Two Cents Corner.

I'm not gonna lie to you. I love video games! Though I must say that I'm not the biggest fan of the current generation of gaming. I was more an aficianado of the 32-64 bit era. My favorite console of all time is the Nintendo 64 (solidifying my allegiance to the Big N). Anywho, these are just some of the game reviews I wrote a while back. Enjoy :)

Goldeneye 007
Bond hits the FPS target with point blank precision. Blam! 
By Surging Inferno

The genesis of FPS bliss has arrived!

Goldeneye 007 is the hit movie to game adaptation that launched in November 1998, to the delight of FPS enthusiasts everywhere. Developed by the game maestros at Rare studios, Rare created what some still believe as the greatest movie to game translation ever made (surpassing perhaps even the flick it was based on). Selling 8 million copies worldwide, gamers were taken aback by the gorgeous graphics, impressive musical score, and brilliant, shoot-a-thon gameplay, not to mention the fun-as-sin multiplayer fragfests. Yes, G007 was amazing, and so many have attempted to create a fps gaming experience sharing a mere modicum of the brilliant gameplay mechanics of the stellar game. We, the gaming guild, still await such a masterpiece…   

Premise to shake a martini at!

Bonds mission, throughout the game, is to assassinate a few irksome little baddies, with the superlative mission of stopping the potentially catastrophic Severnaya satellite from being activated. Throughout this long and exciting journey, Bond will encounter old adversaries (including a few converted good guys like Valentin) and even new, sultry, allies (a.k.a the zaftig, computer expert Natalyna). And in the midst of Bond’s mission route, Bond will kill a plethora of hapless goons, with an arsenal of bad-ass devastating weapons, and simplistic yet intuitive controls that make offin’ goons a trippy little jaunt into carnage euphoria. 

Kodak would be proud…

The graphics in GOO7 are very nice. Eye candy resonates throughout the games brilliantly crafted levels, and even the enemy models gleam with high polygon counts. Subtle, and soft lighting effects mingle throughout the game, and the weaponry that Bond hones look nigh- facsimile to their “real-deal” counterparts. Overall, the game is gorgeous, albeit the occasional multiplayer lag hiccup, and “huge explosion” slowdown effect comes along (though it doesn’t hinder the gameplay, overall). The graphic designers at Rare did a commendable job of recreating the bond universe on obsolete N64 technology (a.k.a. Whoh!). 

Symphonic Nirvana a la Bond.

Perhaps even better than the graphics is the audio experience. Flashes of gun light are accompanied by reverberating, powerful bangs, as ammo and shrapnel light the somber sky. Enemies make realistic, dying noises as they fall with lifeless thuds. The sound effects are impressive, though some voice samples and voice acting would’ve made the cinematic game even more so, albeit the lack of such “frills” were probably due to the bandwidth and sound limitations of the N64. Despite these shortcomings, the game gets extra kudos for the brilliant, immersive soundtrack, provided by Rare’s UK sound division. The music, is amazing, driving the gameplay impressively, without being droning or usurping the gameplay itself. An OST may be in the works (I would certainly purchase it) and some of the tracks (i.e. the Runway, Train, Control, Cradle, Aztec, Egyptian, credit theme) are a marvel to listen to, and may even latch onto your psyche for some fine humming. Superb aural experience throughout. 

Reticule aims at heart-gushes with incarnate adoration.

The controls in the game are dead-on perfect! Everything moves and flows like it should. And if you abhor the default control setting, you can configure the controls to your liking, through the inventory, selecting from various control schemes (i.e. solitaire, honey). You zoom and aim with the R button, and benevolent auto-aiming eliminates any aiming issues in heated battles. Strafing involving the right and left C buttons, and you move back and forth, including 360s with the analog stick. Reloading involved a quick B press, juggling weapons with A, and unloading ammo on “deserving candidates” involves holding or pressing the Z button. The controls are so goddamn easy; that they’ll be second nature by the time you finish off the “Dam” (1st) mission. Dead on, flawless controls make any game more fun and accessible, and G007 is no exception.

Unveiling armature, clandestine archives: ooh-la-la!

The game involves 4 different difficult settings (e.g. Agent, Secret Agent, 00 Agent, 007). Each difficult setting gets more difficult, with smarter and deadlier A.I, sparser ammo, and a myriad of extra mission objectives). Beating 00 Agent (and the II ancillary missions) unlocks the 007 mode, where gamers can customize the health, accuracy, lethality, dexterity etc, of the enemies in the game before playing a mission of choice). In total, the game contains 20 missions (2 which must be unlocked bien-sur) and various cheats for beating levels in a certain amount of time (i.e. invisibility, paint ball radar, Dk mode, magnum, unlimited ammo). Upping the ante on the difficulty setting means even gaming vets will be playing this superb opus for weeks to come. 

Bond goes 4-way-and the dying hasn’t stopped since.

Another aspect of the game that gets uber-props is the fun time killing jaunt that is the multiplayer gameplay. Gamers can opt to play 1 on 1 with a pal, or go nuts in a 4 way frag-a-thon. Multiplayer modes include, you only live once, arena, slappers only, and last agent standing. Gamers can select actual game locales or even a few customized and enjoyable maps designed exclusively for the multiplayer realm. The mayhem and adrenaline rush are fierce, chaotic, and ballistic, saturated with gung-ho gusto and oh so wicked bad-assery. The gamer can pick weapon variants/sets (i.e. rocket launcher, grenade launcher, proximity mines, knives, power weapons, automatics) time limits, frag-limits, locales, health gauge limits, handicaps, characters, and then some. The multiplayer is highly polyvalent and customizable to the gaming cognoscenti’s delight. Two words can describe the hedonistic jaunt that is G007 multiplayer: Hot damn!

One…more…round.

So what are you waiting for? Gamers who have craved a wicked, no-holds-barred, kick ass fps game need wait no longer. The graphics, sound, controls, and regal gameplay are protuberant with glorious panache and high-octane thrill-a-minute slay-a-thons. And the incredible multiplayer experience means a bevy of buddies will have their trigger fingers on schlokfest OT for weeks, hell, months to come. Replay value is unparallel. Gameplay is superb, and well conceived. Rare, the first-party game guru’s have done it again. Near-perfection, of AAA quality has been harvested from Eden itself (…). So boot up this fine funky sucker and shake a few martinis, bond-style will ya?

Graphics:     4.5/5.0
Sound:     4.5/5.0
Controls:     5.0/5.0
Fun Factor:   5.0/5.0

Zone Of The Enders 
By Darkness Everlasting

Mech Rule Decreed!

Zone Of The Enders takes place in a pre-apocalyptic world, consisting of citadels within colonies in peril, and a few other endangered factories and cities. The remaining survivors attempt to survive almost certain inevitable death, attempting to join their comrades in an encapsulated safe-zone on Mars, where monster prevalence is under control and prudently policed. That’s where Leo, the protagonist of the game comes in. As Leo, a 10-year old run-of-the-mill kid (or so it seems initially) you must, “escort” an uber archetype mech knows as, “Jehuty” to a safe zone for fine-tuning and what not. However, many obstacles, such as enemies, bosses, vector traps, and Eps.Generator force fields stand as bastions to try to prevent you from accomplishing your mission. To some, the plot may seem intriguing, to others, just a typical animesque storyline that comes down to, “been there done that” (a.k.a. meh).

Mech hits the deck hard!

The Gameplay, for the most part, ends up droning onwards, repetitive and spewing with monotonous Gameplay mechanics. That is, Leo will face the same ol’ enemies countless times, enter the same battlegrounds a plethora of times till the credits roll. The backtracking in this game is highly prevalent and annoying and makes the game a tedious boredom-invoking jaunt to complete. As for Jehuty move repertoire, it isn’t as limited, and has some strategic elements weaved into the mech’s chassis and craft. Jehuty can strafe fire, shield itself from incoming energy blasts, lift up and heave enemies to their demise, and fire powered up plasma balls, and ultima blade spins at hapless foes. There are also various passcodes that the player must acquire, to unlock modules that yield special abilities, involving offensive and defensive weaponry. Some weapons include, the feeble phalanx, gorgeous, yet deadly comets, and the uber-devastating boulder. The player can also use machiavellian weaponry such as the superb “decoy” which creates a facsimile resonance of your craft fooling enemies and bosses into thinking that it is de facto you (a la Shinobi). However, as the gamer progress, he/she may begin to notice that you can easily obliterate and decimate hordes of adversaries in the blink of an eye with the powered up cannon ball. Your meager arsenal of “bad-ass” weaponry becomes ancillary, and stays stored up in your inventory with rounds galore.

Z.O.E’ got no “go” bro.

The game is surprisingly a cinch to beat. We’re talking environ 2-3 hrs the first time through easy, and 5-6 on the hard or very hard difficulty settings. The game’ really beginning to show its anti-gusto in the graphics satiated game-realm that most gamers inhabit now (Z.O.E was launched in 2k1, 1st quarter). Enemies look bland & lackluster. Particle effects and lighting are scant and unilluminating. The cut scenes have an anime panache to ‘em that is actually quite unexhilarating and boredom invoking to watch, with abysmal lip-synching, as “select” becomes a novel combo masher. The audio score, on the other hand, triumphs over the mediocre visuals and subpar gameplay, grooving on psychedelic lounge techno, and battle-mech music emulating Evangelion, and Gundam episode pieces. The acapella, operatic mezzo-soprano that welcomes you into the game is epic and grandiose, chilling your psyche into thinking that the game will also be superlative and brilliant in scope (auditory cues can also be deceiving). Thus, for mech enthusiasts and anime aficionados, this game may suit you just fine, albeit I suggest you take it for a test drive at your local video store first to see if its “fine–tuned” enough for you. Cognoscenti aside, however, should probably not give this game a second glance. Ergo, the game is descent, not fantastic, will not delve you into a fascinating, breathtaking world of fantasy, and may not even be worth purchasing for the kick-ass MGS: 2 demo that comes packed in with the jewel case. Detonation in X…IX…

Final Verdict
7.0/10.0
Good © 

Zelda Ocarina Of Time
Gaming guilds rejoice! The greatest game ever made has hit its golden mark! 
By: Darkness Everlasting

Prelude of Magnificence…

Oh, where to start? What to say? How can one humble, Supramundane Gp editor describe gaming perfection? A magnificent, breathtaking, magnum opus that I am sure will take the gaming world by storm. Heck, maybe a monolithic, geomagnetic storm of catastrophic proportions wouldn’t suffice. A hegemonic tour de force that may contain the audacity to proselytize Zelda-abhorrers as well. Nonetheless, I will attempt to perform an eulogy to dictate what this perfection incarnate means to gamers everywhere, and the gaming industry as a whole…

Link: Legend of Time!

For starters, how about a little synopsis? Caveat’ galore people, so cease reading if your anti-spoiler alright? If you’re a grizzled Zelda votary, you should be in a familiar world, taking jaunts from dungeon to dungeon, eradicating an enumeration of nigh-hapless goons with blade and quiver, blitzkrieg style. For neophytes here’s the 411; Link must once again save the indigenous Hyrule and the world from the menacing, esoteric necromancer known as Ganondarf. To do so, he must mature from gamin to valiant warrior, while acquiring a multiplicity of powerful weaponry and skills that he will acquire on his quest for justice and peace. Collecting orbs and various medallions by vanquishing bosses (including the spirit, water, and light medallions) and awakening “temple guardians”, Link will acquire the power to access Ganon’s ominous abode (a gigandous malevolent castle, that was once the royal palace) and face off against the vile, austere, uber-puissant sorcerer himself. Throughout his journey, Link will meet allies and adversaries, and will face a myriad of demonic forces including a lycanthropic dragon, aquatic behemoth, and a titanic arachnid. Sacre Bleu! 

Oh Titillating Canvas Radiate! 

I cannot accentuate enough the glorious eye-candy of ZOOT. The graphics in this game are breathtaking, teaming with regal, nigh-flawless, non-trite, mesmerizing vistas, picturesque landscapes, and jaw-dropping facades. Many gamers marveled at the interior décor and level designs of the venerable Super Mario 64, and may juxtapose ZOOT to SM64. However, big M is forced to renunciate his throne as ZOOT manages to usurp Mario as Lord of visual gusto in several ways. For starters, how about how the characters in the game reveal realistic facial emotions like never seen in a game before? Oh, and the shrubbery, terra cotta, and fauna that demonstrate realistic aeon and touch physics? And can anybody forget the dazzling panache of the solar flare that Link basks in as he gallops away on his steed Epona? The bosses are massive, diverse, and a marvel to behold from the celestial Queen Gohma all the way to the anthropomorphic Twinrova sisters. The animation defies present day graphical canons; so lifelike and dazzling to imbue in its entire superb splendor. The dungeons in the game are so varied and marvelous; that one can only imagine how much effort and time must’ve went into crafting and molding such innovative and intuitive battlegrounds for Link to explore. No two places in the entire game are facsimile. Each locale that Link explores has its own unique flair and stupor invoking hutzpah that latches onto the psyche and drains any ounce of hope that the gamer will be able to lead a “normal” productive life while soaking in the profuse, utopist radiance that is ZOOT. All in all, most would assent that Zelda is the most gorgeous N64 game ever created, further demonstrating the graphical horsepower, dazzling wizardry and prowess of the little black machine that could. Maestro Miyamoto: sine qua non.

Aural Nirvana Pulses through the Canals of Euphoria….

If superlative graphics weren’t enough to wow even the most jaded gamer, the audio experience in ZOOT holds its own, with a conglomeration of chilling scores and ballads to latch onto the gamers mind, never ceasing to dazzle or trigger nostalgia of the days of yore. The scores range from mischievous and comical (think chibi Link at the Palace Labyrinth) to epic (final battle against Ganon, and the brilliant boss theme). Moreover, each area you traverse has its own unique theme, which resonates throughout the vicinity until you leave for another. Personal favorites include Goron City and Zora’s Domain. If the aforementioned brilliant scores weren’t sufficient, the ocarina tunes themselves are delightful to the ear as well. I dare you to get the requiem of spirit, song of storms, and the song of time pieces out of your head. However, the song that reigns supreme over all is the Temple of Time theme. An acapella, Gregorian chant of sorts will greet the gamer, as Link lifts the legendary master sword from the pedestal, to become the hero of time! How the audio-gods at Nintendo weaved their alchemy to push such unparallel music into the 64’s anachronistic sound card is beyond me. What I do know, though, is that ZOOT music is the ideal counterpart of the fantastic graphics, as the gaming experience becomes that much more euphoric and memorable. Mochas gracias Nintendo.

Quiver Strikes Bulls-eye for Umpteenth Time: Say what?! 

Many gamers who experienced the flawless masterpiece that is ZOOT may have noticed just how smoothly the controls flow, with perfect game mechanics. No, that wasn’t hyperbolic: the game’s control are dead-on and without equal as several game developers attempt to come up with a homogeneous Zeldaesque control scheme of their own (imitation is the best form of flattery people). From the moment Link sets foot on Kokiri Forest’s lush grounds, the game introduces you to all of the offensive and defensive moves, with a few ancillary ones thrown in for good measure. The gamer simply practices them on targets of choice, such as bushes or rocks scattered across the vast land. And that cute lil’ benevolent fairy is so freakin’ helpful its humbling. Navi allows you to “Z-target”, a targeting system introduced in ZOOT, making attacking or dodging enemy attacks a cinch. The Z-system is also used for acquiring far away objects or even enemy tokens such as those arcane Skulltula tokens. In a flash, the gamer feels like a pro, strafing, dodging, rolling, parrying, back -flipping and slashing enemies with nonchalant ease. If your ever stuck, little ol Navi, like a doting preceptor, will show you where or what you have to do to advance. You never feel alone in the game, despite the fact that the game spans from forests to deserts; a sign of an immersive yet vast game at the same time. And the trifecta   “C” system that utilizes the yellow arrows on the n64 manette, means you have quick and immediate access to weaponry, bottles, and your trusty ocarina with the touch of a button. The cartography system, which indicates every single locale in the game with helpful markers, as well as the monastic, yet intuitive inventory system complements the spot-on controls. Oh, la vie est belle! 

A Legend is Born…Tremble at his Omnipotence, subordinates! 

As you may have figured, this game is design perfection from start to finish. However, if the aforementioned supreme-caliber game elements weren’t sufficient, the gameplay manages to one-up them all, with a schlokfest of oh-so-hype bad-assery, veiled in a lush, and fantastical quest realm. ZOOT (a.k.a Michelangelo of gamedom) offers environ 30-60 hours of gameplay. Such a range of gameplay hours is staggering, considering ZOOT is an action role player. The game offers the gamer a plethora of side-quests to keep you busy, most of which are highly relevant to the gamer, to be as powerful and devastating as one chooses to. If you want to face Ganon with a bare bones Link (i.e. 10-12 heart containers, no Nauru’s love, Biggoron sword etc) and could care less about bragging rights you may do so. However, as I imagine, most Zelda gamers are gaming connoisseurs- aficionados of the Zelda craft who will extol nothing less of perfection. Thus, the aforementioned cognoscenti will then be forced to spend dozens of hours playing the myriad of paradigmatic mini games, scouting the games various zones for secret holes and heart containers, while undertaking the daunting task of acquiring the 100 gold Skulltulas that are scattered across the land.

Even receiving the devastating Biggoron Sword requires the gamer to undertake a cornucopia of tasks for various game characters, with strict time limits for several of them. Moreover, every single “key item” has a few upgrades that you can only acquire though completing puzzles or difficult mini-games. Simply acquiring the superfluous, and near- ineffectual ice arrows requires the gamer to complete the long (and a tad tedious) Gerudo training ground. Hence, there are dozens of “auxiliary” items that the veteran gamer can attempt to gain, for the ultimate bragging rights and feel of accomplishment. And if you do go “all the way” your Link (default) character should have 20 potent “encased” hearts, max upgrades for every item (including Bombchus) have all three “diamonds” arrows, and swords, the mask of truth, 100 Skulltulas (more or less) and even the 4 bottles if you can pull it off (harder than it seems de facto). Rarely, if ever, has a game every offered so many tangents/side-quests, that actually have substantial value, and make the gamer feel “good” for having completed them. 

More Sugary Brine for thee Hearty Gamer…

Each dungeon is heterogeneous, varied, and radiates with ingenuity. From the lush Deku Tree to the volcanic inferno of the Fire Temple, every single dungeon (heck, sub-dungeon) is very different. No cookie-cutter contrivance or Machiavellian subterfuge pulled off here. Its almost like each dungeon was taken as the sole locale of the game, and equal effort went towards each one to craft the perfect battlezone for the protagonist. And seigneur is Zelda’s “world” humongous, ponderous, and colossal. Did I mention, that Zelda’s overworld is un-friggin’ believably massive? It almost seems everlasting. Hyrule field is vastly spread, making the quaint Epona and area-teleporters a necessity. In retrospect, I believe the 6 “other” tunes of the ocarina were implemented to save a googolplex of hours accessing designated areas via equestrian or foot.   Basically, the gameplay is damn near flawless, from head to toe. I delved into the minutiae, slicing and splicing game elements, and the end result of my meticulous inspection? AAA, all the way, with no equal on any platform. Period.   

Numero Uno: Dare thee Challenge?

Succumb to the grandiosity and eternal wrath oh noble gamer…and great, and unforgettable fun will be had. This is what makes life worth living- the panacea to ennui and life’s woes (albeit, tentatively alas). This is the omnipotent weapon that gamers yield against skeptics and political pundits who dare to accuse video games of sparse or no merit. Such “experts” are arbitrary, inchoate, nimrods, who spew rhetorical propaganda and so-called unequivocal evidence (and boy are they wrong). Gamers, lift you heads in pride. Be proud, and insanely content that you were born in an auspicious epoch that allowed you to experience hedonistic, paroxysm-invoking gaming perfection. Gnosis is a magnificent concept, and maybe those wacko tobacco, pathogenic contaminants should heed such a dogma before dogging games as nonsensical, mind-droning bile. I am humbly honored to have had the privilege to play, no experience gaming’ finest creation. A divine gem that will stand the test of time, radiating throughout perpetuity. In the cesspool of electronic bile that plagues the gaming libraries, one dares to emerge as the progenitor of bona fide AAA material. Dare other developers attempt to climb the echelon to the pantheon of gaming legends? Only time will tell…

Post Script: (Zelda: Twilight Princess now has a daunting bastion to overcome…).

Boss Eradicating Pro Tips…

·Queen Gohma- To defeat QG, stun her crimson eye with a Deku nut or spore. Once stunned, use sword slashes or the more powerful jump-slash to make short work of the colossal arachnid. Try to destroy the embryonic larvae of QG before they hatch to avoid unnecessary clashes. 
·King Dodongo- To defeat this heavily armored monstrosity, lunge bombs or bomb flowers into his mouth right before he is about to unleash his deadly flames at you. If he uses his armored spin attack, simply protect yourself with the Hylian Shield instead of the Deku one. D will turn red once stunned and attack with jump-attacks to reduce the hit amount. 
·Barinade- This electro-infused behemoth is tougher than the previous bosses you faced. Try avoiding melee combat whenever possible and arm yourself with the Deku shield. Use your boomerang to make short work of the spinning electrical jellyfish plates. Once they are destroyed, B will use melee attacks to hurt you (which you can avoid by strafing or back flipping). Your shield won’t take electrical bursts well; so keen reflexes are the only way to evade the devastating currents. Earthenware jugs with heart containers are available if needed. 
·Phantom Ganon- The trick to summoning PG to the center stage is as follows. As he gallops towards a portrait, continuously move around, with bow in hand and try to hit him with an arrow as he erupts from a picture. Doing so thrice, will force him to the centerfield. Here, you must deflect his own fireballs back at him until a volley returns and stuns him. Now’s your cue to unleash hell! Once gravely injured, PG will resort to a lunge javelin attack. Simply evade it just before he attacks and you’ll be fine.
·Volvagia- V is definitely the most offensively deadly boss thus far. Have a few fairies handy or expect a swift, painful death. Just like hit-a-thons at carnivals, you must hit V head with the Megaton hammer when it protrudes from a volcanic hole. Between your offensive intervals, V will resort to flame attacks and barrages of boulder fury. If you survive, continue with the aforementioned strategy and you just might make it through Dante’s inferno. 
·Ganondarf- Make sure you have plenty of arrows, hearts, and a full mp gauge. Use the same tactics you used against PG, except you must quickly fire a light arrow when G is stunned and then unleash carnage on him (with Biggoron preferably). Use a light arrow while he powers up his galactic death ball, and he’ll soon be a dead man. Now, only Gagnon stands before absolute victory…

Evil Reborn 
Resident Evil makes it debut on the Sega Dreamcast, with horrifying results…

When the venerable Resident Evil made its debut on the Sony Playstation, it mesmerized horror enthusiasts everywhere. With its usage of tension filled music, spine-tingling suspense and monstrosities, Resident Evil defined the horror game genre, and set the standard for horror-survivalist games everywhere. Now, after 3 blockbuster hits that have sold 12 million copies collectively, Resident Evil makes a quantum leap into the next-gen era with the Sega Dreamcast. And let me say, that Resident Evil never looked or played so well. It hurts so good…

Resident Evil: Code Veronica (RE:CV) continues where Resident Evil 2’s premise left off. A brief synopsis states that after having escaped the purgatory that was Raccoon City and nuking Nemesis, Claire continues on her quest to find her brother Chris Redfield: an elite Stars Bravado member. In the midst of her journey, Claire runs into Umbrella Corp, and is jailed, being accused of espionage. While on the isolated island, many of Umbrella’s men are killed off by the undead, and Claire is liberated via commandant Rodrigo Valentes. From there on, begins Claire’s continued mission of finding her brother…and surviving yet another horror.

Graphics 9.5/10   

RE:CV graphics are in one word, astounding. From the breathtaking vistas to the mesmerizing architectural facade of the infamous Mansion, Re:CV oozes beauty and magnificence. For the first time in the series, pre-rendered backgrounds are replaced with full polygonal models. This means, that every single object and area in the game is individually crafted and buffered. The water and lighting effects in the game are particularly a marvel to behold. Approach a wall and ignite your lighter. See that facsimile flicker of the flame on the wall? Notice the realistic physics behind the umbra’s and every micro-facet of the game? Basically, Capcom pushed the Dreamcasts GPU capabilities to the max. Also, the characters in the game have 6 times as many polygons that in the previous installments. The result is that all the characters look breathtaking and photo-realistic, making you wonder if Capcom carbon-melded real life models and their regalia onto the game models. 

Sound: 9.3/10

Capcom’s Yideo Yoshima is a virtuoso composer, and his music creating prowess is demonstrated yet again in RE:CV. Though music is limited in play, the music plays the role of a threat detector. Basically, if you hear that bone-chilling score, or that ominous howler effect, it means that danger is prevalent and to be on guard. Some of the scores in that game are simply awe-inspiring, and will trigger nostalgia of the previous three installments. The game pushes the DC’S Macromix card to the max, as the game plays in full surround sound. All the sound effects in the game, from the chirping of crickets to the pinging of bullets on alloy sounds hyper-realistic. If I have one minor gripe about the sound, it’s the voice acting. Though Chris, Claire and Wesker are played by competent actors, the likes of Steve and Ashford are nauseatingly abysmal. Overall though, the sound experience is superb.

Controls 6.0/10

Alas, if there’s one major flaw that has plagued the RE series from its inception, its been the controls. Capcom still hasn’t managed to fix their camera and control problems. The camera’s seem to have a life of their own, and are hyperactive and distorted. You may find yourself in the very same corridor or stalactite, because the camera spins off 180 degrees as if it were to invoke some sort of delirium effect upon you. Oh, and the controls are just terrible! Why, Capcom still uses the inverted control mechanic is a baffling enigma to me. Also, you still can’t strafe, run and fire, and the quick spin 360 from RE: 3 is sorely lacking. It’s preposterous that even in the next gen era, Capcom has yet to fix such an irksome boondoggle. 

Gameplay: 9.7/10 

This area of the game is where the game truly shines. The game is quite long, spanning two discs. The game is chockfull of pre-rendered and CGI sequences, adding to the already riveting story. RE:CV follows the age-old puzzle system of its predecessors to a seam, which is both a good and bad thing. Some of the puzzles are typical, and predictable, which is annoying. However, other puzzles are ingenious and rewarding when you finally figure them out. Character ties and friendships are much more gripping and important in RE:CV, where you’ll run into several allies, old friends, and threatening adversaries. However, some remnants of plot-points of yesteryear still remain. The T-virus still plays a major role in this game, as does the Umbrella Corporation and its appalling malfeasance. The same old tiring, detonation countdown scenario arrives yet again in this game. However, there are some surprises and revealing plot twists in the narrative that will surely stun some RE aficionados. The additional virtual VMU actually helps. Basically, you can see your sero-status and constitution via the LCD mini screen, instead of having to go into your inventory menu all the time. This benevolent addition will really help you out in bloody and tense situations. 

Several additional genetic anomalies make their debut in RE:CV. Not to give too much away, but there are several gargantuan sub-bosses in this game, and more terrifying lycanthropes that lurk in every corner, craving some human flesh. Another addition to RE:CV is duel wielding. Basically you can now hone two separate sub-machine guns and Uzi’s-in separate directions. The game doesn’t have auto-aim, so you have to hold L+R to perform the duel firing function. Capcom sticks with tradition by offering uber-goodies for beating the game in a certain amount of time. Class S will earn you the devastating linear launcher, and Class A the rocket launcher. Also, simply beating the game will unlock an egregiously brutal, yet awesomely fun Battle Game. Basically, you get to explore several of the game locales, with powerhouse weapons, unlimited ammo, and plenty of health rations. However, you will face a plethora of macabre creatures, specters and apparitions, and will end the battle by facing one of the games myriad bosses. You will have to solve some puzzles in the original game to unlock certain characters in the battle game (hint: do not lose those gold lugers). The games difficulty may be a bit steep for some gamers, so know your gaming aptitudes before tackling this 20+ hour high-octane, high caliber, gore schlokfest.

Closing Comments:

If you own a Dreamcast, it would be a cardinal sin to avoid purchasing this masterpiece opus. The game brims and spews brilliance and blood-curdling horror. RE:CV serves as the pinnacle of horror-survivalist games, and other developers must now try to perform the daunting task of creating a game half as brilliant as RE:CV. The game may cost a pricey $40.00, yet it is worth every penny of your hard earned cash. What are you waiting for? Rush out there, buy RE: CV and pull down the shades. You’re in for the nightmare of a lifetime.

Final score: 9.5/10
