	Key Features

Official and exclusive content - The only interactive soccer game licensed to use the official FIFA World Cup™, insignia, mascots and the 20 new World Cup stadiums in Japan and Korea.
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Star Players – Lifelike representation of all the star players participating in the World Cup Tournament, combined with the exceptional individual talents that characterize their style of play in real life.
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Accessible and exciting new game play -‘airplay,’ delivers intuitive one-button headers, volleys, scissor kicks, juggling, and more. Showboating and high-tempo, high-impact play is both exciting and accessible from the first touch of the ball.
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New player-to-player animations – New player-to-player animations result in aggressive jostling for the ball both on the ground and in the air.
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‘World Cup Moments’ - Key dramatic moments during the tournament including the beginning of a match, the end of a match and key goals are highlighted by epic cinematics. Using replays, player animations, original scores by the Vancouver Symphony Orchestra and special effects, World Cup Moments underscore the emotional range of play with increasing intensity as games become more important.
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‘Moment Zooms’ - New camera angles and replays capture intensity of World Cup games as they dramatize nearly missed shots, fouls and goals by focusing on player facial animations as they grimace and fall to their knees in frustration or pump their fists and cheer in celebration of a goal. 
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Tournament Mode - A seven game series beginning with round-robin play, followed by playoffs leading to the final match with a progressive story line and a rising intensity as you advance.
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New stadium environments- Teams will be met with a rising tide of crowd excitement with thousands of fans sporting team colors, country specific chants, and an explosion of special effects including lasers, confetti, streamers, flags. 



With Possession
	Action
	keyboard
	Sidewinder

	Pass
	S
	B

	Lob/Cross
	A
	A

	Shoot
	D
	C

	Sprint
	W Tap
	Y Tap

	Shoot Volley
	DD
	CC

	Pass Volley
	SS
	BB

	High Volley
	AA
	AA

	Shot Header
	D
	C

	Pass Header
	S
	B

	High Header
	A
	A

	Player Runs
	Q
	X

	1-2 Pass
	SPACE
	Z

	Skill Move 1
	E
	M

	Skill Move 2
	EE
	MM

	Skill Move 3
	TAP W then E 
	TAP Y then M

	Fake Pass/Lob/Shoot
	Hold Z and C then S/A/D 
	Hold shoulders then A/B/C

	Fake Headers
	Hold Z and C then S/A/D 
	Hold shoulders then A/B/C

	Fake Volleys
	Hold Z and C then AA/SS/DD 
	Hold shoulders then AA/SS/DD

	Player runs towards you
	Hold Z and C then Q 
	Hold shoulders then Q

	Ballspin right for pass/lob/shot
	Hold C then press S/A/D 
	Hold right shoulder then B/A/D

	Ballspin left for pass/lob/shot
	Hold Z then press S/A/D 
	Hold left shoulder then B/A/D

	onto the knee then clearance/shot (From air)
	Hold C then DD 
	Hold right shoulder then DD

	Scorpion kick (From air)
	Hold Z then DD 
	Hold left shoulder then DD

	Kick-ups
	Hold Z and C then WW while stood
	Hold shoulders then WW


Without possession:
Q on keyboard/X on Sidewinder = Keeper Charge
S on keyboard/B on Sidewinder = Switch to closest player to ball
D on keyboard/C on Sidewinder = Normal Tackle
A on keyboard/A on Sidewinder = Sliding tackle
 

FIFA 2002 Game Information

Already known for its graphic excellence, FIFA fires its most powerful shot at the competition. With all-new open passing, the FIFA gamer has more control and precision than ever before. Find a breaking forward with a perfect 40-yard ball into open space, embarrass the tightest defense with cunning one-twos, or fool any keeper with deep swerving crosses. 

FIFA 2002 will offer more licensed leagues, teams, and competitions than any other game in the industry; combined with great new single-player features, a unique reward system, and the chance to qualify your country for 2002 FIFA World Cup™. 

With the totally re-invented game-play and stunning graphics, FIFA 2002 is poised to deliver the most complete sports game ever.

Key Features: 

· Experience the highs and lows of qualification for the FIFA World Cup 2002. Select from international teams and begin your journey to 2002 FIFA World Cup Korea/Japan ™. This will incorporate more user feedback than ever before, including an expanded injury-fatigue system and informational “hotsheets” which update user to status of teams, players, upcoming opponents, etc. 

· A customizable controller allows users the flexibility to re-program buttons and control the action on the pitch to their liking. 

· Player detail is better than ever before, including more authentic faces, hairstyles, player accessories, etc. 

· "In the game" audio featuring localized commentators and dynamic differentiation between home and away SF/X. 

· FIFPro License that includes all the names and likenesses of FIFPro’s member association. 

· Friendly, League, Custom, Training and 2002 FIFA World Cup™ Qualification game modes. 

· Over 75 licensed national teams and 16 licensed leagues including the English Premier League, German Bundesliga, Spanish Premier League, the French LNF, and Major League Soccer (MLS). 

· Cinematic cut-scenes seamlessly capture all the action -players experience the impact, pain and emotion of a world-class game. 

· PlayStation Dual Shock™ support. 

· PlayStation and PlayStation 2 (1 to 8 players). 

· Innovative New Passing System. 

· FIFA 2002’s new passing system incorporates an open-ended and flexible passing model. Pass the ball into space, utilize through-balls and one-two’s. Direct your teammates on strategic runs thru the defense. The new system is enjoyable for players of all levels, creating a deeply satisfying football experience. 

· All new tackling and referee model: Now, the timing and angle of your tackles determine success or incur the wrath of the referee. Gamers are accountable for their team’s behavior, requiring the gamer to gauge risk versus reward when making plays.

FIFA 2002 Review - by Matt Holme
There is no need for me to state the obvious. We all know that over the last few years we have been quickly losing faith in EA sports. With "new" versions of FIFA hitting our computer store shelves and each year a sense of disappointment overwhelming us with in hours of trying the new game. EA have told us that this year will be different. However, EA say this every year and of course they are going to say it, they are looking to sell as many copies of FIFA as possible. We can't blame them for that... I mean what do you expect them to say? "Please buy FIFA 2001, the gameplay is unrealistic and you'll get sick of it within a week"? Of course not... they are just doing what any good company should do and marketing their product correctly. 

What you're about to read is not your usual computer game review. Instead of talking you through FIFA 2002 (you can get those kind of reviews on any games site) and telling you what it has to offer and what it doesn't offer, I have simply picked all the good points and bad points and given my opinions on them. 

Here we go! 

Gameplay! Without a doubt this is the area EA needed to improve on. If they didn't this year, I know that many FIFA fans would have completely lost faith in EA and FIFA would very soon be lying second behind Pro Evolution Soccer as the most popular football video game. Thank you EA, you have definitely changed the gameplay and it has been a change for the better! 

FIFA 2002 does not feel like any other FIFA. Gameplay wise, it is a whole new game and it is as if you have gone back in time 4 years and picked up your first copy of FIFA 98. Gone are the pinpoint accurate passes, lobs and shots. If you're not aiming directly to your teammate, your pass will not go directly to his feet. If you see a massive gap up field, you can now thread a nicely timed through-ball and have one of your speedy forwards run onto it. But make sure you are precise with the power on your through-ball. Just one minute extra push of the new power-bar and the ball will be out into touch. 

FIFA 2002 feels like real football. As an example, if you are attacking down one side of the pitch and your nearest team mates are all marked closely, you quickly switch play with a sharp long ball across to your opposite winger and start attacking down that particular side. 





Let's take a look at some of the many points that make the FIFA 2002 gameplay a winner: 

The players now react to different situations on the ground realistically. Eg. if you take a shot at goal and narrowly miss, the player who took the shot may fall to his knees in despair. This is not a cut scene similar to what you see after a goal, it happens in real-time play with the same camera view that you are currently playing in. Also, if the ball goes out into touch and some players are chasing it, instead of simply stopping when the ball goes out the players will slowly stop running and turn back. This is hard to explain but you'll immediately notice it when you play the game. 

EA have completely re-invented and improved the players trapping and controlling skills. Instead of waiting for a ball to hit their feet and then run, your player will run onto a pass and use a variety of different trapping skills to take the ball under control. First time shots are also possible, even if the ball is bouncing slightly and the player doesn't have total control. Players can also shoot with the outside of their boot. You can now tell the difference between players preferred feet and a player will do whatever he can to get the ball onto his strongest foot before shooting. 

EA have finally included a 1-2 pass. Hit the 1-2 pass button and the player you pass the ball to will send it straight back to you. This move is hard to master but scoring a goal after carrying out a perfect 1-2 pass is simply awesome. The CPU also pulls off some very good build up play which can involve 1-2 passes which are very hard to defend. 

Players can now make mistakes. Sometimes one of your defenders may be running across to take an easy intercept on an attacking through-pass and miss the ball completely. Or perhaps you may go up for a header and miss it. I know that at least once I have taken a complete air-swing at a ball when trying to quickly clear it. No longer can you just smash the shoot button and expect to pull of a perfect volley or bicycle kick. I have been playing FIFA 2002 for two weeks now and I have only ever executed one perfect volley shot and it was tipped away by the keeper. I have definitely missed a lot of volleys and bicycle kicks and in the process made a real goose of myself.

The goalkeeper is now much more intelligent and realistic. There are no more "superman" saves with most on target powerful shots being tipped away. The keeper can also make the odd mistake. He won't make as many as Barthez, but on the odd occasion he might go to catch a powerful shot on his chest and with the pressure of an attacker coming though spill it resulting in a simple tap-in for your attacker. This has only happened to me once in two weeks of playing which I find very realistic. The keeper can now take as many steps as he wants but only hold on to the football for the allowed number of seconds. The goalkeeper can now get a lot more realistic distance on his punt kicks and goal kicks. 

You can now swing the ball left and right using the left and right "flippers" on your control pad. The movement is certainly noticeable and comes in really handy when taking long-range shots and placing long through-balls. 

The defenders tackling skills and styles have now improved. No longer does a player wrongly just poke his leg out, but players go in with their shoulders and jostle for balls realistically. 

Players heights and weights are noticeable. In FIFA 2002 if a slow player is racing against a fast player to get to a through-pass the fast player will out sprint the slow player.

Many people when they first heard that FIFA 2002 would feature a variety of different through-ball options feared that all you'd have to do in FIFA 2002 to score was send one of your players on a run, send a through-pass to his feet and you'd score. Rest assured, the CPU is too smart for that. If you send a player on a run, the CPU will send a defender with that player and mark him closely. Just like in real life, most through-passes you send will either be cut off, or not be accurate enough for your attacker to get to them. 

Although still only having three difficulty levels, FIFA 2002 is a much harder challenge than any previous FIFA edition. Personally, when I first got FIFA 2001 I was playing in World-class mode with in 24 hours of owning the game. After two weeks I am still on Professional mode and each match is a real challenge. This is another reason why I feel FIFA 2002 will be a far longer-term investment than any other recent FIFA game. 

Gone are the stupid special moves and they have been replaced by two realistic ones. You can now beat a player by running your foot over the ball and darting around him, and you can now fake a shot. If a defender is sprinting across at 100 miles per hour and you're about to shoot, you can easily fake the shot, sending your defender hurtling past you, put the ball onto your good foot and drill home a scorching shot. 

You have to be accurate with your shots. Even if you are right in front of goal, if you're not totally accurate you'll miss the goal. 

There is no simple secret to scoring. In FIFA 2001, if you knew how to do a cross and a bicycle kick you would always score. I am yet to find a way to always score in FIFA 2002 and I expect there isn't one. 

Refereeing has definitely improved. The CPU no longer does as many slide tackles as they used to which is far more realistic. 





As I say, FIFA 2002 is not perfect. Let's take a look at some areas in the gameplay that EA need to improve on or rethink: 

CPU shooting options leave a lot to be desired. A CPU attacker may be on a break and just need to draw the goalie and push in for an easy goal. Instead, more than often, the CPU player will get to the 18-yard box and try for a long-range shot. The computer players also shoot from very strange angles which most players in real life would hardly ever consider shooting from. The computer players often miss very easy open goals by kicking the ball unnecessarily hard. EA need to work on the computers shooting realism before we could ever consider FIFA 2002 as the all-round perfect football game. 

Although FIFA 2002 boasts an array of terrific new camera angles that are easily adjustable, the ball sometimes ends up out of the camera shot meaning you don't know where the ball is going. This only happens very rarely but it is certainly something EA need to take a look at. Perhaps a patch could be released to fix this. 

I'm not sure if this is a good or a bad point. I have noticed that the ball hits the post quite a lot. It is definitely exciting, but I'm not sure if it is totally realistic. 

As I mentioned, refereeing has improved but the ref is still not strict enough. Even when you set the ref to be extremely strict, he may penalise you, but he won't pull out the yellow or red card as often as he should. 





One point that I have made a few times while answering questions in the Soccer Gaming Forums has been the style of game FIFA 2002 is. If you can remember back to FIFA 98 and WC98 you would remember that those games were definitely "running games". You'd get a man and pull of a special move, beat 5 players and score a magnificent goal. Although, when we got FIFA 99 and FIFA 2000 we discovered the world of passing. In those games you'd be forced to pull off a series of quick, "pinball" like passes to have a chance of scoring a goal. The great thing about FIFA 2002 is that it encompasses both passing and running. The passing is realistic and as I have mentioned, the accuracy of your passes evolves around how well you have perfected your skills. While passing is important in FIFA 2002, running is still equally as important. Often you will be placed in a situation where you must out sprint a man, or beat him with a special move. To be a FIFA 2002 champion you must know how to pass, lob, shoot, run, defend and of course, score. 

So is FIFA 2002 any better this year? Yes, it definitely is. Is it any different from the past FIFA's that have merely changed since FIFA 98? Yes, definitely. FIFA 2002 has a whole new feel about it and that is why FIFA 2002 is with out a doubt the best FIFA since EA decided to get serious and create FIFA 98. FIFA 2002 is not perfect, but it will keep you interested for many months. It is tough, yet satisfying and with the thousands of third-party patches you'll be able to download here at Soccer Gaming will be the best FIFA ever. 

I would give FIFA 2002 a score of 92%.

FIFA 2002 Review: Cancel the Funeral by Joe Lemon

There is no need to send flowers or cards. No arrangements are needed and no eulogy is to be written. This year, EA Sports add to their collection of soccer games with FIFA 2002. This latest installment of the FIFA series has proven its value, and stunned even the most skeptical writers, including myself. A doubt rooting from very disappointing "newborns" coming from EA Sports womb of production of late. Idiotic referees, stupid goalkeepers, and easy AI are just a few of the problems facing the soccer gaming fans in recent years. EA Sports has definitely brought their dwindling soccer series back to life. 

Game-play: 
Every year this category brings about disappointing comments. However, the FIFA series has made a U-turn for the better. It would be best to begin with the highly anticipated and heavily advertised "Innovated New Passing System". They've actually got it right, it's new and innovated! Your own players, on your command or on your own will make runs. You need to aim your pass precisely and power it on the brand new passing power meter. Hit the ball too hard, the ball goes out into touch. Too soft, and the ball goes behind the player. Perhaps you're running down the pitch and you want to make a cross to your running teammate? The defender has you cornered, you try to hit towards him he steals it or blocks the cross. If you try to cross it facing the end line, guess where the ball goes? Out of bounds.
In this game, precision equals accuracy. That means no more pinpoint passes and no upper corner goals at the touch of a button. The shooting meter is even more complex, more sensitive to the touch. Oh yes, ladies and gentlemen, you can shoot using a lob and a pass if you choose. But you must be facing the exact spot you want the ball to go. Most of the time this means the ball is going to go wide or over the net. Time the power right and it's over the keeper. At a bad angle, too hard of a shot, wrong foot, can equal shots going wide. And it's not just once in awhile it soars wide; it tends to happen a lot because you aren't just walking down the center anymore. Gone are the days of pathetic computer defenders losing their jocks with the "football god" skills and tricks. There is only one move that is very ineffective, and is also placed so it is hard to reach on the keyboard. The defense AI will tend to be conservative, waiting for a certain opportunity to take the ball from you. Whether you turn the ball into the defender or just get too close.
To the same degree, the offensive AI seems to be smarter and keen on passing, using support, one-twos, and through-balls. You might find yourself down 1-0 with about 10 minutes left in the match. The computer will be passing the ball around in the back waiting for your man to commit, thus making open space to move the ball up the field. Unlike previous games, the AI looks for weaknesses, open spaces, and slower defenders to make plays. With this better ball movement the computer tends to have possession most of the game. The inability to tackle and be dead-on adds more intricacy to an already difficult game of defense, is. The opponent's player, in most cases, must be facing you for you to tackle them. If you tackle too early, you are at a severe disadvantage because of the mistimed commitment (as it is in real life football). Slide tackles must be timed correctly or the consequences are even more usually devastating, because they take more energy from a player. If you are "aiming" incorrectly and slide too far in front or behind the player, your defender is basically out of the play. Hit the player directly, and you are most likely to be called for a foul or given a card. Indeed, I am saying the referee actually calls fouls and gives cards!
The referee AI has drastically improved since FIFA 2001. Take for example, a last defender slide tackle from behind. Ouch - a vicious and inhumane slide tackle! The referee actually cleans off the dust in his pocket from FIFA 2001, and hands him a red card. The same goes for calling fouls and penalty kicks, about 90 percent of the bad tackles will be called, excluding tackles from behind; of which, about 99 percent will be called. Depending on the severity of the foul there will be cards, but it appears the referee is a bit hesitant to hand out the caution. I won't blame you if, in your anger, you tackle the goalkeeper and receive the red (it's fun isn't it?). And with the added bonus of goal and foul replays, you can see it in double-time!
If you're wondering why you'd ever be mad at the goalkeeper, it's simple. The keeper still makes great saves, he just doesn't hold on to it as much, and that's almost the only way you'll score from the ground. Many gamers remember the "superman" (the ability to save and hold every shot) attributives of the goalie. In the same regards, the goalies in FIFA 2002 are "supermen", who have hands soaked with butter. Thus, most of the goals will be scored on rebounds or on breakaways. Don't bother trying to shoot it long, you will almost always miss or the keeper will save it with a defender to clear. 
Sometimes, as in the recent FIFA bombs, it still seems as if the computer is cheating. The computer usually uses the same move when winning a header: a simple flick of the ball behind them does the trick or a little "nudge" on your player gives them clear superiority on the play. The redundancy of this will get on any gamers nerves after seeing it beat your defender five times in a row. The user has a similar disadvantage on shooting. While the computer powers red-hot scorchers accurately, the user will have a hard time just getting those shots in the vicinity of the goal. This unfairness will cause a great deal of pain to the young and old FIFA gamers alike, until they get used to it, if ever.

Graphics:
When people think of EA Sports, the first thing they probably think of is superb graphics. In the past EA Sports has never let down FIFA gamers in this category. The same goes this year as well. 
Everything from A to Z to has been touched-up, making FIFA 2002 look better than ever before. When you first start your game you will see what I mean. New textures in the crowd make their movements look more realistic - from far away - close up it looks a bit hazy and blurry. The crowd, sadly, is still 85,000 strong in a match between UAE and Zimbabwe; a feature some were hoping would be implemented in this year's version. Stadiums look like they came straight from photos, although they are generic. While the camera is buzzing about the stadium you'll notice how real the players look. The jerseys look like their real-life counterparts. The same also goes to the player faces - most of the well-known players anyway. 
Once the game is underway the most noticeable difference you will see is the realism of the grass and playing field. It looks as if you were actually watching a live telecast from your PC. You can almost smell the fresh pitch on a cool Sunday afternoon. It's that realistic. However, the night games and games in the rain seem a bit different. Unrealistic lighting makes the pitch seem flat and not very dynamic. The light seems to come out of nowhere, the stadium lights aren't even on. Night games always seemed so exciting, now EA have added a nice dullness to the word "night game" now. A pity that. 
The occasional glitch will show it's ugly face sometimes, however it doesn't occur enough to cause any real problems or complaints. The graphics (nets, ad boards) seem crisper, clearer, and more realistic in most cases. Once again, Kudos to EA Sports!
Sound:
Sound usually ends up as the overlooked part of a game. For the most part, gamers will notice bad sound, and not appreciate good sound when it is present. In these regards, FIFA 2002 gamers will be happy to know the sound is great once again. 
Featuring Gorillaz - 19-2000 (Soulchild Remix) with the introduction music, the music seems to be keeping its top form year after year. After awhile of playing, some of the music may seem to get annoying and may even sound generic. But, you may soon find yourself tapping to the beat of the music as you just scored the game-winning goal. A mix of music and commentary and in-game noise should spice up your playing experience. 
Behind the microphone this time is the FIFA series legend Jon Motson and the new arrival Andy Gray (featured in earlier FIFA versions). With lines such as "My grandmother could have put that in with her left foot" and "Whoa, the defense is playing like a bunch of a donkeys", you might find yourself laughing with your teams play. Indeed, their words are wise and usually are very relevant and to the point. You probably won't find yourself going mad due to the reiteration of commentary. 
However, you might go mad at the crowd cheering just as loud for the visiting team. In regard to that, there really is no point for home and away teams in this game, except for the jerseys and flags. The crowd sound is pathetic on goals anyway, and is usually covered up with celebration and music. EA has made some new crowd chants and brought some back from previous versions (including World Cup 98), but besides that there is nothing special with the crowd sound. The atmosphere is felt more because of the field noise.
The on the field option is a great way to get yourself in the game. Even with the commentary on you can still hear players yelling for the ball when going on a run, screaming in pain after a hard tackle, and grunting on a hard kick. As mentioned above, the real atmosphere is in the cinematic scenes. Like the players celebrating a goal or yelling after a foul. It brings a great sound to the in-game feel along with the commentary and crowd noise. I don't even know how I could say a game's atmosphere was great without these sounds. 
In all fairness, the sound is great. The crowd still needs work, but when it all comes together it creates a great sounding game that makes for a lively and realistic atmosphere for a soccer game. I like, you like?
Options:
A game just isn't a game without a lot of options, right? Once again, FIFA 2002 gives the intense gamer a good game with numerous options. Friendly, Season, World Cup 2002 Qualification, Tournaments, Creation Center, and Rewards top the options list. We'll just get right down to the nitty-gritty.
FIFA 2002 crams in a whole load of features, and a few newly created features, unique to this year's edition. The typical game modes are here, Friendly, Season, and Tournaments. The season mode will take you through your favorite clubs season. You'll have to battle tough competition for the title and fight to keep yourself out of relegation position, compete with the world's finest in the Champions League type tournament, and fight for your leagues cup. You can expect plenty of gaming action in the season mode, or simulate you way to the end of the season for the final action. 
The uniqueness in FIFA 2002 that will stand out to previous and future versions will be the World Cup 2002 Qualification mode. Select any of the 124 teams from the CONCACAF, CONMEBOL, AFC, and UEFA conferences. Finish in the top few teams and you will be headed to East Asia, right? Wrong. Once you qualify the game is over, "Congratulations. (your team) has qualified for World Cup 2002!" will pop-up on your screen. EA Sports might as well say, "Congratulations. You have qualified for World Cup 2002. Please purchase World Cup 2002 for $39.99 to continue!" Once you click "OK" you will have unlocked a reward in the "Rewards" section. But, if you sincerely want to play in the World Cup, you can use the tournament option to create your own WC tournament. 
If you're into editing teams and players, the Creation Center is just for you. You will be given the option of editing or creating your own team, player, or league. With numerous face options and kit options you could create anything your FIFA gaming heart desires. Despite this new addition, I believe it will never replace individual patch makers. The Creation Center has its limits and patch making really doesn't have these limits (e.g. could change EA logo on shoes to Adidas). Overall, it is a great addition to the game for those quick changes a player may need to make. 
In the aspect of in-game options, a few new options stand out. A great new feature, the "FIFA Assistant", helps out and suggests substitutions when a player is injured or very tired. Thus, ridding the hassle of searching for a proper sub and then waiting 30 minutes to have the sub enter the match.

FIFA 2002 provides the best for any type of gamer. If you want the game easy, just turn on the "Automatic Crossing" option to make it easier to cross the ball to the middle of the pitch. If playing at high difficulty is your preference, turn it to the most realistic settings, including "Slow" to keep the game at a more realistic speed. You can even edit your controllers to make the game fit your preferences! Plus, EA have also added plenty of new camera angles so you can check out different angles of all the match action!
It appears this category was something EA looked at a lot. It's a crying shame they forgot the sole-purpose of qualifying for the World Cup - the World Cup tournament! The Creation Center should include exporting and importing options for patch makers, but it is still a good add-on for this year.

Controls:
If you read above, you'd see a mention about controllers. EA Sports have heard the complaints about the inability to edit your controller preferences and layouts. It's just what the doctor ordered. 
As for controls in game-play, as it has been for recent years, the response when passing or shooting can be delayed, which can ruin your whole play. Still, for the most part, the controls are the most improved yet (as I have said about things in every category). It's simple. If you don't like the controls, change them.
Overall
So many great things, there isn't much to complain about. It really is the best FIFA yet, and it is a whole lot more fun to play than the older versions. The passing has changed the game-play drastically, graphics are top-notch, sound is energetic, and there are so many new options to fit any gamer's needs. EA Sports has REALLY re-invented the beautiful game, and in the process, their own name in soccer gaming as well. 
· Game-play: 9.0 

· Graphics: 9.5 

· Sound: 8.5 

· Options: 9.0 

· Controls: 8.5

Overall: 9.0
System Requirements
 Operating System: Windows® 95b, 98, 2000, ME or XP

 CPU type and Speed: Intel® Pentium® MMX / AMD™ 233MHz or faster processor.

 Memory: 32MB RAM (64MB for Windows 2000/128MB for Windows XP)

 CD-Rom Speed: 4x CD ROM/DVD drive (600K/second transfer rate) using 32-bit Windows, CD- ROM/DVD driver.

 Graphics Card: 4MB PCI or AGP 3-D graphics accelerator using a Direct3D™ compatible chipset.

 Hard Drive Space: 65MB free hard disk space (plus space for saved games, Windows swap file and DirectX™ 7.0a installation)

 Keyboard, mouse
DirectX 7.0a compatible sound card

Note: 2002 FIFA World Cup™ does not support Windows NT, Windows 95A or Windows 2000 Advanced Server


Recommended Configuration:
 CPU type and Speed: Intel® Pentium II® / AMD Athlon™ or faster processor

 Memory: 128MB RAM (128MB for Windows 2000/XP)

 CD-Rom Speed: 16x or faster CD-ROM/DVD drive using 32-bit Windows CD-ROM/DVD driver.

 Graphics Card: 8MB (or greater) PCI or AGP 3-D graphics accelerator using a Direct3D™ compatible chipset.

 Hard Drive Space: 250MB free hard disk space (plus space for saved games, Windows swap file and DirectX 7.0a installation)

 Input Devices: 360º analog gamepad such as the Logitech Wingman Rumblepad, Microsoft Sidewinder™ Gamepad Pro, Gravis Eliminator Gamepad Pro USB,Gravis Xterminator or Interact Axis Pad.


Required for Multiplayer Games:
 Internet: 56K or faster connection with a valid account with an ISP (Internet Service Provider). Modem-to-Modem, Serial via high speed Serial port (16550 UART), LAN (Local Area Network) via TCP/IP.


1 2002 FIFA World Cup™ game disc per PC.

