
Sequel Hell
is this the end of originality?

splinter cell, star fox, tony hawk 4, steel batallion, legend of zelda, colin mcrae 3, resident evil 0



2. Contents
3. News and release dates
5. Playtest: Animal Crossing
6. Preview: Zelda
8. Preview: Devil May Cry 2
9. Preview: DoA Volleyball
10. Review: Colin McRae Rally 3
12. Review: THPS4
14. Review: Kingdom Hearts
16. Review: Resident Evil Zero
18. Review: GTa Vice City
19: Review: Steel Batallion
20, Review: House of the Dead 3
21. Review: Red Faction 2
22: Review: Splinter Cell
24: Review: Phantom Crash
25: Review: Wave Bird
26: Review: Star Fox Adventures
28: Feature: Sequel Hell
30: DVD Review: Blade 2
31: Retro Review: Double Dragon 2
32: Next month

Everybody’s a critic, but in this case we actually
wanted people to be critical - and despite
overwhelmingly positive views on the first
issue of Gamestyle Offline we’ve also been
lucky enough to get some pointers and
suggestions from you guys on how we should
proceed with the 2nd issue.

The first, and most obvious change is the
image quality - previously we’d kept all
screenshots low resolution to save download
time, but due to the majority preferring to
wait the extra 5 minutes for the download if
they got high quality pictures, we’ve doubled
the resolution of them all, from front to back.

Elsewhere, we’ve given ourselves a more
generous deadline so that we’ve more time
to write the magazine and get everything right,
and hopefully you’ll see the difference. There’s
a few technical and cosmetic changes too,
but I’ll not bore you with those.

So, it’s December.  Christmas time, almost,
and you’re going to be putting the likes of
Pro Skater 4, Vice City and FIFA 2003 on
your lists for Santa any time now, if you’ve
not already done it.

We’re just wondering, though, as to whether
Santa’s getting as bored of sequels as we are
right now, and that’s the theme of issue 2.

With most publishers opting to keep piling
out the same old games with minor tweaks
on an annual basis now, is there really any
room for fresh ideas and innovation?  Has the
games industry collapsed around itself - is easy
money the only way out?

With that in mind, we review several big name
sequels across all formats in this very issue,
and you might well be surprised at what we
think of them...

Enjoy, and let us know what you think,
Alex, editor.
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News
Another round up of the month’s news for you lazy folk.

December’s top game releases:

Xbox

12/6 BMX XXX
Championship Manager
Medal of Honour: FL
Ghost Recon

12/13 Superman

12/20 Robocop

PlayStation 2

12/6 Automodellista
BMX XXX
Star Wars Bounty Hunter
Simpsons Skateboarding
The Getaway

12/13 Dynasty Warriors Tactics

12/20 Run Like Hell
Robocop

Gamecube

12/6 Ace Golf
Bomberman Generations
Medal of Honour: FL
Minority Report

GBA

12/6 Dave Mirra BMX 3
Worms Blast

12/13 Bubble Bobble: Old and New

Windows

12/6 Asheron’s Call 2
James Bond: Nightfire
Medal of Honour: Spearhead

PlayStation

12/13 Metal Slug X

SquareSoft and Enix to Merge.

Tuesday the 27th of November saw
excitement spread throughout the gaming
industry with the announcement that Square
and Enix (2 of the world’s most respected
RPG developers) would be joining forces to
form the imaginatively entitled Square-Enix
Inc.

Enix will be absorbing Square and as a result
Enix stockholders holders can expect a 1 for
1 trade on all shares they hold, while previous
stockholders for Square will receive .81 instead.
The new company will officially start trading
as of April the 1st just in time for a new fiscal
year.

Not much is currently known about the
restructuring of the new company, however
early indications point to Enix’s chairman
Yasihuro Fukushima becoming Chairman of
the new company, Square’s president Yuoichi
Wada taking over the new presidency and
finally Enix’s president Keiji Honda becoming
the new Vice-President.

“In the ever-changing world of entertainment
software, the most important issue facing
companies today is how quickly they can grow
as the marketplace and opportunities for
business expand and diversify," said an official
statement from Enix. Once the merger was
finally announced both Square and Enix
announced  "Together, we aim to become
producer of the highest-quality digital content
in the world."

Wild rumours have already started sweeping
the gaming world, however Keiji Honda has
quickly shot down one of the most popular;
namely that there will be no collaboration
between the Final Fantasy and Dragon Quest
games ala Kingdom Hearts. He has stated that
there is a possibility that each series may
cameo in each other’s games.

Lucky Japanese Cub owners to receive bonus
Zelda disc

Obviously receiving one of the most
anticipated games for the Gamecube is not
enough for Japanese gamers. As well as getting
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to play The Legend of Zelda: Baton of the
Wind before anybody else, they also receive
The Ocarina of Time and the previously
unreleased Ura Zelda (made for the ill-fated
64 Disc-Drive).

No news yet on an American or European
release, however once we know, so will you.

Hideo Kojima first Advance game to include
Sunlight Detector

Now here’s something a bit different and no
mistake. Metal Gear Solid mastermind Hideo
Kojima’s first Gameboy Advance title is called
My Sun. What makes the game so unusual
though is its ability to measure various degrees
of light thanks to a sensor located in the top
of the cartridge.

Vampires are rumoured to play a large part
in the game and certain areas will only be
accessed depending on how much or little
sunlight hits the screen (this could mean bad
news for GBA’s equipped with afterburners).

Toys R Us go game bundle crazy

Although no more price cuts are likely to take
place in the run up to Christmas, this hasn’t
stopped Toy R Us from announcing some
truly over the top game bundles. Buying an
Xbox? Then how about Splinter Cell, Sega
GT, Jet Set Radio Future, Championship
Manager and Halo for the measly sum of
£199.99. If that doesn’t float your boat, then
what about a Gamecube with 10 games

(including Luigi’s Mansion, Rogue Leader,
Burnout and Zoocube) for 250 nicker. Finally
Playstation 2 purchasers will get 5 games
(including Burnout, Crazy Taxi and Crash
Bandicoot) DVD’s of A.I. and Ace Ventura:
When Nature Calls and a V3 FX Steering
Wheel all for £250. Let the reckless spending
begin.

Metroid Prime sales rocket

Its only been on sale for a week but already
the white-hot Metroid Prime has notched up
impressive sales of a quarter of a million units
(Metroid Fusion managed an equally impressive
100,000 units in the same period). This is
fantastic news for Nintendo and they are
hoping that the added release of Capcom’s
Resident Evil Zero will enable the 2 games to
clock up over half a million units between
them. Nintendo have even announced that
the Gamecube has been outselling the Xbox
in many stores, at the moment however there
is no conclusive proof of this.

Lik Sang get ready for round 2

Popular hardware and game importers Lik
Sang will be handing over daily operation
duties to Pacific Game Technology Limited.
Doing this will enable Lik Sang’s management
to take on the combined might of Sony,
Nintendo and Microsoft.

Rally Fusion blows a tyre

Activision has announced that Rally Fusion

has now been canned for the Nintendo
Gamecube, rumours indicate that the Cube’s
limited user base was the reason behind the
decision. After playing the hideously poor Jedi
Knight II, it’s a shame they didn’t decide to
cancel that instead.

Get Xbox Live early

Thanks to the huge success of initial Beta
Testing, Xbox Live will be available in England,
France and Germany from November the
30th. The commercial launch will not be until
March, but impatient gamers will be able to
pick up online versions of Moto Gp, Whacked,
the Xbox communicator headset and 12
months subscription for 40 notes directly from
Microsoft. As an added bonus your
subscription will not start until March, so you
effectively get up to 3 and a half months free.
Bargain!

Buyout Rumours

The gaming industry is always rife with gossip
but here are two that refuse to go away.
Shares have again rose for UK based Eidos
after speculation that Activision has released
$500 million dollars with intent to buy
something or someone. This isn’t the first
time the 2 companies have been mentioned
in the same breath but confirmation of the
money makes things look more likely this time
around. Other gossip concerning Activision
is that they may be looking at buying an
American Company, possibly Acclaim, Midway,
Take 2 or THQ.  Microsoft may already have
the likes of Rare under their belt, however
they are still on the lookout for more trophies
to add to their collection. CSK Corp are
apparently getting ready to sell their 22%
stock in Sega to an American company, now
who could that possibly be?

Konami to release Ikaruga

Konami have announced that they will be
distributing the acclaimed Treasure shoot-em
–up Ikaruga in Japan early next year. For gods
sake Konami, just make sure you bring it out
in the US and good ole blighty as well.

New Xbox Sequels

Ok so Halo and Project Gotham 2 were
pretty much dead certs for sequels, however
they are not the only ones on the way. Blinx
2 is gearing up for a last quarter release in the
US next year. The much maligned moggy will
benefit from better graphics and vastly
improved gameplay (let’s just hope it’s true).
The futuristic racer Quantum Redshift will
also be getting a fresh lick of paint and a sequel
to the extremely dull NightCaster is also on
the cards.
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September the 26th

Greetings everyone and welcome to Joy Land.
My name is Daz and although I only arrived
here a few days back, I have already made
some very good friends. Upon my arrival, I
met up with a Raccoon who goes by the
name of Nook, one of his friends had
mentioned that I would be arriving in town
and needed somewhere to stay. After finding
out that my financial status would not cover
the cost of my new home, he agreed to let
me work for him part-time to help pay off
the debt. My new uniform is rather drab
compared to my normal clothes but as he
gets quite upset if I don't wear it, I have
decided to leave it on.

My first few tasks involved planting trees and
plants and running errands for the other
residents. Though the community is quite
small at the moment, I have been assured
that many others will eventually join us, in fact
a person named Aussie has already moved
in next door to me (I must go and say hello
later). Working for Nook is quite a good laugh
as I have plenty of time to chat to the other
forest creatures and see what they are up to.
One in particular seems very happy to make
my acquaintance, her name is Stella the sheep
and she has already given me a house warming
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Playtest | Animal Crossing
Darran likes it - a lot.  Have a look.

present and asked when my birthday is (I have
a long wait as it is the 31st of August, oh well).

It was not long before Nook was satisfied
with my work and agreed to let me go.
Wanting to check out the home where I now
lived I headed off to the beach and started
collecting the pretty seashells on the shore
there. Whilst meandering along the beach I
met up with a rather snappy bear called
Vladimir, although he welcomed me to the
forest I could tell he wasn’t at all keen on me,
so for the time being I will stay well clear of
him.

September the 27th

Waking up this morning I was delighted to
have received my first letter, it was from
Nintendo and contained 2 old Nes games
that my owner could either play on his
television or download on to his Gameboy
Advance (whatever that is) by means of a
special cable. It seems that sending letters is
an important part of fitting in here, so I will
be writing to Stella later and maybe send her
back a little gift. On my visit to Nook’s I noticed
many butterflies and other insects throughout
the forest and according to a Tiger I met by
the name of Tybalt it seems that these can
be caught via a net purchased from Nooks.

Well there was no net at Nook’s shop,
however he did have a shovel for sale, so I
decided to purchase it for a bargain 500 bells
(Joy Land’s currency). Taking my newly
acquired shovel into the forest I started to
look for good digging spots, after a few
unsuccessful attempts I finally found a Fossil.
Remembering a Museum I had passed the
previous day I rushed back to see if I could
get any help. Blathers the Owl, was asleep
when I arrived but he assured me that their
main museum would be sending me a letter
soon so that I could register with them and
start sending out my findings.

A new villager arrived in town today, her
name is Gwen and she is a very, very friendly
Rabbit. Not only is she friendly but she is also
very forward, asking me if I had a special friend
and similar questions. She also told me that
she had met Aussie and that although we are
both very nice, he had prettier eyes (I don’t
gaze into them so can’t tell). Anyway not
wanting to get on anybody’s bad side I offered
to run an errand for her, she was quite pleased
with this and sent me off to get a handkerchief
she had lent Tybalt.

September the 28th

Oh joy, a letter arrived from the museum
today saying I could send them fossils. I
immediately set off to the post office so I
could post my Fossils. The post office owner
Phyllis is very nice and lets me pay off my
mortgage however and whenever I like. There
is only about 4,500 bells to pay off now, so
hopefully tomorrow I will have no money
worries. Another stroke of luck was the arrival
of a Net at Nooks; I managed to catch many
different insects that the industrious raccoon
will pay good money for (Bell crickets alone
sell for a not to shabby 400 bells).

Unfortunately however it wasn’t all good news
today, I met up with Katrina the fortuneteller
who told me that she could see grave things
happening to me. Upon leaving he gaudy tent
I have proceeded to trip over many objects,
very annoying when trying to sneak up on
bugs. As well as a nice new net I was also
able to purchase a fishing rod, now catching
fish is apparently where the real money is so
later on I will head back to a nice spot I saw
by a waterfall. So far I am really enjoying my
time in Joy Land, everybody is extremely
friendly (apart from the likes of Vladamir) and
there is always someone different to meet or
something new to find. I may have only been
staying here for 3 days but already I am fitting
in nicely within the community. I am looking
forward to what the coming month will bring
and will speak to you soon.

Daz
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Preview | Legend of Zelda
The Gamecube’s most anticipated game is coming next year.

There cannot be many gamers around the
world who at one time or another had not
been in awe of the sheer brilliance that is
Shigeru Miyamoto. From the early appearance
of Mario in Donkey Kong to the organic beauty
of Pikmin, he has continually enthralled the
world of video games via intuitive controls
and fantastic gameplay. Along with the Mario
franchise the adventures of the elfin “Link”
are just as popular now as they were back in
1987. Continuing to deliver an engrossing
mixture of both puzzle solving and exploring,
the series’ leap to the 3rd dimension was just
as impressive as Mario’s was a few years earlier.

When the Cube version of Zelda was
announced at Spaceworld in August 2000,
the incredible hi-res visuals had Link fans
drooling with delight. Here was a game that
looked set to help take both Nintendo and
Zelda to the pinnacles of their careers.
However, all remained quiet at Nintendo’s
headquarters and the world had to wait
another year before their anticipation for this
release was sated. When Zelda was finally
revealed by a clearly pleased Miyamoto many
hardcore enthusiasts wanted to impale

themselves on their Master Swords, gone
were the lush rendered visuals that had
impressed so many, instead they had been
replaced with a new Cel-shaded look.

Despite all the howls of protest Miyamoto
carried on with his vision and finally revealed
his finished product at E3 in all its animated
glory. Yet again the brainchild behind the likes
of StarFox and Mario Kart shows he is still on
the gamer’s pulse when it comes to giving
them what they want.

Although the screenshots do look flat and
lifeless, you have to see the game moving to
truly appreciate the sheer blood, sweat and
tears that look to turn this into one
phenomenal looking title. Although a little
strange to get to grips with at first, you will
soon find that the Cel-shaded style suits the
game perfectly and each character is incredibly
well realized with a stunning range of emotions
passing over their faces throughout the game.
Lighting again looks very impressive with some
wonderful flame effects and the whole world
gives the impression of a living-breathing
cartoon.
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As far as gameplay goes it is still pretty much
in Ocarina of Time style, no bad thing in itself
although hopefully those clever bods at
Nintendo will be able to bring us a few extra
features other than the “beat the baddies to
open doors” routine. Not much of the plot
has been released yet (although it revolves
around rescuing Links younger sister), however
expect yet another well-crafted story along
the same lines of Links previous adventures,
with plenty of suspense, excitement and
strange and varied characters.

Anybody who has played a Zelda title (and
especially the N64 Incarnations) will be
expecting to see jaw dropping bosses, and
again Zelda will not disappoint. Footage of a
Gohma-type creature at E3 shows the single-
eyed behemoth, erupting from a pool of
molten lava and spraying the screen with
flames, as our hero runs for cover. The scale
and imagination of the bosses so far shown
is exceptional and again will prove suitably
jaw dropping on your first encounters with
them.

Despite all the footage that has been shown
for this highly anticipated title no one really
knows just exactly how good this is going to
be. Now the visual debate has finally settled
down, everybody is waiting to here about any
new game mechanics that may have been
added to this highly sought after title. You can
rest assured that as soon as we have the
finished product in our grubby little mitts we
will be giving you the full low-down on what
should be yet another feather in Miyamoto’s
hat.
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Preview | Devil May Cry 2
Capcom’s demonic superhero returns for another PS2 adventure.

From the superb cinematic opening, to the
Space Harrier inspired finale, Devil May Cry
perhaps more than any other game of 2001
screamed out for a sequel.  While it may have
been hampered by a truly dire Pal conversion,
even sloppy programming and horrific borders
could not diminish the sheer thrill of offloading
round after round of ammo into an assortment
of deadly foes and outlandish bosses.

Capcom are hoping that Devil May Cry 2 will
be even more popular than the original (2
million copies sold worldwide), and to ensure
this, they have upped the games content
considerably. For a start Dante is not the only
character you can control. He is now joined
by the beautiful but deadly Lucia - strangely
enough the original game’s femme fatale Trish
no longer appears – who wields out deadly
justice via her twin scimitars and incredible
speed.  Not content with just featuring a new
character for this highly anticipated sequel,
Capcom has redesigned the game’s structure
to allow for far more expansive exploration
than before. Gone is the gothic castle and
remote isle of the original game, now you

have gorgeously dark environments to discover
like bustling cityscapes and an old European
styled town (that is no doubt swarming with
enemies to dispatch).  Devil May Cry’s greatest
feature though was undoubtedly the superb
combat system that could see you switching
effortlessly between blazing firearms and death
dealing swordplay. Dante’s sheer fluidness and
accessibility was like a breath of fresh air
compared to the staidness of the Resident
Evil characters, and besides he just looked so
bloody cool as he hacked his way through
the game.

Dante is now capable of even more over the
top moves this time around, and a new and
improved “Devil Trigger” now sees him being
able to finish off his opponents with just one
mighty blow. The athletic one is able to run
up walls and somersault over foes, very cool
and also impressive to look at. New character
Lucia is a little less versatile than Dante, due
to the fact she only uses melee weapons,
fortunately however, she has a huge range of
impressive combos that she can use to help
even out the odds. Dante himself has also

been privy to a new, slick look and sports
even more lifelike animation then in the original
game (Infact, Devil May Cry 2 looks set to
totally eclipse the previous game’s admittedly
superb visual style).  The original game featured
some incredibly impressive boss battles and
the sequel carries this tradition on in fine style.
You thought the massive demon spider from
the first game was pretty special? Well wait
until you see the absolutely colossus behemoth
that erupts from within a tower block, or the
shape-shifter that has more attacks than blades
on a Swiss army penknife. Hopefully there
will be more variety than in the first game (it
did get a little boring when you faced off
against the same boss several times), however
if they are as inventive and challenging as the
first game’s, we should all be in for a treat.

Overall Devil May Cry 2 is bound to be a
huge hit when it gets released next year. The
2-disc game (adventures for both Dante and
Lucia) looks set to improve on the first game’s
looks and gameplay immeasurably, and while
it may still be yet another cause of style over
substance, who cares? I certainly don’t.
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Preview: DoA Volleyball
Apparently it’s about a sport.  We’ve yet to see proof though.

Certain games attract publicity for the wrong
reasons and Temco’s Dead or Alive Xtreme
Beach volleyball is certainly a case in point.
But beyond the obvious glamour and
attraction, what can we expect?

Team Ninja, under the guidance of the
outspoken Tomonobu Itagaki, are solely known
for the Dead or Alive series; a game that
helped put Temco on the map. As the series
as grown in strength, so has the team and
company. During the creative process of Dead
or Alive 3, Itagaki had suggested a break from
the beat ‘em up genre by creating a sports
game. Never one to take the usual route,
Itagaki instead brings us Dead or Alive Xtreme
Beach Volleyball, featuring the women, and
not the men, which made the series famous.
Already a fan of the Xbox, Itagaki has promised,
“the ladies of Dead or Alive will look and
move more realistically than ever before.”
After the impressive technical demo, that is
Dead or Alive 3, this will take some beating.
Team Ninja have gone so far as to design a
completely new engine, which takes into
account the physics of the volleyball sport
and not just the figures on show.

The reason for his unusual approach was quite
clearly explained as “fans of the Dead or Alive
fighting games have always appreciated the
beauty of the female form. With this game,
we are giving fans what they have been asking
for all along – the ability to admire gorgeous
ladies at play… more specifically, as they jump
and dive after a volleyball.” Yet those dismissing
this as a poor excuse for a game should wait
until the final version is released. I was equally
dismissive of tennis when it appeared in the
form of Virtua Tennis, until I experienced the
game for myself. It may partially exist to show
off the ladies, but there is a story to add some
depth, if you care about such a thing. Dead
or Alive character Zack has purchased an
island, and named it after himself, thereby
allowing him to stage the fourth tournament.
Only when the contestants arrive does it
become clear that this is an all women affair,
with noticeable male contenders uninvited.
Seven ladies from the third game make an
appearance, along with a new character called
Lisa, who will be a permanent fixture in future,
games, depending on feedback. As a former
champion Olympic volleyball player from
America, she is already a serious contender.

Apart from the actual volleyball games
themselves, you have additional modes to
occupy your time. For instance you can visit
the arcade, similar to that in Shenmue, and
engage in a mini game of Dead or Alive 3.
The local theatre plays trailers for forthcoming
Temco games and previous Dead or Alive

trailers. As a gambler Zack also has his own
casino and here you can engage in various
slot machines, card games and other gambling
favourites. More strangely are the promised
games, which include a dancing competition
that will no doubt be set to the rock style of
previous releases and a lifeguard drill contest.
The local radio station broadcasts music in
the game and the soundtrack has been
licensed, but thankfully the game takes
advantage of the hard disk, allowing players
to use their own favourite tunes. Those who
adore the characters can even take
photographs during the game and save these,
along with video replays, onto the Xbox’s
hard drive.

You also have the option of a beauty contest,
which should prove harder to predict than
the main tournament itself. The amount of
customisation is impressive with the player
having a huge level of control over each
character’s appearance. Standard options
include the weather and time of day, however
you can also change the volleyball and nets
to your liking. In total there are over 100
swimsuits available and over 50 accessories,
but players can even create their own swimsuit
patterns thereby increasing the possible
number even further.

On paper the game seems like an impressive
multi-player concept with up to four players
engaged in a heated battle. A simple control
method is promised, perhaps with only two
buttons: similar to that seen in Virtua Tennis?
Forming a partnership with another character
and provides you with the option to reward
your partner with gifts. Choose wisely and
she may return the favour, or even wear your
perfect present. Such gifts are not freely
available, and can only be bought with winnings
from your victories: lose and you’ll be struggling
to impress. Forming a link with your partner
is important; the concept is not purely visual,
as such a link can lead to special moves being
available during matches. Such a concept is
taken from the ever-popular Japanese dating
simulations, which do possess a strange quality.
In every volleyball match you will line up
alongside a partner, so the need to build
strong links is obvious.

Footage of the game released so far is stunning,
even the screenshots on this page do not do
justice to seeing the game in motion. The
level of detail, animation and physics are all
highly impressive and look set to put Sega’s
Beach Spikers to shame when the game is
released later this year, just in time for
Christmas?



Review | Colin McRae Rally 3
The hype is over - is this the king of rally games?
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Version

Final PAL

Developer

Codemasters

Publisher

Codemasters

Format

Xbox (reviewed), PS2

Players

1-4

Those in pursuit of the ultimate rally experience
have been kept waiting for long enough. WRC
was an excellent attempt, forging new
boundaries, however most of us have had to
make do with our battered copies of Sega
Rally for far too long now. After two previously
well received attempts, the Colin McRae
development team has finally created the
game no rally enthusiast can afford to ignore.

The structure of rally games over the last two
years has rarely changed, each combining to
offer the same cars, tracks and options as
each other. Colin McRae makes fundamental
changes to this by bringing a whole new sense
of realism, and attention of detail that goes
beyond the call of duty.

There is no escaping from the way rallies are
broken down into stages and days, however
Codemasters have introduced a shakedown
day and the Ford Focus rally area, which allows
you to test, repair and view your car. This
builds upon the atmosphere of the event, as

you watch your engineers work away, whilst
you make preparations for the next stage.

The  amount of tinkering that you can perform
on your Ford Focus is admirable, but rather
than dwarf the player, you can use the
automatic set up, which takes into account
each forthcoming stage. Still, for those who
want to experience a rally, and push their
machine to its limits or match the mechanical
beast to their own driving style, optimizing
the car is essential. Truly this goes beyond
even the options offered by Gran Turismo 3,
as you can adjust the braking, gearbox, tyres,
engine, chassis, suspension and steering. Then
after making adjustments you can take the
car out for a spin on the shakedown day.
Rather than just trying to feel the changes
whilst driving and comparing times, Colin
McRae 3 allows you to view the telemetry,
and helps you interpret the data from these
runs.

Another feature that guarantees a podium
finish for this game over every rival on the
market is the physics employed by the
developer. I can still recall my first stage, and
reaction when I realized just how rewarding
and realistic the handling of the car actually
is. To a casual viewer I may have been the
worst rally driver ever, but I was making the
basic mistake of applying techniques that I had
learnt from playing other rally games. This
game forces you to think again, and learn.
Colin McRae 3 can be brutal and unforgiving,
however the handling is spot on when it
comes to realism. This is what drives you on,
forcing to you to practice and come to terms
with the fact that other games don’t even
come close.

Combining with the physics to make the game
even more enjoyable is the damage and
collision detection system that it utilizes.
Normally damage is treated superficially, a
visual nicety to please the masses, but not
here. Crossing that finish line with a competitive
time recorded is still the main aim, but now
you must ensure that your vehicle arrives in
the best possible condition. Drive like a maniac
and it will cost you in terms of time,
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Presentation: 9

Graphics: 7

Sound: 8

Lastability: 9

Gameplay: 8

Verdict

Overall: 8 / 10

performance and possibly retirement from
the rally. The detailed damage model ensures
that almost any part of your vehicle is liable
to fall on, become damaged or affect your
performance. You may laugh when you arrive
at your service area minus wings, bumpers,
spoiler and windscreen – but you engineers
certainly won’t.

Bear in mind that what they can do within
such a short space of time is limited, so you
will certainly carry suspension damage or some
form of handicap onto the next stage. A
detailed breakdown of the damage and vehicle
status at the end of a stage will highlight your
driving style or compensations that you will
need to make to ensure you finish.

The modes on offer in Colin McRae 3 may
at first glance suggest a limited game in
comparison to others, but this is not the case.
The Championship Mode is a fantastic,
engrossing and challenging experience, certainly
second only to the real thing. This also unlocks
new vehicles and modes, which you can enjoy
on the single or two-player option.

Championship incorporates an automatic save
feature, which not only ensures its realism
and removes the ability to cheat, but that you
will go back for more. The Stages Mode allows
you to practice on unlocked stages, as does
the two-player option that can be approached
either from a split screen or alternate

perspective.

Visually the level of detail displayed in the
game continues onto the stages themselves,
which are excellent. The lighting, dust and
weather effects all combine to create the best
rally game available. It may not be the finest
looking rally game, as WRC has a greater
draw distance, with less graphical pop-up, but
there is no doubt that McRae is king. The
sensation that you get playing the game tells
you that it feels and sounds real, and almost
looks the part as well.

For all the brilliance contained within Colin
McRae 3 it does contain a few minor flaws,
which removes the chance of a perfect score.
The menu presentation and sound effects are
first class, however the general presentation
of the rallies in comparison to the slick official
WRC game from Sony is lacking, this applies
to the replays also. I realize that the game
does not have the official license but more
could have been done to show each stage,
before you actually crossed the start line.

Beyond this the other flaw is the over sensitive
collision detection on the edge of the track,
I’m thinking about shrubbery and bushes,
which on certain rallies as Australia reduce
your speed greatly. Apart from these Colin
McRae is without a doubt the ultimate rally
game, a fantastic challenge and worthy of a
place in your games collection.
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Review | Tony Hawk Pro Skater 4
Tony and his mates return for another outing.

Version

Final PAL

Developer

Neversoft

Publisher

Activision

Format

Xbox (reviewed), GCN, PS2, GBA

Players

1-2

Skinned knees, a cracked helmet and loss of
body fluids… Skateboarding, like sex on the
carpet is fraught with danger. Luckily Activision
and Treyarch have at least solved the first
problem with the incredibly popular Tony
Hawk franchise, why put yourself through
personal injury, when you can simply use an
onscreen alter-ego?

Now trundling on to his 4th installment (he’s
signed on till 2015, so god knows what we’ll
get then, Tony Hawks Wheelchair Trickfest
anybody?) Treyarch have listened to past
complaints and made a few changes to the
beloved series. Will the game reach glorious
new heights, or simply bail out at the first
opportunity?

While Tony Hawks Pro Skater 3 sold by the
bucket load, it didn’t really add anything new
to the series. Sure we had the combo-
continuing revert, new tricks and an extra
level for Xbox owners but that was about it.

Overall, it was clear Treyarch needed to pull
their fingers out of their bums and come up
with something truly special.

Acclaim’s Aggressive Inline took the original
Tony Hawks idea and decided to run/skate
with it. Containing massive amounts of
objectives, ridiculously large levels and some
innovative new features (not using a timer for
one thing), it was a great step in the direction
that many hoped Treyarch would take with
their 4th installment. Luckily, Tony Hawks Pro
Skater takes Acclaim’s blueprint and improves
on it with typical Treyarch style and panache.

Start your Xbox up and you’re immediately
in familiar territory, FMV shows Tony and co
busting tricks and taking falls, while ACDC’s
superb TNT blasts away in the background.
Presentation delivers a comforting feeling of
déjà vu and it looks like you are going to be
in predictable but comfortable territory. All
the standard features are available, Career,
Free Skate, Single and 2-player mode (as well
as a 16-player link up) and all of a sudden you
get a dreadful feeling in your gut, is this really
going to be any better?

Upon starting your first game however, you
instantly realise that this isn’t going to be yet
another quick rehash with a few new tricks
thrown in, and a small grin starts to slowly
spread across your face. For starters, the levels
are huge compared to Tony Hawks 3. While
they don’t always rival inline, this is still the
first of many great steps the game has now
tentatively taken. Flatland tricks are also handled
more effectively with various combinations of
the pad’s main buttons resulting in some
impressive stunts being pulled off. The game’s
main difference though is in the career mode...

Instead of being given a set amount of tasks
at the beginning of the run (along with your
standard time quota), you are now able to
explore the levels at your leisure. Other
Skaters and civilians can be found at various
locations, and a simple stab of the b button
will result in you getting a timed task from
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them. While the tasks themselves contain the
old favourites and new variations on them,
the fact that you can attempt them whenever
you fancy is a huge bonus.

The expected new tricks also show up, along
with the cool “spine transfer” move, this is a
great addition and basically allows you to go
up one side of a ramp, trick away to your
hearts content and come down on the other
side instead. Unlike the revert move it doesn’t
interrupt the flow of the game and becomes
incredibly useful on some of the later levels.

The task quota has been upped considerably
and now features 112 spread across the first
7 levels. Once you have 90 or more under
your belt, you gain access to the Pro Challenge
Mode. If you thought some of the objectives
in standard career mode were tough - and
believe me there’s some nasty ones in there
– wait until you try some of these buggers.
Needless to say they are tough but completing
them is extremely rewarding, with the
additional Pro Challenges and extra levels
(not to mention a much improved Park Editor)
Pro Skater 4’s longevity is assured.

It’s not just the career mode that has had a
revamp; money (like in Pro Skater 2) is littered
about the levels and is used to buy everything
from new levels to unlockable bounty Hunters.
Everything in this game has a price and the
lack of a timer now gives you all the time in
the world to hunt down and spend every last
one of the greenbacks.

With each passing game that comes out, the
look of Pro Skater has gotten considerably
better and the latest is no exception. The
game engine is superb and features some
fantastic texturing and water effects, with the
Alcatraz level being one such example. Tony
and his mates are all wonderfully animated
and now come with damageable threads and
even more realistic winch inducing bails. The
modeling on the skaters themselves is a little
ropey, but at least they are recognizable, and
the wondrous motions they go through more
than makes up for it.

Sound again is the typical mix of both new
an old and while I myself have never been a
huge fan, there’s no denying it’s well suited
to the onscreen action. The levels themselves
are now filled with the incessant chatter of
passersby and all manner of background effects,
creating yet more digital ambiance courtesy
of the good old Xbox.

Overall Pro Skater 4 is a great improvement
over last year’s rushed looking prequel. It
contains larger levels, much more to do and
feels like the proper successor to the excellent
2nd installment.

Many may balk at shelling out another 40
notes for what is essentially yet another
skateboarding game, however let’s face it that
hasn’t stopped the Fifa and Pro Evolution
crowds.

It still isn’t perfect (some of the objectives are
stupidly hard, and a few of the levels are very
poorly designed), however at least Treyarch
have realised they couldn’t carry on the way
they were going and decided to do something
about it.

Roll on Pro Skater 5, now there’s something
I never thought I’d say
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Review | Kingdom Hearts
Square’s finest roleplaying game - with added Tigger

Version

Final PAL

Developer

Squaresoft

Publisher

SCEE

Format

PS2

Players

1

If the thought of a console game starring your
favourite Disney characters is enough to make
your balls retract into the lower recesses of
your stomach, you may want to sit down and
take a few deep breaths before screaming
girly-like into the hills. Still with us? Good, as
Kingdom Hearts is an absolute corker of a
game.

From the opening title screen to the
wonderfully familiar Disney Characters, the
presentation throughout is simply breathtaking.
While this may be Square on auto-pilot
however, when the quality is this good how
could you possibly complain?

Kingdom Hearts plot is a simple but effective
one, 3 childhood friends (Sora, Kairi and Riku)
crave adventure and wish to escape from the
island they call home. A vicious storm separates
the 3 of them and soon Sora is left to fend
for himself in a strange New World.

He soon discovers that many other worlds
are being attacked by a group of creatures
called the Heartless. Acquiring the KeyBlade,

Sora forms an alliance with Donald Duck and
Goofy, who in turn are searching for their
missing King - Mickey Mouse. The end result
is a game that simply reeks of (mostly) fine
tuned gameplay, beautifully designed levels
and wonderful characterization, in short Vintage
Square.

One important note however, do not be
misled by the developers past projects, as
Kingdom Hearts may not be exactly what you
are expecting... For a start this is not your
typical Square RPG; sure it has leveling up,
well-known spells and an elaborate
enhancement system, however there is no
turn-based combat section and the game also
features heavy platform elements. Secondly,
while the majority of characters are from a
whole slew of Disney films - both new and
old – this is not a game for kids, it’s very dark
in places and can also be incredibly tough,
sometimes even bordering on the frustrating.

Kingdom Hearts main difference to its Final
Fantasy peers is the real time combat system
that has been employed. While chaotic and
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at times deeply confusing due to one of the
most awful cameras ever used in a
3dimensional game, there is no denying the
sheer thrill of using your Keyblade to destoy
your foes in a succession of quick combos.

The other key aspect of the game is that
when you eventually meet up with them, both
Donald and Goofy ably assist you. Not only
is this a great feature it also creates added
strategy as you must worry about keeping
alive both yourself and helpers (does Sora
get that last Hi-Potion or should you give it
to Donald?).

Help is not confined to just King Mickey’s
closest advisers either, as later worlds give
you the option of being joined by the likes of
Tarzen, Arial and a whole host of other Disney
characters, all beautifully animated and with
impressive A.I. to match (think Secret of Mana,
only better).

A union between Square and Disney was
bound to result in some pretty impressive
visuals, but no one could have possibly
imagined just how good the end result was
actually going to be. This has got to be one
of the most visually striking games so far seen
on the PS2, and the closest any game has got
to looking like a true cartoon. Not only is
every character instantly recognizable, their
animation is beyond compare. From the
breathtaking summons to the many screen
high bosses, you can tell that each character
has been lovingly constructed with such
patience and skill, they almost seem to come
alive on screen.

Each world that you visit is a recreation from
one of Disney’s many movies (the Tarzen and
Little Mermaid levels being particular highlights).
Each level is filled to the brim with great
textures and huge amounts of detail, and once
again you will find yourself transfixed by the
wonderful imagery onscreen. It’s a merit to
the game’s visuals that even the sometimes
rock-hard difficulty factor doesn’t put you off
from wanting to delve even further into this
amazing game.

Kingdom Heart’s composer Yoko Shimomura
(his first Square title since Legend of Mana)
creates a very impressive score that alternates
between filling you with excitement as you
start your next battle to pulling at the
heartstrings when some of the game’s more
poignant scenes are onscreen. Unsurprisingly
the game features many tunes from Disney’s
vast catalogue and all are beautifully realised
(along with a separate score) by the New
Japan Philharmonic Orchestra. Voice acting
throughout is also of a very high standard; no
surprise when you realise that the likes of

Haley Joel Osment and David Boreanaz have
added their dulcet tones to the impressive
cast list and overall the audio matches the
visuals perfectly.

While Kingdom Hearts may sound like a
dream come true, there are a few niggling
worries that will put a few gamers off. Each
world needs to be reached via Donald and
Goofy’s Gummi Ship. This involves taking part
in a poor into-the-screen shoot-em-up,
unfortunately however, it’s dull, breaks up the
action and is a wonder it ever made it to the
finished product. The camera and difficulty
levels have already been mentioned and the
end level overstays its welcome slightly. All in
all though, none of these factors prevent you
from wanting to finish the game and the end
results are more than worth it.

You would think that a game that clocks in
at around 30 hours is plenty for your hard
earned cash, as always though, a host of mini-
games, side quests and a superb battle mode
all result in a title that will easily exceed the
60 hour mark and perhaps beyond.

Overall Kingdom Hearts is a superb game and
is yet another must buy for both fans of Square
and Disney. While the initial marriage may
have cast doubts over many, just a few hours
in this wonderful world will convince you that
Square have yet another classic title on their
hands. Rent it, buy it or steal it, it doesn’t
matter how you get it, just as long as you play
it.
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Review | Resident Evil 0
The Capcom / Nintendo romance continues with another exclusive.

Version

Final NTSC

Developer

Capcom

Publisher

Capcom

Format

GCN

Players

1

As recently as September this year, sightings
of a videogame by the name of Resident Evil
have been reported across the UK. Consisting
of mutilated corpses, giant arachnids, the
Tyrant and the remodelled Mansion, gamers
were forced to endure the mansion incident
once again. An impressive remake of the first,
the experienced survivors of Umbrella’s nasty
viruses pondered upon the beauty of the
game…with equal feelings of disgust at that
ageing control system.

Resident Evil 0 takes us right back to the
beginning. Before the S.T.A.R.S investigations
at the mansion, before all hell was let loose
at the R.C.P.D and most certainly before the
incident at the isolated island involving Claire
and Steve. Beginning in the midst of the hours
preceding the original Resident Evil, the
S.T.A.R.S Bravo team are sent into the area
surrounding Racoon City to investigate those
bizarre murders. After having to make an
emergency landing due to engine trouble they
suddenly realise things are possibly a little
worse than anticipated.

Discovering an overturned prison vehicle
(complete with a couple of dead prison guards)

in the nearby vicinity of their chopper, Bravo
team immediately go on the hunt for Billy
Coen, an ex-marine convicted (Gamestyle
will state for legal reasons this is on
circumstantial evidence) of the murder of no
less than 23 people. Billy has taken on his own
investigation of the immediate surroundings,
while Rebecca Chambers (the eighteen year
old ‘rookie’ of the S.T.A.R’s Bravo team) makes
her own investigations of the same area…both
finding themselves upon a train belonging to
the mysterious Umbrella Corporation, which
suddenly embarks upon a self destruct route
into the bowels of an Umbrella training camp,
due to a recognisable fellow in the drivers
compartment.

The gameplay remains firmly in the utilisation
of the archaic control system that many people
have come to loath and many to
(hesitation)…become accustomed to? The
player is required to guide their character in
a flip-screen adventure, the main point of
confusion found by players is the way that
the character under control moves in direction
you push the analogue stick. Forward is always
forward, no matter to position or angle
onscreen. Each room is interlinked by a short
sequence of a door opening, which sometimes
serves as a tension builder, sometimes serves
as a momentum breaker. In other words, the
core basics of the Resident Evil series are here
untouched, unchanged and unblemished.

So far, it all sounds a little ‘evil’ of Capcom to
bestow us with mechanics so similar to what
we have become accustomed to over the
last six years, but Resident Evil 0 has not one,
but two aces up its sleeve. One is the ‘zap’
system and another is the redundancy of item
chests. Gone is the frustrating and unrealistic
system of item management and this is a
welcome change; the player can now drop
items, even quantities of items, wherever they
want. Found one part of a puzzle piece? Just
leave it where it is required and go find the
other. Made the mistake of picking up all of
those ink ribbons by all of those typewriters?
Just leave a couple dotted around in the near
vicinity. You don’t even have to make a mental
note of where the item was left, as the map
highlights the location of items that you have
dropped, discovered or have left behind. At
last, players will rejoice at not having to run
halfway across a section of the game because
they ‘foolishly’ went equipped with one green
herb too many.
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If that isn’t a good enough change, the character
‘zap’ system certainly is. Resident Evil 0 relies
on the co-operation of Billy Coen and Rebecca
Chambers who can be individually controlled,
not only one at a time, but at the same time
using the ‘c’ stick. And it doesn’t end there.
Using the ‘X’ button, you can switch between
control of Billy and Rebecca almost instantly,
wherever their location. You can leave one
character behind whilst the other moves ahead
into uncharted rooms, or even move
separately throughout the game, only meeting
up with each other when both characters
abilities are required in unison. Leave a
character alone in a room with a zombie and
the AI will take over, unless they get
overpowered; and that’s when the radio calls
for help begin to come through.

When working with both characters during
the ‘team’ setting you can set the CPU
controlled ‘partner’ character to play passively
or offensively. Whilst sometimes a little flawed
regarding the viewpoints on offer (specifically
due to them being static) this mostly works
well, especially if the player controlled character
gets cornered; the ‘team’ play can be turned
off or on with a press of the start button. The
‘z’ trigger has been mapped with the menu
where all the above actions can be managed,
plus the added (and welcome) ability of trading
items and varying amounts of ammo between
the two.

The visual and sonic qualities are exceptional,
although now staple parts of the RE diet. The
initial train sequence (placed firmly at the
beginning of the game) shows just how far
the series has come with regards to the

smallest of details. Gameplay-redundant items
roll around tables, lights sway whilst casting
moving shadows and windows reflect the
characters faintly. With all this finesse during
the initial sequence of the game it is hard to
remain in awe as you progress into the overly
similar training facility, a little too reminiscent
of the original mansion. A new musical score
is evident throughout, with a similar quality
and theme to the previous outings, but alas
as with the previous (Gamecube) Resident
Evil we are not treated to Dolby Surround.

Looking at the game from a wider point of
view it’s clear that Code Veronica is being
treated like the bastard child of Capcoms
successful venture into Survival Horror;
Resident Evil 0 is placed firmly in the pre-
rendered mould that we all know and love.
It’s like an old friend; by now the player knows
what is happening, knows what to do, and
(instinctively if you’ve played the previous
outings in Racoon City) where to go. Like the
GameCube remake of Resident Evil, Resident
Evil 0 sets the current standards in static
(hardly static really, they’re organic to the
point that everything onscreen moves)
backdrops and the quality from the outset is
excellent.
The ‘zap’ system and the loss of item chests
(the main difference in this episode) is a
welcome addition indeed and makes Resident
Evil 0 a definite purchase to any fan of the
series. Those who are a little more discerning
and want that little bit more from Capcom’s
Survival Horror series may be left out in the
cold somewhat.
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Review | GTA Vice City
If you missed our review on Gamestyle.net, here’s the best bits.

Version

Final PAL

Developer

Rockstar North

Publisher

Take 2

Format

PS2

Players

1
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Verdict

Overall: 8 / 10

For those completely unaware Vice City is
based upon Miami, along the magnificent
Florida coastline, but you find yourself here
in the 1980’s - the era of Miami Vice, loud
suits, disco, air guitar and frankly bad taste.
You take the role of Tommy Vercetti (voiced
by Ray Liotta) a mafia tough guy sent down
to oversee a drug deal, which goes badly
wrong. For your own safety you have to track
down the culprits and reclaim your money,
before the godfather pays you a friendly visit.
This brief story serves as an outline for you
to investigate every slime ball in Vice City,
and believe me, there are plenty of possible
suspects. Here as seen before in GTA 3, you
soon end up doing jobs for local bosses to
gain information and influence.

The structure of Vice City is almost identical
to GTA 3, albeit with a few minor
improvements which maintain the essential
freedom that made the original so refreshing.
The missions themselves are far more
enjoyable, maintaining a consistent learning
curve, as opposed to the haphazard approach
of GTA 3. The main incentive to complete
missions is to open up previously locked areas
of the city to explore and meet new characters.

A new feature is the purchase of property,
which allows you a safe house nearby – vital
on later missions. Beyond this it has little
impact on proceedings, even though you can
eventually purchase a strip club, boat yard or
even a paper mill. Police cars have been toned
down; making Vice City a far more laid back,
humorous experience. Certainly if you want
trouble, it will find you, however Rockstar
North have learnt from GTA 3 and created
a fairer and more balanced game. The changes
are not immediate, but this release will hold
your attention far longer.

Visually GTA Vice City must be pushing the
Playstation 2 at its maximum performance, as
at times it struggles to cope with the amount
of information and detail being thrown at it.
The design of Vice City is inspired, not only
for its huge size and variety, but the lack of
skyscrapers, tall buildings and loading. This
allows you to see further and enjoy the
enhanced textures, varied characters and
details over the original.

The sound of GTA Vice City is glorious,
expanding on an already high reputation to
bring us several radio stations playing hits of
the era and covering every aspect of music
except punk. The temptation is to simply pull
over and listen to some of the content
contained within every station. Quality real
life actors and actresses have leant their talents
to the game: little has been left to chance.

I could go on, but I won’t, as GTA Vice City
is certainly one of the best games of 2002,
which should not be considered a true sequel,
but something to enjoy. Where the series
goes next will be interesting, however few
will complain about the stop over in Vice City.
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Review | Steel Battalion
It costs £200 and it’s got that controller.  But how’s the game?

Version

Final NTSC

Developer

Capcom

Publisher

Capcom

Format

Xbox,

Players

1

Presentation: 9

Graphics: 8

Sound: 9

Lastability: 8

Gameplay: 9

Verdict

Overall: 9 / 10

It is very difficult to objectively review this
game. You have, literally, had the whole world
mouthing off about it at some point or, more
accurately, the game's controller. Even the
major print magazines have gone all gooey at
the mere thought of the game, so if these
hardened pro’s can't get it right, what hope
is left for a mere mecha aficionado such as
myself?

Disregarding the entire theme of the game
for a moment, how does it play? Put simply,
very realistically. If you fail to eject in time you,
obviously, die and you lose your "game save".
Enemies fight just as hard as you and have
equally powerful weapons and armor (in some
cases, more so). The whole premise of the
game is simple, "do or die". You really only
have one chance to get it right in each of the
23 missions.  Failure is, literally, not an option.
The downside of all this is that the game is
very hard.

Back to the real world for a moment.
Considering that the cost for purchasing this
game (plus controller), most people might
feel a little hard done by when the realise
how incredibly hard the game is. Investing so

much time in one game is not really all that
contemporary.  "Casual" gamers are pretty
well much the entire games market now (even
in Japan). So releasing a mightily expensive
game on a struggling platform is hardly all that
wise. Then again, saying that this game will
not sell well is pretty well much a no-brainer.
The reason I mention this at all is because it
is a crying shame that a game of this brilliance
will not be commonly appreciated.

Despite the difficulty the craftsmanship that
has gone into this game is truly breathtaking.
They often say that "God is in the details",
and this game is proof of this. There so many
little details that have been honed to sheer
perfection. The handling, the cockpit, the
HUD, the weapons, the ordnance, the sound,
the graphics and the list goes on. So I have
to come clean, this not so much a review as
a plea for people play this game.

The likes of Halo maybe wondrously inclusive,
but the (single player) game is woefully lacking.
In the case of Tekki, it may not at first appear
all that inclusive but the sheer wonder that
awaits the player almost negates any nitpicking.
Even the very high level of difficulty doesn't

matter, if anything it catalyses you to play the
game more. To beat it. Saying that Tekki is a
"great" game is somehow not enough. Even
listing all the points that make the game great
is much like counting the grains of sand on
beach. It is possible to do it, but in doing so
misses the point of why you are there in the
first place.

It’s expensive, sure, but worth every penny.
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Review | House of the Dead 3
Wow Entertainment continue to roll out the Xbox exclusives.
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Wow
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Sega
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Xbox
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1-2
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Light gun games are great, for a few hours.
That’s why they’re hugely popular in arcades
where the plastic guns and the on-rail gameplay
works the best.  That doesn’t stop developers
converting the games to the home consoles,
of course, because when they’re done well
they’ll get a few sales that way too, and if the
conversion is easy then there’s no reason not
to.

House of the Dead 3, then, is the latest such
game, and whilst it doesn’t offer anything even
remotely resembling innovation it does
succeed in being the single most impressive
light gun game ever to reach the console
market - it’s got amazing graphics, for starters,
the frame rate’s silky smooth, the character
and monster models are fine and even the
backgrounds are solid and convincing.

The game also features what you might call
‘improved’ voice acting - it’s no secret that
the scripts (and their deliveries) in past light
gun games have been dire at best, and although
this won’t be winning any Oscars for it’s audio,

it’s better than most - it’s stil got that cheesy,
hammy appeal but there’s a hint of the actors
actually practising the lines in there somewhere.

The game is actually set before the events in
the other two games, but with some familiar
faces and names.  The usual HotD path choices
don’t quite work the same - you’re actually
given the choice of level order as opposed
to having to shoot certain items at key points
in the storyline.  With slower firing shotguns
(on screen, which is nice) being the main
weapons the tactics you need are a little
different, too, and best of all the guns
automatically reload when empty, although
you can still do this manually too.

It’s not a long game, and the package is void
of any training or ‘party’ style games, but on
the plus side it is perfectly playable with the
joypad which helps to keep the moths in the
wallet.  It’s not a huge step away from the
preview games in the series (there are still
predictable bosses and endless streams of
bad guys sadly lacking any AI) but it is a step

in the right direction for the genre.  It’s
obviously a matter of taste, but as the only
such game on the system whether to buy it
or not depends on how desperately you want
an on-rails shooter.

The generous inclusion of Dreamcast favourite
House of the Dead 2 is a nice touch, though.
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Review | Red Faction 2
It’s a sequel.  See?

Version

PAL

Developer

Violition

Publisher

THQ

Format

PS2

Players

1-2

Presentation: 7

Graphics: 8

Sound: 8

Lastability: 7

Gameplay: 8

Verdict

Overall: 8 / 10

Those of you who played the first Red Faction
will know what to expect. For those that
didn’t Red Faction was a first person shooter
with vehicles and all the trimmings plus one
novel idea; the Geo-Mod engine. This allowed
the player to destroy much of the scenery
such as walls and doors and provided a feeling
of freedom new to the genre.

This, the sequel, sees further use made of the
Geo-Mod engine, more vehicles, bigger guns
and the addition of a multiplayer mode. This
is no lazy update from THQ and the
improvements are instantly noticeable. From
the title screen to the end sequence(s) it’s a
highly polished affair with that solid feel that
comes from a great game engine. From start
to finish there is not the merest hint of
slowdown, the impressive visuals and lighting
effects (for the PS2 anyway) are maintained
throughout, the only side effect being some
lengthy load times.

Simple, well balanced controls lead the player
straight into hectic gunfights and pitched
armoured battles. The controls are some of
the best I have come across in a fps console
game and I was able to pull off moves with
the PS2 controller normally only possible with

a keyboard and mouse. Still if you really want
the pro set up the keyboard and mouse
peripherals are supported as in the original.

The first mission kicks off in wondrous style
making great use of the destructible
environment and showing the potential of
the Geo-Mod engine. Enemies blast trough
walls, floors, ceilings and literally come at you
from all sides. But this also works to your
advantage: can’t find where to go? Blast a hole
in the wall. Enemies behind cover? Blow it up!
OK so it’s not exactly rocket science but this
is a shoot em up so the more stuff you can
destroy the better.

A massive array of weapons is at your disposal,
most of them featuring a secondary fire option.
Machine guns, rocket launchers and sniper
rifles are available, each with varying
effectiveness depending on the situation/
enemy being faced. Most of the smaller
weapons allow you to carry one in each hand
for increased firepower. Crisp weapon sounds
make the killing all the more enjoyable and
combined with good use of the vibration
function the arsenal is most satisfying.

In addition to fighting on foot Alias will often
need some added firepower. This comes in
the shape of battle armour (small mechs),
submarines, tanks, stationary guns and more.
Pleasantly the action flows seamlessly from
on the ground to vehicle based combat and
back again, these sections keep the gameplay
varied and enjoyable. It’s just a pity none of
the vehicles feature in multiplayer.

The only real criticism I can level at the single
player experience is that it is relatively short,
and easy.



Third Echelon.  Your secret, NSA-sponsored
government agency employers - they won't
acknowledge you if you get caught, but when
you're silent and invisible you're not supposed
to even be seen, nevermind captured or
injured.

You are Sam Fisher, and you're crouched,
back against the wall looking down a short
alleyway, you've got 3 rounds left in your
silenced pistol, and it's pitch black.  There's
not a light source around because you've shot
them all out.  This wouldn't necessary be a
problem to some, but in this case you're
supposed to be breaking into a police station
and you can see a figure just at the end of
the alleyway.  You can see him because you've
got your night vision equipped - it reduces
everything to blurry monochrome, but without
you might already be dead.  You don't know
if the figure has already seen you - you don't
even know if he's hostile, but he's definately
facing you, not moving.

You need to get past him, and with only 20
feet between you edging closer still would
alert him for sure - every step on the wooden
planks makes a noise you're positive he can
hear.  Thankfully, you're a deadly shot with
the pistol, and you're definately within range

22

Review | Splinter Cell
It’s the best game on Xbox right now, this is.  No, really.

Version

Final NTSC

Developer

Ubisoft

Publisher

Ubisoft

Format

Xbox

Players

1

- two taps to the chest or one to the head
and he's down - but he might not be hostile.
 If he's a civilian the agency will pull the plug
and it's game over, literally.  If he's not, and
he fires first, it's the same story.

You edge forward another step, sights aimed
right at the centre of his head.  The planks
beneath you creak, just a little, and he hears
you - calls out blindly - and you instinctively
pull the trigger.

It's a tense situation, but it's only one of
hundreds you'll have to face throughout
Splinter Cell.  There's a Chinese proverb that,
paraphrased, says that if you see a snake and
don't kill it there and then, you'll regret it
later.  Well, Snake's dead - Sam Fisher is the
new king of stealth.  Ubi Soft, in a single fell
swoop, have single-handedly rewritten the
whole third person genre.  Splinter Cell not
only features the most impressive state of the
art graphics yet seen on Xbox (and how
they're going to get it running on a PS2 I've
no idea) and some stunning, atmospheric
sound effects and music, but quite probably
the most thrilling gameplay seen for a few
years.

I'm hyperboling, of course, but it's all deserved.
 From the very start to the final scene, Splinter
Cell delivers everything it was hyped up to
do.  Whether it's simply running up pipes or
infiltrating the CIA headquarters Sam Fisher
is a brilliantly controlled hero - the left stick
moves Sam and the right stick moves the
camera freely, with the triggers used to fire.
X brings up your gun (and moves the camera
almost to a first person view) and the other
buttons are used to activate items, crouch,
and so on.  It's a slick interface, and it needs
to be because you'll be asked to perform in
and around a large array of buildings and
streets.

Each level offers a variety of ways to get
through it - it's up to you most of time whether
you opt for the stealth approach or the gung-
ho shooting style, and although there's not
the replayability there of the likes of Hitman
2 you'll not have any issues with starting the
game all over again once you've finished it.
However, Splinter Cell is much better paced
than Eidos's classic - you'll be forced to run
blindly through unfamiliar territory from time
to time - something that really gets the pulse
racing, but there'll be times when you'll need
to take your time to survey the surroundings,
watch the patrols and make the most of your
technology.  With the inspired inclusion of
fibre-optic cables, lock pick, sticky cameras
and microphones you'll never be at a dead
end - it just might require a little lateral thinking.
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Presentation: 8

Graphics: 9

Sound: 9

Lastability: 8

Gameplay: 9

Verdict

Overall: 9 / 10

Of course, this is all in addition to the amazing
graphics.  Running of the Unreal engine just
wasn't enough for Ubi Soft - it's a highly
customised version that features the very
latest visual technology - there's dynamic
lighting and shadowing, fair enough, but Splinter
Cell re-writes the textbook for what's possible
on Xbox - vertex shading, volumetric lighting,
texture rendering, per-pixel shading and superb
shadow mapping on and from every item in
the game.   In short - it looks stunning.
Constantly.

With a well written story full of the Tom
Clancy magic, professional voice acting and
convincing environments, along with great
controls, stunning visuals and fantastic sound,
it's hard to fault Splinter Cell - there's even
additional levels promised - the US version
can download levels via Xbox Live next year
but we're also told future missions will appear
on disk, hopefully via OXM.

There are a few niggles, though, sadly. There's
clipping issues here and there, Sam's arms in
particular like to melt through walls, and
sometimes Sam tends to float a little above
the ground, especially on stairs, but they're
certainly nothing to panic about.  It's also
worth mentioning that the game is extremely
hard - and it's not for everyone - you've got
to be meticulous with covering your tracks,
for example.

If you do choose to knock out or shoot
someone you'll have to hide the body, but
hiding it in a dark room won't help because
the guards will switch lights on, so you'll have
to shoot the lights out too.  Ammo is rare,
though, and you can't pick up enemy guns -
this isn't a shooter and you need to keep that
in mind.

But don't let that put you off -  it's won
numerous awards, cleaning up at E3 this year
and the final version is universally acclaimed,
and we have to agree.

Not only is Splinter Cell is unmissable, it's also
the second game worth buying an Xbox for.

Halo finally has a rival.



Phantom Crash throws out the Mech rule-
book.  Gone are the huge metal monsters so
popular in the Armoured Core series and
instead, in their place you have smaller models
(called a Scoobee) with the emphasis on
speed and stealth, with all the options that
make their towering counterparts so attractive.

As to be expected, Phantom Crash is set in
the future, 2031 to be precise, where the
Tokyo has we know it has ceased to exist.
Instead the population now lives in a domed
city called Neo Tokyo, nearby the ruins of
the original metropolis.    A whole new sport
and culture has grown around the ruins, which
are now the battlefield for Scoobee’s engaged
in rumbling – battle.   Scoobee drivers are
known as Wireheads, who risk all for financial
rewards and the celebrity status, which comes
with media coverage.   The popularity of
Rumbling has created an industry that has
grown up around it, and is followed by the
masses.  Your aim is to rise to the very top
of the rankings, which is no easy task, however
the learning curve for beginners is well pitched.

Normally most Mech games display a suitable
story, which follows an enemy invasion force
that needs to be repelled or something along
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Review | Phantom Crash
Lightweight mech’s battle it out in Neo Tokyo.

Version

Final PAL

Developer

Genki

Publisher

Phantagram

Format

Xbox

Players

1-4

Presentation: 8

Graphics: 8

Sound: 9

Lastability: 7

Gameplay: 8

Verdict

Overall: 8 / 10

these all too familiar lines.   Phantom Crash
maintains its story through dialogue between
competitors and enthusiasts throughout the
game.   This contrasts well with the intense
internecine rumbles, and creates a relaxed,
but informative environment outside of the
arenas.

There is a great deal to consider when
discussing all the options found in Phantom
Crash, but do remember that someone is
always on hand to offer advice.   As you start
off with a generous amount of credits
(200,000) you can buy a complete Scoobee
from one of the manufacturers.   The economy
that surrounds Rumbling is nicely laid out in
a Gran Turismo styled map, catering for every
Wirehead’s need.   Not only do you have
several Scoobee manufacturers who excel at
certain types, but a second hand industry and
thriving music sector.

Phantom Crash may feature a veritable tanker
full of text and animation, but graphics on
show are equally vast.   Each Rumbling area
is highly detailed, featuring destructible scenery,
lighting, cloaking and so much more.   It sounds
fantastic simply because it is, and thankfully
Xbox owners are now beginning to discover

what games specifically designed for the system
can achieve.   The frame rate and loading
times are equally as impressive, and there are
few bad pointers, which I can highlight: even
the controller is well implemented.

Phantom Crash: Blue Sky Brings Tears offers
invention and design  and as such it’s one of
the most enjoyable releases I’ve played this
year and is certainly worthy of your attention.
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Review | Wave Bird controller
Got one yet?  Well hopefully this’ll persuade you.

Version

Final PAL

Developer

Nintendo

Nintendo are the first hardware manufacturer
to pick up the gauntlet and try to achieve the
impossible. What they have created is a
controller that is cordless, operating by radio
frequency only, and is promised to offer the
same level of control from up to 20 feet away.
To date this revolutionary device is currently
only available in America, with Europe, as
ever, waiting eagerly for confirmation of a
release date. Patience is always a virtue that
each and every European gamer has to acquire,
but Gamestyle could wait no longer to bring
you our impressions of the Wavebird, which
does work on a European machine.

The advantage of such a device is immediately
clear: one more lead removed from the strands
that litter your audio visual home set up. With
the recent exception of the Xbox controller,
the leads between the pad and console are
consistently too short, never mind potentially
dangerous to passers by, with extensions only
increasing the dangers. The Wavebird fits in
well with the complete transportability of the
system: the cube handle, discreet size of the
memory card and unit. Nintendo not only
want the Gamecube to be the smallest, most
environment friendly system but also the most
transportable. Many of us no doubt hate
wrapping the wire around the controller or
looping the cord after you’ve finished playing
in a desperate, ill-advised attempt to clear up
the console clutter. These days are now a
thing of the past.

Despite its hippy-esque name, the Wavebird
is a carbon copy of the current Gamecube
controller with two noticeable differences.
The first is the added bulk at the base of the
unit, which houses the two AA batteries
(supplied) and necessary signal equipment.
The Wavebird does not contain a rumble
function, which is not only an attempt to
conserve battery life but also to prevent an

idle controller moving along your coffee table,
while you attend to matters elsewhere. Given
recent health warnings and friends, who
specifically turn off the rumble function on
games, I sincerely doubt many will mourn its
absence. The two supplied batteries are
adequate but do not offer the durability of
Duracell Ultra, which I promptly installed.
Worries about rapid battery consumption are
in my opinion unfounded, and instantly erased
by the performance of the Wavebird.
Nintendo have included a light on the
controller to display the status of the batteries
and an On/Off switch to limit any wastage.

The first thing I noticed about the Wavebird
was its weight, I had visions of an almighty
handful but I could not have been more wrong:
it is extremely light and because it’s from
Nintendo feels just like the standard controller.
As the system uses a radio frequency, and
given the amount of invisible signals bouncing
around lives, you would think that tuning
would be a major hassle. This is simply not
the case because Nintendo have devised a
system so simple that even your parents could
figure it out. On the receiver, which plugs in
the Gamecube, there is a dial that goes from

1-16; these are the possible frequencies that
correspond to the same dial, which is located
on the base of the Wavebird. Simply select
whichever works for you and then you can
get on with playing. Nintendo have included
a green light that will flash on the receiver
whenever you press a button or move the
stick, thereby showing that everything is
functioning correctly. The additional frequencies
can be used to accommodate more players,
taking advantage of the four player capabilities
of the system, regardless of the number or
combinations of Wavebird’s and standard
controllers involved.

Using the Wavebird soon becomes second
nature and opens up your gaming space even
more. Previously I had plonked myself on the
floor, leaving room for others to move around
with no fear of tripping or utilise the sofa if
they so desired. Now the whole room is a
new playing space, I could even sit at the
dining table and play during dinner, although
this may be hazardous to my health. Still I do
suggest that you try the Wavebird as it could
be the answer to your problems. If I was
offering a score then it would be a nine without
question, an essential bit of kit.
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Review | Star Fox Adventures
Rare’s last Nintendo home console game.  It’s good though!

Version

Final NTSC

Developer

Rare

Publisher

Nintendo

Format

Gamecube

Players

1

Cast your minds back. Back to a time when
life was less hectic, the SNES looked great
under the TV and Starwing was the cartridge
to have. Back then it was 1993 and Fox
McCloud and his fellow Arwing pilots could
do no wrong as hazy, rose-tinted memories
advise. A few years later in 1997 Fox McCloud
and chums returned to do battle in the Lylat
Wars, complete with a rumble pack and new
found analogue abilities. And now, in 2002
Fox McCloud and the Starfox team return in
what promises to be their biggest adventure
yet.

Fast forward to the current state of affairs
and for the third generation running Fox
McCloud and the Starfox team return, bigger,
better and more experienced than before.
It’s taken a while to arrive, granted, but is the
wait worth it? Is the last Rare produced game
for the Nintendo Gamecube something special,
holding the Rare ‘magic’ that has been evident
in so many previous titles, spanning four
generations of video games? At Gamestyle
we have played it until the very end, lifting
rocks for scarabs, ordering Prince Tricky to
dig up loose earth and pummelling General
Scales’ minions into submission, forever in
search of that ‘magic’. And did we find it?
Read on…

We first played Starfox Adventures way back
in September 2001 at the Nintendo Show in
Westminster, London and from the early
showing the game looked impressive although
sparse. But how things change. After the initial
loading of Starfox Adventures we are treated
to a glorious display of the Starfox team, eight
years after defeating Andross, lounging around
the Great Fox. This 3D display is home to
the menus that offer the various settings such
as language (dealt with by Rob), Screen ratio
and Rumble (Peppy) and finally sound (Slippy).
Owners of home theatre kits are catered for
via a selectable Dolby Pro Logic II option and
a Progressive Scan option is available by holding
the ‘B’ button whilst the game loads up.

Starfox Adventures, as previously mentioned,
begins eight years after the defeat of Andross
and Lylat Wars. Falco Lombardi has long left
in pursuit of bigger adventures, Slippy Toad
has entered weapons R&D, Robbie has been
rebuilt to do nothing and Peppy Hare has
now found his place in navigation and
information management. They spend their
time upon the decrepit Great Fox, patrolling
the Lylat system in guard of their territory.
Then General Pepper appears on the
hologram with a job offer Fox and his crew
cannot refuse. On the edge of the Lylat system
is Dinosaur Planet, now shattered into pieces
and its up to Fox to fuse the planet back
together and prevent the planets impending
explosion from effecting the whole of the
Lylat system.

 The main bulk of Starfox Adventures is played
on Dinosaur Planet with the central hub being
Thorntail Hollow. The four pieces of Dinosaur
Planet that have broken away each hold one
of four spell stones, that have to be collected
and returned to the planet by Fox and to free
the ‘damsel in distress’, Krystal, who the player
controls for a short time during the opening
of the game, six ‘Krazoa Spirits’ have to be
collected and returned to the Krazoa Shrine.
Receipt of the spell stones and spirits involves
puzzle-based levels, whilst fantastically designed
and thought out are a small challenge to
anyone with a logical approach. Each area hub
is visited at least twice, therefore always giving
the players a second chance to view the
marvellous graphics and immerse themselves
into the game a little further. Even if you get
stuck (which is very uncommon) Slippy Toad
is on hand to guide you through the game,
from start to finish with a few cryptic clues,
but most of the time offering a direct answer
to aid you on your way.

Upon touchdown on Dinosaur Planet you
cannot help but drop your jaw in awe. The
visuals (in character and location) that Rare
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Presentation: 8

Graphics: 9

Sound: 9

Lastability: 8

Gameplay: 9

Verdict

Overall: 9 / 10

have created are beautiful. You cannot help
but run around with a smile on your face. The
environment that surrounds you is awe
inspiring, with random weather effects and
brilliantly incorporated night and day system
(as seen in Zelda) not to mention the gentle
breeze that sways all organic matter present,
including the grass. Every character and every
environment you meet or come across upon
your journey is lovingly and expertly modelled.
There are only ‘rare’ cases where a game
immerses the player so well, and Starfox
Adventures is one of the best. Pictures just
don’t do this game justice and it really is the
best example of graphical achievement so far
seen on the Gamecube. And to add to that,
the fact that the camera behaves itself all the
time and very few glitches can be found (apart
from using the first person view on a lift)
everything very impressive.
.
The Arwing sections of the game, used to
travel to each of the pieces of Dinosaur Planet,
are unfortunately easy to master and are
quickly over. Fans of the original Starwing and
Lylat Wars will no doubt be disappointed by
their ease of completion, and even though
they do feel tacked on in comparison to the
main adventure elements of the game, they’re
coherent to the storyline and essential to the
completion of the game. Three hover bike
subgames are also present and involve chasing
down and destroying Sharpclaw minions. Both
of the above could have been left out with
no detrimental effect to the main game, but
offer a short, sweet and pleasing diversion
and a bit of fun along the way to saving Krystal
and the planet.

Controlling Fox is a delight and immediately
familiar to anyone who has touched the
previous Zelda games. He runs, swims, jumps
and fights with great response and accuracy
and coupled with his newly rescued friend
and ally, Prince Tricky, together they provide
all the moves required to complete the task
in hand. Combat is unfortunately simple and
limited due to the one weapon (Krystal’s staff)
on offer throughout the whole game and the
lack of attack combinations that Fox has. There
are only a couple of boss battles on offer but
both prove to be entertaining. Special mention
must go to the Tyrannosaurus Rex boss, which
is slickly produced and well thought out,
making for very tense moments until you
figure out how to kill him.

The Dolby Surround II sound is great with
some perfectly appropriate melodies to

accompany each area with wonderful ambient
sounds such as birds singing, water splashing
and the like. During the Arwing stages its great
to see Slippy appearing in the bottom corner
telling you when you have missed a gold ring
(required to bring a forcefield down), it truly
brings back memories of playing Starwing
many years ago. It’s so good in fact, that it
really does deserve a soundtrack release unlike
many other videogames that are given the
‘OST’ treatment.

Looking back over the whole experience,
Starfox Adventures is an expertly crafted
videogame in the many areas it touches upon.
The puzzles hold a fair, but not overly difficult
challenge, the levels and travelling between
them (whilst uncovering the enjoyable sub
games) hides the linearity of the game and
the graphics are nothing short of outstanding.
The difficulty lies in the realm of easy, but it
seems as if the game has been created with
completion and progression in mind.

Never do you come to a point where you
switch the console off due to a hideously
obscure puzzle with no visible solution and
that, in hindsight, is what makes Starfox
Adventures great. Slippy Toad, with all his
solutions to aid progress seems a bit of a
waste, a little lazy even, as any gamer with a
sense of pride and integrity will never ask for,
or need his help. The main downfall comes
with the closing areas of the game; they seem
rushed and are indicative of the sale of Rare
to Microsoft, but don’t let that prevent you
from thoroughly enjoying one of the best
videogames of this year. Play Starfox
Adventures, smile to yourself, hum along to
the music and don’t stop until it’s finished
around 20 hours later. Wonderful.
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“Sequel: conclusion, consequence,
continuation, end, issue, series, succession.”
Collins English Dictionary (1992).

As shown, the word “sequel” can mean many
things, however the Collins English Dictionary
overlooks one important definition in the
world of business.   Sequels mean money,
normally a guaranteed cash cow to milk more
revenue from the masses.  For this issue of
Gamestyle Offline we decided on a sequel
theme, given that this time of year is particularly
stuffed full of the blighters.   Sequels can be
a mixed blessing to us all, the revenue helps
the industry to function, but a consequence
may be the lack of original product or even
the destruction of a memorable game.   A
factor in this is that control mainly resides
with the publisher, rather than the developer.
  Most choose to develop in-house or select
the cheapest bidder: where quality or
innovation is sacrificed to ensure low costs
and a speedy development period.    One
thing is certain; sequels are here to stay for
the time being, but are we being abused?

When applied to the world of video games
you can categorise a sequel into one of four
types: true, expansion, annual or association.
  These variations help to keep the revenue
flowing into the industry whilst confusing many
consumers who believe that they are buying
a true sequel.   My definition of a true sequel
is exactly that, the continuation of a series
from Grand Theft Auto 2 to 3 is a perfect
example or even Metal Gear Solid to Metal
Gear Solid 2.   These may or may not continue
a story, but must display a dramatic
improvement over the original whilst at least
maintaining core elements of gameplay.  Such
sequels into today’s market are the rarest of
the four types, as these are often take several
years to develop, often arriving on a new
hardware platform.   Nintendo is an ideal
example of the true sequel approach, as games
based upon their leading characters (Mario,
Wario, Zelda, Metriod) are handled with
extreme care, and consumers can wait up to
five years before enjoying the next instalment.
 Obviously this is not the most productive
approach for companies who have
responsibilities to their shareholders.  So the
other three categories have grown in
popularity, thereby eclipsing the original true
sequel.

Feature | Sequel Hell
Jason takes a look at the desperate state of videogaming.

An expansion sequel is a relatively new
occurrence in the world of consoles with
recent examples being Grand Theft Auto:
London and Metal Gear Solid: Special Missions.
  These games are normally quite limited,
offering a sprinkling of new features or a single
unique environment, and are snapped up by
consumer’s eager to enjoy more delights
based on the original game.   I would even
argue that Timesplitters 2 comes under this
heading, as it was nothing more than a glorified
multi-player expansion pack.   Expansion
releases are few and far between today, simply
because publishers have woken up to the
potential offered by a successful title.    By
adding a little more content than that
demanded by the expansion category,
publishers realise that they can charge the full
price at retail, because expansions tend to
sold at discounted rates, whilst the other three
categories always demand the premium price.
   Soon your perspective changes, as you
realise it has little to do with the game content
itself, only what profit can be extracted from
you the consumer, with as little effort and
cost as possible.

The annual sequel often resides within the
world of sport, and is an approach favoured
by the giant publishers such as Electronic Arts,
Activision, Acclaim, THQ and even Sega.
 Each offers its own range of sport franchises,
and compete amongst each other for the
official licenses from governing bodies.   As
the world of sport changes almost on a daily
basis, some find the need to keep up with
the ballistic pace by releasing an almost identical
product annually.   The most infamous example
is the FIFA series, which thanks to the European
Championship and World Cup is currently
averaging a new release every six months.
Each boasts up to date rosters, teams, stadiums,
rules and alterations based on feedback, but
little else.   Visuals may have improved
marginally, as each developer becomes more
familiar with the hardware, and uses code
from the previous release.   The future of
such an approach is highly debatable as the
consumer outcry over football teams changing
their strips regularly, and overcharging, could
easily transfer to the game which bases itself
upon the sport.   Surely the economy of scale
rule dictates that by the time a publisher
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releases the third instalment of a popular
franchise on the same system, their
development costs have reduced thanks to
efficiency and use of previous code. Yet the
price always remains the same.

These annual releases are locked games, only
offering limited customisation options to drive
the fan base onwards to purchase subsequent
editions.   Unfortunately the annual approach
is becoming more widespread, particularly in
the weeks leading up to Christmas, which is
seen as the ideal time to release the latest
version.  More and more games which are
hits first time around, are seized upon by
publishers eager to repeat the success one
year down the road.

Never underestimate the desire to please the
market and its shareholders, as Grand Theft
Auto: Vice City was released in America during
October, and elsewhere in November.   The
reasoning behind such a move was to spread
out the possible income, as Rockstar’s financial
year ended on the 31st October, and a new
financial year began on the 1st November.
All this to satisfy those who have little interest
in games, except for the possible financial
returns, despite the fact that the game was
created and developed in Scotland.

With the next generation of consoles
promising online capability with decent sized
storage mediums, the annual sequel is in

danger.   Publishers will soon face the anxious
decision of whether to allow downloadable
upgrades, rather than just online play, and of
course these will only be made available at a
price to the consumer.    Downloadable
content could quite possibly effect the constant
stream of annual releases, as consumers feel
less inclined to make such a purchase.
Popularity will depend on the pricing and
accessibility of the download, but extra costs
may deter publishers who have to pay for
servers and process payments themselves.

We must also take into account the retailers
who weld great power and would be opposed
to such a move.   My gut feeling is that many
publishers will resist and stick with the current
annual format, as it is ideal and suits the
retailers.

The association sequel applies to games that
take on board a familiar title and continue the
theme, perhaps offering a new story.   Perfect
examples of such sequels are the Final Fantasy
series and Armoured Core.   The Final Fantasy
games have a common thread running
throughout each, and this can be simplified
as man and nature must work together or
perish.

Normally each instalment brought a whole
new batch of characters telling a completely
new story, however Squaresoft have broken
this trend by announcing Final Fantasy X2.

These games are hugely popular, guaranteed
immediate sales on release and massive
exposure, with enough subtle changes to be
considered here rather within an expansion
context.   Games that possess a winning
formula are soon rushed into development
after the original is released, and as the name
suggests, sell well on the basis of the name
alone.   The formula within each is rarely
tampered with, and as ever with sequels, use
the code from the previous releases to ensure
a minimal development time.

Defenders of the industry’s approach to
sequels would claim that such titles pay for
the more innovative and niche releases, which
fail to make substantial sums or even achieve
a profit.   However such innovative titles are
few and far between, with only Japan providing
new experiences and pushing the boundaries.

Publishers such as EA are more than happy
to churn out template products, which
although feature high presentation levels, are
in effect devoid of ideas and produce a shallow
experience.   You can find such titles loitering
in the second hand sections of most retailers:
fast food gaming for eager consumers, left to
rot once any nutrition has been extracted.

Everything about gaming is becoming bland,
sterile and predictable, sequels may be the
lifeblood to some, but to many are killing a
once innovative and exciting industry.
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DVD Review | Blade 2
Snipes is back, kicking arse all over again.

Film: 7

Sound: 10

Picture: 9

Value: 8

Extras: 9

Verdict

Overall: 8 / 10

Back in 1998 Wesley Snipes surprised both
critics and public by appearing in the highly
successful Blade. Taking well over $100 million
in the States alone and proving incredibly
popular on the fledgling DVD format (thanks
to a well-put together disc) it was inevitable
perhaps that a sequel would eventually arrive.

Newline have now released the sequel on
their 2-disc DVD platinum range and the end
results are nothing short of spectacular.
Continuing on directly from the first film, we
find Blade in Moscow dispensing his usual
brand of justice and searching for his mentor
Whistler (what do you mean you thought he
was dead? This is a comic book adaptation).
A new breed of vampire, created by the
genetically enhanced Novak (a surprisingly
good Luke Goss of Bros fame) is causing no
end of trouble for Blade’s adversaries. Fearing
for their existence, the vampires offer Blade
a truce, put aside their differences to defeat
this common foe. Offering Whistler back to
Blade as an intention of their good will, the
two groups form an uneasy alliance – the
Blood Pack –, what follows is an explosive,
sometimes vacuous but always thrilling sequel
that outstrips the original jaunt in every way.

Considering the actual characterization is from
a comic strip, the acting throughout is well
above par when compared to the normal

amount of dross this genre can sometimes
offer. Wesley Snipes is extremely settled in
his role as the “Daywalker” and has now
started to use a nice touch in dark humour
to underscore his initially gruff persona. Able
support is offered by the likes of Ron Pearlman
(Enemy at the Gates) and the always great
Chris Kristofferson. The rest of the cast are
simply fodder for the new vamps and as a
result do not really get enough screen time
to develop (their admittedly) small roles.

Overall Mexican horror maestro Guillermo
Del Toro has created one of those rare titles
that improves on the general rule that sequels
normally suck (pun intended). He’s cranked
everything up to 11 with buckets of claret;
some excellent fighting scenes and the end
result is a real rollercoaster of a ride.

Picture quality from Newline as ever is
excellent, Infact this is one of the most stunning
discs they have yet produced. Pixelation is
non-existent and the sheer vibrancy of the
picture gives a sometimes 3-dimensional quality
to the film. The darkness the movie takes
place in does nothing to diminish the look of
the film and the blood and gore that spills
repeatedly throughout has never looked better.

As good as the picture may be, it’s the sound
that truly elevates Blade 2 to must-have status.

In short the DTS soundtrack is sh*t hot and
will take your speakers to their limits (and
possibly beyond). The music is not as good
as the originals, but again sounds simply banging
thanks to the superb digital mix that only DTS
can bring you. Not surprisingly it’s the fight
scenes that really bring the film to life. Gun
shots, freshly staked vampires and explosions
envelop you in a superb mix and so intense
are some of the scenes, vibrations from the
woofer sent items on top of my TV falling to
the floor!

To complement the great audio and picture
quality, we also get a great selection of extras.
2 very good commentaries by star and director,
some fascinating deleted screens and gorgeous
animated menus are just the tip of a sharply
pointed stake.

It’s the “Blood Pack” documentary that is the
films crowning achievement though, weighing
in at a staggering 83 minutes, this is one of
the most in depth and genuinely interesting
documentaries ever made on the DVD format.
It needs repeated viewing just to take in the
sheer amount of detail included and makes
the film a necessary purchase.

As well as the superb extras already
mentioned, there are plenty of other
documentaries, diaries, production notes and
all manner of other goodies to entertain you
with. While the film is very good (for what it
is), the actual extras far eclipse the movie and
will appeal to everyone.

Overall Blade II is yet another exemplary disc
from Newline and deserves to sit proudly in
your collection. It features an enjoyable film,
a massive amount of decent extras and some
of the best sound and picture quality on the
format. The first Blade was a great DVD but
this surpasses it in every way, well worth
picking up.
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Retro | Double Dragon
Darran grabs those rose-tinted glasses for another look back.

Mention Double Dragon to many and you
will see eyes mist over in fond reminiscence
as they fondly recall one of the most influential
beat-em-ups ever made. Going back to the
game for the purposes of this review it is
obvious that the magic that captivated so
many back in 1987 is still in evidence today
and while it is not without problems, the end
result is still highly enjoyable.

Depending on whether you played the English
of Japanese versions of the game (distributed
by Taito and Technos respectively) the games
plot essentially came down to the same thing,
get your girl back! From the classic beginning
that saw your garage opening up to reveal
the battling brothers, Double Dragon
immediately threw you in at the deep end
with a constant stream of scum to wade
through in your quest to rescue the girl and
teach the gun-wielding final boss a lesson.

Playing either Billy or Jimmy Lee – all character
names were taking from Enter the Dragon –
you had a wide variety of kicks and punches
that could be accessed by 1 of 3 different
buttons. Further more a combination press
of kick/jump or punch/jump would see you
pulling off either a fancy kick taking out anybody
behind you or a devastating elbow (that along
with the head butt was the major flaw in this
amazing game). Along with grabs, throws and
the aforementioned head butt you could mete
out some serious damage to all and sundry.
However, it wasn’t just the complex variety
of moves that made Double Dragon stand
apart from its lack-luster peers; you were also
able to employ a large variety of weapons to
aid you as well. Ranging from knives (that left
a satisfying red splodge of blood) to massive
oil drums, it was yet another exciting addition
to the quickly evolving genre that was the
scrolling beat-em-up.

Another quality that set the Lee brothers
apart from wannabe brawlers at the time was
the sheer amount of enemies they had to
face. Ranging from slow-witted goons who
would simply gang up on you, to whip wielding
dominatrix’s, there was more than enough
happening to keep you on your toes
throughout the games levels. Special mention
must also go to the huge behemoths that

would appear at certain stages of the game
to show you a world of pain. Fast, strong and
with a penchant for extreme punishment,
they could be a real pain in the arse if you
didn’t know how to finish em off. Along with
some green-clothed punks who could pretty
much match you move for move, the giants
were the only other enemies to really give
you any serious problems (even the final boss
was a bit of a pushover).

Not content with displaying its many innovative
features, Double Dragon also had some great
looking visuals. Continuing the cartoon styled
visuals of Renegade (Dragon’s prequel fact
fans) they were more refined and showed
some great detail. Animation throughout the
game was also decent, with the comic book
styled violence looking extremely outrageous
and exaggerated as you kicked, pummeled
and kneed your way further into the game.
Although there were only 4 levels in total,
they showed an impressive range of
environments. From the back streets of your
hometown to the final castle assault with your
gun-toting nemesis, everything was vibrant
and extremely polished (the final battle on a
plush red carpet being particularly memorable).

Along with its fantastic visuals, Double Dragon
also had some great tunes and most still sound
good today. Although some of the tracks had
a typical Japanese weirdness to them (especially
the boss encounters), they were all incredibly
energetic with a frenzied pace that was
perfectly in time with the amount of onscreen
carnage you were dishing out. Spot effects
too were also very good with the various
kicks and punches you could throw sounding
suitably brutal as they struck home.

Although pretty much the first major scrolling
fighter and a fantastic game to boot, Technos’s
game was not without faults. For a start the
game featured an unbalanced difficulty curve
while many of your opponents could be easily
dispatched others would verge on the near
impossible, and swallow up your credits in
the meantime. There were also a few sections
involving pixel perfect jumps that would see
you having to quickly shovel more money
into the machine if you wanted to carry on.
In fact the games one glaring fault was that

by simply using either the elbow or head butt
you could simply walk the entire game within
20 minutes. Fortunately, however, the game
was such a joy to play that many people
actually found this a bonus (making your
pocket money last longer at an arcade was
always a bonus).

Overall, despite its little flaws Double Dragon
was a massive success, both as a game and
what it achieved for the genre’s future. With
its fast hitting gameplay, cracking tunes and
unique features – where else could you face
off against your mate to see who finally got
the girl – Technos had produced a landmark
title. The fact that our own editor manages
to worm it into practically every conversation
is testament to the fact that while this gem
may not be exquisitely polished, it is still
priceless

Overall: 8 / 10



Rare set to conquer all?
We go from Ultimate to Perfect Dark.

Next month
There’s more of Offline in the new year.


