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AKA : “Where’d that striker come from?”

Well boys and girls, two years in the making, the true match of the millennium has made it home.  K’ and Maxima are back to find out why K’ remembers nothing of his former self, nor how he became flame wielder extraordinaire!  Benimaru gains muscle and loses the chicken legs!  Oh it’s so great!  However, the real question behind KoF2K is…”Where’d that striker come from?”

So now that I’ve made the game sound like a complete joke, I’m going to defend it by saying that it’s probably one of the best fighters I’ve played in years.  There are some problems with it, but not many.  After playing the game extensively, on both AES cart and Dreamcast, I’ve found there isn’t much difference.  The AES is a truly amazing system and its quality is especially hard to reproduce.  This is mainly due to the strange graphics ratio the machine uses.  Sega’s last system tries as it may and surprisingly ports an almost flawless (note that I said almost) reproduction of the original.  The game moves fluidly and surprises me greatly at how close it comes to being the original.  If you think this game may look anything like KOF99:DM or Evolution, then boy, are you wrong.  Everything wrong with those games apparently was enough to say “HEY! SNK/PLAYMORE!  We want ports and not cheesy 3D background upgrades!”  Finally, the fans get what they want, even if that happens to be a buff Benimaru.

Speaking of Benimaru, his striker, Another Benimaru, just flat out scares me.  Strikers play another part in this game.  The system works as so : a) you pick your four characters, b) line the fighting three up in the order you want, and c) select your final character as a striker, or choose his counterpart as “Another Striker.”  How does the “Another Striker” work, you ask?  Well, it’s actually quite simple.  Let’s say you pick Terry, Joe, and Andy as your fighting force, and leave Blue Mary for your striker.  Well, when you finally select your striker, you have the choice of either Blue Mary, your character pick, or her counterpart “another striker”, Yamazaki, the crazy Orochi mafia goon.  That is the only way to get Yamazaki as your striker.  Pretty simple, right?  To make things even more interesting, some characters have “Maniac Strikers.”  These strikers are only available to certain characters, and can only be accessed by performing a simple code at the “Another Striker” screen.  The fun in this system is that not all of the strikers are from the KoF universe.  Some come from older, non-fighting based games like the Kizuna Encounter and Metal Slug (oh yeahhhhh…)

The game also comes intact with its original music, (along w/ a fancy Arrange track set) which fits perfectly into the theme.  Sound glitches are almost nonexistent in this game, woes stemming from Garou, the game which was filled with sound sync errors.  All the sound is crisp and every effect streams through, never cutting off another.  My personal favorite has to be Ramon’s win quote though.  “Viva Mexico.”  I think that says it all, even if it is in a Japanese accent.  Cracks me up every time.

A few words on the new characters : fear Lin, for he is evil.  Not since Jedah of the Vampire series from Capcom, have I seen such a despicable character.  Lin oozes poison for blood and also sports not one, but two unblockable desperation moves.  He’s got some harsh combos that are simple to pull off, let alone jack up his power meter like mad.  All of these things make him…my new favorite character! HA HA!  (En France, HUH HUH!)  Ramon is another character who, once mastered, offers a mighty bit of shear power.  A one-eyed Mexican wrestler with attitude, Ramon strikes fear into the hearts of all men with his bell-bottoms and skin tight shirt.  Okay, maybe not, but he’s a great addition and I’ve been waiting for a faster grappler to grace the series.  Vanessa (Steve Fox’s sister?) may seem hard to figure out at first, but learn her play style a little longer and you’ll be speed dashing through fireballs and punching sole hearted aggression into your opponent’s stomach.   Seth is big and angry.  He’d make the perfect limo driver / anti-car-theft device.  Simple enough.  Enter Kula Diamond.  She’s another products of Nests and is completely the opposite of her male counterpart, K’.  Controlling the element of ice, Kula was created solely for the demise of K’.  Far more delicate than K’ however, Kula fights with less experience fueled only by her objective to eliminate her fiery twin.  Lastly, Zero, or Stalin as I call him, flaunts his amazing ginsu-robe which slices, dices, and even makes K’ fries!  He’s cheap, but not unstoppable. *cough* Omega Rugal *cough*  Strikers are a plus when dealing with Zero, so make sure you can deceive the AI by using strikers that throw the opponent (ie: Maxima and Benimaru.)

The Dreamcast version also comes with a highly fun, and highly addictive puzzle mode that I had to tear myself away from to go to work.  Devotion?  I think not.  I had to cut myself off…it beckons to me even now.  Okay, so it doesn’t, but once a player completes a puzzle, the picture from the puzzle becomes available in a gallery (and you get to see the whole piece and not just the cropped version from the puzzle.)

In conclusion, if you’re still paying homage to the Dreamcast god of yesteryear, I suggest you pick up this must-own straggling hit for Dreamcast.  The game is top notch, and rightfully deserves to be in any player’s collection.  Importers beware however, Playmore did install some sort of import protection on this game, and while most systems do play the game prefectly, some systems can’t handle it (mostly PAL.)  If you do have problems, I suggest you try every method for import boot including a boot disc.  Of course, you could always be like me and grab an Asian system – however, I think Japan owns me because I can’t lay off the crack games they produce.  “VIVA MEXICO!!” – insert joke here.

