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by Sardius

Dr. Jekyll and Mr. Hyde
Dr. Jekyll and Mr. Hyde 
is the worst game to ever 
be released for the NES. 
Don’t debate me on this. 
In my mind, Dr. Jekyll 
handily trumps infamous 
unlicensed garbage 
like Cheetahmen II and 
Action 52, because for all 
their defects and general 
incompetence, I can at 

least understand why those 
games are the way they are.

See, unlike its unlicensed 
brothers in crap, Dr. Jekyll and 
Mr. Hyde wasn’t an elaborate 
scam perpetrated by a  y-by-
night company headquartered in 
the Bahamas. It was published 

by Bandai, a very successful 
publisher that persists today 
thanks to the fact that people will 
buy anything if it has an anime 
license attached to it. Before we 
proud Americans fell to the terrible 
effeminate might of Inuyasha 
and Naruto, though, Bandai had 
to  nd some other license to 
exploit to gain a foothold in the 
western world.

That license was, of course, a hundred-
year-old Robert Louis Stevenson novel. 

Look, you have no idea how popular 
his stuff was back then. I saw it all: 
the Black Arrow cosplay, Treasure 
Island snap bracelets, Long John 

Silver x Dr. Jekyll x Mr. Hyde 
crossover slash fan  ction traded 

through 
BBSes that ran on 
 rewood... man. 
It was insane.

Inexplicable origins 
aside, playing Dr. 

Jekyll and Mr. Hyde will leave you even more confused. As Dr. Jekyll, you move 
from left to right, jump with the A button, and poke stuff with your cane using the 
B button. No part of this 
works in any way you’d 
expect, though. Jekyll’s slow 
walk makes him easy prey 
for each level’s swarms of 
angry townsfolk. His jump 
takes him several feet in the 
air, but only a few inches 
forward. His cane attack 
— if you can believe it — 
actually causes damage 
to himself when used 
on enemies.

I’ve come to accept that Dr. 
Jekyll and Mr. Hyde is an awful game. I’ve played all the way through it, and I’ve 
even seen both endings. Neither leaves me with a feeling of resolution, though. 
Instead, I’m left with unanswered questions. Why does this game exist? Why 
does it play so very badly? Why has nobody on our obsessive modern Internet 
cared enough to scan or transcribe its instruction manual? I may have beaten Dr. 
Jekyll and Mr. Hyde, but until I uncover the source of its evil, have I truly won?

Atlantis no Nazo
In many ways, the Japan-only Famicom release of Atlantis no Nazo (“The 
Mystery of Atlantis”) is the anti-Dr. Jekyll and Mr. Hyde. Whereas Dr. Jekyll’s 

goals are straightforward enough 
but its mechanics are jacked 
to hell, Atlantis no Nazo plays 
decently but has the strangest 
expectations for progress I’ve 
ever seen in a video game.

It seems simple enough at  rst. 
Run to the right. Throw bombs 

at enemies. Try not to get 
crapped on by mutant birds 
who squirt poison poop. 
Soon, you’ll  nd a door. 
Enter it, and you’re on the 
way to level two! Yeah! 
Somewhere along the 
journey, though, things take 
a detour into crazytown. 

In an era where tutorials are mandatory 
and pressing the Start button triggers an 
intelligence test more often than it begins 
a video game, little confusion remains 
in the world of interactive entertainment. 
Thanks to the invention of the Nintendo 
Wii, many have only recently learned 
that video games are things that you 
can play. Even armed with our newfound 
knowledge, though, a few games from the 
NES era still mystify us. These games have 
achieved a rare transcendence. They are 
inscrutably bad, and I love them for it.
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Take this level, for example:

You can’t go out to the left or the 
right, you can’t go back through 
the entrance, and bombing every 
single pixel reveals no hidden 
doors. So what do you do? You 
fall into the gap on the right, 
throw a bomb at your feet, and 

kill yourself — that’s what 
you do. As you fall off 
the screen, your limp, 
lifeless body goes through 
a hidden door, which 
transports you to the next 
level, alive and unharmed.

Atlantis no Nazo is full of 
fun stuff like this. Some 
levels are unlit, leaving 

platforms and pits invisible against a solid black background. Take a bad route 
and you’ll end up at a “BLACK HOLE!” stage, which repeatedly drops your 
character into a bottomless 
pit until your supply of 
lives is completely drained. 
Best of all, the last level is 
almost unbeatable unless 
you  nd an easily missable 
invincibility item midway 
through the game.

There are one hundred 
levels in Atlantis no Nazo. 
Half of them feature 
unimaginably 

retarded solutions, and the 
other half will drag you 
through the depths of 
platforming hell. Some will 
kill you before you have 
a chance to react. Some 
can’t even be accessed 
without cheating.

Naturally, I love this 
game to death.

Takeshi no 
Chousenjou
Ohhhh man. It doesn’t get 
any better than this. Takeshi 
no Chousenjou (“Takeshi’s 
Challenge,” named for its creator, 

 lm director “Beat” 
Takeshi Kitano. Don’t ask) 
is a special little bundle 
of horrible joy. Unlike Dr. 
Jekyll or Atlantis no Nazo, 
Takeshi no Chousenjou 
isn’t content to be merely 
bad, dif  cult, or obtuse. 
This game is spiteful, and 
intentionally so.

Takeshi no Chousenjou places you in the 
role of a down-and-out salaryman who 
has been given an unexpectedly small 

yearly bonus from his company. 
To win the game, you must quit 
your job, go to a karaoke bar and 
get drunk, then black out and 
wake up at home. Afterwards, 
the correct course of action is to 
divorce your wife, abandon her 
and your kids, and spend your 
meager severance pay on a trip 
to a distant island in search of 
hidden treasure.

Yeah.

This says nothing of the supreme dif  culty involved at every step of the way. 
Passing the karaoke bar scene requires the player to actually sing into the 
Famicom controller’s microphone until the game detects a perfect performance. 
It’s not uncommon for this to take several hours. At some point afterward, a blank 
screen appears, and the player is told not to interact with the controller in any way 
for another hour, under penalty of complete erasure of progress. On the way to 
the island, you’ll enter an extremely hard horizontally scrolling shooter segment, 
in which your ship can move down, but not up.

Survive this, and you’re rewarded with an arduous exploration segment as you 
search for treasure. By this point, your voice is hoarse, you’ve spent an hour of 
gameplay staring at a blank screen, and your thumbs are bloodied from retrying 
the shooter sequence hundreds of times. In your fatigue, you may have chosen 
the wrong option at the 
password screen, which 
results in instant death.

Hours later, if you’re still 
alive and coherent, you 
may  nd the legendary 
treasure. At this point, 
Internet legends tell that 
you will face a boss that 
can only be defeated 
if you punch it twenty 

thousand times. This is false; 
the truth is even worse.

At the end of Takeshi no 
Chousenjou, you will  nd no 
boss. You’ll get no closure. 
Instead, all you’ll see is 
a screen that says — in 
Japanese — “Good job.”

I badly want this game to 
be in English. Fan translators of the world, I am 
willing to pay $100 for a full English translation 
of Takeshi no Chousenjou. This is not a joke. 
Do this and you will be rewarded.

You don’t understand. I need this.
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Gangs of street punks ruled the late 
‘80s urban landscape, kidnapping the 
girlfriends of tough guys everywhere. 
Nobody knows why they did this, because 
almost every time it happened the tough 
guy ended up cleaning out all organized 
crime in the city. Nowhere is this better 
illustrated than in River City Ransom, the 

epic game pitting Alex and Ryan against 
an entire town of punks and thugs in 
possibly the greatest side-scrolling brawler 
ever. Defeated goons drop cash that can 
be used to buy food and magazines to 
up our heroes’ stats and give them new 
skills, but RCR is a simple game at heart. 
A few weapons enhance the punch-kick-

jump gameplay, with style and humor 
pushing it into True Classic territory. River 
City Ransom is simple but perfect, and 
everybody should play it at least once in 
their life.

By: James • Score: 5 of 5

Metal Arms came out back in 2003 and 
promptly got buried in the Christmas rush, 
along with Beyond Good and Evil and 
Prince of Persia: Sands of Time. Unlike its 
cohorts in  nancial failure, Metal Arms was 
almost instantly forgotten despite being of 
equal quality. Like many cult classics of 
the last gen, it’s getting a second stab at 
life and you owe it to yourself to see what 
you (probably) missed.

Metal Arms is a third-person run-and-gun 
action shooter that sees the little robot 
Glitch blasting the living hell out of all 
comers. While he’s got the usual guns and 
explosives for the hands-on approach, the 

more subtle weapons are the most fun to 
play with. Tossing a Recruiter grenade into 
a pack of low-level enemies and having 
them provide backup is always fun, but 
even better is using an EMP grenade to 
knock out one of the huge Titans, then 
circling around back to hit him with the 
Control Tether. Many enemies can be 
taken over by the Tether, causing Glitch 
to collapse into a pile of parts while he 
controls the commandeered robot, and it’s 
hard to go wrong stomping through levels 
as a behemoth with rocket launchers 
and chaingun arms. Controllable 
vehicles, decent physics, and even some 
destructible architecture bring the world 

to life, in a game that was made before 
these were standard features. Metal Arms 
is an excellent shooter even by today’s 
standards,  lled with rock-solid action and 
an excellent challenge level. Whether 
downloaded or  shed out of a bargain bin, 
Metal Arms deserves its second chance.

By: James • Score: 4.5 of 5

Developer: Swingin’ Ape • Genre: Run & Gun 
Release Date: 4/21/2008 • # Players: 1-4 

River City Ransom
Wii Virtual Console • $5

Developer: Technos • Genre: Side-scrolling brawler 
Release Date: 4/21/2008 • # Players: 1-2

Metal Arms: A Glitch in the System
XBOX Live Arcade • 1200pts ($15)

Just a little glitch in the system...

62_DOWNLOADS62_DOWNLOADS HARDCORE GAMER MAGAZINE_VOLUME 4_ISSUE 2_BLACK WITH A VENGEANCEHARDCORE GAMER MAGAZINE_VOLUME 4_ISSUE 2_BLACK WITH A VENGEANCE

MMM ttt lll AAAJust a little glitch in the system

62-63_Downloads4.indd   2 5/13/2008   8:49:20 AM

The best game on the PS3 just got better 
with the release of the Super Stardust HD 
Solo Pack. While it’s little more than four 
new game modes, they address most of 
the pacing problems with the original while 
adding a new enemy or two to the mix to 
keep things fresh.

Endless mode is a non-stop series of ever 
more frantic waves, Bomber challenges the 
player to max out the score using only (duh!) 
bombs, Survival packs the screen with orbs 
that can be shot to move out of the way but 
can’t be destroyed, and Time Attack is a high-
speed race to level’s end. 

Each mode is designed for fast play, making 
it very easy to sit down for a quick  ve 
minutes or, more likely, an obsessive hour or 
two of Just One More Try! This is twin-stick 
shooting at its best.

By: James • Score: 4.5 of 5

Developer: Housemarque • Genre: Twin-Stick Shooter
Release Date: 4/15/08 • # Players: 1

Super Stardust HD Solo Pack
PlayStation Network • $5

Sometimes things don’t work out as 
planned. Today’s example is World 
Reborn, a horizontal shooter that didn’t 
quite  nd a publisher. World Reborn 
has multiple ships and pilots to choose 
from, each with their own strengths, 
weaknesses, and special abilities, and 

their skills level up as they’re used. A 
branching story drives the missions 
along, with anime-styled characters 
spouting intentionally-cheesy dialogue. 

The gameplay is standard horizontal fare, 
complete with weapon pickups, obstacle-

lined paths, and enemies that actually 
target the player rather than worry about 
the intricate geometry of their bullet 
patterns. It unashamedly runs through 
all the old cliches, but seeing as most 
recent shooters bludgeon the player with 
underaged overpowered girls navigating 

bullet hell, that’s something of a relief. 
World Reborn is a decent shooter with 
an RPG twist, and would have been a 
decent little entry to the GBA’s lineup.

By: James • Score: 3.5 of 5

Developer: NeoPong Software • Genre: Horizontal Shooter
Release Date: 3/22/2008 • # Players: 1-2

Trackmania Nations Forever is the free version of the stunt track 
racer that keeps on giving, packed with more content than most 
retail games and with an incredible amount of user-generated 
goodies. Nations is a more limited product than the retail version, 
of course, having just one environment and car to play with, but the 
amazing track designs more than make up for it. 

Jumps, loops, bottlenecks, and an unforgiving timer all conspire to 
make earning the gold a feat of pure speed and precision. There 
are only a few physics cheats, and it can be frustrating to watch the 
car bounce all over the track after a bad landing, but there’s a huge 
sense of satisfaction in rocketing a car over a one hundred foot 
gap in a half-pipe to a pinpoint-perfect landing. Trackmania Nations 
Forever is fun, frequently maddening, and never stops giving.

By: James • Score: 4 of 5

Trackmania Nations Forever
http://www.trackmania.com • Free

Developer: Nadeo • Genre: Stunt Track Racer 
Release Date: 4/21/2008 • # Players: 1-8 
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World Reborn
http://www.neopong.com • Free
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Offi cial Hyper Contest Arena

We at Hardcore Gamer challenged 
you to show us how hardcore for Halo 
you really are. What you showed us 
was exemplary – every submission we 
received was very impressive in show-
ing how much Halo really means to 
you. But three submissions were utterly 

outstanding and well deserving of the amazing prizes their submitters 
will be receiving.

Winners:

Essay Challenge Grand Prize:

3 FOOT GAMER GRAFFIX HALO 3 MASTER CHIEF WALL GRAFFIX™
4 FOOT GAMER GRAFFIX HALO 3 MASTER CHIEF WALL GRAFFIX™
2 18 X 24 INCH HALO 3 MASTER CHIEF WALL GRAFFIX™
XBOX 360 (Halo Edition)
HALO 3 GAME
THE OFFICIAL NOVELS OF HALO
RED VS. BLUE - SEASONS 1,2,3,4,5
HALO GHOSTS OF ONYX - NOVEL
HALO GRAPHIC NOVEL
Gamer Graffi x Xbox 360 Skin (Death Card)

Essay Challenge Grand Prize Winner: Xtra Sugar

Runner Up Prize:

HALO GHOSTS OF ONYX- NOVEL
Gamer Graffi x Xbox 360 Skin (Death Card)
3 Foot Halo 3 Master Chief WALL GRAFFIX™
1 18 x 24 inch Halo 3 Master Chief WALL GRAFFIX™
5 Gamer Graffi x Handheld console Skins

Runner Up: Javycucamonga

Hardcore for Halo Photo - Grand Prize:

3 FOOT GAMER GRAFFIX HALO 3 MASTER CHIEF WALL GRAFFIX™
4 FOOT GAMER GRAFFIX HALO 3 MASTER CHIEF WALL GRAFFIX™
2 18 X 24 INCH HALO 3 MASTER CHIEF WALL GRAFFIX™
HALO GRAPHIC NOVEL
5 Gamer Graffi x Xbox 360 Skins
5 Gamer Graffi x Handheld Skins

Hardcore for Halo Photo - Grand Prize Winner: cpu64

 

 

Congratulations to everyone who submitted content, and thanks for 
making this contest such a success!

If you could invent any mod with unlimited resources, what would it 
be? Submit your ideas at HardcoreGamer.com and win sweet mod 
prizes from Extreme-Mods.com for your PC, PS3, Xbox 360 and Wii!

Visit HardcoreGamer.com to enter the “Invent a mod and 
win a mod” Extreme-Mods.com challenge.

Gamer Graffi x Hardcore For Halo Challenge Winners announced.

C t l ti t h b itt d t t

http://www.extreme-mods.com
http://www.hardcoregamer.com/forward.php?user=magazine&url=http://www.worthplaying.com
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http://www.hardcoregamer.com/forward.php?user=magazine&url=http://www.marvel-ous.com
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http://www.hardcoregamer.com/forward.php?user=magazine&url=http://www.thekurtandcoreyshow.com
http://www.hardcoregamer.com/forward.php?user=magazine&url=http://www.stuffwelike.com
http://www.hardcoregamer.com/forward.php?user=magazine&url=http://www.gamecritics.com
http://www.hardcoregamer.com/forward.php?user=magazine&url=http://www.randomnj.com
http://www.hardcoregamer.com/forward.php?user=magazine&url=http://www.agzonline.com
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There’s strong. And then there’s Army Strong. The strength 
that comes from not just changing your life but changing the lives of others. 

Find out more at goarmy.com/strong.

STANDING UP FOR YOURSELF IS STRONG. 
STANDING UP FOR THOSE AROUND YOU 
IS ARMY STRONG.

Staff Sergeant Jeremy Mutart

Final Score:Final Score:

4.5 of 5

by Adam
 Pratt o

f Arcad
eHeroes

.com
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Sega dabbled with dinosaur blasting when they released 
Jurassic Park: Lost World back in 1994 and they have 
decided to bring it back with Primeval Hunt. This comes at 
a time where hunting games are the most popular titles on 
the arcade scene.

There is no clear storyline to the game; you are simply 
hunting dinosaurs in an exotic location that also happens to 
include human-made ruins over a number of twelve days. 
When you begin, you can pick between three different weapons to carry — a ri  e, a shotgun or 
a crossbow and occasionally you can obtain a rocket launcher power-up. Each weapon has its 
own characteristics and amount of ammunition available for it, and once you run out of ammo, the 
game is over unless you insert more coins to continue. The player thus must focus on accuracy and 
strategy instead of non-stop trigger pulling.

Bonus points are given for head and heart shots, which sometimes must be landed quickly, as 
a delay in taking the dinos down means that they will begin to hunt you. There are a number of 
dinosaurs you’ll be hunting, mostly the kinds that we are all familiar with since childhood, including 
brontosaurs, triceratops, stegosauruses, velociraptors, pterodactyls and T-Rexes. It was interesting 
to see how dynamically they behave throughout the game, from grazing in the  eld, to  ghting with 
each other, stealing dinosaur eggs or even scratching their backs on the ground like a dog.

The graphics, powered by Sega’s Lindbergh platform, are fairly good although there are a couple of 
issues with collision detection (not with your shots fortunately but you will end up walking through 
walls on occasion). The environments are quite lush and colorful and the textures through most of the 
game are pleasing to the eye.

Unlike most other light-gun titles which happen to be on-rail affairs, Sega pulled a page from both the 
Nintendo DS and the Wii in its control scheme. The game uses two light-ri  es which include hardware 
for on-screen tracking as well as a speaker built into the butt of the gun. It also uses a touch screen 
controller where the player can plot their movement throughout a level with their  nger as well 
as track each dinosaur and their stats. It is an interesting feature but has proven to be 
worrisome for operators concerned with the extra price it adds to the machine, along with 
the potential for damage. If the touch screen does break, however, there is an option to 
play the game without it. There are two cabinet variations of the game out there, although 
currently, the deluxe version is the only one available in the US.

Primeval Hunt is a likable game that stands out from other arcade light-gun games 
thanks to the control scheme which allows you to explore the area and plan out a 
strategy as opposed to reactionary blasting.

Arcades always 
excel in over-the-top shooting 

action, whether you are shooting 
aliens, machines or dinosaurs.

P u b l i s h e r :  S e g a  A m u s e m e n t s  •  G e n r e :  L i g h t  G u n  •  C at e g o r y :  H e a r  M e  R o a r
D e v e l o p e r :  S e g a  A m u s e m e n t s  •  R e l e a s e  D at e :  3 / 2 0 0 8  •  #  o f  P l ay e r s :  1 -2
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Hayabusa returns in the only true sequel to Ninja Gaiden. Exclusively on the Xbox 360.®

Four diffi culty levels, from Acolyte to Master Ninja.
Hayabusa returns in the only true sequel to Ninja Gaiden. Exclusively on the Xbox 360.®

Four diffi culty levels, from Acolyte to Master Ninja.

The Fine Line Between Honor And Vengeance
 Will Be Crossed By One.

The Fine Line Between Honor And Vengeance
 Will Be Crossed By One.

xbox.com/ng2xbox.com/ng2
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