move fast so you get there before the CTs—
you don't want them blocking the T intersection. A shotgun is ‘good for the

tight confines, A good tactic is to turn left in the corridor and rush with the '
bomb carrier to Bomb Site A (G). Or turn right in the corridor to take out

any CTs waiting to ambush your guys coming out from under the bridge (H).

The corridor is a great spot to use a grenade diversion. If you rush to the
middle corridor (I), you'll sometimes catch the CTs off guard.
~ For the CTs, it’s vital to cover both the corridor and the bridge. A great
spot to do both at the same time is on the bridge (H). In fact, this spot is the
~ lynchpin to the CT defense —the terrorists must pass by you to get to either
- bomb site. Another good strategy is to rush in the corridor with several
_ people so you can control the T intersection (B), bamng the terrorlsts from
~ three of their four bomb routes. Again, make sure someone is. covering the
~ bridge while you do this. Another good tactic is to quicl
A (G), preventing the terrorists from getttng there f' rst and gwing you a good
firing position down the corridor (])

?::._
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By Jake The “Silent
Sniper” Snake

s head to Bomb Site
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HALF-LIFE: COUNTER-STRIKE

Map: Siege“ ="
po g Dragon
Overcoming Siege as a CT is a humongous challenge.
Terrorists have the advantage —camping inside the base
behind a variety of objects like the trucks, crates, and
- pillars (A). Terrorists can
also easily snipe anyone com-
ing around the corner if

they stand right next to the
dumpster (B). The wall vent

ia above the truck is a great

¥ spot to sit (read: camp) and
snipe unsuspecting CTs rush-

ing to the stairwell, too (C).

Counter-terrorists must be super-aggressive if they're

going through the main entranceway. Have at least one

CT armed witha J
' @ sniper rifle; crouch
= counter-terrorist start | e right before the

turn into the
garage and put
on full scope;
then slowly side-
step to the left
and tag any ter-
rorists sniping in the distance (D). Move in as a team from
crate to crate—quickly fire and move to effectively take
out hiding enemies (E).

The alternate way into the compound is through the
sewers (F). For CTs, coordinate your offense with two
groups: one group outside the garage (G) and the other

: at the doorway to the
sewers (H). Move in at
aF the same time, chuck-
o | inga few smoke and
= .| flash grenades, and
you'll have controlled
chaos in your favor.

If the battle is out-
side, the fight can sway
toward the CTs’ advantage. Post a sniper on top of the
mound () and wait for terrorists to pop out of the entry-
way. The roof of the building is another great spot to
camp, but be careful of opponents sneaking along the
side of the building, onto the ladder, and up to the top
for a surprise attack (J).

For an alternate starting path for CTs, follow the under-
ground trail that starts under the bridge and leads to the
multileveled building (K). But be careful: The only way
up is the elevator, =g I — .
which makes a
lot of noise (L). ST
Terrorists can A i
perch on top of  [EEER 8
the elevator and
wait for some-
one to use it. {7

= terrorist start
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An off-beat adventure with challenging puzzles, clever | (

dialogue, shiver-me-timbering pirages. . . and monkeys. /
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Nintendo is releasing its first entirely

- new handheld system in over a decade,
‘so everyone is celebrating the revo-

lutionary new Game Boy Advance-

even Sega. GamePro has the goods

on all the launch titles, including _. "CAND UPDATED

reviews of must-have games! P QPP NFORMATION ONTHE

WWW.GAMEPRO.COM.

By Uncle Dust (with help from Major Mike, Dan Elektro, Atomic Dawg, Air Hendrix,
Bad Hare, and Star Dingo) - s _

AA..

FUN
FACTOR

, ¥ ®Developed and published by Nintendo GRAPHICS SOUND CONTROL

; -} EVERYON
] ®$34.99 m 4 players [

vV N
03 (with link E

B = Avai
. Available June cable) Esns

THE WEIRDEST AND most underrated of Mario’s
many surreal adventures makes its way to the GBA
with its distinctive charm intact—and then some.

THE EPIC BIVE AND TRAGCIC FALL OF KINE WARTY -
For those of you too young to remember Mario 2 for the NES, here’s a quick primer: g @ AAAAAAA
. A bloated frog named King Wart takes control of the world of dreams. You control AT
Mario, Luigi, Toad, and Princess— each with their own very distinct strengths and
weaknesses—as they run around seven worlds uprooting plants and hurling them at
enemies. Both the setting and the gardening-inspired gameplay are totally unique for ‘
the Mario series (or for any series for that matter), and the game boasts tons of PROTIP: Nail two enemies with the
secrets and a nicely balanced difficulty level. same hurled vegetable for a life-

. W extending, growth-inducing heart.
 THIY AV/HROOMA AAKE! AARIO /IAALLER

This GBA version features some nice graphical improvements—Ilike independently scrolling, multilayered
backgrounds, as well as new animations, sounds, and even speech—though its simple 8-bit roots are pretty
obvious. Even in its diminutive form, the game feels exactly the same as it always has, pros, cons, and all:

The Princess still hovers a little too loosely and Luigi still flails helplessly as he floats in the air; even the

el ] w Action

ey

timing on Toad’s potent veggie dead-lift generates waves of '80s déja vu. As a way-big bonus, the game
comes with an excellent version of Classic Mario Brothers, complete with a nifty four-player link-cable
battle mode. Mario Advance may not be the most impressive showcase for the GBA’s power, but it’s great
for a nostalgic trip, great for a road trip...hell,

SCORE

WORLD SCOREN
88 OlLO

{;‘ — 1 CdOE S €8 320

it’s just plain great. (77
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PROTIP: All the old tricks still work.
Bring a magic potion to this jarin
the potion, and go down the jar  PROTIP: Luigi can leap higher than anyone, reach- an invincibility star float up from the

once you're in the dark world. ing areas that no other character can. bottom of the screen.

GAMEPRO JULY 200I1 WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM




; # Developed by KCEK GRAPHICS SOUND  CONTROL  FACTOR

FORGET CASTLEVANIA'S % Published by Konami
® Action/

near-fatal 3D forays on the o, : SR
Nintendo 64. Circle resus- SR = | player
citates the series’ vital signs—
the mde-scmllmg 2D-gameplay engine, excellent controls, and massive
'c_astle to explore— for the finest handheld Castlevania adventure yet.

C€A/TLEVANIA C€OE/ FULL CIRCLE 5
Circle closely resembles the PlayStation’s famed Symphony of the Night, wn:h ﬁ‘
a nonlinear game structure, a host of power-ups, potent weapons, and lots of

real estate and play time. Tucked within the castle walls are several magic
cards that not only provoke thorough exploration, but once you've acquired
PROTIP: The boomerang is the best 2 card, you also learn new devastating attacks and battle techniques.

".‘W_h a-_-“.‘—‘.-r.h - '.._-l-“'t_'l- - ‘f_ﬂ‘th - ".:I-"H,b - ':'l-"url- .--. "._—-'n- -y

PROTIP: Combine the Jupiter card

Dracul d with the Serpent or Salamander cards
special weapon. Score one at the front The plot is standard Castlevania: Dracula is resurrected, and you—a member 4o ovoal these secret rooms.

of the castle by the closed gate. of the whip-wielding, vampire-hunting Belmont clan—must put him down. A
responsive, easy-to-learn control scheme speeds you through the
quest, and even advanced magic attacks are easy to pull off despite
some intricate directional-pad/button-press combinations.

HANDHELD AON/TER MA/H

It's a long, monster-filled journey to the finale, and Circle’s balance
of effective elements orchestrates a worthwhile quest. Set against
beautifully rendered 2D environments, the visuals convey a feeling PROTIP: If low on items, maximize

of dread, while the music is effective (Castlevania fans will notice ~ your Luck attribute so an enemy is
more likely to drop something useful.

several pieces from previous 'Vania titles). Circle of the Moon

PROTIP: The proper card/magic cmbo can make delivers everything one could possibly want in an action/adventure game. Drac is back, Castlevania is done
defeating otherwise daunting bosses easy. right, and Game Boy Advance owners should stake out a copy of this game before the next full moon. &)

THE BLINDING SPEED BY UNCLE DUST

of Nintendo’s futuristic ~ ® Developed and published by Nintendo

EVERYON

FUN
GRAPHICS SOUND CONTROL FACTOR

racing franchise, F-Zero, ’ "334.99 ® Racing '
: : ® Available June W 4 players
is captured perfectly in . (with link

F-Zero: Maximum Velocity for the Game Boy Advance. This brand new cable)

chapter brings back all of the things that made the SNES version

i'l =il II-'J BE":'T o

POWER POWN, PUBE

Featuring 20 fresh tracks, a fleet of pristine racing machines, and

new obstacles and traps—along with all the hurdles from the first

game —Maximum Velocity expertly packs the power of this series
into the GBA. In this challenging racer, you fly hovercrafts on nar- ;
row courses edged with electrified barriers that can damage your pgoﬂp_ For most courses, let up on

vehicle. The trick is to zoom past opponents and avoid obstacles ~ the accelerator as you drive over the
energy strips near the start. The extra sisls

power you get may save you later. PROTIP: In hairpin curves, turn late and bounce
‘ ol At | the back of your ship on the end of the turn barrier
while maintaining your ship’s power levels, which you can recharge to shoot off in the right direction with speed.

at the starting line. The frantic pace of the high-speed racers and
the constant flicker of electricity off your hovercraft make this
F-Zero one of the most intense racers around.

EAT AY /TATIC ELEETRICITY! '

W

i\',nf._g‘,_rl_-??':l!.':.t .- " = SOV *""“: and WEl"S (Wthh |S haf'd
to do in the narrow turns)

PROTIP: Watch carefully the racers . ,
you pass that aren’t among the lead- The graphics and sound should remind gamers of the SNES

ers: They don't drive logically and try  [-Z¢ero (which was much better than the N64 version).
to get in your way. Maximum Velocity may not seem flashy, but it’s a great
blend of speed and looks with sharp sprites, blazing 7 T
motion, and a cool, pulsating soundtrack. In a racer
this fast, you need solid controls, and while the
addition of the shoulder buttons helps, it's some- | #
times hard to be precise with the GBA's tiny hand- -'
held directional pad and buttons. Overall, however,
this F-Zero is every bit as good, if not better, than the
amazing SNES version—it’s a must-buy in the launch lineup. &,

T
7] i e 1

PROTIP: Don't drive over every speed
strip~sometimes they shoot you right ¥ 9 -
into hard-to-navigate turns. i .

E:
. &

)
&1
E

GAMEPRO JULY 2001 m WWW.GAMEPRO.COM LET"I'E




FUN
FACTOR

GRAPHICS SOUND CONTROL

o = Developed by Vicarious Visions
744 ] "W Published by Activision

Tony HAawk's PRO SKATER | a l$39.99 m Skateboarding

on the Game Boy Advance is Y
everything its Game Boy Color predeces-
sors were not: innovative, groundbreaking, stylish, and enjoyable.
Amid all the pretty 2D platformers, here’s a game that really sets out to pran_
push the GBA envelope from the get-go.

POCTRY IN AOTION P o o
Rather than pursue a 2D comé!?sion. Vicarious Visions and Activision have ' f gl
opted for a fully 3D environme_,nt_-that tiny Tony is actually 300 polygons. PONELES3 - £5.30-30 ~
- s The game runs at 60 frames per second and the characters run at 30, with 1040 X3
o & BS BOAROSL!DE + -
LML CYYCRRORLLEIRE  the animation frames coming straight from the PlayStation version. You'll be PROTIP: To open the secret gym on
: s23Wxaln. ' e - ; The 5chool Il, grind TC's rail on the
hard pressed not to be impressed at the visual depth, detail, and speed of Ehs i
Plﬂ'l‘ll': Uslng manuals to Ilnk trick THPS? o the Game Bot it = ¥y 100:.
runs is still the best way to earn massive 4 y
scores and extend combos to ridiculous Sound effects have been ported directly from the PlayStation version,
lengths. too, so Tony and his 12 pals look and sound just as you'd expect them

CORE JHLE A q to. Plus, the soundtrack is light years ahead of those of
158 e I | other handhelds, alternating between jazzy, funky, and

’P“..'.“__L crunchy loops that not only don’t annoy the player but

are actually enjoyable.

KINE OF THE h@AD In addition to levels like Skatestreet
The toughest part of THPS2 on the GBA is the perspective— and New York City, THPS2 features
the locked isometric view recalls Ataris classic skate game, the Warehouse from the first THPS.
720—and it will take a little getting used to. The simplified

controls respond very well once your brain becomes aligned to the angle of the six playfields.

e This review may sound too impressed too soon, yet Tony Hawk's Pro Skater 2 really feels like
PROTIP: Earn the Hangtime Gap bonuses in the Hangar major leap forward for handheld gaming. Here’s hoping other GBA titles challenge the 2D status

by jumping the half-pipe, airplane, and helicopter in the  qu© like this one does. &
same run.

BY UNCLE DUST

ATLus’s Surer DoDGE

- FUN
B " Ad : 1'%'-."_ f.] DE\"EIUPEd and published by Atlus | GRAPHICS SOUND CONTROL FACTOR
a vance delivers a fun, = 22 plhoers
addictive sports game to the S ® Available June (with link
/""'l cable)
sl ® Sports

GBA launch, placing the NES =&
classic in a potent portable package.

KEEP YOVR EYE ON THE 0ALL

Dodge Ball is a simple team sport with four players per team
facing off in adjoining squares. You also have three passers who
stand at the edge of your opponent’s square to help you. The
simple objective—hit your opponents with the ball until you
knock them out—belies a tremendous amount of variety and
strategy. Jumps, passes, dashes, and super throws provide the

PROTIP: When an opponent delivers _ _ |
an airborne super throw, continuously tap t€ams with plenty of weapons to use to hit each other. While

B to try and catch it before it hits you. on defense, you can either dodge the ball or try to catch your ‘ "a

kLT SRNG, opponents throw. Timing and split-second decisions PROTIP: Always throw the ball at an opponent
! e _ SR e | SR Tonsna e

— =—— m—— - —

are crucial, making this an intense showdown. standing in your square, they can't defend and you'll

get the rebound and another throw.
ALL OF THE FVUN,
NONE OF THE HEAD IN)VBIE/

Dodge Ball covers the basics in topnotch fashion. It has sharp
(and silly) character and background graphics with simple but
effective animations that help players keep their timing right on.
The soundtrack is nothing special, just basic handheld audio, while
~ the controls are pinpoint perfection, quickly leading gamers to
advanced competition with plenty of fakes and special moves.

~
PROTIP: For teams or players who M '9_

the ball, use your top and bottom passers on their Super Dodge Ball Advance is definitely at its best in link mode, PROTIP: A good way to land a dashing

side to throw at them. If they dodgo your ball, your i it - : super throw is to tap the left shoulder
other passer will catch it and get another throw. though there is enough variation and challenge in the single-player

button to turn your teammates into air-

game to make this one of the most fun and addictive handheld basne dasoss.

games out there. (7

GAMEPRO JULY 2001 WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM




“~ BY STAR DINGO
/J M‘ FUN
L A - : GRAPHICS SOUND  CONTROL  FACTOR

I e RS = Developed by Digital Eclipse

el ® Published by Ubi Soft
7;;' , '3 \ = $39.99 ® Action

’. ® Available June m | player

MAKE SURE YOU have a soft cushton lymg on yt:::ur ﬂoor-——cuz that's where your

- jaw’s gonna be after you turn on Rayrnan A ce. This port of the PlayStation classic is easily the most
~ beautiful looking game in the GBA iaunch Imeup,uim'th huge, colorful and astomshmgiy well-animated
i ';_5_5Characters and backgrounds. T . | |
. s - Rayman Advance boasts all the details that made the PlayStation version so freakin’
E'.'_:'_';jédehghtful-—rlght down to the splffy music, sound, ancf htde clusters of acrobatic mushrooms—

Z=Z5 but the game s still the same
solid- but—taa—straightforward
2D platformer of yesteryear:
Though the difficulty has been
% | tweaked, the overabundance of blind leaps
. gy L SR | gets old quick. Thankfully, the puppety,

g g | | femurless foreigner still controls as well as
B . AR always. Rayman Advance is pretty mucha
) J'*PlO'I'IPl Whenever vou. e . Tlng float. Must-have, if only to show off justhow
| -':hu, leap toward it. It might lead youto a pretty a GBA game can be. & o
- plaﬂormm I\Idden area. '

_;;:.:

I’IIO'I‘II" Dont trv to get all the cages in a
% level right away. Keep advancing, and you'll
B __Ii_ke_lv_ receive a power later that will aid you.

g

" BY BAD HARE

FUN
GRAPHICS SOUND CONTROL FACTOR

1 ®Developed by Spike
# Published by bam! Entertainment 3T

ad ®$39.99 m 4 players
(with link

i le jA?AN FIRE PRo WRESTLING is famed for its robust 2D engine YWY = Available June
. and comprehenswe roster of wrestlers based on (but not named after) real- - = Wrestling
1 life superstars. The American GBA
debut lives up to that legacy, so fans of the squared circle

will adore it.

What FPWV lacks in flash—in truth, the wrestlers
could use some more animation frames and the 7% iso-
metric view looks a bit old—it more than makes up for
in depth. Oodles of modes—tournaments, leagues, Battle
Royals, electrified steel-cage matches, and an audience-
approval showdown—ijoin four-player linked contests.

The amazing create-a-wrestler feature easily exceeds

PIIO'I'IP. To further weaken your opponent, : _ W P
throw in an elbow or leg drop while they're col-  MOst console titles: From appearance to specific moves, PROTIP: In Battle Royal matches, stay away

when two wrestlers are grappling. Conserve your

lapsed on the mat. your mini-grappler can be made to order. Sk ok | Bio finishl

That helps balance out the annoyingly repetitive music and masher-heavy controls. Nevertheless, fans
would be wise to cut Fire Pro Wrestling some slack in the name of depth. If you like old-school smackdowns, get in the ring! (3

e 0 0 e . BY AIR MENDRIX
_ - ' FUN
CONTROL FACTOR

] ®Developed by Pipe Dream Interactive GRAPHICS __ SOUND
\ ® Published by Majesco

. g ' m$39.99 ® Shooting
= 9 = Available June = | player

Epesky ahens have invaded Earth again, so it’s up to you to save the planet by anni-
fﬂatmg everythmg fmm a behmd-the -ship perspectwe While Ir:dlans 3D levels are an

because your own ship often blocks your view of
crucial parts of the action.

But that action comes packed with shooter good-
ness and simple controls that perform effectively. The

_ i 1 | colorful, detailed levels sport attractive scenery and a
: i wide array of enemies, while the audio performs de-
NG . cently with good music but lackluster weapon effects.
pmp- Over o Paciﬁc, wat:h e All ‘told, if you're looking foT‘ ?ome Flas.su: shoote. r _ s . MCALY, ——
~for these robotic water jets—their gey- 3CtON ON your new GBA, Iridion 3D will fit the bill PROTIP. If you're facing enemies who don't shoot batk, it's bet
SGI'S damage your craft. nicely without blowing you away. @ . : ter to miss a few than to take damage by chasing them and acci-

| dentally ramming them before your guns take them out.

GAMEPRO JULY 200I WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM




e BY BAD HARE

FUN
GRAPHICS SOUND CONTROL FACTOR

= ® Developed by Sonic Team

&1 m Published by Sega

g 5$39.99 ® 4 players
(with link
cable)

EVERYON!

CHu CHu Rocmsr

holds up well in lts
conversion from Dreamcast: te hand- - 3-;; -
held—so well, in fact, you hava tc w@nder if it _ .
wasn’t conceived as a portabie g‘ame ﬁrst In thls 2D puzzler four players

~ (computer and/or link-cabled humans) race to collect scurrying mice by placmg
arrows on the playfield, thereby dtrectlng the lil' rodents into your goal Ran- |
dom events, like all mice being. replaced by evnl cats or player targets suddenly
swapping, keep things hectlc. Chi.i alse has a puzzle mode for smgle players

| along with a level builder. =~ -

_PI;O‘I'IP: Concentrate more on catching The GBA handles t:he humblé g'raphtcs and Dssney-sweet music wnhout' N

- mice than avoiding cats. Clever arrow  peqiing a sweat, and the cantmlwwhﬂe less elegant than the Dreamcast’s— PROTIP: On puzzle 20, place the ar-

: placement during Mouse Mania can rows as shown. The harder levels al-
 more tharc make ok !or feline setbacks.  Will feel comfortable to Tetris vets. Linked battle maghe; means there's plenty._ L & metrical sohitions.
of gameplay fuel in Chu Chu Rﬂcket. @ i

® Available June

® Puzzle

THE GAME BOY - BY ATOMIC DAWG
Vv Pie FUN
Advance is digg;ng 7524 | " Developed by Shiny Entertainment GRAPHICS _ SOUND _ CONTROL _ FACTOR

i up the worm. Earth A\ i R Maiesu: Action/ €
worm j:m retains all the thumb-bustin’, B » Available June adventure
| out-of-this-world platform punch of the =~ . 3 g
classic SNES action/adventure game. As ground

grub in a super-suit, Jim rocks as he runs-and-guns after the bad bll‘d Psy—cmw "
across six outer-space worlds. The impressively goofy/cool audio effects and |
tunes ring amazingly true to the original’s. The cartoon visuals skillfully balance
silly and slick with extraterrestrial scenery, hilariously bizarre characters, and
PROTIP: In some areas, Jim boun:es_ - sharp animation when jlm uses his wormhead as a whip, a helicopter blade, and
around the scenery. You can use the other useful tools. However, designed for a full-size TV screen, the game's dark

bouncing to jump to high areas, or
Svoid & by holding B to tse Jim ; hell- colors require perfect lighting to truly showcase the smallish graphics. Patient

T . = . = : .
head move. ~ gamers will be rewarded with a handful of fun as Earthworm Jim remains the  PROTIP: Jim's gun can propel you
. L o worms (3 across the. streen but it recharges
P MIDWAY’s BY UNCLE DUST
Rumble franchise G, @il ™ Developed by Crawfish Interactive i M Rl

B = Published by Midway

e o =$39.99 ® Boxing
every console, so 1] = Available June | player
it makes sense

has appeared on

ROBOX RESE4» . | . VALENTINE

TR ==l that Round 2 is throwing punches for the GBA

T ' d launch. You can pick from |l boxers, from Afro Thunder and Angel Rivera to

- Michael Jackson and Shagq, as you play in Arcade, Championship, or Survival

§ modes that feature the fantasy-boxing stylings fans of the R2R series have come
- to love. The GBA controls offer enough flexibility to create impressive combos
_ and put up a protective defense. The graphics aren’t impressive, with good-
il f-_;_-i-looking 2D sprite versions of the boxers lumbering slowly around an awkwardly

PROTIP: Use combos that give you moving 3D ring, but the golden tones of Michael Buffer’s voice highlight the

letters (like Robox's hooks: simultane- .. - | This mediocre conversion is better than the last Game Boy effort, PROTIP: To play as Michael Jackson
ously tap -2, A or simultaneously tap [ _ : . _ in Arcade mode, tap €, €, =2, =, €,
>, B) to spell out “R-U-M-B-L-E" providing gamers with fairly short-lived button-mashing fun. (3 . then simultaneously tsb L R

PiTrALL: THE MAYAN
Adventure, originally a |6-bit hit for
Activision, holds up | 3% A
well as a handheld YL . .. adventure
conversion mostly because it was such
a high-quality game at the outset.
Pitfall Harry, star of the legendary Atari 2600 game, has spawned, and when
Dad goes mtssmg on a South Amerlcan EXPEdttIOH it's L to Harry Jr. to find

FUN
GRAPHICS SOUND CONTROL FACTOR

tricky. p,ess B to jump tovmd then -;;wasff?a_best—seller in its day for reasons that become evident 1mmediately after |8 P
A to catch it, then B agaln wﬂ d‘l’ yau p:r:k it up. Your Mayan Adventu re awaits.... (77 PROTI p: Boomerangs U iome back

you but only if you jump and catch them
upon return. Otherwise, they disappear.

GAMEPRO JULY 200i WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM




LAUNEH PARTY

BY UNCLE DUST

ty

) rr‘lu*- .
,f W Target release date: June

® Developed and published by Konami

Game Boy ADVANCE

KonAMiI's secoND ENTRY for the Game Boy Advance launch is Krazy
Racers, a cartoon-style kart racer that enables you to pick from a selection
of goofy looking, big-headed versions of characters from franchises like Castle-
vania and Metal Gear. The preview version had 16 tracks with myriad hazards—
like trees, rivers, and jumps—along
with power-ups like rockets and
turbo boosts to keep the action fast.
~ While it had a ways to go to catch
~ the upcoming Mario Kart Advance,
~ Konami Krazy Racers is a solid ef-
- fort with a head start. (7

BY UNCLE DUST

® Developed by Vision Works
® Published by Kemco
® Target release date: june

Game Bor ADVAMCE

HANDS-ON

KEMCO 1S BRINGING a
portable version of its popular
racing series to the GBA
with Top Gear GT Cham-
pionship. This street racer
will fill its garage with 22
authentic cars from the All
Japan Grand Touring Car Cir-
cuit to race on six of Japan’s
toughest tracks. The preview
version had sharp graphics
and surprisingly deep cus-
tomization options, but the
controls were sluggish. (7

GAMEPRO JULY 2001

Read on for a gameplay prevnew of the rest
of the Game Boy Advance launch lineup.

BY UNCLE DUST

‘A

5 f l"" d ®Developed and published by 3DO
;( ® Target release date: June Gase Bov Apvance

s — HANDS-ON

3DO’s MEGA-FRANCHISE
is attacking the GBA with
Army Men Advance, a stan-
dard 2D adventure game.
You play as either Sarge or
Vikki while continuing the
struggle against the Tan army.
The preview version showed
rather pretty graphics of both
the human and toy worlds, and the simple shoot-
em-up gameplay already delivered some fun. &

BY UNCLE DUST

= Developed and published by Kemco
f ® Target release date: June Game Boy Aovance

THE LooNEY TUNES gang
is also coming out for the GBA
launch with a party
game, Tweety and
the Magic Jewel.
1 Much like Mario Party, Tweety
will be a virtual board game
that should keep your thumbs
moving with a multitude of
mini-games. The graphics and
gameplay seem good enough
to keep party animals happy—
that is, until Mario Party makes
its handheld debut. 7

L ™

; ‘,1 - —ra Aﬂ ‘m“-i?‘i“‘. “1.‘-
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The following games are being pencﬂed in late to make the Game Boy Advance
launch—-but they include some cool franchises that should make a big splash.

P INOOEE: \WINE AT ADVENTURE

By 3DO | By Activision
3DO Is BRINGING its baseball franchise to the Game Boy Advance. THIS siLLY PLATFORMER should provide gamers with another unique
After a stellar PlayStation 2 version, this could be just the thing for baseball selection at launch. But there’s just one question: “Why does his head get

fans on the go. (77 so big?” [

- v 9 & » » » o W ™

Top 13[’

0
B ke ?o‘:.:‘ 3 e

out

BOAOERAAN[TOVRNAAENT . @w@ne

By Activision By THQ
ONE OF THE best multiplayer franchises is set to blow up at the GBA YET ANOTHER RACER charges up to the starting line for the GBA
Iaunch since Activision snagged the U.S. pubhshmg rights. (7 launch. Will it have the power to go the distance! (77

T T

101 ll.l‘loﬂj..ﬂﬁ{.l'hs Puwmz LAP.:2./ [ 101 AL1,0,0,:16x:a9a1 PUSIIION b LAY ]
; G— ¢ R

LIKE ITS PREDECESSORS, no Game Boy V Accident-prone! Protect your investment The Bumper also gives gamers with larger hands
Advance would be complete without a gaggle of ~ With the shock-resistant Bumper something to hold on to. Mad Catz is taking the

GBX from InterAct. concept one step further with its $10 metal-

and-PVC Roll Cage.
Check out your local store and future

gadgets. Rest assured, the major third-party
peripheral companies (not to mention
the minor ones) are pre-
V paring a ton of acces-
- sories to enhance your
handheld experience.
The one peripheral most
N\ gamers will immediately want is a light
of some sort: The Game Boy Advance
screen is nice and large but not as reflec-

installments of GamePro Labs to see what's
out there! @

¥ Nyko joins InterAct, Mad Catz, Nintendo,
and many other companies to provide GBA
peripherals and accessories.

tive as most players would like. With no
$ back light, your only option is an external

( SharkLight or Nykos GBA update of r.he
similar lamps will run you about $10.° =
f  All manner of rechargeable battery packs are plentlful too (from $ 10 to
-4 $25, depending on the extras and options), as well as third-party link cables
) and nifty carrying cases. InterAct’s Bumper GBX ($10) is particularly neat;
) <InterAct's SharkLight is just It Provides a rubber cushion on all sides, so if
one of several mini-lamps.  you drop your GBA, it has shock protection.

"ﬂl%fm'-ightThese and
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LAUNEH PARTY

Wlth over 20 Iaunchf—i;.tltles, gamers who get their hands on a Game
Boy Advance will have plenty of choice. But just to whet your appetite
even more, GamePro ¢ ecked out a couple of future tltles.

BY UNCLE DUST

SEGA’S LITTLE BLUE dynamo is
zooming his way to the Game Boy
Advance in Sonic the Hedgehog Ad-
vance. Using all of the power of the _
new handheld, Sonic should run at a blazing frame rate as he motors
like crazy collecting Chaos Emeralds, spinning through loops, and
even grinding on rails in this new 2D side-scroller,
reminiscent of the Genesis classics. .
This historic release will usher i m 2 new em |
for Sega, so expectations are h[gh“—“bUt when -
was the last time the Hedgehog let gamers '_
down! So get ready to put Sonic, Tails, and the
rest of the gang in your pocket when Sega un-
leashes Sonic the Hedgehog on Game Boy Ad-
vance gamers. {3

PR

'_*_i*" -"‘;"!,”‘rg*"; a"‘;q

¥y ey --_.“"r_jl*'r"r ¢ ¥V

BY UNCLE DUST

# Developed and published by Nintendo
® Target release date: Summer 2001

o - EVEN THOUGH NINTENDO'S main man
ff_ts maklng his debut at the launch with Super Marlo Advance the mighty

ok Moving at a smooth frame rate with sparklmg
[ORS. graphlcs this game should be everything you've
come to expect from the Mario Kart franchise —
except this time, you can take it with you. Linked
multiplayer gameplay for up to four people
(using either one or up to four cartridges)
will deliver some fun driving madness in ei-
ther race or battle mode. If you don’t have
three friends with link cables by the time
this game comes out, you'll be sorry. (3
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+ ANDVANCE

Still not interested? Thenieruse thls mammoth llst of
upcoming titles in development for the GBA. If you don’ t
find a game to like here, you |ust don t Ilke games.

. ACTIVIVION

_ SPIDER-MAN: MYSTERIO’'S MENACE (Fal 2001)  KLONOA (Te be deteﬂmned)
- X-MEN RE!GN OF THE APOCALYPSE (Fall 2001) NAMCO MUSEUM ADVANCE (To be determlned)

- "SHAUN PALMER’S PRO SNOWBOARDER (Fall 2001) ~ PAC MAN ADVANCE (To be determlned)
- MAT HOFFMAN’S PRO BMX (Fall 200 l) |

| -hOOM (To be determmed) s . | . .Iu"...

- STUART LITTLE (To be determmed) © NEWMETROID GAME (To be determined)
KURU KURU KURIN (To be determined)
'Q‘l E.'E.'I‘Ql.“!." NAPOLEON (To be cletermmed)
HOT POTATO! (june) x_ GOLDEN SUN (To be determined)
SPORTS ILLUSTRATEB Fon KlDS BASEBALL ___GAME BOY WARS ADVANCE (To be determined)
(September) - taa . '_;:.:3_;\:;__;'{1;5-;__f_i'_:.__’_.}ARIG LAND 4 (To be determined)
SPORTS ILLUSTRATED FOR Kms FOOTBALL ~ TACTICS OGRE (To be determined)
(September) | e
. POWERPUFF GIRLS: o JECA
~ MOJO jOjO’s TITANIC 'mKEQVER (September) PUYO PUYO (To be determined)
'DRIVEN (October) e
- ECKS VS. SEVER (November) . TPK AEPIACTIVE
DEXTER'S LABORATORY: LADY SIA (Summer 2001)
nee DEE DISASTER' (November)
| TEEA®
o !6.‘0‘ MONSTER RANCHER 3 (To be determined)
 FINAL FIGHT ONE (Juiy)
 MEGA MAN BATTLE NETWORK (July) TH@® s ' — el
SUPER STREET FiGHTER i (August) POWER RANGERS TIME FORCE (Summer 2001) Bt:trﬂesa:;Hg;so ek ey
gREATH OF FIRE ; (September) ROCKET POWER (Summer 2001)
STREET FiGHTER ALPHA 3 (Fall 200[) SPONGE BOB, SQUARE PANTS (Fall 2001)
. JIMMY NEUTRON, BOY GENIUS (Fall 2001)
iHESdERAMET ' DISNEY’S ATLANTIS: THE LOST EMPIRE
SUPERMAN (Fall 2001) | e 20)) v v Al |
STAR WARS EPISODE I: JEDI POWER BATTLES 5‘ ':‘ | ‘W‘*
(Fourth quarter 2001) |
KONAMI . TETRIS WORLD (Fourth quarter 2001)
ESPN X-GAMES SKATEBOARDING (Fall 2001)
ESPN CHAMPIONSHIP GOLF (Fall 2001) TITV?
CONTRA (WORKING TITLE) (2002) PLANET MONSTERS (September)
EUROSOCCER (September)
LECO® AEDIA PREHISTORIK MAN (October)
BIONICLE: TALES OF TOHUNGA (September) KAO THE KANGAROO 2 (November)
LEGO RACERS 2 (September)
LEGO ISLAND 2 (September) U'I JOFT |
;5 ’-'BQN}( (October) Dark Arena (Majesco)
QQ’E S EH . -BATMAN VENGEANCE (October)
. il . UNIVER/AL INTERAETIVE i SHEERRUT. o
DARK ARENA (Fourllt Q 2“])' . SPYRO THE DRAGON (WORKING TITLE) | :
harter (To be determined) MORE GAME BOY ADVANCE

CAESAR’S PALACE (Faﬂlﬂl) - - '_ | ANNOUNCEMENTS!

.
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WHEELER |

o e 1700 TR A

| Accidents will happen—and some of them are worth a lot of points. Climb into the

burly high-powered semi of your choice and barrel your way across the continent
while being smack-talked by rival truckers over your CB radio. Barricades, cars, vans,
and yes, even Smokey, are all yours for the smashin’. But keep your-eye on the clock,
| cuz there’s always another trucker who'd like t0 beat your tall to the loading deck.
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Real motocross racing with 20 pro
riders on 15 MX and SX tracks
Pull insane tricks in arenas
and wide open environments
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spectal reature VIDEO GAME MOVIES: TOMB RAIDER & FINAL FANTASY

Angelina Jolie straps on a pair of pistols and a British
accent to save humanity’s future—and the future of
movies based on video games. By Star Dingo

IDEO GAME MOVIES have come and
v video game movies have gone—and not a
single one has left a good taste in the mouths of
the critics, the public, or even the gamers for which
these films are supposedly made With Paramount's

Press Start

Descend into the vast stone chamber.
. . Do you see that column up on the
: cetllng attached to that rope? Cut
~ th ! the column swings
n, smashing the giant bowl that the giant
e-headed golden idol is holding. The ditch

L
B
»

Lara-ific Angelina Jolie and director Simon West discuss
Lara’s motivation for not packing a warmer outfit.

@ %?und that center platform : f lls wn:h

& sert the tallsman to uncover the first clue
I:G the finding the Clock of Ages.
N --*.Mm isn't a walkthrough. This is a

;J."‘.“'"..

: “In some ways,” says Jolie, “Lara Croﬂ
ider movie in London’s is a female James Bond for the new

ewc od Studios (James Bonds  millennium.” ..
cmem’atlc home base) and you've just wandered into what can be descrlbed
onlyas a hfe sized wdeo game level. Th|s one happens to re-creal;e the

fi rst blg-screen adventure The scope, shape, and scale of the chamber is

astonishing, and it seems to have been plucked straight from the mind of

a level designer at Core. Two minutes into your visit to the Tomb Raider
set, and already the future is looking bright.

A Tale of Two Plstols-;;é!i;_jj‘

The history of video game movies is riddled with train

wrecks and

fiascoes, so it was assumed that Tomb Raider would iﬁewtably go
the way of Street Fighter or Super Mario Brothers. But When BI"ItISh

director Simon West (Con
% Air) agreed to do a movie

based on the Tomb Raider

series, that R R
w:th a catch....
“It's a film | really, really

wanted to do,” says West,
“but the scripts were exactly

what you'd expect: an Indiana

i Jones mixed with Austin Powers Maybe pulling that sword out of the
< slot wasn't a good idea after all....

sort of thmg' an English character

WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM



.7 “in a turquoise top an

o AR

written by Americans, and Lara was all about the queen, red busses, phone boxes, and bobbies.”
Despite script problems, West thought the idea of a Tomb Rasder movie had potential, so he

“decided to take on the task of rewriting the screenplay himself instead of watchmg the project

. go down the well-worn road paved by films like Double Dragon and Mortal Kombat:Annihilation.
o In Tomb Raider, the film, we get to see a brand-new chapter of Lara’s life. The intrepid

relic hunter is at the center of a vast, supernatural conspfracy Every 5000 years, the

planets align and whoever holds the ancient Clock of Ages can use it to bring time to a
_....standstill. Lara teams up with another rugged adventurer named Alex Marrs (Daniel
‘Craig) to put a stop to the nefarious designs of a rival treasure-seeker named Powell
- (léiin GIen_) and the mysterious organization for which he works. The events in the film
o Lara from the historic temples of Angkor Wat to the frozen wastes of Siberia, and
I.Dch the crew across the globe as they filmed on location from Cambodia to Iceland.

Swﬂt Kick in the Shorts

Pmducer Lloyd Levm (Mystery Men) says that in order to stay true to the heart of the
"-:'a (and to avoid potentlally betraying fans), Paramount maintained a very close rela-
‘tionship with Core Design and Eidos throughout the filming process. “It was never

a matter of them coming to us and saying ‘you can’t do this,” says Levin. "It was

more us going to them and saying ‘What do you think of this?” And they were always
excnted about what we brought to them.” |
sParamount came up with the radical notion that Lara shouid no longer be clad
brown shorts, Core didn't fly off the handle like Levin expected—as it turns
out, Core was thinking the very same thing. After a long string of nearly identical games of waning
popularity, everyone knew that Lara needed to change (at least her clothes)...or die.

In addition to Lara’s expanded wardrobe, Tomb Raider will explore a story that has no direct ties
to those in the games. Of course, West has tried to maintain that delicate balance other video game

movies have failed to find between source material and interpretation. “A hundred million people .
play the game,” he says. “It would be stupid to annoy that Techno-geek Bryce (Noah Taylor) and Lara's butler,

many péaple by changlng stuff that didn’t need changing” :;"::;ie: Dwarf's Chris Barrie), help Ms. Croft lmravel

Jolie steps through a routine with her stunt coor-
dinator. Angelina’s attitude! “I'll try anything.”

_;1'-. "‘iq_'..
o

VoL
N
_rl'
'L
.

“ '* oﬁ“ng' ‘Raider Behind the Screens

Ofm B Id h 800 il _ o
A e coylgnare $ i 1 Change or dle. _'at's heen Core Design’s central philo:

= dollars and the best freakin’ script since - L s -

L T 2 ophy in deveh_ __f___f_g Lara’s next-gen console adwe_ntures
#1 The Godfather, and a Tomb Raider movie for the PIayStatmn }- XQox ind GameCube. H , the % _

1t:#:fmh::l still flop like a carpet-bound

CONTINUED p

: gal'nlng e *Perlﬂnces Wid% us‘ el

Simon West, director: “I wasn’t necessarﬂv a
fan of the game before ma.king this f’ Imr bu -

Kirk Petrucelli, production designer: “I’'m not very good
so I'd rather watch other people play. | love the scenery,
the spectacular wsuals, the games are all very cmematlc

| Angelina Jolie, Ms. Croft: “Pm terrible at the gl __
et kill her constantly. .p,and I love to. She makes the ]ié

sounds that I’ fond of”’ :

Wﬁu
it

for Lara's next-gan console adventures
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VIDEO GAME MOVIES: TOMB RAIDER & FINAL FANTASY

to save the day.

“ed Boiil e Sy
ry '.I_‘__I‘r n >
e :

a great role model

actress. And it's great having kids
wanting to know how long | can

Tomb Ra:der marks the flrst tlme hold my breath underwater.”
¢ Cambodia has opened its doors to

filmmakers since Lord Jim (1964). Game Over
. LN B

tools, talent, a':: d tender Iovmg
care that mark movie success

tion to finally pull video game
movies out ofthelr deep ditch.
Yet even if Lara should stum-
ble and fall, the fate of video
games on the big screen isn’t
sealed yet: This summer, in

| “When we go into the tombs,” says. the wise words of Yoda,
director Simon West, “we can change * “There is another...”” {7
| the rules completely.”

MORE VIDEO GAME MOVIES p

fmm tha fi Im.

| also bringing out two 12" Lar.
. Croft figures for around $24.99.
Concerned MSEIma!La fans

doesn't have to be

by seeing her owt 1
every time she walks into a
toy store.

goldfish without a believable Lara Croft. Enter Academy Award-winning actress Angelina Jolie

“She was my first and only choice,” says West, “| couldn’t think of anyone else who could
do it justice. Lara is gorgeous, with wit and brains and humor, and | needed an actress who
could do all that. Angelina is the only one who could do all that and not disappoint the
gamers.” Apparently, the feeling is mutual.

“Simon has an amazing imagination,” says Jolie, “l didn’t really want to do this film until |
met Simon. | thought it was going to be a bad idea” But looks, talent, and a spot-on
~Jl.e] fake British accent aren’t the only assets Jolie brings to the role. She also
o | does most of her stunts in the film. Movie Lara is as agile as
.| her video game counterpart, so Angelina—much to
Simon West’s frequent horror—has been leaping
through windows on bungie cords, jumping off
motorcycles, and swinging on beams through
ancient chambers. She even earned a pilot’s
license and underwent underwater training as
filming progressed Ya know just in case.

don’t have an |dent:ty anymare, johe says,
though she doesn’t seem to- mind. “Lara is
1. 1 d : t"l"eally care what
people are going to say about me as an

stories, so Lara Croft is in pos;_;_

ﬁ

RO JULY 2001

Bryce (Noah Taylor) takes a not-partlcularlv- |
deserved break.

:,‘J ‘s

Lara and Hillary take a moment to scoﬂe out the stars, because when the planets
align, all hell will break Ioom

“Evenrone wants to be Lara says Jolie, Lara confronts her father's old nemesis,

or haue her as their glﬂfriend " Manfred Powell (lain Glen).

WWW EPRO.COM



o v ieve 2 SEPRER. S i el L o D A ol Nt St Sl St S LR e o oI5 b S el G A P e e S e LGRSl R L e Ll T g Bl P R TN e s R T TSN e B R u'wr,ﬁﬂp Al B T o R o e Pl e ik A e e, L xﬂm w“ et e e T e s SO B B S et e Tl Tl B R U e et sl L L

“"“"iﬁnmi‘uﬁ% At L bt iaﬁ;ii;ﬂfm‘t 1 e 8

o
r
1

. . _.I._:'l.;' _'_,1, -'n.-- 4 1:“5. : sty
oo -_i.-..- SR *J' -‘I '3;1‘. .} qf}_i‘}._r‘;i

o L

LRt
LIS

1-. - i 1 ¥ T 1 1 - 4 L. - . b ¥ ] i
. N - ‘-::. . " i B i L L T o T i L s " o o) Sz L
] % k5 i ' % - 5 S e s iy : i
a b 7 ir - 5 -r,- # g~ 1 -if ¥ o J'r L W " " £ " g L] fod b o et W T ks W 70 T o ;
i ek = H.-=_l = - L 3 o L + ¥ . 5 = % 9 iy ! o a1 M b s, A
Yot = e iy & 08
- 4 ! X
b . i ¥ * - = J + % al J - - TR A LT % e i 1‘ ik :r e, o ..i
v . . =y bt iR 1 ¥ 2 ] . E
E N W i ‘_-‘ ety gk _1'.."'_: | s r :-' X [ N I : h 3
I-._: i L ?
-‘ .- it :, LY oy JH T Tk
T A q Xt = 3 g T L . i vl ¥ e i i
3 £ Tl . it e S yhl - £ 'h,_i ' T e ,
e ; f N i ra '} - F e Py A &
L A -":"_'!5’,._'_ = N s e o T i o Mg e = 5 % | -. 2 Wl i i I'-'I1II....E.I lﬂ'—r £t -\,*_. i L'ilt. Ii S
TEEET N -
g i 'f—
o g
ity B s . TSt )
{ dehar o = S M AR W Ry -
'L <" ’:,l%—r, W i B o bl g .nf‘l,-.: gy ¥
& s 1. & b L ok Iﬁ\_.
A 3 TR¥ L
H K ey

oL it = "‘-'”E ; .
AN %% s J;ﬁ,. nﬁ»‘% ,f,‘ﬁ _ e
g P i
- ¢ F > N"ﬁ?‘ .
i e e v § &ggm'%;v o ,ﬁ& 0 & . |
i i "'rli."l_"\'.':- ¥ i e aﬂ* l] lr-\-wg'
i g
et o .
AECh t e
ik 5. H -
:___."lu" :
Bt -L‘-_;Q:;E 1] %
= 1] o
4 - -l _. -
o N :l_‘ R - I||| ¥ O 3 !&‘
- " =, A W L | . - o' d : ) n - ‘__1 e _ !
qT . i ¢ W [l e . l’-dl A owf o T -I..q. & ! -"'.'. -._. N 1 B . ; '.'-1_ - il LR -i; ! = _.1 | ! A : “#. 1
" gl S P [ % T i J i F.l'; o g -4;.-*-___ s | _.._ & YT =¥ 4 : e P g L] ‘JI‘ _f..--‘_l. _-'_"l". ik
’ o Finy
»4 2] b ) I :"" =ik o _1'.r o N ’ rﬂr (WL b g e
. : P = ; - " - o
I » [ o £ R 1 L ) 1-“ }"T‘ -P-"d!"“"'-
‘ % i 4 TS i .;,5,.1 i :; £ Y % 35 UL TR e '*-13 -‘Eﬁ? ~ g m@' N
y $ e e A i gt o i _ | R e T ,,ﬁ R - # \ o - £
n T ! it ﬂ .&;—i , : “,‘.- R U " 1 = raba e R oot R e 1 N R : ! :
N i . ] o ot GG G 3 i o 5 Ty AL 3k, : Foy 5 Sla iy b+
.I I ;,L-r \:ﬁlﬂ 2 .. .: Y Ea W - , ) N I L E: % o "11‘-: mﬂﬁ.
o & 5 et L 5 - 2 s 3 i ¥ AL ' [ B aw b AT 5
e M S d_;—l ﬂ% 4 L}J[’J‘ ) BTyl 3 .‘#.4!"' : e B e g 1 N ::r : ! PR e Y e 3 & .__I.-_..*_
[ ] T .- r Iy a . I gl L f - o e [, & 4 ¢ b b
sde R bty S okl mntis i s b L (i e S0 N o Wt 2
_-:'__l_ Y LN Y ul ¥ .'L,,- & = o, -4 ! I-\_'I’J:ﬁfi- "Fr.-.“- X ¥ o
% 7 \ _§ ey -’l-_.«!' u.'.n-'ll“_‘“ e Qﬁz 1;,. Y T F,!‘%ﬁn; ko f“"’"‘"&: P e
par” L B L ; 2 ARG T R e R LN Ry I O TR e R A
i Sh Tt / ! ' 3 % par EnE 3 VRl AR ATl iy,
_-\.. Ly -..| ¥ e I*"f: -:u"-' .._Ih'\t _.__._:F-'I’:li__'_"' 5 ..._ _.I-.'_ﬂT -,;':‘"J;:r" R lﬂ_’; a1l §

Mg s aiaht 'ﬁa&}w J.;
oba T MR i %
2 = B3 ek LW !
Lol .."1?__1-.:-‘ "'}';":;1' - 4 '3 ﬁ:-‘? I H}r i
T él""' a Lk I"-."..-‘F_r "e'. 3 I |
E Walh S i R : ‘ B il 1y 8-k " ..'_1- J‘.&f H-J ;_—,_5
: T R A DR O SR ey ﬂgp'_ﬁ % ﬁ%‘é R oo
f o L w g T B s A d e ‘f" B At "_-f.-,x w5 *{E::‘fh i&%t.. § i ME«*. 2 TRY A8 W
Mdy! sein i T e e "' : : & i ¥ e £ B n* S o b N : -"..- 'l- _,t-‘:l}-?i-k?ﬂ- '!EF' -.'- "‘#‘h“y_ f-e.‘ll-"t, ".}’--*.,-' P T
I 3 . - L ¥ ' - e R e '-.'_ i s - ' Ky 5 -'!_, e, 28 - gl - 'l"‘- Tl lﬁ L .,! [l +' [ h 2 * =1 T ﬁ_,g‘_ % F L " -
vl . ’ £ AW S o _.__....-.: f o E N 1 :'-: ,"\.\‘ ’ " e ol T o '._-_: P o I__\"'.-_ 4 & J|'l.|: Iy I‘ -s*_ ‘jﬁ‘ j“:--‘L ’ & t"& ﬁh L{"hﬂ '. * 5 _\ L T e
3 : ek " 'y ¥ : . Ll B WA ;
3 " X o 'm. .p. i=f h“"-’?'t J"'!.'---' .:'{'?_
! b 7 8 f s 7 l"‘ ,. " % I":: s o ‘%t‘ Eﬂﬁ‘_ 'E é:gi gﬁi‘ ‘-u' é:; 1 “{;r -|.‘. -
» ."._ = L £ 1 : o ¥ ot 5 ol 'ﬁ?:l‘ .":T_'r & X ﬂ‘ !5“-3‘ ﬁ % é‘& "'l..'."l' |.- 'l" % "ct:.?n_-- N !},’;ﬁ -:':'.‘,f,-._.-_.:
o 3 \ SNt % o ; ﬁ;.«ﬁ_ At 34 s .
3 A e ol B A g S X -wu-" 4 -y § ”
i = T by L : o u.-‘i‘!a ‘”d' ?ﬁ‘

W B

; i b St
b A yhad e '
”i"ﬁ?}" M Y ‘35 ":ﬁﬁ- ”J"“'

o ,agR

13 r"!' ‘"E" =, i:‘"

.._-':'.-"- :.E i s .. ‘.‘_ . i _ .-.
37 N _gi;:ﬁ B 2 ‘ﬂ‘:- %‘?&“- }-f:: 3-?’? G BT

. o 3 o By, 403 e suf‘ = £ -.'Lw =
_:r_._.l L et ; X ﬁhﬁkﬁ% ifﬁ&w I|l|hl ?""-‘_;‘%_ % M&\.

{35’ FEASS #‘1;%-?{;:::::.:;.T’g;iﬁﬁy::k“ #ﬁﬁ"ﬁt
*@F@é h;ﬁgr«;g@{;ﬁ f&‘ﬁ@"”"‘iﬁﬁﬁ&
.q,’ﬂ ﬂg}ﬂg - @ﬂw REX
\ mi&*w.;n@@ﬁ = “‘i@?’*
: gz}'gi%«}ﬁx .,.r‘"_"

=3 *__'%‘: & 1 R 1 ] {.‘ a‘ 1, H
&“%‘:.P-‘#ﬂr '&j.ﬂ{_ M i,ﬁ.‘lh;“ ﬁ "l.

‘a:.t ga

‘w’é‘a

5 ; B '.' W I .f% T 4 o | 3
T T g e 5 * 3 e
.' - . -: .‘. . _l : :-:: e L 'g’.%. A I- gﬁ .
B vw..-.ngfﬁa_gm 4:;@ .L.,,,hm
. -"t‘i.nlﬁ-f‘; e a-‘,_\_ s, e = 1:4 J_._I

S

i,

SR %ﬁmﬁ
1§ .': .
N A

: ‘%‘ﬁ -wv¢ & *u-w

3 - *5% g
ﬁ}'i!__:_ﬂ : ;'."-."_.' it jil"_

P Bl 4,
G AR gy B i T

International Counter

- ﬁmﬁ“ Hperi o

n—#r

-H"r"t

n'l}

Wie o MBEE , 408
éﬁ**‘f—?«*ﬁ ?ﬁ;“%ﬁ‘ﬁr‘{ f:.‘-fth, _,_-._,:,%.ﬁ “g:uq‘ % % }ﬂ%—mw

_ii'Et

vy T L“".;

5 \'%BT ’ma E..i . ...n'q,. o
i e i) iEoTE Jﬁ- P
AT NS

i e ) @;5 ;"'Jm Py XY [kt
| ' h““*f*“ﬁ B #'H'!*";:Lﬂ N L0

*"‘%**ﬂ' ~ s #.5_#"

AW o O R W e w5
$3C0 31 taal ¢

ﬁﬁ‘;ﬂimﬁ@ﬁh-L
B 006 R
4%&%?‘#‘ f}’%ﬂ%

ey & A
‘ i%—-# Lo\

e
B i< 2o {?W‘ﬁ.,,, ‘Y
Eoh i < “’5‘% g
fourerigger are weqist




VIDEO GAME MOVIES: TOMB RAIDER & FINAL FANTASY

By Star Dingo

£° U'VE GLIMPSED THE faces, eyes hands-—-—m short, the computer-generated human beings barely distinguish-
| able fmm the real thing. You've “ooh-ed,” you've “ahh-ed,” you've sworn you'd be first in line. But a computer-
ganerated eye does not a good movie make. To be successful, a movie has to have a story, a heart. Luckily, with Final

Fantasy creator Hironobu Sakaguchi in the director’s chair of
Final Fantasy: The Spirits Within, theater goers shouldn’t end up
with anything less.

Beyond the Fantasy

The year is 2065. A meteor has crash-landed on Earth, unleashing
a host of invisible, soul-consuming alien parasites known as
Phantoms. The human race is in trouble. Enter Dr. Aki
Ross, a renegade scientist who ventures fmm the
g e o great Barrier Cities to salvage the last remaining
“Natural human facial expressions were the most difficult  Scraps of life from our _deadi planet. Aki (voiced by
aspect,” says Sakaguchi. “Our eyes are naturally critical of  Mulan’s Ming-Na) is infected by an alien spirit and
artificial movements since we observe real ones every day.” haunted by recurring nightmares of ancient alien
wars and strange, unearthly happenings. It's there, in her dream world, where she hopes to find the Iccatlﬁns
of eight spirits who could hold the key to humanity’s salvation. Assisting her is Captain Gray Edwards (vomed
Alec Baldwin), leader of a government-operated military squadron known as Deep Eyes; opposed is Genera
Hein (voiced by James Woods), a military official who has different plans for dealing with the Phantom menace._ff
All right, that all sounds spiffy enough—but Earth? In 2065 AD? Where are the Chocobos? Where are théf;;
Guardian Forces! Where’s Wedge, where’s Biggs, where are the Active Time Battles, Gunblades, and Ultima'?' -
Spells? What the hell does this have to do with Final Fantasy as we've played it? ~ Sakaguchi, “th ,_ffuses thg tagh . o
Answer: The Spirits Within isn’t a sequel to ;gfnkal wizardry .
any Final Fantasy game, just like no Final Fantasy ;ﬁ_ '
game is a sequel to any of the other games . -
The film is more of a spiritual successor. Yet . - e
Director Hironobu Sakaguchi ' — —
hopes to infuse the movie with
the same grand themes of love,
life, death, and spirituality that
have marked the games.

i

.“I' ve alwars wanted to u:raate
_a new form of entertainmaut,
- says creator/director Hiron

'I__I_

Doctors help nk; Ross struggle w:th the Phantom that
threatens her life.

Aki (voiced by Ming-Na) and Gray (voiced by Alec Baldwin)
search for life on an Earth devastated by soul-sucking aliens.

Barrier City: mankind'’s last line of defense against the Phantom menace. A member of the Deep Eyes squadron gears up for battle
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Beyond the Reality

The big question on everyone’s mind, which emerged |

even before the movie was barely a whisper of a rumor
of an idea, is why even bother? Why go through all

this effort to make photo-realistic digital humans
when real ones are in bountiful supply—and will

work for a lot less?
The answer lies in a little movie made back in
1986 called Aliens. Think about how cool Ripley’s

battle with the alien queen was, and how convinc-  Aki holds the key to humamty S salvat;on mside her-as well
ing that battle still looks today. Aliens was made as something a little more sinister.

with people and fancy-ass puppets. Filmmakers today, however, keep trying to mix real-live actors with
computer-generated (CG) images, a process akin to mixing oil and water; in fact, despite film's technological
advancements, that mixture still doesn’t look totally seamless. Aliens succeeds because
real-life people do blend seamlessly with real-life props. It stands to reason, then,
that CG characters would blend just as well with CG worlds.

Most of the roughly three-year production of Final Fantasy has taken place at
Square Pictures’ Honolulu-based digital backlot, where actors wearing motion-
capture suits mimed to the prerecorded voices of Ming-Na, Baldwin, VWoods and
the rest of the voice crew. After that, Square and Columbia’s aptly named hyper-

Real animation system created wireframe models of the actors’ movements,
then covered them with the most realistically designed skin textures and hair
ever to grace a polygonal form.
The layering process took a huge amount of time, detail, and care (not to
mention money) to master. In fact, because most of Final Fantasy’s development
time and money went into tweakmg the hyperReaI techmque the turnaround

notably smaller. . -_

Beyond the Mowe

So what does all this mean for the future of video game movies? How
about movies in general? Even if the Final Fantasy movie doesn’t succeed
on its own merits, the movie’s hyper-reality break-
through has opened up a million new paths for film-
makers to follow, from previously unfilmable sci-fi
™ | epics (Fight Club director David Fincher has an all-
- CGl version of Arthur C. Clarke’s Rendezvous with
Rama in the works) to fantasies with the surreal
scale of what you see in PS2 cut-scenes. So don't
- | be too surprised if you hear word of a computer-
generated Parasite Eve or Onimusha movie if The
Spirits Within busts out big time. Here’s hoping this
Final Fantasy doesn’t live up to its name. &

Ving Rhames voices Master Sergeant Ryan Whlttaker
Captain Edwards’ second-in-command

At the end of a difficult day, nothing beats scanning your friends
for alien viruses.

H
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They Just Keep
On Coming...

If Lara and Aki can’t save game
movies, maybe one of these
other video game flicks in de-
velopment can:

Duke Nukem: Aliens invade
Earth. Duke, presumably,
nukes ’em. Still in way-early
production, but The Rock
might be playing Duke.

The House of the Dead. Scary-
yet-hip movie about zombies,
with indie dork Mark Altman
attached.

Resident Evil: Hip-yet-scary flick
about the walking undead with
David Boreanaz (Buffy’s Angel)

and Milla Jovovich (The Fifth Ele-
ment) on board. Now filming!

Doom: Been in development
hell since, well, the first Doom
game came out. Todd McFar-
lane was once on board as con-
ceptual designer.

Crazy Taxi: The Donner Com-
pany (X-Men, Lethal Weapon)

will co-produce this action/
& comedy, which promises in-

sane stunts.

Parasite Eve: Optioned first by

Madonna, now it’s sitting there
in limbo, but a crappy Japanese
version exists.

Mortal Kombat 3: No script yet,
but that will probably take
about four minutes once they
train the right monkey.

alf-Life: Optioned, but we
know more about the end of
the world than we do about
this one.

Dragon’s Lair: Reportedly a
continuation of Don Bluth’s
animated laser disc-based epic,
on track for a 2002 release.

Soul Calibur: Directed by Hong
Kong martial arts superstar
and Jackie Chan chum, Sammo
Hung.

Wes Craven's American McGee's
Alice: Actually, the current work-
ing title is Dark Wonderland.
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CHOICE AWARDS 2000

EamePru held an electmn for
perfection; and the votes
‘are in. Take a Inuk at the
winners of the lDth Annual
_Readers’ Choice Awards for
the hest gaines uf 2000—
as chosen by You.
' By Dan Elektro and Iron Monkey %

o

Flghtmg Game st |
n = ,,-@,. i _. 1. Tekken Tag Tonrnament
Y e By Namco * PlayStatmn 1 Teen

| 2 Mawel vs. Capcom 2
By Capcom * Dreamcast * Teen

3. WWF SmackDown 2
By THQ + PlayStation * Teen

. Namco has the uncanny -ability-tq bring its fighters home with visuals
* E  and gameplay that match or surpass its arcade source material. Last
year, Soul Caltbur took th:s prfze. and thts year, itgoesto TTT.

Best | | E Best
Action Game mome————————_ § Shooting Game

o |, Dynasty Warriors 2 #gam 1. Silent Scope
S e e By Koei * PlayStation 2 * Teen ' By Konami PlayStatmn 2/Dreamcast *
| | Mature .

2. Armored Core 2 _:_; .
By Agetec * PlayStation 2 * Teen . 2. _Star Wars Episode I: Battle for Naboo

: By LucasArts * Nintendo 64 « Teen ..
3. Crash Bash =N - .

By Sony * PlayStation * Everyone 3. Ace Combat 3

By Namco « PlayStation * Everyone

“You and what army?” Answer: the ancient Chinese warlords of >  Silent Scope earned more votes than any other game in a single category,
Dynasty Warriors 2—the game that conquered this category. Of with a whopping 55 percent. Not bad for a game missing its signature

“ ~ course, there was still r@qm for giant robots and bandicoa::ts, too. o rifle peripheral. SILENT

B L""‘-?rﬂ‘“*'fi o i *‘%ﬂ“an’““}“a“*u‘tﬁ.r' C 0 mb at G am e i A "-"‘5‘1*' ’ﬁ*? ’i“'* -*-'E!H*'.*-"‘*.‘l‘.’{*?‘r"* :”*
. Pe-rfect Da.rk_

By Nintendo * Nintendo 64 * Mature

g Best
s Adventure Game

|. Shenmue ,
By Sega * Dreamcast * Teen '

Lt
i)

2. Syphon Filter 2
By 989 Studms * PlayStation * Mature

2. Resident Evil Code: Veronica
By Capcom * Dreamcast * Mature

3.': Spider-Man

3. The World Is Not Enough
| By__ Activision * PlayStation * Everyone

By EA Games * N64/PlayStation
Shenmue...worth the hype and the wait! Our readers thought so, as the Rare’s long-awaited follow-up to GoldenEy<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>